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NMPEAMBYVYJIA / PREAMBLE

PO3POBJIEHO / DESIGNED
KepiBHUK poboyoi rpynun / Head of the project team:

JIICOBNYEHKO Oner IBaHOBMY, KaHAMAAT TEXHIYHMX HAyK, AOLUEHT, OOUEHT Kadenpu
iHpopMaTUKK Ta nporpamHoi iHxeHepii / Oleh LISOVYCHENKO, Candidate of Technical Sciences,
Associate Professor of the Department of Informatics and Software Engineering

YneHun poboyoi rpynu / Project team members:

KOPHArA fipocnaB IropoBu4, JOKTOP TEXHIYHUX HayK, Npodecop, AeKaH haKyabTeTy
iHhopMaTukm Ta obymncnoBanbHOi TexHikn / Yaroslav KORNAGA, Doctor of Technical Sciences,
Professor, the Dean of the Faculty of Informatics and Computer Science,

3ABIFrOPOHIN Banepii BikTOpoBMY, JOKTOP TEXHIYHNX HAyK, Npodecop, AOLEHT Kadeapu
iHpopMauinHux cnctem Ta TexHonorin / Valerii ZAVHORODNII, Doctor of Technical Sciences,
Professor, Associate Professor of the Department of Information Systems and Technologies,

TKAY Muxanno MapTMHOBMY, KaHONAAT TEXHIYHUX HAYyK, OOUEHT, OOLEHT Kadeapu
iHpopMaLuinHux cnctem Ta TexHosnorin / Mykhailo TKACH, Candidate of Technical Sciences,
Associate Professor of the Department of Information Systems and Technologies,

KPWUJIOB €BreH BonopauMmMpoBMY, KaHANAaT TEXHIYHUX HAaYK, OOLEHT, AOUEHT Kadenpu
iHopMauinHnx cnctem Ta TexHonorin / Yevhen KRYLOV, Candidate of Technical Sciences,
Associate Professor of the Department of Information Systems and Technologies,

ONIINHUK BonoguMmup BaneHTUMHOBMY, KaHOMAAT TEXHIYHUX HAyK, OOLEHT, AOUEHT Kadeapu
iHpopMauinHnx cuctem Ta TexHonorin / Volodymyr OLIINYK, Candidate of Technical Sciences,
Associate Professor of the Department of Information Systems and Technologies,

OninHuk KOpin OneKcaHAPOBMY, KaHONOAT TEXHIYHUX HayK, AOUEHT Kadenpmn iHpopMaTKm Ta
nporpamHoi iHxeHepii / Yurii OLIINYK, Candidate of Technical Sciences, Associate Professor of the
Department of Informatics and Software Engineering,

3ABIrorPOOHS ransa AHartoniiBHa, KaHONOAT TEXHIYHMX HayK, AOLEHT, OOUEHT Kadenpu
iHpopMaLuinHuUX cnctem Ta TexHonorin / Hanna ZAVHORODNIA, Candidate of Technical Sciences,
Associate Professor of the Department of Information Systems and Technologies,

BA3AKA KOpin AHaToniMOBMUY, KaHAMAAT TEXHIYHUX HayK, CTapLn BUKAa4ay Kageapu
iHhopMaLUinHnx cuctem Ta TexHonorin / Yurii BAZAKA, Candidate of Technical Sciences, cTapmn
BUKNaga4y Kagpeopu iHpopMaLinHUX CUCTEM Ta TEXHOJIOTIN,

XAJNYC OneHa AHApiiBHa, CTapwni Buknagay kadenpu iHpopMaTnKm Ta NporpamMHoi iHxxeHepii /
Olena KHALUS, Assistant Professor of the Department of Informatics and Software Engineering,

MAPYEHKO OneHa IBaHiBHa, CTapwunin Buknagad kageapu iHpopMaTUKN Ta NPorpamMHoi
iHxeHepii / Olena MARCHENKO, Assistant Professor of the Department of Informatics and Software
Engineering,

HECTEPEHKO KoctaHTuH MNaBnoBuy 3506yBay TpeTboro (0OCBiTHbO-HAayKOBOIr0) piBHA BULLOI
ocBiTM OHI «IH>XXeHepia nporpamMmHoro 3abesneyeHHs» / Kostiantyn NESTERENKO, Doctoral
Candidate (Third Educational and Scientific Level of Higher Education) in the Educational and
Scientific Program 'Software Engineering’,
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FA3IH KocTAHTUH AHppinoBuy 3000yBay Apyroro (0CBiTHbO-HAaYyKOBOr0) piBHA BULLOI 0CBiTKM OHIM
«lH>XeHepia nporpamMHoro 3abesneyeHHs iHpopmMauinHux cuctem» / Kostiantyn HAZIN Master’'s
Candidate (Second Educational and Scientific Level of Higher Education) in the Educational and
Scientific Program 'Software Engineering of Information Systems'

MOroa>XeHoO / AGREED:

HaykoBO-MeToOM4YHa KOMICi yHiBepCcuTeTy 3i cneuianbHOCTI F2 IH)XXKeHepis nporpaMHOro
3abe3neveHHs / The Scientific and Methodological Commission of the University on speciality F2
Software Engineering (npoTokon / minutes of meeting N Bia / dated 2025)

Nonosa HMKY-F2 / Head of the SMCU-F2

€sreHia CYJIEMA / Yevheniia SULEMA

MeTonun4yHa pagna KIl im. Irops Cikopcbkoro / The Methodological Council of Igor Sikorsky Kyiv
Polytechnic Institute (npoTokon / minutes of meeting Ne___ Big / dated 20_ )

Fonosa MetognyHoi paagun / Head of the Methodological Council
TeTsaHa KENNACKOBA / Tetiana ZHELIASKOVA
BPAXOBAHO / CONSIDERED:

1. CtaHAapT BULLOI OCBITK 3a cneuianbHicTo F2 «IH)XXeHepis nporpaMHoro 3abesneyeHHsa»
https://mon.gov.ua/storage/app/media/vishcha-osvita/2018/10/31/121-inzheneriyaprogramnog
o0-zabezpechenya-dlya-pershogo-bakalavrskogo-rivnya-osviti.pdf

2. 3MiHM g0 HauioHanbHOro KnacudikaTopa AK 003:2010
https://mon.gov.ua/ua/npa/prozatverdzhennya-zmini-10-do-nacionalnogo-klasifikatora-dk-0032
010

3. 3MiHW, 00 3aTBepAKeHUX JliLeH3inHMX YMOB NpPOBaA>XeHHS OCBITHbOI AifAnbHOCTI Big 30
rpyaHs 2015 p. Ne 1187, BHeceHi 3rigHo 3 lNMocTaHoBOO KM
https://zakon.rada.gov.ua/laws/show/11872015-%D0%BF#Text

4. 3ayBa)XeHHSA Ta Npono3unuii cTenkxongepis 3a pesysibTaTaMu rpoMaacbKoro o6roBopeHHs:

- HayKOBO-Ne[aroriyHnx npauiBHUKIB;

- 3p06yBadviB BMLLOI OCBITK, SKi HABYaAlOTLCA 3a OCBITHIMM NporpaMamu cneuianbHoCTi F2
“IH>XeHepia nporpamMmHoro 3abesnevyeHHna”;

- (paxiBuiB HaB4YanbHO-MeToAMYHOro Bigainy Kl im. Iropa CikopcbKoro;
- (haxiBuiB B ranysi iHXeHepil nporpaMHoro 3abesneyvyeHHs Ta iHOPMaLINHNX CUCTEM;

- peKoMeHpaLii LWono OHOBJIEHHS OCBITHiIX NMporpam (Haka3 Kl iM. Iropsa CikopcbKoro Big
22.10.2021 p. NeHOH 248/2021 «[lMpo oHoBJieHHSA 0CBIiTHIX nporpam KIl iM. Irops CikopCbKoro»;

* pekoMeHaauil Loao NPOEKTYBAHHA OCBITHIX NMporpam Ta HaB4asJibHUX MJaHiB.
1. ®axoBy ekcnepTuU3ly NpoBoaNIN:
MpepncTaBHUKKM poboToaaBLIB:

¢ CHi>XXKO Mukona BacunboBud - 'eHepanbHU aupektop TOB «YaBaHC HeTBOpK KoHCanTuHr»
(DataArt);

¢ [13iHbKO PocTuncnas - kpeaTusHuni gnpektop TOB «®PAl JIEE»;

e Xanyc IBaH- KepiBHUK, koMnaHisa Tredfoemer Limited.
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MpeAncTaBHUKMU CTYAEHTCbKUX OpraHisauin:

¢ [a3iH KocTAaHTNH AHapinoBuy 3006yBay apyroro (OCBiTHbO-HayKOBOr0) PiBHS BULLLOT OCBITU
OHMN «lH>XeHepia nporpaMHOro 3abesneyvyeHHs iHpOPMaLINHNX CUCTEM»

BpaxoBaHoO Taki npono3uuii ctTenkxonpgepis:

e OMTUMI3yBaTW 0O6CAr HaB4YaIbHOMO HaBaHTa)XeHHA 3400yBayiB BULLLOT OCBITK (CTyaeHTH,
¢axiBui HaBYanbHO-MeToaMYHOro Biaainy Kl im. Iropsa CikopcbKoro);

¢ 36ibLUINTKY PiI3HOMAHITHICTb BMBIpKOBUX NPOGECINHO-0OPIEHTOBAHNUX ANCLUMUMIIH NpK
36epexxeHHi hyHOaMeHTaIbHOI CKNafoBoi NiaroToBKK (poboToaasLi).

OcBiTHO NporpamMmy obroBopeHo Nicas HaAXoA KeHHS BCix Noba)kaHb Ta Npono3unuin Big 3400yBadyis
BULLLOT OCBITU | BUNYCKHUKIB OCBITHLOI MporpaMmn Ta CXBasieHO Ha po3LLIMpeHOoMY 3acifaHHi kadenpu
(npoTokon Ne __ Big «__ » 2025p.)

1. The Higher Education Standard for Specialty F2 "Software Engineering"
https://mon.gov.ua/storage/app/media/vishcha-osvita/2018/10/31/121-inzheneriyaprogramnogo-zabe
zpechenya-dlya-pershogo-bakalavrskogo-rivnya-osviti.pdf

2. Amendments to the National Classifier DK 003:2010
https://mon.gov.ua/ua/npa/prozatverdzhennya-zmini-10-do-nacionalnogo-klasifikatora-dk-0032010

3. Amendments to the approved Licensing Conditions for Educational Activities dated December 30,
2015, No. 1187, introduced in accordance with the Cabinet of Ministers Resolution
https://zakon.rada.gov.ua/laws/show/11872015-%D0%BF#Text.

