«Enumeration»

«Enumeration»

CivilizationCard1
CivilizationCard2
CivilizationCard3

Location Effect
ToolMaker Food
Hut Wood
Field Clay
HuntingGrounds Stone
Forest Gold
ClayMound Tool
Quary Field
River Building

OneTimeTool2
OneTimeTool3
OneTimeTool4

«Interface»

InterfaceStoneAgeGame

placeFigures(playerlId: int, location:Location, figuresCount: int): bool

«Interface»
InterfaceStoneAgeObservable

makeAction(playerld: int, location: Location, usedResources: Effect[],
desiredResources: Effect[]): bool
skipAction(playerId: int, location: Location): bool (only if resources are required)

registerObserver(playerld: int,observer: InterfaceStoneAgeObserver)

useTools(playerld: int, toolIndex: int): bool {affects last action}
noMoreToolsThisThrow(playerId: int): bool

CivilizationCard4
BuildingTile1
BuildingTile2
BuildingTile3
BuildingTile4

isResourceOrFood(): bool

isResource(): bool

points(): int {is 0 if not
ResourceOrFood}

feedTribe(playerld: int, resources: Effect[]): bool
doNotFeedThisTurn(playerld: int): bool
makeAllPlayersTakeARewardChoice(playerld: int, reward: Effect):bool

«Interface»

InterfaceStoneAgeObserver

update(gameState: string)

>

«requires»

«Interface» «Interface» «Interface»
InterfaceFeedTribe InterfaceNewTurn InterfacePlayerBoardGameBoard
feedTribeIfEnoughFood(): bool newTurn() giveEffect(stuff: Effect[])
feedTribe(resources: Effect[]): bool giveEndOfGamekEfect(stuff: EndOfGameEffect([])

doNotFeedThisTurn(): bool
isTribeFed(): bool

«Dataclass»
PlayerOrder

order: int
players: int

next():PlayerOrder

«Enumeration»
HasAction

WaitingForPlayerAction
AutomaticActionDone
NoActionPossible

«Enumeration»
ActionResult

Failure
ActionDone

ActionDoneWaitForToolsUse
ActionDoneAllPlayersTakeReward

takeResources(stuff: Effect[]): bool
takeFigures(count: int): bool
hasFigures(count: int): bool
hasSufficientTools(goal: int): bool
useTool(idx: int): Optional[int]

«Datatype»
CivilisationCard

immediateEffect:ImmediateEffectType(]
endOfGamekEffect: EndOfGameEffectType(]

«Interface»
InterfaceGetState

state(): string

«Datatype»
Player

playerOrder: PlayerOrder

playerBoard: InterfacePlayerBoardGameBoard

«Interface»
InterfaceFigureLocationInternal

placeFigures(player: Player, figureCount: int):bool

makeAction(player: Player, inputResources: Effect(],
outputResources: Effect[]): ActionResult

skipAction(player: Player): bool

tryToMakeAction(player: Player): HasAction

given location}

tryToPlaceFigures(player: Player, count: int): HasAction

newTurn(): bool {returns true if end of game is implied by

e - - { performEffect(player: Player, choice: Effect): bool

«Interface»
EvaluateCivilisationCardImmediateEffect

«Enumeration» «Enumeration»
ImmediateEffect EndOfGameEffect
ThrowWood Farmer
ThrowClay ToolMaker
ThrowStone Builder
ThrowGold Shaman
Point Medicine
Wood Art
Clay Music
Stone Writing
Gold Sundial
Card Pottery
ArbitraryResource Transport
Food Weaving
AllPlayersTakeReward
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«Interface»
InterfaceGamePhaseController

state(): string

placeFigures(player: PlayerOrder, location:Location, figuresCount: int):bool
makeAction(player: PlayerOrder, location: Location, inputResources: Effect[], outputResources: Effect[]): bool
skipAction(player: PlayerOrder, location: Location): bool

useTools(player: PlayerOrder, toolIndex: int): bool
noMoreToolsThisThrow(player: PlayerOrder): bool

feedTribe(player: PlayerOrder, resources: Effect[]): bool
doNotFeedThisTurn(player: PlayerOrder): bool
makeAllPlayersTakeARewardChoice(player: PlayerOrder, reward: Effect): bool
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GamePhaseController

roundStartingPlayer: PlayerOrder

gamePhase: GamePhase

currentPlayer: PlayerOrder

currentPlayerTakingReward: Optional[PlayerOrder]
dispatchers: map<GamePhase, InterfaceGamePhaseState>

