
+ addProduct(Product): void
+ removeProduct(int): bool
+ lookupProduct(int): Product
+ updateProduct(int, Product): void
+ addPart(Part): void
+ deletePart(Part): bool
+ lookupPart(int): Part
+ updatePart(int, Part): void

+ <<prop>> Products: BindingList<Product>
+ <<prop>> AllParts: BindingList<Part> 

Inventory

+ addAssociatedPart(Part): void
+ removeAssociatedPart(int): bool 

+ lookupAssociatedPart(int): Part

+ <<prop>> AssociatedParts: BindingList<Part>
+ <<prop>> ProductID: int
+ <<prop>> Name: string
+ <<prop>> Price: decimal
+ <<prop>> InStock: int
+ <<prop>> Min: int
+ <<prop>> Max: int 

Product

+ <<prop>> PartID: int
+ <<prop>> Name: string
+ <<prop>> Price: decimal
+ <<prop>> InStock: int
+ <<prop>> Min: int
+ <<prop>> Max: int 

<<abstract>> 
Part

+ <<prop>> MachineID: int

Inhouse

+ <<prop>> CompanyName: string

Outsourced

UML
C968 C# Software I 
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1. This is the basic Class structure you will need

2. Helper functions can be added at your discretion

3. While you may add to this, your additions cannot modify the key structures and classes

4. We recommend using a BindingList (as shown in the diagram), or a List

5. <<prop>> indicates use of a C# Property
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