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Activity 2141. Design Real Use Cases

1. returnToMenu

Use Case returnToMenu
Actor User
Purpose 27| HF2 SOtZtCt.
_ AFEX7F 27| 05 HES 2281 MainScreen T4 2
Overview
Haretct
Type Primary
Cross Reference R1
Pre-Requisites X7 3tHE H 23t 3HH
(A) : Actor, (S) : System
. 1(A): AMBXE 27| Ol HES SESH
Typical Courses of Events R o
2. (S) : returntoMenu() £ S EoIC}
3. (S) : MainScreen Ijd 2 FatstCt
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A

2. wordButton

Use Case wordButton
Actor User
Purpose 0| THof ZA D2 MEfsict
B ALERIZE EHOf HM O7E HESIEH WordScreen Ijd =2
M BHSHLL,
Type Primary
Cross Reference R2
Pre-Requisites T2 Al 5 X7|5tH
(A) : Actor, (S) : System
1 (A): AAEXZE HHOl M HES SEISHH
Typical Courses of Events 2. (S) : FindWord2| initE& T &=3tCt.
3. (S) : FindWord9| InputWord& Z&7|3}$tC}.
3. (S) : WordScreen mjd 2 F=ISHC}.
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A




3. inputWord

Use Case inputWord

Actor User

Purpose Fol CHolE Y™t}

Overview ALEXE7E Yo HOol THOJE ot Mo =3ttt
Type Primary

Cross Reference R2.1

Pre-Requisites

CHof M DS MEis A

or 5
(A) : Actor, (S) : System
Typical Courses of Events L& : ASxzt Inputiord Fieldo £X182 A=ty
2. (S) : FindWord@| setlnputWordE S Z=3HC}.
2.(S): EXt¥E InputWord Field0f &= = $tC}.
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
4. searchWord
Use Case searchWord
Actor User
Purpose 0l tHolE 20 F=Ct
Overview AHERI7F 8o HOf THOlE HMSHY 3O ZEotnt
Type Primary
Cross Reference R2.2
Pre-Requisites THO| M ORE MEISH AEY
(A) : Actor, (S) : System
L (A): AFEXIZL 7] HES 2EBHCh
2.(S) : InputWord Field0f 2HE| U= EXLE S X7|3teHC}
2.(S): FindWord?Q| checkWordE = Z=3IC}.
Typical Courses of Events 3.(S): FindWord®| IsWordE = Z=3lC}
4.(S): WordDicQ| returnWordE& = =3lC}|.
5.(S): FindWord?| InputWord®} eng(String)0| X|st= Ct
7t ENY 42 MEE Holel HEE ot=2rt
6. (S): Yot CHof HEHE 3HO| S otC}
Alternative Courses of Events | N/A
Line 3. IsWord 7} false & A2 08 HA|X|E =SS}
Exceptional Courses of Events | Line 5. 2X|5l= U7} =XSHX| Y= AL =X SHK| Le=lt=

HAIXIE st




5. alphaButton

Use Case alphaButton
Actor User
Purpose Ll &7| o mE MENGHT
: AFERIZE LIl &7 HES SEISHE AlphaScreen 2=
Overview
Hgtsict,
Type Primary
Cross Reference R3
Pre-Requisites ZEOHW A4 F XT|9H
(A) : Actor, (S) : System
: L (A): AFXZE LIl &7 HES SESC
Typical Courses of Events ) )
3. (S) : FindWordQ| initE Z=3tC}.
4. (S) : AlphaScreen IjHZ HMzIsiCt,

Alternative Courses of Events N/A

Exceptional Courses of Events | N/A

6. inputAlpha

Use Case inputAlpha

Actor User

Purpose Qo YmHS YBICE.

Overview AMEAZE A~Z 9| Fol Lutdl F StLtE Y E ettt
Type Primary

Cross Reference R3.1

Pre-Requisites ootel 27| HEZ MEHSH AMEY

(A) : Actor, (S) : System

1. (A) : AFE XL InputAlpha fielddf| StLto| 2XHE Y=Lt
2. (S) : FindWord 9| setlnputWord & Z Z=SHLt.

