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This document will identify the understanding and implementation of the programming language of C. The understanding of variables, for-loops and array will be described and the implementation of specific scenarios will be provided using C code. The pseudocode will be identified along with the code and testing outcome for the solutions. 





[bookmark: _Toc1929856]Introduction
[bookmark: _Toc445208997]The following document will be broken up into part A and part B. 

Part A of the report will document the understanding of what a variable is and why they are used in writing programs. It will explain the use of for-loops with given examples. Arrays will also be defined with features and examples given.

Part B of the report will use the programing language of C to identify the problem, solutions, code and testing of various exercises identified within the assignment question. 
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[bookmark: _Toc1929858]Variables

A variable is described as containers which hold information. Techopedia describes a variable as a symbolic name which is given to a quantity that permits the name to be used independent of the information it represents. It is the storage of data which is normally changed during the course of the program. Some examples of a variable are integers, floats and strings. A variable can be assigned in one place and used repeatedly [1]. Please see section five for definitions of integers, floats and strings. 


It is important to use variables as it allows developers to quickly create a variety of simple or complex programs which sets out a pre-defined manner for the computer to follow. Variables are used to represent changeable data but containing a list of variables and directions. It is believed that one of the greatest advantage of the variable is they enable one and the same program to execute various sets of data [2] . The restriction to variable data types can lead to efficient and faster development. 

[bookmark: _Toc1929859]For-loop and Counting-loop

The for-loop is used to repeat a specific block of code a designated amount of times. Counting-loops can also be referred to as for-loops as they are controlled by an integer that counts from the initial value to the upper value [3]. For the purpose of this document the counting-loop/ for-loop will be referred to as for-loop. 

Using for-loops are beneficial as they will be executed a known amount of times set out by the code. The process will be repeated until the outcome is false. Once the outcome is false the control will come out of the loop. 

The below diagram demonstrates the for-loop. 




 


An example of when a for-loop would be used is to create and display all numbers between and including 20 to 25. 

#include <stdio.h>

int main () 
{

	int i;
	
	for (i = 20; i <= 25; i = i + 1) // display the values between 20 and 25
	{
		printf("i = %d\n", i);
	}

	
	{
		printf("The loop has now closed");// display when the loop has stopped
	}
}

[image: ]
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An Array is a data structure that contains a group of elements. Features of an array are used to store data which is normally of the same data type which is accessed using a common name. Arrays are easily stored or searched for and the elements are stored as a fixed sequential collection [4]. 

An example of an integer array is: 

Int example [10];

Int- the array data type. 
Example – the name of the array. 
[10]- size of the array

An example of a char array is: 

Char pupil [10] [9] = { "Jess", "Lloyd", "Daniel", "Amber", "Rob", "Rachel","Aaron","Alex","Sharla" };

Char- the array data type 
Pupil- the name of the array
[10]- size of the array
[9] amount of pupils that can be included ("Jess", "Lloyd", "Daniel", "Amber", "Rob", "Rachel","Aaron","Alex","Sharla")



An example of using an array is shown below to display mynumbers[0] and mynumbers[5]:

#include <stdio.h> 
void main()
{
	int mynumbers[6];//declaring an array using int

	mynumbers[0] = 100;
	mynumbers[1] = 200;
	mynumbers[2] = 300;
	mynumbers[3] = 400;
	mynumbers[4] = 500;
	mynumbers[5] = 600;

	printf("%d \n", mynumbers[0]);// display the number 100
	printf("%d ", mynumbers[5]);// display the number 600

}

[image: ]


An example of using an array using int and char is shown below to display the pupil and the pupils age: 

#include <stdio.h>

void main()
{
	char pupil[10][9] = { "Jess", "Lloyd", "Daniel", "Amber", "Rob", "Rachel","Aaron","Alex","Sharla" };// declaring pupils name

	int age[9] = { 24,53,18,19,29,30,40,21,24 };// declaring the age of the pupils
	
	int i;
	for (i = 0; i < 9; i++)// formula
	{
		printf("%s ", pupil[i]);// print pupil
		printf("%d\n", age[i]);// print age 
	}

}

[image: ]
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[bookmark: _Toc1929863]Problem and Solutions 
The problem in the first exercise describes the use of showing variables that contain different types of values by declaring three variables. The three variables are name, height and age. The values are inputted and displayed on the screen. 

