Joodoooouooonn
Jobooboooboooboboooobouoonn

An Empirical Study: How and Why the Asynchronous Way Gives the
Influence to Software Products?
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Summary. Designing software specifications, various cooperative ac-
tivities such as deciding, changing or validating a specification are per-
formed. On such activities over a computer network, an efficiency of
work or a quality of the software products seem to depend heavily
on communication environment. Those environments are characterized
by the parameters, such as face-to-face/distribution, voice/text, syn-
chronous/asynchronous. From results of the protocol analysis to recog-
nize obstruction in cooperative work over a computer network, we focus
on a parameter of time, that is synchronous/asynchronous. And then
we clarify the relation between the parameter and software products.
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