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Main

startBin()
exitBtn()

|
staﬁ@tn()

Game

End

endBtn()
restartBtn()

puﬂ:iata()
getDlata()

diceEye1 : int
diceEye2 : int

dist : int
unitiPosition : int
unit2Position : int
player1 : boolean
player2 : boolean
isDouble : boolean
m1:int

m2 : int

bn:int

bsb : int

number : int
plRest : int
p2Rest : int
festival : int
festivalPlayer : int
isFestival : int

BuildingManager

paintMap()
setMap
diceRun()
payManey()
isBuildingl()
isEnd()

I
puTD:ata()

bm :int

Data

putData()
getData()

Chance

Building

setChance()
chanceDial()
useChance()
finishChance()

buyBtn()
sellBtn()
exitBtn()

restBtn()
payMoneyBtn()
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