Mystery Tracker (Web) — Complete Test Document v2.0
Single-pass procedure with Round 2 Full-Game Replay. Step count: 203.
	Step
	√/X
	Do as directed below:
	Make sure:
	Notes

	1 — Initial Screen Check

	1.1
	√
	This test procedure is written assuming the Theme Light/Dark is Light. 
(sun/moon icon in the header next to Rules)
	Theme Light/Dark is Light.
	

	1.2
	√
	Open MysteryTracker.html in a browser.
	Page title "Mystery Tracker Ver. 5.0" centered in the page header.
	

	1.3
	√
	
	Page header shows Guide, Rules, and Dark/Light theme buttons on the left; New Game and Start Game buttons on the right.
	

	1.4
	√
	
	Phase Bar shows "Setup — Step 1: Right-click category banners and card names to shape the grid for your game (move, mute). When the grid matches your game, tap Next →”. 
	

	1.5
	√
	
	The Undo button is muted & disabled on the far right.
	

	1.6
	√
	
	Game Deck bar visible below the Phase Bar. Left shows “Game Deck:" label and Save Current button. Right of the bar (over the right column) shows the tall green Next button muted color but active when hovered over.
	

	1.7
	√
	
	Grid visible on the left, occupying most of the screen. Top row is column headers: Card, ∑ (summary), and 6 empty player name inputs (Player 1... Player 6).
	

	1.8
	√
	
	Three category banners visible inside the grid: Category 1 (dark red), Category 2 (dark blue), Category 3 (dark green) and Category 4 (dark gold). Each has placeholder card-name rows below it.
	

	1.9
	√
	
	Log panel visible on the right below the Next button. Header shows "📋 Game Log". Body shows muted italic "No turns yet...".
	

	1.10
	√
	
	Notes panel visible bottom-right. Header shows "📝 Notes". Body is an empty text area with placeholder "Jot deductions here...".
	

	1.11
	√
	
	Page fits inside the browser window — no vertical scroll bar appears on the body.
	

	2 — Category Configuration — Moves

	2.1
	√
	
	The Category and Card names are in the 1ST column from left to right.
	

	2.2
	√
	
	The default configuration of categories and cards is 4 categories and 30 cards. 
Category 1 w/ 6 cards, Category 2 w/6, Category 3 w/9 and Category 4 w/9.
	

	2.3
	√
	Right-click the 1st column box of a Category 2
	Popup menu appears with options: Rename category, Move up 1, Move down 1 row, Mute this category. Move options muted for Category 1.
	

	2.4
	√
	Click elsewhere outside of the grid to dismiss the menu.
	The popup closes.
	

	2.5
	√
	Right-click the 1st column box of a Category 2 to move it up or down to a row so that the above, Category 1 has the correct number of cards under it.
	Make sure there are the required number of cards in Category 1.
	

	2.6
	√
	Repeat the above step to Category 3 for 2.
	Make sure there are the required number of cards in Category 2.
	

	2.7
	√
	Repeat the above step to Category 4 for 3.
	Make sure there are the required number of cards in Category 3.
	

	2.8
	√
	
	Category 4 and the remain cards are on the bottom of the grid.
	

	3 — Player Name Entry — Edit and Cancel

	3.1
	√
	Tap Next.
	Phase Bar directive shows "Setup — Step 2: Enter player names, Tab to card count, Tab to next player. (Type "Me" in your own seat.) When all players are seated, tap Next →." 
	

	3.2
	√
	
	The Undo Typing button visible but muted & disabled.
	

	3.3
	√
	
	The Undo button is unmuted & enabled.
	

	3.4
	√
	Click in the Player 1 column header input.
	Placeholder "Player 1" disappears. Input takes focus (underline turns solid). 
	

	3.5
	√
	Type "A" then click anywhere else on the page.
	Player 1 column header shows "A". Placeholder for the count field "?" remains.
	

	
	
	
	The Undo Typing button is unmuted & enabled.
	

	3.6
	√
	Click back into Player 1, select "A", right-click, press Delete then click anywhere else. 
	“A” clears. Placeholder "Player 1" returns. Undo and
Undo Typing remains unmuted & enabled.
	

	3.7
	√
	Tap Undo Typing.
	“A” returns. Undo Typing is muted
	

	3.8
	√
	Tap Undo.
	Undo button becomes muted/disabled, there is no further undo history. Text shows Returned to Step 1.
	

