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6. Fun
tional Test Cases6.0.1 Download the program
• Des
riptionThe program should be available to download from our homepage.
• Test-pre
onditionUser must have Internet a

ess.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 18.Se
tion 6.3.1 page 22.
• InputAddress to webserver.
• OutputFile downloaded to the users 
omputer.
• Instru
tion1. Enter the address to our homepage in a web browser.2. Cli
k the download link.3. Wait until �le is downloaded.6.0.2 Install the program
• Des
riptionThe user in our target audien
e should be able to install the program.
• Test-pre
onditionInstalltion �le downloaded to the users 
omputer.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 18.Se
tion 6.3.1 page 22. 2



• InputWhere to install the program.
• OutputProgram installed on the users 
omputer.
• Instru
tion1. Run the install �le.2. Choose install path.3. Wait until the installation �nish.6.0.3 Con�gure game settings
• Des
riptionAlter settings su
h as player name.
• Test-pre
onditionUser is in the main menu.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 18.Se
tion 6.3.8 page 27.
• InputUsers 
hoi
e of alterations to game settings.
• OutputSele
ted game settings have been altered.
• Instru
tion1. Cli
k on the �Settings� button.2. Alter the settings as prefered.3. Cli
k on the �Save� button to save and exit to main menu.
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6.0.4 Play singleplayer game
• Des
riptionA game-mode for only one player that does not require an Internet
onne
tion.
• Test-pre
onditionUser is in the main menu.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 18.Se
tion 6.3.2 page 23.
• InputNone.
• OutputThe single player game starts.
• Instru
tion1. Cli
k on the �Start singleplayer game� button.6.0.5 Host multiplayer game
• Des
riptionThe user makes his 
omputer the host 
omputer of a multiplayer gamethat supports 2-4 players.
• Test-pre
onditionUser is in the main menu.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 18.Se
tion 6.3.3 page 24.
• InputNone. 4



• OutputThe multiplayer lobby is displayed.
• Instru
tion1. Cli
k on the �Host multiplayer game� button.6.0.6 Join multiplayer game
• Des
riptionThe user 
onne
ts to a host 
omputer of a multiplayer game.
• Test-pre
onditionUser is in the main menu.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 18.Se
tion 6.3.4 page 24.
• InputIP-address to the host.
• OutputThe multiplayer lobby is displayed.
• Instru
tion1. Cli
k on the �Join multiplayer game� button.2. Enter the IP-address of desiered host.3. Cli
k on the �Join� button.6.0.7 Build Towers
• Des
riptionTo pur
hase and pla
e a tower on the playing �eld.
• Test-pre
onditionUser is in a game and 
an a�ord the sele
ted tower type.5



• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 19.Se
tion 6.3.5 page 25.
• InputA valid position where the tower should be built and the type of towerthe user wishes to build.
• OutputA tower of the 
orre
t type is built on the playing �eld where the userspe
i�ed.
• Instru
tion1. Sele
t a tower type from the menu by 
li
king on its symbol.2. Move the mouse to the position on the playing �eld where thetower is to be built.3. Cli
k the mouse to build the tower.4. Wait until the tower is built.6.0.8 Sele
t a spe
i�
 tower
• Des
riptionSele
t a tower already built on the playing �eld.
• Test-pre
onditionTower built on the playing �eld.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 19.Se
tion 6.3.6 page 26.Se
tion 6.3.9 page 28.
• InputNone
• OutputTower sele
ted gets marked. 6



• Instru
tion1. Cli
k on a tower on the playing �eld.6.0.9 Sell towers
• Des
riptionIt has to be possible to sell a built tower.
• Test-pre
onditionUser is in a game and has atleast one tower on his playing �eld.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 19.Se
tion 6.3.9 page 28.
• InputA tower on the playing �eld.
• OutputThe sele
ted tower is sold and removed from the playing �eld.
• Instru
tion1. Sele
t the tower to be sold on the playing �eld.2. Cli
k the �Sell tower� button to sell the tower.3. Wait until the tower is removed from the playing �eld.6.0.10 Upgrade towers
• Des
riptionAll tower types have upgrades that make them more powerful.
• Test-pre
onditionUser is in a game and has atleast one tower on his playing �eld and 
ana�ord to upgrade the sele
ted tower. The sele
ted tower is not alreadymax level.
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• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 19.Se
tion 6.3.6 page 26.
• InputA tower on the playing �eld.
• OutputThe sele
ted tower is upgraded.
• Instru
tion1. Sele
t the tower to be upgraded on the playing �eld.2. Cli
k the �Upgrade tower� button to upgrade the tower.3. Wait until the tower is upgraded to a higher level.6.0.11 View individual tower statisti

