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Biaok A

HaunmeHnoBanue moayJis KyYKBIKTBIK-0acKap yILIbUIBIK
YnpaBieHYECKO-NIPABOBOM
Management and legal

Ha3panue qucuunjinHbI KyxkpIk HEri3nepi
OcHoBbI IpaBa
Law Institutes

HuKI AMCHUIINHBI OO/l KB
Konx nucunnimnbl OP 2110
CemecTtp 4
KosmmuecrBo kpeauto ECTS | 2
®opma 1 BUAbI y4eOHBIX Jlexmu - 10
3aHATHI /KOJIUYeCTBO Cemunapckue 3anstus — 10
KpeAnTOB CPO-30
CPOIT - 10
IIpepexBU3UTHI «MoyieHuETTaHy», «OleyMeTTany», «Kazakcran Tapuxsi»

«KynbpTyponorus», «Couuonorus», «Mcropus Kazaxcrana»
«Cultural Studies», «Sociology», «History of Kazakhstan»

ey n3ydenusi (Tekct He MeHee 2() CJI0B) Jl

«KyKbIK Heri3aepi» MOHIH OKBITYIbIH MakcaThl: Kazakcran PecmyOnmukachlHIa KYKBIKTBIK
MEMJICKETTUTIKTI JKeTUINIPYAIH KaXEeTTI IIapThl PETIHAEC OpPEKeT eTEeTIH Ka3aKCTaHIbIK
MaTPUOTU3M/II TopOuesney, OUTIM alnylbUIapAblH AYHUETAHBIMBIH KaJIBINTACTHIPY, KOFaMIbIK
KOHEC KCKC KYKBIKTBIK CaHa MCH KYKBIKTBIK MQ)IGHI/IGTTi ApTTBIPY OOJIBIII Ta651na11},1.

HGJ'ISIMI/I npenoaaBaHuA JUCHUITIINHBI «OCHOBEI ImpaBa» SABJISIFOTCSI: BOCIIUTAHHUC
Ka3aXxCTaHCKOTO MAaTpUOTHU3Ma, (OPMHUPOBAHNE MHUPOBO33PEHUsI O0OyJAIOIIUXCS, MOBBIIICHUE
00IIeCTBEHHOTO W WHIMBUIYAJIbHOTO IMPAaBOCO3HAHUS U TTPABOBOM KYJIbTYPHI, BEICTYIAIOIIUMHI
B Ka4yeCTBE HEOOXOJMMBIX YCIOBUU COBEPIICHCTBOBAHHUS IPABOBOM TOCYIapCTBEHHOCTH B
Pecnyonuke Kazaxcran.

The objectives of teaching the discipline «Fundamentals of Law» are: education of Kazakhstani
patriotism, formation of student’s worldview, improvement of public and individual legal
awareness and legal culture, acting as necessary conditions for improving legal statehood in the
Republic of Kazakhstan.

Conep:xanue (Tekct He meHee 30 c10B) ﬂ

AzamaTTapIbIlH KYKBIK TICH 3aHHAMaHBIH HETI3ZIepiH OuTyl KYKBIKTBIK MEMJIEKET KYPYAbIH
MIHACTTI IapThl OOJbII TaObLIaAbl. BYriHri TaHmga MEMJIEKET KYKBIKTHIK JKaIIIbl OKBITYFa
OaFbITTAJIFaH casicaT )KYPri3ye, OHbIH IIapaapbIHbIH Oipi O11iM anmymbiiapasiH KazakcTaHHBIH
KYKBIKTBIK >KYMCECIHIH HETri3JepiH, OHBIH IIIIHJAE YKOFaphl OUTIM ajy Ke3iHAe MIHIACTTI Typje
OKBIIN-yipenyi 0oubli Ta0bLIaabl. Kazakcran PecnyOmukaceinsin Koncrurynuscel, Kasakcran
PecnyOnuKachIHBIH KYKBIKTBIK JKYHeCl, KYKBIK callajJapblHbIH HETI3EPl, aJaM MEH a3aMaTThIH
KYKBIKTApbhl MEH MIHICTTEPI, KYKBIKTBIK MEMJICKET Kypy Macelleepi, 3aH/IbIK KayalKepIIuIiK,
3aHABUIBIK IE€H KYKBIKTBIK TOPTII MAceseiepi, KEKe aJaMHBIH TYPaKThl aJaMIrepIIiIiK-
KYKBIKTBIK KACHETTEPIH KaJbINTACTBIPYFa BIKMAI €TETIH Oacka Ja TaKbIphIITap, OHBIH
QJIEYMETTIK OAUIETTUTIK, aJaMHBIH KOFapbl a3aMaTTBIFbI Typallbl UACSIIAPbl «KYKBIK HET137epi»
MIOHIHIH OKY 00BEKTiIepi OOIBIN TaObLIAIBI.

3HaHWe TpaKJaHAMU OCHOB IpaBa M 3aKOHOJATEIbCTBA SBIISACTCS O00SA3aTEIIBHBIM YCIOBHEM
MOCTPOCHUSI TIPABOBOTO TOCYAApCTBA, KOTOPhIM MpoBosriacun cebsi Kazaxcran. CeromgHs
roCyJIapCTBOM IIPOBOJIUTCS II€JICHANPABIICHHAS TIOJMTHKA 10 TTPAaBOBOMY BCEOOYTY, OJTHUM M3
Mep KOTOpOil sIBIsieTCS 00s3aTeNbHOE M3Y4YeHHE OOYUYaIoUIUMUCA OCHOB MPABOBOM CHCTEMBI
KazaxcTtana, B TOM 4YHclie ¥ TIPH MOJYYCHUHU BBICIIEr0 oOpa3oBaHus. OObEKTaMU H3yUEHUS
mucturnabl «OCHOBHI mpaBay sBisitoTcs: Koncrtutynus PecryOnuku Kaszaxcran, mpaBoBast
cuctema Pecnyonuku KazaxcraH, OCHOBBI OTpaciel IpaBa, IpaBa ¥ 00s3aHHOCTH YEJIOBEKa M
rpaXJaHWHA, MPOOJIEMBbl TMOCTPOSHHS MPABOBOTO TOCYAApCTBA, BOMPOCH FOPUIHMYECKON
OTBETCTBEHHOCTH, 3aKOHHOCTH W TPABOMOPSIKA, JPYIHX TEM CIOCOOCTBYIOMIMX




(hOpPMHUPOBAHHUIO YCTOWYMBBIX HPABCTBEHHO-TPABOBBIX KAYECTB JIMYHOCTH, €€ MPEICTABICHHMA
(¢} COHHaHbHOﬁ CIIpaBCJIMBOCTH, BBICOKOM TpaXXJaHCTBCHHOCTH YCJIOBCKA.

Citizens' knowledge of the basics of law and legislation is a prerequisite for building a rule-of-
law state, which Kazakhstan has declared itself to be. Today, the state is pursuing a purposeful
policy on legal universal education, one of the measures of which is the mandatory study by
students of the basics of the legal system of Kazakhstan, including when receiving higher
education. The objects of study of the discipline "Fundamentals of Law" are the Constitution of
the Republic of Kazakhstan, the legal system of the Republic of Kazakhstan, the basics of
branches of law, the rights and duties of man and citizen, problems of building a rule of law,
issues of legal responsibility, legality and law and order, other topics contributing to the
formation of stable moral and legal qualities of the individual, her ideas about social justice,
high citizenship of a person.

KuioueBbie komnereHunu (pe3yabTarhl 00ydeHus ) (TEKCT) ﬂ

- Cp10aiiac »KeMKOPIBIKKA KapChI iIC-KUMBLI CaJlaChIHAAFbI KOJIJTAHBICTAFbl 3aHHAMAHBIH HET13T'1
epexkernepin oiei.

- Typui KpI3MeT canianapblH/ia KYKBIKTBIK OUTIM HEr13/epiH (SKIMIILTIK, KbUIMBICTBIK, a3aMaTThIK
KoHE T. 0.) KOJIIaHAIbI.

- 3UATKEPIIIK MEHIIIK, ABTOPJIBIK KYKBIK CaJIaCHIHAAFbI aFbIMJIaFbl KA3aKCTaHIBIK 3aHHAMAHBIH
MaKCaThIMEH, CUITATHIMEH, Ma3MYHBIMEH KOHE €PEKIIEITIKTEPIMEH TaHBIC.

- 3HaeT OCHOBHBIE MMOJIOKEHHUS JCHCTBYIOIIETO 3aKOHOJATEILCTBA B 00JIACTH MPOTUBOACHCTBHUS
KOPPYIIIINH.

- Mcrionp3yeT OCHOBHI ITPABOBBIX 3HAHUH (aIMHHUCTPATUBHOTO, YTOJIOBHOTO, TPAXKIAHCKOTO H
T.Jl.) B Pa3JINYHBIX cepax AesITeNbHOCTH.

- 3HaKOM C Ha3HA4YCHHEM, XapaKTepOM, COJEpP)KAaHUEM ¢ OCOOEHHOCTSIMHU TEKYIIETOo
Ka3aXxCTaHCKOTO 3aKOHOIATEIHCTBA B 00JIACTH MHTEUICKTYaJIbHOW COOCTBEHHOCTH, aBTOPCKOTO
npasa.

- Knows the main provisions of the current legislation in the field of anti-corruption

- Uses the basics of legal knowledge (administrative, criminal, civil, etc.) in various fields of
activity.

- Familiar with the purpose, nature, content and features of the current Kazakh legislation in the
field of intellectual property, copyright.

dopma UTOroBOro koutpoJsi | Tect emTuxan
Tect sx3amen
Test exam

Pa3naTouHblii MaTepuall [TOOK-1, aapictep, cemuHap cabaKTapbIHbIH
TarcbIpMaiapbl, KOCBIMIIIA MaTepHaIIap JKOHE T.0.
YMK], nexunu, 3a1aHust Jjisi CEMUHAPCKUX 3aHATUH,
JOTIOJIHUTEILHBIN MaTepHall U T.J1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Biaok A

HanmenoBanue moayJsist KyYKBIKTBIK-0acKap yIIBUIBIK
YpaBieHYECKO-IIPABOBOM
Management and legal

Ha3zBanue q1uCIMIIINHBI 3UATKEPIIK MEHIITIK
NuTennekryansHas cOOCTBEHHOCTh
Intellectual property

MK AUCHMIITHHBI OO/l KB
Koa aucuuniuHbl 1S 2110
CemecTtp 4

KoauuectBo kpenuroB ECTS | 2
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®opma u BHAbI y4eOHBIX Jlexumu - 10

3aHATHUH /KOJIMYECTBO [MpakTuueckue 3anstust — 10

KPeIuTOB CPO - 30
CPOIT - 10

IIpepexBU3UTHI «KykpIK Heriznepi», «KykpIikTany», « JKOHOMUKAJIBIK TEOPHUS
HeTi371epi», «MeMIIeKeT )KoHEe KYKBIK TEOPHUSICHI»
«OCHOBBI IIpaBay, «IIpaBoBeneHue», «OCHOBBI

SKOHOMHYECKOU Teopumn», « Teopus rocynapcTsa u npaBa»
«Fundamentals of Law», «Jurisprudence», «Fundamentals of
Economic Theory", «Theory of State and Law»

esan uzydenns (Texct He meHee 20 cJ10B) ][

CryneHTTepi MHHOBAIMSUIBIK JKOHE 3UATKEPIIK KBI3METTI KYKBIKTBIK KaMTaMachl3 €Ty
HET13/IepiMEH TaHBICTBIPY, 3UATKEPIIK KYKBIKTApIbl ICKE achlpy XoHE KOpray OobIHIIA
JaFIbLIap bl KAJIBIITACTHIPY, KYKBIKTBIK MOJICHUETT1 TOpOueney.

O3HakoMIIEHHE CTYACHTOB C OCHOBaMMu IIpaBOBOI'O obecrieueHus I/IHHOB’clIII/IOHHOfI n
PIHTCJIHCKTyaﬂBHOfI JACATCIIbHOCTH, (i)OpMI/IpOBaHI/Ie HaBBIKOB 110 pCajlu3alui W 3alluTe
HWHTCJUICKTYAJIBHBIX IIpaB, BOCIIUTAHUC HpaBOBOﬁ KYJIbTYPBI.

Familiarization of students with the basics of legal support for innovation and intellectual
activity, formation of skills for the implementation and protection of intellectual rights,
education of legal culture.

Conep:xanue (Tekcr He meHee 30 c10B) ﬂ

3UATKEPIIIK MEHIIIK KYKbIFbI KypChl, OHBIH HET13T'1 KAaFUAATTapbl MEH YFBIMJIAphl TYpPaJIbl JKajIlbl
TyciHik 6epeni. Kypcra aBTOPIBIK KYKBIK TIEH ©HEPKACINTIK MEHIIIK (eHepTaObicTap, maiiaisl
MOJIENBIEP, OHEPKICINTIK yaruiep, GupManbik aTayiap, TayapiblK Oeiriiep, KOMIBIOTEPIIK
Oargapiamanap) KYKbIFBIHA KaTBICTBI OChl MEHIIIK OOBEKTUIEPIH KYKBIKTBIK KOpFay
MOceTIeNepiH erKen-TerKeni KapacThIPbLIa Ib.

Kypc naet oOuiee npeacrabiieHne o MpaBe UHTEIUIEKTYalbHOW COOCTBEHHOCTH, €M0 OCHOBHBIX
MpUHIMIAX U NOHATHIX. B Kypce moapoOHO paccMaTpHUBarOTCSl BOIIPOCHI MPABOBOM OXpaHBI
00BEKTOB ATONH COOCTBEHHOCTH B OTHOILEHHMU aBTOPCKOTO IMpaBa U IpaBa MPOMBIILICHHOM
COOCTBEHHOCTH - U300PETCHHH, TTOJIE3HBIX MOJIEJICH, TPOMBIIIUICHHBIX 00pa31oB, (UPMEHHBIX
HauMEHOBaHHUH, TOBAPHBIX 3HAKOB, KOMIIBIOTEPHBIX TPOTPAMM.

The course provides an overview of intellectual property law, its basic principles and concepts.
The course examines in detail the issues of legal protection of objects of this property in relation
to copyright and industrial property rights - inventions, utility models, industrial designs, brand
names, trademarks, computer programs.

KiroueBbie koMneTeHIUN (Pe3yabTaTbl 00yuyeHus ) (TeKCT) ﬂ

- 3UATKEpJIIK MEHIIIK KYKBIFBIHBIH MOHI, 3MSATKEPJIIK MEHIIIK CaJIaChIHIArbl KaThIHACTAPIbI
PETTEeHTIH 3aHHaMa TypaJibl OUTIMTIe He;

- KP 3usarkepiik, COHbBIH IIIiHAE OHEPKICINTIK MEHINIKTI KOpFay Typajbl 3aHHAMaHBIH
Heri3ziepin oineni;

- TapanrapaplH KYKBIKTBIK MOPTEOSCIMEH HETI3ZCNITeH Jayliapibl MIeIyre 3UsITKePITiK, OHbIH
1II1H]Ie @HEPKICINTIK MEHIIIK O0BEKTLIEP] Typalibl 3aHHAMa HOpMaJlapblH KOJIJIaHA/IbI;

- BUATKEpIIIK MEHIIIKTI KOpFay JaFIbLIapsl 6ap.

- Brnageer 3HaHuMsSMH 0 TpeAMeTe TpaBa  MHTEIUICKTYalbHOM  COOCTBEHHOCTH,
3aKOHOJATENHCTBO, PErYIUPYIOIee OTHOLIEHHUS B 00JIaCTH MHTEIUIEKTYaIbHOM COOCTBEHHOCTH;
- 3HaeT OCHOBBI 3aKOHOJATENbCTBA 00 OXpaHe WHTEIUIEKTYallbHOH, B TOM 4YHCIE
MIPOMBIIIITIEHHOU, coOcTBeHHOCTH B PK;

- IlpumeHnseTr HOpPMBI 3aKOHOJATENHCTBA OO0 OOBEKTaX MHTEJUICKTYalIbHOW, B TOM UHCIIE
MPOMBIIIJIEHHONW, COOCTBEHHOCTH K Pa3pelIeHHuI0 CHOpPOB, OOYCIOBJICHHBIX MPaBOBBIM
CTaTyCOM CTOPOH;

- ObnanaeT HaBBIKAMU 3aIIUTHI UHTEIEKTYaIbHOM COOCTBEHHOCTH.

- Has knowledge of the subject of intellectual property law, legislation regulating relations in
the field of intellectual property;




- Knows the basics of legislation on the protection of intellectual, including industrial, property

in the Republic of Kazakhstan;

- Applies the norms of legislation on intellectual property, including industrial property, to the
resolution of disputes arising from the legal status of the parties;
Has the skills to protect intellectual property.

CDopMa HUTOroBOIo KOHTPOJIsA

Tect emMmTHXaH
Tect >x3ameH
Test exam

Pa3naTouHbiii MaTepuaJ

[TOOK-i, gopicTep, ceMuHap cabaKTapbIHBIH
TaIChlpMaapsel, KOChIMIIIA MaTepraap xKoHe T.0.
YMK/, nexunu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHI/ITGJII)HHﬁ MaTepI/IaJI UT.IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

BJiok A

HaumeHoBaHue MoayJist

KyKBIKTBIK-0acKapyIIbUIBIK
VYrpaBieH4YeCKO-IIPaBOBOM
Management and legal

Ha3Banue 1M CHHILIHHBI

Kaszipri KazakcranHbIH 63€KTi Mocenenepi
AxTyalnbHble pobseMbl coBpeMeHHoro Kazaxcrana
Actual problems of modern Kazakhstan

MK AUCHMIIITMHBI 00O/l KB

Koa aucuuninHbl APSK 2110

Cemectp 4

KoaunuecrBo kpemutoB ECTS | 2

dopMa U BUIbI YUeOHBIX Jlexuum - 10

3aHSATHI /KOJIMYECTBO [TpakTuueckue 3anarus — 10

KPeJIUTOB CPO - 30
CPOII - 10

IIpepexkBU3NTHI «Kazakcran TapUXbI», «buonorusn», «boTanukay,
«I"eorpadusy, «duzukay, «Xumus», « KyKpIK HETi31€pi».
«Actopuss  Kazaxcrana», «buonorusi», «bortanukay,

«"eorpadusy, «duzukay, «Xumus», «OCHOBBI PaBay.
«History  of Kazakhstan», «Biology»,  «Botany»,
«Geography», «Physics», «Chemistry», «Fundamentals of
Law».

Iesn n3ydenus (Tekct He MeHee 2() CJIOB) ][

Crynentrepe TabUFaT MeH KOFAMHBIH TYPAKThl JAMYBIHBIH HETI3T1 3aHIBUIBIKTAPbI, TIPUILTIK
Kayinci3airi Heri3zepi, cpl0aiinac KeMKOPIBIKKA Kapchl iC-KUMBUT OHE OChI HETi3[Ie OChI
KYObUIBICKA KATBICTHI a3aMaTThIK YCTAHBIMJBI KAaJbIITACThIpy OOMBIHINIA ipreni OuTiM
KaJIBIITACTBIPY.

dopmMupoBaHUE y CTYJACHTOB OCHOBOIIOJIArAIOIIMX 3HAHMHM MO0 OCHOBHBIM 3aKOHOMEPHOCTSIM
YCTOWYHMBOTO pa3BUTHSI IPUPOIBI M OOIIIECTBA, [0 OCHOBAaM 0€30TIaCHOCTH )KH3HEAEATEIHbHOCTH,
M0 MPOTUBOJACUCTBUIO KOPPYIIIMU U BBIPAOOTKE HAa ATONW OCHOBE TPaXJAHCKOW MO3UIUU IO
OTHOIICHUIO K IAHHOMY SIBJICHHIO.

Formation of students' fundamental knowledge on the basic laws of sustainable development of
nature and society, on the basics of life safety, on combating corruption and developing a civil
position on this basis in relation to this phenomenon.

Conepxanue (Tekct He MeHee 30 cy10B) ﬂ

"Kazipri KazakctaHHBIH ©3€KTi Macenenepi" HHTerpanysiaHFal Kypchl TOTEHIIIE XKaFaaiiapaa
aZlaMHBIH Kayilci3Airi MeH KOpFallyblH; cajllayaTThl eMip CalTBIHBIH HETi3/IepiH; chlOaiinac
KEMKOPJIBIKKA ~ Kapchl ~ MOJCHMETTI  KaJBINTACTBIPY  MNpoOieManapblH;  SKOJOTHSUIBIK
npobsemanapasl, Tipi OpraHu3MIepAiH, OHBIH IIIIHJE aJaMHBIH TIPIIUIIK €Ty OpTachbiMeH



https://www.multitran.com/m.exe?s=electronic+educational-methodical+complex&l1=1&l2=2

KapbIM-KaThIHACHIH, aaM3aT KOFaMBIHBIH KOpPIIaraH OpTara acep eTyiHiH ayKbIMbl MEH pYKcaT
eTUIreH IIEKTepiH, )KOHE OFaH dcepiepAl azalTy Hemece oJapibl TOJIBIK OedTapanTaHabipy
MYMKIHJIIKTEPiH KapacThIPabl.

WuTterpupoBanHblii  Kypc  «AKTyanbHble  nIpoOiieMbl  coBpemMeHHoro  Kaszaxcrana»
paccMmarpuBaeT 0€30MacHOCTh M 3allUTy YENOBEKAa B UYPE3BBIYAWHBIX CUTYAIUSX; OCHOBBI
30poBOTO 00pa3a JKU3HHU; MpoOJIeMbl (OPMHUPOBAHUS AHTHKOPPYINIIMOHHOW KYJIBTYpHI,
HU3Yy4acT SKOJIOrH4YCCKUC HpO6JI€MBI, B3aUMOOTHOUICHHUEC JXKUBBLIX OPraHu3MOB, B TOM YHCJIC
YeJl0BEKa, CO Cpeloll oOuTaHus, MaciiTtadbl M JOIMYCTHMbIE NPEENbl BO3ACHCTBUS
YEJIOBEUYECKOro OOIIeCTBA Ha OKPYXKAIOIIYI0 Cpely, BO3MOXKHOCTH YMEHBIICHHUS JSTUX
BO3/ICHCTBUY WIM UX NIOJHOM HEUTPAIN3ALINU.

The integrated course considers the following points like human safety and protection in
emergencies; basics of a healthy lifestyle; problems of the anti-corruption culture formation. It
studies environmental problems, the relationship of living organisms, including human being
with the environment, the impact of human society on the environment with the scale and
permissible limits, the possibility of reducing these impacts or their complete neutralization.

KitoueBble koMneTeHUMH (pe3y/ibTaThbl 00y4yeHHust) (TEKCT) ﬂ

Cei0aiinac xKeMKOPIIBIKTEI QJIEYMETTIK KYOBIIBIC PETIH/IE TaHU ajajibl;

Cribaiinac KEeMKOPJIBIK KopiHicTepiMeH OaillaHBICTBI MaTepHalAapAbl CHIHU >KOHE OOBEKTHBTI
Oarayiaipl;

Cri0aiinac >KeMKOPJIBIKKAa Kapchl KYPECTIH HE €KEHIH HAKThl eJIeCTeTe ajajabl JKOHE eMip MEH
KbI3METTiH Oenrinmi Oip camamapblHza cbiOailac JKEMKOPIJBIKTBI  a3alTy YIIiH — OapIibIK
MYMKIHTIKTEp/Ii Maiilaiana anajbl;

TaburaTThl KOpFay KbI3METI CaJachlH/a KapanaibIM JaFAbuiap MEH HKeMIUTIKTI MEHI'epIeH;
Optypri ennep meH Kazakcran PecnyOnukachlHAAFbl OPHBIKTBI AAMYJIBIH TYKBIPbIMIaMalapsl,
CTpaTerusuiapbl MEH MPAKTUKAIBIK MIHIETTEP1 Typasibl aKIapaTThl MEHI€pPreH;

DKONMOTUSHBIH, KOpIIAaFaH OpTaHbl KOPFAy/bIH YKOHE OPHBIKTHI JaMy/AbIH HEFYPJIBIM OTKIp KOHE
KYpJIeii MocemneNepid TaTKplIay/a KemeH 11, 00beKTUBTI )KOHE ITBIFAPMAITBIIBIK TOCUT TaF IbUTAPBIH
JTAMBITAIbI;

Heri3ri kayinTepzi, onapablH KacHeTTepi MEH CHIIaTTaMallapblH, 3USHABI JKOHE KayilTi
(dakTopiappIH amaMra JKoHEe TaOUFH OpTara 9cep €Ty CHUTIAThIH, OJapJaH KOpFay dJicTepin Oinesi;
TeTenmie xargaiinapaa Kopray 9JicTepi MEH TEXHOJOTHsUIAphI, KOpIIaraH OpTaHbl KOpFray jKoHE
KayilcCi3ikTi KaMTaMachl3 €Ty MaKCaThIH/Ia KOCiOM KhI3METTiI YTBHIMIBI €Ty JaFAbUIaphl TypasTbl
Oinmimi Oap.

YMeeT pacro3HaBaTh KOPPYIIHIO KaK COLMATBHOE SBICHHE;

Kputnuecku u OOBEKTHBHO OIICHMBAE€T MAaTEpUalbl, CBA3aHHBIE C KOPPYHIHMOHHBIMH
MIPOSIBIICHUSIMH;

Crioco0eH 4eTKO MPEeNCTaBIsITh cebe, 4TO Takoe O0ophda ¢ KOpPPYIIMEH W HCIIONB30BaTh BCE
BO3MOKHOCTH JJIS1 CHUIKEHUSI KOPPYNLIMOHHOCTH B T€X WJIM MHBIX cepax )KU3HU U JIeSITeTbHOCTH;
Brnaneer aneMeHTapHBIMU YMEHHUSIMUA U HABBIKAMH B Chepe MPUPOJOOXPAHHON JACATETbHOCTH;
Bnaneer mHpopmanueil o KOHIENIMAX, CTPATETHUSAX M TMPAKTHUYECKHX 33/Ja4ax YCTOHYHMBOTO
pa3BUTHSI B Pa3JIMUHBIX cTpaHax U Pecryonuke Kasaxcran;

Pa3BuBaeT HaBBIKM KOMIUIEKCHOTO, OOBEKTHBHOTO M TBOPUYECKOr'O IOAXOAAa B OOCYKICHUHU
Han0oJee OCTPHIX M CIOKHBIX MPOOJIEM SKOJIIOTHUH, OXPaHbl OKPYXKAIOIIEH cpeabl U YCTOHUUBOTO
pa3BUTHS;

3HaeT OCHOBHBIE OMACHOCTH, UX CBOMCTBA M XapaKTEPUCTHKH, XapaKTep BO3ACHCTBHUS BPEIHBIX U
OMaCHBIX (PaKTOPOB HA YETIOBEKA U MPHUPOHYIO CPEY, METO/IbI 3AIUTHI OT HUX;

Pacnonaraer 3HaHUSIMH 0 CITOCOOAX M TEXHOJIOTHAX 3aLIUTHI B YPE3BbIUANHBIX CUTYAIMIX, HABBIKAX
panroHanu3anud Mpo(ecCHOHATBHON JEeITeIbHOCTH C HENbI0 oOecreueHust 0e30MacHOCTH H
3alIUTHI OKPYIKAIOIIEH Cpeibl.

Knows how to recognize corruption as a social phenomenon;

Critically and objectively assesses materials related to corruption manifestations;

He is able to clearly imagine what the fight against corruption is and use all opportunities to reduce
corruption in various spheres of life and activity;

Possesses elementary skills and abilities in the field of environmental protection;

Has information about concepts, strategies and practical tasks of sustainable development in various
countries and the Republic of Kazakhstan;




Develops the skills of an integrated, objective and creative approach in discussing the most acute
and complex problems of ecology, environmental protection and sustainable development;

Knows the main hazards, their properties and characteristics, the nature of the impact of harmful
and dangerous factors on humans and the natural environment, methods of protection against them;
Has knowledge of methods and technologies of protection in emergency situations, skills of
rationalization of professional activity in order to ensure safety and environmental protection.

®opma UTOroBOro KoHTposa | Tect emTuxan
Tect sx3ameHn
Test exam

[TOOK-i, napicrep, ceMuHap cabaKTapbIHBIH TarchlpMalapsl,
KOCBIMIIIa MaTepuasaap >koHe T.0.

YMK/, nexuuu, 3a1aHus Jisl CECMUHAPCKUX 3aHSITHH,
IIOHOJIHI/ITGJII)HI)Iﬁ MaTepI/IaJ'I HT.A

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTouHbiii MaTepuaJ

BJiok A

KyKBIKTBIK-0acKapyIIbUIBIK
VYrpaBineH4YeCcKO-IIpaBOBOM
Management and legal

HaumeHoBaHue MoayJist

Ha3BaHue aucuunIMHbI Kacinkepnik Herizaepi
OcCHOBBI IPEITPUHUMATEIHCTBA

Fundamentals of entrepreneurship

MK AUCHMIITMHBI OO/l KB
Koa aymcunnjinHbl OP 3111
CemecTp 5)
KoanuectBo kpenutoB ECTS | 3

dopMa U BUIbI YUeOHBIX Jlexuuu - 20

3aHATHH /KOJINYECTBO

[Ipaktrueckue 3ausatus — 10

KPeJIUTOB CPO - 45
CPOII - 15

IIpepexBU3NTHI Cypamaiiznst
He tpebyertcs

Don’t needed

Iesin n3ydenus (Tekct He MeHee 2() CJIOB) J[

CryneHTTepre HoJIJICH OacTar 63 CTapTanblH Kypyaa OuTiM MeH JaFapuiapasl Oepy.
I[aTb CTyACHTaM 3HaHHWsA, YMCHUA U HABBIKU B CO3JaHUU COOCTBEHHOIO cTapTrama ¢ HYyJId.
To give students knowledge, skills and abilities in creating their own startup from scratch

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

Kypc ©OappicbiHIAa CTymeHTTep 6©31epiHiH KaOiJdeTTepiH ICKe achlpyFa >KOHE KOFaMHBIH
KOKETTUTIKTepIH KaHaraTTaHABIpYFa OarbITTAIFAaH WHHOBAIMSJIBIK TOCUT HETI3iHIE OHIpic
(dakTopiapbiH YTBIMIBI OIPIKTIpYy/Ie KOPIHETIH )KeKe TYIFaHBIH KaOUIETTEpiH iCKe achIpy peTiHe
KOCIITKEPITIK KbI3METT1 3epTTCH/II.

B xome Kkypca CTYAEHTBI H3y4arOT NPEANPUHUMATEIBCKYIO HCATeNbHOCTh, KaK PEaU3allHIo
CIOCOOHOCTEH MHIMBH/IA, BEIPAXKAIOLIYIOCS B PALOHATIBHOM COSANHEHUH (haKTOPOB MPOU3BO/ICTBA
Ha OCHOBE MHHOBAIIMOHHOTO IMOJXO0Ja, HAMPABJICHHYIO HA pPeajHM3allii0 CBOUX CIOCOOHOCTEH H
yJIOBJIETBOPEHHE OTPEOHOCTEH 00IIIeCTBA.

During the course, students study entrepreneurial activity as the realization of an individual's
abilities, expressed in a rational combination of factors of production based on an innovative
approach aimed at realizing their abilities and meeting the needs of society.

KiioueBbie koMmnereHunu (pe3yJabTaThl 00y4yeHus ) (TEKCT) ﬂ

Kysbiperrinikrep: I[IKg Op Typmi eHep TypiiepiH YHWBIMAACTBIPY cCajachlHAa WHHOBALUSIIBIK
unesnapasl KaieimracTelpy; [1Kc backapymbuiblk KoHE KOCIIKEpINK OUTIM MEH JaFIbliap.ibl
Kaneintacteipy; OIIKs ApT-uHaycTpHsina YHBIMIACTHIPYIIBUIBIK-0aCKAPYIIBUIBIK ()YHKIUSHBI
xy3ere acbipy; OI1IKg MapkeTuHr neH KoraMMeH 0ailJlaHBICThI XKY3€re achipy.
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OxkpiTy HOTIXKENepi: Brx; YKobamapnaeiH/eHiMaep/iH NIBFapMaIIbUIBIK TYXXbIPbIMAaMaIapbiH
azipneiiai; Brxs JKana sxobanblH jk00aliblK, ecenTi oHE Oacka Ja KyKarrama TypiepiH
naietaaan el Crc, LbIFapManmbuiblK YiipIM OpeHIiHIH OIphIHFal TYKBIPBIMIAAMACKIH 931pei/Ii;
Crixs YABIMHBIH KOPITOPATHBTIK MOICHUETIH KAIBIITACTHIPAIbI; Aoris ARMaKThl, KOHBIOHKTYPaHBI
KoHe Oacka (pakTopiapibl eCKepe OTBIPBIN, apT-HAPBIKTHIH Oenriiti Oip CerMeHTTEepiHiH AaMybIH
Oomkaiiabl; Aonks MEHEIDKMEHTTIH 9JICyMETTIK-TICHXOJOTHSIIBIK SICTEpiH KoJaHabl; Bory;
ApT-TYTBIHYIIBUTAP B TAJIJIAY MEH Oaraliay bl )Ky3€ere acblpaibl -KbI3METTEp / apT-oHiMAep; Bomka
3epTTey YILUIH apHailbl MapKETUHT SIICTEpPIH, COHBIH IMIIHAE MHTEPHET-MapKETHUHI KypaiJapblH
maiigasiaHapl.

Komnerenuuu: IIKg [I'enepupoBaTh WHHOBAIlMOHHBIE HAEM B 00JIACTH  OpraHU3AINH
pa3HooOpa3HbIX BU0B HcKyccTB; [IKc dopmupoBaTh ynpapieHuecKue U IPeAPUHUMATEIbCKHIE
3HaHus U HaBblkK; OIIK, OcymiecTBiATh OpraHu3alMOHHO-YIPABICHYECKYI0 (YHKIMIO B apT-
unaycrpun; OIIKg OcyiiecTBiIsITh MapKETHHT U CBSI3U € OOLIECTBEHHOCTBIO.

Pesynbrarel 0o0yuenus: Bk pazpabaTsiBaeT KpeaTHBHbIE KOHIEMIIMU TPOEKTOB/IPOAYKTOB; Briks
MOATrOTaBJIMBACT MNPOCKTHYHO, OTUCTHYHO M JpP. BUAbI JOKYMCHTAIIMHM HOBOI'O ITPOCKTA; Cm(z
pa3pabaThiBaeT €AMHYIO KOHIIETIIMIO OpeHga TBopueckoil opranuzanuu; Crxs ¢Gopmupyer
KOpPIOPAaTUBHYIO KyJIbTYpy opranuzanuu; Aonks [Iporno3upyer pa3BuTne TeX UM HHBIX CETMEHTOB
apT-pblHKa C y4eTOM PEruoHa, KOHBIOHKTYPHI M Ap.(hakTopoB Aonks MCmonb3yer coluaibHO-
TICUXOJIOTUYECKUE METOMIBI MEHEKMEHTa; Borks OcyIecTBiIsieT aHamu3 M OLIEHKY MOTpeOuTenei
apT-yciyr/apT-npoayktoB; Bopgxs Mcmomp3yer cnenuanbHbIE  METOIBI  MAapKETWHTa IS
HCCIIEAOBAHNM, B T.4. HHCTPYMEHTBI HHTEPHET-MapKETHUHTA.

Competencies: I1Kg To generate innovative ideas in the field of organizing various types of arts;
IIKc To form managerial and entrepreneurial knowledge and skills; OITK, To carry out
organizational and managerial functions in the art industry; OITKg To carry out marketing and public
relations.

Learning outcomes: Bpy, Develops creative concepts of projects/products; Bz Prepares design,
reporting, etc. types of documentation for a new project; Crx, Develops a unified brand concept for
a creative organization; Crxs Forms the corporate culture of the organization; Aonxs Predicts the
development of certain segments of the art market, taking into account the region, conjuncture,
etc.factors; Aonxs Uses socio-psychological management methods; Bonks Analyzes and evaluates
consumers of art services/art products; Bonxs Uses special marketing methods for research,
including Internet marketing tools

®opMa UTOrOBOI0 KOHTPOJIsI | AybI3IlIa eMTUXaH
Y cTHBI DK3aMeH
Oral exam

Pa3naTouHblii MaTepuall [TOOK-1, napictep, cemuHap cabaKTapbIHbIH
TarcbIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHust Jyisi CEMUHAPCKUX 3aHATUH,
JIOTIOJIHUTEILHBIN MaTepHall U T.]1
EMC(educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Biaok A

HaumenoBanue moayJs KYKBIKTBIK-0aCKapyIIbUIBIK
VYrpaBieHYeCcKO-NpaBOBOM
Management and legal

Ha3zBanue AUCHHUIIIINHBI GHep caJlaCbIHAArbl MCHCIKMCHT
MeHepKMEHT B cepe HCKycCTBa
Management in the arts

MK AUCHMIITHHBI O0O/1 KB
Koa aucuuniunbl MeSI 3111
CemecTtp 5

KoauuectBo kpenuroB ECTS | 3
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®opma u BHAbI y4eOHBIX Jlexumu - 20

3aHATHUH /KOJIMYECTBO [MpakTuueckue 3anstust — 10
KpeIuToB CPO - 45

CPOII - 15

HpepeKBHSHTbI MCHCI[)KMCHT, ApT-MeHCIDKMeHTTiH FBIIIBIMH-TCOPUATIBIK
Heri3aepi

MCHCI[)KMCHT, Hay‘IHO-TeOpCTI/I'-ICCKI/IC OCHOBBI apT-
MEHEIKMEHTA

Management, Scientific and theoretical foundations of art
management

Hean u3ydenns (Tekct He MmeHee 20 cJ10B) 1[

CryneHTTepal apT-MEHEIKMEHT HeTI3[iepiH, OHBIH MAa3MYHBIH, QJI€yMETTIK-9KOHOMMKAJIBIK
HpOHCCTCpI{CFi MaHBI3AbLIBIFBI MEH OPHBIH UI'epyAe NPAKTUKAIBIK Jaspiiaydbl KAMTaMachl3 €Ty.
O6eCHe‘lI/ITI> MPAKTUYCCKYIO IMOATOTOBKY CTYACHTOB B YCBOCHHWM OCHOB apT-MCHC/PKMCHTA, €ro
COACpIKaHUU, 3BHAYCHUU U MECTC B COLITUAJIbHO-OKOHOMHWYECCKUX ITpOoLecCax.

To provide practical training of students in mastering the basics of art management, its content,
meaning and place in socio-economic processes.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

Kypc enep canacbinarsl 0acKapy HETi3/iepiH )koHE MEHE/DKMEHT KYHECIHIH JKaIIbl IPHHIUIITEPIH,
MOJICHHUET CaJaChIHAAFbl YHBIMIAP b 6acKapy)1HH MPaKTUKAIBIK JaFAblIapbIH, MOAECHU KBI3METTIH
Ka3ipri KarmailapbIMeH TaHBICY/bl, OHEp HHAYCTPUACHIHBIH HEri3ri Oackapy epeKIIeNiKTepiH
3epTTEYAl 3epTTEeH/II.

Kypc wm3ydaer OCHOBBI yIpaBieHHs B 00JacTH HMCKYyCcCTBa M OOIIME TNPUHIIUIBI CHUCTEMBI
MCHC/PKMCHTA, MNPAKTUYCCKHUEC HABbBIKM YIIPABJICHHA OpraHu3alnusiMu B obmactu KYJIbTYPEI,
O3HAKOMJICHUEC C COBPEMECHHBLIMU YCJIIOBUAMU Ky.]II:.TypHOfI ACATCIIbHOCTU, U3YUCHHUE OCHOBHBLIX
YIpaBJIEHYECKUX 0COOEHHOCTEH apT-UHIYCTPUH.

The course studies the basics of management in the field of art and the general principles of the
management system, practical skills of managing organizations in the field of culture, familiarization
with modern conditions of cultural activity, the study of the main managerial features of the art
industry.

KuoueBble koMmneTeHUnu (pe3yJibTaThl 00yyeHusi) (TEKCT) ﬂ

Kammer kocidom ky3wipertinik: [IKg Op Typimi eHep TypiepiH YHBIMAACTHIPY CallachIHIIA
WHHOBAIFSUIBIK UAesuIap Il KabintacTeipy; OIIKg MapkeTHHT TieH KoFaMMeH OaiIaHbICTBI KY3€Te
aceipy; 1K, OHep jkoHEe KpeaTUBTI MHAYCTPHS CaJlaChIHIAFbI )K00aIapIsl Oackapy;

OxpiTy HoTHXKenepi: Brxs ApHaiibl TEpMUHOJOTHSHBI €pKiH MeHrepreH; Bopkxe ApT-Ko0aHBIH
HEMece YHBIMHBIH MApKETHUHITIK CTPATETHUSACHIH TaHIAWIBI JKOHE TYKBIPBIMIAUIBL, Ay
Mamanaap TOOBIH TaHIal bl )KOHE BIHTATAHIBIPAIbI; Aqke. KapKbUTBIK THIMIUTIKKE, OHBIH IITIH]IE
Kap KbUTBIK-DKOHOMUKAJIBIK 9IICTEPIH KOMETIMEH KOJI JKETKi3eIi.

Oo6menpodeccrnonanbaas komnerennus: [1Kg ['eHepupoBaTh MHHOBAIIMOHHBIEC HJIEH B OOJIACTH
opraHu3anuu paszHooOpasHbix BuUIOB HCKyccTB; OIIKp OcymiecTBisTh MapKeTHHT W CBSI3H C
obmectBeHHOCTHI0; [TK A YTIpaBnsaTh mpoekramu B chepe UCKYCCTBa M KpEaTHBHBIX HHITYCTPHIA,
Pesynbrarer o0yuenus: Brxs CBOOOIHO BiajieeT crienuaibHON TepMUHONIOTHEH; Borks BeiOnpaer
1 GOPMYIIHPYET MAapKETHHTOBYIO CTPATETHIO apT-TIPOSKTa WM OpraHu3aiuu; Ap;. [lomoupaer u
MOTHBHPYET KOMaHAY CHEIHAINCTOB; Apyo. JlocTuraer ¢puHancoBoi 3(pQeKTHBHOCTH, B T.4. C
IIOMOIIBIO @HH&HCOBO-BKOHOMH‘I@CKI/IX MECTOOOB.

General professional competence: ITKg to generate innovative ideas in the field of organizing
various types of arts; OIIKg To carry out marketing and public relations; ITK, To manage projects
in the field of art and creative industries;

Learning outcomes: Bpks Is fluent in special terminology; Bonks Selects and formulates the
marketing strategy of an art project or organization; Apge. Selects and motivates a team of
specialists; Amkoe. Achieves financial efficiency, including using financial and economic methods.

dopma HTOroBOro KOHTpOJIsi | AYbI3Ila EMTHXaH
Y cTHBIN SK3aMeH
Oral exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, ceMuHap cabaKTapbIHbIH
TarChIpMasapbl, KOChIMIIIA MaTepUaiap >koHe T.0.




YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHI/ITGJIBHHﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Biaok A

HanmenoBanue moayJist KyYKBIKTBIK-0acKap yILIbUIBIK
VYipaBieH4eCcKO-IIpaBOBOM
Management and legal

Ha3BaHue AMCUHUIINHBI OHep canachIHIaFbl MAPKETHHT
MapxkeTHHr B cdepe UCKycCTBa
Art Marketing

Huka pucuunJINHBI OO/1 KB
Kox nucumninnbl MaSI 3111
Cemectp 5
KoauuecTBo kpenuToB 3
ECTS
®opma 1 BUAbI y4eOHBIX Jlexmu - 20
3aHSATHUIH /KOJINYECTBO [MpakTuaeckue 3austus — 10
KpeIuToB CPO - 45
CPOIT - 15
IIpepekBHU3UTHI OKOHOMMKAJIBIK Teopusi, MapKeTHHT

OKoHOMHYecKas Teoprs, MapKeTHHT
Economical Theory, Marketing

esin n3ydenus (Tekct He MeHee 2() ¢JI0B) ][

CTyIeHTTepre MapKeTHHITIK CTPAaTerrsi MEH TAKTHKA OOMBIHIIA XKyiferi 6imim epy.

I[aT b CTyACHTaM CUCTEMATUYCCKUC 3HAaHHU B obacTu MapKeTHHFOBOﬁ CTpaTeru U TaKTUKH.
To provide students with systematic knowledge in the field of marketing strategy and tactics.

Conep:xanue (Teket He MmeHee 30 ci10B) ﬂ

Kypc MapkeTHHTTIK CTparerusi MEH TaKTHKa, MOJCHH KbI3MET KOPCETy CajachIHIarbl CYpaHBIC,
caTylpl BIHTAJIAHIBIPY, 3aMaHAYHd MOICHH OpPTAIBIKTAPIbIH MAapKETHHITIK KBI3METi, OJIapblH
KYMBICBIH YHBIMIIACTBIPY, OHEPIETT MAPKETUHTTI KYKBIKTBIK KAMTaMachl3 €Ty callachlHa JKyHei
Oinmim Oepeni.

Kypc maér cucremarnsupoBaHHbIE 3HAHUS B 001aCTH MAPKETUHTOBOM CTPATETUH U TAKTHKH, CTIPOCa
B cdepe KyJIbTypHOTO OOCTY)KHUBaHUS, CTUMYJIMPOBAHUU COBITA, MapKETUHTOBOW CITYKOBI
COBPEMEHHBIX KYJIbTYPHBIX IIEHTPOB, OpTraHU3aIluu UX PaboT, MPaBOBOro 00eCTICUeHUSI MAPKETHHTA
B UCKYCCTBE.

The course provides systematic knowledge in the field of marketing strategy and tactics, demand in
the field of cultural services, sales promotion, marketing services of modern cultural centers,
organization of their work, legal support of marketing in art.

KuoueBble koMnereHnu (pe3yJabTaThl 00yueHus ) (TEKCT) ﬂ

Kyseiperrinikrep: 11K Op Typmi eHep TypJiiepiH YHBIMAACTHIPY cajlachlHAAa WHHOBAIMSUIBIK
uaesmapabl KanemracTeipy; [IKe BackapymibuibIK jkoHE KOCIMKepiiK OuliM MeH IaFIbplIapiabl
KanemracTeipy; OIIK, ApT-mHIyCcTpUsga YHBIMAACTBIPYIIBUIBIK-OaCKapyIIbUIBIK () YHKIMSHBI
xy3ere acbipy; OIIKg MapkeTuHr neH KoraMMeH 0aiIaHbICThI XKY3€re achIpy.

OxpiTy HoTHXKenepi: Bpyx; JKoOamapapiH/eHIMIEpaiH MIBIFAPMAIIbUIBIK TYXKbIPbIMIaMalapbiH
ozipneiini; Brks Kana >xo0aHbIH KO0OadbIK, €cenTi >koHe Oacka Ja KykaTTama TypJIepiH
nabiHAan el Cry, [bIFapMaIibuibiK YibIM OpeH/TiHIH OIpbIHFAH TY)KBIPBIMIAMACKHIH d31pJICHIi;
Criks YABIMHBIH KOPIIOPATUBTIK MOICHUETIH KaJIbINTACTHIPabL; Aomiks AHRMAKTHI, KOHBIOHKTYPAHBI
XoHe Oacka (akTopyiapibl ecKepe OTBIPBII, apT-HAPBIKTHIH Oeiriii 0ip CErMEHTTEPIHIH JaMybIH
Oomkaiiabl; Aonxs MEHEIKMEHTTIH QJIEYMETTIK-TICUXOJIOTUSITBIK 9JIiCTEepiH KoiaaHaabl; Bomys
ApT-TYTHIHYLIBIIAPIbI TAJ1AY MEH Oaranaybl )Ky3ere acblpabl -KbI3MeTTep / apT-eHIMIep; Borxa
3epTTey YIIIH apHailbl MApKETHHT SJICTE€PiH, COHBIH IIIIHJE MHTEPHET-MAPKETUHT KypailapblH
nagaaHabl.
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KOMHCTCHI_II/II/II HKB FeHepHPOBaTb HWHHOBAIIMOHHBIC HWICHU B obnactu opraHusanuu
pa3Hoobpa3HbiX BUI0B UCKyccTB; [IKe @opmupoBarh ynpaBieHYecKre U MpeANpUHUMATEIbCKIE
3Hanusg M HaBbiku; OIIK, OcyiecTBiasITh OpraHU3allMOHHO-YIPABICHUECKYIO0 (YHKIIMIO B apT-
unayctpun; OIIKg OcymiecTBisTh MapKETHHT U CBSI3U C OOLIECTBEHHOCTBIO.

Pesynbrarel o0yuenusi: Brk) pazpabaTeiBaeT KpeaTuBHBIE KOHLEMIIUU MPOEKTOB/IPOAYKTOB; Brixs
MOJTOTAaBINBAET MPOSKTHYIO, OTYETHYIO W Jp. BUABI JOKYMEHTAluu HoBOro Impoekta; Crx:
pa3palaThiBaeT €AMHYIO KOHILIENIHIO OpeHga TBopueckod opranuzauuu; Crgxs GopMupyer
KOPHOPaTUBHYIO KYJIbTYPY Opranu3auuu; Aomxs [Iporao3upyer pazButue TeX WK UHBIX CETMEHTOB
apT-pplHKa C Y4e€TOM PEeruoHa, KOHBIOHKTYpBl M Ap.(pakTopoB Aopks Mcmone3zyer coruanbHO-
TICUXOJIOTUYECKUE METONIBI MeHeKMeHTa; Bonks OcyliecTBisier aHamu3 U OLIEHKY MOoTpeOuTenei
apT-yciyr/apT-npoayktoB; Bopgxs Hcmomb3yer cnenuanbHble  METOABI  MapKEeTUHTa  JUIs
HCCJIEJOBAHUM, B T.4. MHCTPYMEHTBI HHTEPHET-MAPKETUHTA.

Competencies: ITKp to generate innovative ideas in the field of organizing various types of arts; ITK¢
To form managerial and entrepreneurial knowledge and skills; OITK, To carry out organizational
and managerial functions in the art industry; OITKg To carry out marketing and public relations.
Learning outcomes: By, Develops creative concepts of projects/products; Brxs Prepares design,
reporting, etc. types of documentation for a new project; Crx, Develops a unified brand concept for
a creative organization; Cpyxs Forms the corporate culture of the organization; Aonxs Predicts the
development of certain segments of the art market, taking into account the region, conjuncture,
etc.factors; Aonks Uses socio-psychological management methods; Bonks Analyzes and evaluates
consumers of art services/art products; Bonxs Uses special marketing methods for research,
including Internet marketing tools.

®dopma UTOroBOro AybI3111a eMTHXaH
KOHTPOJIA Y CTHBIH 5K3aMeH
Oral exam
Pa3znaTounblii MmaTepuaJ [TOOK-1, gopictep, cemuHap cabaKTapbIHBIH TallCblpMallaphl,

KOCBIMIIIAa MaTepHUajaap KoHe T.0.

YMK], nexuuu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepUal U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk b

HaumeHoBaHue MoayJist Maremaruka, alropuTMIep, IporpaMmmanay
MaTeMaTI/IKa, AJITOPUTMBI, IIPOrpaMMHUPOBaHNEC
Mathematics, algorithms, programming

Ha3Banue 1ucIHIIJIMHBI HapparusTi 1u3aiin
HappatuBHblil 1u3aiin
Narrative design

kg IMCONIIHHBI b/l KB
Koa aucuunimubl HD 3203
Cemectp 6
KoauuectBo kpenuroB ECTS | 8
®opma 1 BHAbI y4eOHBIX Jlexuuu -
3aHATHI /KOJTHYECTBO [IpakTnyeckue 3ansatus — 80
KPeIuTOB CPO -120
CPOIT - 40
IIpepekBH3HUTBI OflibIH OpHATYBI

Hrposoii cerTuHr
Game setting

ean n3ydenns (Tekct He MeHee 20 c10B) J[

"HappaTuBTi qu3aifHbl" ToHI KOMIBIOTEPIIK OWBIHAAPLI AAMBITYABIH TapUXbl MEH OasHIAybIH
3eprTeiii. OHbIH MIHJETTEpPIHE OMBIH TAPUXbIH KYpPy FaHa €MeC, OHbl ONbIH MEXaHUKTEPIHIH
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KOMeETIMEH YChIHY, COHBIMEH KaTap oHTiMere TikeJeH KaThIChl 0ap MEXaHUKTEP IiH TU3aiHbI Kipei
(Oyn  oHriMe Ju3aiiHEpiH TEK OKUFaHBIH ©3IMEH aWHaIbICAThIH OWBIH  JKa3yIIbICHIHAH
epeKIIeIeHIIpeTi).

B mucnumuubne «HappaTuBHBIN nu3aiiH» H3y4daeTcss MCTOPUST M TOBECTBOBAHME pPa3pabOTKH
KOMIIBIOTCPHBIX UI'P. B €€ 3aJla41 BXOJUT HEC TOJIBKO CO3JaHUEC UCTOPUH UI'PBI, HO U €€ U3JIOKCHHC
Ipyu IIOMOIIM HUI'POBBIX MCXAHHMK, a TaKXE ILI/ISH.I?IH TEX MECXAaHUK, KOTOPBIC HMCIOT IIPAMOC
OTHOLICHUE K ITIOBECTBOBAHUIO (‘{TO OTJIINYaCT HApPaTUBHOI'O ;Lmal}iﬁepa OT UT'POBOr'o Cli€HapucTa,
KOTOPBIN 3aHUMAETCS UCKIIOYUTENILHO CAMOW UCTOPHUEH).

The Narrative Design discipline studies the history and narrative of computer game development.
The tasks include not only creating the story of the game, but also its presentation using game
mechanics, as well as the design of those mechanics that are directly related to the narrative (which
distinguishes a narrative designer from a game screenwriter who deals exclusively with the story
itself).

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

"HappatuBTel Ju3aiiH" KypCHIHBIH M331:/1¥HI>I OasHAay JU3aiHBIHBIH TEPMHUHOJIOTHSCHIH,
KOMITBIOTEPJIIK OWBIHAP/BIH JApaMaTyprusiChlH, KEeHINKep MEH KeHilKepiep *KYHEeCiH, ChI3BIKTBIK
KOHE CBI3BIKTBIK €MEC AMANOrTap/bl, OasHIAyIbIH KaHpJIapbl MeH (opManapblH, MapameTpii
a3ipIiey i, OWbIH KY’KaTTaMaChIH 3epTTEHIi.

Conepxxanne kypca "HapparuBHblil nu3ailH" M3ydaeT TEPMHHOJIOIMIO HAPPATUBHOIO IH3aiiHa,
ApaMaTtyprus KOMIbIOTCPHBIX HUI'D, HEPCOHAXK U CUCTEMA HepCOHa)Keﬁ, JIMHEHWHbBIE U HEJIMHEWHbBIE
JIMAJIOTH, SKaHPbI U (OPMBI TOBECTBOBAHMS, pa3pab0TKa CETTUHTA, UTPOBYIO JTOKYMEHTAIIHS.

The content of the course "Narrative Design™ studies the terminology of narrative design, the
dramaturgy of computer games, character and character system, linear and nonlinear dialogues,
genres and forms of narration, setting development, game documentation.

KiroueBbie koMIeTeHIMH (pe3yJIbTaThl 00y4eHust) (TeKeT) ﬂ

binyre tuic: HappaTHUBTI OU3aiHBIHBIH TEPMHHOJIOTHUACHI, OWBIH OasHAAYBIH 93Ipiey 9icTeMeci,
OMBIHHBIH JKaJlbl JAMYBIHJAFbl OasHIAy AW3alHBIHBIH OpHBI, JKAHPIAPJIBIH EPeKIIeNiKTepi,
CIOXKETTI KYPY 9MIicTepi, OWBIH IIIIHECT1 MOTIHEPII pECiMACYTe KOMBUIATHIH TaJlanTap, JHAJIOT KYPY
epexenepi.

Bimyi kepek: Genrimi Oip OBIH jk00ackIHAA OastHAAY MU3alHBIHBIH KOWBUIFAaH MIHIETTEPIH IIerie
ayajpl, MTaMyIblH OapiblK KE3CHIEpiHIe OWBIH OassHIAybIH MBICHIKTAy MIHACTIH IIelie anajbl,
KeHinmkepiiep MEeH KeHinmkepIiep KYHeciH Kypa ajabl, TAaHIayMEH jKOHE OHCBI3 THAJIOT JKyHelepiH
JIAMBITa aJla/ibl, OWBIH ApaMETPiH TOITHIPA alla/ibl, TEXHUKAIBIK KY)KaTTaMaHbl paciMAeH anaibl.
Menrepyi Tmic: THiCTI OasHIay IW3aifiHBIH jkKacay YIIIH ONBIHHBIH OapJIbIK KOMITOHEHTTEPIH
KEIIeH Tl TajlAay JaFIblIaphl, OassHIayIbIH HeT13T1 Tocuaepi, OassHIay bl KYpyAbIH HETi3ri omicTepi.
Kalireri MeH MallbIHIIBIFBIH KOPCETY1 KepeK:

- OasHIay MU3aliHBIHBIH TEPMUHOJIOTHSCHIH O1TY;

- JKaHpJIap MeH TuIaTdopMaliapIblH epeKIIeTiKTepiH OuTy;

- KeHinKepsep MeH TUAJIOT KYHeepiH Kypa )kKoHe KoJiai oiy;

- OMBIH OasTHIAY/IBI A31pJIey 9/1icTePi MEH TACUIACPIH TYCIHY;

- TajjanTapra OalJaHBICTBI OWBIH IIIHCTI MOTIHACPAI KYPY )KOHE paciMIey;

- TEXHUKAJIBIK Ky)KaTTaMaHbl PaciMIeH Oity;

- TaMyJIbIH OapJIblK Ke3eHICPiHIe OWBIH 9JIEMIH MBICBIKTAY MIHICTTEPIH IICTy;

- OMBIH TTapaMETPiH cayaTThl TOJITHIpA OLTY.

Jlo;KeH 3HaTh: TEPMUHOJOTMIO HAPPATHBHOTO JAW3aliHA, METOJOJOTMH pa3padOTKH HUTPOBOTO
MOBECTBOBAHUS, MECTO HAPPATUBHOIO JM3aifHa B 001Iel pa3paboTKe UTPbl, OCOOCHHOCTH KaHPOB,
METO/BI CO3/IaHUS CIOXKETa, TPeOOBaHUS K OQOPMIICHHIO BHYTPUUTPOBBIX TEKCTOB, IpaBUIIA
CO3JIaHHS AUAJIOTOB.

