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KoMIL/IeKT OLIeHOYHBIX MATEPHAJIOB 110 JUCHUILIMHE
«IIporpaMMupoBaHue KOMIIBIOTEPHOU IPaPUKID)

3aHaHHﬂ 3aKPLITOI'0 THIIA

3aIlaHl/Iﬂ 3aKPbITOI'0 TUIIA HA BblﬁOp NMPpaBUJIbHOI'0 OTBETA

1. Yto Takoe Blueprint B Unreal Engine 5?

A) A3bIK porpaMMHupoBaHus, MOXoxkUH Ha CH++.

b) BusyanbHas cuctema co3aHus JOTUKH € TOMOIIBIO HOJ.
B) UnctpymenT s co3nanust 3D-monenei.

I') bubnnoteka TeKCTyp U MaTepUasoB.

[IpaBunbHblil oTBET: b

Komnerennuu (uaaukaropsr): OIIK-8, TIK-3.

2. Kaxoit Tun Blueprint ucnonb3yercst sl CO3aHUSI HHTEPAKTUBHBIX O0OBEKTOB
B clLeHe?

A) Level Blueprint

b) Widget Blueprint

B) Actor Blueprint

I') Material Blueprint

[IpaBunbHEIM OTBET: b

Komnerenuuu (uaaukaropsl): OIIK-8, TIK-3.

3. Kakas noma B Blueprint ucnons3yeTcst njsi 3amycka COOBITHI MpU Havyase
UrpbI?

A) Event Tick

b) Event Begin Play

B) Event Destroy

I') Event Construct

[IpaBunbnsil oTBET: b

Komnerenuuu (uuaukaropsr): OIIK-8, TIK-3.

4. Kaxoii umnctpyment B Unreal Engine 5 wucnombs3yercss miis co3gaHUs
uHTepdencon?

A) Material Editor

b) Widget Blueprint

B) Animation Blueprint

I') Level Blueprint

IIpaBunbHEBIM OTBET: b.

Komnerennuu (naaukaropsl): OIIK-8, T1K-3.



5. Kakoii Tum maHHBIX HCIHoNb3yeTcs B Blueprint s XpaHeHUs] TEKCTOBOM

uHpopMaIuu?

A) Integer

b) Float

B) String

I') Boolean

[IpaBunbHEBIM OTBET: b

Komnerennuu (unaukaropsr): OIIK-8, TIK-3.

6. Kaxo#t Tun Blueprint ucrnionb3yercs Jyisi yrpaBieHUs TOTUKOM YPOBHsI?
A) Actor Blueprint

b) Level Blueprint

B) Widget Blueprint

I') Animation Blueprint

[IpaBunbHEBIM OTBET: b

Komnerenuu (naaukaropsl): OIIK-8, T1K-3.

7. Kakas Homa B Blueprint ucnonb3yercsi s BBINOJHEHHUS JEUCTBUU C

3a/1Ep’KKOM IO BPEMEHHU?

A) Delay

b) Timer

B) Sequence

I') Branch

[IpaBusnbHbIM OTBET: I

Komnerenmuu (uaaukaropsn): OIIK-8, TIK-3.

8. Kakoit Tun Blueprint ucnonb3yeTcst Ay cO31aHUsl CIOKHBIX MaTe€pUaioB U

115701 (S o J0): ¥

1)

2)

A) Widget Blueprint

b) Material Blueprint

B) Animation Blueprint

I') Level Blueprint

[IpaBunbHsblii oTBET: b.

Komnerennuu (naaukaropsl): OIIK-8, TTK-3.

