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«interface»
Card
+getManaCosty(): int
+skill(): void

+tappedOrUntapped(): boolean
+tap(): void

+frontAndBack(): boolean
+front(): void

Player

-myField: field
-manaPool: Manapool
-deck: List<Card>

Rule

+int getCardType(): int —<>

+Player(field: Field, manaPool: ManaPool,
deck:List<Card>)

+getDeck():List<Card>

+choiceCard(field: List<Card>): Card
+useCard(Card card): void
+getManaPool(): ManaPool

+getField(): Field

UNTAP STEP:int
DRAW_STEP: int
MAIN STEP: int

COMBAT STEP: int
ENDING_STEP: int
WIN_OR LOSE: int
-state: int

-player1: Player
-player2: Player

Field

ManaPool

-deck:List<Card>
-hand:List<Card>
-battleField:List<Creature>
-landField: List<Land>
-graveYard: List<Card>

+Field()

+getDeck(): List<Card>

+getHand(): List<Card>
+getBattleField(): List<Creature>
+getLandField(): List<Land>
+getGraveYard(): List<Card>
+addDeck(card: Card): void
+addHand(card: Card): void
+addBattleField(card: Creature): void
+addLandField(card: Land): void
+addGraveYard(card: Crad): void
+removeDeck(number: int): void
+removeHand(number: int): void
+removeBattleField(number: int): void

-redMana: int
-blueMana: int
-greenMana: int
-whiteMana: int
-blackMana: int
-colorlessMana: int

+getRedMana(): int
+getBlueMana(): int
+getGreenManay): int
+getWhiteMana: int
+getBlackMana: int
+getColorlessMana: int
+addRedMana(): void
+addBlueMana(): void
+addGreenMana(): void
+addWhiteMana: void
+addBlackMana: void
+addColorlessMana: void
+useRedMana(value: int): void
+useBlueMana(value: int): void
+useGreenMana(value: int): void
+useWhiteMana(value: int): void
+useBlackMana(value: int): void
+useColorlessMana(value: int): void
+resetMana(): void

X2 :77AK1

+Rules(player1: Player, player2: Player)
+untapStep(): void

+drawStep(): void

+mainStep(): void

+combatStep(): void

+endingStep(): void

+main(arg: String[]): void




«interface»
Card

+getManaCost(): int

+skill(): void

+int getCardType(): int
+tappedOrUntapped(): boolean
+tap(): void

+frontAndBack(): boolean
+front(): void
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Sorcery Creature Land
#name: String #name: String #name: String
#manaCost: int #manaCost: int #manaCost: int
#cardType: int #cardType: int #cardType: int
#status: boolean #status: boolean #status: boolean
#frontOrBack: boolean #frontOrBack: boolean #frontOrBack: boolean
+Land() #summopingSickness: boolean +Land()
+getName(): String #power: int +getName(): String
+getManaCost(): int #toughness: int +getManaCost(): int
+getCardType(): int #currentPower: int +getCardType(): int
+tappedOrUntapped(): boolean | |#currentToughness: int +tappedOrUntapped(): boolean
+tap(): void +Creature() +tap(): void
+untap(): void +getName(): String +untap(): void
+frontAndBack(): boolean +getManaCost(): int +frontAndBack(): boolean
+front(): void +getCardType(): int +front(): void
+back(): void +getPower(): int +back(): void
+getCurrentPower(): int A

+getToughness(): int
+getCurrentToughness(): int
+tappedOrUntapped(): boolean

+setCurrentToughness(value: int): void -

+setCurrentPower(value: int): void Mountain Swamp Island
+tap(): void +Mountain() +Swamp() +Island()
+untap(): void +skill(): void +skill(): void +skill(): void
+frontAndBack(): boolean

+front(): void

+back(): void Plains Forest
+getSummoningSickness(): boolean +Plains() +Forest()
+resetPowerToughness(): void +skill(): void +skill(): void
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> getManaCost(), getName(), getCardType(), tappedOrUntapped(), frontAndBack(): 7 1 —/L
RDT > 2 —

> skillO: FrkEE
> tap,untap(Q: ¥ v 7 LT X v T OMULER
> front, back(: 71— FDEEYEE
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> name: String &, 1 — 4,
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deck: List<Card>%, 5 v & =3
hand: List<Card>%, F#L

battleField: List<Creature>%I N kL35
landField: List<Land>%! +#& x &
graveyard: List<Card>%, ZZih
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getDeck(), getHand(), getBattleField(), getLandField(), getGraveYard(): 7 4 —/L KD/ v X
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draw(): boolean &, 71— K% 5| < PR, 5 1F AU true, 511 72 1T 41U false %K
choiceCard(List<Card> field): Card B, 1 — R U A b DB H— RE&i®A TiKT
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> playerl: Player &, 7L 1 ¥ —1 AH
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> main(String[] argss): void &, v = L—1 3 Y OEITELT D
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public interface Card {