4. Comments and proposals from stakeholders based on the results of public discussion:
- Academic and teaching staff;

- Higher education applicants studying in the educational programs of Specialty F2 "Software
Engineering";

- Specialists from the Educational and Methodological Department of KPI named after Igor Sikorsky;
- Experts in the field of software engineering and information systems;

- Recommendations for updating educational programs (Order of KPI named after Igor Sikorsky dated
22.10.2021 No. NON 248/2021 "On the Update of Educational Programs at KPl named after Igor
Sikorsky");

- Recommendations on the design of educational programs and curricula.

5. Professional expertise was conducted by:

Representatives of Employers:

- Snizhko Mykola Vasilyevich - General Director of Udvans Network Consulting LLC (DataArt);
- Dzinko Rostyslav - Creative Director of FRAG LEB LLC;

- Halus Ivan - Manager, Tredfoemer Limited.

Representatives of Student Organizations:
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- Kostiantyn Hazin - Master’s Candidate (Second Educational and Scientific Level of Higher
Education) in the Educational and Scientific Program "Software Engineering of Information Systems."

The following stakeholder proposals were taken into account:

- Optimization of the academic workload for higher education applicants (students, specialists of the
Educational and Methodological Department of KPI named after Igor Sikorsky).

- Expansion of the variety of elective profession-oriented disciplines while maintaining the
fundamental component of education (employers).

The educational program was discussed after receiving all suggestions and proposals from higher
education applicants and graduates and was approved at an extended meeting of the department
(Minutes No. __ dated "__ " 2025).

EBOJIIOLLIA OCBITHbOI MPOrPAMU / EVOLUTION OF THE EDUCATIONAL PROGRAMME

Mporpama po3pobasaeTbCs BrepLue

The program is being developed for the first time
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1. NPO®JIb OCBITHbOI MPOrPAMM / EDUCATIONAL PROGRAMME PROFILE

1 - 3aranbHa iHdopmMauia / General information

MNoBHa Ha3Ba 3akjiafy BULLOI OCBiTK Ta

HaB4asbHoOro nigposainy / Full name of

higher education institution and faculty
/ educational and scientific institute

HauioHanbHU TEXHIYHWUNA
yHiBepcuTeT YKpaiHu
«KNIBCbKUI NOAITEXHIYHWI
IHCTUTYT iMeHi Irops
CikopcbKoro»

National Technical University
of Ukraine «lgor Sikorsky Kyiv
Polytechnic Institute»

CTyniHb BULLOT OCBITW Ta Ha3Ba

0CBiTHbOI KBanidikauii / Higher

education degree and education
qualification title

CtyniHb 6bakanaBpa
6akanaBp 3 iHXxeHepii
nporpamMHoro 3abe3nevyeHHs

Bachelor Degree
Bachelor of software
engineering

OdpiuinHa Ha3Ba OCBITHLOI Mporpamm /
Educational programme official title

[MporpamyBaHHsA
KOMM'IOTEPHUX irop

Computer Games
Programming

Tun gunnaomy Ta 06cAr OCBiTHLOI
nporpamu / Diploma type and
educational programme volume

Ounnom 6bakanaspa, 240
kKpeauTtie EKTC, TepMiH
HaB4YaHHSA 3 pokun 10 Micauis

Bachelor diploma, 240 credits
ECTS, training period 3 years
10 months

IHdbopMauisa npo akpeguTadito /
Accreditation information of the
educational programme

He akpeanTtoBaHoO

Not accredited

Linkn, piseHb BULLOI 0CcBiTK / Education
cycle, level of higher education

HPK YkpaiHn - 6 piBeHb
QF-EHEA - nepwwnin unkn
EQF-LLL - 6 piBeHb

NQF of Ukraine - 6 level
QF-EHEA - 1 cycle
EQF-LLL - 6 level

Mepepnymosun / Prerequisites

HasBHICTb MOBHOI 3arasibHOI

Complete general secondary

cepenHbOl OCBITHU education

dopmun 3006yTTA OCBITY / Forms of OuHa (aeHHa); full-time:
Education

MoBga(n) BVIK}'I.a)J,aHHﬂ./ Language(s) of YKpaiHCbka Ukrainian
instruction

IHTepHeT-aapeca po3MilleHHS
ocBiTHbOI nporpamu / URL of the
educational programme

https://osvita.kpi.ua/F2_OPPB

(=] [l

_PKI _
[w]bes =

2 - MeTa ocBiTHbOI nporpamu / Educational programme purpose

dyHoaMeHTaslbHa Ta KOMMJAeKCHa NiAroToBka
GaxiBUiB Yy rany3si iHXeHepii nporpamMHoOro
3abe3nevyeHHs, 30aTHUX 40 PO3POOKK irpoBuUX
CUCTEeM, KOPUCHUX 019 OTPUMaHHSA KBanidikauii
Ha nocagax NporpamicTiB NO4YaTKOBOIro piBHA,
pO3pO0b6HUKIB IHCTPYMEHTIB, po3p0obHUKIB
MepeX, PO3pPO0OHMKIB BUABNEHHS 3iTKHEHb,
NPOrpaMicTiB LUTYYHOrO iHTENEKTY,
KOHCTPYKTOPIB MPOrpaMHNX OBUIYHIB Ta
po3pobHuKiB iHTepdenciB KoMn'toTEPHUX irop.
MeTa 0OCBiTHbOI MporpamMmu BignoBigae cTpaTerii
po3BuUTKy Kl im. Irops CikopCbKoro Ha
2025-2030 poku wono popMyBaHHS
cycninbcTBa ManbyTHLOro Ha 3acajax
KOHLUEMUii CTasioro po3BuTKy.

Fundamental and comprehensive training of
specialists in the field of software engineering,
capable of developing game systems that are
valuable for obtaining qualifications for entry-
level programmer positions, tool developers,
network developers, collision detection
developers, artificial intelligence programmers,
software engine designers, and computer game
interface developers.

The purpose of the educational program aligns
with the development strategy of Igor Sikorsky
Kyiv Polytechnic Institute for 2025-2030
regarding the formation of a future society
based on the concept of sustainable
development.
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3 - XapakTepucTtuka ocBiTHbOi nporpamm / Educational programme characteristics

NMpenmMeTHa o6nacTtb / Subject area

O6’exkT: nporpamMHe 3abe3nevyeHHs, npoLecy,
IHCTPYMeHTaNbHi 3acobun Ta pecypcu po3pobku,
CYNpoBOO)XEHHS Ta 3abe3nevyeHHs AKOCTi
NpPoOrpaMHOro 3abesneyeHHs irpoBUxX CUCTEM.
Linb HaB4YaHHSA: NiaroToBka axisuis, 34aTHUX
CTaBUTKU i po3B’A3yBaTX 3aBAaHHS, LLLO NOB A3aHi
3 po3pobKOI0, CYNMPOBOLAXKEHHSAM Ta
3abe3nevyeHHAM AKOCTi MPOrpaMHOro
3abe3neyvyeHHs irpoBMX CUCTEM.

TeopeTu4yHUV 3MICT ripeagMeTHOI obsiacTi: 6a30Bi
MaTeMaTWn4yHi, iHpopMaLUinHi, QisnyHi,
€KOHOMIiYHi MONIOXKEHHS 040 CTBOPEHHS i
CYMpOBOO)XEHHS NPOrpamMHOro 3abesnevyeHHs
pO3Ba>kasIbHUX IFrPOBUX CUCTEM; OCHOBW aHanily,
MOAe tOBaHHS, MPOEKTYBaHHSA, KOHCTPYOBaHHS
Ta CYynpOBOOXXEHHS iX MPOrpamMHoOro
3abe3neyeHHs.

MeToaun, meToankn Ta TEXHOJIOrII: MeToan Ta
TexHos0rii po3pobkn NporpamMHoOro
3abe3neveHHs; 36upaHHa, 06pobkn Ta
iHTepnpeTauil pe3synbTaTiB OCNIOXEHb 3
iHXXeHepii nporpamMHoro 3abesneyeHHs.
IHCTpyMeHTU Ta ob1agHaHHA: NPOrpaMHo-
anapaTHi Ta iIHCTpyMeHTasbHi 3acobu po3pobku,
CYyNpPOBOO)XEHHSA Ta eKCrnJjyaTauil NporpamMHoro
3abe3neyvyeHHs irpoBMX CUCTEM.

Object: software, processes, tools, and resources
for the development, maintenance, and quality
assurance of software for gaming systems.

The goal of training: training specialists capable
of setting and solving tasks related to the
development, maintenance, and quality
assurance of software for gaming systems.
Theoretical content of the subject area: basic
mathematical, informational, physical, and
economic provisions regarding the creation and
maintenance of software for gaming systems;
fundamentals of analysis, modeling, design,
construction, and maintenance of their
software.

Methods, techniques, and technologies: methods
and technologies of software development;
collection, processing, and interpretation of
software engineering research results.

Tools and equipment: hardware and software
tools for the development, maintenance, and
operation of software for gaming systems.

OpieHTawia ocBiTHLOI Nporpamu / Scope

OcBiTHbO-MpoecinHa

Professional educational

OcHoBHuM ¢hoKycC OCBiTHbOI nporpamm / Main focus




OcCBiTHA Nporpama cnpssMoBaHa Ha hopMyBaHHSA
y 3000yBaYiB BULLLOI OCBITW 34aTHOCTI BU3HaYaTuH
Ta pO3B’'A3yBaTN KOMIJIEKCHI 3aBAaHHA B ranysi
po3p0obku irpoBmMx cucteMm. BoHa oxonJtoe
yHOaMeHTasibHi Ta NpodecCinHO OpiEHTOBAHI
ONCUNMNIHN, WO BKJIIOYAlOTb TEOPETUYHI Ta
NMPaKTUYHI aCNeKTu CTBOPEHHS iIFrPOBUX PYLUIIB,
AJIrOPUTMIB LUTYYHOr O iHTENEKTY Ta rpadiyHoro
nporpamMyBaHHS.

Mporpama 3abe3neyye rpyHTOBHY NiArOTOBKY B
TaKMX HanpsMax, K aJirfoOpuUTMiYHi MmeToamn,
iHTeneKTyalbHWUN aHani3 gaHux, MeToaun

MoAe ltoBaHHSA, MallMHHE HaBYaHHA Ta
onTuMisauia. OnaHyBaHHSA BiAMNOBIOHWX
ancunnnid go3eonse 3gobyBadamM oTpuMaTu
HeobXioHi KOMMEeTeHTHOCTi AN NnogabLUOi
npodecinHoi AisNbLHOCTI B raay3i po3pobku
NPOrpamMHMX pilleHb 418 irPOBMX CUCTEM.
HaB4YanbHU NnaH Nnepeabadvyae MOXXNBICTb
iHOuBigyanbHOro BMbopy oncunniiH BiaAnoBigHoO
0o npodinto Kacenpwn Ta NnpodecinHnx iHTepecis
3p06yBaviB.

