Test Documents
Our Test Plan
Testing code as it is fleshed out is key if developers are to see their long term projects come to fruition in a timely manner. While delays cannot be avoided they can be minimized and contained if an iterative system of coding sprints followed by feature tests is utilized. It is the prime concern of all the developers working on “pLANer” that our group project can clearly be demonstrated to potential customers and stakeholders that it is reliable and trustworthy. What follows is a breakdown of the system of testing implemented for the “pLANer” project, what was tested, how it was tested, and the preliminary results.
Some of the goals of testing was to see if the system meets a standard of usability that allows easy navigation around the various menus and screens of the application. If an end-user has trouble finding his or hey way around the app, especially if this is their first time using the application, resulting in some of the general functionality going undiscovered, then the tests have shown a need for a user-guide or a revamping of the GUI as a whole. 
Under normal circumstances, the database should be able to talk to the client with a small and unnoticeable amount of latency. If the server exhibits a high ping, causing delayed responses back to the client during tests, then there is a clear issue with congestion or processing of the client server communication packets, and this would need to be looked into. This is also a great indicator on how the system as a whole runs when bogged down with a multitude of requests. High load is a key environment to test program functionality, and thus should be tested. For ease of use, the high load would be simulated internally.
Basic testing strategy is to assign various test cases to different members from the group project, and let them conduct the test individually. If there are unexpected results, or something is considered an outlier, then the test could be passed to another party for repeated testing to see if the abnormal results can be recreated. If so, this would warrant further investigation. It would be beneficial to assign tests to specific group members who may have some prior knowledge is the area of the project the test is testing. This prior knowledge would lend to more accurate and targeted testing, and quicker resolving of odd outliers or abnormal results.
Testing requires a certain baseline of resources including (Not exhaustive):
· Multiple PCs running clients and one single central server
· Multiple members to generate load, and to test the server pushing to clients
· A few hours here and there for a few members to get together and test
· Other members, on their own time, could test as necessary
A schedule for testing is important to keep members on track and focused throughout the development process. Without a schedule it becomes too easy for testing to be put on the back burner and forgotten only to pop back up at the end to the development cycle. This can and will cause issues with the overall development of the project, and increases the chances of project-crippling delays and issues.
The general schedule for our project was to immediately test out newly implemented features of the project. When a group member finished coding in some new functionality, they were expected to test it in the context of the entire application to see if it worked correctly. There was no overall weekly testing requirement, nor was there any form of quota system assigned to each of the members to make sure they were doing a minimum of testing. This system proved to be acceptable in the end. The testing that was done helped to provide a base layer of reliability to any new code, since it was at least testing to be working within the current context. There was never a time where something was just assumed to be working. 
A major issue with the testing system we implemented, and we only really see this now at the end of the semester, is the lack of recording said tests. While a slew of testing was done as features matured, there was a severe lack of recording the results and/or procedure of the said testing. To fix this issue, more stress on testing should be introduced earlier in class, or maybe integrated in the weekly status reports, and examples of effective ways to retain test data on past tests and log future test data could be provided to groups who are unsure how to go about storing testing data effectively. Something to consider for future projects.
In closing, some specific information to consider when testing our application was anecessity that the tests be administered though an account with administrator abilities to allow for all the currently existing features to be touched on. Non-administrator accounts do not have permission to see or edit all the inherent functionality of the project as a whole. Also, during the development of the project, each group member utilized a local copy of the database to talk with the client, there was no single centralized database during 99% of the development phase. So if any issue were to come from the database, it would be hard to stop until very late in the development process.

Below is a listing of various supplemental specifications pulled from the “pLANer” elaboration that will then be broken out into various testing cases. Working off this list and our use cases we then outline our project test cases below. The user cases were mapped to each of the elements in the “Test Case Specification” section of this write up (below).
	ID
	Description

	FR1
	The system should allow users to securely login

	FR2
	The server should maintain a separate connection with up to 1,000 clients

	FR3
	The system should generate tournament brackets for a given number of players

	FR4
	The system should support a user database with stored personal settings and encrypted passwords

	FR5
	The system should alert users of upcoming tournaments.

	FR6
	The System should support SSL

	FR7
	The system should support reporting the outcome of tournament matches.

