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ABSTRACT 

The System Development Project is written under the topic of The Web 

Application for Game Business. The main objective of the project development is to 

create a web application for the company's potential customers and offer them to play 

games on line and win prizes or money rewards from the company or the company's 

sponsor. The Internet technology allows the company to have more opportunities to 

grow and expand by the use of the web application. 

The web system of the company concerns directly with establishing a web site for 

playing games on the Internet such as BINGO, Pop pit and etc. This project emphasizes 

designing a new web application system to attract potential customers and to ease the 

company's administrator to watch the business that is going on the site on a regular 

basis. The study covers the analysis, design, and implementation of the computerized 

system, which contributes efficiency in performance of the management system of the 

web and achieves the company's goal. 

This project not only designed the web application for the company's potential 

customers but also for management by using Database Management techniques to 

provide up-to-date, effective and accurate information for executive-use in the future. 

In order to maintain the site and keep it last among many DOT COM companies, the 

company plans to gain from advertisement- banners and links. 

Furthermore, there are guest books, chat rooms and web boards to create game 

players' community within the site. In addition, the company could get valuable 

information from the member system and could adopt mailing list as well as other 

information to attract the company's sponsors in the future. 



ACKNOWLEDGEMENTS 

The writer desires to express her most sincere appreciation and thanks to the 

advisor Dr. Wuttipong Pongsuwan for his encouragement and advice through the 

course of this project, and she is also grateful to all the project committee members. 

Thanks go to the staff of Game Business, who gave good cooperation, the 

company information, and other necessary information for the system study in order to 

finish this project. 

Thanks also go to Ms. Tipparat Techayeunyong and Mr. Winai Sumirattana for 

reading and checking this project and to Mr. Surapong Chaisrisophonkit for supplying 

the information about computer networking. 

The writer is grateful to Mr. Narin Akkarapichet, who gave very valuable 

guidance, his kind suggestions, and recommendation. 

Finally, she would like to thank her colleagues, family and friends who contribute 

the time for her to finish this project. 

11 



TABLE OF CONTENTS 

Chapter Page 

ABSTRACT 

ACKNOWLEDGEMENTS 11 

LIST OF FIGURES v 

LIST OF TABLES Vil 

I. INTRODUCTION 1 

1.1 Background of the Project 1 

1.2 Objectives of the Project 2 

1.3 Scope of the Project 2 

II. EXISTING SYSTEM 4 

2.1 Background of the Organization 4 

2.2 Current Problems and Areas for Improvements 5 

III. PROPOSED SYSTEM 6 

3.1 System Specification 6 

3.2 System Design 7 

3.3 Hardware and Software Requirements 15 

3.4 Security and Control 19 

3.5 Systems Cost Evaluation 21 

IV. PROJECT IMPLEMENTATION 28 

4.1 Overview of Project Implementation Schedule 28 

4.2 Test Plan and Results 30 

v. CONCLUSIONS AND RECOMMENDATIONS 32 

5.1 Conclusions 32 

111 



Chapter Page 

5.2 Recommendations 33 

APPENDIX A SITE MAP 34 

APPENDIX B CONTEXT DIAGRAM 35 

APPENDIX c DATA FLOW DIAGRAMS 37 

APPENDIX D DATABASE DESIGN 48 

APPENDIX E PROCESS SPECIFICATION 49 

APPENDIX F DATA DICTIONARY 114 

APPENDIX G SCREEN DESIGN 138 

APPENDIX H REPORT DESIGN 142 

BIBLIOGRAPHY 148 

IV 



LIST OF FIGURES 

Figure Page 

2.1 Organization Chart 4 

3.1 Site Map of Grune Business Application 12 

3.2 Context Diagram of the Proposed System 13 

3.3 Data Flow Diagrrun Level 0 of the Proposed System 14 

3.4 Hardware Configuration 17 

3.7 Break Even Point 26 

4.1 Project Plan 29 

A.1 Site Map of Game Business Application 34 

B.l Context Diagrrun for Proposed System 35 

C.l Data Flow Diagrrun Level 0 for Proposed System 37 

C.2 Data Flow Diagram Level 1 for Playing BINGO Grune 38 

C.3 Data Flow Diagram Level 1 for Member Registration 39 

C.4 Data Flow Diagram Level 1 for Web board 40 

C.5 Data Flow Diagrrun Level 1 for Chat Room 41 

C.6 Data Flow Diagrrun Level for Guest Book 42 

C.7 Data Flow Diagrrun Level 1 for Winner Account 43 

C.8 Data Flow Diagrrun Level for Prizes Display 44 

C.9 Data Flow Diagrrun Level for Redeeming Prizes 45 

C.10 Data Flow Diagrrun Level for Redeeming Money Reward 46 

C.11 Data Flow Diagrrun Level for Online Administration 47 

D.l Entity Relational Diagrrun 48 

G.l Movie On First Page 138 

v 



Figure Page 

G.2 Main Homepage 1 138 

G.3 Main Homepage 2 139 

G.4 Guest book Input Screen 139 

G.5 Chat Room Input Screen 140 

G.6 Web board Input Screen 140 

G.7 Member Login Input Screen 141 

G.8 Administration Login Input Screen 141 

H.l List of Member Report 142 

H.2 List of Winners Report 142 

H.3 Redeemed Prizes Report 143 

H.4 Redeemed Money Report 143 

H.5 Game List Report 144 

H.6 Members' Reward Availability Report 144 

H.7 Members' Cumulative Score Report 145 

H.8 Guest book Report 145 

H.9 Web board Issue Report 146 

H.10 Web board Detail Report 146 

H.11 Chat Room 147 

VI 



LIST OF TABLES 

Table Page 

3.1 Hardware Requirements 16 

3.2 Software Requirements 18 

3.3 Cost of Manpower of the New System 21 

3.4 Cost of Hardware and Software of the Computerized System 21 

3.5 Income Stream and Discounted Income Stream 23 

3.6 Cost Comparison between Existing System and Proposed System 24 

E.l Process Specification of Process 1.1 49 

E.2 Process Specification of Process 1.2 52 

E.3 Process Specification of Process 1.4 53 

E.4 Process Specification of Process 2.1 57 

E.5 Process Specification of Process 2.1.1 59 

E.6 Process Specification of Process 2.1.2 61 

E.7 Process Specification of Process 2.4 63 

E.8 Process Specification of Process 3 .2 67 

E.9 Process Specification of Process 3.3.1 69 

E.10 Process Specification of Process 3.3.2 71 

E.11 Process Specification of Process 3.5 73 

E.12 Process Specification of Process 3 .6 75 

E.13 Process Specification of Process 4.1 76 

E.14 Process Specification of Process 4.2 77 

E.15 Process Specification of Process 4.3 79 

E.16 Process Specification of Process 4.4 80 

Vll 



Table Page 

E.17 Process Specification of Process 4.5.l 82 

E.18 Process Specification of Process 5 .1 83 

E.19 Process Specification of Process 5.2 85 

E.20 Process Specification of Process 5.3 87 

E.21 Process Specification of Process 6.4 88 

E.22 Process Specification of Process 7.4 91 

E.23 Process Specification of Process 8.3 93 

E.24 Process Specification of Form 95 

E.25 Process Specification of Process 8.4.2 98 

E.26 Process Specification of Process 9 .4 100 

E.27 Process Specification of Process 9.7 103 

E.28 Process Specification of Process 10.3 106 

E.29 Process Specification of Process 10.4 108 

E.30 Process Specification of Process 10.5 110 

E.31 Process Specification of Process 10.6 112 

F.1 File Layout of COLUMN LIST 114 

F.2 File Layout of Table LIST 119 

F.3 DATA DICTIONARY OF REDEEMING MONEY 120 

F.4 DATA DICTIONARY OF REDEEMING PRIZES 121 

F.5 DATA DICTIONARY OF WEBBOARD 122 

F.6 DATA DICTIONARY OF ADMINISTRATION LOGIN TABLE 123 

F.7 DATA DICTIONARY OF ANSWER TABLE 124 

F.8 DATA DICTIONARY OF PRIZE LIST TABLE 125 

Vlll 



Table Page 

F.9 DATA DICTIONARY OF GAME LIST TABLE 126 

F.10 DATA DICTIONARY OF GUESTBOOK 127 

F.11 DATA DICTIONARY OF MEMBER LIST TABLE 128 

F.12 DATA DICTIONARY OF GAME TABLE 130 

F.13 DATA DICTIONARY OF MONEY-REDEEMED 131 

F.14 DATA DICTIONARY OF OCCUPATIONTABLE 132 

F.15 DATA DICTIONARY OF PRIZE-REDEEMED TABLE 133 

F.16 DATA DICTIONARY OF CUMULATIVE SCORES TABLE 134 

F.17 DATA DICTIONARY OF WINNER'S SCORES 135 

F.18 DATA DICTIONARY OF BANK TABLE 136 

F.19 DATA DICTIONARY OF WINNERS TABLE 137 

lX 



I. INTRODUCTION 

1.1 Background of the Project 

Nowadays, Internet technology allows many great business ideas to arise as well 

as bring new economy to people of the world. The Web Application for Game Business 

has arisen with the idea to build a web site for playing game online in Thai. By 

conducting customer surveys on the Internet last year, the founder of the company 

realized that the existing game sites available on the Internet is not suitable for Thai 

visitors and there is the gap in the virtual market and Game Business that was 

discovered since then. 

The major objective of the application is to launch a Thai language web site for 

its potential customers to play games on line and win prizes. The company could gain 

from advertisement- banners and links- as well as promotion with other companies 

who produce brand-name products and sponsor their products to use as prizes. 

Using a Dynamic Web-Based Database Management System (DBMS) and 

Hypertext Markup Language (HTML) as a report-writing language, all applications, 

including web administration, are run on the Internet. 

With a Client-Server architecture technology, the system not only provides games 

for the web visitors but also have features to create community among the visitors or 

customers such as chat room, web board and guest book. 

In addition, the system includes a member system that the company could keep 

track with its customers. This will also allow the company to have valuable information 

in the future. 
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1.2 Objectives of the Project 

The objectives of the project on the Web Application for Game Business are as 

follows: 

(1) To establish a Thai language web site for playing games on the Internet. 

(2) To analyze and collect behavior of potential customers of the Game 

Business in order to identify the suitable system for the company's future 

customer, and to study the real situation of the system in order to design the 

web application. 

(3) To design a low cost web-based information system as a hypothetical 

system. 

(4) To create a few games - Pop pit and BINGO -- at the beginning of the 

project. 

(5) To use the Database Management techniques to provide up-to-date, 

effective and accurate information. 

(6) To develop and test the Software package for the Web Application of the 

company. 

(7) To get the collection of member information for further program and 

promotional purpose. 

1.3 Scope of the Project 

The project will cover a major part of the Web Application for Game Business, 

which includes the following areas: 

(1) Creates Thai Game Web Page. 

(2) Provides area for the banner of its sponsors. 

(3) Provides the list of games available. 
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(4) Provides the registration system of new members including sign in and sign 

out. 

(5) Provides detail information about members. 

( 6) Provides the new game for trial. 

(7) Provide the accumulative points and prizes for members. 

(8) Provide guest book, chat room and web board. 
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II. EXISTING SYSTEM 

2.1 Background of the Organization 

A company was established in 1999. The founder of the company experienced 

that many DOT COM companies that succeed in the US have developed their 

applications to support brilliant ideas and make their application valuable on the 

Internet. Like other new entrepreneur, he and his colleagues started doing their own 

business with an idea of offering their potential customers to enjoy playing games in 

Thai language to win special prizes on a regular basis. The ideas emerge easily from 

the existing DOT COMs on the Internet. One different idea is to localize the web for 

Thai Internet users. So the company is registered and the plan to develop web 

application on the Internet for Game Business potential customers has begun. 

The Web Application for Game Business is developed to be the company's main 

business, which adopted the organization chart as shown in Figure 2.1. 

Managing Director 

I I l l 
System Analysis R&D Web Development Account & Finance Personnel 

Division Division Division Division Division 

Figure 2.1. Organization Chart. 
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2.2 Current Problems and Areas for Improvements 

As the existing game sites available on the Internet is not suitable for Thai 

visitors in many areas, the major problem of the existing game sites are summarized as 

follows: 

( 1) Present English languages rules of the game are difficult to under stand. 

(2) The prizes are not offered for the visitors who live in Thailand due to the 

difficulties in physical distribution. 

(3) Community languages are in English. 

( 4) Not targeted for Thai citizens at all. 

For those reasons, we need to develop a new DOT COM Company, 

thaiplaystation.com in order to serve Thai people to enjoy playing games and win 

prizes locally. The company expects to be the pioneer in games and become a great 

community web in the Thailand's virtual market 
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III. PROPOSED SYSTEM 

3.1 System Specification 

For the new system, I have conducted a survey in order to summarize all the 

user's requirements. The following is a typical text requirement specification for the 

web system application written by the company's owner. 

(1) The system provides a service that allows visitors to send mail to their 

friends easily. 

(2) The system encourages visitors and customers to communicate by using 

Chat room and able to chat while playing games. 

(3) The system includes Guest book and Web board to create more relationship 

among visitors and members. 

(4) Member System is available for targeted customers who playing in order to 

identify game attendance and security purpose. 

(5) Administration system is available to handles prizes that redeemed the raw 

material invoice and add new prize items into the database and then delete 

the redeemed prizes automatically. 

(6) The system handles members' transaction and their cumulative scores. 

(7) Using SQL, the system allows members to claim their prizes by comparing 

cumulative scores with prizes or money value from the database 

automatically. 

(8) Administration system is available to manage games that are on the site and 

provide functions for the administrator to adjust database by the use of SQL 

directly from the administration menu. 
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(9) The administration system enables online and can easily create, update, and 

delete information about basic data, games, prizes, scores exchange rates 

and member lists. 

(10) The system is able to create reports in each transaction with in a period of 

time such as member list, list of the winner, list of redeemed-prize and 

cumulative scores. It is able to create the summary reports for each day, 

week, or month. 

(11) The game is online and must support multi-u~ers environment. 

(12) The system is using Client-Server architecture. 

(13) The system run can run on all popular browsers, Microsoft Internet 

Explorer as well as Netscape Navigator, the latest version. 

