
AddPlayer

+ AddPlayer(String, int):

- proposedNPlayer: int

+ apply(MiniModel): boolean

+ apply(GameController): boolean

ApplyNextRound

+ ApplyNextRound(Map<Slot, Player>, OrderLogicCard, CurrentS

+ apply(GameController): boolean

+ apply(MiniModel): boolean

Artist

+ Artist(String, int, int):

+ Artist(String, int):

+ Artist(int, int):

+ Artist(int):

+ toStringPlayer(): String

+ clone(): Character

+ toStringBoard(): String

+ insert(Player): void

AsciiTable

+ AsciiTable(BorderStyle, int):

+ build(): String

- hline(String, String, String, int): String

+ sideBySide(List<String>, List<String>, int): String

- isWide(int): boolean

+ displayWidth(String): int

+ addRow(List<String>): void

+ addRow(String[]): void

+ addHeader(String[]): void

- rpad(String, int): String

+ addSeparator(): void

<<enumeration>>
BorderStyle

- BorderStyle(String, String, String, String, String, String, St

+ values(): BorderStyle[]

+ sl(): String

+ h(): String

+ valueOf(String): BorderStyle

+ bl(): String

+ br(): String

+ sr(): String

+ sx(): String

+ mt(): String

+ tr(): String

+ mb(): String

+ tl(): String

+ v(): String

Builder

+ Builder(String, int, int, int, int):

+ Builder(int, int, int, int):

+ Builder(int, int, int):

+ Builder(String, int, int, int):

- reductionValue: int

- prestigeValue: int

+ clone(): Character

+ insert(Player): void

+ toStringPlayer(): String

+ toStringBoard(): String

prestigeValue: int

Building0

+ Building0(int, int, int):

+ Building0(String, int, int, int):

+ clone(): BuildingCard

+ buy(Player): boolean

+ applyEffect(Player): void

+ initialize(Player): void

Building1

+ Building1(String, int, int, int, CharacterType):

+ Building1(int, int, int, CharacterType):

- icon: CharacterType

+ clone(): BuildingCard

+ toStringBoard(): String

+ toStringPlayer(): String

Building10

+ Building10(int, int, int):

+ Building10(String, int, int, int):

+ applyEffect(Player): void

+ clone(): BuildingCard

Building11

+ Building11(String, int, int, int, CharacterType, int):

+ Building11(int, int, int, CharacterType, int):

- prestigeMul: int

+ clone(): BuildingCard

+ applyEffect(Player): void

+ toStringPlayer(): String

+ toStringBoard(): String

prestigeMul: int

Building13

+ Building13(String, int, int, int):

+ Building13(int, int, int):

+ clone(): BuildingCard

+ applyEffect(Player): void

Building4

+ Building4(int, int, int):

+ Building4(String, int, int, int):

+ buy(Player): boolean

+ clone(): BuildingCard

+ initialize(Player): void

+ applyEffect(Player): void

Building8

+ Building8(int, int, int):

+ Building8(String, int, int, int):

+ clone(): BuildingCard

+ applyEffect(Player): void

BuildingCard

# BuildingCard(int, int, int):

+ BuildingCard(int, int, int, int):

# BuildingCard(String, int, int, int):

+ BuildingCard(String, int, int, int, int):

# effectId: int

- price: int

# effectType: EffectType

- prestigeValue: int

+ toStringBoard(): String

+ buy(Player): boolean

- effectTypeFromId(int): EffectType

+ applyEffect(Player): void

+ clone(): BuildingCard

+ toStringPlayer(): String

price: int

effectType: EffectType

prestigeValue: int

effectId: int

<<interface>>
BuildingEffect

CavePaintings

+ CavePaintings(int, int, int, int):

+ CavePaintings(String, int, int, int, int):

+ clone(): EventCard

+ toStringPlayer(): String

+ toStringBoard(): String

+ activateEvent(ArrayList<Player>): void

Character

+ Character(String, int, CharacterType, int):

+ Character(int, CharacterType):

+ Character(String, int, CharacterType):

+ Character(int, CharacterType, int):