BpaxoBytoun crneumndiky peanizauii gaHoi
nporpamMmn, BOHa 34aTHa 3pobuTn CBil BHECOK Y
DOC/iO)XEeHHSA NpOorpamMyBaHHS WTYYHOro
iHTenekTy, hi3n4HOro NporpamMyBaHHsA 414 irop,
apxiTeKTypwu irpoBOro ABuUryHa, rpadgiyHoro
nporpamMyBaHHA Ta CTBOPEHHS irop ToLwo, AKi
FPYHTYIOTbLCA Ha BUKOPUCTAHHI MOTY>XHOIro
MaTeMaTUYHOro anapaTy: iHTeNneKTyaJbHOro
aHanisy gaHux (Data Mining), meToais
iMiTauinHOro MoaeItoBaHHSA, MEeTO/iB
onTMMi3auii, METOLIB CTAaTUCTUYHOIO aHanisy,
MalWMHHOro HaB4aHHs (Machine Learning),
LWUTYYHUX HEMPOHHUX MepeXX Ta iHLWNX MeTOAIB i
TexXHiK. 3 caMoro no4aTKy nporpama nae
MOXX/IMBICTb CTBOpPOBaTK Ba3oBy CUCTEMY Ta
npasuna o6pobKu NporpaMHNX efleMeHTIB
KOMMN'IOTEPHUX irop, @ CTBOPEHHS LWUTYYHOI O
iIHTenekTy, NpmBene 40 BUBYEHHS aNropnTMmis
Ta MeTOLIB, AKi 003BONAITh iFPOBUM
rMepcoHa)kaM LiiTu pO3yMHO Ta peaniCTUYHO.
Mpw niaroToBUi 3a AaHO Nporpamoto 3406yBavi
BULLOI OCBITU MalOTb MOXXJIMBICTb OTPUMaTU
3HaHHA 3 iIHWNX rany3en 3HaHb 3aBOAKU
MO>KJIMBOCTi popMyBaHHSA FHYYKOI
iHOMBIAYaNbHOT TPAEKTOPII HaBYaHHSA.
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The educational program is aimed at developing
the ability of higher education students to
identify and solve complex tasks in the field of
developing gaming systems. It encompasses
fundamental and professionally oriented
disciplines that include theoretical and practical
aspects of creating game engines, artificial
intelligence algorithms and graphical
programming.

The program provides thorough training in areas
such as algorithmic methods, intelligent data
analysis, modeling techniques, machine learning,
and optimization. Mastering the relevant
disciplines enables students to acquire the
necessary competencies for further professional
activities in the field of developing software
solutions for gaming systems.

The curriculum allows for the individual selection
of disciplines in accordance with the
department’s profile and the professional
interests of the students.

Taking into account the specifics of this
program’s implementation, it is capable of
contributing to research in artificial intelligence
programming, physical programming for games,
game engine architecture, graphical
programming, and game development, all of
which are based on the use of a powerful
mathematical apparatus: intelligent data
analysis (Data Mining), simulation modeling
methods, optimization methods, statistical
analysis methods, machine learning (Machine
Learning), artificial neural networks, and other
methods and techniques. From the outset, the
program offers the opportunity to create a basic
system and rules for processing software
elements of computer games, while the
development of artificial intelligence for leads to
the study of algorithms and methods that enable
game characters to act intelligently and
realistically.

When pursuing this program, higher education
students have the opportunity to gain knowledge
from other fields of study thanks to the
possibility of forming a flexible individual
learning trajectory.

Ocob6nuBocTi ocBiTHbOI Nnporpamu / Features



FpyHTOBHa dyHOaMeHTasbHa NiAroToBKa y
MOEQHAHHI i3 CyYacHO npodecinHow
NiAroTOBKOIO, IKa A03BOJISE NPOBOANTM
iHHOBALiMHY AiANbHICTb i MpayBaTh 3
nepenoBMMN TEXHOJIOrSAIMU, LLO peani3yTb YCi
eTann XXUTTEBOIO LIMKNY CTBOPEHHS
nporpamMHoro 3abesnevyeHHsa gnsa irposBux
cucTeMm.

Mpn NiaroToBUi 3@ AaHOK OCBITHLOK NPOrpPamMoto
Be/INKa yBara NpuainaeTbCcsa po3BUTKY
MPakTUYHNX HaBMYOK pobOTH, WO AO3BONNTL
BUMYCKHUNKY BKAKOYNTUCA B poboymn npouec 6e3
000aTKOBOIro HaB4aHHsA. 3abe3neyeHHs
rapaHTOBaHOIr0 PiBHA TEXHOJIOMIYHOT NiArOTOBKN
CTyOeHTiB BionosigHo fo notpeb IT-ranysi
JOCAra€eTbCA WNAXOM NPOBEAEHHSA paay
HaBYaJlIbHUX 3aHATb Ha 6a3i HaBYa/IbHUX LEHTPIB
Takux ¢ipmM, ak DataArt (EaBaHgen HeTBopk
KoHcanTuHr), Genesis, Trendformer Limited
TOLWWO.

Peanizauia nporpamu nepenbavae 3anyyeHHs 0o
ayAUTOPHUX 3aHATb NpodecioHaniB-NPaKkTUKIB,
eKcnepTiB ranysi, npeacTaBHUKIB poboToaaBLiB.
Mpoxoo)XeHHS nepennnioMHOI MPaKTUKKM Ha
6a3ax npoBigHUX IT-koMNaHin 3a haxom.
Y4aCHMKKM OCBITHbOIO MpoLLecy MalTb
MOXXJINBICTb A0Jy4aTUCb A0 Mporpam
Mi>KHapoAHOI akageMi4HOT MOBiNbLHOCTI.
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Thorough fundamental training combined with
modern professional training, which enables
innovative activities and work with cutting-edge
technologies that implement all stages of the life
cycle of creating software for gaming systems.
When pursuing this educational program,
significant emphasis is placed on the
development of practical work skills, allowing
graduates to enter the workforce without
additional training. Ensuring a guaranteed level
of technological training for students in line with
the needs of the IT industry is achieved through
conducting a series of training sessions at the
educational centers of companies such as
DataArt (Advanced Network Consulting),
Genesis, Trendformer Limited, and others.

The implementation of the program involves
engaging practicing professionals, industry
experts, and employer representatives in
classroom activities.

Completion of pre-diploma practice takes place
at the facilities of leading IT companies in the
relevant field.

Participants in the educational process have the
opportunity to participate in international
academic mobility programs.

4 - NMpupaTHICTb BUNYCKHUKIB 0,0 NpaueBslaluiTyBaHHA Ta NOAANbLUIOIro HaB4YaHHA /
Eligibility of graduates for employment and further study

MpupaTHicTb Ao npauesnawtyBaHHa / Eligibility for employment

Bakanaspwu 3 iHXeHepii NporpaMHOro
3abe3nevyeHHsa MOXYTb NpaLoBaTh
po3pobHUKaMu NporpaMHoOro 3abesnevyeHHs
(Software Developer), apxiTekTopammu
nporpamMHoro 3abe3snevyeHHsa (Software
Architect), cneuianictamn 3 TecTyBaHHA
nporpamMHoro 3abesnevyeHHs (QA),
po3pobHuKamu i agmiHicTpaTopamm 6a3
DaHux, DevOps-iHXXeHepaMun, a TaKoX
nporpamMictTamm irpoBoi Norikn, po3pobHnkKamm
irpoBMX pyLUiiB, pO3pOBHUKaMK rpadivyHmNX
pyLliiB, pO3pOBHUKaMM BINCbKOBUX CUMYNATOPIB
TOLLO.

Ha3su npodecin 3rigHo HauioHanbHOro
knacugikatopa YkpaiHu (KnacudgikaTtop
npodecin (OK 003:2020)):

3121 daxiBeub 3 iHpoOpMaLINHNX TEXHOJOrIN
3121 daxiBelb 3 po3pobKN Ta TECTYBaHHSA
nporpamMHoro 3abesnevyeHHs

3121 daxiBeub 3 po3pobneHHA KOMN'IOTEPHUX
nporpam

Moxxnnea npodecinHa cepTudikauis

Bachelors in software engineering can work as
software developers (Software Developer),
software architects (Software Architect),
software testing specialists (QA), database
developers and administrators, DevOps
engineers, as well as game logic programmers,
game engine developers, graphics engine
developers, military simulator developers, and
more.

Names of professions according to the National
Classifier of Ukraine (Classifier of Professions
(DK 003:2020)):

3121 Specialist in information technologies
3121 Specialist in software development and
testing

3121 Specialist in the development of computer
programs

Professional certification is possible.

Mopanbwe HaBuyaHHA / Further study

MpaBoO NPOAOBXNTN HAaBYaAHHSA Ha APYromy
(MaricTepcbkKoMy) piBHi BULLOI OCBITK Ta
HabyBaTn noAaTKOBI KBaniikauii B cucrtemi
OCBIiTWN OOPOC/INX.

The right to continue education at the second
(master’s) level of higher education and to
acquire additional qualifications in the adult
education system.
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5 - BuknapaHHA Ta ouiHioBaHHA / Teaching and assessment

BuknapaHHa Ta HaBYaHHA/Teaching and studying

3aBOaHHA-0pPIiEHTOBaHE, CTYAEHTOLEHTPOBaHeE,
STEM-opieHTOBaHe HaB4YaHHS, CaMOHaBYaHHA4,
HaB4YaHHS Yepe3 NPaKTUKY, 3aCTOCYBaHHSA
KOMMNETEeHTHICHOro nigxony, NpuHUMNiB
nobpoyecHOCTi Ta akageMmiyHoi ceoboan.
BuknagaHHA Ta HaBYaHHSA peanizyeTbCA Yepes:
* ayOUTOPHI 3aHATTSA (NeKkuii, NpPakKTUYHiI
3aHATTS, KOMM'IOTEPHI MPaKTUKyMU, y T. Y. i3
3aCTOCyBaHHAM e-learning, gucTaHuUinHnX
KypciB Ha NnaTdopmi ANCTaHLINHOrO HaB4YaHHS
«Cikopcbkun» (Google Workspace for Education,
Moodle);

* HabyTTHA 3HaHb Y CUCTEMi HeEPOPMasbHOT
oceiTn (Open Course Ware) 3 iX BU3SHaHHAM
LWAXoM Banigauii pe3ynbTaTiB HaB4YaHHS,

* BUKOHAHHS iHAMBIAYaIbHUX 3aBOaHb
(KypcoBux, po3paxyHkoBux pobiT, pedepaTis),
MOAYJIbHUX KOHTPOIbHUX pobiT, caMocTinHa
poboTa, KOHCyNbTalii BUKIaaaudis;

* MPOXOO)XEHHS NepeaannIOMHOI MPaKTUKM Ha
nignpMEMCTBAXx, B OpraHisauisx Ta yCcTaHOBaXx;
* BUKOHaHHSA AUMJIOMHOIO MPOeKTYBaHHA.

