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Combining the fundamental knowledge of information systems and the
experiences of programming, learn how to develop high quality software by
engineering approaches,
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3|4 MG T, BB A Develop software by a certain P4 ACDE
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analysis/design techniques
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1 | 09/13 | Introduction

2 | 09/20 | Software Life Cycle

3 | 09/27 | Software Process

4 | 10/04 | Software Modeling




5 | 10/11 | Unified Modeling Language
6 | 10/18 | Identify Requirements

7 | 10/25 | Specify Requirements

8 | 11/01 | Analysis Phase

9 | 11/08 | Design Phase

10 | 11/15 | A+ FHKA

11 | 11/22 | Implementation Phase

12 | 11/29 | Software Testing

13 | 12/06 | Object—-oriented Analysis
14 | 12/13 | Object-oriented Design

15 | 12/20 | Introduction to Design Patterns
16 | 12/27 | Case Study (1)

17 | 01/03 | Case Study (2)
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R. S. Pressman, Software Engineering: A Practitioner's Approach, 7th Ed,,

ot kA International Edition 2010, McGraw—Hill,
Ty D. A. Gustafson, Schaum's Outline of Theory and Problems of Software
77 &

Engineering, McGraw—Hill, 2002,
E. Gamma et al, Design Patterns: Elements of Reusable Object—Oriented
Software, Addison Wesley Longman, Inc, 1994,
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