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COMPUTER SCIENCE 340 

SOFTWARE ENGINEERING 

I. Introduction 

A. Catalog Description 

Students study the design and implementation of large software systems.  Topics include 
design methodologies, programming team organization and management, program 
verification and maintenance, human engineering, and CASE tools.  Prerequisites: one of 
CSCI 281, CSCI 361, or CSCI 455 with a grade of C- or better.  Satisfies a writing 
requirement in major contracts.  Offered Fall term only. 

B. Objective 

1. Students will learn about the tools necessary to develop a system from requirements 
to operation. 

2. Students may gain experience in working with a group on a medium sized project. 

C. Prerequisites 

Students must have completed one of CSci 281, CSci 361, CSci 455 with a grade of C- or 
better.  There will be exams, and there may be individual and group projects. 

II. Required Topics 

1. Design techniques: Top-down design, object-oriented design, design patterns, UML, 
information hiding, iterative enhancement, program verification. 

2. Organization and Management: Milestones and estimating, chief programmer teams, 
program libraries, walk-throughs 

3. Program testing and maintenance, including unit and regression testing, memory and 
execution time profiling, code coverage analysis, memory leak and memory 
corruption detection, and static checking.  Planning for change as part of the 
development process. 

4. Human engineering, taking into account user needs 

5. Case tools. 

6. Team project:  (Optional) Organization, management, and development of a small 
group project. 
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