Jlo;KeH yMeTh: peliaTh MOCTaBJICHHBIE 3a]aui HAPPATUBHOTO JU3aiiHa B KOHKPETHOM UTPOBOM
MpOeKTe, pelaTh 3agady NpopabdOTKH WIPOBOTO IOBECTBOBAHHMS HA BCEX ATamax pa3paboTKH,
CO3[1aBaTh MEPCOHAKA U CUCTEMBI MEPCOHAXEH, pa3padaThiBaTh CUCTEMBI JHAJIOrOB C BBIOOPOM U
0e3, HaMOIHATH UTPOBOI CETTUHT, O)OPMIIATH TEXHHUYECKYIO JOKYMEHTAIIHIO.

JlolKeH BNa/ieTh: HaBBIKAMH KOMIUIEKCHOTO aHAJIM3a BCEX KOMIIOHEHTOB WIPHI Ul CO3JaHUS
COOTBETCTBYIOIIETO HAPPATUBHOTO JW3aliHa, OCHOBHBIMU NPHEMaMH MTOBECTBOBAHUS, OCHOBHBIMU
METO/IaMH CO3/aHUs TIOBECTBOBAHHSI.

JlomKeH JeMOHCTPUPOBATh CITOCOOHOCTh M TOTOBHOCTH!

- 3HaTh TEPMHUHOJIOTHIO HAPPATUBHOTO IM3aliHa;




- 3HaTh OCOOCHHOCTH KaHPOB U IIATHOPM;

- YMCTb CO3JaBaTh U MOAACPIKNBATH CUCTCMbI HCpCOH&)KCfI n JUajIoros,

- pa3bupaThcs B METOAAX U Criocobax pa3padOTKH UTPOBOTO MTOBECTBOBAHUS;

- co3AaBaTh U OPOPMIIATH BHYTPUUTPOBBIE TEKCTHI B 3aBUCUMOCTH OT TPeOOBaHMIA;

- YMeTb 0pOpPMIISITh TEXHUUYECKYIO JOKYMEHTALUIO;

- pemaTh 3a7a4M MPOPaOOTKH UTPOBOTO MUPA HA BCEX CTAAMAX pa3padOTKH;

- YMETh I'PaMOTHO HAIOJHATh UTPOBOM CETTHHT.

Must know: the terminology of narrative design, the methodology of game narrative development,
the place of narrative design in the overall development of the game, the peculiarities of genres,
methods of plot creation, requirements for the design of in-game texts, rules for creating dialogues.
Must be able to: solve the tasks of narrative design in a specific game project, solve the task of
working through the game narrative at all stages of development, create a character and character
systems, develop dialogue systems with and without a choice, fill in the game setting, draw up
technical documentation.

Must possess: the skills of complex analysis of all components of the game to create an appropriate
narrative design, the basic techniques of storytelling, the basic methods of creating a narrative.
Must demonstrate ability and willingness:

- know the terminology of narrative design;

- know the specifics of genres and platforms;

- be able to create and maintain character and dialogue systems;

- to understand the methods and methods of developing a game narrative;

- create and design in-game texts depending on the requirements;

- be able to draw up technical documentation;

- solve the problems of working through the game world at all stages of development;

- be able to correctly fill the game setting.

®opma uToroBoro koutpouasa | Tect emTuxan
Tect sk3amen
Test exam

[TOOK-1, nopictep, cemuHap cabaKTapbIHBIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepral U T.]11

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuas

Baoxk b

Maremaruka, anropuTMaep, lporpaMmmanay
MaTeMaTI/IKa, AJIT'OPUTMBI, ITIPOI'PaMMUPOBAHUC
Mathematics, algorithms, programming

HaumenoBanue moayJs

Ha3Banune 1ucIHIIJIMHBI Buneo oiibIH Tapuxsl
Hctopus BUi€0 Urpsl

History of Video Games

Iuka IMCONIIAHBI bJ1 KB
Konx nucunniimnbl VOT 3203
Cemectp 6
KoauuectBo kpenuroB ECTS | 8
dopMa U BUIbI Y4eOHBIX Jlexknuu -
3aHATHI /KOJTHYECTBO [IpakTnyeckue 3ansatus — 80
KpeIuToB CPO - 120
CPOIIT - 40
IIpepexkBU3UTHI OflibIH Au3aiiHbI

Hrposoii nu3aiin
Playcentric design
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ean n3ydenns (Texkct He meHee 20 cJ10B) ][

"Bunieo oiibIH Tapuxbl" MOHIHIH MaKcaThl CTYACHTTEP IIH KOMITBIOTEPIIIK OMBIHAAPIABIH TAPUXbl MEH
TEOPUSICHI TYpaJibl TYCIHIKTEPIH KaJIBIITACTBIPY, KOPKEM MOJCHUET TYbIHAbUIAPHI MEH OHBIH JaMy
TEHJCHLUMSJIAPbIH Talay AaFAbUIApBIH SKETUIAIPY, KOCIOM TEPMHUHOJIOTUSHBI MEHIepy OOJbI
TabbUTabl. OUBIHAAPABIH TaPUXbIH OUTY OUTIM aJIyIIbIFa OHBIH IIBIFAPMAILBUIBIK JKOHE KOOAbIK
MIHJIETTEPIH KOFaphl ICHIei/Ie Menryre KaKeTTi Her13 O0JbIN TaObLIa b,

Henssmu  ocBoeHMs IUCHUIUIMHBL «VcTOpus BHIEO UIPhHD» SBISIOTCS CTPYKTYpPHpPOBaHUE
IIpeCTaBICHUN 00YyJaroUIMXcsi 00 UCTOPUU U TEOPUM KOMIIbIOTEPHBIX UIP, COBEPIIEHCTBOBAHHE
HaBBIKOB AaHAJM3a IPOM3BENECHUN XYHAOKECTBEHHOH KyJIbTyphl W TEHICHIMHA €€ pPa3BUTHS,
OBJIaICHHE MPOQPECCHOHATLHON TEpPMUHONOTHEH. 3HAaHNE UCTOPUM UTP ABIAETCS (PyHIaMEHTOM,
HEOOXOJMMBIM 00YYaroIIEeMyCs JJIsl PEIIEHUsI €r0 TBOPUYECKUX M MPOEKTHBIX 3a]a4 Ha BBICOKOM
YpPOBHE.

The objectives of the discipline "History of video Games™ are to structure students' ideas about the
history and theory of computer games, improve skills in analyzing works of artistic culture and
trends in its development, and master professional terminology. Knowledge of the history of games
is the foundation necessary for a student to solve his creative and design tasks at a high level.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypCTBIH Ma3MyHBI JOCTYpJIi OHE AOCTYpii emec (UM(PIBIK) ONBIHIAPIBIH TAPHXBI TYPAIIbI
TYCIHIK aiTy; KaparaibiM OMbIH MbICAJIAPhl apKbUIbI a0CTPAKTLII CTPATETUSIIBIK OMBIH, OMBIH aFarlibl
JKOHE KYU KEHICTIT1 CUAKTBI YFBIMAAPABI KOCA alIFaH/a, OWBIH KYPBUIBIMIAPBIHBIH HpI/IHI_II/IHTepiMeH
TaHBICTHIPY; 3aMaHayH BUJECO OMBIHIAP OHIIPICIHIH HETi3r1 YFbIMIApAbl, TEXHOJOTHIIAP/bI JKOHE
TUIAepAl YHpPEeHYyre MyMKIHIIK Oepy TeK OWBbIH TYPFHICHIHAH FaHA eMeC

OWBIHIIBIIAH, COHBIMEH KATap OWBIH JKAcAyIIbIAAaH ; OWBIHFA KATBICTBI KOJI JKETIMII III/I(prHK
opTanap TypaJyibl TYCIHIK aiy; »o0aHbl OacKalapra HaKThl KOpCeTy KaOUIeTiH JaMbITyFa MYMKIHJIIK
Oepy OombITT TaOBLTATBI.

ConepxaHue Kypca HampaBlI€HO Ha TO, YTOOBI IONYYHTh MpPEJCTABICHHE 00 HCTOPUM Kak
TPaIUIIMOHHBIX, TAK U HETPATUITMOHHBIX (ITU(PPOBBIX) UTP; TO3HAKOMHUTH C TIPHHIIUIIAMA UTPOBBIX
CTPYKTYp, BKJITFOYasi TAKME KOHIICTIIINH, KaK a0CTpaKTHAsI CTpaTeruveckas urpa, irPoBOE IEPEBO U
MPOCTPAHCTBO COCTOSIHUM, C TTIOMOIIBIO TPOCTBIX UTPOBBIX IPUMEPOB; TPEAOCTABUTH BO3MOKHOCTD
HU3YYUTH JICKAIIUEC B OCHOBC KOHIECIIIHWH, TCXHOJOIMHW K A3BIKKM IMPOU3BOACTBA COBPEMCHHBIX
BHJICOUTD; TOIYYUTH TPEJCTABIIEHUE O JOCTYIHBIX MU(POBBIX cpenax, CBSI3aHHBIX C UTPaMH, HE
TOJIBKO C TOYKHU 3pCHUS UT'PBL

HUI'POKA, HO TAKXKC€ U OT CO3AATCIId Urp, MPEAOCTABUTL BO3MOXKHOCTb Pa3BUTH CIIOCOOHOCTB YETKO
IIPEACTABIIATE IPOEKT APYIUM.

The course content are To gain perspectives and understanding about the history of both traditional
and non-traditional (digital) games; provide exposure to principles of game structures including
concepts, such as an abstract strategy game, game tree, and state space, through simple game
examples; provide an opportunity to explore underlying concepts, technologies, and languages of
contemporary video game productions; to gain an understanding of available game related digital
environments not only from a standpoint of a game

player but also from that of a game maker; to provide an opportunity to develop the ability to clearly
present a project to others.

KuoueBble komMnereHnu (pe3yJibTaThbl 00yyeHus ) (TEKCT) ﬂ

- BI/II[@O OﬁbIHﬂap TapUXbIHOAr bl npo6neMaJ1apLI MCH BIKTUMaJI apTBIKIIBUIBIKTAPbIH AHBIKTAY JKOHC
CBIHU TYPFBIIaH Oaranay.

- Beunrini Oip olibIHAApAa TAPUXTHI KOJIIAHY/IbI TEPEH TaJIIAYy.

- OiibIHAap/Aa TapuXThl KOJJAAHY Typajibl TYIIHYCKA 3€pPTTEY CYparblH aHBIKTAY JKOHE 3€pTTey.

- BersiBuTh 1 KPpUTHUYCCKU OLCHUTDH HpO6J’I€MBI M NOTCHUOHUAJIbHBIC NPCUMYIICCTBA UCITIOJIb30BaAHUS
HUCTOPUHU B UT'pax.

- HpOB@CTI/I y1“J'Iy6J'IeHHLII71 AHAJIN3 UCIIOJIb30BAHUSA UCTOPHUH B KOHKPECTHBIX UI'pax.

- OHpCI[CJ'H/ITL U HUCCICAOBATH OpI/IFI/IHaHBHBIfl I/ICCJ'Ie):[OBaTGHBCKI/Iﬁ BOIIPOC 00 HCIOIB30BaHUU
HUCTOPHUHU B UT'paX.

- To identify and critically evaluate the challenges and potential benefits of using history in games.
- To conduct in-depth analysis of the use of history in particular games.

- To identify and investigate an original research question into the use of history in games.

®opMa HTOroBoro KOHTPoisi | TecT eMTHXAHBI




Tect >x3ameH
Test exam

Paznarounsblii MaTepuan ITOOK-i, nopictep, ceMuHap cabaKTapbIHBIH TallChIpMajaphl,
KOCBIMIIIA MaTepuaniap koHe T.0.

YMK]I, nexiuu, 3ailaHust 111 CEMUHAPCKUX 3aHATHH,
JIOTIOJIHUTENBHBIN MaTepuai u T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

biaok b
HanmenoBanue moayJist Maremaruka, airopuT™MJiep, IporpaMmaay
MaremMaruka, aJirOpUTMbI, TPOrPAMMHUPOBAHKE
Mathematics, algorithms, programming
Ha3Banue IuCHHMILIHHBI Marematuka
Marematuka
Mathematics
MK AUCHMIITTHHBI bJl KB
Koa aucuuninHbl Mat 1204
Cemectp 1
KosmmuecrBo kpeauto ECTS | 3
®opma u BUAbI y4eOHBIX Jlexknuu -
3aHSATHUIH /KOJINYECTBO [MpakTnueckue 3austus — 30
KpeIuToB CPO 45
CPOIT -15
IIpepexBU3NTHI Maremartnka MEKT
Maremaruka
Mathematics

Iesin n3yvenusi (Tekct He MeHee 2() ¢J10B) J[

binim amymbutapra  QyHKIUSHBI 3€pTTEY OIICTEpiH, WHTETPAIIBl ECENTEYAl >KOHE OJapIbl
MaTeMaTHKala KOJJIaHyIbl YHPETY; allblHFAH HOTIDKENEp/l Tajjail Oury jKoHE KallbUIay jKacay,
Heri3ri MaremMaTWKaibIK YFBIMIAP MEH OMICTEpHl HWTepy; TYKBIPBIMJIAIFaH €CEeNTepal MICIry
QITOPUTMIIEP1 TYpaJIbl TYCIHIKKE He 0O0ITy.

Hayuuth oOywarommxcsi mpueMaMm WCClIeoBaHUsS (DYHKIIMU, BBIYUCIICHUS WHTETpalla M HX
MMPUMCHCHUEC B MATEMATHUKE, YMETh aHAJIM3UPOBATD IMOJTYUYCHHBIC PE3YJIBTATHI U 1€J1aTh O606HI€HI/I€;
YCBOCHUC OCHOBHBLIX MaTCMaTHYCCKUX MOHATHHA H METOAOB, HMMCETH IIOHATHE O aJIropuTMax
penreHus chopMyTMPOBAaHHBIX 3a/1a4.

To teach students the techniques of function research, integral calculation and their application in
mathematics; to be able to analyze the results obtained and make generalization; assimilation of
basic mathematical concepts and methods; to have an understanding of algorithms for solving
formulated problems.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

BimiM anymbuiapael Kype OarmapiaMachlHa KipeTiH MAaTeMATHKAHBIH Herisri 6GemiMaepinin
TEOPHUSUIBIK OLTIMIIEPIMEH JKOHE HETI3Tr MPaKTUKAIBIK MAaTeMAaTHUKAJIBIK OICTEPMEH TAaHBICTHIPY;
OUTIM aJTyIIBUTIAPABI JKETKUTIKTI YKOFapbl MaTeMaTHUKAJIBIK MOJICHUETKE Me OONyblHA BIKIAT €TY;
OUTIM amymIbLIapIbIH MPAKTUKAIBIK IC-OPEKETTEe MaTeMaTHKAIBIK dIICTEP Il KOJIAAHY JaFIbUTapbIH
UrepyiHe bIKMa eTy; OiTiM amynbuiap bl MAaTeMAaTUKAIIBIK €CeNTeyIep i KAMTUTBIH 63 MaMaH bIFbI
OolibIHINA aKIIApaT aFbIHBIHIA OaFqapiayFra YUpeTy.

O3HaKOMUTH CTYJCHTOB C TEOPETUYECKUMH 3HAHUSMH OCHOBHBIX pa3/IelioOB MAaTEMaTHKH,
BXOJISIIIUX B MPOrpaMMy Kypca, U C OCHOBHBIMH MPAKTHYSCKUMH MATEMATHUYECKUMU METOJaMU;
CIOCOOCTBOBATh OONANAHUIO CTYACHTAMU JOCTATOYHO BBICOKOH MAaTEMAaTHUYECKOW KYIbTYpOU;
CIOCOOCTBOBATh MPUOOPETEHHUIO CTYICHTAMU HABBIKOB MCIIOJIb30BAHUSI MATEMAaTHUECKIX METOI0B
B MPAKTHYECKOHN AEATEIIbHOCTH; HAYYHTh CTYJCHTOB OPHEHTUPOBATHCS B MOTOKE WH(POPMALIUU IO
CBOEH CIEIMaTbHOCTH, COICpIKaIIel MaTEMaTHIECKHE BEIYMCIICHHUSI.
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To familiarize students with the theoretical knowledge of the main sections of mathematics included
in the course program and with the basic practical mathematical methods; to promote students'
possession of a sufficiently high mathematical culture; to facilitate students' acquisition of skills in
using mathematical methods in practical activities; to teach students to navigate the flow of
information in their specialty containing mathematical calculations.

KuarueBble koMneTeHunu (pe3yJabTaTbl 00ydeHns ) (TEKCT) ﬂ

binyi kepek:

- Kypc OarapiiaMachiHa KipeTiH KITaCCUKAIBIK KOHE JUCKPETTI MaTeMaTHKAaHBIH HET13T1 TEOPHUSIIIBIK
epexenepi,

- mud depeHnmanabl ecenTeyai KoJigaHa OThIPbI, MaTEMaTHKAJIBIK 3€PTTEY 91IiCTepi,

- MaTeMaTHKAJIBIK OWJIBIH JaMYBIHBIH HET13T'1 K€3€HEPi,

- CTAaTUCTHUKAJIBIK MaTepHasAbl OacTanKbl OHACYAIH HET13r1 9JIICTepl MEH IicTepi,

- AKCHOMATHKAJBIK JIIC MBICAIBIHIA MaTEMAaTHKAJIBIK TEOPUSHBIH Q)opManLI[LI—norI/IKaJIHK
KYPBIIBIMBIHBIH KYPBUIBIMBI.

JlomxeH 3HaTh:

- OCHOBHBIE TEOPETUUYECKUE MOJO0KEHUS KIACCUUECKOW U JIMCKPETHON MaTeMaTHKH, BXOJSIINE B
porpaMmy Kypca,

- METOAbI MATEMATUYCCKOI'0 UCCIICAOBAHUA C IPUMECHCHUEM I[I/I(l)(i)epeHHI/IaJII)HOFO HNCYHUCICHHUA,

- OCHOBHBLIC 3Tallbl PA3BUTUA MaTeMaTUYECKOU MBICJIN,

- OCHOBHBIE ITPHEMBI U METO/IbI IIEPBUYHON 00PaOOTKM CTaTUCTUYECKOr0 MaTepHaia,

- CTPYKTYypy (OpPMaIbHO-JIOTHYECKOTO TIOCTPOCHUS MAaTeMaTH4eCKOM TEOpuu Ha IpHMEpe
AKCMOMATHUYCCKOI'O METOAa.

Must know:

- the main theoretical principles of classical and discrete mathematics included in the course
program,

- methods of mathematical research using differential calculus,

- the main stages of the development of mathematical thought,

- basic techniques and methods of primary processing of statistical material,

- the structure of the formal logical construction of mathematical theory on the example of the
axiomatic method.

TecT eMTHXaHBI
TecT 3x3aMeH
Test exam

®opmMa UTOr0OBOr0 KOHTPOJIS

Pa3naTouHblii MaTepuall [TOOK-1, napictep, cemuHap cabaKTapbIHbIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIIAp JKOHE T.0.
YMK], nexuuu, 3a1aHust Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJIHUTEILHBIN MaTepHall U T.]1

EMC (educational-methodical complex), lectures, tasks for

seminars, additional material, etc.

BJaok b

HaumenoBanue MOaYyJIst MaTeMaTI/IKa, AITOPUTMACP, IIpOorpaMMaJiay
MaTeMaTI/IKa, AJIr'OPUTMBI, ITIPOI'PaMMUPOBAHUC

Mathematics, algorithms, programming

MaremaTukaibIK aHaInu3
Maremarnueckuii anaiau3
Math analyse

Ha3BaHue qMCHUILIMHBI

kg IMCONIIHHBI bJ1 KB

Koa aucuuniuHbl MA 1204

Cemectp 1

KoauuectBo kpenuroB ECTS | 3

dopMa U BUIbI YU4eOHBIX Jlexknuu -

3aHATHI /KOJTUYECTBO [Ipakruyeckue 3ausatust — 30
KpeIuTOB CPO -45
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CPOII -15

IpepexkBU3UTHI Marematuka
Marematuka
Mathematics

Hean uzydenns (Texker He meHee 2() ¢j10B) ][

IToHHIH MaKCaThI: .

- CTyzeHTTep/l EKTep TEOPHSICHIHBIH HEri3ri YFhIMIapbl MEH 9JicTepiMeH, Oip *koHe OipHere
HaKThl aWHBIMANBUIAPIABIH (QYHKUMSIAPBIH TuddepeHInanapl KOHE HHTErpajbl ecenTeyMeH
TaHBICTBIPY;

- KaparbuibicTany-FBIIBIMU TyHHUETAHBIM/IBI KAJIBIITACTBIPY KOHE JKYHEI1 OiIay bl JaMBITY, O1TiM
Oepy/ii ipreini eTyre KapaeMaecy.

Lens aucumImHEbL:

- O3HakoMJIEHHE CTYACHTOB C OCHOBHBIMU IIOHATHAMU W MCTOAAMH TCOPUHU IIPEACIIOB,
i depeHnaTbHOr0 W HMHTETPAIBHOTO HCYHUCICHUS (QYHKIMHA OMHOTO W HECKOJIBKUX
I[CI‘/'ICTBI/ITCJILHI)IX MEPEMCHHBIX;

- q)OpMI/IpOBaHI/Ie C€CTCCTBCHHOHAYYHOI'0O MHUPOBO33PCHUA U PA3BUTUEC CUCTCMHOI'O MBINUICHHA,
coneiicTBue pyHmaMeHTanu3anuu oOpa3oBaHMs.

The purpose of the discipline:

Familiarization of students with the basic concepts and methods of the theory of limits, differential
and integral calculus of functions of one and several real variables;

The formation of a natural science worldview and the development of systemic thinking, the
promotion of the fundamentalization of education.

Conep:xanue (Teket He MmeHee 30 cj10B) ﬂ

«MareMaTHKalIbIK Tangay» Kypchl HETI3T1 Ipresii YFBIMIApAbl KapacThIpaibl: Oip HaKThI
alHBIMAJIBIHBIH (QYHKIUSATAphIH AuddepeHnnanasl ecenrtey, aHbIKTaIMaraH MHTETpaijgap *oHe
MHTETpaiay oficTepiH, Oenriai Olp MHTerpanaapibl KOJNJIAHy >KOHE OJapAbl T€OMETpUsa,
MEXaHHKaJa )KOHEe (PM3HUKa/Ia )KY3€ere achIpy.

PaCCManI/IBa}OTCSI OCHOBHBIC (i)yHJIaMeHTaHBHBIe IIOHSTUA MaTEeMaTHU4YCCKOTr 0O aHaJIn3a:
middepeHnnanbHoe ncuncienue GyHKIUN 0THON BEIIECTBEHHON epeMEeHHON, HEeonpeaeIeHHbIe
HWHTCIrpajibl U IPUMEHCHNUE MCTOI0B UHTCTPHUPOBAHUS, OIIPCACITICHHBIX NUHTETPAJIOB U UX pCaIn3alusd
B IrCOMETPHU, MCXaHHUKC U (i)I/ISI/IKe.

The main fundamental concepts of mathematical analysis are considered: differential calculus of
functions of one real variable, indefinite integrals and the application of integration methods, definite
integrals and their implementation in geometry, mechanics and physics.

KuioueBble koMneTeHnu (pe3yJabTaThbl 00yyeHusi) (TEKCT) ﬂ

Crynent 6inyi kepek: Pypbe KaTapiaapbl TEOPHACHIHBIH HETi3ri epexenepi, mapaMerpre Toyemai
WHTETpAJIIap TEOPHSICHI, €CeNiK, KUCBIK KOHE OCTTIK MHTErpayiap TEOPHSICHI, OPIC TEOPUSICHIHBIH
HETi3T1 epexernepi.

CtyzmeHT MbIHAJNApPABI OUTYl KepeK: HAKThl KOJJaHOAllbl ecenTepi LIBIFapy >KOHE MICNly YIIiH
MaTeMaTUKaIbIK TaIayIblH TCOPHUSUIBIK EpeKeIepi MEH OMIIiCTEpiH KOJNJaHy MYMKIHIIKTEepiH
aHbIKTay; (QyHKIMsIApapl KaTapra 0eiy oHE WHTEerpajigapibl €CelTey YIIH HETi3ri ecentepai
TIenry.

CrymeHT MarteMaTUKaIbIK TajlnaylblH CTAHIAPTTHI OMICTEpPl MEH MOJENbJICPiH KONJaHY JKOHE
oMapbl KOIIaHOAIbI ecenTep/Ii MIenyre KOJAaHy AaFabUIapbliHa He O0Iybl KepeK.

CTyieHT NOJDKeH 3HATh: OCHOBHBIC IIOJIOKCHHS TeopHu psinoB Dypbe, TCOPUH HHTETPANIOB,
3aBUCSIIMX OT MMapameTpa, TCOPUH KPATHBIX, KPUBOJIMHEHHBIX M TMOBEPXHOCTHBIX HHTETPAJIOB,
OCHOBHBIC MTOJIOKEHHUSI TEOPHH TIOJIS.

CTyIeHT JOKEH yMETh: ONPENeNATh BO3MOXHOCTH HMPUMEHEHHUS TEOPETHUECKUX IOJIOKEHUN U
METO/I0B MaTEeMaTHYECKOr0 aHAIN3a JUIs TIOCTAHOBKH U PEIICHUS] KOHKPETHBIX IIPUKIIAIHBIX 337134,
peliath OCHOBHBIC 3a/1a4d Ha pa3ioKeHUue QYHKUUI B PS/Ibl U BBIYUCICHHS UHTETPAJIOB.

CTyoeHT JOKEH UWMETh HaBBIKM HCIOJNB30BaHMUS CTAaHAAPTHBIX METOAOB M Mojenel
MaTeMaTHYEeCKOr0 aHajIn3a U UX IPUMEHEHUS K PEIICHUIO MPUKITAIHBIX 3a/1a4.

The student should know: the basic principles of the theory of Fourier series, the theory of parameter-
dependent integrals, the theory of multiples, curvilinear and surface integrals, the basic principles of
field theory.




The student should be able to: determine the possibilities of applying theoretical propositions and
methods of mathematical analysis to formulate and solve specific applied problems; solve the main

tasks of decomposing functions into series and calculating integrals.

The student must have the skills to use standard methods and models of mathematical analysis and

their application to solving applied problems.

CDopMa HUTOroBOIo KOHTPOJIsA

Tect emMmTHXaH
Tect >x3ameH
Testexam

Pa3naTouHbiii MaTepuaJ

[TOOK-i, gopicTep, ceMuHap cabaKTapbIHBIH
TarChIpPMaIaphl, KOCBIMIIIA MaTepUAIIIAp KIHE T.0.
YMK/, nexunu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
JOTIOTHUTEILHBIA MaTepHUa U T.J

EMC (educational-methodical complex), lectures, tasks for

seminars, additional material, etc.

BJuaok b

HaumeHoBaHue MoayJist

Marematuka, anropuTMaep, nporpammanay
MaremMarnka, aIrTOpUTMBI, IPOIPAMMHUPOBAHKE
Mathematics, algorithms, programming

Ha3Banue Iy CHHIIIHHBI

Anropurmep, 6epuireHep KypbulbIMbI KoHE
mporpaMmmanay

ANTOpPUTMBI, CTPYKTYPBI JaHHBIX U TPOrPAMMHUPOBAHUE
Algorithms, data structures and programming

MK AUCHMIIITMHBI bJl KB
Koa aucunniamHbl ASDIP 1205
CemecTp 1
KoaunuecrBo kpenntoB ECTS | 4
dopMa U BUIbI YUeOHBIX Jlexuum - 10
3aHSATHI /KOJIMYECTBO [Tpaxktuueckue 3anarus — 30
KPeJIUTOB CPO - 60
CPOII - 20
IIpepekBHU3UTHI Maremaruka
Marematuka

Mathematics

Iesin n3yvyenus (Tekct He MeHee 2() CJI0B) ][

Kypc nepbec kommbroTepiiH OaraapiaaMaibiK KypaaaapbiH, AJITOpUTMICY HET131epiH, aITOPUTMIIK
TULIEpAl  KOJJaHa OTBIPBIN, 3amMaHayd OarmapiiamMaliay TEeXHOJOTHsJIApbIHA —HETI3NeNreH
Oarmapiiamainay oJiCTepiH, OPTYPJi CBHIHBINTAPABIH €CENTEPiH MICIly YIIH OChl Heri3aepiai
MPAKTUKAIBIK KOJJaHyIbl 3epTreiai. Jlepekrepai aHbIKTayra, TajljayFa >KOHE KYPbUIbIMIAyFa
MYMKIHIIK Oepeni. barnapmamanappl a3ipiiey, TY3€Ty, TeCTiIey Heri3AepiH KapacThIpaibl.
I/I3yqaeT MMporpaMMHBIC CPEACTBA IIEPCOHAJIbHOT'O KOMITBIOTEpPA, OCBOCHHUEC OCHOB aJIFOPUTMHU3AllUN
3ala4, MNpHUEMOB, MCETOAOB IIPOrpaMMHUpPOBaHUsA Ha OCHOBC COBPCMCHHBIX TEXHOJIOTrHH
nporpaMMUupoOBaHusl € HCIIOJIb30BAHUCM AJITOPUTMHUUCCKUX SA3BIKOB IMPAKTUYCCKOC IPUMCHCHUC
OTUX OCHOB I PpCelICHUA 3adad Pa3/IMYHbIX KJIIACCOB. ITo3Boaser I/II[@HTI/I(l)I/IHI/IPOBaTL,
AHAJIM3UPOBAThL MW CTPYKTYPUPOBATH [JAHHBIC. PaSPaGaTLIBaTL InporpamMmmsl, OTJIAKHBATDb,
TCCTUPOBATD.

Studies the software tools of a personal computer, mastering the basics of algorithmization of tasks,
techniques, programming methods based on modern programming technologies using algorithmic
languages, practical application of these basics to solve problems of various classes. It allows you
to identify, analyze and structure data. Develop programs, debug, test.

Conepxanue (Tekct He MmeHee 30 c10B) ﬂ

Byn oky moH1 cTyAaeHTTepAl 9pTypJil KYPAETUIIKTET1 JepeKTep KYpbUIBIMAAPBIHBIH (MacCUBTED,
TI3IMIEp, X3II-KecTenep, aramrap, OaraHaap, CTEKTEp, KE3eKTep) *KOHE OJapMEH MKYMBIC iCTey
QITOPUTMJIEPIHIH 9PTYPJIl MACETIENIEPiH MENTy e KOJIJaHy HET13[1epIMEH TaHBICThIPAThIH JOPIC XKOHE
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3epTXaHalbIK cabaKTap UK PETIH/E JKY3€re achlpbuiabl. Op TYpJli NPAaKTHKAJIBIK Macenenepal
memy ymin C# Oarmapnamanay TuUll KOJJaHbUIAAbl. Byl Kypc CTyneHTTepAe YJIKEH KejiemJeri
aKImapaTThl OHJICY MOcCeJeNepiH Iemyae JAepeKTepli cakKray oMiCiH HETi3JenreH TaHaay
JaFJbUTAPBIH KAJBIITACTHIPYbI KEPEK, OyII MeNiMTi THIM/I1 KoHE OaceKkere KaOUIeTTi eTe anaibl.
HNannast yueOHasi AUCUMIUIMHA pealn3yeTcsl KaK LMK JIEKIMOHHBIX U JTAOOpAaTOPHBIX 3aHSATHUH,
KOTOpPBIE 3HAKOMAT CTYAECHTOB C OCHOBAMU IIPUMEHEHHUS IIPU PEIICHUN PA3INYHBIX 3a4a4 CIPYKTYP
JAHHBIX Pa3IUIHONW CIOXKHOCTH (MAcCUBBI, CIHUCKH, XJII-TaONMUIlbI, JIEpPEeBbs, Trpadbl, CTEKH,
odyepenn) M aIrOpuTMOB pabOThl ¢ HUMHU. [l pelieHus pa3iuyHbIX HPAKTUYECKUX 3ajad
UCHoNb3yeTcs sA3bIK NporpammupoBanust C#. JlaHHbIM Kypc A0JKeH chOpMHpOBATh Y CTYAEHTOB
HaBBIKM OOOCHOBAHHOTO BbIOOpa croco0a XpaHEHMs JAaHHBIX IPU pEIIeHUH 3a/1a4 00paboTKH
OonpmIMX 00BEMOB HH(pOpPMALUU, YTO MOXKET cJelaTb 3TO pemeHue 3(PQeKTuBHbBIM U
KOHKYPEHTOCITOCOOHBIM.

This academic discipline is implemented as a series of lectures and laboratory classes that introduce
students to the basics of using data structures of varying complexity (arrays, lists, hash tables, trees,
graphs, stacks, queues) and algorithms for working with them in solving various problems. The C#
programming language is used to solve various practical problems. This course should develop
students’ skills to make an informed choice of data storage method when solving problems of
processing large amounts of information, which can make this solution effective and competitive.

KinroueBbie KOMIeTeHIIMH (pe3yJIbTaThl 00y4eHus1) (TEKCT) ﬂ

binim anymbap 61yl THiC:

- ecenTep/i menry e KOJANaHbIIaThIH AePEKTep KYPbUIBIMIAPBIHBIH HET13T1 TypIepi;

- IEpeKTep KYPBUTBIMIAPBIHBIH OPTYPJIi TYpIEpiH/Ie CaKTaIaThIH aKNapaTThl OHICY alrOPUTM/IEDI;
- Op TYpJII MacemneNnepi Menryae KoJJaHyFa apHalFaH MAIIMETTEp KYPBUIBIMBIHBIH Op TYPIHIH
apTHIKIIBUIBIKTAPBl MEH KEMIIUTIKTEpI.

Oiyi Kepek:

- eceHTepI[i HIeNryae KOJIJaHbIIaThIH AEPEKTEP KYPBLIbIMIAPhIH HETI3IEIreH TaHaay,

- OPTYpJIi ecenTepIi MenTy e NePEKTep KYPHUIBIMBIH KOHE OJIap bl OHJICY alrOpUTMICPIH KOJIIaHY.
HEJIEHY KEPEK:

- C # Garmapnamainay TimiHAe OarmapiaManapibl o3ipiiey Ke3iHIe ©3iHIIK JKOHE KiTalTXaHaJIbIK
JIepeKTep KYPBUIBIMAAPBIH MAAAIaHy JaF AbLIAPHI.

KaOUIeT TIeH A bIHIBIKTH KOPCETY KepeK:

- aJFaH OUTIMZIIepl MEH JTaFIbUIAPhIH ©31HIH opi KapalFbl KOCIOW KBI3METIH/IE KOJIaHY.
OOy4aromuecs T0KHBI 3HATH:

- OCHOBHBIE BHBI CTPYKTYP HAaHHBIX, IPUMEHAEMBIX IIPU PEIICHUN 3a4aY;

- aJTOPUTMBI 00pa0OTKH MH(POPMAIIHH, XPAHSIICHCS B Pa3IMYHBIX BUIaX CTPYKTYP JaHHBIX;

- HOCTOMHCTBAa M HEAOCTATKHU KaXXJ0Io BHAa CTPYKTYP AaHHBIX JJIA NPUMEHCHUA IIPU PECHICHUU
Ppa3JIMYHbIX 3a7a4.

JOOJIKHBI YMETh!:

- Ienath 000CHOBAHHBINM BHIOOP UCTIOIB3YEMBIX ITPHU PEIICHUH 33]1a4 CTPYKTYpP JTaHHBIX;

- PUMEHSATH CTPYKTYPHI TAHHBIX M aJITOPUTMBI UX 00pa0OTKU MPH PEIICHUN PA3INIHBIX 3a/1a4.
JOJI?KHBI BIaACTh:

- HaBBIKaMHM CO3OaHUsA COOCTBEHHBLIX M HCIOJIL30BaHUSA OMOJIMOTEYHBIX CTPYKTYP HAaHHBIX IIPpU
pa3paboTKe MporpaMm Ha si3bIke porpammupoBanus C#.

AOJDKHBI JIEMOHCTPHUPOBATH CIIOCOOHOCTBH Y TOTOBHOCTD:

- IHNPUMCHATH IIOJTYYCHHBIC 3HAHUA W HABBIKU B cBoOei ,uaaneﬁmeﬁ HpO(b@CCHOHaHLHOﬁ
ACATCIIBHOCTH.

Students should know:

- the main types of data structures used in solving problems;

- algorithms for processing information stored in various types of data structures;

- advantages and disadvantages of each type of data structures for use in solving various tasks.
they must be able to:

- to make an informed choice of data structures used in solving problems;

- apply data structures and algorithms for their processing in solving various tasks.

must own:

- skills in creating your own and using library data structures when developing programs in the C#
programming language.

They must demonstrate the ability and willingness to:




- apply the acquired knowledge and skills in their further professional activities.

CDopMa HUTOroBOIo KOHTPOJIsA

Tect emMmTHXaH
Tect >x3ameH
Testexam

Pa3paTouHbiii MaTepuas

[TOOK-i, nopictep, cemuHap cabaKTapbIHbIH
TaIChlpMaapspl, KOCbIMIIIA MaTeprasap xoHe T.0.
YMK/, nexunu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHI/ITGJII)HHﬁ MaTepI/IaJI UT.IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

BJuaok b

HaumeHoBaHue MoayJist

Marematuka, anropuTMIep, mporpaMmmanay
MaremMarnka, aITOpUTMBI, IPOIPAMMHUPOBAHKE
Mathematics, algorithms, programming

Ha3BaHue AMCUUILIMHBI

C++ barnmapnamanayra kipicre
Bgenenue B nmporpammupoBanue C++
Introduction to programming C++

MK AUCHMIITTMHBI bJl KB

Koa aucuuninHbl VP 1205

Cemectp 1

KoauuecrBo kpenntoB ECTS | 4

®opMa U BHIbI Y4eOHBIX Jlexmmn - 10

3aHSATHI /KOJIMYECTBO [TpaxkTuueckue 3anarus — 30

KPeJIUTOB CPO - 60
CPOII - 20

IIpepekBU3UTHI Anropurmuep, 6epuireHaep KypbUlbIMbI )KOHE
nmporpaMmmarnay

ANTOPUTMBI, CTPYKTYPbI JAHHBIX U TPOTPAMMHUPOBAHUE
Algorithms, data structures and programming

Iesn n3ydenus (Tekct He MeHee 2() CJIOB) ][

"C++ Oarmapnamainayra Kipicrie" TmoHI OOHBIHINIA TaHBIMan KOrFapel jaeHreini C++ TimiHzge
Oarmapiiamarnay Heri3zepi OKbIThUIAIBI )KOHE JIE KeJIeCl TaKbIPBITapabl KapacThIpasl: OaraapiamMa
KYPBUIBIMBI, JIEPEeKTep TypJsepi, omepanusiap, orneparopiap, QyHKIHsIAp, CaKTay CHIHBIITaphI
KOHE alfHBIMAIIBUIAP.IBIH KOPIHYi, KOPCETKIMTEP KOHE MACCHBTIK KYMBIC, CBHIHBINITAp, OOBEKTIre
OarpITTa)IFaH OarmapiiamManay Heri3aepi, Ti3iMaep, CTeKTep, Ke3eKTep, €KUIIK arairap, €HTi3y -
LIBIFapy arbIHIAPEL.

[To auctmnnune «BBenenue B nporpammupoanue C++» U3y4aroTCs OCHOBBI IPOrPaMMHUPOBAHUS
Ha TONYJSPHOM S3bIKe BBICOKOTO ypoBHs C++. OTpaxaroTsi cleaylolue TeMbl: CTPYKTypa
nporpamMmsl, THUIIbI OJAaHHBIX, OIICpAIllMU, OIICPATOPHI, (bYHKLII/II/I, KJIaCCbl XpaHCHUSA W BUIAUMOCTD
NEPEMCHHBIX, YKA3aTCIIU U pa60Ta C MacCuBaMH, KJ1aCCbhbl, OCHOBbI 00BEKTHO- OpPHUCHTUPOBAHHOI'O
nporpaMmMupoOBaHus, CIIUCKU, CTCKHU, OUCPCAU, IBOUYHBIC ICPCBbA, IIOTOKU BBOJAAa-BbIBOAA.

The discipline "Introduction to C++ programming" studies the basics of programming in the popular
high-level language C++. The following topics are reflected: program structure, data types,
operations, operators, functions, storage classes and visibility of variables, pointers and working
with arrays, classes, fundamentals of object-oriented programming, lists, stacks, queues, binary
trees, 1/0 streams.

Conep:xanue (Teket He meHee 30 cJ10B) ﬂ

KypcTbiH Ma3MyHBI:

- C++ tininge xyhenik 6argapiaManay TEXHOJOTHSIChIHA HET3eNreH OaraapiaamMalblK oHIMAepIi
yko0anay MpoIecid 3epTTey;

- Kocibu minaeTTep/ai menryze ochbl TEXHOJIOTHSHBIH apTHIKIIBIIBIKTAPBIH Naiigaiany JaFIbuIapbiH
JAMBITY;
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- barnapnamanay TEXHOJOTHsUIapbIH AAMBITY, OaFAapiaMaiblK eHIMHIH KOMIIOHEHTTEPIH d3ipiiey
TypaJibl OUTIM ally JKoHE XKyileney;

- C++ rimigae OargapiamManblK KaMTaMachl3 €TyAl 93IpJey[diH NPaKTUKAIBIK JaFIbUIapbiH
KaJIBIIITaCThIPY,

- O3ipJeHeTIH OaraapiIaMalibIKk KaMTaMachl3 €Tyre KOMbIUIAThIH TaJTalTapAbl aHBIKTay MaKCaThIHIa
TIOH/TIK cajlaHbl Tajaay KaOiIeTTepiH 1aMbITY;

ConepxaHue Kypcea:

- I/ISyIIeHI/IC nmpouecca MPOCKTUPOBAHHA IMPOrpaMMHBIX IIPOAYKTOB Ha OCHOBE TCXHOJIOTHMU
CHUCTEMHOT 0 IIPOrpaMMUPOBAHHUS Ha si3bIKe CH++;

- Pa3sButne yMeHMH WCIOJIB30BaHUS MPEUMYILNECTBA JAHHOW TEXHOJOTMH IIPH pEIICHUU
npoecCOHaIbHBIX 3a/1a4;

- Ilomydyenune u cucremaTusanuss 3HAHUI O pa3BUTHU TEXHOJIOIMH IPOrpaMMHUPOBAHHUS, O
pa3paboTKe KOMIOHEHTOB MPOrPAMMHOI0O POAYKTA;

- ®opmupoBaHUe MPAKTUYECKUX HABBIKOB pa3pabOTKH MPOrpaMMHOro odecrieueHus Ha si3bike C++;
- Pa3zButHe crmocoOHOCTel aHanmM3a MpeIMETHOM 00JacTH C LENbI0 BBIBICHHUS TPeOOBaHUM K
pa3pabaTeiBaeMOMY TPOrpaMMHOMY 00€CTICUEHUIO;

Course content:

- The study of the process of designing software products based on the technology of system
programming in C++;

- Development of skills to use the advantages of this technology in solving professional tasks;

- Obtaining and systematization of knowledge about the development of programming technologies,
about the development of software product components;

- Formation of practical skills in software development in C++;

- Development of domain analysis abilities in order to identify requirements for the software being
developed,;

KioueBble KoMNneTeHIUH (Pe3yJbTaThl 00y4ueHust) (TeKeT) ﬂ

Binim amymibr Oimyi Kepek:

- KaxxeTTi mHTEpHET-pEcypcTapabl 63 OeTiHie Tada oiy.

- IDE xoHe namy OarmapiiamanapbIMeH 63 OSTIHIIIe KYMBIC icTel Oiy.

- OKy YIIiH YCBIHBUTFAH KOJT Y3IHAUIepiMeH 03 OeTiHIIIe KYMBIC icTei Oiy.

binim anmymier nenenyi tuic:

- KoMmproTepMeH KYMBIC icTey aFIbUTapblH MEHTEPY.

- Marepuanas! XKeuigam sxa3y narapliapblH MEHTEDY.

- barmapnamanayaeiH HET13T1 3aHIBLUIBIKTAPBIH O1TY.

- CTaHmapTThl cakTay KYPhUIBIMIAphl MEH OaraapiamMaiay alropuTMICpi Typaiibl OutiMre ue 0oy.
OOy4aromuics T0JDKeH YMETh:

- YMeTh HaXOUTh CAMOCTOSATEIIFHO HEOOXOIUMbIC HHTEPHET-PECYPCHI.

- YMeth pazouparbces camocrostensHo ¢ IDE u nmporpammamu 11t pa3paOoTKH.

- YMeTh CaMOCTOSTENBHO pa30upaThes C MPECTaBICHHBIMHE [T U3Y4eHUs (hparMeHTaMH KoJa.
OOy4aromuics T0JDKEH BJIAICTh:

- BJ'IaI[eTb HaBbIKaMHU pa6OTBI C KOMIIBIOTCPOM.

- BJ'IaI[eTb HaBbIKaMH 6bICTpOl"O KOHCIICKTUPOBAHUA MaTCpHaJIa.

- BJ'IaI[eTb 3HAHUAMHA OCHOBHBIX IATTCPHOB IIPOrpaMMHPOBAHUA.

- BJ'IaI[eTb 3HAaHUSMHU CTaHAAapTHBIX CTPYKTYp XpaHCHUA JaHHBIX n AJITOpUTMOB
IIPOrpaMMUPOBAHUS.

The student must be able to:

- Be able to find the necessary Internet resources on your own.

- Be able to figure out the IDE and development programs on your own.

- Be able to independently deal with the code fragments presented for study.

The student must be proficient in:

- Have computer skills.

- Have the skills to quickly take notes of the material.

- Have knowledge of basic programming patterns.

- Have knowledge of standard data storage structures and programming algorithms.

dopma UTOroBOro KOHTpOJsi | Tect eMTUXxaH
Tect >x3ameH




Test exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, cemuHap cabaKTapbIHBIH
TarCcbIpMaiapbl, KOCHIMIIIA MaTepUaIap KOHE T.0.
YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHHTGJILHLIﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Biuok b

HaumeHoBaHue MmoayJist Marematuka, anropuTMaep, nporpammanay
MaremMarnka, aITOpUTMBI, IPOIPAMMHUPOBAHKE
Mathematics, algorithms, programming

Ha3Banue aucuuNIMHBI KowmnbroTepiik rpaguxka I
Kowmnbrotepnas rpaguxka I
Computer graphics |

MK AUCHMIITTMHBI bJ1 KB
Koa amcunnanHbl KGI 1206
CemecTtp 1
KoauuecrBo kpexntoB ECTS | 5
®opma u BUAbI y4eOHBIX Jlexknuu -
3aHSATHUIH /KOJINYECTBO [MpakTaeckue 3austust — 50
KpeIuToB CPO - 75
CPOIT -25
IIpepekBU3UTHI Nudopmaruka, AKT

Nudopmaruka, KT
Informatics, ICT

Iesn n3ydyenus (Tekct He MeHee 2() CJIOB) ][

"Kommprorepitik rpaduka’ Kypchl CTyIEHTTEPIIH BEKTOPIBIK rpauKaHbl KYpyFa jKOHE PacTPIIBIK
rpaduKaMeH JKYyMBIC icTeyre OalJaHBICTBI TPAKTUKAIBIK JaFaplIapbl MeH OuTiMaepiH
KaJIBIITACTBIPYFa OaFrbITTAIFaH.

Kypc “KommbrotepHas rpaduka” HampaBiieH Ha (OPMHUPOBAHHWE Yy CTYIEHTOB MMPAKTHUYECKUX
HaBBIKOB ¥ 3HAHMA, CBSI3aHHBIX C CO3/IaHNEM BEKTOPHOM rpadrka 1 paboThI C pacTPOBO IpadUKOM.
B pamkax kypca CTYIEHTHI JOJKHBI MTO3HAKOMHUTBCS C OCHOBAMH IPOEKTHPOBAHUS M CO3JAHUS
BEKTOPHOH rpaduKu.

The Computer Graphics course is aimed at developing students' practical skills and knowledge
related to creating vector graphics and working with raster graphics. As part of the course, students
should get acquainted with the basics of designing and creating vector graphics.

Conep:xanue (Teket He MmeHee 30 c10B)

OKy MoHIHIH Ma3MYHBbI KOMITBIOTEPJIIK TpadUKaHbIH 3aMaHayd KYpPBUIFbLIAphI, KYpalgapbl MCH
omictepi (MaTeMaTHKAIBIK, alrOpUTMIIIK, OaraapiaMaliblK, TEXHUKAIBIK), OHBI OaFgapiamaiay
TQCiJ'II[@pi, COHHafI-aK OKpaH JKa3bIKTbIFbIHAA KaJIbIIITACATbIH KecKiHHiH IILIHAWBUIBIFBIH aApTTBIPY
omicTepi Typayibl TYCIHIK any; rpadukaiblk HHTepGhEHCTep i, Kyienep MeH TEeXHOJIOTHSIIAP.IbI
>K06anay AarIblJIapbIH aJly KOHC OJIapAbl myﬁenepz[e JKOHEC FBIIBIMHU-TCXHHUKAJIBIK Min[eTTepz[e
naiianany.

Conepxanve y4eOHOM AMCHUIUIMHBI MOJTYYEHHUE IMPEJCTABICHUS O COBPEMEHHBIX YCTPOKMCTBaX,
CpeacTBax MU MCETOAAX (MaTCMaTI/IIICCKI/IX, AITOPUTMHUYCCKUX, IIPOrpaMMHBIX, TCXHI/I‘{CCKI/IX)
KOMHLIOTCpHOfI Fpa(i)I/IKI/I, crocobax ee NporpaMMHpOBaHHA, a4 TaKKC MCTOAAX IOBBIIICHHA
PCATUCTUIHOCTH I/1306pa)K6HI/IH, q)OpMI/IpyeMOFO Ha IIJIOCKOCTHU OJOKpaHa, IMOJYUCHUC HAaBBIKOB
MMPOCKTUPOBAHUSA Fpa(bI/I‘-ICCKI/IX HHTGp(bCﬁCOB, CHUCTEM M TEXHOJIOTMM M MCIIOJb30BaHHE HX B
CUCTEMAX U HAYYHO-TCXHHUYCCKUX 3aZlavdax.

The content of the discipline is to gain an understanding of modern devices, tools and methods
(mathematical, algorithmic, software, technical) of computer graphics, ways of programming it, as
well as methods to increase the realism of the image formed on the screen plane; to gain skills in
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designing graphical interfaces, systems and technologies and using them in systems and scientific
and technical tasks.

KuarueBble komneTeHunu (pe3yJabTaThbl 00y4eHHs) (TEKCT) ﬂ

[Tonmi urepy HoTHXKeCiH e OUTIM aNyIbl OLTY1 KepeK:

- KOFamJbl JKajmbira Oipaell KOMIBIOTEPJEHAIPY >KaFAalbIHIAFbl KOMIIBIOTEPIIK TI'padUKaHbIH
MaHBbI3bI TYpaJIbl;

- KOMIIBIOTEPJIIK IpaUKaHbIH HET13T1 YFBIMIAPHhI;

- Adobe PhotoShop pactpabik pemaktopeiga xoHe CorelDraw BEeKTOPIJIBIK peIaKTOpbIHAA
KECKIHJIep MEH IIapTThl OeNTiIep/ai )Kacay dIiCTepi;

- PACTpJBIK JKOHE BEKTOPJIBIK Ipadyka apKbUIbl KapTOrpadusiblK IMIApTThl Oenriuiepial Kypy
TociIaepi;

- KOMITBIOTEPJIIK rpadUKaHbIH HET13r1 OarjapiaMaapsl;

- BEKTOPJIBIK JKOHE PacTpiIbIK I'paMKaHbIH €peKILeTIKTepi;

- Kaprorpadusa opTyp:i rpagukaibIK OaFaapiIaManap/ sl KOJIIaHy epeKIIeNikTepi;

- PacTpJIBIK >KOHE BEKTOPJIBIK Tpa(UKaHbIH HETI3T1 apTHIKIIBUIBIKTAPhl MEH KEMIILUTIKTEp1, CAaHAbIK
KECKIHIIEep/Ii aTybIH TEXHUKAJIBIK KYpaJlaaphl;

- Heri3ri OarapaaManbIK OHIMAEpAIH QYHKIMOHAIIBIK MYMKIHIIKTEP1 TYpabl;

- PacTpIIBIK ’KOHE BEKTOPJIBIK I'paduka (aiiapbIHbIH HETi3r1 popMaTTapsl;

- Heri3ri rpadukanbIk OarapiamManapAbiH KypaMbl MeH HHTep(elici.

B pesynbpTate ocBOCHUS AUCIUIITUHBI 00yJaIONIHIACS TOKEH 3HATD:

- 0 3HaYECHUU KOMIBIOTEPHON TpayKH B YCIOBUSAX BCEOOIIEH KOMIBIOTEPH3AMN O0IIECTBA;

- OCHOBHBIE ITOHATHUSI KOMIIBIOTEPHOHN TpaduKH;

- IPUEMbI CO3/JaHUsI U300paKCHUI M YCIIOBHBIX 3HAKOB B pacTpoBoM peaakrope Adobe Photo Shop
U B BeKTOpHOM penakTope Corel Draw;

- cI10CcOOBI TOCTPOSHHS KapTOrpaUIECKUX YCIOBHBIX 3HAKOB CPEIICTBAMU PACTPOBON U BEKTOPHOU
rpaduKy;

- OCHOBHBIE ITPOrPaMMbI KOMIIBIOTEPHOI rpaduku;

- 0COOCHHOCTH BEKTOPHON M pacTpOBOM rpapuk;

- 0OCOOCHHOCTH MPUMEHEHHSI Pa3TMIHBIX TpadUIeCKUX MIPOrpamMM B KapTorpadu;,

- OCHOBHBIE JIOCTOMHCTBA M HEAOCTATKH PACTPOBOM M BEKTOPHOM TpaduKH, TEXHHUECKHE CPEICTBA
JUTS TIONTyYeHUS IIUPPOBBIX H300paKEHUH;

- 0 (DYHKIIMOHATILHBIX BO3MOKHOCTSIX OCHOBHBIX ITPOrPAaMMHBIX IPOIYKTOB;

- OCHOBHBIE (popMaThl (aiiyIoB pacTpOBOW U BEKTOPHOM rpaduk;

- cocTaB 1 nHTEp(deiic OCHOBHBIX IPaPHUECKUX MPOTPAMM.

As a result of mastering the discipline, the student should know:

- on the importance of computer graphics in the context of universal computerization of society;

- basic concepts of computer graphics;

- techniques for creating images and symbols in the raster editor Adobe PhotoShop and in the vector
editor CoreIDRAW,

- methods of constructing cartographic symbols by means of raster and vector graphics;

- basic computer graphics programs;

- features of vector and raster graphics;

- features of the use of various graphic programs in cartography;

- the main advantages and disadvantages of raster and vector graphics, technical means for obtaining
digital images;

- about the functionality of the main software products;

- the main file formats of raster and vector graphics;

- the composition and interface of the main graphics programs.

dopMa UTOroBOro KOHTpOJsi | Tect eMTUXaH
Tect bx3ameHn
Testexam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, ceMuHap cabaKTapbIHbIH
TarchIpMaiaphbl, KOChIMIIIA MaTepuaniap >koHe T.0.
YMK], nexuuu, 3agaHust A1 CEMUHAPCKUX 3aHITHH,
JIOTIOJIHUTEIIbHBIN MaTepua u T.J




EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Biaok b

HaumenoBaHnue moayJist Marematuka, anropuTMep, porpaMmmanay
MaremMaruka, aJITOPUTMBI, IPOIPAMMUPOBAHKE
Mathematics, algorithms, programming

Ha3BaHue AuCHUIIMHBI AXnapatTsl KOprayablH KpUITOTpadHsUIIBIK d1icTepi
Kpunrorpaduueckre MeTo bl 3alIUTHI HHPOPMALUU
Crytopgraphic Methods of Information Protection

MK AUCHMIITMHBI b/l KB
Koa iucumninnbl KMZI 1206
CemecTtp 1
KoummuectBo kpeautoB ECTS | 5
®opma 1 BUAbI y4eOHBIX Jlexunu -
3aHATHH /KOJIMYECTBO [MpakTnueckue 3austust — 50
KpeIuToB CPO - 75
CPOIT - 25
IIpepekBHU3HUTHI Nudopmaruxa, AKT

Nudopmaruxa, UKT
Informatics, ICT

ey n3ydenusi (Tekct He MeHee 2() CJI0B) ][

"AKmaparTbl KOpFayIblH KpUNTOrpadUsIIbIK vsniCTepi” MOHIHIH OaFgapiamMachl  aKmapaTThl
KOpFay/IbIH TEOPHUSUIBIK HETi3/Iepi MEH o/1iCTePiH, KPUIITOXKYHEIEpAiH MaTeMaTUKAJIBIK KYPBUIBIMBIH
3epAeney/i, akmaparThlH MaTeMaTHUKAJIbIK YCHIHBUTYBIH, aKMapaTThIK CUNATTaMaiapibl Taiuay
omicTepiH JKOHE TULMIK OKYHENepAiH AapTBIKTBIFBIH, €PIKTI MOTIHAEPAIH  aKMapaTThIK
cUMaTTaMaJapblH TY3€Ty MEH KaJIbIHA KENTIPYIiH TEOPUSIIBIK HETI3NEpiH, aKmaparThl KOpray
KYWeJepiH KYpYyIbl, aKmaparThl KOpFay[dblH HET3T1 omicTepi MeH KypalmapblH Hrepydi
KapacThIpabl.

[Iporpamma  gucummmuabel  «Kpunrorpadpudeckue  METOIBI 3aIUTHI nHbOpMAITII»
MpeIyCMaTpUBAeT W3YYCHHE TEOPETHYECKHMX OCHOB M METOIOB 3allUThl WH(MOpMAIuH,
MAaTEMaTUYECKON CTPYKTYpPbI KPUITOCHUCTEM, PACCMOTPEHHWE MATEMATHYECKOro MpPEICTaBICHUS
nH(pOpMaIMU, METOJOB aHATN3a HHPOPMAIMOHHBIX XapaKTEPUCTUK M M30BITOYHOCTH SI3BIKOBBIX
CHCTEM, TEOPETUYCCKIX OCHOB KOPPEKIIMHM W BOCCTAHOBIICHUS MH(POPMAIIMOHHBIX XapaKTEPHUCTUK
IMPOU3BOJILHBIX TEKCTOB, ITIOCTPOCHUE CUCTEM 3alllUThL I/IH(i)OpMaLII/II/I, OCBOCHHE OCHOBHBIX METOJ0B
Y CPEJCTB 3aIIUThI HH()OpMAIUH.

