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1.2.2 Game Logic
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2. SRS(Software Requirements Specification)
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2.2 Non-Functional Requirement
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2.3 High Level Design

2.3.1 Use Case Diagram
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2.4 Traceability
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3.2.1 Class diagram
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4 Develop Process
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mat3, , , RETR_TREE, CHAIN_APPROX_SIMPLE);
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if (deg == 270 ){
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}
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6 Success Criteria

6.1 Test Case

Identifier Feature Valid Value
2.1 7tH2LE o TME oS 24510 ST | WA O|0|X|2| Hexdt & %
O|OX|0f ZEC|O|E7} EXSt=X| &4ttt | 2|7} 278et £ M| Hexdt
of €38 7= Ol ZEXot=
X =9l
2.2 IACE XUS 49 IEE W 40 o | AEE 1 A= OOX|e
28l0] HIo[HE &S =+ UA E-AMe ot | 7[&7] Z4=7F +5 QX =2l
Ch 28Xe2lst ZEE 85 282 EAEM
3 Zo0jof z2foj=of HSO| RAALL, Xt7h HE | Update® Ul 22l
B o i FYEE Display ControllerOf
update$HCt
4 2102 7IE OIO|HE 7HA|1 Y2 WSS | E20/0f XMHE HHEIH= 2
ISt A YS TIAAIZIC 2Y B JYHEZ g
O|E EI%EXI 2ol
5 0|07t =2H FIEE WE BF 91T | UpdateE Ul =0l
=2Ho OeiHS ofH| =efE=C0t
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7 di== d= OIO|HE 7tX|1 DBOJA ZAMsH | 7tES| FH{EE HI Yes
2 7= HIOIHE 9o 2Ch String@f2 YU=X| =0l
9 JIEE A MESIRES M, Y 7IE HE | S5 JEE 2 8 A
£ DB #0f F7tgt = rt HHHoR FHE[=X &0l
10 AFEXZE ZEEE HIO|E0| Ws2 =7tFH | EfO|HE 3X 20l
t0El= SiY ZIEE 3ZX O[LHOf| QA etz
SHO{OF oL}
1 of AYE 3t HE SHEX| A2 E 00z
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6.2.1 1Xt = E(Iteration 1)
Identifier Feature Valid Value Iteration 1
1V ] s eaann s e s sseesesd
2.1 FroetE B UMNE FHE E4T0 HT 00X |List<Contour> F AZH
2 627 BAGEX BB 2% B HE Az Pass
GRER MZHO| oM &
2 uzEg
22 ZCE FUF A2 S X BBE YL LT[ 1001t Integer o .
os 4ANE as; HEuc Fail
3 Fc10|0f CHO|ZLt FERC] EFO| 875 S BT |Update E U B .
Nee z:-zo;ssaéq Fail 50%
4 O 7IE CIO|EF 71X S TEF HoI0 A | #2010 AAF LEUYE ;
§ DA X . 0|2 #2¥ ¥4 YOS B0 Fai
5 F0/07 HE 7IEE U8 22 4% 7IEQ O3 W |update S LIR B2 .
§ 590 FNSCH Fail
6 FC He P YO Of® FRO| FSOUX| AL X -|0~3 NEXI2] Integer Value .
0|73 Fail
7 Integer CIO|E{ & O] 8¢ CHO|E{HO|A0M 7tE Fel| 7tEQ T8 B data F &
HoiRCH ClassB 2HEX B Fail 50%
8
9 ZIER U HEGARG 8% 7t B=§ PBYY[2# =22 HAXE dh W
’?? A O|1 gi& [ﬂO|=‘“ Al “dx"- S‘Ct 2l ;\_@ﬁ:. i}0| PaSS
10 AMEX FIER E O Lﬂa?e SHRE| AR A [EFO|D] ADAIZH <= 3sec
2E AT FEF 3Z 0L A4 LE0I0F T Fail
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1 0| AYE THE HEX Y2 0|0 |-
Gi§ =1 1Z OjUN 2KF UE & USE
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40| $4 HiXIBIC

