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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. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



V 
©Daffodil International University 

TABLE OF CONTENTS 
 

APPROVAL OF PROJECT ..................................................................................................... I 

DECLARATION OF PROJECT ............................................................................................ II 

ACKNOWLWDGEMENTS .................................................................................................. III 

ABSTRACT............................................................................................................................ IV 

LIST OF FIGURES .............................................................................................................. VII 

1. INTRODUCTION ................................................................................................................. 1 

1.1 Project Overview ............................................................................................................... 1 

1.2 Project Purpose .................................................................................................................. 1 

1.2.1 Background ................................................................................................................. 1 

1.2.2 Benefits and Beneficiaries ........................................................................................... 2 

1.2.3 Goal ............................................................................................................................ 2 

1.3 Stakeholders ...................................................................................................................... 2 

1.4 Proposed System Model ..................................................................................................... 2 

1.5 Project Schedule ................................................................................................................ 4 

1.5.1 Gantt Chart .................................................................................................................. 4 

2. SOFTWARE REQUIREMENTS SPECIFICATION ......................................................... 5 

2.1 Software Requirements Specification ................................................................................. 5 

2.2 Functional Requirements ................................................................................................... 5 

2.3 Non-Functional Requirements............................................................................................ 8 

2.3.1 Frames rate .................................................................................................................. 8 

2.3.2 Usability...................................................................................................................... 8 

2.3.3 Response time ............................................................................................................. 8 

2.3.4 Required resources ...................................................................................................... 9 

2.3.5 Platform ...................................................................................................................... 9 

2.3.6 Maintainability ............................................................................................................ 9 

2.3.7 Safety .......................................................................................................................... 9 

3. SYSTEM ANALYSIS ......................................................................................................... 10 

3.1 Use Case Diagram ........................................................................................................... 10 

3.2 Use Case Description ....................................................................................................... 12 

3.3 Activity Diagram ............................................................................................................. 23 

3.4 Sequence Diagram ........................................................................................................... 45 

4. SYSTEM DESIGN SPECIFICATION ............................................................................... 67 



VI 
©Daffodil International University 

4.1 Game Scripts ................................................................................................................... 67 

4.2 Game Data Storage .......................................................................................................... 71 

4.2 Development Tools & Technologies  ............................................................................... 72 

5. SYSTEM TESTING ............................................................................................................ 73 

5.1 Testing Features ............................................................................................................... 73 

5.1.1 Features to be Tested ................................................................................................. 73 

5.2 Test Case ......................................................................................................................... 74 

6. USER MANUAL ................................................................................................................. 79 

6.1 Player Name Entry ........................................................................................................... 79 

6.2 Pick Up ID/Bag ............................................................................................................... 80 

6.3 Sleeping Area .................................................................................................................. 80 

6.4 Player Information ........................................................................................................... 81 

6.5 Semester Status ................................................................................................................ 81 

6.6 Registered Courses .......................................................................................................... 82 

6.7 Study Area ....................................................................................................................... 82 

6.8 Class Routine ................................................................................................................... 83 

6.9 Exam Schedules ............................................................................................................... 83 

6.10 Fees ............................................................................................................................... 84 

6.11 Semester Result ............................................................................................................. 84 

6.12 Buy Bus Ticket .............................................................................................................. 85 

6.13 Enter into Bus ................................................................................................................ 85 

6.14 Enter into University ...................................................................................................... 86 

6.15 Enter into Classroom ...................................................................................................... 86 

6.16 Class Moments .............................................................................................................. 87 

6.17 Class Activity Available................................................................................................. 87 

6.18 Course Marks ................................................................................................................. 88 

7. PROJECT SUMMARY ...................................................................................................... 89 

7.1 Limitations....................................................................................................................... 89 

7.2 Obstacles & Achievement ................................................................................................ 89 

7.3 Future Improvement......................................................................................................... 89 

7.4 GitHub Link .................................................................................................................... 90 

7.5 References ....................................................................................................................... 90 

7.6 Plagiarism Report ............................................................................................................ 91 

 



VII 
©Daffodil International University 

LIST OF FIGURES 

 

Point Name of Figure Page No. 