3aI[aHl’IH 3aKPbBITOI0 THIIA HA YCTAHOBJICHHUE COOTBCTCTBUA

1.  VYcraHoBuTe COOTBETCTBHE MEXTy THNamMu Blueprint u ux Ha3HAYCHHUEM:
Blueprint Onucanue
Actor Blueprint Coznanue
A)  MOJB30BaTENbCKOTO HMHTEpderica
(UD
Widget Blueprint Ucnonszyercs TUISt

b)  BeimonHeHus Ojoka Koma Ipu
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BBIIIOJIHCHHUH YCJIIOBUS.

while Co3manne W  HacTpoika
3) B)  MarepuanoB u 1menieposB.
else Ucnonp3yercs TUTST
4) I')  BbmonHeHus On0Ka KoOAa, €CIH
ycaoBue B if JTOXKHO.
IIpaBUIBHBIN OTBET:
1 2 3 4
b A B r
Komnerennuu (unaukaropsl): OIIK-8, TIK-3.
2. YcTaHOBUTE COOTBETCTBUE MEXAy HoaMmu B Blueprint u ux QyHkuusmu:
Blueprint Onucanue
Event Begin Play Beimonnenune aencTBHil C
1) A)  3aJep>KKOM MO BPEMEHH.
Event Tick 3amycK JOTHKHA IIPU Hadale
2) b)  wurps.
Delay [IpoBepka  ycnoBust  (if-
3) B) else).
Branch Brimonnenue JIOTUKH
4) I')  kaxnablid Kajp.
[IpaBusIbHBIN OTBET:
1 2 3 4
b I A B

Komnerenuuu (uaaukaropsr): OIIK-8, TIK-3.

3. YcraHOBUTE COOTBETCTBHE MEXIy THUIIaMHU JaHHBIX B Blueprint m ux
OMHCAHUEM:

Blueprint Onucanue
Integer Jlornueckoe 3HaueHUE
1) A) (true/false).
Float Ilenoe yuncno.
2) b)
Boolean TekcToBast CTpoOKa.
3) B)
String Yucno ¢ mnaBaromen
4) I TOUYKOH.
IIpaBuibHBIN OTBET:
1 2 3 4
b r A B

Komnerenuu (naaukaropsl): OIIK-8, TIK-3.

4. YcraHoBUTE COOTBETCTBHE Mexay umHcTpymeHTamu Unreal Engine 5 u ux
Ha3HAYCHUEM:



Blueprint Onucanue

Level Blueprint Cosznanue 1 HaCTpoOiiKa
1) A) MAaTEPHUAJIOB.
Widget Blueprint VYipaBieHue JTOTUKOH
2) b) YPOBHSI.
Material Editor Co3znganue aHuMaIuii u
3) B) YIPaBJICHUE UMH.
Animation Blueprint Cosnmanue
4) I M0JIH30BaTEILCKOTO HHTEpdeiica.
[IpaBUIBHBIN OTBET:
1 2 3 4
b I A B
Komnerennuu (naaukaropsl): OIIK-8, T1K-3.
5. YcraHoBUTE COOTBETCTBHE MEXIy KommnoHeHTamu Actor Blueprint u umx
(YHKLMSIMMU:
Kommnonent Onucanue
Static Mesh Buzyammzanus 3D-
1) A) MOZIEJIEN.
Collision Omnpenenenue GU3NIECKUX
2) b) rpaHuIl 0ObEKTA.
Light OcBelleHuE CIEHBI.
3) B)
Camera VYrpasieHne BUIOM OT
4) I MIEPBOTO JINIIA.
IIpaBUIBHBIN OTBET:
1 2 3 4
A b B r
Komnerenmuu (uaaukaropsn): OIIK-8, TIK-3.
6. YcTaHOBUTE COOTBETCTBUE MEXKIY cOObITHsIMU B Blueprint u ux onucanuem:
CoObiTHE Onucanue
Event Construct CoObITHE TIpU CO3TIaHUH
1) A) 00BbeKTa
Event Destroy CoObITHE TIpU
2) b) YHUYTOXKEHUH 00BEKTA.
Event Hit CoObITHE TIpU
3) B) CTOJIKHOBEHHUU OOBEKTOB.
Event Overlap Co0bITHE NTpU NIEpeCceUeHUN
4) I) 0OBEKTOB.
[IpaBusbHBIN OTBET:
1 2 3 4
A b B r

Komnerennuu (maaukaropsl): OIIK-8, T1K-3.
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Bana}mﬂ 3aKpPbLITOTO THIIA Ha YCTAHOBJICHHUE HpaBHJILHOﬁ
nocJjIeaA0Barc/JIbHOCTH

1. YcraHoBuTe MpaBWIBHYIO MOCIEA0BATEIbHOCTh CO3AaHMUS HOBOTO Actor
Blueprint:

A) Bri0pare kiace pogutens (Parent Class).

b) Coznats HOBBIN Blueprint B Content Browser.

