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ABSTRACT

This game is designed for those newcomer students who are going to admit in Software
Engineering department of Daffodil International University. When playing this game, they can
easily understand the curriculum activities, payment structures, marks distribution, etc., of the
department. In addition, they will be familiar with semester courses. After staring official
classes, they can utilize the learning knowledge from the game. There are 12 levels/semesters in
the game. If a player fails in a semester, he/she cannot progress to further levels until he/she
passes the failed level/semester. A player has to complete all the levels successfully to achieve
the graduation certificate.
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CHAPTER 1
INTRODUCTION

1.1 Project Overview

“Game: Graduation” is a game runs on windows platform. When entering the game for the first
time game player will notice an input box to register his/her name. He will be registered as a
student of Software Engineering department at Daffodil International University. There are
twelve levels/semester in the game. You have to pass a semester to enter into next semester.
Under each semester player can view his/her registered courses, semester class routine, exam
schedule. For attending mid/final player has to pay required fees from fees section. In study
section, player can study courses. Course studies will affect his/her semester results. Player has
to attend classes to submit assignment, perform presentation or give quiz. Player can sleep for
given hours to pass his/her game time quickly. University is far away from home, so player can
use bus as transportation medium. Also player can overview the fees structure of the department.
While playing the game, player can feel the graduation experiences of his/her department.

1.2 Project Purpose

This game provides the best graduation experiences. User can get overall idea about the
curriculum systems of Software Engineering department. He/she can gather fees related idea,
which courses are taught in which semester. He will be able to get an idea about course
activities, marks distribution. He/she will be able to know about class time allotment and class
frequencies in a week. Furthermore, it is a game of learning with enjoyment for a newcomer
student.

1.2.1 Background

Students should know about his/her department’s curriculum activities, fees structure, class time
allotment, class frequencies per week, marks distribution, assigned courses, etc. Therefore, there
should exist such a game by playing which he/she can gather enough knowledge about these
things. Before admitting to the department, a newcomer can gather overall knowledge easily.
He/she is playing the game and learning everything with a fun mode. It is the main reason behind
this game project.

©Daffodil International University



1.2.2 Benefits and Beneficiaries

By playing this game, a newcomer student will be able to get an overall idea about the
department’s teaching procedures. In addition, those students who are planning to admit in
Software Engineering department will be benefited mostly.

1.2.3 Goal

Our main goal is to provide the newcomer student proper knowledge about the Software
Engineering department with an enjoyable way while he/she is playing the game.

1.3 Stakeholders
In this project stakeholders are:

1. Project supervisor
2. Project developer
3. Users (playing the game)

1.4 Proposed System Model

When developing a game, a model should be followed by the developer. In my case, | have
followed spiral model to fulfill the project demand. | have to design the game scenario at first.
After putting the scenario in the game, | must need the player to interact with the environment or
other game functions. After completing coding part, there comes testing part whether the game is
progressing or not. Then Evaluation matters most whether I will go with the game progress
whatever | have done till now. This cycle happens repeatedly because when developing a game
you need to go back for any design or coding correction. After final evaluation, you can declare
the end of the project.
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Figure 1.1: Spiral model
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1.5 Project Schedule

Project schedule means an overall idea about the project processing time from start to end. To
complete the project effectively there should exist a time schedule otherwise progressing will be
halt.

1.5.1 Gantt Chart

Weeks—

Works|
Project Planning

Requirement
Collection
Requirement Analysis

Feasibility Study
UML Diagrams

Design

Implementation

Testing

Evaluation

Documentation

Figure 1.2: Gantt chart
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CHAPTER 2

SOFTWARE REQUIREMENTS SPECIFICATION

2.1 Software Requirements Specification

Software requirement specification describes how a software system needs to be developed. In
many cases, it prevents project failure. It provides a detailed overview of the mentioned product
and targeted audience, goals. It includes all functionalities and features of a product which need
to be fulfilled as per as stakeholder needs.

2.2 Functional Requirements

FR-01 Enter player’s name

Description Player can register his/her game name when first entering the game.
Stakeholders | Player

Priority Medium

FR-02 Check player’s information

Description Player can check his/her information such as his/her name, id number,

department and university name.

Stakeholders | Player

Priority Low

FR-03 View semester status

Description Player can check locked semester, or which semester he/she has completed or
registered.

Stakeholders | Player

Priority High

FR-04 Register semester

Description Player can register semester within deadline.

Stakeholders | Player

Priority High

FR-05 View semester courses

Description Player can view semester courses.

©Daffodil International University




Stakeholders | Player

Priority Medium

FR-06 View course marks

Description Player can view course marks.

Stakeholders | Player

Priority Medium

FR-07 Study courses

Description Player can study assigned courses for running semester.
Stakeholders | Player

Priority High

FR-08 View class routine

Description Player can check class routine.

Stakeholders | Player

Priority High

FR-09 Pay fees

Description Player can pay mid-term and final-term fees.
Stakeholders | Player

Priority Medium

FR-10 View exam schedules

Description Player can check mid and final exam schedules to attend the exam in time.
Stakeholders | Player

Priority High

FR-11 View semester result

Description Player can check published semester result.
Stakeholders | Player

Priority Low

FR-12 View fees structure

Description Player can check fees structure determined by the department.
Stakeholders | Player

Priority Low
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FR-13 Pick up id/bag

Description Player can pick up his/her id and bag from his/her reading table.
Stakeholders | Player

Priority Low

FR-14 Buy bus ticket

Description Player can buy bus ticket from bus counter.
Stakeholders | Player

Priority Low

FR-15 Take a seat on bus

Description Player can enter into bus and take a seat if he/she has a ticket.
Stakeholders | Player

Priority Low

FR-16 Enter into university

Description Player can enter into university if he/she has id card.
Stakeholders | Player

Priority Low

FR-17 Enter into classroom

Description Player can enter into classroom matching class routine.
Stakeholders | Player

Priority Medium

FR-18 Perform presentation

Description Player can perform presentation if available on that day.
Stakeholders | Player

Priority High

FR-19 Submit assignment

Description Player can submit assignment if available on that day.
Stakeholders | Player

Priority High
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FR-20 Give quiz

Description Player can give quiz if available on that day.

Stakeholders | Player

Priority High

FR-21 Give mid/final exam

Description Player can give mid/final exam according to given schedule.
Stakeholders | Player

Priority High

FR-22 Go to sleep

Description Player can sleep for given hours such as six, four, two or one hour.
Stakeholders | Player

Priority Low

2.3 Non-Functional Requirements

2.3.1 Frames rate

e The game is easily playable at 30 FPS (frame per second).
e Frames dropping are not occurring when playing the game.

2.3.2 Usability

e Every functions are workable when player interacts.
e User experiences 3D graphics in the game.

2.3.3 Response time

o |t takes less than 0.5 seconds for response when player interacts with a function.
e Player can play the game with a relax mode with great response time.

©Daffodil International University



2.3.4 Required resources

e The game is playable with minimum of one GB RAM.
e This game does not take more than five to six GB.
e This game does not take too much graphics space.

2.3.5 Platform

e This game is made for windows platform only.

2.3.6 Maintainability

e The game is overlooked twice per week to find any kind of bugs or functional failures.

2.3.7 Safety

e The game does not harm user’s health and eyes.
e This game does not show such things, which can have negative impacts to society.
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CHAPTER 3
SYSTEM ANALYSIS

3.1 Use Case Diagram

Game: Graduation

Enter player's name

Check player's information

View semesters status

Register semester

View semester courses

Player
View course marks

71NN

Study courses

View class routine

Pay fees

View exam schedules

View semester result
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Game: Graduation

View fees structure

Pick up id/bag

Buy bus ticket

Take a seat on bus

Enter into university

Player
Enter into classroom

0

Perform presentation

Submit assignment

Give quiz

Give mid/final exam

Go to sleep

Figure 3.1: Use Case Diagram
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3.2 Use Case Description

Use Case No.

01

Use Case Name

Enter player’s name

Goal

Player can register his/her name.

Preconditions

Player has to open the game.

Success End

Player can enroll himself/herself as a student of the department of Software

Condition Engineering at Daffodil International University.

Failed End Player cannot enroll himself/herself as a student.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player opens the game at first time.

Description/Main | Step Action

Success Scenario |1 Player opens the game at first time.
2 Player gets the input box for entering his/her name.
3 Player puts his/her name and register himself/herself.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

Use Case No. 02

Use Case Name Check player’s information

Goal Player can check his/her information.

Preconditions

Player has to play the game.

Success End

Player can check his/her information.

Condition

Failed End Player cannot check his/her information.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘My Information’ button.

Description/Main | Step Action

Success Scenario |1 Player clicks on ‘My Information’ button.
2 Player views his/her information.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

12
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Use Case No.

03

Use Case Name

View semester status

Goal

Player can check locked semester, or which semester he/she has completed
or registered.

Preconditions

Player has to play the game.

Success End

Player can check semester status whether it remains locked, registered or

Condition completed.

Failed End Player cannot check semester status.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Education Corner’ button.

Description/Main | Step Action

Success Scenario | 1 Player clicks on ‘Education Corner’ button.
2 Player views semester status

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

Use Case No. 04

Use Case Name Register semester

Goal Player can continue his/her studies.

Preconditions

Registration date must be opened.

Success End

Player can register semester.

Condition

Failed End Player cannot register semester.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Register’ named button.

Description/Main | Step Action

Success Scenario |1 Player clicks on ‘Register’ named button.
2 Player is registered for this semester.
3 Player can continue his/her studies.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

13
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Use Case No. 05

Use Case Name | View semester courses

Goal Player can check which courses are assigned for the semester.

Preconditions Semester must be registered.

Success End Player can view semester courses.

Condition

Failed End Player fails to view semester courses.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Courses’ button.

Description/Main | Step Action

Success Scenario | 1 Player clicks on ‘Courses’ button.

2 Player views semester courses.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

Use Case No. 06

Use Case Name | View course marks

Goal Player can check course marks.

Preconditions Semester must be registered.

Success End Player views course marks.

Condition

Failed End Player fails to view course marks.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘View’ button inside of ‘Courses’ area.

Description/Main | Step Action

Success Scenario |1 Player clicks on ‘View’ button inside of ‘Courses’ area.

2 Player views course marks such as attendance, three

assignments, two presentations, three quizzes, mid, final.
Attendance, assignments, presentations, mid and final marks are
viewable after semester result.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

14
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Use Case No.

07

Use Case Name

Study courses

Goal

Player can study assigned courses for running semester.

Preconditions

Semester must be registered and running.

Success End

Player can study courses.

Condition

Failed End Player cannot study courses.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Study’ button inside of ‘Study Area’.
Description/Main | Step Action

Success Scenario | 1 Player clicks on ‘Study’ button inside of ‘Study Area’.

2 Then player can see different types of category of studying
named as ‘Regular study’, ‘Prepare assignment’, ‘Presentation
preparation’, ‘Quiz study’, ‘Mid-term study’ and ‘Final-term
study’.

3 Player spends time on a category clicking on ‘Spend’ button
until per day maximum spend time not crossed.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 Player cannot spend more than given time per day.
Use Case No. 08

Use Case Name

View class routine

Goal

Player can check class routine.

