Hif=2| &
Team #10

O|S Al =%h0| =OIL %=L

Dept. Electronics and Computer Engineering
Chonnam National University

Gwangju
I. MOTIVATION - E%DEI' H'l%% ‘II_‘EE 7'”%' %I'&! 9:' 35’5‘* I:(IDI-té-Io|
o N SHECL
B 2EI Z2HE FHE AYLEZ St A
ASLICH ofH AYZ TSX| ZX} OLO|C|0E 4 23l - SR HES FEH ZE2EYO0| ZEEICE
HCp7F =@ otHO| AHulol PHEOED AHUE A Y e GameManager
o= AlSHE L C oy= 23 o)
OfO[CIOlE  HMIA IMf. Tt R715 OIOOPOi -rliﬂﬁ - AE[O[X] K|S AAIBIC
Weies B MASHA HE 2 HOX|X| ZX5tA Sh=
HFAIO| C|TA A Qo] HHAlO| Z0|29 M 0| OF0|C|0{ = - Getkey ZE{A0AM AMEXHO|A 7|EE YHS
ZH2 WA & QAL 2Ot K22ttt
I c - YAPER| LEE B2 ™ Getkey 71 7| REHE X
. CHARACTERISTICS L
BA ob F Stage o YAIFZR HAEF
A. Related applications S =3lC}
"HEES" AL BetHA"Z0| 2D 2 & - Stage, Timer 2E A Z2|0/AHY HE
HOIZIR 2 0| F 7ttt YA 9 AH|O|X|0f A EHHSHC
= PSE-1 St= 7ol HFAIS XtO}SLOE
EE'||O|O'|7|' |7‘|O|'|_ 7'”1: S = —||_|'°|'M[:|' _ ﬁE1|0|7(|7f :;Lalo.l %!% Al Er% ﬁEﬂolxls
B. Characteristics of the target application - dotrt.
ClHMAX QAZ7H0|310] HO{X|= HMS0| Mo -Aded e Al AME MAS A
ﬂaamyzﬂaﬂxwﬂﬂﬂﬂowwﬁam3wm MHSHESE S0ra,
HE2 MASHH FO{ T X|otA|Zts oF B E{ OF BhC}. * Stage
- YO| 7§==0f| T SSt= A H|O|X| 24K 7 ZXHSHCt.

IIl.  FUNCTION SPECIFICATION

. g - Player Z{X| 2 A4 AJBHC}

- Application & A3 SHLY Enemy manager & /4 stHCt

e Title - LAIEX] dds U= O  Player
_HjZSotS A|EtSICE EnemyManager, Timer Off YA|™X] AMZE
HUHCH

