Computational Thinking		Tutorial 6

[bookmark: _GoBack]When BPDs Go Bad
Some processes can be very difficult to describe as BPDs. For a process to be easily described using a BPD it must have the following properties:
· Have a clear sequential structure (or process)
· Has a clear state that changes as the process progresses
· Is long-running, e.g. it takes minutes, hours or even days
· Spend most of their time waiting for new input, then wake up and perform bursts of action
· Involve both human and machine actors, and must accept input and provide output to both
If these criteria are not met, then alternative forms of models should be used. To illustrate this, we will attempt to draw a BPD for a group of people playing a game of Fluxx.

Question

1. Draw up a business process diagram for the process of playing a game of Fluxx.

Useful tips
First identify all of the activities that need to be performed, then ask yourself the following questions:
· What order do they need to be performed in?
· Can any of them be performed in parallel?
· Are any of the tasks performed by specific people/actors?
· Do any of them have a time limit or have to wait for something else to complete?
· Are there any yes/no decisions that have to be made?
· What tasks need to be repeated?
· Remember that you can show any repeated tasks as a condensed repeated task and then do a separate diagram to show the process of the task that needs to be repeated.
· Are there any messages that will be passed between actors in the process? If so, then what are these messages and where do they fit?




	Name
	Symbol
	Use

	Start event
	[image: ]
	Use at the start of every diagram

	Intermediate time-related event
	[image: ]
	An event that happens at a specific time or after a specific time period

	End event
	[image: ]
	Use at the end of every diagram

	Exception (error) event
	[image: ]
	An event that happens when something goes wrong

	Compensation (undo) event
	[image: ]
	An event showing that the previous task should be undone

	Message event
	[image: ]
	A message arrives

	Task
	[image: ]
	A single unit of work that must be done

	Repeated task
	[image: ]
	Used to show one or more repetitions of a task - good for showing loops

	Repeated sub-task
	[image: ]
	Used to show one or more repetitions of a repeated task - the sub-task is shown in a separate diagram

	Decision gateway
	[image: ]
	This represents either a yes/no decision or a decision with more than two alternatives

	Parallel gateway
	[image: ]
	This appears at the start AND at the end of sections were two (or more) sets of tasks are done at the same time

	Event-based gateway
	[image: ]
	This represents a decision where the path taken depends on an event (such as the contents of a message)

	Sequence flow
	
	Joins icons together to show what comes next

	Message
	
	Shows a message being passed from one swimlane to another
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