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Activity 2131. Define Essential Use cases

1. ReturnToMenu

Use Case ReturnToMenu

Actor User

Purpose x£7| HREHOZ SOf7iCE

Overview AFERE 27| Hlw HES 2E0IH X=7|gtHo=z FOHZILt.
Type Primary

Cross Reference R1

Pre-Requisites

Z20Y 4Y 5

Typical Courses of Events

(A) : Actor, (S) : System
1. (A): AFEXIZF 27| O HE

g 2zt
2.(5): £7| ol PR Sopict.

-

Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
2. AlphaButton
Use Case AlphaButton
Actor User
Purpose 2ol ZM HlwE dEoot
ALEXZE GO ol AM 0 7S MEfStH, S0 Lmsl HM
Overview
StHS EHOCL
Type Primary
Cross Reference R2

Pre-Requisites

Z2OY AY 3 AT|H

Typical Courses of Events

(A) : Actor, (S) : System
1(A): AFEAZE YO8l HM 0 xE SEoC)
st

=
2.(5): Fof Ludl HM ojHS =5

Alternative Courses of Events

N/A

Exceptional Courses of Events

N/A




3. SearchAlpha

Use Case SearchAlpha
Actor User
Purpose g0 HOE E0FEL
AHEXI7E et LoBio 2 AlEStE T E ZASH0] 3O
Overview P
Type Primary
Cross Reference R2.1
Pre-Requisites AOo| LOtel HAM H5E MEHSE AEH
(A) : Actor, (S) : System
L (A): AFBX H7| HES SEIotrt
2.(5): AHEXZE Yot LOBloz A|ESt= FOf HHOIE
Typical Courses of Events MBS0 A0 THOjo| = SXo|= 12, 121 A2|E B0
Z oot Ymelol ot CHE ZAE YHSIRAS 0=
THOI7F ZEXHSHA| RS S ST SOt
Alternative Courses of Events | N/A
1. ool otd CHE A=Al E+=4t 8) E= O
Exceptional Courses of Events | 2Ato| Ynttls QUG A0 "SHE Lt =
St !"ets EAIE S SESD ofl2{N 2|
4. WordButton
Use Case WordButton
Actor User
Purpose Cto] ZAM 0w E ME4SHCE
ALEXZE FOof THof M HmE HE{SHEH, HOf THol A
Overview siole sasi)
Type Primary
Cross Reference R3
Pre-Requisites o2 AW 5 XT|gH
(A) : Actor, (S) : System
Typical Courses of Events 1. (A) : AFEXI7} CHo] AM OS2 MEisiCt
2.(S): ¥of tto] HM oS =3O
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A




5. SearchWord

Use Case SearchWord
Actor User
Purpose do O E 2 FELCH
Overview AFEAIZE s FOf BHOE HMSH0] ot o ZiC)
Type Primary
Cross Reference R3.1
Pre-Requisites QO CHol AM HmE MEISH AEY
(A) : Actor, (S) : System
L (A): AFBX 7| HES SEIotrt
(S) 1 AFEAIZL YB3l O HOS AMSIe S0 FHoj2
Typical Courses of Events = oxolL T2, 3|1 A3E S0 SHSHCH A0 Chof
7b EXSHA| 2 BR0= Toi7t EXHSHA] @S2 ofEHo =
2siC}.
Alternative Courses of Events | N/A
1. ¢msiof ot CHE EAXH=AL E+2XF 5)7F YHE
Exceptional Courses of Events | 420 "CtOjE &S = QIELICHElE EXIES £l
ol 2K 2]
6. GameButton
Use Case GameButton
Actor User
Purpose H2Y A= A tlwE MEfSHC)
S AERIZF AYAIE HlwE HEISHEH, 22 = AYe =X
MEH olHES ZE ot}
Type Primary
Cross Reference R4
Pre-Requisites o2 AW 5 XT|gH
(A) : Actor, (S) : System
Typical Courses of Events 1. (A): AN EXZE AY AZ HEZS St
2.(5): EZF= AYS FH HE otHS ZHotoh

Alternative Courses of Events

N/A

Exceptional Courses of Events

N/A




7. SelectTitle

Use Case SelectTitle

Actor User

Purpose FHE MEisiCh

Overview AFERIZE R = A Qe FHE BTt}
Type Primary

Cross Reference R4.1

Pre-Requisites 22 FZ AY Hws MESH HE)

