Computational Thinking		Tutorial 8

[bookmark: _GoBack]Use Case Modelling

Fluxx
This week's problem is to model a real-world system, that of the card game Fluxx. In groups of 3 or 4, play several rounds of the game so that you understand the rules of the game before attempting the following question. Imagine that it is your job to model the game in preparation for the creation of a computer version of the game.

Questions

1. Using the top-level diagram below (figure 1) as your starting point, create an extended use case diagram for Fluxx showing 
· specialisation of players (dealer and normal player)
· use of <<uses>> or <<includes>>
· use of <<extends>>.





Figure 1: Top-level use case diagram for Fluxx

2. Using the template document provided, create a Use Case Document for the use case "Steal a Keeper".

Hints
After last week you should know the basics of how to play Fluxx. This time you need to consider things like
· Do some types of cards make you perform particular actions?
· Do certain cards make you perform particular actions?
· Do certain cards make other people perform particular actions?
· Are there some things you have to do, and other things you can chose to do?

When filling in the Use Case Document, remember that the main flow is what normally happens, and the alternate flow is what happens in unusual circumstances, e.g. what happens if the current rules include Keeper Limit 3, you already have three keepers and you need to steal a keeper?
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