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Categories For Software Engineering
A complete introduction to building robust and reliable software Beginning Software
Engineering demystifies the software engineering methodologies and techniques that
professional developers use to design and build robust, efficient, and consistently
reliable software. Free of jargon and assuming no previous programming, development,
or management experience, this accessible guide explains important concepts and
techniques that can be applied to any programming language. Each chapter ends with
exercises that let you test your understanding and help you elaborate on the chapter's
main concepts. Everything you need to understand waterfall, Sashimi, agile, RAD,
Scrum, Kanban, Extreme Programming, and many other development models is inside!
Describes in plain English what software engineering is Explains the roles and
responsibilities of team members working on a software engineering project Outlines
key phases that any software engineering effort must handle to produce applications
that are powerful and dependable Details the most popular software development
methodologies and explains the different ways they handle critical development tasks
Incorporates exercises that expand upon each chapter's main ideas Includes an
extensive glossary of software engineering terms
Over the past decade, software engineering has developed into a highly respected
field. Though computing and software engineering education continues to emerge as a
prominent interest area of study, few books specifically focus on software engineering
education itself. Software Engineering: Effective Teaching and Learning Approaches
and Practices presents the latest developments in software engineering education,
drawing contributions from over 20 software engineering educators from around the
globe. Encompassing areas such as student assessment and learning, innovative
teaching methods, and educational technology, this much-needed book greatly
enhances libraries with its unique research content.
This book focuses on a specialized branch of the vast domain of software engineering:
component-based software engineering (CBSE). Component-Based Software
Engineering: Methods and Metrics enhances the basic understanding of components
by defining categories, characteristics, repository, interaction, complexity, and
composition. It divides the research domain of CBSE into three major sub-domains: (1)
reusability issues, (2) interaction and integration issues, and (3) testing and reliability
issues. This book covers the state-of-the-art literature survey of at least 20 years in the
domain of reusability, interaction and integration complexities, and testing and reliability
issues of component-based software engineering. The aim of this book is not only to
review and analyze the previous works conducted by eminent researchers,
academicians, and organizations in the context of CBSE, but also suggests innovative,
efficient, and better solutions. A rigorous and critical survey of traditional and advanced
paradigms of software engineering is provided in the book. Features: In-interactions
and Out-Interactions both are covered to assess the complexity. In the context of CBSE
both white-box and black-box testing methods and their metrics are described. This
work covers reliability estimation using reusability which is an innovative method. Case
studies and real-life software examples are used to explore the problems and their
solutions. Students, research scholars, software developers, and software designers or
individuals interested in software engineering, especially in component-based software
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engineering, can refer to this book to understand the concepts from scratch. These
measures and metrics can be used to estimate the software before the actual coding
commences.
Our new Indian original book on software engineering covers conventional as well as
current methodologies of software development to explain core concepts, with a
number of case studies and worked-out examples interspersed among the chapters.
Current industry practices followed in development, such as computer aided software
engineering, have also been included, as are important topics like ‘Widget based GUI'
and ‘Windows Management System'. The book also has coverage on interdisciplinary
topics in software engineering that will be useful for software professionals, such as
‘quality management', ‘project management', ‘metrics' and ‘quality standards'.
Features Covers both function oriented as well as object oriented (OO) approach
Emphasis on emerging areas such as ‘Web engineering’, ‘software maintenance’
and ‘component based software engineering’ A number of line diagrams and
examples Case Studies on the ATM system and milk dispenser Includes multiplechoice, objective-type questions and frequently asked questions with answers.
This book constitutes the proceedings of the 19th International Conference on Software
and Systems Reuse, ICSR 2020, held in Hammamet, Tunesia in December 2020. Due
to COVID-19 pandemic the Conference was held virtually. The 16 full papers and 2
short papers included in this book were carefully reviewed and selected from 60
submissions. The papers were organized in topical sections named: modelling, reuse in
practice, reengineering, recommendation, and empirical analysis.
