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I.
Glossary

The following list contains the definitions of the business terms used in the Clue Game.

Accusation – When a Player has figured out which three cards are in the Confidential Case File, he/she may make an Accusation and name any three elements by saying, “I accuse (Suspect) of committing the crime in the (Room) with the (Weapon).”  Then look at the cards in the Confidential Case File so no one else can see.  A Player can only make only one Accusation throughout the game.

Character Pawns – Each character pawn represents one of the Suspects.

Confidential Case File – The Confidential Case File is in an envelope and it contains 3 cards.  These cards are answers to the crime, including: Who murdered John Boddy? Where was he murdered? What Weapon was used?

Clue – The Clue is a computerized detective game by Parker Brothers.  The objective of this game is to determine the murderer by answering to these 3 questions:  Who murdered John Boddy?  Where did it take place?  What Weapon was used?  

Deck of Cards – There are total of 21 cards.  One card for each of the 6 Suspects, 6 Weapons and 9 Rooms.  When each Player receives cards.  These cards represent a clue and it helps to eliminate possible Suspects, Rooms and Weapons.

Detective Notebook – A pad that contains a list of Suspects, Weapons and Rooms and check boxes.  It aids a detective to investigate the murder of John Boddy.  

Dice – A Player moves around by rolling 2 Dice.  A Player can enter or leave each Room by the total number of Dice.

Gameboard – The Gameboard represents the layout of the Tudor Mansion.  It contains 9 Rooms, Hallway, Stairs and initial placeholder for 6 Suspects.

Hallway – The Hallway refers to places where it is outside of the Room but inside the Tudor Mansion.  The Hallway is made up with Squares.

John Boddy – The victim of the Tudor Mansion crime.  The 29-year-old Anthropologist was the nephew of the last Sir Hugh Black.  The never-married Sir Hugh Black placed his estate in Trust, to be inherited by Boddy on his 30th birthday.  Boddy discovered a steady trickle of “allowances” fro his late uncle’s estate to unknown persons, for unknown reasons.  Boddy vowed to get to the bottom of these murky financial dealings.  To that end, he invited Sir Hugh’s former associates to Tudor Mansion for a weekend visit.  It was during this weekend that Boddy was mysteriously murdered.

Pass – The Player chooses not to roll the Dice or take Secret Passage.  He/she remains in the same position.

Player – A Player is an actual human who plays a role of a detective.  A Player moves around the Gameboard by rolling a dice or taking a Secret Passage.  He/she decides which Suspects, Rooms and Weapons to make Suggestions.  There can be 3 to 6 Players for each game.

Room – A Room represents a location in Tudor Mansion where John Boddy was murdered.  There are 9 rooms.  They are:  

· Lounge

· Hall

· Study 

· Library 

· Billiard Room

· Conservatory 

· Ballroom

· Kitchen  

· Dining Room

Secret Passages – The Rooms in opposite corners of the Tudor Mansion are connected by Secret Passages.  If a Player is in one of these Rooms, he/she can use a Secret Passage to move to another Room.  Study has a Secret Passage to Kitchen and Kitchen has a Secret Passage to Study.  Lounge has a Secret Passage to Conservatory and Conservatory has a Secret Passage to Lounge.

Squares – The Hallways on the Gameboard are completed with squares.  The Character Pawn will move from one square to the other based on the number of Dice rolled. 

System Player – The system-generated players based on the number of players selected by the Player.  There are minimum of 3 players and the maximum of 6 players per game.

Suggestions – As soon as a Player enters a Room, he/she has to make a suggestion.  By making Suggestions, he/she tries to determine, by process of elimination – which three cards are in the Confidential Case File envelope.  To make a Suggestion, move a Suspect and a Weapon into the Room that a Player just entered.  Then suggest that the crime was committed in that Room, by that Suspect, with that Weapon.

Suspects – There were 6 people who were at the Tudor Mansion at the time of John Boddy’s death.  They are: Colonel Mustard; Miss Scarlet; Professor Plum; Mr. Green; Mrs. White and Mrs. Peacock.  One of the suspects is the murderer of John Boddy.

· Colonel Michael Mustard – One of the Suspects of the crime.  Col. Mustard was an old acquaintance of Sir Hugh Black.  He later befriended Sir Hugh’s nephew, John Boddy.  Although Mustard’s military career was not undistinguished, he was more of a legend in his own mind.  After retiring, Mustard convinced a publisher that his military exploits would make a good book.  Having received several advanced payments he has produced only one chapter.  Meanwhile, creditors hound him in search of payments due.