3.(S): AFEX}7} @3t 2XIE inputAlpha field Off =2isiC}.

Typical Courses of Events

Alternative Courses of Events | N/A

Exceptional Courses of Events | N/A




7. searchAlpha

Use Case searchAlpha
Actor User
Purpose g0 HOE E0FEL
ISR QEe YTMIOZ AIRBHE EHOIE HAfSHOf
ovenview ool EaBct
Type Primary
Cross Reference R3.2
Pre-Requisites otmpHl X7 HES AMEHSE AFEY
(A) : Actor, (S) : System
L (A): AFEXIZE 7] HES 2ESHCL
1. (A) : InputWord fielddj YHE|O JUes EXES X=7|2H3tCt
2. (S) : FindWord 2| checkAlpha €& Z &%}
Typical Courses of Events 3. (S) : FindWord 9| Isalpha € = &%tC}.
4. (S) : WordDic Q| returnWord €& Z&3%IC}.
5. (S) : FindWordQ| InputWordZ A|%tSHE= eng(String)0| A ZHEl
T & otLtel YEE WEHLZ HO2L}
6.(S): &ot2 tHo| HEE o0 ZHotr}.
Alternative Courses of Events | N/A
Line 2. 2THIO| OfLl C}2 BXHRXL E4EX S)7t Qs

Exceptional Courses of Events

B0 of2X e

8. gameButton

Use Case gameButton
Actor User
Purpose A AR HES MeEtsich

. AEXZE AY AR HES MEHSIH GameTitleScreen IjE &
Overview

Z ot

Type Primary
Cross Reference R4

Pre-Requisites

Z2OY AY 3 AT|HH

Typical Courses of Events

(A) : Actor, (S) : System

L (A): ALEREZE Al AIE

2. (S) : GameQ| init2 =

3. (S) : Game?Q| H=Z2 ZX7|3}slCl.
(

4. (S) : GameTitleScreen Ij4 2

Alternative Courses of Events

N/A

Exceptional Courses of Events

N/A




9. selectTitle

Use Case selectTitle
Actor User
Purpose =R S MEdstLt
Overview AFEAZE EHI = AYS| FHE AENGHT
Type Primary
Cross Reference R4.1
Pre-Requisites GameTitleScreen IjE0| E2 = AMEY
(A) : Actor, (S) : System
1L (A): MEXZL FH HE & StLIE SEISHt
Typical Courses of Events 2. (S) : Game 9| setTitle 2 T =THICE.
2.(5): e =M HEO HF2 2uE FHAM ot
= oot
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
10. startGame
Use Case startGame
Actor User
Purpose AYUES A|EFSHCH
Overview AERZE AY AL HES #2H B2 = A }YS AIXSC
Type Primary
Cross Reference R4.2
Pre-Requisites GameTitleScreen Ij9E ==t}
(A) : Actor, (S) : System
L(A): AY A HES SEHTH
2. (S) : Game 9| getTitle 8 Z =3%tCt.
Typical Courses of Events 3. (S) : Game 9] title 30| Q& StX| ZA}SHLE
4. (S) : Game 9] title 0f 8| EdSt= word, locx, locy, loclength &
M ESHCL
5. (S) : GameScreen Ij 2= H=tSHC
Alternative Courses of Events | N/A
: Line 3. title gt0| F25tX| & FR(O|H0| ALEAZL F=H|
Exceptional Courses of Events HES OJSE SESK| S HO) AAS AKX OHerh