Figure 1.1 Spiral model 3 

Figure 1.2 Gantt chart 4 

Figure 3.1 Use Case Diagram 10 

Figure 3.2 Activity Diagram for ‘Enter 

player’s name’ 
23 

Figure 3.3 Activity Diagram for ‘Check 

player’s information’ 

24 

Figure 3.4 Activity Diagram for ‘View 

semester status’ 

25 

Figure 3.5 Activity Diagram for ‘Register 

semester’ 

26 

Figure 3.6 Activity Diagram for ‘View 

semester courses’ 

27 

Figure 3.7 Activity Diagram for ‘View 

course marks’ 

28 

Figure 3.8 Activity Diagram for ‘Study 

courses’ 

29 

Figure 3.9 Activity Diagram for ‘View 

class routine’ 
30 

Figure 3.10 Activity Diagram for ‘Pay 

fees’ 
31 

Figure 3.11 Activity Diagram for ‘View 

exam schedules’ 
32 

Figure 3.12 Activity Diagram for ‘View 

semester result’ 
33 

Figure 3.13 Activity Diagram for ‘View 

fees structure’ 
34 

Figure 3.14 Activity Diagram for ‘Pick up 

id/bag’ 
35 

Figure 3.15 Activity Diagram for ‘Buy bus 

ticket’ 
36 

Figure 3.16 Activity Diagram for ‘Take a 

seat on bus’ 

37 

Figure 3.17 Activity Diagram for ‘Enter 

into university 

38 

Figure 3.18 Activity Diagram for ‘Enter 

into classroom’ 

39 

Figure 3.19 Activity Diagram for ‘Perform 

presentation’ 

40 

Figure 3.20 Activity Diagram for ‘Submit 

assignment’ 

41 



VIII 
©Daffodil International University 

Figure 3.21 Activity Diagram for ‘Give 

quiz’ 

42 

Figure 3.22 Activity Diagram for ‘Give 

mid/final exam’ 

43 

Figure 3.23 Activity Diagram for ‘Go to 

sleep’ 

44 

Figure 3.24 Sequence Diagram for ‘Enter 

player’s name’ 

45 

Figure 3.25 Sequence Diagram for ‘Check 

player’s information’ 

46 

Figure 3.26 Sequence Diagram for ‘View 

semester status’ 

47 

Figure 3.27 Sequence Diagram for 

‘Register semester’ 
48 

Figure 3.28 Sequence Diagram for ‘View 

semester courses’ 
49 

Figure 3.29 Sequence Diagram for ‘View 

course marks’ 
50 

Figure 3.30 Sequence Diagram for ‘Study 

courses’ 
51 

Figure 3.31 Sequence Diagram for ‘View 

class routine’ 
52 

Figure 3.32 Sequence Diagram for ‘Pay 

fees’ 
53 

Figure 3.33 Sequence Diagram for ‘View 

exam schedules’ 
54 

Figure 3.34 Sequence Diagram for ‘View 

semester result’ 

55 

Figure 3.35 Sequence Diagram for ‘View 

fees structure’ 

56 

Figure 3.36 Sequence Diagram for ‘Pick 

up id/bag’ 

57 

Figure 3.37 Sequence Diagram for ‘Buy 

bus ticket’ 

58 

Figure 3.38 Sequence Diagram for ‘Take a 

seat on bus’ 

59 

Figure 3.39 Sequence Diagram for ‘Enter 

into university 

60 

Figure 3.40 Sequence Diagram for ‘Enter 

into classroom’ 

61 

Figure 3.41 Sequence Diagram for 

‘Perform presentation’ 
62 

Figure 3.42 Sequence Diagram for 

‘Submit assignment’ 
63 

Figure 3.43 Sequence Diagram for ‘Give 

quiz’ 
64 



IX 
©Daffodil International University 

Figure 3.44 Sequence Diagram for ‘Give 

mid/final exam’ 

65 

Figure 3.45 Sequence Diagram for ‘Go to 

sleep’ 

66 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



1 
©Daffodil International University 

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. 
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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, I 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 Evaluation 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. 
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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 
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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. 
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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 

 



7 
©Daffodil International University 

 

 

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 

 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. 