(14) The interface of the site as well as the administration area must contain a 

friendly graphical user interface (GUI) and communicate well with 

instructions. 

(15) The system can support both Thai and English characters. 

(16) Frame for other services will be created for other plug in applications or 

advertisements such as horoscope, suggestion box, electronics joke and etc. 

3.2 System Design 

The system design was created to meet all the user's requirements as defined 

above. The Web Application for Game Business was designed under Client-Server 

architecture. The design phase expands and details the analysis phase by taking into 

consideration all technical implications and restrictions. The purpose of the design is to 

specify a working solution that can be easily translated into programming code, such as 

a database, a users interface, communication, devices, and more. 
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The design can be divided into segments: 

3.2.1 Server Side 

The server's objective is to improve the resource efficiency and reduce network 

traffic between client and server. Server objects are stored in a central location, which 

make maintenance and modification easier to administer. The server objects are defined 

such as database object contains table, view, index, stored procedure, trigger, and 

relation. 

3.2.2 Client Side 

The client object is the front-end application containing the user interfaces and 

business rule. The new system in the client side includes the entire concerned entities or 

users of the web and all the concerned work processes as shown in the context diagram 

and the data flow diagram in both level 0 and others. 

The web site, thaiplayststion.com, is divided into 4 main sections that are major 

services, Games, minor services and other services that are shown in figure 3 .1, site 

map of thaiplaystation.com for Game Business. 

In the context diagram, the new system has contact with several users and 

attendees including; 

(1) Visitors 

(2) Members 

(3) Web Administrator 

(4) Sponsors 

In Figure 3.2, Context Diagram for the Web Application for Game Business also 

shows the transferring of the information among the system and the concerned entities. 

The designed system has also defined the data flow diagram at level 1, which 

includes 10 processes in the new system as follows: 
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• 

(1) Playing a BINGO game 

This module is for the member that gets into the system to play the 

BINGO game. The winner and the scores that is acquired from playing 

game online will be recorded into the winner database as well as related 

member data that occurs during playing games. The basic data in this 

module consist of the following data: 

(a) Member 

(b) Game 

(c) Winner 

(d) Scores 

(2) Member Registration 

When a visitor enters the site and joins any activity; for example, 

playing BINGO game, he or she must register to be a member. This process 

is not only to insert new data from a visitor but to also verify data 

redundancy before adding a new record into the member table. 

(3) Web board 

The web board is an independent module that links file by using 

HTML on the site. It receives data of the questions and answers from the 

visitors and posts it on the web board, which is an HTML format report. 

One topic of the question could have many respondents answering or else a 

new topic will be added in as a new question. 

( 4) Chat Room 

The Chat Room is an independent module that links files by using 

HTML on the site. It allows the visitors to chat with each other via text 
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message interactively. The attendants of the chat room is able to choose 

their nickname and text color to appear on the chat screen. 

(5) Guest book 

Guest book is another independent module that links files by using 

HTML on the site. It allows visitor to give suggestions and post it in the 

Guest book, which is an HTML format report. 

( 6) Winner Account 

Winner account is the module that keeps track of member activities 

on the site, especially cumulates scores from playing games The process 

acquired member information and scores to be recorded in the database. 

(7) Prizes Display 

Prizes Display is the module that keeps track of prizes and prizes 

redeemed information of the members and display information up on 

request. 

(8) Redeeming Prizes 

Redeeming prizes is a process that has several sub processes 

including the followings; 

(a) Login 

(b) Verify member 

( c) Display Scores 

( d) Display Prizes 

(e) Compare prizes and Token 

(f) Select Prize 

(g) Shopping cart 

(h) Add new transaction 
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(i) Update prizes stock 

G) Update score 

(9) Redeeming Money 

Money Redeemed 1s a process that has several sub-processes 

including the followings: 

(a) Login 

(b) Verify member 

( c) Display scores 

( d) Display money redeemed rate 

( e) Compare scores and money redeemed rate 

( f) Read exchange score 

(g) Add new transaction 

(h) Update score 

( 10) Online Administration 

The online administration allows only the administrator who has 

permission to login in order to modify data of the site. This module 

manages game related data in which include the following sub processes: 

(a) Add new games 

(b) Add or modify prizes 

( c) Modify money redeemed rate 
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Figure 3 .2. Context Diagram of the Proposed System. 
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3.3 Hardware and Software Requirements 

3.3.1 Hardware Requirements 

This Web Application System needed the Web server to serve online via Internet 

on which more than 1,000 prospect players may simultaneously anticipate. Also this 

server has been initially projected to fulfill multi-purpose of Operating System, Web 

Service Server, and Database Server though the architecture of 3-tier client/server 

should be applied, the distributed server could be one of those alternatives. However, 

the additional equal-qualified servers would be clustering for further enhancement. For 

instance, the hardware requirement must contain enough efficiency in specification, so 

the service application program will continue to run smoothly. However, the server 

computer must be determined in Dual-Processor unit. Hence, the memory of at least 

512-MB would contain in the processors. Besides server specification, the network 

hardware requirement must be issued to serve the large number of players online. And 

also the web development could be implemented remotely via Internet or Dial-up 

remote access from PC workstation. So both server and workstation required the 

network interface card that accelerates up to 100 MB. High speed Modem will be used 

in case of remote handling. The overall specification is shown in the Table 3.1 and 

hardware configuration is shown in Figure 3.4. 
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Table 3.1. Hardware Requirements. 

Hardware and Specifications Objectives Quantity 

Web Server - Operating System 1 

- CPU Intel Pentium III 600 MHz. Dual - Web Application 

Processors - Database Server 

- RAM 512 MB, 2 GB expansible - Primary Domain 

- Hard Disk 27 GB, SCSI-2 Interface, 1.44 MB Controller 

Floppy Disk Drive 3.5" - Remote Server 

- CD-ROM Drive 40X Interface SCSI-2 

- Ethernet Interface Card 10/lOOBaseT 

- 14" SVGA Monitor, Non-Interlace 

- PS/2 Mouse, Keyboard 

- 40 GB Tape Backup 

- PC Workstation - Development Tools 3 

- CPU Intel Pentium III 600 MHz. - Remote Admin 

- RAM 64 Mbytes, 256 MB expansible - Web Authoring 

- Hard Disk 10 GB, 1.44 MB Floppy Disk Drive 

3.5" 

- CD-ROM Drive 40X 

- Ethernet Interface Card 10/lOOBaseT 

- 14" SVGA Monitor, Non-Interlace 

- PS/2 Mouse, Keyboard 

UPS Backup Power Supply 1 

- Capacity 2 KV A 

MODEM Remote Access Service 2 

- 56Kbps, V.90 

- External MODEM 

PRINTER Web Design Documentation 1 

- Laser Printer 
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Up-to 1000 users 
~-- Feasible --~ 

Modem 

Jg lg lg 
Web Server Web Server Web Server 

l ___ w.,,~--,,,,;;;---~----~ 
Figure 3.4. Hardware Configuration. 

3.3.2 Software Requirements 

Workstation : 1 
Web Development 

Workstation : 2 
Graphic Design 

Workstation : 3 
Web Authoring 

For the network operating system, the architecture must handle service in multi-

processing Component Object Model (COM) and JAVA Based Server. Software 

requirement must be based on Internet online performance issue & Security and ease of 

use for administrative and significantly defined on lower Total Cost of Ownership. 

Then the graphical user interface Software is pre-determined on Microsoft Windows 

NT Server and Workstation. Since NT provides a bundle of free Internet service 

application and server also the client/server model of which several development tools 
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are powerful to implement could do development easily. However, all report 

documents could be accomplished through the web processing, so report generator 

program is not required yet. The overall Software requirements are shown in the Table 

3.2. 

Table 3.2. Software Requirements. 

Software and Specifications Objectives Quantity 

Network Operating System Network Operating 

- Windows NT Server 4.0 System for Internet 1 

10 Client Access Licenses Web Server 

Operating System Operating System for 

- Windows NT Workstation 4.0 Development PC 1 

Workstation 

Relational Database Management Database Management 

System (RDBMS) System on Web Server 1 

- MS SQL Server 7.0 

Development Tools Application 

- MS-Visual Studio 6.0 Enterprise Development Tools 1 

Edition 

Adobe Photo Shop 5.5 Web Design 1 
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3.4 Security and Control 

Security concern is very important for Internet application. Besides that, the 

allowance to a large number of players accessing the server resource would raise 

security flaws. Consequently, as this game online rewards so many prizes of which 

player may redeem amount in money, an intruder would try to break in and change 

database for his/her purpose. Moreover, Internet browser could not protect the 

circumstance of re-enter or re-submission on particular pages and get duplicated 

process for increment amounts. 

Hence, the major security concerns are: 

(1) System Security and control 

(2) Data Security and control 

(3) Application Security and control 

3.4.1 System Security 

The web service will run on Windows NT environment. When a client has an 

access to the NT Server, remote user is given an access to local hard disk resource by 

creating shared directories. So the player must be set for User Right Access on which 

Permission control required a particular directory basis. Windows NT is built to meet 

Class C2 security standard. Windows NT security system is as follows: 

(1) Directory and File Resource Security 

Any directory and files system must be set as Windows NT File 

System (NTFS). Windows NT protects its resources, including files, 

printer, and applications, by controlling access to them. 

(2) Directory and File Resource Control 
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For each resource to be protected or secured, the resource must be 

accessible to authorized users and inaccessible to unauthorized users. 

Windows NT protects its resources by: 

(a) Access Control Lists 

(b) Access Control Entries 

3.4.2 Data Security 

The system database was designed to run on MS SQL Server 7.0 DBMS. The 

user has to be assigned User ID and corresponding Password to have the right to access 

database. 

( 1) Data Control 

Each user has different permissions to access database on Windows 

NT Server. In addition, Database Management System must be backed up 

every day, so it could be recovered if there is any problem occurring such 

as indexing damage. 

3.4.3 Application Security 

In the web development, all users could manage their account information by 

using their login and password. The permission will be granted or denied for each user. 

The web page must enable authorized users and disable unauthorized users. 

(1) Application Control 

All web pages that are concerned about security issues need to pass a 

token of user identification internally. So the users' information can be 

tracked on each game to accumulate all prizes. After all, user may redeem 

their prizes through the particular page only to enter their user account and 

password. 
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3.5 Systems Cost Evaluation 

3.5.1 Cost of the Web System 

The cost of the whole system includes manpower cost, hardware cost, software 

cost, implementation cost, and maintenance cost. 

Table 3.3. Cost of Manpower of the New System, Baht. 

Description Quantity Salary/Month Total 

Web Master 1 25,000 25,000 

Web Developer 2 15,000 15,000 

Web Designer 1 18,000 18,000 

Total 4 58,000 

Table 3.4. Cost of Hardware and Software of the Computerized System, Baht. 

Hardware/Software Quantity Price/Unit Total 

Web Server included 
1 450,000 450,000 

Windows NT Server 

PC Workstation included 
3 35,000 35,000 

Windows NT Workstation 

Laser Printer 1 13,000 13,000 

Modem 56Kbps 2 2,500 5,000 

UPS 1 15,000 15,000 

MS SQL Server 7.0 with 5 
1 260,000 260,000 

Client Access Licenses 
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Table 3.4. Cost of Hardware and Software of the Computerized System, Baht 
(Continued). 

Hardware/Software Quantity Price/Unit Total 

Visual Studio 6.0 Enterprise 
1 64,800 64,800 

Edition 

The Web Application System 
1 100,000 100,000 

for Game Business 

Total 882,800 

( 1) Payback Period 

Payback period provides the point in the time at which the initial 

investment is recouped. The pay back period for the proposed system is 

approximately one year and six months. 

Payback Period 

Total of Investment 

Annual Cash Inflow 

Payback Period 

= Investment 
Annual Cash Inflow 

\)\~•"J_,.,( f~I''• )J1 r·r-<-

= Cost of hanh-v-are + Cost of -seftwate 

/I'·· dJ;- Cost of Software 

= 940,000 

= 600,000 

= 

= 1.56 

940,000 
600,000 

~ 1 year 6 months 

(2) Net Present Value (NPV) 

Net Present Value is a discount cash flow approach based on the 

present value of money. Investment opportunity of 940,800 will generate 
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variable income totally 1,800,000 over three years with the discount rate of 

6.5 percent. Using readily available discountable or a financial calculator, 

the calculation of Net Present Value (NPV) is shown below. 

Table 3.5. Income Stream and Discounted Income Stream. 

Year Income Stream Discount Factor@ Discounted Income 
6.5% Stream 

1 600,000 * .939 563,400 

2 630,000 * .882 630,000 

3 693,000 *.828 573,800 

Total 1,923,000 1,767,200 

Where Discount Rate = Discount of money reflects the rate of 

returns that could be earned from an investment 

with similar risk 

Income of Year 1 = Expected Income of 600,000 

Income of Year 2 = 5% increase in income from year 1 

Income of Year 3 = 10% increase in income from year 2 

Discount Income Initial Investment = NPV 

Present Value of Future Present Cash Inflow NPV 

Cash Inflow 

1,767,200 600,000 1,167,200 
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The initial investment is less than the discounted income stream, as 

shown in Table 3.5, the NPV is positive and the investment is strongly 

advised. 

(3) Cost Comparison between Existing System and Proposed System 

Cost of Existing System is estimated under the assumption that the 

system is a game shop that service game lover with specialized game boxes. 

The Cost Comparison between Existing System and Proposed System is 

shown in table 3 .6. 

Table 3.6. Cost Comparison between Existing System and Proposed System, Baht. 

Years 

Cost Items 
1 2 3 4 5 

Existing System 

Staff (7 Staffs) 

(Increase 5% per 714,000 749,700 787,185 826,544 867,871 

year) 

Office Supplies 

Cost 

(increase 5% per 50,000 52,500 55,125 57,881 60,775 

year) 

Office Equipment 10,000 10,000 10,000 10,000 10,000 

Cost 

Utilitty Cost 

(increase 5% per 40,000 42,000 44,100 46,305 48,620 

year) 
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Table 3.6. Cost Comparison between Existing System and Proposed System, Baht 
(Continued). 

