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Introduction

There are various approaches when it comes to developing software. It is important to plan how the software will be coded and design what is needed first. This can be done with the use of design methods. These can include creating user stories, CRC cards or creating a wireframe of the website. After the software is designed it can be created but testing will need to be done to ensure that the software works sufficiently. There are various testing methods such as black box testing and white box testing. A web application to play connect 4 was designed as the connect 4 application was coded to see test the strengths and weaknesses of the approach that is being taken.
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It is important that the application is user friendly and also functional. To ensure that there was functionality in the application it was designed first using user stories, CRC grids and wireframe design examples.
User stories.
User story mapping was used to plan what would be needed of the application. It helped set out user activities, user tasks and user stories to help see what would be needed for the user and provide us with an idea on how to implement them. From the user stories, it can be seen what is expected of the connect 4 application.
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In the user stories here. It is shown that the first release of the connect 4 application would allow the user to play against their friends with plans to implement a feature for them to play against a bot in the second realise and a feature to play against random players in release three. 


CRC cards

The “as a [blank], I want...” structure was used so the CRC cards can be defined to provide an idea with what cards will be needed to ensure that the data is not wasted by duplicate cards. The details on the card are adequate as it is easy to follow. Developers should be able to follow it to create the connect 4 code and have it tested since the CRC cards do include everything that is expected for connect 4. The responsibilities in the CRC cards of the classes follows the criteria that was identified in the user stories. For example, there is a user story on creating the grid and the is a CRC card for the grid class and one of the responsibilities there is to create a build and display a grid. Another of example criteria that the user stories identified that was then implemented would be that the one of the criteria’s that the user stories identified was to allow a player to capture a piece. There is a CRC card that is about capturing the pieces. The classes that were implemented here are classes that would be used in the code for the software. For example, the Grid class was stated in the user stories and in the code, the grid was used and did exactly what it said it would do in the responsibilities in the CRC cards.
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Wireframe
Wireframe designs of how the website were going to look was also designed. These were designed in accordance with the criteria that the user story identified. The wireframe designs has features that were included in the user stories. For example, it includes rooms for the user to play against other players. Release three of the user stories identified the need to allow players to play against random players.
[image: ]

Final thoughts on the design process
The overall process of designing a connect 4 game went well. The group communicated well overall  to come up with the user stories which was then converted into CRC cards. The team did well to proof read eachothers work to make sure what was written is correct and goes with the rest of the plans. While the team did have a sufficient amount of meetings to design Connect 4. More meetings could have been planned to improve the efficency of the work. 
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When it comes to coding software, it is important to make sure the software is tested to ensure that all the features work as well as ensuring that there are no errors once it is published. All the features in the software must be tested to ensure that there are not any errors and then fix any errors if there are any errors found. This would make the software more efficient. Testing the software can also reduce any costs on having to fix any errors that are found in the future after the software is put out into the public. The longer it takes to fix any bugs in the software, the more it will cost. It is important to find any bugs in the software as early as possible as it is very cheap to fix in the later stages, but it can cost a lot more in the later stages such as after the release. Static testing is when code is tested when the code is not running. This could just be looking at the specification or looking over the design and code and reviewing them. Dynamic testing is performed using the software while the software is running. 
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There are many different methods for software testing such as black box testing and white box testing. Black box testing in software is data driven. It does not bother with how the code internally is written. It is more focused on looking at the software’s behaviour to see if it is within accordance to the specification. There are two types of black box testing are functional testing and non-functional testing
Functional testing is one of the types of black box testing. This is normally done to test the applications behaviour and the features on the application. In this test a set of inputs would be given, and a button will be clicked to see if the correct data is displayed. For example, put 4+4 in a calculator and see if it outputs 8.
Non-functional testing does not have any relations to a specific function as it is more interested in the overall performance of the software. The systems operations would be tested instead of the systems behaviours and features. 
Test strategy
There are various testing strategies such as the test to pass and the test to fail.
One of the first tests that are performed on the software would be the test to pass. This test is to see of the if certain features work and should not break any of the code. The user should have an idea on what the input should be and have an idea on what the output should be judging by the input. This is the happy path that is being tested and it should pass. This is normally the first test that is performed.
Another strategy for testing is the test to fail. This method is designed to force bugs to come out and reveal themselves. The goal of this strategy is to see if the code can be broken. This method is referred to as error-forcing as well. This strategy is normally performed after the test to pass method. Examples of this would be to enter invalid inputs. Maybe put numbers in a text only field.


