
AddPlayer

- proposedNPlayer: int

+ apply(GameController): boolean

+ apply(MiniModel): boolean

proposedNPlayer: int

ApplyNextRound

+ apply(MiniModel): boolean

+ apply(GameController): boolean

Artist

+ toStringPlayer(): String

+ toStringBoard(): String

+ clone(): Character

+ insert(Player): void

AsciiTable

+ addRow(String[]): void

+ displayWidth(String): int

- isWide(int): boolean

- rpad(String, int): String

+ addRow(List<String>): void

+ addHeader(String[]): void

+ build(): String

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

+ addSeparator(): void

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

Board

- upperListBuilding: List<BuildingCard>

- slotList: List<Slot>

- upperListTribe: List<TribeCard>

- era: int

- lowerListBuilding: List<BuildingCard>

- lowerListTribe: List<TribeCard>

+ removeLowerBuildingCard(BuildingCard): boolean

+ nextRound(): int

- generateTribeDeck(int): Queue<TribeCard>

+ removeUpperTribeCard(TribeCard): boolean

+ removeLowerTribeCard(TribeCard): boolean

+ removeUpperBuildingCard(BuildingCard): boolean

- nextEra(): void

era: int

lowerListBuilding: List<BuildingCard>

lowerListTribe: List<TribeCard>

upperListBuilding: List<BuildingCard>

slotList: List<Slot>

tribeDeckSize: int

upperListTribe: List<TribeCard>

pendingEvents: Queue<EventCard>

<<enumeration>>
BorderStyle

+ sx(): String

+ tr(): String

+ mb(): String

+ sr(): String

+ bl(): String

+ h(): String

+ br(): String

+ values(): BorderStyle[]

+ sl(): String

+ tl(): String

+ mt(): String

+ valueOf(String): BorderStyle

+ v(): String

Builder

- prestigeValue: int

- reductionValue: int

+ insert(Player): void

+ clone(): Character

+ toStringBoard(): String

+ toStringPlayer(): String

prestigeValue: int

reductionValue: int

Building0

+ buy(Player): boolean

+ initialize(Player): void

+ clone(): BuildingCard

+ applyEffect(Player): void

Building1

- icon: CharacterType

+ clone(): BuildingCard

+ toStringBoard(): String

+ toStringPlayer(): String

Building10

+ clone(): BuildingCard

+ applyEffect(Player): void

Building11

- prestigeMul: int

+ toStringBoard(): String

+ toStringPlayer(): String

+ clone(): BuildingCard

+ applyEffect(Player): void

prestigeMul: int
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Building13

+ applyEffect(Player): void

+ clone(): BuildingCard

Building4

+ buy(Player): boolean

+ clone(): BuildingCard

+ applyEffect(Player): void

+ initialize(Player): void

Building8

+ clone(): BuildingCard

+ applyEffect(Player): void

BuildingCard

# effectId: int

# effectType: EffectType

- prestigeValue: int

- price: int

- effectTypeFromId(int): EffectType

+ buy(Player): boolean

+ applyEffect(Player): void

+ toStringBoard(): String

+ toStringPlayer(): String

+ clone(): BuildingCard

prestigeValue: int

effectType: EffectType

price: int

effectId: int

<<interface>>
BuildingEffect

CavePaintings

+ toStringBoard(): String

+ clone(): EventCard

+ toStringPlayer(): String

+ activateEvent(ArrayList<Player>): void

Character

- type: CharacterType

+ insert(Player): void

+ clone(): Character

type: CharacterType

<<enumeration>>
CharacterType

+ values(): CharacterType[]

