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Essentials Of Software Engineering Third Edition
Updated with new case studies and content, the fully revised Third Edition of Essentials of Software Engineering offers a
comprehensive, accessible, and concise introduction to core topics and methodologies of software development. Designed for
undergraduate students in introductory courses, the text covers all essential topics emphasized by the IEEE Computer Societysponsored Software Engineering Body of Knowledge (SWEBOK). In-depth coverage of key issues, combined with a strong focus
on software quality, makes Essentials of Software Engineering, Third Edition the perfect text for students entering the fast-growing
and lucrative field of software development. The text includes thorough overviews of programming concepts, system analysis and
design, principles of software engineering, development and support processes, methodologies, and product management. The
revised and updated Third Edition includes all-new sections on SCRUM and HTML-Script-SQL Design Examples, as well as
expanded discussions of User-Interface Design, Flow of Interactions, Cognitive Models, and other UI Design issues. Covering all
phases of the software production lifecycle and emphasizing quality throughout, Essentials of Software Engineering is a superb
resource for students of software engineering. Key Features: " Revised and fully updated throughout, with all-new sections on
SCRUM and HTML-Script-SQL Design Examples, as well as expanded discussions of other central topics " Provides coverage of
all essential topics emphasized by SWEBOK " Covers essential topics required for students to complete individual and team
projects in an affordable and accessible paperback format." Contains an all-new Appendix with examples of Essential Software
Development Plan (SDP), Essential Software Requirements Specifications (SRS), Essential Software Design, and Essential Test
Plan " Accompanied by a full suite of instructor support material, including answers to the end-of-chapter questions, PowerPoint
Lecture Outlines, and a complete Test Bank.
The dependence on quality software in all areas of life is what makes software engineering a key discipline for today’s society.
Thus, over the last few decades it has been increasingly recognized that it is particularly important to demonstrate the value of
software engineering methods in real-world environments, a task which is the focus of empirical software engineering. One of the
leading protagonists of this discipline worldwide is Prof. Dr. Dr. h.c. Dieter Rombach, who dedicated his entire career to empirical
software engineering. For his many important contributions to the field he has received numerous awards and recognitions,
including the U.S. National Science Foundation’s Presidential Young Investigator Award and the Cross of the Order of Merit of the
Federal Republic of Germany. He is a Fellow of both the ACM and the IEEE Computer Society. This book, published in honor of
his 60th birthday, is dedicated to Dieter Rombach and his contributions to software engineering in general, as well as to empirical
software engineering in particular. This book presents invited contributions from a number of the most internationally renowned
software engineering researchers like Victor Basili, Barry Boehm, Manfred Broy, Carlo Ghezzi, Michael Jackson, Leon Osterweil,
and, of course, by Dieter Rombach himself. Several key experts from the Fraunhofer IESE, the institute founded and led by Dieter
Rombach, also contributed to the book. The contributions summarize some of the most important trends in software engineering
today and outline a vision for the future of the field. The book is structured into three main parts. The first part focuses on the
classical foundations of software engineering, such as notations, architecture, and processes, while the second addresses
empirical software engineering in particular as the core field of Dieter Rombach’s contributions. Finally, the third part discusses a
broad vision for the future of software engineering.
This book includes a set of rigorously reviewed world-class manuscripts addressing and detailing state-of-the-art research projects
in the areas of Computing Sciences, Software Engineering and Systems. The book presents selected papers from the conference
proceedings of the International Conference on Systems, Computing Sciences and Software Engineering (SCSS 2006). All
aspects of the conference were managed on-line.
