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“Learning by doing” is an informal way to describe a constructivist philosophy to 
the design of educational methods and materials. Some form of real world work-
placement is perhaps the ideal component of a software engineering course to 
provide students with experience of the situations and challenges facing real-
world software developers. However, such placements are not always possible for 
a variety of reasons: for example part time students, distance learning students, 
shortage of host companies willing to take on students etc. The EU funded 
Leonardo da Vinci project “SECASE” (Software Engineering CASE studies) aims to 
address the limitations of courses where work placements are not available, 
through the development of flexible, multimedia learning materials for teachers, 
based on real-world case studies provided by a range of business and 
government organisations in 4 participating EU counties: the Republic of Ireland, 
Northern Ireland, Italy and Cyprus. 
 
We present the work by the Republic of Ireland project partner, involving 
development of J2ME software for a mobile game provided by an Irish games and 
mobile applications company. The work has involved identifying, and bringing up 
to date, a complete J2ME arcade game called “Monster Madness”. In addition a 
range of educational materials have been created around this computer game, 
including video interviews with industry staff, “role play” emails where students 
play the role of a new member of different departments in a computer games 
company, multimedia lectures based on the Adobe/Macromedia Breeze 
technology, and video clips including compiling and testing using an IDE and PC 
to mobile phone file system synchronisation. 
 
The learning materials have been evaluated by a set of academics, and at present 
are also being used for teaching a complete mobile Java module, which will 
include student evaluation of the materials. 
 
Finally, we suggest two areas for research leading from the experiences of the 
SECASE partners, with a view to future educational institutions being able to 
update the teaching materials that will be delivered from the SECASE project with 
new case studies they identify and develop themselves. The planned research is 
into methods to generalise such case-study based teaching materials. Two 
methods of generalisation are proposed: Generalisation A : Designing for 
Interchangeable Case Studies – exploration of how easy it may be to facilitate 
simple replacement of case studies, while avoiding large scale re-development of 
the surrounding teaching and assessment materials. Generalisation B : 
Framework for Selection of Industry Partner and Past Projects – research is 
proposed, based on what has been learn from the SECASE partners experiences, 
on the methods and criteria that can be recommended for similar future projects 
where educational materials are to be developed based on real-world case study 
materials provided by industry partners 


