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Activity 2041. Define Real Use Cases

Actor

Purpose
Overview

Type

Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

User
Parent Mode2 S0{ZtC}
Parent Mode2 S0{7} T2 30| st HS MAYsiCt
Primary and Real
System functions: R1.1, R1.3
Use Case: Parent Mode, Account
N/A
(A): User / (S): System
1. (A) btnParentMode 22l
2. (S) Parent.txte| LHES tempOl M&
3. (S) checkParentAccout()==true %¢l

4. (S) checkPassword(txtPssword.getText(),temp)==true ¢l
5. (S) Parent ZiX| A

3. false® return & account()
4. SHCHHE YEIRX

| UseCase | Acount____|

Actor

Purpose
Overview

Type

Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

User
Parent2| H|2HS 8l Childe| 0|28 SE%tCH
Parent Modelt Child ModeS ME{ZHES [, User?t SE5|H UX|
QICHH ParentC| H|YHS Gl Childe| 0|2 SE3tct,
Primary and Real

System function: R1.3
Use case: Account

N/A

(P) Parent / (S): System

(P) btnAccount 22}

(P) txtPasswrod, txtName®{ Password, Name &2}
(P) btnAccount 22!

(S) Parent.password = txtPassword.getText)2 =&
(S) Parent.txt0f| Parent.password &%

(S) Child.name = txtName.getText)2 4%

(S) Child.txt0 Child.name %

N/A
N/A

N hsWN =

Send Message

Actor
Purpose
Overview
Type

Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

Parent
Childof|#| ZtEkeh Message HUHCH
Child7t A% & = A& 2Tt MessageE 283 s=Ct
Primary and Real

System functions: R2.1
Use case: Send Message
Parent Zi| 444
(P): Parent / (S): System
1. (P) btnSendMsg =&
2. (P) txtMessageOf OflA|X|
3. (S) Superman.setMessasge(txtMessage.getText()) &%&
4. (S) Superman.txtit 20| Superman.message M %
N/A

2. Text LBO| glo® GAIX] 3, HEiRX|



Goal Setting

Actor
Purpose

Overview
Type
Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events

Exceptional Course of Events

Parent
Childoj| Al 278 1 & 24 43
Child?t Wordtrain Game2 &3 20{0F & 2 ExpE HFst2
ojg Mg 24 4F
Primary and Real

System function: R2.2

Use case: Goal Setting
Parent ZiH| 444

(P): Parent / (S): System

(P) btnGoalSetting 22|

(P) txtGoal, txtReward®l| Goal, Reward 22}

(S) Superman.setGoal(txtGoal.getText() 2 &

(S) Superman.setReeward(txtReward.getText() 2 A&
(S) Superman.txt®| Superman.goal, Superman.reward X%

N/A
N/A

VAW =

Check Goal

Actor
Purpose
Overview
Type

Cross References

Pre-Requisites
Typical Courses of Events

Alternative Courses of Events

Exceptional Course of Events

Parent
Child2| Goalg 4Lt =0l
ChildZ} Parent7t H&Es EUTE Goalg Ot EHHME=X HEE &
Primary and Real

System function: R2.3
Use case: check goal

Parent, Superman Z4&| 44

(P): Parent (S): System
1. (P) btnCheckGoal 22|
2. (S) txtGoal, txtExp O Goal, Exp 2

N/A
N/A

| UseCase | Reset _________

Actor
Purpose
Overview

Type
Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

Parent
BEFHRE X735}
Parent® Z&3t Childe| 2 FE =7|3
Primary and Real

System function: R2.4
Use Case: Reset

Parent, Superman, Child Z4&| 44

(P): Parent / (S): System

1. (P) btnReset 22|

2. (S) Parent.reset()& &

3. (S) Paren.txt, Goal.txt, Reward.txt, Child.txt Z=7|3}
N/A
N/A



Child Mode

Actor
Purpose

Overview
Type
Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

User
Child Mode2 &M ZtCt
Wordtrain Game, Practice, DictionaryS2 0|238}7| 2|&}
Child ModeZ2 S0{ZtLC}.
Primary and Real