 User experiences 3D 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. 
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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. 

 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 
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Figure 3.1: Use Case Diagram 

 

 

 



12 
©Daffodil International University 

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 

Condition 

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

Engineering at Daffodil International University. 

Failed End 

Condition 

Player cannot enroll himself/herself as a student. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player opens the game at first time. 

Description/Main 

Success Scenario  

Step Action 

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 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can check his/her information. 

Failed End 

Condition 

Player cannot check his/her information. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘My Information’ button. 

Description/Main 

Success Scenario  

Step Action 

1 Player clicks on ‘My Information’ button. 

2 Player views his/her information. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

1 N/A 
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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 

Condition 

Player 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 

Success Scenario  

Step Action 

1 Player clicks on ‘Education Corner’ button. 

2 Player views semester status 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can register semester. 

Failed End 

Condition 

Player cannot register semester. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘Register’ named button. 

Description/Main 

Success Scenario  

Step Action 

1 Player clicks on ‘Register’ named button. 

2 Player is registered for this semester. 

3 Player can continue his/her studies. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

1 N/A 
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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 

Condition 

Player can view semester courses. 

Failed End 

Condition 

Player fails to view semester courses. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘Courses’ button. 

Description/Main 

Success Scenario  

Step Action 

1 Player clicks on ‘Courses’ button. 

2 Player views semester courses. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player views course marks. 

Failed End 

Condition 

Player fails to view course marks. 

Primary Actors Player 

Secondary 

Actors 

N/A 

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

Description/Main 

Success Scenario  

Step Action 

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 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

1 N/A 
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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 

Condition 

Player can study courses. 

Failed End 

Condition 

Player cannot study courses. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘Study’ button inside of ‘Study Area’. 

Description/Main 

Success Scenario  

Step Action 

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 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

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 

Success Scenario  

Step Action 

1 Player clicks on ‘Class Routine’ button. 

2 Player checks class routine. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality Step Requirement 
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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 

Condition 

Player can successfully pay required fees. 

Failed End 

Condition 

Player fails to pay required fees. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘Fees’ button. 

Description/Main 

Success Scenario  

Step Action 

1 Player clicks on ‘Fees’ button. 

2 Player pays required mid-term or final-term fees for attending 

exam. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

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 

Success Scenario  

Step Action 

1 Player clicks on ‘Exam Schedules’ button. 

2 Player checks mid-term or final-term exam schedules. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality Step Requirement 
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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 

Condition 

Player can successfully check result. 

Failed End 

Condition 

Player cannot check result. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘Result’ button. 

Description/Main 

Success Scenario  

Step Action 

1 Player clicks on ‘Result’ button. 

2 Player chooses semester from dropdown list. 

3 Player gets the result. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can successfully check fees structure. 

Failed End 

Condition 

Player cannot check fees structure. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player clicks on ‘Fees Structure’ button. 

Description/Main 

Success Scenario  

Step Action 

1 Player clicks on ‘Fees Structure’ button. 

2 Player views fees structure determined by the department. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality Step Requirement 



18 
©Daffodil International University 

 

 

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 

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 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword and ‘G’ keyword from 

keyboard. 

2 Player picks up id and bag respectively. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can successfully buys ticket. 

Failed End 

Condition 

Player cannot buy ticket for not having sufficient money. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player presses down ‘F’ keyword from keyboard. 

Description/Main 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player buys up/down ticket. 

Alternative 

Flows 

Step Branching Action 

1a 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 

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 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player enters into the bus and takes a seat. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can enter into the university. 

Failed End 

Condition 

Player cannot enter into the university. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player presses down ‘F’ keyword from keyboard. 

