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	Field of study:  Computer Science (Information Technology)

	Course: Enterpreneurship

	Educational profile: Practical

	Education level:  I-cycle studies (Bachelor of Engineering)

	Number of hours per semester
	1
	2
	3

	
	I
	II
	III
	IV
	V
	VI

	Full -time studies
(L/C/lab/pr/e)
	
	
	
	
	Offline: 3L/3pro (6h) + Moodle e-learning: 5L/5pro (10h)
	

	Part-time studies
(L/C/lab/pr/e)
	
	
	
	
	
	

	CLASS LANGUAGE
	English

	LECTURER

	Dr Solomon Kunle Omogbemi

	FORM

	Lecture, classes, project

	COURSE OBJECTIVES
	Entrepreneurship introduces Computer Science (Information Technology) Bachelor of Engineering students, in Semester 5, to the theory and practice of identifying, evaluating and launching new technology ventures. Building on Barringer and Ireland's Entrepreneurship: Successfully Launching New Ventures and Kuratko's Entrepreneurship: Theory, Process, Practice, the same core readings used on the International Relations field's Entrepreneurship module, the module develops a practical, compact understanding of opportunity recognition, feasibility analysis, business modelling and new-venture financing, delivered across 6 offline hours (3h lecture, 3h practice) and 10 Moodle e-learning hours (5h lecture-equivalent, 5h practice).
Through concentrated lectures, hands-on workshops and guided Moodle modules, students apply entrepreneurial concepts to the technical and market conditions that shape technology start-ups, including lean product development, software intellectual property, digital business models, and funding pathways specific to the IT sector.

	Reference to learning outcomes
	Description of learning outcomes  
	Verification of learning outcomes  

	Field-related learning outcome
	PQF
	
	

	Knowledge

	INF_W06
	P6S_WK_INŻ
	Define and explain the general principles of creating and developing forms of individual entrepreneurship in the IT market, including intellectual property and copyright protection. 
	Credit test; problem sets

	INF_W02
	P6S_WG_INŻ
	Explain how technical knowledge of software, systems and network technologies translates into viable digital products and business models. 
	Credit test

	INF_W05
	P6S_WG_INŻ
	Analyse methods, tools and technical standards relevant to solving practical product and engineering problems within a new technology venture.
	Credit test; case-based seminar

	INF_W01
	P6S_WG_INŻ
	Assess how emerging technologies and industry trends create entrepreneurial opportunities and competitive threats for new technology ventures. 
	Credit test; class debate

	Skills

	INF_U10
	P6S_UW_INŻ
	Conduct an initial economic and feasibility analysis of an IT project, product concept or computer-system implementation.
	Venture project; class exercises

	INF_U01
	P6S_UW
	Apply methods of sourcing, evaluating and synthesising market and technical information to identify and validate a technology business opportunity. 
	Feasibility analysis assignment

	INF_U02
	P6S_UO
	Work individually and in a team to plan, organise and deliver a new-venture concept including timetable and task allocation for a technology product. [Bloom: Apply / Create]
	Venture project; team pitch presentation

	INF_U03
	P6S_UK
	Prepare and deliver written and oral pitch/business-plan documentation for a technology venture, in accordance with professional standards. 
	Venture project report

	Social competences

	INF_K03
	P6S_KO
	Show readiness to think entrepreneurially, to consider setting up and running an own technology business, and to take on professional challenges. [Bloom: Value]
	Class discussion; project

	INF_K01
	P6S_KK
	Critically assess own knowledge when launching a technology venture and recognise when to consult experts (legal, financial, technical). [Bloom: Evaluate]
	Class discussion; reflective Journal

	INF_K04
	P6S_KO
	Show readiness to initiate IT projects and digitalisation activities for the public interest and the local environment. [Bloom: Value / Internalise]
	Class discussion; project report

	Students’ own workload (in didactic hours 1h did. =45 minutes) ** 

	Full-time
Participation in lectures = 3h (offline)
Participation in classes = 3h (offline practice)
Preparation to classes = 4h
Preparation to lectures = 4h
Preparation to an examination = 6h
Project tasks = 12h (independent venture-project work)
Consultations = 2h
e-learning = 10h (Moodle: 5h lecture-equivalent + 5h practice)
Credit/examination = 2h
others (own work) = 4h
TOTAL: 50h
ECTS points: 2 (1 taught + 1 project)
Including practical classes: 3h (offline practice) + 5h (Moodle practice) + 12h (project tasks)
	Part-time


	PREREQUISITES

	None formally required. Basic knowledge of Enterprenuership and English language competence at B2 level (CEFR) are recommended.