Char (character) has been used to declare the users name. The count has been set to a maximum of characters- [8]. 

Float has been used to declare the users height. %.2f has been utilised to ensure the float is of two decimal places. 

Int (integer) has been used to declare the user’s age. 

The following pseudocode is identified for the solution of the problem: 

Define library 

Define int age= 24
Define char name = Jessica
Define float height = 1.57

Declare char name 
PF “Hello char name”

Declare float height
PF “Your height is float height” 

Declare int age 
PF “Your age is int age”


[bookmark: _Toc1929864]Code 
#include <stdio.h>

void main()
{
	char name[8] = { 'J', 'e', 's' ,'s', 'i', 'c', 'a'}; // declaring a name 
	printf("Hello %s\n", name);

	float height; //declaring height 
	height = 1.57;

	printf("Your height is %.2f metres\n", height);

	int age; //declaring age
	age = 24;

	printf("Your age is %d\n\n", age);
}

[image: ]
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For testing purposes variable char and float have been tested. 

Scenario 1: Ensure the number of characters are displayed correctly in accordance to the value of [8]. 

Correct Code: 

#include <stdio.h>

void main()
{
	char name[8] = { 'J', 'e', 's' ,'s', 'i', 'c', 'a'}; // declaring a name 
	printf("Hello %s\n", name);

	float height; //declaring height 
	height = 1.57;

	printf("Your height is %.2f metres\n", height);

	int age; //declaring age
	age = 24;

	printf("Your age is %d\n\n", age);
}

[image: ]

Incorrect Code to expect error: 

#include <stdio.h>

void main()
{
 char name[8] = { 'J', 'e', 's' ,'s', 'i', 'c', 'a', 'a'}; // declaring a name additional a has been added 

 printf("Hello %s\n", name);

 float height; //declaring height 
 height = 1.57;

 printf("Your height is %.2f metres\n", height);

 int age; //declaring age
 age = 24;

 printf("Your age is %d\n\n", age);
}
[image: ]

Scenario 2: Ensure the float is displayed to the correct decimal place identified within the printf command. 

Removal of .2 when printing the float of the height. Expecting display of 1.570000 metres.

[image: ]

Add .2 when printing the float of the height. Expecting display of 1.57 metres. 
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For full test script please see below.
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The problem in the second exercise describes the requirement to allow the user to enter the dimensions of a triangle to work out the area. The user is also required to identify the radius of the circle to work out the area. Once both areas are identified the blue shaded area is calculated. 

Diagram taken from assignment: 




Float has been used to allow the user to enter a fractional number. 

The following pseudocode is identified for the solution of the problem: 

Define library 
Define PI 
Define floats: basetriangle, heighttriangle, total, radius, totalradius and bluearea.  

Triangle:  
PF “Please enter the base of the triangle over 0cm”  
SF user enters base 
If float basetriangle >0  
PF “Please enter the height of the Triangle over 0cm” 
 
While heighttriangle <0  
PF “Please enter value over 0cm:” 
While basetriangle <0 
PF “Please enter value over 0cm:” 
 
Triangle area = a= (bxh) /2 
total = (float)basetriangle * heighttriangle / 2 
PF “The total area of the triangle is:” 
 
Circle:  
PF “Please enter the radius of the circle over 0cm:”  
If float  radius >0  
Circle area = A = TT R2 
totalradius = (float)PI * radius * radius; 
PF “The total area of the circle is:” 
 
While radius <0  
PF “Please enter value over 0cm:” 
 
Blue shaded part 
Blue shaded part = circle area – triangle area 
bluearea = totalradius - total; 
PF “The total area of the blue shaded part is:”

[bookmark: _Toc1929868]Code

# include <stdio.h> 
# define PI 3.142 // PI is defined

int main()
{

	float basetriangle, heighttriangle;//base and height of triangle
	float total;// total area of triangle


	printf("Please enter the base of the Triangle over 0cm:");
	scanf("%f", &basetriangle);
	while (basetriangle <= 0)//if entry is under 0 display below
	{
		printf("Please enter value over 0cm:");
		scanf("%f", &basetriangle);

