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Formy zajęć
Forma zajęć Liczba godzin w semestrze 

(stacjonarne)
Liczba godzin w tygodniu 
(stacjonarne)

Liczba godzin w semestrze 
(niestacjonarne)

Liczba godzin w tygodniu 
(niestacjonarne)

Forma zaliczenia

Wykład 15 1 - - Zaliczenie na ocenę
Projekt 30 2 - - Zaliczenie na ocenę

Cel przedmiotu
To familiarize students with the problems of using, functioning and designing applications for mobile devices.

Developing basic skills in the implementation of the user interface and transactional techniques on mobile device platforms.

Wymagania wstępne
Fundamentals of object oriented programming

Zakres tematyczny
Applications for mobile devices built in the form of websites. The issue of scaling content to the capabilities of the device. Limitations of this type of solutions.

Possibilities of dedicated applications built for modern operating systems installed in mobile devices such as Android, iPhone and Windows Mobile.

Basics of application programming for the Android operating system. Key application development components and programmer tools provided by operating system 
manufacturers.

Programming the user interface for the application on the mobile device. Automatic interface adjustment to the device capabilities and arrangement of elements on the screen. 
Support for external data sources, data update on mobile devices. Internet communication. Run time-consuming operations in the background. Communication between 
different modules in the system.

Models of application commercialization for mobile devices. Application distribution possibilities for mobile devices. The use of official software distribution channels 
proposed by operating system manufacturers, such as Google Play Store.

Examples of the use of mobile technologies in e-business such as payment systems, sales systems, ticket booking, etc.

Metody kształcenia
Lecture - conventional lecture using a projector.

Project - practical classes in the computer laboratory.

Efekty uczenia się i metody weryfikacji osiągania efektów uczenia się
Opis efektu Symbole efektów Metody weryfikacji Forma zajęć
Is aware of the opportunities and threats posed by publicly available 
mobile applications.

przygotowanie projektu Projekt

Has basic knowledge of human-computer interaction in applications for 
the mobile platform.

sprawdzian z progami punktowymi Wykład

Can compile, run and test a self-written application on a mobile platform przygotowanie projektu Projekt
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Opis efektu Symbole efektów Metody weryfikacji Forma zajęć
Is able to define priorities for implementing the mobile application przygotowanie projektu Projekt

Is able to implement an application project for a mobile platform 
independently and in a team.

przygotowanie projektu Projekt

Warunki zaliczenia
Lecture - test in writing and / or oral, carried out at the end of the semester.

Project - final grade is the weighted sum of grades obtained for the implementation of individual elements of the training course and the form of its presentation. The 
contribution of individual elements of the assessment: project assessment and the training material contained in it - 50%, assessment report containing the analysis of the 
quality and effectiveness of the training course - 25%, visual presentation of the project 25%.

Final grade = 50% of the final grade of the lecture + 50% of the final grade of the project.
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