Years 

Cost Items 
1 2 3 4 5 

Total Cost 814,000 854,200 896,410 940,731 987,267 

Cumulative Cost 814,000 1,668,200 2,564,610 3,505,341 4,492,608 

Proposed 

System 

Hardware Cost 518,000 - - - -

Software Cost 324,800 - - - -
Development 

and Installation 100,000 - - - -
Cost 

Office 10,000 10,000 10,000 10,000 10,000 

Equipment Cost 

Staff (4 Staffs) 

(Increase 5% 58,000 60,900 63,945 67,142 70,499 

per year) 

Office Supplies 

Cost 

(increase 5% per 84,000 88,200 92,610 97,241 102,103 

year) 

Maintenance 

Cost 

(increase 5% per 10,000 10,500 11,025 11,576 12,155 

year) 

Training Cost 5,000 5,000 5,000 5,000 5,000 
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Table 3.6. Cost Comparison between Existing System and Proposed System, Baht 
(Continued). 

Cost Items 
1 2 

Utility Cost 

(increase 5% per 36,000 37,800 

year) 

Total Cost 1,145,800 212,400 

Cumulative Cost 1,145,800 1,358,200 

Cumulative Cost, Baht 

5,ooo,ooo 
4,500,000 
4,000,000 
3,500,000 
3,000,000 1 

2,500,000 ; 
Breakeven Point 

Years 

3 4 5 

39,690 41,675 43,758 

222,270 232,634 243,515 

1,580,470 1,813,104 2,056,619 

2,000,000 -i __ __. 

1,500,000 -1:._: ---::;;;~:::::::=-------------
1,000,000 

500,000 

1 

5 Months, operation. 
----,---------- -

2 3 4 

-+- Cost of Existing Systern-e- Cost of Proposed System 

Note: Year 1 is the starting point. 

Figure 3.7. Break Even Point. 
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(4) Intangible Benefits 

Some benefits that are gained by the organization from the use of 

information system are difficult to measure but it is important. This benefit 

is known as intangible benefit. For the Web Application System for Game 

Business it can be summarized for intangible benefits as follows: 

(a) To impose discipline for all of the staffs and management throughout 

the system. 

(b) To forecast or improve management planned activities. 

( c) To get more current and accurate information for management and plan 

for the future. 

(d) Information gained from the system could contribute value-added to 

the company in the future. 
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IV. PROJECT IMPLEMENTATION 

4.1 Overview of Project Implementation Schedule 

This project can be divided into 3 main parts that are; 

(1) To analyze existing game site, in order to identify the advantages and 

disadvantages of creating the new game site and its application, and define 

the development of the new system. 

(2) To use all the analysis data to design the new web application. 

(3) To set up some prototypes of the project in order for trial and error and steps 

to implement the whole system. 

This project has done following the Gantt chart as shown in the Figure 4.1. 
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4.2 Test Plan and Results 

Before the project started, the site named "thaiplaystation.com" is registered and 

when the project is finished, the company sets a working group in order to test the Web 

Application for Play Game Company to make sure that the system works. Then, the 

new application was posted on the Internet and the operation team together with the 

prototype system manages to test the system so that the company can run its operation 

before the formal launching to its potential customers. 

During the test, the staffs found some mistakes in the system such as the data 

does not provide modification in the database system and score calculation gives wrong 

results, so the programmer has already corrected it. 

After two weeks, the site administrator and company's officers confirm that every 

transaction runs smoothly and the site is ready to launch. The management also agrees 

at this point. 

Testing of specific program, subsystems and total systems is essential to quality 

assurance. Testing is done to tum up any existing problem and interfaces before the 

system is actually used. The major issues, which should be considered, are: 

(1) Testing individual program was completed during the programming task by 

the development team, Program testing concentrates on the programs 

themselves in an attempt to make sure that each program works properly. 

(2) Data testing consists of running a program, which appears to be working 

correctly with sample data. 

(3) Link testing tests the upstream and downstream feeds between different 

programs and program modules. 

(4) Module testing is the process of testing the individual module that makes 

up the work program. 
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(5) User acceptance testing: it is users' responsibility to make their own data to 

test if the system meets the requirements. 

( 6) System testing ensures that all the programs that make up the new system 

work together. 
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V. CONCLUSIONS AND RECOMMENDATIONS 

5.1 Conclusions 

The Web Application for Game Business need just only a small group of people 

to handle the whole system, and the company can save their expenditure and increase 

their profit 

Information technology and internet technology have been used through this 

system to make it possible to serve company's objectives to serve its customers or web 

visitors. The prizes list, member information, prize-redeemed information and score 

reports could be retrieved from database. With a Client-Server architecture technology, 

the system not only provides games for the web visitors but also have features to create 

community among the visitors or customers such as chat room, web board and guest 

book. 

In the web application system all information are always updated in the form of 

HTML reports. All reports could be retrieved from database via Standard Query 

Language (SQL). The executives can have reports at anytime by logging on to the 

internet to get the reports upon request. Waiting until the end of the month or week in 

order to get the completed reports for the decision making will not occurr. Since the 

management needs up-to-date, faster, and more accurate information to help them as a 

decision supporting system for the management, the system has to fulfill the 

management's entire requirement. 

The new system has followed the objectives of the company and created the 

system step by step. First, studying existing game site on the internet, interviewing the 

management team, analyzing the requirements in order to identify the web application 

and developing the application for the company 
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5.2 Recommendations 

The system should have the sponsor registration system checking that allows 

management to get information about sponsors and provide the report of which item of 

the prize from each sponsor is the most attractive among the visitors. 

This system should have a program for managing the banner since the company 

plans to get a lot of traffic and earn from banners' clicks. 

Furthermore, it should have a follow-up customer system like a cookie file or the 

program that could track customers' behavior during visiting the site. In case that, after 

a period of time the company gains enough data from the user and the program will 

give a mean statistic that is useful for web marketing plan. Therefore, the follow-up 

customer system would benefit the company because it keeps track of an individual 

customer as well as a group and supports marketing functions. 

The system should develop a link with other systems in order to support its back 

office operation and also to share information to all departments 
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APPENDIX B 

CONTEXT DIAGRAM 
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i--- -- - -Money Redeemtion------- 1 
I - -- ----Prize redeemtion - ----- -
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Members 

·r r-·-L -AccumulativeScore 

- Prizes 

Money---
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-- ____ L 

~----·------ -~ 
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Thai PlayStation .com 

Information manag1 Reports 
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__________ __j 
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Figure B.1. Context Diagram for the Proposed System. 
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DATA FLOW DIAGRAMS 
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APPENDIX D 

DATABASE DESIGN 



1-~-- -~a~c~ ~- '..--

I=~ -:~, I i----~z ,.;;,;.;--
!Score Text(4) I~ 

_ --. _ _ - --~ : Game!D <fk> Byte 

Member!D <fk> Longlnteger L __ _ 
Game!D = Game!D _ 

WinnerDate Date Time 

Game!D = Game!D Games Status 

G.innilll ~ Bm 

'GamcsNamc Tcxt(20) 

IsRunning YcsNo 

Is Winning YcsNo 

Who Wins Text(20) 

lsReady YesNo 
____ _l 

HighScore 
IP Address Text(20) 

Member!D = Member!D 

Member!D 

HighScore 

HighScoreDate 

! 

<fk> Longlnteger 

Longlnteger 

Date Time 

Prize Exchange 

! PrizeExchangeNo 

Longlnteger WinnerScore I I 

---~~ 
Members 

~ CQu.nlli: 

Member!D = Member!D _.. McrnbcrTitle Text(IS) 

Member!D = Member!D 
MemberName Tcxt(255) 

MernberSumame Tcxt(255) 

0 ID o ID LoginNamc Text(20) 

Text(20) 

'Member!D <fk> Longlnteger ~Occl:Occu<panthio>ns-BK•nn~cc = cc Password 
~ .!:!.,µ.l< 1 HintQuestion Byte 

, PrizeExchangeToken 
i 
I PrizeExchangeDate 

Longlnteger 

Date Time 
Name y~~~-o- I _ ___....,, HintPassword Text(20) 

I_ --. --------- - Member ID= Memberlq Email Text(255) 

PrizeExchangeNo = PrizeExchangeNo 

r 

-~-=-;~~~~~~:-:::1 
PrjzeExchangeNo 

~ ~ 

Scores 

~::,~ <pk fk~-~::::::::: 
,------;;:e~- ------1 

'~ ~ CQu.nlli: 

, GetPrize YesNo 
1 

PrizeName Text(255) 

! DuePrizeDate Date Time Prize Token Longlnteger 

PrizePicture 

Adm in Prize!D = Prize!D 
TextShow 

Text(20) 

Text(255) 

I 
UserAdmin 

!~ssw.o~~~~~~--

----j 
Counter:' 

Tex_t_(-30) 
Text( IS) 

Exchange Rate 

:~ 

I ScoreRate 

: MoneyRate 

Longlnteger 

L_""_~~tege~ j 

WB 

Counter 

Text(SO) 

Memo 

DATES DateTime 

NAME Text( SO) 
i 
, COUNTS Integer 

PrizeShow 

--------..! PrizeQuantity 

PrizeEntryDate 

YesNo 

Byte 

Date Time 

Bank 

BankName 

~~ 

Text(SO) 

-----l 
Bankld = Bankld 

GuestName Text( SO) 

GuestFrom Text(80) 

I GuestNote Memo 

GuestDate Date Time 

!~~~Post Text(20) 

MemBirthdatc Date Time 

Address Tcxt(255) 

Phone Tcxt(25) 

Occ!D <fk> Byte 

AdmitDate Date Time 

Membcr!D = Membcr!D 

I Exchange Money 

' TxExchaneeMoney SJ2k.::: ~ 

Member!D 

1 MoneyExchangc 

Exchange Rates 

Score 

ExchangeDate 

GetMoney 

DueMoneyDate 

: AccName 

AccNo 

Ace Type 

'I Bankld 

-~~~~Bra~ch 

AN SN AME 

ANS 

DATES 

<fk> 

<fk> 

ANS 

Longlntcger 

Longlntcgcr 

Text(20) 

Longlntegcr 

Date Time 

YesNo 

Date Time 

Tcxt(SO) 

Text(IO) 

Text(SO) 

Integer 

Text( SO) 

Longlnteger 

Tcxt(SO) 

Memo 

Date Time 

Figure D.l. Entity Relational Diagram. 
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APPENDIX E 

PROCESS SPECIFICATION 



Table E. l. Process Specification of Process 1.1. 

Project Name: thaiplaystation.com 

Module Name: Registration J UI I Page Name: register.asp 

Description : V1u1r.i'ilfu~lYl'lr·iun:nn 

URL: www.thaiplaystation.com/register.asp 

Type of Page : 

DHTML DCGI D Others ................ . 

0ASP DPHP 

Input Data Flow : 

1. l'i1U1VIU1 ( ddm Title) 9. '!11~~ (Occupation) 

2. ~'il (txtName) 10. E-mail (txtEmail) 

3. u1J.J~fJft (txtSurname) 
11. Usemame (txtUsemame) 

12. Password (txtPassword) 
4. ilwn~ (txtBirthdate) 

13. Confirm Password 

5. L~'!lwn~ (Monthdate) 
( txtConfirmPassword 

6. ihn~ (txtYear) 14. Pi1cnJ.J Hint Password (ddmHint) 

7. ~'iltj ( txtAddress) 15. Pi11)1'!ll.J Hint Password (txtHint) 

8. Ll.l'!lflmfl~vf (txtPhone) 
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Table E. l. Process Specification of Process 1.1. (Continued). 

Project Name: thaiplaystation.com 

Module Name : Registration UI I Page Name : register.asp 

Description : ~u:1~'ilfu~il'Fir~i.diin 

Output Data Flow: addmember.asp 

Page Layout Image: 

Process Logic : Method: 

1. 1flofi'ill;Jfl1u Combo 'll'il~ri1tl1~u1 L'llu "1.'ll., "1.C\J., u1u, u.~. ufl::u1~ 0POST 

DGET 
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Table E. l. Process Specification of Process 1.1. (Continued). 

Project Name: thaiplaystation.com 

Module Name: Registration I UI I Page Name: register.asp 

Description : ,..,u1"l'flfu~i!rir~i.n:nn 

2. 'lriii'fll;lft'lu Combo 'll'fl..iPi1rni.J'll'fl'1 Hint password ~"~'fl1tld 

- unr'fl'1flULUll1l~i111l'll'fl'll')CU~'fl 
.-1 v v l'.I ,.. 

- 'll'fltJnt1U'lllll'hu111l'll'fl'11".JCUfl'fl 

""' ..J "" I'. I .J ,.. - Vll-J rillltJ'flftVll-J 1ull1lVlt111l'lJ'fl'11')CUfl'fl 

- ~~PJruttlr111~t1111R'fl 
3. L~'flvi1mr Click ~i.J Sign Me Up ! 'l~vi1mr Verify f'i1~1..i 1 ~" 

~'fl1tltl 
.ii - 'll'fl 

- U1l-J~fJft 

.J - Vl'fltj 

- E-mail Address 
- Usemame 
- Password 
- Confirm Password 
- Pi1rni.J Hint Password 

- Pi1111'flu Hint Password 

4. ri'1if'fll;Jft1tl'lM..i addmember.asp 

References : 

CJ E-R Diagram C:\thaiplaystation\er.pdm 

CJ Data Flow Diagram File Name .................. . 
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Action: 

AddNewMember.asp 



Table E.2. Process Specification of Process 1.2. 

Project Name : thaiplaystation.com 

Module Name: VerifyMember \ UI/ Page Name: VerifyMember.asp 

Description : lllr'l"l~'fl1Jif'fll;jiHUl1:nn 

URL: www.thaiglaystation.com/verifymember.asg 

Type of Page : 

DHTML DCGI D Others ............... 