System function: R1.2, R1.3
Use case: Child Mode
N/A

(A): User / (S): System

1. (A) btnChildMode 22

2. (S) Child.txt2| HEZ tempd M

3. (S) checkChildAccout()==true 29l

4. (S) Child Z{H| M4

3. false™ return 2 account()
N/A

Actor
Purpose

Overview

Type

Cross References
Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

N/A
ParentZ} H7ESH 52 Messages £
Child Mode®A{ Child?} Parent?t HE3i=EE MessageS

= 5 UH SHFELCL
Primary and Real

System function: R3.1
Use case: Print Message

Child ModeZ Algisict

(S): System

1. (S) txtMessage.setText(Superman.getMessage)2 A7
N/A
N/A

| UseCase | PrintGoal

Actor

Purpose
Overview

Type

Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events

Exceptional Course of Events

N/A
Parent’t 273 =2 Goals £

Child Mode®|A| ChildZ} Parent?t AHsiE2 Goal2 2 = U
Sf =Lt

Primary and Real

System function: R3.2
Use case: Print Goal

Child Mode& &= BHCf.

(S): System

1. (S) Superman.goal == “goal”2IX| &¢I

2. (5) IblGoalsetText(Superman.getGoal) &7

3. (S) IblReward.setText(Superman.getReward) &
N/A

1. "goal” 0| ¥ setText(goal_txtfield), setText(rwrd_txtfield) =" "



| UseCase | Printbp ____________

Actor N/A

Purpose Wordtrain Game2 &3 €2 ExpE =8

Overview Wordtrain GameA|0]| 22 ExpE ZEEHM & B+E ASSHM =
Type Primary and Real

System function: R3.3

Cross References Use case: Print Exp

Pre-Requisites Child Mode& & &BtC}
. (S): System
Typical Courses of Events 1. (S) IblExp.setText(Superman.Exp) 2 HH
Alternative Courses of Events N/A
Exceptional Course of Events N/A
Next Level
Actor N/A
Purpose ChildZF €2 ExpZt ¥ #ZHo| =E5HH 2f&o| s2tzict
) Child?} Wordtrain GamedlA &2 Exp7t 27E $F0| =™
Overview Bl ol gatzict
Type Primary and Real

System function: R3.4
Use case: Next Levels

Pre-Requisites Child ZiH| 444, Child.wordtrainGame() &% =

(S): System

1. (S) Child.wordtrainGame() &3 =, Child.exp &2l
2. (S) Child.getExp % 50 == 0 QIX| %9l

3. (S) Child.level++

Cross References

Typical Courses of Events

Alternative Courses of Events 2. Child.exp%50 != 0 0| Hofz
Exceptional Course of Events N/A
Wordtrain Practice
Actor Child
Purpose Wordtrain GameO|Z 0| 222l7| W o|L} TH{E st& Tttt
Ovenvi SystemO A 0|2| 5712| Eto{Qf Chofof| siEsts HES X34,
verview HES MefsiA 2| TgsHH Bt
Type Primary and Real
System functions: R3.5, R4.1, R4.2, R4.3, R4.4, R4.6
Cross References Use case: Wordtrain Practice, Print Wordlist, Explain Word,
Print Picture, Play Sound
Pre-Requisites Child ModeS A &StC}

(C): Child / (S): System

(C) btnWordtrainPractice 22|

(S) printWordList)2 btnWord[3] = wordlist[3] Z&

(C) btnWord 2!

(S) explainWord(), printPicture() &%

(C) btnSound 22/

(S) playSound URLZEZE S0{7t mt2 {24

(C) btnNext 22

(S) Wordtrain.printWortrain(newWord)2 /234 Word 37}
btnSound 28 ¢t & Al 6. W2}

Exceptional Course of Events N/A

Typical Courses of Events

NV AWN =



| UseCase | WordtrainGame ____|

Actor Child
Purpose YO{CIO|E O 8ol BLA7|E SN HFTE ¥

: Ao CHolE 2LQ7| Aoz A O|LSEM SHE
Overview SHAEE & 017 BiC}, ==
Type Primary and Real

System function: R3.6, R4.2, R4.3, R4.4, R4.5, R4.6
Cross References Use case: Wordtrian Game, Explain Word, Print picture, Play Sound,
Print Wordtrian, Check Word

Pre-Requisites Child ModeS ¥ $tct

(C): Child / (S): System

1. (C) btnWordtrainGame 28|

2. (S) txtword0f| EHO{E 3 2=Ct

3. (S) searchWord(newWord)2 Word 24K E &g BH=Ct
Typical Courses of Events 4. (S) explainWord(), printPicture() &3

5. (C) btnSound £8|

6. (S) playSound URLZZE =0{7 ot A4

7. (C) btnNext 28!