	3.9
	√
	
	The Phase Bar shows Step 1…
	

	3.10
	√
	Tap Next
	The Phase Bar shows Step 2…
	

	4 — Player Name Final Assignment (4-player setup)

	4.1
	√
	Enter "Ann" in Player 1 input.
	Player 1 header shows "Ann".
	

	4.2
	√
	Tab to the "?" count field in Player 1 (Ann) and type 5.
	Count shows 5 inside the parentheses.
	

	4.3
	√
	Tab again to the next column. Enter "Bob" in Player 2.
	Player 2 header shows "Bob".
	

	4.4
	√
	Tab to the "?" count field in Player 1 (Bob) and type 5.
	Count shows 5 inside the parentheses.
	

	4.5
	√
	Tab again. Enter “Me” in Player 3.
	Player 3 column header turns green; column is highlighted as the "Me" column. (The player using the app.)
	

	4.6
	√
	Tab to the "?" count field in Player 3 (Me) and type 5.
	Count shows 5 inside the parentheses.
	

	4.7
	√
	Tab. Enter "Dan" in Player 4.
	Player 4 header shows "Dan".
	

	4.8
	√
	Tab to the "?" count field in Player 4 (Dan) and type 4.
	Count shows 4 inside the parentheses.
	

	4.9
	√ 
	Tap the Player 2 column header, change the name to “Me”.
	Player 2 column turns green / becomes “Me” with the Me color highlight. 
	

	4.10
	√ 
	
	Player 3 column loses it’s Me color, the “Me” name stays.
	

	4.11
	√
	Yap the Player 2 column header, change the name back to Bob.
	Player 2 column becomes Player 2 again.
	

	4.12
	√
	
	Player 3 column becomes Me again; Player 2 loses Me color.
	

	5 — Category Banners — Visual Check

	5.1
	√
	Tap the Next.
	Phase Bar should now advance to Step 3 once names are sufficient.
	

	5.2
	√
	
	Phase Bar directive shows "Setup — Step 3: Change the name of any Category. Tab to go to the next category. Tap Next when finished."
	

	5.3
	√
	
	Category 1 banner background shows in light red.
	

	5.4
	√
	
	Category 2 banner shows in light blue.
	

	5.5
	√
	
	Category 3 banner shows in light green.
	

	5.6
	√
	
	Category 4 banner shows in light gold.
	

	5.7
	√
	
	Each banner shows the category name in italic color is the same as the background but brighter.
	

	5.8
	√
	Tap the Category 1 banner text.
	It becomes an editable input you can rename.
	

	5.9
	√
	Tap elsewhere outside of the grid to dismiss the menu.
	Banner returns to display mode with original name preserved.
	

	5.10
	√
	Right-click the Category 1 banner.
	Popup menu appears with options: Rename category, Move up 1, Move down 1 row, Mute this category. Move options are muted for Category 1.
	

	5.11
	√
	Tap elsewhere outside of the grid to dismiss the menu.
	Popup menu closes.
	

	5.12
	√
	For this procedure Category names will be assumed to be origine Clue names.
	
	

	5.13
	√
	Category names to match the game you are playing. Use Tab to move to the next.
	The name are shown in place of the Category #.
	

	5.14
	√
	Rick-click to mute unused category. 
Keep them at the bottom of the grid.
	The color of muted row also appears muted.
	

	6 — Card Name Editing — Inline

	6.1
	√
	Tap Next.
	Phase Bar directive shows "Setup — Step 4: Change the name of any Card. Tab to go to the next card. Tap Next when finished.'
	

	6.2
	√
	Tap the 1st Card-name cell under Suspects.
	Cell becomes an editable input.
	

	6.3
	√
	Type "Crook" and press Enter.
	First Suspect card row shows "Crook".
	

	6.4
	√
	Tap Undo.
	The name is deleted.
	Need warning(s)

	6.5
	√
	Tap a card-name, try to type more than 25 characters in a card-name input.
	Input stops at 25 characters.
	

	6.6
	√
	Right-click a card-name.
	Popup menu appears with option to mute it.
	Mute only

	6.7
	√
	Change all 21 Card-names to Clue name. 
	Category 1 - 3 and Card-names showing.
	Mute only

	6.8
	√
	Right-click remaining 9 Card-names and mute.
	Category 4 and Card-names muted at the bottom.
	