Preconditions

Semester must be registered.

Success End

Player can check class routine.

Condition

Failed End Player fails to check class routine.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Class Routine’ button.

Description/Main | Step Action

Success Scenario | 1 Player clicks on ‘Class Routine’ button.
2 Player checks class routine.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

©Daffodil International University
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Requirements

|1 | N/A

Use Case No.

09

Use Case Name

Pay fees

Goal

Player can pay mid-term and final-term fees.

Preconditions

Semester must be registered.

Success End

Player can successfully pay required fees.

Condition
Failed End Player fails to pay required fees.
Condition
Primary Actors | Player
Secondary N/A
Actors
Trigger Player clicks on ‘Fees’ button.
Description/Main | Step Action
Success Scenario | 1 Player clicks on ‘Fees’ button.
2 Player pays required mid-term or final-term fees for attending
exam.
Alternative Step Branching Action
Flows la N/A
Quality Step Requirement
Requirements 1 Player has to pay exact given amount.
Use Case No. 10

Use Case Name

View exam schedules

Goal

Player can check mid-term and final-term exam schedules.

Preconditions

Semester must be registered.

Success End

Player can successfully view exam schedules.

Condition

Failed End Player fails to view exam schedules.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Exam Schedules’ button.

Description/Main | Step Action

Success Scenario |1 Player clicks on ‘Exam Schedules’ button.
2 Player checks mid-term or final-term exam schedules.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

©Daffodil International University
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Requirements

|1 | N/A

Use Case No.

11

Use Case Name

View semester result

Goal

Player can check semester result.

Preconditions

Semester must be completed.

Success End

Player can successfully check result.

Condition

Failed End Player cannot check result.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Result’ button.

Description/Main | Step Action

Success Scenario | 1 Player clicks on ‘Result’ button.
2 Player chooses semester from dropdown list.
3 Player gets the result.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 If semester is not completed, result will not be shown.

Use Case No. 12

Use Case Name | View fees structure

Goal Player can check fees structure.

Preconditions

Player has to play the game.

Success End

Player can successfully check fees structure.

Condition

Failed End Player cannot check fees structure.
Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player clicks on ‘Fees Structure’ button.

Description/Main | Step Action
Success Scenario |1 Player clicks on ‘Fees Structure’ button.
2 Player views fees structure determined by the department.
Alternative Step Branching Action
Flows la N/A
Quality Step Requirement
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Requirements

|1

| N/A

Use Case No.

13

Use Case Name

Pick up id/bag

Goal

Player can pick up his/her university id card or bag.

Preconditions

Player has to play the game.

Success End

Player can successfully pick up his/her id/bag.

Condition
Failed End Player cannot pick up id/bag.
Condition
Primary Actors | Player
Secondary N/A
Actors
Trigger Player presses down ‘F’ keyword or ‘G’ keyword from keyboard.
Description/Main | Step Action
Success Scenario | 1 Player presses down ‘F’ keyword and ‘G’ keyword from
keyboard.
2 Player picks up id and bag respectively.
Alternative Step Branching Action
Flows la N/A
Quality Step Requirement
Requirements 1 N/A
Use Case No. 14
Use Case Name Buy bus ticket

Goal

Player can buy bus ticket from counter.

Preconditions

Player has to stand in front of ticket counter.

Success End

Player can successfully buys ticket.

Condition

Failed End Player cannot buy ticket for not having sufficient money.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario |1 Player presses down ‘F’ keyword from keyboard.
2 Player buys up/down ticket.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement
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Requirements

|1 | N/A

Use Case No.

15

Use Case Name

Take a seat on bus

Goal

Player can get into the bus and take seat.

Preconditions

Player has to stand in front of bus door.

Success End

Player can successfully get into the bus take a seat.

Condition

Failed End Player cannot get into the bus take a seat.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario | 1 Player presses down ‘F’ keyword from keyboard.
2 Player enters into the bus and takes a seat.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 Without a bus ticket, player cannot enter into the bus.

Use Case No. 16

Use Case Name Enter into university

Goal Player can enter into university.

Preconditions

Player has to stand in front of university gate.

Success End

Player can enter into the university.

Condition

Failed End Player cannot enter into the university.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario |1 Player presses down ‘F’ keyword from keyboard.
2 Player enters into the university.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 Player must have id card to enter.
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Use Case No.

17

Use Case Name

Enter into classroom

Goal

Player can enter into classroom.

Preconditions

Player has to stand before classroom door.

Success End

Player can enter into the classroom.

Condition

Failed End Player cannot enter into the classroom.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario | 1 Player presses down ‘F’ keyword from keyboard.
2 Player enters into the classroom.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 Player must match class routine to enter.

Use Case No. 18

Use Case Name Perform presentation

Goal Player can perform presentation.

Preconditions

Player has to attend the presentation class.

Success End

Player can successfully perform presentation.

Condition

Failed End Player fails to perform presentation.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario |1 Player presses down ‘F’ keyword from keyboard.
2 Player performs presentation.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A
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Use Case No. 19
Use Case Name | Submit assignment
Goal Player can submit assignment.

Preconditions

Player has to attend the assignment submission class.

Success End

Player can successfully submit assignment.

Condition

Failed End Player fails to submit assignment.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario | 1 Player presses down ‘F’ keyword from keyboard.
2 Player submits assignment.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A

Use Case No. 20

Use Case Name Give quiz

Goal Player can give quiz.

Preconditions

Player has to attend the quiz class.

Success End

Player can successfully give quiz.

Condition

Failed End Player fails to give quiz.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’ keyword from keyboard.

Description/Main | Step Action

Success Scenario |1 Player presses down ‘F’ keyword from keyboard.
2 Player gives quiz.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 N/A
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Use Case No. 21
Use Case Name Give mid/final exam
Goal Player can give exam.

Preconditions

Player has to attend the exam room.

Success End

Player can successfully give exam.

Condition

Failed End Player fails to give exam.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player enters into the exam hall.

Description/Main | Step Action

Success Scenario | 1 Player enters into the exam hall.
2 Player gives exam.

Alternative Step Branching Action

Flows la N/A

Quality Step Requirement

Requirements 1 Exam schedules must be matched.

Use Case No. 22

Use Case Name Go to sleep

Goal Player can go to sleep.

Preconditions

Player has to stand in front of bed.

Success End

Player can successfully go to sleep.

Condition

Failed End Player cannot go to sleep.

Condition

Primary Actors | Player

Secondary N/A

Actors

Trigger Player presses down ‘F’, ‘G’, ‘H’ or ‘J’ keyword from keyboard.

Description/Main
Success Scenario

Step Action
1 Player presses down ‘F’, ‘G’, ‘H’ or ‘J’ keyword from keyboard.
2 Player sleeps for six, four, two, one hour respectively for the ‘F’,

‘G’, ‘H’ and ‘)’ keyword.

Alternative Step Branching Action
Flows la N/A

Quality Step Requirement
Requirements 1 N/A
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3.3 Activity Diagram

[old player]

new player
/[ Pay ]>@nter player's nama

<

\'4

G’Iay the gama

Figure 3.2: Activity Diagram for ‘Enter player’s name’
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@Iick on 'My Information’ buttoD

@heck player's informatimD

Figure 3.3: Activity Diagram for ‘Check player’s information’
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Q:Iick on 'Education Corner’ buttmD

@iew semesters statua

Figure 3.4: Activity Diagram for ‘View semester status’
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@Iick on 'Register’ buttuD

Button status changes
(Register semesteD- --------- to 'Registered’ if
transaction happens.

Figure 3.5: Activity Diagram for ‘Register semester’
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@Iick on 'Courses' huttuD

@iew semester cnursea

Figure 3.6: Activity Diagram for ‘View semester courses’
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\/
@Iick on 'View' button inside of 'Courses’ area

\'4
@iew course marka

Figure 3.7: Activity Diagram for ‘View course marks’
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G:Iick on 'Study’ button inside of 'Study AreaD

3!

>

CStudy (RegularD Grepare assignmenD G’repare presentatiorD

@tudy (QuizD (Study (Mid-termD C’Study (Final-termD

G:Iick on 'Spend’ buttorD

[maximum spend per day not
crossed]

[maximum spend per
day crossed]

®

Figure 3.8: Activity Diagram for ‘Study courses’
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G:Iick on 'Class Routine' buttua

@iew class rnutina

Figure 3.9: Activity Diagram for ‘View class routine’
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\4
G’.‘Iick on 'Fees' buttoa

\
\ \ \
G’ay Registratioa ( Pay Mid-term) ( Pay Final-term)
\/ \/ \/
\/ Button status 'Pay’
. — . changes to
G:I"* on ‘Pay b”“““} """""" 'Paid' if transaction
happens.

@®

Figure 3.10: Activity Diagram for ‘Pay fees’

AN
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@Iick on 'Exam Schedules' buttnrD

@iew exam schedulea- ---------

Mid-term and
final-term.

Figure 3.11: Activity Diagram for ‘View exam schedules’
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!

@Ilck on 'Result’ buttnn

!

@elect a semeste

!

@IEW semester resul)

:

Figure 3.12: Activity Diagram for ‘View semester result’
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\4
@Iick on 'Fees Structure' buttmD

C\ﬁew fees structu ra

Figure 3.13: Activity Diagram for ‘View fees structure’
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@tand in front of reading tabla

G’ick up id!bagD

Figure 3.14: Activity Diagram for ‘Pick up id/bag’
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@tand in front of ticket cou nte)

(Buy a tick@

[insufficient balance or

®< already has a ticket]

[successful]

Figure 3.15: Activity Diagram for ‘Buy bus ticket’
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(Stand in front of bus duuD

V

Gnter into bua

\< [no ticket]
9 >Q)

[has a ticket]

V

C’Sit on bus)

Figure 3.16: Activity Diagram for ‘Take a seat on bus’
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(Stand in front of university gatta

@nter into universi@

[failed to show id card]

[successfully showed id
card]

Figure 3.17: Activity Diagram for ‘Enter into university’
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!

Gtand in front of classroom dunD

L

Gnter into classruo@

[time and room number not

matched] >®

[time and room number
matched]

Take a sea

Figure 3.18: Activity Diagram for ‘Enter into classroom’
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(Notice presentation alerD

G’erfnnn presentatiurD

Figure 3.19: Activity Diagram for ‘Perform presentation’
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(Nutice assignment alert)

(Submit assignmenD

Figure 3.20: Activity Diagram for ‘Submit assignment’
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(Notice Quiz alert)

®

Figure 3.21: Activity Diagram for ‘Give quiz’

©Daffodil International University

42



!

@tand in front of classroom dnnD

!

(Enter into exam haID

[time and room number not

matched] >®

[time and room number
matched]

Take a seat and give exanD

Figure 3.22: Activity Diagram for ‘Give mid/final exam’
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!

Stand in front of bed

!

Ghmse sleeping ‘“@ """"" choose 6/4/2/1

Player can

hour(s).