The program of the discipline "Cryptographic methods of information protection” provides for the
study of the theoretical foundations and methods of information protection, the mathematical
structure of cryptosystems, consideration of the mathematical representation of information,
methods for analyzing information characteristics and redundancy of language systems, the
theoretical foundations of correction and restoration of information characteristics of arbitrary texts,
the construction of information protection systems, the development of basic methods and means of
information protection.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

" AKIapaTThl KOpFayIblH KpUNTOrpadusIbK 9icTepi” MoHI KpuntorpadusiHbIH HETI3T epeKesepin
KaMTHIIbl, MHQPIapaslH €H KOl TapalfaH TypJIepiMEH JKOHE OJapIbl KpPUITOAHAIH3ACY
ONICTEepIMEH, aKMapaTThIH TYTACTBIFBl YFBIMIAPBIMEH, KPUNTOTrpadUsIbIK XaTTamajlapMeH,
AJIEKTPOH/IBIK KOJITaHOAMEH TaHBICThIpaibl. KpuntorpadusHbIH HeTi3iH/1e )KaTKaH MaTeMaTHKAJIBbIK
Teopus TycCiHaipiaeni (Tontap TeopHsichl, ['anmya epicrepi, a3aliThUIMAWTBIH KOIIMYIIEIIEP, CaHaap
TEOPUSCHI, KaJFaH Ke3/1eHcoK Tiz30ekTep sxaHe T.0.). ludpnay xoHe KpuntoaHaiu3 aaropuTMaepin
iCKe achIpy Macenesnepi KOWbLIa/IbL.

Hucuumnuna "Kpunrtorpadpuueckue meTonasl 3amuTbl UHGOpMAMHU" COAEPKUT OCHOBHBIE
MOJIOKEHUsT KpUnTorpaduu, 3HAKOMHT C HamOollee paclHpOCTPAaHEHHBIMH TUNAMU MH(POB H
METOaMH HMX KPHUIITOAHAIN3a, TOHSATHSIMHU IEIOCTHOCTH HH(OpManuu, KpUNTOrpadUuuecCKUMH
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MIpOTOKOJIaMH, 3HeKTp0HHOﬁ IIOAIINUCHIO. OO0BAcHIETCST MaTeMaTHYeCcKast TCOpHs, JICKallasa B
OCHOBE Kpurnrorpaduu (Teopus rpymi, noyei ['anya, HENIPUBOIMMbIE MHOT'OUYJICHBI, TEOPHUS YHUCEN,
MICEBJIOCITYYaHbIE TMOCIEeA0BAaTENbHOCTH U Ap.). CTaBATCS BOMPOCHl pean3aluyd ajJrOpUTMOB
mrppoBaHUS U KPUIITOAHATIHN3A.

The discipline "Cryptographic methods of information protection™ contains the main provisions of
cryptography, introduces the most common types of ciphers and methods of their cryptanalysis,
concepts of information integrity, cryptographic protocols, electronic signature. The mathematical
theory underlying cryptography is explained (the theory of groups, Galois fields, irreducible
polynomials, number theory, pseudorandom sequences, etc.). Questions are raised about the
implementation of encryption and cryptanalysis algorithms.

KinroueBbie KoMIeTeHIIHH (pe3yJIbTaThl 00y4ueHust) (TeKCT) ﬂ

- aKMaparThlK KayilCi3AiK CalachlHIAFbl KOJNIAHBICTAFbI HOPMATHUBTIK JKOHE OJICTEMENiK
KY>KaTTap/ibl €CKepe OTHIPHII, )KYMBIC TEXHUKAJIBIK KYXKAaTTaMaChlH pecIMAey MYMKIHJIIT1;

- OKYHeTiK, KOJmaHOalbl XOHE apHalbl MaKcaTTarbl OaraapiamMaliblK Kypaugaplsl KOJTaHy
MYMKIHJIIT1;

- aKMmapaTThIK Kayirnci3aik KeHIHIET mapanap KeleHiH OpbIHIaY bl YHBIMIACTBIPY JKOHE KOJIay,
KOpFay OOBEKTICIHIH YHBIMIBIK KYPBUIBIMBIHBIH IIEHIIETIH MIHAETTEpiH, CHIPTKbI acepiepi,
BIKTUMaJI KayilTep/l >KOHE aKMapaTThl KOpPFay TEXHOJNOTHSUIAPbIHBIH JaMmy JEHIeHiH eckepe
OTBIPBIII, OJIAP/IBI iICKE achIpy MpoleciH 6acKkapy Kadieri;

- OOBEKTIHI MEMJIEKETTIK HeMece KOpPIOPATUBTIK HOPMATHMBTIK KY)KaTTapAblH TajanTapblHa
COMKECTIT1H aTTecTaTrTayabl YHBIMAACTBIPY JKOHE cylieMeney Kabiieri;

- aKHapaTThIK KAyilCi3MiKTI KaMTaMachl3 €Ty *KOHIHAET1 TaJanTapabl €CKepe OTHIPHII, aKIMapaTThl
KOpFay KYHECIHIH SKCIIEPUMEHTTIK - 3epPTTeY KYMBICTApBIH JKYPri3yre KaTeiCy KaOuIeTi.

- CHOCOOHOCTh O(QOPMHUTH pabouyl0 TEXHHYECKYIO TOKYMEHTAIMIO C YYeTOM JEWCTBYIOLIMX
HOPMATUBHBIX U METOIMYECKUX JJOKYMEHTOB B 001acTH MH(OPMAIMOHHON 6€30MaCHOCTH;

- CIIOCOOHOCTBH IMPUMCHSATH IMpOrpaMMHBIC CPEACTBA CUCTCMHOI'0, MPUKIAJHOIO U CIICHHUAJILHOI'O
Ha3HA4YCHMUS,

- CIIOCOOHOCTB OpraHM30BbIBATb W  IMOAJACPIKUBATL  BBIIOJHCHHUE KOMIUIEKCA MEp II0
nH(OPMAITMOHHOW 0€30IaCHOCTH, YIPABIATH IMPOIIECCOM HMX PEATH3alliU C yIETOM pPEelacMbIX
3aJ1a4ui OPTaHU3AIMOHHON CTPYKTYPBI 00BEKTA 3aIUTHI, BHEITHUX BO3JCHCTBHIA, BEPOSTHBIX YTPO3
Y YPOBHS Pa3BUTHS TEXHOJOTHH 3allIUTHl HHPOPMAIIHH;

- CIIOCOOHOCTH OpPraHru30BaTh MPOBCACHUE U COIIPOBOXIAATh ATTCCTALIUIO 00BEKTA Ha COOTBETCTBHE
TpeOOBaHMIM IOCYAaPCTBEHHBIX HIIM KOPITOPATHBHBIX HOPMAaTUBHBIX JOKYMEHTOB;

- CITOCOOHOCTH MPUHUMATh Y9aCTHE B IPOBEICHNUHN IKCTICPUMEHTAIILHO- UCCIICIOBATEIHCKUX paboT
CHCTEMBI 3aIUThl WH(OpMAIMU C ydeToM TpeOoBaHWU TO OOecTeueHH0 HH(POPMAIMOHHON
0€30I1acHOCTH.

- the ability to issue working technical documentation taking into account current regulatory and
methodological documents in the field of information security;

- the ability to use software tools for system, applied and special purposes;

- the ability to organize and support the implementation of a set of information security measures,
manage the process of their implementation, taking into account the tasks of the organizational
structure of the object of protection, external influences, possible threats and the level of
development of information security technologies;

- the ability to organize and accompany the certification of an object for compliance with the
requirements of state or corporate regulatory documents;

- the ability to participate in the experimental research of the information security system, taking
into account the requirements for ensuring information security.

dopMa UTOroBOro KOHTpPOJst | Tect eMTUXaH
Tect bx3amen
Testexam

Pa3narounsblii MaTepuan [TOOK-1, gopictep, cemuHap cabaKTapbIHBIH
TanchIpMaapbl, KOCBIMIIIA MaTepUaiaap KoHe T.0.
YMK], nexuuu, 3agaHust A1 CEMUHAPCKUX 3aHITHM,
JOTIOJTHUTEIBbHBIA MaTEPUA U T.J1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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Biaok b

HaumenoBaHnue moayJist Marematuka, anropuTMep, porpaMmmanay
MaremMaruka, aJIrOpUTMBI, IPOIPAMMUPOBAHKE
Mathematics, algorithms, programming

Ha3sBaHue auCcHUIIMHBI Komnsrotepiik rpaduxka 11
Komnsrotepnas rpaguka 11
Computer graphics I1

MK AUCHMIITMHBI b1 KB
Koa aucunnjimubl KGI 1207
CemecTtp 2
KoummuectBo kpeautoB ECTS | 5
®opma 1 BUABI y4eOHBIX Jlexunw -
3aHATHH /KOJIMYECTBO [MpakTuaeckue 3austust — 50
KPeIuTOoB CPO -T75
CPOIT - 25
IIpepekBHU3UTHI AKT, Komnerorepiik rpaduka |

UKT, Kommnbrotepnas rpaduka |
ICT, Computer graphics |

esin n3yvenus (Tekcer He MeHee 2() CJIOB) ][

OHIPICTIK )KOHE KOPKEMIK-IIBIFapMAIIbIIBIK KbI3METTETT KOMIBIOTEPIIIK IpadHKaHbIH PeJli MEH
OPHBIH 3€pTTeY MYMKIHJITH KaMTaMachl3 €Ty Heri3iHae KOMIBIOTEPIIIK rpaduKagarbl KYMBICTHIH
HETI3T1 9ICTEpiH 3epTTeiii.

Herisri 6armapnamanap 3eprrenyzae: Photoshop, Illustrator, InDesign.

N3yuaer OcHOBHBIE MeTOIBI pabOThI B KOMIBIOTEPHON TIpaduKke HAa OCHOBE  OOECHEeUCHHS
BO3MOXKHOCTH H3YYCHHMS POJIM M MECTa KOMIBIOTEPHOH TIpaduKd B TPOU3BOJICTBEHHOM U
XY/I0’)KECTBEHHO-TBOPUECKOM J€ATEITbHOCTH.

Nzyuarorcs 6a3oBbie mporpammbl: Photoshop, IllustratiPO, InDesign.

Studies the basic methods of work in computer graphics on the basis of providing the opportunity
to study the role and place of computer graphics in production and artistic and creative activities.
Basic programs are being studied: Photoshop, Illustrator, InDesign.

Conep:xanue (Teket He MeHee 30 c10B) ﬂ

Ochl Kypc meHOepinae Kemeci MiHAETTEp KOMBUIAZBI: - OUTIM aTymIbUIApAbl KOMIBIOTEPIIK
rpadUKaHBIH HETI3T1 YFBIMIAPBIMEH, TPUHIUITEPIMEH TaHBICTBIPY; - OUTIM allymIbuIapra
OeliHesIepli KOMITBIOTEPIIIK OHJEY HJICONIOTHUACH TYypaibl TYCIHIK Oepy; - OuTiM amymisiiapia
KOMIBIOTEPJIIK JW3aHHBIH HETI3T1 VFBIMIAPBl JKOHE JKo0ajmay KbBI3METIHIH HOTIIKENIEPiH
BH3YJIM3AIMSIIAY TOCUTI TYpajbl TYCIHIK KaJIbIITACTBIPY; - OUTIM aymIbuIapabl OarmapiiaMalibIk
OHIMJIEpMEH TaHBICTBIPY OHBIH imiHae Adobe InDesign >xymbic skacay; - OUTIM alyIIbLIap.IbI
KOMIIBIOTEPJIIK OarmapiiaManapia KalaldblK WHQOPAKYPBUIBIM 3JIEMEHTTEPIHIH CYpeTTepiH o3
OeTiHIIIe yKacayFa, oJlap IbIH KOOAIBIK KBI3METIHIH HOTHKEJIEPIH rpaduKaIbIK TYP/Ae KOPCeTy YIIiH
Oacria eHIMJIEpiHIH MaKeTTEPiH JalbIHAayFa YHPETY.

B pamkax gaHHOTr0 Kypca CTaBsITCS CIEIyIONIe 3a1a4i: — O3HAKOMUTH CTYACHTOB C OCHOBHBIMHU
MOHATHSAMH, TPUHLIUIAMH KOMITBIOTEpHOW Tpaduku; — 1naTh CTYAEGHTaM IMpeJCTaBIeHUE 00
UICOJIOTHH KOMITBIOTEPHOW 00paboTKM u300paskeHHil; — cHOpMHpPOBATH Yy CTYJCHTOB
npeacTaBiIeHue O 0a30BBIX IMOHATUSX KOMIBIOTEPHOrO JH3aifHa W MOAXO0Ja K BHU3YyalIM3alluU
pe3ynbTaTOB IMPOEKTHOH JEATENbHOCTH; — IO3HAKOMUTHh CTYIEHTOB C TPOrpPaMMHBIMH
MPOAYKTaMH - HACTOJBHOM M3aatesbckod cucremoir Adobe InDesign, — Hay4YWTh CTYICHTOB
CaMOCTOSITEIBHO CO3[aBaTh B KOMITBIOTEPHBIX MpOrpaMMax U300pa)KeHHs 3JIEMEHTOB T'OPOICKOM
UHQPPACTPYKTYPBI, TOTOBUTh MAaKeThl MEYaTHOM MPOAYKUUHU Uil TpadUuecKoro MpeacTaBICHHS
pe3ynbTaTOB CBOCH MPOEKTHON AEATEILHOCTH.

Within the framework of this course, the following tasks are set: - to familiarize students with the
basic concepts and principles of computer graphics; - to give students an idea of the ideology of
computer image processing; — to form students' understanding of the basic concepts of computer
design and an approach to visualizing the results of project activities; — to introduce students to
software products - Adobe InDesign desktop publishing system; — to teach students to




independently create images of elements of urban infrastructure in computer programs, to prepare
layouts of printed products for graphical representation of the results of their project activities.

KuarueBble komneTeHunu (pe3yJabTaThbl 00y4eHHs) (TEKCT) ﬂ

- I'padukanbik AU3aiiHHBIH HEri3T1 YFBIMAAPBIH, TUNOrPAaQUsIIBIK TEPMUHOJIOTHSHBI, Kobaay
KBI3METIHIH HOTIKEJEPIH peciMaey epexenepin Outeni;
- Adobe InDesign GarmapiaMachliHIa JKYMBIC ICT€Y KYpajgapbl, IPUHIMOTEPI MEH TOCUIAEPiH

MEHIepeIi;

- PacTpbIK jx0HE BEKTOPIIBIK rpaUKaHbIH HETI3I'1 YFbIMIapbIH MEHIepei.

- Bmageer 06a30BbIMH TOHATHUSMH BEPCTKH H

rpaguueckoro au3aiiHa, THUIOrpadckoil

TEPMHUHOJIOTHEH, TIpaBUIaMU 0(OPMIICHHUS PE3yIbTATOB MMPOEKTHOM NESTENbHOCTH;

- Brnaseer nHCTpyMeHTaMu, IpUHLIMIIAMU U TpreMamu paboTel B iporpamme Adobe InDesign;
- Brazeer oCHOBHBIMU ITOHATUSIMH PAcTPOBON M BEKTOPHOM IrpaduKH.

- Knows the basic concepts of layout and graphic design, typographic terminology, rules for the
design of the results of project activities;

- Knows the tools, principles and techniques of working in the Adobe InDesign program;

- Knows the basic tools and principles of work in the computer-aided design system for building
accurate drawings by coordinates, at scale, with dimensioning;

- Knows the basic concepts of raster and vector graphics.

CbopMa HTOr0BOIo KOHTPOJIsA

Tect emMmTHXaH
Tect >x3ameH
Testexam

Pa3naTounbiii MaTepuaJ

[TOOK-1, nopicrep, cemuHap cabakTapbIHBIH
TarchlpManapsel, KOChIMIIIA MaTepraigap xoHe T.0.
YMK], nexunu, 3a1aHus Jyisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepUal v T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk b

HaumeHoBaHue MoayJist

Marematuka, anropuTMep, porpaMmmanay
Marematuka, aaropuTMbl, MPOrPAMMUPOBAHUE
Mathematics, algorithms, programming

Ha3zBaHue qMCHMIIINHBI

Maya xipicre
Brenenue B Maya
Introduction to Maya

MK AUCHMIITHHBI bJI KB
Koa aucuuninHbl VM 1207
Cemectp 2
KoanuecrBo kpeantoB ECTS | 5
dopMa U BUIbI Y4eOHBIX Jlexknuu -
3aHSATHI /KOJIMYECTBO [Ipaktuueckue 3ausatus — 50
KpeIuToB CPO - 75
CPOIT - 25
IIpepexBU3NTHI AKT, Komnerorepiik rpaduka I

HKT, KomnerorepHas rpaduka I
ICT, Computer graphics |

ean n3ydenns (Tekct He MmeHee 20 c10B)

"Maya kipicrie" KypChlH OKY HOTHIKECIHJIC CTYJIECHT WHTEPAKTHUBTI KOCBIMIIAJIAPMbI d3ipJieyaeri
aHMMAIUSHBIH OPHBI MEH POJIi Typalibl TYCiHIKKe He 60mybl kepek; 2D xone 3D yIiH aHuManusHel
93ipJIeyliH HEri3ri TYXKbIpbIMIaMalapblHbIH JKYHWECiH, OHbl Kypy OOHBIHIIA >KYMBICTAp/bl
YUBIMIACTBIPY 9MICTEPIH, MHTEPAKTUBTI KOCBIMIIAHBI d3Ipjiey MIEHOEpIH/E KYMBICTBIH HETI3r'1
TYPJEPIH OpbIHAAY dAICTEPiH OlTyl KepeK; MHTEPaKTUBTI KOChIMILIAHBI jkacay OONBIHIIA YHPEHTEeH
oficTep/Ii MpaKTUKaaa Kojjaana Oilyi KepeK aHuMaIusiap.
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B pesynbraTte uzydenus kypca “Beenenue B Maya” cTyneHT JOKEH UMETh MPEICTAaBICHUE O MECTE
Y pOJIM aHUMAIIMK B pa3pabOTKe MHTEPAKTUBHBIX MPHIIOKEHUH; 3HATh CUCTEMY 0a30BBIX TOHATUN
pa3pabotku anumauuu st 2D u 3D, MeTonasl opranuzanuud paboT Mo ee CO3AaHHUI0, METOMIbI
BBITIOJTHEHHSI OCHOBHBIX BHIOB Pa0OT B paMKax pa3paOOTKU MHTEPAKTUBHOIO MPHIIOKEHUS; YMETh
NPUMCHATH Ha ITPAKTUKEC U3YYCHHBIC METOJBI 11O CO3AaHUI0 aHUMAIIUU.

As a result of studying the course “Introduction to Maya” the student should have an idea of the
place and role of animation in the development of interactive applications; know the system of basic
concepts of animation development for 2D and 3D, methods of organizing work on its creation,
methods of performing basic types of work in the development of an interactive application; be able
to put into practice the studied methods for creating animation.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

Byn kypc 6imiM amymbimapasl Maya-HeIH Oapiiblk HErisri (DyHKIMAIApbIMEH: MOJCIbILY,
aHuMalus, TEKCTypajap, JXKapbIKTaHABIPY, KOPCETY, OPHEKTEP, MOHTaXKIay, AUHAMHUKA KOHE
TaHBIMAJ O KYMBIC TIPOLECIMEH TaHBICTBIPAAbl. TYXKbIppIMAAMalap Te3 Kapajaabl >KoHe
TYCIHIIpUIeal, comaH KediH Maya KemeriMeH kepceriieni. bimiM amymibliap ChIHBINTAFbI
MBICAJIIapFa CYWEHE OTBIPBIN, COHBIMEH KaTap jko0ajmap MEH JKATThIFyJap jKacay apKbUIbI
JaFapUIapra ue 0omabl.

OTOT KypC 3HAKOMUT CTYJCHTOB CO BCEMH OCHOBHBIMHM (QYHKIMSAMH Maya: MOIEIHpPOBAHUEM,
aHHMaHHCﬁ, TCKCTypaMH, OCBCUHICHHUEM, PCHACPHUHIOM, BbBIPA)KCHUAMU, MOHTAXKOM, I[HH&MHKOﬁ n
NOMYJsIpHEIM pabouuM mnpoueccoM. KoHuenuu ObICTPO paccMaTpUBAIOTCAd U OOBSACHSIOTCA, a
3aTeM JIEMOHCTpUpPYIOTCA C momouibio Maya. OOydvaromuecs HpuoOpeTyT HaBBIKH, CIETYs
IIpUMepaM U3 KJlacca, a TakKe Co3JaBast IPOEKTHI U YIIPAKHEHHUS.

This course introduces students to all the major features of Maya: modeling, animation, texture,
lighting, rendering, expressions, rigging, dynamics, and popular workflow. Concepts are quickly
reviewed and explained and then demonstrated using Maya. Students will gain proficiency by
following class examples as well as creating projects and exercises.

KuoueBble koMmnereHunu (pe3yJabTaThbl 00yyeHus ) (TEKCT) ﬂ

[Tonai MeHrepreH OuTiM ayIbl (MOIYJTh):

Binyre twmic: ym emmemMai MOAENBACYMIH HETi3ri YFBIMAAphl MEH NMPHUHIUITEP], YII ©JIIeMIi
rpaduKaHbl KYPYIbIH TOJBIK IMUKIIHIH Ke3eHIepi, )KYMBIC dJIICTEepi JKOHE YII OJmeMl rpaduka
caJlachIHJIa KOWBUTFaH MIHIETTEP/Il eIy allrOPUTMIEPi.

bimyi kepek: OepinreH mapTrap MeEH MIEKTEeyJlepre coiikec ym eimemai rpadukanbl Kypy
MOCeIIeNIepiH IIenTy.

Bimyi xepek: ym emmemai rpaguKaHbl KYpy Aarapuiapbl. KaOuleTTuTiK MeH TalbIHIBIKTHI KOPCETY
KepeK: OepuIreH mapTrap MEH IIeKTEeYJIepre colkec Y eimeMal rpagukaHbl Kypy Mocenenepi
LIEeNTY.

OOy4aromuiicsi, OCBOMBIINN JUCIUTUTAHY (MOYITb):

Z[OJ'DK@H 3HaTb: OCHOBHBLIC MOHATHUA W IPHUHIUIIBI TPEXMEPHOTI'O MOACIMPOBAaHMA, STAIlbl ITOJHOI'O
[UKJIa CO3JaHMs TPEXMEPHOUTpadUKHA, METOABI paOOThl U AJTOPUTMBI PEHICHHS MTOCTABICHHBIX
3a/a4 B 00J1aCTH TPEXMEPHOM rpaduKy.

Z[OJ'DK@H YMCTh: pCllaThb 3aJa4u CO3OaHHA TpeXMepHOﬁ Fpa(l)I/IKI/I B COOTBCTCTBHU C 3aJaHHBIMH
YCIOBUAMHA U OIT'paHUYCHUSAMU.

Z[OJ'DK@H BJIAJCTh. HABBIKAMU CO3JaHUA TpeXMepHOfI l"pa(l)I/IKI/I. I[OJ'DKGH ACMOHCTPUPOBATH
CIIOCOOHOCTH ¥ TOTOBHOCTD: peumarhb 3aga4u CO3JaHusl TpeXMepHoﬁ Fpa(i)I/IKI/I B COOTBECTCTBHUHU C
3alaHHBIMU YCJIOBUAMH U OIrPaHUYICHUSIMU.

A student who has mastered the discipline (module):

Must know: the basic concepts and principles of three-dimensional modeling, the stages of the full
cycle of creating three-dimensional graphics, working methods and algorithms for solving tasks in
the field of three-dimensional graphics.

Must be able to: solve the problems of creating three-dimensional graphics in accordance with the
specified conditions and constraints.

Must have: the skills to create three-dimensional graphics. Must demonstrate the ability and
willingness to: solve the problems of creating three-dimensional graphics in accordance with the
specified conditions and limitations.

®opma UTOroBOro KOHTPOIst | TecT eMTUXaHEI
Tect bx3ameH




Test exam

Paznarounsblii MaTepuan ITOOK-i, nopictep, ceMuHap cabaKTapbIHBIH TallChIpMajaphl,
KOCBIMIIIA MaTepuasaap >kaHe T.0.

YMKJI, nexuuu, 3ajaHust 1J11 CEMUHAPCKUX 3aHATHH,
ILOHOJ’IHI/ITGJ’ILHBIﬁ MaTrepual u T.4

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk C

HaumeHoBaHue MmoayJist Marematuka, anropuTMaep, nporpammanay
MaremMarunka, aIrTOpUTMBI, IPOIPAMMHUPOBAHKE
Mathematics, algorithms, programming

Ha3zBanue 1ucunJINHbI OHBIH AU3aiiHBL
Hrposoii nu3aiin
Playcentric design

MK AUCHMIITTHHBI IT1J1 KB
Kona nucumninnbl IDI 1208
CemecTtp 2
KoummuectBo kpeautoB ECTS | 4
®opma u BHABI y4eOHBIX Jlexmun - 30
3aHSATHI /KOJINYECTBO [MpakTuueckue 3austus — 10
KPeIuTOB CPO - 60
CPOIT -20
IIpepekBHU3UTHI AKT, Komnerorepiik rpaduka |

UKT, KomnwrorepHas rpaduka I
ICT, Computer graphics |

Iesin n3ydeHnusi (Tekct He MeHee 2() CJIOB) J[

byn mon «Playcentric Design» KypchlHAa HETI3IENTCH >KOHE JKYHWETK JIu3aliH MEH OMbIH
MEXaHUKAChIH TepeH 3eprreyre OarbiTTasFaH. Kypc Kara3 MpOTOTHNTEpiH jkacay IpoleciHe
Oencen i KaTbicyra OarpITTasFaH. JlopicTep OMbIH XKyiienepi MeH HHTepQeiic MM3aiHbIHBIH KYpaei
aCTIeKTIepi 3epTTeyre apHalfaH MIKipTaTacTapMEH TOJBIKTHIpaasl. OKBITY HOTHXKECIHAE OuTiM
aTyImpUIapaa TopToIMora TaibIH OipHEIe OMBIH TPOTOTUIITEPI OOTA B,

DTOT THpeAMET OCHOBBIBACTCS Ha OCHOBAx, 3allOKEHHBIX B Kypce «Playcentric Design», wu
(dokycupyeTcsi Ha YriyOJICeHHOM HM3yYeHHH CHCTEMHOTO MPOSKTUPOBAHUS M UTPOBOM MEXaHHKH.
Kypc opueHTHpOBaH Ha aKTHBHOE Y4acTHE B MPOIIECCE CO3/IaHUsI OYMaKHBIX IPOTOTUIIOB. UTeHMS
JICKIUHU JOIMOJHAIOT JUCKYCCUH 11O MEPE TOI'0, KaK HCCICAYIOTCA 0oJ1ee CIIOKHEIE aCIIEKTHI HUI'POBBIX
CHUCTeM M JW3aifHa IOJb30BaTeIbcKkoro uHTepdeiica. B pesynbrare oOydeHHs oOydaromuecs
06J'IaI[aIOT C HCCKOJIBKMMH I'OTOBBIMH K HOpT(l)OJ'II/IO MMpOTOTUIIAMHU UTP.

This course builds upon the foundations established in the Playcentric Design course, and focuses
on advanced study of system design and play mechanics. The course is workshop-focused, meaning
a substantial portion of time is spent actively engaged in the paper prototyping process. Readings
and lectures supplement discussions as we explore more sophisticated facets of the playable systems
and user experience design. Creating system literacy is the primary

goal; and everything else we do supports that aim. Students will leave the course with multiple
portfolio-ready game prototypes.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

Byn xypc OWbIH AW3aiiHBIHIAFBI HETI3r1 JaFablaapbl, COHBIH INIHIAE OWBIH KYHelIepiH
TY)KBIpbIMIaMaIaybl, TPOTOTUNTEY, OHBIHIBI TECTUICYMl JKOHE OWBIHINBUIAPFA HAKTBI YKOHE
MarbIHAJIBI MAKCaTTapFa KETY YIIIH OMbIHFA OaFbITTAIFaH UTCPATUBTI AU3AMH MPOIECIH OacKapyabl
ycwiHaabl. Kype oibIH qU3aliHBIH OWBIHINBUIAPFA HAKTHI JKOHE MaFbIHAIBI Toxipube Oepy koHe
JIM3aiH MPOLIECIH/IE MIKIpJIepre Te3 MoHe MILIFapMaIIbIIBIK JKayan Oepy MaKcaThbiHAA KaThICy MEH
BIHTBIMAKTACTBHIKKA HETI3/IENITeH OHEp TYpi peTiHae KapacTeipaapl. CemecTp OOWBI KOMaHIAIIBIK
JKaTTBIFYJIap MEH TalChlpMayiap, €H alJbIMCH, OMBbIHFAa OaFbITTAJIFaH JW3alfH MPOIECIH KoJjaaHa
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OTBIPBII, KYHENepAl Tanjnay *KOHE OWBIH MPOTOTUIITEPIH d3ipiiey apKbUIbl JW3alH JarblIapblH
JAMBITYFa JKOHE JyphIC JKo0anay MpoLeciH JaMbITyFa OaFbITTalIFaH.

OTOT KypCc 3HAaKOMHUT C OCHOBHBIMH HaBBIKAMH B O0NacTH TelmaW3aliHa, BKIIIOYas
KOHICIITYaJIU3alu0 UT'POBBIX CUCTEM, IIPOTOTUIIMPOBAHHEC, UTPOBOC TCCTUPOBAHUEC U YIIPABJICHHUC
HUTEPATUBHBLIM IIPOLIECCOM MPOEKTUPOBAHUS, OPUEHTHUPOBAHHBIM Ha HIPY, I IOCTHXKECHUS
KOHKPETHBIX M 3HAYMMBbIX Ieneil g urpokoB. Kypc paccmarpuBaer reimausaiiH kak Gopmy
HCKYCCTBa, OCHOBAaHHYIO Ha YYaCTHMM M KOJUTAOOpamMoOHU3ME, C IENbl0 KOMaHJbl JTU3aHHEPOB
IIPEJOCTABUTh UTPOKAM KOHKPETHBIM M 3HAUMMBIN ONBIT U OBICTPO M TBOPYECKU pearupoBaTh Ha
OT3BIBBI B IMTPOLECCCE IMMPOCKTUPOBAHUA. B Teuenune CEMECTpa KOMAaHAHBIC YIIPAXHCHUSA U 3aaHUA
HarpaBJIeHbl B IEPBYIO OYepe/ib HAa pa3BUTHE HABBIKOB IIPOEKTUPOBAHMS M OTPAOOTKY PAaBUIBHOTO
mnmpouecca MmpoCKTUpPOBAHUA IMMOCPEACTBOM aHa/in3a CUCTEM U pa3pa60TKH IIPOTOTHUIIOB IJId UIp C
HCII0JIb30BAHUEM IIPOLIECCA POEKTUPOBAHMS, OPHEHTHPOBAHHOI'O HA UIPY.

This course introduces core skills in game design, including conceptualizing playful systems,
prototyping, playtesting, and managing an iterative and playcentric design process to meet specific
and meaningful experience goals for players. The course approaches game design as a participatory
and collaborative art form, with the design team’s goal to provide a specific and meaningful
experience for the players and to respond quickly and creatively to feedback during the design
process. During the semester, the team-based exercises and assignments focus primarily on
developing design skills and practicing good design process through the analysis of systems and
development of prototypes for games using a playcentric design process.

KioueBbie koMIeTeHIIMH (pe3yJIbTaThl 00y4eHust) (TeKeT) ﬂ

- Kapranap, cyiiekrep >xoHe ycTen OMBIHIAPBIHBIH OacKa 3JE€MEHTTEpl CHSKTHI CAHJBIK €MeC
MaTepHasiap/Isl KOJIAaHa OTHIPBIN OffHAayFa O0MaThIH TOXKIPUOET OMBIH IPOTOTHIITEPIH XKacay;

- TecrineymrinepaeH reiMiiel camachblH JKakcapTy YUIIH TMaifanaHyra OOnaTelH pecMH Kepi
OaitmaHbIC amyFa MYMKIHJIIK O€peTiH TeCTiiey CeaHCTaphIH OTKI3Y;

- Playtester momynapbIMeH >KOHE TUINI MEHIepy JEHreiiH ecKepe OTBIPHIN, MYFaJiMHIH
OaraylaybIMEH OJIIICHETIH OWBIHIIBUIAPABIH TXKIPUOCCIH JKaKcapTy YIINIH OHWHATBHUIATHIH
OMBIHAAP/IBI KaliTanay;

- Playcentric design TimiH KoJJaHa OTBHIPHIN, WHTEPAKTUBTI OWBIH TYKBIPBIMJIaMaapblH aHBIK
Kepcery,;

- IIpororunTepai »kakcapTyFa KOMEKTECY YVIIIH OWBIH IWU3allHBI TUTIH KOJJaHA OTBIPHIII,
CBIHBINTACTAPBIHBIH IPOTOTUNITEPIH (OMBIH CBIHAYIIBICHI PETIHJIE) ChIHFA aJTy KOHE Tajiay.

- ONBITHBIC TIPOTOTHITHI UTP, B KOTOPBIE MOKHO UTPaTh, UCIIOIB3YsI HEIH(PPOBBIC MATEPHAIIBI, TAKUE
KaK KapTbl, KOCTH U APYTrUC 3JICMCHTBI HACTOJIBHBIX UI'P,

- IIpoBoauTe CeaHChl TECTHPOBAHUS, KOTOPHIC TMO3BOJISIOT MOMYYUTHh OQUITHATBHYIO OOpaTHYIO
CBA3b OT TCCTUPOBUIUKOB, KOTOpPAasA MOXKET OBITH HCITOJIL30BaHa JUIA yIIy4lI€HUA Ka4u€CTBa UT'POBOI'O
mpouecca,

- [ToBTOpSHITE BOCIPOU3BOUMBIC UTPHI, YTOOBI YIYUIITUTH OMBIT UTPOKOB, H3MEPSEMBIN OT3BIBAMH
playtester u oreHKoii penoaBaresis ¢ y4eTOM YPOBHS BIaICHHS A3bIKOM;

- TlpencraBnsiiTe KOHLEMIIMM HHTEPAKTHBHBIX HIP C SCHOCTBIO, MCIONB3YsS s3bIk Playcentric
Design;

- Kputukyiite 1 ananu3upyiTe TpPOTOTHUIBI OJHOKJIACCHUKOB (B KadeCTBE TECTHPOBIIUKA WIP),
HCIIOJIB3Y AA3bIK UT'POBOI'O ,Z[HSafIHa, 4TOOBI IIOMOYb CACJIaThb IIPOTOTHUIIBI JIyHLIC.

- Prototype playable games using non-digital materials such as cards, dice, and other board game
elements with proficiency;

- Conduct playtest sessions which elicit formal feedback from playtesters that can be used to improve
the quality of the play experience;

- Iterate playable games to improve player experience as measured by playtester feedback and
instructor judgment with proficiency;

- Present interactive game concepts with clarity using language of Playcentric Design;

- Critique and analyze prototypes from classmates (as a playtester) using language of Playcentric
Design to help make the prototypes better.

dopMa UTOroBOr0 KOHTPOJIsi | TecT eMTUXaHbI
Tect sx3ameH
Test exam




Pa3naTounblii MmaTepuaJ [NOOK-i, nopictep, cemuHap cabaKTapbIHBIH
TarcbIpMaiapbl, KOCHIMIIIA MaTEepHaIap JKOHE T.0.
YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHHTGJILHLIﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk C

HaumeHoBaHue MmoayJist Marematuka, anropuTMaep, nporpammanay
MaremMarurka, aITOpUTMBI, IPOIPAMMHUPOBAHKE
Mathematics, algorithms, programming

Ha3BaHnue aucHUNIMHBI OfibIH TM3alHBIHBIH AJIEMEHTTEPI
DneMEeHTBI UTPOBOIO JU3aiiHa
Elements from playcentric design

MK AUCHMIITTHHBI I1J1 KB
Koa iucumninnbl EID 1208
CemecTtp 2
KoummuectBo kpeautoB ECTS | 4
®opma u BHABI y4eOHBIX Jlexmun - 30
3aHSATHIH /KOJIMYECTBO [MpakTnaeckue 3austus — 10
KpPeAnTOB CPO-20
CPOIT - 60
IIpepekBHU3UTHI Nudopmaruxa, AKT

Nndopmaruxa, UKT
Informatics, ICT

Iesin n3ydeHnusi (Tekct He MeHee 2() CJIOB) J[

By xypc oibIH TYKBIpBIMIaMaHBI d3IpJIeyre KoHEe MPOTOTUNTEyre Oaca Ha3zap ayjaapa OTBIPHIIL,
OWBIH JTM3alHBIHBIH TPAKTUKAIBIK HETI3iH YChbIHAMbl. OWBIH WICSUIapblH, TAKBIPBHIITAD MEH
MeTadopaapabl TeWMITIere, OWBIH MeTadopanapblHa XOHE IW3aliH KYKaTTapblHA CHTI3YIi
YUpEHy YVIIiH OWBIH JHW3aifHBl TEOPHSCHIH, Talayabl, (U3UKAIBIK MPOTOTHIITEYdl, ONBIHIBI
CbIHAy bl )KOHE UTCPALIUAHBI Hﬁﬁ,ﬂﬁﬂﬂHHHH&

OTOT Kypc o0ecleyrBaeT MPAKTHYCCKYI0 OCHOBY B OOJacTH TredMaM3aiiHa ¢ aKIeHTOM Ha
pa3paboTKy KOHIICIIINH, JCKOMIIO3HIINIO JAW3aiiHa M MPOTOTHIHpPOBaHHE. VICIIONB30BaTh TEOPHIO
reiman3aiiHa, aHaiu3, (U3WYEcKOoe MPOTOTHIIMPOBAHWE, UTPOBOE TECTUPOBAHWE W HWTEPAIIUIO,
9TOOBI HAYYUTHCS BOIUIOIIATH UTPOBBIC HJIEH, TEMBI U MeTadOpbl B UTPOBOM TPOIIECC, UTPOBBIC
IIMTYHU U ,I[H3aI>'IH-,I[OKYM€HTbI.

This course provides a practical foundation in game design with a focus on concept development,
design decomposition, and prototyping. To use game design theory, analysis, physical prototyping,
playtesting, and iteration to learn how to translate game ideas, themes, and metaphors into gameplay,
game pitches, and design documents.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

v

By kypc oiibIHAap bl OliHAaYFa O0JIATHIH KYHEIEp Il TYCIHY YIIiH OUTiM HEeri3iH KaMTaMachl3 eTeIi.
CryzneHTTep OibIH TU3aiiHBI TUTIH )KOHE OJIap NPOTOTHUIITEY, OMBIH TECTIICY KOHE KOMITbIOTEpIIepre
Toyenci3 oprana Mrepanus *xacay yIliH KOJIJIaHyAbl YHpeHeai. bys OutimM anymibuiapra e3repmeni
TEXHOJIOTHUsIFA TOYeN/II eMec OWbIHAapaa KolgaHyra 0oiaTelH Oepik JAaFablIapbl KAIBIITACTBIPY
YIIIiH Kacaiabl.

JTOT Kypc obecnieunBaeT PyHIaMEHT 3HAHUH JUTS MOHUMAHHSI UTP KaK CUCTEM, B KOTOPbIE MOXKHO
urpatb. CTyICHTBHI U3Y4alOT SI3bIK UTPOBOTO JU3aiiHa W MPAKTUKYIOTCS B CO3JAHUM MPOTOTHIIOB,
UTPOBOM TECTUPOBAHHMH U MTEPAIH B Cpelle, HE3aBUCHMOWM OT KOMITBIOTEPOB. JTO JIeNaeTCst s
TOr0, YTOOBI IPUBUTH CTYJEHTY TBEP/bIe HABBIKHA, KOTOPHIE MOXHO UCIIOIB30BaTh HA MPOTSKEHUN
BCEil Kapbephl B UTPax, HE 3aBUCSIIUX OT MEHSIOUIMXCS TEXHOJIOTHA.

This course provides a foundation of knowledge for understanding games as playable systems.
Students learn the language of Playcentric Design and practice the craft of prototyping, playtesting,
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and iteration in an environment independent of computers. This is to provide the student hard skills
that can be used throughout a career in games — transcendent of changing technologies.

KuarueBble komneTeHunu (pe3yJabTaThbl 00y4eHHs) (TEKCT) ﬂ

- OiipIH KYHenepin Kajnai Tajijjayra xoHe Auarpamma xxacay.

- XKaHa oiibIH ToXKipuOeCiH xkacay YIIiH 0ap OWbIH XKYHeJIepiH e3repry.

- OiibIH XyilenepiHiH KeH ayKbIMbIH KOPCETY.

- OiBIH KapTanapbl, CYMEKTep CHUAKTBHl CaHABIK €MEC MaTepuallJapibl MaiiajaHbll OiHayra
OonaThIH OMBIHAAPABIH IPOTOTUIITEPIH JKACAHBI3 JKOHE YCTE OMBIHIAPbIHBIH 0acKa 3JIeMEHTTEpI.

- [IponemoHcTpupyliTe, KaK aHAIM3UPOBATh UTPOBBIE CUCTEMBI U COCTABIIATh AUArPaMMBI.

- Moaudunupyiite CcymecTByroIUe HIPOBbIE CHUCTEMbI JJIS CO3JaHUS HOBBIX HIPOBBIX
BIEYATIICHUH.

- [IponemMoHCTpUpyHTE MMPOKUM CIIEKTP UTPOBBIX CUCTEM.

- Co3naiiTe NpOTOTUIIBI UT'P, B KOTOPBIE MOYKHO UI'PATh, UCIIOJIB3YsI HELIM(PPOBBIE MaTEpUAIIbI, TAKUE
KaK KapTbl, KOCTH U APYTUEC 3JICMCHTBI HACTOJIbHBIX HUI'P.

- Demonstrate how to dissect and diagram game systems.

- Modify existing game systems to produce new gameplay experiences.

- Demonstrate a wide variety of game systems.

- Prototype playable games using non-digital materials such as cards, dice, and other board game
elements.

Tect eMTHXaHBI
TecT ’x3aMeH
Test exam

dopMa UTOTOBOI0 KOHTPOJISA

[TOOK-1, nopicrep, cemuHap cabakTapbIHBIH
TarchlpManapsl, KOChIMIIIA MaTepraiaap xKoHe T.0.
YMK]I, nexunu, 3a1aHus Jyisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepral v T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuaJ

Baoxk b

Mynbetumenna, rpaduka Heri3nepi )KoHe KacaH bl
HWHTCIUICKT TEXHOJIOTIHUAJIaphl

OcHOBBI MyJIbTUME/IHA, TPAQHUKH U TEXHOJIOTUI
HNCKYCCTBEHHOI'O MHTCIJIICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

HaumeHoBaHue MoayJist

OIlibIH MOJIETIbICY TEXHOJIOTUsIIaphbl
TeXHOIOTHH UTPOMOICITHPOBAHNS
Game modeling technologies

Ha3zBaHue QM CHHIINHBI

kg IucCunIInHbI b/l KB
Koa aucuuniainHbl TIM 2211
Cemectp 4
KosmmuectBo kpeautoB ECTS | 6
®opma 1 BHABI y4eOHBIX Jlexuuu -
3aHATHI /KOJTHYECTBO [IpakTuyeckue 3ansaTus — 60
KpeIuToB CPO -90
CPOIT - 30
IIpepekBH3HUTBI OriplH u3aiinel, XKylie cayaTThUIBIFbI

Hrposoit nu3aiiH, CucreMHas TpaMOTHOCTD
Playcentric design, System Literacy

ean n3ydyenns (Texkcr He meHee 20 c10B)

B PE3YIbTATC HM3YUCHUA KypcCa «Texnomorun HUT'POMOACIIUPOBAHUS» 06y‘-18.10H.[HI>iCSI JOJIKECH
HUMCTh MNPCACTABJICHUC O 3HAYCHHUU MPOTrpaMMHPOBAHUA W TIPOCKTUPOBAHUA B C(bepe
pa3pa60TI<H HHTCPAKTHUBHBIX HpHJ’IO)KCHHﬁ; 3HaTh 0a30BEIC MMPUEMBI TPOTPAMMUPOBAHUS Ha
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C++ u pabotsr B Unity; ymMeTh peann30BBIBATh MOJHBIN MUK Pa3pabOTKH MHTEPAKTHBHOTO
OPUJIOKEHUS €  TNOMOIIbI0  cpensl  pa3pabotku  Unity;  yMeThb  IOJB30BaThCs
podeccHOHATLHBIMU HHCTPYMEHTaMH pa3padOTKU MHTEPAKTUBHBIX NpuiiokeHuil B Unity.

Conepxanue (Tekct He MeHee 30 cy10B) ﬂ

KuarueBble koMneTeHunu (pe3yJabTaThbl 00ydeHus ) (TEKCT) ﬂ

- C# Oarnmapnamaliay/iblH HEri3ri TYKeIpbiMaamManapeia, C# crieHapuiiepiH KypacThIpyabl KoHE
OWBIH JIEPEKTEPIH KOJ apKbUIBI OaCKapyIbl KOPCETY.

- Unity »one MonoDevelop Koca anfanaa, KeMeKIli TEXHOJIOTHsUIapFa ek eTyAl KepceTy (cana
JAMBIFaH CailblH HaKThl KOJIJAHBUIATBIH TEXHOJIOTUsIIAp ©3repyl MyMKIH).

- C# xone Core Unity3D TyxblppIMAaManap MHTErpalus JaFAbUIapblH KOPCETY, COHbIH IIIIHIE
TYPACHIIPYAl MaHUTYISIUsIIAY, aTa-aHAJIBIK O0acKapy, maijananymbl KacCHeTTepi koHe Oackanap
KOPCETY.

- [lpomemoHcTpupoBaTh BJaJCHUE OCHOBHBIMH KOHLEMLIMSIMH NPOrPAMMHUPOBAHUSI Ha C#,
MPAKTUYCCKYI0 KOMIIWIANHUIKO CKPUIITOB Ha C# U MAHUITYJIMPOBAHUC HI'POBBIMH IOaHHBIMU C
IIOMOIIIBIO KOA.

- [IponeMOHCTPHPOBATH BIaCHHUE BCIIOMOTATEIBbHBIMU TEXHOJIOTUAMH, BKIFo4Yast Unity

u MonoDevelop (Tounbie HCHONB3yeMbIe TEXHOJOTHMH MOTYT H3MEHSTHCS IO MEpEe Pa3BUTHS
OTpacym).

- Co3naiite aBa paboYuX MPOEKTAa UTPOBOTO Koma Ha C# — caMOCTOSATENFHO U B COTPYAHUYECTBE C
OJIHOKJIACCHUKAMH, UCIIONB3Ys cpeny paspadorku Unity u C#.

- Demonstrate proficiency with core C# programming concepts, practical compilation of C# scripts,
and manipulation of game data through code.

- Demonstrate proficiency with supporting technologies which include Unity and MonoDevelop
(exact technologies used may evolve as industry evolves).

- Demonstrate proficiency with integration of C# and core Unity 3-D concepts including
manipulation of transforms, parenting, custom properties, and others.

dopma UTOroBOro KOHTpPOJsi | Tect eMTUXaHbI
Tect sx3ameH
Test exam

[TOOK-1, nopictep, cemuHap cabaKTapbIHBIH
TarcbIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHust Jjisi CEMUHAPCKUX 3aHATUH,
,Z[OHOHHI/ITGHBHHﬁ MaTcepuail u T.O

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuas

BJaok b

MynbsTuMenna, rpaduka Heri3aepi jKoHe KacaH Ibl
HHTCJIJICKT TCXHOJIOTHUAJIAPbI

OCHOBEI MyJibTUMEHA, FpaCI)I/IKI/I Y TEXHOJIOTHUH
HCKYCCTBCHHOI'O MHTCJUICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

HaumenoBanue moayJs

Ha3BaHue AMcCUUIINHBI WHxeHepik )koHe KOMITBIOTEPIIK rpaduka
WnxeHnepHas U KOMIIbIOTepHas rpaduka

Engineering and computer graphics

kg IuCunIIAHbI b/l KB

Koa aucuunimmubl IKG 2211

CemecTtp 4

KoauuectBo kpenuroB ECTS | 6

®opma 1 BHAbI y4eOHBIX Jlexuuu -

3aHATHI /KOJTHYECTBO [IpakTuyeckue 3ausaTust — 60
KPeIuTOB CPO -90



https://www.multitran.com/m.exe?s=electronic+educational-methodical+complex&l1=1&l2=2

CPOIT-30

IIpepekBH3HUTBI OfipiH u3aiinel, XKyiie cayaTThUIbIFbI
Urposoii nu3aiin, CucreMHas TpaMOTHOCTb
Playcentric design, System Literacy

Hean uzydenns (Texkct He MeHee 2() ¢JI0OB) ][

"UrKeHepITiK %KoHe KOMITLIOTepIiK rpaduka” Kypchl yin GemiMHeH Typabl: Chi36a reOMETpHsCHI,
TEXHUKAJIBIK CbI30a >KoHE KoMmbloTepiaik rpaduka. Ilonmi oxwiTynbiH Makcatei-AutoCAD
OpTachlHIAa JW3ailH KY)KaTTapblHBIH TIpaduKanblK OeiriH aBTOMAaTTaHABIPBUIFAH JalbIHIAY
HETi3/IepiH 3epTTey.

Kypc «nxeHepHast 1 KOMIbIOTepHast rpauKay COCTOUT U3YUeHHsI TPEeX YacTeil: HauepTaTelbHOM
TeOMETPUH, TEXHHUECKOTO YepUCHHS U KOMITbIOTEpHOU rpaduku. Llenpio n3ydeHus AUCIUILTUHBI
SBJISETCS ~ W3Y4YEHHWE OCHOB  ABTOMATHU3MPOBAHHON  TOATOTOBKM  TpadUyeckod  dYacTu
KOHCTPYKTOPCKUX TOKyMeHTOB B cpene AUutoCAD.

The course "Engineering and Computer Graphics" consists of studying three parts: descriptive
geometry, technical drawing and computer graphics. The purpose of studying the discipline is to
study the basics of automated preparation of the graphic part of design documents in the AutoCAD
environment.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[TonHiH HETI3r1 MiHAETTEP1 ChI30aNapIbl KYPY KOHE OKY TOCUIEPIHIH HEri3ri epekeNepiH 3epTTey;
METPHUKAIBIK JKOHE MO3ULMSUIIBIK €CeNTep/l LIenry; HoOalmapapl aimy, TeXHUKAIBIK OyHbIMaapbl
OeliHeney, rpaduKaNbIK Kypaimapabl MaigaliaHa OTBHIPBINT ChI30amapapl peciMaey IaFabUIapbiH
MeHrepy; OeifHenepaiH (MPOEKUMsIIAPAbIH) KaJIBIITACYbl Typaslbl TYCIHIKTEpP/i KaJBIITACTHIPY;
onapAeiH  OeliHenepi OoibIHIIA OONMIIEKTEPAIH TEOMETPHUSIIBIK MIIMIIHIASPIH AalKbIHIAY;
KOHCTPYKTOPJIBIK KBI3MET CallaChIHAAFbl KOciOM NEeHTreiliH ©3 OeTiHIe apTThIpyFa BIHTAIAHABIPY
JaFIbUTAPBIH 3€PTTEY OOJBIN TaObIIa b

OCHOBHBIMU 3aJavdaMu JUCHUIIIIMHBI ABJIACTCA NU3YyYCHUEC OCHOBHBIX ITPABUJI (MeTO}IOB) IMOCTPOCHUA
1 YTCHUA ‘-IGpTG)KGﬁ; cIroco0oB peUICHUA METPUICCKHX U ITO3UIITMOHHBIX 3a/1a4; BJIAACHUC HAaBbIKAMHU
CHSITHS 3CKH30B, N300paKCHUS TEXHHUECKUX U3/ICTH I, 0POPMIICHUS YePTEKEH C UCTIOIh30BaHUEM
rpadUYecKuX HHCTPYMEHTOB; (OPMUPOBAHWE MPEICTABICHUNA 00 OO0pa30BaHWU H300paKCHHIMA
(TpoeKIHii); HABBIKOB OIPEACICHHUS TEOMETPHUECKUX (GOpM JeTaje Mo WX H300paKCHHSIM,
MOTHUBAIIMMU K CaMOCTOATCILHOMY IMOBBINICHHUIO YPOBHA HpO(bGCCI/IOHaJ'IBHHX HaBBIKOB B 00J1aCTH
KOHCTPYKTOPCKOM AESITENBHOCTH.

The main objectives of the discipline are to study the basic rules (methods) of constructing and
reading drawings; ways to solve metric and positional problems; skills in sketching, imaging
technical products, drawing drawings using graphic tools; formation of ideas about the formation of
images (projections); skills in determining the geometric shapes of parts based on their images;
motivation for self-improvement the level of professional skills in the field of design activities.

KuioueBble koMneTeHnu (pe3yJabTaThl 00yyeHus ) (TEKCT) ﬂ

- KociOH KbI3MeTTe KOMBUFaH MIHICTTEp ] IewTy YIIiH KaXKeTTi ChI30aIap Ipl skacayia
KOMIIBIOTEPJIIK TpadMKaHbl KOJIAHY 9MIICTEPi MEH KYypaJIapblH Oiy;

- Koci0M KbI3METTE KOMBIIFaH MIHACTTEP I ChI30aap *acay JaFIbUIapblH Mai1aana OThIPHIIT
LIemy;

- TCXHUKAJIBIK CLI36aJ'IapI[bI JKOHC KOHCTPYKTOPJIBIK KYKaTTaMaHbl TAJIAAdy dar AblIapbl;

- MCTOAbI U CPCACTBA UCIIOJIB30BAHNA KOMIIBIOT epHoﬁ Fpa(bHKH JJI1 CO3aaHus LICpTC)KCI\/‘I,
H606XOI[I/IMHe AJI pCHICHUS IMOCTABJICHHBIX 3a/1a4 B HpO(i)CCCHOHaHBHOfI JACATCIBbHOCTH,

- p€liaTh MOCTABJICHHBIC 3a/la4U B HpO(i)eCCI/IOHaHBHOfI JACATCIIBHOCTHU C UCITOJIb30BAHUEM HABBIKOB
CO3AaHUA 4CPT 6)!(6171;

- HaBbIKaMHM aHaJIn3a TCXHHUYCCKHUX qepTemeﬁ N KOHCTPYKT OpCKOﬁ JAOKYMCHTAIIUH,

- methods and means of using computer graphics to create drawings necessary for solving tasks in
professional activity;

- to solve the tasks set in professional activity using the skills of creating drawings;

- skills in analyzing technical drawings and design documentation;

dopMa UTOroBOr0 KOHTPOJsi | TecT eMTUXaHbI
Tect bx3ameH
Test exam




Pa3naTounblii MmaTepuaJ [NOOK-i, nopictep, cemuHap cabaKTapbIHBIH
TarcbIpMaiapbl, KOCHIMIIIA MaTEepHaIap JKOHE T.0.
YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHHTGJILHLIﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C
HaumeHoBaHue MmoayJist MyneTuMenna, Tpaduka  HETi3mepi KOHE  IKacaHJIbI
MHTEJIJIEKT TEXHOJIOTUsIIaphl
OcHOBBl ~ MynbTUMEOWa, TIpaduKM U TEXHOJIOTUI

HNCKYCCTBCHHOI'O MHTCJJICKTA
Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3Banue quCUMMIMHBI bargapimamMaHbIH KYphUTBIMBIH 93IpJiey CTaHAApTTaphI
CrangapTsl B 00J1acTH pa3pabOTKH MIPOrPaAMMHOTO
obecrieueHus
Software development standards

MK AUCHUMIITMHBI b/l KB

Koa aucuuninHbl EM 3214

Cemectp 6

KosmmuecrBo kpeauto ECTS | 6

®opma u BUAbI y4eOHBIX Jlexknuu -

3aHSATHUIH /KOJINYECTBO [MpakTnaeckue 3ausTust — 60

KPeIuTOB CPO - 30
CPOII - 90

IIpepekBU3UTHI Anroputrmuep, 6epuireHaep KypbUlbIMbI )KoHE
nmporpaMmmarnay

ANTOPUTMBI, CTPYKTYPbI JAHHBIX U TPOTPAMMUPOBAHUE
Algorithms, data structures and programming

Iesin n3ydyeHnusi (Tekct He MeHee 2() CJIOB) J[

KommbroTepitik oWbIHIAPIBIH Al IaTaHyIIBUIBIK MIHISTTEPIH MIENTy YIIiH OLTIM aTylrbuiapabiH
OarmapiiaMaiblK KaMTaMachl3 €TYIIi jKobanay omicTepiH, CTaHIapTTay KypaapblH JKOHE KOciOu
KBI3METTE Maiaany OuTyi YHpeHy jKoHE 3epTTey.

Hcnonp3oBaHre W UW3y4eHHE OOYYArONIMMHUCS METOJOB IPOCKTHPOBAHUS IIPOrPAMMHOrO
o0ecreYeHus], CPeICTB CTaHIapPTU3AIMHU U HCIIOIB30BaHMUS B IPO(ECCHOHABHOM NS TENbHOCTH VTS
pELICHUS MOJIh30BATEIBCKIX 32124 KOMIIBIOTEPHBIX UTP.

The use and study by students of software design methods, standardization tools and use in
professional activities to solve user problems of computer games.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

"barnapiamMaHbIH KYPBUIBIMBIH 93ipJiey CTaHIAapTTapbl" MOHIH OKBITYIBIH MAaKCaThl aKMapaTThIK
XKylesepre apHaJIFaH Kyp/eli OaraapiiaMaiiblK Kypaiaapsl )xobanay aaicteMeci MeH MpaKTHKAChI
Mocenenepi OOMBIHIIIA ipTesli TEOPHUSUTBIK OLTIMITI KaJIbINTAaCThIPy, COHMai-aK crynentrepai CASE-
TEXHOJIOTHSICHIH TailajlaHyFa HeTi3JeNreH OarjapiaMaiblK KamMTamachl3 €Tyl jkoOasiayra
apHaJIFaH 3aMaHayu OaFjaapiaMaibiK Kypajigapra OKbITY OOJBIN TaObLUIaIbI.

Henbto usydyenust aucuuniaussl "CtanaapTsl pa3padOTKU NPOrpaMMHOIO odecrieueHus" sSBiseTcs
(bOpMI/IpOBaHI/Ie Q)YHHaMeHTaHBHBIX TCOPCTHYCCKUX 3HAHUM I10 BOIpocaM MCTOAWKHU U MPAKTHKU
MNPOCKTUPOBAHUA CJIOKHBIX IIPOrpaMMHBIX CPCACTB JIA I/IH(l)OpMaLII/IOHHbIX CHUCTCM, a TaKXC
06yquHe CTYACHTOB COBPECMCHHbBIM porpaMMHbIM cpeacrBam JUIA IIPOCKTUPOBAHUS
nporpaMmMHOIro 0660H6‘I€HI/IH, OCHOBAaHHBIM Ha ucnonb3oBannu CASE-TexHoIoruu.