Innovations in Computing Sciences and Software Engineering includes a set of
rigorously reviewed world-class manuscripts addressing and detailing state-of-the-art
research projects in the areas of Computer Science, Software Engineering, Computer
Engineering, and Systems Engineering and Sciences. Topics Covered: •Image and
Pattern Recognition: Compression, Image processing, Signal Processing Architectures,
Signal Processing for Communication, Signal Processing Implementation, Speech
Compression, and Video Coding Architectures. •Languages and Systems: Algorithms,
Databases, Embedded Systems and Applications, File Systems and I/O, Geographical
Information Systems, Kernel and OS Structures, Knowledge Based Systems, Modeling
and Simulation, Object Based Software Engineering, Programming Languages, and
Programming Models and tools. •Parallel Processing: Distributed Scheduling,
Multiprocessing, Real-time Systems, Simulation Modeling and Development, and Web
Applications. •Signal and Image Processing: Content Based Video Retrieval, Character
Recognition, Incremental Learning for Speech Recognition, Signal Processing Theory
and Methods, and Vision-based Monitoring Systems. •Software and Systems: ActivityBased Software Estimation, Algorithms, Genetic Algorithms, Information Systems
Security, Programming Languages, Software Protection Techniques, Software
Protection Techniques, and User Interfaces. •Distributed Processing: Asynchronous
Message Passing System, Heterogeneous Software Environments, Mobile Ad Hoc
Networks, Resource Allocation, and Sensor Networks. •New trends in computing:
Computers for People of Special Needs, Fuzzy Inference, Human Computer
Interaction, Incremental Learning, Internet-based Computing Models, Machine
Intelligence, Natural Language.
Categories for Software EngineeringSpringer Science & Business Media
Page 2/13

Acces PDF Categories For Software Engineering
First published in 1998. Routledge is an imprint of Taylor & Francis, an informa
company.

Demonstrates how category theory can be used for formal software
development. The mathematical toolbox for the Software Engineering in the new
age of complex interactive systems.
This book presents contemporary empirical methods in software engineering
related to the plurality of research methodologies, human factors, data collection
and processing, aggregation and synthesis of evidence, and impact of software
engineering research. The individual chapters discuss methods that impact the
current evolution of empirical software engineering and form the backbone of
future research. Following an introductory chapter that outlines the background of
and developments in empirical software engineering over the last 50 years and
provides an overview of the subsequent contributions, the remainder of the book
is divided into four parts: Study Strategies (including e.g. guidelines for surveys
or design science); Data Collection, Production, and Analysis (highlighting
approaches from e.g. data science, biometric measurement, and simulationbased studies); Knowledge Acquisition and Aggregation (highlighting literature
research, threats to validity, and evidence aggregation); and Knowledge Transfer
(discussing open science and knowledge transfer with industry). Empirical
methods like experimentation have become a powerful means of advancing the
field of software engineering by providing scientific evidence on software
development, operation, and maintenance, but also by supporting practitioners in
their decision-making and learning processes. Thus the book is equally suitable
for academics aiming to expand the field and for industrial researchers and
practitioners looking for novel ways to check the validity of their assumptions and
experiences. Chapter 17 is available open access under a Creative Commons
Attribution 4.0 International License via link.springer.com.
This book contains a collection of thoroughly refereed papers presented at the
5th International Conference on Evaluation of Novel Approaches to Software
Engineering, ENASE 2010, held in Athens, Greece, in July 2010. The 19 revised
and extended full papers were carefully selected from 70 submissions. They
cover a wide range of topics, such as quality and metrics; service and Web
engineering; process engineering; patterns, reuse and open source; process
improvement; aspect-oriented engineering; and requirements engineering.
Provides an introduction to category theory whilst retaining a level of
mathematical correctness, thus appealing to students of both computer science
and mathematics.
