Player

+username
+tribeCards
+buildingCards
+foodValue
+prestigeValue

Slot

+ method(): Type

+ nUpper: int
+nLower: int
+food:int

+ method(): Type

Game

+ gamesCode

+ slotList: List<Slot>

+ tribeDeck: List<BuildingCard>
+ buildingDeck: List<TribeCard>
+ upperList: List<TribeCard>

+ lowerList:List<TribeCard>

+ playerQueue: Queue

+ playerMap:Map<Player,int>

+ currentRound:int

+ currentEra: int

+ startGame()
+ round()
+ slotChoice(playerMap,playerQueue)
+ play(Player,Slot)
+ drawCard(Player,Slot,CardList);
+ eventExec();
+ endGame()

GameHandler

+ tribeDeck
+ buildingDeck
+ activeGames

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

<<Interface>>
PlayableCard

EndedGame

+ field: playerStandings->{UUID,prestigeScore}

BuildingCard

+ field1: Era

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

CardSetEffect

BuildingEffect

+effectType:enum
+effect(Player):void

Y

+ setNumber:int

teffect(Player):void

InventorPairEffect

« | tpairNumber:int
Ll

EventCard(abstract)

+effect(Player):void

+ field: EventType(enum)

+ field: price,era,type(enum) >
» + method():
TribeCard(abstract)
+ method(): Type

+ activateEvent(ArrayList<Player>):void

SUSTENANCE
SHAMANIC RITUAL
>
CAVE PAINTINGS
>

Y

Inventor

+ invectionlcon: enum

Y
Character(Abstract) HUNT
+ characterType:enum
+ method(): Type >
Y Y Y ¢
Builder GATHERERS Artist Shaman Hunter
+ reductionValue:int +icon: int + icon:bool

+ method(): Type

+ method(): Type