	}
	if (basetriangle > 0)// if entry is over 0 display below

		{
		printf("Please enter the height of the Triangle over 0cm:");
		scanf("%f", &heighttriangle);
		while (heighttriangle <= 0)// if entry is under 0 display below
		{
			printf("Please enter value over 0cm:");
			scanf("%f", &heighttriangle);
		}
		if (heighttriangle > 0)// if entry is over 0 
		{
total = (float)basetriangle * heighttriangle / 2;// calculating total area for triangle

			printf("The total area of the triangle is: %.2f cm\n", total);

		}

		float radius;// declaring radius for circle 
		float totalradius;// total radius for circle 

		printf("Please enter the radius of the circle over 0cm:");
		scanf("%f", &radius);
		while (radius <= 0)// if entry is under 0 display below
		{
			printf("Please enter value over 0cm:");
			scanf("%f", &radius);
		}

totalradius = (float)PI * radius * radius;// calculation for area of circle 

		printf("The total area of the circle is: %.2f cm\n", totalradius);



		float bluearea;// declaring blue shaded area

bluearea = totalradius - total;// calculation for area of blue shaded area
		printf("The total area of the blue shaded part is: %.2f", bluearea);
	}
}


[bookmark: _Toc1929869]Testing
For testing purposes negative numbers, decimal places and boundary values have been used in order to test the outcome of the code. 
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For full test script please see below.  
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The problem described in the third exercise requires the user to enter the price of five products into an array. The price of the products are totalled with and without VAT.

Float has been used to allow the user to enter a fractional number. 

The following pseudocode is identified for the solution of the problem: 

Define library 

Define float: total, apple, bread, milk, ham, rice, totalvat. 
PF “Welcome to your shopping list calculator. Please enter the price excluding VAT for the following items in pounds:”
PF “Apple”
SF Apple
PF “Bread”
SF “Bread”
PF “Milk”
SF “Milk”
PF “Ham”
SF “Ham”
PF “Rice”
SF “Rice”

total amount
PF “Your total is: ## pounds”

totalvat amount 
PF” Your total is: ## pounds including VAT at 20 percent”


[bookmark: _Toc1929872]Code

#include <stdio.h> 

int main()
{

	float total(5);// an array for 5 integers 
	float apple, bread, milk, ham, rice;
	float totalvat;


printf("Welcome to your shopping list calculator. Please enter the price excluding VAT for the following items in pounds:\n");
	printf("Apple:");
	scanf("%f", &apple);
	printf("Bread:");
	scanf("%f", &bread);
	printf("Milk:");
	scanf("%f", &milk);
	printf("Ham:");
	scanf("%f", &ham);
	printf("Rice:");
	scanf("%f", &rice);


total = apple + bread + milk + ham + rice;// work out the total cost of the shopping 

	printf("Your total is:%.2f pounds.\n", total);// display to two decimal places 

	totalvat = total * 1.2;// add 20% vat onto the final balance 
	printf("Your total is:%.2f pounds including VAT at 20 percent.", totalvat);
}

[bookmark: _Toc1929873]Testing
For testing purpose decimal places have been utilised to test the code. 
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For full test script please see below. 
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The problem described in the fourth exercise is to create a fruit machine game. The requirements for the game are: 

· The numbers are between one and five.
· User can have as many goes as they wish. 
· Numbers are chosen randomly. 
· There are different points allocated to different outcomes. 
· A cumulative view is displayed. 
· A non-cumulate view is displayed.

Int has been used to allow the use of non-fractional numbers. 
Char has been used to allow the user to enter the option of whether to continue or not.  