"Software engineering" is a term which was coined in the late 1960's as the
theme for a workshop on the problems involved in producing software that could
be developed economicaLly and would run reliably on real machines. Even now,
software engineering is more of a wish than a reality, but the last few years have
seen an increased awareness of the need to apply an engineering-type discipline
to the design and construction of software systems. Many new proposals have
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been made for the management of software development and maintenance and
many methodologies have been suggested for improving the programming
process. As these problems and solutions become better understood, there is a
growing need to teach these concepts to students and to practicing
professionals. As a prelude to the educational process, it is necessary to gain an
understanding of the software design and development process in industry and
government, to define the appropriate job categories, and to identify the
fundamental content areas of soft ware engineering. The need for quality
education in software engineering is now recognized by practitioners and
educators alike, and various educational endeavors in this area are now being
formulated. Yet, discussions we had had over the past year or so led us to
believe that there was insufficient contact between practitioners and educators,
with the resultant danger that each group would go off in separate ways rather
than working together.
Like other sciences and engineering disciplines, software engineering requires a
cycle of model building, experimentation, and learning. Experiments are valuable
tools for all software engineers who are involved in evaluating and choosing
between different methods, techniques, languages and tools. The purpose of
Experimentation in Software Engineering is to introduce students, teachers,
researchers, and practitioners to empirical studies in software engineering, using
controlled experiments. The introduction to experimentation is provided through a
process perspective, and the focus is on the steps that we have to go through to
perform an experiment. The book is divided into three parts. The first part
provides a background of theories and methods used in experimentation. Part II
then devotes one chapter to each of the five experiment steps: scoping, planning,
execution, analysis, and result presentation. Part III completes the presentation
with two examples. Assignments and statistical material are provided in
appendixes. Overall the book provides indispensable information regarding
empirical studies in particular for experiments, but also for case studies,
systematic literature reviews, and surveys. It is a revision of the authors’ book,
which was published in 2000. In addition, substantial new material, e.g.
concerning systematic literature reviews and case study research, is introduced.
The book is self-contained and it is suitable as a course book in undergraduate or
graduate studies where the need for empirical studies in software engineering is
stressed. Exercises and assignments are included to combine the more
theoretical material with practical aspects. Researchers will also benefit from the
book, learning more about how to conduct empirical studies, and likewise
practitioners may use it as a “cookbook” when evaluating new methods or
techniques before implementing them in their organization.
This monograph discusses software reuse and how it can be applied at different
stages of the software development process, on different types of data and at
different levels of granularity. Several challenging hypotheses are analyzed and
confronted using novel data-driven methodologies, in order to solve problems in
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requirements elicitation and specification extraction, software design and
implementation, as well as software quality assurance. The book is accompanied
by a number of tools, libraries and working prototypes in order to practically
illustrate how the phases of the software engineering life cycle can benefit from
unlocking the potential of data. Software engineering researchers, experts, and
practitioners can benefit from the various methodologies presented and can
better understand how knowledge extracted from software data residing in
various repositories can be combined and used to enable effective decision
making and save considerable time and effort through software reuse. Mining
Software Engineering Data for Software Reuse can also prove handy for
graduate-level students in software engineering.
This text provides a comprehensive, but concise introduction to software
engineering. It adopts a methodical approach to solving software engineering
problems proven over several years of teaching, with outstanding results. The
book covers concepts, principles, design, construction, implementation, and
management issues of software systems. Each chapter is organized
systematically into brief, reader-friendly sections, with itemization of the important
points to be remembered. Diagrams and illustrations also sum up the salient
points to enhance learning. Additionally, the book includes a number of the
author’s original methodologies that add clarity and creativity to the software
engineering experience, while making a novel contribution to the discipline.
Upholding his aim for brevity, comprehensive coverage, and relevance, Foster’s
practical and methodical discussion style gets straight to the salient issues, and
avoids unnecessary topics and minimizes theoretical coverage.