	7 — Game Deck Save / Load

	7.1
	√
	Tap the Save Current button in the Deck Bar.
	Popup opens titled "Save Slot". Message shows "Name this slot (6 chars max)." Input field with placeholder "Slot name". Cancel and Save buttons.
	

	7.2
	√
	Type "Cnfg1" and click Save.
	Popup closes. A new slot chip labeled "Cnfg1" appears in the Deck Bar, highlighted as active. Status shows "Slot “Cnfg1” saved (slot 1)."
	

	7.3
	√
	Tap Save Current again. Type "Cnfg1" again. Click Save.
	Popup stays open. Red inline error appears below the input: "Slot name “Cnfg1” already used." Input stays focused so you can edit.
	

	7.4
	√
	Edit the name in the popup to "Cnfg2" and click Save.
	Error vanishes as you type. Popup closes on Save. Second chip "Cnfg2" appears, active.
	

	7.5
	√
	Save four more slots: "A", "B", "C", "D".
	Six slot chips total: Cnfg1, Cnfg2, A, B, C, D.
	

	7.6
	√
	Tap Save Current. Type any name. Tap Save.
	Popup stays open. Red inline error: "No more slots open."
	

	7.7
	√
	Tap Cancel to close the popup.
	Popup closes. No new slot saved.
	

	7.8
	√
	Right-click the "D" chip.
	Confirmation popup appears: "Delete Game Deck. Delete saved Game Deck “D”? This cannot be undone." Cancel and Delete buttons.
	

	7.9
	√
	Tap Delete twice within 4 seconds (two-tap confirm).
	"D" chip is removed. Status: "Deck “D” deleted." Save Current works again.
	

	7.10
	√
	Tap into any card name type a new name. 
Press ENTER.
	The new will show in the slot chip. The Undo Typing button is enabled.
	

	7.11
	√
	Tap Undo Typing. 
	The name entered above is replaced by the name that was saved. The Undo Typing button is disabled.
	

	7.12
	√
	Tap into any card name type a new name. 
Press ENTER.
	The new will show in the slot chip.
	

	7.13
	√
	Tap the Cnfg1 chip.
	Confirmation popup opens: "Load Game Deck. Load Game Deck “Cnfg1”? Only the category and card names will change —player names stays the same.
	

	7.14
	√
	Tap Load twice within 4 seconds.
	Popup closes. Card and category names from Cnfg1 are restored on the grid. Active chip changes to Cnfg1. All other state (player names, counts, marks) unchanged.
	

	7.15
	√
	
	The name entered in Step 7.12 is replaced by the name that was saved.
	

	7.16
	√
	
	Hint text to the right of the slot row shows "← right-click to delete."
	

	7.17
	√
	Try typing a 7th character in the slot-name field.
	Input stops at 6 characters.
	

	8 — Setup Step 5 — Me’s Known Cards

	8.1
	√
	Tap Next.
	Phase Bar directive shows "Setup — Step 5: Check off the cards you hold in your Me column.
	

	8.2
	√
	
	Start Game button is unmuted & enabled. 
	

	8.3
	√
	
	The Next button is further muted & disabled.
	

	8.4
	√
	
	The Undo Typing button disappears.
	

	8.5
	√
	Tap a cell in the Me column matching one of your held cards.
	A “✓” appears in that cell with turn tag 0, (✓0). 
	

	8.6
	√
	Tap the same cell in the Me-column again.
	Check is removed.
	

	8.7
	√
	Tap the cells in the Me column for the cads you hold.
	A ✓0 appears in all.
	

	9 — Start Game — Transition to Play Mode

	9.1
	√
	Tap Start Game.
	Page header shows Guide, Rules, and Theme toggle. 
	

	9.2
	√
	
	The Title shows in the middle of the header.
	

	9.3
	√
	
	New Game button remains unmuted & enabled
	

	9.4
	√
	
	Start Game button is now muted & disabled.
	

	9.5
	√
	
	Phase Bar swaps from Setup mode to Game mode showing on the left: "Game - Turn 1 — Ann’s turn – tap the 3 cards guessed”.
	

	9.6
	√
	
	Deck Bar contents swap: deck slots and Save Current button is hidden, and it is now per-turn Directive Bar that shows “Ann is thinking”.
	

	9.5
	√
	
	Undo button is muted & disabled.
	

