Class Diagram0Q

2021/06/21 astah* Evaluation

GameBoardCtrl

<<altomative_OR>> — — <<altomative_OR>>
Brick atomaiie-OR
wal
L 1

—

<<mandatory>> — -
<cinterface>> ‘ N:‘anld.a‘:;y
linitializeMgt nitializeMgr

Display

<<mandatory>>
Match

L 1
- numberofmatches - Integer
<<variability>> L

<<altomative_OR>>
<<variationPoint>> ™
<<alternative_OR>> [k

eI <<atermatve_OR>>
maxSelectior
bindingTime = DESIGN_TIME
lallowsAddingVar = true

|variants = {Brick, BrickPile, -

<<mandatory>>
GameBoard

— <<mandatory>>
Fioor, Celing, Wall) Pr—— <interface>>
realizes+ = {play game} PI‘WW IGameBoardMgt
realizes- = (play game)
“login' Stiing
<<mandatory>> e St
<<variationPoint>> ~password: Sting
Sprite
B Game) : void
<<alternative_OR>> <<mandatory>> I/ + checklogin(login : String) : Boolean
bindingTime = DESIGN_TIME (’:Va”i‘l‘“";m::‘>) . I Score { * Game) : void
allowsAddingVar = true o - lovable Sprites -
variants = {Paddle, Puck} lastPosition : Point AnimationLoopMgr
lizes+ = {play game} - currentVelocity : Velocity Semaan <<mandatory>> v
I - ismovir B oinf
play game} ismoving : Boolean <<interface>> —<mandatory>>
, ~x:Integer - - P 16ameBoardData
K -y Integer IAnimationLoopMgt
4 B i + stopanimation(GameCode : Integer) : void
<<variabiity>> + startanimation(GameCode : Iteger) : void
[name = "sprite” AN S
psT——— =2 <cmandatony>> <<mandatory>>
it Velocity lbindingTime = DESIGN_TIME romertace> <cinterface>> R
- speed : double B"M‘: dg\?rﬂrf " ISaveScore
 direction : Int |variants = {StationarySprite, N . " R
ameger | [Movablespries ) showscore(game : Game) : void B Score) : void ———————————
- dy : Integer +getscore() : Score N
Y + isgameplayed(gameboard : GameBoard, maich : Match) : Boolean GameCtrl <<mandatory>>
-~ . <cinterface>>
. WninstallGame
<cinterface>>
1 - linstaliGame
GameMgr
<<alternative_OR>> -
BowlingGame <<mandatory>> <<alternative_OR>> pr——
~gamecode - Ineger <<variationPoint>> BricklesGame ERRN i
- numberofruns : Integer — Game - numberofballs : Integer IPlayBrickles
~gameCode : Integer |1 - gameCode - Integer
<<variabilty>> + loadgame() : void gameCodo : Integer g &
[name = "game mgr + savegame() : void = ~| +loadgame) : void + savegame() : void P “A
[minSelection + savegame(): void +loadgame(): void - <<mandatory>>
[maxSelection = 3 . + savescore() : void . <<intorfacer> <<interface>> <<interface>>
bindingTime = DESIGN_TIME y R +exitgame() : void e TG |PlayPong 1PlayBowling
allowsAddingVar = true ‘Q::’“B‘g% > - xitGame.
ongam i
PongGame BricklesGame} - numberofsets : Integer <<mandatory>>
[ - gamecode : Integer <<mandatory>> <interface>>
- setpoints : Integer GameMgr - IGameMgt
+ loadgame() : void + gamemgr() : void + checkinstallaion(gamecode : Ineger) : Boolean
+ savegame(): void