Today, software engineers need to know not only how to program effectively but also how to
develop proper engineering practices to make their codebase sustainable and healthy. This
book emphasizes this difference between programming and software engineering. How can
software engineers manage a living codebase that evolves and responds to changing
requirements and demands over the length of its life? Based on their experience at Google,
software engineers Titus Winters and Hyrum Wright, along with technical writer Tom
Manshreck, present a candid and insightful look at how some of the world’s leading
practitioners construct and maintain software. This book covers Google’s unique engineering
culture, processes, and tools and how these aspects contribute to the effectiveness of an
engineering organization. You’ll explore three fundamental principles that software
organizations should keep in mind when designing, architecting, writing, and maintaining code:
How time affects the sustainability of software and how to make your code resilient over time
How scale affects the viability of software practices within an engineering organization What
trade-offs a typical engineer needs to make when evaluating design and development
decisions
This book is designed for use as an introductory software engineering course or as a reference
for programmers. Up-to-date text uses both theory applications to design reliable, error-free
software. Includes a companion CD-ROM with source code third-party software engineering
applications.
This book constitutes the refereed proceedings of the 15th International Conference on
Fundamental Approaches to Software Engineering, FASE 2012, held in Tallinn, Estonia, in
March/April 2012, as part of ETAPS 2012, the European Joint Conferences on Theory and
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Practice of Software. The 33 full papers presented together with one full length invited talk
were carefully reviewed and slected from 134 submissions. The papers are organized in
topical sections on software architecture and components, services, verification and
monitoring, intermodelling and model transformations, modelling and adaptation, product lines
and feature-oriented programming, development process, verification and synthesis, testing
and maintenance, and slicing and refactoring.
""This is the single best book on software quality engineering and metrics that I've
encountered."" --Capers Jones, from the Foreword"Metrics and Models in Software Quality
Engineering, Second Edition," is the definitive book on this essential topic of software
development. Comprehensive in scope with extensive industry examples, it shows how to
measure software quality and use measurements to improve the software development
process. Four major categories of quality metrics and models are addressed: quality
management, software reliability and projection, complexity, and customer view. In addition,
the book discusses the fundamentals of measurement theory, specific quality metrics and
tools, and methods for applying metrics to the software development process.New chapters
bring coverage of critical topics, including: In-process metrics for software testingMetrics for
object-oriented software developmentAvailability metricsMethods for conducting in-process
quality assessments and software project assessmentsDos and Don'ts of Software Process
Improvement, by Patrick O'TooleUsing Function Point Metrics to Measure Software Process
Improvement, by Capers Jones In addition to the excellent balance of theory, techniques, and
examples, this book is highly instructive and practical, covering one of the most important
topics in software development--quality engineering. 0201729156B08282002
This book contains a selection of papers from The 2019 International Conference on Software
Process Improvement (CIMPS’19), held between the 23th and 25th of October in León,
Guanajuato, México. The CIMPS’19 is a global forum for researchers and practitioners that
present and discuss the most recent innovations, trends, results, experiences and concerns in
the several perspectives of Software Engineering with clear relationship but not limited to
software processes, Security in Information and Communication Technology and Data
Analysis Field. The main topics covered are: Organizational Models, Standards and
Methodologies, Software Process Improvement, Knowledge Management, Software Systems,
Applications and Tools, Information and Communication Technologies and Processes in nonsoftware domains (Mining, automotive, aerospace, business, health care, manufacturing, etc.)
with a demonstrated relationship to Software Engineering Challenges.
This open access book includes contributions by leading researchers and industry thought
leaders on various topics related to the essence of software engineering and their application
in industrial projects. It offers a broad overview of research findings dealing with current
practical software engineering issues and also pointers to potential future developments.
Celebrating the 20th anniversary of adesso AG, adesso gathered some of the pioneers of
software engineering including Manfred Broy, Ivar Jacobson and Carlo Ghezzi at a special
symposium, where they presented their thoughts about latest software engineering research
and which are part of this book. This way it offers readers a concise overview of the essence of
software engineering, providing valuable insights into the latest methodological research
findings and adesso’s experience applying these results in real-world projects.
