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(stacjonarne) (niestacjonarne) (niestacjonarne)

2

2

Forma zaliczenia

Egzamin
Zaliczenie na
ocene

Theoretical and practical knowledge of modern JAVA object oriented programming languages. Getting to know the Eclipse programming environment and getting to know its
most important functionalities. Presentation of selected applications of object-oriented programming languages.

Wymagania wstepne

Basic knowledge of object oriented programming.

Zakres tematyczny
Lecture

No o kDN =

Introduction to the Eclipse development platform.

Fundamentals of JAVA stream and file programming.

Event and multithreaded programming in JAVA

Containers, collections and object lists in Java

Database programming in JAVA

Introduction to programming with the use of design patterns in Java,
Using UML to generate code in JAVA

Laboratorium
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. Introduction to Eclipse enviroment.

. The runnable class in multithreaded programming

. Support for streams, files and error classes in JAVA

. Programming with JAVA interfaces and object containers.

. Object-oriented programming with the use of JAVA databases.

. Programming using dedicated database components in JAVA

. Examples of using design patterns in JAVA

. The use of JAVA code generation tools based on UML diagrams.

Metody ksztatcenia

Lecture: conventional lecture.

Laboratory: Independent work at the computer in the Eclipse environment. Discussions leading to increased knowledge and better understanding of the material processed.

Efekty uczenia sie i metody weryfikacji osiggania efektéw uczenia sie

Opis efektu

have the ability to deepen their knowledge and skills required for a

project in progress

Symbole efektow Metody weryfikacji Forma zajeé

® K_K08 ® wykonanie sprawozdan ¢ Laboratorium

laboratoryjnych


http://www.wmie.uz.zgora.pl/
http://www.wmie.uz.zgora.pl/
http://www.wmie.uz.zgora.pl/

Opis efektu Symbole efektéw
Know fundamentals of computer system design and sre familiar with at ® K_W10
least one object-oriented programing language

The use of CASE tools to solve the problem ® K U23

are able to construct and analyze an algorithm in accordance with ® K_U25
specification, and write it in a selected programming language

Warunki zaliczenia

Metody weryfikacji

egzamin - ustny, opisowy, testowy i
inne

biezaca kontrola na zajeciach
wykonanie sprawozdan
laboratoryjnych

wykonanie sprawozdan
laboratoryjnych

Forma zajeé
® Wyktad

® Laboratorium

® Laboratorium

The subject grade consists of the laboratory grade (40%) and the exam grade (60%). The condition for taking the exam is a positive grade the laboratory. The condition for

passing the course is a positive grade the laboratory and the exam.
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