The following pseudocode is identified for the solution of the problem for a non-cumulative view: 

Define library 

Define int- myrand1, myrand2, myrand3, low,high
Define char- again 

PF “Would you like to play the fruit game? Y/ N:”
SF again 

If again = Y
PF “Your fruit machine numbers are:”

Generate 3 random numbers 
Display random numbers 

If myrand1 == myrand2 && myrand1 == 5
PF “You have 100 points”

IF myrand1 == myrand3 && myrand3 == 5
PF “You have 100 points”

IF myrand2 == myrand3 && myrand2 == 5
PF “You have 100 points”

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 5
PF "Jackpot You have 2000 points”

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 1
PF "You have 20 points"

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 2
PF "You have 20 points"

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 3
PF "You have 20 points"

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 4
PF "You have 20 points"


PF “Would you like to play again Y/N”
SF again

If again not equal to Y 
PF “End of program”


The following pseudocode is identified for the solution of the problem for a cumulative view: 

Define library 

Define int- myrand1, myrand2, myrand3, low,high.
Define outcome1,2,3 and 4.
Define sum. 
Define char- again 

PF “Would you like to play the fruit game? Y/ N:”
SF again 

If again = Y/y
PF “Your fruit machine numbers are:”

Generate 3 random numbers 
Display random numbers 

If myrand1 == myrand2 && myrand1 == 5
PF “You have 100 points”
SUM

IF myrand1 == myrand3 && myrand3 == 5
PF “You have 100 points”
SUM

IF myrand2 == myrand3 && myrand2 == 5
PF “You have 100 points”
SUM

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 5
PF "Jackpot You have 2000 points”
SUM

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 1
PF "You have 20 points"
SUM

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 2
PF "You have 20 points"
SUM

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 3
PF "You have 20 points"
SUM

IF myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 4
PF "You have 20 points"
SUM


PF “Would you like to play again Y/N”
SF again

	Show cumulative total for points. 

If again not equal to Y/y 
PF “End of program”

[bookmark: _Toc1929876]Code
Non-cumulative view: 

#include <stdio.h> 
#include <stdlib.h>
#include <time.h>

void main()
{
	int myrand1, myrand2, myrand3;// three random numbers
	int low = 1;// lowest range
	int high = 5;// highest range
	int outcome1 = 100;
	int outcome2 = 20;
	int outcome3 = 2000;
	int outcome4 = 0;

	char again; // loop again- Y or N
	printf("Would you like to play the fruit game? Y/ N:");
	scanf(" %c", &again);


	while (again == 'Y' || again == 'y')//continue with game

	{
		printf("Your fruit machine numbers are:\n");
		srand(time(NULL));
		myrand1 = rand() % (high - low + 1) + low;
		printf("%d\n", myrand1);

		myrand2 = rand() % (high - low + 1) + low;
		printf("%d\n", myrand2);

		myrand3 = rand() % (high - low + 1) + low;
		printf("%d\n", myrand3);


		if (myrand1 == myrand2 && myrand1 == 5 && myrand3 != 5)
		{
			printf("You have %d points.\n", outcome1);

		}

		else if (myrand1 == myrand3 && myrand3 == 5 && myrand2 != 5)
		{
			printf("You have %d points. \n", outcome1);

		}

		else if (myrand2 == myrand3 && myrand2 == 5 && myrand1 != 5)
		{
			printf("You have %d points.\n", outcome1);

		}

		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 5)
		{
			printf("Jackpot You have %d points.\n", outcome3);

		}

		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 1)
		{
			printf("You have %d points.\n", outcome2);

		}
		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 2)
		{
			printf("You have %d points.\n", outcome2);
		}
		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 3)
		{
			printf("You have %d points.\n", outcome2);

		}
		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 4)
		{
			printf("You have %d points.\n", outcome2);

		}

		else if (outcome1 != outcome2 != outcome3)
		{
			printf("You have %d points.\n", outcome4);

		}

		printf("Would you like to play again Y/N?");
		scanf(" %c", &again);
	}

	if (again != 'Y' || again != 'y')// finish game
	{
		printf("End of game.");// display end of game

	}

}


Cumulative view; 