- type: CharacterType

+ clone(): Character

+ insert(Player): void

<<enumeration>>
CharacterType

+ CharacterType():

+ values(): CharacterType[]

+ valueOf(String): CharacterType

ClientCallbackImpl

+ ClientCallbackImpl(ClientController):

+ onAction(NetworkEvent): void

+ onGameInit(MiniModel): void

ClientController

+ ClientController(IView):

- miniModel: MiniModel

- view: IView

- client: IClient

- myUsername: String

+ drawLowerTribeCard(int): void

+ slotChoice(int): void

+ disconnect(): void

+ drawUpperTribeCard(int): void

+ drawUpperBuildingCard(int): void

+ drawLowerBuildingCard(int): void

+ skipTurn(): void

+ totemChoice(int): void

miniModel: MiniModel

client: IClient

view: IView

myUsername: String

model: MiniModel

ClientLauncherGUI

+ ClientLauncherGUI():

+ main(String[]): void

ClientLauncherTUI

+ ClientLauncherTUI():

- start(): void

+ main(String[]): void

- doLogin(ClientController): boolean

- handleCommand(String, ClientController): boolean

- handleRender(): void

- parsePos(String[], int): int

- buildPrompt(): String

- buildGameReader(): LineReader

- safeQuit(ClientController): void

- handleDraw(String[], ClientController): void

CurrentState

+ CurrentState():

- gameStage: GameStages

- slot: Slot

- era: int

- round: int

+ playerUpdate(Player, Slot): void

+ roundUpdate(): void

+ lowerDrawn(): void

+ toString(): String

+ upperDrawn(): void

+ eraUpdate(): void

+ gameStageUpdate(GameStages): void

NUpper: int

round: int

currentPlayer: Player

NLower: int

gameStage: GameStages

era: int

slot: Slot

DisconnectedPlayer

+ DisconnectedPlayer(String):

+ enrichWithGameState(Game, ArrayList<String>): void

+ apply(MiniModel): boolean

+ apply(GameController): boolean

DrawLowerBuildingCard

+ DrawLowerBuildingCard(String, int):

+ apply(GameController): boolean

+ apply(MiniModel): boolean

DrawLowerTribeCard

+ DrawLowerTribeCard(String, int):

+ apply(GameController): boolean

+ apply(MiniModel): boolean

DrawUpperBuildingCard

+ DrawUpperBuildingCard(String, int):

+ apply(GameController): boolean

+ apply(MiniModel): boolean

DrawUpperTribeCard

+ DrawUpperTribeCard(String, int):

+ apply(GameController): boolean

+ apply(MiniModel): boolean

<<enumeration>>
EffectType

+ EffectType():

+ valueOf(String): EffectType

+ values(): EffectType[]

EndedGame

+ EndedGame(Map<Slot, Player>, OrderLogicCard, CurrentState, Arra

+ apply(MiniModel): boolean

+ apply(GameController): boolean

<<enumeration>>
ErrorType

- ErrorType(String):

+ toString(): String

+ values(): ErrorType[]

+ valueOf(String): ErrorType

EventCard

+ EventCard(int, EventType):

+ EventCard(String, int, EventType):

- type: EventType

+ activateEvent(ArrayList<Player>): void

+ clone(): TribeCard

<<enumeration>>
EventType

+ EventType():

+ values(): EventType[]

+ valueOf(String): EventType

<<enumeration>>
EventType

- EventType(String):

+ toString(): String

+ values(): EventType[]

+ valueOf(String): EventType

FireParticleSystem

+ FireParticleSystem(Scene):

- pane: Pane

- tick(long): void

+ start(): void

- spawnParticle(double, double): Particle

GUI

+ GUI():

- controller: ClientController

+ render(): void

- fadeToScene(Scene): void

+ showError(ErrorType, String): void

+ start(Stage): void

- wrapScene(Scene): void

controller: ClientController

<<enumeration>>
GameStages

- GameStages(String):

+ valueOf(String): GameStages

+ toString(): String

+ values(): GameStages[]

Gatherer

+ Gatherer(int):