In two editions spanning more than a decade, The Electrical Engineering Handbook stands as the definitive reference to the
multidisciplinary field of electrical engineering. Our knowledge continues to grow, and so does the Handbook. For the third edition,
it has expanded into a set of six books carefully focused on a specialized area or field of study. Each book represents a concise
yet definitive collection of key concepts, models, and equations in its respective domain, thoughtfully gathered for convenient
access. Computers, Software Engineering, and Digital Devices examines digital and logical devices, displays, testing, software,
and computers, presenting the fundamental concepts needed to ensure a thorough understanding of each field. It treats the
emerging fields of programmable logic, hardware description languages, and parallel computing in detail. Each article includes
defining terms, references, and sources of further information. Encompassing the work of the world's foremost experts in their
respective specialties, Computers, Software Engineering, and Digital Devices features the latest developments, the broadest
scope of coverage, and new material on secure electronic commerce and parallel computing.
This text collects contributions from different countries to a wide range of topics in software engineering. Special emphasis is given
to application of knowledge-base methods to software engineering problems. The papers tackle such areas as architecture of
software and design patterns.
The Third Edition of Essentials of Project and Systems Engineering Management enables readers to manage the design,
development, and engineering of systems effectively and efficiently. The book both defines and describes the essentials of project
and systems engineering management and, moreover, shows the critical relationship and interconnection between project
management and systems engineering. The author's comprehensive presentation has proven successful in enabling both
engineers and project managers to understand their roles, collaborate, and quickly grasp and apply all the basic principles.
Readers familiar with the previous two critically acclaimed editions will find much new material in this latest edition, including:
Multiple views of and approaches to architectures The systems engineer and software engineering The acquisition of systems
Problems with systems, software, and requirements Group processes and decision making System complexity and integration
Throughout the presentation, clear examples help readers understand how concepts have been put into practice in real-world
situations. With its unique integration of project management and systems engineering, this book helps both engineers and project
managers across a broad range of industries successfully develop and manage a project team that, in turn, builds successful
systems. For engineering and management students in such disciplines as technology management, systems engineering, and
industrial engineering, the book provides excellent preparation for moving from the classroom to industry.
The proceedings from the June 1997 conference focusing on the effectiveness of software engineering standards and their future,
particularly in respect to critical systems. The 35 selected tutorials, technical papers, panel discussions and workshops deal with
aspects of software safety and compliance, identifying software users, software product measurement, software and systems
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engineering fundamental principles, and formal methods. The keynote address features cautionary advice to standards writers
engaged with the limited claims that can be made for software dependability. Lacks an index. Annotation copyrighted by Book
News, Inc., Portland, OR.
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 simulation-based 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.
Following the tradition of previous editions of the MODELS conference, many satellite events were organized in co-location with the MODELS
conference in Toulouse in 2008: 12 workshops, 3 symposia, 9 tutorials, a poster session, and a tools exhibition. The selection of the
workshops was organized by a Workshop Selection Committee, which consisted of the following experts: – Michel R. V. Chaudron, Leiden
University, The Netherlands (Chair) – Jochen Kuster ¨ , IBM Research Zurich, Switzerland – Henry Muccini, University of L'Aquila, Italy –
Holger Giese, Hasso-Plattner-Institute, Germany – Hans Vangheluwe, McGill University, Canada Some workshops have been running for
several years as MODELS satellite events, but each year some workshops end. Furthermore, there are always new developments,and hence
there is roomfor new workshops. Therefore,the Wo- shop Selection Committee very much welcomes new proposals. The workshops enabled
groups of participants to exchange recent and/or preliminary results, to conduct intensive discussions, or to coordinate e?orts between
representatives of a technical community. They served as forums for lively discussion of innovative ideas, recent progress, or practical
experience on model-driven engineering for speci?c aspects, speci?c problems, or doma- speci?c needs. The three symposia this year were:
the Doctoral Symposium, the Educators' Symposium, and the Research Projects Symposium. The Doctoral Symposium provided speci?c
support for PhD students to discuss their work and receive guidance for the completion of their dissertation research.
Software configuration management (SCM) is one of the scientific tools that is aimed to bring control to the software development process.
This new resource is a complete guide to implementing, operating, and maintaining a successful SCM system for software development.
