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Obsahom tohto dokumentu je postup, ktorym sa bude cely tim riadit’ pri procese
testovania softvéru 3D futbalu. Primérne je tdto metodika urcend pre manazéra testovania
ale budu ju vyuzivat’ tiez vyvojari pri vytvarani testov pretoze opisuje postupy pre

vytvaranie planov pre automatické testovanie a buildovanie v prostredi Bamboo.

1. Vytvaranie planov v prostredi Bamboo

1.1 Vytvaranie nového planu

Prostrednictvom tlacidla Create sa zobrazi ponuka, z ktorej si pre vytvorenie nového

planu zvoli Create plan (Obr. 1).

{iBamboo MyBamboo Projects Build~ Deploy~ = Create -
Create plan
PFOjECtS Create project

Create deployment project

Obrazok 1: Vytvorenie nového planu

Nésledne je potrebné vyplnit’ zakladny popis projektu, pre ktory sa dany plan vytvara

a taktiez popis samotného planu (Obr. 2).

Project and build plan name

Project name” | BAREKO

Project key” | BAR

For example AT (for a project named Atlassian)
Project description | 3D footbal
Plan name” | Test Plan

Plan key" | TP

For example WEE (for a plan named 'Website)

Plan description | Metodika testovania

Obrézok 2: Popis planu



Po vyplneni zakladného popisu je potrebné nastavit’ pripojenie na Bitbucket. Pomocou
dropdown menu sa vyberie moznost’ Bitbucket Cloud a zvoli sa pomenovanie pre dany repozitar.
Sposob pristupu sa vyberie Private a ako prihlasovacie meno a heslo sa pouziju Udaje, ktorymi sa
prihlasuje na Bitbucket. N&sledne sa na z&klade prihlasovacieho mena nadita prislusny repozitar
a ako spbsob autentifikacie sa vyberie prihlasovacie meno a heslo. Na zaver sa zvoli Branch,
ktorého zdrojovy kdd chceme otestovat’ a overi sa spojenie. Ak je vSetko v poriadku je mozné

pokracovat’ k pridavaniu taskov (Obr. 3).

Link repository to new build plan

Repository host” | Bitbucket Cloud ~
Display name’  Bareko (first branch)

Bitbucket Cloud details
Repository access Frivate v

Select a private repository that a particular Bitbucket Cloud user can access

Use shared credentials to authenticate

® Provide username and password
Reuse predefined shared credentials or provide custom usemame/password pair for authentication.

* - .
Usermname | davidroba@gmail.com

The Bitbucket Cloud user required to access the repository.

*
Password | ssssesses

The password reguired by the Bitbucket Cloud username.

Repository | robocup tpO9/agent (git) - Load Repositories

Select the repository you want to use for your Plan

Authentication type Username and password v

Choose how Bamboo should authenticate when connecting to the repository. You can reuse the usernar
to a different authentication type.

Branch | master v
Choose a branch you want to check out your code from
Test connection

v Cannection successful

Obrézok 3: Nastavenie pripojenia na repozitar



1.2 Vytvaranie skript taskov

Novy task je mozné vytvorit’ pomocou tlacidla Add Task (Obr. 4). Pre vytvorenie
jednoduchého skriptu, ktory slizi na zbuildovanie projektu sa vyberie z Casti Builder Gloha
Script (Obr. 5).

i Source Code Checkout
i Checkout Default Repository

Final tasks are always executed even if a previous task fails

Drag tasks here to make them final

Add task

Obréazok 4: Pridanie nového tasku

Task ‘types Search
Al NAnNt Node.js
[ 1 Execute one or more targets . Execute javascript on the server
Builder using NAnt ne d CE i Mode js
Tests
Deployment .
ploy Nodeunit npm
Source Control Execute Modeunit tests producing Em npm package manager for
) results in JUnit XML format Node js
Variables
Script Visual Studio
- Execute a script (e.g. Shell, Bash, Build a Visual Studio project using
PowerShell, Python) from the devenv.exe
— command line.
Xcode

Build an Xcode project including
Cocoa and i035

Obrazok 5: Vyber Glohy Script z ¢asti Builder



Samotny script sa sklada z dvoch jednoduchych prikazov:

cd TestFramework
ant -f Build3.xml

Prvym prikazom sa script nastavi na prie¢inok TestFramework a drunym prikazom sa

spusti stbor Build3.xml vo formate Ant. Prepina¢ —f umoznuje vybrat’ stbor (Obr. 6).

Task description

Prvy skript Test
Disable this task
Interpreter
Shell ¥
An interpreter is chosen based on the shebang line of your script
Script location
Inline v

Script body*

1 «c¢d TestFramework
2 ant -f Build3.xml
R

Obréazok 6: Pridanie skriptu



1.3 Vyhodnotenie a zobrazenie testov

Na reélne testovanie je potrebné naplnit’ tasky JUnit testmi. Tie je mozné pridat’ pomocou
tlacidla Add Task, kde sa v ¢asti Tests vyberie tloha JUnit Parser, ktora zanalyzuje testy a

umozni ich nasledne zobrazenie (Obr. 7).

Task types Search
All
Builder JUnit Parser MBUnit Parser
Parses and displays JUnit test Parses and displays MBUnit test
Tests results results
Deployment
Source Control Mocha Test Parser Mocha Test Runner
Variables Parse test results of Mocha Run Mocha tests using “‘mocha-
executed with “mocha-bamboo- bamboo-reporter
reporter”
MSTest Parser MSTest Runner
Parses and displays MSTest test Execute and parse M3Test unit
results tests created with Visual Studio
Nodeunit NUnit Parser
Execute Modeunit tests producing Parses and displays NUnit test
results in JUnit XML format results
Get more tasks on the Atlassian Marketplace or write your own Cancel

Obrazok 7: Vyber Glohy JUnit Parser z ¢asti Tests

Nasledne je potrebné vytvtorit’ artefakt, pomocou ktorého je mozne zobrazit’ vysledky

testov. Artefakt sa vytvori pomocou tlacidla Create definition (Obr. 8).

Job details  Tasks Requirements = Artifacts ~ Miscellaneous

Artifact definitions Create definition

Create artifact definitions for artifacts you want to keep or share with others builds and deployments (e_g. Jar files, reports etc)

Obréazok 8: Pridanie definicie artefaktu



V definicii je potrebné zadat’ vystizny nazov, cestu kam ma byt umiestneny artefakt

a Coppy pattern, ktory ma v nasom pripade hodnotu **/*.* (Obr. 9).

Create definition

Create a new artifact definition
Name*

I the artifact is shared, the name must be unigue within the plan
Location
Specify the directory (relative path) to find your artifact. e.g. farget
Copy pattern* e
Specify the name (or Ant file copy pattern) of the artifact(s) you want to keep. e.g. = jar

Shared

Make the artifact available to be used in other builds and deployments.

Obrazok 9: Vytvaranie artefaktu

1.4 Spustenie planu

Po prepnuti na Dashboard vidime vsetky projekty spolu s planmi, ktoré im boli vytvorené

a priradené. Plan je mozné zapnut’ pomocou tlacidla Enable v pravej ¢asti obrazovky (Obr. 10).

Project Plan Build Completed Tests Reason
BAREKO Test Plan © Never ©@ #
built =

Obréazok 10:Zapnutie planu