8. (S) Wordtrain.printWortrain(newWord)2 23 Word 37t

2. btnExit 22 A, child.expE updatedt &
Alternative Courses of Events IN= %iQE‘ Efﬁtf% HAIX =3

5. btnSound 28 ¢ 57 HE 7.2 H0{Z
Exceptional Course of Events N/A
[ UseCase |  Dictionary |
Actor Child
Purpose Child7} 335t= THol& HAM3HA| sfECH

H I': 2 A C Ci3l= A | 2l gteo
Overview %?E;L}%‘ﬂ_cﬂa AMS] O CHojof sigshe % O3 2SS
o= .
Type Primary and Real
System function: R3.7, R4.2, R4.3, R44, R4.7
Cross References Use case: Dictionary, Explain Word,
Print Picture, Play Sound, Search Word

Pre-Requisites Child ModeS A-3HCL

(C): Child / (S): System

1. (Q) btnDictionary =&

2. (0) ttWordof| =+01§ 3 et

. 3. (S) searchWord(newWord)Z Word Z{H| & & BH=Ct
Typical Courses of Events 4. (S) explainWord(), printPicture() &%

5. (C) btnSound 28

6. (S) playSound URLAZE S0{7} mtUR|H
by

2.

5

3

(S) 22 =0t

btnExit 3 A| Child mode& =0t
. btnSound 2|5} Yod 7 Azt

A {7 gle Al HE = SO HAIR] £ 8 JERA|

Print Wordlist

Alternative Courses of Events

Exceptional Course of Events

Actor N/A

Purpose o utlo = AESH= CHY| 37HE HECt
Overview YUY E ARSE T 37HS Y A ROREC,
Type Primary and Real

System function: R4.1, R4.7

Cross References Use case: Print WordList, Search Word

Pre-Requisites Wordtrain Practice!

(S): System

1. (S) wordTrainPractice=& Q%4
Typical Courses of Events 2. (S) alphabet=Random()*26 44

3. (S) searchWordList(WordList, alphabet)&! 3l
4. (S) &2 tho & 2gslA| 3745 Meel WordList Bhat

Alternative Courses of Events N/A
Exceptional Course of Events 3. Yot Lmeio| 37H0|2H0|H, 37HE & &2 Hoj= 12 CHA.



Explain Word

Actor
Purpose
Overview

Type
Cross References

Pre-Requisites
Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

N/A

thojo| zhChst 49

HMTE CHojo| ZHEHSE U S text® SHTICL
Primary and Real

System function: R4.2
Use case: Explain Word

Word Z§H| 44

(S): System

1. (S) Word.getinformation()2 Word.information2 #0t&
2. (S) txtExplain.setText(Word.getinformation()2 2 474

N/A
N/A

Print Picture

Actor
Purpose

Overview
Type
Cross References

Pre-Requisites
Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

N/A

of

AH
=

Al
Erof

oY rm
ot lo

10 mjo

Ll
AElE Eetrt
Primary and Real

System function: R4.3
Use case: Print Picture

WordZ4H| 24

(S): System

1. (S) Word.getPicture()2 Word.pictureS 20
2. (S) IblPicture.setlcon(Word.getPicture()) 22 A4

N/A
N/A

Play Sound

Actor
Purpose

Overview
Type
Cross References

Pre-Requisites
Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

Child

Primary and Real

System function: R4.4
Use case: Play Sound

WordZiA|| 4

(C): Child (S): System

1. (C) btnSound 28

2. (S) Word.getSound()2 XZEl A28 Hotet IS x4

N/A
N/A

Check Word

Actor
Purpose

Overview
Type
Cross References

Pre-Requisites

Typical Courses of Events

Alternative Courses of Events
Exceptional Course of Events

N/A
E2A7[7t O|O|X|=X| =Helatr,
FOI|T o] F 7H= ELl7|7} O|0jX|=X| ZhelFict
Primary and Real