Project managers, system designers, and software developers are presented with not only the basics of SCM, but also the different phases in
the software development lifecycle and how SCM plays a role in each phase. The factors that should be considered and the pitfalls that
should be avoided while designing the SCM system and SCM plan are also discussed. In addition, this third edition is updated to include
cloud computing and on-demand systems. This book does not rely on one specific tool or standard for explaining the SCM concepts and
techniques; In fact, it gives readers enough information about SCM, the mechanics of SCM, and SCM implementation, so that they can
successfully implement a SCM system.
The conference series HCSE (Human-Centred Software Engineering) was established four years ago in Salamanca. HCSE 2010 is the third
working conference of IFIP Working Group 13.2, Methodologies for User-Centered Systems Design. The goal of HCSE is to bring together
researchers and practitioners interested in strengthening the scientific foundations of user interface design, examining the re- tionship
between software engineering and human-computer interaction and focusing on how to strengthen user-centered design as an essential part
of software engineering processes. As a working conference, substantial time was devoted to the open and lively discussion of papers. The
interest in the conference was positive in terms of submissions and partici- tion. We received 42 contributions that resulted in 10 long papers,
5 short papers and 3 poster papers. The selection was carried out carefully by the International Program Committee. The result is a set of
interesting and stimulating papers that address such important issues as contextual design, user-aware systems, ubiquitous environments
and usability evaluation. The final program of the conference included a keynote by Liam Bannon with the title “Approaches to Software
Engineering: A Human-Centred Perspective.” This talk raised a lot of interesting questions for IFIP WG 13.2 and might have had some - pact
for participants to become a member of the working group. We hope that participants considered HCSE 2010 as successful as its two pdesessors in terms of interesting discussions and new ideas for scientific co-operation.
Although software engineering can trace its beginnings to a NATO conf- ence in 1968, it cannot be said to have become an empirical science
until the 1970s with the advent of the work of Prof. Victor Robert Basili of the University of Maryland. In addition to the need to engineer
software was the need to understand software. Much like other sciences, such as physics, chemistry, and biology, software engineering
needed a discipline of obs- vation, theory formation, experimentation, and feedback. By applying the scientific method to the software
engineering domain, Basili developed concepts like the Goal-Question-Metric method, the Quality-Improvement- Paradigm, and the
Experience Factory to help bring a sense of order to the ad hoc developments so prevalent in the software engineering field. On the occasion
of Basili’s 65th birthday, we present this book c- taining reprints of 20 papers that defined much of his work. We divided the 20 papers into 6
sections, each describing a different facet of his work, and asked several individuals to write an introduction to each section. Instead of
describing the scope of this book in this preface, we decided to let one of his papers, the keynote paper he gave at the International Cference on Software Engineering in 1996 in Berlin, Germany to lead off this book. He, better than we, can best describe his views on what is perimental software engineering.
Computer Architecture/Software Engineering
ETAPS2000wasthe third instanceofthe EuropeanJointConferenceson Theory and Practice of Software. ETAPS is an annual federated
conference that was established in 1998 by combining a number of existing and new conferences. This year it comprised v e conferences
(FOSSACS, FASE, ESOP, CC, TACAS), ve satellite workshops (CBS, CMCS, CoFI, GRATRA, INT), seven invited lectures, a panel
discussion, and ten tutorials. The events that comprise ETAPS address various aspects of the system - velopment process, including speci
cation, design, implementation, analysis, and improvement. The languages, methodologies, and tools which support these - tivities are all
well within its scope. Die rent blends of theory and practice are represented, with an inclination towards theory with a practical motivation on
one hand and soundly-based practice on the other. Many of the issues involved in software design apply to systems in general, including
hardware systems, and the emphasis on software is not intended to be exclusive.

To build reliable, industry-applicable software products, large-scale software project groups must continuously improve
software engineering processes to increase product quality, facilitate cost reductions, and adhere to tight schedules.
