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  الأكبدًٌٍصف انجشَبيح 

 

 ثبثًعبِؼخ  اسى اندبيؼخ:

 و١ٍخ رىٌٕٛٛع١ب اٌّؼٍِٛبد / انًؼھذ:انكهجخ

 اٌجوِغ١بدلَُ  انمسى انؼهًٌ:

 غ١بداٌجوِ -رىٌٕٛٛع١ب ِؼٍِٛبد ثىبٌٛه٠ًٛ : الأكبدًٌٍاسى انجشَبيح 

اٌجوِغ١بد ) ٔظبَ  -  رىٌٕٛٛع١ب ِؼٍِٛبد -ثىبٌٛه٠ًٛ انُھبئَخ: انشھبدحاسى 

  فصٍٟ( 

 0205-3-1 :اػذاد انوصف تأسٍخ

 0205-3-1 :يمء انًهف تأسٍخ

 

 

 

 

 

 

  

  

 

 

 

 

 انتولَغ:

 أ.َ.ك ٍوٜ ىوٟ ٔبعٟ اسى سئَس انمسى :

2025/   / 
 

 :انتولَغ

 :أ.ك ا٠ّبْ صبٌؼ اٌشّوٞاسى انًؼبوٌ انؼهًٌ 

2025/   / 
 

 اٌؼ١ّل اٌَجللخ ِصبك

 أ.ك ٍٚبَ ١ٍّو ث١ٙخ

2025/   / 

 :و شؼجخ ظّبْ اٌغٛكح ٚالأكاء اٌغبِؼٟكلـك اٌٍّف ِٓ لجً ِل٠

 ٔٛهً ٔصوالله فع١و
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 :اٌّملِخ
وائلح اٌزٟ رأٍَذ ػبَ عبِؼخ ثبثً، أؽل الألَبَ اٌؼ١ٍّخ اٌ –فٟ و١ٍخ رىٌٕٛٛع١ب اٌّؼٍِٛبد  لَُ اٌجوِغ١بد٠ؼُلَُّ 

ً لإػلاك وٛاكه ِز١ّيح فٟ ِغبلاد رؾ١ًٍ ٚرص١ُّ ٚثٕبء ٚص١بٔخ اٌجوِغ١بد. ٚلل  0222 ١ٌىْٛ ِٕطٍمبً أٍب١ٍب

رطٛه اٌمَُ ١ٌشًّ ثؤبِغًب ِزىبِلاً ٠ّزل ػجو أهثغ ِواؽً كها١ٍخ أ١ٌٚخ )اٌجىبٌٛه٠ًٛ(، ئظبفخً ئٌٝ ثواِظ 

َز١و ٚاٌلوزٛهاٖ، ثّب ٠ؾمك رىبِلاً ث١ٓ اٌزؼ١ٍُ الأٍبٍٟ ٚاٌجؾش اٌؼٍّٟ اٌلهاٍبد اٌؼ١ٍب اٌزٟ رغطٟ كهعزٟ اٌّبع

 .اٌّزملَ

، ِٓ فلاي ِٕب٘ظ ؽل٠ضخ رووي اٌغبٔت إٌظوٞ ٚاٌزطج١م٠َٟؼٝ اٌمَُ ئٌٝ ر١ٙئخ ث١ئخ أوبك١ّ٠خ ِزٛاىٔخ رغّغ ث١ٓ 

ِشبه٠غ اٌجوِغ١بد، ٚافزجبه ػٍٝ ِجبكئ اٌجوِغخ اٌّزملِخ، اٌقٛاهى١ِبد، رؾ١ًٍ ٚئكاهح ِزطٍجبد الأٔظّخ، ئكاهح 

ً ثز١ّٕخ ِٙبهاد اٌطٍجخ فٟ رص١ُّ ٚرٕف١ن اٌؾٍٛي اٌجوِغ١خ اٌزٟ رَزغ١ت ٌّزطٍجبد ٍٛق  الأكاء. وّب ٠ٌٟٛ ا٘زّبِب

 .اٌؼًّ فٟ اٌمطبػ١ٓ اٌؼبَ ٚاٌقبص

جخ ػٍٝ ٠ؼًّ اٌمَُ ػٍٝ رؼي٠ي اٌجؾش اٌؼٍّٟ ػجو رٛف١و ث١ٕخ رؾز١خ ِلائّخ، ٚرشغ١غ أػعبء ١٘ئخ اٌزله٠ٌ ٚاٌطٍ

اٌّشبهوخ فٟ اٌّشبه٠غ اٌجؾض١خ، ٚإٌشو اٌؼٍّٟ، ٚاٌفؼب١ٌبد الأوبك١ّ٠خ اٌّؾ١ٍخ ٚاٌل١ٌٚخ. ئظبفخً ئٌٝ مٌه، ٠ؾوص 

اٌمَُ ػٍٝ اٌزٛاصً اٌؼٍّٟ ٚالإكاهٞ ِغ لَّٟ شجىبد اٌّؼٍِٛبد ٚأ١ِٕخ اٌّؼٍِٛبد فٟ اٌى١ٍخ، ثّب ٠ؾمك رىبِلاً 

 .زلافً ث١ٓ اٌزقصصبد اٌّقزٍفخ فٟ ِغبي رىٌٕٛٛع١ب اٌّؼٍِٛبدِؼوف١بً ٠َٚبػل اٌطٍجخ ػٍٝ ئكهان غج١ؼخ اٌ

ٌمل ٍبُ٘ اٌمَُ ِٕن رأ١ٍَٗ فٟ رقو٠ظ وٛاكه وفٛءح أصجزذ ؽعٛه٘ب فٟ اٌَبؽخ الأوبك١ّ٠خ ٚا١ٌّٕٙخ ِٓ فلاي 

ٍّـ اٌمَُ ِىبٔزٗ  ِشبهوزٙب اٌفبػٍخ فٟ اٌّإرّواد، ٚإٌلٚاد، ٚٚهُ اٌؼًّ، ٚاٌّؼبهض اٌّزقصصخ. ٚثنٌه ٠و

أوبك٠ّٟ ِؼزّل ٠َُٙ فٟ رط٠ٛو اٌزؼ١ٍُ ٚاٌجؾش اٌؼٍّٟ ٚفلِخ اٌّغزّغ، ٠َٚزغ١ت ٌّزطٍجبد ٍٛق اٌؼًّ  وصوػ

 .اٌّؾ١ٍخ ٚالإل١ّ١ٍخ ٚاٌل١ٌٚخ فٟ ١ِلاْ صٕبػخ اٌجوِغ١بد
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1. 
ٟ ئػلاك فو٠غ١ٓ هائلاً أوبك١ّ٠بً ٚثؾض١بً فٟ ِغبي رط٠ٛو ٚص١بٔخ اٌجوِغ١بد، ِٚز١ّياً ف ثؤبِظ اٌجوِغ١بدأْ ٠ىْٛ   

 .لبكه٠ٓ ػٍٝ الاثزىبه ٚإٌّبفَخ فٟ ٍٛق اٌؼًّ اٌّؾٍٟ ٚالإل١ٍّٟ ٚاٌلٌٟٚ

 

 هَكهَخ انجشَبيح .6

 هَكم انجشَبيح ػذد انًمشساد وحذح دساسَخ انُست نًئوٍخ يلاحظبد

 نًؤسسخيتطهجبد ا 5 9 8.2568% 

 يتطهجبد انكهجخ 13 42 38.533% 

 يتطهجبد انمسى 20 58 53.211% 

 انتذسٍت انصَفٌ 1   

 أخشى    
 

 

 

 

 

3.   

 :ئٌٝ رؾم١ك ِب ٠ٍٟ ثؤبِظ اٌجوِغ١بد٠ٙلف   

رزّزغ ثمبػلح ِؼوف١خ هص١ٕخ ِٚٙبهاد ػ١ٍّخ ِزملِخ فٟ رؾ١ًٍ ٚرص١ُّ ٚرط٠ٛو  رقو٠ظ وٛاكه ِزقصصخ .1

 .خ اٌَّزغلاد اٌزم١ٕخ فٟ اٌّغبيٚص١بٔخ اٌجوِغ١بد، لبكهح ػٍٝ ِٛاوج

ِٓ فلاي ري٠ٚلُ٘ ثبٌملهح ػٍٝ رطج١ك إٌّٙغ١بد اٌؾل٠ضخ ٚالأكٚاد اٌجوِغ١خ  رأ١ً٘ اٌقو٠غ١ٓ ٌَٛق اٌؼًّ .0

 .اٌفؼبٌخ فٟ ِؼبٌغخ اٌّشىلاد اٌٛالؼ١خ ٚرط٠ٛو ؽٍٛي رم١ٕخ ِزىبٍِخ

ػٍٝ ئكاهح ِشبه٠غ اٌجوِغ١بد  ٌلٜ اٌقو٠غ١ٓ ِٓ فلاي اٌزله٠ت رؼي٠ي اٌملهاد اٌم١بك٠خ ٚاٌؼًّ اٌغّبػٟ .3

 .ٚاٍزقلاَ إٌّٙغ١بد اٌؾل٠ضخ فٟ اٌزٕف١ن ٚاٌزم١١ُ

0.  

ئػلاك فو٠غ١ٓ ٠ّزٍىْٛ اٌّؼوفخ إٌظو٠خ ٚاٌّٙبهاد اٌزطج١م١خ فٟ رؾ١ًٍ ٚرص١ُّ  ٠َؼٝ ثؤبِظ اٌجوِغ١بد ئٌٝ

 .ٍٛق اٌؼًّ ٚرقلَ اٌّغزّغٚرط٠ٛو ٚص١بٔخ اٌجوِغ١بد، ٚرأ١ٍُ٘ٙ لإٔزبط ؽٍٛي ثوِغ١خ ِجزىوح رٍجٟ ِزطٍجبد 

4. 