B) Jlo6aBuTh KOMIOHEHTHI (HarpuMmep, Static Mesh).

I') HacTpouTs JIOTHKY € TTIOMOIIIBIO HOJI.

IIpaBunbHbiil oTBET: b, A, B, I.

Komnerennuu (unaukaropsr): OIIK-8, TIK-3.

2. YcTaHOBHTE MPAaBWIBHYIO MOCIEAOBATEIBHOCTh HACTPOMKM MaTepHalia B
Material Editor:

A) Cosnars HOBBINM Matepuan B Content Browser.

b) Jlo6aBuTh TekCTypsl M HacTpouTh mnapamerpsl (Hanpumep, Base Color,
Roughness).

B) OtkpoiTe Material Editor.

I') Vkazars pexxum nocrtyna K gainy (Hanpumep, 'r').

IIpaBunbHbIii oTBET: A, I, B, b.

Komnerenmuu (uaaukaropsr): OIIK-8, TIK-3.

3. VYcraHOBUTE MpaBWIbHYIO IOCJIEAOBATEIBHOCTh CO3JaHUSI MPOCTOM
aHMMAaIINH C UCIOJIb30BaHueM Animation Blueprint:

A) Coznats Animation Blueprint ny1s1 ckenera.

b) Hactpouts State Machine 115 ynpaBineHust aHuMalusaMH.

B) UmnopTipoBaTh CKeJIeT U aHUMAIIHH.

I') Bo3Bath MeTO1 0OBEKTA.

[IpaBunbnsiil oTBET: B, b, A, I.

Komnerenuuu (uaaukaropsr): OIIK-8, TIK-3.

4. YcraHnoBuTe PaBUIIHHYIO MOCJICIOBATEIIBHOCTh CO3/TaHMS
noJyib30Bareabckoro uarepdeiica (Ul):

A) Coznats Widget Blueprint.

b) No6aButs snements Ul (Hanmpumep, KHOTIKH, TEKCTOBBIE TTOJIS).

B) HactpouTs noruky B3aumozaeicTBus ¢ nementamu Ul

I') Orobpasurs Widget Ha sxpane ¢ momornisto Honmbl "Create Widget" u "Add
to Viewport".

[TpaBunbHbiil oTBET: A, b, B, I.

Komnerennuu (maaukaropsl): OIIK-8, T1K-3.



5. YcraHoBuTe MpaBUIIBHYIO MOCIEAOBATEILHOCTh HACTPOWKHU OCBEIICHHS B
CLICHE:

A) JloGaBuTh HCTOYHUK CcBeTa (HampuMmep, Directional Light).

B) Iloctpouts ocsenienue (Build Lighting).

B) Hactpouts napametpbl ocBeleHNs] (HHTEHCUBHOCTb, LIBET).

I') [IpoBepuTh pe3ysbTaT B peaibHOM BPEMEHHU.

[IpaBunbHsiil oTBET: A, B, b, I

Komnerennuu (unaukaropsr): OIIK-8, TIK-3.

6. YcTaHOBUTE NIPaBUIIBHYIO MOCIIEI0BATEIbHOCTh HACTPOUKH (PU3UKU 0OBEKTa
B Blueprint:

A) Jlo6aButh komrnoneHt Static Mesh k Actor Blueprint.

b) Bxmounts cumymsmuio ¢usuku (Simulate Physics) B HacTpoiikax
KOMITOHEHTA.

B) Hactpouts maccy u apyrue napameTpsl (GPU3UKH.