The purpose of studying the discipline "Software Development Standards” is to form fundamental
theoretical knowledge on the methodology and practice of designing complex software for
information systems, as well as to teach students modern software tools for software design based
on the use of CASE technology.

KiioueBble koMnereHunu (pe3yabTaThl 00yueHnsi) (TEKCT) ﬂ
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- OarmapiaMaiblK Kypajiapabl KYpy cajlachbHAAFbl KOJIAHBICTaFbl OTAHBIK JKOHE XabIKapaibIK
CTaHJapTTapAblH Ma3MYHBIH,

- KOJIAaHbICTarbl 6aFJIapJIaMaJIBIK Kypajlgap OTaHABIK Ky>KaTTaMa CTaHIapTTapbIHbIH Ma3MYHBIH;
-Case-KypaJgapblH kKoHE OHEPKACIITIK jk00anay TEXHOMOTUSUIAPBIH JaMbITY/IbIH Ka31pri sKaFaanbl;
- )koOaJtayIpIH, 3aMaHayu oJIiCTepi;

- xypaeni BK cbiHay *oHe onapIbplH CEHIMIUIIIH aHBIKTay Ke3iHA€ TeCTUIeyAl YHBIMAACTBIPY
MPUHIMIITEP1 MEH 9/licTeMENepi;

- Kypaedni OarmapiaMaibIK JKYHelIepAiH JaMybIH 0acKapy oaicTepi.

- COACpIKaHUC ILCI\/’ICTBYI-OHII/IX OTCYCCTBCHHBIX U MCIKAYHAPOAHBIX CTAHAAPTOB B O6JIaCTI/I CO3daHus
MIPOrpaMMHBIX CPEJICTB;

- COJEpXKaHUE JEUCTBYIOUIMX OTEYECTBEHHBIX CTAaHIAPTOB JOKYMEHTHPOBAHMS IPOrPAMMHBIX
CPEICTB;

- coBpeMeHHoe cocrosiHue pas3BuThs CASE-cpencTB M NPOMBIIUIEHHBIX TEXHOJIOTUHI
npoektuposanus [10;

- COBpEMEHHbIE MeTObl TpoekTupoBanus [10;

- I[PUHOUIIBI OpraHu3allui W MCTOJAUKU TCECTUPOBAHHA IIPU HCIbITAHUU CIIOXHBIX IIC u
ONpCACICHUA UX HAACKHOCTU,

- METO/bI YIPABJIECHUS pa3pabOTKOM CI0XKHBIX MPOrPAMMHBIX CUCTEM.

- the content of current domestic and international standards in the field of software development;

- the content of the current domestic standards for documenting

software tools;

- the current state of development of CASE tools and industrial software design technologies;

- modern software design methods;

- principles of organization and methods of testing when testing complex PS and determining their
reliability;

- methods of managing the development of complex software systems.

dopma UTOroBOro KOHTpPOJsi | Tect eMTHXaHbI
Tect sx3ameH
Test exam

Pa3naTouHblii MaTepuall [TOOK-1, napictep, ceMuHap cabaKTapbIHbIH
TarcbIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3aaHus Jisi CEMUHAPCKUX 3aHATUH,
,Z[OHOJ'IHI/ITGJ'IBHHﬁ MaTcepuail U T.O

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk b

HaumenoBanue moayJs MynbsTuMenua, rpaduka Heri3aepi xKoHe jKacaH bl
HHTCJIJICKT TCXHOJIOTHUAJIAPbI

OCHOBEI MYJIbTUMEONA, Fpa(bI/IKI/I Y TEXHOJIOTHH
HCKYCCTBCHHOI'O MHTCJUICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3Banue JUCHUIIINHBI 3D oiibIH qU3aiiH cTaHIAPTTAPhI
Crannaptsl reitm qusaiia 3D
Standards 3D Game Design

Iuka IMCONIIAHBI bJ1 KB

Koa aucuunimubl SGD 3D 3212

Cemectp 6

KoaunuectBo kpenuroB ECTS | 6

®opma 1 BHAbI y4eOHBIX Jlexuuu -

3aHATHI /KOJTHYECTBO [IpakTuyeckue 3ausaTust — 60
KPeIuTOB CPO-90

CPOIT - 30
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IIpepekBU3UTHI AnroputrmMep, OepiireHaep KypbUIBIMbI )KOHE
nporpaMmanay

ANTOPUTMBI, CTPYKTYPHI JaHHBIX U TIPOTPAMMHUPOBAHUE
Algorithms, data structures and programming

ean n3ydenns (Texkct He meHee 20 c10B) ][

"3D oifblH AM3alH CTAaHZAPTTAphl" MOHIH OKYIBIH MAKCATHI OLTIM alylIbUIapaa OMBIHAAP/IBIH
aKIapaTThIK JKyHenepine apHalFaH Kypei OaraapiaMalibiK KypaiIapabl )kodaliay oiicteMeci MeH
IIPAKTUKAChl Macesesepl OOWbIHINA Ipreni TEOpUsUIBIK OLTIMAI KaJIBIITACThIPY, COHAANW-aK OuIiM
anymbutapael CASE-TexHosorusceiH naigananyra Herizaenres 3-D OarnapiaManblK KAMTaMachl3
eTyai s)xo0anayra apHaJIFaH 3aMaHayH OarapiiaMalibIK KypajiaapFa OKbITY OOJIBIN TaObLIa Ik,
Henbto uzyuenust nucumniauHbl «CtaHnaprtel reiim auzaiiH 3-D» sBisercs (opmupoBaHue y
oOyyaronmmxcss GyHIaMEHTaIbHBIX TEOPETHUUYECKUX 3HAHUU MO BOMPOCAM METOJMKU U TMPAKTUKH
IIPOEKTUPOBAHUS CIOKHBIX MPOrPAMMHBIX CPEICTB A MH()OPMALMOHHBIX CHCTEM MIp, a TaKXkKe
o0ydyeHrne OO0Y4YaroLIMXCsl COBPEMEHHBIM IPOrPAaMMHBIM CpEACTBAM Uil MpoeKTHpoBaHus 3-D
MpOrpaMMHOro 00ecreveHns ,0CHOBaHHBIM Ha ucmosib3oBannn CASE-Texnomoruu.

The purpose of studying the discipline "3-D Game Design Standards™ is to form students'
fundamental theoretical knowledge on the methodology and practice of designing complex software
for game information systems, as well as to teach students modern software for designing 3-D
software based on the use of CASE technology.

Conep:xanue (Teket He MmeHee 30 c10B)

"3D olibIH 1n3aiiH cTaHIapTTaphl" KYpChIHBIH Ma3MyHBbI OaFaapiaamaisik eHiMal 3D xobanay sxoHe
GHJIipy QlliCTepiH, 6aFJIapJ'IaMaJ'IBIK KaMTaMachI3 eTyJIi KYPYZAb! KOJITAUTBIH aCIaNThIK KypaJITapMEH
KYMBIC ICTEY NMPUHLIUOTEPIH, KYPbUIBIMBI MEH TOCUIJEepiH; OaFmapiamMalblK KaMTaMachl3 €Tyl
o3ipIieymiiziep YKbIMIAPBIHAA KYMBICTHI YHBIMIACTBIPY SIICTEpiH, OarmapiiaMaiblK KaMTaMachl3
eTyni xobayay, IiCKe achelpy, camachlH Oaranay »>KOHE THIMAUINIH Tannay JaFabUIapbiH
KaJIBIIITACTBIPY OOJBIT TAOBLTAIBI.

Conepxanne xkypca «CtaHnapThl reitm nusaiia 3Dy sBisieTcst u3ydeHne METOI0B IMPOCKTHP OBAHHMS
u mpou3BonacTBa 3D mporpamMMHOr0 TPOAYKTa, MPUHIIAIIOB MOCTPOCHUS, CTPYKTYPHI M TIPHEMBI
paboThl ¢ WHCTPYMEHTAIBHBIMH CPEJICTBAMH, MOICPKUBAIONIUMHI CO3JaHHUE TPOTPAMMHOTO
oOecrieueHus; METONOB OpraHW3aliu paboThl B KOJUICKTHBAX pPa3padOTYMKOB MPOrPaMMHOIO
obecrieueHusi, (pOpMHUpPOBAHWE HABHIKOB MPOCKTUPOBAHUS, pEAM3AINH, OIEHKA KadecTBa |
aHanm3a 3((HEKTUBHOCTH MTPOTPaMMHOT0 00ECTICUCHHS.

The content of the course "3D Game Design Standards™ is the study of methods of designing and
manufacturing 3D software products, principles of construction, structures and techniques of
working with tools that support the creation of software; methods of organizing work in software
development teams, the formation of skills in design, implementation, quality assessment and
analysis of software effectiveness.

KuioueBble koMneTeHnu (pe3yJabTaThl 00yyeHus ) (TEKCT) ﬂ

- BO xo0anay ymiiH eMipilik IUKIJIIIH MOACIIH jKacay;

- )kobamanateiH BO MakcaTTapbiH, MiHIACTTEPl MCH TaJalTapblH KATBIITACTHIPY;

- AS-IS xone TO-BE Moaenbaepid Kypy *oHe Tajaay;

- TaHJaJIFaH jkoOayay ofici Heri3iHie »oOamaHraH OarmapiaMaliblK jkacaKrama >KYHEeCIHIH
MOJIeNbJIep TOOBIH KYPY;

- OarmapiamMalibIK KaMTaMachl3 eTyi a3ipiey yiriH acnantelk CASE-KypangapeiH Konnany;

- BO tecriney amicTepin TaHaay KOHE KOJIAHY;

- OHBIH 0apJIbIK Ke3eHepinae bO jxobanayra irecne KykaTTama xacay.

- COCTaBIIATh MOJICIIb KU3HEHHOTO ITUKJIa [T ipoekTupoBanus [1C;

- (opmupoBath 1eIH, 3a1a4u U TpeOOBaHUs K IpoekTupyemomy I1C;

- Ha OCHOBE TIoCcTpoeHMs U aHanm3a mojeneit AS-IS u TO-BE;

- CTPOUTH CEMEHCTBO MOJEJICH MPOCKTUPYEMOW MPOrPaMMHOM CHCTEMbI HA OCHOBE BBIOPAHHOTO
METO/1a MPOCKTHPOBAHUS;

- mpuMeHATh nHCTpyMeHTaIbHbIe CASE-cpenctBa s pa3pabOTKH IPOrpaMMHOT0 00ECIICUCHUS;
- BBIOMpATh ¥ MPUMEHATH METOIbI TecTHpoBanus 11C;

- COCTaBJIATH JOKYMCHTAIIHIO, COITPOBOX IatoNIyt0 rpoekrupoBanue [1C Ha Bcex ero sTamax.

dopMa UTOrOBOT0 KOHTPOJIsi | TecT eMTUXaHbI
Tect bx3ameH




Test exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, cemuHap cabaKTapbIHBIH
TarCcbIpMaiapbl, KOCHIMIIIA MaTepUaIap KOHE T.0.
YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHHTGJILHLIﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Biuok b

HaumenoBanue moay.aas MynbeTuMenna, rpadguka Heriznepi xKoHe KacaHabl
MHTEJUIEKT TEeXHOJIOTHsIaphI

OCHOBBI MyJIbTHUMEHA, TPAPUKH U TEXHOJIOTHHA
UCKYCCTBEHHOTO MHTEJIIEKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3Banue AUCHUIIIIMHBbI MyJ'II)TI/IMeI[I/Ia TEXHOJIOTHATIAPbL
MyJ'II)TI/IMeI[I/Ia TEXHOJIOTHUHA
Multimedia technologies

MK AMCHMIITMHBI bJ1 KB
Koa nucumMminnbl MT 2215
Cemectp 3
KosnuecTBo kpenuroB ECTS | 8
®opma 1 BHIbI Y4eOHBIX Jlexmmn - 30
3aHSATHUIH /KOJIMYECTBO [MpakTnaeckue 3ausTust — 50
KPeJIUTOB CPO - 120
CPOII - 40
IIpepekBU3UTHI AKT, Komnerorepiik rpaduka

HKT, KomnsrorepHas rpaduka
ICT, Computer graphics

Iesin n3yvenusi (Tekct He MeHee 2() CJI0B) J[

By kypcTeiH MakcaThl Kazipri MyJIbTHUMEIUAIBIK TEXHOJIOTHSUIAP, MYJbTUMEINAHBIH KYypaMEbl,
OJIapJIBIH KOMITHIOTEPJIIK OWBIHIAPIBI 931pJIeyae KOJIIaHbLTYbI, OJIap bl KOJIIAaHYIbIH OPBIHIBLTBIFBI
MEH KaXETTUIIrl Typaisl TYCiHIK Oepy. MynbTUMenna HETi3iHAEC ©3 OWBIH MEXaHUKAaChl MEH
AJIEMEHTTEPIH )Kacay.

Ilenp maHHOrO Kypca 3akKiIO4aeTcs B TOM, 4YTOOBI JaTh MPEACTaBICHHE O COBPEMEHHBIX
MYJIbTUMEAHA TEXHOJOTHAX, COCTAaBE€ MYJIbTUMEAUA, HUX HCIOJbB30BAHUN B pa3pa60TKe
KOMIIBIOTCPHBIX HUID, H€H€C006pa3HOCTI/I n HGO6XO,I[I/IMOCTI/I HUX HCIIOJb30BaHUA. C03I[aHI/II/I
COOCTBEHHBIX HUI'POBbBIX MCXAHHK M 3JICMCHTOB Ha baze MYJIbTUMCUA.

The purpose of this course is to give an idea of modern multimedia technologies, the composition
of multimedia, their use in the development of computer games, the expediency and necessity of
their use. Creating your own game mechanics and elements based on multimedia.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

byn kypcra MynbTHMEAWSUIBIK €CENTeylepre apHajfaH ipreii TYXKbIppIMIamaniap MeH KaHa
TEXHOJOTHsIap  ychiHbUTFaH.  CTyaeHTTep  opTypiai  Meaua  KOMMYHUKAIHsUIapIbl,
Mpe3eHTAlMsIAPAbl JKOHEe MAaHMIYJISLIUS OmicTepin o3ipyeyni yipenemi. KypcTelH coHbIHAA
CTYICHTTEp Oenriai 6ip MyJIbTUMEIUSIIBIK KOCBIMINIANIAP,IbI KYPY YIIIH MeIua KO3AepACH ajlbIHFaH
OpTYpJIi aKmapar neH JepeKTep/al naiaanany, OipiKTipy *oHe CHHXPOH/Ay YIIiH THICTI JaFapuiap
KUBIHTBHIFBIH Mrepyl Kepek. TakpIpbliTapFa MeIHMaHbl KHHAY OMICTepi; MEIUaHbl OHJACY KOHE
MaHUOYISIMSIAY;, MYJIbTUMEIUSIIBIK Ma3MYH/bl YHBIMAACTBIPY JKOHE Tajijgay, OoJaliak
MYJIBTUMEAUSIIBIK €CENTEYNIEePre apHaIFaH O3bIK TEXHOJIOTHSIIAp Kipei.

B osrom kypce mnpencraBieHbl (yHIAMEHTAIbHBIE KOHIICTIUM W HOBBIE TEXHOJOTHH JUIS
MYJIbTUMEIUNHHBIX BeYUCIeHUN. OKUIAeTCsl, YTO CTYACHTHI Hay4daTcs pa3padarhiBaTh pa3inyHbIC
BUJBI MeIua-KOMMYHHKAIIMK, TPE3eHTallMid W METOJ0B MAaHHITYIUpOBaHHs. B KoHIE Kypca
CTY/ICHTBI JIOJDKHBI PUOOPECTH HAAJISKAIIMN HAOOP HABBIKOB JUISI CTIONB30BaHUS, HHTETPALUU U
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CUHXPOHU3aINH paanquﬁ I/IH(I)OpMaLII/II/I U JaHHBIX W3 MCIUAHMCTOYHUKOB MJI1 CO3JaHUA
KOHKPETHBIX MYJIbTUMEIUNHBIX MPUIOKEHUH. TeMbl BKIIOYAIOT METOAbl U TEXHHK cOopa
MEINaAaHHBIX; o6pa60TKy MCAUAJaHHBIX W MAHUIIYJIWMPOBAHHWEC HMH;, OpraHu3anugd W aHaJlInu3
MYJIbTUMEAUINHOTO KOHTEHTA; TMEPEIOBbIE€ TEXHOJOTHH JUIsS 6y,uyLuI/Ix MYJIbTUMEAUIHBIX
BBIYHCIICHUH.

This course presents fundamental concepts and emerging technologies for multimedia computing.
Students are expected to learn how to develop various kinds of media communication, presentation,
and manipulation techniques. At the end of course, students should acquire proper skill set to utilize,
integrate and synchronize different information and data from media sources for building specific
multimedia applications. Topics include media data acquisition methods and techniques; processing
and manipulation of media data; multimedia content organization and analysis; trending
technologies for future multimedia computing.

KuarueBble komnereHunu (pe3yJabTaThl 00ydeHNs1) (TEKCT) ﬂ

- MynbTuMe IusIIbIK JKyHeaepAiH HeT13I' TeXHOIOTUSIIapbiH MEHTepyre KabiaeTTi;

- COHI—‘I)I MYJIbTUMCAUAIBIK TEXHOJIOIUsjaapra HCI‘iS,ZIeJII‘eH MYJIbTUMEAUAJIBIK KOCBIMIIAHBI
xobaiayra, Oaranayra )KOHE eHTri3yre KaOineTTi.

- Crioco0€eH OBJIAIETh KIIOUYEBLIMHI TEXHOIOTUSIMHU MYJIbTUMEJIMAHBIX CUCTEM;

- CHOC06CH CIIPOCKTUPOBATH, OLICHUTDL U BHCAPUTDH MYHBTHMCIIHI;'IHOG IMPUIIOKEHUEC, OCHOBAHHOC Ha
HOBEHUIINX MyanHMCI[HﬁHI;IX TEXHOJIOTHUAX.

- Able to master the key technologies about multimedia systems;

- Able to design, evaluate and implement a multimedia application based on latest multimedia
technologies.

Tect eMTHXaHBI
Tect ’x3aMeH
Test exam

dopMa UTOrOBOI0 KOHTPOJISA

[TOOK-1, nopicrep, cemuHap cabakTapbIHBIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIIap JKOHE T.0.
YMK], nexuuu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepral U T.11

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuaJ

Baoxk b

Mynberumenna, rpaduka HeTi3Aepi KoHE KacaH bl
HWHTCIUICKT TEXHOJIOTHUAJIaphl

OcHOBBI MyJIbTUME/IUA, TPA(QHUKH U TEXHOJIOTUI
HNCKYCCTBEHHOI'O MHTCJJIICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

HaumeHoBaHue MoayJist

Menua xyiieneri MyJIbTUMEIUSUIBIK TEXHOIOTHsIIap
MyanHMeI[PIfIHLIe TEXHOJIOTHUHU B MEAUACUCTEMCEC
Multimedia technologies in the media system

Ha3zBaHue qMCHHIINHBI

kg [IucCunInHbI b/l KB
Koa aucuunimubl MTM 2213
Cemectp 3
KoauuectBo kpenuroB ECTS | 8
®opma 1 BHAbI y4eOHBIX Jlexuuu - 30
3aHATHI /KOJTHYECTBO [IpakTrnyeckue 3ansatust — 50
KPeIuTOB CPO -120
CPOIT - 40
IIpepexBU3NTHI AKT, Kommnbtorepiik rpaduka

UKT, KomneiorepHas rpaduka
ICT, Computer graphics

Iean n3ydenns (Texkcr He MeHee 2() ¢JI0B)
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IIoH KOTrHUTHUBTIK >XOHE KOMMyHI/IKaTI/IBTi pecypCTapnel ajraml pEeT JIOHI'PUATC- CBhI3BIKTBIK
MYJIbTUMECIUAIIBIK MEANATCKCTC KOJIAaHbIJIFaH OHJIS.I?IH-MGI[H&I[&FLI €H KCH TapaJifaH >XoHC TaHbIMaJl
apHaiipl atopManga 3MEKTPOHIBIK KOHCTPYKTOP KOMETIMEH >KMHAKTAJIFaH MYJIbTHMEIUaJIbIK
(hopMatTHI 3epTTEHII.

JucuuminuHa wu3ydaeT Haubolee pacnpocTpaHEHHble U TomylsipHele B ceTeBbix CMU
MYJbTUMEIUNUHBIN (hopMaT, MO3HABaTeIbHbIE M KOMMYHUKATHBHBIE PECYpPChl KOTOPOTO OBLIN
BIICPBBIC HUCIIOJIB30BAHbI B JIOHI'PUAC — JIMHEWTHOM MYHBTHMCHHﬁHOM MEAUATCKCTEC, C06paHHOM Cc
MIOMOIIBIO €-KOHCTPYKTOpA Ha CIIeUalIbHOM 11aTdopme.

The discipline studies the most widespread and popular multimedia format in online media, the
cognitive and communicative resources of which were first used in longrid, a linear multimedia
media text assembled using an e-constructor on a special platform.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

By noH cryneHTke Meaua xKyhere MyJbTUMEAUSIIBIK JKyHelep MEH TEXHOJIOTUsIapbl sKocmapray,
obaylay JKOHE €HTi3y YIIIH KaKeTTi OuUTiM MeH Aaraputapabl YChiHAaAbl. O MyIbTHMEI STHBIH
ocepiH, OHBI EHri3yre OalJaHbICTBI MOceleNepl 3epTTeill; >KOHE OHBIH 3JIEKTPOHIbI
OachUIBIMIAPIA AKIIAPATTHl YCBIHY JKOHE Oepy camachlH jKakcapTy MYMKIiHIIrl. COHbIMEH Karap
MYJIBTUMEIUSITBIK KYHETePIiH JU3aHHBIH KOJ KETIMAUTIK HYCKAyJIapbhIHa )KOHE OPTYPIIL KYKBIKTBIK
KOHE STUKAJIBIK TaJanTapra COMKec ChIHU TYPFBIZIaH Oarasaii ibl.

9T1oT npeaAMET MnpeAOCTaBISACT CTYACHTY 3HAHWA W HABBIKU, HCO6XO,[[I/IMI>I€ U TIJIaHWPpOBaHMA,
MMPOCKTUPOBAHUA U BHEAPCHUSA MYHBTHMCIIHI}'IHBIX CHUCTEM U TEXHOJIOTUU B MEAUACUCTEMY. B Hem
HCCIICAYCTCA BJIMAHUEC MYJIbTUMEIUA, HpO6J’ICMH, CBA3AaHHBIC C €TI0 BHCAPCHHUCM, a TaKKC €ro
CIIOCOOHOCTh YINIy4IIaTh KadeCTBO MPEJCTABICHHUA W MepeAadd HH(OpMamuu B 3JIEKTPOHHBIX
Hy6J'II/IKaIII/I$IX. I/ICHBITyeMBIfI TAKKC KPUTUYCCKHU OLCHHUBACT )1PI3aI>'IH My.]'[BTHMG,ZIHﬁHI:IX CHUCTEM B
COOTBCTCTBUU C PYKOBOAAIIUMH TIIPUHIOUIIAMU JOCTYIIHOCTU W PA3JIAYHBIMU IIPABOBBIMU U
3TUNYCCKNMU Tpe60BaHI/I$IMI/I.

This subject provides the student with the knowledge and skills required to plan, design and
implement multimedia systems and technologies in th media system. It explores the impact of
multimedia, the issues surrounding its implementation; as well as its ability to improve the quality
of presentation and communication of information in electronic publications. The subject also
critically evaluate the design of multimedia systems against accessibility guidelines and various
legal and ethical requirements.

KuioueBble komnereHunu (pe3yJabTaThbl 00yyeHust) (TEKCT) ﬂ

- MYJIbTUMEIHSITBIK TEXHOJIOTHSIHBIH HETI3T'T KOMITOHEHTTEPIH, COHBIH 1ITiHIe MOTIH/I, TpapUKaHBI,
JAyBICTHI, OCHHEHI KoOHEe aHUMAIUSHBI CBIHU TYPFBIZAH Talay KOHE CHHTE3eH OuTy;

- HHTEPHETTET1 )KoHE BeO-0opTaiarsl MyJIbTUMEIUSIIBIK TEXHOJIOTHSIIAP IBIH POJIiH Oaramnaiil Oity;

- MYJBTUMEIUSHBIH Op TYPIHIH CHUIATTaMalapblH aHBIKTAl OLTy *oHE ONapAblH KOJJaHBUTYBIH
cunarrtai ouy;

- rpaduka, maypic, aHUMAaNUs KOHE OCiHEe CHSKTBI OPTYPJi CAHIBIK MEIMaHbl KaMTHUTHIH
WHTEPAKTHUBTI BeO-0eTTep a1 s)kobamnaii, oHIel )KoHe KaKcapTa Oiy;

- MyJIBTUMEAMSHBI MaiilailaHy Ke3iH/e aBTOPJIBIK KYKBIKTBIH CaJIapbIH ChIHH TYPFBIIAH Oaraiaii
Oiny;

- MYJIbTHMEIVSUIBIK aKIapaTThl CaKTay >KoHe Oepy VINIH KOJJAaHBUIATBIH XaTTaMalap/bl,
CTaHJIAPTTapP/IbI XKOHE YCBIHY JJIICTEPiH 3epPTTEH kKOHE Tajaal Outy.

- YMETh KPUTUYECKH aHAM3UPOBATh U CHHTE3UPOBATh KITFOUEBBIC KOMIIOHEHTBI MYJTbTUMEINHHBIX
TEXHOJIOTHH, BKIIF0YAsl TEKCT, TpaduKy, rojoc, BUAEO U aHUMAIHIO;

- YMETh OLICHUBATh POJIb MyJIbTUMEIUIHBIX TEXHOIIOTHI B OHJIAIH U BeO-cpeje;

- YMETh OIPEACNATh XapaKTEPUCTUKU KKIOr0 THIIA MYJIbTUMEINA U OMUCHIBATh UX MPHUMCHECHUE;,
- yMeThb pa3pabarbiBaTh, PEAAKTUPOBATH U YIIy4lllaTh WHTEPAKTHBHBIC BEO-CTPAHUIIBI, KOTOPHIC
BKJIFOUAIOT Pa3iM4HbIe [U(POBIC HOCUTENH, TAKHE KaK rpaduka, TojJoc, aHUMAIHs U BUJICO;

- yMeTh KPHUTHYECKH OLCHMBATh I[OCICACTBHS aBTOPCKOIO IpaBa MpPU HCIHOJIb30BAHUH
MYJIbTHME/IHA;

- YMETh HUCCIEAOBaTh W aHAIM3MPOBATH IMPOTOKOJBI, CTAHAAPTHI M METOABI IPEICTABICHHUS,
UCTOJIb3YeMbIe JUI XpPaHEeHUS U NTepeadll MyJIbTHMEIUIHON UH(POPMAITIH.

- be able to critically analyse and synthesise the key components of multimedia technologies
including text, graphics, voice, video and animation;

- be able to evaluate the role of multimedia technologies in the online and web environment;

- be able to define the characteristics of each media type and describe their application;




- be able to develop, edit and improve interactive web pages that incorporate a variety of digital
media such as graphics, voice, animation and video;

- be able to critically evaluate the implications of copyright in the use of multimedia;
- be able to research and analyse the protocols, standards and representation techniques used for
storage and transmission of multimedia information.

CDopMa HUTOroBOIo KOHTPOJIsA

Tect eMTHXaHBI
Tect 3x3amen
Test exam

Pa3naTouHbiii MaTepuaJ

[TOOK-i, gopicTep, ceMuHap cabaKTapbIHBIH
TaIChlpMaappl, KOChIMIIIA MaTepraiap xoHe T.0.
YMK/, nexunu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHI/ITGJII)HHﬁ MaTepI/IaJI UT.IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

BJuaok b

HaumeHoBaHue MoayJist

Mynbtumenna, rpaduka HeTi31epi )KoOHE KacaH bl
MHTEJIJIEKT TEXHOJIOTUsIapbl

OcHOBBI MyJIbTHMEINA, TPAGUKU U TEXHOJIOTUN
HCKYCCTBEHHOTO MHTEJIEKTa

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3Banue 1M CHHILIHHBI

MamaHaaHIbIpBUIFaH KOMITBIOTEPITIK rpaduka
[IpodeccronanbHas kKoMIbloTepHast rpaduka
Professional computer graphics

MK AUCHMIITTHHBI bJI KB
Kox iucumuniinHbl PKG 3214
CemecTp 5
KoaunuecrBo kpenutoB ECTS | 6
dopMa U BUIbI YUeOHBIX Jlexuuu - 20
3aHSATHI /KOJIMYECTBO [Tpaxktuueckue 3anarus — 40
KPeJIUTOB CPO -90
CPOII —- 30
IIpepekBU3UTHI Komnerorepunik rpaduka I, Kommnerorepiik rpaduka 1

Kommnsrorepnas rpaduka I, Komnsrorepnas rpaduxa I1
Computer graphics I, Computer graphics I1

Iesn n3ydenusi (Teket He MeHee 2() CJIOB) ][

[ToHHIH MaKcaThl - KOCIOM ecenTep/Ii MeNTy YIIiH KociOn KOMITbIOTEPITiK TpaduKaMeH JKYMBIC iCTey
JaFpUIapbl MEH OUTIKTUTITIH KaJBIITACTHIPY apKbLIbI OWBIH TU3alHEPiHIH KOCIOM KY3BIPETTUIIrH
JIaMBITYFa BIKIIAJ eTy.

Llenp MUCHMILUIMHBI - COACHCTBOBATh CTAHOBIICHHIO MPO(ECCHOHAIBLHON KOMIIETEHTHOCTH TeiM
nu3aiiHepa 4depe3 (OpPMHpPOBaHME YMEHUH W HABBIKOB pabOThl ¢ MpoeCcCHOHATBHOM
KOMITBIOTePHOM TpaduKkoi uis pelieHus TpodecCHOHANTBHBIX 3a/1a4.

The purpose of the discipline is to promote the formation of professional competence of a game
designer through the formation of skills and abilities to work with professional computer graphics
to solve professional problems.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[Ton miHzmeTTEpI: .

- KociOM KY3BIPETTUIIriH apTThIpy (PAKTOpPhl PETIHIE KOMIIBIOTEPIIK TIpaduKaHbl
TEXHOJIOTHSUIAPbIH TEPEHAETIN OKBITY KAXKETTUIIIH KalbIITaCThIPY;

- rpadukanbIK OeiHenepal eHAey KoHe Kypy YUIiH KoiaaaHbuiaThiH 3aManayn AKT KypanaapblHbIH
MYMKIHAIKTEpiH Naiianany calachblHIaFrbl KY3bIPETTUIIKTEP/l1 KaJbIITACTHIPY.

3aauy JUCHMIUIMHBL:

OHJICY
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- copmupoBaTh  MOTPEOHOCTH B YIIYyOJEHHOM  HM3YYEHMHM  TEXHOJOTMM  00pabOoTKU
KOMIBIOTEPHOH rpaguku Kak (pakTopa MOBBIIIEHUS MPO(HEeCCHOHATLHON KOMIIETEHTHOCTH;

- chopMupoBaTh KOMIETEHIIMM B OOJACTH HCIIOJB30BaHUS BO3MOXKHOCTEH COBpPEMEHHBIX
cpenctB UKT, npumensieMbIx 111 00pabOTKH U co3aHus rpa@uuecKux H300paKeHHi.

Obijectives of the discipline:

- to form the need for in-depth study of computer graphics processing technologies as a factor in
improving professional competence;

- to form competencies in the field of using the capabilities of modern ICT tools used for processing
and creating graphic images.

KinroueBbie KOMIeTeHIIMH (pe3yJIbTaThl 00y4eHust) (TeKCT) ﬂ

- rpadUKaIbIK MaKeTTEeP 1 MaiJaaHbIl PACTPIIBIK JKOHE BEKTOPJIBIK KECKIHACPI oHAeH Olty;

- BEKTOPJIBIK JKOHE PACTPJbIK I'paUKalIblK KECKIHIEPAl Kacay YIIIH CypeT caly Kypajiaapbl MEH
KepkeMaik 3 dexrinepai KoagaHa oury;

- rpadUKaNIBIK TTAKETTEP/Ie aHUMAIHS JKacail OuTy;

- rpaduKaNbIK aitngapapl OHTAHIAHIBIPY MYMKIHIITI;

- HHTEpHETKE OPHAJIACTBIPY YIIiH rpadUKANIBIK KyXKaTTap/ sl JaibIHAal O11y;

- KOJJTaKaap, JIOTOTHIITEP, CaT MakeTTepi, *KapHaMaslblK OaHHEpJep, aHUMALUAIBIK POIUKTED
&KOHE T. 0. )kacay YIIIH KaXeTTi rpaduKaibIK TakeTTep/i TaHaai oiiy.;

- yuI exmemi 00BEKTIIEpAIH MOAETBACPIH OPTYPIIi TOCUIAEpMEH Kacail Oiy;

- yuI exmemi 00BeKTIIepAl TEKCTypaiay alropuTMAEpiH Koiaana oiry;

- TAfBIH YII ©JIIeM i 00bEKTUIEp T BU3yaIn3alsIIay IbIH dPTYPIIi 9IiCTEpiH KoniaHa oiy;

- YUI esmiemIi O0BEKTIIePAIH aHUMAITHSCHIH OPTYPIIl TOCUIIEPMEH Kacaid Oiy.

- yMeTb 00pabaThIBaTh pacTPOBBIC 1 BEKTOPHBIE H300PAKEHUS C IIOMOIIHIO TPAhUIECKUX TTAKETOB;
- YMEeThb TNPUMEHATh HHCTPYMEHTBHl PUCOBAHHUS M XYIOKECTBEHHBIE 3(P(EKThI Uil CO3MaHUA
BEKTOPHBIX U PAaCTPOBBIX rpaduyecKux U300paskeHHi;

- YMETH CO3JaBaTh aHUMAIUIO B rpa(i)pmecxnx MaKeTax,

- YMETh ONTHMH3UPOBATH rpadudeckue (Haisr,

- YMETb BBITIOJHSATH TIOATOTOBKY TpadUIeCcKuX JOKYMEHTOB I pa3MmenieHus B IHTepHeT;

- yMeTh BBIOMpATh HEOOXOIUMBbIC TpapUUECKHUE IMAKETHl ISl CO3AaHUS KOJUTAKEH, JIOTOTHIIOB,
MAakKETOB CaﬁTOB, PEKIIaMHBIX GaHHepOB, AHUMAIMOHHBIX POJIMKOB U T.II.,

- YMETb CO3/1aBaTh MOJICIN TPEXMEPHBIX 00BEKTOB PA3IMYHBIMU CIIOCO0AMHU;

- YMETh NMIPUMEHSTH aJIrOPUTMBI TEKCTYPUPOBAHUS TPEXMEPHBIX O0HEKTOB;

- YMETH IPUMEHATDH Pa3IMYHbIC MECTOAbI BU3yaAJIM3allul I'OTOBLIX TPEXMCPHBIX OG’bGKTOB;

- YMETh CO3/1aBaTh aHUMAITUIO TPEXMEPHBIX 00BEKTOB Pa3IMYHBIMU CIIOCOOAMH.

- be able to process raster and vector images using graphics packages;

- be able to use drawing tools and artistic effects to create vector and raster graphic images;

- be able to create animations in graphics packages;

- be able to optimize graphic files;

- be able to prepare graphic documents for posting on the Internet;

- be able to choose the necessary graphic packages for creating collages, logos, website layouts,
advertising banners, animated videos, etc.;

- be able to create models of three - dimensional objects in various ways;

- be able to apply algorithms for texturing three - dimensional objects;

- be able to apply various methods of visualization of ready - made three - dimensional objects;

- be able to create animations of three-dimensional objects in various ways.

dopMa UTOrOBOT0 KOHTPOJIsI | TecT eMTUXaHbI
Tect bx3ameH
Test exam

Pa3parounsblii MaTepuan [TOOK-1, gopictep, cemuHap cabaKTapbIHBIH
TarnchIpMaapbl, KOChIMIIIA MaTepraiaap xoHe T.0.
YMK], nexuuu, 3agaHus A1 CEMUHAPCKUX 3aHITHH,
JIOTIOJTHUTEIbHBIA MaTEPUA U T.J1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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Bbiaok b

HaumenoBanue moay.is MynbTuMenuna, rpaduka Herizepi xKoHe KacaHabl
MHTEJUIEKT TEXHOJIOTUsIaphl

OCHOBBI MyJIbTUMEIHA, TPAPUKH U TEXHOJIOTHMA
UCKYCCTBEHHOTO MHTEJUICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3BaHnue nucHUIIMHBI AKXnapatThIK TEOpHsI Heri3nepi
OcHOBBI Teopun HHGOPMAITHH
Fundamentals of Information Theory

MK AUCHMIITMHBI b1 KB
Koa aucunnjimubl OTI 3214
CemecTtp 5)
KoauuecTBo kpenuroB ECTS | 6
®opma 1 BUAbI y4eOHBIX Jlexmu - 20
3aHATHUH /KOJIMYECTBO [MpakTuueckue 3austus — 40
KPeIuTOB CPC-90
CPCIT - 30
IIpepekBU3UTHI AKMapaTTsl KOpFayJIblH KpUNITOTpadusIIbIK SaicTepl

Kpunrorpadudeckne MeToap! 3auThl HHOOPMAITIH
Crytographic Methods of Information Protection

e n3yvenus (Tekcer He MeHee 2() CJIOB) ][

[Tonni urepynig MakcaTTapbl MEH KOCTApJIaHFaH HOTHXKETepi:

- aKIapar TeOpHUsCHI FBUIBIMHBIH aM0Oe0arn Tini, KyObuIbIcTap MEH MPOIeCTep i MOJENbACY KYpalibl
peTiHze, KoaTay MeH Kpunrorpadus uaesuiapbl MEH 9JIiCTepl Typasibl TYCIHIKTEpP/I1 KaJbIIITACTHIPY;
- JIOTHKAJIBIK OUJIAy/IbI, ITOPUTMIIK MOJICHHETTI, OOJIamaK KociOn KbI3METKe, Y3/IIKCi3 OLTIM amyra
XKOHE ©31H-031 TopOUeseyre KayKeTTi ISHI el Ie ChIHU TYPFbIIaH OMIayIbl JaMBITY.

Lenn n3ydenus v MiIaHUPyEMBIE PE3YIbTATHl OCBOECHHUS AUCIUTUINHBL:

- (opMHpOBaHHE TPEACTABICHUA O Teopuru WH(OPMAIMK KaK YHHBEPCAIBHOM S3BIKE HAYKH,
CpEICTBE MOJCIIMPOBAHUS SBIICHUH W TIPOIECCOB, 00 HIECSIX W METOoIaX KOIWPOBAaHUSA U
KpunTorpaduu;

- Pa3BUTUC JIOTHYECKOI'0 MbINIJICHUA, aHFOpHTMquCKOﬁ KYJbTYPbl, KPUTUYHOCTH MBLIIIJICHUA Ha
YpOBHE, HEOOXOmUMOM i Oymaymied npodeccHOHAIBHOW NesITeTbHOCTH, IS IPOMXOJIKCHHS
00pa3oBaHus U caM0O00pa30BaHHUS,

The objectives of the study and the planned results of the development of the discipline:

- formation of ideas about information theory as a universal language of science, a means of
modeling phenomena and processes, ideas and methods of coding and cryptography;

- development of logical thinking, algorithmic culture, critical thinking at the level necessary for
future professional activity, for continuing education and self-education;

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[ToHHIH Ma3MyHBI-KYp/eli TeXHUKAIBIK KYPBUIFbLUIAP MEH MPOIECTEepi xkobajiay kKoHE 3epTTey,
COHJIali-aK OCBhIHJAH XYWeepiH mapaMeTpiepin Oaraiay KoHE ecenTey YIIiH OepuIreH TOPTINTIK
KY3bIpeTTep/ii urepy. bysr Mocenenepai KypbUIBIMIBIK 5KOHE MOIYJIbIIK OaFqapiaamMaiay bl KoJiiaHa
OTBIPBIIN MIENIyre OOoJaabl KOHE OJI Kelleci KapamaibiM OpeKeTTepal KaMTHIbI (MHTErpaiap.Ibl
ecenrTey, Kypaedi aiHbIMalbl (QYHKIMSHBIH MOHJIEPIH €CenTey, OKHFAIAPAbIH BIKTUMAJIbIFbIH
ecernTey KoHe T.0.).

ConepmaHHe AUCHUIUIMHBI - OCBOCHUC 3aJlaHHBIX JUCHUINIMHAPHBIX KOMH6T6HL[I/II71 1L
MNPOCKTUPOBAHUA M HCCICAOBAHUSA CIIOKHBIX TCXHUYCCKHUX YCTpOﬁCTB U OpoHeCCOB, a TaAKKC
OLCHKU M BBIYHUCJICHUSA IMMApaMCTPOB TAKHX CHUCTCM. OtH HpOGJ’ICMBI MOTI'yT OLITH PCUICHBI C
HCIIOJIb30BAHUECM CTPYKTYPHOI'O U MOAYJIBHOI'O MNPOIrpaMMHPOBAHHUA U BKIKOYATh 3JICMCHTAPHBLIC
ﬂeﬁCTBHH (BBI‘II/ICJ'IGHI/IG HUHTCTPAJIOB, BBIUHCIIEHHE 3HA4YeHUH (bYHKLII/II/I KOMIIJIIEKCHOI'O
NEPEMCHHOI'O, BBIYUCIICHHUEC BEPOSATHOCTU C06I>ITI/II71, n T.H.).

The content of the discipline is the development of specified disciplinary competencies for the
design and research of complex technical devices and processes, as well as the evaluation and
calculation of parameters of such systems. These problems can be solved using structural and




modular programming and include elementary actions (calculation of integrals, calculation of the
values of a function of a complex variable, calculation of the probability of events, etc.).

KuaroueBble koMneTeH UM (pe3yabTaThbl 00yueHus ) (TEKCT) ﬂ

binyi kepek:

- aKnapaTThiH JJIMTUBTIK 3aHBIH KOJIJIaHY;

- aKIaparThbl YChIHY TYpJiepi MeH (opManapsl;

- aKmapat KeJIeMiH aHbIKTay diCTepl MEH KypaJaapsl;

- aKIapaTThl KOATAY KoHE JAEKOATay NPUHLUIITEPIH;

- IUQPIBIK aKMapaTThl TAChIMAIAAY TICUIAEPI;

- MoJIIMETTep 1 )Kki0epy MeH KaOblAay/ IblH IIyFa TO3IMALIINH apTThIPY 9JICTEpl, MAIIMETTEp 1
KBICY TEOPHUSICBIHBIH HET13/epi.

JloIKeH yMeThb:

- IPUMEHSATH 3aKOH aJIMTUBHOCTU UH(POPMAIIIH;

- BUJBI ¥ (hopMBI IpeicTaBlIeHHs HH(OPMALINY;

- METOABI U CPCACTBA OIIPECACIICHNA KOJIMYCCTBA I/IH(bOpMaIH/H/I;

- IPUHIUIIBI KOJMPOBAHUS U JEKOAUPOBAaHUS HH(OpMaLnu;

- croco0bI epeaun UG poBoi nHGopmManuu;

- MCTOJbI MMOBBIIICHU A ITOMEXO03AIUIIICHHOCTU IEPCAavn U ITpUucMa JaHHbIX, OCHOBbI TCOPHUHU
CXXaTusl JaHHBIX.

Must be able to:

- apply the law of additivity of information;

- types and forms of information presentation;

- methods and means of determining the amount of information;

- principles of encoding and decoding information;

- ways of transmitting digital information;

- methods of increasing the noise immunity of data transmission and reception, fundamentals of
the theory of data compression.

dopma UTOroBOro KOHTPOJsi | Tect eMTUXaHbI
Tect sx3ameH
Test exam

Pa3naTouHblii MaTepua [TOOK-1, napictep, ceMuHap cabaKTapbIHbIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHust Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJIHUTEILHBIN MaTepHall U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

BJaok b

HaumenoBanue moayJs MynbsTuMenna, rpaduka Heri3aepi jKoHe KacaH Ibl
HHTCJIJICKT TCXHOJIOTHUAJIAPbI

OCHOBEI MyJibTUMEIHA, Fpa(bI/IKI/I Y TEXHOJIOTHUH
HCKYCCTBCHHOI'O MHTCJIJICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3BaHue AMcCUUIINHBI Maya
Maya
Maya
kg IMCONIIAHBI bJ1 KB
Kox iucuMnuinHbl My 2215
CemecTtp 4
KoauuectBo kpemuroB ECTS | 4
®opma 1 BHAbI y4eOHBIX Jlexumu - 20
3aHATHI /KOJTUYECTBO [Ipaktuyeckue 3ausatust — 20

KpeIuTOB CPO - 60
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CPOIT-20

IIpepexBU3NTHI Maya kipicrie
Bsenenune B Maya
Introduction to Maya

Hean n3ydenns (Texct He meHee 20 cJ10B) ][

[ToHHIH MakcaThl - CTyJIEHTTEPAl aHUMAaIUsFa, VBI/ISyaJIIIBI s dexrinepre xone Autodesk Maya
OarapiaMaliblK (BU3YaJlIbl pecypcTapabl Kypy YIIiH Oykin OeliHe OWBIH HHAYCTPHSCHIHJA
KOJIZJAaHBUIATBIH CEeHIMI1 Oarjapiama) >kacakTaMacbIMeH TaHBICThIpY. CTyneHTTep ©HIMALTIKTI
apTTHIPY YIIIH Maya untepdeiicin oHTallanabIpy bl yiipeHeni. Onap kenOyphIThl KypaljapMeH
TaHbICA/IbI )KOHE MTPAKTUKAJIBIK OPTaja KeNOYPHIIITH MOAEIbACYl YipeHe 1.

[enp MUCIUIUIMHEI - 03HAKOMJIEHHE CTYACHTOB C MporpaMMHbIM oOecrieueHrem Autodesk Maya
JUIL aHMMAaIuK, BU3YyalbHBIX 3()(eKkToB M KoMmMmo3uTuHra “Maya” - HaJeKHBIM NPUIOKEHHEM,
MCIOJB3YeMbIM BO BCEM MHAYCTPUU BHUACOUTD IJISI CO3JIAHUSI BH3YaJbHBIX pecypcoB. CTYHEHTHI
Y3HAIOT, KaK ONTHUMHU3WpOBaTh HHTEpdeiic Maya s MOBBIIIEHUS TPOU3BOAUTENBHOCTH. OHU
3HAKOMSITCS C TOJTUTOHAJIbHBIMA HHCTPYMEHTAMU B 00y4arOTCsl MOJIMTOHATHBHOMY MOJISTTHPOBAHHUIO
B [IPAKTHUYECKOM cpee.

The aim of discipline - introduces students to Autodesk’s “Maya” Animation, Visual Effects, and
Compositing software, a robust application used throughout the video game industry for the creation
of visual assets. Students learn how to optimize the Maya interface for enhanced productivity. They
are introduced to polygon tools and taught polygonal modeling in a hands -on environment.

Conep:xanue (Teket He meHee 30 cji0B) ﬂ

KypcTol oKy ke3inae OuTIM aiymibl YII eJeM/i KepiHicTep/i jkacay CallachlHAAFbl €H TaHbIMal
Oarmapiamanap/piH OipiMeH TaHbBICAIbI, Kelieci OarpITTap OOMBIHIIA O1TiM ajaIbl:

- OPTYpPIIi MOJIENbCY TEXHUKATIAPBIH KOJAaHa OTBIPHIT 00BEKTIIEPIl KYPY;

- MaTepHaIJapMeH, MOJICNIbICPMEH TEKCTYPaJbIK )KYMBIC,

- KOPKEM >KapbIKTaH/IBIPY 9/1ICTEPIH KOJ1aHa OTHIPHII, YIII eJIIIeM/Il KOPIHICTI )KapbIKTaHIBIPY;

- KamepaJiap/Ipl maiiaiany, yiI eJImieM i KopiHiCTiH KOPHEKi COHFBI KECKIHIH KOpPCETY.

[Tpu uzyueHnm Kypca oOydJarommiicss TO3HAKOMATCS ¢ OJJHOW M3 CaMBIX MOMYJISIPHBIX MMPOTPaMM B
cdepe co3maHus TPEXMEPHBIX CIICH, MOydaT 3HAHUS 110 CIETYIONTIM 00JIacTIM:

- co3aaBaThb 0OBEKTEI C UCIIOJIL30BAHUEM Pa3HbIX TEXHUK MOACIUPOBAHUA,

- paboTarth ¢ MaTepuaiaMu, TEKCTYPHUPOBATH MOICITH;

- OCBEIIATh TPEXMEPHYIO CLIEHY, UCIIOJIB3YSI METOIBI XyI0KECTBEHHOTO OCBEIICHNS;

- HCIIOJIb30BaTh KAMEPHI, BRIBOJHUTH MTPE3CHTAOCIIEHOE HTOTOBOE H300paKeHNE TPEXMEPHOH CIICHBI.
During the course, students will get acquainted with one of the most popular programs in the field
of creating three-dimensional scenes, gain knowledge in the following areas:

- create objects using different modeling techniques;

- work with materials, texture models;

- llluminate a three-dimensional scene using artistic lighting techniques;

- use cameras to display a presentable final image of a three-dimensional scene.

KutoueBble koMneTeHnu (pe3yJabTaThl 00yueHus ) (TEKCT) ﬂ

- Maya naiinananymist nHTepQeiiciMeH cayaTThl JKYMBIC icTeil Oity;

- 3D xenOyphIITE MOJIEIBACD JKacai Ou1y;

- UV Unwrap kongana 6iny;

- OipHeIIe TeKCTypaHbl Kypa Oiny skoHe 3D peHAepuHITI OpBIHIAY;

- 3D MOHTaXXJay JKoHE aHUMalus Kacaii Oiry;

- ©3iHIH OacTamKpl PeCypCTapblH KOJIIAaHBICTaFbl OMBIH KO3FAITKBIIIBIHA CHT3¢ OLTy.
- YME€Th IPaMOTHO paboTaTh C NMOJIB30BATENLCKUM HHTEp(eiicom Maya;

- yMeTh co37aBath 3D nmonuroHankHbIe MOAETH CO 3HAHUEM JIeTIa;

- ymeTh ucnonb3oath UV Unwrap co 3nanuem aena;

- YMETh CO3/1aBaTh HECKOJIBKO TEKCTYP H BBHIMONHATH 3D peHpepuHr co 3HaHUEM Jea;
- YMeTh BBIIONHATH 3D-MOHTaX ¥ aHUMALIUIO;

- YMETb BHEJPSATH CBOM OPUTMHAIBHBIE PECYPCHI B CYLIECTBYIOLIUI UTPOBOM JIBUKOK.
- be able to operate the Maya user interface with proficiency;

- be able to create 3D polygonal models with proficiency;

- be able to use UV Unwrap with proficiency;

- be able to create multiple textures and execute 3D renders with proficiency;




- be able to perform 3-D rigging and animation;
- be able to implement their original assets into an existing game engine.

CDopMa HUTOroBOIo KOHTPOJIsA

Tect eMTHXaHBI
Tect 3x3amen
Test exam

Pa3paTouHbiii MaTepuas

[TOOK-i, nopictep, cemuHap cabaKTapbIHBIH
TaIchIpMasapbl, KOCBIMIIA MaTepuajiap xKoHe T.0.

YMK/, nexunu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,

I[OHOJIHI/ITGJII)HI)II\/JI MaTepuaili u T.4

EMC (educational-methodical complex), lectures, tasks for

seminars, additional material, etc.

BJuaok b

HaumeHoBaHue MoayJist

Mynbetumenna, rpaduka HeTi3/1epi )KOHE KacaH bl
MHTEJIJIEKT TEXHOJIOTUsIaphbl

OcHOBBI MyJIbTHMEINA, TPAUKU U TEXHOJIOTUN
UCKYCCTBEHHOI'O MHTEIIJIEKTa

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3Banue 1M CHHIIIHHBI

AHumanms Herizaepi
OCHOBBI aHUMAITHHA
Fundamentals of Animation

MK AUCHMIITMHBI bJ1 KB
Kox aucunninHbl OA 2215
CemecTtp 4
KoaunuecrBo kpenntoB ECTS | 4
dopMa U BUIbI YUeOHBIX Jlexuuu - 20
3aHSATHI /KOJIMYECTBO [Tpaxtuueckue 3anarus — 20
KPeJIUTOB CPO - 60
CPOII - 20
IIpepekBHU3UTHI Maya kipicrie

Brenenue B Maya
Introduction to Maya

Iesn n3ydenus (Tekct He MeHee 2() CJIOB) ][

[TonHIH MakcaThl — OLTIM aTyIIBIHBI OKY OApPBICHIH/Ia KO3FAJIBIC )KOHE YaKbITThI CAKTay MAceTeNepiH
HIenryre JaiblHAay YIIH aHUMAaluUs HeTi3[epiHe MPaKTUKAIBIK KO3KapacThl KAMTAMAChI3 €Ty .

Lenp auCHUIUIMHBI - OOECHEYUTh IMPAKTUYECKHHA IIOIXOM K OCHOBAaM AaHUMAIUH, YTOOBI
MOATOTOBUTH CTYACHTA K PELICHUIO MPOOJIEeM JBIDKCHUS M XPOHOMETpaXka B XOJE JalbHEHIIEro
o0y4eHwusl.

The aim of discipline provides a hands-on approach to the fundamentals of animation in order to
prepare the student to confront issues of movement and timing in their continuing studies.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

by xypc cTyaeHTTepi aHUMAIHs macayvymiH KOPKEMJIIK JKOHE TEXHOJOTHMSUIBIK HETi3aep/Ii
KoJIlaHyFa JadbiHaaiapl. [{upiaslk aHUMAIMSHBIH ~HETI3ri NPUHIMINTEP], COHBIH INIHIE
KeHinKepsepai AaMbITy XOHE OHIIPIC MPOIECIHAE CHOKET TYXKBIPhIMAAMachl KapacCThIPbLIAIbI.
CryneHTTep aHUMAIIMS WHIYCTPUSCHIHIA KOJIAHBUIATHIH TEXHUKAIBIK TUIII )KOHE aHMMAIIUSHBIH
Heri3ri omicTepin yiipeHeni. Onap coHaaii-ak NMpOJaKIIHFa JACHiH, MPOJAKIIH XOHE MPOJAKIIHHAH
KEHIHr1 MpOoIeCiHae aHUMAIMSIHbI JKOCTapiayiblH, KYPYIbIH OHE MalbIHIAYIBIH OpTYpJIi
o/IiCTEepiH 3epTTEH/II.

DTOT KypC FTOTOBUT CTYJICHTOB K HCITOJIb30BAHUIO XYI0KECTBEHHBIX M TEXHOJIOTHYCCKUX OCHOB IS
CO3/IaHUsl aHUMAIMU. PaccMaTpvBarOTCS OCHOBHBIC MPHHIMIIBI IIM(PPOBOM aHWMAIIMW, BKIIIOYAs
pa3paboTKy MepCOoHaXeH M KOHIICTIIMK CIOKETa B Mpoliecce Mpou3BoacTBa. CTyIEHTHI U3y4ar0T
TEXHUYCCKUH SA3BIK, UCIIOIb3YEMbIH B aHUMAITMOHHON WHIyCTPUH, 1 OCHOBHBIC METO/Ibl aHUMAIIHH.
OHU TakXKe U3ydaT METOJIbI, CBSI3aHHBIC C PA3JIMYHBIMU CIIOCOOAMHU TUIAHUPOBAHUS, CO3JAHHS U
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MMOATOTOBKH K aHMMallUH B IMPOLECCCE MPCAIPOJAKIICHA, IPOJAKIICHA U ITOCTIIPOAAKIICHA ITOCJIC
MIpOU3BOACTBA.

This course prepares students to use artistic and technological foundations to create animations. The
basic principles of digital animation are reviewed, including character development and story
conception through production. Students learn the technical language used in the animation industry
and basic animation methods. They will also learn techniques about various ways to plan, create,
and prepare for animation in pre-production, production and post-production.

KinroueBbie KOMIeTeHIIHH (pe3yJIbTaThl 00yueHust) (TeKCT) ﬂ

«AHUMaLUs HETi3/1epl» KYpPChIH OKY HOTHXKECIHAE OUIIM alyIlbl MHTEPaKTUBTI KOCHIMIIAIap/bl
o3ipJIeyAeri aHMMalUsHBIH OPHBI MEH PeJli Typallbl TYCiHIKKe He 60i1ybl Kepek, 2-D xone 3-D ymin
aHMMAIUSHBl JaMBITY/BIH HETI3r1 TYCIHIKTEp JKyHeciH, OHbl Kypy OOMBIHIIA >KYMbICTap/Ibl
YHUBIMIACTBIPY ONICTEpPIH, MHTEPAKTUBTI KOCHIMIIAHBI 93IpJIey asiChIHAA HEri3r1 KYMbIC TYpJepiH
OpBIHJAY dAiCTepiH OLTy, aHMMalKs KYPYAbIH 3€pTTEIreH o/IiCTepiH TaxXipubeae Konana Oury.

B pesynbrare uzydenus kypca «OCHOBBI aHUMALIMK» 00YYAIOITHICS TOIKEH UMETh IIPEICTaBIICHUE
0 MECTE U POJIM aHUMAallUU B Pa3pabOTKe MHTEPAKTUBHBIX NMPHJIOKEHUN; 3HATh CHCTeMY 0a30BBIX
MOHATHH pa3zpaboTku aHumanuu A 2-D u 3-D, meroasl opranuzanuu padoT Mo €e CO3AaHuIo,
METO/IbI BBIITIOJTHEHUSI OCHOBHBIX BUJIOB pabO0T B paMKax pa3padOTKN HHTEPAKTUBHOT'O IPUIIOKEHUS;
YMETb HPUMCHATL Ha MMPAKTUKE U3YUCHHBIC METOADBI 110 CO3JaHUI0 aHUMAalluH.

As a result of studying the course "Fundamentals of Animation", the student should have an idea of
the place and role of animation in the development of interactive applications; know the system of
basic concepts of animation development for 2-D and 3-D, methods of organizing work on its
creation, methods of performing basic types of work in the development of an interactive
application; be able to put into practice the studied methods for creating animations.

