Testing:
An important aspect of our product will be its quality and playability.  Users will not enjoy a game that is full of bugs.  This is why we will be using a strict and comprehensive testing plan.

Each module will be tested separately using JUnits tests.  Our procedure for testing modules will be the following:

1. Define the purpose of a module
2. Write exhaustive tests for the modules purpose
3. Implement the module
4. Run tests to check that module runs as intended
As more modules are added to the project we will be running all previous JUnit tests to verify that we have not broken any previous modules with our new code.  We will attempt to keep coupling of modules to a minimum so that our previously written modules will not break as a result of a new module.
For server testing, in addition to testing individual modules, we will test a number of external functionalities including:
· Multiple users connection

· Finding maximum number of users that the server can handle simultaneously

· Running simultaneous games on multiple threads
· Communication betweens multiple clients via the server
· Listening for commands from clients

· Sending commands to clients

· Accurately keeping track of game state

Client side tests will be focused on handling of commands from server and keeping track of the graphical user interface.  This is a list of functionality that we plan to test with the client side:
· Reliable connection to server

· Sending commands to server

· Receiving commands from the server

· Correctly interpreting commands from server

· Staying in sync with other clients

· Rendering brush effects

· Accurately switching between illustrator and assistant views

· Sound and music tests

We feel that a daily build and smoke test would be a great way to find small bugs before they become real problems.  Due to our group size of four, it would take too much of our time to integrate the components every day and run tests.  We decided that instead of doing a daily build we will do a build every three to four days.