') [IpoBepuTh nmoBeeHnEe 0OBHEKTA B CIICHE.

[IpaBunbHsiil oTBET: A, b, B, I.

Komnerennuu (naaukaropsl): OIIK-8, T1K-3.

3aHaHI/Iﬂ OTKPbLITOI'0 THUIIA

3az(amm OTKPLITOI0 TUIIA HA JOIIOJTHCHHUEC

1. Hanmumme npomyieHHoe clIoBO(omeparop).

JUis co3naHusi MHTEPAKTUBHOTO OOBEKTa B CLIEHE HCIIONb3YEeTCs
Blueprint.

[TpaBunbHBIN 0TBET: Actor

Komnerenuuu (uaaukaropsl): OIIK-8, TIK-3.

2. Hanuimre mpomnyieHHoe cI0BO(METO).

Hona, xoTopast BBIMONHIETCS KaX bl KaJip, HA3bIBACTCS
[IpaBunbHbIil oTBeT: Event Tick

Komnerenuuu (uaaukaropsr): OIIK-8, TIK-3.

3. UtoObl 100aBUTH 3aJEp>KKy B BBINOJHEHUE JIOTWKH, UCIOJB3yeTCS HOJIA

[IpaBunbHeIil oTBeT: Delay
Komnerennuu (naaukaropsl): OIIK-8, TTK-3.

4. Hanummre npoIymeHHoe cI0BO(CUMBON).
Tun naHHBIX, KOTOPBIA XpaHUT TEKCTOBble CTPOKH B Blueprint, Ha3biBaeTCs

[IpaBuibHBIN OTBET: String



Komnerennuu (maaukaropsl): OIIK-8, T1K-3.

5. Hanumwte nponyeHHoe cioBO(MOIYIIb).

Jli1s 00pabOTKH CTONKHOBEHUN 0OOBEKTOB UCIIOIB3YETCs COOBITHE
[TpaBunbhelil otBeT: On Component Hit

Komnerennuu (naaukaropsl): OIIK-8, T1K-3.

6. Hanmummre nponyiieHHoe cioBo(METOx).
Blueprint, xoTopblii ympaBisieT JOTHKOM BCEro ypOBHS, HAa3bIBACTCS

[TpaBwibHBIN oTBET: Level Blueprint
Komnerenuuu (naaukaropsl): OIIK-8, T1K-3.

7. HanummTe mpoImyieHHOe CII0BO(01eparop).

JIns co3nanvs aHMMalnd IIEPCOHAXKEN UCTIONB3YETCs Blueprint.
[IpaBunbHBI OTBET: Animation

Komnerennuu (naaukaropsl): OIIK-8, T1K-3.

8. Hanumure nporynieHHoe CI0BO(METO.).

Hopna 3aIyCKAEeT JIOTUKY IIPY HA4aJI€ UTPHI.
[TpaBwibHBIN 0TBET: append()

Komnerenmuu (uanukaropsl): Event Begin Play.

9. Hamumute npomnymeHHoe cI0BO(THUTT TAHHBIX ).
Urobsl mpoBeputTh ycioBue (Hampumep, if-else), wucmonb3lyercs Homa

[IpaBunbHeIil oTBET: Branch
Komnerennuu (unaukaropsl): OIIK-8, T1K-3.

10. Hanumute npomnyieHHoe cI0BO(METO.).

Komnonent noOapisieT BU3yalbHyl0 3D-Monens K OOBEKTYy B
Blueprint.

[IpaBunbHbI oTBET: Static Mesh

Komnerennuu (naaukaropsl): OIIK-8, TTK-3.

11. Hanuiure npomnyieHHoe cioBo(oneparop).

Jnst  co3manmsi  monb3oBarenbckoro  mHTEep(deiica (Ul)  wumcmombiyercs
Blueprint.

[TpaBunwHbIil oTBeT: Widget

Komnerennuu (uaaukaropsr): OIIK-8, TIK-3.