Data Testing

Functionality testing is one of the testing types in black box testing. There are various ways to test the data input on functionality testing. They can be done by clicking buttons such as the add button. The text that has been entered is also an example of test data input. This could be a name. The numbers on a spreadsheet can also be tested. The data being output will also be tested. The output data being tested would be the file created as well as the data being written into the database.	

Performance testing
Performance testing would be non-functional testing and there is a lot of variety of tests to perform when it comes to performance testing.
Repetition testing is one of them. This is the process of performing the same action again and again. 
Stress testing is when the code is being run in the least ideal conditions. Like being ran on a slower CPU or being ran with low memory. Applications will be running on the lowest spec hardware’s as those are the ones a lot of the customers might be using.
Load testing is a test where the largest files possible are tested. The goal is to feed the software with the maximum that it can handle. 
Usability testing is also another test that should be performed on the application to ensure that the software is usable. End users will test this application to look for any errors.
Fuzz testing is the test where the software would be given invalid data to test to see how it reacts to that.
Race conditions and bad timing is specific to a select few languages in various scenarios. This will perform multiple actions at once. For example, being able to click buttons as a file is being loaded by the software.
Security testing is also an example of performance testing that is quite essential as it can make the software more secure from attacks as it will face risk of being attacked once the software is being put in the public.



Advantages 
There are many advantages to black box testing such as the fact that users do not have to have much technical knowledge on the software to test the software as it is mostly about testing the software from the perspective of the user. 
An advantage is that there is no need for the tester to access the software code.
The testing of the software and the development of it are both independent activities so the testing is done once the development of the software is complete. This separates the perspective of the user with the perspective of the developer.
Another advantage of black box testing is that after the specification and before the development, the testers can generate test cases as opposed to doing it during the development or after the code is finished.
Disadvantages
There also a few disadvantages to black box testing. For example, the coverage on it is limited as only a select amount of test cases are done. 
There is also a risk that the testing is inefficient as the person testing the software might only know a limited amount about the software so might not be able to test everything. 
Another disadvantage is that specific parts of the code might not be able to be targeted to have tested by the tester so the coverage might be a bit blind.
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White box testing is also known as logic-driven testing. This is software technique where the software internal structure would be examined so the flow of what is being input and output can be verified which well then help the usability, security and the design of the software improve. There is a risk that the tests being performed are tailored to suit the operation of the code as opposed to doing what is being required due to the tester being biased. Ensuring the applications workflow is verified is one of the goals for white box testing.
White box testing does test the low-level functions in the software as well as the libraries. The top-level software can be tested too with the test cases being adjusted depending on the code’s operation. White box testing will also use real variables and state information taken from the code. These would help to test if those are correct.  
White box testing will test:
· The internet security,
· The paths structured poorly or broken paths
· The flow of inputs in the code 
· The output that is expected
· The conditional loops functionality
· Each functions, objects and statements on individual basis.
White box testing is done at various levels of the development of the software. These levels are the system, unit and integration levels. Inputs will be tested to see if it results in an expected output or not. If the output is not the expected output, then there is a chance that there is a bug.

Unit testing
There are various types of white box testing.
Unit testing is one of the testing types used for white box testing. This test is normally performed first on software. This is performed as each bit of code is being developed.  Each function or object would be tested before on going the unit testing as it will help find more bugs that could be in the software while early in the lifecycle of the development of the software. Arrays of characters that are converted into a string by a utility function is an example of what could be tested in unit testing. This method will ensure the functions in the software are working as they are expected. Unit tests are used by many software developers. These tests would normally be performed throughout the development of the software. The units that are being tested could be individual functions, objects, modules, procedures or methods. This is a white box testing method that the developers would perform. Unit testing is also the first level of testing that is performed and then the integration testing would come after in the SDLC, STLC and V model.
There are many reasons to use unit testing. One of these reasons is that it will reduce expenses spent as it will detect bugs early in the software’s development allowing it to be fixed earlier as opposed to finding it later in the development and having to spend more to fix this issue. Changes can be made more quickly as the software developers would have a better understanding of the testing code base. There are two types of unit testing and these are manual and automated.

