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WORKSHEET 5 – TESTING (Hunting for Treasure)


For this worksheet, the program can be implemented in a number of different ways and demonstrate different features.
Create your own test set to demonstrate strengths and/or limitations of your solution. Use as many of the template boxes below as you need. 

	Test: Player Switch
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	Result: Did the programme behave as expected ie syntactically and logically correct? 

Yes, the programme has operated properly for this test. This test was to determine if the programme switches from player 1, to player 2 and then back to player 1 after each subsequent turn, which has been demonstrated in the above image. This shows that the programme has been coded to switch players after a valid input has been entered.

This can be expanded in the future by allowing a choice of players in a game, such as 1-4, or even an option to play against a computer rather than another player.
 





	Test: Validated Numbers
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	Result: Did the programme behave as expected ie syntactically and logically correct? 

Yes, the programme has behaved logically in this test. The purpose of this test was to check if the programme accepts the appropriate number input which is between 1 and 16. As shown in the example above, both 0 and 17 have been attempted, but the programme does not accept these inputs, asking the user to input a number between 1 and 16 on both occasions. The programme also remains on the current player’s turn, not skipping over it when a misinput has been entered.

What this test has proved is that only a number between 1 and 16 can be entered into the programme.
 






















	Test: Validated Inputs
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	Result: Did the programme behave as expected ie syntactically and logically correct? 

Yes, the programme has behaved logically in this test. The purpose of this test is similar to the previous test but testing to see how the programme reacts when something other than a number has been entered. As seen in the example above, “a” has been entered into the programme instead of a number. This has been detected and an error message has appeared telling the user that the input is invalid as the input is not a number and does not lie between 1 and 16. Therefore, it tells the user to input a number. 

This test shows that the programme will not accept anything other than a number to be entered.
 




























	Test: Same Guess
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	Result: Did the programme behave as expected ie syntactically and logically correct? 

The programme has behaved as expected during this test. This test is to determine if the programme will allow for the same position/number to be guessed or not. In the example above player 1 has entered 4, which has been marked off, then player 2 has also entered 4. The programme has then produced a message to inform this player that position/number 4 has already been guessed and then allowed player 2 to go again by allowing them to input a different number. 

This shows that the programme will not allow more than 1 input of a each position, avoiding multiple wasted guesses on positions that are known not to have the treasure located.
 



















	Test: Finding the Treasure
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	Result: Did the programme behave as expected ie syntactically and logically correct? 

Yes, this programme operates logically and correctly for this test. This is to test if the programme can correctly find the “X” once the correct number has been inputted and then ending the game. From the example above, it can be seen that player 1 has correctly guessed where the “X” is, the programme marks the location, states which player has found the “X”, states how many guesses each player took.

What this shows is that the programme will correctly finish once the “X” has been found and produces the correct amount of guesses that each player took.
 
























	Test: Randomised Location
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	Result: Did the programme behave as expected ie syntactically and logically correct? 

Yes, this test shows that the programme works logically and as expected. This test was to show if the “X” is randomised every game. From the two images above it can be seen that two different games have been played. In the first example, 16 was the location of the “X”, then in the second example 16 has been entered again, but the “X” is not located there. 

This test proves that each time the programme runs, the “X” is located under a different location, allowing for different results each game.
 







Final code:

	
import random

def DisplayMap(TreasureMap):
    print("Current map:")
    for Counter in range(0, len(TreasureMap), 4):
        for Grid in range(0, 4, 1):
            if TreasureMap[Counter + Grid] == "X":
                print(0, end=" ")
            else:
                print(TreasureMap[Counter + Grid], end=" ")
        print(" ")
    print(" ")

def SwitchPlayer(Player):
    if Player == 1:
        return 2
    else:
        return 1

def Main():
    TreasureMap = [0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0]
    TreasurePosition = random.randint(0, 15)
    TreasureMap[TreasurePosition] = "X"

    Player1Guesses = 0
    Player2Guesses = 0
    CurrentPlayer = 1

    print("Welcome to the Treasure Hunt!")

    MapFlag = 0
    while MapFlag == 0:
        DisplayMap(TreasureMap)
        print(f"Player {CurrentPlayer}'s turn")
        try:
            UserGuess = int(input("Enter a position (1-16): "))
            print(" ")
            if 1 <= UserGuess <= 16:
                UserGuess -= 1
                if TreasureMap[UserGuess] == "-":
                    print("You have already guessed there!")
                    print(" ")
                elif TreasureMap[UserGuess] == "X":
                    if CurrentPlayer == 1:
                        Player1Guesses += 1
                    else:
                        Player2Guesses += 1
                    print(f"Player {CurrentPlayer} found the treasure!")
                    MapFlag = 1
                else:
                    if CurrentPlayer == 1:
                        Player1Guesses += 1
                    else:
                        Player2Guesses += 1
                    print("No treasure here.")
                    print(" ")
                    TreasureMap[UserGuess] = "-"
                    CurrentPlayer = SwitchPlayer(CurrentPlayer)
            else:
                print("Please enter a number between 1 and 16.")
        except ValueError:
            print("Invalid input. Please enter a number.")

    print("Final map:")
    for Counter in range(0, len(TreasureMap), 4):
        for Grid in range(0, 4, 1):
            print(TreasureMap[Counter + Grid], end=" ")
        print(" ")
    print(" ")
    print(f"Player 1 guesses: {Player1Guesses}")
    print(f"Player 2 guesses: {Player2Guesses}")
Main()
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