Team-based Project-Oriented Software Engineering Education

Program Description 

Critical problems with software systems remain despite the best efforts of many very smart people over the last 50 years. Software is often late, over-budget, socially irresponsible, unable to perform according to user needs, or some combination of these. The "software engineering" problem is not just a matter of technology, but a problem of organization, psychology, group dynamics and culture. In addition, considerable knowledge and understanding of the relevant domain is required to design and implement a successful system. Student Originated Software is intended to prepare students to face these problems. 

This yearlong program is designed to give students with advanced programming skills (or some programming skills and considerable domain expertise) the ability to identify and carry out a viable software project. Students will work in groups to identify a software project, prepare market research and feasibility studies for that project, identify a "real world" client, or class of clients, and write software specifications. Under the guidance of faculty and working with users, students will conduct systems analysis and design, implementation and product testing and validation. They will write user manuals and system maintenance plans, and, where appropriate, conduct or plan system installation and user training. Students will evaluate their software project according to technical, legal and social criteria. 

Domains of successful past projects include: the sciences, music, visual arts, education, computer security, databases for small business and local and state agencies. The program seminar will address ergonomics and human-machine interaction and the psychology of computer programming; the role of technical expertise and the Internet in modern society; the organizational, social and cultural milieu of the workplace. 

Credit awarded in computer science and software engineering: object-oriented analysis, design, programming and databases, computer graphics or user interface design, distributed computing systems, software tools and special topics. 

Total: 16 credits each quarter 

Program is preparatory for careers and future studies in computer science and software engineering. 

Preliminary Information for Prospective Students -- March 15, 2001

The second faculty for the program has not yet been hired, and the other faculty (Judy Cushing) is on leave this year. Thus, we may not be able to interview you personally. If the second faculty is not hired by the time of the spring academic fair, enrollment in the program will be limited to 15-20 students in spring, with up to 25 total admitted during spring and summer registration, with up to 25 or 30 total admitted for fall quarter. As soon as we hire the second faculty, up to 50 places will be made available. Thus, your good work on the program questionnaire may become very important, if program size is limited. 

SOS Program prerequisites:

Prerequisite knowledge and ability in computer science. The prerequisites for the program are 36-48 credit hours of introductory, college-level computer science (or equivalent). At Evergreen, satisfactory completion of either "Data to Information" or "Computability and Cognition", the equivalent from another college or working experience, will work. 

We will want to know whether you actually learned how to program during the course of taking those classes, so we will ask for a sample of your programming work. If we interview students prior to signing you in, we may also ask you to explain certain aspects of this program, or to solve a small problem. 

You should select a sample of your work of which you are proud, and you should be able to explain clearly what the program does, how it works, and what changes you would make to it if you had time to go back and make changes. If this was the result of a group project, you should be able to explain your part in the project. 

Proficiency in at least one computer programming language - this does not include HTML.

Motivation to complete a group project in software engineering, and to master software engineering skills. Knowing how to program is only one part of being a productive member of a software engineering team; one also needs the motivation to work collaboratively with others, the drive to bring a project (perhaps one for a customer) to completion, and the willingness to learn new technology and ways of expressing that technology to others.

