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Why Mobile App Testing?

CloudTest® Mobile, featuring TouchTest™ technology, delivers for the first time,
complete functional test automation for continuous multi-touch, gesture-based mobile
applications. TouchTest™ technology delivers fast, precision functional testing while

increasing the stability of automated tests across releases.

TouchTest controls mobile devices through a lightweight web service called
TouchTest™ Agent. Devices can be dedicated to testing in the lab, used as part of an

external test, or crowd-sourced as part of a high volume, globally distributed test.

TouchTest support is provided for recording user actions within any iOS 5.0 or greater
device including iPhone, iPad, and iPod Touch. There is no need to jailbreak the iOS

device and the device can be untethered.

CloudTest® Basics

SOASTA CloudTest® provides fast, effective performance, load and functional test
automation of any modern Web application, Web service, or mobile application in a
lab, staging or production environment using unique visual programming and multi-
track user interfaces. The CloudTest platform can utilize both public and private cloud

resources to assure any web or mobile application won't fail under peak user traffic.

Central is the primary user interface in which CloudTest® runs, and contains

CloudTest's primary features, organized by sections.

The Composition is the test itself as presented in the Composition Editor, and
contains one or more Clips arranged on Tracks and governed by user-specified
sequence and tempo. The Composition Editor is a player, debugger, and the

dashboard where results are analyzed.

The Clip is the basic building block of a test as built in the Clip Editor and has a
Target such as a web site, or in the case of TouchTest™, a mobile app. A clip can be
thought of as a visual script that is composed of a series of timed or sequenced

events, which correspond to gestures performed on the mobile device. It can contain



messages, browser or app actions, and scripts, as well as delays and checkpoints—all
of which can be organized into containers (i.e. groups, chains, transactions, etc.)—and

parameterized as required.

TouchTest clips are recorded directly from the mobile app and added to the Clip as

you perform them on the mobile device.

Recording and Refining a TouchTest

TouchTest™ records the details of actual gestures and events that iOS invokes on the
app that is tested. These gestures and events are represented within the Clip Editor
as App Actions. Precision recording captures and plays back all continuous touch

gestures including pan, pinch, zoom and scroll.

Each gesture you perform on a TouchTest-enabled device is precisely, and

automatically, added to the test clip as an App Action.

Like any clip element within CloudTest®, App Actions have inputs and outputs, as well
as properties, waits, and validations that can be parameterized. Additionally, an App

Action can be added to any containers (e.g. transactions, groups, etc.).

As a general guideline, your test should account for all the factors of the mobile
app(s) you want to test, and include one, or, as many viable test cases as it will take

to arrive at a good mobile app test case.

Once a test case is recorded a test designer can move quickly to validating captured
app actions and other test design issues. Test design also takes into account the

following factors:
e The types of app actions to perform

The test designer will consider the types of app actions that make up a test case for

the given mobile app. These app actions should then be performed during recording.



e The timing of app actions

In addition to TouchTest's built-in detection of the duration of gestures, CloudTest®
provides an additional set of Waits, which allow the tester to gain control of the pace

within a test.
e The validation of tests

Verifying the behavior of a mobile app is another important step in successful testing.
After each app action is recorded, the test designer can add as many validations as

needed by picking from among built-in Verify commands.
e The number of devices and their locations

Typically, a single test clip defines a single test case that can be run on multiple tracks
or devices. However, tests of great complexity can be quickly devised by introducing
multiple test cases, multiple devices/repeats—in tandem with geographic location.

Complex mobile app tests can be easily built utilizing one or all of these capabilities.



Initial Project Setup

Note: For iOS, Objective C and Swift are compatible with TouchTest and no

special actions must be taken.

In this section we will use git to retrieve the project, download the
MakeAppTouchTestable utility (for use in the next section), and examine the Stockfish
project by opening it in Xcode.

The Stockfish sample project is used throughout this tutorial. You can easily follow
along applying all of the steps to your own project or app. In this section we will use
git (or GitHub) to retrieve the source code project, after which we'll also open and

examine the project as is—before we make any modifications to it.

1. Using git (or GitHub) retrieve the following project:

git clone https://github.com/elitecoder/stockfishchess-ios

Note: The git command must be installed on the given node and in the path to

succeed.
2. Locate the Stockfish.xcodeproj file in Finder and double-click to open it.

TIP: You can also open Xcode and then use File > Open... to select the

Stockfish.xcodeproj.

The project’'s components prior to running the utility are shown below.
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Note that out-of-the-box there is one target, Stockfish, defined in this project. We will

now duplicate that target for use with TouchTest.

1. Expand the panel to reveal the underlying target "Stockfish."
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Familiarize yourself with the Stockfish project before proceeding.

2. If you're using static instrumentation, right click the Stockfish target and choose

“Duplicate”.

Note:

The Duplicate target is used only with static instrumentation.
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SOASTA highly recommends that you create a new Xcode target for use with
TouchTest for static instrumentation. For now, create the duplicate target but note
that if you use dynamic instrumentation (discussed in the next section) then you will
not actually use the duplicate target. For static users, the target duplication technique
allows you to easily build two versions of your app: a testable version that is linked
with TouchTest Driver, and a production-ready version that does not include any

TouchTest™ functionality.
Xcode will create a new target called Stockfish copy.

3. Login to your CloudTest instance and open the Resources page (found at the

bottom of Central).
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4. Download MakeAppTouchTestable Utility from the Downloads section.



Downloads

{8 Make App TouchTestable Utility
B TouchTest Web iOS Project

8 i0S App Installer Utility
[ TouchTest Agent Android app
[ TouchTest Web Android app

5. Unarchive the ZIP file.

Mame
¥ | MakeAppTouchTestable
D5 _Store
» [ lib
= MakeAppTouchTestable.jar
k] TouchTestDriver
@ Automation.xcscheme

This archive contains the following:

Note: It is not necessary to open any of the files shown below, but it's good to
know that they are there. Occasionally, you'll need to download a new

MakeAppTouchTestable and this is where the updated, unarchived files will
go.
e MakeAppTouchTestable.jar utility is the script that will make the necessary
project modifications and create a mobile app in CloudTest®
e The TouchTestDriver folder. The contents of this folder will be automatically

copied to your project

6. Open a Terminal window and navigate to the location where the ZIP was

unarchived.

For example, cd Downloads/MakeAppTouchTestable.

Now that you've retrieved the project, and the MATT utility, and have become familiar
with the sample project, the next thing is to decide whether to use static

instrumentation or dynamic instrumentation to make the project TouchTestable.



Using the MakeAppTouchTestable Utility (Developer Only)

TouchTest™ includes the MakeAppTouchTestable (MATT) utility, which will
automatically add the necessary components to make an Xcode project file, app, or
IPA "TouchTestable."

Note: For iOS, Objective C and Swift are compatible with TouchTest and no

special actions must be taken.
Static vs. Dynamic Instrumentation

The MATT utility supports two instrumentation methods: static and dynamic.

e Dynamic instrumentation occurs when MATT instruments an IPA or APP
bundle file.

This method requires SOASTA 51 (TouchTest 7040.11) and can be applied to

iOS version 6 and 7 only.

e Static instrumentation occurs when MATT instruments a project file (i.e.

Stockfish.xcodeproj).

Static instrumentation is available in all TouchTest releases and for all

supported iOS versions.
Applying MATT to an IPA or APP (Dynamic Instrumentation)

Before you can use dynamic instrumentation, you must have either an APP or IPA file
with which to work. If you are not the developer, discuss where to get the required

file prior to attempting the following steps.

TIP: Refer to MakeAppTouchTestable help (via the Command line using java -

jar MakeAppTouchTestable.jar —help) for more information.



MATT users can dynamically instrument a compiled iOS file by specifying one of the

two following flags:
e -ipa — The full path to the compiled IPA file
e -appbundle — The full path to the compiled APP file

TIP: Provide the additional MATT parameters (listed below) whenever they are
required by your app. If you're not the developer, discuss the optional

parameters with your developer.
Optional parameters for IPA/APP

The following optional parameters are also available for dynamic instrumentation of

IPA and APP files (in some cases their use may be necessary to succeed).

-signingidentity <signingidentityname> | The name of the signing identity to be used
for codesigning the application (e.g. "iOS
Distribution: Developer Name").

IMPORTANT: MATT can only sign your app with
a Distribution profile. This can be an Ad-
Hoc Distribution or an Enterprise
Distribution profile.

-provisioningprofile <profilepath> Path of the Provisioning profile to be used
for building IPA file.

-entitlementsfile Path of the entitlements file to be used for
<entitlementsfilepath> codesigning the application. In the vast
majority of cases, the entitlements file is
not required.

Making an APP file TouchTestable
The dynamic instrumentation method for APP uses the MATT parameter -appbundle.

