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Testing software is very important, but not done well, resulting in problematic and erroneous software applications. The cause radicates from a
skills mismatch between what is needed in industry, the learning needs of students and the way testing is currently being taught at HEs and

VETs.

The goal of this proposalis to identify and design seamless teaching materials for testing that are aligned with industry and learning needs.

The main activities are related to the research in cognitive models for learning testing, the identification of industry needs of testing for the
training and knowledge transfer processes, the design and development of teaching testing capsules including the instructional materials that
take into account the cognitive models of students and the industry needs, and the validation of the teaching testing capsules developed during

the project.

These consortium of the ENACTEST project designed, developed, and validated 17 teaching and testing capsules during the project, which could be

easily integrated into the curricula of the partners and industry processes.

psules?

What are ENACTEST C
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The capsules are teaching materials for software testing education. These capsules
correspond to teaching materials that exploit gamification, learning environments;
and didactic materials such as slides, examples and exercises.
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In this context the ENACTEST project consortium is pleased to share on the second page of
this leaflet a brief description of the first capsules developed.

For more information, you can also consult our capsule repository, available on the
website: https://enactest-project.eu/capsules-repository/
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Accessibility testing ensures that digital products like websites and
applications are usable by people with disabilities, including visual,
auditory, motor, and cognitive impairments. It promotes inclusivity,
aligns with legal requirements, and enhances the user experience for
everyone. Accessibility testing evaluates whether a digital product
meets established accessibility standards, such as the Web Content
Accessibility Guidelines (WCAG), ensuring compatibility with assistive
technologies and accessibility for users with various needs.

Accessibility is crucial because it fosters equality, ensures compliance
with regulations, and broadens the reach of digital products to include
individuals with disabilities. WCAG provides a globally recognized
framework for accessibility, offering principles and guidelines focused
on perceivability, operability, understandability, and robustness.

European governments have incorporated WCAG standards into
regulations like the European Accessibility Act and EN 301 549,
mandating compliance for public and private sector entities. Various
tools assist in accessibility testing, including automated checkers,
screen readers, and browser extensions, streamlining the identification
and remediation of accessibility issues.

The course provides a structured approach to mastering accessibility
testing, from basic concepts to advanced techniques. Participants will
receive guidance on configuring a testing environment that integrates
accessibility tools and supports effective workflows. Real-world
scenarios will demonstrate how to test for accessibility, interpret
results, and implement fixes.

This capsule introduces as an essential practice in agile environments,
particularly for VET programmes focused on testing and cybersecurity.
Students will learn TDD-through practical examples, centered on a
conversion use case that evolves in complexity, allowing them to apply
the TDD cycle iteratively. Evaluation involves exercises that expand the
scenario, fostering deeper understanding and skills. The goal is to
analyse TDD’s usefulness and- effectiveness from both student and
teacher perspectives, using the GQM model, within the context of
programming courses. This-approach ‘equips learners with hands-on
experience in integrating TDD into real-world scenarios.

This capsule introduces students to Agile methodology and the Agile
Testing Quadrants, providing a foundational understanding of their
principles and practical applications. Learning is contextual, involving
real-world scenarios to.enhance comprehension and relevance. Students
will gain insights into categorising testing types to ensure comprehensive
solution coverage. Evaluation is based on a simulated development
project, where students act as Team Managers to define objectives,
organise team dynamics, and address functional and non-functional
testing. The goal is to assess Agile and Testing’s perceived usefulness and
effectiveness using the GQM model, focusing on VET programming
students and their development in this methodology.




	Slide 1
	Slide 2

