
Card of course
	Subject name


	Developing an Android application


1.  Location of the subject in the system of studies
	1.1. Programme
	Computer Science

	1.2. Mode of study
	Full time studies

	1.3. Level of degree
	First degree

	1.4. Profile
	Practical


	1.5. Speciality
	Mobile technologies

	1.6. Lecturer responsible for the subject
	Tomasz Smutek


2. general characteristics of course
	2.1. Connection with a subject group
	practical

	2.2. Total credits (ECTS)
	6

	2.3. Language of instruction
	English

	2.4. Semesters in which the subject is carried out
	5

	2.5. Criterion for selection of listeners
	-


3. Learning outcomes and method of conducting classes
3.1.  Aim of the subject
	No.
	Aim of the subject

	
	

	C1
	Ability to design and build applications running on the Android operating system.

	C2
	Presentation of the principles of creating user interfaces and application programming.

	C3
	Acquisition of practical application programming skills in an appropriate developinming environment. 


3.2.  Learning outcomes, divided into KNOWLEDGE, SKILLS AND COMPETENCIES, with reference to learning outcomes for an area (s) and a field of study
	No.
	Opis przedmiotowych efektów uczenia się
	Odniesienie do kierunkowych efektów

uczenia się (symbole)
	Sposób realizacji (X)

	
	
	
	ST
	NST

	
	
	
	Zajęcia na Uczelni
	Obowiązkowe/dodatkowe* zajęcia na platformie
	Zajęcia na Uczelni
	Obowiązkowe/dodatkowe* zajęcia na platformie

	Po zaliczeniu przedmiotu student w zakresie wiedzy zna i rozumie

	W1
	He has knowledge in the field of design, programming and application architecture in selected IT applications.
	INF_W20
	X
	
	
	

	W2
	Has knowledge of user experience, is able to indicate the principles of proper human-computer interface design.
	INF_W21
	X
	
	
	

	Po zaliczeniu przedmiotu student w zakresie umiejętności potrafi

	U1
	Can obtain information from literature, databases and other properly selected sources, also in English or another foreign language recognized as the language of international communication in the field of study.
	INF_U01
	X
	
	
	

	U2
	He can make a preliminary analysis of the proposed project solutions and undertaken engineering activities appropriate for the field of study.
	INF_U07
	X
	
	
	

	U3
	Can assess the usefulness, choose and apply methods and tools, including information and communication techniques, suitable for the implementation of typical tasks and complex problems relevant to information management and project management.
	INF_U12
	X
	
	
	

	U4
	Can create software in selected programming environments based on known algorithms, methods and techniques.
	INF_U19
	X
	
	
	

	U5
	Can choose and put into practice the right way of organizing programming work, including the technique of testing an application or embedded program.
	INF_U20
	X
	
	
	

	Po zaliczeniu przedmiotu student w zakresie kompetencji społecznych jest gotów do
	
	

	K1
	Can interact and work in a group, assuming various roles in it.
	INF_K04
	X
	
	
	

	K2
	Is able to properly define the priorities of the implementation of the set by himself or other tasks.
	INF_K05
	
	
	
	


3.3. Type of classes and number of hours – Full time studies (ST),  Part time studies  (NST)
	Mode of study
	Lecture
	Discussions
	project
	workshops
	Lab
	Seminar
	lectureship
	Additional Online

 ……….
(form)
	Others
	ECTS

	ST
	10
	-
	-
	-
	20
	-
	-
	-
	-
	6

	NST
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-


3.4. Curriculum content (separately for each type of classes: (Lecture, Discussions, project
workshops, Lab, Seminar, lectureship)
TYPE OF LECTURES: Lecture
	No.
	Content of lectures
	Form of teaching

	
	
	full time studies
	Part time studies

	
	
	CLASSES
	PLATFORM
	CLASSES
	PLATFORM

	1.
	Integrated Development Environment
	x
	-
	-
	-

	2.
	Components of a mobile application - principles of designing a mobile application
	x
	-
	-
	-

	3.
	Activity and Fragment Lifecycle
	x
	-
	-
	-

	4.
	Android Resources
	x
	-
	-
	-

	5.
	Device compatibility
	x
	-
	-
	-


TYPE OF LECTURES: Lab

	LNop.
	Content of lectures
	Form of teaching

	
	
	full time studies
	Part time studies

	
	
	CLASSES
	PLATFORM
	CLASSES
	PLATFORM

	1.
	Installation and configuration of the development environment. Installing and updating the Android SDK. Defining and configuring device emulators. Creating an emulator environment that reflects a given device. Connecting devices to the development environment
	x
	-
	-
	-

	2.
	Designing the user interface. Creating a user interface in a development environment
	x
	-
	-
	-

	3.
	Programmin interaction with the user. Utilization of the company's life cycle.
	x
	-
	-
	-

	4.
	Obtaining permissions to hardware resources of a mobile device
	x
	-
	-
	-

	5.
	Preparation of the distribution package
	x
	-
	-
	-


3.5 Methods of evaluation of learning outcomes (in relation to particular effects)
Written exam, test
3.6. Criteria for assessing the achieved learning outcomes
	Learning outcome
	Student receiving a grade 3 is able to:
	Student receiving a grade 4 is able to:
	Student receiving a grade 5 is able to:

	W1
	He can indicate an application designed for the Android system
	He can indicate an application designed for the Android system, run it on an emulator.
	He can indicate an application designed for Android, run it on a simulator and a physical device.

	W2
	He can indicate the files responsible for the user interface.
	Can point to files responsible for the user interface, knows and understands connections between the interface and the rest of the application
	Can point to files responsible for the user interface, knows and understands connections between the interface and the rest of the application. Can point out potentional problems with badly desing connection between logic and UI.

	U1
	Can find information about unknown commands and functions.
	Can use documentation, searches for unknown commands and functions.
	Is able to use documentation fluently, uses it to create his own solutions.

	U2
	Can recognize basic terminology such as: Activities, Intents, etc..
	Can recognize and use terminology related to designing applications for the Android platform.
	He is fluent in terminology, understands the mechanisms connecting individual components of the application.

	U3
	Can use the development environment
	Can download, install and configure the development environment.
	Can download, install and configure the development environment.

	U4, U5
	Can create a simple application for the Android platform.
	Can create a simple Application for the Android platform, run it and test it.
	Can create an extensive Application for the Android platform, run it and test it.

	K1
	Can work in a small group.
	He can work in a group and fulfill the entrusted role.
	He can work in a group and fulfill the entrusted role, he is also able to divide the roles appropriately in the group.

	K2
	Can plan work.
	Can properly and effectively plan work.
	Can properly and effectively plan work and evaluate the results.


3.7. Literature
Basics
Supplementary 

4. Student’s workload – balance of credits (ECTS)
	Activity
	Student workload

	
	Full time studies
	Part time studies

	CONTACT HOURS (activities that require direct participation of an academic teacher)
	30
	

	Participation in lectures
	30
	

	Consultation (min. 10% of  hours provided for any form of classes)
	3
	

	STUDENT'S OWN WORK
	120
	

	Independent study on the subject of lectures and completion of homework
	60
	

	Preparation for evaluation and passing an exam
	60
	

	TOTAL STUDENT WORKLOAD
	150
	

	Credits (ECTS) for a subject
	6
	


	Date of last change
	27.12.2021r.

	Zmiany wprowadził
	Tomasz Smutek

	Zmiany zatwierdził
	




