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Introduction:


The Quality Assurance testing on the AoM Alignment was repeatedly played to carefully examine the behaviour patterns of the variables when ‘Good’ factioned, ‘Neutral’ factioned, ‘Evil’ factioned, and ‘Monster’ factioned entities were put together. During repeated sessions, with both character interruption and avoidance, I had come across only one notable flaw, in which all of the factions were attacking one another. Although the testing run proved to be quite acceptable, this report will go further into the initial log of starting up, and results of player influence during the concourse of the variety of aligned entities.


To note: the repeated trials, and the editing of the module, came to about five hours of testing all together. I feel that the results written in this report are conclusive and accurate based on my system settings specified. 

Initial Log


Upon start-up of the AoM demonstration, to the final test-run, I had no notable problems or crashes to report. Examining the skeletons, factioned as evil, the townsfolk as neutral, the Krugs as monster-faction, and the guards as good, they all responded (with exemption of the monsters) to my interaction, stating what alignment they were and their purpose.

Using the Siege Editor, I placed the different factols against one another to demonstrate the effectiveness of Good vs. Evil, Neutral vs. Monster, etc…

Observing their behaviours to one another, they had acted in coordination to team member xmen90s’s instructions (ie. Good fought Evil, Neutral ran away, Monsters attacked all) with no problems.
The testing had been run with the following computer specifications:

· AMD Athlon 2400 MHz (over-clocked from 2000 MHz)

· GeForce FX 5600 with 256 megabytes of video RAM

· 256 megabytes of SD-RAM

· SoundBlaster Live! Value

· 66 Gigabyte hard-drive

· Direct-X v.9.0

· Up-to-date drivers for all hardware

Alignment Test without Player Interaction

For the most part, the alignments functioned as intended. Categorizing the functions into six parts, based on alignment, the following list documents what my observations and assessments were of each.

· Good vs. Evil: Although the skeletons did not all engage together, the good characters could differentiate between evil and themselves, confronting evil and both battling on their own.

· Monsters into Evil: Limited success. Hampered by the skeletons partially engaging into combat, though the entire group of skeletons did move together, they both combated as was speculated.

· Good vs. Neutral: No problems

· Neutral vs. Evil: No problems

· Monsters into Good: No problems

· Monsters into Neutral: No problems. Monsters chased fleeing Neutrals, which I found to be a nice touch.

· All together: Out of the majority of the tests, all alignments attacked each other (with the notable exception of the Neutral party). There were a few instances when the Evil-aligned skeleton party were focused solely either on the Monster party, or on the Evil party. These instances happened rarely, however, and I would see it more of an artificial intelligence problem than an alignment problem. 

Alignment Test with Player Interaction

My main concerns lie within the player’s interference with combat between the various factions. Particularly when all alignment factions are fighting amongst each other, I encountered a few grievances, which may bother players engaging in combat.

· If I am to interfere with both good and evil fighting together against the monsters, and I find a way to lure the monster party towards me, Good and Evil parties will stand idle. Within a few instances, they resumed combating each other in a few seconds. In other instances, they would both go after the monsters after I retreated in a length of time. For the majority, however, it depended on the AI of the monster faction.

· When all factions are fighting one another, and the monsters are going after good vs. evil, I can’t attack the monsters. My character would stop in his tracks, showing no weapon graphic. Even with the force-attack key held down, he refused to engage.

· In most instances, when good and evil characters were fighting, and the monsters were offside, idle, I had a difficult time attacking the monster-aligned faction. In some loaded games, my character would display the ‘no weapon graphic/stand idle’ action, while the monsters were attacking him. In other cases, I would have to use the right-mouse button (as opposed to the left mouse button) to attack. Doing this resulted in me having to click each Monster automatically, as my character refused to automatically attack the next monster adjacent to his position.

However, when either the Good-Aligned side, or the Evil-Aligned side triumphed over one another, the Monster-Aligned side was attackable. 

Summarization


To conclude, I had found the results of the alignments to exceed my expectations. They functioned how they were dictated to, and managed to surprise me a few times. However, I would recommend having the “All Alignments fighting” problem that I had encountered examined thoroughly. Otherwise, I am proud to say that the AoM Alignment demonstration proved to be well-developed, and quite stable.

This ends my report.

-Benji-Habib

Quality Assurance Tester