®opma uTOroBoro koutTpoas | Tect eMmTuxaHbl
Tect 3x3ameH
Test exam

[TOOK-1, nopictep, cemuHap cabaKTapbIHbIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHus Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTeprail U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuas

Baoxk C

Mynberumenna, rpaduka HeTi3Aepi KoHE KacaH bl
HWHTCIUICKT TEXHOJIOTHUAJIaphl

OcCHOBBI MyJIbTUME/IHA, TPA(QHUKH U TEXHOJIOTUI
HCKYCCTBCHHOI'O MHTCJICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

HaumeHoBaHue MoayJist

OfibIH x)acayliblIapbiHa OHEP OarbIThI
ApT-nmupeKnus s pa3padOTUNKOB UT'P
Art direction for game developers

Ha3zBaHue qMCHHIINHBI

Iuka IMCONIIHHBI 111 KB
Kox aucuuninHbl ADDRI 3216
Cemectp 5
KoauuectBo kpenuroB ECTS | 8
®opma 1 BHAbI y4eOHBIX Jlexuuu -
3aHATHI /KOJTHYECTBO [IpakTnyeckue 3ansatust — 80
KPeIuTOB CPO -120
CPOIT - 40
IIpepexBU3NTHI Komnsrotepinik rpaduxka I, Komnbsrorepiik rpaduka 1

Komnsrorepnas rpaduka I, Komnbsrorepnas rpaguxa 1
Computer graphics I, Computer graphics II




ean n3ydenns (Texkct He meHee 20 cJ10B) ][

[Ion oifbIH YFBIMBIH KOpPHEKI Typje )KeTKiSyVYH_IiH CBIHM KOHE UIbIFapMalllbUIbIK OMIaybl
KOJIIaHy bl YHpeTell. OHepKacil TPEHATEPIH Tajay *KoHE OWbIHFA KOPKEM TU3ailH MPUHIUNITEP]
MEH YJTUIepiH KOJJIaHy KapacThIPbLIa bl

I[I/ICI_II/IHJII/IHa YUYUT HCIOJIB30BATh KPUTHUUYCCKOC MW TBOPYCCKOC MBIIJICHUC, IJId BHSyaHBHOﬁ
nepcaadiu KOHLCIIIUHU HIP. Ananmus OTpacCJICBbIX TCHACHUOWH W INPUMCHCHHEC IIPUHIUIIOB H
11abJIOHOB XYA0KECTBEHHOI'O au3aiiHa B HUrpe.

The discipline teaches the use of critical and creative thinking to visually convey the concept of
games. Analysis of industry trends and application of principles and patterns of artistic design in the
game.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

Byn kypc olibiHIapabl KypyJdarbl BU3ya bl TM3aiHHBIH peuniH KapacTelpaabsl. Kypc cTynaenTrepai
apT-ITUPEKTOP/AbIH KOJIOHEpIMEH TEeOpusi MEH NPAaKTUKAHBIH YiJeciMi apKbLIbl TaHBICTHIPAIbI.
CryneHTTep INpe3eHTalus AaFAblIapbIHBIH HETI3T1 JKUBIHTBIFBIH (OHEp TapHUXbl, TYC TEOPHSACHI,
KOMITO3UIIMSI, TUIIOrpadusi, CaHABIK MEIMaMEH KYMbIC ICTEyJIH Heri3ri JaFibLIapbl) MEHIepei.
Crynentrep sxolajiap Typajbl TEXHOJOTHSUIBIK IIEKTEYJIEp, TYThIHYHIBUIAPABIH KaXKETTLIIKTEpi
’KOHE COHFBI Al IaaHyIIbl TOXKIpuOeci TyprbIChIHAH oinays! yiipeneni. Kype UX /naiinananysl
uHTepEMCIHIH Heri3ri TYXbIppIMIaManapblH KamMTuUIbl. CTyIeHTTep HAesIapAbl pecMH Typre
YCBIHY/IBI JKOHE BU3YaJ/Ibl AU3alH MacesenepiH memyai yipeneni. CTyqeHTTep ©HIMHIH ChIPTKBI
TYPIH Urepyzi yupeneni.

B sTOM Kypce paccmarpuBaeTcsi poib BH3YaIIBHOIO AM3aiiHa B co3maHuu urp. Kypc 3Hakomur
CTY/IGHTOB C PEMECIIOM apT-IAUPEKTOpa IMOCPEIACTBOM COUYETAHUS TEOPUHU M MPAKTHKH. CTyHAEeHTHI
OCBaMBarOT 0a30BbIii HAOOpP HABBHIKOB TMPE3CHTAIMH (MCTOPHUS HCKYCCTBAa, TEOPHs IIBETa,
KOMITO3UIIHSI, TUIIOTpaduka, 6a30Bbie HaBBIKK paboTsl ¢ uppoBsiMa MEJIUA). CTyneHTs! yuaTcs
AYyMaThb O IMPOCKTAX € TOYKHU 3PCHUA TEXHOJIOTMYCCKUX OFpaHquHHﬁ, HOTpe6HOCTeﬁ KIIMCHTOB U
OIIbITa KOHCYHOI' 0 II0JIB30BATCIIA. Kpr OXBaThIBACT OCHOBHBIC KOHICIIITUHU UXx
/monb3oBarenbckoro uHTEpdeiica. CTyAeHTH M3y4aroT (GOpMalbHOE TpEACTaBICHUE HUACH H
pemieHre mpoOsieM Juis BU3yaldbHOro nau3aiiHa. CTyaZeHTBHl ydarcsi OCBaWMBaTh BHEIIHUM BHJ
MPOAYKTA.

This course examines the role of visual design in building games. The course exposes students to
the craft of the Art Director via a combination of theory and practice. Students learn basic skill set
presentation (art history, color theory, composition, typography, basic digital media skills). Students
learn to think about projects in terms of the constraints of technology, client needs, and end-user
experience. The course covers basic UX/UI concepts. Students learn formal ideation and problem
solving for visual design. Students learn to master the look and feel of an experience.

KuaioueBble koMmnereHunu (pe3yabTaTbl 00yueHus ) (TEKCT) ﬂ

- mebepiTik MarucTpi AeHreiinae MOICHH CiTeMenep HerisiHae Keiinkepiep Kypa 6ity;

- Ka3ipri momn-MoicHueTTe OaifkaFaHHaH e3remie OeitHenep xKacay YIIIiH 3epTTey Kyprize Oiry;
- TYCTi IM3aiiH TEOPHSICHIHBIH JaFIbUIapbIH KepceTe Oury;

- J)KaHa HJIesUTapabl )KUHAY YIIH Ma0bIT KaJITachlH jkacai Oy,

- OlibIHFa apHAJIFaH HETI3T'1 CIOKETTIK TaKTaHbI Jkacail Oiy;

- OiBIH OHIMIHE apHAJIFaH BU3YaJIIbl UACSIIAPIbI MArUCTP JACHICHIHIIE ChI3a OlTy.

- YMETh CO3/[aBaTh MEPCOHAKEH Ha OCHOBE KYJIbTYPHBIX OTCHUIOK Ha YPOBHE Marucrpa
MacTepcTBa;

- YMETh NPOBOJIUTH MCCIIEOBAHUS IS CO3/IaHUs 00pa30B, OTIMYHBIX OT TOTO, YTO OBLIO 3aMEYEHO
B COBPEMEHHOH MON-KYJIbTYpE;

- YMETh NPOJIEMOHCTPHPOBATH HABBIKM TEOPHH [[BETOBOr'O AM3aliHA HA YPOBHE MarucTpa;

- YMETh CO3/1aBaTh MAIKY /sl BIOXHOBEHHsI, YTOOBI COOMPATh HOBBIC UICH ISl H3yUCHUS;

- YMETh CO3/1aBaTh 0A30BYIO0 PACKaapOBKY Ul UTPHI;

- yMeTh HaOpachIBaTh BU3yaJIbHBIC HJIEH LIS UTPOBOTO MPOAYKTA Ha YPOBHE MarucTpa.

- able to design characters based on cultural reference at master’s level of proficiency;

- able to how to research to create different imagery than what has been seen in current

pop culture;

- able to demonstrate master’s level skill of color design theory;

- able to create an inspiration binder to collect new ideas to explore;

- able to create a basic story board for a game;




- able to sketch visual ideas for game product at master’s level of proficiency.

CDopMa HUTOroBOIo KOHTPOJIsA

Tect eMTHXaHBI
Tect 3x3amen
Test exam

Pa3paTouHbiii MaTepuas

I[TOOK-i, gopicTep, ceMuHap cabaKTapbIHBIH
TaIChlpMaapspl, KOCbIMIIIA MaTeprasap xoHe T.0.
YMK/, nexunu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHI/ITGJII)HHﬁ MaTepI/IaJI UT.IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baox C

HaumeHoBaHue MoayJist

Mynbetumenna, rpaduka HeT131epi KOHE KacaH bl
MHTEJIJIEKT TEXHOJIOTUsIaphbl

OcHOBBI MyIbTHMEINA, TPAUKU U TEXHOJIOTUN
UCKYCCTBEHHOI'O MHTEIIJIEKTa

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3Banue Iy CHHIIIHHBI

O¥ibIH MEH OMBIHIITBIHBIH HHTEPAKTHUBTI ©3apa dpeKeTTecyl
HNHTEepakTHBHO B3aWMOJIEMCTBHUE UTPBI U UTPOKA
Interactive interaction between the game and the player

MK AUCHMIITMHBI 111 KB
Koa nucumMninHbl IVII 3216
CemecTtp 5)
KoaunuectBo kpenutoB ECTS | 8
®opma u BUAbI y4eOHBIX Jlexuuu -
3aHSATHI /KOJIMYECTBO [TpaxTuueckue 3anarus — 80
KPeJIUTOB CPO - 120
CPOII - 40
IIpepekBU3UTHI Komnerorepunik rpaduka I, Kommnerorepiik rpaduka 1

Kommnperorepnas rpaduka I, Komnsrorepnas rpaduxa I1
Computer graphics I, Computer graphics I1

Iesn n3ydenus (Tekct He MeHee 2() CJIOB)

«OWBIH MCH OMBIHIIIBIHBIH HHTEPAKTHBTI ©3apa ocep eTyi» MoHI ONTICI3AIK KaFJaibIHaa OHTAMITBI
MiHE3-KYJIBIK TIPUHIUAINITEPIH OpHATY, OChI MPUHIIMIITEP I KaHAFATTaHABIPATHIH MICIIMICPIiH Oap
eKEHITH IoNeNaey, memiMaepai Tady >KOHE oJap/bl JKy3ere achlpy alTOPUTMICPIH KOpceTy
APKbUIbI OKbITAAbI.

I[I/ICIII/IHJ'II/IHa (<I/IHTepaKTI/IBHO€ BSaHMOHeﬁCTBHﬂ UI'p W HUI'POKa» - 06yqaeT YCTAHOBJICHUCM
MNPUHOUIIOB OHNTUMAJIBbHOIO IIOBCACHUA B YCIOBUAX HCOIPCACIICHHOCTU, OOKAa3aTCJIbCTBOM
CYIICCTBOBAaHUA peHIeHHfI, YAOBJICTBOPAIOMIUX OTUM MPHUHOUIIAM, YKa3aHUCM aJITOPUTMOB
HaXO0XICHUA peH_IeHI/Iﬁ Hn ux peanmauneﬁ.

The discipline "Interactive interaction of games and the player" teaches by establishing the principles
of optimal behavior in conditions of uncertainty, proving the existence of solutions that satisfy these
principles, specifying algorithms for finding solutions and their implementation.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

By/1 moH GiTiM alylibFa OHBIH TEOPHSCHIHBIH KOIIAHOATBI OMICTEpiH MEHrepyre KOMEKTECe,
KaTaH MaTCMaTUKAJIbIK 3CPTTCYJICp MCH KOH(i)J'II/IKTTC HIELIM Ka6BIJ'II[ay):[BIH IMPAaKTUKAJIbIK
MQCCJ’ICJ’ICpi apacCbIHOarbl J9HCKECP OOJIBIII Ta6BIJ'IaI[BI.

I[aHHaH AUCHUIIIIMHA ITOMOXKET o6yan0meMy OBJIAZICTh NPUKIAAHBIMKU MCTOJaMU TCOpUHU HIP,
ABJIIACTCA CBA3YIOIIMM 3BCHOM MCXKIY CTPOrMMHM MATCMATUYCCKHMMU HCCICAOBAHUAMU H
MNPaKTUYICCKUMHU 3aJiladaMU MIPHUHATUSA PCIICHUA B YCIIOBUAX I(OH(l)J'II/IKTa.

This discipline will help the student to master the applied methods of game theory, it is a link
between rigorous mathematical research and practical decision-making tasks in conflict conditions.




KuaroueBble koMneTeH M (Pe3yabTaThl 00yUeHus ) (TEKCT) ﬂ

[ToHxi OKY HOTHIKECIH IE O1TIM aTyIIIbL:

- OMBIH TEOPUSCHIHBIH HET13T1 YFhIMIIapbl MEH TYCIHIKTEPIH MEHIepYi Kepek;

- OWBIH-TEOPHUSUIBIK TUIAE YTHIMIBI TaHJAy aJFbIIIapTTapblHA HEri3/IeireH Ke3-KeIreH TEOpUsHbI
Oinaipyni yiipeHny Kepek;

OWBIH-TEOPUSIIBIK TYPFBIIAH MPAKTUKAIIBIK JKaFasTTapAbl Ty AaFdblIapblH MEHIEPY.

B pesynbTare nzydenus Kypca 00y4aromunics JOIKeH:

- OCBOHMTbH OCHOBHBIC ITIOHATHA U KOHLCIIIIUNU TCOPUHN I/IFp;

- Hay4uThCs U3J1araTh JHOOYI0 TEOPHUIO, OIUPAIOLIYIOCS Ha MPEIIOChIIKH PallMOHAIbHOIO BBIOOpA,
Ha TCOPECTUKO-UT'POBOM S3BIKE,

- IpUOOPECTH HABBIKKM aHAJIN3a MPAKTHUECKUX CUTYallUi C TEOPETUKO-UTPOBOM TOUKHU 3pPEHUS.

As a result of studying the course, the student must:

- to master the basic concepts and concepts of game theory;

- learn to present any theory based on the prerequisites of rational choice in a game-theoretic
language;

- acquire skills in analyzing practical situations from a game-theoretic point of view.

dopMa UTOroBOro KOHTpPOJsi | Tect eMTHXaHbI
Tect ’x3aMeH
Test exam

[TOOK-1, nopicrep, cemuHap cabakTapbIHBIH
TarchlpManapsel, KOChIMIIIA MaTepraiaap xKoHe T.0.
YMK]I, nexuuu, 3a1aHus Jyisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEbHBIA MaTepUal v T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounbiii MaTepuaJ

Baoxk b

Mynberumenna, rpaduka HeTi3nepi )KoHe KacaH bl
MHTEJIJIEKT TEXHOJIOTUsIaphl

OcHOBBI MyJIbTUME/IHA, TPA(QHUKN U TEXHOJIOTUI
UCKYCCTBEHHOI'O MHTEIIJICKTa

Fundamentals of multimedia, graphics and artificial
intelligence technologies

HaumeHoBaHue MoayJist

JKacannpr MHTEIIEKT
N cKyCCTBEHHBIN MUHTEIIIEKT
Artificial intelligence

Ha3zBaHue QM CHHIIIMHBI

kg IMCUNIIHHBI b/l KB
Koa aucuuninHbl 114217
Cemectp 7
KoanuecrBo kpemntoB ECTS | 8
dopMa U BUIbI Y4eOHBIX Jlexknuu -
3aHATHH /KOJIHYECTBO [Ipaktuueckue 3ausatus — 80
KpeIuToB CPO - 120
CPOII - 40
IIpepekBHU3UTHI BbarnapnamaHblH KYpbUIBIMBIH 93ipJiey CTaHIapTTaphl

Crannaptsl B 061acTi pa3paboTKH MPOTPaMMHOTO
obecrieueHus
Software development standards

ean n3ydyenns (Texkcr He meHee 20 c10B) ][

[TonHIH MakcaThl OUTIM allylIbUIapFa JKacaHAbl MHTEIJIEKTIH KYPbUIbICHI, XKIKTEIyl ®KoHE Heri3aepi
Typasbl OUTIM MEH akmapar 6epy, COHBIMEH KaTap OChl JKyienep/i ko0anayablH HET13r1 9icTepiH
yiipery 6ombin TaObLUIaIbL.



https://www.multitran.com/m.exe?s=electronic+educational-methodical+complex&l1=1&l2=2

HCJ'IB AUCHOUIIIIMHBI — JO4aTh 06y‘Ia}0LLII/IMCSI 3HaHUA W CBCACHHA O IIPpHUHOUIIAX ITOCTPOCHUA,
Knaccm(bmcaunn U OCHOB HMCKYCCTBCHHOI'O MHTCIIJICKTA, 4@ TAKKC HAYUYUTb OCHOBHBIM IIpHEMaM
IMPOCKTUPOBAHUA 3TUX CUCTEM.

The purpose of the discipline is to provide students with knowledge and information about the
principles of construction, classification and fundamentals of artificial intelligence, as well as to
teach the basic techniques of designing these systems.

Copep:xxanue (Tekct He MeHee 30 ¢JioB) ﬂ

TloHHIH MiHJETTEpi Kelecifell: MHTEIUICKTYalbl JKyiienep TEOPHSACHIHBIH HErisri epekenepi,
OUTIMII YCBIHY MEH OHJEYJIH Maceseiepl MEH HEri3ri 9JICTepiH, HEHMpPOHIBIK Kenulepai Kypy
Macelenepi MeH JIICTePiH 3epTTey.

3ajaun AUCLUIUIMHBL, CIEAYIOUIME: U3YUYeHHE OCHOBHBIX IOJIOKEHUNW TEOPUH MHTEIJUIEKTYalbHBIX
cucreM, polieMax U OCHOBHBIX METO/AX IpeJCTaBlICHHUs U 0OpaOOTKM 3HAHUM, Mpobiemax U
CIoco0ax MOCTPOEHUs] HEHPOHHBIX CETeHl.

The objectives of the discipline are as follows: the study of the main provisions of the theory of
intelligent systems, problems and basic methods of knowledge representation and processing,
problems and methods of building neural networks.

KinoueBbie KOMIeTeHIMH (pe3yJIbTaThl 00yueHust) (TeKCT) ﬂ

- MHTEJUIKTYaJAbl JKYHeNnepJiH opTypil TypiepiH, OUIIMAI YCBIHYIBIH OpTYpJi omicTepiH
OacuIbUIBIKKA aja OiTy;

- Oip oXiCTeH eKiHIIiciHe aybIca Oiry;

- OLTIMTI YCBIHYIBIH SPTYPIIi 9MICTEPIH KOJIZaHa OTBIPHII, CapamnbuIapIslH OLTIMIH peciMaeit Oiy;
- IPaKTUKAJIBIK JaF IbIapAbl UTEPY;

- HaIIap peciMIeNTeH MOHIIK canaarbl HYCKalap bl TAHJAY MOCEJIECiH ey YIIiH capanTaMaibIK
KYWEHI Kypy MIHIIETIH Koro1a 1medep 0oy;

- OUTIMHIH OHIIpIiCTIK 0a3achIH d3ipieyae, HEHPOHABIK KeJUIep IiH HeTi3ri MOAeIbAepiH KOoaaHa
oimy.

- YMETb OPUCHTUPOBATHCA B PA3JIMYHBIX TUIIAX UHTCJUICKTYAJIbHBIX CUCTEM, B PA3JIMYHBIX METOAAX
MIPEJICTaBICHUS 3HAHUM;

- YMETB NIEPEXOAUTH OT OQHOI'0 METOA K IPYTOMY;

- yMeTh (OpMaTM30BaTh 3HAHMS HKCIIEPTOB C MPUMEHEHUEM PA3IMIHBIX METOIOB MPEACTaBICHUS
3HAHUH;

- MPUOOPECTH MPAKTUICCKIE HABBIKH,

- YMETh B TOCTAHOBKE 3a/1a4¥ IMOCTPOCHUS SKCIIEPTHOW CHCTEMBI ISl PEIICHHS 3ajadd BhIOOpa
BapUAHTOB B TUI0XO (hopMamu3yemMoi mpeaMeTHON 001acTu;

- yMeTh B pa3paboTKe NPOMYKIIMOHHON O0a3bl 3HAHW, B NPUMEHCHHH OCHOBHBIX MOJIEIICH
HEUPOHHBIX CETEH.

- be able to navigate in different types of intelligent systems, in different methods of knowledge
representation;

- be able to switch from one method to another;

- be able to formalize the knowledge of experts using various methods of presenting knowledge;

- acquire practical skills;

- be able to formulate the task of building an expert system to solve the problem of choosing options
in a poorly formalized subject area;

- be able to develop a production knowledge base, in the application of basic models of neural
networks.

dopMa UTOrOBOT0 KOHTPOJIsI | TecT eMTUXaHbI
Tect bx3ameH
Test exam

Pa3parounsblii MaTepuan [TOOK-1, gopictep, cemuHap cabaKTapbIHBIH
TarnchIpMaapel, KOChIMIIIA MaTepUaiaap xoHe T.0.
YMK], nexuuu, 3aaHus A1 CEMUHAPCKUX 3aHITHH,
JOTIOJTHUTEIbHBIA MaTEPUA U T.J1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.



https://www.multitran.com/m.exe?s=electronic+educational-methodical+complex&l1=1&l2=2

Bbiaok b

HaumenoBanue moay.as MynbTuMenuna, rpaduka Heriznepi xKoHe KacaHabl
MHTEJUIEKT TEXHOJIOTUsIaphI

OCHOBBI MyJIbTUMEIHA, TPAPUKH M TEXHOJIOTHM
UCKYCCTBEHHOTO MHTEJUICKTA

Fundamentals of multimedia, graphics and artificial
intelligence technologies

Ha3BaHnue aucUUIIMHBI Heiipon xeminepi
Heliponnsie cetn
Neural networks

MK AUCHMIITTMHBI b1 KB

Koa amcunnimubl NN 4217

CemecTtp 7

KoauuecTBo kpenuroB ECTS | 8

®opma 1 BUAbI y4eOHBIX Jlexunu -

3aHATHUH /KOJIMYECTBO [MpakTuueckue 3austust — 80

KPeIuTOoB CPO -120
CPOIT - 40

IpepexBU3NTHI barmgapinamMaHbIH KYphUIBIMBIH 931pJiey CTaHAApTTapbl
CrangapTsl B 00;1acTH pa3pabOTKH MIPOrPAMMHOTO
obecrnieueHus

Software development standards

ey n3ydenus (Tekcer He MeHee 2() CJIOB) ][

Kypc HeMpOHIBIK JKemimepIiH KIacCHKaJbIK YATUIEPIH 3epTTeyre apHaIFaH, dpTYpili KOJIaaHOaIbl
€CernTep/Ii MenTy YIIiH HeHPOHIBIK JKeIUIepl Kypy.

Kypc mocssien n3y4eHuio KiacCHUYeCKHX HEHPOCETEBBIX MOJIENeNel; TOCTPOSHUI0 HEHPOHHBIX
ceTell Uil pemIeHus pa3IMYHbIX TPUKIIAJIHBIX 3a/1a4.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[Tonniy MiHDETTEPI:

- HEWPOHIBIK SKENUIEpMi KOJNJIAaHy apKbUIBI OPTYPJI THUNTETi €CenTepAl KO JKOHE IIenry
JaFIbUIapBIH OCpy;

- JKOFapblJa aTaJiFaH €CeNTepi MISNTy YIIiH aJeKBaTThl HEHPOHIBIK JKETIHIH MOJCNbIepl MEH
QITOPUTMIIEPIH TaHAAYIbl YHPETY.

[Ton HelipoOmoNorHsiian na, MHGOPMATHKAIAH J1a ATbIHFAH MbICAJIapMeH HEHPOHIBIK JKeTiiepIeri
CBI3BIKTHIK €MeC JKoHEe Kepi OalIaHbICTBl TYCIHyre apHaJfaH HeTi3rl MaTeMaTHUKaIbIK
TY)KBIpbBIMIaMaiapra apHajfaH. TakKbIPBINTHIH Kol Oelliri KalTalaHaThIH JKeJiepre apHaFaH,
OWTKCHI KalTalaHAThIH Kepi OalIaHbIC NUKIAAphl MUJBIH CHHANTHKAIBIK OailaHbIcTapblHIa
0ackiM Oonazpl. JIMHAMUKABIK XKYleaep TeopusIChIMEH OaiilaHbIcKa 0aca Ha3ap aynapbliabl.
33.,[[3.111/1 JOUCLUIIIINHEL.

- J1aTb HAaBbIKW ITOCTAHOBKHU U PCHICHHUA PA3JIMYHBIX TUIIOB 3a/1a4 C ITIOMOIIBIO HeﬁpOHHBIX CeTeﬁ;

- HaAYy4UTb BLIGOpy aICKBATHBIX HCprOCCTeBBIX MOI[GJ'IGﬁ U aJITOPUTMOB I PCUICHUA BbIIIC
YKa3aHHBIX 3aaa4.

I[I/ICIII/IHJ'II/IHa 6y,I[CT IIOCBAIICH 0a30BEIM MaTEMAaTHYECKHUM KOHLOCIIHMAM HJId ITOHHMMaHUA
HEJIMHEHHOCTH H 06paTHOI>'I CBsI3U B HCﬁpOHHLIX CCTAX, C IMpUMEpaMH, B3ATBIMH KaK U3
HeﬁpO6HOHOFI/IH, TaK MW H3 KOMIIBIOTCPHBIX HaAYK. Boapmiass 4gacthb npeaMeTa IOCBALICHA
PEKYPPEHTHBIM CETSIM, TOCKOJbKY PEKyppEHTHbIE TMeTAu OoOpaTHOW CBSI3M JOMUHHMPYIOT B
CHHAIITHYCCKHUX CBA34X MO3ra. By,Z[CT MOAYCPKHYTA CBA3b C TeopI/Ieﬁ JUHAMHYCCKHUX CUCTEM.

The discipline will focus on basic mathematical concepts for understanding nonlinearity and
feedback in neural networks, with examples drawn from both neurobiology and computer science.
Most of the subject is devoted to recurrent networks, because recurrent feedback loops dominate the
synaptic connectivity of the brain. The connections to dynamical systems theory will be emphasized.
Obijectives of the discipline:

- to give skills in setting and solving various types of problems using neural networks;

- to teach the choice of adequate neural network models and algorithms for solving the above tasks.




KuaroueBble koMneTeH M (Pe3yabTaThl 00yUeHus ) (TEKCT) ﬂ

- HEWpOHJBIK >KEIUIEPAIH HEri3rl TYKbIpbIMAAaMaJapblH, COHBIH IIIIHAE Kepl Tapalxydbl *KoHE
oMOe0aIr JKybIKTay TEOpEMAachlH KOJIJIaHa OTBIPBIN OKBITY 9JIICTEPiH TyCiHAIpe OLry.

- QPTYPJIL KENUTIK KYPbUIBIMAAPMEH / peKUMIEPMEH OailIaHbICThl HETI3T1 YFBIMIApAbl TYCIHIIpE
OuTy, COHBIH IIIIHJAE KOHBOMIOIUSUIBIK HelpoHabIK xenuiep (CNN), kaiiTamaHaTblH HEHPOHIBIK
xenuiep (RNN), arosukozaepiep (AE), renepatunti kapebuiac sxeniiep (GAN) skoHe 6ackanap.

- €H 3aMaHayu OarIapiaMalibIK KiTalxaHanap el aiqaiana oThIPBIT, HEHPOHIBIK KeJIUIep/Ii eHTi3e
KOHE TeHIIeH O1y.

- yMeThb OOBSCHSITH OCHOBHBIE KOHIIEMIIMH, JISKAIIHEe B OCHOBE HEMPOHHBIX CETEH, BKIIOYAS
METOJUKN OO0YYEHHUS C MCIOIb30BAaHUEM OOPATHOTO PACcTPOCTPAHEHUS M TEOPEMY YHHUBEPCAIbHOM
anmpOKCUMAIIUH.

- YyMeTh OOBSCHSTH OCHOBHBIC IMOHSTHS, CBS3aHHBIE C PAa3IMUYHBIMHU CETEBBIMH CTPYKTypamu /
pexxumamu, BKIo4as cBeprounbie HeilponHble cetn (CNN), moBTopstomuecss HepoOHHbBIE CETH
(RNN), aBrosukozaepst (AE), reneparusabie coctsizarensabie cetd (GAN) u apyrue.

- YMEThb BHEIPATh M HACTPaWBaTh HEHUPOHHBIE CETH C HMCIOJIH30BAHHUEM CAMBIX COBPEMEHHBIX
MPOrpaMMHBIX OMOIHOTEK.

- be able to explain the basic concepts behind Neural Networks including training methodologies
using backpropagation, and the universal approximation theorem.

- be able to explain the basic concepts associated with the various network structures / models
including Convolutional Neural Networks (CNN), Recurring Neural Networks (RNN),
Autoencoders (AE), Generative Adversarial Networks (GAN), and others.

- be able to implement and tune Neural Networks using state-of-the-art software libraries.

®opma uTOroBoro koutTpoas | Tect emTuxaHbl
Tect 3x3ameH
Test exam

[TOOK-1, nopicrep, cemuHap cabakTapbIHBIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepUail U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuaJ

Baok C

Monenbaey, apT pecypcrapbl
MoenupoBaHue U apT PECYPChI
Modelling and Art resources

HaumeHoBaHue MoayJist

2Kyiie cayaTTbUIbIFbI
CucremHasi rpaMOTHOCTh
Systems literacy

Ha3zBaHue QM CHMIIIMHBI

kg IMCONIIHHBI I1J1 KB

Koa aucuuninHbl SG 2218

Cemectp 3

KoanuectBo kpeaquroB ECTS

7

dopMa U BUIbI Y4eOHBIX
3aHATHH /KOJINYECTBO

Jlexnuu -
[IpakTuyeckue 3ausatust — 70

KpeIuToB CPO - 105
CPOII - 35
IIpepexkBU3UTHI O¥ibIH qU3aiiHbI

Hrpasoit qu3zaitn
Playcentric Design

ean n3ydenns (Tekct He MmeHee 20 c10B) ][

Kyperein Makcatei-Playcentric Design KypchlHa HETi3A€NTreH KoHE KyHenik Au3ailH MEeH OWbIH
MEXaHUKAChIH TEPEH 3epTTeyre OarbITTAIFaH.
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Llens kypca - ocHoBaH Ha Kypce Playcentric Design u ¢okycupyercs Ha yriyOJIeHHOM U3y4YCHUH
CUCTCMHOI'O IIPOCKTUPOBAHUA U HFpOBOfI MCXaHHUKU.

This course builds upon the foundations established in the Playcentric Design course, and focuses
on advanced study of system design and play mechanics.

Copep:xxanue (Tekcet He MeHee 30 ¢JI0B) ﬂ

[ToH MPAaKTUKANbIK cabaKTapra OAFbITTATFaH, Oy yaKbITTBHIH KNl 0OJIiri Kara3 MpOTOTHITEpiH
Jkacay TIpolieciHe OenceHJi KaThicyFa apHaJFaHblH Outmipeai. OKymap MeH JopicTep
HiKipTanacTapbl TOIBIKTHIPAAbI, OMTKEeHI 013 OMBIH Xylenepl MeH NaiJamaHyIlbl TOKIpUOECIHIH
IU3alHBIHBIH KYpJIeJli acleKTuIepid 3eprreiMis. JKylenik cayaTThUIBIKTBI Kypy - OacThl Makcart;
XKoHe 013 »acaraH OapibIK HOpCE OChl MakcaTThl Konjaiiael. butiM amymsuiap KypcTel OipHelle
JabIH TOPTQOIHO OUBIHAAPHIMEH asIKTaIbI.

I[I/ICHI/IHJII/IHa OPUCHTHUPOBAH HAa MPAKTUYCCKUC 3aHATUA, YTO O3HAYACT, YTO 3HAYUTCIIbHASA YaCTb
BPEMCHU OTBOAUTCA AKTUBHOMY YUaCTUIO B ITPOLECCE CO3JaHUA 6yMa)I(HBIX IIPOTOTHUIIOB. YreHus u
JICKIIUKU OOIOJHAKT AUCKYCCHUU IO MEPE TOIO, KaK Mbl HCCICAYCM 0o0JIee CII0XKHBIE ACIEKTHI
HUI'POBBIX CUCTEM H nmaﬁHa II0JIB30BATCIILCKOI'O OIIbITA. C0311aH1/1e CUCTEMHOM IrpaMOTHOCTH
SIBJISIETCS OCHOBHOI HeJb0; U BCC OCTAJIBHOC, YTO MbI ACJIAaCM, NOAACPNKUBACT OTY ULCIb.
OOyuarommuecst 3aKOHYUTh KypC ¢ HECKOIBKMMHU TOTOBBIMHU IPOTOTUIIAMHU UTP JUIs OpTdono.
The course is workshop-focused, meaning a substantial portion of time is spent actively engaged in
the paper prototyping process. Readings and lectures supplement discussions as we explore more
sophisticated facets of the playable systems and user experience design. Creating system literacy is
the primary goal; and everything else we do support that aim. Students will leave the course with
multiple portfolio-ready game prototypes.

KinroueBbie koMIeTeHIMH (pe3yJibTaThl 00yueHust) (TeKeT) ﬂ

- OMBIH JKYHesTepiH Kanail TaiayFa )oHe JMarpaMMa JKacayFa GoMaThIH/IBIFBIH KOPCETe OiTy.

- J)KaHa redMIUIel TOKIprOeCiH )kacay YIIiH KOJIaHbICTaFbl OWBIH JXKYHeNepiH e3repre OiuTy.

- OMBIH )KYHeENepiHiH KeH CIIeKTPIH KopceTe OLTy.

- Kapramap, CYWeKTep KOHE YCTeNl OWBIHIAAPBIHBIH 0acKa 3JIEMEHTTEpi CHSKTHI CaHIBIK €MeC
MaTepraIap/abl KoJIaHa OTHIPHIN, OMHATHUIATHIH OMBIHAAPABIH MPOTOTHIITEPIH JKacail Oiry.

- TeCTepJIeP/IiH IIKipJepi MEH HYCKAYIIBIHBIH ITIKipJiepi OOWbIHINA OaFralaHATHIH OWBIHIIBLIAP IBIH
TOKIPpUOECIH )KaKcapTy YIIIH OMHATHUIATBIH OWBIHIAPBI KaiiTanmaii Oiry.

- YMETb ACMOHCTPUPOBATh, KaK aHAJIM3UPOBATH UTPOBLIC CUCTEMBI U COCTABJIATH AUAlDAMMBI.

- yMeTh MOJU(HUIIMPOBATH CYIIECTBYIOIINE UTPOBBIE CUCTEMBI IS CO3/IaHUS HOBBIX BITCYATIICHHM
OT UI'POBOIO MpoLEcca.

- YMETh JEMOHCTPUPOBATH IIUPOKUM CHIEKTP UTPOBBIX CHCTEM.

- YMETh CO3/1aBaTh IMIPOTOTHUITHI BOCIIPOU3BOINMBIX UTP, HCIIONIB3Ys HEU(PPOBBIE MaTEepHUAIIbI, TAKHE
KaK KapTbl, KOCTH U APYTU€ 3JICMCHTLI HACTOJIBHBIX HUIP.

- YMETb INOBTOPATH BOCIIPOU3ZBOJAUMBIC HUI'PBLI JJId YIIYUYIICHHU OIlbITa UT'POKOB, OLICHUBAEMOI'O I10
OT3BIBAaM TECTUPOBIIUKOB U CY)KICHUAM HHCTPYKTOpA.

- be able to demonstrate how to dissect and diagram game systems.

- be able to modify existing game systems to produce new gameplay experiences.

- be able to demonstrate a wide variety of game systems.

- be able to prototype playable games using non-digital materials such as cards, dice, and other board
game elements.

- be able to iterate playable games to improve player experience as measured by playtester feedback
and instructor judgment.

dopMa UTOrOBOT0 KOHTPOJIsI | TecT eMTUXaHbI
Tect bx3ameH
Test exam

Pa3parounsblii MaTepuan [TOOK-1, gopictep, cemuHap cabaKTapbIHBIH
TarnchIpMaapel, KOChIMIIIA MaTepUaiaap xoHe T.0.
YMK], nexuuu, 3aaHus A1 CEMUHAPCKUX 3aHITHH,
JOTIOJTHUTEIbHBIA MaTEPUA U T.J1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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Baok C

HaunmenoBanue moayJis Mogenbney, apT pecypcrapsl
MoienupoBaHHE U apT PECYPCHI
Modelling and Art resources

Ha3Banue IuCHHMILUIHHBI HuTemuiekTyanipl aknapaTThIK Kynelep
WuTennekryanbHble HHPOPMALMOHHBIE CHCTEMBI
Intelligent Information Systems

MK AUCHMIITMHBI 111 KB
Koa nucuMninnbl 11S 2218
Cemectp 3
KoauuecrBo kpenutoB ECTS | 7
®opma 1 BUABI y4eOHBIX Jlexunw -
3aHATHI /KOJIUYeCTBO [paktuyeckue 3austust — 70
KPeIuTOB CPO - 105
CPOIT - 35
IIpepexkBU3UTHI OflibIH Au3aiHbI

Hrposoii nu3aiin
Playcentric Design

esin n3yvenus (Tekcer He MeHee 2() CJIOB) ][

ITonni mMeHrepyaiH Makcathl - OUTIM amylmIbUIAPAbl MHTEIUIEKTYaIIbl aKHapaTThIK JKyHenep MeH
TEXHOJIOTHSIIAPBI  KOJIAaHY MOCEINIeNepIMEH KOHE cajlalapblMEH TaHBICTBIPY, OLTIMII eHAey
KYHeNepiH Kypy MEH JKYMBIC iCTEyIiH TEOpHSUIBIK, YHBIMIACTHIPYIIBUIBIK XOHE OIiCTEMEiK
MocesieNiepiH  KepceTy, OuriM HerizznepiH >ko0amay OOHBIHIIA TNPAKTHKAIBIK IKYMBICTapFa
JaFpUTAHIBIPY. AKIApaTThl OHJACY YIIH HEHPOHIBIK JKEIUTIK TEXHOJOTHSIApIsl KOJNTaHyaa
TEOPUSUTBIK KOHE MPAKTHUKAIBIK O1TIM MEH JIaF IbIIap Ikl MEHTEpY.

Ilenn ocBOEHWS AWCHUIUIMHBI O3HAKOMIICHHE OOYYaIOIIMXCS ¢ MPOOJeMaTUKOW W OONacTsIMH
WCTIOJIb30BaHMsI MHTEJUICKTYaIbHBIX HH(MOPMALMOHHBIX CHUCTEM W TEXHOJIOTHH, OCBEIEHHE
TEOPETUYECKUX U OPTaHU3AIMOHHO -METOANYECKUX BOIPOCOB MOCTPOCHUS U (PYHKIIMOHUPOBAHUS
cucteM 00paOOTKHM 3HAHWA, TIPUBUTHE HABBIKOB MPAKTHYECKUX PaOOT IO MPOCKTHPOBAHHIO 0a3
3HaHuil. [lomydeHus TeopeTHYecKMX M TPAKTHYECKUX 3HAHUKA M HAaBBIKOB HCIIOJIIB30BaHUS
HEHPOCETEBBIX TEXHOJIOTHH JUTsl 00pabOTKH MHGPOPMAITHH.

The objectives of the discipline are to familiarize students with the problems and areas of use of
intelligent information systems and technologies, to highlight theoretical and organizational and
methodological issues of building and functioning of knowledge processing systems, to instill
practical skills in designing knowledge bases. Obtaining theoretical and practical knowledge and
skills in using neural network technologies for information processing.

Conep:xanue (Teket He MeHee 30 cJ10B) ﬂ

ToHHIH MiHAETTEPI: 3UATKEPIIK XKYieaepai naiiaanata OThIPbIT OPHIHAANATHIH 3aMaHAYH TICLIAED
MEH PACIMIIEP TYPAJIbI TYCIHIK aly; TIepeKTepAi 3UATKESPIIIK TaJIIay/IbIH HETI3T'1 9ICTepiMEH TaHBICY;
KOJITaHOAJTBI JKacaH bl MHTEJUICKT TEXHOJIOTHUIAphl HETI31HC aKIapaTThIK KYHelep i maijaiana
OTBIPBIN, JEPEKTEePAl Taljay aaTrOpUTMICPIH KYPYIbIH HETI3ri TEXHOJOTHSJIAPBIH 3epIeiey;
JepeKTepal  3WATKEPJIiK Tajgay alrOpUTMICPIH ICKE€ achlpaThlH 3aMaHayW aKHmapaTThIK
TEXHOJIOTHSUIap MEH OaraapiiaMaiblK Kypaliaap sl aiaanany JaFapuiapbiH a3ipiiey.

33,[[3‘11/1 AUCHUIUIMHBL: MOJYYWUTh MPCACTABJICHUC O COBPCMCHHLIX MNOAXOAAX H IIpoucaypax,
BBIIIOJIHACMBIX C HMCIIOJB30BAHUECM HMHTCIIJICKTYAJIbHBIX CHCTEMAaX, MO3HAKOMUTECI C OCHOBHBIMH
MCTOAAMU HHTCIJICKTYAJIbHOI'O aHaJIn3a IAaHHBIX, HN3Yy4YUTb OCHOBHBIC TCXHOJIOITMU ITOCTPOCHUA
AITOPUTMOB  aHAJIM3a [JAaHHBIX C HCIIOJIb30BAHUCM I/IH(i)OpMaLII/IOHHLIX CUCTEM Ha OCHOBC
TEXHOJIOTrHuH MNPUKIIaAHOTO HCKYCCTBCHHOI'O HUHTEJIJICKTA, BBIpa60TaTB HAaBBbIKHM HCIIOJIb30BaHUA
COBPCMCHHBIX I/IH(i)OpMaLII/IOHHLIX TEXHOJIOTHH H NporpaMMHbBIX CpCACTB, PCATUIYIOLNIHUX
AJITOPUTMBI MHTCIUICKTYAJIbHOI'O aHAJIN34a JaHHbIX.

Objectives of the discipline: to get an idea of modern approaches and procedures performed using
intelligent systems; to get acquainted with the basic methods of data mining; to study the basic
technologies for building algorithms for data analysis using information systems based on applied




artificial intelligence technologies; to develop skills in using modern information technologies and
software tools that implement algorithms for data mining.

KuarueBble komneTeHunu (pe3yJabTaThbl 00y4eHHs) (TEKCT) ﬂ

- 3HaTh CTPYKTYpY U OOIIyI0 cXeMy (YHKIHMOHUPOBAHUS HMHTEIUICKTYalbHBIX CHCTEM, METOJbI
OpeaACTaBJICHUS 3HAaHUU B HHTCJUICKTYAJIbHBIX CUCTEMAX, O6HaCTI/I NPpUMCHCHMU:, OTAallbl, MCTOAbI U
HUHCTPYMCHTAJIBHBIC CPECACTBA pa3pa60TK1/1 HHTCJUICKTYaJIbHBIX CUCTEM U TEXHOJIOI Hﬁ;

- 3HaTb TCOPHUIO TEXHOJIOTUH HNCKYCCTBCHHOI'O MHTCIIJICKTA.

- yMeTh BbIOMpaTh (OpMY NPEACTaBICHUS 3HAHUH M MHCTPYMEHTAIBbHOE CPEICTBO pa3pabOTKU
MHTEJUIEKTYaIbHbIX CUCTEM U TEXHOJIOTUH JIIs1 KOHKPETHON IpeAMEeTHON 00J1acTH, IPOEKTUPOBATh
0a3y 3HaHUH, BBIOMpaTh CTpATErHMIO BBIBOJA 3HAHUIl, pa3paboTaTh METOAbI MOJJEp)KaHUS Oa3bl
3HaHU B paOOTOCTIOCOOHOM COCTOSIHUU;

- BJIaJACTb HAaBbIKaMH [MPOCKTUPOBAHUSA 6a31;1 3H&HHI>1, (M q)OpMa.HI/I?.OBaHHOM OIIMCaHUN U
HAIIOJIHCHUH, pCaiu3allii PA3JIMYHBIX CTpaTeFI/Iﬁ BBIBOJAA 3HAaHUU " 06’b$ICHeHI/I$I IMMOJIYYCHHBIX
pe3yIbTaToB.

- to know the structure and general scheme of functioning of intelligent systems, methods of
knowledge representation in intelligent systems, areas of application, stages, methods and tools for
the development of intelligent systems and technologies;

- to know the theory of artificial intelligence technologies.

- be able to choose the form of knowledge representation and a tool for developing intelligent
systems and technologies for a specific subject area, design a knowledge base, choose a knowledge
withdrawal strategy, develop methods for maintaining the knowledge base in a workable state;

- possess the skills of designing a knowledge base, its formalized description and content,
implementing various strategies for knowledge output and explaining the results obtained.

®opma uTOroBoro koutTpoas | Tect eMmTuxaHbl
Tect 3x3ameH
Test exam

[TOOK-1, nopicrep, cemuHap cabaKTapbIHBIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHus Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTeprail U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuas

Baoxk b

HaumenoBanue moay.as Monenbaey, apT pecypcTapsl
MonenupoBaHue 1 apT pecypchbl

Modelling and Art resources

3D oiibIH qu3aiiHbL
3D oiiblH reiiMan3aiin

Ha3zBaHue qMCHHIINHBI

3D game design
kg IuCunIJInHbI b/l KB
Koa aucuuninHbl G3D 4219
Cemectp 8
KoauuectBo kpenuroB ECTS | 8
®opma 1 BHABI y4eOHBIX Jlexuuu -
3aHATHI /KOJTHYECTBO [IpakTnyeckue 3ansatus — 80
KPeIuTOB CPO -120
CPOIT - 40
IIpepexBU3NTHI 2D oiibIH qU3aiiHbI

2D oiibIH refiMan3any
2D game design

ean n3ydenns (Texkcr He meHee 20 c10B) ][
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[TonHiH MakcaThl: OUTIM alylIbUIAPABIH OMBIH JW3alHBIH JaMbITYIAFbl jkoHE OeifHe OWbIHAApAbI
ozipieyneri 3aMaHayd TeHASHIUsIapablH 3-D  olbIHAAphl calachiHAAFBl  KY3BIPETTUIINH
KaJIBIIITAaCTBIPY.

Henp nmucturumHel - cpOpMHpPOBATh KOMIIETEHIIMM oOydaromerocss B obnactu 3-D  wurp
COBPEMEHHBIX HAIlPaBJICHUN pa3BUTHS reiiM-n3aiiHa U pa3pabOTKH BUACOUTD.

The purpose of the discipline is to form the student's competencies in the field of 3-D games of
modern trends in the development of game design and video game development.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[Tonnig MiHgeTTEPI:

- OMBIH AU3aHBI TEOPUACHIH KoHE 3-D ONBbIH qU3aliHBIHBIH aHATUTUKAIIBIK HETI3[EepiH 3epTTey;

- 3-D olibIHapBIH KbLI1IaM IPOTOTUNITEY SICTEPIH KAPACTHIPY;

- 3-D olibIHJapbIHA apHAIFaH KPOCcC-IIaT(opMallbIK 931piiey OpTaChIHBIH MYMKIHIIKTEPiH KOPCETY;
- 3-D oiibIH pecypcTapblH HMIIOPTTAY JKOHE JKacay TEXHOJIOTUSICHIH KapacThIpy;

- 3-D olibIHBIHIa HHTEPAKTUBTI KYPBUIFbIIAP MEH 3JIEMEHTTEP/I1 €HT13Y JKOJIIapbIH KapacThIpy.
3agaun JUCIUTUINHBL:

- HCCJE10BaTh TEOPUIO IPOEKTUPOBAHUS UTP M aHAIUTUYECKHE OCHOBBI UTpoBOro 3-D nu3aiina;
- paccMOTpPETh NPUEMbI OBICTPOro MpoToTHIHpOoBaHus 3-D urp;

- [I0Ka3aTh 0COOEHHOCTH MEKIUIaT(GOPMEHHON cpebl pazpaborku 3-D urp;

- PaCCMOTPETh TEXHOJIOTUIO UMIIOPTA U CO3/1aHUs 3-D UrpOBBIX PECYpCOB;

- PacCMOTPETH CIIOCOOBI pean3alii HHTEPaKTUBHBIX YCTPONUCTB U 3JIeMeHTOB B 3-D wurpe.
Objectives of the discipline:

- explore the theory of game design and the analytical foundations of game 3-D design;

- consider the techniques of rapid prototyping of 3-D games;

- show the features of the cross-platform 3-D game development environment;

- consider the technology of importing and creating 3-D game resources;

- Consider ways to implement interactive devices and elements in a 3-D game.

KuoueBble koMmnereHunu (pe3yJabTaThbl 00yyeHus ) (TEKCT) ﬂ

- 2D xoHe 3D offbIHIapBI MEH MOJIENbACYIeiH xKacay yurin Unity konaamxa 6iny.
- C # -Te Ta3a skoHe THIMIII 00BEKTIre OarbITTAIFaH KOJI JKaza Oiry.

- )kaHa QYHKIHsIAp MEH OWBIH MEXaHUKACHIH TaMBITY JKOHE €HTi3¢e OLTy.

- V31K callablK CTaHAapTTap bl aHBIKTAl OUTy KOHE OJIap/Ibl YCTaHy.

- Autodesk Maya kemerimeH oliHayra faibiH 3D MozenbAepiH xacaii Oiy.

- yMeTh ucnoib3oBath UNity mis cozmanus 2D u 3D urp u cuMysisiiui.

- YMETb ITUCaTh YUCTHIA U dPPEKTUBHBIA 00BEKTHO-OpUEHTHPOBaHHBIN Ko Ha CH#.
- YMeThb pa3padaTeiBaTh U BHEAPSTH HOBbIC (DYHKIUH U HTPOBYIO MEXaHUKY.

- YMETh BBISIBIIATH JY4IIAE OTPACIICBBIC CTAHIAPTHI M CIIC0BATH HM.

-yMeTh CO3/IaBaTh rOTOBbIC K Urpe 3D-momenu ¢ momornsio Autodesk Maya.

- be able to use Unity to create 2D and 3D games and simulations.

- be able to write clean and efficient Object-Oriented C# code.

- be able to design and implement new features and game mechanics.

- be able to identify and follow industry standard best practices.

-be able to create game ready 3D models using Autodesk Maya.

®opmMa UTOrOBOr0 KOHTPOJIst | TecT eMTUXaHbl
Tect sx3ameH
Test exam

Pa3narounsblii MaTepuan [TOOK-1, gopictep, cemuHap cabaKTapbIHBIH
TarchIpMaapel, KOChIMIIIA MaTepraigap xoHe T.0.
YMK], nexuuu, 3agaHusi A1 CEMUHAPCKUX 3aHITHH,
JIOTIOJIHUTEIBHBIN MaTepHall U T.]

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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Biaok b

HaumenoBanue MOAYJIsd

Monenbaey, apT pecypcrapbl
MoienupoBaHHE U apT PECYPCHI
Modelling and Art resources

Ha3BaHue qMCUUILIMHBI

IBM TexHosorusiiapsl
Texnonoruu IBM
IBM technologies

MK AUCHMIITMHBI b1 KB

Koa nucuMninnbl TIBM 4219

Cemectp 8

KosmmuecrBo kpeauto ECTS | 8

®opma 1 BUABI y4eOHBIX Jlexunw -

3aHATHH /KOJIMYECTBO [MpakTuaeckue 3austust — 80

KPeIuTOoB CPO -120
CPOIT - 40

IIpepekBU3UTHI AnroputMmep, OepiireHaep KYpbUIBIMBI )KOHE
nporpamMmanay

ANTOpPUTMBI, CTPYKTYPbI IaHHBIX U IPOrpaMMUpPOBaHUE
Algorithms, data structures and programming

ey n3ydenusi (Tekct He MeHee 2() ¢JI0B) ]l

[Ton anroput™Maik TinAepaiH rpaduKaibK MakeTTepine apHanran IBM TeXHOIOTUACHIHBIH HETI3T1
TYCIHIKTEpiH, rpadUKaNbIK MaKeTTEPiH MPUHLIUNTEPIH KapacThIpasibl, COHBIMEH KaTap >KOFaphbl
JeHrewni Tinne OarnapiaManapibl KacaylblH KYpbUIBIMBI MEH NPUHIMITEPIH, MpOrpaMMaiay
TEXHOJIOTUSCHIHBIH HET13/IepiH, OaraapiaManay CTHIbICPIH OKBITA b,

JlucuuiimHa paccMaTpuBaeT OCHOBHBIE MOHSTHS TexHojoruu IBM mns rpadudeckux makeToB
AITOPUTMHUYECKUX SI3BIKOB, NMPHHLIUIBI IpaUIecKux IMaKeTOB, a TAaKKe M3ydaeT CTPYKTYpy U
OPUHIHUNBL  pa3pabOTKM TPOrpaMM Ha SI3bIKE BBICOKOTO YPOBHS, OCHOBBI TEXHOJOTHH
MIPOrpaMMHUPOBAHUs, CTUIIU POrPaMMHUPOBAHHUS.

The discipline examines the basic concepts of IBM technology for graphics packages of algorithmic
languages, the principles of graphics packages, and also studies the structure and principles of
software development in a high-level language, the basics of programming technology,
programming styles.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[TonHiH Ma3MyHBI 3aMaHayH aKHapaTThIK TEXHOJOTUSIIAPABIH JaMy TEHIACHIHSIIAPEl MeH
MepCIeKTUBATIAPBl  Typallbl  TYCIHIK  aly, ONEepalusyIblK  JKYHeNepiH,  OIeparusuIbK
KaOBIKIIaJIapblH, MOTIHAIK IPOIECCOPIAPABIH, JJIGKTPOHIBIK KECTEJIePAiH, MOJIIMETTep
0a3achbiHBIH ~ (YHKIIMOHAIIBIK MYMKIHIIKTEPIMCH JKOHE OJIapAbl IMalJalaHyJbIH Kbl
QHiCHaMaCHMeH TAHBICY, apHafIbI 6an[apJ1aMaJ1ap MbICAJIBIHAA 3aMaHayHu KOMHBIOTepJ'IiK
TCXHOJIOTUAJIApAbl ITPAKTUKAJIBIK UTCPY.

ConepmaHHe AUCHUIUIMHBI MMOJTYYCHHUEC MPCACTABJIICHHUA O TCHACHIHAX U MCPCIICKTHUBAX PA3BUTHUA
COBPCMCHHBIX I/IH(i)OpMaLII/IOHHBIX T€XHOHOFHﬁ, O3HAKOMJICHUEC C Q)YHKHHOHEIJILHLIMI/I
BO3MOXHOCTSIMH OIICPpALIMOHHBIX CHUCTCM, OIICPALMOHHBIX 060J'IO‘{CK, TCKCTOBBIX IIPOLCCCOPOB,
QJICKTPOHHBIX Ta6J'II/III, 0a3 JaHHBIX H 06]116171 MeTOHOHOFHGﬁ HUX HCIIOJIb30BAHUS, INPAKTHYICCKOC
YCBOCHUC COBPECMCHHBIX KOMIIBIOTCPHBIX TEXHOJIOIHi Ha MMpHUMEPC CIICHHUATIBHBIX ITPOrpaMMm.

The content of the discipline is to get an idea of the trends and prospects of the development of
modern information technologies, familiarization with the functionality of operating systems,
operating shells, word processors, spreadsheets, databases and the general methodology of their use,
practical assimilation of modern computer technologies using the example of special programs.

KuoueBbie koMnereHunu (pe3yJibTaThl 00y4eHus ) (TEKCT)

- MaremaTtukanblK FHUIBIM MPUHIMOTEPiIHIH OCpiK HETI3AEPIH KOHE MaTEMaTHUKAIBIK MOHACPIiH
KOJIJaHOAITBI J)KOHE aHATUTHKAJIBIK MaTeMaTHKaa TYCIHYIiH XKOFaphl JCHICHiH TaMBbITY.

- CplHM TYpFBIJAH OWJAy, Taljay >KoHE HEri3ri calaga mMaTeMaTHKara KaThICThl Mocemenepi
HIeI Y1 YChIHY.




- FeuieiMm Men TEXHUKAHBIH ,I[QCTYpJ'Ii JKOHC JaMBIIl KEJIC JXATKaH cajlaJlapbIlHaa 3epTTeymi
MaHCaObIH/1a )KETICTIKKE JKETY.

- Maremarukagarbl Kazipri STHKalBIK MOcENenepai TYCiHy XoHE ojapabl eHepkacinre /
3epTreyaepae KojaaHa oiy.

- CeHIMIUTIK ACHI €1 )KOFaphl FHUIBIMH JKOHE TEXHHUKAJBIK aKIIapaTThl YChIHY.

- IlomapanblKk TOCUIAlI KOJJaHA OTBHIPBIN, 3aMaHayHW 3€pTTEyJiep YIUIH MaTeMaTUKAaHbIH aHa
cajanapblH 3EpTTEy.

- Pa3BuBaTh npovHblE OCHOBBI NMPHHLMIIOB MaTeMaTHYECKON Hayku U OoJiee BBHICOKUN YPOBEHb
[MOHUMaHUA B KXKJOW U3 MaTeMaTUUYECKUX TUCUUILIIMH - YUCTOM, MPUKIAJHON U aHAJTUTHYECKON
MaTeMaTHuKeE.

- KpI/ITI/I‘leCKI/I MBICJIINTh, AHAJIM3UPOBATh M MpCAjiararb pelICHUs HpO6J’ICM, CBSI3aHHBIX C
MaTeMaTUKOM, B CBOCH OCHOBHOM 00JIaCTH.

- [Ipeycners B kapbepe uccieaoBaTess Kak B TPAAUIMOHHBIX, TaK U B Pa3BUBAIOIIUXCS 00IACTIX
HAaYKH U TCXHUKHU.

- Tlonmmatb TCKYIIHUE OTUYCCKUC HpO6JIGMI;I B MAaT€éMaTUKC W YMCTb IIPUMCHATH HUX B
MMPOMBINIJICHHOCTH / HUCCICOAOBAHUAX.

- [IpencraBisaTh Hay4HYIO U TEXHHUECKYIO HH(POPMALIUIO C BBICOKUM YPOBHEM YBEPEHHOCTH.

- I/I3yllaTI) HOBBIC 06HaCTI/I MAaTeMaTUuKU jid COBPEMCECHHBLIX I/ICCJIC,ZIOBaHI/Iﬁ C HCIIOJIB30BAHHUEM
MCKIUCHUIUIMHAPHOr'O ImoJaxoAa.

- To develop the firm foundation in Mathematical science principles and higher level of
understanding in each of the Mathematics sub-disciplines pure, applied and analytical Mathematics.
- To think critically, analyse and provide solutions of Mathematics related problems intheir core
field.

- To excel in career as researcher in both traditional and emerging fields of science and engineering.
- Tounderstand the current ethical issues in Mathematics and be able to apply in industries / research.
- To present scientific and technical information with high level of confidence.