A comprehensive review of the life cycle processes, methods, and techniques used to develop
and modify software-enabled systems Systems Engineering of Software-Enabled Systems
offers an authoritative review of the most current methods and techniques that can improve the
links between systems engineering and software engineering. The author—a noted expert on
the topic—offers an introduction to systems engineering and software engineering and presents
the issues caused by the differences between the two during development process. The book
reviews the traditional approaches used by systems engineers and software engineers and
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explores how they differ. The book presents an approach to developing software-enabled
systems that integrates the incremental approach used by systems engineers and the iterative
approach used by software engineers. This unique approach is based on developing system
capabilities that will provide the features, behaviors, and quality attributes needed by
stakeholders, based on model-based system architecture. In addition, the author covers the
management activities a systems engineer or software engineer must engage in to manage
and lead the technical work to be done. This important book: Offers an approach to improving
the process of working with systems engineers and software engineers Contains information
on the planning and estimating, measuring and controlling, managing risk, and organizing and
leading systems engineering teams Includes a discussion of the key points of each chapter
and exercises for review Suggests numerous references that provide additional readings for
development of software-enabled physical systems Provides two case studies as running
examples throughout the text Written for advanced undergraduates, graduate students, and
practitioners, Systems Engineering of Software-Enabled Systems offers a comprehensive
resource to the traditional and current techniques that can improve the links between systems
engineering and software engineering.
This text is written with a business school orientation, stressing the how to and heavily
employing CASE technology throughout. The courses for which this text is appropriate include
software engineering, advanced systems analysis, advanced topics in information systems,
and IS project development. Software engineer should be familiar with alternatives, trade-offs
and pitfalls of methodologies, technologies, domains, project life cycles, techniques, tools
CASE environments, methods for user involvement in application development, software,
design, trade-offs for the public domain and project personnel skills. This book discusses much
of what should be the ideal software engineer's project related knowledge in order to facilitate
and speed the process of novices becoming experts. The goal of this book is to discuss project
planning, project life cycles, methodologies, technologies, techniques, tools, languages,
testing, ancillary technologies (e.g. database) and CASE. For each topic, alternatives, benefits
and disadvantages are discussed.

Get the most out of this foundational reference and improve the productivity of
your software teams. This open access book collects the wisdom of the 2017
"Dagstuhl" seminar on productivity in software engineering, a meeting of
community leaders, who came together with the goal of rethinking traditional
definitions and measures of productivity. The results of their work, Rethinking
Productivity in Software Engineering, includes chapters covering definitions and
core concepts related to productivity, guidelines for measuring productivity in
specific contexts, best practices and pitfalls, and theories and open questions on
productivity. You'll benefit from the many short chapters, each offering a focused
discussion on one aspect of productivity in software engineering. Readers in
many fields and industries will benefit from their collected work. Developers
wanting to improve their personal productivity, will learn effective strategies for
overcoming common issues that interfere with progress. Organizations thinking
about building internal programs for measuring productivity of programmers and
teams will learn best practices from industry and researchers in measuring
productivity. And researchers can leverage the conceptual frameworks and rich
body of literature in the book to effectively pursue new research directions. What
You'll LearnReview the definitions and dimensions of software productivity See
how time management is having the opposite of the intended effect Develop
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valuable dashboards Understand the impact of sensors on productivity Avoid
software development waste Work with human-centered methods to measure
productivity Look at the intersection of neuroscience and productivity Manage
interruptions and context-switching Who Book Is For Industry developers and
those responsible for seminar-style courses that include a segment on software
developer productivity. Chapters are written for a generalist audience, without
excessive use of technical terminology.
Software Engineering: A Methodical Approach (Second Edition) provides a
comprehensive, but concise introduction to software engineering. It adopts a
methodical approach to solving software engineering problems, proven over
several years of teaching, with outstanding results. The book covers concepts,
principles, design, construction, implementation, and management issues of
software engineering. Each chapter is organized systematically into brief, readerfriendly sections, with itemization of the important points to be remembered.