0ASP DPHP 

Input Data Flow : ii'fll;Jf'l"l1n login.asp 

1. Usemame (txtUsemame) 
2. Password (txtPassword) 
3. 'l.nnmf'l11Lm.J£{ (Query String) 

Output Data Flow : r~~~i.n:nn (MemberID) uf'l:: V1i..J1mf'l11Lni..J£{ (Query String) 

Page Layout : Image: 

Process Logic : Method: 

111n"l~'flul'l1 Usemame uf'l:: Password "11n Table CJ POST 

Members n iii .f ,, ~ ... iii v 'h.J v ,, w..J ... 
1~n 'fl~ 11U11'flfl'l1l-.JUUl11 'flUTU LLf'l:: tl-lVIU1"1'flLnl-.J Vllf'l'fln 

LfiU 
CJ GET 

n11l-i~nili'fl-l ;Uii'flfl'l1l-.Jn1T Login Cl111Y'1f'l1111 n~u1t.lu~VIU1"1'fl Login 
... LV'l'fl Action: 

1M~1mr Login1Vll-i "l!:LUU;'flLnl-.Jf{~L~'fln.htm 

L'llu Lni..Jf{ Bingo 1 Card 

"l!:LUU bingo 1.htm 

References : 

CJ E-RDiagram C:\thaiplaystation\er.pdm 

CJ Data Flow Diagram File Name ................... 
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Table E.3. Process Specification of Process 1.4. 

Project Name : thaiplaystation.com 

Module Name: loginmember.asp I UI I Page Name: loginmember.asp 

Description : Login Display to play BINGO game 

URL : www.thaiplaystation.com/loginmember.asp 

Type of Page : 

DHTML Q CGI Q Others ............... 

0ASP Q PHP 

Input Data Flow : 
1. Bingo One Card has ID = 1 5. Current Bing has ID= 5 
2. Bingo Two Card has ID = 2 6. Letter Bingo has ID= 6 
3. Bingo Three Card has ID= 3 7. Members and Games tables 
4. Bingo Four Card has ID= 4 

Memben 

Membe:rID <pk> Cowtte:r 

Membe:rTitle Tex1(1S) 

Membe:rName Tex1(2SS) 

Gamu M emb eiSurname Tex1(2SS) 

GameID <pk> !M! L ogi.nN ame Tex1(20) 

GameName Tex1(SO) Pu1wo:ril Tex1(20) 

Score Tex1(4) HintQue 11ion Byte 

HintPu1wo:ril Tex1(20) 

Emilil Tex1(2SS) 

MemB:inhdi!.te Date Time 

Adilrm Tex1(2SS) 

Phone Tex1(2S) 

OccID Byte 

AdmitDate Date Time 
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Table E.3. Process Specification of Process 1.4. (Continued). 

Project Name: thaiplaystation.com 

Module Name: loginmember.asp UI I Page Name : loginmember.asp 

Description : Login Display to play BINGO game 

Output Data Flow : 
1. Bingo One Card has ID = 

1 :bingolchat.asp 
2. Bingo Two Card has ID = 

2: bingo2chat.asp 
3. Bingo Three Card has ID= 

3: bingo3chat.asp 

Page Layout : 

1. u-i1~nmr Login 

... . +r~:•M'ltn 
~·Nailit ___ __,. 

PtlMI( 

.<-I 

54 

4. Bingo Four Card has ID= 
4: bingo4chat.asp 

5. Current Bing has ID= 
5: bingo5chat.asp 

6. Letter Bingo has ID= 
6: bingo6chat.asp 

Image: 



Table E.3. Process Specification of Process 1.4. (Continued). 

Project Name : thaiplaystation.com 

Module Name: loginmember.asp UI I Page Name : loginmember.asp 

Description: Login Display to play BINGO game 

2. li1mr Login LL~'l 

Process Logic : Method: 

n1tl'-:ihlilmr Login LMLL~(;)-:Ji1U1"1'el Login member L~'elLMli1mr Login 

0POST 

OGET 

id,login,gameid,memberid,ip LLfl:: winnerscore 'tl'el'ILLllifl::mi.ilftt.l 
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Table E.3. Process Specification of Process 1.4. (Continued). 

Project Name: thaiplaystation.com 

Module Name: loginmember.asp I UI I Page Name: loginmember.asp 

Description : Login Display to play BINGO game 

Action: 

1. mJ.Jtf Bingo One Card "':::nf'l1 ID = 1 1tlu'1 bingo 1 chat.asp 'V1T'fll-J~'1i'l'1f'l1 

id,login,gameid,memberid,ip LLfl::: winnerscore 'll'fl'1LL"1fl:::LnJ.Jif 

2. LnJ.JtfBingo Two Card "l:::n"11 ID = 2 1tlu'1 bingo2chat.asp 'V1T'fll-J~'1i'l'1"11 

id,login,gameid,memberid,ip LLfl::: winnerscore 'll'fl'1LL"1fl:::mJ.J!f 

3. mJ.Jtf Bingo Three Card 

id,login,gameid,memberid,ip LLfl::: winnerscore 'll'fl'1LL"1fl:::LnJ.Jtf 

4. mJ.Jtf Bingo Four Card 

id,login,gameid,memberid,ip LLfl::: winnerscore 'll'fl'1LL"1fl:::LnJ.Jtf 

5. LnJ.Jtf Current Bing 

id,login,gameid,memberid,ip LLfl::: winnerscore 'll'fl'1LL"1fl:::mJ.Jtf 

6. LnJ.Jtf Letter Bingo 

id,login,gameid,memberid,ip LLfl::: winnerscore 'll'fl'1LL"1fl:::mJ.Jtf 

References : 

1:1 E-R Diagram C:\thaiplaystation\er.pdm 

1:1 Data Flow Diagram File Name .................. . 
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Table E.4. Process Specification of Process 2.1. 

Project Name : thaiplaystation.com 

Module Name : Login I UI I Page Name : loginmember.asp 

Description : i.1u1"1'il Login 

URL : www.thaiplaystation.com/loginmember.asp 

Type of Page : 

0HTML D CGI D Others ............... 

DASP D PHP 

Input Data Flow : Output Data Flow : 

1. Usemame (txtUserName) 1. £'11T~rl'li.n1n 1i.1iJ LLMM'l-IU1'1'il 

2. Password (txtPassword) register.asp 

3. i.1J.J1mfl~LmJ!f (Query String) 2. £11J.J1:ttn VerifyMember.asp 

3. ~J.JPassword LLM1~\.IU1~'il 

retrieve.asp 

i.1i.nmfl~LnJ.Jif (Query String) 
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Table E.4. Process Specification of Process 2.1. (Continued). 

Project Name : thaiplaystation.com 

Module Name : Login UI I Page Name : loginmember.asp 

Description: 'l-IU1~'fl Login 

Page Layout 

Sign l\1e lJp! 

ThaiPlayStation 
Username: 

ThaiPlayStation 
Password: 

~a,1 Pass'\"'\1ord 

Process Logic : 

1. ~iJ'l'lr1uniin1'1-1l-l 1~LLM1~'1-1U1~'fl register.asp 

2. ~i.niin ~~-fi'fll;!fl LLfl:::'l-!1J1m11'1ILm.1£f (Query String) 11..lu~ 

Verify Member.asp 

3. ~lJ Password u~~M'l-IU1~'fl retrieve.asp 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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Image: 

Method: 

o 0POST 

o DGET 

Action: 

Verify Member.asp 



Table E.5. Process Specification of Process 2.1.1. 

Project Name : thaiplaystation.com 

Module Name: Retrieve UI I Page Name: retrieve.asp 

Description: 1'lU1"1'fl Retrieve 

URL: www.thaiplaystation.com/retrieve.asp 

Type of Page : 

DHTML DCGI 

0ASP DPHP 

Input Data Flow : 

1. Usemame (txtUserName) 

2. 1'11m)J Hint Password (ddmHint) 

3. 1'11111'flu Hint Password (txtHint) 

Output Data Flow : retrievepassword.asp 

Page Layout 

ThaiPlayStation 
Usemame: 

Fi1n1ll: 

Fi1A'DU; 
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D Others .............. . 

Image: 



Table E.5. Process Specification of Process 2.1.1. (Continued). 

Project Name : thaiplaystation.com 

Module Name: Retrieve I UI I Page Name : retrieve.asp 

Description: 'v1U1"1'fl Retrieve 

Process Logic : Method: 

4. 1tHf'fll.JftLU Combo 'IJ'fl-l~'rn1ii'll'fl'I Hint password ~..i~'fl1tJO 0POST 

DGET 

Action: 

retrievepassword.asp 

5. Verify ri1~1..i 1 

6. Click ~ii Reset 'ti1mr Clear ri1~1'l 1 

7. Click ~ii Retrieve ~-:i~'fll.JftLtJu'I retrievepassword.asp 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name ................. .. 
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Table E.6. Process Specification of Process 2.1.2. 

Project Name : thaiplaystation.com 

Module Name: RetrievePassword I UI I Page Name: retrievepassword.asp 

Description: Retrieve Member Password 

URL: www.thaiplaystation.com/retrievepassword.asp 

Type of Page : 

DHTML OCGI D Others ............ 

0ASP DPHP 

Input Data Flow : if'fl1Jfl~1n Memtien 

Membu:ID <pk> Counter 

retrieve.asp MemhrTith Text(15) 

1. Usemame 
MemberName Text(255) 

MembuSurname Text(255) 

(txtUserName) LoginName Text(20) 

Pasiwod Text(20) 

2. ~11111.J Hint Password HintQ~e ition Byte 

HintPasiwod Text(20) 

(ddmHint) Emi!il Text(255) 

MemBi.rth.4ite D1teTime 
3. ~1l11'fltJ Hint Password 

A4ilrrn Text(255) 

Phone Text(25) 
(txtHint) 

OccID <fk> Byte 

4. Table Member A4mitDite D1teTime 
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Table E.6. Process Specification of Process 2.1.2. (Continued). 

Project Name: thaiplaystation.com 

Module Name : RetrievePassword I UI I Page Name : retrievepassword.asp 

Description : Retrieve Member Password 

Output Data Flow : LLM1~ Password '1l'il~1un=En 

Page Layout : Image: 

Process Logic : Method: 

fufi1~~in.i1111t.ll'ln"l~'ilu'1i'ill;Jl'l1w Table Members t11Qni1i''fl~1\X D POST 

LL~l1l~ Password '11'il~~in:nn;wi.n1\X D GET 

Action: 

References : 

D E-R Diagram C:\thaiplaystation\er.pdm 

Data Flow Diagram File Name ................... 
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Table E.7. Process Specification of Process 2.4. 

Project Name : thaiplaystation.com 

Module Name : AddMember I UI I Page Name : addmember.asp 

Description: Adding new member (uuVin!f'cllJ'i'l~m=Dn) 

URL : www.thaiplaystation.com/addmember.asp 

Type of Page : 

DHTML 

0ASP 

o CGI 

o PHP 

o Others ........... . 

Input Data Flow: Receive information form the file, register.html. 
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Table E.7. Process Specification of Process 2.4. (Continued). 

Project Name : thaiplaystation.com 

Module Name : AddMember I UI I Page Name : addmember.asp 

Description: Adding new member (uu~nii'fll;Jft~m=Bn) 

Output Data Flow : Table Members 

Munben 

Munbe:rID <pk> Counter 

M emb e:rTitle Text(15) 

M emb e:rN ame Text(255) 

M embelSurname Text(255) 

Occupatiom LoginName Text(20) 

- Panwor4 Text(20) OccID <pk> !2ru -
1 OccName Ye1No HintQue 1tion Byte 

OcclD =OcdD HintPu1wor4 Text(20) 

Emi!il Text(255) 

M unB:irth4ate Date Time 

A~ikrn Text(255) 

Phone Text(25) 

OcclD <fk> Byte 

AdmitDate DiteTime 

Page Layout I Image: 
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Table E.7. Process Specification of Process 2.4. (Continued). 

Project Name: thaiplaystation.com 

Module Name : AddMember J UI I Page Name: addmember.asp 

Description: Adding new member (uu~nii'fll;!l'HUn:nn) 

Process Logic : 

1. Adding a record at MemberID automatically. 

2. Adding prefix (ddmTitle) into MemberTitle 

3. Adding first name (txtName) into MemberName. 

4. Adding date of birth (txtBirthdate) into 

MemBirthdate. 

5. Adding month of birth (Monthdate) into 

MemBirthdate. 

6. Adding year of birth (txtYear) into MemBirthdate. 

7. Adding last name (txtSurname) into 

MemberSumame. 

8. Adding address (txtAddress) into Address. 

9. Adding telephone number (txtPhone) into Phone. 

10. Adding occupation (Occupation) into OcclD by 

recording occupation code to choose occupation from 

Occupations table. 

11. Adding E-mail (txtEmail) into Email. 
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Table E.7. Process Specification of Process 2.4. (Continued). 

Project Name : thaiplaystation.com 

Module Name : AddMember I UI I Page Name : addmember.asp 

Description: Adding new member (uwVin1ftn;Jft~1.J1:nn) 

1. Adding Usemame (txtUsemame) into loginName. 

2. Adding Password (txtPassword) into Password. 

3. Adding password hint question ( ddmHint) into 

HintQuestion by recording question number. 

4. Adding password hint answer (txtHint) into 

HintPassword. 

5. Stamping current date and time into AdmitDate. 

6. When finished recording all information shows a 

message box to inform member that the registration is 

completed. 

7. If any erro occurs shows error message and provide a 

back button to go back to the registration form, 

register.htm. 

References : 

CJ E-R Diagram C:\thaiplaystation\er.pdm 

CJ Data Flow Diagram File Name .................. . 
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Method: 

CJ POST 

CJ GET 

Action: 



Table E.8. Process Specification of Process 3.2. 

Project Name : thaiplaystation.com 

Module Name: Webboard UI I Page Name: webboard.asp 

Description: Webboard 

URL : www.thaiplaystation.com/webboard.asp 

Type of Page : 

DHTML 

0ASP 

OCGI 

DPHP 

Input Data Flow: ~-.iif'fll;lt1~1n Table WB 'IJ'U).J1LLMM 

WB 

ID Counter 

TITLE Text(50) 

DATA Muno 

DATES Date Time 

NAME Text(50) 

COUNTS Integer 

Output Data Flow : 

2. r1i'fl'1mrr'l).J'N~'UY1'U1 'h.Jfi'-l post.asp 

Page Layout : 
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D Others ..... . 

Image: 



Table E.8. Process Specification of Process 3.2. (Continued). 