1. To dynamically instrument an IPA using the MakeAppTouchTestable utility, run:

sh MakeAppTouchTestable/bin/MakeAppTouchTestable -appbundle <compiled
APP> -url <CloudTest URL> -username <CloudTest user name> -password
<CloudTest password>

where:

e <compiled aprp> is the full path to the compiled iOS IPA file



Here is a complete example using -appbundle:

sh MakeAppTouchTestable/bin/MakeAppTouchTestable -appbundle
"~/Documents/Demo/Stockfish/ stockfishchess-ios/build/Release-
iphonesimulator/Stockfish.app" Stockfish.app -target "Stockfish" -url
http://10.0.1.44/concerto -username bobG@acme.com -password secret

MakeAppTouchTestable will configure your app, and create a new Mobile App object
in the CloudTest repository. The Mobile App object created will have the auto-
created URL Scheme in its Launch URL field.

TIP: In this basic example, we do not use MATT's launchurl flag to create a
launch URL. In which case, MakeAppTouchTestable will auto-generate the
URL for us. If the flag is used, be sure to avoid spaces and underscores as

they will cause an error.

You will see a message similar to the following:

Mobile App Object representing your Application "Stockfish" has been created in
CloudTest Repository.

Optionally, if you'd like to overwrite an existing mobile app repository object, use the

-overwriteapp command in the above.
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Making an IPA file TouchTestable

The dynamic instrumentation method for IPA uses the MATT parameter —ipa and

requires the signingidentity and provisioningprofile flags. Omitting these flags

will result in an .app file being created rather than the expected .ipa.

1.

Note:

To instrument an IPA using the MakeAppTouchTestable utility, run:

sh MakeAppTouchTestable/bin/MakeAppTouchTestable -ipa <compiled IPA> -url
<CloudTest URL> -username <CloudTest user name> -password <CloudTest
password> -signingidentity "iPhone Developer: <Developer Name>" -
provisioningprofile "/Users/<username>/Documents/Name.mobileprovision"

where:
e <compiled 1Pa> is the full path to the compiled iOS .ipa file

® <iPhone Developer: <Developer Name> MUSt be a valid iOS Developer
signing identity
e The provisioning profile file path must refer to a valid provisioning profile

One and only one of the project file, IPA, or app file can be specified when
using the MATT utility.

where:
e <compiled 1PA > is the full path to the compiled iOS .ipa file

Here is a complete example using -ipa:

sh MakeAppTouchTestable/bin/MakeAppTouchTestable -ipa
"/Users/jgardner/Documents/Demo/stockfishchess-ios/build/Release-
iphonesimulator/Stockfish.ipa -target Stockfish -url
http://10.0.1.44/concerto -username bob@acme.com -password secret

MakeAppTouchTestable will configure your app, and create a new Mobile App object

in the CloudTest repository.

Copying over TouchTestDriver library.

Injecting load command for TouchTestDriver library...

Load command successfully injected.

TouchTest enabled app is now available at:
/Users/jgardner/Documents/Demo/stockfishchess-ios/build/Release-
iphoneos/Stockfish TouchTest.ipa

11



The Mobile App object created will have the auto-created URL Scheme in its Launch
URL field.

TIP: In this basic example, we do not use MATT's 1aunchurl flag to create a
launch URL. In which case, MakeAppTouchTestable will auto-generate the
URL for us. If the flag is used, be sure to avoid spaces and underscores as

they will cause an error.

If it's the first time creating this object, you will see a message similar to the following:
Mobile App Object representing your Application "Stockfish" has been created in
CloudTest Repository.

If the mobile app already exists in the repository, you will instead see:

Already Have A Mobile App Object By This Name. Please Change The Name And Try
Again.

You should manually create an object corresponding to your Application using
Application ID: touchtest-e8beec35-99bf-44b7-8ede-cbbdbad6485f://

Whenever you'd like to overwrite an existing mobile app repository object, use the
-overwriteapp cOmmand in the above. Take note that doing so may affect the work

of other users.
Applying MATT to an Xcode Project (Static Instrumentation)
The static method will use the MATT parameter —project.

1. To instrument an Xcode project using the MakeAppTouchTestable folder, run:

sh MakeAppTouchTestable/bin/MakeAppTouchTestable -project <Xcode project
directory> -target <target name> -url <CloudTest URL> -username
<CloudTest user name> -password <CloudTest password>

where:

e <Xcode project file> Is the full path including file name to the

" xcodeproj” file representing your project
e <target name> iS the name of the Xcode target you would like to modify

Here is a complete example:

12



sh MakeAppTouchTestable/bin/MakeAppTouchTestable -project
~/Downloads/Stockfish/Stockfish.xcodeproj -target "Stockfish copy" -url
http://<CloudTest URL>/concerto -username bob@acme.com -password secret

2. MakeAppTouchTestable will configure your project, and create a new Mobile
App object in the CloudTest repository. The Mobile App object created will
have the auto-created URL Scheme in its Launch URL field.

TIP: In this basic example, we do not use MATT's launchurl flag to create a
launch URL. In which case, MakeAppTouchTestable will auto-generate the
URL for us. If the flag is used, be sure to avoid spaces and underscores as

they will cause an error.

You will see a message similar to the following:

Mobile App Object representing your Application "Stockfish" has been created in
CloudTest Repository.

3. Optionally, if you'd like to overwrite an existing mobile app repository object,

use the —overwriteapp command in the above.

Now that the specified Xcode project has been modified, let's take a look at it. In the

screenshot below, note that a new project folder now exists for the TouchTest Driver.

H

|
&1}

[#] < > | [Ystockfish

PROJECT

argets o .
Stockfish

Chess —
Classes TARGETS
Egins n Stockfish
Other Sources ﬂ
Rescurces

Resources-iPad
Frameworks

Products

Stockfish copy-Info.plist
|| TouchTestDriver

T?????"’TD:
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In addition, click the Scheme drop-down in the Xcode toolbar note the new entry with
the suffix “-TouchTest". Select Stockfish-copy-TouchTest for now and the device or

simulator to use. These will be explained in more detail later in this document.

[ Stockfish
Stockfish: Ready | Today at 11:39 AM

|+ [ stockfish >
- Stockfish copy »>
« Stockfish copy-TouchTest

. jamesgardner iPad

Edit Scheme... 105 Simulator ities Info Bui

New Scheme. .. iPhone L
> [:IChESS Manage Schemes. .. iPhone Retina (3.5-inch) »
b [ | Classes L iPhone Retina (4-inch) >
» [ | Engine TARGETS iPhone Retina (4-inch 64-bir) » —
» [ | Other Sources M -Stcck ol I'ad : L ?DS 7.0 5
» (] Resources iPad Retina » i0s 6.0

™ Stock 105 5.1 §

» [ |Resources-iPad

. ["_—| o orks Add 1 More Simulatnrsl... '. i0S 5.0 |
» [:l Products More Simulators... Ju

|:| Stockfish copy-Info.plist —
» [ | TouchTestDriver ?
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Inspecting the Mobile App in CloudTest® (Static/Dynamic)

In the steps above at the end of each run of the MakeAppTouchTestable.jar we were

notified that the “Mobile App Object” had been created in the CloudTest® Repository.

TIP: This mobile app will appear in the Choose Device Agent and Mobile App
box whenever end-users start a mobile app recording. Selecting which

mobile app to launch on which test device(s) is a crucial end-user step.

1. Optionally, verify that the Mobile App has been added by logging into
CloudTest® and looking for its entry in the Central > Mobile Apps list. For

example, in the screenshot below the Stockfish copy app appears as expected.

CI (0] udTEStE' |& Central

'EEI b % Qe W
i\ T MName £, Path
= .
& Compositions DvokiFish f
i iLabyrinth !
& Clps ﬁ| abyriny
o di B KitchenSink !
ecordings
¥ KitchenSink-old !
5 3 SOASTADemo fCompany Demo/targets
BE Device Clouds b
- g SOASTADemo created on February 27, 201... fCompany Demo/targets
2) Targeis
‘E: 9 g SOASTADemo created on March 1, 2013 2:... fCompany Demo/targets
Scripts
i Stockfish /
sieci Koy Stockfish copy /SOASTA Tutorial
tockfish created on February 27, 4.
) Giobal Property Lists Stockfish d on February 27, 2013 3:4 /
‘a Session Templates &ETouchcs 1 J
L2 Results @Touchc& 1 created on March 1, 2013 2:46:... i

2. Double-click the Mobile App you created to inspect its details.
The Mobile App detail form appears.

e All of the fields shown were populated from the Xcode project, with the

exception of Supported Device Type and Minimum OS Version.
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e The default Supported Device Type is Universal (e.g. both iPhone and iPad).

If desired, change it to be either iPhone- or iPad-specific.

