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Pripad pouzitia: Zadaj objednavku ?

Tu sme sa dostali naposledy...
Kolko poziadaviek ste si stihli zaznamenat? SLIDO

Existuje mnoho Studie ukazuju, Ze 70 % tychto
dbvodov, preco 70% projektov zlyhani je

softvérove digitalnej sposobenych
projekty transformacie problémami s
zlyhavaju. zlyha. poziadavkami.




Zivotny cyklus softvéru:
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vza, specifikacia poziadaviek

Preco je dolezita DOBRA analyza poziadaviek?

naklady pri
vyskyte chyb

FAZY VYVOJA

Poziadavky Navrh  Vyvoj Testovanie Prevadzka



Zivotny cyklus softvéru:
Analyza, specifikacia poziadaviek

Chyby v ramci

- Poziadavky
projektov —
odkial sa
beru?

55%




Aké su dovody pre tieto chyby?

e Nejasné alebo nejednoznacné poziadavky

e Niektoré poziadavky nie su zname Aké su dovody pre tieto chyby?
e Nejasna kompetencia zadavatelov

e Zabudnutie alebo ignorovanie na pouzivatelov

e Poziadavky nie su prioritizované

e Poziadavky nie su implementované

e Poziadavky su zle implementované

e Poziadavky su neskoro implementované



Priklad hojdacky z minulej prednasky...

POKIAL NEPOVIEM CO CHCEM,
NIC NEDOSTANEM. POKIAL POVIEM CO CHCEM NEJASNE A
NEURCITO, PRAVDEPODOBNE DOSTANEM
NIECO UPLNE INE.

POKIAL POVIEM JASNE CO CHCEM,
MOZNO TO DOSTANEM




Kto je stakeholder?




Kto je stakeholder?

Odbornici na danu

oblast’
Odbornici v Zdastupcovia
technoldgii

ex‘rer'nych zdruzeni
STAKEHOLDER

zucCastnena osoba alebo organizacia, ktora ma na produkt vplyv alebo
jej ucast je pri vyvoji produktu nevyhnutna. 11




Bez identifikacie zucastnenych osob
Vam budu chybat jednotlivé
poziadavky.

Identifikacia zacastnenych osob
vyrazne ovplyvinuje uspech projektu!

»Kto je za poziadavkou na tento produkt?”
,Kto bude riesenie pouzivat?“




Model poZiadaviek (Requirement model)

SPRAVNOST Preco sa
1 Sw
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JEDNOZNACNOST .. .
Biznisoveé
_v poziadavky
OVERITELNOST Business Requirement
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Funkcionalne poZiadavky Nefunkcionalne poziadavky
Functional Requirement Nonfunctional Requirement




Sposob ziskavania poziadaviek

: eX|stu1uceho stavu resp. Rozho.vory.a
- konkuren¢né systémy diskusie

Prieskum trhu a
pouzivatelské
dotazniky

Sledovanie
pouzivatelov pri praci

Reverse engineering |
existujucich Prototypovanie

systémov

Diskusia ,,umenie viest [udi ku spolo¢nym ciefom sp6sobom, ktory podporuje
zapojenie, Ucast a produktivitu vietkych zicastnenych” (Sibbet)
Kniha: Requirements by Collaboration. Ellen Gottesdiener 2002



Spo6sob
AN EVERIE

poziadaviek

NajzlozitejSia, najdolezitejsia a komunikacne
najnarocnejsia cast vyvoja softvéru!

Pytat sa , Preco?” nestaci. Je potrebné:

» Klast doplnovacie otazky pomo6zu lepsie zistit ¢o
ma systém robit.

» Zistit r6zne varianty uzivatelskych postupov.

» Zistit vynimky (Coby sa stalo keby... Odkial mate
.... Preco prave takto ...robi to niekto takto...)

« Hladat funkcie, ktoré pouzivatelia ocakdvaju, ale
nepovedia.

e Zapisovat si zdroj (zdkaznika) poziadaviek.



Analyza poziadaviek

Analyzou poziadaviek sa rozumie upresnovanie poziadaviek, hladanie chyb,
nedostatkov a rozpracovanie poziadaviek do podrobnosti.

Sucastou je:
* analyzovanie realizovatelnhosti poziadaviek
* rozdelenie poziadaviek podla priorit
 graficky model (stavové diagramy, diagramy aktivit, rozhodovacie stromy,...)
* textovy popis

Ciel'— vyvinut dostatocne kvalitné a podrobné poZiadavky,
podla ktorych je mozné sa pustit do vyvoja a testovania SW.




Vlastnosti dobrych poziadaviek

SPRAVNOST JEDNOZNACNOST
Adekvatny

Mal by
Funkcionalita musi byt Pri Citani poziadavky by Moze
popisana presne, tak aby kazdy citatel mal prist k Napriklad
spl'ﬁila potreby jedinému vykladu. Pm;ﬁﬁgom
pouzivatela. Preto je potrebné Prakticky
Spravnost overuje iba poZiadavky popisovat Usporny
pouZivatel a preto musia jednoduchym, stru¢nym a Rychly
prejst kontrolou. zrozumitelnym jazykom. L

SW by mal pravidelne report o transakcidch _ , ) o ) ) ,
Toto je testovacia sprava. Pokial ste tuto spravu nedostali,

kontaktujte nas na telefonnom cCisle xxx
Vytvorte prihlasenia do systému.



Vlastnosti dobrych poziadaviek

OVERITELNOST USKUTOCNITELNOST DOHLADATELNOST

Spravna implementacia
poZiadavky je overitelna
nejakym testom,
nastrojom.

Overit sa nedaju neuplne,
nekonzistentné,
neuskutoCnitelné a
nejednoznacné
poziadavky

Kazda poziadavka sa musi
dat realizovat v ramci
znamych moznosti a
obmedzeni.

Vhodne sa da predchadzat
inkrementalnym vyvojom
alebo agilnym.

Vysledovanie zdroja
poziadavky, cez zdrojovy
kdd az po testovaci scenar.

Kazda poziadavka ma mat
jedinecny identifikator,
popisana Struktirovanym
a Citatefnym textom.

SW musi byt uZivatelsky privetivy.

SW musi odpovedat na vsetky pouzivatelské
poZiadavky okamZite a bez oneskorenia.




Vlastnosti celej Specifikacie poziadaviek

UPLNOST KONZISTENTNOST PRIORITIZACIA

Ziadne poZziadavky a ani
informacie by nemali
chybat.

Poziadavky pokryvaju
vSetky potreby a ciele
zakaznika, ktoré chce SW
dosiahnut.

Vyhnut sa da sustredenim
sa na pouzivatelské ulohy.

Poziadavky neprotirecia
inym. Nezhody je
potrebné vyriesit.

Pouzivatel si mbéze zmenit
heslo v sekcii Nastavenia “

,Heslo pouzivatela je pevne
nastavené a nemenitelné.”

Nie vSetko ma najvyssiu

prioritu.

Porozumiet dolezitosti a

urgentnosti.

Priorita indikuje do6leZitost

pre zakaznika a umoznuje:

* pracovat na spravnych
veciach

 prijat rozhodnutia




Este k poziadavkam

Specifikacia poziadaviek NIE JE navrh systému.
Obsahuje CO by mal IS robit a nie AKO.

Vyhnut sa IT Zargonu.

Vysvetlite PRECO je poZiadavka nevyhnutna.




Pripady pouzitia (Use Cases) Slido

Pripady pouzitia su sp6sobom zaznamenania (Specifikacie) funkcionalnych
poziadaviek, ale nie su uplnou Specifikaciou vsetkych poziadaviek systému.

Pripady pouzitia zachytavaju:

* Funkcionalne poziadavky z pohladu ucastnika, pouzivatela, aktéra, ciele
pouzivatela vocCi systému

* Interakcie medzi aktéerom a systémom, hlavny scenar a alternativne
priebehy, Reakcie systému na vstupy

Pripady pouzitia nezachytavaju uplne

* Nefunkciondlne poziadavky (vykon, bezpecénost, dostupnost...)
e Architekturu systému, detailny navrh pouzivatelského rozhrania
* Interné algoritmy a implementaciu



Standards

Pripady pouzitia (Use Cases) () \/ G Development

Organization.

