@ MainWindow

ui: Uiz: MainWindow*
controlSystem: ElevatorControlSystem#*
eventLogger: EventLogger&
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m getFloorSelectors(passengerNumber: int): QList<QPushButton*=
m setupElevatorControlSystem(): void
m setupConnections(): void

handlePassengerButton(): void slot

on_fireButton_clicked(): void slot
on_powerQOutButton clicked(): void slot
on_maxCapSlider valueChanged(value: int): void slot
on_resetButton _clicked(): void slot
setupElevators(): QVector<Elevatort=
setupFloors(): QVector<Floort=

setupPassengers(): QVector=Passenger¥=
getPassengerTablayouts(): QVector=QLlLayout*=

@ Elevator
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id: Int

currentFloor: int
destinationFloors: QVector<int=
doorOpen: bool

load: int

capacity: int

openButton: QPushButton*
closeButton: QPushButton#*
helpButton: QPushButton#*
obsButton: QPushButton#*
capacityDisplay: QLCDNumber*
elevatorDisplay: QLabel*
floorButtonStates: QVector=bool=
elevatorState: Elevatorstate
doorState: DoorState
elevatorDirection: ElevatorDirection
occupants: QVector<Passenger¥>
helpEmergTimer: QTimer
helpText: QString
doorOpenTimer: QTimer
moveTimer: QTimer

releaseFloor

class AlarmType {
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getid(): int

getCurrentFloor(): int

getDestinationFloors(): QVector=int=&
iIsDoorOpen(): bool

getlLoad(): int

getCapacity(): int

setCapacity(cap: int): void
getFloorButtonStates(): QVector<=bool= const
getElevatorState(): ElevatorState
getElevatorDirection(): ElevatorDirection
getDoorState(): DoorState
getStateString(state: ElevatorState): Q5tring
getDoorStateString(state: DoorState): QString
getDirectionString(state: ElevatorDirection): QString
addOccupant(p: Passenger*): void
removeQccupant(p: Passenger*): void
getOccupants(): QVector=Passenger*> const
InEmergency(): bool

respondToHelp(): void
addDestinationFloor(floor: int): void
sortDestinationFloors(): void

setDirection(dir: ElevatorDirection): void
moveToFloor(floor: int): void slot

openDoor(): void slot

closeDoor(): void slot

handleAlarm{alarmType: AlarmType): void slot
updateDisplay(): void slot
updateAudioSystem(): void slot
pressFloorButton(floor: int): void slot

@ ElevatorControlSystem

o elevators: QVector<Elevatort=
o floors: QVector<Floor¥=
O passengers: QVector<Passengert>

@ getElevators(): QVector=Elevator¥= const

e handleAlarm(alarmType: AlarmType): void

o reset(): void

m handleElevatorArrivedAtFloor(elevator: Elevator*, floor: int): void

m handleElevatorDoorstatusChanged(elevator: Elevator*, open: bool): void

m handleElevatorLoadChanged(elevator: Elevator*, load: int): void

m handleElevatorAlarmTriggered(elevator: Elevator*, alarmType: AlarmType): void
m handleFloorUpButtonPressed(floor: Floor¥, floorNumber: int): void

m handleFloorDownButtonPressed(floor: Floor¥, floorNumber: int): void

m handlePassengerDestinationFloorChanged(passenger: Passenger*, floor: int): void
m handlePassengerBoardingElevator(passenger: Passenger*, elevator: int): void

m handlePassengerExitingElevator{passenger: Passenger*, elevator: int): void

m shouldBoardElevator{passenger: Passenger*, elevator: Elevator¥) const: bool

m goToSafeFloor(floor: int): void

m dispatchElevator(floorNumber: int, direction: ElevatorDirection): void

@ Floor

o floorNumber: int

o people: QVector=Passengert=

o upButtons: QVector<QPushButton*=>
o downButtons: QVector<QPushButton*=

@ getFloorNumber(): int

o IsUpButtonPressed(): bool

o IsDownButtonPressed(): bool
o addPerson(p: Passenger*): void
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o resetUpButtons(): void
o resetDownButtons(): void

removePerson(p: Passenger*): void
getPeople(): QVector=Passengert= const

m handleUpButtonPressed(): void slot

m handleDownButtonPressed(): void slot

m handleFloorRequestButtonsUp(): void

m handleFloorRequestButtonsDown(): void
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@ AlarmType

o id: int

o currentFloor: int

o destinationFloor: int
o boardedElevator: int
O passengerStateDisplay: QlLabel*
o desiredFloorButtons: QVector<=QPushButton*=
o directionFloorButtons: QVector<=QPushButton*=
o passengerindicators: QVector=QPushButton#*=
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@ EventLogger

o textEdit: QPlainTextEdit*

o instance: EventLogger#*

@ getinstance(): EventlLogger&

o setTextEdit(textEdit: QPlainTextEdit*): void
o logEvent(eventDescription: QString consté&): void

m EventLogger(EventLogger consté)

m EventlLogger& operator=(EventLogger consté)

o getld(): int
e getCurrentFloor(): int
o getDestinationFloor(): int
@ getBoardedElevator(): int
o lock(): void const
POWEROUTAGE o updateButtonsAndindicators(newFloor: int): void
L]
@

setCurrentFloor(floor: int): void slot
setDestinationFloor{floor: int): void slot
o boardElevator{elevator: int): void slot
o exitElevatorielevator: int): void slot
m handleDesiredFloorButtonClick(button: QPushButton*, desiredFloorButtons: QVector=QPushButton*=, currentFloor: int): void slot
< extractFloorFromButtonName(buttonName: QString consté&): int
< floorChanged(floor: int): void
< destinationFloorChanged(floor: int): void
< boardingElevator{elevator: int): void
< exitingElevator{elevator: int): void
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