" Mobile App Editor

Nama: | Stockfish copy
Description:

os: | 08

Minimum 5 Version:

Supported Device Type: | Universal
Minimum Device Version:
Launch URL: | touchtest-55ac1038-18aB-4448-32¢5-3e03241c38a5yy

Uploaded App: | | Choose File | Mo file chosen

leon:

Stockfish_icon.png Import

e The default Minimum OS Version supported in TouchTest™ is iOS 5.0.
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Deploy the TouchTestable App

Choose either the Dynamic or Static method for making the mobile app

TouchTestable.
Install from Xcode (Static Instrumentation)

Using the new scheme that was added to your Xcode project by the

MakeAppTouchTestable utility, you can now easily:
e Deploy the TouchTestable app to an iOS device or simulator.

To deploy and run the TouchTestable app, select the “~-TouchTest” scheme from the
drop-down and the iOS device or simulator on which you'd like to run, then click the
Run button.

000 [ Stockfish]

" B | v Bl stockfish > | Stockfish: Ready | Today at 11:359 AM
- 4 Bl stockfish copy » ﬁ

v Stockfish copy-TouchTest > . jamesgardner iPad

Edit Scheme. .. i05 Simulator ities Info Bui
MNew Scheme. .. iPhone |
» || Chess Manage Schemes... iPhone Retina (3.5-inch) 1 3
B || Classes L iPhone Retina (4-inch) >
» | _|Engine TARGETS iPhone Retina (4-inch 64-bit) > —
b | Other Sources " Elstock B | v 105 7.0 H
» [ | Resources iPad Retina > :g: gi; [
b || Resources-iPad Add1 More Simulators... ios 5:1_-, [l
k| | Frameworks T | I
» | | Products More Simulators...
D Stockfish copy-Info.plist —
b | | TouchTestDriver 7
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Deploy from the Command Line (Dynamic Instrumentation)
Using the newly TouchTestable APP or IPA you can now easily:
e Deploy the TouchTestable app to an iOS device or simulator.

SOASTA provides the iOSApplnstaller Utility for this purpose.

You can download the latest iIOSApplnstaller Utility from the Central > Resources page.

Downloads

{8 Make App TouchTestable Utility
TouchTest Web iOS Project

iOS App Installer Utility
L] TouchTest Agent Android app
[ TouchTest Web Android app

Unzip the utility at this time if you have yet to do so and note the contents of the
resulting iOSApplnstaller folder.

e For a Simulator, use:

./bin/ios sim launcher --appbundle <path to IPA file>

e For an iPhone or iPad, use:

./bin/ios app installer --ipa <path to IPA file>

18



Install TouchTest Agent & Register Device to Use TouchTest

The TouchTest™ Agent is responsible for launching the apps that are being tested on

a given device. It is a web application that is runs in mobile Safari on iOS devices. To

get started, browse to the TouchTest Agent URL below on the mobile device and then
perform the one-time registration steps that will enable your device for use with

TouchTest.

1. On the mobile device, enter the CloudTest URL with “/touchtest” appended. The
complete URL form for TouchTest is http://<CloudTest
URL>/concerto/touchtest/. If the device is not registered, it will prompt you to

do so.

SCASTA
TouchTest” Agent

o

Tap here if this is a simulator

2. Log in using your SOASTA CloudTest User Name and Password. The Unique

Device Identifier (UDID) will be used to register the mobile device for use with

19



TouchTest™ in iOS7 or after; for earlier iOS versions, the registration will also

use a profile.

3. Click the Register Device button to continue (only applies to iOS 7 and earlier).

a.

b.

The Install Profile screen appears. Click the Install button to proceed.

The Install Profile alert appears to indicate that mobile device settings

will be changed. Click Install Now to proceed.

If a passcode is in effect on the mobile device, an additional prompt will

appear for you to authorize the profile installation.

Cancel Install Profile

TouchTest Device Registration
SOASTA.com
@ Verified

Description  This profile will be used to find
your device's UDID and help
registration of your device for
SOASTA TouchTest.

Signed *.soasta.com
Received Oct 24, 2013

Contains Device enrollment challenge

More Details

20



4. When prompted, give the TouchTest Agent a name. For example T7ester /Pad.
This name will be used throughout the product to refer to this device. Once

entered, an Administrator is the only one who can change the device name.

5. The status on the device will change to Connected. If it is not Connected,

refresh the page, and ensure that you are logged in.

SCASTA
TouchTest” Agent

Status: Build
@ Connected 744
CloudTest URL
http://ctmobile.soasta.com/concerto

SOASTA_DOC

Notes: If you clear your cookies on the given mobile device after registration, you

may need to register your device again so TouchTest can recognize it. This
does not consume an additional license.
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If you're using a Simulator prior to iOS 7, use the "Tap here if this is a
simulator” link to proceed. This link will appear below the Login button in

all configurations that require it. This link doesn't appear in iOS 7 or after.
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Associating Mobile Apps with a Device

Once a device is approved, use the following steps to assign one or more mobile

apps to that device.

1. In Central > Device Clouds, select the mobile device.

CloudTest® ey

E |- asa v
,.} Walcoma MNami Model 0s Status
B Composiions B)) ipad-tester100 iPad 2 & i0s 5.1 @ Disconnected
& Cips B)) Mrunal's iPad iPad 2 (Wi-Fi) & i0s 6.0 @ Disconnectad
0 8)) SOASTA Demo iOST Simulator iPad Simulator dios7o @ Connectad
Q e B)) SOASTA Demo iPad iPad (3) dios7o02 @ Disconnected
B)) SOASTA Demo iPhone 2 iPhone 43 #i0s613 @ Disconnected
= B) Soasta Demo Nexus Nexus 7 Android 4.2 @ Disconnectad
© Targets B)) S0ASTADOC iPhone iPhone 45 #i0s51.1 @ Disconnected
E’ FEHE B)) SOASTADOC iPhone2 iPhone 45 %i056.1.3 @ Disconnected
el B)) SOASTADOC Simulator iPad Simulator & i0s 5.1 @ Disconnected
€ Global Property Lists B)) Sweta iPhone5 iPhone 5 (COMAJLTE) diose12 @ Pending Approval
e. Session Templates B)) Tester iPad iPad &i0s5.1.1 @ Disconnected
Liz, Results
: Dashboards
hE Report Templates

2. In the lower panel, click the Mobile Apps tab. If necessary, use the Maximize

button to increase the workspace.

,.} T Marme Model
= B} ipad-tester100 iPad 2
Compaositions
P B)) Mrunal's iPad iPad 2 (Wi-Fi)
Cli
& Cips ) SOASTA Demo I0S7 Simulator iPad Simulator
@) Recordings
General / Mobile Apps ' Dependencies
€l Mobis Apps / .
—
= ame
(=) Targets
O ﬁiLabwimh
B scripts
i — ] 8 KitchenSink-old
€9 Global Property Lists [l g SOASTADemo
m SOASTAD ted on Feb 27, 2013 10:35:59
a EGSSHJI'ITEI'HIJIET&S I_I 3 A PST emo created on rebruary
LL?_'; Results m m SOASTADemo created on March 1, 2013 2:46:16 PM
— il psT
5] Dashboards O [ stockfish
b Report Templates [‘j gStockﬁsh copy
¥ Library (0] [ stockfish created on February 27, 2013 3:45:53 PM PST
Lgg Library
Dﬁ . I Tnuch&s 1
g My ltems
(= Images [ &3 Touches_1 created on March 1, 2013 2:46:16 PM PST
Y Dieafto
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3. Locate and check the Mobile App(s) that you want to authorize this device to

access. For example, Stockfish.

4. Click Save on the lower panel toolbar.

System Alerts for New URLs (iOS 9 and later)

For iOS 9 and later, every time you attempt to launch a new URL scheme on your

device for the first time, you must:

a) Allow TouchTest Agent to open the new app by tapping Open.

“TouchTest Agent” wantsto &
open “Stockfish”

Open Cancel

b) Allow the app you are launching to open TouchTest Agent by tapping Open.

"Stockfish” wants to open
"TouchTest Agent”




Using TouchTest with iOS 10

As of SOASTA 57.16, TouchTest supports iOS 10. Due to new restrictions brought by

iOS 10, you must sign into Xcode with your development team profile name.

Setting Team Profile Name

You must set your team profile name before instrumenting TouchTest using Xcode, an
essential part of setting up TouchTest.

