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Mobile Service (Web, App)
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Performance test (Server Side)
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SW Testing

Trends 2018

ation
DeyOps

Combine Manual & Automated{Testing

Mobile Test Automation

APl & Services Test Autgmation

Intedxation



* Automated Testing

* Test Case Generation

I nte' | |9en_t TESt * Test Scripts Generation
AUtOmathn * Test Data Generation

and Ana|YtiCS » Maintaining & Reusing Test Scripts

Wlth Al/M |_ - Application Analytics: Predicting Apps Behavior, Areas and Levels
of Test
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Techniques aim to mimic human
behavior at a given task

Image Source: GRASP lab - University of Pennsylvania
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SOFTWARE TESTING
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ﬂtate variables (X): \

Position in track

Distance from track
edges along different

directions

Direction of heading

Current speed

/" Action Variables (Y):\
* Steering
* Acceleration

_/

o ° Brake y




» Imitation Learning =Xl = Markov Decision Process = & 2|
M= (5,ATr,pov)

* State space S

Problem - Action space A

Deﬁniti()n » Transition Probability T: S X A — S; T(st, ar) = P(S¢y1lSe ar)
* Reward function: 1: S X A — R;r(s¢, ag) = 1¢

- Initial state pg

* Temporal discount factor y
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Learning from a ) )
dataset of expert Active learning

demonstrations with an expert
v
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Behavioral
Cloning

) (

Apprenticeship
Learning
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Expert Play
Capture
Screen

Capture Touch

Analyze
Reward
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