[spend 6/4/2/1
hour(s)]

Figure 3.23: Activity Diagram for ‘Go to sleep’
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3.4 Sequence Diagram

‘ProfileInformation

Submitinformation()

return

Figure 3.24: Sequence Diagram for ‘Enter player’s name’
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ProfileInformation

ShowMyInformation()

retun information

.< ____________________

Figure 3.25: Sequence Diagram for ‘Check player’s information’
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‘SemesterStatus

StatusOfSemesters() |

return status
<_

Figure 3.26: Sequence Diagram for ‘View semester status’
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-SemesterStatus

Figure 3.27: Sequence Diagram for ‘Register semester’
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CoursesButton()

‘Courses

return courses

< ________________

Figure 3.28: Sequence Diagram for ‘View semester courses’
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Player

PanelCourseViewButton()

‘Courses

<: return marks

Figure 3.29: Sequence Diagram for ‘View course marks’
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:StudyArea

StudyCourse()

return category

SpendTime()

<_ ___________________

)

Figure 3.30: Sequence Diagram for ‘Study courses’
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ShowClassRoutine()

‘ClassRoutine

return routine

Figure 3.31: Sequence Diagram for ‘View class routine’
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ShowFees()

..<_

[
I
I
I
return category ‘ \

I

|

PayFees() |
return ’J:|

Figure 3.32: Sequence Diagram for ‘Pay fees’
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ExamRoutine()

‘ExamSchedule

return routine

< ________________

Figure 3.33: Sequence Diagram for ‘View exam schedules’

©Daffodil International University

54



‘Result

Player
ResultPanelActive()
return dropdown
e m e e e a - o
AddListener()
return result
R A e

Figure 3.34: Sequence Diagram for ‘View semester result’
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FeesStructure()

‘Fees

return structure

<_: __________________

Figure 3.35: Sequence Diagram for ‘View fees structure’
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:PickUpThings

Update()

return feedback

.< ________________

Figure 3.36: Sequence Diagram for ‘Pick up id/bag’
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Update()

:BuyTicket

return feedback

<_ _______________

Figure 3.37: Sequence Diagram for ‘Buy bus ticket’
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Update()

SitOnBus

return feedback

.< ________________

)

Figure 3.38: Sequence Diagram for ‘Take a seat on bus’
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OnTriggerStay()

:OpenGate

return feedback
<<

Figure 3.39: Sequence Diagram for ‘Enter into university’
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‘EnterClassRoom

Update()

return feedback

Figure 3.40: Sequence Diagram for ‘Enter into classroom’
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:ClassActivity

Update()

return feedback

Figure 3.41: Sequence Diagram for ‘Perform presentation’
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:ClassActivity

Update()

return feedback

Figure 3.42: Sequence Diagram for ‘Submit assignment’

©Daffodil International University

63



:ClassActivity

Update()

return feedback

Figure 3.43: Sequence Diagram for ‘Give quiz’
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:ExamEntry

Update()

return feedback

Figure 3.44: Sequence Diagram for ‘Give mid/final exam’
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-Sleep

Update()

return feedback

Figure 3.45: Sequence Diagram for ‘Go to sleep’
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4.1 Game Scripts

There are more than fourty scripts in the game. Here, | am providing some scripts.

CHAPTER 4

SYSTEM DESIGN SPECIFICATION

StudyArea

- dBConnection : DBConnection

- courses : Courses

- timeDate : TimeDate

- PerSpendText : Text

- MaxSpendDayText : Text

- SpentTodayText : Text

- TotalSpendText : Text

- RecommendedTimeRegularStudyText : Text
- SpentTimeRegularStudyText : Text

- SpentTodayRegularStudyText : Text

- SpentTodayAssignmentText : Text

- RecommendedTimeAssignment1Text : Text
- SpentTimeAssignment1Text : Text

- RecommendedTimeAssignment2Text : Text
- SpentTimeAssignment2Text : Text

- RecommendedTimeAssignment3Text : Text
- SpentTimeAssignment3Text : Text

- SpentTodayPresentationText : Text

- RecommendedTimePresentation1Text : Text
- SpentTimePresentation1Text : Text

- RecommendedTimePresentation2Text : Text
- SpentTimePresentation2Text : Text

- SpentTodayQuizText : Text

- RecommendedTimeQuiz1Text : Text

- SpentTimeQuiz1Text : Text

- RecommendedTimeQuiz2Text : Text

- SpentTimeQuiz2Text : Text

- RecommendedTimeQuiz3Text : Text

- SpentTimeQuiz3Text : Text

- SpentTodayMidText : Text

- RecommendedTimeMidText : Text

- SpentTimeMidText : Text

- SpentTodayFinalText : Text

- RecommendedTimeFinalText : Text

- SpentTimeFinalText : Text

- panel1 : GameObject

- panel2 : GameObject

- panel3 : GameObject

- panel4 : GameObject

- panel5 : GameObject

- panel6 : GameObject

- panel7 : GameObject

- Course1Text : Text

- Course2Text : Text

- Course3Text : Text

- Course4Text : Text

- Course5Text : Text

- Course6Text : Text

- Course7Text : Text

+ studyAreaPanel : GameObject

+ courseStudyindividualPanel : GameObject
+ MaxSpendAlertPanel : GameObject

+ whichCourseClicked : int

- sqlQuery1 : string

- sqlQuery2 : string

+semNo : int

- FeesPanel : GameObject

TimeDate

+ timer : float

- seconds : float

+ minutes : float

+ hours : float

- timeShower : Text

- dayCountShower : Text

- dayShower : Text

- timeSpeed : float

- day : float

- runningDay : float

- dayTrack : int

+ dayName : string

+ stopTime : bool

+ dBConnectionObject : DBConnection
- dbConnection : IDbConnection
- dbCommand : IDbCommand

- reader : |DataReader

+ time : int

+ currentDay : int

- runningSession : string

+ semesterDay : int

- SessionText : Text

- SemesterDayText : Text

- entered : bool

- MaxSpendAlertPanel : GameObject
- SpentTodayText : Text

- Awake()

- Update()

- OnApplicationQuit()
- TimeShower()

+ IncreaseTime()

- ZeroSpentToday()

Sleep

- onceClick : bool

- sleepPanel : GameObject

- blackSleeplmage : GameObject,
- timeDate : TimeDate

- playerTouched : bool

- pickedIDText : GameObject
- bag : GameObject

- id : GameObject

- interaction : bool

+ overSleep : bool

- presentDay : int

- Update()

- OnTriggerEnter()
- sleepGap()

- OnTriggerExit()

+ AppearCoursesPanelStudyArea()
- HideCoursePanel()

- TakenCoursesStudyArea()

+ StudyCourse()

+ SpendTime()
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ThikanaBusTimeRoutine1

+ firstStation : bool

+ secondStation : bool

+ secondStation : bool

+ dBConnectionObject : DBConnection
- dbConnection : IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- Start()
- Update()
- Buslinterval()

ThikanaBusTimeRoutine3

+ firstStation : bool

+ secondStation : bool

+ secondStation : bool

+ dBConnectionObject : DBConnection
- dbConnection : IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- Start()
- Update()
- Businterval()

ThikanaBusTimeRoutine2

+ firstStation : bool

+ secondStation : bool

+ secondStation : bool

+ dBConnectionObject : DBCannection
- dbConnection : IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- Start()
- Update()
- BuslInterval()

ThikanaBusTimeRoutine4

+ firstStation : bool

+ secondStation : bool

+ secondStation : bool

+ dBConnectionObject : DBCannection
- dbConnection : IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- Start()
- Update()
- BuslInterval()

SitOnBus

- enterBusPanel : GameObject

- busSeatTracker : Transform

- player : GameObject

- playerCamera : GameObject

- counter : int

+ thikanaSit1 : bool

+ thikanaSit2 : bool

+ thikanasSit3 : bool

+ thikanaSit4 : bool

+ thikanaPassengersPoint1 : bool
+ thikanaPassengersPoint2 : bool
+ thikanaPassengersPoint3 : bool
+ thikanaPassengersPoint4 : bool
+ dBConnectionObject : DBConnection
- dbConnection : IDbConnection
- dbCommand : IDbCommand

- reader : IDataReader

- playerTouched : bool

- Start()

- OnTriggerEnter()

- Update()

- OnTriggerExit()

- PlayerMovelLookScriptsDisable()

ThikanaBusMove1

ThikanaBusMove2

PlayerMove

- _speed : float

+ busShouldMove : bool

+ sideChange : bool

+ returnWay : bool

+ bustype : string

- thikanaBusStation1 : GameObject

- thikanaReturnBusStation1 : GameObject
+ dBConnectionObject : DBConnection
- dbConnection : IDbCaonnection

- dbCommand : IDbCommand

- reader : |IDataReader

- _speed : float

+ busShouldMove : bool

+ sideChange : bool

+ returnWay : bool

+ bustype : string

- thikanaBusStation1 : GameObject

- thikanaReturnBusStation1 : GameObject
+ dBConnectionObject : DBConnection
- dbConnection : IDbConnection

- dbCommand : IDbCommand

- reader : |DataReader

- Start()
- Update()
- OnApplicationQuit()

- Start()
- Update()
- OnApplicationQuit()

ThikanaBusMove3

- speed : float

+ busShouldMove : bool

+ sideChange : bool

+ returnWay : bool

+ bustype : string

- thikanaBusStation1 : GameObject

- thikanaReturnBusStation1 : GameObject
+ dBConnectionObject : DBConnection
- dbConnection : IDbCaonnection

- dbCommand : IDbCommand

- reader : |IDataReader

ThikanaBusMove4

- _speed : float

+ busShouldMove : bool

+ sideChange : bool

+ returnWay : bool

+ bustype : string

- thikanaBusStation1 : GameObject

- thikanaReturnBusStation1 : GameObject
+ dBConnectionObject : DBConnection
- dbConnection : IDbConnection

- dbCommand : IDbCommand

- reader : |DataReader

- Start()
- Update()
- OnApplicationQuit()

- Start()
- Update()
- OnApplicationQuit()

- horizontallnputName : string
- verticallnputName : string

- movementSpeed : float

- runSpeed : float

- walkSpeed : float

- runBuildUpSpeed : float

- runKey : KeyCode

- slopeForceRayLength : float
- jumpFallOff : AnimationCurve
- jumpMultiplier : float

- jumpKey : KeyCode

- isJumping : bool

- controller : CharacterController

- Awake()

- Update()

- PlayerMovement()

- SetMovementSpeed()
- OnSlope()

- Jumplnput()

- JumpEvent()

PlayerLook

- mouseXInputName : string
- mouseYInputName : string
+ mouseSensitivity : float

- playerBody : Transform

- XAxisClamp : float

- Awake()

- Update()

- CameraRotation()

- ClampXAxisRotationToValue()
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DBC:

Courses

+ dBConnectionObject : DBConnection
- dbConnection: IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- yourNamesString : string

- varsityNameString : string

- departmentNameString : string

- idNumberString: string

- slatus : string

- yourNameText : Text

- profileNameText : Text

- showNameText : Text

- showVarsityNameText : Text

- showDepartmenthameText : Text

- showldNumberText : Text

- entryPanel : GameObject

- player : GameObject

- playerCamera : GameObject

- informationProfilePanel : GameObject
- semestersPanel : GameObject

- semesterOverviewPanel : GameObject
- semesterStatus : SemesterStatus

+ Submillnformation()
+ ShowMylnformation()
- LoekCursor()