	9.6
	√
	
	The big green Next button is less muted & enabled.
	

	9.7
	√
	
	Grid still shows all column headers, category banners, and card rows.
	

	9.8
	√
	
	Player names and Card-count in each column header, switched to display-only spans (no longer editable).
	

	9.9
	√
	
	Undo Typing button is hidden (typing is a setup-only concern). Undo button remains visible and now governs play-phase turn rollback.
	

	10 — Game Page Layout Check (Play Mode)

	10.1
	√
	
	Active player, Player 1, Ann’s column, the first asker, is visually highlighted.
	

	10.2
	√
	
	Me column shows your three ✓ marks from Setup Step 5, now with turn tag 0.
	

	10.3
	√
	
	Also, now auto-✗ are placed on those rows in every other player column, with turn tag 0, (X0).
	

	10.4
	√
	
	Now auto-✗ are placed on the cards you do not have, with turn tag 0. 
	

	10.5
	√
	
	Summary (∑) column is empty.
	

	10.6
	√
	
	Log panel still shows muted italic "No turns yet..." until the first turn completes.
	

	10.7
	√
	
	The Notes pad still on the left below the Log panel.
	

	11 — Turn 1 — First Player Asks, Someone Shows

	11.1
	√
	
	The Directive Bar (below the Phase Bar) shows 
"Turn 1 — Ann is thinking" (the first player).
	

	11.2
	√
	Tap the 1st Suspect card in Ann’s column.
	"?" placed in that cell, with turn tag 1 (?1)
	

	11.3
	√
	Tap the 2nd  Suspect cell in Ann’s column.
	"?1" moves from 1st Suspect to the 2nd Suspect. The 1st Suspect is cleared. (Only one Suspect per ask.)
	

	11.4
	√
	Tap 1st Suspect cell in Ann’s column.
	"?1" placed.
	

	11.5
	√
	Tap 1st Weapon in Ann’s column.
	"?1" placed. 
	

	11.6
	√
	Tap 1st Room in Ann’s column.
	"?1" placed.
	

	11.7
	√
	
	Phase Bar: "Tap the column header of the player who showed, or Next if nobody."
	

	11.8
	√
	
	The Directive changes to "Ann is waiting".
	

	11.9
	√
	
	Undo button becomes enabled.
	

	11.10
	√
	
	The Log panel shows the cards that Ann asked for.
	

	11.11
	√
	Tap Bob’s column header, the player who showed.
	"!1" marks placed in Bob’s column for the asked rows, only for the cards he could still hold. (Weapon 1 and Room 1).
	

	11.12
	√
	
	Phase Bar directive: "Tap Next to continue."
	

	11.13
	√
	
	Directive Bar: “Bob showed”.
	

	11.14
	√
	
	Log panel: “Bob showed” is added.
	

	11.15
	√
	
	Bob is the first next player, no marks placed for other players.
	

	12 — Turn 2 — Asker is a Non-Me Player; Me Shows

	12.1
	√
	Tap Next.
	Turn advances to Turn 2; Bob’s column highlights.
	

	12.2
	√
	
	Ann’s column highlight is removed.
	

	12.3
	√
	
	Phase Bar: "Game - Turn 2 — Bob’s turn – tap the 3 cards guessed”.
	

	12.4
	√
	
	Directive Bar: “Bob is thinking"
	

	12.5
	√
	Tap 2nd  Suspect, 2nd Weapon, 2nd Room in Bob’s column.
	"?2" placed in all three cells. 
(From this point forward turn tags are assumed with all marks.)
	

	12.6
	√
	(From this point forward turn tags are assumed with all marks.)
	Phase Bar: "Turn 2 — Tap the column header of the player who showed, or Next if nobody."
	

	12.7
	√
	
	Directive Bar: Bob is waiting
	

	12.8
	√
	
	The Log panel shows the cards that Bob asked for.
	

	12.9
	√
	Tap Ann’s column header.
	Nothing happens in Ann’s.
	

	12.10
	√
	
	Caution message to the left of the Undo button temporarily shows (4 seconds):
“Me must show first, they have a card.”
	

	12.11
	√
	Tap Dan’s column header.
	Nothing happens.
	

	12.12
	√
	
	Caution message to the left of the Undo button again.
	

	12.13
	√
	Tap the Me column header.
	Popup opens "Which card did you show?".
	