11. hint

Use Case hint
Actor User
Purpose FI=0f tict JIES HMSSHCt
: AEAZE dEHE 28 B8R ClE 7S MEM =25 25
Overview & ot
Type Primary
Cross Reference R4.2.1
Pre-Requisites 2 A= Ao THFOl HEY
(A) : Actor, (S) : System
1L (A): SIE B7| HES S2Ct
Typical Courses of Events 2.(5) : Game 2| GetHint £ 2 Zetth.
3. (S) : WordDic 2| returnWord & S ZstC}.
4.(5) : grgh Bh2 THO{9] imgpath & 21019t =tHO| Z&otct
5(9:3x7t 28 = 08 H0[HE 3HO|M X|F=Ct.
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
12. inputAnswer
Use Case inputAnswer
Actor User
Purpose Fz= ZEHS Lot
AFRXEZ} SjS Trojo] MY we JIES IS0 LT =
ovenfiew Aol Bag s
Type Primary
Cross Reference R4.2.2
Pre-Requisites 22 FZ= AYO| TAZ Ol EY

Typical Courses of Events

(A) : Actor, (S) : System
1. (A): AFEXEZE inputAnswer field O 2XtE QI &5t}

2.(5): ¥ 22 EXE 3tHo| =HTICL
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A




13. checkAnswer

Use Case checkAnswer
Actor User
Purpose HE oS otk
. AHEXZE =Bt THoj 7 HEQIX| @EQIX| =Helst 2o
Overview e
=2sict
Type Primary
Cross Reference R4.2.3

Pre-Requisites

22 = Ao TAF O HE

Typical Courses of Events

(A) Actor, (S) : System
rﬂxwr g Xﬂi HES 2SS}
.I

Il)
Ral
N

1S

J
FQ_
Hn
E
d0
R
0>|
HT
i
N
HA
|0
Hu
ra
<

5. (S) : Game 9| checkAnswer% SESID 40| true d ZLR
answerNum 2 S 7}A|ZICt.

6. (S) : answerNum 1} Game ANSWERNUM 2 H| W GHLt.

A. answerNum=Game ANSWERNUM QI A2

AL (5): #Z EYS =2C

A2. (S) : MainScreen Ifd2 H$}sIC}

B. answerNum<Game. ANSWERNUM Q| AL

B1. (S) : answerNum 2| 7j4=& answerCount field 0f Z=&3tC
B2. (S) : Answer O] HEHO|2}H answer field 0 MEFYUS

F.

T A|SHCF,
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A




14. inputName

Use Case inputName
Actor User
Purpose olz2e st

. AEXZE 2 F = AY 7IZ0 CHsl AHEALL| O|§2
Overview N

JE=S

Type Primary
Cross Reference R4.2.4

Pre-Requisites

42 280l M A= HEH

(A) : Actor, (S) : System

Typical Courses of Events L (A) tinputName field 0ff EXHE S ettt
2. (S) : Game 2| setName & T =3I}
3.(5): AEAH Yot 2XEE inputName field 0f &2 otLt
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
15. regist
Use Case regist
Actor User
Purpose ALEXRSl 7|1 ES WO SEottt
Overview AFEAZH 2ot O|ES WEO| Sttt
Type Primary
Cross Reference R4.2.5

Pre-Requisites

2E = AYS A=t JH

(A) : Actor, (S) : System
1L(A): AAEAI S8 HES
(

=
= "
S) : Game Q| setRank £ T =3tCt.
=
=

Typical Courses of Events i .
3. (S) : Ranking 9| setRank & T &=3$tCt.
4.(S) :rank & score 7|EC 2 U EXx=o 2 HESI HA
b A0l X ZotCt.

Alternative Courses of Events | N/A

Exceptional Courses of Events | N/A

10




16. quitGame

Use Case quitGame

Actor User

Purpose 22 = AYES SECL

Overview Hak A= A Y2 =28t GameTitleScreen Ifd2 FSsIC)
Type Primary

Cross Reference R4.2.6

Pre-Requisites

22 F= Aol TAS2 JH.

Typical Courses of Events

(A) : Actor, (S) : System

L (A): ALEAZE Al S=37| HES =

2. (S) : Game 9| init 2 T =3tC}
4. (S) : GameTitleScreen Ijd 2 F=ISHC}
Alternative Courses of Events ) Aol X|etA|ZI0] By B2
Exceptional Courses of Events | N/A
17. time
Use Case time
Actor System
Purpose AYel F2 AlZtE EA|THC
Overview EFO|HO|| hef Lhe A|Zt0| ZAAE|0| EA|=ICH
Type Primary
Cross Reference R4.2.7
Pre-Requisites Ak 3= A Qo] RIHZ Ol ALEY.
(S) : System