#include <stdio.h> 
#include <stdlib.h>
#include <time.h>

void main()
{
	int myrand1, myrand2, myrand3;// three random numbers
	int low = 1;// lowest range
	int high = 5;// highest range
	int outcome1 = 100;
	int outcome2 = 20;
	int outcome3 = 2000;
	int outcome4 = 0;
	int sum1 = 0, sum2 = 0, sum3 = 0, sum4 = 0, total = 0;

	char again; // loop again- Y or N
	printf("Would you like to play the fruit game? Y/ N:");
	scanf(" %c", &again);


	while (again == 'Y' || again == 'y')//continue with game

	{
		printf("Your fruit machine numbers are:\n");
		srand(time(NULL));
		myrand1 = rand() % (high - low + 1) + low;
		printf("%d\n", myrand1);

		myrand2 = rand() % (high - low + 1) + low;
		printf("%d\n", myrand2);

		myrand3 = rand() % (high - low + 1) + low;
		printf("%d\n", myrand3);


		if (myrand1 == myrand2 && myrand1 == 5 && myrand3 != 5)
		{
			printf("You have %d points.\n", outcome1);
			sum1 = sum1 + outcome1;

		}

		else if (myrand1 == myrand3 && myrand3 == 5 && myrand2 != 5)
		{
			printf("You have %d points. \n", outcome1);
			sum1 = sum1 + outcome1;

		}

		else if (myrand2 == myrand3 && myrand2 == 5 && myrand1 != 5)
		{
			printf("You have %d points.\n", outcome1);
			sum1 = sum1 + outcome1;

		}

		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 5)
		{
			printf("Jackpot You have %d points.\n", outcome3);
			sum3 = sum3 + outcome3;

		}

		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 1)
		{
			printf("You have %d points.\n", outcome2);
			sum2 = sum2 + outcome2;

		}
		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 2)
		{
			printf("You have %d points.\n", outcome2);
			sum2 = sum2 + outcome2;
		}
		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 3)
		{
			printf("You have %d points.\n", outcome2);
			sum2 = sum2 + outcome2;

		}
		else if (myrand1 == myrand2 && myrand2 == myrand3 && myrand3 == 4)
		{
			printf("You have %d points.\n", outcome2);
			sum2 = sum2 + outcome2;

		}

		else if (outcome1 != outcome2 != outcome3)
		{
			printf("You have %d points.\n", outcome4);
			sum4 = sum4 + outcome4;

		}

		total = sum1 + sum2 + sum3 + sum4;// running total of points

		printf("%d is your running total.\n", total);
		printf("Would you like to play again Y/N?");
		scanf(" %c", &again);
	}

	if (again != 'Y' || again != 'y')// finish game
	{
		printf("End of game. Your total score is: %d", total);// display total points at the end of game

	}

}

[bookmark: _Toc1929877]Testing

Non-cumulative testing: 

For testing purposes “y”, “Y” and “z” was used to test the code and the points displayed depending on the random number outcome. 
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For full test script please see below.
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Cumulative view testing: 


For testing purposes “y”, “Y” and “z” was used to test the code and the points displayed depending on the random number outcome. A running total is displayed throughout. 
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For full test script please see below. 
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Please see below for definitions on terms used throughout the report.

	Integer (Int)
	A whole number. Which is either a positive or negative. It is not a fractional number.


	String
	A string is an array of character. 

	Float
	A float is a fractional number.

	Character (Char)
	A character is used to store a character variable type. 
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Test Suite Exercise 1- Char and Float test 

State Pass 

Date 02/02/2019

Action Expected result  Outcome

Log onto Exercise 1 code in Visual Studio Visual Studio opens with code for exercise 1 

#include <stdio.h>



void main()

{

 char name[8] = { 'J', 'e', 's' ,'s', 'i', 'c', 'a'}; // declaring a name 

 printf("Hello %s\n", name);



 float height; //declaring height 

 height = 1.57;



 printf("Your height is %.2f metres\n", height);



 int age; //declaring age

 age = 24;



 printf("Your age is %d\n\n", age);

}

Add an additional character to the char variable  Additional Character is added to char

#include <stdio.h>



void main()