Description/Main 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player enters into the university. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can enter into the classroom. 

Failed End 

Condition 

Player cannot enter into the classroom. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player presses down ‘F’ keyword from keyboard. 

Description/Main 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player enters into the classroom. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 Player 

Secondary 

Actors 

N/A 

Trigger Player presses down ‘F’ keyword from keyboard. 

Description/Main 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player performs presentation. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can successfully submit assignment. 

Failed End 

Condition 

Player fails to submit assignment. 

Primary Actors Player 

Secondary 

Actors 

N/A 

Trigger Player presses down ‘F’ keyword from keyboard. 

Description/Main 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player submits assignment. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can successfully give quiz. 

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 

Success Scenario  

Step Action 

1 Player presses down ‘F’ keyword from keyboard. 

2 Player gives quiz. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

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 

Success Scenario  

Step Action 

1 Player enters into the exam hall. 

2 Player gives exam. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

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 

Condition 

Player can successfully go to sleep. 

Failed End 

Condition 

Player cannot go to sleep. 

Primary Actors Player 

Secondary 

Actors 

N/A 

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 ‘J’ keyword. 

Alternative 

Flows 

Step Branching Action 

1a N/A 

Quality 

Requirements 

Step Requirement 

1 N/A 
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3.3 Activity Diagram 

 

Figure 3.2: Activity Diagram for ‘Enter player’s name’ 
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Figure 3.3: Activity Diagram for ‘Check player’s information’ 
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Figure 3.4: Activity Diagram for ‘View semester status’ 
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Figure 3.5: Activity Diagram for ‘Register semester’ 
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Figure 3.6: Activity Diagram for ‘View semester courses’ 
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Figure 3.7: Activity Diagram for ‘View course marks’ 
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Figure 3.8: Activity Diagram for ‘Study courses’ 
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Figure 3.9: Activity Diagram for ‘View class routine’ 
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Figure 3.10: Activity Diagram for ‘Pay fees’ 
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Figure 3.11: Activity Diagram for ‘View exam schedules’ 
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Figure 3.12: Activity Diagram for ‘View semester result’ 
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Figure 3.13: Activity Diagram for ‘View fees structure’ 
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Figure 3.14: Activity Diagram for ‘Pick up id/bag’ 
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Figure 3.15: Activity Diagram for ‘Buy bus ticket’ 
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Figure 3.16: Activity Diagram for ‘Take a seat on bus’ 
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Figure 3.17: Activity Diagram for ‘Enter into university’ 
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Figure 3.18: Activity Diagram for ‘Enter into classroom’ 
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Figure 3.19: Activity Diagram for ‘Perform presentation’ 
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Figure 3.20: Activity Diagram for ‘Submit assignment’ 
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Figure 3.21: Activity Diagram for ‘Give quiz’ 
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Figure 3.22: Activity Diagram for ‘Give mid/final exam’ 
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Figure 3.23: Activity Diagram for ‘Go to sleep’ 
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3.4 Sequence Diagram 

 

 

Figure 3.24: Sequence Diagram for ‘Enter player’s name’ 
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Figure 3.25: Sequence Diagram for ‘Check player’s information’ 
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Figure 3.26: Sequence Diagram for ‘View semester status’ 
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Figure 3.27: Sequence Diagram for ‘Register semester’ 
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Figure 3.28: Sequence Diagram for ‘View semester courses’ 
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Figure 3.29: Sequence Diagram for ‘View course marks’ 
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Figure 3.30: Sequence Diagram for ‘Study courses’ 
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Figure 3.31: Sequence Diagram for ‘View class routine’ 
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Figure 3.32: Sequence Diagram for ‘Pay fees’ 
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Figure 3.33: Sequence Diagram for ‘View exam schedules’ 
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Figure 3.34: Sequence Diagram for ‘View semester result’ 
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Figure 3.35: Sequence Diagram for ‘View fees structure’ 
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Figure 3.36: Sequence Diagram for ‘Pick up id/bag’ 
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Figure 3.37: Sequence Diagram for ‘Buy bus ticket’ 
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Figure 3.38: Sequence Diagram for ‘Take a seat on bus’ 
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Figure 3.39: Sequence Diagram for ‘Enter into university’ 
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Figure 3.40: Sequence Diagram for ‘Enter into classroom’ 
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Figure 3.41: Sequence Diagram for ‘Perform presentation’ 