Diagrams and illustrations also sum up the salient points to enhance learning.
Additionally, the book includes the author’s original methodologies that add
clarity and creativity to the software engineering experience. New in the Second
Edition are chapters on software engineering projects, management support
systems, software engineering frameworks and patterns as a significant building
block for the design and construction of contemporary software systems, and
emerging software engineering frontiers. The text starts with an introduction of
software engineering and the role of the software engineer. The following
chapters examine in-depth software analysis, design, development,
implementation, and management. Covering object-oriented methodologies and
the principles of object-oriented information engineering, the book reinforces an
object-oriented approach to the early phases of the software development life
cycle. It covers various diagramming techniques and emphasizes object
classification and object behavior. The text features comprehensive treatments
of: Project management aids that are commonly used in software engineering An
overview of the software design phase, including a discussion of the software
design process, design strategies, architectural design, interface design,
database design, and design and development standards User interface design
Operations design Design considerations including system catalog, product
documentation, user message management, design for real-time software,
design for reuse, system security, and the agile effect Human resource
management from a software engineering perspective Software economics
Software implementation issues that range from operating environments to the
marketing of software Software maintenance, legacy systems, and reengineering This textbook can be used as a one-semester or two-semester
course in software engineering, augmented with an appropriate CASE or RAD
tool. It emphasizes a practical, methodical approach to software engineering,
avoiding an overkill of theoretical calculations where possible. The primary
objective is to help students gain a solid grasp of the activities in the software
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development life cycle to be confident about taking on new software engineering
projects.
This book provides the software engineering fundamentals, principles and skills
needed to develop and maintain high quality software products. It covers
requirements specification, design, implementation, testing and management of
software projects. It is aligned with the SWEBOK, Software Engineering
Undergraduate Curriculum Guidelines and ACM Joint Task Force Curricula on
Computing.
Do you... Use a computer to perform analysis or simulations in your daily work?
Write short scripts or record macros to perform repetitive tasks? Need to
integrate off-the-shelf software into your systems or require multiple applications
to work together? Find yourself spending too much time working the kinks out of
your code? Work with software engineers on a regular basis but have difficulty
communicating or collaborating? If any of these sound familiar, then you may
need a quick primer in the principles of software engineering. Nearly every
engineer, regardless of field, will need to develop some form of software during
their career. Without exposure to the challenges, processes, and limitations of
software engineering, developing software can be a burdensome and inefficient
chore. In What Every Engineer Should Know about Software Engineering, Phillip
Laplante introduces the profession of software engineering along with a practical
approach to understanding, designing, and building sound software based on
solid principles. Using a unique question-and-answer format, this book addresses
the issues and misperceptions that engineers need to understand in order to
successfully work with software engineers, develop specifications for quality
software, and learn the basics of the most common programming languages,
development approaches, and paradigms.
The overwhelming majority of a software system’s lifespan is spent in use, not in
design or implementation. So, why does conventional wisdom insist that software
engineers focus primarily on the design and development of large-scale
computing systems? In this collection of essays and articles, key members of
Google’s Site Reliability Team explain how and why their commitment to the
entire lifecycle has enabled the company to successfully build, deploy, monitor,
and maintain some of the largest software systems in the world. You’ll learn the
principles and practices that enable Google engineers to make systems more
scalable, reliable, and efficient—lessons directly applicable to your organization.
