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7. fejezet



The good thing about bubbles and arrows, as
opposed to programs, is that they never crash.

(Bertrand Meyer)
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Course

- _courseName  :string
- _teacher  :UniversityTeacher
- _credits  :int
- _maxCount  :int
- _students  :vector<UniversityStudent>

+ Course(string, UniversityTeacher, int, int)
+ register(UniversityStudent)  :bool
+ unregister(UniversityStudent)  :void
+ name()  :string {query}
+ teacher()  :UniversityTeacher* {query}
+ credits()  :int {query}
+ maxCount()  :int {query}
+ currentCount()  :int {query}

UniversityCitizen UniversityStudent

UniversityTeacher

-_courses

*

-_students *

-_teacher
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admin

softwareTechnology :Course

:UniversityStudent

1: register(u: UniversityStudent) :bool

1.1: [_students.size() < _maxCount]:newCourse(Course)

2: unregister(u: UniversityStudent)

2.1: [_students.contains(u)]:removeCourse(Course)
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Feladat: Tic-Tac-Toe
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Tic-Tac-Toe
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Tic-Tac-Toe

TicTacToeGame

- _currentPlayer  :int
- _gameTable  :int[,]
- _playerNames  :string[]
- _playerScore  :int[]
- _stepNumber  :int

+ newGame()  :void
+ stepGame(int, int)  :void
+ setPlayers(string, string)  :void
+ getField(int, int)  :int {query}
+ getScore(int)  :int
+ getWinner()  :string {query}
+ isGameOver()  :bool {query}

TicTacToeConsole

- _game  :TicTacToeGame

+ run()  :void
+ exit()  :void
- getPosition()  :int
- readPlayerNames()  :void
- readStep()  :void
- showGameState()  :void
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Tic-Tac-Toe
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Tic-Tac-Toe
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run
(loadOrders)

printAddOrder
(addItem addOrder)

printOpenOrders) van
printCloseOrder,

closeOrder)

(saveOrders)

7:27



7:28

user

:Menu

_orderManager
:OrderManager

_persistence
:OrderPersistence

ref
Add Order

run()

loadOrders(string)

loadOrders(string) :List<Order>

saveOrders(string)
saveOrders(string, List<Order>) :bool



(Add Order):
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user

:Menu

:Order

_orderManager
:OrderManager

loop
[items to add]

printAddOrder()

Order(int, int, tm)

addItem(Item)

addOrder(Order)

printOpenOrders()

openOrders() :List<Order>

printCloseOrder()
closeOrder(int)



Feladat: Memory
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Memory

CardPack

- _name  :QString
- _faces  :QVector<QPixmap>
- _back  :QPixmap

+ CardPack(QString&)
+ getName()  :QString {query}
+ cardCount()  :int {query}
+ getFaces()  :QVector<QPixmap> {query}
+ getBack()  :QPixmap& {query}
+ getFace(int)  :QPixmap& {query}

QObject
GameManager

- _cardPacks  :QVector<CardPack*>
- _players  :QVector<Player*>
- _currentNumCols  :int
- _currentNumRows  :int
- _currentCardPackIndex  :int
- _currentPlayerIndex  :int
- _timer  :QTimer*
- _cardFound  :QVector<bool>
- _foundCards  :int
- _cardIds  :QVector<int>
- _firstCardIndex  :int
- _secondCardIndex  :int

+ allCardPacks()  :QVector<CardPack*> {query}
+ currentPack()  :CardPack* {query}
+ currentPlayer()  :Player* {query}
+ firstPlayer()  :Player* {query}
+ GameManager()
+ ~GameManager()
- loadPacks(QString)  :void
+ secondPlayer()  :Player* {query}
- shuffleCards()  :void

+ cardChanged(int, QPixmap&)  :void
+ gameOver(QString)  :void
+ statusChanged(QString)  :void

- hideCards()  :void
+ newGame(int, int)  :void
+ selectCard(int)  :void
+ setCurrentPack(CardPack*)  :void
+ setPlayers(QString, QString)  :void

Player

- _name  :QString
- _hits  :int
- _misses  :int
- _victories  :int

+ Player(QString)
+ newGame()  :void
+ addHit()  :void
+ addMiss()  :void
+ addVictory()  :void
+ getName()  :QString {query}
+ getHits()  :int {query}
+ getMisses()  :int {query}
+ getVictories()  :int {query}

-_players

2

-_cardPacks

1..*
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run program

load data use menu save data
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add order

select item
type

close order

add item name

:Item add item price

add card
number

:Order

save item

[item is food]

[guest paid]

[guest asked
for item]

[customer has no card]

[customer has
card] [item is drink]