Emphasizing the critical components of successful large-scale software projects, Software Project Management: A
The first course in software engineering is the most critical. Education must start from an understanding of the heart of
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software development, from familiar ground that is common to all software development endeavors. This book is an indepth introduction to software engineering that uses a systematic, universal kernel to teach the essential elements of all
software engineering methods. This kernel, Essence, is a vocabulary for defining methods and practices. Essence was
envisioned and originally created by Ivar Jacobson and his colleagues, developed by Software Engineering Method and
Theory (SEMAT) and approved by The Object Management Group (OMG) as a standard in 2014. Essence is a practiceindependent framework for thinking and reasoning about the practices we have and the practices we need. Essence
establishes a shared and standard understanding of what is at the heart of software development. Essence is agnostic to
any particular method, lifecycle independent, programming language independent, concise, scalable, extensible, and
formally specified. Essence frees the practices from their method prisons. The first part of the book describes Essence,
the essential elements to work with, the essential things to do and the essential competencies you need when developing
software. The other three parts describe more and more advanced use cases of Essence. Using real but manageable
examples, it covers the fundamentals of Essence and the innovative use of serious games to support software
engineering. It also explains how current practices such as user stories, use cases, Scrum, and micro-services can be
described using Essence, and illustrates how their activities can be represented using the Essence notions of cards and
checklists. The fourth part of the book offers a vision how Essence can be scaled to support large, complex systems
engineering. Essence is supported by an ecosystem developed and maintained by a community of experienced people
worldwide. From this ecosystem, professors and students can select what they need and create their own way of
working, thus learning how to create ONE way of working that matches the particular situation and needs.
This book contains the refereed proceedings of the 13th International Conference on Agile Software Development, XP
2012, held in Malmö, Sweden, in May 2012. In the last decade, we have seen agile and lean software development
strongly influence the way software is developed. Agile and lean software development has moved from being a way of
working for a number of pioneers to becoming, more or less, the expected way of developing software in industry. The
topics covered by the selected full papers include general aspects of agility, agile teams, studies related to the release
and maintenance of software, and research on specific practices in agile and lean software development. They are
complemented by four short papers capturing additional aspects of agile and lean projects.
This tutorial book presents revised and extended lecture notes for a selection of the contributions presented at the
International Summer School on Generative and Transformational Techniques in Software Engineering (GTTSE 2009),
which was held in Braga, Portugal, in July 2009. The 16 articles comprise 7 long tutorials, 6 short tutorials and 3
participants contributions; they shed light on the generation and transformation of programs, data, models, metamodels,
documentation, and entire software systems. The topics covered include software reverse and re-engineering, model
driven engineering, automated software engineering, generic language technology, and software language engineering.
This book provides a general introduction to the essentials of the software development process, that series of activities
that facilitate developing better software in less time. It starts with the basic aspects of software process which are the
methods, tools and the concepts of the software life cycle. The second and third parts emphasize the engineering and
management disciplines that are the core of any software engineering process. The fourth part, which is concerned with
the quality aspects of software process, presents the aspects of process assessment and measurement. The last chapter
introduces a software process metamodel, which is the theoretical foundation for any software process. The approach is
general, and the explanations are not tied to a particular commercial process. The book includes an ongoing case study
example which does use the Unified Process for Education, which is derived from The Rational Unified Process. This
book thus enables readers to gain experience with some of the basics of the Rational Unified Process the industry's most
powerful tool for incorporating the best practices into software development and prepares them to work with any
organization's software process. The book includes a robust Website with all the sample deliverables and artifacts
created from the case study, as well as chapter-by-chapter sections with further, up-to-date readings on process
advancements, the PDF files for all the figures in the book, links to Software Engineering news sites, chapter by chapter
information on commercial tools, industry standards, etc.
This book constitutes the thoroughly refereed joint postproceedings of the satellite activities held at the 7th International
Conference on the Unified Modeling Language, UML 2004, in Lisbon, Portugal in October 2004 complementing the main
conference track. The book presents reports on the 10 workshops held at UML and covers a broad range of topics
around systems modelling; these reports are compiled by the respective workshop organizers. Furthermore 12 revised
reviewed papers from the industry track are included as well as 11 short papers corresponding to selected poster/demo
presentations and a summary on the UML tools exhibition.