+ valueOf(String): CharacterType

ClientCallbackImpl

+ onGameInit(MiniModel): void

+ onAction(NetworkEvent): void

ClientHandler

- username: String

+ notifyEvent(NetworkEvent): void

+ notifyMiniModel(MiniModel): void

+ disconnect(): void

+ run(): void

i

CompositeClientBroadcaster

+ notifyAll(MiniModel): void

+ notifyAll(NetworkEvent): void

CurrentState

- gameStage: GameStages

- slot: Slot

- round: int

- era: int

+ lowerDrawn(): void

+ gameStageUpdate(GameStages): void

+ eraUpdate(): void

+ toString(): String

+ playerUpdate(Player, Slot): void

+ upperDrawn(): void

+ roundUpdate(): void

era: int

currentPlayer: Player

NUpper: int

NLower: int

round: int

gameStage: GameStages

slot: Slot

DecksCreator

- createCard(BuildingCardDefinition): BuildingCard

+ loadTribeDeck(String): List<TribeCard>

+ loadBuildingDeck(String): List<BuildingCard>

+ loadSlotDeck(): List<Slot>

- createCard(TribeCardDefinition): TribeCard

+ loadTribeDeckByEra(int): List<TribeCard>

+ loadBuildingDeckByEra(int): List<BuildingCard>

DisconnectedPlayer

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

+ apply(MiniModel): boolean

+ apply(GameController): boolean

DrawLowerBuildingCard

+ apply(GameController): boolean

+ apply(MiniModel): boolean

DrawLowerTribeCard

+ apply(MiniModel): boolean

+ apply(GameController): boolean

DrawUpperBuildingCard

+ apply(GameController): boolean

+ apply(MiniModel): boolean

DrawUpperTribeCard

+ apply(MiniModel): boolean

+ apply(GameController): boolean

<<enumeration>>
EffectType

+ valueOf(String): EffectType

+ values(): EffectType[]

EndedGame

+ apply(GameController): boolean

+ apply(MiniModel): boolean

<<enumeration>>
ErrorType

+ values(): ErrorType[]

+ valueOf(String): ErrorType

+ toString(): String

EventCard

- type: EventType

+ clone(): TribeCard

+ activateEvent(ArrayList<Player>): void

type: EventType

<<enumeration>>
EventType

+ values(): EventType[]

+ valueOf(String): EventType

+ toString(): String

<<enumeration>>
EventType

+ valueOf(String): EventType

+ values(): EventType[]