{

 char name[8] = { 'J', 'e', 's' ,'s', 'i', 'c', 'a', 'a'}; // declaring a name 

additional a has been added

 printf("Hello %s\n", name);



 float height; //declaring height 

 height = 1.57;



 printf("Your height is %.2f metres\n", height);



 int age; //declaring age

 age = 24;



 printf("Your age is %d\n\n", age);

}

Press F5 to display code  Additional window is displayed with eroded code 

Close the additional window  Microsoft Visual Studio Debug Console is closed PASS

Delete the additional character added in the Char step Additional character is removed PASS

Remove the '.2' in line: printf("Your height is %.2f metres\n", height); .2 is removed from code 

#include <stdio.h>



void main()

{

 char name[8] = { 'J', 'e', 's' ,'s', 'i', 'c', 'a'}; // declaring a name 

 printf("Hello %s\n", name);



 float height; //declaring height 

 height = 1.57;



 printf("Your height is %f metres\n", height);



 int age; //declaring age

 age = 24;



 printf("Your age is %d\n\n", age);

}

Press F5 to display code  Additional window is displayed with height equalling 1.570000 metres PASS

Close the additional window  Microsoft Visual Studio Debug Console is closed PASS

Add the '.2' back into line: printf("Your height is %.2f metres\n", height); .2 is added to code  PASS

Press F5 to display code  Additional window is displayed with height equalling 1.57 metres 

Save work and close Visual Studio  Work is saved and Visual Studio is closed PASS
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IThe total area of the blue shaded part is: 11593.41 cm
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Test Suite Exercise 2- Area test 

State Pass 

Date 20/02/2019

Action Expected result  Outcome

Log onto Exercise 2 code in Visual Studio Visual Studio opens with code for exercise 2. 

Code is opened



Execute code and enter a minus number for the base of the triangle  

Minus number is entered for the base of the triangle

"Please enter value over 0cm:" is displayed. 

PASS

Enter value of "0"

Value of 0 is entered

"Please enter value over 0cm:" is displayed.  PASS

Enter value over 0cm with a decimal place  Value over 0cm is entered with a decimal place.  PASS

Enter a minus value for the height of the triangle 

Minus number is entered for the height of the triangle

"Please enter value over 0cm:" is displayed. 

PASS

Enter value of "0"

Value of 0 is entered

"Please enter value over 0cm:" is displayed.  PASS

Enter value over 0cm with a decimal place  Value over 0cm is entered with a decimal place.  PASS

Total area of the triangle is calculated

Calculated area of triangle is displayed depending on user input to 

two decimal places.

PASS

Enter a minus value for the radius of the circle

Minus number is entered for the radius of the circle

"Please enter value over 0cm:" is displayed. 

PASS

Enter value of "0"

Value of 0 is entered

"Please enter value over 0cm:" is displayed.  PASS

Enter value over 0cm with a decimal place  Value over 0cm is entered with a decimal place.  PASS

Total area of the circle is calculated

Calculated area of circle is displayed depending on user input to 

two decimal places.

PASS

Total area of the blue shaded part is calculated 

Calculated area of blue shaded part is displayed depending on 

outcome of the area of the triangle and circle to two decimal 

places. 
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Welcome to your shopping list calculator. Please enter the price excluding VAT for the following items in pounds:
Apple:0.123

Bread:1.999

.872

.999

Rice:100.972

Your total is:111.96 pounds.

Your total is:134.36 pounds including VAT at 20 percent.
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Test Suite Exercise 3- decimal test 

State Pass 

Date 20/02/2019

Action Expected result  Outcome

Log onto Exercise 3 code in Visual Studio Visual Studio opens with code for exercise 3. 