12. Hanummwute nporyiieHHoe Ca0BO(METO.).
YroObl 0OBEKT B3aMMOACHCTBOBAN C (DU3MKOH, HYKHO BKIIOYHTH OIIIUIO
B €T0 KOMITOHEHTE.



[IpaBwibHBINM oTBEeT: Simulate Physics/
Komnerenuu (naaukaropsl): OIIK-8, TIK-3.

13. Hanmumme mpomnymieHHOe CI0BO(0munoKa).

Blueprint, xkoTopblii HCONB3yeTCs AN CO3JAHUS MaTEpPHAOB U IICHIEPOB,
Ha3bIBACTCS :

[IpaBunbHbI OoTBET: Material.

Komnerennuu (unaukaropsr): OIIK-8, TIK-3.

14. HanummTe nponyieHHoe CI0BO(THUII IaHHBIX ).

Hona MO3BOJISIET CHIABHUTH (CO3/1aTh) HOBBIM OOBEKT B CIIEHE BO
BpEMsI BBITIOJIHEHUS UTPBI.

[TpaBuibHBIN OTBET: Spawn Actor.

Komnerennuu (naaukaropsl): OIIK-8, T1K-3.

33}13Hl/lﬂ OTKPLITOT0 THUIIA ¢ KPATKUM CBOﬁO)IH])IM OTBETOM

1. Hanmummre pe3ynapTaTr BBIIOJIHEHUS TPOTPAMMBL.

Kakas texnomoruss B UES mo3Bons€T MCMONB30BATH MHUKPOMOJIUTOHAIBHBIE
CETKH JJIsl PEHJIEPUHTa CIO0KHBIX OOBEKTOB 0€3 MOTEePH MPOU3BOAUTEILHOCTU?

[IpaBunbHbIi oTBET: Nanite.

Komnerenmuu (uaaukaropsr): OIIK-8, TIK-3.

2. Kak HazpIBaeTcs cuCTeMa JWHAMHUYECKOTO TIIOOAJIBHOTO OCBEIICHUS B
Unreal Engine 5?

[IpaBunbsbiil oTBeT: Lumen.

Komnerenmuu (uaaukaropsr): OIIK-8, TIK-3.

3. Hanummre pe3ynbrar BhIIOIHEHUS TPOTPAMMBI.

Kaxoit komnioneHnt Blueprint oTBeuaeT 3a BOCIIpOU3BEICHHUE 3ByKa B ClicHE?
[IpaBunpHbIil oTBeT: Audio Component.

Komnerenuuu (uaaukaropsr): OIIK-8, TIK-3.

4. Hanmummre pe3ysbTaT BHITIOTHEHHSI IPOTPAMMBI.

Kakast Homa ucnonp3yeTcs 1S IJIAaBHOTO MepeMeNIeHUs] 00beKTa U3 TOUKU A B
ToukKy B 3a 3aganHOe Bpems?

[IpaBunbhbIil oTBeT: Timeline (nmn «BpemenHas mkanay).

Komnerennuu (naaukaropsl): OIIK-8, TTK-3.

5. Hanumure pe3ysbrar BhIIOJIHEHUS IPOTPAMMBI.

Kakoit unctpyment UES mo3BosisIET co3maBaTh CIOXHBIE Marepualbl C
IMOMOIIBIO HOZ?

[IpaBuibHBIN oTBEeT: Material Editor.

Komnerennuu (maaukaropsl): OIIK-8, T1K-3.
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6. Hanniure pe3yaprar BHIMOIHEHUS TPOrPAMMBI.

UYro Takoe «Blueprint Communication» M Kak €ro OpraHu3oBaTb MEXIY
pa3HBIMU aKTOpaMH?

[IpaBunwHbIil oTBeT: Ucnonp3oBanue coObrTuil (Events).

Komnerennuu (naaukaropsl): OIIK-8, T1K-3.

7. HanummmTe pe3yabTar BBITIOTHEHUS TPOTPAMMEI.

Kakoit Tun maHHbIX UCTIOIB3YeTCs Ml XpaHeHus 1BeTa B marepuanax UES?
[TpaBwibHBIN oTBET: Linear Color (unu «JIMHEHHBIN 1IBETY ).

