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Arcade Game Maker:

Formulario de Identificacao de Variabilidades (Abordagem X)

I. Arcade Game Maker

1.1 Com base na descrigdo da linha de produto de software Arcade Game Maker (Doc. 5), e utilizando os conceitos
da Abordagem X (Doc. 3.2), identifique as possiveis variabilidades contidas na LPS nos diagramas de sequéncia
abaixo, de acordo com o seu julgamento, bem como acrescentando os elementos necessarios e indicados na

abordagem correspondente.

Diagrama de Sequéncia buildGameBoard()

interaction buildGameBoard() : void [ [{i] buidGameB oard ]J

| : BowlingBoard | | : Brickle sBoard | | : PongBoard |
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Diagramas de Sequéncia referenciados pelo InteractionUse “ref” do Diagrama de Sequéncia buildGameBoard():

interaction buidGameBoard(}_Pong[ @ buildGameBoard()_Pong U

| pboard : PongBoard ‘ | movable Components : Vector | ‘ stationaryComponents : Vector

: GamePlayer ‘ f ‘
| |
| buildG ameBoard [} |

removeAlElements(}
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4: removbAlElRments() |
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| TopPaddle)
i new opra —e(’—‘ ————————— I— — — — 3[topPaddle : TopPaddle
| startMoving(} |
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|
tomPaddle ()
—————————— | I . 2 )
| |
| | startMoving() ‘ L
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addStationaryPiece () | | | |
| |
addMovablePiece() [ | | | |
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interaction buildGameBuard(}_Buwling[@buiIdGameBuard(}_BuwIing]J
bwhoard : BowlingBoard | | maovable Components : Vector | | stationaryComponents : Vector

8. addStationaryPiece()

9: rackPins(}
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interaction buildGameBoard(}_Brickles [ @ buildGameBoard()_Brickles ]J

bwhboard : BricklesBoard | | movable Components : Vector |

| stationaryComponents : Vector

: GamePlayer
| |
| buildGameBoard() |

|
removeAllElements () -

A

addMovablePiece ()

-———— -
-———— = = — =

removeAlE ]
f
P
new PuckSupphy() !
B L - — - - ——alpucksupply:PuckSupply
f
| getPuck() l |
I
I
|
4 rewPaddel | _ — — — 3{ paddie: Paddle
I
starthloving(), |
}
addStationaryPie ce()
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Diagrama de Sequéncia saveGame()

interaction saveGame()[ @ saveGame() ]J

| board : Board | | bwrgm : BowlingGameMenu | | bigm : BricklesGameMenu | | pgm : PongGameMenu

: GamePlayer l I l I

ref

Diagramas de Sequéncia referenciados pelo InteractionUse “ref” do Diagrama de Sequéncia saveGame():

interaction saveGame()_Bowling [ [{fi saveGame()_Bawing ]J interaction saveGame()_Brickles [ [fff] saveGame()_B rlckles]J
[ bwgm : BowlingGameMenu | [ boardt : Board | [ boardbowi : BowlingBoard [ bigm : Brickies GameMenu | [boardt:Board | [ boardbrickles : BricklesBoard
| T |
: GamePlayer : GamePlayer ‘ T T
| | | | | | | |
| saveGame() L) I I | saveGame() N | |
| | |
getGameOver() | .getGameOver() ! !
|
e —-= - - - = e - — = = — —
getSavebata(y | getSateData() |

|
setllessa ge(message="G arrlna saved™) setllessage(message="G alma saved™)

-——— ==
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interaction saveGame()_Pong| @ saveGame()_Pong U
| pgm : PongGameMenu | ‘ board1 : Board ‘ | boardpong : PongBoard
: GamePlayer ‘ ‘ I
| | | |
| saveBame() | | |
.getGameOver() ‘ I
|
e — — — — — —
| |
getSayelata() L
I o il
| |
.y |
setMessage(message="Game saved")
| |
| |
| |
e — — — — — — L
| | |
| | |
. [ [ I
| | | |
| [ [ [
| [ [ [
| | | |
| [ [ [

Arcade Game Maker: Formulario de Identificagcdo de Variabilidades - Abordagem X



Diagrama de Sequéncia loadGame()

interaction lcadGame()[ @ load Game() ]J

| bwgm : BowlingGame Menu | | bigm : Brickles GameMe nu | | pgm : PongGameMenu

: GamePlayer I l l

| [ | |
! y s &
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Diagramas de Sequéncia referenciados pelo InteractionUse “ref” do Diagrama de Sequéncia loadGame():

interaction ‘”ﬂ”G""‘E(LE‘““‘""E[@‘UE“G""‘EQ—B“W""E1) interaction \oausama(}_arick\es[@loadaame[}_aricmesU

| bwgm : BowlingGameMenu | ‘ rs : RecordStore ‘ ‘bwboard:ﬂowlingﬂoard

| bigm : Brickle sGameMenu | |rs:RE[:omS|ore ‘ ‘ biboard : BricklesBoard

: Game Player : Game Player ‘

loadGame()

1: loadGame ()

2: getNumRecordsi} getNumRecords()

& setsabeData)
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)_Pong| [fiE )_Pong U

‘ pam : PongGameMenu | ‘ rs : RecordStore | | pboard : PongBoard
T

: Game Player

1: loadGame ()

T

|

|

2 pethurRecorasg | !
|

|

|

1.2 Assinale com um “X” a opcdo que melhor define o nivel de identificacdo e representagdo das variabilidades
nos diagramas de sequéncia utilizando a Abordagem X para a Arcade Game Maker.
Extremamente Facil Facil Nem Facil, Nem Dificil Dificil Extremamente Dificil
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