Project Name: thaiplaystation.com 

Module Name: Webboard j UI I Page Name : webboard.asp 

Description : Webboard 

Process Logic : Method: 

1. LLM1~ir'lif'!ll'1UV1u1~.:i'l.n.1C11'11n Table WB D POST 

2. n1J1i''!l~mr~-nX'lif'!l~UV1u1'ttlu~ new.asp D GET 

Action: 
3. n1i1i''!l~n1T'lJ.J'l~1'1UVIU11'l.:Jf'i1 Request.Querystring("ID") '!l'!l.:J'!X'l 

iJ'!l~UVIU1LUU~ post.asp 

References : 

D E-R Diagram C:\thaiplaystation\er.pdm 

D Data Flow Diagram File Name ................... 
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Table E.9. Process Specification of Process 3.3.1. 

Project Name : thaiplaystation.com 

Module Name : Post I UI I Page Name : post.asp 

Description : r'll-l'Nfq'U'Vl'U1 

URL: www.thaiplaystation.com/post.asp 

Type of Page : 

DHTML DCGI D Others ............... 

0ASP DPHP 

Input Data Flow : r.i1n webboard.asp 

1. .ii ..J 
'll'!l'Vlfq'U'Vl'U1 

2. " 'lJ'!lf'l'l1l-I 

3. ID ~'l1i'!l~u'Vlm 

4. 1i''1ll.Jft"l1n Table WB 

WB 

ID Counter 

TITLE Tex( SO) 

DATA Memo 

DATES Date Time 

NAME Tex( SO) 

COUNTS Integer 

Output Data Flow : board.asp 
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Table E.9. Process Specification of Process 3.3.1. (Continued). 

Project Name: thaiplaystation.com 

Module Name : Post UI I Page Name: post.asp 

Description: r'll-J'J..:i~u'Vlu1 

Page Layout : 

MUft~l:&!i~ . 

f,iu~N: 

Process Logic : 

I. ful'l1 request.querystring("ID") m~.:iii'ell;J!'l"l1n Table WB 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name ................. . 
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Image: 

Method: 

0POST 

OGET 

Action: 

Board.asp 



Table E.10. Process Specification of Process 3.3.2. 

Project Name : thaiplaystation.com 

Module Name : Board I UI I Page Name: board.asp 

Description : tl1ii'cll'l'l1J.Jr'lJ.J'l-:i~uY1u1 f'l-:J_31uiim;1f'l 

URL: www.thaiplaystation.com/board.asp 

Type of Page : 

DHTML DCGI D Others ............... 

0ASP DPHP 

Input Data Flow : •nn post.asp 

1. ID 1X'lii'cl~U'VIU1 

2. ~'cl (name) 

3. ii'cll'l'l1J.J (memo) 

Output Data Flow : Table WB 

WB 

ID Counter 

TITI.E Text( SO) 

DATA Memo 

DATES Date Time 

NAME Text( SO) 

COUNTS Integer 

Page Layout : I Image: 
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Table E.10. Process Specification of Process 3 .3 .2. (Continued). 

Project Name : thaiplaystation.com 

Module Name: Board I UI I Page Name: board.asp 

Process Logic : Method: 

fufi1 request.querystring("ID") ,Name,Memo 1Lft''lvi1mw1n"I (J POST 

(J GET 

Action: 

web board.asp 

References : 

Q E-R Diagram C:\thaiplaystation\er.pdm 

Q Data Flow Diagram File Name .................. . 
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Table E.11. Process Specification of Process 3.5. 

Project Name: thaiplaystation.com 

Module Name : New UI I Page Name : new.asp 

Description: New Content 

URL : www.thaiplaystation.com/new.asp 

Type of Page : 

OHTML DCGI 0 Others .............. . 

0ASP OPHP 

Input Data Flow : 
1 ...i.,~~Ji ( ) • 'll'1lt;jl1l-3"1'l11'il~w'Vlw1 name 

2. M''lii'il11'il'3 (title) 

3. 11u~::1~u111 (datas) 

Output Data Flow: newl.asp 

Page Layout : Image : 
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Table E.11. Process Specification of Process 3.5. (Continued). 

Project Name : thaiplaystation.com 

Module Name: New I UI I Page Name : new.asp 

Description: New Content 

Process Logic : Method: 

fu!i'1ll;lt<i~.:i1tJ~.:i newl .asp 0POST 

DGET 

Action: 

Newl.asp 

References : 

0 E-RDiagram C:\thaiplaystation\er.pdm 

0 Data Flow Diagram File Name ................... 
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Table E.12. Process Specification of Process 3.6. 

Project Name : thaiplaystation.com 

Module Name: Newl I UI I Page Name: newl.asp 

Description: Add New Content into Database 

URL: www.thaiplaystation.com/new.asp 

Type of Page : 
DHTML DCGI D Others ................. 
0ASP DPHP 
Input Data Flow : "l1nnew.asp 

1. ~~~~~~'l~~~u~u1(name) 
2. ~'l~~~~-i (title) 

3. nul'l:::L~ul1l ( datas) 

Output Data Flow : Table WB 

WB 

ID Countu 

TITI.E Text(50) 

DATA Memo 

DATES Date Time 

NAME Text( SO) 

COUNTS Integer 

Page Layout : Image: 

Process Logic : Method: 
fu~~1Jt'l~~-il-J1"11n new.asp LL~'ll111'l"l~~u~1nr~n~~1Jl'lflrnV1°1~1l-i 0 POST 

1. ti11l-iflrn1lXLL~l1l~ message box ~1 "nrnn~~i,i111lXmu~'lu" LLl'l:::ii~~ 0 GET 

fl'l1l-l Link 1lXn~u1tlu-i new.asp 

2. ti1flrn tl1~~1;111~~,,,l-l11luuVinl'l~ Table WB LL~'ln~u1tlu~V1u1 Action: 

web board.asp 

References : 

0 E-R Diagram C:\thaiplaystation\er.pdm 

0 Data Flow Diagram File Name ................... 
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Table E.13. Process Specification of Process 4.1. 

Project Name : thaiplaystation.com 

Module Name: ChatLogin I UI I Page Name : login.asp 

Description : Chat Login 

URL: www.thaiplaystation.com/login.asp 

Type of Page : 

DHTML DCGI D Others ................. 

0ASP DPHP 

Input Data Flow : chatroom.asp 

1. Nickname to use during the chat (Login) 

2. Text color (chk.Color) 

Output Data Flow : 
1. If session("login") =""go to login.asp. 
2. If session("login") <>""go to addroom.asv. 
Page Layout : Image: 
Process Logic : Method: 
Verifying accepted variable value 0POST 
1. If session("login") = " " go to login. asp. DGET 
2. If session("login") <>""go to addroom.asp. 

Action: 
1. If session("login") = 

""go to login.asp. 
2. If session("login") 

<>""go to 
addroom.asv. 

References : 

0 E-RDiagram C:\thaiplaystation\er.pdm 

0 Data Flow Diagram File Name ................... 
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Table E.14. Process Specification of Process 4.2. 

Project Name: thaiplaystation.com 

Module Name : Chat UI I Page Name : chatmain.asp 

Description: Chat 

URL: www.thaiplaystation.com/chatmain.asp 

Type of Page : 

DHTML DCGI D Others .............. . 

0ASP DPHP 

Input Data Flow : 

Output Data Flow : 

Page Layout : Image: 

The first frame is instruction to log on, file is named 

begin.asp. 

The second frame is the form to register to the chat room, 

file is named chatroom.asp. 
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Table E.14. Process Specification of Process 4.2. (Continued). 

Project Name : thaiplaystation.com 

Module Name: Chat I UI I Page Name: chatmain.asp 

Description : Chat 

Process Logic : Method: 

Case 1, Before chat, consists of the following 2 frames: CJ POST 

1. The first frame is instruction to log on, file is named o GET 

begin.asp. Action: 

2. The second frame is the form to register to the chat 

room, file is named chatroom.asp. 

Case 2, Start chating, consists of the following 2 frames: 

1. The first frame is the viewroom to view the chat 

message, file is named viewtroom.asp. 

2. The second frame is the form to register to the chat 

room, file is named chatroom.asp. 

References : 

CJ E-R Diagram C: \thaiplaystation \er. pdm 

CJ Data Flow Diagram File Name .................. . 
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Table E.15. Process Specification of Process 4.3. 

Project Name: thaiplaystation.com 

Module Name: View Room UI I Page Name : viewroom.asp 

Description : View Room 

URL : www.thaiplaystation.com/viewroom.asp 

Type of Page : 
OHTML 
0ASP 
Input Data Flow : 

Chat messa e from Text File 

DCGI 
DPHP 

D Others ............ .. 

Out ut Data Flow : Dis la on the first frame of chatmain. as 
Page Layout : Image : 

Process Logic : Method: 
View text by pulling chat message from Text File. o POST 

o GET 

Action: 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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Table E.16. Process Specification of Process 4.4. 

Project Name : thaiplaystation.com 

Module Name : ChatRoom UI I Page Name : chatroom.asp 

Description : Chat Room 

URL: www.thaiplaystation.com/chatroom.asp 

Type of Page : 

DHTML DCGI D Others ................ . 

0ASP DPHP 

Input Data Flow : 

Case 1, there is no login to the chat room or session ("Login") = " " 

1. Nick name to use during the chat (Login) 

2. Color value ( chkColor) 

Case 2, there is a person login to the chat room or session ("Login") <> " " 

1. Message to be posted into the chat room 

Output Data Flow : login.asp 

Page Layout : Image : 

Case 1, there is no per son login to the chatroom. 

80 



Table E.16. Process Specification of Process 4.4. (Continued). 

Project Name : thaiplaystation.com 

Module Name: ChatRoom j UI I Page Name: chatroom.asp 

Description : Chat Room 

Process Logic : 

Case 1, there is no per son login to the chatroom. 

Press the login button and send information to 

login.asp. 

Case 2, there is a person login to the chatroom. 

Press the chat button and send information to 

addroom. asp. 

References : 

CJ E-R Diagram C: \thaiplaystation \er. pdm 

CJ Data Flow Diagram File Name ................. .. 
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Method: 

0POST 

DGET 

Action: 

1. Session ("Login") = 

""go to login.asp 

2. Session ("Login") 

<>""go to 

addroom. asp 



Table E.17. Process Specification of Process 4.5.1. 

Project Name : thaiplaystation.com 

Module Name: Close Chat UI I Page Name : close.asp 

Description : Closing chat room 

URL : www.thaiplaystation.com/close.asp 

Type of Page : 

DHTML D CGI 

0ASP DPHP 

Input Data Flow : chatroom.asp 

Output Data Flow : 
1. Start chating button and go to chatmain. asp 
2. Close the window 
Page Layout : 

Process Logic : 
1. If press start button ( ~;i Chat Ll-li.l) the program will go 

back to chatmain. asp 
2. If press the close button will display a message box to 

confirm the chat window closing. 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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D Others .......... .. 

Image: 

Method: 
o POST 
D GET 

1--~~~~~~~--1 

Action: 



Table E.18. Process Specification of Process 5.1. 

Project Name: thaiplaystation.com 

Module Name : Guestbook I UI I Page Name: guestbook.asp 

Description : Guestbook 

URL: www.thaiplaystation.com/guestbook.asp 

Type of Page : . 

DHTML 0 CGI 0 Others ............ 

0ASP 0 PHP 

Input Data Flow : ~1n signguestbook.asp 

1. ;tl-irnJ~flfl (GuestName) 

2. ~tltj (E-mail) (GuestFrom) 

3. ftlfl'l1J.J ( GuestN ote) 

Output Data Flow : Table Guestbook 

Gueitbook 

ID Counter 

Gue 1tN ame TeX1(50) 

GueitFrom Text( BO) 

Gue1tNote Memo 

GuutDa.te Date Time 

GuenPon TeX1(50) 

Page Layout : I Image: 
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Table E.18. Process Specification of Process 5.1. (Continued). 

Project Name : thaiplaystation.com 

Module Name : Guestbook j UI I Page Name : guestbook.asp 

Description : Guestbook 

Process Logic : Method: 

o POST 

a GET 

Action: 

signguestbook.asp 

References : 

a E-R Diagram C:\thaiplaystation\er.pdm 

a Data Flow Diagram File Name .................. . 
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Table E.19. Process Specification of Process 5.2. 

Project Name : thaiplaystation.com 

Module Name : SignGuestbook UI I Page Name: signguestbook.asp 

Description : SignGuestbook 

URL: www.thaiplaystation.com/signguestbook.asp 

Type of Page : 

OHTML 

0ASP 

Input Data Flow : 

1. ~'il-U'1J.Jl'lflfl (GuestName) 

2. ~'iltj (E-mail) (GuestFrom) 

3. ;;'ilfl'l'1J.J (GuestNote) 

DCGI 

DPHP 

Output Data Flow: guestbook.asp 

D Others .............. . 

Page Layout : Image : 
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Table E.19. Process Specification of Process 5.2 (Continued). 

Project Name : thaiplaystation.com 

Module Name : SignGuestbook I UI I Page Name: signguestbook.asp 

Description : SignGuestbook 

Process Logic : Method: 

1. n111~l.JtTu.Vin ri~ii'ill;JflLtlu~ guestbook.asp 

2. n111~l.JEJmfin vhm1 Clear ii'tl1;Jfl~~"'l.J111~~l.Jvf DPOST 

0GET 
3. Click ~ View Guest Book v11m1 Link 1tlu~"'u1 

Action: 

viewguestbook.asp 
guestbook.asp 

References : 

0 E-R Diagram C:\thaiplaystation\er.pdm 

0 Data Flow Diagram File Name ................... 
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Table E.20. Process Specification of Process 5.3. 

Project Name : thaiplaystation.com 

Module Name: ViewGuestbook UI I Page Name : viewguestbook.asp 

Description : ViewGuestbook 

URL: www.thaiplaystation.com/viewguestbook.asp 

Type of Page : 
DHTML 
0ASP 
In ut Data Flow : 

Guestbook 

ID Countt:r 

Gue~tNamt Text( SO) 

GuestF:rom Text( BO) 

GuutNote Memo 

GuestDate Date Time 

GuenPon Text( SO) 

Output Data Flow : 

Page Layout : 

Process Logic : 

DCGI 
DPHP 

Table Guestbook 

viewguestbook.asp 

~~if'illJl'l"l1n Table Guestbook ~umLL'i11M 

References : 
o E-R Diagram C:\thaiplaystation\er.pdm 
o Data Flow Diagram File Name .................. . 
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D Others .............. . 