+ Gatherer(String, int, int):

+ Gatherer(int, int):

+ Gatherer(String, int):

+ toStringPlayer(): String

+ insert(Player): void

+ toStringBoard(): String

+ clone(): Character

Hunt

+ Hunt(String, int, int):

+ Hunt(int, int):

- prestigeMultiplier: int

+ clone(): EventCard

+ toStringBoard(): String

+ activateEvent(ArrayList<Player>): void

+ toStringPlayer(): String

Hunter

+ Hunter(int, boolean):

+ Hunter(String, int, boolean):

+ Hunter(int, boolean, int):

+ Hunter(String, int, boolean, int):

- icon: boolean

+ clone(): Character

+ toStringBoard(): String

+ toStringPlayer(): String

+ insert(Player): void

<<interface>>
IClient

+ totemChoice(String, String): void

+ drawUpperBuildingCard(String, int): void

+ skipTurn(String): void

+ drawLowerTribeCard(String, int): void

+ drawLowerBuildingCard(String, int): void

+ slotChoice(String, int): void

+ connect(String, int): ErrorType

+ drawUpperTribeCard(String, int): void

+ notifyDisconnection(): void

<<interface>>
IClientCallback

+ onAction(NetworkEvent): void

+ onGameInit(MiniModel): void

<<interface>>
IView

+ render(): void

+ showError(ErrorType, String): void

model: MiniModel

InterfaceResolver

- InterfaceResolver():

- toInt(byte[]): int

+ resolveLocalInterface(String): String

- sameSubnet(InetAddress, InetAddress, int): boolean

Inventor

+ Inventor(int, int, int):

+ Inventor(String, int, int, int):

+ Inventor(int, int):

+ Inventor(String, int, int):

- icon: int

+ insert(Player): void

+ toStringPlayer(): String

+ toStringBoard(): String

+ clone(): Character

LeaderboardFXMLController

+ LeaderboardFXMLController():

- loadImage(String): Image

- addShadow(Node): void

- createStatItem(String, String, double): HBox

+ render(): void

- openPlayerPopup(Player): void

+ setController(ClientController, Runnable): void

+ initialize(): void

- addHoverZoom(Node): void

- renderBackground(): void

- createPlayerRow(int, Player): HBox

- getPlayerCards(String, String): ArrayList<PlayableCard>

- onNewGame(): void

- createStatsBox(Player): HBox

- initPopup(): void

LoginFXMLController

+ LoginFXMLController():

- controller: ClientController

- onAccediClick(): void

+ showError(String): void

- showSuccess(String): void

+ updateLoginButton(boolean): void

- switchProtocol(): void

+ showError(ErrorType): void

- connect(String, String, int, String): void

+ initialize(): void

MainFXMLController

+ MainFXMLController():

- isError: boolean

- controller: ClientController

- loadImage(String): Image

- renderBoard(): void

- openDetailsPopup(): void

- openPopupUpperBuilding(ArrayList<BuildingCard>): void

- renderBackground(): void

- drawMyHandList(ArrayList<PlayableCard>): void

- openPopupLowerBuilding(ArrayList<BuildingCard>): void

+ initialize(): void

- initPopup(): void

- buildPlayerCard(Player): VBox

- drawUpperBuilding(): void

- renderDeck(): void

- renderOrder(): void

- addClip(ImageView): void

- addHoverZoom(Node): void

- addShadow(Node): void

- renderLower(): void

+ render(): void

- renderMyHand(): void

- openPopup(ArrayList<PlayableCard>): void

- renderUpper(): void

- createOrder(String): StackPane

- buildSidePanel(): void

- drawLowerBuilding(): void

- createSlot(Slot, boolean, boolean): StackPane

- showPopup(): void

- createCard(PlayableCard, boolean, boolean, Region): StackPane

- getPlayerCards(String, String): ArrayList<PlayableCard>

- renderSlotMap(): void

- updateSidePanel(): void

- createCardPopup(PlayableCard, boolean, boolean): StackPane

controller: ClientController

isError: boolean

MiniModel

+ MiniModel(ArrayList<TribeCard>, ArrayList<TribeCard>, ArrayList

+ MiniModel():