System function: R4.6
Use case: Check Word
Word Z4H| 44
(S): System
1. (S) Wordtrain OtX|2f0f A& & String 2| OtX|2f msiar x|
Yok CHojo] A LIHIS HiW
2. (S) YA o Zutbtzt
N/A
N/A



Search Word

Actor Child
Purpose U E{ot CHO| & HABHCH
OlZs} CIO| 2 HAMBH =RISICID SiCHshe HH =
Btz - ?% CHOjE A EXTCHH s Sst= Word 4K S
&gt
Type Primary and Real

System function: R4.7
Use case: Search Word
Pre-Requisites Wordtrain, Dictionary &%
(C): Child (S): System
1. (O txtWordO| A ZHME Rl3H= EHojE
Typical Courses of Events 2. (S) Word.txt T2 &4
3. (S) WordZiK|E M43l A Word.information,Word.picture,
Word.SoundE 212} 0|, 49, 0|0|X|, &5 5 2T
Alternative Courses of Events 2. THoj7p EXY SHX| Sh=ChH, -18keh
Exceptional Course of Events N/A

Cross References

Activity 2042. Define Reports, Ul, and Storyboards
Main

@& - 0

1. Parent Mode 2. Child Mode 3. Account

Account

oo| 0| & ’—

2y



Parent Mode

BlAIX] EL7]

S5 U Y 2%

=& =I5t

x7|5}

Send Message

léj

H ALK

Goal Setting

)

ElCl=R

24

Check Goal

lgj

Exp

Goal

Check




Child Mode

@ -_—

Name Level Exp Goal  Reward Message

1. BEA7| Al 2. B As 3. At

Wordtrain Practice

& - o
1 ’ Normal |
2 ’ Night |
3 ’ New
Picture

4 Sound | 5

Next

6 Exit

‘ Apple —> Elephant —> Television

Wordtrain Game

Picture

Sound | 2 | Next

3 ‘ Exit ‘ ‘ Explain

’ Apple —> Elephant —> Television

11



Dictionary

& — g
1 Sound Picture
2 Exit
Explain
Activity 2043. Refine System Architecture
|
System
Parent Controller Child
+password: String +child: Child +name: String
+superman: Superman +parent: Parent +exp: int
+temp: string +level: int
+lag: int +superman: Superman
Superman Dictionary Wordtrain
+goal: int +waord: Waord +lag: int

+reward: string
+message: String

+wardlist: Word[]

Word

+spelling: string
+infarmation: string
+picture: string
+sound: string

12



Activity 2044. Define Interaction Diagrams

Parent Mode

User GUI Controller Parent

1 - btnParentMode 22!

k
- |
M
w
@
=
=
=)
o
o

3z checkF‘arentAccour{t(temp}

seq checkParentAccount ) 4 - account

[false]

e e e e e e i e e i e

=oq checkPassud 5 - Pamet({password)_

[true]
H VB THF| AH A
: ..:5 Parent 213 22

Account

User Gul Controller

1 - btnAccount 2 '

2 - account



Send Message

Parent

Gul

Controller

1: btinSendMsg £

Goal Setting

Parent

Superman

3 : setMessage(message)

Gul

Controller

1 - btnGoalSetting 2=

2 - Goal, Reward 22

>

Superman

3 : setGoal{goal)

T

4 : setRewardfrewarr‘t :

14



Check Goal

Parent GUI Controller Superman Child
1 : btnCheckGoal 22!
2 - checkGoal
5 : Superman.goal
;‘:_____5_5_(_3_0_3_[?—:{& ________ T getExp .
: 8 - Ex| Ll
BB .
9 - Child.exp :
10 : Exp E2I e
Reset
Parent GUI Controller

Child Mode

User

1 btnReset S

1 - btnChildiode EE!