Image: 

Method: 
o POST 
o GET 

Action: 



Table E.21. Process Specification of Process 6.4. 

Project Name: thaiplaystation.com 

Module Name: chk.ScoreandPrize I UI I Page Name : chk.ScoreandPrize.asp 

Description : Displaying prizes claimed list 

URL : www.thaiplaystation.com/chk.ScoreandPrize.asp 

Type of Page: 

DHTML DCGI D Others ................. 

0ASP DPHP 

Input Data Flow : Information from showprizescore.asp. 

1. Chosen prizes 

2. Cummulative scores 

3. Member information 

4. Prizes information 

Output Data Flow : 

1. Your prize selection have more scores than your cumulative scores, 

chkScoreandPrize. asp. 

2. You can claim for the prize you have selected, resultprize.asp. 
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Table E.21. Process Specification of Process 6.4. (Continued). 

Project Name: thaiplaystation.com 

Module Name: chkScoreandPrize UI I Page Name: chkScoreandPrize.asp 

Description : Displaying prizes claimed list 

Page Layout Image : 

1. Your prize selection have more scores than your 

cumulative scores 
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Table E.21. Process Specification of Process 6.4. (Continued). 

Project Name : thaiplaystation.com 

Module Name: chkScoreandPrize I UI I Page Name: chkScoreandPrize.asp 

Description : Displaying prizes claimed list 

Process Logic : Method: 

1. Your prize selection have more scores than your 0POST 

cumulative scores DGET 

2. You can claim for the prize you have selected. Action: 

Show detail and return to this page layout. resultprize.asp 

Then go to resultprize.asp after press OK button(111nM). 

References : 

CJ E-R Diagram C: \thaiplaystation \er. pdm 

CJ Data Flow Diagram File Name ................... 
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Table E.22. Process Specification of Process 7.4. 

Project Name : thaiplaystation.com 

Module Name : ShowPrize I UI I Page Name: showprize.asp 

Description : LLM1~'lJ'fl~n~rl'f'l~~1l-J1nlLLf'ln1~ 

URL : www.thaiplaystation.com/showprize.asp 

Type of Page : 

DHTML 0 CGI 0 Others .............. 

0ASP 0 PHP 

Input Data Flow : "11n Table Prizes 

Prizei 

PrizdD <pk?- Counter 

PrizeN a.me Tex1(255) 

Prize Token L onglnteger 

PrizePi.eture Tex1(20) 

TextShow Tex1(255) 

PrizeShow YeiNo 

PrizeQuanti.ty Byte 

PrizeEnttyD ilte DilteTime 

Output Data Flow : LLMN;r'fllJf'l~ showprize.asp 
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Table E.22. Process Specification of Process 7.4. (Continued). 

Project Name: thaiplaystation.com 

Module Name : ShowPrize UI I Page Name : showprize.asp 

Description : 11MM'll'fl.J1'1'11'ft~~1l-J1rnLLftn1ill 

Page Layout : 

r,.,_,_,.""'-· -"""""~""•=-=M,.....,.,-~"'-=;w"'-."~*"';,-~~i~'Jl:.~w>·-~""''""~ ~''''!H 

! 'll'ilil 1i'N'1ft~t'l1.ll1'inllftnltil 
1---;:.·:~ ...... ·1~•;;~;:;;:r;······~·--11··---~-~ 
1 ········m···· ,11 .... n.-ra ·.,u. 

·· · -- •· l1111m1n1i'l•1111ra11ann4.Ja 10 
I 

lllt:llUU 1~ _J'41·U···'I·-"·-··--· .. ··~--~~-~~--······~· .. •···················· 
j r:MH•4 n•?a 

Ill lt1n4M4<fl ,ncii 
~.:. .. --... :. 111t:111111fi•1111ra11ann4.Ja ·,so 

lllt:111111 20 

lllt:ll1111 45 

ri•n•n•?a 
fit1H4M4.Ja 
,111t:111111i1•1111ra11ann4-fa 
!.q,,,.,,, 

0 

••!•·«««•······----·-----~----~· 
iri'Ht14M4?'a 

t:111111i1•111ira11ann4-fa 5 

11'111 

Process Logic : 

1. ~-lif'fll;Jft'nn Table Prizes ~umLL~vM ~Quantity ( ~1U'lU'IJ'fl'1 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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Image: 

Method: 

o POST 

o GET 

Action: 



Table E.23. Process Specification of Process 8.3. 

Project Name : thaiplaystation.com 

Module Name : ShowScore UI I Page Name : showscore.asp 

Description : LL\'l(;Mf'l:::LLUUl'l:::l'li.J 

URL: www.thaiplaystation.com/showscore.asp 

Type of Page : 

DHTML DCGI D Others ............... 

0ASP DPHP 

Input Data Flow : •nn Table Scores LLl'l::: Members 

Jrhmben 

MemberID <pk> Counter 

Scoru M emb erTitle Text(1S) 

MemberID <pk.fie:> L ol!i!nteger MemberName Text(2SS) 

TotalScore L onglnteger Membe:r:Surname Text(2SS) 

LogiJIName Text(20) 

Pauwofll. Text(20) 
M emberID = M emb erID 

HintQuution Byte 

HintPa11wor4 Text(20) 

Emilil Text(255) 
-- M emBirthhte Date Time 

A44re11 Text(255) 

Phone Text(2S) 

OccID Byte 

AilmitDate Date Time 

Output Data Flow : LLMWif'!ll;JflVl showscore.asp 
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Table E.23. Process Specification of Process 8.3. (Continued). 

Project Name : thaiplaystation.com 

Module Name : ShowScore UI I Page Name : showscore.asp 

Description : wMw1:::LLuu~:::~i.i 

Page Layout : 

•·n11r111i1 \rA' 

Process Logic : 

~~ii'ill;J!'l"nn Table Score LL!'I::: Members ~ul-11LLM1~ 

References : 

CJ E-R Diagram C:\thaiplaystation\er.pdm 

CJ Data Flow Diagram File Name .................. . 
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Image: 

Method: 

CJ POST 

CJ GET 

Action: 



Table E.24. Process Specification Form. 

Project Name : thaiplaystation.com 

Module Name: ResultPrize I UI I Page Name: resultprize.asp 

Description : ..I ,..I • ~ 11J1" LLMM'Vl'Clf.l'Vl'l::'V11mr ~11'Cl~ \.! 

URL : www.thaiplaystation.com/resultprize.asp 

Type of Page : 

OHTML OCGI D Others ................. 

0ASP DPHP 

Input Data Flow : •nn chkScoreandPrize.asp 

1. 
v .... .. 

11'Cl-in~'lt'l'Vl'Vl1n1rLt'l'Cln 

2. fl::LLUU\'l:;\'li,i 

3. '1i'fll;!t'll'lmiin 

4. '1f m,it'l11'fl~rn-lfl 
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Table E.24. Process Specification Form. (Continued). 

Project Name : thaiplaystation.com 

Module Name : ResultPrize I UI I Page Name: resultprize.asp 

Description : .J ,.J • ~ 1i.J1" LL~(;l~Vl'rlf.JVl"i::VJ1n1j' ~'!J'rl~ l-l 

Output Data Flow : 

Table Members, Scores, PrizeExchange, PrizeExchangeDetail LL'ii:: Prizes 

Scores 

MembedD <pk.fk> 1011,.Tnte 

Prize Exchange 
TotalScore Long!nte 

PrizeExchlllgeN o <pie?- Counter I 
MemberID 4'lc?- L ong!nteger MemberID =Mu 

Prize Exchange Token L ong!nteger 
,,..--/ 

PrizeExchangeD ite DiteTime M emb er!D = M emb er!D '. '. 
Memben 

MemberID <pie?- ~ 
PrizeExchangeN o = PrizeExchangeN o M emb erTi11e Tei 

,,----" 

MemberN11ne Tei 

M emb erSu:m11ne Tei 

LoginN11ne Te 

PrizeExchangeD etail Prizes 
PiHWOril Te 

PrizeExch!!!!11;eN o <pk.fk> L o!!lllnteger Prize ID <pie?- Counter 
HintQue ition By 

PrizeID <pk.flt> L o!!lllnteger PrizeN11ne Text(2SS) 
HintP ii iword Te 

GetPrize YesNo Prize Token L ong!nteger 
Email Te 

DuePrizeDite Due Time PrizePictu:re Text(20) 
M emBirthdite Di 

l TextShow Text(2SS) 
Addrrn Te 

- PrizeShow YesNo 
PrizeID = PrizelD Phone Te 

PrizeQUint:ity Byte 
OccID By 

PrizeEnttyD m DiteTime 
AdmitDite Da 

96 



t L Gabriel's library 

Table E.24. Process Specification Form. (Continued). 

Project Name : thaiplaystation.com 

Module Name : ResultPrize UI I Page Name: resultprize.asp 

D • • .J ,.J ' ,,i ~.I, ,, escnpt1on: LLM1'1Yl'flf.JYl"l::'V11n1il'l'l'JJ'fM UJ LVI 

Page Layout Image : 

Process Logic : Method: 

1. l1lr'l"li'ltluri1~fom91n chkScoreandPrize.asp o POST 

2. LL~'lvi1mruu~n£1-:i Table PrizeExchange, o GET 

Action: 
PrizeExchangeDetail vi1mrtrn£1u Score 1u Table Scores 

Update ~'fltj'JJ'fl-:ii'lin=Bn~ Table Members LL£1::LLM1-:i1i'fll'l'l1J.Jc;i" 

Page Layout 111-:iuu 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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Table E.25. Process Specification of Process 8.4.2. 

Project Name : thaiplaystation.com 

Module Name : ShowPrizeScore I UI I Page Name : showprizescore.asp 

Description : LLf'ln'!l'il~n~'1f'l 

URL : www.thaiplaystation.com/showprizescore.asp 

Type of Page : 
OHTML DCGI 0 Others .............. 
0ASP OPHP 
Input Data Flow : Table Members, Scores, PrizeExchange, PrizeExchangeDetail 

uf'l:: Prizes 

Scores 

Membe:rID <pk.fk> Lorudnte 

PrizeExchange 
Tota.!Sco:re Longlnte 

PrizeExchan;eN o <pk> Cowite:r I 
Membe:rID <fk> L onglntege:r M embe:rID =Mer. 

PrizeExchange Token L onglntege:r ,.--/ 

PrizeExchangeDlte Date Time Membe:rID = Membe:rID .. 
I 

Membe:ri 

Membe:rID <pk> £2. 
PrizeExchangeN o = PrizeExchangeN o M emb e:rTi11e Tei 

J --
Membe:rName Tei 

Membe:i:Sw:name Te 

LoginName Tei 

PrizeExchangeDetail Prizes 
P;mwo:r4 Te 

PrizeExch!!!geN o <pk.fk> L o!]gj;ntege:r Prize ID <pk> Cowite:r 
HintQue ition By 

~ <pk.fk> LoWntege:r PrizeName Tex1(2SS) 
HintP ;mwo:r4 Tei 

GetPrize YesNo Prize Token L onglntege:r 
Email Tei 

DuePrizeDa.te Date Time Prize Picture Tex1(20) 
MemBi:rtMa.te Da 

TeXIShow Tex1(2SS) 
.A44:re11 Tei 

- PrizeShow YeiNo -
PrizeID = PrizeID Phone Tei 

PrizeQua.ntity Byte 
OccID Byi 

PrizeEntcyD ate Date Time 
.AdmitDa.te Da 

Output Data Flow : chkScoreandPrize.asp 
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Table E.25. Process Specification of Process 8.4.2. (Continued). 

Project Name : thaiplaystation.com 

Module Name : ShowPrizeScore UI I Page Name: showprizescore.asp 

Description : LLfm"tJ'iMr·wrft 

Page Layout : 

lll~llUU 3000 

lll~llUU 5000 

lll~llUU 5000 

Process Logic : 

28 

qcallceaooo 1 

I -. ·t ·· ...... l~'llll'll!>lf'HoJ'A 
Net plus I r 

·········-··············. ·+•"""''''''''''''·' ,,,,. j.,, 

ni'fttltM~f• ' 34 I 
hntMtfti i1111111ertn1J-vl 

I i l 
1~·- ... ~·~ - - -1'~ ~·~; ..... . 

ni'U1HM4fa 

i11t1114Mtfti 
lnlemet 

1. ~~if'1llJft~1n Table Prizes ~ui.nLLtWM ~Quantity ( ~1U'lU'll'1l~ 

3. L~'1lL~'1ln'll'1lm~-lfl ''""rin~~i.J[llnft~ hJu-i chkScoreandPrize.asp 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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Image: 

Method: 

0POST 

OGET 

Action: 

chkScoreandPrize.asp 



Table E.26. Process Specification of Process 9.4. 

Project Name : thaiplaystation.com 

Module Name : ResultMoney I UI I Page Name : resultMoney .asp 

Description : • - ..J 
LLMl-l"l1'U'l'UL-l'U'll LL~ n 

URL : www.thaiplaystation.com/resultMoney.asp 

Type of Page : 

DHTML DCGI D Others .............. 

0ASP DPHP 

Input Data Flow : r.i1n chkscoremoney .asp 

1. ..J " "1::LL'U'UYlPJtulll'il-lmrn~n 4. '1'11'111 

2. ..J ~ ... 5. Table Bank, Member, Scores LL~:: 'D'illHIJ'll 

3. ... .... ... .... .. 
L~'ll'llU CkJ'll'il'ilil'llT'YitJ ExchageRate 

Bank Memhri Scorei 

Ba.nkl4 <pk> Integer Mem'berID <pk> Counter MemberID <pk.fk> L onglnteger 

BillkName Text( SO) MemberTitl.e Text(1S) Totil.S core L onglnteger 

MemberName Text(2SS) 

M emb erSurname Text(2SS) ExchilJlgeRa.te 

Logi.nName Text(20) 
IDExch!!,!ige <pk> ~ 

Puiwod Text(20) 
ScoreRate L onglnteger 

HintQueition Byte 
MoneyRate L onglnteger 

HintP 11 iwod Text(20) 

Email Text(2SS) 

M emBirth4ate Date Time 

A44rm Text(2SS) 

Phone Text(2S) 

OccID <:fk> Byte 

Ail.mitDate Date Time 
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Table E.26. Process Specification of Process 9.4 (Continued). 