This book is divided into four sections: Introduction—Learn what site reliability
engineering is and why it differs from conventional IT industry practices
Principles—Examine the patterns, behaviors, and areas of concern that influence
the work of a site reliability engineer (SRE) Practices—Understand the theory and
practice of an SRE’s day-to-day work: building and operating large distributed
computing systems Management—Explore Google's best practices for training,
communication, and meetings that your organization can use
Practical Guidance on the Efficient Development of High-Quality Software
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Introduction to Software Engineering, Second Edition equips students with the
fundamentals to prepare them for satisfying careers as software engineers
regardless of future changes in the field, even if the changes are unpredictable or
disruptive in nature. Retaining the same organization as its predecessor, this
second edition adds considerable material on open source and agile
development models. The text helps students understand software development
techniques and processes at a reasonably sophisticated level. Students acquire
practical experience through team software projects. Throughout much of the
book, a relatively large project is used to teach about the requirements, design,
and coding of software. In addition, a continuing case study of an agile software
development project offers a complete picture of how a successful agile project
can work. The book covers each major phase of the software development life
cycle, from developing software requirements to software maintenance. It also
discusses project management and explains how to read software engineering
literature. Three appendices describe software patents, command-line
arguments, and flowcharts.
Data structure and software engineering is an integral part of computer science.
This volume presents new approaches and methods to knowledge sharing, brain
mapping, data integration, and data storage. The author describes how to
manage an organization’s business process and domain data and presents new
software and hardware testing methods. The book introduces a game
development framework used as a learning aid in a software engineering at the
university level. It also features a review of social software engineering metrics
and methods for processing business information. It explains how to use
Pegasys to create and manage sequence analysis workflows.
The best way to learn software engineering is by understanding its core and
peripheral areas. Foundations of Software Engineering provides in-depth
coverage of the areas of software engineering that are essential for becoming
proficient in the field. The book devotes a complete chapter to each of the core
areas. Several peripheral areas are also explained by assigning a separate
chapter to each of them. Rather than using UML or other formal notations, the
content in this book is explained in easy-to-understand language. Basic
programming knowledge using an object-oriented language is helpful to
understand the material in this book. The knowledge gained from this book can
be readily used in other relevant courses or in real-world software development
environments. This textbook educates students in software engineering
principles. It covers almost all facets of software engineering, including
requirement engineering, system specifications, system modeling, system
architecture, system implementation, and system testing. Emphasizing practical
issues, such as feasibility studies, this book explains how to add and develop
software requirements to evolve software systems. This book was written after
receiving feedback from several professors and software engineers. What
resulted is a textbook on software engineering that not only covers the theory of
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software engineering but also presents real-world insights to aid students in
proper implementation. Students learn key concepts through carefully explained
and illustrated theories, as well as concrete examples and a complete case study
using Java. Source code is also available on the book’s website. The examples
and case studies increase in complexity as the book progresses to help students
build a practical understanding of the required theories and applications.
This book focuses on the development and implementation of cloud-based, complex
software that allows parallelism, fast processing, and real-time connectivity. Software
engineering (SE) is the design, development, testing, and implementation of software
applications, and this discipline is as well developed as the practice is well established
whereas the Cloud Software Engineering (CSE) is the design, development, testing,
and continuous delivery of service-oriented software systems and applications
(Software as a Service Paradigm). However, with the emergence of the highly attractive
cloud computing (CC) paradigm, the tools and techniques for SE are changing. CC
provides the latest software development environments and the necessary platforms
relatively easily and inexpensively. It also allows the provision of software applications
equally easily and on a pay-as-you-go basis. Business requirements for the use of
software are also changing and there is a need for applications in big data analytics,
parallel computing, AI, natural language processing, and biometrics, etc. These require
huge amounts of computing power and sophisticated data management mechanisms,
as well as device connectivity for Internet of Things (IoT) environments. In terms of
hardware, software, communication, and storage, CC is highly attractive for developing
complex software that is rapidly becoming essential for all sectors of life, including
commerce, health, education, and transportation. The book fills a gap in the SE
literature by providing scientific contributions from researchers and practitioners,
focusing on frameworks, methodologies, applications, benefits and inherent
challenges/barriers to engineering software using the CC paradigm.
Empirical research has now become an essential component of software engineering
yet software practitioners and researchers often lack an understanding of how the
empirical procedures and practices are applied in the field. Empirical Research in
Software Engineering: Concepts, Analysis, and Applications shows how to implement
empirical research processes, procedures, and practices in software engineering.
