MHBapuaHTHasa camocTosATeNbHas pa6orta 1.3. “Oco6eHHOCTH
KopnopaTuBHOro oéyyeHus”

1. KopnopaTuBHoe o6yyeHue: OCHOBHbIE acneKTbl

KopnopaTvuBHOe 06y4yeHne — 3TO NpoLLecc 06yYeHUss U pasBUTUS
COTPYAHUKOB BHYTPU KOMMNaHWUM AJ19 NOBbILLEHUS UX KBanudukaLumm,
BHEZIpeHUS HOBbIX TEXHOJIOTUIA M yNyYLlEHMS paboymx NpoLLECCOB.

1.1. NMpeumyliecTBa 06yyeHUsa B KopnopaTMBHOM popmare

1. MoebiweHne 3PpPeKTUBHOCTU COTPYAHUKOB:
o COTpyAHUKM NpUodpeTaroT 3HAHUSA U HaBbIKK, KOTOpble
Cpasy NPMMEHSAIOT Ha NpaKTuKe.
o Pesynbtat 06y4eHUs oTpa)kaeTcs Ha NPOM3BOAUTENbHOCTH
KOMaHabl.
2. CooTBeTcTBME crieundpmke KOMMNaHUM:
o [MporpaMMmbl HacTpanBaroTCs Nog 3agayvn n KynbTypy
KOHKPETHOM opraHnsauum.
o ®oKycC Ha KOpnopaTUBHbIE LLEHHOCTU U BHYTPEHHKE
npoweccol.
3. CHMXeHue 3aTpaT Ha NpuUBJIeYeHUe BHELUHUX CreLuasucToB:
o 06y4yeHune No3BoNsAeT pa3BnBaTb TEKYLLNX COTPYAHUKOB
BMECTO HalMa HOBbIX.
4. MoTuBauuma U yaep>xaHue nepcoHana:
o Bo3MOXHOCTW pnAa pocta CTUMYNIUPYIOT COTPYAHUKOB
ocTaBaTbCA B KOMMaHUMN.

1.2. Oco6eHHOCTH pa3paboTKu NporpamMm KOprnopaTMBHOro o6yyeHus

1. AHanu3 noTpe6bHocTeil KOMNaHUK:
o BblsiBNeHue KoYeBbIX 3aga4, KOTopble TpebyeTcs peLlmnTb.
o OnpeneneHne KOMMeTEHLUMI, KOTOPble HEOBXOAMMO
pa3BuMBaTh.
2. MepcoHanusauua KOHTEHTA:
o Kypcbl aganTupytoTcsi Nof ypoBeHb NOAFOTOBKM U POsb
COTpYAHMKA.



o WNHamBuayanbHble NnaHbl 06y4eHUs 451 pa3HbiX KaTeropui
COTPYAHMKOB.
3. mékocTb popmaToB:
o Wcnonb3oBaHue pasHbIX METOA0B 06y4YeHUs (OHNalH,
OYHOE, CMEeLLaHHOe).
o BO3MOXHOCTb MacLlTabupoBaHus NporpaMmm Ans BCcex
0TAEeN0B KOMMNaHUK.
4. BHeppeHue nHPOPMaLMOHHbIX TEXHOJIOMUM:
o MnaTtdopMbl ynpaBneHus obydeHmem (LMS, Learning
Management Systems).
o ABTOMaTM3auUMsA TPEKUHIa nporpecca.

1.3. Ponb MHGOPMALMOHHDbIX TEXHOOIUM

e [natdopmMbl OHNANH-06YYEHUS:
o Coursera for Business, Udemy Business.
o [lpeumyLiecTBa: AOCTYMHOCTb, a4anTUBHOCTD,
aKTyasIbHOCTb KOHTEHTA.
e TexHONOruu aHann3a AaHHbIX:
o Mcnonb3oBaHWe UCKYCCTBEHHOIO MHTENNEKTA AJ151 OLEHKM
YPOBHS 3HaHUI COTPYAHUKOB.
e MHTepaKTUBHble MHCTPYMEHTDI:
o VR/AR ans npaktudyeckoro obydyeHus (Hanpumep, B chepe
paspaboTKu urp).
o CumynaTopbl AN 0CBOEHUSA NpodecCUoHanbHbIX HaBbIKOB.