• Des
riptionSee information about the sele
ted tower su
h as damage per shot, rateof �re et
.
• Test-pre
onditionTower built on the playing �eld.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 13.Se
tion 6.1 page 20.
• InputA tower on the playing �eld.
• OutputTower statisti
 is displayed in the tower information box.
• Instru
tion1. Cli
k on a tower on the playing �eld.2. Observe tower statisti
 in the tower information box.8



6.0.12 Monster levels
• Des
riptionAt set intervals a �xed number of monsters will automati
ally be sentby the system to the monster starting point of all players playing �elds.Ea
h time they are sent, the monsters will be a higher level with in-
reased health. Higher level monsters will give the player more goldon
e they are killed than lower levels.
• Test-pre
onditionUser must be in a game.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 14.Se
tion 6.1 page 20.
• InputNone.
• OutputThe level of the monster in the monster information box has 
hanged.
• Instru
tion1. Observe the level of the monsters in the 
urrent wave.2. Observe the level of the monsters in the next wave.6.0.13 Monster movement
• Des
riptionThe monsters will automati
ally move from one side of the playing �eldto their goal, always 
hoosing the shortest path available.
• Test-pre
onditionUser must be in a game.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 14.Se
tion 6.1 page 20. 9



• InputNone.
• OutputMonster is moving on s
reen.
• Instru
tion1. Observe the monster moving on the s
reen.6.0.14 Kill monsters
• Des
riptionMonsters have a 
ertain amount of health and when monsters walk inrange of a tower, the tower will shoot it 
ausing a 
ertain amount ofdamage to it. When the monsters health rea
hes zero, the monster willdie.
• Test-pre
onditionUser must be in a game and have built a tower.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 14.Se
tion 6.1 page 20.
• InputNone.
• OutputInformation about how many monster one player has is updated forthe other players when in multiplayer mode.
• Instru
tion1. Monster passes a tower.

10



6.0.15 Re
eive information about monster's health
• Des
riptionThe 
urrent and maximum health of ea
h individual monsters shouldbe available to view.
• Test-pre
onditionUser must be in a game and a monster must be visible on the s
reen.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 14.Se
tion 6.1 page 21.
• InputNone.
• OutputInformation about how many health point the spe
i�
 monster havedisplayed in the monster information box.
• Instru
tion1. The user left-
li
ks with the mouse on a spe
i�
 monster.6.0.16 Send monsters to other players
• Des
riptionWhen sending monsters to another player, additional monsters willappear on an opponent users playing �eld. This will 
ost gold for theplayer sending the additional monsters and killing them will not yieldany gold.
• Test-pre
onditionUser must be in a multiplayer game and have enough gold to buymonsters.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 14.Se
tion 6.1 page 21.Se
tion 6.3.7 page 27. 11



• InputNone.
• OutputThe monster 
ounter is updated in another players information box.
• Instru
tion1. The user presses the �Send monster� button on the informationbox of another player.6.0.17 Chat with other players
• Des
riptionThe users 
an send text messages to ea
h other.
• Test-pre
onditionThe user must be in a multiplayer game.
• Referen
e to Requirements Do
umentSe
tion 4.1 page 14.Se
tion 6.1 page 21.Se
tion 6.3.10 page 28.
• InputThe message that is to be sent to the other players.
• OutputThe text written is displayed on the s
reen.
• Instru
tion1. The user presses the �Chat� button.2. The user types the message that are to be sent to the other usersand presses the �Send� button.
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