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Preface

DeMarco and Lister, in their wonderful book Peopleware, complain
that too many software people just don't read technical publications.
What a frightening thought! No other industry is so characterized by
constant and profound change. Somehow, we embedded programmers
must access every scrap of information in the fight to stay up to date.

In the embedded world it seems most of us learn via on-the-job
training. While many colleges offer embedded programming courses,
few go beyond descriptions of the sort of simple projects even a high-
school hacker might build.

With embedded systems ranging in size from a few hundred lines
for a trivial controller to multi-million-line tracking systems, it’s impos-
sible to cover all of the issues encountered in designing embedded sys-
tems in one or even a dozen volumes. In this book I've tried to address
the subject from three different approaches: design, solutions to prac-
tical problems, and planning.

While we’re all familiar with the tenets of top-down design, far too
little has been written on the subject of designing code that is debug-
gable and useful in the production environment that our embedded code
is targeted toward. Chapters 4 and 5 deal with these subjects.

Much of the book is taken up with algorithms and techniques for
solving a number of problems common to many embedded systems.
Chapters 6 through 10 address these system problems, with example
solutions to each.

Finally, perhaps an underlying theme throughout the book is the
concept of the software engineer as a manager. “Coders” worry about
writing software, period. I believe that true software engineers should
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xii Preface

be concerned with every aspect of the system, from its high-level design
to the low-level code, even to business issues that affect the end-
product’s marketability. What will adding a floating-point package do
to the cost of goods? How does time-to-market impact the product’s
viability? When we select a processor, what business issues are impor-
tant, perhaps even as important as the technical trade-offs? Although
Chapters 1, 2, and 11 specifically deal with these questions, this also
pervades most of the rest of the book.
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