PickUpThings

+items : List<slring>

- itemsPanel : GameObject

- picked|DText : GameObject

- pickedBagText : GameObject
- il : GameObjact

- bag : GameObjact

+ pickedID : bool

+ pickedBag * bool

+ playerTouched : bool

- StudyAreaButton : Button

- semesterStatus : SemesterStatus|

- Update()
- OnTriggerEnter()
- OnTriggerExit()

MarksCalculation

+ dbConnectionObject : DBConnection
- dbConnection : IDbCoNhECtion
- dbCGommand : IDbCommand

- reader : IDataReader

- attendanceMarks : float

- updateAtiandanceMarks : bool
- percentage : float

- score : float

- marks : float

- assignmentAvg : float

- presentationAvg : float

- quizivg : float

+ AttendanceMarksCalculation()

+ AssignmentMarksCalculation()

+ PresentationMarksCalculation()
+ QuizhMarksCaleulation()

+ MidAndFinalMarksCaleulation()
+ MarksCalculationInividualt)

- AssignmentMarksDistribution()

- PresentationMarksDistribution()
- QuizMarksDistribution()

- MidMarksDistribution()

- FinalMarksDistribution ()

+ courses ; Courses

+ studyArea : StudyArea

- semestersPanel : GameObject

+ whichSemesterClicked : int

- semesterOverviewPanel - GameObject
- SemesterCoursesPanel : GameObiject
- CourseViewPanel : GameQbject

+ OpenSemester()

OpenGate

- entryGate : Animator

- OnTriggerStay()

CursorControl

- player : GameObject
- MenuPanel : GameObject

+ FreezePlayer()
+ FreePlayer()

BuyTicket

- buyTicketPanel : GameObject

- ticketBaughtPanel : GameObject
- fare : float

+ hasTicket : bool

+ first ; bool

- panelOpen * bool

- ticketPriceText : Text

+ ticketType : string

- ticket TypeUpDown : string

- transaction : Transaction

+ dBConnectionObject : DBConnection
- dbGonnection: IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- Starl()

- OnTriggerEnter()
- Update(}

- OnTriggerExit()

- DisplayMessagea()

+courses ; Courses

- profileNameText : Text

- PerSpendText : Text

- MaxSpendDayText : Text
- SpentTodayText : Text

- TotalSpendText : Text

- RecommendedTimeRegularStudyText : Text

- SpentTimeRegularStudyText : Text
- SpentTodayRegularStudyText : Text
- SpentTodayAssignmentText : Text

- Recommended TimeAssignment] Text ! Text

- SpentTimeAssignment1Text : Text

- RecommendedTimeAssignment2 Text : Text

- SpentTimeAssignment2Text : Text

- RecommendedTimeAssignmeni3Texi : Text

- SpentTimeAssignment3Text : Tex!
- SpentTodayPresentationText : Text

- RecommendedTimePresentation Text : Text

- SpentTimePresentation 1Text : Text

- RecommendedTimePresentation2Text : Text

- SpentTimePresentation2Text : Text
- SpentTodayQuizText ; Text

- RecommendedTimeQuiz1Text : Text
- SpentTimeQuiz1Text : Text

- RecommendedTimeQuiz2Text : Text
- SpentTimeQuiz2Text : Text

- RecommendedTimeQuiz3Text : Text
- SpentTimeQuiz3Text : Text

- SpentTodayMidText - Text

- RecommendedTimeNidText ; Text
- SpentTimeMidText - Text

- SpentTodayFinalText : Text

- RecommendedTimeFinalText : Text
- SpentTimeFinalText : Text

- AttendenceText : Text

- PresentationAvgText : Text

- Presentation Text : Text

- Presentation2Text : Text

- AssignmentAvgText : Text

- Assignment Text : Text

- Assignment2 Text : Text

- Assignment3Text : Text

- QuizAvgText : Text

- Quiz1Text : Text

- Quiz2Text : Text

- Quiz3Text : Text

+ MidText : Text

- FinalText : Text

- TotalText : Text

- PointText : Text

- GradeText : Text

- Course!Text : Text

- Code1Text : Text

- Credit1Text : Text

- Course2Text : Text

- Code2Text : Text

- Credit2Text : Text

- CoursedText : Text

- Code3Text : Text

- Credit3Text - Text

- CoursedText : Text

- CodedText : Text

- Creditd Text : Text

- Course5Text : Text

- CodeSText : Text

- Credit5Text : Text

- CourseBText : Text

- Code8Text : Text

- CreditBText : Text

- Course7 Text : Text

- Code7Text : Text

- Credit7Text : Text

- Coursel StudyAreaText : Text
- Course2StudyAreaText : Text
- Course3StudyAreaText * Text
- Course4 StudyAreaText * Text
- Course5StudyAreaText : Text
- CourseGStudyAreaText : Text
- Course7 StudyAreaText : Text
- perSpend : float

- maxSpendDay : float

- spentTaday : float

- totalSpend - float

- spentTimeRegularStudy : float
- spentTimeAssignment1 : float
- spentTimeAssignment? : float
- spentTimeAssignment ; float
- speniTimePresentation : float
- spentTimaPresentation? - float
- spentTimeQuiz1 : float

- spentTimeQuiz2 : float

- spentTimeQuiz3 : float

- spentTimeMid : float

- spentTimeFinal : float

- spentTodayRagularStudy : float
- spentTodayAssignment : flaat
- spentTodayPresentation * float
- spentTadayQuiz  float

- spentTodayMid : float

- spentTodayFinal : float

- semTotalCourses : int
+id_card ; string

+ path: string

- dbConnection : IDbConnection
-dbCommand : IDbCemmand

- reader: IDataReader
-entryPanel : GameObject

- player : GameObject

- playarCameara : GamaQbjact

+ studyArea : StudyArea

- dBConnection : DBConnection

- dbConnection : IDbCahnection
- dbCommand : IDbCommang

- reader : IDataReader

- path - string

- GENERAL : float

- CORE : float

- LAB : float

- panel : GameObject

- panel1 : GameObject

- panel2 : GameObject

- panel3 : GameObiject

- panel4 : GameObject

- panel5 : GameObject

- panel6 : GameObject

- panel7 : GameObject

- courseViewPanel : GameObject
- SemesterCoursesPanel : GameObject
- classRautinePanel : GameObject
- FeesPanel : GameObject

- examPanel ; GameObject

+ semasterTotalCourses : int

+ DetermineSemesterCourses()
+ AppearCoursesPanel()

- HideCoursePanel()

+ PanelCourseYiewButton()

+ CoursesButton()

+ CourseCode()

+ GourseName()

+ GourseGradit()

+ CaleulateFees()

BusStartPoint

- thikanaBusStation2 : Transform
- thikanaBus1 : GameObjact

- thikanaBus2 : GameObject

- thikanaBus3 : GameCbject

- thikanaBusd : GameCbject

+ tauched1 : baol

+ tauched? : bool

+ toucheds ; bool

+ touched4 : bool

+ dBConnectionObject : DEConnection
- dbConnection: IDbConnection
- dbCommand : IDbCommang

- reader : IDataReader

- Stantf)
- OnTriggerEnter()

BusEndPoint

- player : GameObject

- playerCamera : GameObject

- getDownFromBusPaint : Transform
- downFromBus : boal

- thikanaBus1 : Transform

- thikanaBus2 : Transform

- thikanaBus3 : Transform

- thikanaBusd : Transform

- thikanaBusStation3 : Transform

+ tauched1 : bool

+ tauched? : bool

+ toughed3 ; bool

+ touched4 : bool

+ dBConnectionObject : DECennection
- dbConnection: IDbCaonnection

- dbCGommand : IDbCommanel

- reader ; IDataReader

~Stantf)

- Update(}

- OnTriggerEnter()

- PassengerGetDownFromBusf)

BusFinalEndPoint

- thikanaReturnBusStation1 : GameObject
- thikanaBus1 : GameObiect

- thikanaBusZ2 : GameObject

- thikanaBus3 : GameObject

- thikanaBus4 : GameObjact

+ dBConnectionObject : DBConnection

- OnTriggerEnter()

BusFinalEndPointReturn

- thikanaBusStation1 : Transform

- thikanaBus1 ; GameObjact

- thikanaBus2 : GameObject

- thikanaBus3 : GameObject

- thikanaBus4 : GameObject

+ dBConnetionObject : DBConnection

~OnTriggerEnter()

- Start()

+ ReadDatabase()

+ UpdateDatabase()
+ InsertToDatabase()
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Fees

+ dBConnectionObject : DBConnection
- dbConnection: IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- path : string

- MidAmountText : Text

- FinalAmountText : Text

- MidPayButtonText : Text

- FinalPayButtonText : Text

- MidPayButton : Button

- FinalPayButton : Button

- FeesButton : Button

- midAmount : float

- finalAmount : float

- FeesPanel : GameObject

- transaction : Transaction

- classRoutinePanel : GameObject

- SemesterCoursesPanel : GameObject
- courseViewPanel : GameObject

- studyArea : StudyArea

+ PayFees()
+ ShowFees()

ClassRoutine

ClassActivities

+ dBConnectionObject : DBConnection
- dbConnection: IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- TodayClassActivityPanel : GameObject
- Activity TypeText : Text

- FToDoActivityText : Text

- semester : int

- course : int

- activityAvailable : bool

- activityCaptured : bool

- marksCalculation : MarksCalculation
- courses : Courses

- semesterSchedules : SemesterSchedules
- assignmentiDay : int

- assignment2Day : int

- quiz1Day : int

- presentation1Day : int

- assignment3Day : int

- quiz2Day : int

- presentation2Day : int

- quiz3Day : int

- Update()
- ActivitySchedule()

EnterHome

- interactionNoticePanel : GameObject
- playerTouched : bool

- entryPosition : GameObject

- player : GameObject

- cursorControl : CursorControl

+ OnTriggerEnter()
+ OnTriggerExit()
+ Update()

+ WaitFreeze()

- classRoutinePanel :

- SemesterCoursesPanel : GameObject

GameObject

- courseViewPanel : GameObject

- FeesPanel : GameObject

- examPanel ; GameObject

- studyArea : StudyArea

- Course1RoutinePanel : GameObject
- Course2RoutinePanel : GameObject
- Course3RoutinePanel : GameObject
- Course4RoutinePanel : GameObject
- Course5RoutinePanel : GameObject
- CourseBRoutinePanel : GameObject

- Course1Code : Text
- Course2Code : Text
- Course3Code : Text
- Course4Code : Text
- Course5Code : Text
- Course6Code : Text

- Course1Day1Room :
- Course2Day1Room :
- Course3Day1Room :
- Course4Day1Room :
- Course5Day1Room :
- Course6Day1Room :
- Course1Day1Name :
- Course2Day1Name :
- Course3Day1Name :
- Course4Day1Name :
- Course5Day1Name :
- Course6Day1Name :

- Course1Day1Time :
- Course2Day1Time :
- Course3Day1Time :
- Course4Day1Time :
- Course5Day1Time :
- CourseBDay1Time :

- Course1Day2Room :
- Course2Day2Room :
- Course3Day2Room :
- Course4Day2Room :
- Course5Day2Room :
- Course6Day2Room :
- Course1Day2Name :
- Course2Day2Name :
- Course3Day2Name :
- Course4Day2Name :
- Course5Day2Name :
- CoursebDay2Name :
- Course6Day2Name :

