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Purpose, Scope and Objectives 

The purpose of the project is to build an online game store which allows customers to buy and 

download games on any computer they want, it also allows game developers to publish their 

games and earn money from customers (the store takes a %20 cut of each sale). 

The intended user group is PC players. 

The system stakeholders are:  

1- Admins 

2- Customers 

3- Developers 

 

Project description 

The online game store allows customers to buy, download, play, and add games to their 

wishlists.  

It also allows developers to publish their games and earn money from them. 

Customers can pay for their purchases with either credit cards or prepaid cards that have keys 

that they can redeem to add money to their account. 

Customers can search for games based on the genre, price, and name. 

They can also refund games if they don’t like them, as long as they return the game within the 

first 4 weeks of their purchase. 
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Developers will have to pay a fee of 100$ for each game they want to release, they will then earn 

a 80% cut of each sale their games make. 

Admins can administrate the system as a whole, for example they may ban certain developers 

who are known for their shady behaviors, such as increasing prices if their games are successful. 

Or generally bad developers who knowingly publish badly made games. 
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Use Case Diagram 
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Use Case Scenario for Create Account 

 

Step Actor Action Description 
1 System Show button for register 
2 User Click register button 

3 System Display register page and request user information 

4 User Enter account information 

5 System Store information in database and automatically sign in 
user then redirect to home page 

 

 

 

 

 

Use Case Scenario for Publish Game 

 

Step Actor Action Description 
1 System Show button for publish game 

2 Developer Click publish game button 

3 System Display publish game page and request game title, 
price and image 

4 Developer Enter game information 

5 System Store game in database and redirect to my published 
games page 
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Use Case Scenario for Purchase Game 

 

Step Actor Action Description 
1 System Display home page with games available for purchase 
2 Customer Click buy button 

3 System Show game information to customer and ask if they 
want to proceed with their purchase 

4 Customer Click yes 

5 System Add game to customer library 

 

Exceptions 

Step Condition Action Description 
4 Customer 

clicks no 
Redirect back to home page 
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Entity-Relational Diagram 
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Class Diagram 
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Sequence Diagram for Create Account 
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Sequence Diagram for Publish Game 
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Sequence Diagram for Purchase Game 
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Activity Diagram for Create Account 
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Activity Diagram for Publish Game 
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Activity Diagram for Purchase Game 
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Component-Level Design 
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Interface Design 

Home page for guests 

 

 

Home page for customers 
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Home page for developers 

 

 

Home page for admins 
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Coding 

 

Register page code  
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Login page code 
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Home page code 
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Search page code 
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Masterpage code 
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Publish game page code 
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Customer home page code 

 

 

 

  



  
     28 

 

  

Checkout page code 
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Success page code 

 

 

 

Error page code 
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Testing 

Developer: 

Publishing a game 

 

Game appears in My Published Games page 
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Customer: 

 

Purchasing a game 

 

Clicking buy 
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Clicking yes 

 

 

Clicking go to My Library 
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Clicking no 

 

Customer is redirected back to home page 
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Proceed to demonstration 
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Features to implement in the future 

 

• Separate pages for each game showcasing detailed 

information, including: title, description, genre, price, media, 

developer information, system requirements and reviews. 

• Review system that allows customers to write positive or 

negative reviews. 

• Shopping cart system. 

• Payment methods. 

• Wishlist system. 

• Refund system. 

 

 

 

 

 