To set your team profile name:
1. Open any Xcode project.
2. Click the General tab.
3. In the Signing section, specify your Team name in the dropdown menu.
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A
> B Tesn

g8 <
O
FROJECT
B Tesni
TARGETS
i Tostl
| TestiTests

Test1UITests

Notes: An error message will appear if you don't specify a team. If you click the

General Capabilities Resource Tags Info Build Settings Build Phases
¥ ldentity
Display Name
Bundle Identifier SOASTA Testl
Version 1.0
Build 1
¥ Signing
Automatically manage signing
Yeoda will eroat ]
profiles. aop D= and certificaies
Team None H

Provisioning Profile

Signing Certificate

Xeode Managed Profile

05 Developer

Status

D Signing for Test1 requires a
davalopment team,

Select a development feam in the
T i

Build Rules

error message, it will take you to the Team dropdown menu Xcode.
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Recording a TouchTest Scenario

Once the TouchTest Agent profile is installed and device access approved you are

ready to record and playback your TouchTest.
1. Create a new test clip within CloudTest®

2. Click Record within the Clip Editor and then choose Mobile App Recording and
specify the Device Agent and the mobile app whose actions you want to

record.

3. Perform the app actions on the mobile device to capture them in the new test
clip.

These and the following additional configuration steps are described in the remainder

of this tutorial.
e Composing a TouchTest Clip
e Playing back a TouchTest Composition

e Analyzing TouchTest Composition’s Results

Create a TouchTest™ Clip

Create a new clip that will be used to perform mobile app recording and serve as the

basis for your TouchTest.

e Open the TouchTest Agent in Safari on your mobile device, and click Login

(your previously entered username and password should be auto-populated).

Note: Any time your device launches a new URL (for the first time only), you need
to tap Open twice; first, to allow TouchTest Agent to open the new app and

second, to allow the app to open TouchTest Agent.

These actions will resemble the pop-ups below:
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3 "Stockfish” wants to open
“TouchTest Agent” wants to £l “TouchTest Agent”
open “Stockfish”

Open Cancel

SCASTA
TouchTlest” Agent

Status Build
@ Connected 744
CloudTest URL:
http://ctmobile.soasta.com/concerto

ser Name

SOASTA_DOC

Once successfully logged on, the device Status will be Connected.

e Login to CloudTest on your desktop computer and select Central > Clips, and

then click New on the Central toolbar.
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[& vusreace o N
o _‘ [_‘;: ﬁJ x ® - wv List = !v ev 1T Q@9 ¥

l Time l Operation L"""“ & I Bacamet]

Record

Click the Record drop-down to begin a
recording.

A new Untitled Test Clip opens in a Clip Editor tab. A Record pop-up identifies the
Record drop-down.

e Once ready, click the Record button and then select Record Mobile App.

&= | B B X | |®~ F~| ust~ |1
| Operation | Farameter 1 @) Record HTTP

[ Record Mabie Aop [

[B¥' Record Mobile wieb
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The Choose a Device Agent and Mobile App wizard appears.

Choose a Device Agent and Maobile App

Device Agent

Name [ oS

B) ipad-tester100 ®i0s 5.1

BY) Mrunal's iPad #iosED

B1) 50ASTA Demo IDS7 Simulator sios70

B)) s0nsTA Demo iPad #ios7.02

B)) s0ASTA Demo iPhone 2 #icse13

B) scasta Demo Nexus Android 4.2

B)) s0ASTADOC iPhone #ioss51.
Mobile App

Marme

Q Stockfish copy

| Version

| Status
@ Disconnected

@ Disconnected
@ Connected
@ Connected
@ Disconnected
@ Disconnected

@ Disconnected

Record Cancel

Note: If the Mobile Device Administrator has completed the steps above to

associate one or more mobile apps with the device, those apps will appear

in the Mobile App list whenever that device is selected. In the example

above, both an actual iPad device agent and a Simulator device agent are

shown. The test can be recorded with any configured TouchTest Agent on

any device or simulator.
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If not, the prompt shown below will appear. Perform the Make App TouchTestable
steps in the section above and ensure to associate the mobile device with a mobile
app. Note that the screenshot above and the screenshot below are showing different

devices selected. Ensure that you are selecting the device or simulator you intend.

Choose a Device Agent and Mobile App

Device Agent

Nama [ o3 | Status

) ipad-tester100 #ios 5.1 @ Disconnected
B) Mrunal's iPad &i0s 6.0 @ Disconnected
B)) S0ASTA Demo I0S7 Simulator #ios7.0 @ Connected
B)) S0ASTA Demo iPad #ios7.02 @ Connected
B)) S0ASTA Demo iPhone 2 #iose1a @ Disconnected
B)) soasta Demo Nexus Android 4.2 @ Disconnected
B)) S0ASTADOG iPhone ®i0s5.1.1 @ Disconnected
Mobile App

Name | Version

There is no Mobile App defined. Click here for instructions.

e Select the TouchTest Agent that you created above and also select the mobile

app you'd like to test.

e C(lick the Record button in the wizard once your selection is made. TouchTest

Agent will launch the selected app on the selected device.
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The Stockfish app launches to its initial screen.

White: 5:00

Black: 5:00

Book: e4 (71%) d4 (23%) NI3 (3%) c4 (3%)

1. Perform the following menu actions on your mobile device.
e Select Game, New Game.

e Select Play both.
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Game. | Options || Fip f| Move | Hent

BT )

Play black

[_roor ]

—
] e

White: 5:00 White: 5:00
Black: 5:00 Black: 5:00
Book: e4 (71%) d4 (23%) NI3 (3%) c4 (3%) Book: e4 (71%) d4 (23%) NI3 (3%) c4 (3%)
1 i
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Make the following chess moves, known as King Gambit Declined:
e Move the white pawn to E4
e Move the black pawn to E5
e Move the white pawn to F4.

e Move the black pawn to D6.

White: 4:51 1.e4e52.14 d6

Black: 4:37

| Book: Nf3 (100%)

2. Click the Record button again to end recording.
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For each app action performed, the Clip Editor adds an app action to the clip.
3. Click Save on the Clip Editor toolbar.

4. Finally, switch to List view by clicking the Icon drop-down. This will provide a

better view on clip element details.

fgg Ciip for S...h copy-1

Once we've switched to List view, subsequent clips will be recorded and/or

opened in that mode.

iz Ciip for S..h copy-1 )

|- 4 48w | & | F B B X e PP ut -
® | [ name | Operation | Parameter 1
= . App Action tap classname=UlToolbarTextButton
== . App Action2 tap text=New game
- B App Actiona tap text=Play bath
b Bl App Actions pan id=WP E2
i B App Actions pan id=BP E7
i B App Actions pan id=WP F2
b Bl App Action? pan id=BF D7
Drag Messages/Actions here

Note the first three actions pertain to the Menu selections we made to start a new

game and to play both competitors.
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Pause Recording

You have the ability to pause at any moment during a recording to:

View your app

Eliminate unwanted actions

Save time getting your app to a state where you want it to record actions
Add more actions to a clip

Correct locators in the middle of a clip

Add more waits, outputs, or validations to an existing clip using touch locator

Record screenshots to use in validations for all cases on a specific page

To pause at any moment, click the Pause Recording option.

@ v BF v | Lst ~

ar Pause Recording

Stop Recording
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Adding an Interval Delay between Each Action

In the following steps, we will add an interval delay to the test clip. This type of delay

will stretch out the time between all the recorded app actions.

Imposing delays, either using the Interval Delay setting or by inserting Delay clip
elements, can make the test more viewable during the editing phase, as well as during

test playback (when viewing the test as it plays is most desirable).

1. Click the Properties tab in the minimized sub-panel and then select the Clip
tab at the top of the pane (the Clip tab may already be visible if properties

are already open from the prior exercise).
2. In the Property Type list, click Clip Properties.

3. In the Clip Properties panel on the right, enter an Interval Delay in the given
field. For example, 2000 ms. Entering 2000 adds a two second gap between

each app action in the given test clip.

4.  Click Save on the Clip Editor toolbar. When the Save Test Clip box appears,
accept the default name, which takes the form “clip for <Device Name>

<Mobile App Name>.

| Messages/Actions | Scripts | Clips ' Properties | Selected: none | Results | C] ao
A X LS J . LS A

Property Type Clip Properties
K Clip Custom Properties Path: ISOASTA Tutorialihdvanced/Clig
e e owner: SOASTA_DOGC
& Delays Last Modified: 08/21/2012 3:16 pm
&/ Page Resource Settings Description:

Interval Delay: 2000

37



Create a Composition

With your test clip open in the Clip Editor, you are ready to create and play this

simple, new test composition using this test clip.