This work is based on the same author's book Classical and Object-oriented Software Engineering, third edition. While it
stresses the essentials of software engineering including in-depth coverage of the Capability Maturity Model, CASE, and
metrics, it does so using the language Java instead of C++. This text is appropriate for junior, senior, or first-year
graduate courses in software engineering, software analysis and design, software development, advanced programming,
and systems analysis.
?????,??????????????????,??????,????????,?????,???????,???????????,???????,XML?.NET?????.
This accessible introduction demonstrates a range of testing techniques in the context of a single worked example that
runs throughout. Students can easily see the strengths and limitations of progressively more complex approaches in
theory and practice. Test automation and the process of testing are emphasised.
Software Engineering for Real-time Systems, a three-volume book-set, aims to provide a firm foundation in the
knowledge, skills and techniques needed to develop and produce real-time, and in particular, embedded systems. Their
core purpose is to convince readers that these systems need to be engineered in a rigorous, professional and organized
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way. The objectives of volume 3 are to cover important implementation and performance aspects in the development of
real-time embedded systems. This includes: The analysis and testing of source code.Tools and techniques for
developing and debugging embedded software.The essential requirements and features of mission and safety-critical
systems.Designing for performance.The essentials and use of project documentation, including configuration
management and version control techniques.Note for lecturers who adopt this book as a required course textbook. All
diagrams can be made available for educational use. These are provided free of charge, in .png format. For further
information contact me at jcooling1942@gmail.com.The author: Jim Cooling has had many years experience in the area
of real-time embedded systems, including electronic, software and system design, project management, consultancy,
education and course development. He has published extensively on the subject, his books covering many aspects of
embedded-systems work such as real-time interfacing, programming, software design and software engineering.
Currently he is a partner in Lindentree Associates (which he formed in 1998), providing consultancy and training for realtime embedded systems.
The final installment in this three-volume set is based on this maxim: "Before software can be designed its requirements
must be well understood, and before the requirements can be expressed properly the domain of the application must be
well understood." The book covers the process from the development of domain descriptions, through the derivation of
requirements prescriptions from domain models, to the refinement of requirements into software architectures and
component design.
This book addresses how best to make build vs. buy decisions, and what effect such decisions have on the software
development life cycle (SDLC). Offering an integrated approach that includes important management and decision
practices, the text explains how to create successful solutions that fit user and customer needs, by mixing different SDLC
methodologies. Features: provides concrete examples and effective case studies; focuses on the skills and insights that
distinguish successful software implementations; covers management issues as well as technical considerations,
including how to deal with political and cultural realities in organizations; identifies many new alternatives for how to
manage and model a system using sophisticated analysis tools and advanced management practices; emphasizes how
and when professionals can best apply these tools and practices, and what benefits can be derived from their application;
discusses searching for vendor solutions, and vendor contract considerations.
Practical Handbook to understand the hidden language of computer hardware and software DESCRIPTION This book
teaches the essentials of software engineering to anyone who wants to become an active and independent software
engineer expert. It covers all the software engineering fundamentals without forgetting a few vital advanced topics such
as software engineering with artificial intelligence, ontology, and data mining in software engineering. The primary goal of
the book is to introduce a limited number of concepts and practices which will achieve the following two objectives: Teach
students the skills needed to execute a smallish commercial project. Provide students with the necessary conceptual
background for undertaking advanced studies in software engineering through courses or on their own. KEY FEATURES
- This book contains real-time executed examples along with case studies. - Covers advanced technologies that are
intersectional with software engineering. - Easy and simple language, crystal clear approach, and straight forward
comprehensible presentation. - Understand what architecture design involves, and where it fits in the full software
development life cycle. - Learning and optimizing the critical relationships between analysis and design. - Utilizing proven
and reusable design primitives and adapting them to specific problems and contexts. WHAT WILL YOU LEARN This
book includes only those concepts that we believe are foundational. As executing a software project requires skills in two
dimensions—engineering and project management—this book focuses on crucial tasks in these two dimensions and
discuss the concepts and techniques that can be applied to execute these tasks effectively. WHO THIS BOOK IS FOR
The book is primarily intended to work as a beginner’s guide for Software Engineering in any undergraduate or
postgraduate program. It is directed towards students who know the program but have not had formal exposure to
software engineering. The book can also be used by teachers and trainers who are in a similar state—they know some
programming but want to be introduced to the systematic approach of software engineering. TABLE OF CONTENTS 1.
