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Testovanie

. Jednotkové

- Integracneé

. Funkcéné

. Akceptacné

.- Vykonnostné
. E2E

. BezpecCnostne




Jednotkove testovanie (JUnNit)

. Testujeme jednotky (najmensie funkcné celky)

. Integralna sucast vyvoja - pisSe ich programator co
implementuje danu funkcionalitu

. Kod musi byt napisany tak, aby bol testovatelny

. Napr. pri TDD (test driven development) najprv piSem testy,
az potom implementujem

. Testujeme logiku, hranicnée pripady, exception handling, atd
. Assert once



Zakladne principy jednotkoveho
testovania

. Testy maju byt jednoduché

. Testujte spravanie

. AAA — Arrange, Act, Assert

. Testy su deterministicke, izolované, nezavislé

Vv v

. 100%-line coverage vs e.g. branch coverage
. Testovat settery a gettery?



Jednotkoveé testovanie

nttps://junit.org/junitS/docs/current/user-quide/
nttps://github.com/DiUS/java-faker
nttps://site.mockito.org/
nttps://github.com/Juricek/jUnit_examples/



https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://github.com/DiUS/java-faker
https://site.mockito.org/
https://site.mockito.org/
https://github.com/Jur1cek/jUnit_examples/
https://github.com/Jur1cek/jUnit_examples/

GUI

. GUI je vzdy oddelené od aplikacnej logiky
. Swing, JavaFX, SWT, atd



Swing

Priamo v Jave
Lightweight
Komponentovy framework

MVC pattern:
Model — dada komponentu
- View — vizualna reprezentacia dat
Controller — pouzivatelsky input z view reflektuje do dat modelu



Event Listeners

) ) Listener
ActionListener

ComponentListener \. p—
ltemListener

KeyListener
MouselListener

addActionListener(this)

WindowlListener actionPerformed(Event)
AdjustmentListener v
ContainerListener ( )
MouseMotionListener Event Source

FocusListener




Event

. Obsahuje data o udalosti
. ActionEvent

. ComponentEvent

. [temEvent

. getActionCommand()
. getSource()
. getWhen()



Event handling

.-V samotnej triede
-V ingj triede

.- Anonymnou triedou
. Lambda vyrazom



Vnutorne triedy

. Trieda v triede
. Mo0ze pouzivat atributy ,vonkajsej” triedy, aj privatne
. ,Vnutorny” objekt je viazany na ,vonkajsi”

. MyOuter outerObj = new MyOuter();
. MyOuter.Mylnner innerObj = outerObj.new Mylnner();



Lambda vyraz

. label.addActionListener(event -> label.setText(,Hello!"));

. |ba ked pouzivame functional interface (SAM interface) —
obsahuje jednu abstraktnu metdédu (mdze mat’ aj iné typy)



Layout

Pridavanie widgetov (komponentov) do framu
Kreslenie 2D grafiky @

NORTH

VlIozenie obrazku

WEST CENTER

EAST

SOUTH

https://docs.oracle.com/javase/tutorial/uiswing/layout/visual.html



https://docs.oracle.com/javase/tutorial/uiswing/layout/visual.html
https://docs.oracle.com/javase/tutorial/uiswing/layout/visual.html

Layout managers

. Komponenty je standardné mozne vnorit do seba

. BorderLayout — jeden komponent na region, zvycajne
nerespektuje rozmery komponentov (default pre frame)

. FlowLayout — zlava doprava, respektuje rozmery
komponentov, wrapping (default pre panel)

. BoxLayout — podobne ako FlowLayout ale zhora nadol, nema
automaticky component wrapping

. GridBaglLayout -



Layouts

Pozor na dalSie specifika, toto je “default” spravanie
@ - o

NORTH

button 1

button 2

button 1 button 2 button 3 button 4 button 5

button 3
WEST CENTER EAST

button 4

button 5

SOUTH




BorderLayout

. Ako sa spravaju regiony?

. 1 komponent na region

. Ako je to s velkostou komponentov?
- |t depends..



Komponenty vo Swingu

. Background (JFrame, JPanel)

. Interactive components:
- JButton
. JLabel
. JTextField
. JTextArea
- JList



GUI vseobecne

Co sa stane ked nie¢o dlhsie trva?
Oddelujte data, aplikaCnu logiku a prezentacnu vrstvu
Pouzivajte vhodny vzor. MVC vs MVP vs MVVM vs ...

MVC MVP

— +— ™ Presenter o E—

Model changed User actions Model changed | User actions

Update model Update U Update model Update U

|
y y




Quiz time
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