Persistence

ShipDAO

- shipDAO: com.j256.ormlite.dao.Dao<Ship,String>

+ persist(Ship): void

+ update(Ship): void

+ getShipByUser(String): Ship
+ remove(Ship): void

PlanetDAO

ObjectDAO<T>

- source: com.j256.ormlite.support.ConnectionSource

OverworldDAO

+ persist(T): void
+ remove(T): void

- overworldDAO: com.j256.ormlite.dao.Dao<Overworld,String>

- planetDAO: com.j256.ormlite.dao.Dao<Planet,String>

CrewDAO

+ persist(Planet): void
+ update(Planet): void
+ remove(Planet): void

- crewDAO: com.j256.0ormlite.dao.Dao<Crew,String>

UserDAO

+ persist(Crew): void
+ update(Crew): void
+ remove(Crew): void

- userDAO: com.j256.ormlite.dao.Dao<User,String>

+ persist(User): void

+ update(User): void

+ getUserByUsername(String): User

+ remove(User): void

+ removeUserByUsername(String): void
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+ persist(Overworld): void
+ remove(Overworld): void
+ getOverworldByUser(String): Overworld

RoomDAO

- traderDAOQO: com.j256.ormlite.dao.Dao<Trader,String>

+ persist(Trader): void
+ update(Trader): void
+ remove(Trader): void

WeaponDAO

RoomDAO

- weaponDAQ: com.j256.ormlite.dao.Dao<Weapon,String>

- roomDAOQO: com.j256.0ormlite.dao.Dao<Room,String>

+ persist(Weapon): void

+ persist(Room): void
+ update(Room): void
+ remove(Room): void

+ update(Weapon): void
+ remove(Weapon): void