- To learn the new areas of Mathematics for contemporary research with interdisciplinary approach.

dopma UTOroBOro KOHTPOJsi | Tect eMTUXaHbI
Tect sx3ameH
Test exam

Pa3naTouHblii MaTepuall [TOOK-1, napictep, cemuHap cabaKTapbIHbIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexuuu, 3a1aHust Jjisi CEMUHAPCKUX 3aHSATUH,
JIOTIOJIHUTEILHBIN MaTepHall U T.]1

EMC (educational-methodical complex), lectures, tasks for

seminars, additional material, etc.

Baoxk C

HaumenoBanue moay.as Monenbaey, apT pecypcTapsl
MopenupoBaHue 1 apT pecypchbl

Modelling and Art resources

Unreal Engine 5
Unreal Engine 5
Unreal Engine 5

Ha3zBaHue qMCHHIINHBI

kg IuCONIIHHBI I1J1 KB
Koa aucuuniunbl RI 1222
Cemectp 6
KoauuectBo kpenuroB ECTS | 8
dopma U BUIbI Y4eOHBIX Jlexknuu -
3aHATHI /KOJTHYECTBO [IpakTnyeckue 3ansatus — 80
KpeIuToB CPO - 40
CPOIT - 120
IIpepekBU3UTHI 2D oiibIH TU3alHbI

2D refimansaiin
2D game design
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ean n3ydenns (Texkct He meHee 20 cJ10B)

[Tonnig makcats! - ctyaeHTTepai Unreal Engine 5 opTaceiMen TaHbICThIpY koHe 3D Toxkipubeci a3z,
Ke3 KenreH mnaipamanymbiHbl Unreal pemakTopbIHIAFbl KYMBICTBIH Ipreiii HEri3lepiH TepeH
TYCIHETIH TOJIBIKKAH/IbI MaliJaIaHyILbIFa aitHATIIABIPY.

Ienb AMCIUIUIMHBI - MO3HAKOMHTB CTYAEeHTOB ¢ aBrkkoM Unreal Engine u mpesparuts 11060ro
MOJIb30BATENsl ¢ HEOOJIBIIUM OMBITOM paboThl B 3D B MOTHOLIEHHOrO MONB30BATENS C TITyOOKUM
nmoHUMaHueM (yHIaMEHTAIbHBIX OCHOB paboTHI B peaakrope Unreal.

The purpose of discipline introduces students to the Unreal Engine and will transform any user with
little 3D experience to a complete power level user with a solid understanding of the fundamental
basics of working in the Unreal Editor.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

TToHHIH Ma3MyHBI KOOAHBI Kaail KypyFa sKoHe 6arbITTay, aiifasanyusl narepdeiicin 6ackapy, o3
pecypcTaphbiH JalbIHIayFa XKoHE pecypcTapbl CIPTKBI KO3AepAeH UMIIOPTTayFa MyMKIHJIIK Oepei;
KOepy SKpaHbIHbIH HABHUTAlMSACHIH, aKTEpJIepJi OpHAIACTBIPYAbI jKOHE OacKapy.ibl, pecypcTap/bl
JalbIHAAYAbl, aTay KOHBEHIUSJIAPBIH XKOHE MaTepuangap sl Kypyasl kamTuas; PBR tekcTypanbik
KYOBIpBIH 3epTTeHi3, 013 He/Kanaii/Here op Typii KosgaHambl3 TeKCTypaHbIH TypJepi jKoHe onap
Unreal-ne xanail yChIHBUIFaH; HBICAHIIbI KOPCETETIH PETTENETIH aifHAIMaibl YCTEN jKacay YIIiH
Blueprint MyMKiHAIKTEpIH NaianaHy bl KAPACTHIPBIHBI3.

COI[Cp)KaHPIC JAVCHUIIIMHBI ITO3BOJIACT Y3HATD, KaK CO3/1aBaTh U HACTPpAUBATh IIPOCKT, HACTPAMBATh
MOJIH30BATENLCKUN  MHTEep(eiic, MOAroTaBINBaTh COOCTBEHHBIE PECYPCHl M HMIIOPTHPOBATH
PECYpPChbl U3 BHCIIHUX UCTOYHUKOB; OXBATBIBATh HABUI'alIUIO IO 3KpaHy MPOCMOTpPaA, pasMCIICHUEC
AKTCPOB W MAHUITYJIHMPOBAHUE HMH, IMOATOTOBKY pPECYPCOB, COrIAIICHUA 00 MMEHOBAaHWHU H
CO3[JaHME MAaTepHalioB; M3y4YWTh KOHBeiep Tekctyp PBR, uro/kax/mouemy Mbl ucmonszyem
Pa3JIM4YHbIC TUIIBI TEKCTYP W KaK OHHU IIPEACTABJICHLI B Unreal; pacCMOTpUM HCIIOJIB30BAHUC
Bo3MokHOCcTelt  Blueprint  mis  co3maHus — monb30BATENbCKOrO  MMOBOPOTHOTO  CTOJIA,
JIEMOHCTPUPYIOIIETO OOBEKT.

The contents of discipline to learn how to create and set-up a project, customize the user interface,
prepare your own assets and import assets from external sources; to cover viewport navigation,
placing and manipulating actors, asset preparation, naming conventions and material creation;to
look into the PBR texture pipeline, what/how/why we use the different types of textures and how
they get represented in Unreal; to take a look into using the power of Blueprint’s to create a custom
turntable showcasing an asset.

KuioueBble koMneTeHnu (pe3yJabTaThbl 00y4eHus1) (TEKCT) ﬂ

[Tonzi oKy HOTHKECIH IE OUTIM aITyIIIb: .

biny kepek:

- OWBIHIBI 93ipJiey TYCIHIKTEpi, OHBIH 93ipJjey TEXHOJOTHSUIAPHI, OWBIHABI J3ipJey JKOCIapHhl,
OpTYpAi KaHpjap MEH IutardopManap YIIH OWBIH d3ipJey epeKIIeNiKTepi, Ka3ipri 3aMaHFbI
OWBIH]IBI 931pJiey TeHACHIUSIIAPEI.

IcTelt anysl kepek:

- OHBIH KOCBHIMINANAPBIH o3ipiaey Mocenenepin memy ymin Unreal Engine 5 oiibiH
KO3FITKBIIBIHBIH MYMKIHIIKTepiH Maiijanany, TajanTapra OaiJlaHBICTBI OWBIHIAp Kacay,
OWBIHIAP.IBI J)K00amay MeH d3ipieye pTYPIIi ToCIIep i KOJIaHy.

JlarapuiaHy Kepek:

- )o0anay jxoHe a3ipiiey Macenenepin menry aaicrepi, Unreal Engine 5 oiibIH KO3FaNTKBIILIBIHIA
KYMBIC icTey JaFAblIaphl.

B pesynbrare uzyueHus Kypca 00y4aronuics JoIKeH:

JlomxeH 3HaTh:

- TIOHATHS Pa3pabdOTKU UTPHI, TEXHOJIOTUU Pa3pabOTKU UTPHI, TUIaH Pa3pabOTKU UTPHL, cenu(UKy
Pa3pabOTKH UTPHI VISl Pa3HBIX JKaHPOB U TIATGOPM, COBPEMEHHBIE TEHACHIINH Pa3pabOTKH UTp.
JomxeHn ymeTh:

- UCTIOJIB30BaTh BO3MOXKHOCTH HrpoBoro aBmwxkka Unreal Engine 5 st pemenus 3anad pa3zpaboTku
UTPOBBIX MPHIJIOKECHUH , CO3/1aBaTh UTPBI B 3aBUCUMOCTH OT TPEOOBAHHIA, HCIIOJIH30BAThH PA3INYHbIC
MOJXOJIbI K MPOSKTUPOBAHUIO M Pa3pabOTKe Urp.

JloKeH BIaaeTh:

METO/IaMH PEIISHHs 3a]1a4 MPOCKTUPOBAHMS U pa3padOTKH, HABBIKAMU PaOOTHI B UTPOBOM JIBH)KKE
Unreal Engine 5.




JlomxkeH 1eMOHCTPUPOBATH CITIOCOOHOCTL M TOTOBHOCTb:
- UCTIOJIB30BaTh BO3MOKHOCTH MTpoBoro aBkka Unreal Engine 5 st permenus 3agau
Ppa3pabOTKH UTPOBBIX IPHIIOKECHUH, CO3/1aBaTh UTPhI B 3aBUCUMOCTH OT TPeOOBaHMUIA,
HCIIONIB30BaTh PA3IMYHBIC TIOJIXO0/IbI K IPOSKTUPOBAHUIO M pa3pabOTKe UTp.
As a result of studying the course, the student must:

Must know:

- concepts of game development, game development technologies, game development plan,
specifics of game development for different genres and platforms, current trends in game

development.
Must be able to:

- use the capabilities of the Unreal Engine 5 game engine to solve the tasks of developing game
applications, create games depending on the requirements, use different approaches to game

design and development.
Must be proficient in:

methods of solving design and development problems, skills of working in the Unreal Engine 5

game engine.

Must demonstrate ability and willingness:
- use the capabilities of the Unreal Engine 5 game engine to solve the tasks of developing game
applications, create games depending on the requirements, use different approaches to game

design and development.

dopMa UTOrOBOI0 KOHTPOJISA

Tect eMTHXaHBI
TecT ’x3aMeH
Test exam

Pa3naTouHblii MaTepuaJ

[TOOK-1, nopicrep, cemuHap cabakTapbIHBIH
TarchlpMaapel, KOChIMIIIA MaTepraigap xoHe T.0.
YMK]I, nexunu, 3a1aHus Jisi CEMUHAPCKUX 3aHSATUH,
JIOTIOJTHUTEIbHBIA MaTepUal v T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

HaumeHoBaHue MoayJist

Monenbaey, apT pecypcrapbl
MoienupoBaHue U apT PECYPChI
Modelling and Art resources

Ha3zBaHue QM CHHIIMHBI

Gdevelop TexHomorusiapbt
Gdevelop Texuoaoruu
Gdevelop technologies

kg IMCONIIHHBI I1J1 KB
Koa aucuuninHbl GT 3220
Cemectp 6
Koanuecro kpemntoB ECTS | 8
dopMa U BUIbI Y4eOHBIX Jlexknuu -
3aHATHH /KOJIHYECTBO [Ipaktuueckue 3ausatus — 80
KPeIuTOB CPO -40
CPOII - 120
IIpepekBHU3UTHI OlibIH MOJIENBACY TEXHOJIOTUSIaphI

Texnonoruu HUI'POMOACITINPOBAHUA
Game modeling technologies

Iean n3ydenns (Tekct He meHee 20 c10B) ][

«Gdevelop TexHonorusmapb» Kypchl KYMbBIC YCTENl, MOOMIIBA1 KoHE Opay3epie OiHaTbUIaThIH
HTMLS oiisinaapsin xacayasl okbitansl. Google, GDevelop nerizinen Construct, Stencyl xoHe
Tynker cHsSIKTBI KO3FaJTKbILITapFa YKCac BH3yalJbl OKMFalapFa HEri3feNreH Oarapiamalay bl
KOJIJaHATBIH OaFjapiiaMalibl eMec JKOHe OapiibIK IIeOepIrik JAeHreHiHer OWbIH o3ipIeymiepre
OaFpITTaJIFaH.
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Kpr «G DEVE|Op TCXHOJIOTHUN» U3Yy1aCT CO3JaHUC KOMIIBIOTCPHBIX U MOOMIIBHBIX Hrp, a TakKxXe urp
HTMLS, BocnpousBomumeix B Opayszepe. Google, GDevelop B OCHOBHOM OpuEHTHpOBaH Ha
HENPOrpaMMHCTOB M pa3pabOTUYMKOB WIrP BCEX YPOBHEH KBalU(UKALKK, HCIOIb3YIOIUX
BU3yaJIbHOE TPOIrPAMMHMPOBAHHE HAa OCHOBE COOBITHMH, aHAJOTMYHOE TAKWM JIBH)KKaM, Kak
CPOstruct, Stencyl u Tynker.

The GDevelop Technologies course examines the creation of computer and mobile games, as well
as HTML5 games played in the browser. Google, Develop is mainly aimed at programmers and
game developers of all skill levels using event-based visual programming, similar to engines such
as Cstruct, Stencyl and Tynker.

Conep:xanue (Teket He MeHee 30 c10B) ﬂ

Kypctoig Mmazmynsl GDevelop kemeriMeH amblk 6acTankbl Kojibl 6ap Kpocc-1iaTgdopMabIK
OWBIHIAPIbI 931pJey, OapibIFbIHA KOJIaHyFa apHaJIFaH-0aFaapiaManay JaFapuiapbl KaKeT eMec;
o IapeIHe3Ib6l MHTEpHETTE, 10S, Android, Windows, Mac, Linux »xane tinti Facebook
Messenger-zae »xapusiiay 60JbIN TaObLIabL.

ConepxaHue Kypca sBJsieTcsl pa3padoTaTh Kpocc-TUIaT(POPMEHHBIX UTP C OTKPBITBIM HCXOIHBIM
kozoM ¢ nomotbio GDevelop, npegHasHAYSHHBIH 11 HCIIOIb30BAHUS BCEMU — HE TpeOyeTcst
HaBBIKOB IPOrpaMMHPOBaHUS; MyOIMKOBaTh cBOM Urpbl B HTepHeTe, 10S, Android, Windows,
Mac, Linux u naxxe B Facebook Messenger .

The course content is to develop cross-platform open source games using GDevelop, designed for
use by everyone — no programming skills required; publish your games on the Internet, iOS,
Android, Windows, Mac, Linux and even on Facebook Messenger.

KioueBbie KoMneTeHIUH (Pe3yJbTaThl 00yueHust) (TeKeT) ﬂ

- OMBIH TOXIpHOecCiH x00anaii 611y, OMBIHHBIH 9p Ke3€HIHIe OMBIHIIBIHBIH Oenriti 6ip
OMOIHSIJIAPBIH OSTY.

- oiytaHa Oty KYHeiK onmay.

- WJIesIapabl KaIbIITacThIpa 01Ty JKoHE KyKaTTapMEH JKYMBIC icTel Oury.

- YMCThb CIIPOCKTUPOBATDH I/IFp0B0171 OIIBIT, BBI3BATh Yy UI'POKa OHpCI[CJ'IéHHHe OMOIIMH Ha KaXXJI0M H3
OTAaIlOB UI'PHI.

- YMETh IOAYMATb CUCTEMHOC MBIIIIJICHHUE.

- YMETh CITOCOOHOCTh TEHEPUPOBATh UJICH  YMEHHE PaboTaTh C JTOKYMEHTAMHU.

- be able to design the game experience, to evoke certain emotions in the player at each stage of
the game.

- be able to think systemically.

- be able to generate ideas and be able to work with documents.

dopma UTOroBOro KOHTpoJsi | Tect eMTHXaHbI
Tect sx3ameH
Test exam

Pa3naTouHblii MaTepuall [TOOK-1, napictep, cemuHap cabaKTapbIHbIH
TarchIpMasiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexuuu, 3aiaHust Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTeprail v T.11

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HanmenoBanue moayJis Mogenbney, apT pecypcrapsl
MogenupoBaHue U apT peCypChl
Modelling and Art resources

Ha3Banue JuCIUIIIINHBI Bip oiibIHIIbIFa OMBIH AW3AHHBI
OIHOIIONB30BATEIBKUN TeUM AU3aiiH
1 Player Game Design

kg ICHNIIAHBI I1J1 KB

Koa nucumnianuel OGD 3221

Cemectp 5
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KosmmuecrBo kpeauto ECTS | 8

®opma u BUAbI y4eOHBIX Jlexuuu -
3aHATHH /KOJIMYECTBO [MpakTuueckue 3anstust — 80
KPeIuTOoB CPO -120
CPOIT - 40
IIpepekBH3HUTBI 2D otibia qu3aiinel, 3D oifbIH 1u3aifHbI

2D reiimaumsaiin, 3D refimaouzaiin
2D game design, 3D game design

ean uzydenns (Texct He meHee 20 cJ10B)

[ToHHIH MaKcaThI:

- 6U1iM anyblFa Oip naiganaHymibFa (OMbIHIIBIFA) apHAJIFAH OMBIH TOXKIPUOECIH KaJIBINITACTHIPYFa
yilpery koHe OuIIM alymblFa OWBIH IIaT(opMajapblHbIH aflbIPMAIIbUIBIFBl MEH OMBIH
TOKIPUOECIHIH ONap/IbIH epPEeKIIeTIKTepiHe TOYEIAUIIr Typaibl TYCIHIK Oepy;

- OUTIM ayIIBIHBI OMBIH KYpPY OapbICBIHAAFBI KUBIHABIKTapAbI Oaiicaiipl Oaraayra *KaTThIKTHIPY;

- OuliM anymblFa S>KbIHBICBIHA, KAaChlHA, TaHIayjlbl IUIaTGopMachiHa, X000WiHE JKoHE T.0.
HETI3JIeJITeH 9pTYPJli MaKCaTThl Ay AUTOPHUSIIAP IbIH KbI3BIFYIIBIIBIKTAPbIH TYCIHYT€ YHPETY;

- OuTIM anymibIFa OMBIH TOXIpUOECIH amaMaap Kajdal KaObUIIANTHIHBIH JKOHE OWBIHHAH Kepi
OaitaHbIC KaJlail aJaThIHBIH TYCIHYTe€ YHpeTYy;

- OLTIM aymIbIFa BIHFANIIBI )KOHE MHTYUTHBTI HHTEpQEiic KYpy JaFapUIapbiH Oepy;

- OumiM anmymiblFa TEeHMIUIEHUTre XOHE OWBIH OKWFAchlHA TMaWAaTaHyIIBIHBIH KBI3bIFYIIBUTBIFbIH
OaKpUTAYBl YHPETY.

Ilenbs AUCIUNINHBI.

- Hay4uTh oOywaromerocs (OpMHUpPOBATh OMBIT WUIPHI A OAHOIOJIB30BATEIBCKOMY YETIOBEKY
(UrpOKy) ¥ IPUBUTH CTYACHTY IOHUMAaHNE PA3HUIBI UTPOBBIX IIAT(OPM U 3aBUCHMOCTH UTPOBOTO
OIBITa OT UX OCOOCHHOCTEH

- 00y4HTH CTyJIEHTA TPE3BO OIICHUBATH TPYTHOCTH B TIPOIECCE CO3TAHUS UTPHI

- HAYYUTb CTYJICHT TOHUMAHHI0 HMHTEPECOB PA3HBIX IENEBBIX ayIUTOPUNA HA OCHOBE TEHIEPA,
BO3pacTa, MPeAMOYTHTEIHHON TUIaT(HOPMBI, YBICUCHUH H T.1.

- Hay4YuTb CTYACHTAa IMOHUMAHUIO TOro, Kak HFpOBOP'I OIIBIT OCMBICIIICTCA JIFOABMH MW KaK OHH
MoJTy4JaroT GUAOIK OT UTPHI.

- 1aTh CTYJICHTY HAaBBIKA CO3JaHHUS YIOOHOTO W WHTYUTHBHO MTOHATHOTO HHTEpdeEiica.

- O6y‘-II/ITI> CTyACHTAa HaBbIKaM  OTCJIC)KMBAHHA IMOJIB30BATCIILCKOIO MHTEPECA K TeHMIUICIO U
CIOJKETY UTPHL

The purpose of the discipline:

- teach the student to form a game experience for a single-player person (player) and instill in the
student an understanding of the difference between gaming platforms and the dependence of gaming
experience on their features

- to teach the student to soberly assess the difficulties in the process of creating a game

- teach students to understand the interests of different target audiences based on gender, age,
preferred platform, hobbies, etc.

- to teach the student to understand how the gaming experience is understood by people and how
they receive feedback from the game.

- give the student the skills to create a user-friendly and intuitive interface.

- to teach the student the skills of tracking user interest in the gameplay and plot of the game.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypcThiH Ma3MyHBI KeJieciien:

- OWBIH JU3aWHBIHBIH HET13Ti dicTeMeNepl MeH TYXKBIPhIMIAMANIBIK JIaFIbUIAPbIH, COHBIH IMIIHIC
KYHEIIK OiJiay, KalTaJlaHaThIH JU3aiH MPOIIEC], OWbIH ChIHAFBI, TU3aiH OOMBIHIIA BIHTHBIMAKTACTHIK
YKOHE TU3alHIbI CBIHU TAJIIAYy.

- MYKHUAT JKOHE KaWTaJlaHAThIH JIM3aiiH TPOIIECIH KOJJIaHa OTBIPBIN, OipHENIe KalTalaHAThIH
OWBIH/IAPIbI HAKTHI KYPY TOKIpUOCCIH amy.

- KOMIIBIOTEPJIC JKOHE OJIaH ThIC OWBIHAAPJBIH HE E€KCHIH >KOHE OJapJblH OWBIHIIBIIAD YIIiH
MarbIHAJIbI TOXKIpUOE jKacay YILiH Kajai )KyMbIC ICTEMTIHIH TYCIHYTE BIKIAJ €Ty.

- OWBIHJAp MEH AW3aiiHFa KAaTBICThI HET13T1 YFRIMAAPABI, €peKellep MEH OWbIH, TYbIHIAWTHIH
KYPACTTIK, Y3aK MEp3iM/li J)KOHE KBICKa MEp3iMJli MakcarTap >koHe T.0. Oyl OMbIHIapAbl pecMu
Kylesep, alaM TIKIprOeci )KOHE MOIGHHU KOHTEKCT PEeTIHJIE TYCIHY.




- OWBIH JAW3alHbI CalaChIHAAFbl HETI3T1 MOTIHJECPMEH TaHBICY JKOHE OWBIH TU3aHBIH OHBIHHBIH
OapJIbIK TYPJIEPIH KAMTHTBHIH cajia peTiHae TYCIHY.

- KypC MJESUIapbhlH CBHIHBINTAH THIC KOHTEKCTTEPMEH, COHBIH IIIIHAEC KOMIIBIOTEPIIK KoHE OeifHe
OWBIHIAPMEH, OWBIH HMHAYCTPHUSCBIHIAFbI KOCiOM >KYMBICTAPMEH, OMBIHHAH ThIC MEAHWa MEH
MOJICHUETTIH (opMasiapbIMeH OaliIaHbICTHIPY.

ConepxaHue Kypca TaKOBO:

- U3YyYUTb OCHOBHBIC MCTOAO0JIOITMH 1 KOHLCTITYaJIbHbIC HABBIKA FeﬁMﬂHSaﬁHa, BKJIFOYasda
CUCTEMHOE MBIIUICHUE, WTEPATUBHBIA IPOLECC IPOEKTUPOBAHUS, HIPOBOE TECTUPOBAHUE,
COBMECTHYIO pa0oTy HaJ TU3alHOM W KPUTHYECKUN aHAINU3 TU3aliHa.

- HOJYUYUTb OHBIT PCAJIbHOIo CO3AaHUs HCCKOJBKUX BOCIIPOM3BOAMMBIX UIP C HCIIOJIb30BAHUEM
TINATCJIBHOI'O U UTCPATUBHOI'O IIponecca MPOCKTUPOBAHUS.

- CHOC06CTBOBaTI> IMOHMMAHWUIO TOr'0, YTO TAKOC HUI'Pbl HA KOMIIBIOTEPC U BHEC €ro, U KaK OHHU
(GYHKIMOHUPYIOT JUIsl CO3/IaHMsI 3HAUMMBIX BIIEUATICHUH JJIS1 UTPOKOB.

- U3YYUTb (bYHI[aMeHTaJII)HI)IC KOHIECTIIHWH, OTHOCAIIIHUECS K UTpaM U 111/13a1‘/'1Hy, TaKHEC KaK IpaBujia U
urpa, BO3HHKaromas CJI0XKHOCTb, OOJTOCPOYHLIC W KPATKOCPOYHBIC LCIU U T.I. OTO BKIIIOYAET
IMOHMMAaHHNEC UT'p KaK (i)OpMaJILHI)IX CHUCTEM, YCJIOBECUYCCKOI'O ONbITA U KYJIbTYPHBIX KOHTCKCTOB.

- 03HAKOMUTHCS C OCHOBOIIOJIATAIOIMMMY TEKCTAMH B 00JIaCTH reiiMau3aiHa U IOHSITh TeHMIN3aiH
Kak 00J1acTh, OXBATHIBAIOIIYIO BCE BUIBI UTD.

- CBA3aTh UACH KypCa C KOHTCKCTAMU 3a MPEJACIaMU KJIaCcCa, BKIIIOYasd KOMIIbIOTCPHBIC U BUICOUTPEI,
npodecCHoHANbHYI0O paboTy B MIpPOBOM HHAYCTpUHU, a Takke (OpMBl Meaua M KyIbTyphl 3a
[peJeaaMu urp.

The content of the course is:

- to explore the basic methodologies and conceptual skills of game design, including

systems thinking, the iterative design process, playtesting, design collaboration, and critical design
analysis.

- to gain the experience of actually creating several playable games using a rigorous and iterative
design process.

- to foster an understanding of what games are, on and off the computer, and how they function to
create meaningful experiences for players.

- to explore fundamental concepts relating to games and design, such as rules and play, emergent
complexity, long and short-term goals, etc. This includes understanding games as formal systems,
human experience, and cultural contexts.

- to become familiar with foundational texts in the field of game design and understand game design
as a field that encompasses all kinds of games.

- to link the ideas of the course to contexts outside the class, including computer and video games,
work professional in the game industry, and forms of media and culture outside of games.

KuoueBble koMneTeHMu (Pe3yJibTaThbl 00y4eHus ) (TEKCT) ﬂ

- TYKBIPBIMIAMAJIBIK KYKaTTapAaH OacTar ONBIH Ju3aiiHbl OOMbIHINA HaibiH KyxkarTapra (GDD)
JICH1H OMBIH UACSIIApbIH d3ipieyae meOepITiKTi KkepceTe Oury.

- OarmapiaMalIbIK )KOOaHbBI KOCIOM TYpJIe JKacaii Oiry.

- OarmapiamMalibIK KaMTamachl3 eTyli OackKapynelH 3amaHaym ofmictemeciH — SCRUM — skone
kypanaapasli-Confluence xone JIRA MeHrepreHairin kepcere Oiry.

- )KYMBIC iCTeIl TYpFaH MUGPIIBIK OWBIH]IBI OHJIAIH OpHAJIACThIpa OlTy.

- yMeTh JEMOHCTPUPOBATh MAaCTEPCTBO B pa3pabOTKe WIPOBBIX HIEH OT KOHIIENTYaJIbHBIX
JOKYMEHTOB JI0 TOTOBBIX K IIPOU3BOJICTBY JJOKYMEHTOB 110 UTpoBOMY au3aiiny (GDD).

- yMeTh po(hecCHOHATBFHO pa3padaThIBaTh MPOrPAMMHBIA MTPOEKT.

- YMETh JEMOHCTPUPOBATH BIJIQJICHUE COBPEMEHHON METOIOJOrHMEH YyIpaBlieHUs MPOrpaMMHBIM
obecrieuennem - SCRUM — u uncrpymentamu — Confluence u JIRA.

- YMETh pa3MelaTh paboTaroulyio H(POBYIO UTPY OHJIANH.

- be able to demonstrate proficiency at developing game ideas from concept documents to
production-ready game design documents (GDDs).

- be able to scope a software project with proficiency

- be able to demonstrate proficiency with modern software management methodology — SCRUM —
and tools — Confluence and JIRA.

- be able to post a working digital game online.

(I)opMa NUTOroBOro KOHTpPOJIs ‘ TecT eMTUXaHBI




Tect >x3ameH
Test exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, cemuHap cabaKTapbIHbIH
TarCcbIpMaliapbl, KOCHIMIIIA MaTEepHaIap JKoHE T.0.
YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHHTGJILHLIﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HaumeHnoBanue moay.is Monenbaey, apT pecypcTapsl
MonenpoBaHue 1 apT pecypcbl
Modelling and Art resources

Ha3Banue aucuunIMHbI Kapnama KpI3METIHIET1 Fpa(UKaIIbIK KOHE aHUMALUSIIBIK
Kypaiaap
I'padmueckue u aHMMalMOHHBIE CPEJICTBA B PEKJIAMHOM
JeSITeTbHOCTH
Graphic and Animation Tools in Advertising

MK AMCHMIITMHBI 111 KB

Koa aycunnjinHbl GASRD 3221

CemecTtp 5

KosnuecTBo kpenuroB ECTS | 8

®opMa U BHIbI Y4eOHBIX Jlexumn -

3aHSATHUIH /KOJIMYECTBO [MpakTnaeckue 3austus — 80

KPeJIUTOB CPC -120
CPCII - 40

IIpepekBU3UTHI Komnerorepunik rpaduka I, Kpmnerorepiik rpaduka 11
Kommnerorepnas rpaduxka I, KomnsrorepHas rpaduxa I1
Computer graphics I, Computer graphics |1

Iesin n3ydyeHnusi (Tekct He MeHee 2() CJIOB) J[

«OKaprama KpI3MeTiHIeT1 rpaduKaIbIK JKOHE aHUMAITUSIIBIK Kypasiaapy MoH1 Kpocc-TiaT(opMaibiK
WHTEPAKTUBTI KOCHIMINIATAp MEH OWBIHIAPIBI 93ipJIey OPTAChIH OKBITa/bl. bacTamkel aeHreimeri
KypcTa OUTiM anmymisuiap aHUMaIHs KYpalJapbIMEeH JKYMBIC iICT€Y HETI3JIepiIMEeH TaHBICAIbI, OJIap:
nHTepdeiic, Ma3ipiaep, OWBIH KOPIHICTEpI MEH HBICAHIAPhl, KamMepaMeH XYMBIC icTey, Tei3ax
Kacay, aHMMaIus, CIICHapHii Jkacay jkoHe 03 HHTep(EHCIH KYpYy.

«['padhmyeckre W aHWUMAIMOHHBIE CPEICTBA B PEKIAMHOW JEATSIBHOCTH» H3ydaeT Cpeay
pa3paboTKu KpoccriaTrGOpMEHHBIX WHTEPAKTHBHBIX MPUJIOKCHHH W Wrp. B Kypce HadaibHOTO
YPOBHA OGy‘I&IOH.IH@CiI IIO3HAKOMATCA C OCHOBaMH pa6OTBI B AHHMAIIMOHHBIC CpPCACTBA:
nHTepdeiicoM, MEHI0, UTPOBBIMU CIIEHAMH W OOBEeKTaMHu, paboTOH ¢ KaMepoi, Co3laHueM
nanamadTa, aHUMaIMeH, pa3padoTKON CKPUIITOB M CO3IaHHEM COOCTBEHHOT0 MHTepdetica.
«Graphic and animation tools in advertising» studies the development environment of cross-
platform interactive applications and games. In the entry-level course, students will learn the basics
of working in animation tools: interface, menus, game scenes and objects, camera work, landscape
creation, animation, script development and creating your own interface.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypcThiH Ma3MyHBI: .

- JKapHaAMaJbIK OHIMII OHIIPYAIH MOMUTPadUSIBIK TEXHOIOTHUIAPHI, MOMUTPAQHSUIIBIK KOOSHTY
oicTepi Typasbl OUTIM airy;

- TaKBIPBINTHIK KapHaMa jK00aChIHBIH CTPATETUSACHIH d31pJIey TOCUIACPI MCH TOCUIIEPIH 3epeiey;
- JKapHaMaJIbIK MJIESHBI KY3€re achlpylblH KOpKeMAIK (opMachlH TaHAAy apKbUIbl aKapaTThbl
BHU3YyaJIM3alMsUIayIbIH IPAKTUKAJIBIK HET13€piH MEHrepy OOJIbIN TaObLIa/bl.

ConeprkaHue Kypca sIBISIeTCS

— IpUOOpETeHNE 3HAHUN O MONIUTPAPUUECKUX TEXHOIOTHIX MPOU3BOACTBA PEKIAMHOIO MPOAYKTA,
MeTOJIaX NOJUTrpaduyecKoro BOCIPON3BEICHHUS;
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— U3Y4YCHHUC CII0CO00B U IIpUuEMOB p3.3pa6OTKI/I CTPATCruu TCMATUICCKOI' O PEKIIaMHOI'0 ITPOCKTA,

— OBJQJCHHEC NPAKTUYCCKUMH OCHOBAaMH BHU3YAIM3allMM WHGOPMAIUM TIOCPEACTBOM BBIOOpA
XYI0KECTBEHHON (OpMBI peann3alui peKJIaMHON UICH.

The content of the course is:

— acquisition of knowledge about printing technologies for the production of an advertising product,
methods of printing reproduction;

— study of methods and techniques for developing a strategy for a thematic advertising project;

— mastering the practical basics of information visualization through the choice of an artistic form
for the implementation of an advertising idea.

KinroueBbie KOMIeTeHIIMH (pe3yJIbTaThl 00y4eHust) (TeKCT) ﬂ

- JKapHaMaJIbIK ©HIM/1 OHJIIPY YILIH CypeTKe TYCIpy/li )Ky3ere acbipa Oi1y;

- JKapHaMaJIbIK OHIM/I1 OHIIpY YILiH OeiiHe Tycipy/Ii )Ky3ere acbipa Oiy;

- Oacma kapHaMaJIbIK OHIMII &Kacay Ke31He KOMITbIOTEPIIIK TEXHOJIOTUsIapAbl Kojaana oury;

- )KapHaMaHBbI TYCIpY *KOHEe MOHTa)K/Jay YIIIiH CIIeHapHiiep kacail Oiy;

- rpaduKaHbl, ayJUOHBI, OCHHEH], aHUMALUsAHbl OHJIEY YILIIH KOciOM OariapiiaMaliblK jkacakTama
MakeTTepiH KonmaHa Oiny;

- )KapHaMaJIblK OHIM/II 931pJiey JKOHE €HTI3y YIIIH MYJIbTUMEIUSIIBIK KOHE Web-TeXHOIOrusIap sl
naiganana Oury.

- YMEThH OCYIICCTBJIATH (bOTOC’beMKy JJI1 IPpOM3BOICTBA PEKIIAMHOI'O MMPOAYKTA,

- YMETb OCYHICCTBJIATL BUACOCHEMKY JIA IIPOU3BOACTBA PCKIIAMHOI'O IPOAYKTA,

- YMCTb HCIIOJIb30BaThb KOMIIBIOTCPHBIC TEXHOJOTHH MpPHU CO3JaHHU II1€YaTHOr'o pPEKIaMHOI'O
MPOIYKTa;

- YMeTh pa3pabaThiBaTh CIIEHAPUH JJIsi ChEMOK M MOHTa)a PEKJIaMBbl;

- YMETh HMCIOJIB30BATh MPO(ECCHOHAIBHBIE ITAKETHI MIPOrPpaMMHOr0 odecriedeHus st 00padoTKu
rpaduku, ayano, BUICO, aHUMAIINH;

- YMCTb HCIIOJIb30BATb MYHBTHMGHHﬁHBIC u web-TexHonmornn JUJIA pa3pa60TKH U BHCAPCHUA
PEKIIaMHOTIO IIPOAYKTA.

- be able to take photographs for the production of an advertising product;

- be able to make video recordings for the production of an advertising product;

- be able to use computer technology to create a printed advertising product;

- be able to develop scripts for filming and editing ads;

- be able to use professional software packages for graphics, audio, video, animation processing;

- be able to use multimedia and web technologies for the development and implementation of an
advertising product.

dopma UTOroBOro KOHTpoJsi | Tect eMTUXaHbI
Tect sx3ameH
Test exam

Pa3naTouHblii MaTepuall [TOOK-1, napictep, cemuHap cabaKTapbIHbIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexuuu, 3a1aHust Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTeprail v T.]11

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HanmenoBanue moayJis Mogenbney, apT pecypcrapsl
MogenupoBaHue U apT PeCypChl
Modelling and Art resources

Ha3Banue JUCHUIIINHBI Buneo oitbiHabI XKapusiiay
[TyOnukarus BUIEOUTPHI
Publisging Video Games

kg ICHNIIAHBI b1 KB

Koa nucumnianuel PV 2222

Cemectp 4
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KoauuectBo kpenutoB ECTS | 5

®opma u BUAbI y4eOHBIX Jlexumu - 10
3aHATHH /KOJIMYECTBO [MpakTuueckue 3anstus — 40
KpeIuToB CPO-75
CPOII — 25
IIpepekBU3UTHI Happarusti muzaitn, Kocinkepik Herizaepi

HappatusHbliii 1u3aiiH, OCHOBBI IPEAIPUHUMATEIBCTBO
Narrative design, Fundamentals of entrepreneurship

ean uzydenns (Texct He meHee 20 cJ10B) ][

byn kypc OuriM amymbulapFa OWBIHZIBI €peKIe Haszap ayAapblll JKapusulayFa, MOMUIe
KYpBUIBIMAApbIHA JKOHE OHIMHIH OMIpIIK IUKJIIHE epeKIle Ha3zap ayaapa OThIPbIN, OelHeoWbIH
OusHecl Typaybl TYCiHiK Oepeni. bimim amymbuiap onmemji ONbIH KacaylIbIHBIH KO3IMEH Kepy/li
yiipeHei *xoHe OChl IIpOoLecTe OMbIHIAp/bI JKocHapIay, OI/PKeTTey, HapbhlKKa IbIFapy, icke Kocy
KOHE MOHETH3ALUSIAY Typasibl TYCIHIK ala/ibl.

DTOT Kypc HaeTr oOydaromemMycs MpeAcTaBiIeHre O Ou3Hece BUICOMTP C OCOOBIM aKIIEHTOM Ha
MyOIMKAINIO UTP, CTPYKTYPHI CIIEIOK M )KU3HEHHBIN UK poaykTa. OOy4Jaromuecs yaarcs BUIETh
MUD TIJia3aMH HM3OATClid U B IHPOLCCCE IOIYy4YarOoT IPEACTABJICHUEC O TOM, KaK IIJIAHUPOBATh,
COCTaBJIAATH 6I-O}:[)K6T, mpoABUraThb, 3allyCKaTb U MOHCTHU3HUPOBATH UT'PLL.

This course provides the student with an understanding of the video game business with a particular
focus on game publishing, deal structures, and product lifecycle. Students learn to see the world
through the eyes of a publisher and in the process get an idea of how to plan, budget, promote, launch
and monetize games.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypcTeiH Ma3MyHBI:

- OHBIH MHAYCTPHSCHIHBIH CHUINIATTaMalapblH, OHBIH KO3FAyIIbl KYIITEPiH JKOHE HEri3ri
OWBIHIIBUIAP/IBI TYCIHY;

- OBIH KOMIIAHHSITAPBI K€3JIECETIH CTPATETUSIIBIK Maceesepre oy,

- lnTepakTrBTI OWBIH-CAYBIKTHI JAMBITYFa, )KapusjIayFa )KoHe TapaTyFa KaThICThl OMBIH OM3HECIMEH
OalIaHBICTHI TOKIpHOETEPIi KaparaibiM TYCIHY;

- CeniMi OM3HEC-)OCTIAap KYPY YIIiH OWBIH HHITYCTPHACH TYPaJIbl )KETKLUTIKTI aKmapaTTapIsl OLry.
Conepskanue Kypca:

- [loHnMaHue XapakTeprUCTUK UTPOBOM MHAYCTPHH, €€ ABMKYIIMX CUJ U OCHOBHBIX HTPOKOB;

- O030p cTpaTernuecKux BOIMPOCOB, C KOTOPBIMU CTAJIKUBAIOTCSI HTPOBBIE KOMIIAHUH;

- DjeMeHTapHOe MOHUMaHHEe MPAKTHK, CBA3aHHBIX C UTPOBBIM OM3HECOM, UMEIOINX OTHOLICHHE K
pa3paboTKe, MyOIMKAIUHN U PACIPOCTPAHEHUIO HHTEPAKTUBHBIX PAa3BIICUECHUH;

- Jlocrarouno uHpOpMamuu 00 UTPOBOK MHAYCTPUH, YTOOBI COCTABUTh HAICKHBIA OM3HEC-TIIaH.
The course content is:
- An understanding of games industry characteristics, its drivers and major players;

- An overview of strategy questions confronted by game companies;

- A rudimentary understanding of games business-related practices relevant to the development,
publishing, and distribution of interactive entertainment;

- Enough information about the games industry to formulate a credible business plan.

KutoueBble koMnereHnu (pe3yJabTaThbl 00yyeHus ) (TEKCT) ﬂ

- apryMeHTaIus, MiKipTagac xoHe OciiHe OibIH OM3HECIH TaTKbLIAY JaFAblIapbiH JaMbiTa OLTY;

- TULII MEHTepY/iH OacTarKpl ACHIeiiHIe OeliHe OMbIHIAP KapUsIAYAbIH TOCTYPIIl )KOHE 3aMaHayH
MO/JICITbICPi MEH SKOHOMHUKACHIH CaJIBICThIpa O1Ty;

- OiibIH TIaTopMaIapbl MCH SKOXKYHeIepai kepcere Oiny;

- OHJIAMH HeMece MOOMJIb/II OMBIHAAPAArbl TPEHATEP Typallbl OacTayIibl AeHIeliHIe jka3a oiny;

- OHJIaH-OMBIH YIIIiH Kap>KbUIBIK IpodopMa Kypa 01y,

- OHJIAMH OWBIHFA apHAIFaH OM3HEC-XKOCmap Kas3a Oiry;

- YMETbh pa3BUBaTh HABBIKU apryMEHTAIIUH, 1e0aTOB U 00CYKICHHS OU3HEca BUICOUTD;

- YMETh CPAaBHUBATh U MPOTUBOIIOCTABJIATH TPAAUIIMOHHYIO U COBPEMEHHYIO MOZICIH M SKOHOMHKY
MyOJTMKAIIMK BUICOUTP HAa HA4aIbHOM YPOBHE BIIJICHHS S3BIKOM;

- YMETh JIEMOHCTPHPOBATH UTPOBBIC TTAT(HOPMBI M SKOCHCTEMBI;

- YMETb MHCaTh O TCHJICHIUAX B OHJIAHH- MJIM MOOMJIHBIX UTPaX Ha YPOBHE HOBHUKA;




- YMETb c03/1aBaTh (PUHAHCOBYIO PO OPMY AJIsi OHIANH-UTPBL;

- YMeTb nucaTh OM3HEC-TUIaH JJIsl OHJIAiH-UTPBI;

- be able to develop skill in arguing, debating, and discussing the business of video games;

- be able to compare and contrast traditional versus current model and economy of video game
publishing at beginner’s level of proficiency;

- be able to demonstrate game platforms and ecosystems;

- be able to write about trends in the online or mobile games at beginner’s level of proficiency;

- be able to create a financial pro forma for an online game;

- be able to write a business plan for an online game;

dopma UTOroBOro KOHTPOJsi | Tect eMTUXaHbI
Tect 3x3ameH
Test exam

[TOOK-i, gopicTep, ceMuHap cabaKTapbIHBIH
TaInChlpManapel, KOChIMIIIA MaTepraigap xoHe T.0.
YMK/, nexunu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEbHBIA MaTepUai v T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTouHbiii MaTepuaJ

BJuok b

Monenbaey, apT pecypcrapbl
MonenupoBaHue 1 apT pecypchbl
Modelling and Art resources

HaumeHoBaHue MoayJist

Kytieni Tannay sxoHe sxo0anay
AHanu3 u pa3paboTKa CUCTEM
System Analysis and Development

Ha3Banue IMCHHIIIHHBI

MK AUCHMIITTHHBI bJl KB
Kox iucumunyinsbl ARS 2222
CemecTp 4
KoauuecrBo kpenntoB ECTS | 5
dopMa U BUIbI YUeOHBIX Jlexuum - 10
3aHSATHI /KOJIMYECTBO [Tpaktuueckue 3anarus — 40
KPeJIUTOB CPO -75
CPOII —- 25
IIpepekBU3UTHI Happarusrti nuzaiin, Kocinkepiik Herizaepi

HapparuBnbiii qu3aiin, OCHOBBI PEANPUHUMATEIHCTBO
Narrative design, Fundamentals of entrepreneurship

esan n3yvyenns (Texkcr He meHee 20 c10B) ][

KprTBIH MakKCaThbl — FBIJIBIM MCH TCXHHUKAHBIH XaHa }KeTiCTiKTepiHe HeFi3,I[CJ'IFeH JKaHa aKIapaTTbIK
KYWEHI KYpy KOHE aHBIKTAIFaH KEMIIUTIKTep MEH jKaHa MIHJCTTep MEH TajanTapiblH TYbIHIAYbI
HETi31H/Ie KOJJIaHBICTaFbl aKIapaTThIK KYHEH1 KEeTUITIPY.

HeJ’IB KypCa — CO31aHHC HOBOM PIH(l)OpMaLIPIOHHOfI CHUCTCEMBI Ha OCHOBC HOBBIX ,I[OCTI/I)K@HI/IfI
HAaYKH W TCEXHUKUM HW COBCPHICHCTBOBAHUC Cym@CTBYIOLHCﬁ PIH(l)OpMaI_IPIOHHOfI CHUCTCMBbI Ha
OCHOB€ BBbIABJICHHBIX HCJOCTATKOB, a4 TAaKXKC IMOABJIICHHUSA HOBBIX 3aJayd I/ITpC6OBaHI/II71.

The purpose of the course is to create a new information system based on new achievements in
science and technology and improve the existing information system based on the identified
shortcomings, as well as the emergence of new tasks and requirements.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypcTbiH MakcaTTaps:

- aKMapaTThIK KYHEHIH MaKCaTblH alKbIHIAY;

- MakKcaT KO (MakcarTbl pyHKIHS);

- )KYHEHIH MIHJETTEPIH aHBIKTAY;

- )KYHMeH1 KypyAbIH HET13T1 UAEAChIH TY)KbIPbIMAY;
- )KYHMeH1 JaMbITy OaFbITTapblH allKbIHIAY.
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3anaun Kypca:

- onpeiesieHrne Ha3HaueHUs HH(OPMAIIMOHHOM CUCTEMBI;
- IOCTaHOBKa 11eNH (11eJIeBOM PyHKIUN);

- OIpCACIICHUC 3ala4d CUCTCMBI,

- opMyJIMpOBaHNE OCHOBHOM UJICH CO3/IaHUSI CHCTEMBI;
- onpeiesieHre HapaBiIeHU pa3pabOTKU CUCTEMBI.
Course objectives:

- determination of the purpose of the information system;
- setting a goal (objective function);

- defining the tasks of the system;

- formulation of the basic idea of creating a system;

- determining the directions of system development.

KuarueBble komnereHunu (pe3yJabTaThbl 00y4eHHs) (TEKCT) ﬂ

- aKmapaTThIK )KYHenepal Tajnay MeH xKo0allayibl aHbIKTal OLTy.

- KYHEJIIK Talaay MeH jk00aay/IblH 3aMaHayH TOCUTIH aHBIKTal jKOHE TalKbUIai OLTy.

- JKYHeHIH Iamybl TeK TpaH3aKIHMSIHBI OHJCY JKyHhelepiHe FaHa eMec, aKMaparThIK >KyHelepaiH
OpTYPpJIi TypJiepiHe Kajlail TapallaThIHBIH CypeTTel O1iy.

- OMIpJIIK IMKJI KYHEeH] Tajnaay MeH jko0anayiblH MKeM/Ii HEeT131 eKeHIH JKOHE OHBIH IPOTOTUIITEY
#oHe JAD CHSIKTBI KONTereH opTypili Kypajaaap MEH 9JIiCTep/l KOJAal alaThIHBIH KepceTe Oity.

- xyieni qambityarbl CASE MaHbBI3ABUIBIFEI MEH POJIIH TaJKblIal OlTy.

- AKnaparThIK KYHenepiAi o3ipyiiey HycKalapblH, COHbIH imriHme AT KbI3METTEpiH YCHIHATHIH
¢upmanapasl, KemeHAl — OargapiaManblK  KamMTaMachls €Ty  eHJipymiiepid,  JKammsr
YUBIMIACTBIPYIIBIIBIK MISNIIMAEP/l, allbIK OacTanmkel OargapiiaMaliblK KaMTaMachl3 €Tyl >KOHE
1K1 93ipaeymIiiep/i TalKpuIay MyMKIHJIITiHE He 60Ty.

- TMPOTOTHITEY, TAKBIPHINTHIK Kypaiaap, KOChIMIIAIapAsl Oipiecim a3ipiiey, KOChIMIIaaap/ibl
KbUIIaM  d3ipiey, OipJecKeH Au3aifiH JKOHE HWKEeMIl oMicTeMeNepial Koca aiFaHfa, JKYWeHi
JAMBITYIBIH 9PTYPITi TOCUIACPIH TaKbUIAK O1Ty.

- YMETh ONPEACIATh aHAIN3 U MPOSKTUPOBAHNE HH()POPMAIIMOHHBIX CHCTEM.

- yMeThb ONpeaeniaTb M O0OCYXJaTh COBPEMEHHBIH MOAXOX K CHUCTEMHOMY aHAIW3y W
IIPOEKTUPOBAHHUIO.

- YMeThb WJUTIOCTPUPOBATh, KaK pa3pabOTKa CHUCTEM pACIpOCTPAHSACTCS Ha PA3IUYHBIC THIIBI
WH(OPMAITMOHHBIX CHCTEM, a HE TOJIBKO Ha CUCTEMBI 00pabOTKH TpaH3aKIIHH.

- YMeTh MOKa3aTh, YTO >KU3HEHHBIN IMKJI SBJSIETCS TMOKOM OCHOBOW ISt CHCTEMHOIO aHalIH3a U
MIPOEKTUPOBAHUS U UYTO OH MOXKET NOAIEPKUBATH MHOKECTBO PA3IIMYHBIX HHCTPYMEHTOB U TEXHUK,
TakuX Kak mpororunupoBanue u JAD.

- yMeTb 00cyauTh BaxxHOCTH 1 poiib CASE B pa3paboTke cuctem.

- UMEeTh BO3MOXKHOCTH OOCYKIaTh BapHaHTHI pa3pabOTKU WH(GOPMAIMOHHBIX CHUCTEM, BKIIOYAs
¢bupmbl, npenoctaisitorue  MT-yenyru, mpousBomuTeNneld KOMIUIEKCHOT'O — IPOTPaMMHOTO
oOecrieueHus, OOIICOPTaHU3AMMOHHBIC PEIICHHS, IPOrPAMMHOE OOCCIICYCHHE C OTKPBITHIM
HCXOJHBIM KOJIOM U BHYTPEHHUX Pa3pabOTYMKOB.

- UMETb BO3MOXHOCTb OOCYAMTh pa3IM4YHBIC IOAXOABl K pa3paboTKe CHUCTeM, BKIIOYas
MPOTOTUIIMPOBAHHE, TEMATUYECKUE HMHCTPYMEHTBI, COBMECTHYIO pa3padOTKy NpUIIOKEHUH,
OBICTPYIO pa3pabOTKy MPHIIOKEHHI, COBMECTHOE IPOSKTUPOBAHUE U THOKUE METOIOIOTHH.

- to able to define information systems analysis and design.

- to able to define and discuss the modern approach to systems analysis and design.

- to able to illustrate how systems development extends to different types of information systems
and not just transaction processing systems.

- to able to show that the life cycle is a flexible basis for systems analysis and design and that it can
support many different tools and techniques, such as prototyping and JAD.

- to able to discuss the importance and role of CASE in systems development.

- to able to discuss information systems development options, including IT services firms, packaged
software producers, enterprise-wide solutions, open-source software, and in-house developers.

- to able to discuss the different approaches to systems development, including prototyping, CASE
tools, joint application development, rapid application development, participatory design, and Agile
Methodologies.

(I)opMa NUTOroBOro KOHTpPOJIs ‘ TecT eMTUXaHBI




Tect >x3ameH
Test exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, cemuHap cabaKTapbIHbIH
TarCcbIpMaliapbl, KOCHIMIIIA MaTEepHaIap JKoHE T.0.
YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHHTGJILHLIﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

buok b
HaunmenoBanue moayJist Monenbaey, apT pecypcTapsl
MonenpoBaHue 1 apT pecypcbl
Modelling and Art resources
Ha3Banue aucuunIMHbI Henreinep nu3aiHbl
Level design
Level design
kg AUCHUMIITHHBI bJ1 KB
Koa pucuuniainubI LD 4223
Cemectp 7
KosmmuecrBo kpeauto ECTS | 8
®opma u BUAbI y4eOHBIX Jlexmun - 40
3aHSATHUIH /KOJIMYECTBO [MpakTuaeckue 3austus — 40
KpeIuToB CPO - 120
CPOIT - 40
IIpepekBU3UTHI 2D oiibin au3aitnbl, 3D oiiblH AM3aHbBI
2D revimanzaiig, 3D refimauzaiin
2D game design, 3D game design

esin n3yvyeHnusi (Tekct He MeHee 2() CJIOB)

KypcreiH MakcaTel - JCHTEHNIK JU3aifH HETi3AepiH YHpeHy KoHe OWBIHIapaa IeHTensepi
x)obanaynel yiipeHny. by kypc OeifHe oibIHIapFa apHaJIFaH JCHIeH Mu3aliHbIHA Kipicrie OObIT
TabbuTa bl OChl cCabaKThI asTKTaFaHHAH KeWiH OLTIM aTyIIbUTapFa MBIKTHI HET'13 00J1a 1kl )KOHE JeHT el
TM3aiHEPiHIH pesli MeH MIHICTTEpiH, COHBIH INIIH/AE AM3aifH MPOIECiH, yaKbITTHl Oackapy MeEH
KOCTIapJIay Il )KOHE JIEHT el IN3aifHBIHBIH KYpallapbl TYpasbl HAKTHI TYCIHIK OOJIabl.

[{enb - U3y4nTh OCHOBBI JIEBE-IN3AaHA U U HAYUYUTHCS IPOEKTUPOBATh YPOBHH B UTPax. ITOT Kype
MpeCTaBIsIeT cOO0M BBEJCHNE B IU3aH YpOBHEH /i Buaeourp. [1o OKOHYaHWH 3TOTO 3aHATHUS Y
CTYJICHTOB OyIeT MpodHas OCHOBAa W TOHMMaHHUE POJIM W OO0S3aHHOCTEH IW3aiiHepa YpOBHEH,
BKJIOYAsl TPOLECC MPOEKTUPOBAHUSA, TalM-MEHEIKMEHT W IUIAHUPOBAaHHUE, a TaKXkKe YETKOoe
npecTaBiIeHne 00 HHCTPYMEHTAX MPOSKTHPOBAHUS YPOBHEH.

The goal is to learn the basics of level design and learn how to design levels in games. This course
is an introduction to level design for video games. Upon completion of this class students will have
a strong foundation and understanding of the role and duties of a level designer including the design
process, time management and planning, and a firm grasp of the level design tools.

Conep:xanue (Teket He MmeHee 30 c10B)

Mingerrepi:

- OLTIM anymipUTapFa MU3aliHHBIH JCHT el KaHaali eKeHIIr1 Typabl TYCiHIK Oepy;
- ISHT eMJTIK JK00aIay IbIH HETi3T1 MPUHIMIITEPIH YHPETY;

- ISHT eWJIIK JM3aiHEePIICPAIH HEri3T1 MiHJICTTEPIiH TYCIHY.
3anauu:

-IaTh OOYYAIOIIMMCS MIPEACTABICHUE YTO TAKOE JICBEI-H3aliH;
- 00y4YUTh OCHOBHBIM MPHHIIMIIAM [TPOSKTUPOBAHUS YPOBHEH;

- pa3o0paTh OCHOBHBIE 3a/1a4H JICBEJI-H3AHHEPOB.

Tasks:

-to give students an idea of what level design is;

- teach the basic principles of level design;
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- to analyze the main tasks of level designers.

KuaroueBble kKoMneTeHIUM (Pe3yabTaThl 00yueHus ) (TEKCT)

<—

KyTinerin Hotuxkenep:
- IEHreuaeri Au3aitHep He ICTeHTIHI Typajibl TYCIHIKKE He 0omy;
- ISHTeWJIIK AU3aifH TYpJIepiH KOHE OHBIH €pPEeKIIETIKTEePiH OLTy;

- OWBIH[A JEHTeHIIH K00achIH )acail ajajpbl.

Oxugaemble pe3ysbTaThI:

- IMEIOT IIOHATHE O TOM, YEM 3aHUMAETCsI JIEBENI-IU3alHED;
- 3HAIOT TUIIBI JIEBEJI-IU3aliHa U ero OCOOCHHOCTH;
- MOT'YT COCTaBUTb IIPOEKT YPOBHS B UIpPE.

Expected results:

- have an idea of what a level designer does;
- they know the types of level design and its features;

- they can draft a level in the game.

CbopMa HTOr0BOIo KOHTPOJIsA

Tect eMTHXaHBI
Tect ’x3aMmeH
Test exam

Pa3naTounblii MaTepuas

[TOOK-1, nopicrep, cemuHap cabakTapbIHbIH
TaInChlpManapsel, KOChIMIIIA MaTepraigap xKoHe T.0.
YMK], nexunu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepUal U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk b

HaumeHoBaHue MoayJist

Monenbaey, apT pecypcrapbl
MoenupoBaHHE U apT PECYPCHI
Modelling and Art resources

HaszBanue AUCIUITIMHBI

PHP oprtaceiaza 6armapiamanay
[IporpammupoBanue B cpeae PHP
Programming in PHP Enviroment

MK AUCHMIITHHBI bJI KB
Koa aucuunianHbI PSPHP 4223
CemecTp 7
KoanuecrBo kpenntoB ECTS | 8
dopMa U BUIbI YUeOHBIX Jlexuum - 40
3aHATHII /KOJTUYECTBO [IpakTuueckue 3anstus — 40
KPeJIUTOB CPO - 120
CPOII - 40
IIpepekBU3UTHI 2D oiibin auzaitabl, 3D oiiblH AM3aHbBI

2D revimauzaiig, 3D refiMauzaiin
2D game design, 3D game design

ean n3ydenns (Texkct He meHee 20 c10B) ][

KypcreiH wmakcatel - PHP Oarmapiiamanay TiniepiH maimaiaHblll JMHAMUKAIBIK BeO-OeTTepi
o3ipney. Ocbl moHAI OKy HOTHXKeciHne cryaentrep PHP Heriinmeri BeO-KOCHIMIIANAP/IBI
)o0aJiayibl, 931pJey i, TECTUICY Il dKOHE OPHAIACTBIPYIbI YHPEHYI KepeK.

Ilenp - pa3paboTka  AWHAMHYECKMX  Web-CTpaHMIIBI € HCIIONB30BAaHHUEM  SI3BIKOB
nporpammupoBanusi PHP. B pe3ynbrare usydeHus JaHHOM AMCUMIIINHBI, 00yJarotecs 10JIKHbI
HAYYHUTHCS MPOEKTUPOBATh, pa3padaThIiBaTh, TECTUPOBATH M Pa3BEPTHIBATH BEO-TIPHUIOKEHUS HA
ocHose PHP.

The goal is to develop dynamic web pages using PHP programming languages. As a result of
studying this discipline, students should learn how to design, develop, test and deploy PHP-based
web applications.

