
Syllabus is sole property of Wilmington University 

Page 1 of 2 
 

WILMINGTON UNIVERSITY 

COLLEGE OF TECHNOLOGY 

BASIC COURSE INFORMATION 

 

COURSE TITLE:   Agile Project Management 

 

COURSE NUMBER:  ISM 445  

 
I. MAJOR INSTRUCTIONAL OBJECTIVES: 

 

Objective A: Demonstrate comprehension of traditional classic project management.  

A-1: Know what the triple constraint of project management is. 

A-2: Understand the project management knowledge areas and process groups  

A-3: Be able to define terms and concepts associated with the SDLC.  

A-4: Understand the SDLC phases and the activities that comprise each phase.  

 

Objective B: Display an understanding on what the Agile project management 

methodology is and why it is growing in importance.  
B-1: Understand the business objectives that are behind the “agile revolution” 

B-2: Understand the key concepts behind the Agile Manifesto and the differences between 

the Agile approach and the traditional approach of project management. 

            B-3: Comprehend the key values of the Agile approach. 

 

Objective C: Demonstrate an understanding of the Agile Project Management Model. 

C-1: Understand the roles and responsibilities of each layer of an Agile Enterprise 

Framework 

C-2: Comprehend the details of the phases of the Agile Delivery Framework 

 

Objective D: Demonstrate an understanding of the Scrum methodology. 

D-1: Be able to define what the Scrum methodology is. 

D-2: Be able to describe the process used by a Scrum team. 

D-3: Be able to identify the main roles in the Scrum methodology and the responsibility of 

each. 

D-4: Be able to identify the main artifacts used in the Scrum process. 

 

II  CLASS PARTICIPATION:  

 

Students are expected to attend class and participate actively and in a positive way. 

Questions and relevant observations are encouraged and enrich the experience of the 

entire class. Computers in the classrooms are intended to be used as tools to enhance the 

students' learning experience. Instant messaging, gaming, emailing, and surfing the web 

are distractions to the student, the surrounding students, and the instructor and constitute 

inappropriate behavior. Students are ethically obliged to avoid these and similar 

practices. 