Player O M|, Timer o] A|ZICZEH AHY
SE|0/AH Y _LHE THEHC

I
tn
o



- GOl T A|ZHO| X|LMH ST AH|OX| X =
AbEFEIC

Player

- GameManager 7} Q& 2 JIEE 2
0|83t z 2 OlF, HZE & = UA2H
2718 A8E + Ut

- Yol vjcfo @ XaWe I X o] ZolCt

-YAER] M2 E EHeEH £k S A=
MAS) £0 $E5 002 HHEC

- H|B0| =Xt 00| &P Stage 7t M HYES
TESto A s = AlZICh

EnemyManager

- QZAIZE Otoh Enemy o FF & OtHUE
B o2 MASHE List 0 Z=7}8ICE

- YA

L
Ral

EgE

H2 dto M MM Hasr}

- List Of QU= Enemy SOIAH LAIEX M=E
HUHCH

Enemy
- 2(0]0]2] IX|ZtE 102N Enemy ot S
Al 220[0{2] HHZ Z=Ch

- A2t o =25to Z0[0e] MEHS
et

Box

- 7f2Eet SRS Al U4 X2 S otold
AHNE =ESHAYU  HEIHe  RIIE

W2 A| 21t

Item

dg5to] O OfO|EE  ALEEX

=
=
mhEel F Mol ME, o0 et A
a

- Z0]0{ 7} userWeapon & ZZESIH Bullet £
Al

- BYS WHH HR|Player or Enemy)S Tret
S 40 esMEo NS FUIMo2

- Player L} Enemy = B =E Al ZMT}

AbR| =l Ch.
Timer
-dd O2ERH  AlZkE ALSHY  2tHO

Fgict.
- YAFR| MBS WO Timer S YL

IV. REQUIREMENT LISTS

AIZE otHO| A|ESHY|, &4, AYEE, SESH
HE AMRE &
SN 2|5 HAALE B 5= ALt
AY AlZF HES F2W AHO|X]|, 7i8lH, HO|
DHSO{ X[ 2 EFO| {7} A[ZHE|T A A%}
HEH= A% Ols(Ee @), EXI(SH
7)) FZ(HE Hey|), FI)(amolA HHE
AHESHA X2 XA
ESC £ +EW A 0| LAEX| EO AHZ35H7,
o AY 38 HE &
HE NMXSHH 230 o5, L8 HEE oA
C 2F
— -
M L= Ho| ZY0| 5= Al Player o| M3 24
L= Ho| B0 HUS B MY da
Player tEE= XO| HIEf o= F2JUS A| Player 2
M= Zda

Player o| S0 0| RUS Al Ho| M H 2



#HZAI7| 7Lt OFO| " O]

=2
=2 T
=

>
oF Ol?O

==

M

c
7‘..' AI”OI X|Lt® B AHO[X|2 O]
2HO[X7F B=EE 0|52 ¥ o

0]S =olet 7 AEstH2 2 05

=

[> HO oA

Al r|n

V. USECASES

[ ESY HES L0 A Al g X5 8ol
e

GameManager
- Enemy Manager, &

- AFEXHOA 7I2E Y S 2Ot M2

Chks 2HIOIXIE

=0t
- AP HE Al AEIHe 2 FSORZiet

Stage

Yol 70l CHSSt= AHIOIX| M| 7k E X ehCt.

Player ZHH|E
otHOo| Z= 5tk

dgstn AHof et YES

Enemy manager & S & %tCt.

A 220/AY 2HE THEettt

- Fep

AlZHO| XL siE AE|O|X| ZiKE
Ab2FEICH

Player

- GameManager 7} ¢g=#HEte JHE gt
0|83ty = 2 O =
2712 AH8E % UCt

- Enemy L} Enemy o EYut S Al XZHO|
ztolct.

- Yol Hisro @ Fargs m X Ho| Zelct

AN

- H30| EX5tH 0 O] &M Stage 7t A Y=

SR A|7ICH

EnemyManager

- ZH[O[X|Of| siYSt= A ANE LE F7(|0tCt

Yot &= BF A gt

Enemy

- 32 wgom gXo|n Wi B Al YWEs
HHE L

- 220]0je] L = Al HEO| ZHABHC.

M0l 00| & AR2FEIC.

- @8 AlZIOE EAHE &

- AEtE I FE510] SYo[ooA THHE

AFSHCE

—

=Lt
-F7|Mog2 Mgl

Box

-7fE Bt SSUS  O0|HES  ARESHALE
NEE 2| £7| & BB AIZIC

Item

-dE 495t o OojElE AEEXA
Treot § Mol N, Oo|s0f st A
HAEE DS

Weapon

- 2700 tigt SEE JHX|aden =7 g2

Aso|ct.



e Bullet
-5k, OOX|, g 442 717 32 Md5tg
2} HO| EA|DHCL

- QuME FE Al QEMES| NS ALt

- Player Lt Enemy HEE Ht FF Al A7t
ALK El O
e Timer

- 2H[O|X| MetA|ZHS 2RO S St

V1. USERCASEDIAGRAM

S
VII. SEQUENCEDESIGN
=
ME-ZE
(itle Game | (Tstage | [Pausesttl | [ "ol )
Manager
MEHESS
M
280 He
YNFAHE £5
ﬁl: B0 4y
HEECE]
Haioy

AYue

Ei
Stage Player M::ar;);r [ Ememy ][ Box ][ Item |

4
| BN

ot
i

g

4y

0
H
5y
nt

Eto|o

ﬂ%“l:

S0 Y=HE

Key &43

| Game I (Getkey ) [ Stage | [ Player )
Manager

A
}@)’%I Hel

PlayerdE2 QX

0z

LAIFA

Playerd &

Pause

Game stage player Enemy (Ememy ] [ Timer ]
Manager Manager
3 Keyl

5%

n

44

ot
it

By

EtO|D} A%




£dl0]of

VII1. USERINTERFACEDESIGN

vs [ 23
user [ gameManager ] [ player ) [ move ] [weapon] [ bullet ]
Ags AR
KEYRIE
KEYZRHE
Sdgtsez
HAxHE

