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NMRUQNISYONYNSSU
SUR 1 ussengnNUSIaSaunUWSaunauaouUs:itu
09:00-12:00u. Module 1: 1GaulUsnnsuinulaaldlausiskioindoviio (Libraries/Tools)
vovinuidudu (Game Engine)
e N1s31AsS1:KADIUADYNISDINIDNA1Iso9NIIUU (Design Document) na:
nasvalasauy Assets d1rSuasivinu
stylla:soUsol Assets NorUQ AdevTETudIvIU
0S09a0UADIWQNADVUDY Assets lla: daIfU Assets
o nmsitaulUsnnsuaivionaiseaniuu (Design Document)
13onTs Tausiskoindovie (Libraries/Tools) TuGame Engine
5Tausnskdoaindovijo (Libraries/Tools) l1a: Assets laarinruaald
QSLOUIONEISOONIIUU
15au Game Logic iwuiduldianaiseanuunivinaia (Technical
Document)
varenais (Programming Document)
13:00-16:00u.  Module 2: naaeu na:nilu UnyriRinaduvinnasiGaulusinsuiny
e nisnaaasuridoiiawalavaviUsinsy
sty3dnisiiasidenidindeviiolunisnaasulUsiinsy
AuriUtyrnazgoiawaravevlusinsu
o nmisnnludedawaravovlUsinsuy
styanikquevloyrififiadu
niluUyralusiinsuAifiadu
SUR 2 ussananduSiasaundIuwWSounauaouUs:ITu
09:00-12:00u. Module 3: 1TaulUsinsuiioIWuUs:ENENIWUDVINU (Optimization)
e msiBaulUsinsuiduian (Object Oriented Programming) Tdodvi
Jds:ansnaw
szynquinisidauldsinsuidodan (Object Oriented Programming)
Ustandidnquinisidauldsinsuidvdan (Object Oriented
Programming)
e 18 Data Structures na: Variables Idagitviius:ansnaw

stynquijnisidiasdedinavev Data Structures 1a: Variables
18 Data Structures nas Variables 1a
13:00 - 16:00 u. Module 3: 1GaulUsiinsuiWoIWuUs:anENIWUDVINL (Optimization) (ca)

e n1sid Statements na: Us:gndld Algorithms Idagvidus:ansnaw
stynquijnisidia:dodinavev Statements nia: Algorithms

5 Statements 11a: Algorithms Ia
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Module 4: Tds:uudaifiunisivdaundaviinanuiwaluniswasuainu
(Version Control)
o nastdvaus:uudaiiunisidaaundaviinanulwald (Version Control
Management)
TBoruszuuvaifiunaluvevaulov
BvaustuusaIfiunisivaaundavniauon (Remote Version Control)
o nastviunisnaniBuarvivovs:uudaiiunasidaaundaviinanuiwg
(Version Control Branching Management)

tsorwunisnaniluaivn (Branching) vavszuuvaifiumeaiuyovdolon
sorunisianiluaiun (Branching) vevs:uudaifuniauanla
(Remote Version Control)

nonssuasuystiiu
nuzUn 1asasuens:uouNs wouaouus:idu
3011 15aulUsnnsuinulaaidlausisk$aindoviio (Libraries/Tools)
vavinuidudu (Game Engine)
e 30111 n1s31AS1tKA9IWADYNISDINIDNA1s9oNIIUU (Design Document)
naznasdaiasay Assets &1RSuasviny
1. stylla:soUsol Assets AvkUQ AAEVTETUdIU
2. 0s29adUAIUQNADYUDY Assets llas vaIfu Assets
e 30112 nasiBaulUsunsuaivionaisooniuu (Design Document)
1.130n13 Taus13r3ainsoviio (Libraries/Tools) luGame Engine
2. 15Tlausskdaindovijo (Libraries/Tools) ia: Assetslaariiruaaild
asvAIdNESOONIIUU
3.10au Game Logic wuiauldionaiseaniuunvinatna (Technical
Document)
4. vanenans (Programming Document)
3012 naaau na:nilu Uykaiiradusnnasidaulusinsuiny
o 30121 n1snaaaukrrdodawalrauaviusiinsy
1. ssy3Bmisiazidenidindevijofunisnaaaulusiinsy
2. AukUoykranazdodawarauevlusiinsy
e 30122 msnnludedawalraveviUsinsy
1. ssyanikquovlryrIAIfadu
2. iifuUnyrilUsinsuifadu
3013 1GaulUsinsuiwaIWuUS:ANENTWUDVIND (Optimization)
e 30131 n1siBaulUsunsuidvian (Object Oriented Programming) 1d

ad1viUs:ansnaw
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1. stynquijnisidauldsinsuidodan (Object Oriented
Programming)
2. Uszgndignquijnisidaulusinsuidodan (Object Oriented
Programming)
e 30132 18 Data Structures na: Variables Idasiaviius:ansniw
1. ssynquijnstdiasdosinavev Data Structures iia: Variables
2. 78 Data Structures na: Variables 1a
e 30133 n1s13 Statements na: Us:andid Algorithms Tdosi1vij
Jstansnaw
1. ssynquijnisidnasdosinavev Statements na: Algorithms
2. 13 Statements na: Algorithms Ia
3021 I§s:uudaifiunisivaaundaviinanuiwalunaswauainu
(Version Control)
e 30211 nastévauszuudaifunisivaaundaviinanulwala (Version
Control Management)
1. Wdvruszuudaifiunialuvevaulov
2. Tvaussuusaifiunisivaaundavniauan (Remote Version
Control)
30212 nastdvaunisnaniYuaivivavs:uudaifiunisiviaunvaviinanu
Iw4d (Version Control Branching Management)
1. Wdorumsnaniluaiun (Branching) vavszuudaifiunialuyovdoion
2. Wsownisnanifuaiun (Branching) vavszuudaifiuniauanla

(Remote Version Control)
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