There will also be tests for memory leaks. Applications running slow can be due to memory leaks. It could be very important to get a QA specialist that is experienced when it comes to having memory leaks detected when the software is running slow.

Path testing
One basic white box testing method is path testing. This is testing method will test each branch of the code is tested to ensure that all the executable path is covered. Programs might have various points that the user can use to exit or enter the program. Path testing will allow all these points to be covered which means that there will be maximum coverage. The test cases will be defined judging on the software’s logical paths or the flows in the software. The number of redundant tests that developers would have to perform will decrease with the use of path testing.
This is the flow diagram for the connect 4 game showing the various paths.
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Advantages 
· One advantages of white box testing is that the code will be more optimized. More errors will be found if and will be able to be fixed which would result in the code being more optimized. 
· Since the tests in white box testing is done by the developers. This would mean that they have knowledge on the code so they can easily decide which type of data will be needed to test the software in the most effective way.
· An advantage of white box testing is also that it can allow the tester to remove lines of code which could result in hidden defects coming to light.
· The tests in white box testing will also have more coverage than black box testing would get as it is being tested by people who have knowledge of the code so the tests scenarios should be able to get maximum coverage.
· Another advantage of white box testing is that they can be automated easily.
· The white box testing method is also thorough as it does cover all the code paths.

Disadvantages
· There are also many disadvantages with white box testing 
· One of these disadvantages is that it can be expensive as well as complex to perform. The fact that skilled testers are needed to perform the tests will increase the costs of the tests in white box testing which can make it more expensive than black box testing.
· Another disadvantage is that professional resources are required and a fair amount of understanding with the software and implementing the software is needed. 
· The time it takes to perform white box testing which is also a disadvantage as it is time consuming. The larger the application then the longer it will take, and it takes a fair amount of time to completely test big software. It is not possible to look at all of the code and test everything sometimes so there is a chance that some paths might not be tested.
· The white box testing is mostly done by developers are not that detailed and it can lead to errors with the production.
· 

[bookmark: _Toc60935371]Testable code 

What is testable code
Testing the code should be as quick and as easy as possible to test. It would be ideal to know why a test fails so the error can be fixed sooner. This would verify the behaviour of small units in the code.  There are various practices to creating testable code such as making sure the code is readable or making the object construction simpler or working with dependencies. Good testable code can be made by following the SOLID principles. For example, ensuring that the code has been split into small blocks that are oriented around specific tasks. These lines should not be too long.
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These series of tests should display examples of how each of the testing methods were used to test the code.
Functionality Tests
Functionality testing is a black box testing method that was used to test the Connect 4 game.
	Test no.
	Input
	Expected Result
	Actual result

	1
	Player 1 name
	The game should ask the user for their name and display the name input whenever referring to this player till the game ends
	The game asked the user for their name and displayed the name that was input till the end of the game.

	2
	Player2 name
	The game should ask the user for their name and display the name input whenever referring to this player till the game ends
	The game asked the user for their name and displayed the name that was input till the end of the game.

	3
	Display the grid
	When the game starts there should be a grid displayed.
	A grid was displayed once the game started

	4
	Placing a counter
	The user should be able to place a counter on the grid in a column of their choice.
	The user was able to place a counter on the grid where they requested.

	5
	End game as a tie
	The game should end as a draw when the board is full, but no one got 4 in a row
	The game ended when the board was full, and no player got 4 in a row.

	6
	Game ending when there is 4 in a row
	The game should end when one player gets a 4 in a row
	The game ended when one player got 4 in a row.





Unit test case steps

	Test ID.
	Test Case
	Test Condition
	Expected Outcome 
	Actual Outcome
	Pass

	1
	Test to see if the player can input their name
	Enter the players name
	The name should be displayed when it is that players turn
	The name is displayed when it is that players turn
	Y

	2
	Test to see if the grid is displayed
	Press enter after player 2 has entered their name
	A grid should be displayed
	A grid was displayed
	Y

	3
	Test to see if a player can drop a counter in their selected column
	Select 1 to enter it in the 1st column
	The counter should drop in the first column
	The counter dropped in the first column
	Y

	4
	Test to see if the game checks for a counter below before a player drops a counter
	Drop a counter on the same column as another counter
	The counter should go on the row on top the counter below it
	The counter went on the row on top the counter below it
	Y

