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1. USE CASE DIAGRAMS

1.1 Start Game

[image: image1.wmf]
Figure 1. Use case diagram for game start
1.2 Stop Game

[image: image2.wmf]
Figure 2. Use case diagram for ending the game

1.3 Selecting a Player for Chat Directly
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Figure 3. Use case diagram for selecting an individual player to chat with
1.4 Selecting all Players for Chat
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Figure 4. Use case diagram for selecting all players for chat
1.5 Sending a Chat Message
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Figure 5. Use case diagram to send a chat message
1.6 Entering a Move
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Figure 6. Use case diagram for entering a move
1.7 Accepting a Move
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Figure 7. Use case diagram for accepting a move
1.8 Ending a Turn
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Figure 8. Use case diagram for ending a turn
1.9 Adding or Removing Armies
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Figure 9. Use case diargam for selecting an army to add or remove
1.10 Accepting the Addition or Removal of Armies
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Figure 10. Use case diagram for adding or removing an army

2 ROBUSTNESS DIAGRAMS

2.1 Start Game
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Figure 11. Robustness diagram for starting a game
2.2 Stop Game
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Figure 12. Robustness diagram for ending a game
2.3 Selecting a Player for Chat Directly
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Figure 13. Robustness diagram for chatting directly with a player
2.4 Selecting all Players for Chat
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Figure 14. Robustness diagram for chatting with all players
2.5 Sending a Chat Message
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Figure 15. Robustness diagram for sending a chat message
2.6 Entering a Move
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Figure 16. Robustness diagram for entering a move
2.7 Accepting a Move
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Figure 17. Robustness diagram for accepting a move
2.8 Ending a Turn
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Figure 18. Robustness diagram for ending a turn
2.9 Adding or Removing Armies

[image: image19.wmf]
Figure 19. Robustness diagram for adding or removing armies
2.10 Accepting the Addition or Removal of Armies
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Figure 20. Robustness diagram for accepting the addition or removal of armies

3 DIAGRAMING CONVENTIONS

3.1 Use Case Conventions

Use cases with identical actions were grouped together: For example, all orders (except add and remove army) operate identically; only the semantics vary.

Each use case has one or more actors (in all cases but starting the game, all actors are players); the actor initiating the action appears on the left, whereas recieving actors (other players) appear on the right.

Data flows generally from upper-left to lower-right in the diagrams. Processes that are a part of the project appear in a box. The name of the use case appears in the lower-right corner of the box.

3.2 Robustness Conventions

Although each step in processing an action appears as a single symbol, the same class may appear multiple times in a diagram, even with different symbols.

As with the use case diagrams, the initating actor appears on the left and others appear on the right. Data flows from left to right, with asides appearing above the regular data flow.