· Miss Josephine Scarlet – One of the Suspects of the crime.  Seductive Josephine Scarlet is the daughter of Mrs. Patricia (Scarlet) Peacock.  With jealousy and envy the foundation of their relationship, the two seldom speak.  An aspiring actress, her aspirations far exceed her talent.  Career in a tailspin, Miss Scarlet focused her attention on a brand new interest – rich old widowers.  As a result, the London tabloids had a field day covering her exploits.  To avoid more bad publicity, she reluctantly joined her mother for a long holiday at Tudor Mansion.

· Professor Peter Plum – One of the Suspects of the crime.  An expert in ancient Mid-Eastern history, Professor Plum gave up teaching for high adventure in Egypt.  Sir Hugh Black funded several archeological expeditions for Plum, and it was through Sir Hugh that the Professor met John Boddy.  Not long ago, Plum was accused of plagiarism and summarily dismissed fro his job at the British Museum.  Much of Plum’s writings had allegedly been “lifted” from the notes of a colleague who had been killed in a freak accident.

· Mr. John Green – One of the Suspects of the crime.  Young John Green received his “calling” early in life.  At the age of 12 he began preaching at revivals and later took to calling himself “Reverend.”  While traveling in England, spreading his own version of “rob from the rich and give to the poor,” he met Sir Hugh Black and his nephew John Boddy.  Rumor has it that the police have questioned Green regarding allegations of fraud, smuggling and money laundering. 

· Mrs. Blanche White – One of the Suspects of the crime.  Mrs. White was John Boddy’s long-time housekeeper and cook.  When Boddy first came to live at Tudor Mansion as a young child, Mrs. White served as his nanny.  She was one of the few employees Boddy retained after his uncle’s death.  As cook, Mrs. White enjoyed experimenting, although dinner guests viewed her menus with great apprehension.  Now 63, Mrs. White appears to have little to show for her years of dedicated service.

· Mrs. Patricia Peacock – One of the Suspects of the crime.  A social “butterfly,” Mrs. Peacock dabbled in the theater and dreamed of a career on the stage.  She was forced to leave England after her involvement in a messy romantic triangle with two important political figures.  While traveling in the United States, she befriended Margaret Boddy, mother of John Boddy.  Widowed thrice, she has one daughter Miss Josephine Scarlet.  Because of Peacock’s lavish lifestyle, her late husband’s fortune is now nearly exhausted.

System – The System used throughout the documentation and the use cases refers to the computerized Clue Game.

Tudor Mansion – The setting of the Clue takes place in Tudor Mansion.  The previous owner was Sir Hugh Black and John Boddy inherited the mansion after his death.  John Boddy’s body was found here during the weekend.  

Weapons – A weapon represents evidence that has been used in the crime.  There are 6 weapons.  They are: 

· Rope

· Lead pipe 

· Knife

· Wrench 

· Candlestick 

· Pistol

II. Context Diagram

The Context Diagram contains the high-level use cases defined for the Clue Game.  These use cases represent the system functionality of the computerized Clue Game from the user’s perspective.
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III. Use Case Diagrams

The following Use Case Diagrams further decomposes high-level use cases from the Context Diagram.

1. StartNewGame
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2.
PlayGame
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3.
MakeSuggestion
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4.
ProveSuggestion
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5.
MakeAccusation

[image: image6.wmf]Player

(from Use Case View)

...

)

MakeAccusation

(from Use Case View)

CheckCaseFile

ShowCard

(from ProveSuggestion)

ReturnCards

<<include>>

Lose

<<extend>>

<<extend>>

<<extend>>

MoveSuspect

(from MakeSuggestion)

<<extend>>


6.
Win
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IV. Use Case Descriptions

The following contains the detailed Use Case Description for each use case in the StartNewGame Use Case Diagram and the PlayGame Use Case Diagram.

	Use case:  StartNewGame

	ID: 
UC01

	Actors:

Player

	Includes:

UC02 SelectNumberOfPlayer

UC03 PlaceCharacterPawns

UC04 PlaceWeapons

UC05 PlaceConfidentialCaseFile

UC06 ShuffleCards

UC07 AssignNotebook



	Preconditions:

1. The Player successfully starts the System. 



	Flow of Events:

1. The Player selects “Start New Game.”

2. The empty Gameboard is displayed.

3. Include (SelectNumberOfPlayer).

4. Include (PlaceCharacterPawns).

5. Include (PlaceWeapons).

6. Include (PlaceConfidentialCaseFile).

7. Include (ShuffleCards).

8. Include (AssignNotebook).



	Postconditions:

