Player

+ field: UUID,position,tribe,building,foodTokens,prestige Toke

ns

+ method(): Type

Game

+ field: gamesCode, UUIDIist, tribeDeck,buildingDeck,
upperList,lowerList,currentRound,currentEra,currentPlayer

+ method():endGame()

SummaryCard

+ field: Type

+ method(): Type

4

A

v

GameHandler

<<Interface>>
PlayableCard

+ field: tribeDeck,buildingDeck,
prestigeDeck,prestigeFood,activeGames

+ field1: Era

+ method(): gamelnitializer(),gameAccess(),
searchEndedGame()

+ method1(Type): Type
+ method2(Type, Type): Type

EndedGame

+ field: playerStandings->{UUID,prestigeScore}

BuildingCard

+ field: price,era,type(enum)

' method():

\_¢

Food

+ field: value

+ method(): Type

Y
Prestige

+ field: value

+ method(): Type

TribeCard(abstract)

+ method(): Type

SUSTENANCE

+ field: Type

+ method(): Type

SHAMANIC RITUAL

Y

+ field: Type

EventCard(abstract)

+ method(): Type

+ field: EventType(enum)

CAVE PAINTINGS

\4

Inventor

Y

+ field: Type

Builder

+ method(): Type

+ field: Type

+ method(): Type

»| + method(): eventoAttivo()
+ field: Type
+ method(): Type
Character HUNT
+ field: characterName + field: Type
+ method(): Type »| + method(): Type
Y Y ¢
GATHERERS Artist Shaman Hunter
+ field: Type + field: Type + field: Type + field: Type

+ method(): Type

+ method(): Type

+ method(): Type

+ method(): Type