	COURSE CONTENT
(Division into contact hours and e-learning)
	Content delivered in face-to-face format (6h: 3h lecture + 3h practice):
Lecture (3h): The Entrepreneurial Mindset and Opportunity Recognition in Technology Ventures; Legal Foundations and Intellectual Property for Software Ventures (Kuratko; Barringer & Ireland).
Practice (3h): Business Model Canvas workshop for a technology product, followed by venture pitch presentations (assessed).

Content delivered in e-learning form (Moodle, 10h: 5h lecture-equivalent + 5h practice):
Lecture-equivalent modules (5h): Feasibility Analysis; Financing and Funding for Technology Ventures (bootstrapping, business angels, venture capital, accelerators); the Lean Start-up and Minimum Viable Product (MVP); Digital and Platform Business Models, SaaS, network effects (Barringer & Ireland; Kuratko).
Practice modules (5h): online feasibility-analysis worksheet; break-even/financial calculation exercise; MVP canvas draft; peer discussion forum on technology-venture case studies.

	LITERATURE
(compulsory reading)
	Barringer, B.R. and Ireland, R.D. (2019), Entrepreneurship: Successfully Launching New Ventures, 6th edition, Pearson.
Kuratko, D.F. (2020), Entrepreneurship: Theory, Process, Practice, 11th edition, Cengage Learning.

	OPTIONAL LITERATURE (including at least two items in English, either books or articles)
	Osterwalder, A. and Pigneur, Y. (2010), Business Model Generation, Wiley.
Ries, E. (2011), The Lean Startup, Crown Business.
Blank, S. and Dorf, B. (2012), The Startup Owner's Manual, K&S Ranch.
Shapiro, C. and Varian, H.R. (1998), Information Rules: A Strategic Guide to the Network Economy, Harvard Business Review Press.
Bygrave, W. and Zacharakis, A. (2014), Entrepreneurship, 3rd edition, Wiley.

	SCHOLARLY PUBLICATIONS BY PERSONS WHO CONDUCT CLASSES, WHICH ARE RELATED TO THE MODULE SUBJECT
	International Entrepreneurship, Innovation and Sustainable Development: Evidence from Nigeria and Poland (2023, pp. 47–68), https://scholar.google.com/citations?user=aUV5AdIAAAAJ&hl=en 

	TEACHING METHODS
(Division into contact hours and e-learning)
	In face-to-face form:
Lecture, Business Model Canvas workshop, pitch practice.

In the form of e-learning:
Moodle-based lecture modules, online worksheets and exercises, and a peer discussion forum (10h: 5h lecture-equivalent + 5h practice).

	TEACHING AIDS
	Computer, multimedia projector, presentation screen, internet access, Moodle e-learning platform, MS Teams, Business Model Canvas templates.

	PROJECT
(if implemented in the framework of a classes module)
	Project aim: develop and validate a feasible new technology-venture concept (software product, app, or IT-enabled service) (1 ECTS).
Project topic: student-selected venture idea (individual or small group).
Project form: written business model and feasibility report (Business Model Canvas, feasibility analysis, outline financials) plus a short in-class pitch presentation, developed across the offline practice session, the Moodle practice modules, and independent project work.

	FORM AND CONDITIONS OF ASSESSMENT
(Division into contact hours and e-learning)
	Form and conditions of assessment:
1) Participation (obligatory attendance and completion of Moodle modules, min. 50%) – 20% of the final grade.
2) Venture Project (business model/feasibility report and pitch presentation) – 50% of the final grade.
3) Final Credit Assessment (short written or online test), min. 60/100 points – 30% of the final grade.
To pass the module, all three conditions must be met.

Criteria for assessing achieved learning outcomes – grading scale:
5.0 Very Good         = 56–60 points
4.5 Above Good       = 50–55
4.0 Good                   = 43–49
3.5 Fairly Good          = 36–42
3.0 Satisfactory          = 30–35
2.0 Fail                       = <30
Final grade = weighted average of the Venture Project (50%), Final Credit Assessment (30%) and Participation (20%), converted to the above scale.


* L-lecture, C-classes, lab-laboratory, pro- project, e- e-learning