1. To create a new composition from your test clip, click the Use in Test
Composition drop-down in the upper-right corner of the Clip Editor toolbar

and note the following commands:

Bl (XJ@JLI.J 7 [ [ JEE)(sr] [ken -] (B

f Open in Test Composition
g
pan

W2
pan

f Debug in Test Composition

e Open in Test Composition

Choose Open in Test Composition to add this clip to a new draft composition
where additional composition parameters can be set in the Composition Editor,

Edit tab before proceeding to play.

e Play in Test Composition

Choose Play in Test Composition to add this clip to a new draft composition where

it will immediately be played in the Composition, Play tab before proceeding to

edit parameters or play.
e Debug in Test Composition

Choose Debug in Test Composition to add this clip to a new draft composition
where it can be debugged in the Composition, Debugging tab before proceeding

to edit parameters or play based on debug actions.

1. Choose Open in Test Composition. When you do so, the Composition Editor

appears with a draft test composition including the new test clip in Track 1.
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:CIOUdTE'St@ lgg) Clip for 5...h copy-1 "_\'_ E=: Draft Composition
= v | & | 48 & | & & | B | B X @ > ml

Total Virtual Users: 1 |4 Sequenced Band:Band 1
Clip for S0ASTA Demao iPad £

2. Click Save on the Composition Editor toolbar. Accept the default name, which

takes the form: “Composition for <Clip Name>.”

Playing a Composition

Perform these additional steps while the test composition is open in the Composition
Editor.

e Ensure that the TouchTest Agent status is still “Connected” on the mobile

device via Safari.

e In the Composition Editor, click Play to run the test composition.

lgg) Clip for S...h copy-1 3 ¥ E® Draft Composition

&~ | & | & @ | & = B | B X | @ |k |m/]
Total Virtual Uisers: 1 E. Sequenced Band:Band 1

The Composition Editor’s Status Indicator changes to “Playing,” and the mobile app is

launched on the specified mobile device(s) precisely as it was recorded.

[/ Edt ( & Debug | ) Pay ( [] Resutis | (%)

| O Playing | status log... J

While the test runs, the Composition Editor automatically switches to the Play tab, and

by default, the Result Details dashboard displays.
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Result Details
The Result Details dashboard helps to discover the cause of errors in your test, if any.

While play continues results are posted in the Composition Editor, Play tab, Result

Details widget.

Result Details
Element Status Element Type Operation
All s Al s | Al +

¥ B Draft of Gompasition for Stockfish King Gambit Declined ¢ E ‘-"“' Playing Total Components: 7 Total Messages and Actions: 4  Error Components: 0 Error Messages ai
¥ £ Band 1
¥ N Track1

o E Clip for S0OASTA Demo iPad Stockfish copy-1

(=) SOASTA Deme iPad Stockfish copy-1

g App Action1
g App Action2 Band1 » Track1 » Clip for SOASTA Demo iPad Stockfish copy-1 »
g App Action3 l
8B op At Sy — IECTCN
General
Operation: pan Name: App Actiond
Start Time Response Time CPU Usage Memory Usage Battery Status
8.699 sec. 887 ms. 63% 300 MB 45%
Waits And Validations [z5] Custom Properties

buittin-waitForGestureComplete: Passed

Input |55 Output

Name: | Locator

Vape: |id=WP E2

Once play completes, the final results are displayed in the Results tab (also in the

Result Details widget).
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If the test passed on all points, the status "Completed — With No Errors” is clearly

posted in the Result Details dashboard.

Result Details F#X

Element Ststus Element Typs Operation
All 5 )l AL 3 /AL

¥ B Draft of Composttion for Stockfish King Gambit Declined ¢ [ [ | 7 Completed - With No Errors
¥ £ Band1
7 |l Clip for SOASTA Demo iPad Stockfish copy-1
(2) SOASTA Demo iPad Stockfish copy-1

Total Components: 10 Total Messages and Actions: 7  Error Components: 0

B3 rpp Actiont
ﬂ App Action2 Band1 » Track1 » Clipfor SOASTA Demo iPad Stockfish copy-1 » App Action?
B3 App Actiond P >
e
BB App Actions
g App Actions General
B3 App Action? — . :
Cperation: pan Name: App Action?
Start Time Response Time CPU Usage Memory Usage Battery Status Bytes Received Bytes Sent
15.667 sec. 497 ms. 60% 290 MB 45% 0 KB 629 KB
Waits And Validations [i7] Custom Properties )
bultn-atForGastureComplts: Passed No property changes
Input [ Output @

Name: | Locator

[ \ Thi:

© Monitored Device(s)

CPU Memory Battery Bytes Sent & Received

100% 318MB 45% 2.4KB

78% 307ME 334 1.8KB
57% 295MB 22% 2KB

35% 285MB 1% - 0.6KB i

14% 275MB 0% ake -Ml-Se L3

The mobile app actions performed when the clip was created are played back on the

device. Click to expand the nodes in the Navigation Tree on the left as they appear.

Result Details uses a Cover Flow (top panel to the right) to display the test

composition’s stream as it occurs.

-' Q/ Completed - With No Errors Total Components: 10 Total Messages and Actions: 7 Error Components: 0

Band1 » Track1 » Clip for Soasta Demo iPad1 Stockfish » App Action7

{ Summary | EvemsLile

This stream is also shown in the Navigation Tree (on the left) as elements are

executed. As play continues, the focus is set to the last executed element unless user
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interaction prevents it. The current container is expanded while the prior containers

are closed.

Clicking an element during play will halt this auto-focus-to-the-last-executed behavior.
To resume auto-focus once interrupted, click Jump to Now in the upper right of the
dashboard.

o Click any object in the Cover Flow at the top to center it and display its details

and play statistics in the panes below.

Q/ Completed - With No Errors Total Components: 10 Total Messages and Actions: 7  Error Components: 0 £ Jump o now

Band1 » Track1 » Clip for Soasta Demo iPad1 Stockfish » App Action5

b L4
General
Operation: pan Name: App Actionb
Start Time Response Time CPU Usage Memory Usage Battery Status Bytes Received Bytes Sent
14.414 sec. 660 ms. 100% 164 MB 100% 2816 KB 3123 KB
Waits And Validations [z7| Custom Properties 3
builtin-waitForGestureToComplete: Passed No tv cf
Input |55 Output [H

Name: | Locator This action has no output

Value: |classname=PiecelmageView[19]

o Use the scrollbar to browse the flow. Select any item to show its low-level

details.
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Advanced Clip Editing

Now that we've played this simple test composition successfully, and learned how

CloudTest will check the success or failure of a given composition, let's return to the

test clip to inspect the clip elements and do some additional parameterization.

» Click the Clip Editor tab if it's still open, or right-click the test clip in the

Composition Editor and choose Open in New Tab.

The List view is useful while clip editing, because it shows all the parameters and their

corresponding inputs in one tabular view.

| Paramater 2

| Target Name

arTextButton

{"tapCount":"1" "duration":"0.1...,
{"tapCount”:"1" "duration":"0.1...,

{"tapCount™:"1" "duration":

uuuuuuuuuuuuuuuuu

0.1..

31.000000","touchCount™:"1"} &

18.500000" "touchCount™:"1"} &

,20.500000","touchCount":" 1"} &

&

E B @

SOASTA Demo iPad Stockfish

SOASTA Demo iPad Stockfish

SOASTA Demo iPad Stockfish

SOASTA Demo iPad Stockfish

SOASTA Demo iPad Stockfish

SOASTA Demo iPad Stockfish

SOASTA Demo iPad Stockfish

When additional parameters are present they are displayed to the right of the

Parameter 1 column.
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1-7 |

JERRERIE

| Faramatar 2

l'l &) (&) LB [w*lI
a

| Target Mame

{“touchCount™...tapCount™=17 (£

{“touchCount™...tapCount™=17} (£

{"touchCount™.. tapCount™"17} =]

47,000000,48.000000
44,000000,45.000000
43.000000,51.000000

=]

&
&
&

Soasta Demo iPad1 Stockfish

Soasta Demo iPad1 Stockfish

Soasta Deme iPad1 Stockfish

Scasta Demo iPad1 Steckfish

Socasta Demo iPad1 Stockfish

Soasta Demo iPad1 Stockfish

Soasta Demo iPad1 Stockfish

Inspecting App Action Details

Examine elements and properties for any App Action by selecting it in the workspace

above and then click its Gear icon to Show Info. When you do so, the Info Window

appears.

In the test clip below the recorded App Action?2 is open in the lower panel. The type

of app action, #ype represents the user name entered on the SOASTA Demo app

login page.

1. Locate and expand the first app action in the clip that is a move in the game

(WP E2) and then expand the enclosed action (e.g. a pan) to see its inputs.

¥ g App Actiond
¥ = pan

Locator | id=WP E2

-

Precision | [1,[[0.0,0.0,0],0.00

panLocation

numberCfTouches

b Li»-'z builtln-waitForGestureComplete

touchlLocationD

touchlLocation?