1. The Gameboard is setup and the Player is ready to play the game.



	Alternative Flows:

1. At any time the Player may leave the system.



	Postconditions:




	Use case:  SelectNumberOfPlayers

	ID:
UC02

	Actors:

Player

	Preconditions:

1. The Player started a new game.



	Flow of Events:

1. The Player selects “Select Players”.

2. The dialogue box displays and asks the Player to enter the number of players.

3. The Player enters a number of players ranging from 3-6.

4. The System displays a box to enter the Player’s name.

5. The Player enters her name.

6. The System generates random names for the System Players.

7. The System randomly places each Player’s name around the Gameboard. 



	Postconditions:

1. All players are initially positioned around the Gameboard.




	Use case:  PlaceCharacterPawns

	ID:
UC03

	Actors:

Player

	Preconditions:

1. The number of players is selected.

2. The START spaces for character pawns are empty.



	Flow of Events:

1. The Player is ready to place the character pawn.

2. The Player looks on the Gameboard for the nearest START space and the Suspect name nearest her/him.

3. The Player takes the Suspect character pawn as hers/his and put it on that space.

4. For each system players:

4.1 The System places and assigns the Suspect character pawns to the nearest START space.

5. If there are less than 6 players:

5.1 The System places the remaining character pawns onto the appropriate START space names.



	Postconditions:

1. All 6 Charter Pawns are placed on corresponding Suspect named START space on Gameboard. 

2. All Players are initially assigned with a Suspect.




	Use case:  PlaceWeapons

	ID:
UC04

	Actors:

Player

	Preconditions:

1. All character pawns are placed on the Gameboard.



	Flow of Events:

1. The Player selects “Place Weapons.”

2. For each of the 6 Weapons:

2.1 The Player selects a Weapon.

2.2 The Player places a Weapon in a Room.

2.3 Each Weapon has to be placed in a different Room.



	Postconditions:

1.
 All 6 Weapons are placed in any 6 of the 9 Rooms.


	Use case:  PlaceConfidentialCaseFile

	ID:
UC05

	Actors:

Player

	Preconditions:

1. All character pawns and Weapons are placed on Gameboard. 



	Flow of Events:
1. The Player selects “Sort Cards.”

2. The system places empty envelope marked “Case File CONFIDENTIAL” on the stairs in the center of the Gameboard.

3. The system sorts the pack of cards into 3 groups: Suspects, Rooms and Weapons.

4. The system shuffles each group separately and places each facedown on the table outside the Gameboard.

5. For each group of cards:

5.1 The Player clicks on the top card and drags onto the “Case File” envelope.



	Postconditions:

1. The “Case File CONFIDENTIAL” envelope contains 1 Suspect card, 1 Weapon card and 1 Room card. 




	Use case:  ShuffleCards

	ID:
UC06

	Actors:

Player

	Preconditions:

1. The Confidential Case File is not empty.

2. The remaining cards from three piles (Suspects, Rooms and Weapons) are on the table.



	Flow of Events:
1. The Player selects “Shuffle Cards.”

2. The system shuffles together the three piles of remaining cards.

3. The system deals cards to each player, face down, clockwise around the Gameboard.  

4. It does not matter if some players receive more cards than others.

5. The Player’s cards are displayed on screen.



	Postconditions:

1. Each Player has Clue cards on his/her hands.




	Use case:  AssignNotebook

	ID:
UC07

	Actors:

Player

	Extension point:

<CheckOffNotebook>

	Preconditions:

1.
The Player selected “Start New Game” button from the menu.



	Flow of Events:

1. The Player selects “Assign Notebook.”

2. Based on the number of players, the System assigns Detective Notebook to each Player.

3. The Detective Notebook is placed next to the Player’s cards.

4. If the Player’s wants to check off her/his cards

<CheckOffNotebook>



	Postconditions:

1. Each Player has been assigned a Detective Notebook.




	Extension Use case:  CheckOffNotebook

	ID:
UC08

	Actors:

Player

	Extends:

UC07 AssignNotebook

	Insertion segment:

1. The Player looks at her/his own cards.

2. The Player checks off the appropriate items in the cards from her/his Detective Notebook.

3. The system automatically checks off the Detective Notebook for each System Players.




	Use case:  PlayGame

	ID:
UC09

	Actors:

Player

	Includes:
UC10 SelectNextPlayer

UC14 TakeSecretPassage

UC12 RollDice



	Extension Points:

<Move>



	Preconditions:

1.
The Gameboard is setup.

	Flow of Events:

1. The system selects the next Player.

2. Include (SelectNextPlayer)

3. If the Player choose to pass the turn

3.1 Include (SelectNextPlayer).

4. Else

4.1 If the Player is in a corner room

4.1.1 The Player

4.1.2 Include (TakeSecretPassage) or

4.1.3 Include (RollDice)

4.2 Else

4.2.1 Include (RollDice).

4.3 <Move>.