	12.14
	√
	
	Under that: “(Cards you don’t hold are disabled)”.
	

	12.15
	√
	
	Popup shows the 3 cards asked from Me’s hand that match the three asked cards. Cards are pre-selectable.
	

	12.16
	√
	
	Cancel buttons is bottom right.
	

	12.17
	√
	Tap Cancel.
	Popup closes. No marks placed. Phase still shows Bob is waiting.
	

	12.18
	√
	Tap the Me column header again, pick the card enabled to confirm.
	Me’s initial appears in Bob’s column on the shown card row only.
	

	12.19
	√
	
	No mark placed in the Me column on those rows (Me showing doesn’t mark Me’s own hand).
	

	12.20
	√
	
	No marks placed in Dan’s or Ann’s columns. 
	

	12.21
	√
	
	Phase Bar: "Tap Next to continue."
	

	12.22
	√
	
	Directive Bar: “You showed”.
	

	12.23
	√
	
	Log panel: “Me showed Dagger” is added.
	

	13 — Turn 3 — Me Asks; Another Player Shows Privately

	13.1
	√
	Tap Next.
	Turn advances to Turn 3; Me’s column highlights.
	

	13.2
	√
	
	Phase Bar: "Turn 3 — Your turn — Tap the 3 cards guessed”
	

	13.3
	√
	
	Directive Bar: “You are guessing" (Me-specific directive).
	

	13.4
	√
	Tap 3rd Suspect, 3rd Weapon, 3rd Room in Me’s column.
	"?" placed in all three. 
	

	13.5
	√
	
	Phase Bar: "Turn 3 — Tap the column header of the player who showed, or Next if nobody."
	

	13.6
	√
	
	Directive Bar:  “You are waiting”.
	

	13.7
	√
	
	Me’s guess entered in the Log.
	

	13.8
	√
	
	The Log panel shows the cards that Me asked for.
	

	13.9
	√
	Tap Ann’s column header.
	Popup opens listing whichever of the three asked cards Ann showed Me.
	

	13.10
	√
	Select Weapon 3 and Tap Confirm.
	Popup closes. “✓*” placed in Ann’s Weapon 3 cell. (Me knows Ann has Weapon 3.)
	

	13.11
	√
	
	Me’s Weapon 3 cell shows Ann’s initial — the "who-showed-me" mark.
	

	13.12
	√
	
	Auto-✗ applies: every player in the show ring between Me (asker) and Ann (shower) gets ✗ on Suspect 3 and Room 3.
	

	13.13
	√
	
	Phase Bar: "Tap Next to continue."
	

	13.14
	√
	
	Directive Bar: “Ann showed”.
	

	13.15
	√
	
	Log: “Ann showed Me Weapon 3”.
	

	14 — Turn 4 — Asker Asks, Nobody Shows

	14.1
	√
	Tap Next.
	Turn advances to Turn 4; Dan’s column highlights.
	

	14.2
	√
	
	Phase Bar: "Turn 4 — Dan turn - tap 3 cards guessed".
	

	14.3
	√
	
	Directive Bar:  Dan is thinking".
	

	14.4
	√
	Tap 4th Suspect, 4th Weapon, 4th Room in Dan’s column.
	"?" placed in all three. Phase: Dan is waiting.
	

	14.5
	√
	
	The Log: shows the cards that Dan asked for.
	

	14.6
	√
	Tap Next without selecting any shower.
	Auto-✗ placed in every other player column on Suspect 4, Weapon 4, and Room 4 (auto-✗ — nobody had these to show).
	

	14.7
	√
	
	No "!" marks placed anywhere (nobody could show).
	

	14.8
	√
	
	Log: “nobody” is added.
	

	14.9
	√
	
	Turn advances to Turn 5; next player’s column highlights.
	

	15 — Turns 5–8 — Each Player’s 2nd Turn (varied moves)

	15.1
	√
	Turn 5: Ann’s 2nd. Have Ann ask 5th Suspect, Weapon, Room; have Dan show.
	"!" marks placed in Dan’s column on the asked rows Me column unchanged.
	

	15.2
	√
	
	Auto-✗ placed in Bob’s column on Suspect 5, Weapon 54, and Room 5.
	

	15.3
	√
	Tap Next.
	Turn advances to Turn 6; Bob highlights.
	

