Board

+void updateBoard(const std::vector<std::pair<int, Resource>> &tilesInfo);
+void updateBoardGameState(const std::vector<std::pair<int, Resource>> &tilesInfo,
const std::vector<std::pair<Player * int>> &verticesinfo, const std::vector<Player *> &edgesInfo);
+void randValuesResources():
+std::vector<int> getTileValues() const;
+std::vector<Resource> getTileResources() const;
+std::vector<Player *> getTileOccupants(int id) const;
+std::vector<std::string> getVertexDisplay() const;

+std::vector<std::string> getEdgeDisplay() const; 1

+Edge *getEdge(int id) const;

+Vertex *getVertex(int id) const;

+bool isVertexOccupied(int id) const;

+bool isEdgeOccupied(int id) const;

+std::map <Player * std::map<Resource, int>> allocateResources(int d,
int geeselLocation, bool edgeAllocates);

+bool hasOwnedNeighbors(Edge *e, Player* p) const;

+bool hasOwnedEdgeNeighbors(Vertex *v, Player* p) const;

+bool hasOwnedVertexNeighbors(Vertex *v) const;

FilelO

+void saveGame(Board *b, Player *p, std::vector<Player> &players);
+std::vector<std::string> loadPlayersStatus();
+std::vector<std::pair<int, Resource>> loadTiles();
+std::vector<std::pair<Player * int>> loadVertices();
+std::vector<Player *> loadEdges();

+std::vector<std::string> loadDrawing();

+int loadGeeseloc();

Utils Geese
+int resourceTolnt(Resource r); +int getLocation() const;
+Resource intToResource(int r); +void setLocation(int 1);

+std::string resourceToStr(Resource r);
+Resource strToResource(std::string s);
+std::string colorToStr(Color c);
+Color strToColor(std::string c);

Dice
+int colorTolndex(Color c);
+char colorToChar(Color c);
+std::string toLength(std::string str, size_t totalLength); +void set(bool load);
+std::string toLengthSpacelnFront(std::string str, size_t totalLength); +int roll();
+std::string toLower(const std::string& input); +bool isLoaded() const;

Subject

Observer

’ M—
-vector <Observer *> observers; N

+void attach(Observer* o0);
+void detach(Observer* o);
+void notifyObservers();
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Tile

-std::vector <Vertex *> vertices;
-std::vector <Edge *> edges;

+int getValue()
+std::map<Player * int> getOccupants() const;

+std::map<Player * int> getAllocatedResources() const;

+Resource getResourceType() const;
+int getLocation() const;

Game

+bool isBonusEnabled() const;

+void setBonus(bool enable);

+bool gameOver() const;

+void loadGame(std::string fileName);
+void loadBoard(std::string fileName);
+void randBoard();

+void gameStart();

+void preTurn();

+EndTurn moveTurn();

+int getGeeselocation() const;
+Board *getBoard();

+Player *getPlayer(int idx);

+Player *getCurPlayer();

+void setDisplayPtr(Display *ptr);
+void setFastMode();

+void printDrawing(const string fileName);
+void printPrettyEnding();

+void saveGame(stringstream &ss);

Player

+const std::map<int, int> *getOwnedVertices() const;
+const std::vector<int> *getOwnedEdges() const;

+int getVictoryPoints() const;

+Color getColor() const;

+const std::map<Resource, int> *getinventory() const;
+int getNumResources() const;

+Resource stealResource(); // randomly lose 1 resource
+void gainResource(Resource r, int amount = 1);

+ void loseResource(Resource r, int amount = 1);

+bool hasEnoughResource(Resource r, int amount = 1) const;
+void trade(Resource give, Resource take);

+int rollDice() const;

+void setDice(bool loaded);

+bool isDiceLoaded() const;

+bool achieve(int targetEdge);

+bool complete(int targetVertex, bool start = false);
+void setlnventory(int caf, int lab, int lec, int stu, int tut);
+void setOwnedVertices(std::map<int, int> &ownedVs);
+void setOwnedEdges(std::vector<int> &ownedEs);
+void updateVictoryPoints();

+void setNumResources(int n);

+void notify(Subject *whoFrom);

79 Edge

-std::vector<Tile *> tiles;

+void notify(Subject *whoFrom) override;
+void achieve(Player *p);

+std::string getDisplay();

+Player *getOwner();

+bool hasOwnedNeighbors(Player *p) const;
+void setOwner(Player *0);

o4

Vertex

-vector<Tile *> tiles

+void notify(Subject *whoFrom) override;
+void improve(Player *p);
%) +int getCompletionState();
+std::string getDisplay();
+Player *getOwner();
+bool hasOwnedVertexNeighbors() const;
+bool hasOwnedEdgeNeighbors(Player *p) const;
+void setOwner(Player *0);
+void setCompletionState(int s);

Display

-Game* subject;

+void criteria(Player *p);

+void playerStatus(Player *p);

+int gameStartinput(Color c);

+void lostToGeese(Player *p, int amount, std::map<Resource, int> &robbed);
+int geeselnput();

+Color stealFromlnput(std::vector<Player *> stealablem, Player* p);
+std::string diceCommand();

+std::pair<std::string, std::string> boardCommand();

+int dicelnput();

+std::string gameOverlnput();

+void beginTurn(Color c);

+void help();

+std::string overMessage(Color c);

+void noStealableTargets(Player *p);

+void successSteal(Player *p1, Player *p2, Resource r);

+void shortResources();

+void tradeFail();

+std::string tradeRequest(Player *p1, std::string p2, std::string give, std::string take);
+bool validateArgs(Player *p, std::string move, std::string args);

+bool validateEdgelnput(Player *p, int choice);

+bool validateVertexinput(Player *p, int choice, bool start, bool improve);
+void announceRoll(int d);

+void allocatedResources(std::map<Player * std::map<Resource, int>> &data);
+void displayBoard();

+void bonusState(bool b);

+std::pair<bool, std::string> quitSave();

+std::string gameModelnput();

+void fastModeRule();

+void printDrawing(std::vector<std::string> &d);



