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“ | 12 [Human-centric development of software products X Interaction paradigms: pervasive computing 1,5 i
2 13 |Human-centric development of software products X Human computer interaction 1,5 65
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success.
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Concepts and techinques to test a software
27 [Software and System Testing: Process and Principles X P g 1,5
14 system 65
Concepts and techinques to test a software ’
28 [Software and System Testing: Process and Principles X P g 1,5
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Subtotal 1 42 91
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Subtotal 2 6,6 10
Total 2 (Hours of class plus student homework) 17
150
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