
card of course
	Subject name
	A group project of an information system


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 
	Monika Kaczorowska, PhD


2. General characteristic of the subject
	2.1. Connection with a subject group
	directional

	2.2. Total credits (ECTS)
	2

	2.3. Language of instruction
	English

	2.4. Semesters in which the subject is carried out
	V

	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
	Familiarizing students with working in real IT projects.

	C2
	Familiarizing students with the software life cycle, problems, models and stages of software development, applied methodologies and supporting tools.

	C3
	Familiarizing students with requirements analysis and IT system design.


3.1. 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 learing outcomes
	Reference to the 
learning outcomes (symbols)
	Form of teaching (Mark with a „X”)

	
	
	
	ST
	NST

	
	
	
	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
	Student has knowledge of selected methods used in software development processes.
	INF_W07
INF_W21
	X
	
	
	

	W2
	Student has basic knowledge of selected tools supporting software development processes.
	
	X
	
	
	

	W3
	Student has knowledge of how to properly design an interface.
	
	X
	
	
	

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

	U1
	Student is able to carry out requirements analysis.
	INF_U07 INF_U15 INF_U28
	X
	
	
	

	U2
	Student is able to design software, including its functional and data structure, interface, using modern supporting tools
	
	X
	
	
	

	U3
	Student is able to create documentation.
	
	X
	
	
	

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

	K1
	Student is able to identify and resolve dilemmas related to software development, including those related to cooperation with the client.
	INF_K02 INF_K04
	X
	
	
	

	K2
	Student is able to define project work priorities.
	
	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 distan-ce learning methods and techniques in the form of ……………….
	Others
	ECTS

	ST
	20
	
	
	
	
	
	
	
	
	2

	NST
	
	
	
	
	
	
	
	
	
	


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: LECTURE
	Lp.
	Treść zajęć
	Reference to the subject 
learning outcomes 
	Sposób realizacji (zaznaczyć „X”)

	
	
	
	ST
	NST

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

	1.
	IT project examples, roles in IT. Way of working – comparison of two approaches: Agile and Waterfall. GitHub as a code repository. Jira as a tool to manage tasks.
	W1, W2, K1, K2
	X
	
	
	

	2.
	Software Engineering. Requirements analysis. Functional and non – functional requirements. Actors and user stories.
	W1, U1, U3, K1
	X
	
	
	

	3.
	Use case scenarios.
	W1, U2
	X
	
	
	

	4.
	UML diagrams: Use Case diagram, Class diagram, Sequence diagram, Activity diagram, State Machine diagram.
	W1, W2, U2
	X
	
	
	

	5. 
	ERD diagrams.
	W1, U2
	X
	
	
	

	6.
	Interface design, mockups. Universal design. Testing interface using eye – tracker.
	W1, W2, W3, K1
	X
	
	
	

	7.
	Design patterns.
	W1, U2
	X
	
	
	


3.5. Methods of evaluation of learning outcomes (describe the methods of teaching and verification of learning outcomes and methods of documentation)
	Learning outcomes
	Methods of teaching
	Methods of verification of learning outcomes
	Methods of documentation

	KNOWLEDGE

	W1-W3
	lecture, case study
	preparing a presentation
	PUW platform

	SKILLS

	U1-U3
	lecture, case study
	preparing a presentation
	PUW platform

	SOCIAL COMPETENCES

	K1-K2
	lecture, case study
	preparing a presentation
	PUW platform


Presentation: 
The presentation should consist of two parts:

1. The first part consists of a requirements analysis. The following elements should be described for the selected system:

a. Verbal description of the system

b. Actors

c. Functional and non-functional requirements

d. Use case diagram.

2. The second part consists of presenting two design patterns. The representation of each pattern should consist of the following parts:

a. Brief description of the pattern

b. Examples of using the pattern

c. Example of implementation either in the selected programming language or conceptually.

The topic of systems for first part of presentation:

1. Online shop

2. Job sharing system

3. Car rental system

4. Food ordering system

5. Music service system like Spotify

6. File sharing system

7. Recipe sharing system

8. Train ticket system

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
	76-90% 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
	76-90% 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
	76-90% of the skills indicated in the learning outcomes
	91-100% of the skills indicated in the learning outcomes


3.7. Literature
Basic:
Vliet, Hans van., Software Engineering: Principles and Practice.
1. Craig Larman, Applying UML and Patterns: An Introduction to Object-Oriented Analysis and Design and Iterative Development.
Supplementary:
2. Roger S. Pressman, Software Engineering: A Practitioner's Approach.
4. Student’s workload – balance of credits (ects)
	Student’s activity
	Student’s workload 

	
	ST
	NST

	CONTACT HOURS (activities that require direct participation of an academic teacher)
	20
	

	Classes provided by the study plan
	20
	

	Consultation (min. 10% of  hours provided for any form of classes)
	2
	

	STUDENT’S OWN WORK
	30
	

	Preparation for class, preparation of project work/presentations/etc
	15
	

	Preparation for passing the classes
	15
	

	TOTAL STUDENT WORKLOAD
	50
	

	Credits (ECTS) for a subject
	2
	


	Date of last change 
	19.12.2023

	Changes introduced
	Monika Kaczorowska

	Changes approved
	




