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Traceability

Test Case
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Identifier Feature

Display Module

————1 1. Display Controller

Camera Module

1. Camera Controller
2. ImageRecognition
3. Code Decryption

Game Module

1. Game Flow Controller
2.Card Data Parser

1

Card Management Module

1. Read Card Data
2. Add Card Data

requestFetchCard

DbQuery

RequestGraphicRender
CalculateAccumulatedDamage
Select_target_player(Player)
applyCardEffect(CardEffectList)
ProcessTurn
Endturn

lookupCardeffect

SetLIfe
Seteffect
setTurn

Rendergraphic

EnableCamera

stopCamera

Preprocessimage
ParseTagFromimage
DecryptTag



Schedule

lteration 1

Fail
Fail 50%
Fail
Fail
Fail
Fail 50%

Pass

Fail

Pass

lteration 2

Pass
Fail 50%

Fail 50%
Fail 50%
Fail 50%

Fail 50%

Pass

Fail

Pass

AH HEY HAENX 2EotH 8.

2E 1 0|7
2E2 i 0|7
DE 1 0|7
DE i 0|7
YuHe FBE




