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�Uberblick �uber AutoFocus

� entwickelt am Lehrstuhl Broy (Softwaretechnikpraktikum 1996,

Mitarbeiter, studentische Hilfskr�afte)

� baut auf der formalen Beschreibungstechnik Focus auf

� Werkzeug zur Erstellung verteilter, eingebetteter Systeme

unter graphischer Ober�ache mit Simulationsumgebung

�

"
Modellierungszentrale\:            
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SSD: System Structure Diagram

LifeCycle Memory

Clock

Care

Keyboard

mcGetSatiation:int

memAddSatiation:int

memSetWeight:int

memSetMinWeight:int

memAddMaxAge:int

memAddHappyness:int

memSetPlayCounter:int

mcGetPlayCounter:int

memSetSleeping:boolean

mcReset:boolean

clkReset:boolean

mcTimer:int

mcMinute:int

mcHour:int

clkRadioclockHour:int

clkRadioclockMinute:int

dspHour:int

dspMinute:int

careTimer:int

memReset:boolean

kbdGetSleeping:boolean

kbdLeftbutton:boolean

kbdMiddlebutton:boolean

kbdRightbutton:boolean

kbdResetstripe:boolean

dspGetSatiation:int

dspGetHappyness:int

dspGetWeight:int

dspTimer:int

memAddWeight:int

careGetSatiation:int

careGetWeight:int

careGetMaxAge:int

careGetMinWeight:int

memAddMaxCareAge:int

careWarningActive:boolean

careGetHappyness:int

mcCareState:int

kbdTimer:int

dspControl:int

memKbdAddWeight:int

memKbdAddHappyness:int

memKbdAddSatiation:int

kbdIsDead:boolean

memSwitchWarn:boolean

dspGetKind:int

careGetKind:int

memSetKind:int

memAddPlayCounter:int

dspBeep:boolean
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STD: State Transition Diagram

wachendes und schlafendes Mametchi in LifeCycle

every 2 hours satiation - 1

every 4 hours happyness - 1MametchiDay

MametchiNight

good night

good morning

well done

Reset

Reset
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EET: Extended Event Trace

Erster Takt in der Clock

Timer ClockDevice

mcTimer: 0

careTimer: 0

dspTimer: 0

kbdTimer: 0
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Sub-SSD Keyboard

KeyboardDevice

ResetGiver

kbdGetSleeping:boolean

kbdRightbutton:boolean

kbdMiddlebutton:boolean

kbdLeftbutton:boolean

memReset:boolean

kbdResetstripe:boolean

reset:boolean

kbdIsDead:boolean

dspControl:int

memSwitchWarn:boolean

memKbdAddWeight:int

memKbdAddSatiation:int

memKbdAddHappyness:int

kbdTimer:int

memAddPlayCounter:int
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STD Keyboard

paperstripe not drawn

paperstripe not drawn

left + right button switch warning

Initialize

Egg

Normal

displayClock

Food

Play

State

Sleeping

paperstripe drawnreset

tamagotchi born

reset

middle button

time passed

reset

left button

time passed
reset

back to normal

left button

back to food

time passed

reset

left button

back to play

time passed

left button

reset

sleeping

wakes up

reset

sushi

snack

abort game

time passed

starts sleeping
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Sub-STD Play

game won

game lost

PlayMain

NewRound

tamagotchi thinks right

tamagotchi thinks left

left button

reset

reset

abort game

abort game

abort game

reset

reset

back to play

back to food

time passed

time passed

time passed

start game

thinks left

round won

round lost

round lost

round won

left button

thinks right

time passed

starts sleeping
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