public int getManaCost() ; / ~7F = A FEif%

public void skillQ; // F¢5kEE

public String getName(); /

J— R4 Bt public int getCardType(); //

H— RZA TG 0T, 127V —Frv— 2V —H%1U—

public boolean tappedOrUntapped(); // % v 7 ENTWHMNE I, 1 TT X7, 0 TH YT
public void tap(); // % v 7 LR

public void untap(; // 7 > % » 7 HLER

public boolean frontAndBack(; // 77— RDOFEDIRFE, 1 TH, 0 TH

public void front(Q; /3% [H % |23 % public void back(Q; // A & 129 %

public abstract class Creature implements Card {

protected String name; / 71— R4,

protected int manaCost; // ¥ TH-~F a2 X k

protected int cardType; // 71— K% A 7 (7 V—F ¥ —i% 1)

protected boolean status; / 77— R DO{LFH

protected boolean frontOrBack; // 71— R D FKH

protected boolean summoningSickness; // ZHAFNLTHEH > 0 TLTWD
protected int power; // 7 U —F ¥ —D /T —

protected int toughness; // 7 UV —F ¥ —D X 7 R A

protected int currentPower;

protected int currentToughness;

/**
IV —F X —RBKDA LA NT I H
* = REA I M), ~F 2R NI — FNE
*HIHREE X T & v REE T
*/
public Creature() {
this.cardType = 1;
this.status = true;
this.name ="";
this.frontOrBack = false;
this.summoningSickness = false;

public String getName() {
return name;

}
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public int getManaCost() {
return manaCost;

public int getCardType() {
return cardType;

public int getPower() {
return power;

public int getCurrentPower() {
return currentPower;

public int getToughness() 1
return toughness;

public int getCurrentToughness( {
return currentToughness:;

public boolean tappedOrUntapped() {
return status;

public void setCurrentToughness(int value) {

currentToughness = value;

public void setCurrentPower(int value) {
currentPower = value;

public void tap() {
status = false;

public void untap() {
status = true;

public boolean frontAndBack() {
return frontOrBack;
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public void front() {
frontOrBack = true;
§

public void back() {
frontOrBack = false;
§

public boolean getSummoningSickness() {
return summoningSickness;

}

public void resetPowerToughness() {
currentPower = power;
currentToughness = toughness;

public abstract class Land implements Card{
protected String name; / 71— R4,
protected int manaCost; // ¥ TH-~F a2 X k
protected int cardType; // 71— K% A 7 (L:H11Z 0)
protected boolean status; / 77— RO FH
protected boolean frontOrBack; // 71— R DK H

/**
RO A NT I H
*Jp— KA A 713 EH0), ~F =X MIO
*HIHREE X T v & v REE T X
*/
public Land() {
this.cardType = 0;
this.manaCost = 0;
this.status = true;
this.name ="";
this.frontOrBack = false;

public String getName() {
return name;

}

public int getManaCost() {
return manaCost;
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public int getCardType() {
return cardType;

}

public boolean tappedOrUntapped() {
return status;

}

public void tap( {
status = false;

}

public void untap() {
status = true;

H

public boolean frontAndBack() {
return frontOrBack;

H

public void front() {
frontOrBack = true;

H

public void back( {

frontOrBack = false;
§

public class Mountain extends Land {
public Mountain() {
super();
name = "[1";

public void skill() {

}

public class Island extends Land {

public Island() {
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super();
name = "¥§";
public void skill() {
H
public class Forest extends Land {
public Forest() {
super();
name = "#§"

public void skill() {

}

public class Plains extends Land {
public Plains() {
super();
name = "}H1";

public void skill() {

}

public class Swamp extends Land {
public Swamp( {
super();
name = "¥3"

public void skill() {

}

public class Field {

private List<Card> deck;
private List<Card> hand;
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private List<Creature> battleField;
private List<Land> landField;
private List<Card> graveYard;

public Field( {
this.deck = new ArrayList<Card>();
this.hand = new ArrayList<Card>0;
this.battleField = new ArrayList<Creature>();
this.landField = new ArrayList<Land>0);
this.graveYard = new ArrayList<Card>();

public List<Card> getDeck(1
return deck;

}

public List<Card> getHand({
return hand;

}

public List<Creature> getBattleField(1
return battleField;
H

public List<Land> getLandField(O{
return landField;

}

public List<Card> getGraveYard({
return graveYard;

}

public void addDeck(Card card) {
card.back();
deck.add(card);

}

public void addHand(Card card) {
card.front();
hand.add(card);