- Course1Day2Time :
- Course2Day2Time :
- Course3Day2Time :
- Course4Day2Time :
- Course5Day2Time :
- Course6Day2Time :
- courses : Courses

Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text
Text

- dbConnection: IDbConnection
- dbCommand : IDbCommand
- reader : IDataReader

- path: string
- code1 : string

Result

- dbCennection: IDbConnection

- dbCommand : IDbCommand

- reader : IDataReader

- courses : Courses

- semesterDropdown : Dropdown

- total : float

- sgpa : float

- gpa : float

- gpal: float

- gpa2 : float

- gpa3d : float

- gpa4 : float

- gpa5 : float

- gpab : float

- sgrade : string
- grade : string
- code : string

- Course1Panel

- Course3Panel

- Course5Panel

: GameObject
- Course2Panel :

GameObject

: GameObject
- Course4Panel :

GameObject

: GameObject
- Course6Panel :

GameObject

- FinalPanel : GameObject
- ResultPanel : GameObject

- Code1Text : Text
- Name1Text : Text
- GPA1Text : Text

- Grade1Text : Text
- Credit1Text : Text
- Code2Text : Text
- Name2Text : Text
- GPA2Text : Text

- Grade2Text : Text
- Credit2Text : Text
- Code3Text : Text
- Name3Text : Text
- GPA3Text : Text

- Grade3Text : Text
- Credit3Text : Text
- CodedText : Text
- Name4Text : Text
- GPA4Text : Text

- Grade4Text : Text
- Credit4Text : Text
- CodeS5Text : Text
- Name5Text : Text
- GPASText : Text

- Grade5Text : Text
- CodeBText : Text
- Name6BText : Text
- GPABText : Text

- GradeBText : Text
- Credit6Text : Text
- SGPAText : Text

- GradeText : Text

- countCourse : int

+ ShowClassRoutine()

- PanelAppearance()
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- Start()

+ ResultPublicationCheck()

- SemesterResult()

- GPACount()

- Grade()

- PanelAppearance()

- HideCoursePanel()

+ ResultPanelActive()
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4.2 Game Data Storage

[ Courses R ( CourseStudy A ( SemesterSchedules A
course_code : varchar(10) sem no :int current_semester : int
course_name : varchar(30) course no :int registration_start _day : int
credit : float per_spend : float registration_end_day : int
semester no : int max_spend_per day : float semester_start day : int
course_no : int regular_study : float semester_end_day : int
\type - text y assignment1 : float registration : numeric
assignment? : float class_activity : text
- oSN ~ assignment3 : float mid_start_day : int
presentation1 : float mid_finish_day : int
course : int presentation2 : float final_start_day : int
course_code : varchar(10) quiz1 : float \ final_finish_day : int )
attendence : float quiz2 : float
presentation_avg : float quiz3 : float
presentation1 : float mid : float
presentation2 : float final - float
assignment_avg : float spent_today : float 4 Bus N
ezl C LR total_spent : float busShouldMove : numeric
assignment2 : float total_spent_regular : float sideChange : numeric
assignment3 : float total_spent_assignment1 : float returnWay : numeric
quiz_avg : float total_spent_assignment2 : float bustype : text
quiz1 : float total_spent_assignment3 : float firstStation : numeric
qUﬁZZ : float total_spent_presentation1 : float secondStation : numeric
quiz3 : float total_spent_presentation2 : float thirdStation : numeric
rTIid : float total_spent_quiz1 : float touchedStart : numeric
final : float . total_spent_quiz2 : float thikanaSit : numeric
| Semester : int ) total_spent_quiz3 : float touchedEnd : numeric
total_spent_mid : float positionX : real
( Profilelnformation N total _spent final : float positionY : real
e spent_today_regglar_study : float positionz :real
LT e spentﬁtodayfasmgnme.nt : float bL.ISNO int . .
va_rsityfname T spent_today_prgsgntatlon : float \ thikanaPassengersPoint : numeric
department_name : varchar(50) spent_today_qglz - float
status : varchar(10) spentﬁtodayfmld - float
. J \spentftodayjlnal : float )
( ClassRoutine N
(d int R | C ExamSchedules ) Semester :tim
ay :in course : in
daz_name - text semester : int slot1 _room : text
hour : int course : int slo1_day : text
minute : int mid_day : int slot1_start_hour - int
second : int mid_start_hour : int slot1_start_minute - int
semester_day : int m?d_start_minutf-_‘ -t slot1:end:hour: int
funning_session : text ) mid_end_hour : "Tt_ slot1_end_minute : int
:i?:gliedliir?r:?me 2int slot2_room : text
'd Transactions N final_start_hour : int ::gg,gtaas;t- fg:r_ int
LamOU”t : real J f?nalfstartﬁminutn.e - int slot2:start:minut-e sint
S
- PickUpThings ~ roora: 1e;t : slot2_e_nd_m|nute int
id_card : numeric mid_attendance : text f;?;lussétsiﬁn - it
\bag : numeric ) kflnaljt‘fendance - text Y. \attended_session - 0 )
( PlayerLocation N ( Ticket A
positionX : real hasTicket : numeric _
positionY : real thikanaTicket : numeric C Tracking B
| positionZ : real y \ticketType s text Lactivityfcaptured . numeric J
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( ClassActivitiesSchedule h

semester : int
course : int
assignment1 : int
assignment2 : int
quiz1 :int
presentation1 : int
assignment3 : int
quiz2 :int
presentation2 : int
kquizB sint

4 SemesterStatus N

semester : int

status : text

total amount : real
registration_amount : real
mid_amount : real
final_amount : real
mid_payment : text
final_payment : text

kresultiout : numeric

4.3 Development Tools and Technologies

e Unity Game Engine (2019.3.0f6)
e C# Programming Language

e Visual Studio 2019

e DB Browser for SQL.ite
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CHAPTER 5

SYSTEM TESTING

5.1 Testing Features

Testing is much needed approach to find any kind of bugs, functionality errors or development
failures. In this project, there are different kinds of functionalities to be tested. I have tested all
functionalities to ensure whether there exists any kind of errors or not. Testing result became
positive. Here | will present half of the functionality tests only.

5.1.1 Features to be Tested

Features Description

Enter player’s name Player can enroll himself/herself as a
student of the department of Software
Engineering at Daffodil International
University.

View semester status Player can check semester status whether it
remains locked, registered or completed.

Register semester Player can register semester.

View semester courses Player can view semester courses.

Study courses Player can study courses.

Pay fees Player pays required mid-term or final-term
fees for attending exam.

View semester result Player can check semester result.

Pick up id/bag Player can pick up his/her university id card
or bag.

Enter into classroom Player can enter into classroom.

Perform presentation Player can perform presentation.

Give mid/final exam Player can give exam.
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5.2 Test Case

Test Case No- 1

Test case #1

Test case name: Enter player’s name

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 1-1-2021

Executed by: Antor

Execution date: 2-1-2021

Step Action Response Pass/Fail Comment
1 Player inputs his | Player is Pass Input box must
name in the input | registered to the not be null
box. game to play. when
registering.

Test Case No- 2

Test case #2

Test case name: View semester status

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 1-1-2021

Executed by: Antor

Execution date: 2-1-2021

Corner’ button.

whether it

remains locked,

registered

completed.

or

Step Action Response Pass/Fail Comment
1 Player clicks on | Player can check | Pass N/A
‘Education semester status

Test Case No- 3

Test case #3

Test case name: Register semester

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 1-1-2021

Executed by: Antor

Execution date: 2-1-2021

©Daffodil International University
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Step Action Response Pass/Fail Comment
1 Player clicks on | Player can Pass Sufficient
‘Register’ button. | register himself amount should
for the semester. remain in the
balance.

Test Case No- 4

Test case #4

Test case name: View semester courses

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 1-1-2021

Executed by: Antor

Execution date: 2-1-2021

Step Action Response Pass/Fail Comment
1 Player clicks on | Player can check | Pass N/A
‘Courses’ button. | registered
courses.

Test Case No-5

Test case #5

Test case name: Study courses

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 3-1-2021

Executed by: Antor

Execution date: 4-1-2021

Step Action Response Pass/Fail Comment
1 Player clicks on | Player is Pass To study
‘Study’ button. redirected to courses player
study courses must be in front
area and can of reading table.
spend time.
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Test Case No- 6

Test case #6

Test case name: Pay fees

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 3-1-2021

Executed by: Antor

Execution date: 4-1-2021

mid or final fees.

Step Action Response Pass/Fail Comment
1 Player clicks on | Player is Pass Sufficient
‘Fees’ button. redirected to amount should
payment area be in the
where he can pay balance.

Test Case No- 7

Test case #7

Test case name: View semester result

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 3-1-2021

Executed by: Antor

Execution date: 4-1-2021

Step Action

Response Pass/Fail

Comment

1 Player clicks on
‘Result’ button.

Player is Pass
redirected to
result area where
he can choose a
semester and get
result.

Result must be
published.
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Test Case No- 8

Test case #8

Test case name: Pick up id/bag

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 3-1-2021

Executed by: Antor

Execution date: 4-1-2021

Step Action Response Pass/Fail Comment

1 Player presses Player picks up Pass Id must be in
down ‘F’ from id card. the table.
keyboard.

2 Player presses Player picks up Pass Bag must be in
down ‘G’ from bag. the table.
keyboard.

Test Case No-9

Test case #9

Test case name: Enter into classroom

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 5-1-2021

Executed by: Antor

Execution date: 6-1-2021

Step Action Response Pass/Fail Comment

1 Player presses Player enters into | Pass Player must be
down ‘F’ from classroom if in front of door.
keyboard. routine matches.
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Test Case No- 10

Test case #10

Test case name: Perform presentation

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 5-1-2021

Executed by: Antor

Execution date: 6-1-2021

Step Action Response Pass/Fail Comment

1 Player presses Player performs | Pass Player must be
down ‘F’ from presentation. in the
keyboard. classroom.

Test Case No- 11

Test case #11

Test case name: Give mid/final exam

System: Game: Graduation

Sub-system: N/A

Designed by: Antor

Design date: 5-1-2021

Executed by: Antor

Execution date: 6-1-2021

Step Action Response Pass/Fail Comment

1 Player presses Player enters into | Pass Player must be
down ‘F’ from the exam hall. in front of door.
keyboard.
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CHAPTER 6

USER MANUAL

6.1 Player Name Entry
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6.2 Pick Up ID/Bag
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6.4 Player Information

File Edt Assets GameObject Component Tools

_ l Education Corner Fees Structure \ [ Result | -
= BTN = fady
Name: Antor ‘ n,vers,ty

D: 171-35-1844 » : —
i

e ) Univers!
Datfodi! ntemations

fodl

[ Semester 1 |‘ REGSTRD niversity
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6.6 Registered Courses

| My Information [ Education Comer ] [ Fees Structure J [ Result J i
e = e = o
I Courses ] Sludy Area l [ Class Routine ] I Exam Schedules Fees lty

Datfod! ternations! niversity (£
) Uit ‘

a5

T T b}

| My Information J [ EducauonComer] { Fees Structure ] [ Result ] l
[ Courses ] [ Study Area ] [ Class Routine ] [ Exam Schedules Fees ?g,% lfy