Typical Courses of Events

) Aol "2 AlZtE
2. (S) TimeDisplay 0] =& A|Zt2 HA|StCH

Alternative Courses of Events

N/A

Exceptional Courses of Events

1 'Ef% AI?JOI 02 AL Game 9| nit2 =8t

GameTitle

11




18. rankingButton

Use Case rankingButton
Actor User
Purpose HAS HOjFC}
AL MZET| BRES MeHstE, g2 X AYo) 5=
Overview
dZS 20ECL
Type Primary
Cross Reference R5
Pre-Requisites ZEOHW A4 F XT|9H
(A) : Actor,(S) : System
L (A): AEAZE AE 27] HES 2=
Typical Courses of Events )
2. (S) : Ranking ©| showRank & S &3tC}.
4. (S) : RankingScreen Ij2& Z=3lC}.
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
19. exit
Use Case exit
Actor User
Purpose ZEE LY
Overview A EAI7F 52 HEES MEHSIH T2 138 = ZSH0}
Type Primary
Cross Reference R6
Pre-Requisites MainScreen IjE0| [ Q= ArEf

(A) : Actor,(S) : System

Typical Courses of Events 1. (A): AFEA7F S8 HES SEIstCt
2.(5): TS =FZBiC}.

Alternative Courses of Events | N/A

Exceptional Courses of Events | N/A

12




Activity 2142. Define Reports, Ul, and Storyboards
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Title

a - AlphaButton

b - WordButton

¢ - GameButton

d - RankingButton
e - ExitButton

SearchAlpha

a - SearchResultView

b - SearchAlpha

c - WriteAlphaWindow
d - SearchResultAlpha

e - InputAlphaButton

f - ReturnToMenuButton
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SearchWord

a - SearchResultView

b - SearchWord

¢ - WriteWordWindow

d - SearchResultWord

e - InputWordBotton

f - ReturnToMenuButton

SelectTitle

a - SelectTitleButton

b - StartGameButton

¢ - ReturnToMenuButton
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Game

a - InputAnswer

b - TimeDisplay

¢ - RightAnswerCount

d - WordList

e - HintButton

f - CheckAnswerButton
g - QuitGameButton

h - ReturnToMenuButton

Ranking

a - RankingView

b - UserRegist

¢ - ReturnToMenuButton



Activity 2143. Refine System Architecture

|
System
Screen FindWord WordDic
-inputWord: String -wordnum: int
-dic: WordDic -wordList: Word[wordnum]
Rank
-name: String Game Word
T g -titte: int -eng. String
mels -name: String —kor: String
+word: String [ANSWERNUM] -imgpath: String
Ranking +locx: int [ANSWERNUM] -soundpath: String
+locy: int [ANSWERNUM]
-rank Rank [10] +loclength: int [ANSWERNUM)
-hintLoc: int
timer: Timer

Activity 2144. Define Interaction Diagrams

1. ReturnToMenu

2 : MainSoreen

% 2: Sereen
1:User
1 : return Tollenu() o

E‘E“"'“ = SereraeEs

16




2. WordButton

i 2 Screen & FindW ord

1: Usar ;
i 1:wordButton)) :

: ]

i 3. WordSereen '

1 1 []

' i i

i i i

L] ] []

3. InputWord

% 2: Screen 2: FindW ord
i 2 setinputW ord(String) .+
haEEEipsr Saaai i

4. SearchWord

% 2: Sereen 3 FindW erd 4:WerdDic

1:U=er
i\ 1:sesrchWord)
: 2 - chedk Word])
: 3%5{51@;
1 4:lisWord= falg]
! dis play Mes 5 age "Eror”); 5 ; return'W ord{ Stri
¥ PEecsessssaasasaasnnsasiaansnas
: 6: Word
iﬂ: ...................... edessssssnsnnnnsnssnasnannsnnnnsnsnnnan
i 7 display L

17



5. AlphaButton

% Z Screen ‘ J: FindWord
1. User .
L1 dgheButen) |
, 2 intf) N
: 3 AlphaSeresn .