(A) : Actor, (S) : System
(A AREAZE 2R = AL FHE MEHSHT]

Typical Courses of Events : =
2.(S): AFEALZE et =X HEO Z= RIS 1 2HH
s2sict.
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
8. StartGame
Use Case StartGame
Actor User
Purpose HAYUES A|EFSECL.
Overview AERIZE AY AX HES +E2H & = A YS A|Zotnt
Type Primary
Cross Reference R4.2
Pre-Requisites 2 = A o7E HEISH HEY
(A) : Actor, (S) : System
Typical Courses of Events CAY AIE HEES SElsth}).
2.(5): ST FHQ LY = AYS FPo| FHBC
Alternative Courses of Events | N/A
1 &2 F= AYel F=ME HHSIK @2 3% "EE A=
Exceptional Courses of Events | H|Q2| FHE MEIS] FAHQ!" 2t 275 717 Y HE
=25t}




9. Hint

Use Case Hint
Actor User
Purpose F=of tist JIEE NSt
Overview IE HES 22 42 18 JIEE 3ottt
Type Primary
Cross Reference R4.2.1
Pre-Requisites 2 F= AY0| TAS Ol SEN
(A) : Actor, (S) : System
Typical Courses of Events 1. (A): 3IE HEZ ZElstC}.
2.(5): sild ©olel O8E HOoELt
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
10. CheckAnswer
Use Case CheckAnswer
Actor User
Purpose HE =olZ s
: AHERIZE e THOj7F FEOIX| QEQIX] =eldtn otHo
Overview
s2sirt,
Type Primary
Cross Reference R4.2.2
Pre-Requisites HY A= Aol THZ2l HEY
(A) : Actor, (S) : System
1L (A): MEXZE §E=C HES S8t
A BES JhE == ZH 2 i
AL (S): BZ HYS =20
Typical Courses of Events A2. (A) : AFEXIS| O|E2 UHTHC
A3.(S): =7| Ojw 2tHo=Z ZOtZHCt
B. &9 7 < EXQ TH
BL. (5): E€Z=0| §EUX| EQIX| TESI, HE THOQ
MZE BE5t BAISHD, & HEO| Ji+E EOjELL
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A




11. Regist

Use Case Regist
Actor User
Purpose 0|22 SE3ir}
Overview AFEALZL 2i3t 0|22 UK SE3}
Type Primary
Cross Reference R4.2.3
22 A= AYMM 2F HEHo=z Yot FE 22 HES

Pre-Requisites

Typical Courses of Events 2.
JER
3.09: 7182 WEA=22 JEE ol MYttt
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A
12. QuitGame
Use Case QuitGame
Actor User
Purpose 22 A= A S S=EOCL
22 A= AY MES SEStL, Y = AY FH dE=
Overview cHAl2 Sop7tct
Type Primary
Cross Reference R4.2.4

Pre-Requisites

2E F= Aol TAS2 JH.

Typical Courses of Events

(A) : Actor, (S) : System
L(A): A AY B2 HES SE ST
%

2.9 : 88 T FH= AY

Alternative Courses of Events

Exceptional Courses of Events

N/A




13. Time

Use Case Time
Actor System
Purpose Aol He AlZke HEA|SHCL
Overview EtO|HOf| 2} EH2 A|ZHO| YA HA|EIL]
Type Primary
Cross Reference R4.2.5
Pre-Requisites ek = Aol Rs=Qol AME).

(S) : System

L(S: 2 F= Age Mot AlZhs 522z Aot
Typical Courses of Events 2.(5): Folo] Ge AZhe A AT

3.(5): 2 AZHE M| ZEHotot
Alternative Courses of Events | N/A

Exceptional Courses of Events

T (M|

14. RankingButton

Use Case RankingButton

Actor User

Purpose A S HOojECt

S AEXZE HZEY| HES SEISHH Y F= A Yo S5
YZ= 20jFECL

Type Primary

Cross Reference R5

Pre-Requisites

T2 2 = =7|=HH

(A) : Actor,(S) : System

: 1L (A): AEX7H Y B7] HlwE SESH.
Typical Courses of Events _
2.(5): oo MEEO UAs 7I5E HOpAM HHHEE
=2sict
Alternative Courses of Events | N/A
Exceptional Courses of Events | N/A