	15.4
	√
	Turn 6: Bob’s 2nd. Ask 6th Suspect, Weapon, Room. Have Ann show.
	"!" in Ann’s column on asked rows. Auto-✗ placed in  Dan’s column on the asked rows.
	

	15.5
	√
	Tap Next.
	Turn advances to Turn 7; Me highlights.
	

	15.6
	√
	Turn 7: Me’s 2nd. Ask 5th Suspect, 6th Weapon, 7th Room. Tap Bob’s header. Tap Weapon 6.
	Popup opens; Bob has one or more matching cards.
	

	15.7
	√
	
	Selected card gets ✓ in Bob’s column; Me’s row shows Bob’s initial. ✗ auto-fills on passers (Dan and Ann) for the three asked cards.
	

	15.8
	√
	
	Me and Bob were already Xed for this card. 
	

	15.9
	√
	Click a Green circle into Summary column for Suspect 5.
	This Suspect it the perp, the guilty party.
	

	15.10
	√
	Tap Next.
	Turn advances to Turn 8; Dan highlights.
	

	15.11
	√
	Dan’s roll of the dice was too low. Tap Next.
	Turn advances to Turn 9 (Ann’s 3rd).
	

	16 — Undo & Undo Typing Tests

	16.1
	√
	During Play, verify Undo is enabled (lit, not muted).
	Undo button in active state. Undo Typing button is hidden during play.
	

	16.2
	√
	Tap Undo.
	Button arms with "Sure?" or equivalent two-tap-confirm look for ~4 seconds.
	

	16.3
	√
	Wait 4+ seconds without tapping again.
	Undo button de-arms back to its idle look.
	

	16.4
	√
	Tap Undo twice within 4 seconds.
	The previous turn is reverted. Active column moves back; marks placed on that turn are removed.
	

	16.5
	√
	Mid-turn (after placing some "?" marks), Tap Undo twice.
	Those in-turn marks are removed; turn pointer stays on the same player.
	

	16.6
	√
	Tap Undo repeatedly across multiple turns.
	Each two-tap reverts one turn back, all the way to the start of play.
	

	16.7
	√
	Once back at Turn 1 start, Tap Undo.
	Undo button becomes muted/disabled at the start of play.
	

	16.8
	√
	Tap New Game → Same Players → confirm. You are back in Setup.
	Setup wizard is at Step 1. Undo Typing button is hidden in Step 1.
	

	16.9
	√
	Tap Next to reach Step 2 (player names).
	Undo Typing button now appears in the Phase Bar to the left of Undo. Both buttons start disabled (no typing yet; Undo is enabled since Step 2 ≠ Step 1).
	

	16.10
	√
	Edit a player name (type something new and Tab away).
	Undo Typing button becomes enabled.
	

	16.11
	√
	Tap Undo Typing.
	The last typing edit is reverted. The player-name input reverts to its prior value.
	

	16.12
	√
	Edit several names and counts. Tap Undo Typing multiple times.
	Each tap reverts the most recent edit. Stack is step-scoped — only edits made in Step 2 are reversible here.
	

	17 — Cell Mini-Note Test (Play Mode)

	17.1
	√
	Right-click any grid cell that is NOT in the active player’s column.
	Cell-edit popup opens.
	

	17.2
	√
	
	Popup header shows the card name and player name on the left; a Close (✕) button on the right.
	

	17.3
	√
	
	Popup has a text field (max 6 chars) and Set / Clear buttons; a Done button across the bottom.
	

	17.4
	√
	Tap Cancel.
	Popup closes. Cell unchanged.
	

	17.5
	√
	Type "Z" and Tap Set, then Done.
	Popup closes. Cell shows a small muted "Z" in the corner.
	

	17.6
	√
	Right-click the same cell.
	Popup re-opens with "Z" pre-filled in the field.
	

	18 — Summary (∑) Column Test

	18.1
	√
	Tap any cell in the Summary (∑) column.
	Cell cycles through blank → ✗ (Has card) → ★ (Solution) → blank.
	

	19 — Player Out Test

	19.1
	√
	Right-click an active player’s column header (e.g., Dan).
	Popup menu appears with "Mark player Out…".
	

	19.2
	√
	Tap ‘Mark player Out…’ .
	Popup opens: "Mark Dan Out".
	

	19.3
	√
	Tap ‘Mark Out’ once only.
	Button turns red and shows Sure?
	

	19.4
	√
	Tap Cancel.
	Popup closes. No change.
	