+ MiniModel(Map<Slot, Player>, OrderLogicCard, CurrentState, List

+ upperListBuildingCards: ArrayList<BuildingCard>

+ lowerListBuildingCards: ArrayList<BuildingCard>

+ orderLogicCard: OrderLogicCard

+ availableTotems: List<Totems>

+ standingPlayers: List<Player>

+ lowerListTribeCards: ArrayList<TribeCard>

+ currentState: CurrentState

+ lastEvent: NetworkEvent

+ players: Map<String, Player>

+ upperListTribeCards: ArrayList<TribeCard>

+ disconnectedPlayers: ArrayList<String>

+ slotPlayerMap: Map<Slot, Player>

+ removeLowerTribeCard(int): void

+ getPositionByUsername(String): int

+ removeUpperBuildingCard(int): void

+ removeLowerBuildingCard(int): void

+ removeUpperTribeCard(int): void

lowerListBuildingCards: ArrayList<BuildingCard>

lowerListTribeCards: ArrayList<TribeCard>

slotPlayerMap: Map<Slot, Player>

availableTotems: List<Totems>

orderLogicCard: OrderLogicCard

upperListBuildingCards: ArrayList<BuildingCard>

players: List<Player>

upperListTribeCards: ArrayList<TribeCard>

standingPlayers: List<Player>

lastEvent: NetworkEvent

currentState: CurrentState

disconnectedPlayers: ArrayList<String>

NetworkEvent

# NetworkEvent(String, EventType, boolean, ErrorType):

# eventType: EventType

# username: String

# errorType: ErrorType

+ apply(MiniModel): boolean

+ toString(): String

+ apply(GameController): boolean

+ enrichWithGameState(Game, ArrayList<String>): void

+ isError(): boolean

+ setData(Map<Slot, Player>, OrderLogicCard, CurrentState, List<Player

username: String

errorType: ErrorType

eventType: EventType

i b l

Order2

+ Order2(ArrayList<Player>):

+ toString(): String

# effect(Player, int): void

Order3

+ Order3(ArrayList<Player>):

# effect(Player, int): void

+ toString(): String

Order4

+ Order4(ArrayList<Player>):

# effect(Player, int): void

+ toString(): String

Order5

+ Order5(ArrayList<Player>):

# effect(Player, int): void

+ toString(): String

OrderLogicCard

+ OrderLogicCard(ArrayList<Player>):

# playerList: List<OrderPlayer>

+ push(Player): void

+ pull(): Player

# buildingEffect(Player): void

+ containsInQueue(Player): boolean

+ pushNoEffect(Player): void

# effect(Player, int): void

+ removeFromQueue(Player): void

+ getPosition(String): int

first: Player

OrderPlayer

+ OrderPlayer(Player, boolean):

- played: boolean

- player: Player

+ markAsPlayed(): void

+ toString(): String

player: Player

PlayableCard

+ PlayableCard(int):

+ PlayableCard(String, int):

- idIMG: String

- era: int

+ toStringPlayer(): String

+ toStringBoard(): String

era: int

Player

+ Player(String):

- foodValue: int

- totem: Totems

- gatherers: ArrayList<Gatherer>

- shamans: ArrayList<Shaman>

- userName: String

- inventors: ArrayList<Inventor>

- artists: ArrayList<Artist>

- hunters: ArrayList<Hunter>

- prestigeValue: int

- buildingCards: ArrayList<BuildingCard>

- builders: ArrayList<Builder>

+ getNType(CharacterType): int

+ toString(): String

+ addFood(int): void

+ removePrestige(int): void

+ removeFood(int): boolean

+ equals(Object): boolean

+ addPrestige(int): void

+ hashCode(): int

shamans: ArrayList<Shaman>

totCharacters: int

artists: ArrayList<Artist>

inventors: ArrayList<Inventor>

userName: String

gatherers: ArrayList<Gatherer>

foodValue: int

builders: ArrayList<Builder>

prestigeValue: int

hunters: ArrayList<Hunter>

totem: Totems

buildingCards: ArrayList<BuildingCard>

RMIClient

+ RMIClient(ClientController, String, int, String):