Written by a leading researcher in empirical software engineering, the book describes
the necessary steps to perform replicated and empirical research. It explains how to
plan and design experiments, conduct systematic reviews and case studies, and
analyze the results produced by the empirical studies. The book balances empirical
research concepts with exercises, examples, and real-life case studies, making it
suitable for a course on empirical software engineering. The author discusses the
process of developing predictive models, such as defect prediction and change
prediction, on data collected from source code repositories. She also covers the
application of machine learning techniques in empirical software engineering, includes
guidelines for publishing and reporting results, and presents popular software tools for
carrying out empirical studies.
This volume presents the thoroughly revised proceedings of the ICSE '94 Workshop on
Joint Research Issues in Software Engineering and Human-Computer Interaction, held
in Sorrento, Italy in May 1994. In harmony with the main objectives of the Workshop,
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this book essentially contributes to establishing a sound common platform for exchange
and cooperation among researchers and design professionals from the SE and HCI
communities. The book includes survey papers by leading experts as well as focused
submitted papers. Among the topics covered are design, processes, user interface
technology and SE environments, platform independence, prototyping, interactive
behaviour, CSCW, and others.
Focus on masters' level education in software engineering. Topics discussed include:
software engineering principles, current software engineering curricula, experiences
with ex- isting courses, and the future of software engineering edu- cation.
As technology continues to evolve, the popularity of mobile computing has become
inherent within today’s society. With the majority of the population using some form of
mobile device, it has become increasingly important to develop more efficient cloud
platforms. Modern Software Engineering Methodologies for Mobile and Cloud
Environments investigates emergent trends and research on innovative software
platforms in mobile and cloud computing. Featuring state-of-the-art software
engineering methods, as well as new techniques being utilized in the field, this book is
a pivotal reference source for professionals, researchers, practitioners, and students
interested in mobile and cloud environments.
This book contains the refereed proceedings of the 12th International Conference on
Agile Software Development, XP 2011, held in Madrid, Spain, in May 2011. The year
2011 marked the 10th anniversary of the Agile Manifesto. In this spirit, the XP
conference continued its fine tradition of promoting agility by disseminating new
research results in a timely manner and by bringing together researchers and
practitioners for a fruitful mutual exchange of experiences. As introduced for XP 2010,
there were again two different program committees, one for research papers and one
for experience reports. Regarding the research papers, 11 out of 56 submissions were
accepted as full papers; and as far as the experience reports were concerned, the
respective number was 4 out of 17 submissions. In addition to these papers, this
volume also includes the short research papers, the abstracts of the posters, the
position papers of the PhD symposium, and the abstracts of the workshops.
Featuring contributions from leading experts in software engineering, this edited book
provides a comprehensive introduction to computer game software development. It is a
complex, interdisciplinary field that relies on contributions from a wide variety of
disciplines including arts and humanities, behavioural sciences, business, engineering,
physical sciences, mathematics, etc. The book focuses on the emerging research at the
intersection of game and software engineering communities. A brief history of game
development is presented, which considers the shift from the development of rare
games in isolated research environments in the 1950s to their ubiquitous presence in
popular culture today. A summary is provided of the latest peer-reviewed research
results in computer game development that have been reported at multiple levels of
maturity (workshops, conferences, and journals). The core chapters of the book are
devoted to sharing emerging research at the intersection of game development and
software engineering. In addition, future research opportunities on new software
engineering methods for games and serious educational games for software
engineering education are highlighted. As an ideal reference for software engineers,
developers, educators, and researchers, this book explores game development topics
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from software engineering and education perspectives. Key Features: Includes
contributions from leading academic experts in the community Presents a current
collection of emerging research at the intersection of games and software engineering
Considers the interdisciplinary field from two broad perspectives: software engineering
methods for game development and serious games for software engineering education
Provides a snapshot of the recent literature (i.e., 2015-2020) on game development
from software engineering perspectives
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