Testing Procedure for Selda
Test plan for displaying objects.

1. Requirement #1
2. Purpose: to be able to display objects on the screen.

3. Test Description:

    Assumption: read bitmaps from source files to display on the screen.

· Showing a map.

· Display a player character on the map.

· Display non-player characters (NPC) on the map.

4. Test Message:

· Message will not appear except a message given by windows. The game will not run and exit from a program.

5. Evaluation: Reads its information form correct files, and display a map, a player character and NPC on the screen.

Test plan for animation.

1.  Requirement #4
2. Purpose: animation testing for player character.

3. Test Description:

    Assumption: a player character can move freely except particular points on the screen.

· A player character moves accordingly when a user press the keys.

· A player character shows attacking motion when a user press an attacking key.

· A player character cannot go through water, walls and other obstacles.

4. Test Message: 

· No message will appear, and a program will exit automatically.

5. Evaluation: Use detection mode to prevent characters going through water, walls and other obstacles. Reads its key correctly.

Test plan for mapping.

1. Requirement #4
2. Purpose: checking if a player character is able to move between maps.

3. Test Description:

    Assumption: a different map will appear on the screen.

· A map will change to another map when a player character goes out of a current screen.

· A screen displays a previous map where a player character comes form when a player character goes back to a previous map.

4. Test Message:

· No message will appear, and a program will exit automatically when some errors occur.

5. Evaluation: Use sequence arrays to switch a map back and forth.

Test plan for items.

1. Requirement #5 & #6
2. Purpose: check to see if a player character can use items correctly.

3. Test Description:

    Assumption: a player character can use selected items correctly.

· A player character shows a weapon in its hand when a player character equips a weapon.

· A player character picks certain items.

· A player character is able to use items.

4. Test Message:

· No message will appear. No action will be taken if test fails.

5. Evaluation: Check which items a player character is currently holding and using.
Test plan for non-player characters.

1. Requirement #7
2. Purpose: check if NPCs appear on the screen, and check its AI to see if they make simple movements.

3. Test Description:

     Assumption: NPCs will appear on the screen at specified points, and also they make simple 



   movements such as up and down.

· Non-player characters are placed at specified position.

· Few kinds of NPC display on the screen.

· NPC moves randomly.

4. Test Message:

· No message will appear. If assumption fails, NPC will not appear at specified points and will not move as expected.

5. Evaluation: Do not try to make fancy algorithm that allows NPC complex movements. Make AI algorithm simple as much as possible.

Test plan for effects.

1. Requirement #8 & #9
2. Purpose: check if a status will change.

3. Test Description:

     Assumption: a status will change when characters get damages or heal themselves.

· Life gage decreases when characters get damages.

· Life gage increases when characters heal themselves.

4. Test Message:

· No message will appear. If fails, no damages are taken which means both a player character and enemies will never die.

5. Evaluation: Check which character gets a damage and heals its life gage. Then make effect on its status.
Test plan for saving, loading and quitting game.

1. Requirement #2, #3, #10 & #11

2. Purpose: check if a user can save, load and quit game.

3. Test Description:

Assumption: no error occurs during these activities.
· A user can quit game.
· A user can save current game.

· A user can load saved game.

4. Test Message:

· A message given by Windows may appear if a user tries to load form or save to a wrong/corrupted file.

5.  Evaluation: Make file format consistent and simple.
