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	COURSE OBJECTIVES
	The course aims to provide advanced knowledge of agile project management methodologies used in software development projects. Emphasis is placed on understanding the principles, roles, practices, and tools associated with Scrum and Kanban, as well as their practical application in team-based project environments. The course also develops competencies related to planning, organizing, monitoring, and continuously improving IT project implementation processes.

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

	Field-related learning outcome
	PQF
	
	

	Knowledge

	INF2_W04
	P7U_W P7S_WG P7S_WG_INZ
	Has advanced knowledge of the principles of organizing and managing IT projects conducted using agile methodologies and understands their application in professional practice.
	Team project, project presentation

	INF2_W06
	P7U_W P7S_WG P7S_WG_INZ
	Has advanced knowledge of the software project life cycle and understands the role of Scrum and Kanban methodologies in planning, implementing, and continuously improving software development processes.
	Team project, Scrum Tale Game, essay

	INF2_W07
	P7U_W P7S_WG P7S_WG_INZ
	Has advanced knowledge of methods, techniques, and tools supporting the planning, monitoring, and execution of IT projects in agile environments.
	Team project, Nexus Open Assessment, Scrum with Kanban Open Assessment

	INF2_W09
	P7U_W P7S_WK
	Has knowledge of the social, organizational, and legal aspects of teamwork in IT projects and understands the importance of responsibility, communication, and professional ethics in project environments.
	Comparative essay, observation of teamwork activities

	Skills

	INF2_U03
	P7U_U P7S_UW
	Is able to work effectively both individually and as a member of an agile team, estimate task duration, and develop project schedules ensuring timely completion of project objectives.
	Team project, Scrum Tale Game

	INF2_U11
	P7U_U P7S_UW P7S_UW_INZ
	Is able to evaluate and select appropriate agile methods, techniques, and tools for planning, monitoring, and managing software development projects.
	Team project, Nexus Open Assessment, Scrum with Kanban Open Assessment


	INF2_U13
	P7U_U P7S_UO
	Is able to coordinate teamwork, assume leadership responsibilities, and collaborate effectively with team members during agile project implementation.
	Team project, Scrum Tale Game

	INF2_U14
	P7U_U P7S_UW
	Is able to prepare professional project documentation in accordance with accepted standards and practices used in agile software development projects.
	Team project report, project documentation

	Social competences

	INF_K01
	P7U_K P7S_KK
	Is ready to critically evaluate acquired knowledge and information related to agile project management and to recognize the importance of expert knowledge in solving project-related problems.
	Team project, Scrum Tale Game, project discussions

	INF_K02
	P7U_K P7S_KR
	Is ready to prioritize project activities, adapt to changing project requirements, and act in accordance with professional and ethical standards in agile environments.
	Team project, observation of teamwork activities

	INF_K03
	P7U_K

P7S_KR
	Is ready to address professional dilemmas arising during project execution and to take responsibility for decisions made within an agile project team.
	Team project, Scrum Tale Game, project presentation

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

	Full- time

Participation in lectures = 

Participation in classes = 

Preparation to classes = 

Preparation to lectures = 

Preparation to an examination = 

Project tasks =

e-learning =

Credit/examination =

others  (indicate which) = 

TOTAL:

ECTS points:

Including practical classes:
	Part-time

Participation in lectures = 

Participation in classes = 

Preparation to classes = 

Preparation to lectures = 

Preparation to an examination = 

Project tasks =

e-learning =

Credit/examination =

others  (indicate which) = 

TOTAL:

ECTS points:

Including practical classes:



	PREREQUISITES
	Basic knowledge of information technology and software development principles.

	COURSE CONTENT

(Division into contact hours and e-learning)
	Contact hours: The course covers the principles and practices of Agile Project Management with particular emphasis on Scrum and Kanban methodologies. Students learn Agile values, roles, events, artifacts, workflow management techniques, and continuous improvement practices used in modern software development projects. The course includes planning, organizing, monitoring, and documenting IT projects, as well as effective teamwork and communication in Agile environments. Practical aspects are developed through a Scrum-based simulation game and the implementation of a team project managed using a Kanban board. The course also addresses the comparison of Agile methodologies, project challenges, and best practices supporting successful project delivery.
E-learning: -


	LITERATURE

(compulsory reading)
	[1] K. Schwaber and J. Sutherland, The Scrum Guide: The Definitive Guide to Scrum: The Rules of the Game, Scrum.org, 2020. [Online]. Available: Scrum Guides
[2] J. Sutherland, Scrum: The Art of Doing Twice the Work in Half the Time. New York, NY, USA: Currency, 2020.

[3] D. J. Anderson and T. Carmichael, Essential Kanban Condensed. Seattle, WA, USA: Lean Kanban University, 2022.

[4] D. Vacanti, Actionable Agile Metrics for Predictability: An Introduction. Fort Lauderdale, FL, USA: ActionableAgile Press, 2022.

[5] N. Forsgren, J. Humble, and G. Kim, Accelerate: The Science of Lean Software and DevOps: Building and Scaling High Performing Technology Organizations. Portland, OR, USA: IT Revolution Press, 2021.

	OPTIONAL LITERATURE (including at least two items in English, either books or articles)
	[6] K. Schwaber, Agile Project Management with Scrum. Redmond, WA, USA: Microsoft Press, 2004.

[7] M. Cohn, Succeeding with Agile: Software Development Using Scrum. Boston, MA, USA: Addison-Wesley Professional, 2009.

[8] K. Rubin, Essential Scrum: A Practical Guide to the Most Popular Agile Process. Upper Saddle River, NJ, USA: Addison-Wesley, 2012.

[9] H. Kniberg, Scrum and XP from the Trenches, 2nd ed. Stockholm, Sweden: C4Media, 2015.

[10] H. Kniberg and M. Skarin, Kanban and Scrum – Making the Most of Both. Stockholm, Sweden: C4Media, 2010.



	SCHOLARLY PUBLICATIONS BY PERSONS WHO CONDUCT CLASSES, WHICH ARE RELATED TO THE MODULE SUBJECT 
	-

	TEACHING METHODS

(Division into contact hours and e-learning)

	Contact hours: project-based learning, team-based learning, case study analysis, simulation-based learning through the Scrum Tale game, guided discussions, practical exercises using Agile project management tools, project presentations, and individual self-study activities.
E-learning: -

	TEACHING AIDS
	Multimedia presentations, Scrum Guide, Scrum Tale simulation game, Scrum.org Open Assessments, MS Teams platform, Kanban management tools (e.g., Trello, Jira, GitHub Projects), project documentation templates, case studies, and computers with Internet access.

	PROJECT

(if implemented in the framework of a classes module)
	Project goal: To apply Agile project management principles and practices by planning, organizing, developing, and documenting an IT project using the Kanban methodology within a team environment.
Topic of the project: Design and development of a Single Page Application (SPA) or mobile application on a topic selected by the project team, managed using the Kanban methodology.
Project form: Team project (4–6 students) involving the development of a functional application, maintenance of a Kanban board, preparation of technical documentation, and presentation of project results.

	FORM AND CONDITIONS OF ASSESSMENT
(Division into contact hours and e-learning)
	The final grade is composed of the following assessment components:

· 35% – Group Project: Single Page Application with Kanban

· 35% – Scrum Tale Game

· 10% – Essay on Agile Methodologies and Their Comparison

· 10% – Nexus Open Assessment

· 10% – Scrum with Kanban Open Assessment

The course can be successfully completed upon obtaining a positive final grade, completing all required activities assigned during the course, and attending classes in accordance with the applicable Study Regulations.


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