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ABSTRACT

Class models are an essential part of mobile game architecture, providing a
framework for organizing and structuring the code. These models help developers
to understand the relationships and dependencies between different objects in the
game, allowing for more efficient and effective code development. The use of class
models is likely to continue to evolve and improve in the future, as mobile games
become more complex and sophisticated. As Al and ML technologies become more
advanced, developers will need to create new classes and models to represent these
technologies in mobile games. Additionally, the use of cloud computing and other
distributed technologies is likely to become more prevalent, requiring the creation of
new classes and models to represent these technologies in the game. Overall, class
models will play a critical role in enabling developers to create more engaging and
immersive mobile gameplay experiences.
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Class Model for Mobile Game Architecture
INTRODUCTION

A class model is a type of diagram that is used in object-oriented modeling and
design. It represents the classes and their relationships in a system, and it is used to
visualize the structure and behavior of the system. Class models are an important
tool in software engineering, and they are used to help developers understand and
design the architecture of a software system. Class models usually include the
following elements:

Classes: Classes are the fundamental building blocks of a class model. They
represent the objects or entities in the system, and they are defined by their attributes,
operations, and relationships with other classes.

Attributes: Attributes are the characteristics or properties of a class, and they
describe the data or information that is associated with the class. Examples of
attributes include name, age, gender, address, and phone number.

Operations: Operations are the actions or behaviors that a class can perform, and
they define the functionality of the class. Examples of operations include calculate,
display, update, and delete.

Relationships: Relationships are the connections or associations between classes,
and they describe how the classes interact with each other. Examples of relationships
include inheritance, aggregation, composition, and association.

Class models are often depicted using UML (Unified Modeling Language)
notation, which is a standardized visual language for representing software systems.
UML class diagrams are used to represent the structure of a system, and they show
the classes, attributes, operations, and relationships of the system. Here is an example
of a UML class diagram that represents a simple system of bank managing system
information:

In this class diagram, the Customer class is the main class, and it has attributes
such as name, address, and phone number. The Customer class also has operations
such as OpenAccount, CloseAccount, and RequestCard. The Customer class has a
relationship with the Loan class, which represents the type of loans that the customer
has made. The Loan class has attributes such as type and accountld. Class models
are an important tool in software engineering, and they are used to help developers
understand and design the architecture of a software system. By representing the
classes and their relationships in a visual diagram, class models provide a clear
and concise representation of the system, and they help developers to identify and
resolve potential issues or problems with the system.

The role of class models in software engineering is to represent the structure
and behavior of a software system. Class models are a type of diagram that is
used in object-oriented modeling and design, and they are an important tool for
understanding and designing the architecture of a software system. The role of class
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