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Announcements
 New class room as of Wed

 MAC 288 (original one)

 Midterm rescheduled due
to lab clash
 Fri, Feb 26 in class

 Course website updated

 Assignments/Deliverables
 S0, C0, S1, C1 specs 

posted
 Group website spec posted
 www.engr.uvic.ca/~seng32

1/deliverables.html

 Projects and groups
 www.engr.uvic.ca/~seng32

1/project.html
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SENG 321 Calendar

First day of classes Tue, Jan 5
Labs begin Tue, Jan 12
Reading break Feb 8-12
Midterm Fri, Feb 26
Easter break Mar 25-28
Project presentations Mar 29-31
Last day of classes Fri, Mar 31
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Detailed course calendar: deliverables deadlines
http://www.engr.uvic.ca/~seng321/calendar.html



Project Deadlines and Marks
1. Call for Project Proposals 6 Jan (Class)
2. Request for Proposal (RFP) 8 Jan
3. Project selection 12 Jan (Lab)
4. Team selection 14 Jan (Lab)
5. Related work (S0) 5% 22 Jan (Lab)
6. Project website up and running 5% 26 Jan (Lab)
7. RFP2 Informal Requirements Specification (C0) 5% 29 Jan (Lab)
8. Formal Requirements Spec (S1) 10% 16 Feb (Lab)
9. Customer Feedback on S1 (C1) 5% 18 Feb (Lab)
10. Detailed Requirements Spec (S2a) 10% 1 Mar (Lab)
11. Prototype demo (S2b) 5% 3 Mar (Lab)
12. Customer Feedback on S2a-b (C2) 5% 8 Mar (Lab)
13. Final Requirements Spec (S3a) 15% 15 Mar (Lab)
14. User Manual (S3b) 10% 22 Mar (Lab)
15. Customer Feedback on S3a-b (C3) 5% 24 Mar (Lab)
16. Demo Final Project (S4) 10% 29,31 Mar (Lab)
17. Customer Feedback on S4 (C4) 5% 29,31 Mar (Lab)
18. Instructor and TA Evaluations (S5) 5% 1 Apr

Students must participate in all project presentations in class & labs
No show results in a 25% reduction in the mark for that presentation
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News
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Proposed New
Group Structure





Deliverables
S0, C0, S1, C1, Website
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Goals for this week
 Company name
 Group members
 Project title
 Project abstract
 For each group
 Preliminary supplier website with this info
 Preliminary customer website
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Finalize in 
lab sessions



Selected Project Member Roles
Determine who best fits these roles―allowed to change 
as the term progresses

1. Project lead—leadership, management, communications, & 
negotiation skills

2. Documentation writer—writing, presentation, marketing & sales skills
3. Webmaster—website development, web tool & presentation skills
4. Toolsmith—tool experience & programming skills
5. Design expert—UML diagramming & object-oriented design skills
6. Interface expert—user interface programming & presentation skills
7. Analyst—analysis, verification, traceability, testing & reviewing skills 
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Working in Groups and 
Choosing a Group

 Group Size: 4
 Understand the work habits and goals of your 

group members:
■ Night person 
■ Start early
■ Laid back
■ Best project ever

■ Morning person
■ Start at last minute
■ Perfectionist
■ Reasonable mark

 Identify members with good English and 
communication skills
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Project Skills Elicitation
Your name Muller
Project lead X
Documentation X
Webmaster
Toolsmith
Designer (UML)
HCI expert X
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 Check three (3) skills
 Project lead—leadership, management, communications & negotiation skills
 Documentation writer—writing, presentation, marketing & sales skills
 Webmaster—website development, web tool & presentation skills
 Toolsmith—tool experience & programming skills
 Design experts—UML diagramming & object-oriented design skills
 Interface expert—user interface programming & presentation skills



Project Leads and 
Skills Elicitation
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Questions?
Suggested consultation order:
 Project group
 Course web page
 Lab instructor
 Instructor
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Requirement Engineering
 The hardest single part of building a software 

system is deciding precisely what to build. No 
other part of the conceptual work is as difficult as 
establishing the detailed technical requirements, 
including all the interfaces to people, to 
machines, and to other software systems. No 
other part of the work so cripples the resulting 
system if done wrong. No other part is more 
difficult to rectify later.

[Fred Brooks, "No Silver Bullet", IEEE Computer,1987]
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Software Requirements 
Engineering
 The hardest single part of building a software 

system is deciding precisely what to build
 How do we decide what system to build?
 Software problems tend to be complex
 Contrast the design documents for a bicycle or a 

bridge to the design documents for an self-
adaptive or self-managing software system
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Requirements Engineering
Many Forces at Work

RE

Types of domains

Types of systems

Types of projects

Software evolution
Software environment

Product/process qualities

‘Non-functional requirements

Internal/external qualities

Software qualities

User Experience Adoption
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Separation of Concerns

Problem Domain
-

Analysis

Interface
-

Specification

Solution
-

Design
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