}

public void addBattleField(Creature card) {
card.front();
battleField.add(card);
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public void addLandField(Land card) {
card.front();
landField.add(card);

public void addGraveYard(Card card) {
card.front();

}

public void removeDeck(int number) {
deck.remove(number);

}

public void removeHand(int number) {
hand.remove(number);

}

public void removeBattleField(int number) {
hand.remove(number);

}

public class ManaPool {
private int redMana;
private int blueMana;
private int greenMana;
private int blackMana;
private int whiteMana;
private int colorlessMana;

public ManaPool() {
this.redMana = 0;
this.blueMana = 0;
this.greenMana = 0;
this.whiteMana = 0;
this.blackMana = 0;
this.colorlessMana = 0;

/**

*UTT7 4=V RO v & —

*/

public int getRedMana() {
return redMana;

}

public int getBlueMana() {



return blueMana;

public int getGreenMana() {
return greenMana;

}

public int getBlackMana() {
return blackMana;

public int getWhiteMana() {
return whiteMana;

}

public int getColorlessMana() {
return colorlessMana;

}

/**

* 74— ROEE T

*/

public void addRedMana() {
redMana += 1;

}

public void addBlueMana() {
blueMana += 1;

}

public void addGreenMana() {
greenMana += 1;

}

public void addBlackMana( {
blackMana += 1;
h

public void addWhiteMana( {
whiteMana += 1;

}

public void addColorlessMana() {
colorlessMana +=1;

}

/**



* wFEEOGAE. v =L L0 ENTE D~ Z TR false, VT2V < R 2R T LR E D4y
P~ TF %26 L, true KT
* @param value
* @return
*/
public boolean useRedMana(int value) {
if(value <= redMana) {
redMana -= value;
return true;
} else 1
return false;

public boolean useBluedMana(int value) {
if(value <= blueMana) {
blueMana -= value;
return true;
} else 1
return false;

public boolean useGreenMana(int value) {
if(value <= greenMana) {
greenMana -= value;
return true;
} else {
return false;

public boolean useBlackMana(int value) {
if(value <= blackMana) {
blackMana -= value;
return true;
} else 1
return false;

public boolean useWhiteMana(int value) {
if(value <= whiteMana) {
whiteMana -= value;
return true;
} else 1
return false;
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/**

¥ F T oy b

*/

public void resetMana() {
redMana = 0;
blueMana = 0;
greenMana = 0;
whiteMana = 0;
blackMana = 0;
colorlessMana = 0;

H

public class Player {
private Field myField;
private ManaPool manaPool;
private List<Card> deck;

public Player(Field field, ManaPool manaPool, List<Card> deck) {
this.myField = field;
this.manaPool = manaPool;
this.deck = deck;

public List<Card> getDeck(1
return deck;

}

public boolean draw() {

if(myField.getDeck().size() > 0) {
Card card = myField.getDeck().getFirst();
myField.addHand(card);
myTField.getDeck().removeFirst();
return true;

} else {
return false;

public Card choiceCard(List<Card> field) {
return null;

}

public void useCard(Card card) {
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public ManaPool getManaPool() {
return manaPool;

}

public Field getField( {
return myField;

}

public class Rules {

final static int UNTAP_STEP = 0;
final static int DRAW_STEP = 1;
final static int MAIN_STEP = 2;
final static int COMBAT STEP = 3;
final static int ENDING_STEP = 4;
final static int WIN_OR_LOSE = 5;

int state = UNTAP_STEP;

private Player playerl;
private Player player2;

public Rules(Player playerl, Player player2) {
this.playerl = playerl;
this.player2 = player2;

public void untapStep() 1

for(int i = 1; i <= playerl.getField().getBattleField().sizeQ; i++) {
playerl.getField().getBattleField().get(i).untap(;

H

for(int i = 1; i <= playerl.getField().getLandField().size(); i++) {
playerl.getField().getLandField().get(i).untap();

H

for(int i = 1; i <= player2.getField().getBattleField().sizeQ; i++) {
player2.getField().getBattleField().get(i).untap(;

H

for(int i = 1; i <= player2.getField().getLandField().size(); i++) {
player2.getField().getLandField().get(i).untap();

H

state = DRAW_STEP;
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public void drawStep( {
if(playerl.draw() {
state = MAIN_STEP;
} else {
state = WIN_OR_LOSE;

public void mainStep( {
b
public void combatStep() {

}

public void endingStep() {
for(int i=1; i<= playerl.getField().getBattleField().size(); i++) {
playerl.getField(.getBattleField().get(i).resetPowerToughness(;
H
for(int i=1; i<= player2.getField().getBattleField().size(); i++) {
player2.getField().getBattleField().get(i).resetPowerToughness();
H

Player player = playerl;
playerl = player2;
player2 = player;

state = UNTAP_STEP;
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