«Enumeration»
«Datatype» Deck
CardSource I
Component handling logic A gleck: -D.eck I
of Terra Futura board game. index: int

Simplified rules, no Assistance

card effect.
Also, no need to support observers

«Enumeration»

! Resource
created after the component is created. — e
GridPosition Red
X:int Yellow
y: int Bulb
{x and y are from -2 to +2. Gear
Coordinate (0,0) Car
indicates the starting card} MO”?)’
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«Interface» X :
TerraFuturaObserverinterface K- — — - «wse» |
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notify(gameState: string) |
|

Game

state:GameState
players: int[]
-onTurn
-startingPlayer
-turnNumber

Implements state transitions.
Puts state together
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«use»

«Enumeration»
GameState
TakeCardNoCardDiscarded palttetm(; L;)st[(lirldPOSItlon]
TakeCardCardDiscarded selecteqa: boo
ActivateCard «use» 2 |select()
SelectReward 1 state(): string

SelectActivationPattern
SelectScoringMethod
Finish

«Datatype» e L
Points

visibleCards |hiddenCards
4 * 1..9

upperEffect lowerEffect
0..1 0..1




