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Abstract

As the gaming market continues to grow and increase in size and complexity of the game. As it make difficult
game production and increases number of competitors, rapid development and launch of games became important
factors. Therefore, it is necessary to visually check the logical flow of the system in the game design process, and
to verify the integrity and design it accurately. In this paper, we propose UML and Petri Net as modeling tools
for the game system design process, and analyze the existing commercial games to implement the PVP system
model and verify its effectiveness.
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[Fig. 1] UML Diagram examples: Class Diagram(Left), Use-case Diagram(Right)
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[Fig. 3] Marked Petri Net Example
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[Fig. 4] League of Legends Play Scene
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[Fig. 5] League of Legends 1. 1 PVP system expressed in use-case diagram
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