Use Case je Specifikaciou spravania (napr. Zadaj objednavku PSI/P1).

A Use Case specifies a set of actions performed by its subjects, which
yields an observable result that is of value for one or more Actors or
other stakeholders of each subject - UML 2.5.1 Specification

(https://www.omg.org/spec/UML).

Napriek existujucemu standardu, detailny opis len na Urovni notacii.


https://www.omg.org/spec/UML

Pripady pouzitia (Use Cases) - Notacia

Notacia: Konvencie, prvky, systém formalnych znakov, symbolov a
pravidiel, pomocou ktorych sa vyjadruju informacie, pojmy alebo

vztahy.
Ivar Jacobson: zaviedol koncept, metodicky ramec, starsia.

Alistair Cockburn: metodicky prepracoval a formalizoval,

budeme pouzivat.
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ABOUT THE UNIFIED MODELING LANGUAGE SPECIFICATION VERSION UV - SPECIFICATIONS
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UML® — Unified Modeling Language

A specification defining a graphical language for visualizing, specifying, constructing, and documenting the artifacts of
distributed object systems. PDF

Specification
Title: Unified Modeling Language
Acronym: UML®
Version: 2.5.1
Document Status: formal (i)
Publication Date: December 2017

Categories:  Plartorm’
IPR Mode (i) RF-Limited ()
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UC: BUY SOMETHING (CASUAL VERSION)

The Requestor initiates a request and sends it to her or his Approver. The
Approver checks that there is money in the budget, check the price of the
goods, completes the request for submission, and sends it to the Buyer. The
Buyer checks the contents of storage, finding best vendor for goods.
Authorizer: validate Approver’s signature. Buyer: complete request for
ordering, initiate Purchase Order with Vendor. Vendor: deliver goods to
Receiving, get receipt for delivery (out of scope of system under design).
Receiver: register delivery, send goods to Requestor. Requestor: mark
request delivered. At any time prior to receiving goods, Requestor can
change or cancel the request. Canceling it removes it from any active
processing. (delete from system?) Reducing the price leaves it intact in
process. Raising the price sends it back to Approver (Cockburn, 2000).




) UC: TEMPLATE

Use Case: <number> <the name should be the goal as a short active verb phrase>

Characteristic Information

Context of use: <a longer statement of the goal, if needed, its normal occurrence conditions>
Scope: <design scope, what system is being considered black-box under design>

Level: <one of: Strategic, User-goal, Subfunction>

Primary Actor: <a role name for the primary actor, or description>

Stakeholders & Interests: <list of stakeholders and key interests in the use case>
Precondition: <what we expect is already the state of the world>

Success End Condition: <the state of the world upon successful completion>

Failed End Protection: <the state of the world if goal abandoned>

Trigger: <what starts the use case, may be time event>

Main Success Scenario
<put here the steps of the scenario from trigger to goal delivery, and any cleanup after>
<step #> <action description>

Extensions

<put here there extensions, one at a time, each referring to the step of the main scenario>
<step altered> <condition> : <action or sub-use case>

<step altered> <condition> : <action or sub-use case>

I/O Variations

<put here the variations that will cause eventual bifurcation in the scenario>
<step or variation # > <list of variations>

<step or variation # > <list of variations>

Related Information (Optional)
<whatever your project needs for additional information>

UC: FULLY DRESSED VERSION

USE CASE 5:fa} BUY SOMETHING

ry Actor: Requestor
n Context: Requestor buys something through the system, gets it. Does not include pay-
it.
ope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
Yy the people in the company.
Level: Summary
keholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.
Company: wants to control spending but allow needed purchases.
Vendor: wants to get paid for any goods delivered.
Precondition: none
Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.
Success guarantees: Requestor has goods, correct budget ready to be debited.
Trigger: Requestor decides to buy something.
Main success scenario:
1. Requestor: initiate a request
2. Approver: check money in the budget, check price of goods, complete request for submis-
sion
3. Buyer: check contents of storage, find best vendor for goods
4. Authorizer: validate Approver’s signature
5. Buyer: complete request for ordering, initiate PO with Vendor
6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)
7. Receiver: register delivery, send goods to Requestor
8. Requestor: mark request delivered.

Extensions:
"1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



UC: TEMPLATE

Use Case: <number> <the name should be the goal as a short active verb phrase>

UC.: F@@Y DRESSED VERSION

USE CASE 5:fa} BUY SOMETHING

Characteristic Information

Context of use: <a longer statement of t
Scope: <design scope, what system is considered black-box under design>
Level: <one of: Strategic, User-goal, Subrunction>

Primary Actor: <a role name for the primary actor, or description>

Stakeholders & Interests: <list of stakeholders and key interests in the use case>
Precondition: <what we expect is already the state of the world>

Success End Condition: <the state of the world upon successful completion>
Failed End Protection: <the state of the world if goal abandoned>

Trigger: <what starts the use case, may be time event>

, if needed, its normal occurrence conditions>

Main Success Scenario
<put here the steps of the scenario from trigger to goal delivery, and any cleanup after>
<step #> <action description>

Extensions

<put here there extensions, one at a time, each referring to the step of the main scenario>
<step altered> <condition> : <action or sub-use case>

<step altered> <condition> : <action or sub-use case>

I/O Variations

<put here the variations that will cause eventual bifurcation in the scenario>
<step or variation # > <list of variations>

<step or variation # > <list of variations>

Related Information (Optional)
<whatever your project needs for additional information>

Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-
ing for it.
Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.
Level: Summary
keholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.
Company: wants to control spending but allow needed purchases.
Vendor: wants to get paid for any goods delivered.
Precondition: none
Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.
Success guarantees: Requestor has goods, correct budget ready to be debited.
Trigger: Requestor decides to buy something.
Main success scenario:
1. Requestor: initiate a request
2. Approver: check money in the budget, check price of goods, complete request for submis-
sion
3. Buyer: check contents of storage, find best vendor for goods
4. Authorizer: validate Approver’s signature
5. Buyer: complete request for ordering, initiate PO with Vendor
6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)
7. Receiver: register delivery, send goods to Requestor
8. Requestor: mark request delivered.

Extensions:
"1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



UC: TEMPLATE

Use Case: <number> <the name should be the goal as a short active verb phrase>

Characteristic Information

Context of use: <a longer statement of the goal, if needed, its normal occurrence conditions>
Scope: <design scope, what system is being considered black-box under design>

Level: <one of: Strategic, User-goal, Subfunction>

Primary Actor: <a role name for the primary actor, or description>

Stakeholders & Interests: <list of stakeholders and key interests in the use case>
Precondition: <what we expect is already the state of the world>

Success End Condition: <the state of the world upon successful completion>

Failed End Protection: <the state of the world if goal abandoned>

Trigger: <what starts the use case, may be time event>

Main Success Scenario
<put here the steps of the scenario from trigger to goal delivery, and any cleanup after>
<step #> <action description>

Extensions

<put here there extensions, one at a time, each referring to the step of the main scenario>
<step altered> <condition> : <action or sub-use case>

<step altered> <condition> : <action or sub-use case>

I/O Variations

<put here the variations that will cause eventual bifurcation in the scenario>
<step or variation # > <list of variations>

<step or variation # > <list of variations>

Related Information (Optional)
<whatever your project needs for additional information>

UC: FULLY DRESSED VERSION

USE CASE 5:fa} BUY SOMETHING

Primary Actor: Requestor

Goal in Context: Requestor buys
ing for it.

Scope: Business - The overall purc
by the people in the company.
Level: Summary

Stakeholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.

Company: wants to control spending but allow needed purchases.

Vendor: wants to get paid for any goods delivered.

Precondition: none

Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.

Success guarantees: Requestor has goods, correct budget ready to be debited.

Trigger: Requestor decides to buy something.

