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ETest
public woid
— testCreatesWeaponGameDataTakingbéArgumentsAndCallsEquals3 () |
WeaponGameData jSWeaponData_WeaponGameDatal = new
WeaponGameData (35, 17, 35, "NazMnS@egffi<");
WeaponGameData JjSWeaponData_WeaponGameDatal = new
WeaponGameData (35, 35, 35, "N&azMnSdegffi<");
boolean booleanl = jSWeaponData_WeaponGameDatal.
equals ( jSWeaponData_WeaponGameDatal) ;
assertFalse (boclean);
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Fig. 2. Overview of the UTGen approach
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o
1. /\)l/ \/ j— %1#5_ @{ You are a (ADJECTIVE) developer focusing on (TASK AT HAND)
<< fSYEr>

[INST]
(2 vour task is to (TASK)
. To achieve this, you should follow these structured steps:

2 9 z 7 %*E’I ~ *+ Detailed steps for analysis or improvement, emphasizing =
‘ 1. Careful reading and understanding of the provided code.
2. Identification of key functionalities or aspects reguiring

— attention.
®‘ 3. Formulation or modification of specific elements (e.g., test

3 *ﬁ 1t L T’ Z ’ ‘J ’ — names, data, comments) to enhance clarity, -Ij.EEi:]_'i]_:ltivEl‘l_Es.'j;
. —+ or functicnality.

4, Adherence to coding standards and best practices, such as
. naming conventions or comment clarity.

The code section requiring your attention is delineated by [CODE]
—+ and [/CODE] tags.

(] =
4. ll__l j] @*EE @‘ Your response, {(whether it be a name, modified code, or

, comments), should be placed between the (OPENING TAG) and

«— (CLOSIMNG Tai) .
[CODE]
The code segment to be analyzed or improved, dynamically

—+ inserted during execution
[/CODE]

Fig. 3. Prompt template for UTGen



UTGen

TANT—RD%TE

o TRAMERILVL—LD—I9TTRAIEZERLEZE, ERHSNDS
T—3% &Y ANBHERBLOTWVT—FIZEFET S

e {5l : IN&zMnS@6gffic] >  [Ninja Sword]

@ Test Data Refinement

WeaponGameData weaponGameDatal = WeaponGameData weaponGameDatal =
new WeaponGameData (35, 35, 35, new WeaponGameData (35, 35, 35,
«<— "N&zMnsS@egffi<"); “— "Ninja Sword");
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* Given-When-ThenfEXZFERAL T A Y FZEENT 5.
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« fIl : lTweaponGameDataO] > [defaultWeapon]

e fIl - TweaponGameDatal] - [ customWeapon ]

@ Post Processing; Variables + Comments

// Given: We have two instances of JSWeaponData.WeaponGameData with

“— different wvalues for minDmg

WeaponGameData defaultWeapon = new WeaponGameData (35, 35, 35, "Ninja Sword");
WeaponGameData customWeapon = new WeaponGameData (35, 17, 35, "Ninja Sword");

// When: We call equals () method on the two instances with the default
“— WeaponGameData instance
boolean equals = defaultWeapon.equals (customWeapon) ;

// Then: The result of eguals is false, since the two instances have

“— different wvalues for minDmg
assertFalse (equals, "The two instances should not be equal");
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UTGen
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e il : TtestCreatesWeaponGameDataTaking6ArgumentsAndCallsEquals3 ]
>  [testEqualsWithDifferentMinDmgValues |

@ Suggest a Test Method Name Based on the Test Body

public void testEqualsWithDifferentMinDmgValues() { ... |



UTGen

ETest
public woid
%+ testCreatesWeaponGameDataTakingéArgumentsAndCallsEquals3 () |
WeaponGameData jSWeaponData_WeaponGameDatal = new
WeaponGameData (35, 17, 35, "NazMnS@egffi«<™);
WeaponGameData JjSWeaponData_WeaponGameDatal = new
WeaponGameData (35, 35, 35, "NazMni#egffi<™);
boolean booleanl = JjSWeaponData_WeaponGameDatal.
equals ({SWeaponData_WeaponGameDatall ;
assertFalse({boocleani);

Fie. 1. Motuvating Example

@Test
public void (testEqualswWithDifferentMinDmgValues())(3) {

// Given: We have two instances of WeaponGameData with
ey different values for minDmg
WeaponGameData defaultWeapon =
new WeaponGameData (35, 35, 35, "Ninja Sword");
WeaponGameData customWeapon = (:)
new WeaponGameData (35, 17, 35, "Ninja Sword");

r

// When: We call equals () method on the two instances
(:)4 e« wWith the default WeaponGameData instance
boolean equals = defaultWeapon.equals (customWeapon) ;

// Then: The result of equals is false, since the two
<% Iinstances have different values for minDmg

\ assertFalse (equals,

«+ "The two instances should not be equal");
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