	5
	Test to see if the game says the column is full when a player tries to place a counter on a column that is full
	Drop a counter on a full column
	There should be a message saying the role is full
	There was a counter saying the row is full.
	Y

	6
	Test to see if the game ends when there is a 4 in a row
	Have 1 player get 4 in a row
	The game should end, and the active player should be announced as winner
	The game ended and the active player was announced as winner
	Y

	7
	Test to see if the player can play again 
	Press 1 to play again when the messaged asking if the player wants to play again is received
	The player should play again with the loser starting first
	The player did play again with the loser starting first
	Y

	8
	Test to see if the game ends 
	Press 2 to end the game when the messaged asking if the player wants to play again is received
	The game should end
	The game ended
	Y

	9
	Test to see if the game ends in a draw when the board is full
	Fill the board with counters with no 4 in a row
	The game should end as a draw
	The game ended as a draw
	Y
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What is version control
Version control is a key tool in the software development process. It is used by many software developers. This is used so changes made in the software can be tracked. Software developer teams will use version control as it will allow them to manage the changes being made to the source code as time goes on. This will also allow fellow developers to work together using the latest version of the code. 
Every change made in the software will be tracked and be put into a special database. The developers would be able to go back and look at the earlier versions of the code if any errors were made allowing the error to be fixed with minimal impact on the other developers in the team being disrupted. 
Version control will use a file tree which is a folder structure that will organise all the new projects code or software components that the developers would have been working on. The developers will be working on different parts of the project. For example, one of the developers might be working on implementing a new feature to the software while a different developer works on fixing bugs in the software. The changes made by these developers will go on different parts of the skill tree.
Even when working independently, it is still a good idea to use version control as it does not take too long to set up a repository for the code. It can then be cloned and put into a server if needed to share with someone.
Advantages
· The source code is protected by version control to avoid any issues that could result in harmful consequences for the code. The master version of the software should be on the server so the developers would always be able to use that if anything happens to the bit of code that they are developing.
· Using version control would allow the developers to reduce the time spent developing the software and the number of successful deployments would increase due to the increase of development environments. 
· Version control will improve the workflow for software developers. Developers can work on the same file at the same time so this reduces the time that would have been lost waiting for it to be free to use. The changes made to the files will then be merged to make a common version of the file.
· The workflow will also be safer with the use of version control as code can be committed in small testable increments easily. The code can be backed out effortlessly if there are any issues caused
· Version control also allows developers to experiment with the code a bit more as there is a lot less risk of the work being ruined as the work can always be reverted to a version that works. A copy of the code can just be cloned from the master repository.	
· When there are issues found with the software, the developers can look at previous versions of the software, so they can discover when the issue was first turned up. The developers can then look at the code and see what has caused the error and come up with a solution to fix it.
· Version control will allow multiple versions of the software to be managed which will be useful for developers when there are more than one stream of the software development progressing without meddling with the other streams. Some developers will have a tested version of the software while others will have a version of the software that is still being developed.

Disadvantages
· One of the disadvantages of version control is that traditional models might not be as sufficient for remote workers, outsourced teams or distributed teams as they will need to have access to the server so that it can be used by them. These workers might not be able to have access the server. However, better internet access might make this issue less severe.
· Version control might not be the most flexible. Creating a copy of the repository might be difficult as it is impossible for a repository to merge with another repository unless extra tools are used.
· The software developers will not be able to save any versioned changes if the main server is down when using centralized version control systems.
· There is a risk of losing the history in the database if the central database gets corrupted due to security issues in centralised version control systems.
· When working on a distributed version control system, one disadvantage is that new developers that are not as experienced with using might find it hard to learn to use.
· Another disadvantage is that when it can take a long time to clone a big project that has a lot of history on distributed version control systems. It can also take up a lot of space.

Final thoughts on Version control.
The statement about “version control software is a key tool in the software development process” is correct as there are so many advantages to using it. Especially when working in a team as it allows the workflow to increase and will ultimately result in a more productive team. It is a good idea to use version control as it can safely sav any code that was created as the developers can always go back to a working version of the code if there are any issues with the code.



Git
There is various version control software. Git is an example of one of these. Git is one of the most popular version control systems used. This could be since it is open source, and it is also free which makes it more accessible for anyone. However, the security might lack, and it is not possible to scale.

