Building & upgrading test cases – 2/26/2003
Does not account for queuing which is not yet implemented

During Building

Buildee might be a structure which is visible during building, or might be a mobile unit which is not visible until completed

Recycle builder

Builder should blow, visible buildee should blow

1/2 value of builder returned

credits spent so far on buildee returned.

Builder destroyed by enemy

Builder blows, visible buildee blows, credit spent so far lost

Builder taken over by enemy

Visible Buildee blows

Credits spent so far lost

User aborts structure build from HQ menu
Visible Buildee blows

Credits spent so far returned
User cancels build from mobile unit order form

Credits spent so far returned

Credits run too low

build process blocks

Credits may not be zero because building happens in small credit chunks

Menus

Visible Buildee

No menu

Builder

Abort Build

Recycle

Repair (if applicable)

Saving & Reloading

Aborting a build should leave player state (in terms of what they’re allowed to build next) as if building had not been attempted.

Building in progress during a save should be in progress in the same state on reload

Not during building or upgrading

User recycles building

Building blows

½ value of building returned

While Upgrading

Research center taken over

Upgrade doesn’t happen

Credits spent so far lost

Upgrade Target taken over

That target instance stops upgrade animation

target takes on the upgraded state of its new player-owner

Upgrade completes at Research Center

All other target instances are upgraded

Upgrade Target destroyed

Upgrade completes

Upgrade Target recycled

Upgrade completes

Research center destroyed

Upgrade doesn’t happen

Credits spent so far lost

Research Center recycled

Upgrade doesn’t happen

Credits spent so far returned.

Half the value of the research center returned

New instance of Upgrade Target built

Alternate upgrade icon with building icon
Upgrade Target gets repair during upgrade

Alternate upgrade icon with repair icon

Upgrade aborted

Upgrade doesn’t happen

Credits spent so far restored
Credits run too low

Upgrade process blocks

Credits may not be zero because upgrades happen in small credit chunks

Menus

Research Center

Upgrade options should only be visible if there is at least one of that building currently in existence.

Once an upgrade has occurred the option is not available again

Options during upgrading 

Abort

Recycle

Repair (if appropriate)

Upgrade Target

Its normal building process will be unavailable during upgrading

Options during upgrading

Repair (if appropriate)

Recycle - Behavior will be normal recycle and will not affect upgrade process

Saving & Loading

Completed upgrades should be preserved

Upgrades in progress should still be in progress on reload

After upgrade completes

That option is no longer available for the duration of the level

All new instances of upgrade target are created upgraded

Having all instances of a target destroyed does not undo the upgrade

If a player takes over an upgradable target, if one is upgraded both are now upgraded.

 Ex 1:  player who has not done upgrade on VTS takes over an upgraded VTS – player now has VTS upgrade and all existing VTSs are upgraded.  

Ex 2: player who has done upgrade on HRC takes over a regular HRC. That HRC now becomes upgraded.