 )عبهٞ اٌؼًّ ٌٍؾصٛي ػٍٝ الاػزّبك اٌجوِغٟ(لا ٠ٛعل

5 

 ٚالا١ٍ٘خ ٚاٌزؼبْٚ ِغ اٌغبِؼبد.  اٌزله٠ت اٌص١فٟ كافً اٌّإٍَبد اٌؾى١ِٛخ 

 ب١ٔٛالاٌٚٝ ٚاٌضب١ٔخ رزج١غ َِبه ثٌٛاٌّوؽٍخ *
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 انفصم انذساسٌ الاول

2 2 Iيھبساد حبسوة ItSWCO100101(2+2) 

ي
ون

لا
حهخ  ا

انًش
 

2 2 I ثشيدخ أسبسَبد  ItSw100202(2+3) 

- 3 I سٍبضَبد ItSwCa100303(3+0) 

- 3 I  هَبكم يتمطؼخ  ItSwCa100404(3+0) 

 ItSwCa100505(2+2) تصًَى يُطمٌ 2 2

 ItSwCa100606(1+0) انهغخ انؼشثَخ 1 -

 ItSwCa100707(1+0) حموق اَسبٌ 1 -

 انثبٌَانفصم انذساسٌ  

2 2 IIيھبساد حبسوة ItSWCO100808(2+2) 

2 2 
ثشيدخ أسبسَبد  

II ItSw100909(2+2) 

- 3 II سٍبضَبد ItSwCa101010(3+0) 

- 3 II  هَبكم يتمطؼخ  ItSwCa101111(3+0) 

 ItSwCa101212(2+2) تشكَت انحبسوة 2 2

 ItSwCa101313(102) انهغخ انؼشثَخ 1 -

 1 
 انهغخ الاَكهَضٍخ

I ItSwCa101414(2+0) 
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 انسبػبد انًؼتًذح
 انًستوى/سُخ انًسبق  او انًمشس سيض سى انًمشس او انًسبق

 َظشً ػًهٌ

 انفصم انذساسٌ  الاول

 ItSwCt201501(3+0) 1َظشٍخ احتسبثَخ 3 -

حهخ  انثبََخ
انًش

 ItSwDb201602(2+2) 1يفبهَى لواػذ ثَبَبد 2 2 

 ItSwOo201703(2+2) 1انجشيدخ انكَبََخ انًوخھخ 2 2

 ItSwNm201804(2+2) اندجش انخطٌ 2 2

 ItSwCs201905(1+0) يھبساد اتصبل 1 -

 يؼبندبد يبٍكشوٍخ 2 2
ItSwMi202007(2+2) 

 

 ItSwEl202108(2+0) خشائى َظبو انجؼج 2 -

 ItSwEl202209(2+0) انهغخ الاَكهَضٍخ 2 -

 انثبٌَانفصم انذساسٌ 

 II ItSwCt202308(3+0)الاحتسبثَه انُظشٍخ  3 -

 II ItSwDb202409(2+2)يفبهَى لواػذ ثَبَبد  2 2

 II ItSwOo202510(2+2) انجشيدخ انكَبََخ انًوخھخ 2 2

 ItSwDs202611(2+2) هَبكم ثَبَبد 2 2

 ItSwPs202712(2+2) الاحصبء والاحتًبنَخ 3 -

 ItSwCg302813(2+2) انشسى ثبنحبسجخ 2 2

 ItSwEl202915(2+0) حشٍخ ودًٍمشاطَخ 1 -

    

 

 

 انسبػبد انًؼتًذح
 انًستوى/سُخ سيض انًسبق  او انًمشس ى انًمشس او انًسبقس

 َظشً ػًهٌ

 انفصم انذساسٌ  الاول

حهخ  
انًش

انثبنثخ
 

 ItSwCo302901(2+2) 1ِزوعّبد 2 2

 ItSwCa303002(3+0) ِؼّبه٠خ ؽبٍٛة 3 .

2 2 
رؾ١ًٍ ٚرص١ُّ 

 فٛاهى١ِبد
ItSwAd303103(2+2) 

 ItSwSe303204(3+0) ثوِغ١بدٕ٘لٍخ  3 .

 ItSwAi303305(2+2) موبء اصطٕبػٟ 2 2

 ItSwWd303406(2+2) ثوِغخ ٚرص١ُّ اٌّٛالغ 2 2
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 انفصم انذساسٌ انثبٌَ

حهخ  
انًش

انثبنثخ
 

 ItSwCo303507(2+2) 2ِزوعّبد 2 2

 ItSwWa303608(2+2) ثوِغخ ٚرص١ُّ اٌّٛالغ 2 2

 ItSwIp303709(2+2) ِؼبٌغخ رطج١مبد صٛه٠خ 2 2

 ItSwHc303810(3+0) رفبػً الأَبْ ٚاٌؾبٍجخ 3 .

 ItSwMl303911(2+2) رؼٍُ الاٌخ 2 2

2 2 
ٕ٘لٍخ اٌجواِغ١بد ِغ 

 ِغب١ِغ اٌّشوٚع
ItSwSe304012(2+2) 

 ItSwEl304113(2+0) اٌٍغخ الأى١ٍي٠خ 2 .

 

 انسبػبد انًؼتًذح
 سيض انًسبق  او انًمشس سى انًمشس او انًسبق

 انًستوى/سُخ

 َظشً ػًهٌ 

 انفصم انذساسٌ  الاول

حهخ  انشاثؼخ
انًش

 ItSwOs404201(2+2) 1ِفب١ُ٘ ٔظُ اٌزشغ١ً 2 2 

 ItSwCn404302(2+2) شجىبد اٌؾبٍٛة 2 2

 ItSwCs404403(2+2) 1ا١ِٕخ اٌؾبٍٛة 2 2

 ItSwMc404504(2+2) ثوِغخ ؽٍٛجخ اٌّٛثب٠ً 2 2

 ItSwOr404605(3+0) ثؾٛس ػ١ٍّبد 3 .

 ItSwPr404706(0+4) شوٚع رقوطِ . 4

 انفصم انذساسٌ انثبٌَ

 ItSwOs404807(2+2) 2 ِفب١ُ٘ ٔظُ اٌزشغ١ً 2 2

 ItSwGd404908(2+2) ثوِغخ ٚرص١ُّ الاٌؼبة 2 2

 ItSwla405009(2+2) اٌؾٍٛجخ اٌَؾبث١خ 2 2

 ItSwNs405110(2+2) 0ا١ِٕخ اٌؾبٍٛة  2 2

 ItSwWms405211(3+0) ّٔنعخ  ِٚؾبوبح 3 .

 ItSwE1405312(2+0) اٌٍغخ الأى١ٍي٠خ 2 .

 ItSwPr405413(0+4) ِشوٚع رقوط . 4
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  يخشخبد انتؼهى انًتولؼخ نهجشَبيح .8

 انًؼشفخ - أ

 1أ رىٌٕٛٛع١ب اٌّؼٍِٛبد ٚلَُ اٌجوِغ١بد . ٠زؼوف اٌطبٌت ػٍٝ غج١ؼخ 

 0أ .اٌجوِغ١خ ثبلاػزّبك ػٍٝ اٍب١ٍبد اٌجوِغ١بد ري٠ٚل اٌطبٌت ثجؼط اٌمٛاػل الأٍب١ٍخ فٟ رم١ُ ٚثٕبء الأظّخ 

 3أ .اٌنوبء الاصطٕبػٟ ٚ رؼٍُ الاٌخ غج١ؼخشجىبد اٌؾبٍٛة، اٌؾٍٛجخ اٌَؾبث١خ، ٠زؼوف اٌطبٌت ػٍٝ 

 4أ     ٠زّىٓ اٌطبٌت ِٓ اٍزقلاَ اٌؾبٍجبد فٟ اغٍت اٌزطج١مبد.   

 ً  5أ اٌملهح ػٍٝ ئ٠غبك اٌؾٍٛي اٌؼ١ٍّخ ٌّشبوً اٌّغزّغ ثوِغ١ب

 

 انًھبساد - ة

 1ة  .٠ٕٚفن أػّبلاً ثوِغ١خ ِزٕٛػخ ٚفك ِؼب١٠و ١ِٕٙخ ٚأوبك١ّ٠خ ٠ىزت

 0ة   .٠فىو ٠ٚؾًٍ اٌّشىلاد اٌزٟ رجوى أصٕبء رٕف١ن اٌىٛك اٌجوِغٟ ٠ٚمزوػ ؽٍٛلاً ِٕبٍجخ

 3ة     ٠ٛاوت اٌزطٛهاد فٟ رىٌٕٛٛع١ب اٌّؼٍِٛبد ٚغوق اٌجوِغخ اٌؾل٠ضخ

 4ة  .ِغ أػعبء اٌفو٠ك ٌزجبكي اٌّؼوفخ ٚاٌقجواد ٠زفبػ٠ًٛٚو اٌجوِغ١بد، ٠ؼًّ ثفبػ١ٍخ ظّٓ فوق ٌزط

 

 انمَى -ج

 1ط .٠ٍزيَ ثبٌٕيا٘خ الأوبك١ّ٠خ ٚأفلال١بد إٌّٙخ فٟ ع١ّغ اٌّّبهٍبد اٌزؼ١ّ١ٍخ ٚاٌجؾض١خ

 0ط .٠ٛظف ِٙبهارٗ ِٚؼوفزٗ اٌجوِغ١خ فٟ فلِخ اٌّغزّغ ٚرؾًّ اٌَّإ١ٌٚخ اٌّغزّؼ١خ

 3ط ًّ اٌغّبػٟ ٚاٌزؼبْٚ فٟ ١ٍبلبد ١ِٕٙخ ٚأوبك١ّ٠خ ِزؼلكح.٠ؼيى صمبفخ اٌؼ

 

 

 

 

 

 

 استشاتَدَبد انتؼهَى وانتؼهى. 9

الافىبه اٌّقزٍفخ رشغ١غ اٌطلاة ػٍٝ اٌّشبهوخ فٟ أٔشطخ رؼ١ّ١ٍخ رشًّ ِٕبلشبد اٌّغّٛػبد، ٚؽً  :اٌزؼٍُ إٌشػ - أ

 .ٍّفب١ُ٘ اٌجوِغ١خاٌّشبه٠غ اٌؼ١ٍّخ اٌزٟ رؼيى اٌزفى١و إٌملٞ ٚاٌزطج١ك اٌؼٍّٟ ٌفٟ 

رٕظ١ُ اٌفصٛي اٌلها١ٍخ ثؾ١ش ٠زّىٓ اٌطلاة ِٓ اٌزؼبْٚ ِغ ثؼعُٙ اٌجؼط فٟ ؽً اٌّشىلاد : اٌزؼٍُ اٌزؼبٟٚٔ - ة

 .ٚئٔغبى اٌّشبه٠غ اٌجوِغ١خ، ِّب ٠ؼيى اٌزفبػً الاعزّبػٟ ٚاٌزؼٍُ ِٓ اٌزغبهة الأفوٜ

١خ ٌٍطلاة، ٚرشغ١ؼُٙ ػٍٝ اٌجؾش ٚرؾ١ًٍ اٌّشبوً رمل٠ُ رؾل٠بد ثوِغ١خ ِٚشبوً رطج١م :اٌزؼٍُ اٌمبئُ ػٍٝ اٌّشىلاد - د

 .ٚاثزىبه اٌؾٍٛي اٌجوِغ١خ اٌفؼّبٌخ

اٍزقلاَ أٍب١ٌت رم١١ُ ِزٕٛػخ ِضً الافزجبهاد اٌىزبث١خ، ٚاٌّشبه٠غ اٌؼ١ٍّخ، ٌزمل٠و رملَ اٌطلاة  : اٌزم٠ُٛ اٌزشق١صٟ - س

 .ٚفُٙ ِلٜ رؾم١مُٙ لأ٘لاف اٌزؼٍُ

١ُ اٌلهًٚ ثؾ١ش ٠زّىٓ اٌطلاة ِٓ فُٙ إٌظو٠بد ٚاٌّفب١ُ٘ اٌجوِغ١خ رٕظ: ؼي٠ي اٌوثػ ث١ٓ إٌظوٞ ٚاٌؼٍّٟر - ط

