view handPanel

roundControl

roundState
: RoundState

clonedTable3
: Table

playerB
: Player

playerBSettings
: PlayerSettings

Initialize player B's 2nd turn

<<create>> humanTurnControlFactory

: ITurnControlFactory
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turnControl
: HumanTurnControl
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: getPlayerSettings() : PlayerSettings !
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: <humanTurnControlFactory3 : [TurnControlFactory
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: create() : [TurnControl :
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: turnControl3 :
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: setup(player, clonedTable3, view, false, false) : void !
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: startTurn() : void :
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I setStones(hand.clpne()) : void !
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