
+ clon

+ inse

+ toSt

Builder

- reductionValue: int

- prestigeValue: int

+ toString(): String

+ clone(): Character

+ insert(Player): void

prestigeValue: int

reductionValue: int

Character

- type: CharacterType

+ toString(): String

+ clone(): Character

+ insert(Player): void

h

EventCard

- type: EventType

+ activateEvent(ArrayList<Player>): void

type: EventType

<<enume
Event

+ values(): Event

+ valueOf(String)

+ c

+ i

+ t

Inventor

+ toString(): String

+ clone(): Character

+ Icon(): int

+ insert(Player): void

Main

+ main(String[]): void

PlayableCard

- Era: int

+ toString(): String

Era: int

Player

- PrestigeValue: int

- FoodValue: int

Shaman

- icon: int

+ toString(): String

+ insert(Player): void

+ clone(): Character

i i

Slot

- NUpper: int

- Food: int

- NLower: int

NUpper: int

NLower: int

NMinPlayer: int

Food: int

TribeCard

+ IsEventCard(): boolean

NMin: int

1

«create»

«create»

1

1

type

slotList

1 *

tribeDeck

«create»

1

* builders

1 *

gatherers

1 *

inventors

1

*

shamans



Artist

ne(): Character

ert(Player): void

tring(): String

+ activa

+ val

+ val

DecksCreator

+ loadSlotDeck(): List<Slot>

+ loadTribeDeckByEra(int): List<TribeCard>

+ loadBuildingDeckByEra(int): List<BuildingCar

+ loadBuildingDeck(String): List<BuildingCard>

- createCard(TribeCardDefinition): TribeCard

- createCard(BuildingCardDefinition): BuildingC

+ loadTribeDeck(String): List<TribeCard>

eration>>
tType

tType[]

): EventType

<<enumeration>>
GameStages

+ values(): GameStages[]

+ valueOf(String): GameStages

Gatherer

clone(): Character

insert(Player): void

toString(): String

Hunt

+ activateEvent(ArrayList<Player>): void

Hunter

- icon: boolean

+ clone(): Character

+ toString(): String

+ insert(Player): void

i b l

ShamanicRitual

+ activateEvent(ArrayList<Player>): void

Sustenance

- PrestigeDebt: int

+ activateEvent(ArrayList<Player>): void

PrestigeDebt: int

1

type

1
GameStage

«create»

«create»
«create»

«create»

«create»

«create»

«create»

«create»

«create»

1

* artists

1

*

hunters



Building0

+ buy(Player): boolean

+ clone(): BuildingCard

+ initialize(Player): void

+ applyEffect(Player): void

Building1

- icon: CharacterType

+ clone(): BuildingCard

+ applyEffect(Player): void

icon: CharacterType

Building10

+ applyEffect(Player): void

+ clone(): BuildingCard

Building11

- PrestigeMul: int

- icon: CharacterType

+ clone(): BuildingCard

+ applyEffect(Player): void

PrestigeMul: int

i Ch t T

Building13

+ clone(): BuildingCard

+ toString(): String

+ applyEffect(Player): void

Building8

+ clone(): BuildingCard

+ applyEffect(Player): void

BuildingCard

# effectId: int

- price: int

- prestigeValue: int

# effectType: EffectType

+ buy(Player): boolean

+ applyEffect(Player): void

+ clone(): BuildingCard

effectId: int

price: int

effectType: EffectType

prestigeValue: int

<<interface>>
BuildingEffect

+ applyEffect(Player): void

CavePaintings

vateEvent(ArrayList<Player>): void

<<enumeration>>
CharacterType

lues(): CharacterType[]

lueOf(String): CharacterType

ard>

>

Card

11

icon

«create»

1

1

icon

«create»

«create»

«create»

«create»

«create»

«create»

«create»
«create»

1*

*

buildingCards



Building4

+ clone(): BuildingCard

+ initialize(Player): void

+ buy(Player): boolean

+ applyEffect(Player): void

d

<<enumeration>>
EffectType

+ valueOf(String): EffectType

+ values(): EffectType[]
1

1

effectType



Game

- BuildingEffect12(List<Player>): void

+ SlotChoice(Player, Slot): boolean

- EventResolution(): void

- getTribeDeck(int): Queue<TribeCard>

+ addPlayer(Player): boolean

- nextPlayerSetup(): void

+ DrawUpperBuildingCard(Player, BuildingCard): boolean

- nextRound(): void

+ init(): void

+ DrawTribeCard(Player, TribeCard): boolean

( g[])

+ effect(P

Order3

+ effect(Player, int): void

Order5

+ effect(Player, int): void

- FoodValue: int

- UserName: String

+ addFood(int): void

+ addPrestige(int): void

+ getNType(CharacterType): int

+ removeFood(int): Boolean

+ SlotChoice(): void

+ removePrestige(int): void

+ Play(Slot): void

PrestigeValue: int

FoodValue: int

UserName: String

totCharacters: int

1

slot

«

«create»

«create»

1
*playersList

1

*

1*

players

1



CurrentState

- slot: Slot

- GameStage: GameStages

- Era: int

- NUpper: int

- NLower: int

- round: int

+ GameStageUpdate(GameStages): void

+ UpperDrawn(): void

+ RoundUpdate(): void

+ LowerDrawn(): void

+ EraUpdate(): void

+ PlayerUpdate(Player, Slot): void

currentPlayer: Player

Era: int

NUpper: int

GameStage: GameStages

round: int

NLower: int

slot: Slot
Order2

Player, int): void

d

Order4

+ effect(Player, int): void

OrderLogicCard

# buildingEffect(Player): void

+ push(Player): void

# effect(Player, int): void

+ pull(): Player

first: Player

1

1

1

player

1

«create»

1

1

currentState

«create»

«create»

«create»

1 1orderLogicCard
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