 .ٚرطج١مٙب فٟ ِشبه٠غ ػ١ٍّخ ٚؽً الأٌغبى اٌجوِغ١خ

رؼي٠ي الا٘زّبَ ٚاٌّشبهوخ: رٛف١و أٔشطخ رؾف١ي٠خ ِٚض١وح ٌلا٘زّبَ ِضً اٌزؾل٠بد اٌجوِغ١خ ٚاٌَّبثمبد، ٌي٠بكح  - ػ

 .ِشبهوخ اٌطلاة ٚرؼي٠ي هغجزُٙ فٟ اٌزؼٍُ
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 طشائك انتمََى .10

 .الاِزؾبٔبد اٌمص١وح )وٛى(  - أ

 .اٌٛاعجبد اٌج١ز١خ - ة

 .الاِزؾبٔبد اٌفص١ٍخ ٚإٌٙبئ١خ ٌٍّٛاك إٌظو٠خ ٚاٌؼ١ٍّخ - د

 .اٌّشبه٠غ اٌصغ١وح ظّٓ اٌلهً - س

 .اٌزفبػً كافً اٌّؾبظوح - ط

 .اٌزمبه٠و - ػ

 .ِزبثؼخ ِٕٚبلشخ ِشبه٠غ اٌزقوط - ؿ

 .رمبه٠و ارّبَ ثؤبِظ اٌزله٠ت اٌص١فٟ - ك

 .ٌّٛػل اٌّؾلك فٟ رمل٠ُ اٌٛاعجبد ٚاٌجؾٛس اٌّطٍٛثخ ِٓ اٌطبٌت رمل٠ّٙبالاٌزياَ ثب - م

 

 

    . أػضبء انھَئخ انتذسٍسَخ 11

انًشتجخ  الاسى د

 انؼهًَخ

اػذاد انھَئخ   انتخصص

 انتذسٍسَخ

انتخصص 

 انؼبو

انتخصص 

 انذلَك

 يحبضش يلان

1.  

 

.ك. رٛف١ك ػجل اٌقبٌك ػجبً ػجل اٌوظب  

 الاٍلٞ

َ ػٍٛ اٍزبم

 ؽبٍجبد

  ِلان ِؼبٌغخ صٛه

ػٍَٛ  اٍزبم ك. أٍواء ٘بكٞ ػٍٟ ؽ١َٓ اٌشّوٞ  .2

 ؽبٍجبد

ٍٚبئػ ِزؼلكح 

 ٚرٕم١ت ث١بٔبد

  ِلان

ػٍَٛ  اٍزبم ك. ٔلاء ػجل اٌّؾَٓ ػجل ؽَٓ اٌؼطٛأٟ  .3

 ؽبٍجبد

  ِلان موبء اصطٕبػٟ

ػٍَٛ  اٍزبم ك. اٍؼل صجبػ ٘بكٞ ػجبً اٌغجٛهٞ  .4

 ؽبٍجبد

موبء اصطٕبػٟ 

 ١بٔبدٚرٕم١ت ث

  ِلان

ػٍَٛ  أٍزبم ك. أؽّل ١ٍٍُ ػجبً اٌصفبه  .5

 ؽبٍجبد

  ِلان ٕ٘لٍخ ثوِغ١بد

ػٍَٛ  اٍزبم ك. ٚفبء محمد ٍؼ١ل ؽّيح اٌؾ١ّل  .6

 ؽبٍجبد

موبء اصطٕبػٟ 

 ِٚؼبٌغخ صٛه

  ِلان

اٍزبم  ك. ػٍٟ ٘بكٞ ؽَٓ ػجبً إٌغبه  .7

 َِبػل

  ِلان موبء اصطٕبػٟ ه٠بظ١بد

اٍزبم  ّٛهٞك. فٌٛٗ وبظُ محمد هاظٟ اٌّؼ  .8

 َِبػل

  ِلان لبْٔٛ فبص لبْٔٛ

 ك. اؽّل ؽج١ت ٍؼ١ل ػياٚٞ اٌؼياٚٞ  .9

 

اٍزبم 

 َِبػل

ػٍَٛ 

 ؽبٍجبد

أظّخ ِؼٍِٛبد 

 ٚشجىبد

  ِلان
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اٍزبم  ك. ٍوٜ ىوٟ ٔبعٟ ػٍٛاْ اٌواشل  .10

 َِبػل

ػٍَٛ 

 ؽبٍجبد

موبء اصطٕبػٟ 

ٚاٌّؼٍِٛبد 

 اٌؾ٠ٛ١خ

  ِلان

 أٍزبم ك. ؽ١له وبظُ ىغ١و اٍٛك اٌغجٛهٞ  .11

 َِبػل

ٔظُ ك٠ٕب١ِى١خ  ه٠بظ١بد

 ٚرشف١و ث١بٔبد

  ِلان

أٍزبم  ك. ِٟ ػجل إٌّؼُ صبٌؼ  .12

 َِبػل

ػٍَٛ 

 ؽبٍجبد

ٍٚبئػ ِزؼلكح 

 ٚا١ِٕٗ ِؼٍِٛبد

  ِلان

أٍزبم  ك. صفب ٍؼل ػجبً ػٍٟ اٌّوػت  .13

 َِبػل

ػٍَٛ 

 ؽبٍجبد

ٍٚبئػ ِزؼلكح 

 ٚا١ِٕخ ث١بٔبد

  ِلان

ػٍَٛ  ِلهً ك. ِٕٙل محمد عبٍُ ا١ٌبٍوٞ  .14

 بٍجبدؽ

موبء اصطٕبػٟ 

ٚاٌّؼٍِٛبد 

 اٌؾ٠ٛ١ٗ

  ِلان

ػٍَٛ  ِلهً ك. ٚظبػ هىٚلٟ ػجٛك ؽَٓ ث١ؼٟ  .15

 ؽبٍجبد

أظّخ ِؼٍِٛبد 

 ٍٚٚبئػ ِزؼلكح

  ِلان

ػٍَٛ  ِلهً ك. ؽبىَ ع١ًٍ ؽَٓ ِؾ١َٓ اثٛ هغ١ف  .16

 ؽبٍجبد

شجىبد ٚموبء 

 اصطٕبػٟ

  ِلان

ػٍَٛ  ِلهً ك. ا٠ّبْ وبظُ ػجٛك  .17

 ؽبٍجبد

  نِلا ٍٚبئػ ِزؼلكح

ٕ٘لٍخ  ِلهً ك. هؤٜ صفبء ؽ١َٓ محمد شجو  .18

 ؽبٍجبد

  ِلان شجىبد

ػٍَٛ  ِلهً ك. ِبىْ وبظُ ؽ١ّل ػٍٟ إٌّصٛهٞ  .19

 ؽبٍجبد

شجىبد 

الاٍزشؼبه 

 اٌلاٍٍى١خ

  ِلان

ػٍَٛ  ِلهً ك. ٘جخ محمد عؼفو  .20

 ؽبٍجبد

  ِلان ا١ِٕخ ِؼٍِٛبد

ػٍَٛ  ِلهً فو٠بي عبٍُ ػجل اٌوىاق اٌؾ١ّلاٚٞ  .21

 ؽبٍجبد

  ِلان ث١بٔبدرٕم١ت 

ػٍَٛ  ِلهً ك. محمد عٛاك وبظُ اٌغٕبثٟ  .22

 ؽبٍجبد

  ِلان ا١ِٕخ شجىبد

ػٍَٛ  ِلهً ك. ؽٛهاء شو٠ف ؽّيح ؽَٓ اٌّوشلٞ  .23

 ؽبٍجبد

  ِلان رؼٍُ الاٌخ

ػٍَٛ  ِلهً ك. ٍوٜ عبٍُ محمد ػجل الا١ِو اٌؾغبط  .24

 ؽبٍجبد

  ِلان رٕم١ت ث١بٔبد

ػٍَٛ  ِلهً ك. ؽ١َٓ ػٍٟ ئٍّبػ١ً  .25

 ؽبٍجبد

  ِلان موبء اصطٕبػٟ
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ػٍَٛ  ِلهً ك. ا١ِو اٌؾك ػبكي صبؽت ػٍٟ  .26

 ؽبٍجبد

  ِلان موبء اصطٕبػٟ

ػٍَٛ  ِلهً ك. هائل غبىٞ ؽ١ّل   اٌؼياٚٞ  .27

 ؽبٍجبد

  ِلان رٕم١ت ث١بٔبد

ػٍَٛ  ِلهً ؽٛهاء ػجل اٌىبظُ ؽَٓ اٌؾٟ  .28

 ؽبٍجبد

شجىبد 

 اٌّؼٍِٛبد

  ِلان

اٌٍغخ  ِلهً ى٘واء ػلٔبْ فبظً  .29

 خالإٔى١ٍي٠

  ِلان اٌٍغخ الإٔى١ٍي٠خ

ِلهً  ى٠ٕت ػجل الله عبٍُ محمد عؼفو اٌز١ّّٟ  .30

 َِبػل

ػٍَٛ 

 ؽبٍجبد

  ِلان ا١ِٕخ ث١بٔبد

ِلهً  كػبء ػب٠ل محمد ٠ب١ٍٓ  .31

 َِبػل

رىٌٕٛٛع١ب 

 اٌّؼٍِٛبد

شجىبد 

 اٌّؼٍِٛبد

  ِلان

ِلهً  ٍبهٖ ػجل اٌوظب  .32

 َِبػل

رىٌٕٛٛع١ب 

 اٌّؼٍِٛبد

  ِلان ٍٚبئػ ِزؼلكح

ِلهً  ى٘واء ِبىْ ثٍٙٛيَ.َ.   .33

 َِبػل

رىٌٕٛٛع١ب 

 اٌّؼٍِٛبد

شجىبد 

 اٌّؼٍِٛبد

  ِلان

ِلهً  َ.َ. اثواه ٍؼل وبظُ  .34

 َِبػل

رىٌٕٛٛع١ب 

 اٌّؼٍِٛبد

شجىبد 

 اٌّؼٍِٛبد

  ِلان

ِلهً  َ.َ. هعبء ِؾّٛك وو٠ُ  .35

 َِبػل

رىٌٕٛٛع١ب 

 اٌّؼٍِٛبد

شجىبد 

 اٌّؼٍِٛبد

  ِلان

 35انًدًوع: 
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 ط٠ٛو إٌّٟٙاٌز .10

 رٛع١ٗ أػعبء ١٘ئخ اٌزله٠ٌ اٌغلك

 .اٌىبًِ ٌٍّٕب٘ظ ٚاٌّٛاك اٌزٟ ٍزمَٛ ثزله٠َٙب، ٚاغٍغ ػٍٝ إٌّب٘ظ ٚاٌّٛاهك اٌزؼ١ّ١ٍخ اٌّزبؽخ اٌفُٙ ِٓ رأول - أ