Enemy

Ee4d

oEz|AH01d

3=

rE
fot

ot
i

Enemy
Manager

((Enemy ] [ Move ] ((Attack ] |

Box

44

Boxd

olsEEad

o He

SRBESS

SHYTE

Box

EtO|E 2oz

rE
fot

nx
08

AY weg

LIEHRFE 391

((Enemy ] (TBox ) ((1tem ) (Wea

on][ Player I[ Timer I

¥y

b

OOl AHE:

ofol % 2

oto[HH &

it w AN
L——i

EtOIER  EOt7t
Ml

rE
fot

x

x

EflO] ],
2flo] A1zt

aey

&
=

X

a2

4> 1 pe oo |og
m

o

)

M elxl

EE T

BEA
i et

A A

ool stgiez




A H,
HY S2|0fAl
Lo = op

Hs | 49

1 AY 3
Eto|S

2 siHoZ
Sofztct

IX. CLASSDIAGRAM

<<lava Class>>
@ NormalEnemy

<cJava »

@ GameMana

=<Java C

<=lava Class=>

@Bullet Gpiayer

<<Java Class= =
@Title ger @ !
GrEnemy

<lava Class>»

'® SpeedEnemy

e @ ©© @ 0,00 0,000

/

<<Java C
@ stages

<<lava
@ Pauseframe

=<Java

Qitem

<<java C

@ Timer

<=lava
®Weapon




X. SCREENSHOT OF APl MANUAL

Score 00000

s

XIl. SCREENSHOT OF APPLICATION DEMO
° E|'O| =

2B OX] 2

Score 00120

= AH|0|X| 3
Score 00230

-

f ;AC

- M=
LR ez ool
28R e ol ¥

- player v % 1
we

w o) ALK M




e AH|O|X| 4 e AH|O|X] E2|0

Score 00340

Score 00620

% f’\

fe
\%# &

é
[ ¥

|G 2

__PB '*5:

N

o Al E29




>

ot

3

e;

on, ool gle Al =7|=le

S EE SIQICEH

o 39

mjo
r

e ZFXHO| (461line)

% ~b‘) 7
5‘*’i' - Title : EtO|S°| HE X, HIZHF, SMI}
%lﬂ s = .
; r,¥ ) 01300 - 1!; ﬁ Hl%%FE% E%i% [[H% :rL°._9ﬂ':f
of% %l 01120/ )

01030 ] ; - GameManager :AH|O|X| 22| ALY 220,
R e < ﬁb Hoow Al s3e FHUD, AYohL K|

e 2 Hr ol ES PEMCH

Eoprh]
o | =2l (559line)

o
XI11. WORK DISTRIBUTION, RESULT & RESULT '—**E I:'7| L O}O|E+l = x—|5}5§ TAHUCE

o =AY 240l 4=:2898 line (S8 X|A)

1
o8]
=
)
—

c 2o 0lojer Ho| SAY
T #Mzof w2 Y FFRE

e . x~
e O|= %l (505line) S]
Sx Y THC

- Title(?|s 7#3) @ EO|SOM HE OHES}

HE oMENM M2 Haco EL - Weapon : Z2{0]0{7} ALg3HE 27|12, HA0fA
s R ol Mt 27| ERES HZsES
FHYC

-Player : RM7 AYS WsH= Zo|oj2
MHMO= THCE

ltem : SHAOIA HOHT ol et ofol
S5E Yolo| A EES RHUCE

- GameManager(GetKey) : Z|EE Zfg <20
YAHR U BEolo] g, IAS
TR

- Pause : 7| L E {2 0] LYAYX|E FHIULCL
e IO (1373line)

- Enemy : Z20|0{7t Fo{of & Ho| =&
T

- EnemyManager : A Tl =t A2 X FF,
20| E TFCL

- Timer : 8t AE|0|X|2| E}O|HE &SHC}.

- Stage : Q0] THEE= HAZ, ZE HHE
of7|0f Y-St AU

- GameManager(ScoreScreen) : A Q0| Z2|¢,
AY2H Al LIEtE FotEHES FoUCh
AL
OoT =

C:WUserWPublicttDocumentsiscore.txt =