Introductory Concepts of Software Engineering 2. Modelling Software Development Life Cycle 3. Software Requirement
Analysis and Specification 4. Software Project Management Framework 5. Software Project Analysis and Design 6.
Object-Oriented Analysis and Design 7. Designing Interfaces & Dialogues and Database Design 8. Coding and
Debugging 9. Software Testing 10. System Implementation and Maintenance 11.Reliability 12. Software Quality 13.
CASE and Reuse 14. Recent Trends and Development in Software Engineering 15. Model Questions with Answers
This book constitutes the refereed proceedings of the Third International Symposium on Search Based Software
Engineering, SSBSE 2011 held in Szeged, Hungary in collocation with ESEC/FSE 2011. The 18 revised full papers
presented together with two invited contributions and abstracts of eight poster presentations were carefully reviewed and
selected from 43 submissions. The papers are organized in topical sections on foundations of SSBSE; concurrency and
models; requirements and planning; software testing; and comprehension, transformation and scalability.
Software Design for Engineers and Scientists integrates three core areas of computing: . Software engineering including both traditional methods and the insights of 'extreme programming' . Program design - including the analysis of
data structures and algorithms . Practical object-oriented programming Without assuming prior knowledge of any
particular programming language, and avoiding the need for students to learn from separate, specialised Computer
Science texts, John Robinson takes the reader from small-scale programing to competence in large software projects, all
within one volume. Copious examples and case studies are provided in C++. The book is especially suitable for
undergraduates in the natural sciences and all branches of engineering who have some knowledge of computing basics,
and now need to understand and apply software design to tasks like data analysis, simulation, signal processing or
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visualisation. John Robinson introduces both software theory and its application to problem solving using a range of
design principles, applied to the creation of medium-sized systems, providing key methods and tools for designing
reliable, efficient, maintainable programs. The case studies are presented within scientific contexts to illustrate all aspects
of the design process, allowing students to relate theory to real-world applications. Core computing topics - usually found
in separate specialised texts - presented to meet the specific requirements of science and engineering students
Demonstrates good practice through applications, case studies and worked examples based in real-world contexts
Drawing lessons from the eFez Project in Morocco, this volume offers practical supporting material to decision makers in
developing countries on information and communication technologies for development (ICT4D), specifically egovernment implementation. The book documents the eFez Project experience in all of its aspects, presenting the
project’s findings and the practical methods developed by the authors (a roadmap, impact assessment framework,
design issues, lessons learned and best practices) in their systematic quest to turn eFez’s indigenous experimentations
and findings into a formal framework for academics, practitioners and decision makers. The volume also reviews,
analyzes and synthesizes the findings of other projects to offer a comparative study of the eFez framework and a number
of other e-government frameworks from the growing literature.