Main success scenario:

1. Requestor: initiate a request

2. Approver: check money in the budget, check price of goods, complete request for submis-
sion

3. Buyer: check contents of storage, find best vendor for goods

4. Authorizer: validate Approver’s signature

5. Buyer: complete request for ordering, initiate PO with Vendor

6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)

7. Receiver: register delivery, send goods to Requestor

8. Requestor: mark request delivered.

through the system, gets it. Does not include pay-

mechanism, electronic and non-electronic, as seen

Extensions:
"1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.
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A. Cockburn. Writing Effective Use Cases. Addison-Wesley, 2000.



Pripady pouzitia (Use Cases)

Focuses on description the essential features of
the system, in a text form. Use cases are
fundamentally a text form.

UC opisom toho ako pouzivat systém. Nie toho
ako systém pracuje, ako rozmysla, uvazuje...

A use case describes how the system responds
to a request from one of the stakeholders,
called the primary actor.

The primary actor initiates an interaction with
the system to accomplish some goal.

iE CASE 5:‘@ Buy SOMETHING .~

M ;o ndard
()Mu Deat/nelgpgn'?ent
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Organization-
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Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-

ing for it.

Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.

Level: Summary

Stakeholders and Interests:

Requestor: wants what he/she ordered, easy way to do that.

Company: wants to control spending but allow needed purchases.

Vendor: wants to get paid for any goods delivered.

Precondition: none

Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.

Success guarantees: Requestor has goods, correct budget ready to be debited.

Trigger: Requestor decides to buy something.

Main success scenario:

1. Requestor: initiate a request

2. Approver: check money in the budget, check price of goods, complete request for submis-
sion

3. Buyer: check contents of storage, find best vendor for goods

4. Authorizer: validate Approver’s signature

5. Buyer: complete request for ordering, initiate PO with Vendor

6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)

7. Receiver: register delivery, send goods to Requestor

8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.




Pripady pouzitia (Use Ca

Actors have goals. Users of the system.

That is why: Alistar’s Three named goal levels.

The user goal is the
primary actor has in

using the system.
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E CASE 5:f Buy SOMETHING

Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-

ing for it.
Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.
Level: Summary
keholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.
Company: wants to control spending but allow needed purchases.
Vendor: wants to get paid for any goods delivered.
Precondition: none
Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.
Success guarantees: Requestor has goods, correct budget ready to be debited.
Trigger: Requestor decides to buy something.
Main success scenario:
1. Requestor: initiate a request
2. Approver: check money in the budget, check price of goods, complete request for submis-
sion
3. Buyer: check contents of storage, find best vendor for goods
4. Authorizer: validate Approver’s signature
5. Buyer: complete request for ordering, initiate PO with Vendor
6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)
7. Receiver: register delivery, send goods to Requestor
8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



Pripady pouzitia (Use Cases)

Scope (rozsah) urcuje, €o je vnutri systemu,
ktory navrhujeme, a o je mimo systému
Scope urcuje hranice modelovania.

,Black-box“: systém sa posudzuje zvonku,
opisujeme jeho spravanie (reakcie na vstupy),
nerieSime vnutornu implementaciu.

Pouzivame pohlad:

,Co systém robi?“
nie
,Ako to interne robi?“
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USE CASE 5:fa Buy SOMETHING .~

Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-
ing for it.
Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.
Level: Summary
keholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.
Company: wants to control spending but allow needed purchases.
Vendor: wants to get paid for any goods delivered.
Precondition: none
Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.
Success guarantees: Requestor has goods, correct budget ready to be debited.
Trigger: Requestor decides to buy something.
Main success scenario:
1. Requestor: initiate a request
2. Approver: check money in the budget, check price of goods, complete request for submis-
sion
3. Buyer: check contents of storage, find best vendor for goods
4. Authorizer: validate Approver’s signature
5. Buyer: complete request for ordering, initiate PO with Vendor
6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)
7. Receiver: register delivery, send goods to Requestor
8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



Pripady pouzitia (Use Cases)

A level communicates the level of ab
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USE CASE 5:fat BUY SOMETHING .~

Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-

ing for it.

Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.

Level: Summary

Stakeholders and Interests:

Requestor: wants what he/she ordered, easy way to do that.

advertise invoice
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Goals

A| Setup reference monitor place
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Company: wants to control spending but allow needed purchases.
Vendor: wants to get paid for any goods delivered.

“white” Precondition: none

ys!

K

_| User /\A@(‘e/\

Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.

Success guarantees: Requestor has goods, correct budget ready to be debited.

Trigger: Requestor decides to buy something.

Main success scenario:

“indigo” 1. Requestor: initiate a request

X%

2. Approver: check money in the budget, check price of goods, complete request for submis-
sion

3. Buyer: check contents of storage, find best vendor for goods

4. Authorizer: validate Approver’s signature

5. Buyer: complete request for ordering, initiate PO with Vendor

6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)

7. Receiver: register delivery, send goods to Requestor

8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



Pripady pouzitia (Use Cases) OMG

USE CASE 5:fat BUY SOMETHING .~
Primary Actor: Requestor

D e p i CtS S e CO n d a ry a Cto rS’ Ve n d O rS AN il%o;ac:ri?LContext: Requestor buys something through the system, gets it. Does not include pay-

Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
. by the people in the company.
interests. Lol summary

Stakeholders and Interests:

Requestor: wants what he/she ordered, easy way to do that.

Company: wants to control spending but allow needed purchases.

Vendor: wants to get paid for any goods delivered.

Precondition: none

Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was

tracked so that company can only be billed for valid goods received.

Success guarantees: Requestor has goods, correct budget ready to be debited.

Trigger: Requestor decides to buy something.

Main success scenario:

1. Requestor: initiate a request

2. Approver: check money in the budget, check price of goods, complete request for submis-

sion

3. Buyer: check contents of storage, find best vendor for goods

4. Authorizer: validate Approver’s signature

5. Buyer: complete request for ordering, initiate PO with Vendor

6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under

design)

7. Receiver: register delivery, send goods to Requestor

8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



Pripady pouzitia (Use Cases)

The use case describes the system’s
under various conditions as it responds to a
request from one of the stakeholders.

Precondition, vstupna podmienka, minimal
guarantees...
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USE CASE 5:fat BUY SOMETHING .~

Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-
ing for it.
Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.
Level: Summary
keholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.
Company: wants to control spending but allow needed purchases.
Vendor: wants to get paid for any goods delivered.
Precondition: none
Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.
Success guarantees: Requestor has goods, correct budget ready to be debited.
Trigger: Requestor decides to buy something.
Main success scenario:
1. Requestor: initiate a request
2. Approver: check money in the budget, check price of goods, complete request for submis-
sion
3. Buyer: check contents of storage, find best vendor for goods
4. Authorizer: validate Approver’s signature
5. Buyer: complete request for ordering, initiate PO with Vendor
6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)
7. Receiver: register delivery, send goods to Requestor
8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



Pripady pouzitia (Use Cases)

UC su ucelené ulohy, ktoreé si pouzivatel kladie
za ciel a ktoré po ich vykonani spésobuju
zmenu na strane systému alebo pouzivatela.

Postcondition, vystupna podmienka,
guarantees of success, success guarantees...

Meratelha zmena!

Each requirement must be necessary, verifiable,
attainable, and clear in order to be useful for
development.

Uske CASE 5:‘@ Buy SOMETHING .~

M ;o ndard
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Primary Actor: Requestor
Goal in Context: Requestor buys something through the system, gets it. Does not include pay-

ing for it.

Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
by the people in the company.

Level: Summary

Stakeholders and Interests:

Requestor: wants what he/she ordered, easy way to do that.

Company: wants to control spending but allow needed purchases.

Vendor: wants to get paid for any goods delivered.

Precondition: none

Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
tracked so that company can only be billed for valid goods received.

Success guarantees: Requestor has goods, correct budget ready to be debited.

Trigger: Requestor decides to buy something.

Main success scenario:

1. Requestor: initiate a request

2. Approver: check money in the budget, check price of goods, complete request for submis-
sion

3. Buyer: check contents of storage, find best vendor for goods

4. Authorizer: validate Approver’s signature

5. Buyer: complete request for ordering, initiate PO with Vendor

6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under
design)

7. Receiver: register delivery, send goods to Requestor

8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.