. .«vm
Dlnodﬂ e ternational Un
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6.8 Class Routine

My Information [ Education Corner [ | Fees Structure j [ Result ‘ ﬁg di
| Courses } { Study Area ] _ l Exam Schedules I Fees z;ﬁ,vé" lty

Course Code Day 1 Room Day 1 Time Slot Day 2 Room Day 2 Time Slot ey e
e .. A g e S -

T

Pz
o —

<

— il oy e
— tional Universtty o
D_Mmm-m-ﬂ =

S

\= \;
Y

My Information ' Education Comner [ | Fees Structure ] [ Result ‘ -
| PESS Daffodi
| Courses l Study Area ] I Class Routine l _ Fees ﬁ'vg ’ty

| Mid { Final } =

Wi Siwe i

L

_.‘, .
;::,:":
i

s

G

o
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[ ) |
My Information l Education Corner ‘ Fees Structure j [ Result | ff di
| Courses J | Study Area j | Class Routine ‘ [ Exam Schedules J _ Vi lty

p =
Daffod Toternations! U7

6.11 Semester Result

File Edt Assets GomeObject Component Tools Window Help

My Information l Education Comner ‘ Fees Structure ‘ [ Result | di
s ’ ’ | ity
Course Code Course Name Credit GPA  Grade
SE 111 Computer Fundamentals 3 4 A+ . . " - o

SE 112
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6.12 Buy Bus Ticket
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6.14 Enter into University
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6.16 Class Moments
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6.18 Course Marks

< My C, M:
File Edit Assets GomeObject Component Tools Window Help
»

My Information J [ Education Comer ] [ Fees Structure J [ Result J i
= == e e e qg -
I Courses ] | Study Area J [ Class Routine ] I Exam Schedules ] Fees l% lty

I Activities
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— tional Unh
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CHAPTER 7

PROJECT SUMMARY

7.1 Limitations

e Teacher names are not assigned under courses.
e Faculty information are not included.

e Player cannot retake any course individually. If player fails in any course of a semester,
he/she has to register the semester again.

e Major in Cyber Security part is not included.
e Programming contests are not included.
e This game only runs on Windows only, not made for mobile users.

7.2 Obstacles & Achievement

Obstacles:

e As | am not so well in design part, 3D model designs was tough from me.

e | had to collect right information as the game is designed for knowing about the Software
Engineering department of Daffodil International University.

Achievement:

e Implemented all the requirements successfully.
e Pleased with the game design.

7.3 Future Improvement

e Android version of this game will be revealed.

e Faculty information will be included.

e Retake systems will be added.

e Teacher names will be assigned under each course.
e Major in cyber security part will be included.

e Events will be added such as programming contests.
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7.4 GitHub Link

https://qgithub.com/MazharulAntor/My-University-Life.qgit

7.5 References

e Unity Asset Store - The Best Assets for Game Making

e Mixamo

e Textures for 3D, graphic design and Photoshop!

e Free 3D Models | CGTrader

e Unity - Manual: Unity User Manual (2019.3) (unity3d.com)
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https://docs.unity3d.com/2019.3/Documentation/Manual/index.html
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Diagram for "Go to sleep” 66 [ CHAPTER 1 INTRODUCTION 1.1 Project Ovelrview
"Game: Graduation” |5 a game runs gn windows platform. When entering the
game for the first time game player will notice an input box to register his/her
name. He will be registered as a student of Software Engineering department at
Daffodil International University, There are twelve levels/semester in the game.
You have to pass a semester to enter into next semester. Under each semester
player can view his/her registered courses, semester class routine, exam
schedule. For attending mid/final player has to pay required fees from fees
section. In study section, player can study courses. Course studies will affect
his/her semester results. Player has to attend classes to submit assignment,
perform presentation or give quiz. Player can sleep for given hours to pass
his/her game time quickly. University is far away from home, so player can use
bus as transportation medium. Also player can overview the fees structure of the
department. While playing the game, player can feel the graduation experiences
of hisfher department. 1.2 Project Purpose This game provides the best
graduation experiences. User can get overall idea about the curriculum systems
of Software Engineering department. He/she can gather fees related idea, which
courses are taught in which semester. He will be able to get an idea about course
activities, marks distribution. Hefshe will be able to know about class time
allotment and class frequencies in a week, Furthermore, it is @ game of learning
with enjoyment for a newcomer student. 1.2.1 Background Students should
know about his/her department’s curriculum activities, fees structure, class time
allotment, class frequencies per week, marks distribution, assigned courses, etc.
Therefore, there should exist such a game by playing which hefshe can gather
enough knowledge about these things, Before admitting to the department, a
newcomer can gather overall knowledge easily. He/she is playing the game and
learning everything with a fun mode. It is the main reason behind this game
project. 1.2.2 Benefits and Beneficiaries By playing this game, a newcomer
student will be able to get an overall idea about the department’s teaching
procedures. In addition, those students who are planning to admit in Software
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Engineering department will be benefited mostly. 1.2.3 Goal Qur main goal is to
provide the newcomer student proper knowledge about the Software Engineering
department with an enjoyable way while he/she is playing the game. 1.3
Stakeholders In this project stakeholders are: 1. Project supervisor 2. Project
developer 3. Users (playing the game) 1.4 Proposed System Model When
developing a game, a model should be followed by the developer. In my case, 1
have followed spiral model to fulfill the project demand. I have to design the
game scenario at first. After putting the scenario in the game, I must need the
player to interact with the environment or other game functions. After completing
coding part, there comes testing part whether the game is progressing or not.
Then Ewvaluation matters most whether I will go with the game progress whatever
I have done till now. This cycle happens repeatedly because when developing a
game you need to go back for any design or coding correction. After final
evaluation, you can declare the end of the project. Eigure 1.1: Spiral model 1.5
EBroiect Schedule Project schedule means an overall idea about the project
processing time from start to end. To complete the project effectively there
should exist a time schedule otherwise progressing will be halt. 1.5.1 Gantt Chart
Weeks + Works| 123456789 1011 12 13 14 15 16 Project Planning
Requirement Collection Requirement Analysis Feasibility Study UML Diagrams
Design Implementation Testing Evaluation Documentation Figure 1.2: Gantt chart
CHAPTER 2 SOFTWARE REQUIREMENTS SPECIFICATION 2.1 Software
Bequirements Specification Software prequirement specification describes how a
software system needs to be developed. In many cases, it prevents project
failure. It provides a detailed overview of the menticned product and targeted
audience, goals. It includes all functionalities and features of a product which
need to be fulfilled as per as stakeholder needs. 2.2 Functional Requirements FR-
01 Enter player's name Description Player can register hisfher game name when
first entering the game. Stakeholders Player Priority Medium FR-02 Check
player’s information Description Player can check his/her information such as
his/her name, id number, department and university name. Stakeholders Player
Priority Low FR-03 View semester status Description Player can check locked
semester, or which semester he/she has completed or registered. Stakeholders
Flayer Priority High FR-04 Register semester Description Player can register
semester within deadline. Stakeholders Player Friornity High FR-05 View semester
courses Description Player can view semester courses. Stakeholders Player
Priority Medium FR-06 View course marks Description Player can view course
marks. Stakeholders Player Priorty Medium FR-07 Study courses Description
Player can study assigned courses for running semester. Stakeholders Player
Priority High FR-08 View class routine Description Player can check class routine.
Stakeholders Player Priority High FR-09 Pay fees Description Player can pay mid-
term and final-term fees. Stakeholders Player Priority Medium FR-10 View exam
schedules Description Player can check mid and final exam schedules to attend
the exam in time. Stakeholders Player Priority High FR-11 View semester result
Description Player can check published semester result. Stakeholders Player
Priority Low FR-12 View fees structure Description Player can check fees
structure determined by the department. Stakeholders Player Prionty Low FR-13
Pick up id/bag Description Player can pick up his/her id and bag from his/her
reading table. Stakeholders Player Priority Low FR-14 Buy bus ticket Description
Flayer can buy bus ticket from bus counter. Stakeholders Flayer Priority Low FR-
15 Take a seat on bus Description Player can enter into bus and take a seat if
he/she has a ticket. Stakeholders Player Priority Low FR-16 Enter into university
Description Player can enter into university if he/she has id card. Stakeholders
Player Priority Low FR-17 Enter into classroom Description Player can enter into
classroom matching class routine. Stakeholders Player Priority Medium FR-18
Perform presentation Description Flayer can perform presentation if available on
that day. Stakeholders Player Priority High FR-19 Submit assignment Description
Player can submit assignment if available on that day. Stakeholders Player
Priority High FR-20 Give quiz Description Flayer can give quiz if available on that
day. Stakeholders Player Priority High FR-21 Give mid/final exam Description
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Player can give mid/final exam according to given schedule. Stakeholders Player
Priority High FR-22 Go to sleep Description Player can sleep for given hours such
as six, four, two or one hour. Stakeholders Player Priority Low 2.3 Non-Functional
Beguirements 2.3.1 Frames rate ? The game is easily playable at 30 FPS (frame
per second). ? Frames dropping are not occurring when playing the game. 2.3.2
Usability ? Every functions are workable when player interacts. 7 User
experiences 30 graphics in the game. 2.3.3 Response time ? It takes less than
0.5 seconds for response when player interacts with a function. ? Player can play
the game with a relax mode with great response time. 2.3.4 Required resources
? The game is playable with minimum of one GB RAM. ? This game does not take
more than five to six GB. ? This game does not take too much graphics space.
2.3.5 Platform ? This game is made for windows platform only. 2.3.6
Maintainability ? The game is overlooked twice per week to find any kind of bugs
or functional failures. 2.3.7 Safety ? The game does not harm user’s health and
eyes. 7 This game does not show such things, which can have negative impacts
to society. CHAPTER 3 SYSTEM ANALYSIS 3.1 Use Case Diagram Figure 3.1: Lse
Cage Diggram 3. 2 Use Case Descripfion Use Case Mo. 01 Use Cage Name Enter
player's name Goal Player can register hiz/her name. Preconditions Player has to
open the game. Success End Condition Flayer can enroll himselffherself as a
student of the department of Software Engineering, at Daffodil International
University. Failed End Condition Player cannot enrcll himself/herself as a student.
Primary Actors Player Secondary Actors N/A Trigger Player opens the game at
first time. Description/Main Step Action Success Scenario 1 Player opens the
game at first time. 2 Flayer gets the input box for entering his/her name. 3

Player puts his/her name and register himself/herself. Alternative Step Branching