Conep:xanue (Tekct He MmeHee 30 c10B) ﬂ



https://www.multitran.com/m.exe?s=electronic+educational-methodical+complex&l1=1&l2=2

¥ceiabutrad okbITY Kypebl PHP Tininge Oarnapiamanay OoibIHIIA TEOPUSIIBIK KOHE MPAKTUKAIBIK
OLTIMJTI, COHal-aK KemnTereH BeO-KOChIMINIaiap MEH CalTTapabl a3ipjey YIIiH KaKeTTi 0acka na
Heri3ri 61J1iM MeH Jarapuiapasl anyra apuainrad. PHP ka3ipri yakpiTTa BeO-KOChIMIIaap/Ibl Ky3ere
achIpybIH €H TaHbIMaJ TULAEPiHiH Oipi Oomnbin TabbLIaabl. bysl Kypc OHBIH HETI3ZEpiH 3epTTEyre
apHajraH. AJIBIHFAH JaFAbUIaplbl MpaKTUKAJIBIK KoJJaHyFa Oaca Hazap ayaapeuiaabl. Kypcra
KONTEreH MbIcajiap MeH AaiibIH a3ipiemenep, CMS Ma3myH bl 6ackapy *Kylenepi KapacThIpbUIFaH,
Oyn crynentrepre PHP-MeH HakThl KYMBICTHI asKTaFraHHaH KeWiH OipfeH OacTayra MYMKIHJIK
Oepeni. by kype Oomarak MaHcalka KaKeTTi MPaKTUKAJIBIK JaFAbLIapabl JaMBITYFa KOMEKTECE/I:
BeO-a3ipJeyIi, TaJIIayIIbl HeMece BeO-KOChIMINaaap bl 93ipiiey OOHBIHIIA KEHECIIT pEeTiHIE.
[Ipemraraemerii Kypc oOydeHHS MpeaHA3HAYEH JISA MONYYCHUS TCOPETHUYCCKUX M MPAKTHUSCKHUX
3HaHUH MO IpOrpaMMHUpOBaHUI0 Ha s3bike PHP, a Tarke apyrux 0a3oBBIX 3HAHWN W HaBBIKOB,
HEOOXOJUMBIX sl pa3paboTku OoJbIIMHCTBA BeO-TipuiokeHuil u caiitoB. PHP, B Hacrosiee
BpeMs1, — OJIMH U3 HauboJiee MOMYJISIPHBIX SA3bIKOB [UIs pealn3aliy BeO-npunoxeHuil. JlaHHbIi Kypc
MOCBALICH U3YYCHHIO €T0 OCHOB. AKIICHT JACIACTCA Ha MPAKTUYCCKOC IPUMCHCHUC IMOJTYUCHHBIX
HaBBIKOB. B Kypce paccMoTpeHo O0IbII0e KOTHYECTBO MPUMEPOB M TOTOBBIX HApaOOTOK, CHCTEMBI
ypasieHus: KoHTeHToM CMS, 4TO MO3BOJIUT CTYJIEHTaM, MPAKTUUYECKU Cpa3y Mocje OKOHYaHMS,
MPUCTYNHUTh K peanbHoi pabore ¢ PHP. Dror kypc momokeT Hadath pa3BUBATh NMPAKTHUYECKUE
HaBBIKK, HEOOXOoauMbIe s OymyImiel Kapbepbl: B KauecTBe BeO-pa3paboTurka, aHAIMTHKA WA
KOHCYJIbTaHTa B 00J1aCTH pa3pabOTKU BEO-TIPUIIOKEHUH.

The proposed training course is designed to gain theoretical and practical knowledge of
programming in PHP, as well as other basic knowledge and skills necessary for the development of
most web applications and websites. PHP is currently one of the most popular languages for
implementing web applications. This course is devoted to the study of its basics. The emphasis is on
the practical application of the acquired skills. The course covers a large number of examples and
ready-made developments, CMS content management systems, which will allow students, almost
immediately after graduation, to start real work with PHP. This course will help you begin to develop
the practical skills necessary for your future career: as a web developer, analyst or consultant in the
field of web application development.

KuoueBble koMneTeHUMu (pe3yJibTaThl 00yyeHusi) (TEKCT) ﬂ

[oH1i MEHTepY HOTHKeCiH e GiTiM amyIbl MbIHAIAPB! GiTyi Kepek:

— CalT MU3aliHBI MEH BeO-0armapiamMaiiay TEXHOJIOTHsUIAPhIH MaiaaHa OTHIPHII, BeO-callTTapapl
a3ipIiey JKoHE OapAbl TIKIprOeae KOMIany.

[Tonai MeHrepy HOTHXKECIH Ie OUTIM almyIibl OLTyi Kepek:

- web-au3aiin sxoHe Garaapiiamanay Heri3zepi;

- YJacKeHi xko0aiay jkoHe jko0aay TeXHOJIOTHSCHI HETi3/1epi;

- optypiti PHP kypanmgapeiMen BeO-caldTThl OaFpapiamanay Herizaepi.

B pesynbrare 0cBOCHHUS AUCIUILTMHBI O0YJAIOIIUNACS TOKEH YMETh:

- paspabateiBaTh  Web-caiiThl, HCIIONB3YS TEXHOJOTMH TPOCKTHPOBAHHS CaWTOB W web-
MIPOrpaMMHUPOBAHUS, M UCIIOJIB30BaTh UX Ha MPAKTUKE.

B pesynbpTaTte ocBOCHUS AUCUUIIIUHBI 00yJaOIUICs JOKEH 3HATh:

- OCHOBBI Web-/i3aliHa U MPOrpaMMHPOBAHUS;

- OCHOBBI IPOEKTUPOBAHMSI CATOB U TEXHOJIIOTUU IPOCKTUPOBAHUS;

- OCHOBBI IPOrPAMMUPOBAHUSI CAUTOB pa3IMYHbIMU UHCTpyMeHTamMu PHP.

As a result of mastering the discipline, the student must be able to:

- develop Web sites using site design and web programming technologies, and use them in
practice.

As a result of mastering the discipline, the student should know:

- basics of web design and programming;

- fundamentals of website design and design technology;

- basics of website programming with various PHP tools.

dopMa UTOrOBOT0 KOHTPOJIsi | TecT eMTUXaHbI
Tect bx3ameH
Test exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, ceMuHap cabaKTapbIHbIH
TariChIpMasapbl, KOChIMIIIA MaTepUaiap >koHe T.0.




YMK/, nexuuu, 3a1aHus JJisi CEMUHAPCKUX 3aHATUH,
I[OHOJIHI/ITGJIBHHﬁ MaTepI/IaJI UT. IO

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C
HaumenoBanue moay.as Monenbaey, apT pecypcTapsl
MonennpoBaHue 1 apT pecypcebl
Modelling and Art resources
Ha3sBaHue aucHUIIMHBI I'eomonensaey
I'eomonentpoBanue
Geomodeling
MK AUCHMIITTMHBI I1J1 KB
Koa iucumMminnbl Gm 2224
Cemectp 3
KoauuectBo kpenuroB ECTS | 3
®opma 1 BUAbI y4eOHBIX Jlexunu -
3aHSATHUIH /KOJINYECTBO [MpakTnaeckue 3austus — 30
KPeIuToB CPO - 45
CPOII - 15
IIpepekBHU3UTHI Kowmnerotepik rpaduka I, Komnberorepiik rpaduxka I1
Kowmnrerotepnas rpaduxka I, Komnerorepnas rpaguxa 1
Computer graphics I, Computer graphics 11

Iesin n3yveHnusi (Tekct He MeHee 2() CJIOB) J[

«['eomomenpaey» ToHI OacTamkpl, MIBIFAPBUIFAH HEMECe KOPBITBIHIBI ~ MaTepHAIIAP.IbI
BH3YyaJIM3AIMSIIAYIBI MOJICNBICY HETi31Hae KapTorpadusuIblK KeCKiHAep/ i )Kodanay MeH jKacay bl
OKbITAabl.

JlucuuminHa n3ydaeT MPOSKTUPOBAHUE U CO3/IaHNEe KapTOorpapuuecKux M300paKeHU Ha OCHOBE
MOACIMPOBAHUE BU3YyAIIN3allUi UCXOAHBIX, IIPOU3BOJHLIX HJIM UTOIOBBIX MaTCPUAJIOB.

The discipline studies the design and creation of cartographic images based on modeling the
visualization of source, derivative or final materials.

Conep:xanue (Teket He MeHee 30 c10B) ﬂ

by kypcThIH Ma3MyHBI:

- CcTynmeHTTepre Oi3MiH TMOHIMI3AETI KONTEereH MOIeNbAepali OaralaylblH TEXHUKAIBIK IKOHE
¢unocopusTbiK Herizaepid ycbiHy. COHBIMEH KaTap MoceJeNiepal IIenry YIIH KOJIIaHbLIIaThIH
KeUOIip CTaHIapTTHl MOJCIBCY dICTEPIHE KipicIe;

- MOZETBJCY NPOIECIH HaKThUIayFa KOMEKTECY MoHE OUTiM aymibliapra MOJCNBICY TEK
MaTCMaTHKAJIBIK HEMECEC (I)I/I3I/IK€U'IBIK TYPrblaH ,Z[aleIHI[aHFaH CTYACHTTCPIC apHaJiraH OCTCH
YKAJIITBI MK )KEHYTe KOMEKTECY.

ConepmaHHe 9TOro Kypca TakKOBO:

- IpCAOCTABUTDb CTYACHTAM KaK TCXHUYCCKYIO, TAK U (1)I/IJ'IOCO(1)CKYIO OCHOBY IUIsI OLICHKHU MHOKCCTBA
MOI[@J'I@?I B Hameu JUCLHUIIIINHE. DTO TaKxKke BBCACHHUC B HCKOTOPBLIC CTAHAAPTHBIC MCTOIbI
MOJCIIMPOBAHM, UCIIOJIB3YCMbIC IJId PCUHICHUS Hp06J'I€M;

- 4TOoOBl IIOMOYb OpOsSACHUTL IPOLECC MOACIHMPOBAHHUA MW IIOMOYb CTYACHTAM IIPCOOOJICTb
pacupoCTpaHCHHOC MHCHUC, YTO MOACIUPOBAHUC TMPCAHA3HAUYCHO TOJBKO JIA HauOoee
MaTEMaTH4YCCKU HUJIN (I)I/ISI/I‘{CCKI/I MOATOTOBJICHHBIX CTYACHTOB.

The content of this course is:

- to equip students with both the technical and philosophical basis to judge the plethora of models
in our discipline. It is also an introduction to some of the standard modeling techniques used to
approach problems;

- to help demystify the process of modeling, and help the students get over the common feeling that
modeling is only for the most mathematically or physically prepared students.

KiioueBble koMmnereHunu (pe3yJabTaThl 00yyeHus ) (TEKCT)

- MOACJIBACYI'C KAaThICThI OKYIIbIJIap/AblH aJIaHJdayIIblJIbIFbIH ceuinTe 61J'Iy
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- OUTIM amyLIbLIapIbIH ©3 KYMBICBIHAA KE3/IECETIH MOJIEIbAEpP MEH MOIETbACYAl Oaranay KaOUIeTIH
KakcapTa Oiny.

- KapamailbM MOJeNbJep jkKacay YIIiH KaXeTTi Jarapuiapibl JAaMbiTa OuUTy. by HakTel Ozem
MOceleepiH ecenTeyre Heri3[eNreH MmuliHre Kaixai adcTpakuusiiay KepeKTiriH 3epTTey/l JKoHe
MOJIENb/I1 LTy SICTePiH YHPEHYIl KaMTH/IbI.

- YMETb paccenBaTh OECIOKONCTBO yUaIIUXCs MO MOBOAY MOJICTHMPOBAHUS

- YMETh YJIy4IIaTh CIOCOOHOCTD y4JallluXCsl OLIEHUBATh MOAEH U MOJICTTUPOBAHHE, C KOTOPHIMU OHU
CTAJIKUBAIOTCS B CBOEH paboTe.

- YMeTh pa3BUBaTh HAaBbIKH, HEOOXOAUMBIE /ISl CO3AaHUS IPOCTHIX MoJieNel. DTO BKIIIOYAET B ceOs
U3y4eHHE TOro, Kak abcTparupoBaTh IpOOJEMbl peaJibHOrO MHUpa B (hopMy, YIPaBIsSEMYIO
BBIYHCIICHUSIMH, U U3y4EHHE METO/IOB PEIICHHUS] MOIETIH.

- be able to diffuse modeling anxiety in students

- be able to improve the ability of students to judge the models and modeling that they encounter in
their work.

- be able to develop the skills needed to set up simple models. This includes learning how to abstract
real world problems into a computationally manageable form and learning the techniques to solve
the model.

dopMa UTOroBOro KOHTpPOJsi | Tect eMTHXaHbI
Tect ’x3ameH
Test exam

Pa3znaTounsblii MmaTepuaJ [TOOK-1, gapictep, cemuHap cabaKTapbIHBIH
TarchIpMaiapbl, KOCBIMIIIA MaTepHaIIap JKOHE T.0.
YMK/, nexunu, 3a1aHus Jyisi CEMUHAPCKUX 3aHATUH,
JOTIOJTHUTEITLHBIN MaTepHall U T.11

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HaumeHoBaHue MoayJist Mogenbney, apT pecypcrapbl
MonenupoBaHue 1 apT pecypchbl
Modelling and Art resources

Ha3Banue [ucuunjanHbl OIlibIH OpHATYBI
HUrpoBoii ceTTuHr
Game setting

MK AUCHMIITHHBI I/ KB
Koa aucuuninHbI GS 2224
Cemectp 3
KoanuecrBo kpemntoB ECTS | 3
dopMa U BUIbI Y4eOHBIX Jlexknuu -
3aHATHH /KOJINYECTBO [Ipaktuueckue 3ausatus — 30
KpeIuToB CPO - 45
CPOIT - 15
IIpepekBHU3HUTBI OriplH u3aiinel, XKyiie cayaTThUIBIFbI

Hrposoit nu3aiiH, CucreMHas TpaMOTHOCTD
Playcentric Design, System Literacy

ean n3ydenns (Tekcr He meHee 20 c10B)

By moH olbIH KaFdalbIH OMBIH OpEKETi OpPBIH AJIATBIH OPTA PETiHAEe OONATHIHABIFBIH OKBITA/IbI.
[MocT-anmoKanmuNTHKAJIBIK, apT-A€K0, CTEHMIAHK, FEUTBIMU-(aHTaCTHKa, (DaHTACTHKA CHUSKTHI dpOip
Co3 OWBIHHAH HE KYTETIHIH aiiTa anajipl.

JlucuuniauHa u3y4aeT UIPOBOM CETTHHI Kak Cpely, B KOTOPOM MPOUCXOIUT JEHCTBHE WIPBHI.
[Mocranokanuncuc, ap-uexo, crtummaHk, SCi-fi, ¢aHTe3n — OyKBaIbHO OJHO CJIOBO MOXET
MOJICKA3aTh, YETO CTOUT OKUAATH OT UTPHI.
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The discipline studies the game setting as the environment in which the game takes place. Post-
apocalypse, Art Deco, steampunk, sci-fi, fantasy — literally one word can tell you what to expect
from the game.

Copep:xxanue (Tekct He MeHee 30 ¢JioB) ﬂ

Kypc 27eKTpOHIbI OfBIH AM3aifHBIHA JKOHE d3ipieylri MancaOblHa KipicreHi kaMTuasl. On OHbIH
Tapuxbl MEH (HUIOCOPUICHIH, OWBIH OHAIPY MPOLIECIH, OCHI CajlaJarbl KbI3METKEPJIEPAIH COTTLIIK
(akTopiapblH XKOHE OWBIH JaMBITy MHIYCTPHICHIHAAFBl aFbIMIArbl MIceJeliep MEH TOHKIpUOeHi
KaMTHU/IbI.

Kypc oxBareiBaeT BBeleHUE B IM3aliH 3JIEKTPOHHBIX UT'P U Kapbepy pazpadorunka. OH BKIIOYAET B
ce0s1 UCTOpUIO U PUIIOCO(UIO UTDP, IPOLIECC IPOU3BOACTBA UTP, (PAKTOPHI yclieXxa COTPYIHUKOB B
3TOH 001acTH, a TaKXKe TeKyIue NpodsieMbl U IPAKTUKY B UHIYCTPUH Pa3pabOTKH UTP.

The course covers an introduction to the electronic game design and development careers. It includes
the history and philosophy of games, the game production process, employee factors for success in
the field, and current issues and practices in the game development industry.

KuaroueBble koMneTeHIMH (Pe3yJibTaThl 00y4eHHs ) (TEKCT) ﬂ

- OMBIHAAP/IBI XKoOaIay KOHE JAMBITY CalachIHIAFbl ipreii nafnbvmap MEH TY>KbIpBbIMJaMasap bl
aHBIKTal )KOHE KepceTe OiTy.

- OMBIH X00achl YIIIIH OMBIH pecypcTapblH aHBIKTAM, xo0aaii )KoHe Jkacaii o1ty.

- OUBIH YKOOaNapbIH OENTUICHreH Mep3iMIIe THIMII asKTai OiTy.

- KOMaHJAJBIK OpTa/ia bIHTBIMAKTaca Oiry.

- YMCTb BBIABJIATH U AEMOHCTPUPOBATH (bYH)IaMeHTaJ'IBHBIC HABBIKU W KOHIICIIIHUNW B 06J'IaCTI/I
n3aitHa v pa3paboTKH UTp.

- YMETh OIIPEACIATh, IPOCKTUPOBATL U CO3AaBATh UI'POBLIC PECYPCHI IJI1 UTPOBOI'O IIPOCKTA.

- ymeTh 3(h(heKTUBHO 3aBepIIaTh UTPOBBIE IPOCKTHI B YCTAHOBJIEHHBIE CPOKH.

- YMETB COTPYAHHMYATH B KOMAHIHOU CpeJe.

- be able to identify and demonstrate the fundamental skills and concepts in game design and
development.

- be able to define, design and produce game assets for a game project.

-be able to efficiently complete game projects within deadlines.

- be able to collaborate within a team environment.

dopma UTOroBOro KOHTPOJsi | Tect eMTUXaHbI
Tect sx3ameH
Test exam

Pa3naTouHblii MaTepuall [TOOK-1, aapictep, cemuHap cabaKTapbIHbIH
TarcbIpMaiapbl, KOCBIMIIIA MaTepHaIap JKOHE T.0.
YMK], nexunu, 3a1aHust Jjisi CEMUHAPCKUX 3aHATUH,
JIOTIOJIHUTEILHBIN MaTepHall U T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HauMmeHoBaHHne MOayJIst Moz[enbz[ey, apT peCypcCTapbl
MoenupoBaHu€e U apT PECYPCHI
Modelling and Art resources

Ha3zBanue AUCHHUIIIINHBI OHbBIH YIJ_IIH JKaCaHbl UHTCJJICKT CKPUIIT
MCKYCCTBGHHLIﬁ HUHTCJUICKT CKPUIITBI AJId UT'PD
Al scripting for games

Iuka IMCONIIHHBI 111 KB

Koa pucuuninHbl 1ISDI 3225

CemecTtp 6

KoauuectBo kpemuroB ECTS | 5

®opma 1 BHAbI y4eOHBIX Jlexuuu -

3aHATHI /KOJTUYECTBO [IpakTuyeckue 3ausaTust — 50

KpeIuTOB CPO - 75
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CPOII - 25

IIpepexBU3NTHI Oiibin mu3aiinbl, 2D olibia au3aiinel, 3D oiibiH qu3aliHbL
Urposoit nu3zaiin, 2D reiimauzaiin, 3D refimau3aiiy,
Playcentric Design, 2D game design, 3D game design

Hean n3ydenns (Texct He meHee 20 cJ10B) ][

Kypc okpITy Maxcarbl — ayAUTOPUSIMEH MHTEPAKTHUBTI KapbIM-KaThIHAC KYpaJibl PETiHE OUbIHAAD
TypaJibl, OWBIHJIAP/IBI KYPY KOHE JKbUDKBITY IBIH MPUHIIUNTEP] MEH HETI3I'1 MpolecTepi, BUPTYyaIbl
anemzep MeH MeraBepcTeperi ayauropusiMer JKM eHIMHIH e3apa opeKeTTecy Heriszuepi Typassl
KaH-)KaKThI TYCIHIK KaJIBIITACTHIPY.

Ienpto ydyeOHOro Kypca sBisgercss (OPMUPOBAHME KOMIUIEKCHOI'O TIIOHMMAHHUS WIpP Kak
MHCTPYMEHTA NHTEPAKTUBHON KOMMYHUKALUU C ayAUTOPUEH, IPUHIIUIIOB U OCHOBHBIX IIPOLIECCOB
CO3/laHusl M IPOJBMIKECHMS UIp, OCHOB B3aumozeicteuss WM nponykTtoB ¢ ayauropuend B
BUPTYAJIbHBIX MHUPAaX U MCTABCCIICHHBIX.

The purpose of the training course is to form a comprehensive understanding of games as a tool for
interactive communication with the audience, the principles and basic processes of creating and
promoting games, the basics of interaction of Al products with the audience in virtual worlds and
metaverses.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypcTblH Ma3MyHBI KOMIBIOTEPIIIK OHBIHAAPABI 93IpJeyAe KOJNJAHBUIATBIH JOCTYpJl JKOHE
3amaHayn JkacaHabl wHTEIUIeKT (Al) omictepin 3epTTey;, OWBIH JKYpri3y omicTepiH, COHIak-ak
OMBIHIIBUIAPFA apHAJIFAH MAKCaTThl TOXKIpHOEH1 KypyFa OalnanbicTel Al areHTTepiHIH qU3aiHbBIH
KapacTelpy; Jkaiamsl Al  TankpulayblHaH, COHJAN-aK >Kallbl aJTOPUTMIEPIEH, JEpeKTep
KYPBUIBIMBIHAH KOHE KOPIHICTEpAEH KapacThIpy; KOMIIBIOTEPJIIK OHBIH JM3aiiHbI KOHTEKCTIHJIE
KeHinKepaepAl KbUDKBITY, Kol Taldy, HenriM KaObuiaay, CTpaTerusi, TAKTHKAa, OKBITY J>KOHE
MbIFapMalllblJIbIK TaKbIPBINITAPbIH KaAMTY 0O0JIBII Ta61>mam>1.

COI[Cp)KaHI/IC KypCa COCTOUT B TOM, 4TOOBI HU3YYUTH TPAJUIIUOHHBIEC U COBPEMCHHBIC MCETOAbL
nckyccTBeHHOTo nHTeuIekTa (M), KoTophie NCTIONb3YIOTCS MPH pa3padb0TKe KOMITBIOTEPHBIX UTP;
paccMOTpeTh METOABI BEICHHS HWIrp, a Takke Ou3aiH areHToB M, CBA3aHHBIX C co3gaHUEM
IIEJIEBOTO OIBITA JUISI UTPOKOB; HadaTh ¢ oOcyxkaeHuss MM B 1mienom, a Taxke oOIIie aaropuTMBI,
CTPYKTYpPBI JAHHBIX WM TPEICTABICHUS; OXBAThIBATh TEMBI MEPEMEIICHUS MEPCOHAXKEMN, TMOHCKA
MyTed, TPUHATHS PEIICHUH, CTPaTerWH, TAKTHKH, OOYYCHHS W KPEaTUBHOCTH — BCE OTO B
KOHTCKCTEC z[maﬁHa KOMIIBIOTCPHBIX UIP.

The content of the course is to examine with traditional and modern artificial intelligence (Al)
techniques that are used in the design of computer games; to look at techniques for game playing as
well as the design of Al agents talked with creating targeted experiences for players; to begin with
a discussion of Al in general, as well as common algorithms, data structures, and representations; to
cover topics in character movement, pathfinding, decision making, strategy, tactics, learning, and
creativity - all within the context of computer game design.

KutoueBble koMnereHunu (pe3yJibTaThbl 00y4eHus ) (TEKCT) ﬂ

- JOCTYpJi JKOHE 3aMaHayH KOMIIBIOTEPIK OWBIHAApIa KOJJAHBUIATHIH OipKaTap >KacaH[bl
WHTEJUICKT 9IICTEPi YIIiH OaFaapiaMaiiblK KOJITHI )Kacal Oiry.

- JIOCTYpJIL JKOHE 3aMaHayH KOMIIBIOTEpPJIIK OHBIHAApIa KOJNJAHBUIATHIH >KACaHIbl HMHTEIUICKT
OMICTEPIHIH THIMIUTITIH CHITaTTai Oily.

- OHMBIH JAM3alHBIHBIH HAKTHl MAceJeJepiH eIy YIIH XacaHAbl MHTEUIEKTTIH HAKThl o/iCTepiH
KOJITaHy bl TAHAa|, JaMbITa, TYCIHIIPE XKoHE KOpFai OiTy.

- KOMITBIOTEPIIIK OWBIH TU3aiHBI MoceNesepiH ey YIIiH KOJAaHyFa OONaThIH OpTYPIIi KacaH bl
WHTEJUICKT 9MIICTEPiHIH CAIBICTHIPMAJIBI aPTHIKIIBUIBIKTAPl MCH KEMIIUTIKTEPiH Oaranai Oiry.

- yMeTh pa3pabarbIBaTh NPOrpaMMHBIA KOJ AJSl psAa METOMOB HMCKYCCTBEHHOTO HHTEIUICKTA,
WCTOJIb3YeMbIX B TPAJAUIIMOHHBIX U COBPEMEHHBIX KOMITBIOTEPHBIX UTPaXx.

- YMETh OMNHCHIBaTh I(PPEKTHUBHOCTH METOJIOB MCKYCCTBEHHOTO WHTEIUIEKTAa, WCIONb3YEeMBIX B
TPaJUIIMOHHBIX ¥ COBPEMEHHBIX KOMIIBIOTEPHBIX UTPaX.

- yMETb BBIOUPATh, pa3padaThiBaTh, OOBSICHATH U OTCTAMBATh HCIIOJIH30BAHUE KOHKPETHBIX METOI0B
MCKYCCTBEHHOTO MHTEJUIEKTA JUIS PELICHUsI KOHKPETHBIX 3a7a4 reiMIu3aiina.

- YMETh OLIEHUBATh OTHOCHUTEIIbHBIC NPEUMYIIECTBA M HEAOCTATKH pa3IMYHBIX METOJOB
UCKYCCTBEHHOTO WHTEIUIEKTa, KOTOPBIE MOTYT OBITh WCIIOJIB30BAHBI JUISi PEHICHUS 3a/1a4
KOMITBIOTEPHOT0 FeiMAN3aiiHa.




- be able to develop software code for a range of artificial intelligence techniques used in traditional

and modern computer games.

- be able to describe the performance of artificial intelligence techniques used in traditional and

modern computer games.

- be able to choose, develop, explain, and defend the use of particular artificial intelligence
techniques for solving particular game design problems.
- be able to evaluate the relative benefits and drawbacks of different artificial intelligence techniques
that can be used to solve computer game design problems.

(I)opMa HTOr0BOIo KOHTPOJIsA

Tect eMTHXaHBI
Tect 3x3ameH
Test exam

Pa3naTouHbiii MaTepuaJ

[TOOK-1, gopicTep, ceMuHap cabaKTapbIHBIH
TaIChlpMaapspl, KOChIMIIIA MaTepraiap *oHe T.0.
YMK/, nexunu, 3aaHus Jyisi CEMUHAPCKUX 3aHATUH,
JIOTIOJTHUTEIbHBIA MaTepUal v T.]1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baoxk C

HaumeHoBaHue MoayJist

Monenbaey, apT pecypcrapbl
MonenupoBaHue 1 apT pecypchbl
Modelling and Art resources

Ha3Banue IMCHHIIIHHBI

WNuam oiibiH xacay
Pa3pabotka unaT Urp
Indie game development

MK AUCHMIITHHBI I1]1 KB
Kox iMcumMninHbl RIl 3225
CemecTp 6
KoauuecrBo kpenntoB ECTS | 5
®opma u BUAbI y4eOHBIX Jlexuuu -
3aHSATHI /KOJIMYECTBO [TpakTuueckue 3anatus — 50
KPeJIUTOB CPO -75
CPOII —- 25
IIpepexBU3NTHI Oiipia nu3aiinel, 2D olibia qu3aiinbl, 3D oiiblH qu3aitHbI

Urposoii qu3aiin, 2D reiiman3aiin, 3D reiiMauzaiiy,
Playcentric Design, 2D game design, 3D game design

Hesan n3ydenns (Texkcr He meHee 20 c10B)

[Tonnin Makcatel: OWBIHHBIH WACSIAPBIH TYKBIPHIMIAWIBI, HHIA OHBIHIAAD HAPBIFBIH JKOHE
MaKCaTThl ayIUTOPHSHBI Taufaiabl. VoesHbl TYXKBIphIMIAMAIIBIK KY)KaT TYPIHAE CHIATTanpl,
OWBIHIBI Tapary YIIIH KOJAaiIbl adaHabl TaHAaiabpl.OMBIHHBIH KOPHEKI CTWIIH JaMbITajbl,
curTeMenepal TaHAalIbl JKoHEe curatTaiabl. Konmay >KYMBICHI YIINIH CIieHapuiiIepdl, AYKSHIeT1
IIoTyJIapFa xkayanTtap/sl a3ipielini. bacnaces xabapiiamachlH jka3abl.

Hens mucumrummasl: GopMynupyeT HAEH Uil WTPhI, aHAIU3UPYET PBHIHOK WHAM urp u [IA.
OnuceiBaeT UACKO B BHUAC KOHICHT-AOKYMCHTA, BLI6I/IpaeT noaAxXoAsAIyro rmaT(bopMy JUIA
pacnpocTpaHeHusi UTphbl. Pa3pabaThiBaeT BU3YyallbHBIM CTHJIb WIPHI, MOJOUPAET M OMHUCHIBACT
pedepencel. PazpabaThiBaeT CKPUIITHI T PA0OThI MOICPHKKH, OTBETHI HA OT3BIBBI B cTOpE. [Tuimer
Ipecc-peuns.

The purpose of the discipline: Formulates ideas for the game, analyzes the indie games and target
audience market. Describes the idea in the form of a concept document, selects the appropriate
platform for distributing the game. Develops the visual style of the game, selects and describes
references. Develops scripts for support work, answers to reviews in the store. Writes a press release.

Conep:xanue (Tekct He MmeHee 30 c10B) ﬂ

KypcTeiH Ma3MyHBI Keneciiei:
- OHJIal{H MHAM OMBIHBIH JAMBITYJA OMBIHIIBLIAP YIIIH KApKbIH JKOHE KBI3BIKTHI TOXKIpHOE jKacay.
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- Waes MeH au3aiiHHaH OacTam KEeTKi3y MEH TaparyFa JeHiHT1 IIbIFapMaliblIbIK MPOIECTIH
MPUHIMIITEPIH TaJIAYy.

- OHBIH o3ipiey ToxkipubeciHe [u3allH KypalgapblH, Oargapiamanay TULAEpiH, OWBIH
KO3FaJITKBIILITapPbIH, COHJIali-aK apHaiibl apayiblK OaraapiiaMaiblK j)KacaKkTaMa MEH KYpbUIbIMAApAbl
O1pIKTIpYy.

ConepxaHue Kypca 3aKJIF0YaeTCs B CICIYIOIIEM:

- CO3/1aHUE APKOT0 U YBJICKATEILHOTO OMbITA JJIsl FeiIMEPOB B pa3pabO0TKe 3TOI OHJIAIH-UHAU-UTPBI.
-dHaJIM3 MPUHIOXIIOB TBOPYECCKOI'O IMpouecca, 0T UJACU U )11/13a171Ha A0 JOCTaBKH U paClIpOCTpaHCHUS.
-AHTETPUPOBATh HMHCTPYMEHTRI IIPOCKTUPOBAHMS, A3BIKH IIPOIPaMMHUPOBAHUS, UTPOBBIC JBUIKKHU, a
TaKKe CIEeLHAIN3UPOBAHHOE IIPOMEXYTOYHOE MPOrpaMMHOE obecrieueHue U (ppeiMBOpKU B Bally
MIPAKTUKY Pa3pabOTKH UTp.

The content of the course is:

- to produce vibrant and engaging experiences for gamers on this online Indie Game Development.
-to analyse the principles of the creative process, from ideation and design through to delivery and
dissemination.

-to integrate design tools, programming languages, game engines, as well as specialist middleware
and frameworks into your game development practice.

KinoueBbie KoMIeTeHIMH (pe3yJIbTaThl 00yueHust) (TEKCT) ﬂ

- OMBIH KYpY KOHE OJIapJIbIH T€XHUKAIBIK IIEKTeyIepiHe OefimMaeny YIIiH CTaHAApTThl CalajbIK
iatdopmaiapabl KonjaaHa oiy.

- agaMJapAblH WHAW OMBIHAAPBIMEH >KOHE OMBIH KOMIIAHWSJIApBIMEH Kanall KapbIM-KaTbIHAC
KACANTHIHBIH JKaKChI TYCIHY YIIIIH jKE€Ke ICKEpIIIK 'KOHE aHAIUTUKAIBIK TOKIpHOenep i TyCiHy.

- ’)kKaHa OWBIHJAp ’Kacay YIIIH TU3alHEepIIiK Oiiay MpOIECiHiH 06iri peTiHae TEXHUKAIBIK KOHE
KOPKEMIIK acTIeKTiIep i KoaaHa Oury.

- OWBIH MHIYCTPUACBIHAA 6apFaH calibIH MaHBI3IbI JaFabIifa aifHaIaThIH TQpTiHTiK IIeKapajaapabl
€HCepy apKbUIbI BIHTBIMAaKTaca Oiry.

- reiiMu(pUKAIAS MEH MaHbI3Ibl OMBIHIAPIBI KOCa alFaH/Ia, SPTYPIIi KoJmanOanapa mu@pIiblk KoHe
U GPITBIK €eMec OMBIH JU3aHBIH KOJIIaHa O1y.

- YMETh MCTIONB30BaTh CTAHIAPTHEIE OTpaciieBbIe MIaT()OPMBI I CO3IaHUs UTP U aIallTHPOBATHCS
K UX TEXHUYCCKHUM OI'paHUYCHUSAM.

- YMETh pa3OupaThCs B MOJIB30BATEIHCKUX METO/IaX BeJACHHUS OM3HECa U aHAIMTUKH, YTOOBI JTydIIe
IIOHHUMAaTh, KaK JIIOJU BSaHMOHeﬁCTByIOT C UHAU-UT'PaMU U UTPOBBIMH KOMITaAHUSMU.

- YMETb UCIIOJb30BaTh KaK TEXHUYCCKUEC, TaK U XYA0KCCTBCHHBIC aCIICKThl KaK 4acCTb IIponecca
I[I/I3aI7IH-MI>IIHJ'I€HI/I}I JJIA CO3JJaHM HOBBIX UI'D.

- YyMETh COTPYAHHYATh, MPEOOJCBas MUCIMIUIMHAPHBIE TPAHUIIBI, YTO CTAHOBHUTCS Bce Ooiee
Ba)KHBIM HaBBIKOM B UTPOBOW HHAYCTPUH.

- yMETh IPAKTHKOBATh IU(PPOBOH 1 HEU(DPOBOH TeMMIN3alH B pa3IMIHBIX 00JIACTIX IPUMCHCHHSI,
BKJIFOYAst TeHMHU(DUKAIINIO U CEPhE3HBIE UTPHI.

- be able to use industry-standard platforms for making games and adapt to their technical
constraints.

- be able to know user methods for business and analytics to better understand how people engage
with indie games and game companies.

- be able to adopt both technical and arts perspectives as part of a design thinking process to deliver
novel games.

- be able to collaborate across disciplinary boundaries, an increasingly important skill in the games
industry.

- be able to ppractice digital and non-digital game design across a range of application domains,
including gamification and serious games.

dopMa UTOrOBOT0 KOHTPOJIsI | TecT eMTUXaHbI
Tect bx3ameH
Test exam

Pa3naTounblii MmaTepuaJ [TOOK-i, nopictep, ceMuHap cabaKTapbIHbIH
TarchIpMaiaphbl, KOChIMIIIA MaTepuaniap >koHe T.0.
YMK], nexuuu, 3agaHust A1 CEMUHAPCKUX 3aHITHH,
JIOTIOJIHUTEIIbHBIN MaTepua u T.J




EMC (educational-methodical complex), lectures, tasks for

seminars, additional material, etc.

Biaok b

HaumenoBanue MOAYJIsd

Monenbaey, apT pecypcrapbl
MoienupoBaHHE U apT PECYPCHI
Modelling and Art resources

Ha3BaHnue q¥CHUILIMHBI

OfipiHFa 1aybIC AU3aiHBI
Caynn nuzaix
Sound Design for Games

MK AUCHMIITMHBI b1 KB
Koa iucumninnbl SD 4226
CemecTtp 7
KoummuectBo kpeauto ECTS | 7
®opma 1 BUAbI y4eOHBIX Jlexunu -
3aHATHH /KOJIMYECTBO [MpakTuaeckue 3anstust —70
KPeIuTOB CPO - 105
CPOIT - 35
IIpepexkBU3NTHI Cypamaiiist
He Tpebyercs

Don’t needed

esin n3ydenus (Tekct He MeHee 2() ¢JI0B) 1[

KypcTbiH MakcaTsl - OUTIM aymIblIapAbIH IbIOBIC TEOPUSCHIHBIH HETI3Epi, IBIOBIC jKa3y JKOHE
eHJIeY OarmapiamMaliblK Kypaiaapbl Typallbl TYCIHIKTEPIH KaJBIITACTHIPY, COHBIMEH KaTap Kazipri
3aMaHFBl JBIOBICTHI JKAHFBIPTY MKOHE NBIOBIC JKa3y >KaOJBIKTApbIMEH THIMII KYMBIC icTey
JaF ABUTAPBIH KAJIBIITACTHIPY.

Iens:

- copmupoBaTh y 0OOydJaIOMUXCS TPEACTaBICHHE 00 OCHOBAaX TEOPUHU 3BYKa, MPOrPaMMHOM
o0ecTieueHn N 3aIicu U 00padOTKH 3BYKa, a TAaK)Ke HaBBIKHA d(PPeKTHBHON pabOTHI ¢ COBpEMEHHOU
3BYKOBOCIIPOM3BOASAIIEN U 3BYKO3AMUCHIBAIOIIEN TEXHUKOM.

Goal:

- to form students' understanding of the basics of sound theory, sound recording and processing
software, as well as skills for effective work with modern sound reproduction and sound recording
equipment.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[Tonniy MiHIDETTEPI:

- IBIOBICTHI JKa3yFa JKOHE OHJeyre apHallFaH OarqapliaMalblK KaMTaMachl3 €TYMEH JKYMBIC
iCTeyre KayKeTTi TCOPUSIIBIK HETI37IepiH OKY;

- IBIOBICTHI JKa3y MEH OHJeYyre apHalFaH OaraapiaMalblK Kypalaapibl HMaiganany dictepi MeH
KypaJIapblH, COHJ[ali-aK oJapbl KOCIOM KbI3METTE KOJIaHy/Abl MCHIEePY;

- OLTIM ayIIbLIAPIBIH MY3BIKAIIBIK JKOHE TCOPUSIIBIK OUTIMACPIH KETUINIPY;

- OuTiM anymbUIapABIH  Ka3ipri KOMIBIOTEPIIIK MY3BIKQIBIK TEXHOJOTHSIIApIBIH JKal-KYHi,
MocelieNiepi MEH JaMy TEHICHLUsUIAphl Typalbl akmapar j>KUHAY JXOHE Tal[ay HafAblIapblH
KaJIBIIITACTHIPY;

- OLIM anmynibUIapIbIH MY3bIKaJIbIK OaFapiiaMaliblK KYPaaMeH XKYMbIC iCTey JaFAbLIapblH JaMBITY.
3amauu  AMCHUIUIMHBI 3aKITFOYAIOTCS B!

- U3YYCHHU TEOPETHYECKUX OCHOB, HEOOXOAMMBIX Ui pabOThl C MPOrPaMMHBIM O0ECICYCHUEM
3aIucy U 00pabOTKH 3BYKa;

- OCBOCHHMH METOJIOB M CIIOCOOOB HCIIOJBb30BaHMS MPOrPAMMHOIO OOCCIICUeHHs 3alucH |
00paboTKH 3BYyKa, a TAK)KE UX MPUMEHECHUs B IPO(HECCHOHATILHOM eSTeTbHOCTH;

- COBEPILIECHCTBOBAaHUH MY3bIKAJIbHO-TEOPETHUECKUX 3HAHUI 00yJaroIuxcs;

- popMupOBaHUH Y 00YJarOIINXCSl yMEHHH cOOpa 1 aHanu3a HH(HOPMALIUU O COCTOSTHUH, TIPOOIIeMax
Y TeHJCHIUSX Pa3BUTHUSI COBPEMEHHBIX KOMITBIOTEPHBIX MY3bIKaJIbHBIX TEXHOIOTHIA;

- Pa3BUTHH y 00YYAIONINXCSl HABBIKOB PA0OTHI C MY3bIKAJILHBIM IMPOrPAMMHBIM 00€CTICYCHHUEM.
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The objectives of the discipline are to:

- studying the theoretical foundations necessary to work with sound recording and processing
software;

- mastering the methods and methods of using sound recording and processing software, as well as
their application in professional activities;

- - improvement of musical and theoretical knowledge of students;

- formation of students' skills in collecting and analyzing information about the state, problems and
trends in the development of modern computer music technologies;

- the development of students' skills in working with music software.

KinroueBbie KOMIeTeHIIHH (pe3yJIbTaThbl 00y4eHust) (TEKCT) ﬂ

- OutiM anymbIapAsl ABIOBICTBIK ©HEP MPaKTHUKAachl MEH JbIOBICTHIK AW3aifHAarbl KaHa
TYCIHIKTEpMEH XKOHE 3epTTey TOCUIIEpPIMEH TaHBICThIpa O1Ty.

- OUTIM anmymIsUIap ikl KOMITBIOTEPITIK OWBIHAP callaChIHA ABIOBIC jKacay JKOHE JM3aifH cajachiHaa
J’KaHa KepKeMI[iK JKOHE TEXHUKAJIBIK JaFAblIapAbl JaMBbITY.

- OUTiM amynIsLIapAbIH 3epTTey MPOLECTEPIH KoHE Oomamak ToKiprudere KaTblCThl pe(IeKCHSITBIK
JaFIpUIap )KUBIHTBIFBIH TaMbITa OlTy.

- YMCTb 3HAKOMHUTbL CTYACHTOB C HOBBIM IMOHMMAaHUEM H HCCICOOBATCILCKUMU MNOAXOJaMHU B
IIPAKTHKE 3BYKOBOI'O UCKYCCTBA U 3ByKOBOM JIU3alHE.

- YMCTb pa3sBUBATb HOBBIC XYIOKCCTBCHHBIC U TCXHUYCCKUC HABLIKH B O6HaCTI/I CO3JaHUA 3BYKa U
J3aiiHa B 00JaCTH KOMIBIOTEPHBIX UTP.

- YMETh Pa3BHUBATh y CTYAECHTOB MCCIIEOBATENBCKUE MPOIECChl M HA0Op pedIeKCHBHBIX HABBIKOB
NPUMEHHUTEBHO K OyayIel mpakTHuKe.

- be able to provide students with new understanding and exploratory approaches in sonic arts
practice and sound design.

- be able to equip students with knowledge and develop new artistic and technical skills in sound
creation and design in the field of computer games.

- be able to develop students research processes and a reflexive skill set with regard to future
practice.

TecT eMTHXaHBI
Tect 3x3aMeH
Test exam

®opmMa UTOr0OBOr0 KOHTPOJIS

[TOOK-1, nopictep, cemuHap cabaKTapbIHBIH
TariCbIpMajiapbl, KOCbIMIIIA MaTCpHUaAIaap KIHC T.6.
YMK], nexuuu, 3a1aHus Jisi CEMUHAPCKUX 3aHATUH,
,Z[OHOHHI/ITGHBHHﬁ MaTcepuail U T.O

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuas

BJaok b

HaumenoBanue moay.as Monenbaey, apT pecypcTapsl
MonenupoBaHue 1 apT pecypchbl

Modelling and Art resources

KowmmnbroTepmen Mofenb ey Herizaepi
OCHOBEI KOMITBIOTCPHOT'O MOACIIMPOBAHUS
Basics of Computer Modeling

Ha3zBaHue qMCHHIINHBI

kg IMCONIIAHBI bJ1 KB
Koa aucuunimubl OKM 4226
Cemectp 7
KoauuectBo kpenuroB ECTS | 7
®opma 1 BHAbI y4eOHBIX Jlexuuu -
3aHATHI /KOJTHYECTBO [Ipaktuyeckue 3ausTust —70
KpeIuToB CPO - 105
CPOII - 35

IIpepekBU3UTHI

0)7131:1 MOJCIIBJICY TCXHOJIOTUSJIAPhI
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TexHOJIOTHH UTPOMOJCIIUPOBAHUS
Game modeling technologies

ean n3ydenns (Texct He meHee 20 c10B) ][

TToHHIH MaKcaThl — aKNapaTTHIK KYHeIepai 3epTTey, Kobaaay sKoHe KOMAAHYIa KOMIBIOTEPIIiK
MOJICIBJICYIIH TCOPHSCHIH, 9ICTEPIH )KOHE TEXHOJOTHACHIH MCHTEpY.

HCJIBI-O JUCHUIIIMHBI ABJIICTCA OCBOCHHUC TCOPUHU, MCTOAOB MW TCXHOJIOTMHM KOMIIBIOTCPHOI'O
MOJCIIMPOBAHUA ITPU UCCIICAOBAHNH, IIPOCKTUPOBAHUN U TPUMCHCHUA I/IH(I)OpMaLII/IOHHBIX CHUCTEM.
The purpose of the discipline is to master the theory, methods and technology of computer modeling
in the research, design and application of information systems.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

[TonHiH Ma3MyHBI: AKNapaTThl HJEY >KoHE OacKapy >KyHelepiH 3epTTey KoHe jkobanay YIIiH
MaTEeMaTHUKAJIBIK MOJIEIIb/ICY TEOPUSACHIHBIH HETI3AEpiH, KOMIBIOTEPIIK MOJENIbILY 9IicTepl MEH
TEXHOJIOTHSICHIH  3€pTTey; CTYASHTTEpJiH MaTeMaTHKaJIblK MOJENbAEpAl d3Ipieyae JKoHe
KOMIBIOTEP/IE  MOJCNBACYNE, IKYPri3yle TNPaKTHKAIBIK JaFAbulapAbl HUrepyl  ecemnrtey
HKCIEPUMEHTTEP1, OHJICY JKOHE AJIBIHFAH MOJENbICY HOTHIKENIEPIH JKaIblIay.

ConepmaHHe AUCHHUIIIMHBL: U3YYCHHUE OCHOB TCOPUN MATEMATUYICCKOI0O MOACIIUPOBAHUA, METOLOB
U TCXHOJIOT'MHU KOMIBHOTCPHOI'0 MOJACIUPOBAHUA IJId HUCCICAOBAHUA U IMPOCKTUPOBAHUSA CUCTCM
00paboTku MH(OPMAIMK M YIPABICHHS; MPUOOPETEHNE CTYACHTAMH MPAKTHYECKHX HABBIKOB B
pa3paboTke MaTeMaTHYeCKHX Mojeneil u B MojenupoBaHuu Ha OBM, B mpoBeneHuu
BBIYHACIUTEIFHBIX JKCIIEPUMEHTOB, 00paboTke ¥ 0000IIeHHWEe TOIy4aeMbIX pe3yJIbTaTOB
MOJIEJINPOBAHUS.

The content of the discipline: the study of the basics of the theory of mathematical modeling,
methods and technology of computer modeling for the research and design of information
processing and management systems; the acquisition by students of practical skills in the
development of mathematical models and computer modeling, in conducting computational
experiments, processing and generalization of the obtained modeling results.

KuioueBble komnereHunu (pe3yJibTaThbl 00y4eHust) (TEKCT) ﬂ

[Tonmi oKy HOTHXKECiH e OUTiM amymIbLUIap:

- YATUIEpAiH THINTIK KIACTApBIH JKOHE KYPIeNi JKyHhenepai MoJenbaey omicrepin, Monte-Kapio
OMICIHIH amnmaparblH, KYpHIeli >KYHelepaiH KbI3MET €Ty MpOIECTepiHIH MOIENbICPIH KYPy
MPUHIMAIITEPiH, (OpMATA3AIHS KOHE aJTOPUTMICY dICTEPiH OLTy;

- aKImapaTThIK JKYHelep i 3epTTey e, )kodanay/a skoHe maiaiany ia sKyeli Tociiai Koaaana oiry,
MOJZICNIb/ICY QJITOPUTMICPIH o3ipJiey JKOHE ONapibpl aNTOpPUTMIIK TUIAEP MEH MOJACIBACY
KOJI1aHOAITBI TTAKETTEPIH KOJIaHy apKbUIBI )Ky3ere achlpy, MOJEIbICY IepeKTep KOPhIH IaiaanaHa
OTBIPBIIT K00aIay MPOIeCiH aBTOMATTaHBIPY;

- KOJNJAHYIIBIHBIH IICUXOJOTHSUIBIK JKAMIBUIBIFBIH Kacay VIIIH KOMIIBIOTEPIIIK MOJCIbACY
KypaJIapblH Taliianany JaFJbUIapbliH MEHIepY;

- MOJIETIbIIY KYpaJJapblH, allapaTThIK jKoHE OarmapiamMalblK Kypajamapsl Oenriiey, coHaaii-ak
OpTYpJIi MaKcaTTarbl 00BEKTUTIK MOJCIBICP/II 93IpiIey KY3bIpeTTepi OOIyHI.

B pesysbrare u3ydeHusl JUCIHUILTHHBI 00YJarOIIUecs TOMKHBIL:

- 3HATh THIIOBBIC KJIACCHl MOJIENICH M METO/bI MOJICIIUPOBAHUSI CIOKHBIX CHCTEM, armapar MeToaa
Monre-Kapno, NpHHIUIBI MOCTPOSHHS MOJAEIEH MPOLECCOB (YHKIMOHUPOBAHUS CIOKHBIX
CHCTEM, METOJIbI ()OPMANTU3AIMH U AITOPUTMU3AIIIH;

- YMEThb WUCIIONb30BaTh CHCTEMHBIA IOAXON TMPH HCCICAOBAHUH, IPOCKTHPOBAHUU U
JKCIUTyaTallud MH()OPMAIMOHHBIX CHCTEM, pa3padaThiBaTh MOACIHPYIOIIHE AITOPUTMBI H
peanu3oBaTh HMX C HCIOIb30BAHMEM alrOPUTMHUYECKHX SI3BIKOB M IIAKETOB MPHUKIAJHBIX
IporpaMM MOJICTMPOBAHHMS, aBTOMATU3UPOBAThH MPOIECC MPOSKTHPOBAHHS C MPUMEHEHUEM 0a3
JaHHBIX MOJICIIMPOBAHUS;

- OBJIaJICTh HABBIKAMHU HCIIOJIb30BAHUS CPEICTB KOMITBIOTEPHOIO MOJCIHPOBAHUS IS CO3/IaHHSI
MICUXOJIOTMYECKOr0 KoM(opTa MOJIb30BaTENs;

- UMETh KOMIICTCHI[MH O Ha3HAYCHHH CPEJICTB MOJCIMPOBAHMS, TEXHUYECKHX U IPOrPaMMHBIX
CPE/CTB, a TaKXKe B pa3paboTKe Mojieeil 00BEKTOB Al PAa3IMYHOr0 Ha3HAYCHUSI.

As a result of studying the discipline, students should:

- know the typical classes of models and methods of modeling complex systems, the apparatus of
the Monte Carlo method, the principles of constructing models of the processes of functioning of
complex systems, methods of formalization and algorithmization;




- be able to use a systematic approach in the research, design and operation of information systems,
develop modeling algorithms and implement them using algorithmic languages and modeling
application software packages, automate the design process using modeling databases;

- to master the skills of using computer modeling tools to create psychological comfort for the user;
- have competence in the assignment of modeling tools, technical and software tools, as well as in
the development of object models for various purposes.

dopMa UTOroBOr0 KOHTPOJsi | Tect eMTUXaHbI
Tect bx3ameH
Test exam

Pa3znaTounsblii MmaTepuaJ [NOOK-i, nopictep, cemuHap cabaKTapbIHBIH
TarchbIpMaiapbl, KOCHIMIIIA MaTEepHaIap JKOHE T.0.
YMK/, nexunu, 3a1aHus Jyisi CEMUHAPCKUX 3aHATUH,
JOTIOJIHUTEILHBIN MaTepHall U T.1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HaunmenoBanue moayJist Mogenbney, apT pecypcrapsl
MoenupoBaHue U apT PECYPChI
Modelling and Art resources

Ha3zBanue [ucuunJanHbI Ko oMbpIHINIBIFA OMBIH JU3aNHE]
MHoromnoap30BaTeNLCKUHA TeHM THU3aiH
Multiplayer Game Design

MK AMCHMIITMHBI 111 KB
Kox iMcumMninHbl MGD 4227
CemecTtp 8
KoaunuecrBo kpenutoB ECTS | 3
dopMa U BUIbI YUeOHBIX Jlexuum - 20
3aHSATHI /KOJIMYECTBO [TpaxTuueckue 3anstus —10
KPeJIUTOB CPO -15
CPOII — 45
IIpepexBU3NTHI Oiipia mu3aiinel, 2D olibia qu3aiinbl, 3D oiiblH qu3aitHbI

Urposoii qu3aiin, 2D reiiman3aiin, 3D reiiMauzaiiy,
Playcentric Design, 2D game design, 3D game design

Iesn n3ydenus (Tekct He MeHee 2() CJIOB)

[ToHHIH MaKcaThI:

- OLTIM anymibUTapFa Ke3.IiH KayblH aJIaThIH KSHIIKEP KacayablH KbIP-ChIPBIH YHPETY;

- OUTIM ayIIBUIAPIBI «YCTaMIBD) AICTETHKAHbI KAJBINTACTBIPYFa YHPETY;

- OiTiM amymIbUTIapAbl OMBIHIIA TONTHIK ©3apa dPEeKeTTEeCyiHe KaFaai jxacayabl YHpeTy;

- OMBIH KypYy Ke3iHze biniM amymisuiapabIH TOMIEH XKYMBIC iCTeY JaFAbICHIH KaJbIITACTBIPY;

- OuTiM amympUIapa MPOMECTi Oackapy JKOHE TYTHIHYIIBIMEH J>KYMBIC ICTCY JaFabLIapbiH
KaJIBIITACTHIPY;

- OUTiM aynIbUTIapIBIH OWBIH/BI TEKCEPY JaFIbLUIAPBIH KATBIITACTHIPY;

- OiTiM anmymipuIapa skaHa TeXHOJOTHSIMEH JKYMBIC 1CTeY JAaFAbICHIH KaJIbIITACThIPY;

- OlTiM anmynibUTIapAbIH OasHAAY aFJbUIapBbIH KAJIBIITACTHIPY.

Lenb AUCHUTITHHBL:

- HayunTtp o0y4arommxcsi OCHOBaM CO3aHus IPUKOBBIBAIOIIETO BHUMAHUS IIEPCOHAXKA;

- Hayuuts oOyuaronuxcs opMUpoBaTh "HEIUISIONIYIO" 3CTETHKY;

- Hayuntp o0y4arommxcsi BBICTpauBaTh YCIOBUS ISl TPYIIIOBOIO B3aUMOACHCTBHS B UTPE;

- ChopmMupoBath y 00ydaromuxcs HaBbIKA padOThl B KOMaHJIE TP CO3/1aHUH UTPHI;

- CdopmupoBaTh y 0O0y4aromMXCsi HaBBIKM pPAaOOTHl YHpPaBIEHUS MPOLECCOM U paboThl ¢
3aKa3uYHUKOM;

- ChopMupoBathb y 00ydyaromuxcst HaBbIKA TECTUPOBAHUS UTPOBOTO TPOLIECCa;

- CopmMupoBath y 00ydaromuxcst HaBbIKA padOTHI C HOBBIMH TE€XHOJIOTHSIMU;
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- CchopmupoBath y 00ydaromuxcst HABBIKH MPE3CHTAIINN CBOCH paOOTHI.

The purpose of the discipline:

- Teach students the basics of creating an attention-grabbing character;

- Teach students to form a "catchy" aesthetic;

- Teach students to build conditions for group interaction in the game;

- To form students' teamwork skills when creating a game;

- To develop students' skills in process management and working with the customer;
- To form students' skills for testing the gameplay;

- To develop students' skills to work with new technologies;

- To form students' presentation skills of their work.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

byn kypc CTyI[eHTTepI[i JKEJIUIIK KOHI OWBIHIIEI OUBIHJAPIBIH O3BIK TEXHOJIOTUsIapbIMEH
taHbIcThIpaabl. Agile, Scrum, Confluence xone JIRA cuAKTBI cananblk craHgapTrap OuLIIM
ATyIIBUIAPIbl 3aMaHayd OHIIPIC JMIICTEPIMEH TAaHBICTHIPAIBI KOHE KOMaHIaNapFa OarnapiaMaibiK
’KacaKTaMaHbl THIMJI d3ipyieyre MyMKiHik Oepeni. [lopexe amy 6appichiHa OLTIM JTyIIbIIap OCHI
KYPCTBIH XKETUIAIPIITeH HYCKaJIapblH YHPEeHEe 1, OchUIaiiia opOip Keneci cemecTpae onap OapraH
calbIH KypAeni Jarapuiapra ne 6omnaael. OKyzbl asKTaraHHAH KeHiH CTYJeHTTEp/Ie )KYMBIC 1CTEHTIH
Oar napaaMabIK sk00anapabH TOPTQOINOCH! 00Ia bl

9T1oT KypC 3HAKOMHUT CTYJICHTOB C NEPCAOBLIMU TEXHOJIOTUAMU CETCBLIX MHOI'OIIOJIB30BATCIILCKUX
urp. OtpacneBble cTaHaapThl, Takue kak Agile, Scrum, Confluence u JIRA, 3HAKOMSAT CTyJ€HTOB C
COBPEMEHHBIMH METOJAaMH IMPOU3BOJICTBA U TO3BOJSAIOT KOMaHaaM 3G (GEKTUBHO pa3padaThiBaTh
nporpaMMHoe oOecriedeHne. B Xoxe momydyeHMs CTENEHHM CTYAEHTHl H3y4aloT Bce Ooree
MPOABUHYTHIC BAPUAHTHI ITOTO Kypca, TaK YTO C Ka)IbIM MOCIEAYIONIMM CEMECTPOM OHHU OYyAyT
npuoOpeTath Bce 0Oojee CIOoKHBIE HaBBIKH. [l0 OKOHYaHWHM OOy4YEHHWS y CTYIACHTOB OyneT
nopTdonno paboTaromuX MPOrPaMMHBIX IPOEKTOB.

