
Story Progress (Binary RaceGame iteration 1)

How far are you?(and how do you know? What tests/tasks go with which stories?)

06. System understands when a player gets to roll again (turn extended).

07. System implements the “crash” rule

Tests should also check for possible “cheating” or incorrect user inputs. (Red trying to move a blue piece etc.)

Roll 1011, move 3 Pass

New Blue’s move
01. Game board, pawns and dice are displayed to user(How?)

02. User can roll dice only at a proper time

05. System keeps track of whose turn it is

03. User can select which particular pawn to
apply move number to

click to move

10. A new game can be started upon request

09. A player may forfeit a throw of the dice by passing.

08. System detects and displays the winner



A sample of gameplay that might be used as part of customer Customer Tests (initial stories)
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