2 - reset

B

GUI

Controller

2 - childMode

L ]

-

Child

3: checkChiIdAccuunt(t:.'emp}

seq checkChildAccount )

[falése]

4 : account

5 : Chil

diname)

6 - Child

MH Y4

15



Print Message

Child GUI Controller Superman
1: getMessage
e....2:Message & ...
! 3 : Message E21
nsssrsartomiiss *Z
Print Goal
Child GUI Controller Superman
1 printGoal
| 2 : Goal, Reward!
] e L RLECETEE
: : =H0|
e 3 Goal, Reward '3 i
Print Exp
Child GUI Controller Child
e B EE ; g g

16



Next Level

Controller Child

1 - wordtrainGame

2:

5]

=

-
-

3 nextlevel o

4 getBExp

seq getExp%50 i
V5 - level 2

==0

Wordtrain Practice

Child | Gul Cont

rroller

1 : btnWaordtrainPractice 2=

i 2 : Wordtrain Practice Rfé*: :

Child Wordtrain

I 3 - wordPractice !
>

L 6 - Wordtrain.wordList

4 - printWordLis

5 - WordList HH&+
q ----------------

: 9 - explainWord

h J

; 15 - btnSound S

' 16 - playSound

17 - Word.Sound

:é ............................
| 19 : btnNext £ '
e IETEADLERL

20 - printWordtrain{new\Ward)

17



Wordtrain Game

Child GUI Controller Child Wordtrain
! 1: btnWordpracticeGame,_ ] :
2 - WardtrainGame S :
H |3 : wordtrainGame > 1
seq loop J h
L4 CHH 903 & Enter ¢

5 . checkWord S 2

o

i[false]

selq flag J

10 - Retry Message

9 - Retry Message

ST AR =2

i\ 21:btnSound 2T

! L] ! 22 - playSound ! s

i e LB Wordsound f L
2Emaiae || : : :
{25 btiNetZ® : : i
= 3 26 - printWaordtrain o)
v 27 - BEAUT| BRI ' 28 - Wordtrain.wordtrain | 'U
E ------------------------- q ------------------------- r ------------------------- ,. ----------------------------

18



Dictionary

Controller

- Dictionary &3

Child

Dictionary

L 3:dicti0nag{jwordi :

seq loop )

4 CHH 212 = Enter |

A J

6 : searcth'rd[word}

: Stz
PRCH= =L TR

16 - btnSound 2!

'
L i it

H - CHHY A AH
PR I

A J

Print WordList

Child Wordtrain
1 - printWaordList ._
¢ 3: WordList gh2t
i.i ........................

2 : searchWaordList{alphabet, WordList)

19



Explain Word

Dictionary

Dictionary

- printPicture

Child GUI
2 - Word_information
| 350 guael |
IR L ;
Print Picture
Child GUI Child
P2 Word.picture
: K ERs e SR e AR R AR S R RS
L3 ) AR = | i
Play Sound
Child GUI
1: btnSound 22 i
2 - playSound
5 3. Word.sound
= I

Dictionary

20



Print Wordtrain

Child

GUI

2 - Wordtrain.wordtrain |

Controller

Wodtrain

1 - printWardtrain{newWar,

R T P T T TP eT SEP PO TP CPPETTELPEETPELERD
L3 mzan| wel 5
Check Word
Child Wordtrain

1 - checkWord{newWord) o

Search Word

Controller

Dictionary

3 : searchWaord(word)

21



Activity 2045. Define Design Class Diagrams

Main

+ctr: Controller
+main()

{

Controller

Parent

+password: String
+superman: Supermarn

+child: Child
+parent: Parent
+temp: string
+flag: int

+sendMessage(): void

+goalSetting(): void

+checkGoal(): void

+checkPassword(password: string. temp: string): void
+reset(): void

+childMode(): void

+parentMode(): void

+account(): void
+checkParentAccountitemp: string): void
+checkChildAccount(temp: string): void

ke—————{ +printExpf(): void

Superman

+goal: int
+reward: string
+message: String

+setGoal(goal: int): void

+getGoal(): int

+setReward{reward: String): void
+getReward(): string
+setMessage(message: string): void
+getMessage(): string

Child
+name: String
+expr int
+level- int

+superman: Superman

+printMessage(): void

+nextLevel(): void
+printGoal(): void
+wordtrainPractice(): void
+wordtrainGame(): void
+dictionary(): void
+getExp(): int
+setExp(exp: int): void

Wordtrain

+ag: int
+wordlist: Word[]

+printWordtrain(): Word[]

+printWordList(): void

+checkWord(): int

+setFlag(flag: int): void

+getFlag(): int

+searchWordList{wordlist: Word[], alphabet: char): void

Dictionary
+word: Word

Word

+searchWord(): int
+explainWord(): string
+printPicture(): string

+spelling: string
= +information: string
+picture: string
+sound: string

+playSound(): string

+getWord(): Word

22



