OCBITHIIl KOMITOHEHT

BOK OcHoBwu kibepcniopTy

Pisens BO

nepiui 6akagaBpCbKUn

Ha3Ba crienianbHOCTI/OCBITHRO-TIpOdeciitHoT
(OCBITHBO-HAYKOBOI) IPOrpaMu

Komm’roTepHi Hayku Ta iHpopMaIiitHi
TEXHOJIOT11

dopma HaBUaAHHSA

JIEHHA

Kypc, cemecTp, mpoTs>KHICT

3 Kypc, 5 cemecTp, TpUBATICTh — OJUH CEMECTP

CeMecTpoBHi1 KOHTPOJIb

3anik

OO0csr roauH (ychOro: 3 HUX JICKITIT/TIpaKTHYH1)

150 rox: nexmii 10 rox, ma6oparopni 20 rox

MoBa BHUKIaaHHS

YKpalHChKa

Kadenpa, saxa 3abe3neuye BUKIagaHHS

KOMIT I0OTEPHHUX HayK Ta KibepOe3neku

ABTOp KypCy

[Tactepnak SApociaB MuxaiioBu4

Kopotknii onuc

Bumoru A0 ITOYaTKy BUBUYCHHA

baxxanHs 10 po3BUTKY Ta poOOTH B KOMaH/1

[To 6yme BUBYATHCS

Berym 1o cBity xibepcropty. KopoTka ictopis
KiOepcropTy Ta HOro MEHEI)KMEHTY.
Crelikxonepu 1HIYCTpii KIOepcropTy.
Henucani npaBuiia ynpaiiiHHS B KiOepCIOPTI.
Mepesxa 6i3Hec Mmozeneit. MaitOyTHe
kibepcropTy. CTBOpEeHHS Ta KepyBaHHs
KOMaHJ1010 e-criopTy. CTparerii 10 mepeMoru B
KiOep3MarasHi.

Yomy 11e 11ikaBo/Tpeda BUBUATH

JIMCIUTUTIHA CTOCYETHCSI BUBYCHHS OCHOB
kibepcropTy, Horo Gi3Hec-MoIemeH,
3’sCyBaHHSI OCHOBHHX POJICH YCIX YYaCHHUKIB
mpoiiecy 13 GoKycoM Ha KOMaH]ly TPaBIIiB, ii
MEHEKMEHT Ta JifaepcTBo. OCOOIMBY yBary
NPUUICHO MPAKTHYHUM 3aHATTSIM 31
CTBOPEHHS KOMaHJI /Ul 3MaraHb y TypHipax
BIJIOMHX BI1JI€OITOpP, PO3POOKHU CTpaTerii
NEPEMOTH, MOy pOJIeH IPaBIIiB Ta iH.

Yomy MOKHA HABUUTUCS (PE3yIbTaTH
HaBYaHH)

Pe3ynbraToM BUBYEHHS TUCIUIUIIHU €
PO3BUTOK KOMYHIKaTUBHUX KOMIIETEHTHOCTEH,
J1APChKUX SKOCTEH, YMiHb pOOOTH B
KOMaHJax TOLIO.

Sk MO’KHA KOPUCTYBATHCSI HAOYTUMHU
3HAHHAMH ¥ YMIHHAMH (KOMIIETEHTHOCT1)

Jlucuuriina po3BUBaE M’ Ikl HABUYKH,
NOrIKOIII0E€ PO3YMIHHS MPOILIECIB, 10 POOIATH
e-CTOPT YCHINTHUM Ta MPUBAOTHBUM IS
Oi3Hecy. Jluciurutiaa 1ae MOXIJIHBICTh




oTpuMaTu 06a30Bi 3HAHHS Ta HABUYKH 13
MPOCYBaHHS MPOYKTIB HA PHHKY €-CITOPTY,
PO3yMIHHSI OCHOBHMX THITIB O13HECIB Y IIii
ramysi.
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