Here is git being used for the Connect 4 code.
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[bookmark: _Toc60935374]Conclusion

Many various approaches when it comes to designing and testing software in this report. The Connect 4 game has been designed sufficiently using the appropriate methods such as user stories, CRC cards and wireframes which was then used to develop the code following the design. Various testing methods were also looked at such as the white box and black box testing methods. Version control was also covered it concluded that the phrase “Version Control software is a key tool in the software development process” was correct. 
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using System;
using System.Collections.Generic;
using System.Linq;
using System.Text;
using System.Threading.Tasks;

public struct PlayerDetails
{
	public String Name;
	public char playerID;
};

namespace Connect4
{
	class Program
	{
		static void Main(string[] args)
		{
			PlayerDetails FirstPlayer = new PlayerDetails();
			PlayerDetails SecondPlayer = new PlayerDetails();
			char[,] board = new char[9, 10];
			int counterDrop, win, full, playagain;

			Console.WriteLine("Are you ready to play Connect 4");
			Console.WriteLine("May player 1 please enter their name: ");
			FirstPlayer.Name = Console.ReadLine();
			FirstPlayer.playerID = 'X';
			Console.WriteLine("May player 2 please enter their name: ");
			SecondPlayer.Name = Console.ReadLine();
			SecondPlayer.playerID = 'O';

			full = 0;
			win = 0;
			playagain = 0;
			DisplayBoard(board);
			do
			{
				counterDrop = PlayerDrop(board, FirstPlayer);
				CheckBellow(board, FirstPlayer, counterDrop);
				DisplayBoard(board);
				win = Check4(board, FirstPlayer);
				if (win == 1)
				{
					PlayerWin(FirstPlayer);
					playagain = restart(board);
					if (playagain == 2)
					{
						break;
					}
				}

				counterDrop = PlayerDrop(board, SecondPlayer);
				CheckBellow(board, SecondPlayer, counterDrop);
				DisplayBoard(board);
				win = Check4(board, SecondPlayer);
				if (win == 1)
				{
					PlayerWin(SecondPlayer);
					playagain = restart(board);
					if (playagain == 2)
					{
						break;
					}
				}
				full = BoardFull(board);
				if (full == 7)
				{
					Console.WriteLine("Looks like the board is full. Guess it is a draw");
					playagain = restart(board);
				}

			} while (playagain != 2);
		}
		static int PlayerDrop(char[,] board, PlayerDetails activePlayer)
		{
			int counterDrop;

			Console.WriteLine(activePlayer.Name + "'s. It is your turn");
			do
			{
				Console.WriteLine("Enter a number between 1 and 7 to select a column to drop your counter: ");
				counterDrop = Convert.ToInt32(Console.ReadLine());
			} while (counterDrop < 1 || counterDrop > 7);

			while (board[1, counterDrop] == 'X' || board[1, counterDrop] == 'O')
			{
				Console.WriteLine("That is a full row sorry. Try a different one: ");
				counterDrop = Convert.ToInt32(Console.ReadLine());
			}

			return counterDrop;
		}

		static void CheckBellow(char[,] board, PlayerDetails activePlayer, int counterDrop)
		{
			int length, turn;
			length = 6;
			turn = 0;

			do
			{
				if (board[length, counterDrop] != 'X' && board[length, counterDrop] != 'O')
				{
					board[length, counterDrop] = activePlayer.playerID;
					turn = 1;
				}
				else
					--length;
			} while (turn != 1);


		}

		static void DisplayBoard(char[,] board)
		{
			int rows = 6, columns = 7, i, ix;

			for (i = 1; i <= rows; i++)
			{
				Console.Write("|");
				for (ix = 1; ix <= columns; ix++)
				{
					if (board[i, ix] != 'X' && board[i, ix] != 'O')
						board[i, ix] = '*';

					Console.Write(board[i, ix]);

				}

				Console.Write("| \n");
			}

		}

		static int Check4(char[,] board, PlayerDetails activePlayer)
		{
			char XO;
			int win;