15. Exit

Use Case Exit

Actor User

Purpose S =L

Overview AEXZ BR HES SEOIH, Z21WZ SECL
Type Primary

Cross Reference R6

Pre-Requisites N/A

Typical Courses of Events

(A) : Actor,(S) : System
1. (A): AKX S8

= Zzsict

|-||:|_ = 71

2.(5: Z2OHWE ZEoHCL

Alternative Courses of Events N/A

Exceptional Courses of Events | N/A

Activity 2132. Refine Use Case Diagrams
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WordButton

‘SearchWord |

AlphaButton
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Activity 2133. Define Domain Model

Step 1. List concepts(domain class) from use-cases

ReturnToMenu AlphaButton SearchAlpha WordButton SearchWord
GameButton SelectTitle StartGame Hint CheckAnswer
Regist QuitGame RankingButton Exit
Step 2. Assign class name into a concept
Skip!
Step 3. Draw a conceptual class diagram
Controller FindWord WordDic Word
Ranking Rank Game

Step 4. Identify and add associations

Association Category

Associations

Game - WordDic

A has B
FindWord - WordDic
Game - Ranking
A refer to B )
FindWord - Word
Game - Word
A use B WordDic - Word

Ranking - Rank

11




Step 5. Assign priority into associations

Association Name Priority
Game - WordDic high
FindWord - WordDic high
Game - Ranking high
FindWord - Word high
Game - Word high
WordDic - Word high
Ranking - Rank high

Step 6. Assigh names into associations
- Game has WordDic

- FindWord has WordDic

- Game refer to Ranking

- FindWord refer to Word

- Game use Word

- WordDic use Word

- Ranking use Rank

Step 7. Add Roles and Multiplicity

Game 1 1.* WordDic
Game 1 1 Ranking
FindWord |- 1 wordbic
Screen 1 1 FindWord
Screen 1 1 Game
Screen 1 1 Ranking

12




Step 8. Add Attributes

+con: Controller

+game: Game
+ranking: Ranking

-imgpath: String
-soundpath: String

Main Controller FindWord Game Ranking
+con: Controller +cards: CardLayout -inputWord: String +ran: Ranking -rank: Rank{]
+game: Game -dic: WordDic +dic: WordDic
+ranking: Ranking +ANSWERNUM: int
+gamepanel: GamePanel -title: int
+rankingpanel: RankingPanel - -name: String Rank
WordDic :}/vo'r(_i: String [] “name: String
-wordnum: int oc: int (][] itle: String
-wordlist: Word(] =hintloc-ant -score: int
-score: int
Word
-eng: String
-kor: String
-imgpath: String
-soundpath: String
FindWord WordDic
-inputWord: String -wordnum: int
~dic: WordDic -wordlist: Word(]
Controller Word
= 3 -eng: String
T cards: CardLayout “kor- String

+gamepanel: GamePanel
+rankingpanel: RankingPanel

Ranking

-rank: Rank{]

Game

Rank

-name: String
-title: String
-score: int

+ran: Ranking

+dic: WordDic
+ANSWERNUM: int
-title: int

-name: String
+word: String []
+loc: int [][]
-hintLoc: int

-score: int




Activity 2134. Refine Glossary

Term Category | Remarks

Controller Class ALEX7E MEe = Qe BE Oli e
FindWord Class CHOJE HY FHOM ZAMSH= 7|5 22
Game Class 2 A= A

Ranking Class 2 A= A s 2HEWE Mol He T2
WordDic Class CHo| ME

FindWord.inputWord | Attribute | &2t MEHO|A ZAIS{OF Lmsial CHof
WordDic.wordList Attribute CO{o| HY

Game ANSWERNUM | Attribute | 22 F|= A Qo] HE 7=

Game.title Attribute | E2 F= Aol FH|

Game.name Attribute | €2 F= HYS WS 49 WL YHS 7S 0|
Game.word Attribute 2ok = A Yol HE 94

Game.loc Attribute 2ok = Aol ZEF 2K

Game.hintLoc Attribute | €& F= A YoM SIEE ALESL7| fot THO{o| ST 2|X]
Game.score Attribute ok A= Aol M