Action Flows 13 N/A Quality Step Requirement BEeguirements 1 N/A Use Case
Mo, 02 Use Case Name Check player's information Goal Player can check his/her
information. Preconditions Player has to play the game. Success End Condition
Player can check his/her information. Failed End Condition Flayer cannot check
hisfher information. Primary Actors Player Secondary Actors N/A Trigger Player
clicks on *‘My Information” button. Description/Main Step Action Success Scenario
1 Player clicks on "My Information” button. 2 Player views his/her information.
Alternative Step Branching Action Flows 1a M/A Quality Step Requirement
Bequirements 1 N/A Use Case No. 03 Use Case Name View semester status Goal
Flayer can check locked semester, or which semester he/she has completed or
registered. Preconditions Player has to play the game. Success End Condition
Flayer can check semester status whether it remains locked, registered or
completed. Failed End Condition Player cannot check semester status. Primary
Actors Player Secondary Actors N/A Trigger Player clicks on "Education Corner’
button. Description/Main Step Action Success Scenario 1 Player clicks on
'Education Corner’ button. Z Flayer views semester status Alternative Step
Branching Action Flows 13 N/A Quality Step Requirement Bequirements 1 M/A
Use Case No. 04 Use Case Mame Register semester Goal Player can continue
hiz/her studies. Preconditions Registration date must be opened. Success End
Condition Player can register semester. Failed End Conditicn Player cannot
register semester. Primary Actors Player Secondary Actors N/A Trigger Player
clicks on "Register’ named button. Description/Main Step Action Success Scenario
1 Player clicks on 'Register’ named button. 2 Player is registered for this
semester. 3 Player can continue hisfher studies. Alternative Step Branching
Action Flows 13 N/A Quality Step Requirement BEeguirements 1 N/A Use Case
Mo, 05 Use Case Mame View semester courses Goal Player can check which
courses are assigned for the semester. Preconditions Semester must be
registered. Success End Condition Player can view semester courses. Failled End
Condition Player fails to view semester courses. Primary Actors Player Secondary
Actors N/A& Trigger Player clicks on "Courses’ button. Description/Main Step Action
Success Scenario 1 Player clicks on "Courses” button. 2 Player views semester
courses. Alternative Step Branching_Action Flows 1a N/A Quality Step
Requirement Reguirements 1 W8 Use Case No. 06 Use Case Name \View course
marks Goal Player can check course marks. Preconditions Semester must be
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registered. Success End Condition Player wviews course marks. Failed End
Condition Player fails to view course marks. Primary Actors Player Secondary
Actors MfA Trigger Player clicks on "Wiew' button inside of "Courses’ area.
Description/Main Step Action Success Scenario 1 Player clicks on "View” button
inside of "Courses’ area. 2 Player views course marks such as attendance, three
assignments, two presentations, three quizzes, mid, final. Attendance,
assignments, presentations, mid and final marks are viewable after semester

result. Alternative Step Branching_Action Flows 1a M/A Quality Step Requirement
Bequirements 1 N/A Use Case No. 07 Use Case Name Study courses Goal Player
can study assigned courses for running semester. Preconditions Semester must
be registered and running. Success End Condition Flayer can study courses.
Failed End Condition Flayer cannot study courses. Primary Actors Player
Secondary Actors N/& Trigger Player clicks on "Study” button inside of "Study
Area’. Description/Main Step Action Success Scenario 1 Player clicks on "Study”
button inside of "Study Area’. 2 Then player can see different types of category of
studying named as "Regular study’, "Prepare assignment’, 'Presentation
preparation’, "Quiz study’, "Mid-term study” and 'Final-term study’. 3 Flayer
spends time on a category clicking on ‘Spend’ button until per day maximum

spend time not crossed. Alternative Siep Branching Action Flows 13 N.u"ﬁ. ng lin'

Step Requirement Regquirements 1 Player cannot spend mgpsthan aiea e per
day. Use Case No. 08 Use Case Name View class routine G javascript: vold(ﬂ) ke

class routine. Preconditions Semester must be registered. Success End Condition
Player can check class routine. Failed End Condition Player fails to check class
routine. Primary Actors Player Secondary Actors N/A Trigger Player clicks on
'Class Routine” button. Description/Main Step Action Success Scenario 1 Flayer
clicks on "Class Routine’ button. 2 Player checks class routine. Alternative Step
Branching Action Flows 1a N/A Quality Step Requirement Use Case No. 09 Use
Case Mame Pay fees Goal Player can pay mid-term and final-term fees.
Preconditions Semester must be registered. Success End Condition Player can
successfully pay required fees. Failed End Condition Player fails to pay required
fees. Primary Actors Player Secondary Actors NfA Trigger Player clicks on "Fees’
button. Description/Main Step Action Success Scenario 1 Player clicks on "Fees’
button. 2 Player pays required mid-term or final-term fees for attending exam.
Alternative Step Branching Action Flows 13 N/A Quality Step Requirement
Bequirements 1 Flayer has to pay exact given amount, Use Case No. 10 Use
Case Mame View exam schedules Goal Player can check mid-term and final-term
exam schedules. Preconditions Semester must be registered. Success End
Condition Player can successfully view exam schedules. Failed End Condition
Player fails to view exam schedules. Primary Actors Player Secondary Actors N/A
Trigger Player clicks on "Exam Schedules” button. Description/Main Step Action
Success Scenario 1 Flayer clicks on "Exam Schedules’ button. 2 Player checks
mid-term or final-term exam schedules. Alternative Step Branching Action Flows
1a NfA Quality Step Requirement Use Case Mo, 11 Use Case Name View
semester result Goal Player can check semester result. Preconditions Semester
must be completed. Success End Condition Player can successfully check result.
Failed End Condition Flayer cannot check result. Primary Actors Player Secondary
Actors N/A Trigger Player clicks on "Result’ button. Description/Main Step Action
Success Scenario 1 Player clicks on "Result” button. 2 Player chooses semester
from dropdown list. 3 Flayer gets the result. Alternative Step Branching Action
Flows 13 N/A Quality Step Requirement Reguuements 1 If semester is not
completed, result will not be shown. Use Case Mo. 12 Use Case Name View fees
structure Goal Player can check fees structure. Preconditions Player has to play
the game. Success End Condition Player can successfully check fees structure.
Failed End Condition Player cannot check fees structure. Primary Actors Player
Secondary Actors M/A Trigger Player clicks on "Fees Structure” button.
Description/Main Step Action Success Scenario 1 Player clicks on "Fees Structure”
button. 2 Flayer views fees structure determined by the department. alternative
Step Branching Action Flows 1a NfA Quality Step Requirement Use Case Mo. 13
Use Case Name Pick up id/bag Goal Player can pick up his/her university id card
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or bag. Preconditions Blayer has to play the game. Success End Condition Player
can successfully pick up his/her id/bag. Failed End Condition Player cannot pick
up id/bag. Primary Actors Player Secondary Actors N/A Trigger Player presses
down 'F’ keyword or "G" keyword from keyboard. Description/Main Step Action
Success Scenario 1 Player presses down 'F" keyword and 'G” keyword from
keyboard. 2 Player picks up id and bag respectively. Alternative Step Branching,
Action Flows 13 N/A Quality Step Requirement Bequirements 1 WA Use Case
Mo. 14 Use Case Name Buy bus ticket Goal Player can buy bus ticket from
counter. Preconditions Player has to stand in front of ticket counter. Success End
Condition Player can successfully buys ticket. Failed End Condition Player cannot
buy ticket for not having sufficient money. Primary Actors Player Secondary
Actors NSA Trigger Player presses down 'F’ keyword from keyboard.
Description/Main Step Action Success Scenarno 1 Player presses down 'F" keyword
from keyboard. 2 Player buys up/down ticket. Alternative Step Branching &ction
Flows 1a N/A Quality Step Reguirement Use Case No. 15 Use Case Name Take a
geat on bus Goal Flayer can get into the bus and take seat. Preconditions Player
has to stand in front of bus door. Success End Condition Player can successfully
get into the bus take a seat. Failed End Condition Player cannot get into the bus
take a seat. Primary Actors Player Secondary Actors N/A Trigger Player presses
down 'F’ keyword from keyboard. Description/Main Step Action Success Scenario
1 Player presses down "F" keyword from keyboard. 2 Player enters into the bus
and takes a seat. Alternative Step Branching Achion Flows 13 N/fA Qualiby Step
Requirement Eeguirements 1 Without g bus ticket, player cannot enter into the
bus. Use Case No. 16 Use Case Mame Enter into university Goal Player can enter
into university. Preconditions Player has to stand in front of university gate.
Success End Condition Player can enter into the university. Failed End Condition
Player cannot enter into the university. Pimary Actors Player Secondary Actors
M/A Trigger Player presses down 'F keyword from keyboard. Description/Main
Step Action Success Scenario 1 Player presses down 'F' keyword from keyboard.
2 Player enters into the umiversity. Alternative Step Branching Sction Flows 13
N/A Quality Step Requirement Bequirements 1 Player must have id card to enter.

Use Case No. 17 Use Case Mame Enter into classroom Goal Player can enter into
classroom. Preconditions Player has to stand before classroom door. Success End
Condition Player can enter into the classroom. Failed End Condition Player cannot
enter into the classroom. Primary Actors Player Secondary Actors NfA Trigger
Player presses down 'F’ keyword from keyboard. Description/Main Step Action
Success Scenario 1 Player presses down 'F’ keyword from keyboard. 2 Player
enters into the classroom. Alternative Step Branching Action Flows 13 N/A

Quality Step Requirement Bequirements 1 Player must match class routine to
enter. Use Case No. 18 Use Case Name Perform presentation Goal Player can

perform presentation. Preconditions Player has to attend the presentation class.
Success End Condition Player can successfully perform presentation. Failed End
Condition Player fails to perform presentation. Primary Actors Flayer Secondary
Actors NSA Trigger Flayer presses down 'F’ keyword from keyboard.
Description/Main Step Action Success Scenario 1 Player presses down 'F’ keyword
from keyboard. 2 Flayer performs presentation. Alternative Step Branching
Action Flows 13 N/A Quality Step Requirement Beguirements 1 N/A Use Case
Mo. 19 Use Case Name Submit assignment Goal Player can submit assignment.
Preconditions Player has to attend the assignment submission class. Success End
Condition Player can successfully submit assignment. Failed End Condition Flayer
fails to submit assignment. Primary Actors Player Secondary Actors NJA Trigger
Player presses down 'F’ keyword from keyboard. Description/Main Step Action
Success Scenario 1 Player presses down 'F’ keyword from keyboard. 2 Player
submits assignment. Alternative Step Branching Action Flows 13 N/A Quality

Step Reguirement Bequirements 1 M/8 Use Case MNo. 20 Use Case Name Give
quiz Goal Player can give quiz. Preconditions Flayer has to attend the quiz class.