- startHeartbeat(): void

+ drawUpperBuildingCard(String, int): void

+ drawLowerTribeCard(String, int): void

+ totemChoice(String, String): void

+ slotChoice(String, int): void

+ drawUpperTribeCard(String, int): void

+ connect(String, int): ErrorType

+ notifyDisconnection(): void

- disconnect(): void

+ drawLowerBuildingCard(String, int): void

+ skipTurn(String): void

ReconnectPlayer

+ ReconnectPlayer(String):

+ apply(GameController): boolean

+ enrichWithGameState(Game, ArrayList<String>): void

+ apply(MiniModel): boolean

Shaman

+ Shaman(int, int):

+ Shaman(int, int, int):

+ Shaman(String, int, int):

+ Shaman(String, int, int, int):

- icon: int

+ clone(): Character

+ insert(Player): void

+ toStringPlayer(): String

+ toStringBoard(): String

ShamanicRitual

+ ShamanicRitual(int, int, int):

+ ShamanicRitual(String, int, int, int):

- prestigeToAdd: int

- prestigeToRemove: int

+ toStringBoard(): String

+ toStringPlayer(): String

+ clone(): EventCard

+ activateEvent(ArrayList<Player>): void

prestigeToRemove: int

SkipTurn

+ SkipTurn(String):

+ apply(GameController): boolean

+ apply(MiniModel): boolean

Slot

+ Slot(char):

- food: int

- slotId: char

+ equals(Object): boolean

+ hashCode(): int

+ toString(): String

+ toStringTUI(): String

NLower: int

food: int

NUpper: int

NMinPlayer: int

SlotChoice

+ SlotChoice(String, int):

+ apply(MiniModel): boolean

+ apply(GameController): boolean

Sustenance

+ Sustenance(String, int, int):

+ Sustenance(int, int):

- prestigeDebt: int

+ toStringBoard(): String

+ toStringPlayer(): String

+ activateEvent(ArrayList<Player>): void

+ clone(): EventCard

TCPClient

+ TCPClient(ClientController, String, int, int):

+ drawLowerTribeCard(String, int): void

- doEvent(NetworkEvent): void

+ drawUpperBuildingCard(String, int): void

+ notifyDisconnection(): void

+ skipTurn(String): void

- disconnect(): void

+ drawLowerBuildingCard(String, int): void

- heartbeatLoop(): void

+ totemChoice(String, String): void

+ slotChoice(String, int): void

- receiveMessage(): void

+ drawUpperTribeCard(String, int): void

+ connect(String, int): ErrorType

TUI

+ TUI(MiniModel):

- lineReader: LineReader

- model: MiniModel

- username: String

- visibleLength(String): int

+ renderBoard(): void

- buildStandingContent(): String

- center(String): String

- printLine(String): void

- display(String): void

+ showError(ErrorType, String): void

+ render(): void

- buildBoardContent(): String

- buildAllHandsContent(): String

- buildTotemsContent(): String

+ boardStamp(): String

model: MiniModel

username: String

lineReader: LineReader

TotemChoice

+ TotemChoice(String, String):

+ enrichWithGameState(Game, ArrayList<String>): void

+ apply(GameController): boolean

+ apply(MiniModel): boolean

TotemFXMLController

+ TotemFXMLController():

- controller: ClientController

+ initialize(): void

- onConfirm(): void

- capitalize(Totems): String

- frameStyle(boolean): String

- updateBanner(String, boolean): void

- nameStyle(boolean): String

- buildCard(Totems, int, boolean): VBox

- updateConfirmButton(boolean): void

+ render(): void

<<enumeration>>
Totems

+ Totems():

+ values(): Totems[]

+ valueOf(String): Totems

TribeCard

+ TribeCard(int, boolean):

+ TribeCard(String, int, boolean, int):

+ TribeCard(String, int, boolean):

+ TribeCard(int, boolean, int):

- isEventCard: boolean

+ clone(): TribeCard

NMin: int