Ranking.rank Attribute | Ao ME

Rank.name Attribute M HEO| AFEX} 0|E

Rank title Attribute | @Z MEQO HE A= A Y FH|
Rank.score Attribute M HEO| M=

Word.eng Attribute | THO{Q| O HX}

Word.kor Attribute Tt 9| SHt=0f

Word.imgpath Attribute CHO{9| 0|O|X| path

Word.soundpath Attribute Cto{o| 42| path

14




Activity 2135. Define System Sequence Diagrams
System Boundary

- - _-R-et_u mTDMe_n-u-_-___'_'_',ﬁ ) S}!’Stem

WordButton

v

AN

System Sequence Diagrams

- F_iaﬁkingBuﬁoﬁ'_'_'.'_f:-

SearchWord

. AlphaBution

SearchAlpha

(GameButton

~ SelectTitle

~ StartGame

" Hint

" Regist

" CheckAnswer

_- QuitGame

OExit

Use Case Name of Actor-Activated Event
1. ReturnToMenu 1 : returnToMenu( )
2. AlphaButton 2 : alphaButton()

3. SearchAlpha 3 : searchAlpha()

4. WordButton 4 : wordButton( )

5. SearchWord 5 : searchWord( )

6. GameButton 6 : gameButton( )

7. SelectTitle 7 : selectTitle ()

8. StartGame 8 : startGame ()

9. Hint 9 : hint ()

10. CheckAnswer 10 : checkAnswer ()

15




11. Regist 11 : regist ()
12. QuitGame 12 : quitGame()
13. RankingButton 13 : rankingButton( )
14. Exit 14 : exit()
Use Case : % ‘
T
1. ReturnToMenu - User }
! 1 : returnToMenu () - |
1) AFRXLZE £7| Ol HES S2stict i 1
| I
2) 7| O StHOZ SOzt | |
| |
. |
: |
! I
Use Case : % ‘
T
2. AlphaButton ~liser |
2 : alphaButton () - |
1) AFEARZE QO] Lot HM 75 2
2|t

16




3 : searchAlpha()

3

Use Case :

3. SearchAlpha

I.IO_ —_
{0 ._O.__._._._7
T
LLLA_._ alg_.t*o_
g & ¢4 2= i
©l o B0 o © =
mwEBT TS %
g & o 3 R B
o omw I _. _rn_a oy
T
wu|J B 7_u_w_mmeo__=
I @ T 1 oo
= ol & AU @@ se
0 —— 771 © = a1 —
PPEmﬁm___ﬁo K
xxmoaléé
mmmuomo .3 K K
< X J4 oK B oop Kl
= N

Use Case :

4. WordButton

—r

ol

o]

K
ol
el
17
=
A0

ud

8o

17



5 : searchWord()

3

Use Case :

5. SearchWord

v _3zd

u.Ma_.“._%r_L._oL

T |
I B
.{.E_EL:L_HW%
._o._ﬁm._o._o_lm
T = fr R0 B
o s - F o8 ofu
wg —, 8Kz — oo

ol __ o K I
m_d.._.__.ﬂo_._o._._A.Wo._
z %ME_EWN
L T I oy
X o xR
@Ioo“_omo_ln_m_ulx.t
< X8 00N
= N

Use Case :

6. GameButton

Jod

HSlBE =

ME
=0

ol

o =H|

U= AY

F

-
=

2)

ol

-

i}

r

18



3

7 : selectTitle()

Use Case :

7. SelectTitle

1) AFEAE EE F= AYel FHE

1ol
ES
w

=l

2) A-EXH7t

ol
ml

Kin

Bl
ol
1
Kk
i
=

3

8 : startGame()

Use Case :

8. StartGame

!

2) ofd FH <ol &

To!

K

19



Use Case :
9. Hint

—r

jod
il
i
ol
wlJ

W]
o

Use Case :

10. CheckAnswer

OH
of
6l
EN
0

=

n

Al)

C}.

ot

= ko)
=

A2) ALEXEC| O|FS ¥

A3) z=7| U« H2 2 SOZICH

B. §& 2| M+ < EXQl 7=

ul

o
El

20



-
i
3
g W
© o0
o o W
A_.._m._%n_.o
. _ ol K
L ol
&._Nuo_awl_
ar oo W g
m = N
K
o = ™ mo
wld su o =
v B AT o
° D ol N & W %
Yo WK N KO
S—Im A —_
. — N (a9

Use Case :

12. QuitGame

1) AEAZLAY & HES 2

ZA7|4,

=
=

A M olE

A= AY =

FOb
=

-
=

OpZhct.
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rankingButton()

Use Case :

13. RankingButton

1) AEXZAZEY| O

1ol
T
K
i

K0
mO
il

14 : exit()