Game

- playerStanding: ArrayList<Player>

- slotMap: HashMap<Slot, Player>

- orderLogicCard: OrderLogicCard

- disconnectedPlayers: Map<Player, Boolean>

- currentState: CurrentState

- board: Board

+ slotChoiceByIndex(Player, int): boolean

+ init(): void

+ drawLowerTribeCardByIndex(Player, int): boolean

- hasDrawableUp(): boolean

- eventResolution(): void

- nextPlayerSetup(): void

+ drawUpperBuildingCardByIndex(Player, int): boolean

+ clearDisconnected(): void

+ getPlayerByUsername(String): Player

+ skipTurn(Player): boolean

- endGame(): void

- transitionToOptionalOrNextRound(): void

+ drawUpperTribeCardByIndex(Player, int): boolean

+ drawLowerBuildingCardByIndex(Player, int): boolean

- hasDrawableDown(): boolean

+ addPlayer(Player): boolean

- nextRound(): void

+ totemChoice(Player, Totems): boolean

+ disconnectedPlayer(Player): boolean

+ setNPlayer(int): boolean

+ reconnectPlayer(Player): boolean

+ endGameForfeit(): void

upperListBuilding: ArrayList<BuildingCard>

lowerListTribeCards: ArrayList<TribeCard>

orderLogicCard: OrderLogicCard

availableTotems: List<Totems>

disconnectedPlayers: Map<Player, Boolean>

currentPlayerNumber: int

players: List<Player>

lowerListBuilding: ArrayList<BuildingCard>

slotMap: HashMap<Slot, Player>

NPlayers: int

board: Board

upperListTribeCards: ArrayList<TribeCard>

playerStanding: ArrayList<Player>

currentState: CurrentState

GameController

- model: Game

+ addPlayer(String): boolean

+ totemChoice(String, String): boolean

+ drawLowerTribeCard(String, int): boolean

+ drawUpperBuildingCard(String, int): boolean

+ slotChoice(String, int): boolean

+ skipTurn(String): boolean

+ reconnectPlayer(String): boolean

+ endGameForfeit(): void

+ drawUpperTribeCard(String, int): boolean

+ drawLowerBuildingCard(String, int): boolean

+ disconnectedPlayer(String): boolean

model: Game

GameEventProcessor

- removeOfflinePlayers(): void

- abortGame(): void

- handleSuspendedGame(NetworkEvent): void

- broadcastResult(NetworkEvent, Game, int): void

- onlinePlayerCount(): long

- enrichEvent(NetworkEvent, Game): void

- endGameForfeit(Game): void

+ doFirstEvent(): void

- applyAndBroadcast(NetworkEvent): void

- rejectEvent(NetworkEvent): void

- cancelForfeitTimerIfReconnect(NetworkEvent): void

- startForfeitTimerIfNeeded(NetworkEvent, Game): void

- handleInactiveGame(NetworkEvent): void

- buildDisconnectedList(Game): ArrayList<String>

gameActive: boolean

suspended: boolean

<<enumeration>>
GameStages

+ values(): GameStages[]

+ toString(): String

+ valueOf(String): GameStages

Gatherer

+ toStringPlayer(): String

+ toStringBoard(): String

+ clone(): Character

+ insert(Player): void

HeartbeatHandler

- disconnect(): void

+ run(): void

- startWatchdog(): void

Hunt

- prestigeMultiplier: int

+ toStringPlayer(): String

+ toStringBoard(): String

+ activateEvent(ArrayList<Player>): void

+ clone(): EventCard
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Hunter

- icon: boolean

+ toStringPlayer(): String

+ insert(Player): void

+ clone(): Character

+ toStringBoard(): String

i b l

<<interface>>
IClientCallback

+ onGameInit(MiniModel): void

+ onAction(NetworkEvent): void

<<interface>>
IGameServer

+ drawLowerBuildingCard(String, int): void

+ slotChoice(String, int): void

+ drawUpperTribeCard(String, int): void

+ drawLowerTribeCard(String, int): void

+ ping(String): void

+ drawUpperBuildingCard(String, int): void

+ skipTurn(String): void

+ disconnectPlayer(String): void

+ totemChoice(String, String): void

+ joinGame(String, int, IClientCallback): ErrorType

Inventor

- icon: int

+ toStringBoard(): String

+ insert(Player): void

+ toStringPlayer(): String

+ clone(): Character

i i

LimitedMap

- limit: int

- action: Runnable

+ containsKey(Object): boolean

+ entrySet(): Set<Entry<K, V>>

+ keySet(): Set<K>

+ values(): Collection<V>

+ size(): int

+ putAll(Map<K, V>): void

+ get(Object): V

+ containsValue(Object): boolean

+ remove(Object): V

+ clear(): void

+ put(K, V): V?

