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Formy zajęć
Forma zajęć Liczba godzin w semestrze 

(stacjonarne)
Liczba godzin w tygodniu 
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Liczba godzin w semestrze 
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Forma zaliczenia

Wykład 15 1 - - Zaliczenie na 
ocenę

Laboratorium 30 2 - - Zaliczenie na 
ocenę

Projekt 15 1 - - Zaliczenie na 
ocenę

Cel przedmiotu
Familiarize students with scripting languages for their practical use.
Shaping basic skills for improving daily computer tasks (at home, work) using scripting languages.

Wymagania wstępne
Basic knowledge of operating systems (Windows, Linux), computer networks and websites design.

Zakres tematyczny
Virtualization, virtual machines, run the system environment from another operating system.
Command line and scripting languages of Linux and/or Windows operating systems (e.g., Bash, CMD, PowerShell).
Tips and tricks of process management and automation tasks in Linux and Windows systems, practical use of the command line, and scripting languages (e.g., Bash, 
CMD) to improve the efficiency of the usage of an operating system. 
Introduction to advanced scripting languages (e.g., Perl, Python, VBA).
Practical application of scripts in daily computer tasks (e.g., data backup, fast file conversion between different formats, etc.), lifehacking.

Metody kształcenia
Lecture: conventional lecture, discussion.

Laboratory: laboratory exercises, work in groups.

Project: project method, discussion.

Efekty uczenia się i metody weryfikacji osiągania efektów uczenia się
Opis efektu Symbole efektów Metody weryfikacji Forma zajęć
Is able to apply scripting languages to solve scientific and engineering 
problems.

bieżąca kontrola na zajęciach
projekt
sprawdzian

Laboratorium
Projekt

Is able to apply scripting techniques to perform tasks that are a part of a 
larger project or IT system.

bieżąca kontrola na zajęciach
projekt

Laboratorium
Projekt



Opis efektu Symbole efektów Metody weryfikacji Forma zajęć
Is able to select the right tools and scripting solutions depending on the 
design requirements.

projekt Projekt

Knows current trends and the need to streamline daily computer tasks 
through using scripting languages.

dyskusja
kolokwium

Wykład

Understands the need of using scripting languages. bieżąca kontrola na zajęciach
sprawdzian

Laboratorium

Warunki zaliczenia
Lecture – the passing condition is to obtain a positive mark from the final test.

Laboratory – the passing condition is to obtain positive marks from all laboratory exercises to be planned during the semester.

Project – the passing condition is to obtain a positive mark from all projects conducted during the semester.

Final mark components: lecture 30% + laboratory 40% + project 30%.
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