The first edition of this unique interdisciplinary guide has become the foundational systems engineering textbook for
colleges and universities worldwide. It has helped countless readers learn to think like systems engineers, giving them
the knowledge, skills, and leadership qualities they need to be successful professionals. Now, colleagues of the original
authors have upgraded and expanded the book to address the significant advances in this rapidly changing field. An
outgrowth of the Johns Hopkins University Master of Science Program in Engineering, Systems Engineering: Principles
and Practice provides an educationally sound, entry-level approach to the subject, describing tools and techniques
essential for the development of complex systems. Exhaustively classroom tested, the text continues the tradition of
utilizing models to assist in grasping abstract concepts, emphasizing application and practice. This Second Edition
features: Expanded topics on advanced systems engineering concepts beyond the traditional systems engineering areas
and the post-development stage Updated DOD and commercial standards, architectures, and processes New models
and frameworks for traditional structured analysis and object-oriented analysis techniques Improved discussions on
requirements, systems management, functional analysis, analysis of alternatives, decision making and support, and
operational analysis Supplemental material on the concept of the system boundary Modern software engineering
techniques, principles, and concepts Further exploration of the system engineer's career to guide prospective
professionals Updated problems and references The Second Edition continues to serve as a graduate-level textbook for
courses introducing the field and practice of systems engineering. This very readable book is also an excellent resource
for engineers, scientists, and project managers involved with systems engineering, as well as a useful textbook for short
courses offered through industry seminars.
Empirical verification of knowledge is one of the foundations for developing any discipline. As far as software construction
is concerned, the empirically verified knowledge is not only sparse but also not very widely disseminated among
developers and researchers. This book aims to spread the idea of the importance of empirical knowledge in software
development from a highly practical viewpoint. It has two goals: (1) Define the body of empirically validated knowledge in
software development so as to advise practitioners on what methods or techniques have been empirically analysed and
what the results were; (2) as empirical tests have traditionally been carried out by universities or research centres,
propose techniques applicable by industry to check on the software development technologies they use. Contents:
Limitations of Empirical Testing Technique Knowledge (N Juristo et al.); Replicated Studies: Building a Body of
Knowledge about Software Reading Techniques (F Shull et al.); Combining Data from Reading Experiments in Software
Inspections OCo A Feasibility Study (C Wholin et al.); External Experiments OCo A Workable Paradigm for Collaboration
Between Industry and Academia (F Houdek); (Quasi-)Experimental Studies in Industrial Settings (O Laitenberger & D
Rombach); Experimental Validation of New Software Technology (M V Zelkowitz et al.). Readership: Researchers,
academics and professionals in software engineering."
Job titles like “Technical Architect” and “Chief Architect” nowadays abound in software industry, yet many people
suspect that “architecture” is one of the most overused and least understood terms in professional software
development. Gorton’s book tries to resolve this dilemma. It concisely describes the essential elements of knowledge
and key skills required to be a software architect. The explanations encompass the essentials of architecture thinking,
practices, and supporting technologies. They range from a general understanding of structure and quality attributes
through technical issues like middleware components and service-oriented architectures to recent technologies like
model-driven architecture, software product lines, aspect-oriented design, and the Semantic Web, which will presumably
influence future software systems. This second edition contains new material covering enterprise architecture, agile
development, enterprise service bus technologies, RESTful Web services, and a case study on how to use the MeDICi
integration framework. All approaches are illustrated by an ongoing real-world example. So if you work as an architect or
senior designer (or want to someday), or if you are a student in software engineering, here is a valuable and yet
approachable knowledge source for you.
This book presents the latest research on Software Engineering Frameworks for the Cloud Computing Paradigm, drawn
from an international selection of researchers and practitioners. The book offers both a discussion of relevant software
engineering approaches and practical guidance on enterprise-wide software deployment in the cloud environment,
together with real-world case studies. Features: presents the state of the art in software engineering approaches for
developing cloud-suitable applications; discusses the impact of the cloud computing paradigm on software engineering;
offers guidance and best practices for students and practitioners; examines the stages of the software development
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lifecycle, with a focus on the requirements engineering and testing of cloud-based applications; reviews the efficiency and
performance of cloud-based applications; explores feature-driven and cloud-aided software design; provides relevant
theoretical frameworks, practical approaches and future research directions.
Written for the undergraduate, one-term course, Essentials of Software Engineering, Fourth Edition provides students
with a systematic engineering approach to software engineering principles and methodologies. Comprehensive, yet
concise, the Fourth Edition includes new information on areas of high interest to computer scientists, including Big Data
and developing in the cloud.
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