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‘ High Level Design

UseCase Diagram
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' High Level Design Sequence Diagram _ Enroll Player

interaction EnrollPlayer )

User Display Module Game Module

1 : StartButton

2 : Displayinfo

3 Inputinfo

] 4 : PlayerNum

5 : SetPlayerProfile
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' High Level Design Sequence Diagram _ Select Obejct

interaction SelectObject )

User

Display Module

Game Module

1: Put_EffectCard

2 : Check_CardInfo

3 : Message

4 : Message

5 : SelectObject

6 : Object_Data

7 : Calculate_Effect

8 : Message

9 : SuccessMsg
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' High Level Design Sequence Diagram _ Add Card

interaction AddNewCard )

User Card Manage Module

DBMS

1 : NewCardInfo

: 2 : Checking_Overlap

En 3 : Checking_TF
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Low Level Design Class Diagram

CardManager
GameController +DBACcessor
ComputerVision +DBAccessor
+CardEffectLookup
+preprocessimage() +Players: List
+parseTagFromimage() +playerTurn: Int
CameraController +decryptTagData() -
+requestGraphicRender(CardData) DBAccessor
+imgBuffer: Array +calculateTotalDamage(CardData)
—enableCamera() :x‘;%zgzﬁ;ﬁrﬂ;yem] +requestFetchCardData(): CardData
-disableCamera : - i
1] \ +processTurn(CardData): void +requestAddCardData(CardData): void
+endTurn() > |
UnityController
+Graphic: UnityClass
+renderGraphic() DBMS
CardData -dbQuery(): Int
+cardname: String
+cardnumber: Int
CardEffectLookup +carddamage: Int
EffectDict Y Player +cardeffect: Int
+EffectDictionary: Map -number: Int
+lookupCardEffect() -life: Int
-state: Int
+setlife(): void
+setState()
+setMumber()

UnityClass
-GraphicData
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Display Module

1. Display Controller
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Camera Module

1. Camera Controller
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Card Recognition Module

1. Image Recognition

2. Code Decryption
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Game Module

1. Game Flow Controller

2.Card Data Parser
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Card Management Module

1. Read Card Data
2. Add Card Data

requestFetchCard
DbQuery

RequestGraphicRender
CalculateAccumulatedDamage
Select_target_player(Player)
applyCardEffect(CardEffectList)
ProcessTurn
Endturn

lookupCardeffect

SetLlIfe
Seteffect
setTurn

Rendergraphic
EnableCamera
stopCamera

Preprocessimage
ParseTagFromImage
DecryptTag