Content Offset | 61.000000,50.000000

id=WP E2

G 02 (2 G0 02 0

(5 I = = O I |

Timeout Action: Fail the parent

]

{7

In our sample clip, this is Selected: App Action4. This app action has multiple

Inputs:

id=WP E2 is the physical location of the white pawn before the first move

Content Offset is a physical location that uses xy coordinates while the

Precision value is an array.
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App Action Properties

Most of the accessors you will use in this exercise can be set using the Add toolbar in

the expanded List view.

Some additional parameters, such as Custom Properties, can be set by double-clicking
an app action to open it in the Clip Editor lower panel. Action level properties are

shown in the tree on the left.
1. Double-click App Action5 to open it in the lower panel.
2. Select the top-level node in the tree (as shown below)

e General, Repeat, and Custom Properties (for the action only; not for the entire
clip) tabs appear on the right. Note that Error Handling here is set to £rrors

should fail the parent by default.

| MessagesiActions | Scripts | Clips | Properties | Selected: App Action5 | Resulis | [® 00:00:00.000 @0 |

V& Inputs Name App Action5
I:EII Locator
& Content Offset
I:SI Precision Description
= Pan Location
&l Mumber of Touches
& TouchLocation0
I:EII TouchLocation Target And Action

¥ 27 Waits
E A Target | Soasta Demo iPad1 Stockfish

¥ 3 Pre-Action Waits Action | pan

Vel Post-Action Waits
< buitin-waitForGestureToComplete
V([ Outputs
¥« Validations
¥&F Property Sets

Error Handling

Errors should: | fail the parent =
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Other settings, including Waits, Inputs, Outputs, Validations, and Property Sets
that were seen in the expanded List view above can also be set in the lower
panel by clicking that node in the tree and then performing the desired action

on the right.

In the Selected: AppAction5 tab (or for any selected app action), familiarize

yourself with the available elements and properties.

* Inputs (Locator, Scale, Precision, Content Offset)

Locators are unique characteristics that identify a specific element or object
on a mobile device. Locators come in many forms, including links, IDs such

as those defined within CSS, and XPath expressions.

53 . . . - . T

= Waits (Pre-Action Waits :L" Post-Action Waits "=)

Waits are commands that tell CloudTest not to execute an Action until a
condition is met (pre-action waits), or to not continue processing the
outputs, validations and property sets of the Action until a condition is met

(post-action waits).

¢ Outputs

Outputs specify what is to be shown in the Result Viewer for a given Action.
Typical outputs include “captureScreenshot”, “outputElementText”, and
“outputinnerHTML". A single Action can have an unlimited number of

outputs.

+ Validations
Validations verify that some content or event occurred as expected and each

validation has a corresponding Failure Action. App Action validations can

range from simple true/false conditions to more complex ones. A single App
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Action can have an unlimited number of validations. Any validation failures

will be exposed in the Results Dashboard.

X

%= Property Sets

Property Sets give you the ability to take text or data from the app you are
testing and store it in a custom property for use in a subsequent action or

message.

SOASTA CloudTest includes three property sets, all of which have relevance

for refining and editing a selected App Action.
o Custom Properties

Custom Properties are user-defined properties that are available to all
clip elements, including Actions. Custom properties can be thought of as

backdoors that allow access to portions of the object model more easily.
o System Properties

System Properties are available to all clip elements, including Actions.
SOASTA CloudTest defines system properties. For example, a test clip has

system properties such as name, repeat timing, label, and more.
o Global Properties

Global properties are defined within the Central > Global Properties List
and are "global” within the entire SOASTA CloudTest environment—and

can be used across compositions.
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Adding a Text Validation

Next, we will add a validation on App Action1 (this action corresponds to the first
action we took while recording—which was to tap the Game button ). The response to
this and other actions will contain information worth validating in many cases. The

remaining steps demonstrate how to do simple validation in CloudTest.

Note the content of the given app action. For example in AppAction1 of our sample

clip, classname=UlToolbarTextButton had the text label, Game.

1. If it's not already open in the lower panel, open it now by double-clicking. The

Input form appears.

Selected: App Action1 |, Resufts ® 00:00:00.000 @0

. Action: tap

Locator classname=UlToolbarTextB utton w7 F n!_|
Tap Count !

Touch Count 1

Duration 0.188424

Tap Offset 17.500000 31.000000

TIP: Optionally, in those cases where the locator value is not helpful and you
also don't recall the action taken, you can re-enter recording mode. When
you do so, the Locator field will display the Touch Locator icon as shown
above. Ensure that the TouchTest Agent is still running on the device—and
then click the icon to detect the element in the mobile app. For more about

this important feature, refer to Touch Locator for Mobile Apps.
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2. Click Validations in the list (on the left) and then click the green Plus sign s in
the Validations panel on the right.

Selected: App Action1 | Results | [® 00:00:00.000 @0 |

Action: tap
Command: verifyElementPresent . + X

Locator: = r-J._l

Errors should: be recorded only

Customize result Success/error messages

A validation form is added to the right panel.

Action: tap
Command: verifyElementPresent : 4 K
Locator: o —
2 o
Errors should: be recorded anly s
Customize result success/error messages

3. In the Command list, a list of commands is presented.

Click the drop-down and select verifyElementText. This Command verifies that

the specified text is in the rendered element.

4. In the Locator field, enter the field name shown above. For example,

classname=UlToolbarTextButton.
5. In the Match field, accept Exact Match and enter the button label text, Game.

Leave the default be recorded only set in the Failure action field.
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| Selected: App Action1 | Results | [@ 00:00:00000 @O

Action: tap
Command: verifyElementTaxt

Locator: classname=UIToolbarTaxtButton[0]

| Exact Match * | Game

Errors should: be recorded only

Customize result success/error messages

6. Click Save on the Clip Editor toolbar.

Adding verifyElementPresent on an App Action

Validations on app actions can verify that the recorded elements are present at

composition runtime or verify details about that clip element. In the following steps,

we'll use verifyElementPresent to set a simple validation that will fail, record only, or

honor the App Action setting.

1. With App Action1 still open in the lower panel and the Validations node also

I
still selected, click the green Plus "™ sign to the right of the text validation

we added above.

A new validation form is added to the Action. If you added the

verifyElementText validation in the section above, the new validation form

appears below it.

2. Leave verifyElementPresent selected in the form.

3. Click the Locator field. Enter the field name classname=U/ToolbarTextButton

exactly as it appeared when recorded.

4. Click Save on the Clip Editor toolbar.
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Adding an Output

In the following steps, we will add an output to an App Action in the test clip we
created above. This output will capture a screenshot of the test clip element as it is

executed during runtime and this screenshot will be integrated into the test results.

1. With App Action1 still open in the lower panel, select Outputs.

Messages/Actiopns | Scripts | Clips | Properties | Selected: App Action1 | Results | C]['SE' 00:00:00.000 @0 |

= )
_?: ) :;;:: :cmm Action: tap
= Locator
& Tap Count
| Touch Count
5 Duration
0| Tap Offset
7 & waits
¥ 1 Pre-Action Waits
V< Post-Action Waits

L -]

-.)3 builtln-waitFerGestureTeComplete
¥+ Validations

" verifyElementText

" verifyElementPresent
V'EE| Property Sets

1. In the right panel, click the green Plus sign. A new output is added to the
Outputs list and the details are shown in the Element Info field.

2. Click the Command list drop-down, and then select captureScreenshot (if it is
not already selected).

Action: type
Command: captureScreenshot u [ty

|| Only f there is an error

3. Check Only if there is an error if the output is desired only in the event this
AppAction produces an error. Otherwise, leave it unchecked. For our example,

we will leave it unchecked to ensure we get an output in every eventuality.
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. Click Save on the Clip Editor toolbar.

. Return to the Composition Editor tab once again and click Play a second time.

In the following section, we'll inspect results for the validations and output that
were set on App Action1 above.
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Identifying and Analyzing Common Errors

Despite the successful results above, in some cases your test may not succeed initially.
As test advocates, we are often more interested in such failures. Your first task is to
eliminate "false negatives." These are errors that result from network, environment, or
from accessors, such as validations, that we will add later to make the test more

useful.

([E]) 5 completed - With Errors | Total Compenents:

The way we approach them is first to identify where they occurred and then to

analyze what occurred.
Network or Communication Errors

Initial errors in a simple test like the one above are most often only simple network or

configuration errors having to do with test staging.

For example, if the Device Agent is not connected or is not responding the
Composition Editor's Status Indicator will indicate “Test Composition failed” (shown

below).

[V Edit | 4 Debug | () Play ! [L] Results |
, ™ Debug | SIS

| QT&SI Composition failed details... | status log... |

e Click Details to display additional information in a dialog box.

Composition-wide errors such as these are clearly indicated in the General section in
the initial view of Result Details. They frequently are related the state of the Device

Agent (e.g. if the device agent is not connected when you click Play).