-checkPlayersTurn(player: PlayerOrder): bool
-progressStateAfterSuccesfullAction()
-progressStateAfterNoActionPossible()
-progressStateAfterNoActionPossibleByAnyPlayer()
-tryToDoFurtherActions()
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«Interface»
InterfaceGamePhaseState

placeFigures(player: PlayerOrder, location:Location, figuresCount: int): ActionResult

makeAction(player: PlayerOrder, location: Location, inputResources: Effect[],
outputResources: Effect[]): ActionResult

skipAction(player: PlayerOrder, location: Location): ActionResult

useTools(player: PlayerOrder, toolIndex: int):ActionResult

noMoreToolsThisThrow(player: PlayerOrder): ActionResult

feedTribe(player: PlayerOrder, resources: Effect[]): ActionResult

doNotFeedThisTurn(player: PlayerOrder): ActionResult

makeAllPlayersTakeARewardChoice(player: PlayerOrder, reward: Effect): ActionResult

tryToMakeAutomaticAction(player: PlayerOrder): HasAction

«Interface»
InterfaceFigureLocation

outputResources: Effect[]): ActionResult
skipAction(player: PlayerOrder): bool
tryToMakeAction(player: PlayerOrder): HasAction

by given location}

placeFigures(player: PlayerOrder, figureCount: int):bool
tryToPlaceFigures(player: PlayerOrder, count: int): HasAction
makeAction(player: PlayerOrder, inputResources: Effect(],

newTurn(): bool {returns true if end of game is implied

InterfaceToolUse

useTool(idx: int):bool
canUseTools(): bool
finishUsingTools(): bool
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«interface»
Building

build(resources: Effect[]): Optional[int] {returns points}
state(): string

SimpleBuilding

resources: Effect[]

«Interface»
InterfaceTakeReward

takeReward(player: PlayerOrder, reward: Effect): bool
tryMakeAction(player: PlayerOrder): HasAction

«Enumeration»
GamePhase

PlaceFigures
MakeAction

FeedTribe

NewRound
WaitingForToolsUse
AllPlayersTakeAReward
GameEnd

Player on turn

Class is responsible for checking if the player is on turn.

PlaceFigures: player must match currentPlayer

MakeAction: player must match currentPlayer

FeedTribe: any player is fine

NewRound: assertion failure (calls should not happen)
WaitingForToolsUse: player must match currentPlayer
WaitingForActionChice: player must match currentPlayer
AllPlayersTakeAReward: player must match currentPlayerTakingReward

TryToMakeAutomaticAction

PlaceFigures:

- has free figures -> WaitingForPlayerAction

- otherwise -> NoActionPossible

*MakeAction:*

- figures on board -> WaitingForPlayerAction

- otherwise -> NoActionPossible

FeedTribe:

- tribe already fed -> NoActionPossible

- has enough food to feed tribe -> AutomaticActionDone (feed tribe)

| - otherwise -> WaitingForPlayerAction

NewRound:

- round not initialized -> AutomaticActionDone (initialize round)
- game ended -> NoActionPossible

WaitingForToolsUse:

- not enough tools to improve roll outcome -> NoActionPossible
- otherwise -> WaitingForPlayerAction
AllPlayersTakeAReward:

- all players have reward - NoActionPossible

- last player gets reward - AutomaticActionDone (gets the last reward)
- otherwise -> WaitingForPlayerAction

GameEnd:

- WaitingForPlayerAction

If NoActionPossible for each player, next phase can start.




