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Domain Model: Ubersicht

ch.uzh.ifi.sopra.fnd8

ch.uzh.ifi.sopra.fnd8.board

‘GameManager
~players - Vector<Player>
- board : Boar P
+ starGame( : void Board 1 CityCardStack
+ createPlayer() : boolean - countries : Country. - stack : Vector<CityCard>
+ showEndStats() : void - tles : Tile[14] - hiddenStack : Vector<CityCard>
- stack : GityGardStack - laidCityGards : GityCarae]
o4 + nitBoard(players : Vector) : void + shufle() : void
+ void + completeLaidCityCards() : void
Player + displayPossibleLocations() : void
name S + exchangelaidCiyCarcs :vod |
- dateOfBirth : GregorianCalendar + upd
oy, CregorianGatendar + updatePlayerScores() : void

- milestones : Vector<Milestone>
- tiles : Vector<Tile>

~ carriageCards : Vector<CarriageCards>
o o ch.uzhif.sopra.fnd8.board.utilities

-~ cityCards : Vector<CityCards>
- r0ad : Vector<GityCards> | 0.2 ch.uzhfi.sopra.ndg.board.map
+ getPlayerlnio()  Stingl Milestone

+ takeGityCard() : CityCard olayer - Player

+layCityCard() : boolean ity : Gty = nul - Country

+ finishRoad() : boole: ~name : String

() : boolean
+ selectDistrbSrategy() ¢ nt color : Color
Ci

I
+ selectLocations() - cities : Vector<City>

+ chooseOffcial(offiial : nt) CariageCard s  Tiel]
~cariageType -int 1
- value - int
.
0.1
0.14 city
“name : Sting
0.30 Tile 0.4 1| - country : Country
vl i - neighbours : Vector<City>
- milestones : Milestonef4]

CountryTile

- country : Country

- roadType : int
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Domain Model: GameManager, Player

GameManager

- players : Vector<Player>
- board : Board

+ startGame() : void
+ createPlayer() : boolean
+ showEndStats() : void

2.4
Player
- name : String
- dateOfBirth : GregorianCalendar
- color : Color

- milestones : Vector<Milestone>

- tiles : Vector<Tile>

- carriageCards : Vector<CarriageCards>
- cityCards : Vector<CityCards>

- road : Vector<CityCards> 1

+ getPlayerInfo() : String[] —
+ takeCityCard() : CityCard
+ layCityCard() : boolean

+ finishRoad() : boolean

+ selectDistribStrategy() : int
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+ chooseOfficial(official : int)
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Domain Model: Board, CityCardStack

—> Board 1 CityCardStack
- countries : Country - stack : Vector<CityCard>
- tiles : Tile[14] - hiddenStack : Vector<CityCard>
- stack : CityCardStack - laidCityCards : CityCard[6]
+ initBoard(players : Vector) : void + shuffle() : void
+ displayBoard() : void + completeLaidCityCards() : void
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+ updatePlayerAccount() : void 1
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Domain Model: Utilities, Map

ch.uzh.ifi.sopra.fnd8.board.utilities
0.20 ch.uzh.ifi.sopra.fnd8.board.map
- Milestone
0.4
- player : Player
- city : City = null 1 Country
- name : String
- color : Color
- cities : Vector<City>
0.5 CarriageCard - tiles : Tile[]
B carriageType : int 1
- value : int
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- country : Country

RoadTile
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We’'re done.
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