 ثٕبء ػلالبد ع١لح ِغ اٌطلاة - ة

فٟ ا١ٌٙئخ  بءاػعثٕبء ػلالبد ِؾزوِخ ٚرؼب١ٔٚخ ِغ ِٓ فلاي فٟ ا١ٌٙئخ اٌزله١َ٠خ   اػعبءاٌزٛاصً ِغ  - د

 .ٌزجبكي الأفىبه ٚاٌقجواد ٚالاٍزؼلاكاٌزله١َ٠خ، 

اٌزله٠ٌ ٚاٍزقلاَ أٍب١ٌت رله٠ٌ ِزٕٛػخ ٚفؼبٌّخ ٌغنة أزجبٖ اٌطلاة ٚرؼي٠ي رفبػٍُٙ  ِٙبهادرط٠ٛو   - س

 .ٚفُّٙٙ

ؽبٚي أْ رىْٛ َِزؼلاً ع١لاً ٌىً كهً ثزؾع١و َِجك ِٚزمٓ، ٚرأول ِٓ رٛف١و ع١ّغ  اٌزؾع١و اٌغ١ل ٌٍلهًٚ - ط

 .اٌّٛاهك اٌلاىِخ ٌٍطلاة

 ِٛاوجخ اٌزطٛهاد اٌزىٌٕٛٛع١خ - ػ

 .ِٓ الاٌزياَ ثّؼب١٠و الأفلال١بد الأوبك١ّ٠خ ٚاٌمٛا١ٔٓ اٌغبِؼ١خ، ٚرشغ١غ إٌيا٘خ الأوبك١ّ٠خ ث١ٓ اٌطلاة اٌزأول  - ؿ

اٌجؾش ٚاٌزط٠ٛو اٌَّزّو ؽبفع ػٍٝ رؾل٠ش ِؼوفزه ِٚٙبهاره ِٓ فلاي اٌمواءح ٚاٌجؾش ٚاٌّشبهوخ فٟ  - ك

 .اٌزط٠ٛو إٌّٟٙثواِظ 

وٓ َِزؼلاً لاٍزمجبي اٌّلاؽظبد ٚاٌزم١١ُ ِٓ اٌطلاة ٚاٌيِلاء ٚاٌّشوف١ٓ، ٚاٍزقلِٙب وفوصخ ٌٍزؾ١َٓ  - م

 .ٚاٌزط٠ٛو اٌَّزّو

 

 انتطوٍش انًھٌُ لأػضبء هَئخ انتذسٍس

ؼٍِٛبد، لَُ اٌجوِغ١بد ٠ؼزجو عيءاً و١ٍخ رىٌٕٛٛع١ب اٌّ عبِؼخ ثبثً، رط٠ٛو إٌّٟٙ لأػعبء ١٘ئخ اٌزله٠ٌ فٟ

أٍب١ٍبً ِٓ اٍزوار١غ١خ اٌمَُ ٌزؼي٠ي عٛكح اٌزؼ١ٍُ ٚاٌجؾش ٚاٌقلِخ اٌّغزّؼ١خ. ئ١ٌه ثؼط اٌغٛأت اٌّّٙخ ٌزط٠ٛو 

  اٌجوِغ١بد: إٌّٟٙ لأػعبء ١٘ئخ اٌزله٠ٌ فٟ لَُ

 ِٙبهارُٙ ٌزؾل٠ش ه٠ٌاٌزل ١٘ئخ لأػعبء رله٠ج١خ ٚكٚهاد ػًّ ٚهُ اٌى١ٍخ رٕظُ: اٌؼًّ ٚٚهُ اٌزله٠ت - أ

 .اٌجوِغ١بد رط٠ٛو ٚأكٚاد اٌزم١ٕبد ثأؽلس ِٚؼوفزُٙ

اٌّشبهوخ فٟ اٌّإرّواد ٚإٌلٚاد: ٠زُ رشغ١غ أػعبء ١٘ئخ اٌزله٠ٌ ػٍٝ اٌّشبهوخ فٟ اٌّإرّواد اٌؼ١ٍّخ  - ة

 .ٚإٌلٚاد اٌّؾ١ٍخ ٚاٌل١ٌٚخ ٌزجبكي اٌقجواد ٚالأفىبه ٚر١ٍٛغ شجىبرُٙ الاعزّبػ١خ ٚالأوبك١ّ٠خ

ش اٌؼٍّٟ: رٛف١و اٌلػُ ٚاٌزشغ١غ لأػعبء ١٘ئخ اٌزله٠ٌ ٌٍّشبهوخ فٟ أثؾبس ػ١ٍّخ ٚٔشو إٌزبئظ فٟ اٌجؾ - د

 .اٌّغلاد اٌؼ١ٍّخ اٌّؾىّخ

اٌزم١١ُ اٌلٚهٞ: ئعواء رم١١ُ كٚهٞ لأكاء أػعبء ١٘ئخ اٌزله٠ٌ ٚرمل٠ُ اٌّلاؽظبد ٚاٌزٛع١ٙبد ٌزؾ١َٓ الأكاء  - س

 .ٚرط٠ٛو اٌّٙبهاد

و ثواِظ رٛع١ٙ١خ ٚكػُ فوكٞ لأػعبء ١٘ئخ اٌزله٠ٌ ٌَّبػلرُٙ فٟ رؾم١ك أ٘لافُٙ اٌزٛع١ٗ ٚاٌّوافمخ: رٛف١ - ط

 .ا١ٌّٕٙخ ٚالأوبك١ّ٠خ

اٌزؼٍُ إٌشػ ٚاٌزفبػٍٟ: رشغ١غ أٍب١ٌت اٌزله٠ٌ إٌشطخ ٚاٌزفبػ١ٍخ اٌزٟ رشًّ اٌّشبهوخ اٌطلاث١خ فٟ ػ١ٍّبد  - ػ

 .اٌزؼٍُ ٚرشغ١غ اٌجؾش ٚالاٍزمصبء

ٌفٕٟ ٚاٌزمٕٟ لأػعبء ١٘ئخ اٌزله٠ٌ ٌزؼٍُ ٚاٍزقلاَ اٌزم١ٕبد اٌؾل٠ضخ فٟ اٌزط٠ٛو اٌزمٕٟ: رٛف١و اٌلػُ ا - ؿ

  .اٌزله٠ٌ ٚاٌجؾش
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        .يؼَبس انمجول 13

  

 لجٛي اٌلهاٍخ اٌصجبؽ١خ ) لجٛي ِوويٞ(:      

 اٌلها١ٍخك١ًٌ اعواءاد شإْٚ اٌطٍجخ ٚظٛاثػ اٌمجٛي ٚشوٚغٗ ٌٍَٕخ ٠زُ لجٛي اٌطٍجخ ٚفمبَ ٌٍّؼب٠و اٌّنوٛهح لٟ     

(0204-0205) 

 

 لجٛي اٌلهاٍخ اٌَّبئ١خ :     

  .الإػلاك٠خ أؽ١بئٟ، رطج١مٟ، ِٕٟٙ )ؽبٍجبد( فو٠غٛلجٛي ع١ّغ  -1

 .60لا ٠مً ػٓ  اٌّؼلي -0

 .ٌّجٍغ إٌَٛٞ: ١ٍِْٛ ٚٔصف ٠لفغ ػٍٝ شىً ألَبغ -3

 .ِٓ فلاي اٌواثػ اٌقبص ثبٌزمل٠ُ ًِٚء الاٍزّبهح اٌّطٍٛثخ لجً اٌّٛػل إٌٙبئٟاٌزمل٠ُ  -4

 .يصبدس انًؼهويبد ػٍ انجشَبيح14

 ٚىاهح اٌزؼ١ٍُ اٌؼبٌٟ ٚاٌجؾش اٌؼبٌٟ 

 ِغبٌٌ و١ٍخ اٌؼٍَٛ

 ِٛلغ و١ٍخ رىٌٕٛٛع١ب اٌّؼٍِٛبد

 خطخ تطوٍش انجشَبيح 15

عّغ  .ئعواء رم١١ُ شبًِ ٌٍجؤبِظ اٌؾبٌٟ، ثّب فٟ مٌه رؾ١ًٍ إٌّب٘ظ ٚاٌّٛاك اٌلها١ٍخ ٚإٌّب٘ظ الإظبف١خ-أ

رم١١ُ اؽز١بعبد  .اٌطلاة ٚاٌقو٠غ١ٓ ٚأػعبء ١٘ئخ اٌزله٠ٌ ؽٛي ٔمبغ اٌمٛح ٚاٌعؼف ٚاٌزؾل٠بد ِلاؽظبد ِٓ

 .ٍٛق اٌؼًّ ٚاٌزطٛهاد اٌزىٌٕٛٛع١خ ٌزؾل٠ش إٌّب٘ظ ٚاٌّٛاك اٌلها١ٍخ

رع١ّٓ ِٛاك  .ئػبكح رص١ُّ إٌّب٘ظ اٌلها١ٍخ ٌزٕبٍت اؽز١بعبد ٍٛق اٌؼًّ ٚاٌزطٛهاد اٌزىٌٕٛٛع١خ اٌؾل٠ضخ -ة 

ر٠ٕٛغ ٚرط٠ٛو اٌطوق  .١خ ِزقصصخ رؼىٌ اٌزم١ٕبد ٚالأكٚاد اٌغل٠لح فٟ ِغبي اٌجوِغخ ٚرط٠ٛو اٌجوِغ١بدكهاٍ

 اٌزؼ١ّ١ٍخ ٌزشغ١غ اٌزفبػً ٚاٌّشبهوخ إٌشطخ ٌٍطلاة

رٛف١و فوص ٌٍزؼٍُ  .رمل٠ُ ثواِظ رله٠ج١خ ٚٚهُ ػًّ ٌزؼي٠ي ِٙبهاد اٌجوِغخ ٚرط٠ٛو اٌجوِغ١بد ٌٍطلاة  -عش 

 رؼي٠ي اٌزٛع١ٗ الأوبك٠ّٟ ٚاٌلػُ اٌطلاثٟ. .ي ِشبه٠غ ػ١ٍّخ ٚرغبهة ػ١ٍّخاٌزطج١مٟ ِٓ فلا

رمل٠ُ اٍزطلاػبد هظب اٌطلاة  .ٔشبء آ١ٌبد ٌزم١١ُ اٍزّواه٠خ اٌجؤبِظ ِٚلٜ رؾم١مٗ ٌلأ٘لاف اٌّؾلكح -ػ  

ٌزؼل٠لاد رمل٠ُ ١ِىب١ٔيَ ٌغّغ اٌّلاؽظبد ٚا .ٚاٍزطلاػبد آهاء اٌقو٠غ١ٓ ٌم١بً عٛكح اٌزغوثخ الأوبك١ّ٠خ

 اٌَّزّوح ػٍٝ اٌجؤبِظ ٚفمبً لاؽز١بعبد اٌَٛق ٚرطٍؼبد اٌطلاة.