6.2.2 2X =H M E(teration 2)



Identifier Feature Valid Value lteration 2
) L || (/S VS R ———
21 FiocHE B4 TAE SHE EA%0 §T 0j0jX|0f [List<Contour> F A%
2L g7 ATWSET B4R L BT HE A0 Pass
CIEZEE MZFo oH &
J ez
22 ICE RUS 3% ZC9 iR HBE Y2 2T 1002 Integer U Pass
oF SHH F ICE HEBO
3 2001 20|ZL; HEIO] BFO| B7|= AL, BAE [update E Uif B Fail 50%
He2 gUoIEHFD
4 0{2 FIC CIO|SE 7iXID PR TEF HoI0 A | BHO|0 XHEF UEYE Fail 50%
HE NBATICE x - O|FH 2ZE 5 EGOIE |2
5 007t BB FIEE HE FF AT 29 13N |update E UIF B! Fail 50%
£ 300 ZUET
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8 Iteration 1 & S8t FRE A4,
9 FIEE A7 M= 31T 1S BEHE DB £7Het £+ U1, F& HIo|Es AujX2ISict P
10 AI8XP7t FIEE HOIEO] B2 £ZHEE AIZBHA FHHEH: IYIIEE 3= O|LHO| Q4] 2Z50jof BICE, P
1" O] g2 BHE SIEX| 2 EO|ojT FHBI& B3 1F O|Ljofl £=XIE & %= U= 2to|=Q} Hin|X|e| P
Ul Q48 7t} 745780 F7| HERIBHCE




Final 28 Sol= oH0| O] HAX|X| FAeL TH & FLIE| GHAZ0AM X7t AS
= TEELEN RAYO0| 2OX[A E[ASLIE

Lt 2XHRIBE FEE QIMAIO] 208E 1EEE BRASI= FtETH AAFULCL O o
HI0| Ol AMZE|D FEEO HRALE[EX|Of MiatA KFO|7F QRUOLt ERE AL Asst A
ol 27tetof et Fail X2|5tASLIC

7. A A
& 7t 7Y

- O] Agl2 24H7IE 208, EX7IE 10%, OHEZIE 108, MF7IE 10822 F#dEL/h

q | 3
[P
3 ok
s L. Uil Ra s | VX I I
| J

F,
L
[

B W
[ZAE3tL ]

Ct2 Z2{0(0{= Rt Ol = 2 AE{ At

Y 4 gt

<7IE™HE>

* 2AH FtE

- by !

mujm

9l

12

=
™

P 2IE ZHXIR| @2 2 22



v
qm

ot RIS 7t 'm0t 24"
*x EX FtE

- HIOXIE Hash g 5+ A= 7=

kS (=
- CH2 Beoloo ¥ES MY 4 Yk FE
oY 8y
oM AR HETIEE ATHS 3ot 2oIS NP 2E Eoojo ML
00 BHED OHX|Y He %30 B20[0j7k S ElE AYolct

& g =A

LIHA| ZIEE0l= d2 = SOl =HO|A 3{|A 7r2H HOHELt.

2. A7 M7 2B 0] A= e o EE o =40 R= FIES W Ft=E0|
oM ot §= 7IHE = ULt

3. 7t=0] Mol zatof el Al

ﬂlIO
oﬁ
Ot
[l
o
Ral
18
=2
ot
rlo
Pl
o
ol
N
n
iul

M E 0| A= AR Card GameS AIM& QI 2D CodeSEf Game LogicOf 2} 2HHY of
TASHEULE Unity?t BIAIX|E X|&SHez FIEOl Rdt= HYERES SEA
t

= S

o oV mH
1=
ofn
>
=2

=S LIEFHRACE Oleb 22 HAM H=0 HE Z2[E| =2 3D ModelE C|At
ot JHRSICHE 7|EL| AYED HF ded A MIUs FIEAYS 7oz = AS A==
7|CHE et