Task-oriented, student-centered, STEM-oriented
learning, self-directed learning, learning through
practice, application of a competency-based
approach, principles of integrity, and academic
freedom. Teaching and learning are
implemented through:

* Classroom activities (lectures, practical
classes, computer workshops, including the use
of e-learning and distance courses on the
Sikorsky Distance Learning Platform (Google
Workspace for Education, Moodle);

* Acquisition of knowledge in the non-formal
education system (Open Course Ware) with
recognition through validation of learning
outcomes;

* Completion of individual assignments
(coursework, calculations, essays), modular
assessments, independent work, and
consultations with instructors;

* Completion of pre-diploma practice at
enterprises, organizations, and institutions;

* Execution of diploma project design.

OuiHloBaHHA / Assessment

OUuiHIOBaHHSA 3HaHb CTYAEHTIB 34iNCHIOETLCA Y
BiANOBIAHOCTI A0 MNON0XXEHHA NPO PENTUHIOBY
CUCTeMY OLiHIOBaHHA pe3ysbTaTiB HaBYaHHSA
ctyneHTiB KMl im. Iropsa Cikopcbkoro 3a ycima
BMOaMM ayaAUTOPHOI Ta No3a ayaAnUTOPHOI
poboTun (BXigAHWUA, NOTOYHNN, PYBIXKHNNA,
NiACYMKOBUA KOHTPOJIb); YCHUX Ta NMMCbMOBUX
eK3aMeHiB, 3aiKiB.

Assessment of students' knowledge is carried
out in accordance with the Regulation on the
rating system for evaluating the results of
students' learning at the Igor Sikorsky Kyiv
Polytechnic Institute for all types of classroom
and extracurricular work (incoming, current,
borderline, final control); oral and written
exams, tests
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6 - NMporpamMHi KoMmneTeHTHOCTI / Programme competencies

IHTerpanbHa KoMneTeHTHicTb / Integral competence

30aTHICTb pO3B'sAA3yBaTW CKNagHi 3agadvi i
npobnemun y ranysi iHxeHepii NporpamMHoro
3abe3nevyeHHs oNsa iHPOPMaALINHNX CUCTEM Pi3HOIo
npu3HayeHHs, abo B NpoLeci HaBY4aHHS, WO
XapaKTepu3yrTbCS KOMMJIEKCHICTIO Ta
HEBU3HAYeHICTIo YMOB, sKi noTpebyoTb
3aCTOCYBaHHS Teopin Ta MeToAiB iHpopMaLinHUX

The ability to solve complex tasks and
problems in the field of software engineering
for information systems of various purposes,
or in the learning process, characterized by
the complexity and uncertainty of conditions
that require the application of theories and
methods of information technologies

TEeXHONOrIn.
3aranbHi komneteHTHOCTI (3K) / General competencies
3K 3[0aTHICTb A0 abCTPaKTHOro MUCNEHHS, Aptitude for abstract thinking, analysis and
01 aHanisy Ta CMHTe3y. synthesis
3K 30aTHICTb 3aCTOCOBYBATW 3HAHHA Y Ability to apply knowledge in practical
02 MPaKTUYHNX CUTYyaUisx. situations.
3K | 3paTHICTb CNiNKyBaTUCA Oep>XaBHOO MOBOIO Ability to communicate in the national
03 SIK YCHO, TaK i MMCbMOBO. language both orally and in writing.
3K |3pmaTHiCTb cninkyBaTuUCs iHo3eMHO MoBoto K| Ability to communicate in a foreign language
04 YCHO, Tak i MMCbMOBO. both orally and in writing.
3K | 30aTHICTb BYMTKCSA | 0OBOs1I04iBaTU CyHaCHUMN Ability to learn and master up-to-date
05 3HaHHAMN. knowledge.
3K 30aTHICTb A0 nowyky, obpobneHHs Ta Ability to search, process and analyze
06 aHani3y iHdopMauil 3 pi3HNX aXxepein. information from various sources
gl; 34aTHICTb NpautoBaT B KOMaHAi. Ability to work in a team.
3K 30aTHICTb AiATY Ha OCHOBI €ETUYHUX Ability to act on the basis of ethical
08 MipKyBaHb. considerations.
3K | MparHeHHsa oo 36epexeHHs HaBKOJINLLHbLOIO Desire to preserve the environment
09 cepeposuLa. P
3K |3maTHIiCTb OisaTu couiasnbHO BiAMOBIiAaNbLHO Ta Ability to act socially responsibly and
10 CBiAOMO. consciously.
30aTHICTb peanidyBaTu CBOI NpaBa i 060B'A3KK Ability to realize one’s rights and
ﬂﬁi:}LiZiiC;}/c:n;gZC;ﬁiggff(z%}:ﬁg?gm responsibilities as a member of society, to be
3K EMOK agquoro) CVCRiNLCTBA Ta aware of the values of a civil (free democratic)
11 He%6xi HF}CTb Horo CTaynoro 03BUTK society and the need for its sustainable
Be xoseHcfsa NDaBa. NDaB | cso%o o yI;IHI/I i development, the rule of law, the rights and
P paga, np 004 NOA freedoms of a person and a citizen of Ukraine.
rpoMagsHuHa B YKpaiHi.
BHaTHiCT.b 36epiraTv! Ta NpUMHOXyBaTh Ability to preserve and enhance moral
ocl\;?aaeﬂzi;l'c'(zg;?cpgé :Zyggs:);iIngcuiLHﬂ cultural, scientific values and achievements of
A icTonil Tay3aKOHOMi HoCTei o;émi society based on understanding of the history
noe MpeTHoT 0bnaCTi ?I MicLIS p3aranbzi|7| and development patterns of the subject area,
3K CVICE)I'e'I’\l/Ii 3HAHb MDO 1 |/| o LilcycnianTBo T3 its place in the general system of knowledge
12 03BUTK pc cﬁinicﬁga TyeXHiKm i about nature and society and in the
TeXHgﬂ%Fiﬂ BVII}</O yVICTOB BaT;/I i3Hi BUOW Ta development of society, technology and
bopMu >éoso'|' a?(TI/IBHOyCTi ng aKTI/IBﬁOI'O technologies, to use various types and forms
POpPMU Py A of motor activity for active recreation and
BiAMOYMHKY Ta BEOEHHS 340P0OBOro cnocoby leading a healthy lifestyle
KUTTA '
KoHCTiﬂaTmCHLT_(f'gﬁBOM;ZEEHHHOCBOO;ZXMCT Ability to fulfill the constitutional duty to
3K BiT‘-lVI;III-I"VI Ha iOHaJ'IbHO—?'/IaU:Il' 'iDC|)TI/|‘-IHO'I' y protect the Motherland, uphold national-
13 » HaLlIo arpiot patriotic attitude, devotion to the Ukrainian
HaNalTOBAHOCTI, BiAAAHOCTI YKpPaiHCbKOMY cople
HapoAaoBi P
daxosi komneteHTHOCTI (PK) / Professional competencies
oK i‘;a;g'c;bﬁgigmﬁ';‘mar;“ g’;a%";qg"h}l’sg:é" Ability to identify, classify and formulate
01 pMy Ao nporp software requirements.

3abe3nevyeHHs.
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34oaTHICTb 6BpaTu y4acTb Y NPOEKTYBAHHI
nporpamMmHoro 3abe3neyeHHs, BKIKYa4n

Ability to participate in software design,

0] ¢ NPOBEAEHHS MOENIOBAHHS! ((hOPMabHMI including modelling (formal description) of its
02 P Aer A P structure, behaviour, and functioning
onuc) Noro CTPYKTYpU, NoBefiHKKN Ta
. . processes.
rnpoueciB PyHKLiOHYBaHHS.
®K | 3paTHicTb po3pobnatu apxiTekTypu, moayni | Ability to develop architectures, modules and
03 Ta KOMMOHEHTU NPOrpaMHUX CUCTEM components of software systems.
3maTHiCTL qoopMymosaTv[ Ta 3abesnedysaTh Ability to formulate and implement software
BUMOIM WOJO0 SKOCTi NporpaMmHoro . : . .
OK . . ! quality requirements in accordance with
3abe3neyeHHs y BiAMOBIAHOCTI 3 BMUMOramu ) Sy
04 . customer requirements, specifications and
3aMOBHWKa, TEXHIYHNM 3aBAAHHAM Ta
standards
CTaHdapTamu.
3paTHICTL AOTPUMYBATICH CI'IeLI.I/I(bIK.&vlLI,II/I, Ability to adhere to specifications, standards,
OK CTaHAapTiB, NpaBu i peKkoMeHaLlin B . : .
U . . . |rules and recommendations in the professional
05 | npodpecinHin ranysi npu peanisauii npouecis | .. : . .
field when implementing life cycle processes
XXUTTEBOIO LMKIY.
3paTHicTL ananisysati, BUGMpaTH | Ability to analyze, select and apply methods
K 3aCTOCOBYyBaTU MeToAM i 3acobu gnsa . ; .
. . and tools to ensure information security
06 3abe3nevyeHHs iHopMaLUinHoi 6e3nekn (B ; . .
e (including cybersecurity).
TOMY Yucni kKibepbesnekn)
BOJ‘IO,EI,II-.|H9| 3HaHHAMN T1Po IHbopMaUinHi Knowledge of data information models, ability
oK MoAaeni gaHux, 34aTHICTb CTBOPIOBaTK .
i to create software for data storage, extraction
07 nporpamHe 3abesnevyeHHsa anga 36epiraHHs, ;
and processing.
BMAo0OyBaHHSA Ta onpauoBaHHA OaHUX.
3JJ,E.BTHICTb 3acTocoByBaTy beH,JJ,aMeI-!TaJ'IbHI [ Ability to apply fundamental and
®K | ™MixancumniiHapHi 3HaHHA 0 YCMiWHOro . A
\ . interdisciplinary knowledge to successfully
08 |po3B’'sA3aHHA 3aBAaHb iHXeHepil NporpamMHoro . ;
solve software engineering problems.
3abe3neyeHHs.
30aTHICTb OLUiHIOBaTW | BpaxoByBaTu Ability to evaluate and take into account
OK €KOHOMIYHi, couiafibHi, TEXHONOriYHI Ta economic, social, technological and
09 |eKonoOriYvHi YNHHMKW, WO BNAMBAKOTL Ha cepy| environmental factors affecting the field of
npodecinHoi AisNbHOCTI. professional activity
30aTHICTb HakonnyyBaTn, 06pobnAaTn Ta Ability to accumulate, process and
oK | cVcTemaTusysatu npodecinHi 3HaHHA Wwono |systematize professional knowledge regarding
10 CTBOPEHHSA | cynpoBoAXXeHHSA nporpamHoro |the creation and maintenance of software and
3abe3neyeHHs Ta BU3HAHHSA Ba>KJINBOCTI the recognition of the importance of a lifelong
HaBYaHHSA NPOTArOM BCbOr0 XUTTS. learning
30aTHICTb peanizoByBaTy ha3n Ta iTepauii | Ability to implement phases and iterations of
oK XXUTTEBOIO LUKy NPOrpamMHUX CUCTEM Ta the life cycle of software systems and
11 iHOpPMaUINHNUX TEXHOJOr i Ha OCHOBI information technologies based on appropriate
BiAMOBIAHMX MoAenien i Nigxoais po3pobku software development models and
nporpamMHoro 3abesne4vyeHHs. approaches.
3MaTHICTb 3AINCHIOBATY NMpoLIeC IHTErpaLl Ability to carry out the system integration
CucTemun, 3aCTOCOBYBaTU CTaHAAPTH i
. . process, apply change management standards
OK npouenypwv ynpasaiHHA 3MiHaMW ons s . .
: S . - and procedures to maintain the integrity,
12 NiATPMMKMK UiNiCHOCTI, 3arasbHoi . : o
. o - ! overall functionality and reliability of the
(PYHKLIOHaNbHOCTI i HAaAIMHOCTI NPOrpPaMHOro
software
3abe3neyeHHs.
OK 3ﬂaTH'CT'.° °6rpyHTOBaH9 obupath Ta Ability to reasonably choose and master
OCBOIOBaTU iIHCTPYMEHTapin 3 po3pobku Ta .
13 software development and maintenance tools
CYNpOBOAXXEHHSA NMporpamMmHoro 3abesneyeHHs.
3[0aTHICTb po3pobnaTy po3Ba)KasbHi
oK cUMynAuii B irpOBOMYy NporpaMHoOMy Ability to develop simulations in gaming with
14 3abe3nevyeHHi 3 aHiMaLinHKMM, 3BYyKOBUM Ta | animation, sound, and visual accompaniment,

