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int sf = random() % 4;

if ((sf == 0) || (sf == 1)) {
p~>x = -35;
p—>y = random() % (120 - 35);
p—>vx = (random() % 4 + 1);
p->vy = random() % 3 + 1;

} else if(sf == 2) {
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Abstract We test divided game program. We immobilize random element that player input and ran-
dom numbers, and check behavior of divided program and sequential program. At that we constract fast

testing environment.

Key words game test Cell Cerium



