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	Program Objective
	Performance Criterion

	A. Apply Knowledge
	1. Solve problems using knowledge presented in the course;
2. Use course knowledge to solve test questions;

3. Improve a presented solution to handle situations more effectively;

4. Extend a presented solution to handle additional situations.

	B.  Analyze Problems
	1. Practice Requirements elicitation;
2. Given a description of a problem, determine the requirements of a solution;

3. Explain why a given problem should or should not be solved with software;

4. Practice Requirements Analysis.

	C. Develop Solutions
	1. Given a problem, design and implement a solution;
2. Critique a given design for software;
3. Carefully test and debug a computer application;

4. Use metrics to evaluate a software implementation.

	D. Work in Teams
	1. Discuss a problem or question in small groups during a class period and prepare a report of conclusions;
2. Divide a software development project among a team of students and complete it;

3. Work as a class to solve a problem cooperatively;

4. Work in small teams to solve a set of problems during a week or longer;
5. Work in small teams to explore and evaluate alternative approaches to a situation.

	E. Understand Issues
	1. Discuss the issues involved in an ethical situation;
2. Prepare and present a short play or debate that explores the issues and viewpoints involved in an ethical situation;

3. Evaluate and improve a provided paper discussing the different viewpoints in a situation;

4. Prepare a paper justifying a specific position on an ethical dilemma.

	F. Communicate Effectively
	1. Give an effective Powerpoint or other presentation in a class;
2. Write a user manual for an application;
3. Write a test plan for an application;

4. Participate in a group discussion;

5. Prepare and conduct structured interviews to develop software requirements.

	G. Analyze Impact
	1. Discuss the impact of a category of software on its potential users and others;
2. Prepare a report on how a specific category of users are or will be effected by a particular type of computer use;

3. Prepare a report on how a specific type of software should be configured to best serve a specific community of potential users;
4. Evaluate which of two or more types of software would best serve society and more specific stakeholders.

	H. Continue Professional Development
	1. Answer a set of questions concerning the work described in a journal or professional publication;
2. Keep a list of professional publications and/or web sites consulted during the semester.  Require the list to have a minimum size and diversity;

3. Give students a topic and some exercises to solve in that topic.  Require students to learn about the topic on their own;

4. Require students to learn and use a software tool or language on their own;
5. Have each student prepare a plan of what they expect to learn (knowledge and skills) on their own during the first five years after they graduate and how.

	I. Use Current Methods and Tools
	1. Give  students exercises using current tools;
2. Ask students to discuss or report on the advantages of a specific modern tool or method;

3. Ask students to demonstrate how to use a new tool or method to other students;

4. Have groups of students research and evaluate a new tool or method.

	J. Understand Trade-offs
	1. Have students develop multiple solutions to a problem and compare those solutions to each other using algorithm analysis;
2. Give students two or more solutions to a particular problem and ask them to justify their selection of one of those solutions using algorithm analysis;

3. Have students critique a given design or solution with respect to tradeoffs using appropriate theory and analysis;

4. Have students critique UML models using appropriate theory.

	K. Build Software Systems
	1. Either singly or in teams develop a software application using design and development principles;
2. Have students  critique a software design using best principles;

3. Have students critique the source code of an application using best principles;
4. Have students improve a software design or source code using best principles.


