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We are thrilled to share the official video from our consortium, highlighting

ENACTEST. This project brings together the expertise of five EU countries,
driving innovation in the field of software testing.

Watch the video and learn more about the new discoveries in this area:

https://youtu.be/XYjs1DqfkeU

ENACTEST Project 

NEWS about the ENACTEST project!

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 proposal is to identify and design seamless teachingmaterials for testing that are alignedwith industry and learning needs.

Themain 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.



Automated state-based testing

This capsule, which is developed by RISE, is focused on teaching

state-driven model-based testing and how it can be automated. In

particular, the teaching material introduces the concepts and

practical applications of automated state-based testing using UML

(Unified Modelling Language) state machines. With teaching material

and practical exercises included in the capsule, students can learn

how to model software behaviour using state machines and

automate the test generation process to ensure the correctness and

conformance of software systems.

ENACTEST CAPSULES 

TestingRobotChallenge

TestingRobotChallenge is a serious game offering a learning
environment designed for software testing students. It focuses on

practicing test case design and implementation, raising awareness

about test automation tools, and enabling students to compare

manual vs. automated testing.

TSGame

The presence of test smells related to low-quality test cases is a

known factor contributing to problems in maintaining both test

suites and production code. The TSGame (Test Smell Game) capsule

provides a serious game where students can familiarize with test
smells by practicing with their detection and removal from JUnit test

code. TSGame has been implemented as a Web-based application

that allows a teacher to assign students test smell detection and

refactoring tasks that they have to accomplish in game sessions.

Upon completion of the tasks, they have the possibility to gain

rewards.

DeltaGUIChangeDetection

The aim of the Delta GUI Change Detection capsule is to increase

students’ awareness of the importance of delta changes in

regression testing and to improve their understanding of the

automated approaches that support delta change detection. It

consists of two automated testing tools.

The first tool is an explorative testing agent that generates

graphical user interface (GUI) models that show how users interact

with desktop, web and mobile applications. The second tool

performs automated change detection by comparing two versions

of these GUI models for the same software application.

What are them?

The capsules are teaching materials for software testing education. These capsules correspond to teaching materials that exploit

gamification, learning environments; and didacticmaterials such as slides, examples and exercises.

In this context the ENACTEST project consortium is pleased to share a brief description of the capsules developed.

For more information, you can also consult our capsule repository, available on the website:

https://enactest-project.eu/capsules-repository/