	Postconditions:

1. The Player has entered a different Room or left existing Room.




	Use case:  SelectNextPlayer

	ID:
UC10

	Actors:

Player

	Preconditions:

1.
The cards have been dealed to each Player.



	Flow of Events:

1. If it is the first round of the game

1.1 Miss Josephine Scarlet goes first.

2. Else

2.1 The Player left to the last Player goes next.  The Player gets his/her turn in clockwise direction.



	Postconditions:

1. A Player is selected.




	Use case: RollDice

	ID:
UC11

	Actors:

Player

	Preconditions:

1. The Player has chosen to roll the dice by selecting the “Roll Dice” button.



	Flow of Events:
1. The Player may roll both dice at once.

2. The system randomly generates two numbers between 1 and 6.

3. The system adds the two numbers.

4. The Player is ready to move.



	Postconditions:

1. The system has the knowledge of the total number of movements the Player is allowed to make next. 




	Extension Use case: Move

	ID:
UC12

	Includes:

UC15 Enter/LeaveRoom

	Extension Points:

<PlayGame>

	Flow of Events:

1. The Player may move the character pawn horizontally.

2. The Player may move the character pawn vertically.

3. The Player may move the character pawn forward.

4. The Player may move the character pawn backward.

5. The Player may only move the number of squares determined by throwing the dice. 

6. The Player may not move the character pawn diagonally. 

7. The Player may change directions as many times as the roll will allow.

8. The Player may not enter the same square twice on the same turn.

9. The Player may not enter or land on a square that’s already occupied by another suspect.

10. If the Player tries to move more than the number of dice rolled

10.1 The system displays a warning, “You have exceeded the number of dice rolled.”

11. Include (Enter/LeaveRoom).




	Use case: TakeSecretPassage

	ID:
UC13

	Actors:

Player

	Preconditions:

1. The Player has chosen to take the Secret Passage.

2. The Player is currently positioned in one of the corner Rooms, including Kitchen, Study, Conservatory and Lounge.



	Flow of Events:

1. The Player may move the character pawn from Kitchen to Study and vice versa.

2. The Player may move the character pawn from Conservatory to the Lounge and vice versa.

3. The Player has to be in one of the corner Rooms at the beginning of his or her turn in order to take the Secret Passage.



	Postconditions:

1. The Player has entered the new corner Room situated opposite corner. 




	Use case: Enter/LeaveRoom

	ID:
UC14

	Precondition:

1.
The Player has rolled a Dice or took the Secret Passage.

	Flow of Events:

1. If the Player enters a Room

1.1 The Player may make a suggestion; or

1.2 The Player may pass his/her turn. 

2. Else

2.1 The Player leaves the room.

3. The Player may not count the doorway itself as a space. 

4. The door is the opening in the wall not the space in front of the doorway.

5. The Player may not pass through a door that is blocked by an opponent’s character pawn. 

6. As soon as the Player enters the room, the Player may stop moving.

7. Player may not re-enter the same room on a single turn.



	Postcondition:




V. Use Case Scenarios

	Use case:  PlayGame

	ID:
UC27

	Actors:

Player

	Preconditions:

1.
The Gameboard is setup.

	Primary Scenario:

1. The Player selects “Play Game”.

2. Miss Scarlet is the first person to start the game.

3. She rolls the Dice.

4. The number Dice rolled is 10.

5. Miss Scarlet moves 5 forward and 5 right horizontally.

6. She enters the Study.

 

	Secondary Scenarios:
PlayGameUsingDice

PlayGameUsingSecretPassage

PlayGameUsingDiceInCornerRoom

PassYourTurn

	Postconditions:




	Use case:  PlayGame

Secondary scenarios:  PlayGameUsingSecretPassage

	ID:
UC28

	Actors:

Player

	Preconditions:

1.
Col. Mustard is in the Kitchen.

	Primary Scenario:

1. Col. Mustard selects “Take Secret Passage” from the menu.

2. The System moves Col. Mustard to the Study. 

3. Col. Mustard has entered the Study.

 

	Postconditions:




	Use case:  PlayGame

Secondary scenarios: PlayGameUsingDice

	ID:
UC29

	Actors:

Player

	Preconditions:

1.
It is Professor Plum’s turn.

	Primary Scenario:

1. Professor Plum is in the Dining Room.

2. Professor Plum selects “Roll Dice” from the menu.

3. The System randomly generates a face value for each dice rolled.

4. The number dice rolled is 4.

5. Professor Plum leaves the Dining Room.

6. Professor Plum moves 4 squares to the right.

 

	Postconditions:

1. Professor Plum’s turn has ended. 


	Use case:  PlayGame

Secondary scenarios:  PlayGameUsingDiceInCornerRoom

	ID:
UC30

	Actors:

Player

	Preconditions:

1.
It is Mr. Green’s turn.

	Primary Scenario:

1. Mr. Green is in the Study.  

2. Mr. Green chooses to roll the dice instead of taking the secret passage. 

3. Mr. Green Rolls the dice by selecting the “Roll Dice” option from the menu.

4. The number dice rolled is 10. 

5. Mr. Green leaves the Study. 

6. Mr. Green moves 3 Squares forward.

7. Mr. Green moves 2 Squares horizontally.

8. Mr. Green moves one Square forward. 

9. Mr. Green moves 3 Squares horizontally.

10. Mr. Green is right in front of the door to the Hall.

11. Mr. Green moves one Square and enters the Hall Room.

 

	Postconditions:




	Use case:  PlayGame

Secondary scenarios:  PassYourTurn

	ID:
UC31

	Actors:

Player

	Preconditions:

1.
It is Mrs. Peacock’s turn.

	Primary Scenario:

1. Mrs. Peacock is in the Study.  

2. Mrs. Peacock chooses to Pass her turn. 

3. The system selects next player. 

 

	Postconditions:




	Use case:  MakeSuggestion

	ID:
UC32

	Actors:

Player

	Includes:

UC08 MoveSuspect

UC09 MoveWeapon



	Preconditions:

1. Miss Scarlet has just entered the Billiard Room. 



	Primary scenario:
1. Miss Scarlet selects “Make Suggestion.”

2. Miss Scarlet tries to guess which three cards are in the Confidential Case File.

3. Miss Scarlet moves Col. Mustard into Billiard Room.

4. Miss Scarlet moves a pistol into the Billiard Room.

5. Miss Scarlet suggests “I suggest the crime was committed in the Billiard Room by Col. Mustard with the Pistol.”



	Secondary scenarios:

MakeSuggestionWithoutMovingItems



	Postconditions:




	Use case:  MakeSuggestion

Secondary scenario:  MakeSuggestionWithoutMovingItems

	ID:
UC33

	Actors:

Player

	Preconditions:

1. Miss Scarlet has just entered the Billiard Room. 



	Secondary scenario:
1. This Use Case begins in step 2 of the Use Case MakeSuggestion when Miss Scarlet tries to make Suggestion.

2. The Billiard Room already contains the Pistol when Miss Scarlet enters there.

3. Mrs. Peacock is in the Billiard Room when Miss Scarlet enters there.

4. Miss Scarlet makes a Suggestion that includes Mrs. Peacock and the Pistol that are already in the Billiard Room.

5. Transferring of both of Suspects and Weapons into the Billiard Room is not necessary.

6. Miss Scarlet suggests “I suggest the crime was committed in the Billiard Room by Mrs. Peacock with the Pistol.”




VI. Incremental Development Plan

The following shows the Incremental Development Plan for Clue use cases.

First Phase:


	Use Case Name
	Use Case ID

	StartNewGame
	UC01

	SelectNumberOfPlayers
	UC02

	PlaceCharacterPawns
	UC03

	PlaceWeapons
	UC04

	PlaceConfidentialCaseFile
	UC05

	ShyffleCards
	UC06

	AssignNotebook
	UC07

	CheckOffNotebook
	UC08


Second Phase:

	Use Case Name
	Use Case ID

	PlayGame
	UC09

	SelectNextPlayer
	UC10

	RollDice
	UC11

	Move
	UC12

	TakeSecretPassage
	UC13

	Enter/LeaveRoom
	UC14


Third Phase:

	Use Case Name
	Use Case ID

	MakeSuggestion
	UC15

	MoveSuspect
	UC16

	ProveSuggestion
	UC17

	ShowCard
	UC18

	DetermineTrueFalse
	UC19


Fourth Phase:

	Use Case Name
	Use Case ID

	MakeAccusation
	UC20

	CheckCaseFile
	UC21

	ReturnCards
	UC22

	Lose
	UC23

	Win
	UC24

	DisplayCaseFile
	UC25

	EndGame
	UC26
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