[ Summary | EvantsListl

General

Errar(s): G The Device Agent is not connected. (Tester iPad) (Band "Band 1” Track "Track 1" Cli

In some cases, the TouchTest Agent may have been started but is no longer
responding (or the device auto-lock may have been invoked). In such cases Logout

and re-login, or wake up the device if it is in auto-lock mode (refer to the
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Prerequisites section at the beginning of this tutorial for environment requirements
including that Auto-Lock is off).

App Action and Other Errors

The Result Details dashboard shows failures and marks test successful or unsuccessful
by the Failure Actions that are set within a test composition and its children. Failure
Actions are set stringently by default to fail the test for any error and show that failure

in red.

Result Details clearly indicates the type of test failure that has occurred in a given
case. The red "X" in the Navigation Tree easily distinguishes failures on specific app

actions you recorded, and whenever the error item is selected in Result Details.

Once you have identified the error action (in this case App Action1), select it in the

tree to drill down into the details.

Result Details

Eement Status Eement Type Operstion
A 2 )(A s (Al
b Efrn'“""m“"‘l’“s"‘“"’” Stockfish King Gambit Decined ¢ [ % | 5¢ Completed - With Errors | Total Components: 12 Total Messages and Actions: 7 Error Componants: 1 Eror Messages and Actions: 1 3
¥ £4Band1
¥ W Track 1 Draftof ...
¥ [ Clip for SOASTA Demo iPad Stockfish copy-1 == mna'-
(2) SOASTA Demo iPad Stockfish copy-1
B8 App Actiont
B3 Aop Action2 SOASTATutorial » SOASTATutorlal » Gompasition for Stockfish King Gambit Declined » Draft of for Stockfish King 24,201
3 App Actiond -] >
89 o actent o Lt
3 Anp Actions
B3 App Actions General
3 App Astion? Error(s): €3 Validation verifyElementText failed.
Expected: "“Game"", observed: "*

Name: SOASTA Tutorial/SOASTAT uterial/Composition for Stockfish King Gambit Declined/Draft of Composition for Stockfish
King Gambit Declined created on October 24, 2013 11:46:50 AM PDT

Status Effective Duration | Avg. Response Time Total Message Bytes | Effective Message Throughput
Completed 30 sec. 958 ms. Sent: 0 0 msgs/sec.
Received: 0
Thu Oct 24 Min: 485 ms. Agg: B.710 sec Max number of 0 bytes/s
Start 12:40:36 Max: 1.313 sec threads used : 2 DEES
POT2013
Thu Oct 24
End: 12:41:08
POT2013
Custom Properties B

¥ Monitored Device(s)

cPU Memory Battery Bytes Sent & Recelved
s00% arema sose e
e sur ar 46k
2ot . a1k
- suen 1254 1588
25 05 oo sobtl] lheoooat]

You can get an events view of the selection by clicking the Summary tab (shown

above).
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Summary

Event(s)
Event Time Level Event Code Description
11 2823 Info App Action: send Performing App Action.
Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo IPad Stockfish copy-1" Target: "SOASTA Demo iPad Stockfish
copy-1"
12 2824  Verbose  Transport: appbeg Performing App Action "App Action1" for Destination "SOASTA Demo iPad Stockfish copy-1", operation "tap".
Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target: "SOASTA Demo iPad Stockfish
copy-1"
P Details:
13 8673 Verbose Transport: append App Action "App Action1" completed.
Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target: "SOASTA Demo iPad Stockfish
copy-1"
P Details:
14 9673  Info Validation: vstart Starting validation "verifyElementText".

Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target: "SOASTA Demo iPad Stockfish
copy=1"

15 BETE Errar Validation: vefail Validation of response body did not pass.
Band: "Band 1" Track: "Track 1" Clip: "Clip for 30ASTA Demo iPad Stockfish copy-1" Target: "S0OASTA Demo iPad Stockfish
copy-1"
¥ Details:
Glob expression match failed
Expression:

*Game™®
Value:

18 8679  Error Validation: wfail Validation verifyElementText failed.
Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target: "SOASTA Demo iPad Stockfish
copy-1"

17 8678 Info Validation: vstart Starting validation "verifyElementPresent”,
Band: "Band 1" Track: "Track 1" Clip: "Clip for 30ASTA Demo iPad Stockfish copy-1" Target: "S0OASTA Demo iPad Stockfish
copy-1"

18 8678  Info Validation: vpass Validation verifyElementPresent passed.
Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target: "SOASTA Demo iPad Stockfish
copy-1"

19 9679 Info App Action: sent App Action completed.

Correcting Validation Errors using Touch Locator

The error in App Action? in our example clip shown above resulted because the
locator recorded for text=Ul/ToolbarTextButton failed. In such a case, double-click the

result item, App Action1, in order to return to that same action in the Clip Editor.

While inspecting the failed action in the Clip Editor, List view, click the Locator drop-
down (first icon to the right of the Locator entry field) to see if any additional locators

were recorded for this action. Try the next one in the order listed and replay the test.

In our test clip, there were no additional locators captured for App Action1. As a

result, we decided to use the Touch Locator tool to find additional locators to use.

¥ o
Mame | verifyElementText
Command | verifyElementText 4
Locator | classname=UlToolbarTextB utton - ﬁ =] :.IJ
Exact Match | % | Game & E
Errors should: | be recorded only :

We used the following steps to quickly repair App Action1 (with TouchTest Agent app

on top on the iOS device):
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TIP:

CloudTest® i& Gentral ‘ [zl Clip for S..h copy-1 2 4 B2 Composi... Declined

.l | Mame | Operation | Parameter 1 | |

Ensure TouchTest Agent is running on top on the device or simulator.
Leave App Action1 selected and expanded in the Clip Editor, List view.

Drop down the Locator list and select <add entry>. Omitting this step will
replace the Locator rather than adding it. We like to keep our options open by

adding instead of replacing.

Invoke record mode a second time (e.g. using the Clip Editor toolbar, Record
button).

. Once on the correct view, in Stockfish there is only one, click the Touch Locator

icon. Note that in more complicated apps with many views you'll need to be on

the right view before clicking the Touch Locator icon.

A blue border surrounds the page on the device and the in the Clip Editor the

Touch Locator icon is active.

If you find that the mode is stuck, try toggling the Touch Locator icon for
the given action off and then on again. For more about the Touch Locator

feature, see Touch Locator for Mobile Apps.

a - (dd] 9 &) B RB (X e

Command | captureScreenshot

Locator {optional) - ﬁ |§_,| B
¥ o
MName | verifyElementText
Command = verifyElementText
Locator | classname=UIToolbarTextButton - @
Exact Match |4 | Game & £
Errors should: | be recorded only
¥ o
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6. Long press the word "Game" on the top menu until the blue border collapses

around it and the list of locators shown below appears.

UlButtonLabel O)

classname...uttonLabel

text=Game[1]

7. Tap and hold the Up Arrow icon (in t he Locators box above) to include this list

of locators into App Action1.

The blue border will disappear and the expanded action will be populated with the

additional locator(s).

¥
Mame  verifyElementText
Command @ verifiyElementText
Locator | text=Game[1] Ni=l=PE
ExactMatch | % | classname=UIButtonLabel S|
Errors should: | <add entry=

8. Select the new first locator (e.g. other than classname=U/Button). In this case,
that is text=Game[1].
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9. Repeat the Touch Locator procedure for any additional failures on validations in

your test clip.

TIP: While working in Touch Locator mode, delete any new app actions that
are inadvertently recorded. In some cases, if you are navigating between
views to get to the right element, more than one new action will be
recorded. You can recognize these unwanted actions by their out of order
action numbers (e.g. their names are not sequential to the action you

selected before entering Touch Locator mode).

10. Save the test clip and play the composition again.

Support for Accessibility Locators

As of SOASTA 57.07, TouchTest supports iIOS Accessibility Locators. Accessibility
Identifiers and Accessibility Labels are now available as locating strategies, finding Ul
elements on-screen in addition to text, classname, etc.

Accessibility Identifiers

NOTE: These instructions assume that Accessibility Identifiers have been

implemented in your Xcode.

To reach the Accessibility Identifier option:
1. Log into your CloudTest instance.
2. Select an existing clip or create a new one.
3. Inyour Clip, expand App Action > Tap.
4. In the Locator dropdown menu, choose the accessibilityidentifier= option.

v B App Actiond tap add: B 4R (B « 8 a8 UlCatalog - CI Target
v @ e

Locator | accessibilityldentifier=buttonOne - 8 5

Precision |~ -

sname=LIIRutton(2)] |

tapCount | <add entry>

il o

touchGount | 1

duration = 0.114972

¢

tapOffset 34.000000,13.000000

b

b 4B buitin-waitForGestureComplete Timeout Action: fall the parent |

& 3 Ann Actions tan aceessihilitvidentifier=hittonTwn 12.1177.0.13.0.01.0.0872...8LI0.0.2.0.3.0.000000 & UlCataloa - CI Tamat

For general information on the locator tool, please visit Using the Locator Tool.