Bi3yaJIbHUM CyMpoBOAOM, KEpOBaHi Ha 6a3i
KOPMCTYBaLIbKOro BBOOY

controlled based on user input
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30aTHICTb [0 CTBOPEHHSA MaTEMaTUYHUNX

Ability to create mathematical models for

oK Modenen anpokcmMMaulii TMNoBux isnyHmX . ) ) )
. ) approximating typical physical processes
15 rnpouecis, WO CUMYJIIOIOTLCA B irPOBOMY . : ;
. simulated in gaming software.
nporpamMHoMy 3abe3neyeHHi.
3&?2'g;bmf:2%%”?&%3?:32?2?2?:' Ability to use operating system programming
iTep P interfaces to address tasks related to efficient
BUPILLEHHSA 3a4a4 e(PeKTUBHOIO KepyBaHHSA :
OK ) memory management, input-output
nam’'aTTio, BBOAY-BUBOAY, poboTu 3 : . .
16 operations, system time handling, and to
CUCTEMHUM 4YaCcOM, BUKOHYBaTK . NP
. A perform debugging and optimization of low-
BiAlaroA>KEeHHS Ta ONTuMi3aLiio
. level program code.
HN3bKOPIBHEBOIr0 MPOrPaMHOro Koay.
.3ﬂaT'.-”CT'.’.. po3po6m:-|TV| riporpamit AN Ability to develop programs for data
DK Bi3yaJsi3auil JaHMX B irpPOBMX CUCTEMaX 3 . T ; . .
/ visualization in gaming systems using video
17 BUKOPMCTaHHAM 3acobiB nporpaMmyBaHHS .
. X adapter programming tools.
Bigeo-aganTepis.
. BD@TH'.CT" po3po6_n;|T|/| cncremmn 360py: Ability to develop systems for collecting,
Bi3yanizauito Ta aHani3y AaHUX NPo NoBeAiHKY : L .
DK . . visualizing, and analyzing data on user
KOPUCTYBa4iB B irpPOBUX CUCTEMAX 3 L : i
18 e . behavior in gaming systems, utilizing
BUKOPUCTAHHAM penauinHux Ta HepenauinHux . ;
6 relational and non-relational databases.
a3 faHuX.
30aTHICTb iIHTerpyBaTn CTOPOHHI, @ TakKoX Ability to integrate third-party scripting
DK po3p0obaATY BNACHI CKPMATOBI MOBU languages and develop custom scripting
19 |nporpamyBaHHSA 015 KepyBaHHA cumynsauiamu |languages for managing simulations in gaming
B iFrPOBMX CUCTEMAX. systems.
3paTHICTL po3pobnATyh Ta 3acTocoByBaTi Ability to develop and apply algorithms for
aNropuTMK KepyBaHHA ANHAMIYHNUMN . R
K OOVHMYHUMM Ta FPYOBMMU 06'EKTaMu, siki controlling dynamic individual and group
20 . Py . ' objects that with the user and other dynamic
B3aEMOJII0OTb 3 KOPUCTYBaYeM Ta iHLLINMN : . .
. \ . objects in gaming systems.
AVHaMiYHUMKM 06’eKTamMm B irpOBUX CUCTEMAX.
30aTHICTb po3pobnaTu KNi€HT-CepBepHi irposi Ability to develop client-server gaming
OK DOJaTKWN 3 BAKOPUCTaAaHHAM MeTo.IB Lo . : .
. O o applications using methods of virtual object
21 pennikauii BipTyanbHNX 06'eKTiB Ta L
: replication and remote procedure calls
Bi44a/IEHOIr0 BUK/MKY Mpoueayp.
3ﬂaTH'CT.b BUKOHYBaTW ONTMMISALIO Ability to optimize the algorithms of
anropuTmis poboTn CkNafoBMX iFrPOBUX . . o
DK . components in gaming applications and
000aTKiB Ta pyLWiiB 3 3aCTOCYBaHHAM ; 4 o
22 engines by applying parallel computing in
napanefnbHMX ob4yuncneHs B X
multiprocessor systems.
MYJIbTUMPOLLECOPHUX CUCTEMAX.
30aTHICTb pPO3pobNATU CKPUNTK Ability to develop scripts for automating the
aBToOMaTu3auii 06pobkn ABOBUMIPHOro Ta processing of two-dimensional and three-
@K | TpuBMMipHOro rpagivyHoro, aHiMmaLinHoro Ta dimensional graphical, animation, and
23 | onucoBOro KOHTEHTY AN BUpiweHHA 3agad |descriptive content to address tasks related to
iMMOPTY, EKCNOopPTY Ta onTMMiI3auii KOHTeHTy B| content import, export, and optimization in
PYLWisiX irpPOBUX CUCTEM. gaming system engines.
34aTHICTb CMpoeKTyBaTw irpoBui pywin, rnoro| Ability to design a game engine, its structural
CTPYKTYPHi KOMMOHEHTU Ta 3B'S3KM MiXK HUMKU,| components, and their interconnections, as
®K | a TakoX CynyTHE nporpamHe 3abe3snevyeHHsa |well as accompanying software for processing
24 | onsa obpobku irpoBOro KOHTEHTY, AK LificHY |game content, as a cohesive system based on

cuctemy Ha 6asi cneuundikauin Ta BuMor oo
KOHKPETHOI rpu.

specifications and requirements for a specific
game.
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7 - NMporpaMHi pesynbtatyu HaB4aHHA (MPH) / Programme learning outcomes

AHanizyBaTwn, LiNecnpsaMoBaHoO LWYyKaTH i
BUbupaTn HeobXigHi oNa BUPILLEHHS

To analyze, purposefully search for and select
the information and reference resources and