	19.5
	√
	Right-click Dan again, choose Player Out, Tap ‘Mark Out’ twice.
	Dan’s column header shows the 👋 (player-out) badge. Column dims; existing marks visible but muted. Bob removed from turn rotation.
	

	19.6
	√
	Tap Next at the next applicable turn.
	Turn rotation skips Bob.
	

	20 — New Game Test

	20.1
	√
	Tap New Game in the page header.
	Popup appears: "Start a new game? 
Keep current player names and card count, or start with everything blank?."
	

	20.2
	√
	
	Popup shows Cancel, New Players, Same Players buttons.
	

	20.3
	√
	Tap Cancel.
	Popup closes. Game continues unchanged.
	

	20.4
	√
	Tap New Game, then Same Players. Two-tap confirm.
	Returns to Setup at Step 1. Player names preserved. Me-card ✓ checks cleared. Log cleared.
	

	20.5
	√
	After re-marking 3 Me-cards and starting again, Tap New Game → New Players → confirm.
	Returns to Setup. All player names cleared. All card counts cleared. Log cleared.
	

	20.6
	√
	
	Saved deck slots persist in the Deck Bar (decks survive New Game).
	

	21 — Theme Test (Light / Dark)

	21.1
	√
	
	Dark Theme is the default on first visit.
	

	21.2
	√
	Tap the ☀ Theme toggle in the page header.
	Page switches to Light Theme — backgrounds turn cream, gold tones shift, button icon changes to 🌙.
	

	21.3
	√
	Tap the toggle again.
	Page returns to Dark Theme. Button icon back to ☀.
	

	21.4
	√
	Reload the page while in Light Theme.
	Page comes back in Light Theme (preference persisted to localStorage).
	

	21.5
	√
	Switch back to Dark Theme using the toggle, then reload.
	Page comes back in Dark Theme.
	

	21.6
	√
	
	In Dark Theme, category banner names are clearly readable (brighter same-family hue against the dark banner background).
	

	22 — User’s Guide Panel

	22.1
	√
	Tap the 📖 Guide button in the page header.
	Guide overlay covers the right column. Header shows "📖 User’s Guide" with a Close button.
	

	22.2
	√
	
	Guide body contains the readable explanation — sections on Setup (the 5 steps), Game Play, Marks, Turns, Auto-X / !, etc.
	

	22.3
	√
	Scroll the Guide content.
	Body scrolls; header stays fixed.
	

	22.4
	√
	Tap Close (or the Guide button again).
	Guide overlay closes. Log / Notes return to view.
	

	22.5
	√
	Open the Guide while in Play mode.
	Guide opens correctly; Next button and grid still operable underneath.
	

	23 — Notes Textarea Test

	23.1
	√
	Tap in the Notes textarea (bottom-right panel).
	Textarea takes focus.
	

	23.2
	√
	Type "Deduction: Suspect 5 likely."
	Text appears in the Notes textarea.
	

	23.3
	√
	Reload the page.
	Notes text persists (auto-saved to localStorage).
	

	23.4
	√
	Tap New Game → New Players → confirm.
	Notes cleared along with other game state.
	

	24 — Edge Cases & Input Limits

	24.1
	√
	Try to type more than 6 characters in a cell-note text field.
	Input stops at 6 characters.
	

	24.2
	√
	Try to type more than 24 characters in a card-name input.
	Input stops at 24 characters.
	

	24.3
	√
	Try to type more than 24 characters in a category-name input.
	Input stops at 24 characters.
	

	24.4
	√
	Right-click a card name during play mode.
	Setup-only edit options unavailable (only play-mode actions, if any).
	

	24.5
	√
	In Setup Step 2, press Tab from the last visible input.
	Tab reaches only the inputs scoped to Step 2 (player names + card counts). It does not jump into category-name or card-name inputs (those are tabindex − 1 in Step 2).
	

	24.7
	√
	In Setup Step 3, press Tab.
	Tab cycles through category-name inputs only. Player-name and card-count inputs are skipped.
	

	24.8
	√
	Press Shift+Tab anywhere on the page (Setup or Play).
	Nothing happens. Shift+Tab is globally disabled.
	

	25— End of Pass — Tally and Notes

	25.1
	0
	Record the total fail count in the table above.
	
	

	25.2
	230
	Note the number of steps.
	
	

	
	
	
	
	



