
Sequence Diagram
1. Service

1-1. connection

1-2. commuication

2. C++ Invoke



Browser <<boundary>>

Window

create a new Window

<<boundary>>

FlashPolicyServer

Request "CrossDomainPolicy"

Respond "CrossDomainPolicy"

addClient(void*)

<<boundary>>

Server <<boundary>>

User

create a new User

if not exists

addClient(void*)

<<boundary>>

Client

create a new Client

-listen()

#virtual goAuthority()

-goService(String)

String := getMovieName()

<<boundary>>

Movie

create a new Movie

<<control>>

Service

create a new Service

loop

goConnect(String, int)

#virtual creationCompleted(FlexEvent)



<<boundary>>

Window
<<boundary>>

ServerConnector
<<boundary>>

Client
<<control>>

Service

+virtual sendData(Invoke)

DATA

-socket::writeMultibyte(String, String)

#virtual replyData(Invoke*)

Requested invoke responds data

+virtual sendData(Invoke*)

socket::write_some(string&)

DATA

socket::bytesAvailable == true

socket::readMultibyte(String)

+handleReply(CPPSocketEvent)

<<boundary>>

(Sub)Movie || TitleWindow

+virtual sendData(Invoke)

+virtual replyData(Invoke)

+virtual replyData(Invoke)

Client

Requests something

Print on screen



Entity IProtocolSystem

toInvoke() -> Invoke*

sendData(Invoke*)

Invoke XML

toXML() -> XML*

toString() -> String

IProtocol

Send Message

XML

new XML(String)

Invoke

new Invoke(XML*)

System

replyData(Invoke*)

Do Something
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