OT4yeT no y4ebHOM NPAKTUKE

AKCEHOBAO HaaexAa Am-24(2)



3aAqyu

O3HOKOMAEHME C BBOAHbBIM MHCTRYKTOXKEM MO TEXHUKE OE30MACHOCTN U
NO>XXAPHOM BE30MACHOCTH;

YKpEenAeHme 3HAHUM 1M MPMOBPETEHME HOBbLIX MPOJOECCHUOHAABHbBIX HOBBIKOB MO
CMEeLMAAbHOCTH;

[ToMCnoCcoOBAEHME CAMOCTOATEABHO BECTU PADOYYIO AEITEABHOCTb;
[TonobpeTeHme onbiTa B paboTE C KOAAEKTUBOM;

YMEHUE MPUCAYLLUMBATLCHA K KPUTUKE UM HY>KOMY MHEHMIO, MOAYHOTb ODPATHYIO
CB3b.



[AQBHbl©@ COBPEMEHHbIE TEHAEHLUUU
UFPOBOU MHAYCTPUMN:

MOOUAbHbIE

OOAQYHBIM
Mrobl FeMMMHT
BUPTYOABHOS AOCTYMHbIN
PEAABHOCTb FEMMUHT




[fporpammbl AASI PAOOTbI

NPOdECCUOHAABHOE M CBOBOAHOE

NPOrPAMMHOE OBecneyeHMne AAS NPOrPAMMA,
CO3AQHMS TOEXMEPHOM MO3BOASIOLLLOS
KOMMbIOTEPHOM rPAdOUKM, MAKCUMOABHO
BKAIOYAOLLLEE B CeBOs CPEACTBA 3O EKTUBHO
MOAEAMPOBAHMUS, CKYAbMTUHIA, NOCTPOUTb PABOTY C
OHUMALMU, CUMYAILMM, PEHAEPUHIQ, OPraHM3ALMEN M
MOCTOOPABOTKM U MOHTAXKA BUAEO CO XPOHEHMEM
3BYKOM, KOMMOHOBKM C MOMOLLLbIO pedoepeHCos.
(Y3AOB), O TAKXKE CO3AAHMA 2D-

AHUMALLMNA,

NPOrPAMMA AAS

NPOrPAMMA, MPEAHAZHAYEHHOS BbICTPOro

AAS LMAOPOBOTO PUCOBAHMUS B TEKCTYPMPOBAHMNS
cpeae Microsoft Windows, SUBSTANCE gg;i‘gs’g;eﬁ
PA3PADOTAHHAS ANMOHCKOM PAINTER :

komnaHmen SYSTEMAX.
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3akKAlO4YeHue

30 BpeEMI TMPOXOXAEHUA TMPOU3BOACTBEHHOM MPAKIMKM  ObIAM  3AQKPEMAEHD
TEOPETUHECKME 3HAHMSA, T[MOAYYEHHbLIE B nMpouecce oby4yeHmd, a TaKXKe
NpMoBbpeTeHbl HOBbIE HABbLIKM B PABOTE C NPOrPAMMAMMU. [TOMMMO 3TOro, ObIA
MOAYYEH LLEHHbIM OMbIT PAOOTbI B KOAAEKTMBE C COOAIOAEHMEM YCTOABLLETOCH
PABOYETO BDEMEHU M AEAAQUHOB.

bAQroaapsd MpPOM3BOACTBEHHOM MPAKTMKE TOBbBICUMACA YPOBEHb HE TOAbKO
NPOAECCMOHAABHbIX HOBBIKOB, HO TAKXXE KOMMYHUKABEABHbIX, YTO HEMOAAOBOXKHO
B AOABHEULLEN PADOTE C KOAAEKTMBOM M 3AKA3YMKAMM. MIMeHHO «hard skillsy m
«soft skillsy B COBOKYMHOCTM CMAbHO CMOCOOCTBYIOT KAPbEPHOMY POCTY.
BbIMOAHEHME BCEX PADBOYMX HOPM OBbIAO BbIMOAHEHO B MOAHOM ODOBEME, A
HEAOCTATKM YCTPAHIAMCH CBOEBPEMEHHO U Be3 3aAEPXEK. BbbIAM BbIMOAHEHBI BCE
MNOCTOBAEHHbIE 3QAQYM.