ِوالجخ ٚرم١١ُ أكاء اٌجؤبِظ ثبٔزظبَ  .رٕف١ن اٌقطخ ٚاٌّجبكهاد اٌّؾلكح ثؼٕب٠خ ٚفمبً ٌٍغلٚي اٌيِٕٟ اٌّؾلك -ػ  

 اٌج١ئخ الأوبك١ّ٠خ ٍٚٛق اٌؼًّاٌزى١ف ٚاٌزؾ١َٓ اٌَّزّو ٌٍجؤبِظ ٚفمبً ٌٍزغ١واد فٟ  .ٌعّبْ رؾم١ك إٌزبئظ اٌّوعٛح

 ٚرطٍؼبد اٌطلاة
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 يخطظ انًھبساد

 يخشخبد انتؼهى انًطهوثخ فٌ انجشَبيح
 

 

 انًؼشفخ الاهذاف انمَى
اسبسٌ او 

 اختَبسً

اسى 

 انًمشس
 انسُخ سيض انًمشس

3ط 2ج  1ج  4ة  3ة  2ة  1ة  5أ  4أ  3أ  2أ  1أ   

يھبساد I  اسبسٌ *   *     *  * 

 حبسوة  
ItSWCO100101(2+2

) 

ٟ
ي ٚاٌضبٔ

لأٚ
ٟ ا

ٍ
ها

ً اٌل
ص

ٝ اٌف
لأٌٚ

ؽٍخ ا
و
 اٌّ

I  اسبسٌ  *   * * *   *  *  أسبسَبد

   ثشيدخ
ItSw100202(2+3) 

 ItSwCa100303(3+0) سٍبضَبد I اسبسٌ  *   *  *   *  

هَبكم   I اسبسٌ  *     *   *  

 يتمطؼخ
ItSwCa100404(3+0) 

تصًَى  اسبسٌ    *   *   *  

  يُطمٌ
ItSwCa100505(2+2) 

 ItSwCa100606(1+0) انهغخ انؼشثَخ اسبسٌ          *  *

حموق  اسبسٌ          *  

 اَسبٌ
ItSwCa100707(1+0) 

يھبساد II  اسبسٌ *   *     *  * *

 حبسوة  
ItSWCO100808(2+2

) 

 أسبسَبد   اسبسٌ  *   * * *    * 

 II ثشيدخ
ItSw100909(2+3) 

 ItSwCa101010(3+0) سٍبضَبد II اسبسٌ  *   *  *   *  

هَبكم   II اسبسٌ  *     *   *  

 يتمطؼخ
ItSwCa101111(3+0) 

تشكَت  اسبسٌ *   *    *   * 

 انحبسوة
ItSwCa101212(2+2) 

 انهغخ انؼشثَخ  اسبسٌ            *

II 
ItSwCa101313(1+0) 

انهغخ  اسبسٌ            *

 الاَكهَضٍخ

I 

ItSwCa101414(2+0) 
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اسبسٌ  انًؼشفخ الاهذاف انمَى

او 

 اختَبسً

اسى 

 انًمشس

 انسُخ سيض انًمشس

3ط 2ج  1ج  4ة  3ة  2ة  1ة  5أ  4أ  3أ  2أ  1أ   

َظشٍخ  اسبسٌ  *     *    * 

1احتسبثَخ  
ItSwCt201501(3+0) 

ؽٍخ 
و
اٌّ

اٌضب١ٔخ
 

ٟ
ي ٚاٌضبٔ

لأٚ
ٟ ا

ٍ
ها

ً اٌل
ص

اٌف
 

يفبهَى  اسبسٌ  *   * * *    * *

لواػذ 

1ثَبَبد  

ItSwDb201602(2+2) 

انجشيدخ  اسبسٌ  *   * * *    * *

انكَبََخ 

1انًوخھخ  

ItSwOo201703(2+2) 

اندجش  اسبسٌ  *     *     *

 انخطٌ
ItSwNm201804(2+2) 

يھبساد  اسبسٌ            *

 اتصبل
ItSwCs201905(1+0) 

 يؼبندبد اسبسٌ  *      *   * 

 يبٍكشوٍخ
ItSwMi202007(2+2) 

 

خشائى َظبو  اسبسٌ          *  

 انجؼج 
ItSwEl202108(2+0) 

انهغخ  اسبسٌ            *

 الاَكهَضٍخ
ItSwEl202209(2+0) 

انُظشٍخ  اسبسٌ  *     *    * 

الاحتسبثَه 

II 

ItSwCt202308(3+0) 

يفبهَى  اسبسٌ  *   * * *    * *

لواػذ 

 IIثَبَبد 

ItSwDb202409(2+2) 

انجشيدخ  اسبسٌ  *   * * *    * *

انكَبََخ 

 II انًوخھخ

ItSwOo202510(2+2) 

هَبكم  اسبسٌ  *    * *    * 

 ثَبَبد
ItSwDs202611(2+2) 

الاحصبء  اسبسٌ  *     *    * 

 والاحتًبنَخ
ItSwPs202712(2+2) 

انشسى  اسبسٌ  *       *  * 

 ثبنحبسجخ
ItSwCg302813(2+2) 

حشٍخ  اسبسٌ          *  

 ودًٍمشاطَخ

ItSwEl202915(2+0)  
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اسبسٌ  انًؼشفخ الاهذاف انمَى

او 

 اختَبسً

سى انًمشسا  انسُخ سيض انًمشس 

3ج 2ج  1ج  4ة  3ة  2ة  1ة  5أ  4أ  3أ  2أ  1أ   

 ItSwCo302901(2+2) 1يتشخًبد اسبسٌ *    *  *   *  

م 
ص

حهخ انثبنثخ انف
انًش

ٌ
وانثبَ

ل 
و
لأ
ٌ ا

س
انذسا

 

يؼًبسٍخ  اسبسٌ *   *     * *  

 حبسوة

ItSwCa303002(3+0) 

تحهَم  اسبسٌ  *   *  *    * 

وتصًَى 

 خواسصيَبد

ItSwAd303103(2+2) 

هُذسخ  اسبسٌ * *  *     *  * *

 ثشايدَبد

ItSwSe303204(3+0) 

ركبء  اسبسٌ   * *    *   * 

 اصطُبػٌ

ItSwAi303305(2+2) 

ثشيدخ  اسبسٌ   *      * *  

وتصًَى 

 انًوالغ

ItSwWd303406(2+2) 

 ItSwCo303507(2+2) 2يتشخًبد اسبسٌ *    *  *   *  

 ItSwWa303608(2+2) تطجَمبد وٍت اسبسٌ   *      * *  

يؼبندخ  اسبسٌ *    *   *  *  

تطجَمبد 

 صوسٍخ

ItSwIp303709(2+2) 

فبػم ت اسبسٌ *   *    * *  * *

الاَسبٌ 

 وانحبسجخ

ItSwHc303810(3+0) 

 ItSwMl303911(2+2) تؼهى الانخ اسبسٌ  * *     *   * 

هُذسخ  اسبسٌ  *   * *   * * * *

انجشايدَبد 

يغ يدبيَغ 

 انًششوع

ItSwSe304012(2+2) 

انهغخ  اسبسٌ            *

 الاَكهَضٍخ

ItSwEl304113(2+0) 
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نمَىا اسبسٌ  انًؼشفخ الاهذاف 

او 

 اختَبسً

اسى 

 انًمشس
 انسُخ سيض انًمشس

3ج 2ج  1ج  4ة  3ة  2ة  1ة  5أ  4أ  3أ  2أ  1أ   

 اسبسٌ * *     *    * 
يفبهَى َظى 

1انتشغَم  
ItSwOs404201(2+2) 

ٌ
وانثبَ

ل 
و
لأ
ٌ ا

س
م انذسا

ص
حهخ انشاثؼخ انف

 انًش

 اسبسٌ   *     *   * 
شجكبد 

 انحبسوة
ItSwCn404302(2+2) 

 اسبسٌ * *     *   *  
ايَُخ 

1انحبسوة  
ItSwCs404403(2+2) 

 اسبسٌ  *  * *   *    *

ثشيدخ 

حوسجخ 

 انًوثبٍم

ItSwMc404504(2+2) 

 اسبسٌ    * *  *    * 
ثحوث 

 ػًهَبد
ItSwOr404605(3+0) 

 اسبسٌ    * * * * *  * * 
يششوع 

 تخشج
ItSwPr404706(0+4) 

 اسبسٌ * *     *    * 
يفبهَى َظى 

 2 انتشغَم
ItSwOs404807(2+2) 

 اسبسٌ  *  * *   * * *  *

ثشيدخ 

وتصًَى 

 الانؼبة

ItSwGd404908(2+2) 

 اسبسٌ  *  *    *   * 
انحوسجخ 

 انسحبثَخ
ItSwla405009(2+2) 

 اسبسٌ * *     *   *  

ايَُخ 

انحبسوة 

2 

ItSwNs405110(2+2) 

 اسبسٌ *   *   *   *  
ًزخخ  َ

 ويحبكبح
ItSwWms405211(3+0) 

 اسبسٌ            *
انهغخ 

 الاَكهَضٍخ
ItSwE1405312(2+0) 

 اسبسٌ    * * * * *  * * 
يششوع 

 تخشج
ItSwPr405413(0+4) 
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َ ٘يث ثٌّمًٌ ثٌّفج١ُ٘ ثلأّج١ّز فٟ ثٌذٌِؾز ث١ٌٙى١ٍز، ٠ٚٛفٌّ ِموِز ٕجٍِز فٟ ثٌذٌِؾز ٌطٍذز صنٚٚجس ػٍَٛ ثٌقجّٛح  ٠مُوِّّ

 ، ٚثٌّؤٌٕثس(Methods) ٚثٌضىٌٕٛٛؽ١ج. ٚصًّٖ ثٌّٛٝٛػجس: ثٌّٚفٛفجس أفجه٠ز ثٌذؼو، ٚثٌّٚفٛفجس عٕجة١ز ثٌذؼو، ٚثٌوٚثي

(Pointers) دٍغز ؽجفج. 

