Software Engineering II
CS 342 - Spring 2013
Instructor:
Email:

George Thomas
thomasg@uwosh.edu

Office Hours:

MTWR
1:45-3:00
Or by appointment

Lectures:
Lab:

M
W

Office:
Phone:

4:05-5:30,
4:05-5:30,

Halsey 218
424-2069

HS 208
HS 101C

Prerequisites: CompSci-271 and CompSci-341, each with a grade of C or better.
Course Website:

UWO D2L

Note: If you have special needs, please come and talk to me at the end of the first
class.

Perspectives on this Course
1. Our Advisory Board Perspective
In their bi-annual report/analysis of the department, the advisory board stated:
“Communications skills are needed as graduates are launched into positions where the
majority of interactions may not be with technical associates. Technology solutions
often interface with diverse business constituents in sales, marketing, production,
management and financial areas. The Advisory Board particularly emphasized the
importance of students learning to work successfully as part of a team on a large
project. This ability to collaborate with others, in distributed and asynchronous
fashions, is absolutely essential in software development. Collaboration tools facilitate
communication; however, students should develop a mindset that rigorous standards
and procedures must be employed as a matter of course in large-scale software
development projects. These include the ability to write requirements documents,
understand how to model the design of software at a high level of abstraction, and
recognize the importance of collaborative version control strategies. For the UWO-CS
department, developing more detailed guidelines for student work that would be
shared among courses throughout the curriculum might be one way of better instilling
a `cultural mindset’ in students that will better prepare them for whatever workplace
they enter after graduation. “
In an email sent to the department chair, one of the board members, who has hired
several of our students, stated: “What I've found is that the key differentiator for me is
whether the person has a drive to learn and work through problems. Beyond that, it
doesn't matter whether the person knows a particular language or framework, because
that kind of knowledge can be acquired if the person has the drive to do so. I watched
successful-graduate-X and successful-graduate-Y go full steam ahead with only
occasional guidance from me, and I've watched others flounder and sit passively

1/4

waiting for someone to show them what to do or type next! Some did not even bother
googling for the answers to the problems they encountered (not even to search for the
exact error message they got). Some would cut and paste code in the hopes it would
just work, and then when it wouldn't, they would sit back not having the least clue why
(nor would they have the interest to try to understand what they'd just pasted).”
2. The course outcomes
After completing this course, it is expected that you will be able to:
• Apply agile development processes and techniques to a significant software
development project.
• Apply a variety of software engineering methods, techniques, and tools to the
development of a significant software project.
• Develop a work breakdown structure and task set for a given project or phase
thereof.
• Use appropriate techniques to identify and refine requirements for a significant
software development project.
• Work effectively as a member of a development team.
• Establish an atmosphere of trust and mutual commitment with co-developers.
• Establish an atmosphere of trust and mutual respect with user representatives.
• Conduct effective technical walk-through and code review sessions with peers.
• Establish effective communication plans with clients and co-developers.
• Create and contribute work product to project repository as assigned.
• Document personal project experience, including key project elements and
learning moments, for post-mortem project review.
• Create and fulfill commitments to project tasks.
• Distinguish among different software design and testing strategies, and identify
appropriate strategies for a given project.
• Having identified appropriate design and testing strategies, apply them in
implementing a project.
• Seek timely assistance from others when individual efforts to resolve problems
have been unsuccessful.
• Ability to design and create software that meets the defined needs of users.
3. The instructor perspective:
You're working on assorted projects -- often simultaneously with different teams of
software developers (programmers, engineers, architects, etc). I am your overall
project coordinator/client. My job is to appropriately define in conceptual terms the
projects you're working on. You already have been introduced to most of the ``theory''
you need to know for designing and implementing the project.
During
lecture/discussion sessions, we will cover some more.
My role will be to point the way, make suggestions, or briefly introduce certain concepts
and techniques; it is your job to diligently follow up, research and investigate, and
implement, following a software process, the projects you have been assigned.
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The primary objective of this course is to give you practice and perspective on intensive coding
projects that are done using the software engineering principles you have been exposed to.
For at least the first part of the course, we will use the Android Platform (and possibly other
technologies) as a test bed for these projects. This course is a project-based course on software
engineering and does NOT teach you Android Programming. Expect to have to learn and
pick up the knowledge you need along the way. I will provide some pointers but actual
lecturing on the technical material will be very minimal and definitely inadequate to
learn/master Android Programming.
Course Grading/Assessment Policies
The philosophy underlying the approach we will use is, in software development
vernacular, often called the scrum methodology. You will be involved in multiple miniprojects. Some of these may be phases of larger projects.
The mini-projects will expose you to:
• Learning about tools and techniques that help you work successfully as part of a
team whose members must often be productive in a remote and asynchronous work
relationship.
• Developing a project from the ground up, employing a variety of design patterns.
• Jumping into an existing project and having to figure out how to add features or
improvements to it.
You will be on different teams for each mini-project. You will receive a grade for your work
on each mini-project. You must get passing grades in ALL mini-projects to get an overall
passing grade in this course.
We will use the following numerical mapping for mini-project grades:
Numerical Score
4.33
4.00
3.67
3.33
3.00
2.67

Grade
A+
A
AB+
B
B-

Numerical Score
2.33
2.00
1.67
1.33
1.00
0.67

Grade
C+
C
CD+
D
D-

Your final course grade will be the average of your grades in each mini-project, as long as
you get a passing grade in each mini-project, with the exception that all final A+ course
grades will be rounded down to A grades as per University policy. We will compute the
average of your numerical scores and then assign you the highest final grade that
your numerical score equals or exceeds. We will not round up any scores. This means
that to get an A in this course, you must get a minimum numerical score of 4.00 (i.e. at least
an A in every mini project). For example, if you got mini-project grades of A, A-, A- and B,
you would have a numerical score of 3.585 and thus a final course grade of B+.
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The grade for each mini-project will be based on the following:
i. My observation of you and your team during a variety of activities
ii. Your presentation of the project:
a. Its design,
b. The quality of your code,
c. The thoroughness of your testing,
d. The quality of the fashion in which you demonstrate it at demo sessions or
group presentations
iii. Review from your peers. (You will have to review your peers too. All peer reviews for
a mini-project MUST be completed to receive a passing grade for that mini-project.)
iv.
A personal log you will keep.
v.
Your participation in team meetings, especially the stand up meeting I will observe.
vi.
Your response to any review questions, readings or write-ups that may be assigned
during the duration of that mini-project
vii. Your ability to discuss software development issues at a level that illustrates your
mastery of them.
Think of me as your boss and your grade on each project as your job review.
There are no exams or assignments, and minimal lectures in this course. Instead, you
should expect to spend MANY hours doing design and coding to get the job done.
Each mini-project will be of roughly 3 weeks duration so expect the course to have
sustained periods of intensive coding. It is your responsibility to organize your
schedule for this.
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