MPH - ; > ; \
01 npodecinHnx 3aBhaHb iHoOpMaLiNHO- knowledge necessary for solving professional
OOBiOHMKOBI pecypcu i 3HaHHSA 3 ypaxyBaHHAM tasks, taking into account modern
CYYaCHUX OOCArHEHb HAayKW i TEXHIKMN. achievements of science and technology
3HaTn KogeKc NpodecinHOi eTUKN, po3yMiTun To know the code of professional ethics,
[TPH | couianbHy 3Ha4YMMICTb Ta KyJIbTYpHi acnekTn |understand the social significance and cultural
02 iH>XXeHepii NnporpamMmHoro 3abesnevyeHHs i aspects of software engineering and adhere to
OOTPUMYBATUCh IX B MPOGECiNHIN AianbHOCTI them in professional activities.
MPH 3HaTV OCHOBHI NpoLieck, dhasm Ta iTepauii To know the main processes, phases and
MKUTTEBOIrO LMKy MPOrpamMHOro X . .
03 iterations of the software life cycle.
3abe3neyeHHs.
3Hatu i 3acrocosyBaTh npoecinHi . To know and apply professional standards and
[1PH CTaHOapTW i iHWI HOPMaTUBHOMPABOBI . :
- other regulatory documents in the field of
04 | OOKYMEHTM B ranysi iHXeHepii nporpaMmHoro . .
software engineering.
3abe3neyeHHs.
3HaTy | 3acrocoByBaTit BIAMOBIAHI To know and apply relevant mathematical
MaTeMaTU4YHi NOHATTA, METOAN AOMEHHOIO, )
MPH D, , concepts, methods of domain, system and
CUCTEMHOro i 06'€KTHO-OPIEHTOBAHOrr 0O : ! . .
05 . object-oriented analysis and mathematical
aHanisy Ta MaTeMaTU4YHOro Mo4eItoBaHHS )
modeling for software development.
Ons po3pobku nporpamMmHoro 3abesneyeHHs.
fPH YMiHHS BUBUpPaTM Ta BUKOPUCTOBYBATH To be able to choose and use a software
06 BiANoBiAHY 3a4ayi meTofosiorito cTBopeHHs | development methodology appropriate to the
nporpamHoro 3abe3nevyeHHs. task.
3HaTH | 3acToCOByBATW Ha NMpakTuul Know and apply in practice the fundamental
dyHOaMeHTanbHiI KoHLUenuil, napaanurmu i . . L
MPH . . concepts, paradigms and basic principles of
OCHOBHIi MPUHUNNN YHKLiIOHYBaHHSA MOBHMUX, o . e
07 |. . ." | the functioning of linguistic, instrumental and
iIHCTPYMEeHTaNbHUX i 064uncnoBanbHUX 3acobiB ; . ;
. computing tools of software engineering.
iH>XeHepil NporpamMHoro 3abesne4yeHHs.
[1PH BMiTK po3pobnsaTu NogMHO-MaLINHHWA To be able to develop a human-machine
08 iHTepdenc. interface.
fPH 3HaTn Ta BMiTM BUKOpUCTOBYBaTM MeToan Ta | To know and be able to use methods and tools
09 3acobu 360py, hopMyntoBaHHA Ta aHanily for collecting, formulating and analyzing
BMMOr 40 NporpaMHoro 3abesneyeHHs. software requirements.
rPH MposoanTH MEPEANPOEKTHE OGCTe)KeHHﬂ To conduct a pre-project survey of the subject
npeamMeTHOi 061acTi, CUCTEMHUIA aHani3 . . !
10 : area, system analysis of the design object
06'ekTa NpoeKTyBaHHA.
fPH BubunpaTtun BuxigHi oaHi ana npoekTyBaHHA, |To choose the initial data for design, guided by
11 Kepyincb Q@opMabHUMKU MeTogaMu onumcy formal methods of describing requirements
BMMOI Ta MOAENOBAHHSA. and modelling.
MPH .3aCTOCOByBaTM Ha NpakT1Li epeKTMBHI To apply efficient approaches to software
nigxo4u Won[o NPOeKTyBaHHA MPOrpamMHOro o .
12 design in practice
3abe3neyeHHs.
fPH 3HaTW i 3aCTOCOBYBaTKM MEeTOAMN PO3POOKMU To know and apply methods of developing
13 aNropuTMIiB, KOHCTPYIOBAHHS MPOrpaMHOro algorithms, designing software, data and
3abe3neyvyeHHs Ta CTPYKTYP AAHMX i 3HAHb. knowledge structures.
3acTocoByBaTV Ha NPaKTULi iIHCTPYMEHTasbHi
fPH nporpamHi 3acobn [OMeEHHOro aHanisy, Apply in practice tools for software domain
14 MPOEKTYBaHHSA, TECTYBaHHS, Bidyanizauii, analysis, design, testing, visualization,
BMMIipOBaHb Ta AOKYMEHTYBaHHS measurement and documentation of software.
nporpamMmHoro 3abesnevyeHHs.
MoTmnBoBaHO obupaTn MOBU NPOrpaMyBaHHS .
\ Reasonably choose programming languages
[1PH Ta TexHonorii po3pobkn ona po3B’sa3aHHSA .
. and development technologies to solve the
15 3aBAaHb CTBOPEHHS | CYNPOBOLAXKEHHS

nporpamHoro 3abe3nevyeHHs.

tasks of creating and maintaining software.
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MaTu HaBUYKN KOMaHOHOI po3pobKku,

To have skills in team development, approval,

MPH X : .
16 MOroJ>XeHHS, 0POPMINIEHHS | BUMYCKY BCiX design and release of all types of software
BUAIB NPOrpaMHOl AOKYMeHTaUuil. documentation.
[PH | BMiTK 3aCTOCOBYBaTU MeTOAM KOMMNOHEHTHOI | To be able to apply methods of component
17 po3pobKK nporpamMmHoro 3abesneyeHHs. software development.
fPH 3HaTK Ta BMiTK 3aCTOCOBYBaTK iHpopMaUinHi To know and be able to apply information
18 TexHonorii 06pobku, 36epiraHHa Ta nepepadvi | technologies for data processing, storage and
OaHunX. transmission.
MPH i:azlla)inaB??:g s:;iToacoEynBaoTrm Z'S;gfom To know and be able to apply software
19 P H Aaull nporp verification and validation methods.
3abe3neyeHHs.
[PH 3HaTn niaxonn tHOAO OLIHKN Ta To know approaches to evaluation and quality
3abe3neyvyeHHs AKOCTi MPOrpaMHOro
20 assurance of software
3abesneyeHHs.
3HaTwn, aHanizyBaTtu, BubupaTtn,
i To know, analyze, choose, competently apply
KBanihikoBaHO 3acTOCOBYBaTW 3acobu o ) ,
: T the means of ensuring information security
3abe3neyeHHs iHpopMaLinHoi besnekn (B . . . . L
MPH o C ; (including cybersecurity) and data integrity in
ToMy 4uci kKibepbesnekn) i LiNiCHOCTI AaHUX . ) .
21 BIZNOBIAHO 10 PO3B'A3YBAHNX NPUKAAAHNX accordance with the applied tasks being
P Y P solved and the software systems being
3aBfaHb Ta CTBOPIOBaHUX NPOrpaMHUX
created.
cucTem.
IPH | 3HaTwu Ta BMIiTW 3aCTOCOBYBaTWU METOAMN Ta To know and be able to apply project
22 3acobu ynpasniHHA NPOEKTaMW. management methods and tools.
rPH BMiTI OKyMEHTYBAT Ta Npe3eHTyBaTy To be able to document and present the
pe3ynbTaTn po3pobku NporpaMmHOro
23 results of software development.
3abe3neyeHHs.
[IPH | BMiTn NpoBOAMTWN PO3PaxyHOK €KOHOMIYHOT To be able to conduct the calculation of the
24 €(eKTUBHOCTI NpPOrpamMHNX CUCTEM. economic efficiency of software systems.
3HaTM TEXHONOriT CUCTEMHOI 0 . .
: Know system programming technologies, be
[TPH |nporpamMyBaHHS, BMiT CTBOPIOBATU CUCTEMHE :
: able to create system software for various
25 nporpamMHe 3abesne4yeHHs pi3HOro
purposes
MPU3HAYEHHS
[1PH 3HaTun cneudianizoBaHi MoBU Ta TexHonorii  [Know specialized programming languages and
26 rnporpamMyBaHHS technologies
MPH | 3HaTu ocHoBM NobyaoBu Ta 3acTocyBaHHA | Know the basics of building and using modern
27 CyYaCHUX ornepauinHux CUCTEM. operating systems
BmiTn BUKOpPMCTOBYBaATU iCHYOYI irpoBi pywii, | To be able to use existing game engines, as
PH | a Takoxx 3acobu, KOMMOHEHTN i TeXHONOTIi well as tools, components, and technologies
28 | cTBOpEeHHS irpoBmx gopaTkie Ansa po3pobkm | for creating gaming applications, to develop
iIrpOBUX CUMYNALLINA. gaming simulations.
BmiTu BUKOPUCTOBYBATN MAaTEMATWHHI MOACTT| 1, b aple to use mathematical models of
disnyHUX Npouecis Ana po3pobku . )
rPH , . physical processes to develop approximate
HabNM>XKeHNX KOMN'IOTEPHNX MOAeNnen .
29 . . computer models of physical processes
hi3nYHMX NPOLECIB, WO BUKOPUCTOBYIOTLCA B " : : A
: utilized in gaming applications.
irpOBMX AOAaTKax.
BmiTn 3acTocoByBaTu 3acobmn nporpamMyBaHHS To be able to apply video adapter
Bigeo-afanTepiB A/ CTBOPEHHSA Bi3yani3auin programming tools to create data
lPH | paHunx, a TakoX rpacdivyHnx egekTiB B irpoBux | visualizations and graphical effects in gaming
30 hofaTtkax. BmiTn 3actocoByBaTu rpadiyHi applications. Ability to use graphical
nporpamHi iHTepdgencu gna nobynosm programming interfaces to build graphics
rpagiyHNX KOHBEEPIB irpOBUX [OOATKIB. pipelines for gaming applications.
BMiTn 3acToCoBYBaTU iCHYOYI penqauinHi Ta To be able to apply existing relational and
fPH HepenauinHi 6a3n gaHnx, a Takox 3acobu Ta | non-relational databases, as well as tools and
37 |MeToAM CTaTUCTMYHOI 06pobKK Ta Bi3yanizauiil methods for statistical processing and data

OaHux gnsa nobynosu cuctem aHanisy
MoBeAiHKN KOPUCTYBaYiB B irpOBUX AoAaTKax.

visualization, to develop systems for analyzing
user behavior in gaming applications.
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rPH
32

BMiTn obupaTtu Ta iHTerpysaTm icHytoui, a
TaKo)XX po3pobnaTn BNacHi TEKCTOBI Ta
Bi3yaJibHi CKpMNTOBI MOBM NpPOrpamMmyBaHHS
0151 KepyBaHHA AMHAMIYHUMMN 00’EKTaMN i
CLIEHapiIMN CMMYIALIN B irpOBUX AoAdaTKax.

To be able to select and integrate existing
text-based and visual scripting languages, as
well as develop custom scripting languages,
for managing dynamic objects and simulation

scenarios in gaming applications.

[1PH
33

BmiTn obupaTtm Ta KOMMOHYBaTK Ta
MOANiKyBaTK iCHYIOYi anropuTMmn Ta Nigxoaun
00 Noby0BKM irPOBOro WTYYHOrO iHTENEKTY
AN CTBOPEHHSA CaMO-KepOoBaHUX ONHAMIYHNX
irpoBMX 06'€KTIB, LLLO B3aEMOLIOTbL MiXX C060t0
Ta KOPUCTYBaYeM.

To be able to select, compose, and modify
existing algorithms and approaches to building
game artificial intelligence for creating self-
directed dynamic game objects with each
other and the user.

[PH
34

BMiTu NpoeKkTyBaTu KNIEHT-CEPBEPHI irpoBi
O00OaTKWN 3 BUAINIEHUM Ta HEBUAINEHNM
cepBepamun. BMiTn obmpaTu Ta 3aCTOCOBYBaATH
Mepe)XKeBi NPOTOKOM Ta migxoan Ao
opraHi3auii KNieEHT-CepBEepPHOI B3aEMOSii, WO
BiAMOBiAalOTb BMMOram A0 irpOBOro AoAaTKy.

To be able to design client-server gaming
applications with dedicated and non-dedicated
servers. Ability to select and apply network
protocols and approaches to organizing client-
server interaction that meet the requirements
of the gaming application.

[1PH
35

BMiTn po3ni3zHaBaTn aAropuTMm Ta 3agadi, wo
MOXXYTb BYyTN ONTUMI30BaHI LLUAAXOM
napafiesIbHOro BUKOHAHHS B
MYNbTUMPOLECOPHUX CUCTEMaX. BMiTun
peanizoByBaTn TUMNOBI WabnoHN
nmapafiienbHOro NporpamMyBaHHS4, WO
3aCTOCOBYIOTbLCA B irPOBMX AoLaTKax.

