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	1. The user successfully starts the mancala application.
	0 hrs

	2. A graphic representation of a mancala board is displayed.
	2 hrs

	3. The user starts the mancala program and enters his name.  The system retrieves the user’s profile.
	0.5 hr

	4. Statistics about the user are displayed, when requested.
	2 hrs

	5. Statistics about the user’s (non-computer) opponent are displayed, when requested.  Assume (4) is implemented
	1 hr

	6. The user starts playing a game against a computer-based player.
	0.25 hrs

	7. Two users contact each other and agree to start a game with each other
	4 hrs

	8. A user terminates a game before completion – no statistics are recorded for the aborted game
	0.25 hrs

	9. The user asks for on-line help and a locally-based help system is displayed.
	2 hrs

	10. The reads some meaningful help text
	3 hrs

	11. The user chats with the (non-computer) opponent
	1 hr

	12. After a game ends, human users’ statistics are updated (on their respective computers) with the results of the most recent game
	1 hrs

	13. A user makes a (legal) move by choosing a mancala bin.  The stones from that bin are automatically moved to the correct bins.  The score is updated.
	1 hrs

	14. A user makes a move by choosing a mancala bin, but stones are not automatically moved.  The user manually moves each stone from the chosen bin to a (legal) new bin.
	 3 hrs

	15. The computer makes a “stupid” move by arbitrarily choosing from among any of the possible legal moves available.
	0.5 hr

	16. The computer makes a “smart” move by choosing a legal move that somehow maximizes its score.
	2+ hrs

	17. The user “takes-back” or “undoes” the most recent move (before his opponent moves)
	2 hrs

	18. The users play the game to completion.  No more interaction with the completed game is permitted.  Users are now allowed to start a new game, if they desire.
	0.5 hrs


