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Forma zaliczenia

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

Cel przedmiotu
Familiarize students with methods of design, analysis and methods of testing programs.
Teach students the fundamental skills in specification requirements, planning, documentation of IT projects.
Familiarize students with with tools for object-oriented design and project management.

Wymagania wstępne
Algorithms and data structures, Principles of programming, Object-oriented programming

Zakres tematyczny
Introduction to software engineering. Why engineering software is different? Software lifespan and maintenance. Lifecycle models with specified project phases. Information 
systems. System and software design. Models for information systems. Software process. Requirements analysis and specification. Guidelines and forms for specification. 
Design. Purpose of design. Fundamental design concepts. Design strategies. Design quality metrics. Reliability and system security. Implementation. Review of structural 
programming. Error handling and defensive programming. Aids to maintainability. Coding for performance. Testing. Reasons for testing. Black box and structural testing. 
Testing strategies. Tools for testing Computer Aided Software Engineering tools. Upper and Lower CASE, CASE workbenches.

Metody kształcenia
Lecture, project

Efekty uczenia się i metody weryfikacji osiągania efektów uczenia się
Opis efektu Symbole 

efektów
Metody weryfikacji Forma zajęć

Understands software distribution and maintenance problems, can work and 
communicate in a programming team

sprawdzian z progami punktowymi Wykład
Projekt

Can develop a project plan, documentation of requirements, requirement specification as 
well as functional and program specification, can also evaluate the quality of a project 
using appropriate tools

obserwacje i ocena umiejętności 
praktycznych studenta
projekt

Projekt

Can define and characterize basic software production cycles obserwacje i ocena umiejętności 
praktycznych studenta
projekt

Wykład
Projekt

Warunki zaliczenia

https://wiea.uz.zgora.pl/
https://wiea.uz.zgora.pl/
https://wiea.uz.zgora.pl/


Lecture - obtaining a positive grade in written exam. 
Project - a condition of pass is to obtain positive marks from all project tasks and preparation written report of project.
Calculation of the final grade: = lecture 50% + project 50%.
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