To be able to identify algorithms and tasks
that can be optimized through parallel
execution in multiprocessor systems. Ability to
implement typical parallel programming
patterns used in gaming applications.

[PH
36

BMiTn po3pobnaTv iIHCTPYMEHTU Ta CKPUNTHK
ONs nakeTHoro iMnopTy, 06pobku,
ONTUMIi3aLil Ta eKCNopTY KOHTEHTY irpoBux
pyLuliiB.

To be able to develop tools and scripts for
batch importing, processing, optimizing, and
exporting content for game engines.

[1PH
37

BMiT NpoekTyBaTh apXiTEKTYpY irpoBux
pyLUiiB B 3a71€XXHOCTIi Big BUMOI A0 irpoBOro
nporpamMmHoro 3abesnevyeHHs.

To be able to design the architecture of game
engines based on the requirements of gaming
software.

[PH
38

3HaTW Ta BMiTU BUKOPUCTOBYBATU OCHOBHI
3acobun 3axncTy Ta 060pPOHN AeprKaBu,
CNiBBITYM3HUKIB, MaTepiasibHUX LiHHOCTEN Ta
TepuTopianbHOI LiNICHOCTI Aep>xaBu,
30KpeMa, Y pasi BINCbKOBUX Ain Ta
HaA3BMYaMHUX CUTYyaUin

Know how to use and be able to apply basic
means of protection and defence of the state,
fellow citizens, material assets, and the
territorial integrity of the state, particularly in
the event of military actions and emergency
situations.
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8 - PecypcHe 3abe3ne4yeHHs peanisauii npo

implementation

rpammu / Resource provision for programme

KappoBe 3abe3neuyeHHs / Staffing

BignosigHO A0 KagpOBUX BUMOT LLOAO0
3abe3neyvyeHHs NPoBag)XeHHS OCBITHbLOI
OiNbHOCTI ong BignosigHoro piBHA BO,
3aTBepa)xeHux MNoctaHoBoto KabiHeTy MiHicTpis
YKpaiHu Big 30.12.2015 p. Ne 1187 B YMHHINR
peaakuii.

3anyyeHHs 0o BUKIagaHHsa daxisuis IT-
KoMmnaHin, 3okpema, DataArt (EoBaHaen
HeTBopk KoHcanTuHr), ®PAl JIEb, Trendformer
Limited Towo.

In accordance with the personnel requirements
for ensuring the implementation of educational
activities for the corresponding level of higher
education, approved by the Resolution of the
Cabinet of Ministers of Ukraine dated
30.12.2015 No. 1187 in the current version.
Involvement of specialists from IT companies in
teaching, in particular, DataArt (Advanced
Network Consulting), FRAG LAB, Trendformer
Limited, etc.

MaTepianbHO-TexHiYHe 3ab6e3neuyeHHn / Material-technical support

BignoBigHO 00 TEXHONOrMIYHMX BUMOT LL,OA0
HaBYaJIbHO-MeTOANYHOro Ta iHpopMaLinHOro
3abe3neyvyeHHs OCBITHBLOI AiANIBHOCTI
BignosigHoro pisHa BO, 3aTBepA>KeHUX
MocTaHoBol KabiHeTy MiHicTpiB YKkpaiHu Bif
30.12.2015 p. Ne 1187 B 4MHHIN pepakuii.
Pecypcun HayKoBO-TexHi4dHoi 6ibniotekn Kl im.
Irops CikopcbKoOro.

In accordance with the technological
requirements for educational, methodological
and informational support of educational
activities of the corresponding level of HE,
approved by Resolution of the Cabinet of
Ministers of Ukraine dated 12.30.2015 No. 1187
in the current version.

Resources of the scientific and technical library
of Igor Sikorsky Kyiv Polytechnic Institute.

IHdbopMauiHe Ta HaBYasIbHO-MeToAUYHe 3abe3neuyeHHs / Information and methodological support of the
al process

education

BionoBigHO 4,0 TEXHOJIOTIYHUX BUMOI LLOA0
HaBYaJ/IbHO-METOANYHOro Ta iHopMaLiNHOro
3abe3nevyeHHs OCBITHbOI AiA/IbHOCTI
BianoBigHOro piBHa BO, 3aTBEpAXEHUX
MocTaHoBow KabiHeTy MiHicTpiB YKpaiHu Bif
30.12.2015 p. Ne 1187 B 4MHHIN penakuii.
Pecypcun HayKoBO-TexHi4YHoi 6ibnioTekn Kl im.
Iropst CikopCbkoro

In accordance with the technological
requirements for educational, methodological
and informational support of educational
activities of the corresponding level of HE,
approved by Resolution of the Cabinet of
Ministers of Ukraine dated 12.30.2015 No. 1187
in the current version.

Resources of the scientific and technical library
of Igor Sikorsky Kyiv Polytechnic Institute.

9 - AkapeMiyHa MOOiINbH

ictb / Academic mobility

HauioHanbHa kpeauTHa MobGinbHicTb / National credit mobility

Y4yacTb CTyOEHTIB y MporpaMax akageMmiyHoi
MOBINIbHOCTI

Student participation in academic mobility
programs

MixxHapopgHa KpeauTHa MoGinbHicTb / International credit mobility

MOXXNBICTb YKa4aHHSA yrog npo Mi>KHapoaHy
akageMivyHy MobinbHicTb (Erasmus+ KAL),
noaBinnHe AMNIOMYBaHHS.

The possibility of concluding agreements on
international academic mobility (Erasmus+
KA1l), double degree.

HaB4yaHHA iHO3eMHMX 3800yBayiB BULLLOI OCBiTH /

Study of foreign applicants of higher education

HaB4yaHHS iHO3eMHUX 3006yBadviB BO, ki
onaHoBytoTb Ol 3a NnporpamMamMy MiXKHapogHOI
akKageMivyHoi MobiNbHOCTI, HaBYaHHA MOXKe
MPOBOANTUCH aHININCbKO abo yKpaiHCbKOLO
MOBOO, 3@ YMOBW BOJIOAiIHHSA 3406yBayYeM MOBOIO

HaB4YaHHS Ha PiBHI He HuxX4e B2.

The training of foreign higher education
students who master the EP under international
academic mobility programs can be conducted
in English or Ukrainian, provided that the
student has a command of the language of
study at a level not lower than B2.

10 - NMpouenypa npucBoeHHA npodecininx kBanidikauin / Procedure for awarding
professional qualifications

He nepenbayeHo

Not provided
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2. MEPEJIIK KOMMOHEHTIB OCBITHbOI MPOrPAMMN / COMPONENTS of EDUCATIONAL

PROGRAMME
kpennis | S oro
Kogn/Code OcCBIiTHI koMNoHeHTU nporpamu/Components EKTC/ECTS Acy Final
credits KoHTposto / Fina

control form

HOPMATWBHI ocBiTHI koMmnoHeHTU/Required (standard) components

O60B’5A3KOBi KOMMOHEHTW LMKY 3arasbHoi nigrotoBkun/General training cycle

Komn'toTepHa AnUCKpeTHa MaTemMaTuka /

3001 Discrete Mathematics for Computer Science

5.0 Ek3ameH / Exam

MaTemMaTuyHWIA aHani3 /

3002 Mathematical Analysis

MaTemMaTunyHum aHanis. YactuHa 1. AudepeHuianbHe Ta iHTerpajsbHe YNCNEHHS
30 02.1 hyHKUiN ogHi€ei 3MiHHOI / Mathematical Analysis. Part 1. Differential and Integral 5.0 Ek3ameH / Exam
Calculus Functions of One Variable

MaTeMaTunyHum aHanis. YactuHa 2. AudepeHuianbHe Ta iHTerpajbHe YNCNEHHS
30 02.2 hyHKUin baraTbox 3MiHHUX / Mathematical Analysis. Part 2. Differential and Integral 5.0 Ek3ameH / Exam
Calculus of Functions Multimultiple Variable

NiHinHa anrebpa Ta aHaniTU4YHa reomeTpisa /

3003 Linear Algebra and Analytic Geometry 4.0 3anix / Final test
Teopis NMoBipHOCTen /

30 04 Probability Theory 4.0 Ek3ameH / Exam

3005 pra‘IH.CbKa MoOBa 3a ppod)ecwmmm CrpsAMyBaHHSAM / 2.0 3anik / Final test
Ukrainian for Professional Purposes
EkonoriyHa 6e3neka Ta UMBINbHWIA 3aXnCT / . .

3006 Ecological Safety and Civil Protection 2.0 3anix / Final test

30 07 AH”?'MCbKa moBa / 5.0 3anik / Final test
English

30 08 AHFI?II/ICbKa MOBa r}pocbecn/lHoro cnpsAMyBaHHSA / 5.0 3anik / Final test
English for Professional Purposes
OCHOBW 300POBOr0 CNOCOBY XUTTS / . .

3009 Fundamentals of Healthy Lifestyle 3.0 3anix / Final test
IcTopis HayKW i TeXHIKK / . .

3010 History of Science and Technology 2.0 3anik / Final test
®dinocodCcbki OCHOBU HAayKOBOrO Mi3HaHHSA / . .

3011 Philosophical Foundations of Scientific Knowledge 2.0 3anik / Final test
MpaBa i ceoboam noanHM / . .

3012 Human Rights and Freedoms 2.0 3anik / Final test
EkoHoMiKa IT-iHoycTpii Ta nignpnemMHMLTBO / . )

3013 Economics of the IT Industry and the Entrepreneurship 3.0 3anik / Final test

30 14 ba3oBa 3arasibHOBIICbKOBa MiAroToBKa /
Basic General Military Training

30 14.1 MpakTnyHa nigroToBka 6a30Boi 3arasbHOBINCLKOBOI NiAroToBkK / Practical Course 7.0 3anik / Final test

of Basic General Military Training

TeopeTuyHa niagrotoBka 6a30B0oi 3arasbHOBINCLKOBOI NiArOTOBKY / LMBiNbHMI
30 14.2 3axucT, obopoHa Ta naTpioTMyHe BuxoBaHHA / Theoretical Course of Basic General 3.0 3anik / Final test
Military Training / Civil Protection, Defence and Patriotic Education

O60B’A3KOBI KOMIMOHEHTW LMKy NpogecinHoi niarotosku /Professional training cycle

ANropuTMu Ta CTPYKTYpPU AaHUX /

fo o1 Algorithms and Data Structures 8.0 3anik / Final test

no o2  |OCHOBM NPOrpaMyBaHHa / 11.0 Ek3aMmeH / Exam
Introduction to Programming

110 03 OcHoBM nporpamyBsaHHs. Kypcosa poboTa / 1.0 3anik / Final test
Programming Fundamentals. Course work
OCHOBU KOMM'IOTEPHUX CUCTEM | Mepex /