Pripady poutzitia (Use Cases) OMG s,

UsE CASE 5:fal BUY SOMETHING .~
Primary Actor: Requestor

M a i n S u Ccess Sce n a ri O, H a p py D ay Sce n a ri O, il%o?olrir:LContext: Requestor buys something through the system, gets it. Does not include pay-

Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
. /’ ’ . by the people in the company.
Main Flow, Zakladny tok, Basic flow,... Low: Summry
keholders and Interests:
Requestor: wants what he/she ordered, easy way to do that.
Company: wants to control spending but allow needed purchases.

4 7 4 s 7 S Vendor: wants to get paid f ds delivered.
Zakladny, idealny priebeh pripadu pouzitia, v reominn rore ¢ o 9000 devere
Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was
k v k b h b h Vs b y: . a k tracked so that company can only be billed for valid goods received.
S tees: R tor h ds, t budget ready to be debited.
torom vsetko prebenne bez Chyb a VYNIMIEK @ | sussomans o g sorctvose ooyt
Main success scenario:
. YA v 4 [ V4 \"4 (] V4 1.R tor: initiat t
C I e | a kte ra J e u S p e S n e d O S I a h n u ty. 2. As;anl:l:\fe(::rc:ééi iir:zj'"i':fhe budget, check price of goods, complete request for submis-
sion
3. Buyer: check contents of storage, find best vendor for goods
, , , . 4. Authorizer: validate Approver’s signature
5.B : let t fe dering, initiate PO with Vend
Je uvedeny/napisany ako sekvencia krokov e o e e o e ot 01 i
design)
TG.SII?g:ceiver: register delivery, send goods to Requestor

m e d Zi a kté ro m a Systé m O m N 8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.




Pripady pouzitia (Use Cases) OMG

USE CASE 5:fat BUY SOMETHING .~
Primary Actor: Requestor

U C p O n l:' ka aj O d p Ove d e n a Ota’ Z ku éo V p r I’p a d e’ il%o;ac:ri?LContext: Requestor buys something through the system, gets it. Does not include pay-

Scope: Business - The overall purchasing mechanism, electronic and non-electronic, as seen
v . . by the people in the company.
ze Main success scenario nenastane. Lot Summary

Stakeholders and Interests:

Requestor: wants what he/she ordered, easy way to do that.

Company: wants to control spending but allow needed purchases.

Vendor: wants to get paid for any goods delivered.

Precondition: none

Minimal guarantees: Every order sent out has been approved by a valid authorizer. Order was

tracked so that company can only be billed for valid goods received.

Success guarantees: Requestor has goods, correct budget ready to be debited.

Trigger: Requestor decides to buy something.

Main success scenario:

1. Requestor: initiate a request

2. Approver: check money in the budget, check price of goods, complete request for submis-

sion

3. Buyer: check contents of storage, find best vendor for goods

4. Authorizer: validate Approver’s signature

5. Buyer: complete request for ordering, initiate PO with Vendor

6. Vendor: deliver goods to Receiving, get receipt for delivery (out of scope of system under

design)

7. Receiver: register delivery, send goods to Requestor

8. Requestor: mark request delivered.

Extensions:

1a. Requestor does not know vendor or price: leave those parts blank and continue.

1b. At any time prior to receiving goods, Requestor can change or cancel the request.
Canceling it removes it from any active processing. (delete from system?)

Reducing price leaves it intact in process.

Raising price sends it back to Approver.

2a. Approver does not know vendor or price: leave blank and let Buyer fill in or call back.
2b. Approver is not Requestor's manager: still ok, as long as approver signs

2c. Approver declines: send back to Requestor for change or deletion

3a. Buyer finds goods in storage: send those up, reduce request by that amount and carry on.
3b. Buyer fills in Vendor and price, which were missing: gets resent to Approver.



Use Case Modularization and Expressing It in UML

1. Systém musi umoznit zdkaznikovi vyhladat vyrobok.

2. Systém musi umoznit zakaznikovi nastavit pocet poloziek, ktoré sa
naraz zobrazuju. . .

4. Systém musi umoznit zakaznikovi zrusit objednavku.
99. Systém musi umoznovat expedovat objednavku.

125. Do systému musi byt mozné zadat nové druhy vyrobku.



Use Case Modularization

Ak by sme mali e-obchod rychlo
sprevadzkovat, ktory z pripadov pouzitia by

sme mali realizovat ako prvy?

Bez moznosti objednavania vyrobku profit

neprinesie.

Vyrobky zo zaciatku mozu byt prezentované
v zozname, ktory zadame napevno.

Vyhladavanie vynechame, expedovanie si
poznacime do externej tabulky...

Urcite to nie je ten najlepsi e-obchod, ale

moze zacat zarabat!

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

1. Zakaznik zvoli zadanie objednavky.

2. Systém zobrazi moznosti vyhladavania.

3. Zakaznik nastavi moznosti vyhladavania a spusti vyhladdvanie.

4. Systém zobrazi vyhladané polozky.

5. Zakaznik vyberie z vyhladanych poloziek a potvrdi vyber.

6. Systém vlozi zvoleny vyrobok do kosika.

7. Zakaznik moze pokracovaf vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.
8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

10. Zékaznik zadd pozadované platobné tdaje.

11. Kedykolvek pocas objednavania, zakaznik moéze vzdat tento proces.
12. Systém ulozi objednavku do zoznamu objednavok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia
stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia kond¢i.

Predpoklady: zakaznik je prihlaseny
Dasledky:

« Minimalne: vyrobok, ktoré pévodne boli sucastou objednavky, su v
nej nadalej

o V pripade tuspechu: vyrobky, ktoré zakaznik chce objednat su stcas-
fou objednavky



Use Case Modularization

Nazov pripadu pouzitia je vimperative
(prikazovaci sp6sob), aby sme nezabudli,
na to, ze sledujeme dosiahnutie urcitého
ciela.

Nech je akokolvek vystizny, nazov je dobré
rozviest v kratkom opise pripadu poutzitia.

Podstatou pripadu pouzitia je interakcia
ucastnika (angl. actor) so systémom, a tu
je najjednoduchsie vyjadrit vo forme
postupnosti krokowv.

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

1. Zakaznik zvoli zadanie objednavky.

2. Systém zobrazi moznosti vyhladavania.

3. Zakaznik nastavi moznosti vyhladavania a spusti vyhladdvanie.

4. Systém zobrazi vyhladané polozky.

5. Zakaznik vyberie z vyhladanych poloziek a potvrdi vyber.

6. Systém vlozi zvoleny vyrobok do kosika.

7. Zakaznik moze pokracovaf vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

10. Zékaznik zadd pozadované platobné tdaje.

11. Kedykolvek pocas objednavania, zakaznik moéze vzdat tento proces.
12. Systém ulozi objednavku do zoznamu objednavok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia
stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia kond¢i.

Predpoklady: zakaznik je prihlaseny

Dasledky:

« Minimalne: vyrobok, ktoré pévodne boli sucastou objednavky, su v
nej nadalej

o V pripade tuspechu: vyrobky, ktoré zakaznik chce objednat su stcas-
fou objednavky



Use Case Modularization

Tato postupnost krokov sa oznacuje ako
tok udalosti alebo jednoducho iba tok.

Prvy krok vystihuje, ¢im pripad pouzitia
zacina.

Posledny krok predstavuje formalne
ukoncenie pripadu pouzitia.

V ostatnych krokoch sa striedaju akcie na
strane Uucastnika s akciami na strane sys
tému.

Krok 7 (skok) a krok 11 (nadcasovy
charakter)

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

1. Zakaznik zvoli zadanie objednavky.

2. Systém zobrazi moznosti vyhladavania.

3. Zakaznik nastavi moznosti vyhladavania a spusti vyhladdvanie.

4. Systém zobrazi vyhladané polozky.

5. Zakaznik vyberie z vyhladanych poloziek a potvrdi vyber.

6. Systém vlozi zvoleny vyrobok do kosika.

7. Zakaznik moze pokracovaf vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

10. Zékaznik zadd pozadované platobné tdaje.

11. Kedykolvek pocas objednavania, zakaznik moéze vzdat tento proces.
12. Systém ulozi objednavku do zoznamu objednavok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia

stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia kond¢i.