action: Runnable

limit: int

empty: boolean

MiniModel

+ lowerListTribeCards: ArrayList<TribeCard>

+ upperListBuildingCards: ArrayList<BuildingCard>

+ upperListTribeCards: ArrayList<TribeCard>

+ orderLogicCard: OrderLogicCard

+ lastEvent: NetworkEvent

+ lowerListBuildingCards: ArrayList<BuildingCard>

+ standingPlayers: List<Player>

+ players: Map<String, Player>

+ currentState: CurrentState

+ slotPlayerMap: Map<Slot, Player>

+ availableTotems: List<Totems>

+ disconnectedPlayers: ArrayList<String>

+ removeLowerTribeCard(int): void

+ removeUpperBuildingCard(int): void

+ getPositionByUsername(String): int

+ removeUpperTribeCard(int): void

+ removeLowerBuildingCard(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

# eventType: EventType

# username: String

# errorType: ErrorType

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

+ isError(): boolean

+ toString(): String

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

+ apply(GameController): boolean

+ apply(MiniModel): boolean

isError: boolean

username: String

errorType: ErrorType

eventType: EventType

Order2

# effect(Player, int): void

+ toString(): String

Order3

+ toString(): String

# effect(Player, int): void

Order4

# effect(Player, int): void

+ toString(): String

Order5

# effect(Player, int): void

+ toString(): String

OrderLogicCard

# playerList: List<OrderPlayer>

+ pushNoEffect(Player): void

+ pull(): Player

+ push(Player): void

+ removeFromQueue(Player): void

# buildingEffect(Player): void

# effect(Player, int): void

+ containsInQueue(Player): boolean

+ getPosition(String): int

first: Player

playerList: List<OrderPlayer>

OrderPlayer

- played: boolean

- player: Player

+ markAsPlayed(): void

+ toString(): String

player: Player
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PlayableCard

- idIMG: String

- era: int

+ toStringPlayer(): String

+ toStringBoard(): String

era: int

id i

Player

- userName: String

- totem: Totems

- buildingCards: ArrayList<BuildingCard>

- prestigeValue: int

- hunters: ArrayList<Hunter>

- inventors: ArrayList<Inventor>

- builders: ArrayList<Builder>

- shamans: ArrayList<Shaman>

- artists: ArrayList<Artist>

- gatherers: ArrayList<Gatherer>

- foodValue: int

+ removePrestige(int): void

+ addFood(int): void

+ hashCode(): int

+ removeFood(int): boolean

+ addPrestige(int): void

+ toString(): String

+ equals(Object): boolean

+ getNType(CharacterType): int

prestigeValue: int

shamans: ArrayList<Shaman>

totCharacters: int

artists: ArrayList<Artist>

inventors: ArrayList<Inventor>

userName: String

gatherers: ArrayList<Gatherer>

foodValue: int

builders: ArrayList<Builder>

hunters: ArrayList<Hunter>

totem: Totems

buildingCards: ArrayList<BuildingCard>

RMIHeartbeat

+ start(): void

+ disconnect(): void

+ receivePing(): void

RMIServer

+ drawLowerBuildingCard(String, int): void

- disconnectedUsernames(Game): ArrayList<String>

+ drawUpperBuildingCard(String, int): void

+ drawLowerTribeCard(String, int): void

+ disconnectPlayer(String): void

+ ping(String): void

+ start(): boolean

+ notifyAll(MiniModel): void

+ totemChoice(String, String): void

+ skipTurn(String): void

- startWatchdog(String): void

+ joinGame(String, int, IClientCallback): ErrorType

+ drawUpperTribeCard(String, int): void

+ slotChoice(String, int): void

+ notifyAll(NetworkEvent): void

ReconnectPlayer

+ apply(GameController): boolean

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

+ apply(MiniModel): boolean

SaveManager

+ save(Game): boolean

+ load(): Game

+ delete(): boolean

ServerLauncher

+ run(): void

- restoreGameIfSaved(GameController, LimitedMap<String, Boolean>, Save

+ chooseNetworkInterface(Scanner): String

+ main(String[]): void

Shaman

- icon: int

+ toStringPlayer(): String

+ insert(Player): void

+ clone(): Character

+ toStringBoard(): String
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ShamanicRitual

- prestigeToRemove: int

- prestigeToAdd: int

+ clone(): EventCard

+ toStringBoard(): String

+ activateEvent(ArrayList<Player>): void

+ toStringPlayer(): String

prestigeToRemove: int

prestigeToAdd: int

SkipTurn

+ apply(GameController): boolean

+ apply(MiniModel): boolean

Slot

- food: int

- slotId: char

+ toString(): String

+ toStringTUI(): String

+ hashCode(): int

+ equals(Object): boolean

slotId: char

NUpper: int

food: int

NLower: int

NMinPlayer: int

SlotChoice

+ apply(GameController): boolean

+ apply(MiniModel): boolean

Sustenance

- prestigeDebt: int

+ toStringPlayer(): String

+ activateEvent(ArrayList<Player>): void

+ clone(): EventCard

+ toStringBoard(): String
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TCPServer

- acceptHeartbeat(): void

- disconnectedUsernames(Game): ArrayList<String>

+ start(): void

+ notifyAll(MiniModel): void

- createAndRegisterHandler(String, Socket, ObjectOutputStream, ObjectInputStre

+ notifyAll(NetworkEvent): void

TotemChoice

+ apply(GameController): boolean

+ apply(MiniModel): boolean

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

<<enumeration>>
Totems

+ values(): Totems[]

+ valueOf(String): Totems

TribeCard

- isEventCard: boolean

+ clone(): TribeCard

NMin: int

isEventCard: boolean
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