Project Name : thaiplaystation.com 

Module Name : ResultMoney I UI I Page Name: resultMoney.asp 

Description : LL~!1l~~1'U.'lUWU~ LL~n 

Output Data Flow : 

M emb erID "' M embedD 

, 
Memben 

Exch;uigeM oney 
MemberID ~ Counter 

TxExch~eM one;)! ~ Counter 
M emb erTi.t1e Tex1(15) 

MembedD ~ L onginteger 
M emb erN ame Tex1(255) 

M oneyExch;uige L onginteger 
M emb erSurnwu Tex1(2S5) 

Exch;uigeRatu Tex1(20) 
L oginN ame Tex1(20) 

Score L onginteger 
Pa11wor4 Tex1(20) 

Exch;uigeDate Date Time 
HintQue stion Byte 

GetMonty YuNo 
HintP;mwor4 Tex1(20) 

DueM oneyD ate Date Time 
Email Tex1(255) 

AccName Tex1(50) 
M emBi.rtMate Date Time 

AccNo Tex1(10) 
A44te11 Tex1(255) 

AccType Tex1(50) 
Phone Tex1(25) 

BillkI4 ~ Integer 
OccID Byte 

B illll<Bnnch Tex1(SO) 
A4mi.tDate Date Time 

I t B illkI 4 "' B iJlkI 4 

MembedD "'MembedD 

I ' 

Scores Bank 

MembedD <!!k,fll> Lo~nteger BillkI4 <pk> Inte;er 

TotilScore Longinteger BankName Tex1(SO) 
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Table E.26. Process Specification of Process 9.4 (Continued). 

Project Name : thaiplaystation.com 

Module Name : ResultMoney UI I Page Name: resultMoney.asp 

Description: 

Page Layout Image: 

Process Logic : Method: 

{;IT'J'Hl'cluPi1~ftJJ.J1'i1n chkscoremoney.asp LL~'lvhmruuVinfl'1 Table o POST 

ExchangeMoney Yi1mr~nflu Score 1u Table Scores LL~'lvi1mr 
o GET 

Action: 
LLM1'1-Ii'clm1J.J~-i Page Layout 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 
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Table E.27. Process Specification of Process 9.7. 

Project Name : thaiplaystation.com 

Module Name : ChkScoreMoney j UI I Page Name: chkscoremoney.asp 

Description : Claimed for money reward 

URL : www.thaiplaystation.com/chkscoremoney.asp 

Type of Page : 

OHTML DCGI D Others ............... 

0ASP DPHP 

Input Data Flow : Table Members , Table Scores, Table ExchageRate LL~:: Table 

Bank 

Bank Members Scores 

BIJlkI4 <pk> Integer Mem'bedD <pk> Counter Mem'bedD <pk.fk> L o!!!!:Integer 

BilllkNanu Texl(SO) M em'b erTit1e Texl(ls) Tota.I.Score L onglnteger 

MemberName Tex1(2SS) 

M em'bet.l:11rname Tex1(2SS) Exch1J1geRate 

LoginName Tex1(20) 
IDExchge <pk> ~ 

Pusworii Tex1(20) ScoreRate L onglnteger 

HintQue stion Byte MoneyRate L onglnteger 

HintP as swo1"4 Tex1(20) 

Emiil Tex1(2SS) 

MemBirth4ate Date Ti.me 

A44ress Tex1(2SS) 

Phone Tex1(2S) 

OccID <fk> Byte 

A4mitDate Date Ti.me 

Output Data Flow : 
1. If the cumulative scores is not able to claim for money reward, go to 

chkscoremoney. asp. 
2. If the cumulative scores is able to claim for money reward, go to 

resultMoney.asp. 

103 



Table E.27. Process Specification of Process 9.7 (Continued). 

Project Name : thaiplaystation.com 

Module Name : ChkScoreMoney UI I Page Name: chkscoremoney.asp 

Description : Claimed for money reward 

Page Layout Image: 
1. If the cumulative scores is not able to claim for 
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Table E.27. Process Specification of Process 9.7 (Continued). 

Project Name: thaiplaystation.com 

Module Name : ChkScoreMoney I UI I Page Name: chkscoremoney.asp 

Description : Claimed for money reward 

Process Logic : Method: 
1. If the cumulative scores is not able to claim for 0POST 

money reward, shows the first page layout DGET 
2. If the cumulative scores is able to claim for money 

reward, press OK button to send information to Action: 
resultMoney. asp. resultMoney .asp 

References : 

IJ E-R Diagram C:\thaiplaystation\er.pdm 

CJ Data Flow Diagram File Name ................... 
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Table E.28. Process Specification of Process 10.3. 

Project Name : thaiplaystation.com 

Module Name : Development I UI I Page Name: development.htm 

Description : Administration Menu for information update 

URL: www.thaiplaystation.com/development.htm 

Type of Page : 

0HTML DCGI D Others ............... 

DASP DPHP 

Input Data Flow : SQL Command 

Output Data Flow : 
1. Adding or correcting game links to the file listgame. asp.(L~i.JLLnL!I ~'clLniiri) 

2. Adding prizes links to the file insertprize.htm. (L~i.J!l'cl'1rn1'ft) 

3. Correcting prizes links to listprizeshow.asp. (Lull!i!i'cl'1rn1'ft) 

4. Correcting exchange rate links to the file editchange.asp. (LLrll!iti'l'lnLLftn~u) 

5. List of all members links to showmembers.asp. (nu~'cl\qi.11:ttn) 

6. List of the winner links to the file listwin.asp. 
7. Showing prizes claimed request links to the file showprizeexchange.asp. (LLMNnu 

n11!J'cl LLftnT1'11'ft) 

8. Showing all prizes that have been claimed links to the file getexchange.asp. 
( LLMl-lrn1'ft~ LLl'ln

1

h..J LL~'l) 

9. Showing money exchange links to the files listchangemoney.asp. (LL\qc;imumrnftn 

L1U) 
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Table E.28. Process Specification of Process 10.3 (Continued). 

Project Name: thaiplaystation.com 

Module Name : Development UI I Page Name: development.htm 

Description : Administration Menu for information update 

Page Layout : Image : 

Process Logic : Method: 

The menu provide all links to maintenance the web page o POST 

in order to update information. o GET 

Action: 

References : 

o E-R Diagram C:\thaiplaystation\er.pdm 

o Data Flow Diagram File Name .................. . 

107 



Table E.29. Process Specification of Process 10.4. 

Project Name : thaiplaystation.com 

Module Name : ListGames I UI I Page Name : listGames.asp 

Description: Update games 

URL : www.thaiplaystation.com/listGames.asp 

Type of Page : 

OHTML 0 CGI 0 Others .............. 

0ASP 0 PHP 

Input Data Flow : Table Games 

Games 

GamtID <pk> ~ 

GuneNune TeX1(50) 

Score TeX1(4) 

Output Data Flow : 

1. Correct information and update into Games table 

Gunu 

GuneID <pk> ~ 

GuneNune TeX1(50) 

Score Text(4) 

2. Adding informtion into insertgame.asp 
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Table E.29. Process Specification of Process 10.4 (Continued). 

Project Name : thaiplaystation.com 

Module Name : ListGames UI I Page Name : listGames.asp 

Description: Update games 

Page Layout : Image: 

Bingo3 j400 

Process Logic : Method: 

1. Get information form Games table DPOST 

2. Press the record button (uu~n) to record information 0GET 

into Games table. Action: 

3. Press the add button (L~l-JLm-11{) to insert game into 

insertgame. asp 

References : 

CJ E-R Diagram C:\thaiplaystation\er.pdm 

CJ Data Flow Diagram File Name .................. . 
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Table E.30. Process Specification of Process 10.5. 

Project Name: thaiplaystation.com 

Module Name: InsertPrize I UI I Page Name: Insertprize.htm 

Description: Adding prizes 

URL : www.thaiplaystation.com/Insertprize.htm 

Type of Page : 

0HTML DCGI D Others .............. 

DASP DPHP 

Input Data Flow : 

1. Prizes name (~'flrwi~) 

2. Scores to won the prize (l'l::LLuurn'ift) 

3. Picture of the prize (ztlmwn~'ift) 

4. Information to display (ii'fll'l'l1l-JLLM1~) 

5. YES or NO options to display the picture (Ltjq1Mmw) 

6. Numbers of prizes ( ~1u'lun~'ift) 

7. Time stamp ('iu~11Hfm;1ft) 

Output Data Flow : Insertprize.asp 
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Table E.30. Process Specification of Process 10.5 (Continued). 

Project Name: thaiplaystation.com 

Module Name : InsertPrize UI I Page Name : Insertprize.htm 

Description: Adding prizes 

Page Layout : 

Process Logic : 

Input inform ti on into lnsertprize. asp 

References : 

r:J E-R Diagram C:\thaiplaystation\er.pdm 

r:J Data Flow Diagram File Name .................. . 
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Image: 

Method: 

DPOST 

0GET 

Action: Insertprize.asp 



Table E.31. Process Specification of Process 10.6. 

Project Name: thaiplaystation.com 

Module Name: InsertPrize I UI I Page Name: Insertprize.asp 

Description : Recording informtion into Prizes table 

URL: www.thaiplaystation.com/Insertprize.asp 

Type of Page : 

DHTML 

0ASP 

o CGI 

o PHP 

Input Data Flow : Insertprize.htm 

1. Prizes name (~'fln'lt)ft) 

2. Scores to won the prize (fl:::LLuurn1ft) 

3. Picture of the prize (itlml"ln-:i1ft) 

4. Information to display (if'flfl'l1l-JLL~i;i-:i) 

Output Data Flow : Table Prizes 

Prizei 

PrizeID <pk> Co1JJ1te:r 

PrizeName Text(255) 

Prize Token Longlnteger 

PrizePictllfe Text(20) 

Tex!Show Text(255) 

PrizeShow YeiNo 

PrizeQuantity Byte 

PrizeEnttyD ate Date Time 

o Others ........... . 

5. YES or NO options to display 

the picture (LL~i;i'lml"l) 

6. Numbers of prizes (91u'lun-:i1ft) 

7. Time stamp ( t)u~11'lif 'fllJl1) 
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Table E.31. Process Specification of Process 10.6 (Continued). 

Project Name: thaiplaystation.com 

Module Name : InsertPrize I UI I Page Name: Insertprize.asp 

Description : Recording informtion into Prizes table 

Page Layout : Image: 

Process Logic : Method: 

1. Verify information D POST 

2. Record infromation into Prizes table D GET 

Action: 

References : 

D E-R Diagram C:\thaiplaystation\er.pdm 

D Data Flow Diagram File Name ................... 
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Table F.l. File Layout of COLUMN LIST. 

Column Code Type 

AccName Text(50) 

AccNo Text( I 0) 

Ace Type Text(50) 

Address Text(255) 

AdmitDate DateTime 

ANS Memo 

ANSNAME Text(50) 

Bank:Branch Text(50) 

Bank.Id Integer 

Bankld Integer 

Bank.Name Text(50) 

COUNTS Integer 

DATA Memo 

DATES DateTime 

DATES DateTime 

DueMoneyDate DateTime 

Due Prize Date DateTime 

Email Text(255) 

ExchangeDate DateTime 
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Table F.l. File Layout of COLUMN LIST (Continued). 

Column Code Type 

ExchangeRates Text(20) 

Game ID Byte 

Game ID Byte 

Game ID Byte 

GameID Byte 

GameName Text(50) 

GamesName Text(20) 

GetMoney YesNo 

GetPrize YesNo 

GuestDate DateTime 

GuestFrom Text(80) 

GuestName Text( SO) 

GuestNote Memo 

GuestPost Text(20) 

HighScore Longlnteger 

HighScoreDate Date Time 

HintPassword Text(20) 

HintQuestion Byte 

ID Counter 

ID Counter 
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Table F.1. File Layout of COLUMN LIST (Continued). 

Column Code Type 

ID Counter 

ID Longinteger 

ID Exchange Byte 

IP Address Text(20) 

IsReady YesNo 

IsRunning YesNo 

Is Winning YesNo 

LoginNarne Text(20) 

MernberID Longlnteger 

MernberID Longinteger 

MernberID Longlnteger 

Member ID Longlnteger 

Member ID Counter 

MernberID Longlnteger 

Member Name Text(255) 

MernberSurnarne Text(255) 

MernberTitle Text(15) 

MernBirthdate Date Time 

Money Exchange Longlnteger 

Money Rate Longlnteger 

NAME Text(50) 
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Table F.l. File Layout of COLUMN LIST (Continued). 

Column Code Type 

OccID Byte 

OccID Byte 

OccName YesNo 

Password Text(20) 

PasswordAdmin Text(15) 

Phone Text(25) 

PrizeEntryDate Date Time 

PrizeExchangeDate Date Time 

PrizeExchangeNo Counter 

PrizeExchangeNo Longlnteger 

PrizeExchangeToken Longlnteger 

Prize ID Longlnteger 

Prize ID Counter 

PrizeName Text (255) 

PrizePicture Text(20) 

PrizeQuantity Byte 

Prize Show YesNo 

Prize Token Longlnteger 

Score Longlnteger 

Score Text(4) 

ScoreRate Longlnteger 
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Table F.l. File Layout of COLUMN LIST (Continued). 

Column Code Type 

TextShow Text(255) 

TITLE Text(50) 

TotalScore Longlnteger 

TxExchangeMoney Counter 

TxWinner Counter 

UserAdmin Text(30) 

Who Wins Text(20) 

Winner Date Date Time 

WinnerScore Longlnteger 
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Table F.2. File Layout of Table LIST. 

Name Code 

LLftnW'U ExchangeMoney 

LLftn'tl'iMi1~rift PrizeExchange 

L'ltJtJ'!Jfa WB 

Admin Admin 

LLMl~Pl'l1l-Ji'iV'IL~'U ANS 

n~rift Prizes 

Lnl-J!f Games 

..J 
~ijV'ILtJEll-J Guest book 

~l-J1:Un Members 

Games Status GamesStatus 

tll1111LLftnLU~tl'UL~'U Exchange Rate 

... Occupations '!J1'l!~ 

PrizeExchangeDetail PrizeExchangeDetail 

Pl:::LL'U'U~:::~l-J Scores 

Pl:::LL'U'U~~~V'I HighScore 

!l'U1Pl1i Bank 

~'D'U::: Winners 
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Table F.3. DATA DICTIONARY OF REDEEMING MONEY. 