Predpoklady: zakaznik je prihlaseny

Dasledky:

« Minimalne: vyrobok, ktoré pévodne boli sucastou objednavky, su v
nej nadalej

o V pripade tuspechu: vyrobky, ktoré zakaznik chce objednat su stcas-
fou objednavky



Use Case Modularization

Predpoklady a dosledky.

Uéastnici (zdkaznik, obchodnik,
pouzivatel,...) - primarny actor

Prostrednic tvom ucastnikov pripadov
pouzitia si ujasnujeme, kto a ako bude
pouzivat systém, ale nemodelujeme tym
priamo pouzivatelské prava.

V pripadoch pouzitia ako ucastnik
vystupuje aj systém alebo jeho Casti -
sekundarny actor.

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

1. Zakaznik zvoli zadanie objednavky.

2. Systém zobrazi moznosti vyhladavania.

3. Zakaznik nastavi moznosti vyhladavania a spusti vyhladdvanie.

4. Systém zobrazi vyhladané polozky.

5. Zakaznik vyberie z vyhladanych poloziek a potvrdi vyber.

6. Systém vlozi zvoleny vyrobok do kosika.

7. Zakaznik moze pokracovaf vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

10. Zékaznik zadd pozadované platobné tdaje.

11. Kedykolvek pocas objednavania, zakaznik moéze vzdat tento proces.
12. Systém ulozi objednavku do zoznamu objednavok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia

stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia kond¢i.

Predpoklady: zakaznik je prihlaseny

Dasledky:

« Minimalne: vyrobok, ktoré pévodne boli sucastou objednavky, su v
nej nadalej

o V pripade tuspechu: vyrobky, ktoré zakaznik chce objednat su stcas-
fou objednavky



Use Case Modularization

Pripad pouzitia je koncept vedomia
koncového pouzivatela.

Korektna percepcia vyvojarom -
objednavky sa maju expedovat jednotlivo
vs. expedovat viac objednavok naraz, aby
mohol prioritne priradit deficitarny
vyrobok k hodnotnejsim objednavkam
alebo vyznam nejsim klientom.

Pripady pouzitia su skutocne velmi lacnou,
avSak mimoriadne ucinnou technikou
modelovania softvéru.

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

1. Zakaznik zvoli zadanie objednavky.

2. Systém zobrazi moznosti vyhladavania.

3. Zakaznik nastavi moznosti vyhladavania a spusti vyhladdvanie.

4. Systém zobrazi vyhladané polozky.

5. Zakaznik vyberie z vyhladanych poloziek a potvrdi vyber.

6. Systém vlozi zvoleny vyrobok do kosika.

7. Zakaznik moze pokracovaf vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

10. Zékaznik zadd pozadované platobné tdaje.

11. Kedykolvek pocas objednavania, zakaznik moéze vzdat tento proces.
12. Systém ulozi objednavku do zoznamu objednavok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia

stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia kond¢i.

Predpoklady: zakaznik je prihlaseny

Dasledky:

« Minimalne: vyrobok, ktoré pévodne boli sucastou objednavky, su v
nej nadalej

o V pripade tuspechu: vyrobky, ktoré zakaznik chce objednat su stcas-
fou objednavky



Use Case Modularization

Pripad pouzitia nie je opis pouzivatelskeho
rozhrania. Opisuje funkcionalitu, nie
pouzivatelské rozhranie.

V texte UC neuvddzat prvky Ul (okn3, tlacidla,
menu, formuldre, oznacenia atd’.). Popisovat
cinnosti na urovni zameru pouzivatela, nie na
urovni interakcie s GUI. Namiesto , klikne
tlacidlo OK” pisat napr. ,,potvrdi akciu®.

Jeden pripad pouzitia moze byt realizovany
viacerymi formularmi. Jeden formular moze
podporovat viacero pripadov pouzitia.

Pripady pouzitia reprezentuju mentalny model
pouzivatela, nie dizajn obrazoviek.

Obcasna zmienka o Ul prvku nie je fatalna
chyba, ale systematicky sa jej treba vyhybat.

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

. Zékaznik zvoli zadanie objednavky.
. Systém zobrazi moznosti vyhladdvania.

. Zakaznik nastavi moznosti vyhladavania a spusti vyhladavanie.

. Systém zobrazi vyhladané polozky.

[

. Zikaznik vyberie z vyhladanych poloziek a potvrdi vyber.

6. Systém vlozi zvoleny vyrobok do kosika.

7. Zakaznik moze pokracovaf vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

10. Zékaznik zadd pozadované platobné tdaje.

11. Kedykolvek pocas objednavania, zakaznik moéze vzdat tento proces.
12. Systém ulozi objednavku do zoznamu objednavok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia

stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia kond¢i.

Predpoklady: zakaznik je prihlaseny

Dasledky:

« Minimalne: vyrobok, ktoré pévodne boli sucastou objednavky, su v
nej nadalej

o V pripade tuspechu: vyrobky, ktoré zakaznik chce objednat su stcas-
fou objednavky



Use Case Modularization and Expressing It in UML

Nezahiriat vSetky moznosti do jedného sledu krokov — vedie to k neprehladnosti a
strate podstaty pripadu pouzitia.

Modularizovat pripady pouzitia — organizovat ich:na vnutornej Urovni (Struktura
scendrov, rozsirenia), na vonkajsej urovni (vztahy medzi pripadmi pouzitia).

Budovat celkovy obraz systému cez prepojenie modulov, nie cez jeden rozsiahly
opis.
Pri vacSom pocte pripadov pouzitia hrozi strata prehladnosti.

Pouzit diagram pripadov pouzitia (UML Use Case Diagram) na zobrazenie Struktury
a vztahov.

Ciel: Zachovat jasnost, prehladnost a systematickost modelu.



Use Case Modularization P1

PROBLEM 1

Pripad pouzitia Zadaj objednavku zahrna aj
vyhladanie vyrobku.

Niekolko krokov navyse, narusaju plynulost
vhimania podstaty tohto pripadu pouzitia,
ktorou je proces objednavania vyrobku.

Tieto kroky by sme mohli vyclenit do
urcitého podtoku, ktory aktivujeme na
prislusnom mieste zakladného toku.

Pripad pouzitia: Zadaj objednavku

Zakaznik vybera vyrobok do kosika. Ten sa stava sucastou jeho objed-
navky, ktori nakoniec potvrdi, ¢im sa objedndvka presunie na expedova-
nie.

. Zakaznik zvoli zadanie objednavky.

. Systém zobrazi moznosti vyhladavania.

. Zakaznik nastavi moznosti vyhladdvania a spusti vyhladavanie.

= W o =

. Systém zobrazi vyhladané polozky.

. Zakaznik vyberie z vyhladanych poloziek a potvrdi vyber.

[}

6. Systém vlozi zvoleny vyrobok do kosika.

-1 <

. Zakaznik moéze pokracovat vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.
8. Zakaznik objedna vyrobky v kosiku.

9. Systém vyziada udaje potrebné na realiziciu objednavky vriatane spo-
sobu platby.

10. Zakaznik zada pozadované platobné tdaje.

11. Kedykolvek pocas objedndvania, zakaznik moze vzdat tento proces.
12. Systémn ulozi objednavku do zoznamu objedndvok na expedovanie.
13. Pre kazdy vyrobok v objednavke, systém zisti stav zasob.

14. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvySenia

stavu kazdého objednaného vyrobku, ak by jeho stav po expedovani po-
klesol pod stanoveny limit.

15. Pripad pouzitia konéi.

Predpoklady: zakaznik je prihlaseny

Déosledky:

o Miniméilne: vyrobok, ktoré pévodne boli stiéastou objednavky, si v
nej nadalej

o V pripade tispechu: vyrobky, ktoré zakaznik chce objednat st stiéas-
tou objednavky



U Se Ca Se M Od U Ia ri zatio N Pripad pouzitia: Zadaj objednavku

Zikladny tok: Zadaj objednavku

1. Zakaznik zvoli zadanie objednavky.

2. Aktivuje sa podtok Vyhladaj virobok.

PO d to k Sa Samo Stat ne nea kt IV uJ el 3. Systém vlozi zvoleny vyrobok do kosika.
an i neu ko N (\f UJ e p r |,pa d p ou 2 it i ad ), d 4. Zakaznik moze pokracovat vo vybere vyrobkov — pripad pouzitia po-

kracuje krokom 2.