Success End Condition Player can successfully give guiz. Failed End Condition
Player fails to give quiz. Primary Actors Player Secondary Actors N/A Trigger
Player presses down 'F’ keyword from keyboard. Description/Main Step Action
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Success Scenarie 1 Player presses down 'F' keyword from keyboard. 2 Player
gives quiz. Alternative Step Branching Action Flows 13 N/A Quality Step
Requirement Beguirements 1 N/& Use Case Mo. 21 Use Case Name Give
mid/final exam Goal Flayer can give exam. Preconditions Flayer has to attend the
exam room. Success End Condition Player can successfully give exam. Failed End
Condition Player fails to give exam. Primary Actors Player Secondary Actors N/A&
Trigger Player enters into the exam hall. Description/Main Step Action Success
Scenario 1 Player enters into the exam hall. 2 Player gives exam. Alternative
Step Branching Action Flows 13 N/A Quality Step Requirement Bequirements 1
Exam schedules must be matched. Use Case No. 22 Use Case Mame Go to sleep
Goal Player can go to sleep. Freconditions Player has to stand in front of bed.
Success End Condition Player can successfully go to sleep. Failed End Condition
Player cannot go to sleep. Primary Actors Player Secondary Actors MN/A Trigger
Player presses down "F, "G’, "H" or "’ keyword from keyboard. Description/Main
Step Action Success Scenario 1 Player presses down 'F', "G, '"H" or ']’ keyword
from keyboard. 2 Blayer sleeps for six, four, two, one hour respectively for the 'F,
"G, "H" and )" keyword. Alternative Step Branching Action Flows 13 N/A Quality
Siep Requirement Requirements 1 N/A J, 3 Activity Diggram Figure 3. 2: Activity
Digaram for "Enter player's name’ Figure 3.3: Activity Diagram for® Check player's
information” Figure 3.4: Activity Diagram for "View semester status” Figure 3.5:
Activity Diagram for *Register semester’ Figure 3.6: Activity Diagram for "View
semester courses’ Flgure 3.7 Activity Diggram for "View course marks” Elgure

3.8: Activity Digaram for "Study courses’ Eigure 3.9: Activity Diggram for "View
class routine’ Figure 3.10: Achivity Diagram for Pay fees” Figure 3.11: Activity

Diagram for "View exam schedules” Figure 3.12: Activity Diagram for "View
sem&*ter result Eilgure 3,13: activity Disgram for "Wiew fees structure” Eigurs

ram for 'Pick up id/bag” Figure 3. 15: Activity Diagram for
"Buy bus ticket” Figure 3. 16: Activity Diagram for ‘Take a seat pn bus” Figure 3.

17: Activity Diagram for ‘Enter into university” Figure 3. 18: Activity Diagram for
'Enter into classroom’ Figure 3. 19: Acbvity Disgram for ‘Perform presentation’
Eloure 3, 20: Activity Diaoram for 'Submit assignment” Elgure 3. 21: Achivity
Diagram for 'Give quiz’ Figure 3. 22: Activity Diagram for ‘Give mid/ffinal exam’
Figure 3.23: Activity Diagram for "Go to sleep” 3.4 Seguence Diagram Figure 3.
24: Sequence Digaram for "Enter player’s name’ Figure 3.25: Sequence Diagram
for "Check player’s information” Elgure 3.26: Sequence Digaram for "View
semester status” Figure 3.27: Sequence Diagram for ‘Register semester’ Figure
3.28: Sequence Diagram for "Wiew semester courses’ Figure 3.29: Sequence
Diggram for *View course marks” Ejgure 3.30: Sequence Digoram for "Study
courses’ Figure 3.31: Sequence Diggram for "View class routine” Eigure 3.32:
Sequence Diagram for *Pay fees” Figure 3.33: Sequence Diagram for "View exam
schedules’ Figure 3.34: Sequence Diagram for "View semester result’ Figure
3.35: Sequence Diggram for "View fees structure’ Figure 3.36: Sequence
Diagram for *Pick up id/bag’ Eigure 3. 37: Seguence Diagram for ‘Buy bus ticket’
Eigure 3. 38: Sequence Diagram for "Take a seat gn bus® Figure 3. 39: Sequence
Diagram for "Enter into university” Figure 3. 40: Sequence Diagram for ‘Enter
into classroom” Ejgure 3, 41: Seguence Magram for "Perform presentation’
Eloure 3, 42: Seguence Digoram for "Submit assignment” Elgure 3, 43:
Seguence Diagram for ‘Give quiz’ Figure 3. 44: Seguence Diagram for 'Give
mid/final exam” Figure 3.45: Sequence Diagram for 'Go to sleep” CHAFTER 4
SYSTEM DESIGN SPECIFICATION 4.1 Game Scripts There are more than fourty
scripts in the game. Here, I am providing some scripts. 4.2 Game Data Storage
4.3 Development Tools and Technologies ? Unity Game Engine (2019.3.0f6) ? C#

Programming Language ? Visual Studio 2019 ? DB Browser for SQLite CHAPTER 5

SYSTEM TESTING 5.1 Testing Features Testing iz much needed approach tg find
any kind gf bugs, functionality errors or development failures. In this project,
there are different kinds of functionalities to be tested. I have tested all
functionalities to ensure whether there exists any kind of errors or not. Testing
result became positive. Here I will present half of the functionality tests only.

51,1 Features to be Tested Festyres Description Enter player’s name Player can
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enrgll himself/herself as a student of the department of Software Engineering, at
Daffodil International University, View semester status Player can check semester
status whether it remains locked, registered or completed. Register semester
Player can register semester. View semester courses Player can view semester
courses, Study courses Flayer can study courses. Pay fees Flayer pays reguired
mid-term or final-term fees for attending exam. View semester result Player can
check semester result. Pick up id/bag Player can pick up his/her university id
card or bag. Enter into classroom Player can enter into classroom. Perform
presentation Player can perform presentation. Give mid/final exam Player can
give exam. 5 .2 Test Case Test C3se No- 1 Test case #1 Test case name: Enter
player's name System: Game: Graduation Sub-system: N/A Designed by: Antor
Design date: 1-1- 2021 Executed by: Antor Execution date: 2-1- 2021 Step
Action Response Pass/Fail Comment 1 Player inputs his name in l:
Player is registered to the game to play. Pass Input box must not B :
registering. Test Case Mo- 2 Test case #2 Test case name: View semester status
System: Game: Graduation Sub-system: N/& Designed by: Antor Design date:
1-1- 2021 Executed by: Antor Execution date; 2-1- 2021 Step Action Response
Pass/Fail Comment 1 Flayer clicks on "Education Corner’ button. Flayer can check
semester status whether it remains locked, registered or completed. Pass N/A
Test Case MNo- 3 Test case #3 Test case name: Register semester System: Game:
Graduation Sub-system: N/A Designed by: Antor Design date: 1-1- 2021
Executed by: Antor Execution date: 2-1- 2021 Step Action Response Pass/Fail
Comment 1 Player clicks on "Register’ button. Player can register himself for the
semester. Pass Sufficient amount should remain in the balance. Test Case No- 4
Test case #4 Test case name: View semester courses System: Game: Graduation
Sub-system: N/& Designed by: Antor Design date: 1—1— 2021 Executed by:
Antor Execubion date: 2-1- 2021 Step Action Response Pass/Fail Comment 1
Player clicks on "Courses’ button. Player can check Pass registered courses. N/A
Test Case No- 5 Test case #5 Test case name: Study courses System: Game:
Graduation Sub-system: N/A Designed by: Antor Design date: 3-1-2021
Executed by: Antor Execution date: 4-1-2021 Step Action Response Pass/Fail
Comment 1 Flayer clicks on "Study’ button. Player is redirected to study courses
area and can spend time. Pass To study courses player must be in front of
reading table. Test Case No- 6 Test case #6 Test case name: Pay fees System:
Game: Graduation Sub-system: N/A Designed by: Antor Design date: 3-1-2021
Executed by: Antor Execution date: 4-1-2021 Step Action Response Pass/Fail
Comment 1 Flayer clicks on "Fees' button. Flayer is redirected to payment area
where he can pay mid or final fees. Pass Sufficient amount should be in the
balance. Test Case No- 7 Test case #7 Test case name: View semester result
System: Game: Graduation Sub-system: N/A Designed by: Antor Design date: 3-
1-2021 Executed by: Antor Execution date: 4-1-2021 Step Action Response
Pass/Fail Comment 1 Player clicks on 'Result’ button. Player is redirected to result
area where he can choose a semester and get result. Pass Result must be
published. Test Case No- 8 Test case #8 Test case name: Pick up id/bag System:
Game: Graduation Sub-system: N/A Designed by: Antor Design date: 3-1-2021
Executed by: Antor Execution date: 4-1-2021 Step Action Response Pass/Fail
Comment 1 Player presses down 'F’ from keyboard. Player picks up id card. Pass
Id must be in the table. Z Player presses down "G’ from keyboard. Flayer picks up
bag. Pass Bag must be in the table. Test Case No- 9 Test case #9 Test case
name: Enter into classroom System: Game: Graduation Sub-system: N/&
Designed by: Antor Design date: 5-1-2021 Executed by: Antor Execution date:
6-1-2021 Step Action Response Pass/Fail Comment 1 Player presses down 'F
from keyboard. Flayer enters into Pass classroom if routine matches. Player must
be in front of door. Test Case Mo- 10 Test case #10 Test case name: Perform
presentation System: Game: Graduation Sub-system: N/& Designed by: Antor
Design date: 5-1-2021 Executed by: Antor Execution date: 6-1-2021 Step Action
Response Pass/Fail Comment 1 Player presses down 'F’ from kevboard. Player
performs Pass presentation. Player must be in the classroom. Test Case No- 11
Test case #11 Test case name: Give mid/final exam System: Game: Graduation
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Sub-system: N/A Designed by: Antor Design date: 5-1-2021 Executed by: Antor
Execution date: 6-1-2021 Step Action Response Pass/Fail Comment 1 Player
presses down 'F from keyboard. Player enters into Pass the exam hall. Flayer
must be in front of door, CHAPTER & USER MANUAL 6.1 Player Name Entry 6.2
Pick Up ID/Bag 6.3 Sleeping Area 6.4 Player Information 6.5 Semester Status 6.6
Registered Courses 6.7 Study Area 6.8 Class Routine 6.9 Exam Schedules 6.10
Fees 6.11 Semester Result 6.12 Buy Bus Ticket 6.13 Enter into Bus 6.14 Enter
into University 6.15 Enter into Classroom 6.16 Class Moments 6.17 Class Activity
Availavle 6.18 Course Marks CHAPTER 7 PROJECT SUMMARY 7.1 Limitations ?
Teacher names are not assigned under courses. ? Faculty information are not
included. ? Flayer cannot retake any course individually. If player fails in any
course of a semester, hefshe has to register the semester again. ? Major in Cyber
Security part is not included. ? Programming contests are not included. ? This
game only runs on Windows only, not made for mobile users. 7.2 Obstacles &
Achievement Obstacles: ? As 1T am not so well in design part, 30 model designs
was tough from me. 7 1 had to collect right information as the game is designed
for knowing about the Software Engineering department of Daffodil International
University. Achievement: ? Implemented all the requirements successfully, ?
Pleazed with the game design. 7.3 Future Improvement ? Android version of this
game will be revealed. ? Faculty information will be included. ? Retake systems
will be added. ? Teacher names will be assigned under 2ach course. ¥ Major in
cyber security part will be included. 7 Events will be added such as programming
contests. 7.4 GitHub Link https://github.com/Mazharuldntor/My-University-
Life.git 7.5 References 7 Unity Asset Store - The Best Assets for Game Making ?
Mixamo ? Textures for 3D, graphic design and Photoshop! ? Free 3D Models |
CGTrader ? Unity - Manual: Unity User Manual (2019.3) (unity3d.com) 7.6
Plagiarism Report Requirements 1 N/ A Requirements 1 N/ A Requirements 1 N/
A Requirements 1N/ A 123456789101112 13 14 1516 17 18192021
222324252627 268293031 323334353637 383940414243 4445 46
47484950 515253545556 575859606162636465666768697071
727374757677 78758081 825384858687 88899091
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