Mo 04 Computer Systems and Networks Fundamentals >0 Ek3amen / Exam

10 05 basn nanmx / 5.0 Ek3ameH / Exam
Databases

nooe |Ba3 manux. Kypcosa pobota / 1.0 3anik / Final test

Databases. Course work
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. ®dopma
KpeauTis niacyMKOBOIro
Kon/Code OcBIiTHI koMNoHeHTU nporpamMmu/Components EKTC/ECTS Y .
credits _|<OHTPONIO / Final
control form

no o7  |fPynosa AnHamika Ta komyHikauii / 4.0 3anik / Final test
Group Dynamics and Communications

10 08 KOMMNOHeHTHn nporpamHoi iH>XxeHepii / 17.0 Exsamen / Exam
Software Engineering Components

110 09 KOMMNoHeHTHn NPOrpaMHoi iHxXeHepii. KypcoBsa poboTa / 1.0 3anik / Final test
Software Engineering Components. Course work

10 10 be3neka nporpamHoro 3abesneyeHHs / 50 ExsameH / Exam
Software Security

no11  |/€PEAAMNIOMHa NpakTuka / 6.0 3anik / Final test
Pre-diploma Practice

[0 12 |BUNIOMHE NPOEKTYBaHHS / 6.0 3axucT / Defence
Degree Project
ANropuTMun Ta CTPYKTYPM irpoBmx pyLuiis / . .

o 13 Algorithms and Structures of Game Engines 4.0 3anik / Final test
MporpamMmyBaHHSA CUMYNSALIN B irpOBUX cucTemax / . .

o 14 Programming Simulations in Game Systems 4.0 3anix / Final test
di3nka irpoBux cuctem / . .

o 15 Physics of Gaming Systems 4.0 3anik / Final test
CnucTtemMHe nporpamyBaHHA /

o 16 System Programming 5.0 Ek3ameH / Exam
Komn'toTepHa rpadika /

rno 17z Computer Graphics 5.0 Ek3ameH / Exam
AHani3 gaHux B irpoBux cuctemax / . )

fo 18 Data Analysis in Gaming Systems 4.0 3anik / Final test
AHani3z gaHux B irpoBux cnctemax. Kypcosa pobota / . .

o 19 Data Analysis in Gaming Systems. Coursework 1.0 3anix / Final test
Po3pobka Ta iHTerpauis CKpMNTOBMX MOB NPOrpaMyBaHHSA B irpoBi 4ofaTkuy /

no 20 Development and Integration of Scripting Languages in Gaming Applications 3.0 Exsamen / Exam
MporpamMyBaHHS LUTYYHOrO iIHTENEKTY B irpoBMx cuctemax / . .

no 21 Artificial Intelligence Programming in Gaming Systems 4.0 3anix / Final test
MpPOEKTYBaHHSA KNIEHT-CEPBEPHUX IFPOBUX [OOATKIB / . )

no 22 Design of Client-Server Games Applications 6.0 3anix / Final test
MapanenbHi 064YncneHHs B irpoBux gogaTkax /

no 23 Parallel Computing in Gaming Applications 5.0 Eksamen / Exam

10 24 MapanenbHi O6‘-|.VICJ'I.EHHF| B irpoBMX AOAATKAX. Kypcosa poboTa / 1.0 3anik / Final test
Parallel Computing in Gaming Applications. Coursework
MinrotoBka, 06pobka Ta oNTMMI3aLlisi KOHTEHTY irpoBux pyLwiis /

no 25 Preparation, Processing, and Optimization of Game Engine Content 5.0 Eksamen / Exam
MinrotoBka, 06pobka Ta onTMMi3aLUis KOHTEHTY irpoBux pyuwiis. Kypcosa poboTa / . .

no 26 Preparation, Processing, and Optimization of Game Engine Content. Coursework 1.0 3anix / Final test
ApxiTekTypa irposux pyiis /

no 27 Architecture of Game Engines 5.0 Exsamen / Exam

BUBIPKOBI ocBiTHi koMmnoHeHTW/Elective components
BnbipkoBi KOMMOHEHTM LMKy 3arajibHoi NiagrotoBkun/General training cycle

OCBIiTHIn kKoMNoHeHT 1 3Y-KaTanory / . .

3B 01 Educational Component 1 from GU-Catalogue 2.0 3anik / Final test
OCBITHIn KOMNOHEHT 2 3Y-KaTanory / . .

3B 02 Educational Component 2 from GU-Catalogue 2.0 3anix / Final test

BnbipkoBi KOMMOHEHTW LMKy npodeciiHoi niarotosku/Professional training cycle

OCBITHIn KOMNOHEHT 1 ®-KaTanory / . .

18 01 Educational Component 1 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMNOHEHT 2 ®-KaTanory / . .

18 02 Educational Component 2 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMNOHEHT 3 ®-kaTasnory / . .

1B 03 Educational Component 3 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMNOHEHT 4 ®-kaTanory / . .

18 04 Educational Component 4 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMNOHeEHT 5 ®-kaTanory / . .

18 05 Educational Component 5 from P-Catalogue 4.0 3anik / Final test
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. ®dopma
Kpeauris nigCyMKOBOrro
Kon/Code OcBIiTHI koMNoHeHTU nporpamMmu/Components EKTC/ECTS Y .
credits _|<OHTPONIO / Final
control form

OCBITHIn KOMMNOHEHT 6 ®-kKaTanory / : :

18 06 Educational Component 6 from P-Catalogue 4.0 3anix / Final test
OCBITHIn KOMNOHEHT 7 ®-kaTanory / : :

g 07 Educational Component 7 from P-Catalogue 4.0 3anix / Final test
OCBITHIn KOMMNOHEHT 8 ®-kaTanory / : :

1B 08 Educational Component 8 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMMNOHEHT 9 ®-kaTanory / : :

118 09 Educational Component 9 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMNOHeHT 10 ®-kaTanory / : :

l1B 10 Educational Component 10 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMMNOHEHT 11 ®-kaTanory / . .

MB 11 Educational Component 11 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMMNOHEHT 12 ®-kaTanory / . .

lB 12 Educational Component 12 from P-Catalogue 4.0 3anik / Final test
OCBITHIn KOMMNOHEHT 13 ®-kaTanory / . .

N6 13 Educational Component 13 from P-Catalogue 4.0 3anik / Final test

M8 14 OCBIiTHI KOMMOHEHT 14 ®-kaTanory / 4.0 3anik / Final test

Educational Component 14 from P-Catalogue

3aranbHui obcar o6oB’3kK0BMX KOMMNOHeHTIB / Total volume of the required

components: 181
3aranbHui obcsar BubipkoBnx KomnoHeHTiB / Total volume of the elective components: 60
O6csAr oCcBiTHIX KOMMOHEHTIB, WO 3abe3nevyyoTb 3400yTTA KOMNETEHTHOCTEN
BU3Ha4YeHUX CTaHaapToM BuLLoi ocBiTK / Total volume of the educational components 121
aimed at acquisition of competencies specified in the Higher Education Standard:
3ATAJIbHUI OBCAr OCBITHBLOI MPOMPAMU / TOTAL VOLUME OF THE EDUCATIONAL 241

PROGRAMME
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3. CTPYKTYPHO-JIOINYHA CXEMA OCBITHbOI MPOrPAMU / STRUCTURAL-AND-LOGICAL
SCHEME OF THE EDUCATIONAL PROGRAMME
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4. ®OPMA ATECTALLIi 340B5YBAY4IB BULLLOi OCBITU / THE FORM OF ATTESTATION FOR
DEGREE PURSUERS

ATecTauisa 3006yBaya BULLOT OCBITK 3a OCBITHLOK-MNPOQECINHO NMPOrpamoto «lH>XXeHepis
nporpamMHoro 3abe3sneyeHHs iHpopMaLiNHNX CUCTEM» CneLianbHOCTI F2 «lHXeHepia nporpamMHoro
3abe3nevyeHHs» NPOBOANTLCA Y OPMIi 3aXUCTY KBaNiikauinHOT poboTn Ta 3aBepPLUYETLCSA BUAAYEID
OOKyMeHTa BCTaHOBJ/IEHOIr 0 3pa3ka Npo NPUCYA KEHHSA NOMY cTyneHs 6akanaspa 3 MPUCBOEHHSAM
KBanidikauii: bakanaBp 3 iHXeHepil NporpamMHoro 3abesnevyeHHs 3a 0CBITHbLO-NPOGECINHOO
nporpamoto «lporpaMyBaHHA KOMMN' IOTEPHUX irop».

ATecTauis 34INCHIOETBLCA BiAKPUTO i nybnivHo.

KBanidikauinHa poboTa He Mo)Xe MICTUTWN akadeMiyHOro nnariaTy, anbcndikauii Ta CMNCyBaHHS.
KBanidikauinHa poboTa nepeBipaeTbCS Ha naariaT 3rigHo 3 MNofo)XeHHAM Npo cucTtemMy 3anobiraHHS
akagemivyHoro nnariaTty (https://osvita.kpi.ua/node/47) Ta nicnsa 3axmucTy pPoO3MiLLYETLCA B
peno3unTopii HaykoBo-TexHivHoi 6ibnioTekn KIl im. Iropa CikopcbKoro Ansa BinbHOro [ocTyny

The attestation of students of higher education according to the educational program is carried out
in the form of the defense of the qualification work and ends with the issuance of a document of the
established model awarding him with a bachelor's degree with the qualification: bachelor in software
engineering under the educational and professional program "Software engineering for information
systems".

Attestation is carried out openly and publicly.

The qualifying work cannot contain academic plagiarism, falsification, or plagiarism. The qualification
work is checked for plagiarism in accordance with the Regulations on the Academic Plagiarism
Prevention System (https://osvita.kpi.ua/node/47) and after protection is placed in the repository of
the Scientific and Technical Library of Igor Sikorsky Kyiv Polytechnic Institute for free access
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5. MATPULA BIANOBIJHOCTI NPOrPAMHUX KOMMNETEHTHOCTEA KOMMOHEHTAM
OCBITHbOI MPOrPAMU / COMPLIANCE MATRIX OF PROGRAMME COMPETENCIES WITH
PROGRAMME COMPONENTS
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6. MATPULA 3ABE3NEYEHHA MPOrPAMHUX PE3YJIbTATIB HABYHAHHA BIANOBIAHUMMU
KOMMOHEHTAMU OCBITHbOI MPOrPAMMN / COMPLIANCE MATRIX OF PROGRAMME
LEARNING OUTCOMES WITH PROGRAMME COMPONENTS
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