 



63 
©Daffodil International University 

 

Figure 3.42: Sequence Diagram for ‘Submit assignment’ 
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Figure 3.43: Sequence Diagram for ‘Give quiz’ 
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Figure 3.44: Sequence Diagram for ‘Give mid/final exam’ 
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Figure 3.45: Sequence Diagram for ‘Go to sleep’ 
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CHAPTER 4 

SYSTEM DESIGN SPECIFICATION 

 

4.1 Game Scripts 

There are more than fourty scripts in the game. Here, I am providing some scripts. 
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69 
©Daffodil International University 

 



70 
©Daffodil International University 

 

 



71 
©Daffodil International University 

4.2 Game Data Storage 
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4.3 Development Tools and Technologies 

 Unity Game Engine (2019.3.0f6) 

 C# Programming Language 

 Visual Studio 2019 

 DB Browser for SQLite 
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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 I 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. 

 

 

 

 



74 
©Daffodil International University 

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 

name in the input 

box. 

Player is 

registered to the 

game to play. 

Pass Input box must 

not be null 

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 

Step Action Response Pass/Fail Comment 

1 Player clicks on 

‘Education 

Corner’ button. 

Player can check 

semester status 

whether it 

remains locked, 

registered or 

completed. 

Pass N/A 

 

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 
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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/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 

‘Courses’ button. 

Player can check 

registered 

courses. 

Pass 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 Player 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. 
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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 

Step Action Response Pass/Fail Comment 

1 Player clicks on 

‘Fees’ button. 

Player 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. 
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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 

down ‘F’ from 

keyboard. 

Player picks up 

id card. 

Pass Id must be in 

the table. 

2 Player presses 

down ‘G’ from 

keyboard. 

Player 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/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 

classroom if 

routine matches. 

Pass Player must be 

in front of door. 
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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 

down ‘F’ from 

keyboard. 

Player performs 

presentation. 

Pass Player must be 

in the 

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 

down ‘F’ from 

keyboard. 

Player enters into 

the exam hall. 

Pass Player must be 

in front of door. 
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CHAPTER 6 

USER MANUAL 

6.1 Player Name Entry 
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6.2 Pick Up ID/Bag 

 

 

6.3 Sleeping Area 
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6.4 Player Information 

 

 

6.5 Semester Status 
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6.6 Registered Courses 

 

 

6.7 Study Area 
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6.8 Class Routine 

 

 

6.9 Exam Schedules 
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6.10 Fees 

 

 

6.11 Semester Result 
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6.12 Buy Bus Ticket 

 

 

6.13 Enter into Bus 
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6.14 Enter into University 

 

 

6.15 Enter into Classroom 
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6.16 Class Moments 

 

 

6.17 Class Activity Availavle 
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6.18 Course Marks 
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CHAPTER 7 

PROJECT SUMMARY 

 

7.1 Limitations 

 Teacher names are not assigned under courses. 

 Faculty information are not included. 

 Player cannot retake any course individually. If player fails in any course of a semester, 

he/she 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 I am not so well in design part, 3D model designs was tough from me. 

 I 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. 

 Pleased 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 each course. 

 Major in cyber security part will be included. 

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

https://github.com/MazharulAntor/My-University-Life.git 

 

7.5 References 

 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) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://github.com/MazharulAntor/My-University-Life.git
https://assetstore.unity.com/
https://www.mixamo.com/#/
https://www.textures.com/
https://www.cgtrader.com/free-3d-models
https://docs.unity3d.com/2019.3/Documentation/Manual/index.html
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7.6 Plagiarism Report 
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