Name: LL~m~u 

Code: ExchangeMoney 

Name 

TxExchangeMoney 

..J 
1'1::LLUUY1 LL~n 

~ ..J 
'lUYlLLM 

Reference to 

Members 

Bank 

Code 

TxExchangeMoney 

MemberID 

Money Exchange 

ExchangeRates 

Score 

ExchangeDate 

GetMoney 

DueMoneyDate 

AccName 

Ace No 

Ace Type 

Bankid 

BankBranch 

Primary Key 

Member ID 

Bankid 

120 

Type p M 

Counter Yes Yes 

Longinteger No No 

Longinteger No No 

Text(20) No No 

Longinteger No No 

DateTime No No 

YesNo No No 

DateTime No No 

Text( SO) No No 

Text(lO) No No 

Text( SO) No No 

Integer No No 

Text( SO) No No 

Foreign Key 

MemberID 

Bankid 



Table F.4. DATA DICTIONARY OF REDEEMING PRIZES. 

Name: L1£'ln-n'tl..i11~'1£'l 

Code: PrizeExchange 

Name 

Reference to 

Members 

Referenced by 

PrizeExchangeDetail 

Code 

PrizeExchangeNo 

MemberID 

PrizeExchange Token 

PrizeExchangeDate 

Primary Key 

MemberID 

Primary Key 

PrizeExchangeNo 
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Type p M 

Counter Yes Yes 

Longinteger No Yes 

Longinteger No No 

DateTime No No 

Foreign Key 

MemberID 

Foreign Key 

PrizeExchangeNo 



Table F.5. DATA DICTIONARY OF WEBBOARD. 

Name: Webboard 

Code: WB 

Name Code Type p M 

1~~ ID Counter No No 

~'clir'lii'fl TITLE Text (50) No No 

rl1'flfilJ1EJ DATA Memo No No 

v ..J DATES DateTime No No 'l'WYI 

... "!:. ... ;; 
'l!'cl~llMil'l 'cl NAME Text(50) No No 

41'W'l'W~ LL~Vl-lfl'l1l-Ji'ili1 L ~'W COUNTS Integer No No 
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Table F.6. DATA DICTIONARY OF ADMINISTRATION LOGIN TABLE. 

N arne: Admin 

Code: Admin 

Name Code Type p M 

ID ID Counter No No 

UserAdmin UserAdmin Text(30) No No 

PasswordAdmin PasswordAdmin Text(15) No No 
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Table F.7. DATA DICTIONARY OF ANSWER TABLE. 

Name: LL~Vl~l'l'l1ii~viL~u 

Code: ANS 

Name Code Type p M 

~1iKW'l'l1il~V!L~U ID Longinteger No No 

.J " - • 'D'ili;,i LL~Vl~l'l'l1ill'lVIL'l-lU ANSNAME Text( SO) No No 

-lf'ill'l'l11-JLL~liMl'l'l1il~VlL~U ANS Memo No No 

..... ..J - • 
'lUYI LL~Vl~l'l'l11-Jl'lVlL'l-lU DATES DateTime No No 
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Table F.8. DATA DICTIONARY OF PRIZE LIST TABLE. 

Naine: n:i1ri 

Code: Prizes 

Naine 

Referenced by 

PrizeExchangeDetail 

Code 

Prize ID 

PrizeNaine 

Prize Token 

Prize Picture 

TextShow 

Prize Show 

PrizeQuantity 

Prize Entry Date 

Primary Key 

Prize ID 
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Type p M 

Counter Yes Yes 

Text(255) No No 

Longinteger No No 

Text(20) No No 

Text(255) No No 

YesNo No No 

Byte No No 

Date Time No No 

Foreign Key 

Prize ID 



Table F.9. DATA DICTIONARY OF GAME LIST TABLE. 

Name: Lnl-l~ 

Code: Games 

Name Code Type p M 

TtrfqLnl-J~ Game ID Byte Yes Yes 

~'fHnl-J~ GameName Text(50) No No 

"1:::U'U'U Score Text(4) No No 

Referenced by Primary Key Foreign Key 

HighScore Game ID Game ID 

Winners Game ID Game ID 
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Table F.10. DATA DICTIONARY OF GUESTBOOK 

Name: ~lir;u~ui.i 

Code: Guestbook 

Name Code Type p M 

• v .J ID Counter No No ~11ntJYI 

.J " .J 
'D'il~ Ltltli.l GuestName Text(50) No No 

~'iltji11'ilEmail GuestFrom Text(80) No No 

if'ilf'l'l1i.JL~tli.J GuestNote Memo No No 

v .J GuestDate DateTime No No 'lU.YIL'l~1 

IP Address GuestPost Text(20) No No 
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Table F.11. DATA DICTIONARY OF MEMBER LIST TABLE. 

N rune: fqmiin 

Code: Members 

Name 

. . " P11U1"1U1 

LoginNrune 

Password 

HintQuestion 

HintPassword 

Email 

..J ' 
Vl'flfJ 

Code Type P M 

MemberID Counter Yes Yes 

MemberTitle Text(15) No No 

MemberNrune Text(255) No No 

MemberSurname Text(255) No No 

LoginNrune Text(20) No No 

Password Text(20) No No 

HintQuestion Byte No No 

HintPassword Text(20) No No 

Email Text(255) No No 

MemBirthdate DateTime No No 

Address Text(255) No No 

Phone Text(25) No No 

OcclD Byte No No 

AdmitDate DateTime No No 
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Table F.11. DATA DICTIONARY OF MEMBER LIST TABLE (Continued). 

Reference to Primary Key Foreign Key 

Occupations OccID OccID 

Referenced by Primary Key Foreign Key 

HighScore MemberID Member ID 

Scores MemberID Member ID 

Prize Exchange MemberID Member ID 

Winners MemberID Member ID 

ExchangeMoney MemberID Member ID 
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Table F.12. DATA DICTIONARY OF GAME TABLE. 

Nallle: GaillesStatus 
Code: GalllesStatus 

Nallle Code Type p M 

GallleID GallleID Byte Yes Yes 

GalllesN allle GaillesN allle Text(20) No No 

IsRunning IsRunning YesNo No No 

Is Winning Is Winning YesNo No No 

Who Wins Who Wins Text(20) No No 

IsReady IsReady YesNo No No 
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Table F.13. DATA DICTIONARY OF MONEY-REDEEMED. 

Name: ~lllnLLftmtl~m..1L1u 

Code: ExchangeRate 

Name Code Type p M 

ID Exchange ID Exchange Byte Yes Yes 

~lllr1fl:::LLUU Score Rate Longinteger No No 

~lllrn1u Money Rate Longinteger No No 
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Table F.14. DATA DICTIONARY OF OCCUPATIONTABLE. 

Name: 'fl1~w 

Code: Occupations 

Name Code Type p M 

~ .... 
T\-l~'cl1'l!'W OccID Byte Yes Yes 

...i .... OccName YesNo No No 'l!'cl'cl1'l!'W 

Referenced by Primary Key Foreign Key 

Members OccID OccID 
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Table F.15. DATA DICTIONARY OF PRIZE-REDEEMED TABLE. 

Name: PrizeExchangeDetail 

Code: PrizeExchangeDetail 

Name 

Reference to 

PrizeExchange 

Prizes 

Code 

PrizeExchangeNo 

Prize ID 

GetPrize 

Due Prize Date 

Primary Key 

PrizeExchangeNo 

Prize ID 
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Type p M 

Longlnteger Yes Yes 

Longinteger Yes Yes 

YesNo No No 

Date Time No No 

Foreign Key 

PrizeExchangeNo 

Prize ID 



Table F.16. DATA DICTIONARY OF CUMULATIVE SCORES TABLE. 

Name: f"l:::LLUUl'l:::l'lii 

Code: Scores 

Name Code Type p M 

r1Xl'll'lii1:nn MemberID Longlnteger Yes Yes 

f"l:::LLUUl'l:::l'li.J TotalScore Longinteger No No 

Reference to Primary Key Foreign Key 

Members MemberID MemberID 
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Table F.17. DATA DICTIONARY OF WINNER'S SCORES. 

Name: fl:::LLuu~-:i~11'1 

Code: HighScore 

Name Code Type p M 

11XiqLm.11f Game ID Byte Yes Yes 

rlXiqM.n'iin MemberID Longinteger No No 

fl:::LLUU~~~i1'1 HighScore Longinteger No No 

~ ..J. 
'lUl'll'l1fl:::LLUU~'l~i1'1 HighScoreDate Date Time No No 

Reference to Primary Key Foreign Key 

Games Game ID Game ID 

Members MemberID MemberID 
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Table F.18. DATA DICTIONARY OF BANK TABLE. 

Name: llU1rnr 

Code: Bank 

Name Code Type p M 

rtr~llU1f\11 Bankid Integer Yes Yes 

.. BankName Text(50) No No 'l!'ilfiU1f\11 

Referenced by Primary Key Foreign Key 

ExchangeMoney Bankid Bankid 
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Table F.19. DATA DICTIONARY OF WINNERS TABLE. 

Name: ~'l!u:: 

Code: Winners 

Name Code Type p M 

TxWinner TxWinner Counter Yes Yes 

rir~Lm.il"f Game ID Byte No No 

rir~~m:an MemberID Longinteger No No 

..J 
-l'UL'l~1Yl'll'U:: Winner Date DateTime No No 

IP Address IP Address Text(20) No No 

..J WinnerScore Longinteger No No Pl:; LL 'UYl'll'U:: 

Reference to Primary Key Foreign Key 

Games Game ID Game ID 

Members MemberID MemberID 
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Figure G.1. Movie On First Page. 

One Gard 

M~'1.iij-N::: 100 ur\a 

I I I 

"" "" d c:>I 11 U ti lMU1 
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1hree Gard l'our Catd 

~'1t11~fll.I:::: 400 tub1 M-i'1t11~::: soo n~ai 
cunent Bingo Lelet' Bingo 

l''l-lolfle'lh.U:: 1000 urb1 M-io!fl~'lh.U:: 1600 11r\a 

aitmfnona"" uai:Hn111a1nnn 11ngo Cfld< 
.... 

Figure G.2. Main Homepage 1. 
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r1.ii<ll'le1U::: 1000 un:ii n.ii-il'l~ · 1soo un• 

&iwfnDnllin1 u.a:Un1na11tn11f 11ngo Click 
POPPIT 

t1i11 Poppit 11~•11tt:ummant1 .. 4Mria 

&iwf"t')nln1uadllt'lflmnnn Popp• Click 

Figure G.3. Main Homepage 2. 

d d d ...,. 

Thai PlayStatlon 
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~ll~(E-Mail): ' 

~tll'l11lJ: ..------------=====-:!]--. .... 

View Guest Book 

Figure G.4. Guestbook Input Screen. 
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LL u ~u1~in1'i Log on 

"' "' .'I . ~ .Ii s- s-3. l111'M'i~ : n~l1lJ Login l.lll"l'ClL'll'llll'Cl..:I chat room 

Figure G.5 . Chat Room Input Screen. 
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WlmL~ : .---~~~~~~~~~~~-

Webboard 

Figure G.6. Webboard Input Screen. 
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ft9·1U11in 

ni'1HUl"lin 

flOOl\I I 
ait Password 

Figure G.7. Member Login Input Screen. 
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Figure G.8. Administration Login Input Screen. 
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Figure H.1. List of Member Report. 

Figure H.2. List of Winners Report. 
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Figure H.3. Redeemed Prizes Report. 
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Figure H.4. Redeemed Money Report. 
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Figure H.5. Game List Report. 
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Figure H.6. Members' Reward Availability Report. 
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Figure H.7. Members' Cumulative Score Report. 
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Figure H.8. Guestbook Report. 
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Figure H.10. Webboard Detail Report. 
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Figure H.11. Chat Room. 

147 



BIBLIOGRAPHY 

1. Ashworth, Caroline and Mike Goodland. SSADM A Practical Approach. New 
York: McGraw-Hill Publishing Company, 1990. 

2. Date, C. J. An International to Database Systems, 4th Edition. Addison-Wesley 
Publishing Company, 1986. 

3. Fitzgerald, J. and Ardre F. Fitzgerald. Fundamentals of System Analysis. NY: 
John Wiley & Sons, 1987. 

4. Kendall, K. E. and J.E. Kendall. Systems Analysis and Design, 2nd Edition. New 
Jersey: Prentice-Hall Inc., 1992. 

5. Korth, Henry F. and Abraham Silberschatz. Database System Concepts, 2nd 

Edition. NewYork: McGraw-Hill Publishing Company, 1991. 

6. Loomis, Mary E. S. The Database Book. Indianapolis: Macmillan Publishing 
Company, 1988. 

7. Page-Jones, Meilir. The Practical Guide to Structured System Design. NJ: 
Prentice-Hall International Company, 1998. 

8. Senn, James A. Analysis and Design of Information Systems, 2nd Edition. New 
York: McGraw-Hill Publishing Company, 1989. 

9. Turban, Efraim, Jae Lee, David King, and H. Michel Chung. Electronic 
Commerce, A Managerial Perspective. NJ: Prentice Hall, 2000. 

10. Yourdon, Edward. Modern Structured Analysis. NJ: Prentice-Hall International, 
1989. 

St. Gabri'.ef s libtaff 

148 


	Cover and Title Page
	ABSTRACT 
	ACKNOWLEDGEMENTS 
	TABLE OF CONTENTS 
	LIST OF FIGURES 
	LIST OF TABLES 
	CHAPTER  I :  INTRODUCTION
	CHAPTER  II :  EXISTING SYSTEM 
	CHAPTER  III :  PROPOSED SYSTEM 
	CHAPTER  IV :  PROJECT IMPLEMENTATION 
	CHAPTER  V :  CONCLUSIONS AND RECOMMENDATIONS 
	APPENDIX : A 
	APPENDIX : B 
	APPENDIX : C 
	APPENDIX : D 
	APPENDIX : E 
	APPENDIX : F
	APPENDIX : G
	APPENDIX : H
	BIBLIOGRAPHY 