2. ®opmaTbl 06y4eHHUAA: UX OCOOEHHOCTU U NPeuMyLL,ecTBa
2.1. O4yHOe obyyeHune

e XapaKTepucTHuKa: TpaguLMOHHbIN hopmaT 06yyeHus ¢
HernocpeaCcTBEHHbIM y4yacTueM npenogasaTens.
e [lpeumyuiecTBa:
o Bblcokas cTeneHb B3aMOLENCTBUA.
o BO3MOXHOCTb HEMEAJIEHHOr O MoJlydeHnss 06paTHOM CBSA3M.
e [pumep: Bopkwonbl Microsoft ana komaHa paspaboTYNKoOB.



2.2. OHnanH-o06y4yeHne

e XapakTepucTUKa: 06yyeHune Yyepes oHNanH-NIaThopMbl U KypCbl.
e [peumywiecTBa:
o [M6KoCTb (ZOCTYN U3 NHOGOW TOUKM).
o LUnpoknin BbIGOP KypCOB.
e [pumep: Google npegocTaBnsAeT OHNANH-KypCbl 419 06y4YeHUs
HOBbIM TEXHOJIOTUSAM.

2.3. TnébpupHoe obyueHue

e XapaKTepucCTHUKa: coyeTaHWe OYHOro U OHNanH-bopmMaToB.
o [lpeumyuiecTBa:

o MakcumanbHas agantaumsa nof paboume rpadukm.

o YrnybneHHoe nsyyeHune COXHbIX TeM B O4HOM hopMme.
e [lpumep: IBM Skills Academy.

2.4. Mukpooby4yeHue

e XapaKTepucTUKa: KOPOTKMe obpasoBaTesibHble Moaynu (5-15
MUHYT).
e [lpeumyuiecTBa:
o bbicTpoe nonyvyeHne 3HaHUN.
o JIérkocTb MHTerpauum B pabounin geHb.
e [MpumMmep: MUKPOKYpCbl A1 COTPYAHMKOB Yepes KopnopaTuBHble
MeCCeHXepbl.

2.5. UnguBupgyanbHoe o6yyeHue (MeHTOPCTEO)

e XapaKTepucTuKa: paboTa C IMYHbIM HAaCTaBHUKOM.
e [lpeumyuiecTBa:
o [lepcoHannsMpoBaHHbIN NOLXOA.
o YcKOpeHHOe pas3BUTHe.
e [pumep: HacTaBHNYECTBO B IT-KOMMNaHMAX Ans 06y4eHNss HOBbIM
TEXHOJTOMNAM.

3. anMepbl yCneLwHbIX nporpaMmMm KopnopaTtTuBHoOro OGY‘-IGHMH



3.1. Google

e [IporpamMmmbl 06y4yeHus TexHonormam N n HenpoceTen yepes
Google Al Academy.
e AKLEHT Ha pelleHne nNnpakTUyeckunx 3agau.

3.2. NVIDIA

e YyebHble KypcCbl As pa3paboTYMKOB MO ry60KOMY 06YUYEHUIO U
rpauyeckumM TEXHONOMUAM.
e lcnonb3oBaHune VR/AR ana obyyeHus.

3.3. Unity Technologies

e [lporpaMmbl 06y4yeHUs pa3paboTKe UIp C aKLLEHTOM Ha
MCNONb30BaHNE UCKYCCTBEHHOIO UHTEN/IEKTA.
e [M6puAHbIE TPEHMHIN ANSt KOMMAHUN-Pa3paboTYMNKOB.

3.4. Microsoft

e [Iporpammbl ansa IT-cneunanucToB, BKIKOYast 06yYeHune
NCMosib30BaHUIO HeEMpoceTeN B NPUNOXKEHUSAX.
e [MnaTdopmbl ans KkopnopaTueHoro obydyexus (Microsoft Learn).
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