Use Case :
14. Exit

21},

1) AMEAIER HwE 2

22



Activity 2036. Define Operation Contracts

Use Case Name of Actor-Activated Event System Operations
1. ReturnToMenu 1 : ReturnToMenu( ) 1 : returnToMenu( )
2. AlphaButton 2 : AlphaButton() 2 : alphaButton( )

3. SearchAlpha 3 : SearchAlpha( ) 3 : searchAlpha( )

4. WordButton 4 : WordButton( ) 4 : wordButton( )

5. SearchWord 5 : SearchWord( ) 5 : searchWord()

6. GameButton 6 : GameButton() 6 : gameButton()

7. SelectTitle 7 : SelectTitle () 7 : selectTitle ()

8. StartGame 8 : StartGame () 8 : startGame ()

9. Hint 9 : Hint () 9 : hint ()

10. CheckAnswer 10 : CheckAnswer () 10 : checkAnswer ()
11. Regist 11 : Regist () 11 : regist ()

12. QuitGame 12 : QuitGame() 12 : quitGame()

13. Time 13 : Time() 13 : time()

14. RankingButton 14 : RankingButton( ) 14 : rankingButton( )
15. Exit 15 : Exit( ) 15 : exit()

Name returnToMenu( )

Responsibilities AER7F 27| M HES SE6IH X7|gtHo=z FOHZILt
Type System

Cross References R1

Notes

Exceptions N/A

Output x7| glHoZ ZOopZtCt

Pre-conditions x7| 3HES Mt 2E FH

Post-conditions x7| otH

23




alphaButton( )

Jod

System

R2
N/A

gl

x7| 3t

Responsibilities

Name

Type

Cross References
Notes

Exceptions
Output

Pre-conditions

Post-conditions

ol
_| S
i &
X
k=)
|80
=8
OF| 10
el
—, | &0
m]
|
ol| &
|
N
uo| &
™3
op | M
{F| 10
wr | KT
A=<
—A
K| M
= Ol
e
i ntum_l
. =
10l | o
z
o~ T @r
QIR T o | ol
o| . Bl — |
N ol N
s e | &
[@] (0] il
AEEIE S L
QT | A2 ol <
o
4] o w| &
= C c| o
= m O..U
o) ) ) Bl 5
@ ko] m | c
S L E]S 5|8
()
| o eﬁmwm. Pl L
o O &l Qlo| g3 ol 3
Z | =lolZ2|w| o ol a

10!

mar

K

o

&l

of

3

A\

[}

o

[}

B0

&l

o)

i

=l

! T

I; ﬂo_

= r oT

5 fhu <0

~a ol o

o} Bl U

i ol Rl
~ = z ol
~ T
S B0 rd uj
AR o lml| 2
S| ud| =— | o
m IS
o K [ E
= | <X U|lo¢n|lx Z | 80| 4| 80

4]

o O vl &

= c c o)

= el oS

o) [} v 2|5

i © 5 S| e

S “l |25 5]8
(&) o (%) )
el o ol B3| 9 > ol 9L
S| O 21 2lo|g|l3|2l8
Z| ol Z2|lu|O0|la|a
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Name

searchWord( )

Responsibilities

MERZE &7| HES SEoIE Y=ot S0 TS HMsI0] ot Ho| =9

oL}

Type System

Cross References R3.1

Notes

Exceptions Lol ot CHE 2XH=AL E+EAt 5)7F ¥ E F20| o2
Output AHERI7F 3ok Fof tHojol X, A7 d2|a 22| 3o S8t
Pre-conditions Qo] CHO|E 3 HhES AMEY

Post-conditions MG HOo| T E EOoE =, GOl tHo| g 22 AEY

Name gameButton( )

Responsibilities AMEXZE AY AR HES SEOIH, Y F= A F=X ME tHS
P sesict

Type System

Cross References R4

Notes

Exceptions N/A

Output 22 A= Ao FH ME 2HZ =0t

Pre-conditions x7|3H

Post-conditions At 2= A QYo =X MEH FFH

Name

selectTitle( )