 ؽجِؼز دجدً طظح انتؼهًٍٍحانًؤ .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس   انمظى انجايؼً / انًزكش .2

 اطى / ريش انًمزر .3
Programming Fundamentals II  

 2ثّج١ّجس ثٌذٌِؾز 

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 ِمًٌ انفصم / انظُح .6

 60 ػذد انظاػاخ انذراطٍح )انكهً( .7

 29/6/2022 تارٌخ إػذاد هذا انىصف  .8

 أهذاف  انًمزر . .9

 :ٌهذف هذا انًمزر إنى

 .ص١ٝٛـ و١ف١ز ثّضنوثَ ثٌّٚفٛفجس أفجه٠ز ثٌذؼو .1

 .صٕف١ي ػور أّج١ٌخ ِنضٍفز ٌٍضؼجًِ ِغ ثٌّٚفٛفجس أفجه٠ز ثٌذؼو .2

 .ص١ٝٛـ و١ف١ز ثّضنوثَ ثٌّٚفٛفجس عٕجة١ز ثٌذؼو .3

 .ّٚفٛفجس عٕجة١ز ثٌذؼوصٕف١ي ػور أّج١ٌخ ِنضٍفز ٌٍضؼجًِ ِغ ثٌ .4

 .فٟ ٌغز ؽجفج (Methods) صمو٠ُ ِفَٙٛ دٕجء ثٌوٚثي .5

 .ثٌوٚثي (Parameters) ِٕجلٖز ٌٟق ثّضوػجء ثٌوٚثي فٟ ؽجفج ٚثٌضؼجًِ ِغ ِؼجِلاس .6
 فٟ ؽجفج (Pointers) فٟ ؽجفج ٚثٌضؼٌف ػٍٝ و١ف١ز ثٌضؼجًِ ِغ ِنضٍف ِفج١ُ٘ ثٌّؤٌٕثس (List) إٖٔجء ثٌمٛثةُ .7

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 



 
 

81 
 

 
  

 ؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍىيخزجاخ انت .10

 :ػُذ إتًاو هذا انًمزر، ٌُثغً أٌ ٌكىٌ انطانة لادرًا ػهى

 .صؼ٠ٌف ثٌّٚطٍقجس ثلأّج١ّز ٌٍّٚفٛفجس .1

 .ص١ٕٚف أّج١ٌخ ثٌضؼجًِ ِغ ثٌّٚفٛفجس .2

 .صؼٍُ دٕجء ثٌّٚفٛفجس أفجه٠ز ٚعٕجة١ز ثٌذؼو .3

 .جفجفٟ ٌغز ؽ (Methods) ثّض١ؼجح ثٌّفج١ُ٘ ثٌّنضٍفز ٌٍوٚثي .4

 .(Parameters) صؼٍُ و١ف١ز دٕجء ثٌوٚثي فٟ ؽجفج ٚو١ف١ز ثٌضؼجًِ ِغ ثٌّؼجِلاس .5

 .فٟ ٌغز ؽجفج (Pointers) ٚثٌّؤٌٕثس (Lists) فُٙ ِفَٙٛ ثٌمٛثةُ .6

 

 انًهاراخ انخاصح تانًىضىع   -ب 

ُ إٌٝ مٛث١ًٍِجس، ٚدؼو ىٌه إٌٝ ٠ٛفٌّ ٘يث ثٌّمًٌ ٌطٍذز ػٍَٛ ثٌقجّٛح ثٌموًر ػٍٝ صق١ًٍ ثٌّٖىلاس ٚصق٠ٍٛٙج إٌٝ ِنططجس، ع

 .دٌثِؼ ِىضٛدز دٍغز ؽجفج

  طزائك انتمٍٍى. 12

 ثٌّٖجًوز ثٌفجػٍز .1

 ثٌّٖجًوز ػذٌ ثلإٔضٌٔش .2

 ثٌٛثؽذجس ث١ٌٌَّٕز .3

 ثٌقًٞٛ ٚثلامضذجًثس ثٌم١ٌٚر .4

 (Seminars) ثٌقٍمجس ثٌوًث١ّز .5

 ثلاِضقجٔجس ثٌّٛط١ز .6

 ثلاِضقجٔجس ثٌؼ١ٍّز .7

 ثلاِضقجْ ثٌٕٙجةٟ .8

 

 . زرتٍُح انًم.13

 انظاػاخ الأطثىع
يخزجاخ انتؼهى 

 انًطهىتح

اطى انىحذج / انًظاق أو 

 انًىضىع
 طزٌمح انتمٍٍى طزٌمح انتؼهٍى

 4 الأطثىع الاول
 I ثٌّٚفٛفجس أفجه٠ز ثٌذؼو ِفج١ُ٘ ثّج١ّز

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انثاًَ

صٕف١ي ثٌّٚفٛفجس أفجه٠ز 

 ثٌذؼو
 II  ٚفٛفجس أفجه٠ز ثٌذؼوثٌّ

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انثانث
 III ثٌّٚفٛفجس أفجه٠ز ثٌذؼو أِغٍز ػٍٝ دٌثِؼ ِنضٍفز

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انزاتغ
 I ثٌّٚفٛفجس عٕجة١ز ثٌذؼو ثٌّفج١ُ٘ ثلأّج١ّز

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز
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 4 الأطثىع انخايض

صٕف١ي ثٌّٚفٛفجس أفجه٠ز 

 ثٌذؼو
 II ثٌّٚفٛفجس عٕجة١ز ثٌذؼو

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انظادص
 I ثِضقجْ I ثِضقجْ

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انظاتغ
 III  ثٌّٚفٛفجس عٕجة١ز ثٌذؼو غٍز ػٍٝ هٚثي ِنضٍفزأِ

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انثايٍ
 I ثٌوٚثي ثٌّفج١ُ٘ ثلأّج١ّز

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انتاطغ
 III ثٌوٚثي صٕف١ي ثٌوٚثي

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ثٌّٖج٠ًغ ثٌؼ١ٍّزٚ

 4 الأطثىع انؼاشز
 III  ثٌوٚثي أِغٍز ػٍٝ هٚثي ِنضٍفز

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انحادي 

 ػشز
4 

ٌثس ثٌّفج١ُ٘ ثلأّج١ّز ِّّٕ  I ثٌّؤ
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انثاًَ 

 ػشز
4 

ٌ ِّّٕ ٌثس ثسأِغٍز ػٍٝ ثٌّؤ ِّّٕ  III ثٌّؤ
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انثانث 

 ػشز
4 

 ٌِثؽؼز ثٌّمًٌ ٌِثؽؼز ثٌّمًٌ
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انزاتغ 

 ػشز
4 

ٌثس ِّّٕ ٌثس أِغٍز ػٍٝ ثٌّؤ ِّّٕ  III ثٌّؤ
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 غ ثٌؼ١ٍّزٚثٌّٖج٠ً

الأطثىع  انخايض 

 ػشز
4 

 ٌِثؽؼز ثٌّمًٌ ٌِثؽؼز ثٌّمًٌ
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجً ثٌم١ٌٚ 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز
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 انثٍُح انتحتٍح  .10

 ثٌمٌثءثس ثٌّطٍٛدز :

 ًٌثٌىضجح ثٌّم 

 ثلأضٌٔش 

  ِضجدؼز ِٛلغ ثٌى١ٍزMoodle 

Core Java Volume I – Fundamentals (11th Edition), 

Author – Cay S. Horstmann, Publisher – Prentice Hall  

 

• Java: A Beginner’s Guide, Author – Herbert 

Schildt, Edition – 8th, Publisher – McGraw-Hill 

Education 

• www.w3school.com 

ِضطٍذجس مجٙز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي 

ًٚٓ ثٌؼًّ ٚثٌو٠ًٚجس ٚثٌذٌِؾ١جس 

 ١ٔٚز (ٚثٌّٛثلغ ثلاٌىضٌ

 Internet Courses 

 YouTube Lessons 

 Cpp.sh page 

 Stackoverflow site 

ثٌنوِجس ثلاؽضّجػ١ز ) ٚصًّٖ ػٍٝ ّذ١ً 

ثٌّغجي ِقجٌٝثس ث١ٌٞٛف ٚثٌضو٠ًخ 

 ثٌّٕٟٙ ٚثٌوًثّجس ث١ٌّوث١ٔز ( 
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هٚٔٙج أْ ٠ؼ١ٖٛث دىٌثِز وذٌٖ. ٚصؼو فمٛق صؼضذٌ فمٛق ثلأْجْ ِٓ ثٌّؼج١٠ٌ ثلأّج١ّز ثٌضٟ لا ٠ّىٓ ٌٍٕجُ ، ِٓ 

ثلأْجْ أّجُ ثٌق٠ٌز ٚثٌؼوي ٚثٌّْجٚثر ، ٚثفضٌثَ ٘يٖ ثلأِّ ٠ؤهٞ ثٌٝ ص١ّٕز ثٌفٌه ٚثٌّؾضّغ ص١ّٕز وجٍِز . ٚػذجًر 

ثلأْجْ صؼٕٟ ٘ٛ وً فٌه ِٓ أفٌثه ثٌؾِٕ ثٌذٌٖٞ ) ىوٌ أٚ أٔغٝ( ٌٙيث وجْ مطجح الله ِٛؽٙج ثٌٝ ثٌٕجُ وجفز فٛي 

َ ف١جر ثلأْجْ ٚوٌثِضٗ فٟ أغٍخ ثٌىضخ ٚثٌو٠جٔجس ثٌّْج٠ٚز ٚثٌفٍْفجس. ٠ّٚىٓ صٖن١٘ أ١ّ٘ز هًثّز فمٛق ثفضٌث

 ثلأْجْ ػٍٝ ثٌٕقٛ ث٢صٟ :

 ـ ثلأْجْ ٘ٛ ٘يث ثٌىْٛ ٚ٘ٛ ثٌؼمً ثلأّجّٟ ف١ٗ .1

 ـ صأ١ًٙ ِذجها ثٌىٌثِز ٚثلإْٔج١ٔز ٚثٌق٠ٌز ٚثٌْلاَ.2

 فٌر ِْضمٍز دؼ١ور ػٓ ثٌضؼْف ٚثٌظٍُ ٚثلاٝطٙجه.ـ دٕجء ِؾضّؼجس إْٔج١ٔز ىثس إهثًثس 3

 ـ ثٌّْجؿ ٌلإْٔجْ دّّجًّز فمٛلٗ ثلأّج١ّز فٟ ظً ثٌؼوثٌز.4

 ـ ثٌٍْطز ِٚوً٘ج ثٌٖؼخ فلا ٠ؾٍٛ ثٌضٕىٌ ٌٚجفخ ثٌقك ثلأ١ًٙ فٙٛ ثٌٖؼخ.5

ّضذوثه ث١ٌْجّٟ ـ ثْ هًثّز فمٛق ثلأْٔجْ ٚثٌضغم١ف ػ١ٍٙج ٠ؾؼٍٙج ِٓ ثٌٛٝٛؿ دق١ظ لا ٠ضٌن ثٌّؾجي ٌٍؼٛهر ٌلا6

ٚثٌو٠ىضجص٠ًٛجس ، دموً ِج صفْـ ثٌّؾجي ٔقٛ ِّجًّز ثٌٖفجف١ز ٚثلأفضجؿ ػٍٝ ثٌضطًٛ ثٌقٞجًٞ ِٚٛثوذز ؽ١ّغ 

 ثٌوًثّجس ثٌضٟ صٙضُ دجلإْٔجْ .

