Software modelling techniques - opis przedmiotu

Informacje ogdlne
Nazwa przedmiotu

Kod przedmiotu
Wydziat

Kierunek

Profil

Rodzaj studiow
Semestr rozpoczecia

Informacje o przedmiocie
Semestr

Liczba punktéw ECTS do zdobycia
Typ przedmiotu

Jezyk nauczania

Sylabus opracowat

Formy zajec¢

Forma zaje¢ Liczba godzin w semestrze
(stacjonarne)

Wyktad 30

Laboratorium 30

Cel przedmiotu

Software modelling techniques
11.3-WE-INFD-SoftModellTechn-Er
Informatyka

ogélnoakademicki

Program Erasmus drugiego stopnia
semestr zimowy 2020/2021

1
5
obowiazkowy
angielski
® drinz. Grzegorz Bazydto

Liczba godzin w tygodniu Liczba godzin w semestrze Liczba godzin w tygodniu
(stacjonarne) (niestacjonarne) (niestacjonarne)

2 -

2

® Familiarize students with bases of software engineering and programs modelling techniques.
® Shaping skills in business process modelling.
® Familiarize students with object modelling principles.

¢ Shaping skills in UML modeling.

Wymagania wstepne

Object-oriented programming

Zakres tematyczny

® Elements of software engineering. Software development. The Software Crisis and countermeasures.
® Conceptual modeling. The role of modeling in software design. Historical illustration of modern modeling techniques. Model-Driven Development approach. Model-

Driven Architecture.

Business analysis. Business process modeling in BPMN notation. Business use cases. Modeling software based on the BPMN model.

¢ Unified Modeling Language. Origin, definition, and goals of UML. UML diagrams description.

Agile methods. Software life cycle.

development.
Modeling the user interface.

Metody ksztatcenia
Lecture: conventional lecture.
Laboratory: laboratory exercises.

Analysis, specification and documenting of the user requirements. Use cases modelling. Solution architecture design.

Efekty uczenia sie i metody weryfikacji osiggania efektéw uczenia sie

Opis efektu

Symbole efektéow Metody weryfikacji Forma zajec
® Laboratorium

Student knows the basics of object-oriented programming and can design ® biezaca kontrola na zajeciach

programs using an object-oriented paradigm.

Student can model the software using the appropriate modelling languages. ® biezaca kontrola na zajeciach

Student knows the basics of UML, the most important types of UML diagrams ® test

and their use.

Forma zaliczenia

Zaliczenie na
ocene
Zaliczenie na
ocene

Fundamentals of object-oriented design (e.g., classes, inheritance, generalization, specialization, polymorphism), relations between objects. System model

® Laboratorium

® Wyktad
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Opis efektu Symbole efektéw Metody weryfikacji Forma zajeé
Student has the knowledge about languages and techniques of modelling ® test ® Wyktad
software and business processes.

Student understands the need for software modelling to facilitate its design and ® test ® Wyktad
increase its credibility.

Warunki zaliczenia
Lecture: the main condition to get a pass are sufficient marks for all written tests conducted during the semester.

Laboratory: a condition of pass is to obtain positive grades from all laboratory exercises that are expected to be performed within the laboratory program.

Composition of the final grade: lecture: 50% + laboratory: 50%
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