. [ \"4 V4
p rEtO Nneo bsa h UJ ea ktlva C ny d 9. Zakaznik objedna vyrobky v kosiku.
u ko N Eova CI’ kro k P! ko Zé kl 3 d nv to k 6. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-

sobu platby.

[ V4 /4
PO menovanie Za kl ad d ne h O to ku 7. Zakaznik zada pozadované platobné tdaje.
v ! 8. Kedykolvek pocas objednavania, zakaznik moze vzdaf tento proces.
mozno vynechat.

9. Systém ulozi objednavku do zoznamu objednavok na vybavenie.

10. Ak by stav zasob hociktorého vyrobku v objednavke po jej expedovani
poklesol pod stanoveny limit, systém ulozi zaznam do planu doplnenia
zasob o potrebe zvysSenia stavu prislusného vyrobku.

11. Pripad pouzitia kon¢i.
Podtok: Vyhladaj vyrobok

1. Systém zobrazi moznosti vyhladavania.
2. Zakaznik nastavi moznosti vyhladavania a spusti vyhladavanie.

3. Systém zobrazi vyhladané polozky.



Use Case Modularization - include

Pripad pouzitia: Zadaj objednavku

Zdkladny tok: Zadaj objedndvku

Podtok j zné vyclenit d
O 0] J € moZne Vyc entl O 1. Zakaznik zvoli zadanie objednavky.
S e p a r a't N e h O p r I'p a d u p O u 2 i t i a a 2. Aktivuje sa pripad pouzitia Vyhladaj vijrobok, jeho rovnomenny podtok.

3. Systém vlozi zvoleny vyrobok do kosika.

O d VO I alvatl Sa n a ﬁ . V to m p r Ilp a d e 4. Zékaznik moze pokracovat vo vybere vyrobkov

kracuje krokom 2.

I d e O Za h r n Ut I e . 5. Zakaznik objednd vyrobky v kosiku.

pripad pouzitia po-

zahrnutie/include

6. Systém vyziada tdaje po| Pripad pouzitia: Vyhladaj vyrobok

sobu platby.
: ) ) . Podtok: Vyhladaj virobok
7. Zakaznik zada pozadovai y o
3 X 1. Systém zobrazi moznosti vyhladavania.
8. Kedykolvek pocas objedr ‘ :
i o ) 2. Zakaznik nastavi moznosti vyhladavania a spusti vyhladavanie.
9. Systém ulozi objednavkul
3. Systém zobrazi vyhladané polozky.

10. Ak by stav zasob hocikt

poklesol pod stanoveny limit, systém ulozi zdznam do planu doplnenia
zasob o potrebe zvysenia stavu prislusného vyrobku.

11. Pripad pouzitia kondci.




Use Case Modularization - include

Use Case 7: Vyhladaj vyrobok

Zahrnutie (Cockburn) Sub use case.

Vycéleneny podtok moze byt uzitocny
aj pre iné pripady pouzitia.

overall project

P e N Summary
> i - o y =
4 S Goals
advertise order mvoice
A—-""'—_-_ /\
Al Setup { referen_ce )| monitor Acreate ‘send bl User
promotion promotion promotion invoice || mvoice

Goals

1dennf\

customer

1dent1f\ register 1dent1t\
promotion product

Subfunctions

2N
e

“white”

Level: User-goal
Primary Actor: Zakaznik

Main Success Scenario:

1.
2.

b

10.

Zakaznik zvoli zadanie objednavky.

Zakaznik vyhlada a zvoli vyrobok (UC 35 Vyhladaj

VerbOk)- zahrnutie/include
Systém vloZi zvoleny vyrobok do kosika. Sub use case

Zakaznik moze pokracovat vo vybere vyl
pripad pouzitia pokracuje krokom 2.
Zakaznik objedna vyrobky v kosiku.

Systém vyziada Udaje potrebné na realiz
objednavky vratane sp6sobu platby.
Zakaznik zada poZadované platobné uda

Systém uloZi objednavku do zoznamu ol
na vybavenie.
Ak by stav zasob hociktorého vyrobku v

po jej expedovani poklesol pod stanovel,

Use Case 35: Vyhladaj vyrobok

Level: Subfunction
Primary Actor: Zdkaznik

Main Success Scenario:

1. Zdkaznik pristupi k vyhladavaniu.

2. Systém zobrazi moznosti vyhlfadavania.

3. Zakaznik nastavi moZnosti
vyhladavania a spusti vyhladavanie.

4. Systém zobrazi vyhladané polozky.

systém uloZi zaznam do planu doplnenia zasob o}
potrebe zvysSenia stavu prislusného vyrobku.




Use Case Modularization - include

public class Objednavanie {

public void objednaj(Vyrobok vyrobok, int mnozstvo) {

// Vyhladanie vyrobku
new VyhladavanieVyrobkov().vyhladaj(vyrobok);

// Kontrola stavu zdsob
if (zistiStavZasob(vyrobok) >= mnozstvo) {

// Dostatocné mnoZstveo na sklade
// ... realizdcia objedndvky

} else {

// Nedostatoéné mnoZstvo na sklade

// ... alternativne spracovanie
}
}
private int zistiStavZasob(Vyrobok vyrobok) {
// ... implementdcia zistovania stavu zdsob
return ©;

Pripad pouzitia: Zadaj objednavku
Zakladny tok: Zadaj objedndvku

1. Zakaznik zvoli zadanie objednavky.

2. Aktivuje sa pripad pouzitia Vyhladaj vijrobok, jeho rovnomenny podtok.
3. Systém vlozi zvoleny vyrobok do kosika.

4. Zékaznik moze pokracovat vo vybere vyrobkov \: pripad pouzitia po-

kracuje krokom 2. zahrnutie/include

5. Zakaznik objedna vyrobky v kosiku.

6. Systém vyziada tdaje po/ Pripad pouzitia: Vyhladaj vyrobok

sobu platby.
Podtok: Vyhladaj vyrobok

1. Systém zobrazi moznosti vyhladavania.

7. Zakaznik zada pozadovai
8. Kedykolvek pocas objed
9. Systém ulozi objednavkuy,

3. Systém zobrazi vyhladané polozky.
10. Ak by stav zésob hociktd > "7 o Z0PTaEL VyRLacane poronky

2. Zakaznik nastavi moznosti vyhladavania a spusti vyhladavanie.

poklesol pod stanoveny limit, systém ulozi zdznam do planu doplnenia
zasob o potrebe zvysenia stavu prislusného vyrobku.

11. Pripad pouzitia konci.

Zakaznik

Zadaj
objednavku

«include»

Vyhladaj
vyrobok




Use Case Modularization - include

Ak by pripad pouzitia Vyhladaj vyrobok
malo vyznam aktivovat aj samostatne,
po trebné je pridat zakladny tok.

Q
A

Zakaznik

Vyhladaj
vyrobok

Pripad pouzitia: Vyhladaj vyrobok
Zakladny tok: Vyhladaj vyrobok

1. Zakaznik zvoli zadanie objednavky.
2. Aktivuje sa podtok Vyhladaj virobok.

3. Pripad pouzitia kondi.
Podtok: Vyhladaj vijrobok

1. Systém zobrazi moznosti vyhladavania.
2. Zakaznik nastavi moznosti vyhladavania a spusti vyhladavanie.

3. Systém zobrazi vyhladané polozky.



POZOR, include, ale nie dekompoziciu systémul!
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Use Case Modularization P2

PROBLEM 2

Krok €. 10 = kontrola stavu zasob vyrobkov
v objednavke.

Taktiez narusa plynulost vnimania podstaty
tohto pripadu pouzitia.