Responsibilities

A7 == A Qe FHE S, ofd FHME BAISHA =2HEHO

s3ict

Type System

Cross References R4.1

Notes

Exceptions N/A

Output AR RPTE MENSH ZR|Of HIZAMS MESIN BB ZHCE
Pre-conditions 2 = A olwE SEo SH

Post-conditions

HEish FHE BEAISID, M ME ]I




L
ol
mr
Ki
o
gl DI
of | !
ol R | &
< | =<
KI S | o
- of-| oo
Bl ROV
u ol| K| mo
Ho | = <
mlu_ OL:._I
8- — | |
fo K| ol 53
mr 3o | Juw frig
=.__._._ i L_L .A_l <0
| | —
oln <~ 8K | ou| ol
wJ mu| —| | Ko
£ = 2| T
& K kE| | ®
< of| | ®| O
Ol %1 c
o0 o0 | 3| kF| o
S| T NEAEIE
£ | . KIT | KE KT
r..._ual__Aln_m.v :.Tn..AI:.T:.T
5|00 || || oojmm
21 < A = 11 sl 1 R 1
o
o O wl| &
= c c o
= L OS5
i) o o 2|5
2 T 5 T| 2
c 4 ..U..m m o
e 3lolal B Slal 9L
e ol ol o ¥ @..L ) 17}
© | Q | = ol x| 3 g (@]
Zl |||l Z2u|0|lala

4
jol
mr
Kiu .
s oF
o7 ujn
ol o
o <0
m =3
_ Bl
o1 B
[} gl
ud o)
0 mr
3 Khu
Gl NS
o 21 _ | %o
ml ol| ol
m fr | Klo| &1
o__.= ._A_.E m =N
w)J =| *| op
o) Bl o | 8!
m Tof | o0} fof
ol | ™| &
- ul| K| ul
—~| = m o jol| | 10!
= 00| | N < | md| gn| w0
c |Vl Y ~ e
IR Z ||l
4]
4] Q w| &
=t S 5|.°
o 9 © S| =
@ 2 k) 21 S
) nnu w|B|5] 0 S
sl alw| @l o Sl ol 9| L
S| 9| 2| 2|0 ¢S54
Z | _W, |l Z2|u|O0|la|la

[H}
N ol
] ml
Jol K
mr —
i =)
Tl
= ol
il
& Mo
ofu <
ol ~
o ol |6
] g
[l KO oT
KO o <0
. ] -
ol Kkl K
© T _|®
ml S| T
= H
i o| 2
m H| < 6
ol S| od|dar
| B Kjo| Khu
) o1 ._mg =
ol i Tl
or SO
— | U ud O|_“_ ol
2| xo go| ™| o
2| & of | KI| A
SEHEE | Tl
o | oo| & S < | im| gn| um
S| <|alx Z | RO| Ju| %0
4]
% ~ %) m
= Pt OB
3 9 ) =R
2 k3 S S| g
5 =l lE|l5]8]9
m ol ol B2 &l e QL
o §| &| S| o] 8| 5| 2|8
Z|l x| F|lu|Z2|u|0|la|a
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Name

regist( )

Responsibilities

AFEAZE 2t SEE T XFolioF shet

Type System

Cross References R4.2.3

Notes

Exceptions N/A

Output N/A

Pre-conditions ok = A o] MENS BT b AME|
Post-conditions 2ol YHO|E |1, x7| 3}H

Name

quitGame( )

Responsibilities

ANERTE AY 5 B2 H
b2 SORHC

rim

Type System

Cross References R4.2.4

Notes

Exceptions N/A

Output 22 A= AU FH ME EHA otHZ S0t
Pre-conditions ek A= A Uo| M=l AFER

Post-conditions ek A= Aol =X MEH FIH

Name time( )

Responsibilities

2 A= AYS H2 AMZE EAISIC

Type System
Cross References R4.2.5
Notes

=32 A0l 0 Z2 AE B, 22 A= A FH M=
Exceptions

Ol w2 SOHZICt
Output =22 AlHE o)
Pre-conditions 2k F= A Q0| TMF Ol AEf

= At 2

Post-conditions

or
>
]
2
¥
j—J
rot
=
ox |0
=2
10
Rl
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Name

rankingButton( )

AFEAZE " BY| HES 2E0tHE EY = A Yo s=E dZ
Responsibilities

oS 22{2tM 2tHo| = otrt
Type System
Cross References R5
Notes
Exceptions N/A
Output HHAS o}
Pre-conditions x7|3H
Post-conditions HZAE SIHO| E==8stn, AE| SX|
Name Exit( )

Responsibilities

TE NmE MEistH o203 ZESH0F St

Type System
Cross References R6

Notes

Exceptions N/A
Output N/A
Pre-conditions x7| 3tH
Post-conditions N/A
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