6. InputAlpha

% 2 Screen

3 FindWord

7. SearchAlpha

% 2 Sereen 3 FindWord

1:User ] 1

1 searchAlphs ; 1
: : 2: checkAlpha) |
| AlphaSting)
e {

4 [kAke = ke

=

5:retumiWordiche) ¢

4: WordDic

; dis playhless sge|"Emor’);

T e

8: Word

18



8. GameButton

2: Screen

FRRENRNARN)

v 3 BameTitle5 creen

9. SelectTitle

1:

X

User

2 :initf)

2: Screen

13 lectTitlslint) .

10. StartGame

2 5 etTitle]int)

¥ Game

2: Screen

3: GameScresn

2 : getTitle])

* Game

19



11. Hint

% 2: Screen

3: Game

T
i
I
il

2

- getHint(int) .

12. InputAnswer

X

1: User

1 @ inputAns wer)

4: WordDic

3 : returnWord(String)y

T
i
'
i
'
'
'
'
'
1

2 Screen

2

esesnesnna g

13. CheckAnswer

1: User

display

%

: 1: checkAnswer( _3

loop i<ANSWERNUM )

2 : checkAnswer(int, String] ;

alt comectNum==ANSWERNUM )

20




14. InputName

% 2 Screen 3 Game

1: User

1 : inputName(String) o |

>

L 2 : setName{String) I

! 3 display

15. Regist

% 2 Screen ¥ Game

4 Ranking

1 U=r ; ; ;
) ey 5
E 3 : addRan (int title, String name,,jmlime:n

16. QuitGame

% 2 Screen 3: Game

1: User
1 quitGame} .

2. init])

b

S

3 GameTitleScreen

21



17. RankingButton

18. Exit

User

2: Screen 3: Ranking
2:showRamk() |
2: RankingScreen

1 : Exit]

1. Screen

22



Activity 2145. Define Design Diagrams

Screen

+returnTolMenu()
+wordButton()
+inputWord(String)
+searchWord()
+alphaButton()
+inputAlpha(String)
+searchAlpha()
+gameBution()
+selectTitle(int)
+startGame()
+hin(int)
+inputAnswer()
+CheckAnswer()
+inputName(String)
+regist()
+quitGamey()
+rankingbutton()
+Exit()

/

FindWord

-nputWord: String
-dic - WordDic

+nit()

+checKWord(): Word
+checkAlpha(): Word
+isWord(String): boolean
+isAlpha(String): boolean
+setlinputW ord(String)

WordDic

-wordnum: int
-wordList: Word[wordnum]

Ranking

-rank: Rank [10]

+returnNumStarts(char)
+returnWord(String): Word
+returnWord(char): Word

Word

-eng String

-kor. String
-imgpath: String
-soundpath: String

+getEng(): String
+getKor(): String
+getimg(): String
+getSount(): Sting

Game

+showRank()

+addRank(int title, String name, int score)

é

Rank

-SC

-name: String
-fitle: String

ore: int

+getName(): String
+gefTitle(): String
+getScore(): int

23

itle: int

-name: String

+word: String [ANSWERNUM]
+locx: int [ANSWERNUM]
+locy: int [ANSWERNUM]
+loclength: int [ANSWERNUM]
-hintLoc - int

-timer: Timer

+init()

+setTitle(int)

+getTitie()

+getHint(inf): String

+chec kAnswer(int, String): boolean
+setName(String)

+setRank()