Ina povaha suvislosti toku - Alternativa
(Alternativny tok)

Umiestnenie mimo zakladného toku
vratane podmienky aktivacie

Pripad pouzitia: Zadaj objednavku
Zakladny tok: Zadaj objedndvku

1. Zakaznik zvoli zadanie objednavky.

2. Aktivuje sa pripad pouzitia Vyhladaj vyrobok, jeho rovnomenny podtok.
3. Systém vlozi zvoleny vyrobok do kosika.

4. Zakaznik moze pokracovat vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

5. Zakaznik objedna vyrobky v kosiku.

6. Systém vyziada udaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

. Zakaznik zada pozadované platobné idaje.

-3

o

. Kedykolvek pocas objedndavania, zikaznik moze vzdaf tento proces.
9. Systém ulozi objedniavku do zoznamu objednavok na vybavenie.

0. Ak by stav zasob hociktorého vyrobku v objednavke po jej expedovani

yoklesol pod stanoveny limit, systém ulozi zaznam do planu doplnenia

vasob o potrebe zvySenia stavu prislusného vyrobku.

11. Pripad pouzitia kondi.



Use Case Modularization P2

PROBLEM 2

Krok €. 10 = kontrola stavu zasob vyrobkov

v objednavke.

Taktiez narusa plynulost vnimania podstaty

tohto pripadu pouzitia.

Ina povaha suvislosti toku - Alternativa

(Alternativny tok - Modifikuj plan
doplnenia zasob)

Umiestnenie mimo zakladného toku

vratane podmienky aktivacie

Na alternativny tok sa v hlavnom toku

neodvolavame

Pripad pouzitia: Zadaj objednavku
Zakladny tok: Zadaj objednavku

1. Zakaznik zvoli zadanie objednavky.
2. Aktivuje sa pripad pouzitia Vyhladaj vyrobok, podtok Vyhladaj virobok.
3. Systém vlozi zvoleny vyrobok do kosika.

4. Zakaznik moze pokracovat vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

5. Zakaznik objedna vyrobky v kosiku.

6. Systém vyziada tdaje potrebné na realizaciu objednavky vratane spo-
sobu platby.

=1

. Zakaznik zada pozadované platobné tdaje.
8. Kedykolvek pocas objednavania, zakaznik mozZe vzdat tento proces.
9. Systém ulozi objednavku do zoznamu objednavok na vybavenie.

10. Pripad pouzitia kondi.
Alternativny tok: Modifikuj plan doplnenia zdsob

V kroku 9 zakladného toku, ak by stav zasob hociktorého vyrobku v
objednéavke po jej expedovani poklesol pod stanoveny limit:

L. Systém ulozi zaznam do planu doplnenia zasob o potrebe zvysenia stavu
kazdého vyrobku v objednavke, ktorého stav zasob by po jej expedovani
poklesol pod stanoveny limit.



Use Case Modularization - extend

Alternativny tok - Modifikuj plan doplnenia
zasob vyjadreny ako UC.

V tomto rozSirujucom pripade pouzitia je
nutné uviest, ktory pripad pouzitia
rozSirujeme a v ktorom konkrétnom bode
rozsSirenia.

V rozSirenom pripade pouzitia je teda nutné
uviest body rozsirenia, uvadza sa ich nazov
(l'ubovolny) a Cislo kroku, kde dochadza k
rozSireniu daného toku.

Pripad pouzitia: Zadaj objednavku Rozéireny pripad pouzitia
Zidkladny tok: Zadaj objedndvku

1. Zakaznik zvoli zadanie objednéavky.
2. Aktivuje sa pripad pouzitia Vyhladaj vijrobok, jeho rovnomenny podtok.
3. Systém vlozi zvoleny vyrobok do kosika.

4. Zakaznik moéze pokracovat vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

5. Zakaznik objednd vyrobky v kosiku.

6. Systém vyziada tidaje potrebné na realiziciu objednavky vratane spo-
sobu plathy.

7. Zakaznik zada pozadované platobné udaje.
8. Kedykolvek pocas objednavania, zakaznik moze vzdaf tento proces.
9. Systém ulozi objednivku do zoznamu objednavok na vybavenie.

10. Pripad pouzitia kondi.
Body rozsirenia:

» Vlozenie vyrobku do kosika: krok 3
+ UlozZenie objedndvky: krok Qt

\

Pripad pouzitia: Modifikuj plan doplnenia zasob

Alternativny tok: Modifikuj pldn doplnenia zdsob

rozsirenie/extend
V bode rozsirenia UloZenie objednavky zékladného toku pripadu pouzitia
Zadaj objednavku, ak by stav zasob hociktorého vyrobku v objednavke
po jej expedovani poklesol pod stanoveny limit:
1. Systém ulozi zaznam do planu doplnenia zdsob o potrebe zvysenia stavu
kazdého vyrobku v objednavke, ktorého stav zéasob by po jej expedovani
poklesol pod stanoveny limit. Rozsirujuci pripad pouZitia_|




Use Case Modularization - extend

public class Objednavanie {

Iy occ

public void objednaj(Objednavka objednavka) {

// UloZenie objedndvky
ulozObjednavku(objednavka);

// Kontrola zdsob pre kazdu objednanu polozZku
for (Vyrobok vyrobok : cbjednavka.objednanePolozky) {

if (planZasob.zistiStavZasob(vyrobok)
< planZasob.minimalneZasoby(vyrobok) + vyrobok.mnozstvo) {

planZasob.dopln(vyrobok);

}
} Modifikuj plén
yy doplnenia zasob
}
1
I Extension Point : VloZzenie
private void ulozObjednavku(Objednavka objednavka) { | wrobku do kogika
// ... implementdcia uloZenia objedndvky ==
} «extendnc{;-— -
I
I

private PlanZasob planZasob;

Zadaj objednavku

Zikaznik extension points
Vlozenie vyrobku do kosika

Ulozenie objednavky

Pripad pouzitia: Zadaj objednavku Rozsireny pripad pouzitia
Zikladny tok: Zadaj objedndvku

1. Zakaznik zvoli zadanie objednavky.
2. Aktivuje sa pripad pouzitia Vyhladaj virobok, jeho rovnomenny podtok.
3. Systém vlozi zvoleny virobok do kosika.

4. Zakaznik moze pokracovat vo vybere vyrobkov — pripad pouzitia po-
kracuje krokom 2.

5. Zakaznik objedna vyrobky v kosiku.

6. Systém vyziada 1idaje potrebné na realizaciu objedndvky vrdtane spo-
sobu platby.

7. Zakaznik zadd pozadované platobné udaje.
8. Kedykolvek pocas objedndvania, zakaznik moze vzdat tento proces.
9. Systém ulozi objednavku do zoznamu objednavok na vybavenie.

10. Pripad pouzitia konci.
Body rozsirenia:

« Vlozenie vyrobku do kosika: krok 3
o Ulozenie objednavky: krok 9&

\

Pripad pouzitia: Modifikuj plap doplnenia zasob

Alternativny tok: Modifikuj plan doplnenia zdsob

rozsirenie/extend
V bode rozsirenia Ulozenie objednavky zakladného toku pripadu pouzitia
Zadaj objednavku, ak by stav zasob hociktorého vyrobku v objednavke
po jej expedovani poklesol pod stanoveny limit:

1. Systém ulozi zdznam do planu doplnenia zasob o potrebe zvysenia stavu
kazdého vyrobku v objednavke, ktorého stav zasob by po jej expedovani
poklesol pod stanoveny limit. Rozsirujuci pripad pouZitia_|




Use Case Modularization — extend ()

public aspect PlanDoplneniaZasob {

B e ——— after(Objednavanie objednavanie, Objednavka objednavka) :
this(objednavanie)
7/ && call(* Objednavanie.ulozObjednavku(Objednavka))

&& args(objednavka) {

public void objednaj(Vyrobok vyrobok, int mnozstvo) {
for (Vyrobok vyrobok : objednavka.objednanePolozky) {

// ... spracovanie objedndvky
if (objednavanie.planZasob.zistiStavZasob(vyrobok)
ulozObjednavku(); < vyrobok.minimalneZasoby() + vyrobok.mnozstvo) {
}
objednavanie.planZasob.dopln(vyrobok);
A anc }

private void ulozObjednavku() { Modifikuj plan

// -.. implementdcia uloZenia objedndvky doplnenia zasob }
}
1
} I Extension Point : VloZzenie
I | wyrobku do ko$ika
«extendnc}-— -=""
I
I
Zadaj objednavku
Zakaznik extension points

Vlozenie vyrobku do kosika
Ulozenie objednavky



Use Case Modularization - extend

Use Case 7: Vyhladaj vyrobok

RozSirenie (Cockburn) realizacia
Extension use case vlastnostou Trigger.

