CpSc 873

Assignment #2

Guided Inspection

The purpose of this assignment is to provide you with experience in the guided inspection technique. Form a team of 4 to 5 people from the class. Divide the team into two groups.  One group will work together to write test cases using the use case model as a basis. This group should complete exercise #1 at the end of chapter 3.

The other group should study the UML diagrams for the Brickles example. There are three sources for these diagrams: 2 chapters in the book, a Rose model and additional diagrams provided with this assignment. Rose is accessed on the department’s computer system by typing rose. The department has a single license for this product so please use it quickly and then release it so that others may access it.  The models to be used with Rose can be downloaded from these links: analysis.mdl and design.mdl. 

The guided inspection session should be conducted according to the rules described in chapter 3 of the text. The session should be scheduled so that all participants can be present.  

Write a brief report that summarizes the scenarios developed from the use case diagram.  It should include the risk analysis performed as described in problem #1 of chapter 3 in the text. The report should include a table that presents the variances found between the models. The table should have two columns. The first refers to the use case model and the second refers to the design model.  If something is in the use case model but not the design model, note the omission in the design model column. 

Use Microsoft Word and use the handin command to submit the assignment. (Details about using this command will be added to the page later in the week. ) Submit only one report per group.

Due: prior to 6pm Monday February 1, 1999.
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