	FR8
	The system should schedule tournaments to allow people to play in the most LAN games without conflicts

	FR9
	The system should support the ability for administrators to create tournament matches

	FR10
	The system should overlay LAN party locations on a map using the Google Maps api


Test Case Specification
TC1: Register
· Preconditions: None
· Sequence of Actions:
· Click on Register Button
· Registration Window should appear
· Fill in registration information
· Click Register
· Client will display if registration is successful or not
· Final Result: user is now registered
TC2: Login
· Precondition: user should have a valid username and password
· Sequence of Actions:
· Enter username and Password
· Click Login
· User should see authenticating window
· Final Result: If login information was correct the main window will be displayed
TC3: LAN Party Creation
· Precondition: User must be logged in
· Sequence of Actions:
· Click on File
· File menu will appear
· Click on Create new LAN Party
· Create LAN Party form will appear
· Fill in all the necessary information
· Click Create
· Final Result: The new LAN Party will now be displayed in the client’s main window
TC4: Create Tournament for LAN Party
· Precondition: A LAN Party must be created
· Sequence of Actions:
· Click the details button for the desired LAN party
· LAN party details will now be displayed
· click on File
· File menu will appear
· Click on Create new tournament
· Create Tournament form will be displayed
· Fill in all the necessary information
· Click Create
· Final Result: If you click details of the LAN party the newly created tournament and information will be displayed
TC5: Register for LAN Party
· Precondition: A LAN Party must be created
· Sequence of Actions:
· Click the signup button for the desired LAN Party
· Final Result: The signup button will now disappear and the text “signed up” will be displayed
TC6: Register for Tournament for LAN Party
· Precondition: A Tournament for a desired LAN Party must be created
· Sequence of Actions:
· click on the details button for the desired LAN Party
· LAN Party details will now be displayed 
· Click the signup button for the desired LAN Party
· Final Result: The signup button will now disappear and the text “signed up” will be 
TC7: User Reports outcome of a game
· Precondition: A Tournament for a desired LAN Party must be created
· Sequence of Actions:
· click on the details button for the desired LAN Party
· LAN Party details will now be displayed 
· click on the view bracket button for the desired tournament
· The tournament Bracket will now be displayed
· Click on the Flag next to your name to report you won
· Final Result: your name will be shown in the next level of the ladder
Test Results
Here is an preliminary test result. The  testing iteration would be 1 in this case, the date being Dec. 1 2011. The time is roughly 9:00pm. The testers in this case would be everyone in our group, Brendan, Alex, Jon, Mike.
	Test Case
	ResultComments
	

	TC1
	Pass
	

	TC2
	Pass
	

	TC3
	Pass
	

	TC4
	Pass
	

	TC5
	Pass
	

	TC6
	Fail
	Currently a bug exists in our code. If a user is signed up for a LAN Party he will automatically be signed up for every tournament in that LAN party

	TC7
	Pass
	


Feedback given to The Masters
The Master’s code was very well organized and followed the basic Model View Controller design pattern.  It was consistent and readable throughout and also matched the class diagram.  There code was written in Objective C and used Apple’s objective C coding standard.  There program is simple and well designed, using Google’s API to display a product list.  There are a lot of improvements they could make to the application to provide more features, but they have a good solution for their current feature set.
Feedback gotten from Team 143
Team 143 said that our code base organization was “pristine.”  They also said our code was well commented, although it could be improved in a few of the Window classes.  They told us our code matched the class diagram exactly and was consistent and readable.  They didn’t give us any suggestions for how to improve because we were on track.
Contributions Memo
Alex Hunt worked on heavy commenting of all classes and functions with Michael Casper and did a lot of debugging and network programming for the demo.
Michael Casper also helped with the heavy commenting of all classes and functions and finished the Tournament Bracket feature for the demo.
Brendan Ashby
Reviewed over the code-base, helped step through corner cases and the like, catch usability issues, helped comment code for submission and readability and for D-Oxygen use, and lastly contributed heavily to the test document write up and general testing for said test document write up.
Jon Skurka
Test Case Specifications
Test Results
Status Report - Team pLANer- 12/01/2011
What did we do this week?
· Finished implementing the network code backend
· Finished the tournament bracket generation and “win reporting”
What are the impediments or risks?
· A few bugs, only 1 hurts a usecase
· 1 Feature cut -- No texting before an upcoming match =(
What are our plans for next week?
· Prepare the presentation
· Fix some bugs with signing up for tournaments
