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College of CDM
MS in Software Engineering - Learning Goals and Learning Outcomes

  1. GOAL: Students should have knowledge of finite-state automata and

     be able to apply this knowledge to problems.

     A. OUTCOME: Students should be able to construct a finite-state

        automaton that accepts an informally defined set of strings.

     B. OUTCOME: Students should be able to verify whether or not a

        string is accepted by a non-deterministic finite-state

        automaton.

  2. GOAL: Students should have knowledge of a broad range of data

     structures including linked lists, stacks, queues, hash tables,

     trees, heaps.

     A. OUTCOME: Students should be able to determine running times of

        standard operations on array lists, linked lists, stacks,

        queues, hash tables, trees, heaps.

  3. GOAL: Students should have knowledge of OO Mechanisms and Design

     Patterns including Adapter, Builder, Command, Composite,

     Decorator, Facade, Flyweight, Iterator, Observer, Singleton,

     State, Strategy.

     A. OUTCOME: Students should be able to recognize design patterns

        in a program fragment.

     B. OUTCOME: Students should be able to name an appropriate design

        pattern to apply to a given problem.

  4. GOAL: Students should have knowledge of predicate logic and be

     able to apply their knowledge to problems.

     A. OUTCOME: Students should be able to translate natural language

        statements into predicate logic.