 مٚجة٘ فمٛق ثلإْٔجْ :

 ٠ّىٓ ص١ٝٛـ أُ٘ ثٌنٚجة٘ ثٌضٟ صضُْ دٙج فمٛق ثلإْٔجْ دّج ٠ٍٟ :

 ضْخ ٚلا صًٛط فٟٙ دذْجٟز ٍِه ثٌٕجُ لأُٔٙ دٌٖ، فٟٙ ِضأٍٙز فٟ وً فٌه .ـ فمٛق ثلإْٔجْ لا صٖضٌٜ ٚلا صى1

ـ فمٛق ثلإْٔجْ ٚثفور ٌؾ١ّغ ثٌذٌٖ دغٜ ثٌٕظٌ ػٓ ثٌؼٌٕٚ أٚ ثٌؾِٕ أٚ ثٌو٠ٓ أٚ ثٌٌأٞ ث١ٌْجّٟ ٚثٌٌأٞ ث٢مٌ أٚ 2

 ق ثلإْٔجْ ) ػج١ٌّز ( .ثلأًٙ ثٌٟٕٟٛ أٚ ثلاؽضّجػٟ. ٚلو ٌٚؤج ؽ١ّؼج أفٌثًث ِٚضْج١٠ٚٓ فٟ ثٌىٌثِز ٚثٌقمٛق فقمٛ

ـ فمٛق ثلإْٔجْ لا ٠ّىٓ ثٔضَثػٙج ، ف١ٍِ ِٓ فك أفو أْ ٠قٌَ ٕنٚج آمٌ ِٓ فمٗ، فقمٛق ثلإْٔجْ عجدضٗ ٚغ١ٌ لجدٍز 3

 ٌٍضٌٚف .

ـ وٟ ٠ؼ١ٔ ؽ١ّغ ثٌٕجُ دىٌثِز ، فأٔٗ ٠قك ٌُٙ أْ ٠ضّضؼٛث دجٌق٠ٌز ٚثلأِٓ ٚدّْض٠ٛجس ِؼ١ٖ١ز لاةمز ، فقمٛق ثلإْٔجْ 4

 ٌٍضؾَةز . غ١ٌ لجدٍز

ِفَٙٛ فمٛق ثلإْٔجْ : ػٕوِج صيوٌ فمٛق ثلإْٔجْ لادو ِٓ ثٌٌؽٛع ثٌٝ أُ٘ ثٌٛعجةك ثٌّّٙز ٚثٌّؼٌٚفز دجُّ ثلإػلاْ 

، ٚصؼو ٘يٖ  1948ثٌؼجٌّٟ ٌقمٛق ثلإْٔجْ ٚثٌٚجهً ػٓ ثٌؾّؼ١ز ثٌؼجِز ٌلأُِ ثٌّضقور فٟ ثٌؼجٌٕ ِٓ وجْٔٛ ثلأٚي ػجَ 

ٟ لأفىجً فمٛق ثلإْٔجْ ٚف٠ٌجصٗ ثلأّج١ّز فٟ ثٌؼٌٚ ثٌقو٠ظ، ٌٚٙيث ؽجء ِفَٙٛ ثٌٛع١مز أٚ ثلإػلاْ ثٌّٚوً ثلأّجّ

فمٛق ثلإْٔجْ فٟ أهد١جس ثلأُِ ثٌّضقور دأٔٙـــــج ) ّٝجٔجس لج١ٔٛٔز ػج١ٌّز صقّٟ ثلأفٌثه ٚثٌّؾّٛػجس ِٓ ثلأفؼجي ثٌضٟ 

 صؼ١ك ثٌضّضغ دجٌق٠ٌجس ثلأّج١ّز ٚوٌثِز ثلإْٔجْ ( .

     

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 ؽجِؼز دجدً حانًؤطظح انتؼهًٍٍ .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس   انمظى انجايؼً / انًزكش .2

 ف٠ٌز ٚه٠ّمٌث١ٟز  اطى / ريش انًمزر .3

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 15 ػذد انظاػاخ انذراطٍح )انكهً( .7

 29/6/2022 تارٌخ إػذاد هذا انىصف  .8

 . نًمزرأهذاف  ا .9

صؼضذٌ ِٓ ثٌّٞجٔجس ثٌضٟ صؼجٌؼ وً ؽجٔخ ِٓ ؽٛثٔخ ف١جر ثلإْٔجْ ٚثٌضفجػً ثلإْٔجٟٔ، ِٚٓ د١ٓ ثٌقمٛق ثٌّّٞٛٔز 

 ٌؾ١ّغ ثٌذٌٖ ٚثٌضٟ ٠ؾخ ثٌضؼٌف ػ١ٍٙج ِٕٙج ِج ٠ٍٟ .

A.  ٗثٌقك فٟ ثٌق١جر، ٠ًّٖٚ فك ِّجًّز دؼٜ ثٌق٠ٌجس ثٌٖن١ٚز ِغً ف٠ٌز ثٔضمجي ثلإْٔجْ ٚفك ثّضنوثَ ِٛث٘ذ

 فــك صٕظ١ُ ِؼ١ٖضٗ .ٚ

B. . ث ٌقك فٟ ػوَ ثٌضؼٌٛ ٌٍضؼي٠خ أٚ ثٌّؼجٍِز ث١ٌْتز أٚ ثٌؼمٛدز ثٌمج١ّز أٚ ثٌلاإْٔج١ٔز أٚ ث١ٌّٕٙز 

C. .ثٌقك فٟ ِقجوّز ػجهٌز 

D. . ٓثٌقك فٟ ثٌضّضغ دقّج٠ز ثٌمجْٔٛ ػٍٝ لوَ ثٌّْجٚثر ِغ ث٢م٠ٌ 

E. ٌِ ٚثّلاصٗ.ثٌقك فٟ إلا صْضذجؿ فٌِز ف١جصٗ ثٌنجٙز أٚ أٌّصٗ أٚ ِْىٕٗ أ 

F. .ثٌقك فٟ ثٌٚقز ٚثٌضؼ١ٍُ ٚثٌٍّى١ز ٚثٌضؼجلو 

G. .ثٌقك فٟ صى٠ٛٓ ثٌؾّؼ١جس ٚف٠ٌز ثٌىلاَ ٚثٌضؼذ١ٌ ػٓ ثٌٌأٞ ٚثٌّٖجًوز فٟ ثٌق١جر ثٌغمجف١ز 

H. . ُفك ثٌض٠ٛٚش ٚثلإّٙجَ ٚثٌّٖجًوز فٟ ثٌقى 

I. ٟفك ثٌفٌه فٟ ّٝجْ ٚصٛف١ٌ فجؽضٗ ِٓ ثٌغيثء ٚثٌّأٜٚ ٚثٌىْجء ٚثٌّٞجْ ثلاؽضّجػ 

J. ٟثٌض١ّٕز ٚثٌضّضغ دغّجً٘ج. ثٌقك ف 

K. .ثٌقك فٟ ف٠ٌز ثٌفىٌ ٚثٌٛؽوثْ ٚثٌؼمجةو ثٌو١ٕ٠ز 
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 يخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍى .10

 ثٌّؼٌفز ٚثٌفُٙ  -أ

 ثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ ِؼٌفز ٚفُٙ ثٌقمٛق ٚثٌق٠ٌجس  -1

 ثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ ِؼٌفز ٚفُٙ ّٝجٔجس فمٛق ثلأْجْ  -2

 ْٛ ثٌطجٌخ لجهً ػٍٝ ِؼٌفز ٚفُٙ ثٌقمٛق ثلأّج١ّز ث١ٌٍٚمز دٖن٘ ثلأْجْ ٚلا ٠ؾٍٛ ثٌضٕجٍي ػٕٙج .ثْ ٠ى -3

 ثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ ِؼٌفز ٚفُٙ ِفَٙٛ ثٌقمٛق ِٚؼٕٝ ثٌقك . -4

 انًهاراخ انخاصح تانًىضىع  -ب 

 

 ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ ثٌوفجع ػٓ فمٛلٗ  -1

 ٌضٟ لا ٠ؾٍٛ ثٌضٕجٍي ػٕٙج ِٚؼٌفز ّٝجٔجس صٍه ثٌقمٛق .٠ىْٛ ثٌطجٌخ لجهً ػٍٝ فُٙ ثٌقمٛق ث -2

 

 طزائك انتؼهٍى وانتؼهى  .11

ثّضنوثَ ثٌضؼ١ٍُ ثلاٌىضٌٟٚٔ ِٓ ملاي فضـ ثولاّجس ٌٍطٍذز ٌٕٚؿ ثٌّقجٌٝر ِٕٚجلٖضٙج ِغ ثٌطٍذز ػذٌٖ  -1

  pdfدٌٔجِؼ ث١ٌّش ِٚٓ عُ ًفغ ثٌّقجٌٝر ػٍٝ ١ٙغز ًٚه ٚ 

 ِفٌهثس ثٌّٕٙؼ صى١ٍف ثٌطٍذز دأػوثه  صمج٠ًٌ ػٓ   -2

 ثػوثه أّتٍز ٚثؽٛدٗ ِٓ لذً ثٌطٍذز صن٘ ثٌّقجٌٝر  -3

 

 طزائك انتمٍٍى  .12

 ثٌّٕجلٖز -1

 ثٌضفجػً ِجد١ٓ ثٌضو٠ًْٟ ٚثٌطٍذز ػذٌ ثلاّتٍز -2

 ثلاِضقجْ ث٠ٌٌْغ . -3

 

 تٍُح انًمزر .13

 انظاػاخ الأطثىع
يخزجاخ انتؼهى 

 انًطهىتح

اطى انىحذج / انًظاق 

 أو انًىضىع
 طزٌمح انتؼهٍى

طزٌمح 

 نتمٍٍىا

 1 الأطثىع الاول
 ِؼٕٝ ثٌو٠ّمٌث١ٟز 

  ٔظٌٞ

 1 الأطثىع انثاًَ
ثٌضطًٛ ثٌضج٠ًنٟ ٌّفَٙٛ  

 ثٌو٠ّمٌث١ٟز
 ٔظٌٞ

 

 1 الأطثىع انثانث
ثٌو٠ّمٌث١ٟز فٟ  

 ثٌّؾضّؼجس ثٌغٌد١ز
 ٔظٌٞ

 

 1 الأطثىع انزاتغ
 

ثٌو٠ّمٌث١ٟز فٟ 

 ٔظٌٞ ثٌّؾضّؼجس ثٌٌٖل١ز
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 1 الأطثىع انخايض
 ث١ٟزصؼ٠ٌف ثٌو٠ّمٌ 

 ٔظٌٞ
 

 1 الأطثىع انظادص
 

ثٌؼلالز د١ٓ ثٌقمٛق 

ٚثٌق٠ٌجس ثٌؼجِز ٌلأفٌثه 

 ٚثٌو٠ّمٌث١ٟز
 ٔظٌٞ

 

 1 الأطثىع انظاتغ
 I ٔظٌٞ ثٕىجي ثٌو٠ّمٌث١ٟز 

 

 1 الأطثىع انثايٍ
 ٔظٌٞ ثٌو٠ّمٌث١ٟز ثٌّذجٌٕر 

 