Accessibility Labels

NOTE: These instructions assume that Accessibility Identifiers have been

implemented in your Xcode.
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To reach the Accessibility Label option:
1. Log into your CloudTest instance.
2. Select an existing clip or create a new one.
3. Inyour Clip, expand App Action > Tap.
4. In the Locator dropdown menu, choose the accessibilityidentifier= option.

® 7 @ AepActiontd tap g R
v @ w

Locator | accessibilityLabel=labelButtonTwo

ssnamasLIBuMtenl1l

1 P

]
tapCount | 399 0ntY>

touchCount | 1
duration | 0.066667
tapOfiset | 34.000000,16.000000

) P € builin-waitForGestureComplete Timeeut Action: fail the parent
1

For general information on the locator tool, please visit Using the Locator Tool.

Analyzing Results

Result Details has several methods for navigating through the test results. Click the
checkboxes in the cover flow to quickly display actions) only (within a single band,

track, test clip, or chain.

1. Expand the Navigation Tree until App Action1 is in display and then select it as

shown below.

Result Detalls Dashboard ) |, +

Result Detalls
Elemnent Status Element Typa Operation

= | A 3 AL 3
7 £ Draft of Gomposition for Stockfish King Gambit Declined ¢ | [[ | /' Completed - With No Effors | Total Components: 1 Total and Actions: 1 Error G ]
¥ £ Band1
¥ '_| Track 1

¥ |z Clip for SOASTA Demo iPad Stockfish copy-1
(=)_SOASTA Namn iPad Stockfish copy-1

Y

g App Action2 Band1 » Tracki » Clip for SOASTA Demo IPad Stockfish copy-1 » App Actioni

g App Actiond -

B 2ep pcons "~ Sery AR

g App Action5

g App Actiong General

B3 ~pp Action? Operation: tap Name: App Actioni
Start Time Response Time CPU Usage Memory Usage Battery Status Byte:
4.890 sec. 1.329 sec. 14% 289 MB 60% 0 K|

Waits And Validations [Z  Custom Properties

verifyElementText: Passed
verifyElementPresent. Passed NOW
buittin-waitForGestureComplete: Passed

TIP: Minimize the Monitored Device(s)s section to create more visual space on the
dashboard.
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2. In the Navigation Tree, select the clip element that had the validation. For

example, App Action1 (as shown above).

3. Inspect the information on the Summary tab for the selection. In the result

above, both the validations on App Action1 passed (using the replacement

locator text=Game[7)).

4. Click the first validation in the Waits and Validations section and then click the

Plus icon to expand the Output panel. Note that the replacement locator has

succeeded and the expected text, Game, is now validated.

Waits And Validations oo Custom Properties

Input oo | Output

Name:

Name: | Locator

Command:

Valpe: | classname=UIToolbarTextButton

Locator:
Expected:

Observed:

Name: | Tap Count

verifyElement Text
output-elementText
text=Game[1]

Game

Game
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5. Scroll down to view the captureScreenshot output defined for App Action1.
Note the Add Validation button below the captured shot. You can use this to

quickly add image validation using verifyScreenshot.

Output
Outputs

Name: | captureScreenshot

F———mr———)|

Note: Since we didn't check Only if there is an error in the Output form so a shot

of the success is included in this result for the given app action.

6. Click the second validation in the Waits and Validations section and then click
the Plus icon to expand the Output panel. Note that the original locator has

succeeded and the element is validated as present using it.

7. Click the Events List tab for the given selection to view action-related events,

including validations. Click the Details arrow to inspect any event's details.
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Event(s)

Event

Level

Info

Event Code

Validation: vstart

Description
Somy
P Details:
Starting validation "verifyElementText".

Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target:

“SOASTA Demo iPad Stockfish

9801

9801

Verbose

Info

Validation: vepass

Validation: vpass

v

copy=t

Validation of response body passed.

Band: "Band 1" Track: “Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target:

copy-1"
¥ Details:
Exact match:

Value matched:
Game

Validation verifyElementText passed.

Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target:

copy-1"

"SOASTA Demo iPad Stockfish

"SOASTA Demo iPad Stockfish

ing val jon "ver lement

Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target:

copy:1"

"SOASTA Demo iPad Stockfish

9801

Info

Validation: vpass

Validation verifyElementPresent passed.

Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target:

copy-1"

"SOASTA Demo iPad Stockfish

5601

9001

Info

Statistics

App Action: sent

App Action: stats

App Action completed.

Band: "Band 1" Track: "Track 1" Clip: "Clip for S0OASTA Demo iPad Stockfish copy-1" Target:

copy-1"
App Action statistics.

Band: "Band 1" Track: "Track 1" Clip: "Clip for SOASTA Demo iPad Stockfish copy-1" Target:

copy-1"
¥ Details:

"SOASTA Demo iPad Stockfish

"SOASTA Demo iPad Stockfish
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Appendix I: Using TouchTestIDs in Your Project Source Code

For developers, SOASTA TouchTest also provides the ability to define explicit mobile
app locators, known as TouchTestIDs (TTIDs) as an integral part of touch-testing.
TouchTestIDs (TTIDs) are provided as a means to make your tests more user-friendly
and readable. Once implemented, TouchTest gives preference to recording the

TouchTestID as the default locator.

Minimally, using TouchTestIDs requires the following source code modifications for
both iOS and Android projects:

1. An import statement in the view where TTIDs will be used (e.g. using the OS-
specific syntax required).
2. In any given view, call setTouchTestId and assign a string parameter to each view

that needs one.

Once TTIDs are added TouchTest gives preference to recording the TouchTestID as

the default locator. The use of touchTestId in Locators is described below.

Adding TouchTest™ IDs to An iOS App

For developers, SOASTA TouchTest™ provides TouchTest Driver to enhance mobile
app locators as an integral part of touch-testing. The use of touchTestId in Locators
is described below. For a much more advanced scenario, refer to the TouchTest

Advanced Tutorial.

Note: Use the touchTest1d conditionally in a manner that guarantees it is not
part of code that gets submitted to the App Store. This can be done in iOS
using Conditional Compilation such as the #ifdef/endif convention shown

below.

1. ldentify the source file where the view is initialized. One example of where

views can be initialized is in the Tocuhes app's method, awakeFromNib.


http://cdn.soasta.com/productresource/download/SOASTA_TouchTest_Advanced_Tutorial.pdf
http://cdn.soasta.com/productresource/download/SOASTA_TouchTest_Advanced_Tutorial.pdf

2.

Include the TouchTest™ header file in the source file with the initialization of
the view by using:

#ifdef TOUCHTESTDRIVER
#import "TouchTest Driver.h"

#endif

Next, call the setTouchTest1d method on each view that will be located.

The string parameter to touchTestId is the value that you want to be used to
locate the element, in this example we are defininig the

locators, yellowSquare, blueSquare and pinkSquare.

For example,

#ifdef TOUCHTESTDRIVER
[firstPieceView setTouchTestId:@’’yellowSquare’’];
[secondPieceView setTouchTestId:Q@’'’blueSquare’’];
[thirdPieceView setTouchTestId:@’"pinkSquare’’];
#endif

The selected (blue) lines in the screenshot below were added to the given

source file.

- (void)awakeFromNib

#ifdef TOUCHTESTDRIVER
[firstPieceView setTouchTestId:@"yellowSquare"];
[secondPieceView setTouchTestId:@"blueSquare"];
[thirdPieceView setTouchTestId:@"pinkSquare"];
#endif

[self addGestureRecognizersToPiece:firstPieceView];
[self addGestureRecognizersToPiece:secondPieceView];
[self addGestureRecognizersToPiece:thirdPieceView];




Note that in the example test clip below the touchTestDriverId is shown

where present.

@) (ela) (a]le] (El][E] (X)WL 19 L (] (s o) (@)
| Name |elalQ | | Target Mame | Operation | |
| App Actioni & My Touches Target tap id=yelowSquare
| App Action2 & My Touches Target tap text=2%
| | App Action3 & My Touches Target pan id=yelowSguare 101.000000,-5.000000

| App Actiond & My Touches Target tap id=blueSquare
| App Action5 =) My Touches Target tap id=blueSquare
| App Actiond =) My Touches Target pan id=blueSquare =105.000000,96.000000
| App ActionT 8 My Touches Target pan id=pinkSquare -B86.000000,-85.000000
| App ActionB =) My Touches Target pan id=blueSquare 108.000000,37.000000
| App Action8 & My Touches Target pan id=pinkSguare =18.000000,11.000000
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