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Motive

e What is a famous IT brand in Korea?
e So, What is a famous IT brand in U.S.A?
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=This is a corporate Tage research.

= |t is because a focus on enterprise survey.



Motive

e They are tasigimteveatetildidod to IT education.

* limited to English,
mathematics, other
Arts and Physical
Education.




Motive

We need. Easy to learn, indirectly
and Fun ways to learn

Language Study Game [
C - JUMP i



Scenario



Computer Programming Board Game
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#include =<stdio.h>
int x;
int main(){

switch(3){
case 1:

default:

}
while(x=2){
if (x> 3){

X+ +;

x>=5 (¢ ™Moaify )




Architecture



System Architecture

TCP/IP Servef
Shared g

Map
Bluetooth / \\

Roulette




Hardware Architecture(1/3)
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Hardware Architecture(2/3)

Does not interest the typical die & Manipulation, and visualization
screen is provided by Roulette Dice!!



Hardware Architecture(3/3)

Contents
@ - Ball Caster
- Ball Bearing
- Maker

- IR Sensor

- DC Motor




Software Architecture

Magic Roulette

1

Client

Database

My SQL

Server




Block Structure

using System;

using System.Collections.Generic; ‘

using System.Ling;

using System.Text; {

namespace C_JUMP

{
[System.Serializable]
class Block

{

/1 Bt
private TYPE m_type;

private DIR m_dir;

private int m_indexX;
private int m_indexY;

private string m_expr;




Design Pattern
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Compiler Structure
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Expression Analysis

Symbol Table

== operator

X identifier

1 constant

Parser



Block’s Syntax Analysis

(i ==1) If( R
0 —{t el

stmt -> matched_stmt
| unmatched_stmt

matched_stmt -> if expr then matched_stmt else matched_stmt
| other
Unmatched_stmt -> if expr then stmt
| expr then matched_stmt else unmatched_stmt




ompiler CFG

<program> -> <block>

<block> -> { <stmts>}

<stmts> -> <stmt> <stmts> | S
<stmt> -> if ( <equal>) { <stmts>} else { <stmts>}

while ( <equal>) { <stmts>}
switch ( <equal>) { <switch_block_stmt_group> ? <switch_labels> ? }

<equal>;
break;
<switch_block_stmt_groups> -> <switch_block_stmt_group>
| <switch_block_stmt_groups> <switch_block_stmt_group>
<switch_block_stmt_group> -> <switch_labels> <stmts>
<switch_labels> -> <switch_label> | <switch_labels> <switch_label>
<switch_label> -> case num : <stmts>
| default : <stmts>
| }
<equal> -> <equal> == <rel>
| <equal> != <rel>
| <rel>
<rel> -> <rel> < <expr>

<rel> <= <expr>
<rel> > <expr>
<rel> >= <expr>
<expr>
<expr> -> <expr> + <term>
| <expr> - <term>
| <term>
<term> -> <term>* <unary>
| <term>/ <unary>
| <unary>
<unary> -> <unary> ++
I <unary> --;
| <factor>
<factor> -> ( <expr>)
| num
| id



Move Path

Before -

Diagonal Not Diagonal




Assist

It is easy to use and
Just one click made C-grammar

{}.vit::h(xn h@\ switch () @ 1) >| {
.

\ A '
break; f— Case .
oreak;

default:
| break;

default :




FileFormat

Boolean Execute

Identity Image Index

CJ File Size ArrayList(Block Object)

(Byte)
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 Drag & Drop

 Game, Compiler, Map Edit
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Schedule



Kwon Yong Hyun

1 Week

2 Week

3 Week

4 Week

5 Week

6 Week

7 Week

8 Week

Server Design

Network Protocol

Database

Server Implementation

File Format

Map Up/Down Load(Client)

Grade & Evaluate

File Save & Load

Map Editor Control Make

Drag & Drop

Magnet Effect

Undo

Move Path

Assistant

Test & Debug

Jun Sang Gyun

1 Week

2 Week

3 Week

4 Week

5 Week

6 Week

7 Week

8 Week

Map Editor Design

Block Structure

BNF

Lexical Analysis

Syntax Analysis

Bluetooth Protocol

Bluetooth Data Parsing

Block Position Check

Source Extract

Error Line Check

Block Mapping

Assistant

Test & Debug




Kim Sung Han

1 Week

2 Week

3 Week

4 Week

5 Week

6 Week

7 Week

8 Week

Game Rule

Ul Control

Room Setting

BGM Sampling

Sound Management

Animation

Game Ul Design

Turn Control

Map Preview

Tutorial Design

Score

Trainning Implements

Test & Debug

Kwon Duck Hyun

Dot-Matrix Implements

Roulette Manufacture

1 Week

2 Week

3 Week

4 Week

5 Week

6 Week

7 Week

8 Week

Key Input Manufacture

Safety Circurit

Frame Manufacture

Firmware Programing

Temporary assembly

Test & Debug







Thank You



