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Teaching Software Engineering

Design

Tests

Requirements

Quality

Undergrad curriculum

Challenge: Make SE “fun” and “necessary” 



http://ace-design.github.io/island/

Procedural 
Terrain 

Generator

Voronoi diagrams 
Delaunay triangulation 
Function composition 

Whittaker biome model
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Gamification: Exploiting Island resources

The bot is asked to  
(i) find the island, and then 
(ii) collect resources



Championship: deliver value each week

Regularity is evaluated 
(Winning the championship is not)



Teaching Software Engineering

Design

Tests

Requirements

Quality

Requirements Fuzzy Specification

Feature-driven development

Design
Object-oriented patterns

SOLID + GRASP

Tests Unit tests

Regression tests Quality

Software Metrics

Legacy code  
maintenance


