
card of course
	Subject name
	Introduction to software engineering – lab 


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
	Bachelor degree

	1.4. Profile
	Practical


	1.5. Speciality
	-

	1.6. Lecturer responsible for the subject 
	Leszek Lewandowski


2. General characteristic of the subject
	2.1. Connection with a subject group
	Directional/practical

	2.2. Total credits (ECTS)
	2

	2.3. Language of instruction
	English

	2.4. Semesters in which the subject is carried out
	III

	2.5. Criterion for selection of listeners
	-


3. Learning outcomes and method of conducting classes
3.1.  Aim of the subject
	Lp.
	Aim of the subject

	
	

	C1
	Providing students with basic knowledge of software engineering, in the field of organization of the course of a programming project, defining requirements, modeling systems, software design, quality assurance (including software testing), tools supporting software development (including version management tools).

	C2
	Developing students' skills in solving simple problems in the field of software design, construction and testing, the use of tools supporting software development, modification and use of programming components.

	C3
	Developing the ability of students to work effectively as an analyst/designer/programmer in a programming team working in accordance with classic or agile (Agile) methodologies.


3.2. Learning outcomes, divided into KNOWLEDGE, SKILLS AND COMPETENCIES, with reference to learning outcomes for an area(s) and a field of study
	Lp.
	Description of learning outcomes
	Reference to the 
learning outcomes 
(symbols)
	Form of teaching 
(mark with a „X”)

	
	
	
	ST
	NST
	NST PUW

	
	
	
	Classes at the University
	Classes 
on a platform
	Classes at the University
	Classes 
on a platform
	Classes at the University
	Classes 
on a platform

	After completing the subject, student in the range of KNOWLEDGE, know and understand

	W1
	He has basic knowledge of IT project management.
	INF_W07
	X
	X
	X
	X
	X
	X

	W2
	Has basic knowledge of requirements engineering (functional requirements, use cases, non-functional requirements).
	
	X
	X
	X
	X
	X
	X

	W3
	Has basic knowledge of modeling and software design.
	
	X
	X
	X
	X
	X
	X

	W4
	Has basic knowledge of software verification and validation methods.
	
	X
	X
	X
	X
	X
	X

	After completing the subject, student in the range of SKILLS, can
	

	U1
	Is able to participate in project meetings in the Scrum methodology as a member of the development team (sprint planning, review and retrospective).
	INF_U01 INF_U07 INF_U09 INF_U22 INF_U23
	X
	X
	X
	X
	X
	X

	U2
	Is able to specify functional and non-functional requirements.
	
	X
	X
	X
	X
	X
	X

	U3
	Potrafi tworzyć modele obiektowe w notacji UML (model klas, maszyny stanowej, sekwencji).
	
	X
	X
	X
	X
	X
	X

	U4
	He can create test cases and automate them (unit tests, acceptance tests and performance tests).
	
	X
	X
	X
	X
	X
	X

	After completing the subject, student in the field of SOCIAL COMPETENCES, is able to

	K1
	Is aware that programming tools and libraries are subject to continuous and frequent changes (e.g. based on changes in the xUnit library or version management tools)
	INF_K02 INF_K04
	X
	X
	X
	X
	X
	X

	K2
	Is aware that programming tools and libraries are subject to continuous and frequent changes changes (e.g. based on changes in the JUnit library or version management tools)
	
	X
	X
	X
	X
	X
	X

	K3
	Is able to identify real problems of commercial importance that can be solved through the implementation and implementation of information systems.
	
	X
	X
	X
	X
	X
	X


3.3. Type of classes and number of hours - full time studies (ST), part time studies (NST) 
	Mode 
of study
	Lecture
	Exercises
	Project
	Workshops
	Lab
	Seminar
	Lectorate
	Using distance learning methods and techniques in the form of ...................
	Others
	ECTS

	ST
	
	
	
	
	30
	
	
	
	
	2

	NST
	
	
	
	
	
	
	
	
	
	

	NST PUW
	
	
	
	
	
	
	
	
	
	


3.4. Curriculum content (separately for each type of classes). Mark (X) how the content will be implemented (classes at the university or classes on the platform conducted using distance learning methods and techniques)
TYPE OF CLASSES: LAB
	Lp.
	Content of classes
	Form of teaching 
(mark with a „X”)

	
	
	ST
	NST
	NST PUW

	
	
	Classes at the University
	Classes 
on a platform
	Classes at the University
	Classes 
on a platform
	Classes at the University
	Classes 
on a platform

	1.
	The graduate knows and understands issues in the field of software engineering, methodologies and processes of software development as well as the tools and programming environments used
	
	X
	
	
	
	

	2.
	The graduate knows and understands issues related to various paradigms and corresponding programming languages
	
	X
	
	
	
	

	3.
	The graduate is able to obtain and assess the credibility of information, interpret it, draw conclusions and formulate opinions in both written and oral public speeches
	
	X
	
	
	
	

	4.
	A graduate is able to manage an IT project at all stages of implementation, both individually and in teamwork
	
	X
	
	
	
	

	5.
	A graduate is ready to think creatively and act on the market of IT services
	
	X
	
	
	
	


3.5. Methods of evaluation of learning outcomes (describe the methods of teaching and verification of learning outcomes):
Methods of teaching:
The method of education is the implementation of a series of interrelated mini-projects, which after the end of the classes will form a joint whole.
Methods of verification of learning outcomes:
Evaluation of the performance of the mini-project from each class.
3.6. Criteria for assessing the achieved learning outcomes
	Learning outcome
	For a grade of 3 student knows and understands/can/is able to:
	For a grade of 4 student knows and understands/can/is able to:
	For a grade of 5 student knows and understands/can/is able to:

	W
	60-75% of the knowledge indicated in the learning outcomes
	76-91% of the knowledge indicated in the learning outcomes
	91-100% of the knowledge indicated in the learning outcomes

	U
	60-75% of the skills indicated in the learning outcomes
	76-91% of the skills indicated in the learning outcomes
	91-100% of the skills indicated in the learning outcomes

	K
	60-75% of the skills indicated in the learning outcomes
	76-91% of the skills indicated in the learning outcomes
	91-100% of the skills indicated in the learning outcomes


3.7. Literature
Basic
1. lab manual
2. R. S. Pressman, SOFTWARE ENGINEERING: A PRACTITIONER'S APPROACH, WNT, 2004
3. G. Booch, J. Rumbaugh, I. Jacobson, THE UNIFIED MODELING LANGUAGE USER GUIDE, WNT, 2012
Supplementary

1. R. C. Martin, Clean Code: A Handbook of Agile Software Craftsmanship, Helion, 2010. 
2. S. H. Kan, METRICS AND MODELS IN SOFTWARE QUALITY ENGINEERING, PWN, 2006. 
3. R. C. Martin, M. Martin, Agile Principles, Patterns, and Practices in C#, Helion, 2008.
4. Student’s workload – balance of credits (ects)
	Student’s activity
	Student’s workload

	
	ST
	NST
	NST PUW

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

	Classes provided by the study plan
	30
	
	

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

	STUDENT’S OWN WORK
	20
	
	

	Preparation for class, preparation of project work/presentations/etc
	10
	
	

	Preparation for passing the classes
	10
	
	

	TOTAL STUDENT WORKLOAD
	50
	
	

	Credits (ECTS) for a subject
	2
	
	


	Date of last change 
	10.2022

	Changes introduced
	Mgr L. Lewandowski

	Changes approved
	