Komnerennuu (unaukaropsl): OIIK-8, TIK-3.

8. Hanmmmre pe3ysbTaT BRITOIHEHUS IPOIPAMMBI.

Kak Ha3bIBaeTcs cucreMa, ynpasisitomas puznkoi o0bexktoB B UES?
[IpaBunbHsbIil oTBeT: Chaos Physics.

Komnerenuu (naaukaropsl): OIIK-8, T1K-3.

9. Hanmmmre pe3ynbTaTr BBIIOJIHEHUS TPOTPAMMBI.

Kakas @ynkuus Blueprint mo3BosisieT U3MEHUTh MaTeprasl 0ObEKTa BO BpeMs
BBINIOJIHEHUS UTPbI?

[IpaBunbHbIi oTBET: Set Material.

Komnerenmuu (uaaukaropsr): OIIK-8, TIK-3.

10. Hanniunte pe3ynabrar BHIIOIHEHUS IPOTrPAMMBI.

Yro Takoe «Niagara» B konTekcre UES?

[IpaBunpHbiii  oTBeT: CHcCTeMa CO3AaHUS W YIPaBICHUS BHU3yalbHBIMU
s dexramu.

Komnerenuuu (uaaukaropsl): OIIK-8, TIK-3.

3ajaHusA OTKPHITOIO THIIA ¢ PAa3BEPHYTHIM 0TBETOM

1. OnummTe, Kak MOXKHO CO3/1aTh aHUMAIIMIO ITEpEMEIEHUsT O0bEKTa U3 TOUKH
A B Touky b c ucnonb3zoBanuem Blueprint B Unreal Engine 5. Kakue y3mbl u
KOMITOHEHTBHI JIJIsl 3TOTO MOTPeOyroTCs?

Bpewms BoinonHenus — 20 MuH.

Oxumaembiii pe3ynsrar: JJia co3manus aHUMAaNWK TepEeMENICHUsT 00beKTa U3
Toukn A B Touky b moxkHo ucnoms3oBath y3en Lerp (Linear Interpolation) s
MJIABHOTO Tepexo/ia MeXAy IByMsl BekTopaMu (Toukamu). Takke mnorpelyercs
koMroHeHT Timeline st ympaBieHUs BpeMEHEM aHuMalud u y3en Set Actor
Location aj11 0OHOBIIEHUS TTO3UIIMHA 0OBEKTA.

Komnerennuu (maaukaropsl): OIIK-8, T1K-3.
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2. Kakum 00pa3oM MOKHO peasin30BaTh B3aUMOJIEHCTBUE UTPOKA C OOBEKTOM B
ciueHe ¢ mnomomblo Blueprint? Onummre OCHOBHBIE AT M Y3JIbI, KOTOPBIE
HEOOXOAMMO UCTOIh30BATb.

Bpewms Boimonnenus — 20 MuH.

OskunaeMslii pesyasrat: s peanuszanuy B3auMOACHCTBHSI UTPOKA ¢ 00BEKTOM
HY>KHO ucnojb30Barh KommoHeHT Sphere Collision unu Box Collision Ha o0bexTe,
y3en On Begin Overlap nnst oOHapyskeHus koyuusnd, 1 y3en Print String umu Custom
Event nns 06paboTKu B3auMOJEHCTBUS.

Komnerennuu (unaukaropsl): OIIK-8, TIK-3.

3. Kak MOXHO H3MEHUTh Marepuan oOOBEKTa JUHAMMYECKH BO BpeMs
BBIMIOJIHEHUS UTPBI ¢ Hcnonb3oBaHueM Blueprint? OnuiuTe mnocnenoBareabHOCTb
JEUCTBUM.

Bpewms Bomonnenus — 20 MuH.