This course exposes students to the advanced technology of networked multiplayer games. Industry
standards such as Agile, Scrum, Confluence and JIRA expose students to state of the art production
methods and enable teams to deliver software efficiently. Students take increasingly advanced
variations of this course in the course of their degree so they will acquire more sophisticated skills
each successive semester. At the end of the degree students will have a portfolio of working software
projects.

KuioueBble komnereHunu (pe3yJabTaThbl 00yyeHust) (TEKCT) ﬂ

- TYKBIPBIMIAMAIIBIK KY)XKaTTapaaH OacTam OWbIH THU3aiHbI GOJBIHINA Al bIHAAIFAH KyKaTTapra
(GDD) neitin oifbIH HaeSIapBIH d31pieyae medepIriKkTi kepcere Oiry.

- OarmapiamMalIbIK )KOOaHBI KOCiOM TypJe yKacaii Oiry.

- OarmapiiaMaJbIK )KacaKTaMaHbl d31pJIey OpTachIH/Ia OWBIHFA OaFbITTAIFaH TU3alHIbl KOJIIaHa OlTy.
- OWBIHABI NaMBITYABIH WTEPATHUBTI MPOIECIHE MalgalaHyIIbIIapIbIH MIKIpIEPiH JKUHAK JKOHE
eHrize Olry.

- )KYMBIC iCTeIl TYpFaH MUGPIIBIK OWBIHIIBI OHJIAIH OpHAJIACThIpa OlTy.

- YMCTb IACMOHCTPUPOBATH MACTCPCTBO B pa3pa60TKe HUI'POBLIX H,I[eﬁ OT KOHICITYaJIbHbIX
JIOKYMEHTOB JI0 TOTOBBIX K ITPOU3BOJICTBY JJOKYMEHTOB 10 UrpoBoMy Auzaiiny (GDD).

- yMeTh NpoecCHoHaTBHO pa3padaThiBaTh MPOrPAMMHBIN MTPOCKT.

- YMETh NPaKTHUKOBATh JW3aliH, OPUCHTUPOBAHHBIN HA UTPY, B Cpelie pa3pabOTKUA MPOrpaMMHOI0
obecrieueHusI.

- YMCTb CO6I/IpaTIJ M BKJIIOYATh OT3BIBHI IIOJIL30BATEIICH B I/ITepaTI/IBHHﬁ nponecc p83pa6OTKI/I HI'PBI.
- YMETh pa3MeniaTh paboTarIIyI0 UPPOBYIO UTPY OHJIAIH.

- be able to demonstrate proficiency at developing game ideas from concept documents to
production-ready game design documents (GDDs).

- be able to scope a software project with proficiency.

- be able to practice Playcentric Design in a software development environment.

- be able to gather and incorporate user feedback into the iterative process of game development.

- be able to post a working digital game online.

@opma UTOroBOro KOHTPOst | Tect eMTUXaHbI
Tect bx3ameH
Test exam




Pa3paTouHbiii MaTepual [NTOOK-i, gapictep, ceMruHap cabakTapbIHbIH TarchlpMasaphbl,
KOCBIMIIIA MaTepuasaap >kaHe T.0.

YMKJI, nexiuu, 3ajaHust 111 CEMUHAPCKUX 3aHATHH,
ILOHOJ’IHI/ITGJ’ILHBIﬁ MaTrepual u T.4

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baox C

HaunmenoBanue moayJist Monensney, apT pecypcrapsl
MonenupoBaHue 1 apT pecypchbl
Modelling and Art resources

Ha3panue qucuMnjinHbI Silverlight sxone XNA TexHomorusiapsiHa apHaiFaH
KOMIIBIOTEPIIIK OWBIHIAP/IbI TAMBITY

Pa3paboTka KOMIBIOTEPHBIX UTP st TexHomoruit Silverlight u
XNA

Development of computer games for Silverlight and XNA
technologies

Iuka IMCUUIIHHBI I1]1 KB
Koa nucuuniunbl RKITSX 4227
Cemectp 8
KosmmuecrBo kpeauto ECTS | 3
®opMa U BUIbI Y4eOHBIX Jlexuuu - 20
3aAHATHI /KOJINYIECTBO [TpakTrueckue 3austus —10
KPeJAUTOB CPO - 15
CPOII — 45
IIpepekBH3HUTHI Oiibin au3aiinbl, 2D oifbiH au3aiinel, 3D oiibiH qu3aitHbl

Urposoii qu3aitn, 2D refimamsaitd, 3D refimanzaiiy,
Playcentric Design, 2D game design, 3D game design

esin n3yvyeHnusi (Tekct He MeHee 2() CJIOB)

[Tonai meHrepy makcathl - i0S omepanusuIblK KYHeciHe apHalFaH MOOWIIBII KOCHIMIIATAPIbI
azipneyne Silverlight, XNA OolibiHIa TepeH OLTIM aiy.

[lenpro OCBOCHHWS AMCUIUILUIMHBI SABJSCTCS MOMydeHHE yriryoneHHBIX 3HaHwmi Silverlight, XNA B
o0ractu pa3pabOTK MOOMIIBHBIX MTPHIIOKEHUH JIJIST ONIEPallnOHHON crcTeMBbI 10S.

The purpose of mastering the discipline is to gain in-depth knowledge of Silverlight, XNA in the
field of mobile application development for the iOS operating system.

Conep:xanue (Teket He MeHee 30 c10B) ﬂ

MakcaTka jKeTy YIIiH ey 1l KaKeT eTeTiH MiHAeTTep:

- 10S omepanusuIBIK JKyHeci YIIiH MOOWMIIBAI KOCBIMINANAPABI 3IpJey/iH HETi3ri KypajlaapblH
MPAKTUKAIBIK KOJIIaHY;

- Silverlight, XNA keHeHTUIreH 93ipiiey KypalgapbIMEH TaHbBICY.

3agauu, KOTOpbIE HEOOXOAUMO PEUIUTD JJIS TOCTHXKEHUS 1IeTTH:

1) IIpakTHyeckoe MPUMEHEHUE OCHOBHBIX WHCTPYMEHTOB Pa3paOOTKH MOOHMIIBHBIX MPUIIOKEHUN
JUIS OTIeparoHHOoN cucteMsl 10S;

2) 3HaKOMCTBO C MPOJBUHYTHIMU HHCTpyMeHTaMu paszpabortku Silverlight, XNA.

Tasks that need to be solved in order to achieve the goal:

1) Practical application of the basic mobile application development tools for the iOS operating
system;

2) Introduction to advanced Silverlight and XNA development tools.

KurioueBbie komnereHunu (pe3yJibTaThl 00yueHus ) (TEKCT) ﬂ

-00BbeKTire OarbITTanFaH Oarjapiamainay JaFIbUIapblH JaMbITYy YIIiH oiWbIH APl yChIHATBIH KeH
KOHE KypJeni OarapiaMalblK OpTaHbl KojjaHa Outy.

- K€H ayJauTopusiFa Kypaeni OaraapiaMaiblK sK00aHbl CHUMATTail aly YIIIH KypCTBIK >KATTBIFyJaap
MEH TarchlpManap apKbUIbl KapbIM-KaThIHAC JIaFIbUIAPBIH JaMbITa OLTy.

- OarJapiamMalIbIK ©HIM/II JKacay YIIiH TOI KypaMbIHAA TUIMA1 )KYMBIC icTel O1y.
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- YMETb UCIOJIb30BaTh OOMIMPHYIO U CI0XKHYIO POrPAMMHYIO CPEy, IPEOCTaBISIEMYIO UTPOBBIM
API, st pa3BUTHA CBOMX HaBBIKOB 00BEKTHO-OPUEHTUPOBAHHOI'O TPOrPaMMHUPOBAHUSI.

- YMCTb pa3BUBAaTb KOMMYHUKATUBHBIC HABBIKKW C ITOMOLIBIO KYPCOBBIX }/Hpa)KHCHI/Iﬁ n SaI[aHHﬁ,
YTOOBI YMETh OMHUCKHIBATh CJOKHBIN MPOrPaMMHBINA MPOEKT IIUPOKON ayIUTOPHUH.

- ymeTb 3¢ (peKTUBHO paboTaTh B COCTaBE TPYIIILI HAJl CO3JaHUEM MPOTrPAMMHOTIO MPOIYKTA.

- be able to use the large, complex software environment provided by the game API to develop their
Object Oriented Programming skills.

- be able to develop communication skills through course exercises and assignments to be able to
describe a complex software project to a general audiences.

- be able to work effectively as a member of a group to create a software product.

®opma UTOroBOro KOHTPOs | Tect eMTuXaHbI
Tect >x3ameH
Test exam

Paznarounsblii MaTepuan [TOOK-i, nopicrep, ceMuHap cabakTapbIHBIH TallCHIpMaIaphbl,
KOCBIMIIIa MaTepuasap koHe T.0.

YMK/, nexuuu, 3a1aHus isl CECMUHAPCKUX 3aHSTUH,
JIOTIOJTHUTENIBHBIN MaTepHuai u T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

buok C
HaumeHoBaHue MmoayJist Monenbaey, apT pecypcrapbl
MonenupoBaHue U apT pecypchl
Modelling and Art resources
Ha3BaHue aucuunIMHbI Jlu3aiiH 03bIK JeHTreinepi
[IponBUHYTHIN AU3aliH ypOBHEN
Advanced Level Design
IHyuka AIMCuMIJIHHbI IT1]1 KB
Kox nucumninnbl PDU 4228
Cemectp 8
KosmmuecrBo kpeautoB ECTS | 5
®opma U BUAbI y4eOHBIX Jlexnum -
3aAHATHI /KOJINYIECTBO [TpakTuaeckue 3ansatus —50
KpPeIuTOB CPO-75
CPOII - 25
IIpepexBU3NTHI [enreinep au3aiHbl
Level Design
Level Design

Iesn n3ydenusi (Teket He MeHee 2() CJIOB) J[

«/ln3aiin 03bIK JIEHTeUJIepi» MOHIHIH MaKcaThl — OoJalmak Ju3aifHepAiH CyOBbEeKTHUBTI TOXipruOeci
pETiHIE KOHCTPYKTHUBTI — TpadUKaIBIK KY3BIPETTUIIIIH OHE MPAKTHKAIBIK KOHCTPYKTHUBTI —
rpadUKaNbIK JaFIbUIapbIH KAJIBIITACTRIPY, JW3AWH JCHTCHUJICpIH NaMbITyla TCOPHSUIBIK JKOHE
MIPAKTUKAIBIK OUTIMACP/Ii )KOHE MPAKTUKAIIBIK dIICTEMEIIEP i MEHTepYy.

Henpto aucuuruinabl «[IpoABUHYTHIN TU3aliH ypOBHEW» ABJsICTCS (POPMUPOBAHHE KOHCTPYKTUBHO
— rpa(bnquKoﬁ KOMIICTCHTHOCTH KaK Cy6’beKTI/IBHOFO OIIbITa U MPAKTUYICCKUX KOHCTPYKTHBHO —
rpadUYecKUX YMEHHH OyAyliero au3aiiHepa, MPHOOPETCHHE TCOPETUYCCKMX U MPAKTHUCCKUX
3HAHUHN ¥ OCBOCHHUE MPAKTUYECKUX MPUEMOB B pa3pab0TKe YpOBHEH.

The purpose of the discipline "Advanced level design" is the formation of constructive and graphic
competence as a subjective experience and practical constructive and graphic skills of a future
designer, the acquisition of theoretical and practical knowledge and the development of practical
technigues in the development of levels.

Conepxanue (Tekct He MmeHee 30 c10B) ﬂ

KprTBIH Ma3MYHBI 63ﬁC3.JII[BI, CCHiMI[i AaMybl KAMTHUAbI JKOHE OfIBIH-CaYBIK HHTCTpalusChbl; OUBIH
MCXaHHUKAaCbIHAArbl, I/IHTepaKTI/IBTi I[BI6BICT&F bI, I/IHTepaKTI/IBTi 6aﬂHI[ay,Z[aFLI KOHC TaKTI/IJ'IBI[i
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HeMece nepudepusIbIK KYPhUIFbIIapAarkl HHHOBAIUSIIAP; JKOHE OHIIPICTI AalbIHAAYBIH O3bIK
CTparcrusijiapblH KaMTHABI.

[TonniH MiHACTTEPI:

- CypeT cajachlHa KemeH i OUTiM MEeH MPaKTHKAIBIK AaFAbUIapAbl KAJIBIITACTHIPY;

- OMBIH KYpacThIpy CalachblHAa JCHreiiep Kypy YIIiH OuUTiM MEH Jarabuiapibl medep naiinanana
Ouryre Oayy;

- OWBIH IW3aiiHBI caJlaChIHIAFbl MIHACTTEP 1 SNy YIIiH KEHICTIKTIKTE OMJIayabl KAIBIITaCThIPY;

- OKEeKe TYJIFaHbIH KOCIOM KacHeTTepiH JKOHE JKEKe IIbIFapMalllblUIbIK 1C-OpEKeT CTUJIIH
KaJIBIITAaCTRIPY.

Coneprkanue Kypca BKIIOYaeT B ce0st pa3paboTKy Cepbe3HbBIX, YOSTUTENbHBIX HIIM 00YJatoIInX UTp;
HWHTCrpalliio UCKYCCTBA U pa3Bnequ1/H71; WMHHOBAIIUU B PII‘pOBOﬁ MEXAaHUKEC, UHTCPAKTHUBHOM 3BYKC,
UHTEPaKTUBHOM IIOBECTBOBAHMU M TAKTHIBHBIX WJIHM NEepUPEpUIHBIX YCTPOHCTBAX; a TaKxKe
NEepEaAOBBIC CTPATCIUU IMOAT'OTOBKHU ITPOU3BOACTBA.

3aa4u AUCIUTUINHBL;

- c¢(opMHUPOBATH KOMIUIEKCHBIE 3HAHUS U IPAKTUYECKUE HABBIKU B 00JIACTH PUCYHKA;

- IPUBUTH YMEHHUs KBaJU(UIIMPOBAHHO HUCIOIb30BATh 3HAHUS U HABBIKM CO3JaHUE YPOBHEH B
o0J1acTH reMMan3anHa;

- c¢(opMHUPOBATH MPOCTPAHCTBEHHOE MBIIIJICHNE JUTSI peIICHHs 3a]a4 B 001acTH reiimM qu3aiiHa;

- copMupoBaTh TpohecCHOHATbHBIE KadecTBa JIMYHOCTH M WHAMBHIYaIbHO-TBOPYECKUN CTUITH
AESATCIIBHOCTH.

The content of course includes designing for serious, persuasive, or educational games; integrating
art and entertainment; innovations in game mechanics, interactive sound, interactive narrative, and
haptic or peripheral devices; and advanced pre-production strategies.

Objectives of the discipline:

- to form comprehensive knowledge and practical skills in the field of drawing;

- to instill the ability to use knowledge and skills competently to create levels in the field of game
design;

- to form spatial thinking for solving problems in the field of game design;

- to form professional qualities of a person and an individually creative style of activity.

KuioueBble komnereHunu (pe3yJabTaThbl 00yyeHus ) (TEKCT) ﬂ

- OMBIHIAp MEH OMBIH AM3aifHBIHA CHIH KO30CH Kapaii OiTy.

- OMBIH WAesIIaphl YIIIH OMBIH JU3aHBI Ky>KaTTap bl kKa3a Oiry.

- J)KaKChI OMBIH TOKIPHOECIH K00aIay bl )KOHE HACUXATTayIbl YHPEHY.

- Oip-OipimMeH miKipTanac Kyprize OuTy ’KoHe TeMIM3aifiH calaChIHIAFbl dp TYPJIl KETUIIIpUITeH
TaKBIPBINTAPBI €TKEH-TErKEHI1 TaIKbLUIaYy.

- YMeTbh 0oJiee KpUTUYCCKH OTHOCUTRCS K UTpaM | JU3aiHy UTp.

- YMETh NPAKTUKOBATHCS B HAIMMCAHWUW TOKYMEHTOB IO TU3alHY UTP 11 OPUTHHAIBHBIX UTPOBBIX
HJIEH.

- YMEThb YYUTHCA MMPOCKTUPOBATH U IPOABUT'ATH 0oJlee Ka4eCTBEHHBIE HUI'POBLIC BIICUATIICHUA.

- YMETh BCTYNaTh B Ie0aThI IPYT C IPYTOM B IOJAPOOHO 00CYkKIaTh Pa3INYHbIC IPOJABHHYTHIC TEMbI
B 00J1aCTH refiMan3aiina.

- be able to think more critically about gaming, and the design of games.

- be able to practice of writing game design documents for original game ideas.

- be able to learn how to design and promote higher quality game experiences.

- be able to engage in debate with each other and discuss in depth over various advanced topics
within game design.

®opMa UTOrOBOro KOHTPOJIsi | TecT eMTuXaHbI
Tect px3ameH
Test exam

Pa3paTounbiii MaTepual [MTOOK-i, gapicrep, ceMuHap cabaKkTapbIHBIH TarChlpMaliaphbl,
KOCBIMIIIA MaTepuaiap koHe T.0.

YMK], nexuuu, 3ajlaHust AJi1 CEMUHAPCKUX 3aHATHUH,
JIOTIOJTHUTENBHBIA MaTepral U T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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Baok C

HaumenoBaHnue moayJist Mopgenbaey, apT pecypcrapbl
MogaenupoBaHue U apT PECypChl
Modelling and Art resources

Ha3Banue JUCHUIIIINHBI I'padukanbiKk KOMIO3UIIKS HETi3AEPi
OcHOBBI rpauECKON KOMIIO3UITUN
Basics of graphic composition

Inka IMCUNIIHHBI ITJ1 KB
Koa aucuuniuabl OGK 4228
Cemectp 8
KosmmuecrBo kpeautoB ECTS | 5
®opma 1 BUAbI y4eOHBIX Jexuum -
3aHATHIN /KOJUYECTBO [TpakTrueckue 3austust —50
KPeAUTOB CPO - 75
CPOII - 25
IIpepekBHU3UTHI Komnerorepiik rpaguxka I

KomnerorepHas rpaguxka I
Computer graphics |

ey n3yvyenus (Tekcer He MeHee 2() CJIOB)

[Tonai mMeHrepymiH MakcarTapbl - OeliHeney ©Hepi KoHE MU3allH CalaChIHIAFbl OOoJamaK OWbIH
Iu3aiiHepiepiH Ooramak ofiCTeMeNiK cayaTThl KociOM ic-opekeTke naibiHaay. belineney enepi
QJIEMIHJIET1 KOPKEM IIIbIFapMaiapibl, CTHIBAEP, KaHPIAPAbl XKOHE OAaFbITTapAbl TANJayFa KOHE
TyciHmipyre naipiHgay. Kazipri 3amMaHfbl aknmaparThlK TEXHOJOTHSUIAPABI 3€pTTey, HAaKThI
KOPKEMJIIK JKOHE NM3alilH MOCeJeNIepiH IMIeNIyre KaKeTTi OpTypiii TpadUKalblK pemaakTopiapa
(CorelDraw, PhotoShop, 3-D Max xoHe T.0.) 1afabLiap.

Lemn ocBoeHUA AMCHUILIAHBI MOJTOTOBKA Oynymux TeidM Jau3aifHepoB B oOmactu
M300pa3uTEBHOTO NCKYCCTBA U TU3aliHa K OYAyIed METOMYECKH TPaMOTHON PpodeCCHOHATBHON
nesrenpHocTU. [lonroroBka K aHanM3y M HMHTEPIPETALMU XYAOXKECTBEHHBIX IPOU3BEACHUH,
CTHJICH, )KaHPOB U HAIPaBJIEHUII MEPOBOT0 H300pa3UTEILHOI0 HCKYCCTBA. V3ydeHne COBpeMEeHHBIX
MH(POPMAITMOHHBIX TEXHOJOTWH, HABBIKM pPabOTBl B PAa3IUYHBIX TpadUUeCKUX peaaKTopax
(CorelDraw, PhotoShop, 3-D Max wu T.1.), HEOOXOOUMBIMH JUIs PCIICHHUS KOHKPETHBIX
XYA0KECTBEHHO-IN3aAMHEPCKUX 3a1a4.

The objectives of the discipline are to prepare future game designers in the field of fine arts and
design for future methodically competent professional activities. Preparation for the analysis and
interpretation of works of art, styles, genres and trends of world fine art. The study of modern
information technology, skills in various graphic editors (CoreDRAW, PhotoShop, 3-D Max, etc.)
necessary to solve specific artistic and design tasks.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

KypcTbiH Ma3MyHBI:

- aKIapar I1eH >KapHaMaHbl JKeTKi3y/i YHpeHy.

- rpaduKanblK AW3aiiH cajachblHAa KOJNJIAHBUIATBIH MAaKeT XOHE AW3alH TYXKbIpbIMIamasapblH
3epTTey JKOHE KOJIaHy.

- aHAJOITHIK MEAMaHbl (KapbIHIAIIINEH JKOHE Kara3OeH CypeT caiy kKoHe T.0.) oHe HUQPIIBIK
MeIuaHbl TMaliJanaHy - 3aMaHayd KOMIBIOTEPIIK Kypaiaapasl (Tpadukaiblk KaOIpIKTap MeEH
OarnapiaMaiblK KaMTaMachl3 €Ty - cypeT caiy, 0osty, Oerrey, Tumorpadus, ckaHepiey >KoHe
doTocyper YIIliH) maiaiana aiy.

Conepxanue Kypca:

- HAy4YHUTHCS MepeaBaTb HHPOPMALIUIO U PEKIIamy.

- M3y4YeHHWE M HCIIOJNb30BAHME KOHLEMIMA BEPCTKH M JU3aifHa, HUCIOJIB3YeMbIX B 00JacTh
rpaduUecKoro Au3anHa.

- WCIOJIb30BaTh KaK aHAJOroBbIe HOCUTENIM (pUCOBAaHME KapaHAaumoM U Oymarod W T.1.), Tak U
UM(POBbIE HOCUTENH - C UCIOJIb30BAHUEM COBPEMEHHBIX KOMITBIOTEPHBIX CPENCTB (Tpaduueckoe
o0opynoBaHME M MpOrpaMMHOE oOOecredyeHue - s PUCOBAHHUA, PACKpAIllMBAHUSA, BEPCTKH,
TUNIOTpaUKyU, CKAHUPOBaHUS U (hoTorpadun).

The content of the course is:




- to learn to communicate information and advertising.

- to study and use layout and design concepts used in the graphic design field. T

- to employ both analog media (drawing with pencil and paper, etc.) and digital media -- using up-
to-date computer tools (graphics hardware and software - for drawing, painting, layout, typography,
scanning, and photography).

KuarueBble koMneTeHunu (pe3yJabTaTbl 00ydeHns ) (TEKCT) ﬂ

- MaKeTTiH HE €KEHIH oHE THIM/I MaKeTTi KaJlail ’acay KepeKTiriH TYCiHy.

- JKa3ynap/bl / KapinTep/i *KoHe ojap/blH MarbIHACHIH TYCIHE OLTy.

- JIOTOTHUIITIH HE €KEeHIH jKOHEe OHBbI KaJlal jkacay KepeKTIiriH TYCIHY.

- OHEP/IIH dJIEMEHTTep1 MEH MPUHIMIITEPIH KOca allFaH/ia, €Ki eJIImeM/i JU3aifH Heri31epiH TyCiHe
oimy.

- TYC TEOPUSCHIH JKOHE OHBIH I'paMKaNbIK JU3aiiH1a KOJIIaHBLUTYBIH TYCIHE OLTY.

- OHEpPTaHY ChIHBIH THIM/I1 NaiiaanaHa Oiy.

- Op TYPJIi Kypangap/sl KojlaHa OTBIPHII, Ju3aiiHepiik JlaFipliap MeH TeXHUKaHBbI KeTUIipe Outy.
- YME€Th IOHUMAaTh, YTO TAKOE MAKET U KaK C03/1aTh 3(h(HEeKTUBHBIN.

- yMeTh pa30uparbcs B HAANUCAX / MIpUPTAX U UX 3HAUCHUH.

- YMCTb [TOHHUMATh, YTO TAKOE€ JIOI'OTUIT U KaK €ro Co34aThb.

- YMeTh pa30upaThCs B OCHOBAX JABYMEPHOI0 IM3aliHa, BKIFOYAs DJIEMEHTHI U PUHITUIIBI HCKYCCTBA.
- YMeTh pa30uparbcsi B TEOPUH LIBETA U €€ IPUMEHEHUH B TpaduyeckoM au3aiiHe.

- yMeTh 3()(h)eKTUBHO UCTIONB30BaTh HCKYCCTBOBETYECKYIO KPUTHKY.

- UMCTb BO3MOXXHOCTH COBCPIICHCTBOBATL CBOU HH3aﬁHepCKHe HaBbIKW W TCXHHUKH, UCIIOJIb3YsA
Ppa3JIM4YHbIC UHCTPYMCHTBI.

- be able to know what a layout is and how to create an effective one.

- be able to know about lettering/fonts and their implications.

- be able to know what a logo is and how to create one.

- be able to know the basics of two dimensional design including the elements and principles of art.
- be able to know about color theory and its implications in Graphic Design.

- be able to know how to use art criticism effectively.

- be able to to improve their design skills and techniques using a variety of tools.

dopMa UTOTOBOT0 KOHTPOJIsI | TecT eMTUXaHEbI
Tect px3ameH
Test exam

I[TOOK-i, nopictep, ceMuHap cabaKTapbIHBIH TallChIpMasaphbl,
KOCBIMIIIA MaTepuasiap koHe T.0.

YMKJ, nexunu, 3a1aHus JUIsl CEMUHAPCKUX 3aHSTHH,
JIOTIOTHUTENBHBIA MaTeprant U T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Pa3naTounblii MaTepuas

Baok C

Mogensaey, apT pecypcTrapsl
MogaenupoBaHue U apT PECYPCHI
Modeling and art resources

HaumenoBanue moayJs

KpeaTtuBTi Mequa eHiM
KpeartuBHas Meaua mpoyKIius
Creative Media Production

Ha3zBaHue qMCHHIINHBI

Iuxa nucuuIIMHbI IIJ1 KB
Koa aucuuninHbl KMP 4229
Cemectp 7
KoaunuectBo kpenuroB ECTS | 4
dopMa U BUIbI YU4eOHBIX Jlexuuu -
3aHATHH /KOJINYECTBO [IpakTuueckue 3ausarus — 40
KpPeAUTOB CPO -60
CPOII -20

IIpepekBU3UTHI
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ean n3ydenns (Texkct He meHee 20 cJ10B) ][

"KpeatuBTi Meama eHIM" TOHIHIH MaKCaThl oimiM ayIIbUIapFa IMIbIFApPMaIIbLIbIK KbI3METTIH
TEOPHSUIBIK OUTIMI MEH KOCIOM KY3BIPETTUIIrH KaJIBIITACTBIPY, TEOPHSUIBIK MPUHIUITEPMEH
TaHBICTBIPY, MeIMa KOMMYHUKaLUsAIapa KPeaTuBTI TEXHOIOTUsIapbl KOMAAHYAbIH 911CTEMENIK
TOCUIAEPi MEH MPAKTUKACHI.

Henpto aucuunvHbl" KpeaTUBHBIA MeAUa MPOAYKT " sBISETCS (OPMUPOBAHUE Y 00YyHaAIOIIUXCS
TEOPETUYECKUX 3HAHUH M NpPo(EecCHOHATBHBIX KOMIIETEHIIMH TBOPYECKOM JAEATEIbHOCTH,
O3HAKOMJIEHHE C TEOPETUYECKUMH MPUHLMUIIAMH, METOJUYECKUMH [pUEMaMH W MPaKTUKOU
[IPUMEHEHHUSI KPeaTUBHBIX TEXHOJIOIMI B MeAa KOMMYHUKALIUSIX.

The purpose of the discipline "creative media product” is the formation of students' theoretical
knowledge and professional competencies of creative activity, familiarization with theoretical
principles, methodological techniques and practice of using creative technologies in media
communications.

'

Conep:xanue (Teket He meHee 30 c10B) ﬂ

"KpeaTuBTi Me/iHa OHIM" KypCHIHBIH Ma3MYHBI IIBIFAPMALIBLTEIK KbI3METTIH TEOPHSIIBIK OLTiMi MeH
KoCiOM  KY3BIPeTTUIINH KaJbINTacThIpy, OUIIM alylIblIapAblH —MeIua-KOMMYHUKaIUsuapaa
KpPEaTUBTI  TEXHOJNOTHSUIApJbl  KOJNJAHYABIH  TEOPUSUIBIK  MPUHIMITEPIMEH,  O/iCTEeMEiK
TOCUIAEPIMEH KOHE MPAKTUKACHIMEH TaHBICTBIPY.

ConepxaHue Kypca "KpeaTHBHBIM Menua HpOAYKT" (hOpMHpPOBAHHE TEOPETUYECKUX 3HAHUU U
npoQecCHOHANBHBIX KOMIIETCHIINH TBOPUYECKOW IESITETbHOCTH, O3HAKOMJICHHE OOydaromuxcs ¢
TEOPETHYECKUMH IPUHIUIIAMH, METOAWYECKUMH IOAXOJaMH U TPAKTUKOH IMPUMEHEHHS
KpPEaTUBHBIX TEXHOJIOTHH B MeINa-KOMMYHHUKAIIHSX.

The content of the course "creative media product™ is the formation of theoretical knowledge and
professional competencies of creative activity, familiarization of students with theoretical principles,
methodological approaches and practice of using creative technologies in media communications.

KuaioueBble komnereHunu (pe3yabTaThbl 00yyeHus ) (TEKCT)

Binyi kepek:

- MEIMaKOMMYHUKAIIMSHBIH 3aMaHayl KPEeaTWBTI TEXHOJIIOTHSIIAPBIHBIH €H ©3€KTi, ic Ky3iHje
MaHBI3/IbI MOCeNeNepin Oury;

- MEIWATEXHOJIOTHSJIAp YIIiH OCHl MOCEJCHIH aWpbIKIIa MaHBI3IBUIBIFBIH €CKEpe OTHIPHII,
HEFYPJIBIM CYpaHbICKa W€ 3aMaHayd KpeaTHBTI TEXHOJIOTHSIIAPIBI ICKE achIpyIbIH OachiM
MIPAKTUKAIBIK acTIeKTICiH OLTy;

- Ka3ipri )karaail KOHTEKCTIHIe MaTepraIbl MpoOIeMalbIK Typae Outy;

- MeJIia KOMMYHHKAIIHSIaFbl 3aMaHayd KpeaTHBTI TEXHOJIOTHUSUTAP/IBIH POJIIH MEHTepY;

- OuTiM amymbUTapBl ©3 OCTIiHIEe, epKiH, IIbIFapMAaIlbUIBIK OCICeH I Ko3KapacKka >KoHe OuTimMi
TYCIHYT€ KoHE MHHOBAIIMSUIAP/IbI HTI3yre JalbIHIBIKKA JeTeH KaXKETTUIITH JaMBITY.

JlomxeH 3HaTh:

- 3HaTh Hamboee AKTYAJIbHBIX, MPAKTUYCCKU 3HAYUMBIX HpO6J’I€M COBPEMECHHLBIX KPCATHBHBIX
TEXHOJIOTU MEANAKOMMYHUKAIIUI;

- 3HAaTb MNPUOPUTCTHOIO IMNPAKTHYCCKOro acCICKTa pcan3alun Hanboiee BOCTp@GOBaHHLIX
COBPCMCHHBIX KPCAaTUBHBIX TEXHOJIOTHH C Y4€TOM 0c000ll BaXKHOCTH JaHHOI'O BOIIpOCa JIAd
MeﬂHaTeXHOHOFHﬁ;

- HpO6J'I€MH06 3HAHUC MAaTCpUalla B KOHTCKCTC TeKymeﬁ CUTyalluu,

- BJIaJICTh POJIbKO COBPEMCHHBIX KPCATHBHBIX TEXHOJIOTHH B Mca KOMMYHHKAIIUU,

- OCBOUTH HOTp66HOCTL 06y‘~IaIOHII/IXC$I B CaMOCTOATCIIBHOM, CBO60,I[HOM, TBOPYCCKHU AKTHUBHOM
IIoAXO04€ U TOTOBHOCTHU K TIOHMMAaHUIO 3HAaHUH U BHCAPCHUIO HHHOBaHHﬁ.

Must know:

- knowledge of the most relevant, practically significant problems of modern creative media
communication technologies;

- knowledge of the priority practical aspect of the implementation of the most in-demand modern
creative technologies, taking into account the special importance of this issue for media
technologies;

- problematic knowledge of the material in the context of the current situation;

- mastering the role of modern creative technologies in media communication;

- to develop the students' need for an independent, free, creatively active approach and readiness to
understand knowledge and introduce innovations.




®opma UTOroBOro KoHTposa | Tect emTuxan
Tect bx3ameH
Testexam

Paznarounsblii MaTepuan ITOOK-i, nopictep, ceMuHap cabaKTapbIHBIH TallChIpMajaphl,
KOCBIMIIIA MaTepuanap koHe T.0.

YMKJI, nexiuu, 3ajaHust AJ11 CEMUHAPCKUX 3aHATHH,
JIOTIOJIHUTENBHBIN MaTepuai u T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baox C

HaunmeHnoBanue moayJist Monensney, apT pecypcrapsl
MonenupoBaHue 1 apT Pecypcehbl
Modeling and art resources

Ha3zBanue fucCUNJINHBI DuiibM xoHe AHUMAIHA
duiieM 1 AHUMaN YA
Film and Animation

Iuka JIMCUUIIHHBI I1]] KB
Koa aucumninHbl FA 4229
Cemectp 7
KosmmuecrBo kpeauto ECTS | 4
®opMa U BHIbI Y4eOHBIX Jlexuum -
3aAHATHI /KOJINYIECTBO [TpakTrueckue 3austust — 40
KPeJIUTOB CPO -20
CPOIT -60
IIpepexkBU3NTHI

esin n3yvyeHnusi (Tekct He MeHee 2() CJIOB) J[

[ToHai OKBITYIBIH HETi3r1 MaKCaThI-KOMIBIOTEp/IE KOCiOM aHMManusiIblK (UiIbMaEp Kacay
KaOULIeTiH KaJBITACTBIPY, )KBUDKBIMAJIBI TpadMKaMeH YIIECETIH aHUMAITUSITBIK OeiHenep/Ii )kacay
MPUHIMAINITEP], KaXeTTi OarmapiaMalibIK-TeXHUKAJIBIK KaMTaMachl3 €Ty KOHE op TYpJi KbI3MET
cajlajlapblH/Jia: JKapHamMa cajlaCblHAa, KIMIITEp JKacay cCajJlaCblHAa aHUMAaIUAHBI KOJIAaHY
TIEPCIIEKTUBACEI UTEPY.

OCHOBHOH NENbI0 HM3YYCHHs IAUCIHILIAHBI SBJSICTCS (POPMHPOBAHHE CIOCOOHOCTH CO3/1aBaTh
npodecCOHaIbHBIE aHUMAIIMOHHBIC (QHIBMBI Ha KOMIBIOTEPE, O NPHHIMIAX CO3JaHHS
AHUMAIIMOHHBIX POJMKOB B COYETAHUHM C TIOJBMKHOW TpaduKoi, HEOOXOIMMBIE MPOrPaMMHO-
TEXHUYECKHE 00€ECIeYeHnsI U MEPCIICKTUBA HCIIOJIB30BAHUM aHUMAIlMU B pPa3JIMYHBIX o0JIacTsIx
ACATCIIbHOCTHU: B C(bepe PCEKIIaMBbIl, B obnactu CO31aHus KIIMIIOB.

The main purpose of studying the discipline is to develop the ability to create professional animated
films on a computer, on the principles of creating animated videos in combination with moving
graphics, the necessary software and hardware and the prospect of using animation in various fields
of activity: in the field of advertising, in the field of creating clips.

Conep:xanue (Teket He MmeHee 30 c10B) ﬂ

"®unpM KOHE aHUMANMA" KypCBIHBIH Ma3MYHBl KHHEMATorpausHbIH TapUXbIH, CTHIBACPIH,
OarbITTapbl MEH JIaMy TEeHJCHLUSIAPBIH TEPEH 3ePTTEYre JKOHE OChI OLTIMII ©3€KTi ITU3aiiH XKoHE
HIBIFAPMAIIBUIBIK KbI3METTe KojjaHy. CoHbIMEH Oipre  aHMMAalus - KO3FaJIbICKa YKCANTHIH
KeCKIH/Iep/l »Kacay YIIIH CaHIbIK eCenTeylep/i NaiJalaHaThiH KOMITBIOTEPIICHIeH KEeCKiHIeY
o/icTepiH aHMMANMSIBIK (QUIBMICD Kacay, OeliHe olbIHIap, GuiabMaepre apHanbl dddexTitepai
KOJIJIaHy.

Coneprxkanue Kypca "KMHO U aHUMalus" npeanoiaraeT yriyoJleHHOe U3yYeHUe UCTOPUH, CTUJIEH,
HanpaBJICHUI U TCHICHIUHI pa3BUTHS KHHEMaTOrpaduu U NPUMEHEHUE STHX 3HAHUHN B aKTyaJIbHOM
MPOCKTHO-TBOPYECKOM JIeSITeNbHOCTU. [IpM 3TOM aHUMAaLUA-3TO CO3JAaHHE AHMMAIMOHHBIX
(GUIBMOB, BUICOUTD, IPUMEHEHUE CTICPPHEKTOB K PHIBMaM, KOMIIBIOTEPU3UPOBAHHBIX METOIOB
BU3YaJHM3allMM, WCIONB3YIOIIUX [U(POBBIE BBYUCICHHUS Ui CO3JAHHS  H300paKeHHIA,
HAINIOMHHAIOUIHNX JIBHKCHHUE.
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The content of the course "cinema and animation” involves an in-depth study of the history, styles,
trends and trends in the development of cinematography and the application of this knowledge in
actual design and creative activities. At the same time, animation is the creation of animated films,
video games, the application of special effects to films, and computerized visualization methods
using digital computing to create images resembling motion.

KuarueBble koMneTeHunu (pe3yJabTaTbl 00ydeHns ) (TEKCT) ﬂ

binyi kepek:

- KUHOHBIH HET13T'1 TypJepl, CTUIbAEP1, TApUXbI XKOHE AaMy TeHJICHIUSATIAPBIH UTepy;

- IPAKTUKAIBIK )KYMBICTA QJIEMJIIK >KOHE OTaHBIK TOKIpUOeIeH >ko0anay TeXHOJIOrHsuIapbl MEH
ONICTEpPIH Urepy;

- KMHO ’KOHE aHMMallMs CaaChIHIaFbl apHAKBI IpOrpaMMaiapabl Outy;

- rpa(MKaIbIK HeMece BEKTOPIIbIK rpauKaHbl OHAEYre apHalIFaH OaFaapiaMaliblK KacaKTaMaHbI
MEHTEPY;

- KO3taJIbIChl MJUIFO3UACBHIH Kacay YHIIH JKAPBIKTaHABIPY, KOJICHKCIICP KOHC TCKCTypaJlap CHUAKTHI
apHaiibl 2 dexrinepai Oity.

JlomxeH 3HaTh:

- OCBOUTHh OCHOBHBIX BHOB, CTHHCﬁ, HUCTOPUHU U TCHIICHHHI}'I pa3BUTHA KUHO;

- BJIQJICTh TEXHOJOIMI M METOAOB MPOCKTUPOBAHUS M3 MHUPOBOM M OTEYECTBEHHOW MPAKTHKU B
MIPAKTUYECKOM padore;

- 3HaThb CICHUAJIBHBIX IPOrpaMM B 001aCTH KUHO U aHUMalluu,

- BIIQJIETh ITPOTPAMMHBIM O00€CIIeUeHUEM VIS PEIAKTHPOBAHUS IpadUKN WM BEKTOPHOM rpaduKy;
- 3HAaTh CICIHUAJIBHBIX B(b(i)eKTOB, TaKUX KaK OCBCHICHHUE, TCHHU W TCEKCTYPHI, 4TOOBI co31aTb
WIDIFO3UK0 IBUKCHUA.

Must know:

- mastering the main types, styles, history and trends of cinema development;

- mastering technologies and design methods from world and domestic practice in practical work;

- knowledge of special programs in the field of cinema and animation;

- proficiency in graphics or vector graphics editing software;

- Knowledge of special effects such as lighting, shadows and textures to create the illusion of
movement.

dopMa UTOTOBOT0 KOHTPOJIsI | TecT eMTHXaHEI
Tect px3amen
Test exam

Pa3naTouHblii MaTepuall [TOOK-i, gapicrep, cemuHap cabaKkTapbIHBIH TariChpMaliapsbl,
KOCBIMIIIA MaTepHasiap KoHe T.0.

YMKJ, nexunu, 3a1aHus JUIsl CEMUHAPCKUX 3aHSTHH,
I[OHOJ'IHI/ITCJ'IBHI)II‘/'I MaTepyual U T.1

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.

Baok C

HaumenoBanue moayJs Mogensaey, apT pecypcTrapsl
MogaenupoBaHue U apT PECYPCHI
Modeling and art resources

Ha3Banue IuCHHUIIHHBI FrutbiMu 3eprrey Herizaepi
OCHOBLI Hay4YHOI'0 UCCIICAOBAHUS
Fundamentals of scientific research

Iuxa aucuUIIMHBI IIJ1 KB

Koa aucuuninHbl ONI 4230

Cemectp 8

KoauuectBo kpenuroB ECTS | 4

dopMa U BUIbI YU4eOHBIX Jlexuuu -

3AHATHI /KOJINYECTBO [MpakTuueckue 3ansarus — 30
KpeIuToB CPO - 45

CPOII - 15



https://www.multitran.com/m.exe?s=electronic+educational-methodical+complex&l1=1&l2=2

IpepexkBU3UTHI

Ilean usydenns (Teker He menee 20 ciio) |

"FpuibiMu 3epTTey Heri3aepi" MoHIH Urepy MakcaThl FhUIBIMU MOICHUETT] KAJIBINTACTBIPYFa bIKIAI
ereni. byn FbUIBIMH MOTIHIEpAlI TYCIHYII KEHUIAETENl >KOHE CTYIEHTTEpPre oJiCTeMeNiK
MiKipTajacTapra KaTbiCyFa MyMKIHIIK Oepesii. 3epTTey npaKkTUKachl OapbIChIHAA ajaFaH OuTiMIEpiH
THIMJT1 KOJIJIaHy.

Iesnb ocBoeHMst uCHMIIIMHBI «OCHOBBI HAYYHOT'O UCCIIEIOBAHUS» CIIOCOOCTBYET (HOPMHUPOBAHUIO
Hay4YHOM KyJabTypbl. DTO oOjerdaer MOHMMaHHE HAay4HBIX TEKCTOB U II03BOJSIET CTYAEHTAM
IPUHUMATh y4acTHe B JMCKYCCHUSAX [0 METONOJOrMH. O(PQPEKTHBHO MNPUMEHATh 3HAHUA,
IMOJIYUYCHHBIC B XO4€ HCCHCI{OB&TCHLCKOﬁ ITPAKTUKH.

The objectives of mastering the discipline "Fundamentals of scientific research™ contribute to the
formation of scientific culture. This facilitates the understanding of scientific texts and allows
students to participate in discussions on methodology. Effectively apply the knowledge gained in
the course of research practice.

Conep:xanue (Teket He meHee 30 c10B) ﬂ

"FpuipiMu  3epTTey Herizaepi" NOHIHIH Ma3MyHbl  FBUIBIM TapUXbIH MEHIepy, Ke3eHIIK
epeKIIETIKTepAl aXXpIpaTy, FhUIBIMUA Makajaaap JaiblHIAy, OHbI JKapusjay, FbUIBIMU >KYMbICTap
Kasy[blH  TajJanTapblH MEHrepy, oJcOMeTTepMeH AypbIC JKYMBIC ICTEH aly, cliTeMe Koo,
3epPTTEYAIH dJiC-TICUIIEPIH MEHTEPY.

ConepxaHue IUCHMIUIMHBI "OCHOBBI HAy4YHOI'O MCCIEAOBaHUA" HM3Yy4EHUE HUCTOPUM HAyKH,
pasrpaHUYeHHE MEePUOANYECKUX OCOOEHHOCTEH, MOArOTOBKA HAYYHBIX CTaTeH, WX ITyOJIUKAIWs,
OCBOEHHE TPeOOBAHM K HAIIMCAHHUIO HAYYHBIX PaOdOT, YMEHHE TPABUIILHO PA0OTATh C TUTEPATYPOH,
CTaBUTb CCBUIKH, BJIaJICTb METOAAMHU U IpHUEMaMHU UCCIICJOBAHU.

The content of the discipline "Fundamentals of scientific research™ is the study of the history of
science, the differentiation of periodic features, the preparation of scientific articles, their
publication, mastering the requirements for writing scientific papers, the ability to work correctly
with literature, put links, master the methods and techniques of research.

KuioueBble koMmnereHunu (pe3yJabTaThbl 00yyeHust) (TEKCT) ﬂ

- METOJIOJIOTHS HET13/Iepi MEH 3epTTey 9MICTepiH Oury;

- FBUTBIMHU 3€PTTEYIIiH TECOPHSUIBIK MOCEIIEIepPiH 3epTTeY;

- FBUTBIMHU 3€PTTEYIH TEXHOIOTHSIIAPBIH HTePY;

- FBUTBIMHU 3€PTTEYIiH apHaJapbl MEH KbI3METI JKalbIH/Ia TAJAayap Kyprisy;

- FBUTBIMHU 3€PTTEYIiH CaIaChIH/Ia KOCiOM OailylaHbIC OpHATYIa KY3IpeTTi O0Iyabl MEHIepy Kepek.
- 3HAaTb OCHOB METOA0JIOTHH U MCTOAOB NCCIICIOBAHUI,

- U3YYHUTh TEOPETHUECKUX TPOOIEM HAYIHOT O HCCIICTIOBAHMS;

- OCBOCHUE TEXHOJIOTUN HAYYHBIX UCCIICTOBAHUI;

- IPOBOAUTH aHaJIKW3a KaHAJIOB U JACATCIbHOCTU HAYYHOI'O UCCIICIOBAHMA;

- BJIAACThb KOMH@T@HIII/I@ﬁ B YCTAHOBJICHHU HpO(i)GCCI/IOHaJ'IBHbIX cBsi3ell B o0acTu Hay4YHBIX
HUCCIEI0BAHUM.

- know the basics of methodology and research methods;

- to study the theoretical problems of scientific research;

- mastering the technologies of scientific research;

- to analyze the channels and activities of scientific research;

- possess competence in establishing professional contacts in the field of scientific research.

®opMa UTOrOBOro KOHTPOJIsi | TecT eMTuXaHbI
Tect px3ameH
Test exam

Pa3paTounbiii MaTepual [MOOK-i, gapicrep, ceMuHap cabaKTapbIHBIH TarChpMaliaphbl,
KOCBIMIIIA MaTepuaiiap koHe T.0.

YMK/, nexuuu, 3aJaHust 4711 CEMUHAPCKUX 3aHATHH,
JIOTIOJTHUTENBHBIA MaTepral U T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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Baok C

HaumenoBaHnue moayJist Mopgenbaey, apT pecypcrapbl
MonenupoBaHue 1 apT peCypChl
Modeling and art resources

Ha3zpaHue TUCHUIIHHBI FruteiMu 3epTTey oicTepi MEH KOHIETIIHSIIAPHI
MeTo/bl 1 KOHLIENITUA HAYYHOT O UCCIIeIOBaHNE
Methods and concepts of scientific research

Inka IMCUMIIHHBI I1J1 KB
Koa aucuuniunbl MKNI 4230
Cemectp 8
KosmmuecrBo kpeauto ECTS | 3
®opma 1 BUAbI y4eOHBIX Jexuum -
3aHATHI /KOJIUYECTBO [IpakTuueckue 3anarus — 30
KPeAUTOB CPO - 45
CPOIT - 15
IIpepexkBU3UTHI

ean u3ydenns (Tekct He MeHee 2() ¢J10B) 1[

"FputbiMu  3epTTey omicTepi MeH TY)KbIpbIMAaMamapbl' TOHIHIH MakKcaTbhl FBUIBIMH KOOAHBI
YUBIMAACTBIPYIBIH EPEKIICTIKTEpl Typaiasl OUTIMII HWrepy, FBUIBIMH 3epTTEYJIep KYPri3yiiH,
FBUIBIMH 13JICHICTIH, TalaayJIblH, SKCICPHUMEHTTIH, JCPEKTEPal OHACYAIH MPAKTUKAIBIK diCTepi
MEH ONICTEpiH HWrepy, akKMapaTrThIK TEXHOJIOTHUSIAPIbl KOJaHA OTBIPBINT HETi3elTreH THIMI1
memiMnep a1y, aKnaparThl CbIHU TaJlJlay AarAblLIapbIiH KaJIbIIITaCThIPpAabI.

Henpto nucuumivabl "MeTonbl M KOHUENIIMKA HAay4YHOT'O HCCIEAOBAaHMS" SBIISIETCS OBJIJICHUE
3HAHUSAMH 00 OCOOCHHOCTSIX OpraHW3allid HAyYHOTO TIPOCKTa, OBJAJICHUE TPAKTUICCKUMH
METOIaMH ¥ TpHEMaMH TPOBEACHUS HAyYHBIX MHCCIEAOBAHHM, HAyYHOTO IIOMCKa, AaHajH3a,
SKCIICPUMEHTa, OOpa0OTKH JaHHBIX, ITOJIYYeHHE OOOCHOBAHHBIX JS(PQPEKTUBHBIX PEIICHUNH C
IpUMEHEHHEM MH(OPMAIIMOHHBIX TEXHOJOTHH, (OpMUpOBaHNE HABBIKOB KPUTUYECKOTO aHAIHM3a
HH(pOpMAIUY.

The purpose of the discipline "Methods and concepts of scientific research" is to acquire knowledge
about the specifics of the organization of a scientific project, to master practical methods and
techniques for conducting scientific research, scientific search, analysis, experiment, data
processing, to obtain sound effective solutions using information technology, to form skills for
critical analysis of information.

Conep:xanue (Tekcet He MeHee 30 c10B) ﬂ

"FBUIBIMH 3€pTTEy O4IiCTepi MEH TYKbIPHIMIAMAaIapbl" KYPCHIHBIE Ma3MYHBI [e€iiM TEXHOJOTHS
caJlachIHIArbl MpoOJieMajiapabl FEUIBIMU 3€PTTEY dAICTepi OOMBIHINA TEOPHSIIBIK KIHE KOJIIaHOaIbI
OUTIMIi, FBUTBIMU KbI3METTIH Ma3MYHBIH, OHBIH 9JIICTepi MeH OLTIM opmaapblH 3epTTeH .
Copepxkanue Kypca "METOAbl M KOHIIEMIMM HAYYHOTO HCCIEJOBaHMS" TEelUM U3y4aeT
TEOPETUYECKUE U MPUKIAHBIE 3HAHHS IO METOAAaM HAayYHOT'O MCCIEOBAaHUS MpobaeM B 001acTH
TEXHOJIOTHH, COICP’KaHNE HAYYHOH IesITeIbHOCTH, €€ METO/IbI U ()OPMBI 3HAHUH.

The content of the course "Methods and concepts of scientific research™ game studies theoretical
and applied knowledge on methods of scientific research of problems in the field of technology, the
content of scientific activity, its methods and forms of knowledge.

KurioueBble koMmnereHnu (pe3yabTaThl 00yueHusi) (TEKCT) ﬂ

Binyre tuic: 3epTTeyAiH *aHa SICTEpiH, KOCIOM KBI3METTIH JKaHa cajajiapblH, JEpeKci3 oiay,
Tajuay, CHHTE3ey MYMKIHIIKTEPIiH 1epOec urepyiH KoHe KOMAaHYIbIH HEeTi3r1 TocUIaepi.

Binyi kepek: 3epTTeyiH )KaHa 9aicTepiH 63 OCTIHIIEC UTepPy KOHE KOJIJIaHy, KOCIOM KbI3METTIH JKaHa
cajlaJlapblH Urepyre OalaHbICTHI KaHa OUTIM MEH JaFAblIapAbl ally oJiCTepiH KOJAaHy, opTypIii
MoceseNep/Ii mieny YIIiH Oiiay onepanusuiapblH, COHBIH iIIiHAE Tajaay MEH CHHTE3/11 KOJAaHy.
MeHrepyi THiC: *aHa 3epTTEy OMICTEpiH KONJIaHy, KOCIOM KBI3METTIH JKaHa cajlajlapblH HUrepy
JaFABLTAPBI OPTYPIIi MOceeep i ey YIIiH aKbUT-0i olepanusIapbiH, COHBIH iIIHAE TaJay MEH
CUHTE3/11 KOJIJIaHy.

Kabineri MeH nalibIHIBIFBIH KOPCETY1 KepeK:

- FBUTBIMU HET13/1ep/i 3epAesiey KaXKeTTUIIr TypajIbl XKaJIlbl TYCIHIKTEP/1 KaIbIITaCThIPY
3epTTeynepal outy;




- FBUTIBIMU 13/ICHICTIH, TANIAYABIH JOCTYPIIi )KOHE MHHOBAIIMSUTBIK MEXaHU3MIH 3epTTeYAl TYCIHY;

- FBUTBIMU 3€PTTEYJIEP KYPri3yIliH >KaJbl FHUIBIMU 91CTEP1 Typasbl YFBIMIbI OLY;

- FBUTBIMU 3€PTTEYJIEP/l KocHapiay *KoHe YIUbIMIACTBIPY 9IICTEPiH 3epTTey/ai Oiy;

- FBUTBIMHU HOTHIXKENEP/Ii pecimiey OONBbIHINIA CTaHIapTTap MEH HOPMATUBTEP/I 3epAciiecy
CEeMHHAapJIap MEH KOH(pepeHUUsIIapFa FhUIBIMU OastHaaManap, JKapHsulaHbIMIap JaibiHAayabl O1y;
- FBUTBIMU 3€PTTEYJIEP/AiH HOTHKEJEepiH anpobanusiiay paciMaepiMeH MEHrepy.

HOJDKCH 3HATb: OCHOBHBIC MMOAXOAbI K CAMOCTOATCIbHOMY OCBOCHHUIO M HCIIOJB30BAHHUIO HOBBIX
METOJIOB HCCIIEIOBaHMsI, HOBBIX cdep mpodecCHoHaTIbHONH eATENbHOCTH, BO3MOXHOCTH
abCTPaKTHOTO MBILUICHHUS, aHAJIN3a, CHHTE3A.

I[OJDKCH YMETb: CaMOCTOATCIBbHO OCBaMBAaTb M HCIIOJIB30BAaThb HOBLIC MCTOAbI HMCCIICAOBAHUA,
HCII0JIB30BATh METOAbI ITOJYUYCHHUA HOBBIX 3HAHUH U YMeHHfI, CBsI3aHHBIX C OCBOCHHUEM HOBBIX cq)ep
HpO(bCCCHOHaJILHOﬁ ACATCIIbHOCTHU, IPUMECHATDH MBICJIIMTCIILHBIC OIICpAallii, B TOM YHCJIC, aHAJIU3 U
CHUHTC3, Ul PCIICHUS pa3JIMYHbIX 3a1a4.

I[OJDKCH BJIAACTH: HABbIKaMH ITPUMEHCHUA HOBBIX METOJAOB UCCIICAOBAaHW A, OCBOCHHU S HOBBIX cq)ep
HpO(bCCCHOHaHLHOﬁ JACATCIIbHOCTU NNPUMEHATH MBICJIMTECIILHBIC OIICpallii, B TOM YHCJIC, aHAJIU3 U
CHUHTEC3, IJIA PpCIICHUS pa3JIMYHbIX 3a71a4

JlomkeH 1eMOHCTPUPOBATH CIIOCOOHOCTH U TOTOBHOCTD:

- 3HaTh (popMUpOBaHKE OOIIMX MPEACTABICHUN O HEOOXOAMMOCTH U3yUCHHSI HAYYHBIX OCHOB
3HAHHE UCCJIC/IOBAHU;

- YMETb U3YUYCHUS TPAAUITUOHHOTIO U UHHOBAIITMOHHOI'O MEXaHU3Ma HAYYHOI'O ITOMCKaA, aHAJIM134a,

- 3HATh IIOHATHUEC 06H1€Hay‘lHBIX METOJ0B MPOBEACHU A HAYUHBIX HCCHCHOBaHHﬁ;

- 3HaTb MCTOJ0OB INIAHUPOBAHUSA U OpraHU3alui HaYyYHbIX HCCJIC]IOBaHI/Iﬁ;

- 3HaTh CTaHAAPTOB M HOPMATHBOB IO O(GOPMIICHUIO HAYYHBIX PE3yJbTATOB YMEHHE TOTOBHUTH
Hay4YHBbIE TOK/IaJbl, Hy6J‘II/IKaHI/II/I Ha CEMUHapax " KOHq)epeHuHﬂX;

- YMETh OBJIaJI€HHE POLEIYPaMH arlpodalny pe3yabTaToOB HAyIHBIX UCCIETOBAHNUH.

Must know: the main approaches to the independent development and use of new research methods,
new areas of professional activity, the possibilities of abstract thinking, analysis, synthesis.

Must be able to: independently master and use new research methods, use methods of obtaining new
knowledge and skills related to the development of new areas of professional activity, apply mental
operations, including analysis and synthesis, to solve various tasks.

Must possess: the skills of applying new research methods, mastering new areas of professional
activity, apply mental operations, including analysis and synthesis, to solve various problems.
Must demonstrate ability and willingness:

- to know the formation of general ideas about the need to study the scientific foundations

of scientific research;

- be able to study the traditional and innovative mechanism of scientific research, analysis;

- to know the concept of general scientific methods of conducting scientific research;

- know the methods of planning and organizing scientific research;

- know the standards and regulations for the design of scientific results, the ability to prepare
scientific reports, publications at seminars and conferences;

- be able to master the procedures for testing the results of scientific research.

®opMa UTOrOBOr0 KOHTPOJIsi | Tect emTuxan
Tect px3ameH
Test exam

Pa3naTounblii MaTepuas [TOOK-i, gapicrep, cemMuHap cabaKTapbIHBIH TarChIpMaliapsbl,
KOCBIMIIIA MaTepuaniap >koHe T.0.

YMK/, nexuuu, 3aJaHust 4711 CEMUHAPCKUX 3aHATHH,
JIOTIOJTHUTENBHBIA MaTepral U T.J

EMC (educational-methodical complex), lectures, tasks for
seminars, additional material, etc.
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