Nemodelujeme: Podtok, Alternativny
tok ako sucast pripadu pouzitia

Modelujeme: Zahrnutie (a teda aj
odkazovanie na sub use case) ako
include, RozSirenie (a teda aj extension
use cases) ako extend. U Cockburna
neuvadzame body rozsSirenia (Trigger)

Level: User-goal
Primary Actor: Zakaznik

Main Success Scenario:

1.
2.

Zakaznik zvoli zadanie objedndvky.

Zakaznik vyhlada a zvoli vyrobok (UC 35 Vyhladaj
vyrobok).

Systém vloZi zvoleny vyrobok do kosika.

Zakaznik mobze pokracovat vo vybere vyrobkov — pripad
pouZitia pokracuje krokom 2.

Zakaznik objedna vyrobky v kosiku.

Systém vyZiada udaje potrebné na realizaciu
objednavky vratane sposobu platby.

Zakaznik zada pozadované platobné adaje.

Roziireny pripad poulitia
je nezmeneny
nepridavajd sa body rozdirenia

Rozdirujuci pripad poutiitia

Systém ulozi objednavku

2 Level: Subfunction
vybavenle. ~.extend

Primary Actor: System

Use Case 39: Modifikuj plan doplnenia zasob

T -Trigger: V kroku €. 9 pripadu pouZitia Use Case 7:

Main Success Scenario:

Vyhladaj vyrobok, stav zasob aspon jedného vyrobku z
objednavky poklesol pod stanoveny limit.

1. Systém uloZi zaznam do planu doplnenia zasob o
potrebe zvyienia stavu tychto vyrobkov.




Use Case Modularization and Expressing It in UML

Nemodelujeme: Podtok, Alternativny tok ako sucast pripadu poutzitia.

Modelujeme: Zahrnutie (a teda aj odkazovanie na sub use case) ako include,
RozSirenie (a teda aj extension use cases) ako extend. U Cockburna
neuvadzame body rozsSirenia (Trigger).

It makes it comprehensible to all the stakoholders, it helps in source code
orientation.

Use case diagram is useful as an overview, but is not a major part of the use
case model

Use case modularization help to cope with complexity



Use Case Modularization - inheritance

P 7 d v .t. AV v . I, t, v Zadaj rychlu objedndvku
rl pa po UZitia OZ€ S p €clalizovat uz Pripad pouzitia Specializuje pripad pouzitia Zadaj objednavku. Kroky st
. V 4 V4 Ve [ . NV 4 aa .
definovany pripad pouzitia, t. j. m6ze od prekonans nasledovne;
1. Zékaznik zvoli urychlené objednanie vyrobku.

ne h O d e d it’. V O p i Se Sa uve d ie, ktO ré 2. Zakaznik priamo zada kéd vyrobku.
k ro ky p re ko N a'va . Ostatné kroky zostavaju v platnosti.

V diagramoch pripadov pouzitia sa tento

vztah znaci ako

generalizacia/Specializacia (angl. -~ S
generalization/specialization), ¢o je UML  /\ obednivis < yjeansus
termin pre vztah vo vyvoji softvéru

znamy ako dedenie (angl. inheritance).




Pripad pouzitia: Spravuj vyrobok
Zakladny tok: Vytvor virobok

. Obchodnik zvoli vytvorenie vyrobku.
. Systém vyziada ddaje o vyrobku.

Use Case Modularization - CRUD

. Obchodnik zadd nazov, typ a obrazok vyrobku.

N

. Systém prisposobi velkost obrazku vyrobku standardnej velkosti.
. Obchodnik zaradi vyrobok do kategorie.

. Ak obchodnik potvrdi zadané udaje, systém ich ulozi.

N o O

. Pripad pouzitia kondi.

CRUD pripad pouzitia vystupuje ako
jeden pripad pouzitia.

Zidkladny tok: Zobraz virobok

. Obchodnik zvoli zobrazenie jestvujiceho vyrobku.

. Aktivuje sa pripad pouzitia Vyhladaj vyrobok, jeho rovnomenny tok.

1
CRUD pripad pouzitia nemusi zahfnat 5 Sy ot o ook
Véetky §tyri Opera,Cie. 4. Obchodnik prezrie vyrobok.

. Pripad pouzitia kondi.

ot

Zdkladny tok: Uprav vyrobok

Obchodnik zvoli ipravu jestvujiceho vyrobku.
. Aktivuje sa pripad pouzitia Vyhladaj vyrobok.

1.
2
3. Systém otvori vybrany vyrobok a umozni jeho tupravu.
4

Spravuj > Vyhlad aj . Obchodnik upravi tidaje o vyrobku.
' v . - - 5. Ak obchodnik potvrdi . systém ich uloi.
) ) U'{l‘ﬂbﬂk «include» uyrubuk ) obchodnik potvrdi zmeny, systém ich ulozi
Zakaznik 6. Pripad pouzitia konéf.

Zakladny tok: Vyrad virobok

1. Obchodnik zvoli vyradenie vyrobku.
2. Aktivuje sa pripad pouzitia Vyhladaj vyrobok, jeho rovnomenny tok.

3. Ak obchodnik potvrdi vyradenie vyrobku, systém na danom vyrobku
nastavi priznak vyradenia.

4. Pripad pouzitia kondi.



U&astnici, Aktéri, Roly

Zakaznik a obchodnik su druhmi pouzivatela.

Typy Ucastnikov mozZu pribudat.

Tak ako pri dedeni medzi pripadmi pouzitia, v diagrame
pouzijeme vztah generalizdcie/Specializacie.

Obchodnik = Sekundarny ucastnik, Zakaznik zostava
primarnym Ucastnikom, ak/lebo pripad pouzitia
aktivuje.

Prostrednictvom ucastnikov pripadov pouzitia si
ujasnujeme, kto a ako bude pouzivat systém, ale
nemodelujeme tym priamo pouzivatelské prava.

V pripadoch pouzitia ako ucastnik vystupuje aj systém
alebo jeho Casti.

Pouzivatel

f R

Zakaznik Obchodnik

Zakaznik
\ Zadaj

objednavku

e

Obchodnik



U&astnici, Aktéri, Roly

Aktér, predstavuje rolu, ktoru niekto Otézky poméhajice najst aktérov:
alebo nieco zohrava pri interakcii so

systémom. * Kto alebo &o pouZiva systém?
Kto vietko mdze byt Aktérom? (Ucastnik * Akuroluvtejtointerakcii hra?
PouZivatel, User; Cas; Externy systém:; * Kto spusta a vypina systém?
Interny subsystém. * Kto sa stara o Udribu systému?
e Kto systému zadava informdcie a kto ich
pouziva?

<<actor>>

» Aké dalSie systémy spolupracuju so

Actor1 ; % SyStémom?
* Robi sa nieco v urcitu dobu?



Modularizacia na urovni pripadov pouzitia

Pripadov pouzitia moze byt viac Objednavani
Zadaj rychlu

Je vhodné ich zobrazovat vo

viacerych diagramoch %7

organizovanych podla predmetu, sl
na ktory sa zameriavaju. p/

Zadaj objednavku

Pre e-shop: objednavanie, A << 2~ (Gapkneiazioo
expedovanie, sprava vyrobkov, sl s

sprava zakaznikov atd. ) : Eﬁizskmngk:oiﬂ
Predmet sa niekedy vyznaduje 7 Y

oramovanim. Diagram pripadov et i3

pouzitia, ktoré sa vztahuju na
objednavanie.
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