APPENDIX 4 - CDG


MODULE DESCRIPTOR

	Module Title
	Software Development

	Module Code
	CO2401
	CREDIT

VALUE
	20 Credits

	Module Delivery
	Year

	Module TUTOR
	Linda Snape

	date 

Approved
	July 2007
	VERSION NUMBER
	2

	DEPARTMENT
	Computing
	PARTNER INSTITUTION
	Shenzhen University


Relationship with other Modules

	Co-requisites


	None
	Pre-requisites
	1404 and (1401 or 1405)
	Excluded Combinations
	CO2602


Module Aims

	1 To develop communication skills to effectively elicit requirements from a customer

2 To explore alternative approaches to identifying software requirements

3 To emphasise the importance of HCI in the software development process

4 To develop a systematic approach to software quality through testing and standards

5 To enable the students to compare and contrast software development lifecycles




MODULE Content

	Quality


Quality criteria: meeting user needs, delivery on time, robustness, maintainability


Process and product quality


Standards

Software lifecycles


Comparison of software life cycles (including agile and traditional lifecycles)

Writing a software requirements specification


Role play to elicit requirements from a customer


Interview techniques


Structuring the document based on published standards

Developing a user interface including:


User needs analysis

Colour, Font, Navigation, Affordance of controls


User error recovery

Designing an application


Identifying objects


UML (to include use-cases, class and sequence diagrams)


Use of an appropriate diagramming tool

Testing


The process of developing an appropriate test strategy


Comparison of testing with reviews and inspections


Black and White box testing


Test harnesses and Function stubs


Test-driven development


Usability evaluation techniques


Learning Outcomes

	On successful completion of this module a student will be able to:



	1.
	Produce a software requirements specification based on information elicited from a customer



	2.
	Develop and evaluate a user interface using established HCI principles



	3.
	Design a software solution from a requirements specification



	4.
	Produce a robust test strategy using appropriate software testing methods 



	5.
	Assess software quality considering published standards



	6.
	Choose the most appropriate software development lifecycle for a given problem




Teaching and Learning Strategy

	A combination of lecture, tutorial and practical sessions. The Lectures will cover the theoretical underpinning of the module content. Tutorials will include role-playing, group discussions, and critical evaluation of each other’s prototypes. 

Practical sessions will enable the students to develop designs and implement prototypes and receive formative feedback from both the tutor and through a series of role-play exercises from the “user”.  

The requirements elicitation stage will be acted out through role-play of a customer and development team.  Students develop a set of interface screens based on the customer requirements and underpinned by published HCI research. Students will then present the screens to the customer in another role-playing exercise and feedback from the customer will be used to improve the interface. Through further role-play, the screens will be evaluated by “experts” and by “users” using published usability testing methods.


INDICATIVE Class Contact

	1:1:1
Lecture :Tutorial or Lab : Directed work




INDICATIVE Assessment

	Number of Assignments
	Assessment
	Weighting %
	Type/Duration/

Wordcount (indicative only)
	Learning Outcomes being assessed

	1
	Coursework
	70%
	The development of a software solution to a given problem which illustrates the full development lifecycle


	1 – 6 in a practical context

	1
	Examination
	30%
	2 Hours


	1 – 6 in theoretical and applied contexts 


Module Pass Requirements

	To pass the module, the student must achieve an overall weighted average of at least 40% with a mark of at least 30% in both examination and coursework components.


Bibliography and Learning Support Material

	Support Material

On-line lecture notes, tutorial worksheets and practical exercises


Recommended Books, Journals and Web Sites

Sommerville, I. (2004) 7th ed., Software Engineering, Addison-Wesley

Preece, J, et-al. (2002) 2nd ed., Interaction Design: Beyond Human-computer Interaction, John Wiley and Sons
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