			XO = activePlayer.playerID;
			win = 0;

			for (int i = 8; i >= 1; --i)
			{

				for (int ix = 9; ix >= 1; --ix)
				{

					if (board[i, ix] == XO &&
						board[i - 1, ix - 1] == XO &&
						board[i - 2, ix - 2] == XO &&
						board[i - 3, ix - 3] == XO)
					{
						win = 1;
					}


					if (board[i, ix] == XO &&
						board[i, ix - 1] == XO &&
						board[i, ix - 2] == XO &&
						board[i, ix - 3] == XO)
					{
						win = 1;
					}

					if (board[i, ix] == XO &&
						board[i - 1, ix] == XO &&
						board[i - 2, ix] == XO &&
						board[i - 3, ix] == XO)
					{
						win = 1;
					}

					if (board[i, ix] == XO &&
						board[i - 1, ix + 1] == XO &&
						board[i - 2, ix + 2] == XO &&
						board[i - 3, ix + 3] == XO)
					{
						win = 1;
					}

					if (board[i, ix] == XO &&
						 board[i, ix + 1] == XO &&
						 board[i, ix + 2] == XO &&
						 board[i, ix + 3] == XO)
					{
						win = 1;
					}
				}

			}

			return win;
		}

		static int BoardFull(char[,] board)
		{
			int full;
			full = 0;
			for (int i = 1; i <= 7; ++i)
			{
				if (board[1, i] != '*')
					++full;
			}

			return full;
		}

		static void PlayerWin(PlayerDetails activePlayer)
		{
			Console.WriteLine(activePlayer.Name + " HAS DONE IT, " + activePlayer.Name + " GOT 4 IN A ROW");
		}

		static int restart(char[,] board)
		{
			int restart;

			Console.WriteLine("Wanna play again? Heck yes(1) Heck no(anything else lmao): ");
			restart = Convert.ToInt32(Console.ReadLine());
			if (restart == 1)
			{
				for (int i = 1; i <= 6; i++)
				{
					for (int ix = 1; ix <= 7; ix++)
					{
						board[i, ix] = '*';
					}
				}
			}
			else
				Console.WriteLine("Thanks for playing!");
			return restart;
		}
	}
}
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Shamu@HSI MINGW6S ~
s 1s
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ansel/
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Favorites/
IntelGraphicsProfiles/
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"Local Settings'e
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"My Documents'e
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NTUSER. DAT{9b5 c5731-19d0-11eb-ae30-FLFL47FLcF53}. TH. b1F

NTUSER. DAT{9b5 c5731-19d0-11eb-ae30-FLFL47FLcF5 3}. THContainer0000000000000000000.
L.regtrans-ms

NTUSER. DAT{9b5 c5731-19d0-11eb-ae30-FLFL47FLcF5 3}. THContainer0000000000000000000.
2.regtrans-ms
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SendToa

Source/
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ShamugHSI MINGH6S ~
$ cd "C:\Users\shamu\source\repos\c4"

Shamu@HST MINGW64 ~/source/repos/c4
s 1s
c4/ c.sIn XUnitTestProjectl/

Shanu@iSI MINGH64 ~/source/repos/c4
s git init
Initialized empty Git repository in C:/Users/shamu/source/repos/ci/.git/

Shanu@iSI NINGW6 ~/source/repos/c4 (master)
$ git remote add origin https://github. con/ShanuelHashan/connectd. git

Shanu@iST NINGW6 ~/source/repos/c4 (master)

s git remote -v.

//github. com/ShamueTHashan/connectd. git (Fetch)
//github. com/ShamueTHashan/connectd. git (push)

Shanu@HSI NINGW6 ~/source/repos/c4 (master)
$ git add .

Shanu@iST NINGW6 ~/source/repos/c4 (master)

$ git commit -m "First commit”

[master (root-commit) 2bd2dsf] First commit

136 files changed, 5507 insertions(+)

create mode 100644 .vs/c4/DesignTimeBuild/. dtbcache.v2
create mode 100644 .vs/c4/v16/.suo

create mode 100644 .vs/c4/v16/TestStore/0/000. testlog
create mode 100644 .vs/c4/v16/Teststore/0/testlog. manifest
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create mode 100644 XUnitTestProject1/obj/Debug/netcoreapp3. 1/XUnitTestProjectl. ~
csproj. FileListabsolute. txt

create mode 100644 XUnitTestProjectl/obj/Debug/netcoreapp3. 1/XUnitTestProjectl.

csprojAssemblyReference. cache

create mode 100644 XUnitTestProject1/obj/Debug/netcoreapp3. 1/XUnitTestProjectl.

