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Introduction

1. Scope

The overall purpose of testing is to ensure the “Angry Birds” progect meets all of its technical, functional and business requirements. The purpose of this document is to describe the overall test plan and strategy for testing the “Angry Birds” progect. The approach described in this document provides the framework for all testing related to this application. Individual test cases will be written for each version of the application that is released. This document will also be updated as required for each release.

2. Test Objectives

The quality objectives of testing “Angry Birds” progect are to ensure complete validation of the business and software requirements:

· Verify software requirements are complete and accurate

· Perform detailed test planning

· Identify testing standards and procedures that will be used on the project

· Prepare and document test scenarios and test cases

· Regression testing to validate that unchanged functionality has not been affected by changes

· Manage defect tracking process

3. Testing Goals

The goals in testing this application include validating the quality, usability, reliability and performance of the application. Testing will be performed from a black-box approach, not based on any knowledge of internal design or code. Tests will be designed around requirements and functionality.

4. Reliability

Reliability is both the consistency and repeatability of the application. A large part of testing an application involves validating its reliability in its functions, data, and system availability. To ensure reliability, the test approach will include positive and negative (break-it) functional tests. In addition, to ensure reliability throughout the iterative software development cycle, regression tests will be performed on all iterations of the application.
Test Methodology

5. Entrance Criteria

· All business requirements are documented.

· All design specifications have been reviewed and approved..

· All hardware needed for the test environment is available.

· The application delivered to the test environment is of reliable quality.

6. Exit Criteria

· All test scenarios have been completed successfully.

· All issues prioritized and priority 1 issues resolved.

· All outstanding defects are documented in a test summary with a priority and severity status.

7. Test Execution

The test execution phase is the process of running test cases against the software build to verify that the actual results meet the expected results. Defects discovered during the testing cycle shall be entered into the bug tracking system Mantis or Training Center QATestLab. Once a defect is fixed by a developer, the fixed code shall be incorporated into the application and regression tested.

These following testing phases shall be completed (if applicable):

8. Functional Testing

Functional testing focuses on the functional requirements of the software and is performed to confirm that the application operates accurately according to the documented specifications and requirements, and to ensure that interfaces to external systems are properly working.

9. Regression Testing

Regression testing shall be performed to verify that previously tested features and functions do not have any new defects introduced, while correcting other problems or adding and modifying other features.

10. Interface Testing

This testing follows a transaction through all of the product processes that interact with it and tests the product in its entirety. Interface testing shall be performed to ensure that the product actually works in the way a typical user would interact with it.

11. Destructive Testing

Destructive testing focuses on the error detection and error prevention areas of the product. This testing is exercised in an attempt to anticipate conditions where a user may encounter errors. Destructive testing is less structured than other testing phases. 
Test environment and resorses
12. Testing Platform and resorses
· Desktop PC – the game supports all versions  Windows  and Mac operating systems 

· Mob device - the game supports all versions  android  and  Ios operating systems
	Member of the team 
	Working hours
	The Date of the beginning

	QA Lead
	8
	5.02.2018

	QA Tester
	8
	5.02.2018

	QA Tester
	8
	5.02.2018

	QA Tester
	8
	6.02.2018


User Acceptance Test Plan

13. Definition

The overall purpose of testing is to ensure “Angry Birds” progect performs at an acceptable level for the customer. This section outlines the detailed plan for user acceptance testing of this progect.

14. Testing Schedule

All upgraded functionality and test data will be migrated to the test environment prior to the start of user acceptance testing.

	Activity
	Lead Responsibility
	Date

	Develop test scenarios and test cases
	
	

	Review scenarios/scripts for accuracy, completeness and sequence (confirm test data is correct)
	
	

	Ensure PC configured for testing
	
	


Assumptions and Risks

15. Risks

· Scope creep (last minute addition of new requirements) impacts deadlines.
· Aggressive target date increases the risk of defects being migrated to production. If development timelines are not met, this will directly impact the testing timelines.

· Key resources have completing priorities making availability less than scheduled.

· Any downtime of the test system will significantly impact the testing cycle.

· Load testing is not being completed on a consistent basis; true performance of the application may not be known until release to production.

17. Work plan
	The task
	Workload
	The date of the beginning
	The date of the ending

	Drawing up a test plan
	12 hours
	5.02.2018
	6.02.2018

	Running the test
	
	
	

	Analysis of testing
	
	
	

	Summarizing
	
	
	


18.Conclusion
    The final result of testing should be the final result of the testing process with the described defects, as well as recommendations for improving the product from the perspective of the final user.

Test-cases
1 .Checking of the sound of the game
	Step actions
	Expected Results

	 1. Launch the “Angry Birds” game
	The game is launched

	2. Click the “Off the sound” button
	The sound is off

	3. Click the “On the sound” button
	The sound is on


2. Checking of the speed of the game
	Step actions
	Expected Results

	1.Check  that any type of action is not taking considerable time
	The game flow must be fast

	2. Check of the loading time of a game
	The game must be loading fast


3. Checking that user should able to accept Phone calls when game is running and should continue from the same point.
	Step actions
	Expected Results

	1. Loading the “Fngry Birds” game
	User should able to accept Phone calls when game is running and should continue from the same point.

	2. Navigate here an there for a moment.
	User should able to accept Phone calls when game is running and should continue from the same point.

	3. Make a call from another device to the device where you have opened the application.
	User should able to accept Phone calls when game is running and should continue from the same point.

	4. Pick up the call.
	User should able to accept Phone calls when game is running and should continue from the same point.

	5. Now disconnect it and verify
	User should able to accept Phone calls when game is running and should continue from the same point.


4. Checking that user should able to accept messages when game is running and should continue from the same point after reading the message.
	Step actions
	Expected Results

	1. Load the “Angry Birds” game
	User should able to accept messages when application is running and should continue from the same point after reading the message.

	2. Navigate here an there for a moment.
	User should able to accept messages when application is running and should continue from the same point after reading the message.

	3. Send a message from another device to the device where you have opened the application.
	User should able to accept messages when application is running and should continue from the same point after reading the message.

	4. Read the message.
	User should able to accept messages when application is running and should continue from the same point after reading the message.

	5. Close the message app and verify.
	User should able to accept messages when application is running and should continue from the same point after reading the message.


5.Checking that user should able to see proper error message when device memory is low.
	Step actions
	Expected Results

	1. Go to the game from google play store.
	Application should display with proper error message when device memory is low.

	2. Click on the install button.
	Application should display with proper error message when device memory is low.

	3. Wait till the application get installed and verify.
	Application should display with proper error message when device memory is low.


6. Checking that user should able to exit from application if we click on end key.
	Step actions
	Expected Results

	1. Load the “Fngry Birds” game
	The game is launched

	2. Now press the end key and verify.
	User should able to exit from application if we click on end key.


7. Checking that user should able to see the alert when battery is low.
	Step actions
	Expected Results

	1. Load the “Fngry Birds” game
	The game is launched

	2. Use the application till you get the low battery indication.
	When battery is low the alert should display.
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