Code is opened



Enter a decimal number to at least 3 decimal places for Apple Decimal number to more than 3 decimal places is input PASS

Enter a decimal number to at least 3 decimal places for Bread Decimal number to more than 3 decimal places is input PASS

Enter a decimal number to at least 3 decimal places for Milk Decimal number to more than 3 decimal places is input PASS

Enter a decimal number to at least 3 decimal places for Ham Decimal number to more than 3 decimal places is input PASS

Enter a decimal number to at least 3 decimal places for Rice Decimal number to more than 3 decimal places is input PASS

Calculate the total of the array  Display total to two decimal places PASS

Calculate the total of the array plus 20% to display VAT Display total with VAT added to two decimal places
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uld you like to play again Y/N?y
our fruit machine numbers are:
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uld you like to play again Y/N?Y
our fruit machine numbers are:
2
2
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ou have 20 points.
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Would you like to play the fruit game? Y/ N:Z
End of game.
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uld you like to play the fruit game? Y/ N:Y

our fruit machine numbers are:

[Jackpot You have 2000 points.
uld you like to play again Y/N?N
End of game.
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Test Suite Exercise 4- non-cumulative view

State Pass 

Date 23/02/2019

Action Expected result  Outcome

Log onto Exercise 4 code in Visual Studio Visual Studio opens with code for exercise 4. 

Code is opened.



Enter "y" to begin game 

Fruit machine game starts with  lower case "y" generated random numbers. Points are displayed 

at the bottom of screen. 

2000 points Jackpot= 555

100 points = 111 or 222 or 333 or 444

20 points = two 5's included in the random sequence. 

Random outcome of numbers displays the correct points on screen with option to continue playing. 

Enter "Y" to begin game 

Fruit machine game starts with  lower case "Y" generated random numbers. Points are displayed 

at the bottom of screen. 

2000 points Jackpot= 555

100 points = 111 or 222 or 333 or 444

20 points = two 5's included in the random sequence. 

Random outcome of numbers displays the correct points on screen with option to continue playing. 

Enter "Y" to begin game  Continue to play game until all options of points are displayed. Outcome of points displayed are 2000,100 and 20. 

Enter "n" to end game  End of game is displayed.  Game ends with display of End of game.

Re-execute code and enter an invalid value such as "1" or "z"

Code is opened.



Game ends with display of End of game.
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our fruit machine numbers are:

5
5
2
ou have 100 points.
160 is your running total.
uld you like to play again Y/N?Y
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Would you like to play again Y/N?Y
Your fruit machine numbers are:

3]

1

1

You have © points.

1600 is your running total.

Would you like to play again Y/N?Y
Your fruit machine numbers are:

1

1

1

You have 20 points.

1620 is your running total.

Would you like to play again Y/N?Y
Your fruit machine numbers are:

4

4

2

You have © points.

1620 is your running total.

Would you like to play again Y/N?N
End of game. Your total score is: 1020
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Would you like to play the fruit game? Y/ N:1
End of game. Your total score is: ©
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uld you like to play the fruit game? Y/ N:Y

our fruit machine numbers are:

[Jackpot You have 2000 points.
2600 is your running total.

uld you like to play again Y/N?y
our fruit machine numbers are:

[Jackpot You have 2000 points.

000 is your running total.

uld you like to play again Y/N?test
End of game. Your total score is: 4000
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Test Suite Exercise 4- cumulative view

State Pass 

Date 23/02/2019

Action Expected result  Outcome

Log onto Exercise 4 code in Visual Studio Visual Studio opens with code for exercise 4. 

Code is opened.



Enter "y" to begin game 

Fruit machine game starts with  lower case "y" generated random numbers. Points are displayed 

at the bottom of screen. 

2000 points Jackpot= 555

100 points = 111 or 222 or 333 or 444

20 points = two 5's included in the random sequence. 

Total points are displayed depending on points generated. 

Random outcome of numbers displays the correct points on screen. Total points of the game is 

displayed with option to continue playing. 

Enter "Y" to begin game 

Fruit machine game starts with  lower case "Y" generated random numbers. Points are displayed 

at the bottom of screen. 

2000 points Jackpot= 555

100 points = 111 or 222 or 333 or 444

20 points = two 5's included in the random sequence. 

Total points are displayed depending on points generated. 

End of game is displayed with total points of game

Enter "Y" to begin game  Continue to play game until all options of points are displayed. Outcome of points displayed are 2000,100 and 20. 

Enter "n" to end game  End of game is displayed with total points of game.  Game ends with display of End of game and the total amount of points generated from game. 

Re-execute code and enter an invalid value such as "1" or "z"

Code is opened.



Game ends with display of End of game and the total amount of points generated from game. 
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