an

create mode 100644 XUnitTestProject1/obj/Debug/netcoreapp3. 1/XUnitTestProjectl.

genruntimeconfig. cache

create mode 100644 XUnitTestProject1/obj/Debug/netcoreapp3. 1/XUnitTestProjectl.
pdb

create mode 100644 XUnitTestProjectl/obj/XUnitTestProjectl. csproj. nuget. dgspec.
json

create mode 100644 XUnitTestProject1/obj/XUnitTestProjectl. csproj. nuget.g. props
create mode 100644 XUnitTestProjectl/obj/XUnitTestProjectl. csproj. nuget. g. targe
ts

create mode 100644 XUnitTestProject1/obj/project. assets. json

create mode 100644 XUnitTestProject1/obj/project. nuget. cache

create mode 100644 c4.sTn

create mode 100644 c4/Program. cs

create mode 100644 c4/bin/Debug/netcoreapp3. 1/cé. deps. json

create mode 100644 cé/bin/Debug/netcoreapp3. 1/cs.d11

create mode 100644 c4/bin/Debug/netcoreapp3. 1/cé. exe

create mode 100644 c4/bin/Debug/netcoreapp3. 1/cé. pdb

create mode 100644 c4/bin/Debug/netcoreapp3.1/cé. runtimeconfig. dev. json

create mode 100644 c4/bin/Debug/netcoreapp3.1/c4. runtimeconfig. json

create mode 100644 c4/c4. csproj

create mode 100644 c4/obj/Debug/netcoreapp3.1/. NETCoreApp, Version=v3.1. Assenbly
Attributes. cs

create mode 100644 c4/obj/Debug/netcoreapp3. 1/cé. AssenblyInfo. cs

create mode 100644 c4/ob3/Debug/netcoreapp3. 1/cé. AssenblyInfolnputs. cache
create mode 100644 c4/obj/Debug/netcoreapp3.1/cé. assets. cache

create mode 100644 c4/obj/Debug/netcoreapp3.1/cd. csproj.CoreConpileInputs. cache
create mode 100644 c4/obj/Debug/netcoreapp3.1/ca. csproj. FileListabsolute. txt
create mode 100644 c4/obj/Debug/netcoreapp3.1/cé. csprojAssenblyReference. cache
create mode 100644 c4/obj/Debug/netcoreapp3. 1/cé.d11

create mode 100644 c4/obj/Debug/netcoreapp3. 1/cé. exe

create mode 100644 c4/obj/Debug/netcoreapp3.1/cd. genruntimeconfig. cache

create mode 100644 c4/obj/Debug/netcoreapp3. 1/cé. pdb

create mode 100644 c4/obj/c4. csproj. nuget. dgspec. json

create mode 100644 c4/obj/cé. csproj. nuget. g. props.

create mode 100644 c4/obj/cé. sproj. nuget. g. targets

create mode 100644 c4/obj/project. assets. json

create mode 100644 c4/obj/project. nuget. cache

shamu@VSI MINGW64 ~/source/repos/c4 (master)

$ git push origin master

Logon failed, use ctrl+c to cancel basic credential prompt. )
error: unable to read askpass response from 'C:/Program Files/Git/mingw64/libexe
/git-core/git-gui-—askpass’ i .

Username for 'https://github.com’: shamuelmiah7@gmail.com

remote: Tnvalid usernane or password. i
fatal: Authentication failed for 'https://github. con/ShanuelHashan/connects.git/

shamu@MSI MINGW64 ~/source/repos/c4 (master)

$ git push origin master

Logon Failed, use ctrlvc to cancel basic credential prompt.

error: unable to read askpass response from 'C:/Program Files/Git/mingw64/libexe
/git-core/git-gui-—askpass’

‘shamuelmi ah7egnail. com
Enumerating objects: 163, done.

Counting objects: 100% (163/163), done.
Delta compression using up to 12 threads

Compressing objects: 100% (146/146), done.

Writing objects: 100% (163/163), 1.39 Mif | 161.00 Kik/s, done.
Total 163 (delta 85), reused 0 (delta 0), pack-reused 0
remote: Resolving deltas: 100% (85/85), done.

To https://github. con/ShanuelHashan/connectd. git

* [new branch] master - master

Shamu@HST NINGW64 ~/source/repos/c4 (master)
s
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