Oxunaemsblil pesynbrar: sl u3MeHeHus: marepuana oO0beKTa JTUHAMUYECKH
HY’)KHO HUCHoJib30BaTh y3en Set Material Ha xomnonente Mesh. IlpenBapurensHo
Marepuana JOJDKeH OBITh CO37aH M JOCTYHeH B IMpoekre. Y3en Set Material
NPUHUMAET Ha BXOJI HMHAEKC Marepuana W HOBBIM Marepuali, KOTOPbIA HYXHO
PUMEHUTD.

Komnerenuuu (naaukaropsl): OIIK-8, T1K-3.

4.0nummure, Kak MOXHO CO3[aTh CHCTEMY 4YacTHI[ (HalpuMep, B3pbIB) IMPHU
CTOJIKHOBEHUU O0BEKTa C MOBEPXHOCTHIO C HUcToNb30BaHueM Blueprint. Kakue y3msi
1 KOMIIOHEHTBI IOTPEOyrOTCS?

Bpewms BoinonHenus — 20 MuH.

Oxunaemblii pe3yabTar: Js co3maHusi CUCTEMBbI YaCTHUI[ TIPU CTOJIKHOBEHUHU
HY>KHO MCIOJIb30BaTh y3es Spawn Emitter at Location, KOTOpbIii aKTUBUPYETCS Yepe3
coosiTe On Hit. Takxxe nmotpelyercs 3apaHee co3gaHHas cucteMa yactuil (Particle
System) B penakrope Unreal Engine.

Komnerenuuu (uuaukaropsl): OIIK-8, TIK-3.
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IKcnepTHOE 3aKJII0YEHHE

IIpencTaBneHHbli GoHa oueHo4YHbIX cpencTs (nanee — POC) no gucumnIvHe
«ITporpaMMHUpOBaHHe KOMITBIOTEPHON rpaduKi» COOTBETCTBYET tpeboBanusm GI'OC
BO.

I[Ipennaraembie GOPMBI U CPEICTBA TEKYLIErO W MPOMEXKYTOUHOrO KOHTPOIS
alleKBaTHBl LEeIAM M 3ajadaM pealu3aldd OCHOBHOHW  MpodecCHOHaNbHOH
06pa3oBaTeIbHON IIPOrpaMMBI 110 HarpaineHuto noarorosku: 09.03.01 HNudpopmarrka
U BBIYMCIIUTENIbHASA TEXHUKA.

OLeHOYHbBIE CPeICTBA IS TEKYILEro KOHTPOJIS yCTeBAEMOCTH, IPOMEXY TOUHOH
ATTEeCTALIMH 10 UTOTaM OCBOEHHUS JUCLUILIMHBI [IPeCTaBIEHb] B MI0JIHOM 00beMme.

BuB! OLEHOYHBIX CPECTB, BKJIFOUEHHbIC B IIPEJICTABIEHHbIA (OH/, OTBEUaOT
0CHOBHBIM npuHIAnam ¢popmuposanus ©OC.

Pa3pabGoTaHHbIH U IPEACTABICHHBIN I 3KCTEPTU3b! POHJ OLEHOYHBIX CPE/ICTB
DEeKOMEH/IyeTcsl K WCIONB30BAHUIO B MPOLECCE MOATOTOBKA 00ydalomuxes Mo
yKa3aHHOMY HallpaBJIEHUIO.

Ipencenarens yueGHO-METOAMYECKOH
KOMHUCCHM HHCTUTYTa KOMIIBIOTEPHBIX 7@
s

CUCTEM U HH()OPMAIIMOHHBIX TEXHOJIOIMH Berposa H.H.



JIueT n3MeHeHUH U TONMOJTHEHUM

/o

Bunasl nononuenuii u
W3MEHEHHU

Jlata 1 HOMep poTOKOIa
3acenaHus Kadeapsl
(xacenp), Ha KOTOpOM OBLIH
PaccMOTpPEHBI U 0100pEHBI
U3MCHCHUA U NJOITOJIHCHUA

IMonnuce
(c pactumdpoBKoii)
3aBeAyIONIETo Kadenpoi
(3aBemyromux Kadempamu)
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