
Server

OutputLog: String

appendLog(String)
PrintLog()
clearLog()

NetworkingListener

ServerConnection: Socket
Soutput: OutputStream

Sinput: InputStream

ReceiveUpdate()
ConnectAndListen()

PlayerHandler

ArrayList PlayerIds
ArrayList PlayerConnections

AddNewPlayer()
ReconnectPlayer()

Broadcast(GameState)
RemovePlayer()

TurnHandler

updateGameState()

GameState

Location[][] Map
GameOver: boolean

Location

OccupyingUnit: Unit
Int X
Int Y

getNeighbouringLocations()

Unit
Health: Int

FlavourText: String
ArrayList<Action> PossibleActions
ArrayList<Action> CurrentOrders

OwningPlayer: String

getLocation(X,Y)
getUnit(Location)
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Action

CurrentUnit: Unit
CurrentAction Action

setTarget(Location)
SetOrigin(Location)

isActionPossible(GameState)
attemptAction()
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