 1 الأطثىع انتاطغ
 ٔظٌٞ ثٌو٠ّمٌث١ٟز ث١ٌٕجد١ز 

 

 1 الأطثىع انؼاشز
 

جٌٙ ثٌٕظجَ ٌٕٟٚ ٚػٕ

 ٔظٌٞ ثٌو٠ّمٌثٟٟ
 

الأطثىع  انحادي 

 ػشز
1 

 
ِىٛٔجس ٚػٕجٌٙ 

 ٔظٌٞ ثٌو٠ّمٌث١ٟز

 

الأطثىع  انثاًَ 

 ػشز
1 

 ِفَٙٛ ثلأضنجح 
 ٔظٌٞ

 

الأطثىع  انثانث 

 ػشز
1 

 ٔظٌٞ ٌٕٟٚ ثلأضنجح 
 

الأطثىع  انزاتغ 

 ػشز
1 

 ثٌضى١ف ثٌمجٟٔٛٔ ٌلأضنجح 
 ٔظٌٞ

 

الأطثىع  انخايض 

 ػشز
1 

 ٔظٌٞ ع ٔظُ ثلأضنجحأٔٛث 
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ثٌّىضْذز  ++C ٘يث ٘ٛ ثٌّمًٌ ثٌغجٟٔ فٟ ٍٍّْز ِمًٌثس ثٌذٌِؾز ثٌض١ّٙو٠ز. ثّضٕجهثً إٌٝ ثٌّٙجًثس ثلأّج١ّز فٟ ثٌذٌِؾز دٍغز

فج ثٌٌثةور ِٓ ِمًٌ أّج١ّجس ثٌذٌِؾز، ٠ٌوَ ٘يث ثٌّمًٌ ػٍٝ ص١ُّٚ ٚصق١ًٍ ثٌذٌثِؼ ثلأوذٌ ٚثلأوغٌ صؼم١وثً دجّضنوثَ ٌغز ؽج

 فٟ ثٌٕٚجػز

 ؽجِؼز دجدً انًؤطظح انتؼهًٍٍح .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس انمظى انجايؼً / انًزكش .2

 Object-oriented programming II- ItSwOo201703(2+3) اطى / ريش انًمزر .3

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 60 نظاػاخ انذراطٍح )انكهً(ػذد ا .7

 6/6/2022 تارٌخ إػذاد هذا انىصف .8

 أهذاف  انًمزر . .9

-Object) ٚثّضنوثِٙج ٌقً ثٌّٖىلاس دط٠ٌمز ثٌذٌِؾز ث١ٌٖت١ز Java ثٌضؼٌف ػٍٝ ثٌذٕٝ ثلأّج١ّز ٌٍذٌِؾز دٍغز .1

Oriented) ِغً: ثٌفتجس (Classes)ثٌضؼوه٠ز ثٌٖى١ٍز ، (Polymorphism)ثًٌٛثعز ، (Inheritance)ٚثٌٛثؽٙجس ، 

(Interfaces). 

 .ٌّقجوجر ٔظجَ ِٓ ثٌؼجٌُ ثٌٛثلؼٟ، ِٚٓ عُ صق١ًٍ ٍّٛوٗ Java ثٌموًر ػٍٝ ص١ُّٚ ٚصٕف١ي دٌٔجِؼ دٍغز .2

ًّج ٌٍوًثّجس ثٌّْضمذ١ٍز فٟ ِؾجي ثٌذٌِؾ١جس .3  .صط٠ٌٛ ِٙجًثس ثٌذٌِؾز ثٌضٟ ٠ّىٓ أْ صٖىً أّج

 

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 تمٍٍىيخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وان .11

 ثٌّؼٌفز ٚثٌفُٙ -أ

 .(Object-Oriented Programming) صؼٍُ ِفج١ُ٘ ثٌذٌِؾز ث١ٌٖت١ز .1

 .وّغجي ٌٍغجس ثٌضٟ صطذك ٘يٖ ثٌّفج١ُ٘ Java ثّضنوثَ ٌغز .2

 .صطذ١ك ٘يٖ ثٌّفج١ُ٘ ٌقً ثٌّٖىلاس ثٌٛثلؼ١ز .3

 ثٌّٙجًثس ثٌنجٙز دجٌّٛٝٛع  -ح 

ًّج  .1  .ٌٍوًثّجس ثٌّْضمذ١ٍز فٟ صط٠ٌٛ ثٌذٌِؾ١جسصط٠ٌٛ ِٙجًثس ثٌذٌِؾز ثٌضٟ ٠ّىٓ أْ صٖىً أّج

 .ٌقً ثٌّٖىلاس دط٠ٌمز ثٌذٌِؾز ث١ٌٖت١ز Java ثّضنوثَ دٕٝ ثٌذٌِؾز فٟ ٌغز .2

 طزائك انتؼهٍى وانتؼهى .11

 ثٌّقجٌٝر .1

 ثٌّٕجلٖز ثٌٚف١ز .2

 (Demonstration) ثٌؼٌٛ أٚ ثٌٌٖؿ ثٌؼٍّٟ .3

 طزائك انتمٍٍى .12

 ثلامضذجًثس ثٌم١ٌٚر/ثٌضّج٠ًٓ ث١ِٛ١ٌز .1

 ؾٟٚثؽخ دٌِ .2

 ثِضقجٔجْ ِٕضٚف ثٌفًٚ .3

 ثلاِضقجْ ثٌٕٙجةٟ .4

 

 ِٙجًثس ثٌضفى١ٌ -ػ

 فً ثٌّٖىلاس .1

 صم١١ُ ثلأفىجً ٚثصنجى ثٌمٌثًثس ثٌٚق١قز .2

 ثٌضفى١ٌ ثٌّٕطمٟ .3

 ثٌّٙجًثس  ثٌؼجِز ٚثٌّٕمٌٛز ) ثٌّٙجًثس ثلأمٌٜ ثٌّضؼٍمز دمجد١ٍز ثٌضٛظ١ف ٚثٌضطًٛ ثٌٖنٟٚ (. -ه 

 ِٙجًثس إهثًر ثٌٛلش .1

 سِٙجًثس فً ثٌّٖىلا .2

 ِٙجًثس ثلاصٚجي .3

 ثٌموًر ػٍٝ لذٛي ثٌٕمو ٚثٌضؼٍُ ِٕٗ   .4
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 تٍُح انًمزر .13

 انظاػاخ الأطثىع

يخزجاخ 

انتؼهى 

 انًطهىتح

 طزٌمح انتؼهٍى اطى انىحذج / انًظاق أو انًىضىع
طزٌمح 

 انتمٍٍى

 4 الأطثىع الاول
 ٔظٌر ػجِز ػٍٝ ثٌّمًٌ صيوٌ

 صّج٠ًٓ ثٌّقجٌٝر

 4 الأطثىع انثاًَ
 ثٌفُٙ 

 (Classes) ثٌفتجس ثّضنوثَ

ثٌّؼ١ج٠ًز ٌضٕف١ي دؼٜ ثٌٛظجةف 

 ثٌّضموِز

 صّج٠ًٓ ثٌّقجٌٝر

 4 الأطثىع انثانث

ثٌفُٙ 

 ٚثٌضطذ١ك

 –ثٌفتجس ثٌّؼ١ج٠ًز ثٌّضموِز 

 ٚثٌنٌثة٠ (Set) ثٌّؾّٛػجس

(Map) 

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ثلامضذجًثس 

ثٌم١ٌٚر 

 ٚثٌضّج٠ًٓ

 4 الأطثىع انزاتغ

ثٌفُٙ 

 ٚثٌضطذ١ك
 ١ٌٙىً دجّضنوثَ ثًٌٛثعزصق١ْٓ ث

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ثلامضذجًثس 

ثٌم١ٌٚر 

 ٚثٌضّج٠ًٓ

 4 الأطثىع انخايض

ثٌفُٙ 

 ٚثٌضطذ١ك

ثّضىٖجف  –ث٠ٌَّو ػٓ ثًٌٛثعز 

 ثٌضؼوه٠ز ثٌٖى١ٍز

(Polymorphism) 

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ٚثؽخ 

 دٌِؾٟ

 4 الأطثىع انظادص
 مٍك

 ثٌفتجس –صم١ٕجس ثٌضؾ٠ٌو ثٌّضموِز 

 (Abstract Classes) ثٌّؾٌهر

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ثلامضذجًثس 

ثٌم١ٌٚر 

 ٚثٌضّج٠ًٓ

 4 الأطثىع انظاتغ
------- 1

st
  ثِضقجْ  

--------- 

ثِضقجْ 

 صق٠ٌٌٞ

 4 الأطثىع انثايٍ
 دٕجء ٚثؽٙجس ثٌّْضنوَ ث١ٌٌِّٛز صيوٌ

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ثلامضذجًثس 

ثٌم١ٌٚر 

 ٚثٌضّج٠ًٓ

 4 انتاطغ الأطثىع
 1 دٕجء ٚثؽٙجس ثٌّْضنوَ ث١ٌٌِّٛز مٍك

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ثلامضذجًثس 

ثٌم١ٌٚر 

 ٚثٌضّج٠ًٓ

 4 الأطثىع انؼاشز

ثٌفُٙ 

 ٚثٌضطذ١ك
 2 دٕجء ٚثؽٙجس ثٌّْضنوَ ث١ٌٌِّٛز

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ
 ثٌضّج٠ًٓ

ثٌّقجٌٝر  هثٌضّجّ –ص١ُّٚ ثٌفتجس ثٌضق١ًٍ  4 الأطثىع  انحادي ػشز
ثلامضذجًثس 

ثٌم١ٌٚر 
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 ثٌذ١ٕز ثٌضقض١ز .14

 ثٌمٌثءثس ثٌّطٍٛدز :

 ًٌثٌىضجح ثٌّم 

 ثلأضٌٔش 

  ِضجدؼز ِٛلغ ثٌى١ٍزMoodle 

1- Barnes and  , DavidObjects First with Java, 5th edition

2012. Michael Kolling, Prentice Hall, 

2- , Cay Horstmann, John Wiley Java Concepts, 6th edition

& Sons, 2010. 

 

ِضطٍذجس مجٙز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي 

ًٚٓ ثٌؼًّ ٚثٌو٠ًٚجس ٚثٌذٌِؾ١جس ٚثٌّٛثلغ 

 ١ز (ثلاٌىضٌٚٔ

دط٠ٌمز صفجػ١ٍز ٍّٚٙز  Java ثّضنوثَ ثلأهٚثس ثلإٌىض١ٌٔٚز ٌىضجدز ٚصٖغ١ً وٛه

 .ثلاّضنوثَ

ثٌنوِجس ثلاؽضّجػ١ز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي 

ِقجٌٝثس ث١ٌٞٛف ٚثٌضو٠ًخ ثٌّٕٟٙ 

 ٚثٌوًثّجس ث١ٌّوث١ٔز (

 

 

 

 

 ٚثٌضٌثد٠ (Cohesion) ٚثٌضم١١ُ

(Coupling) 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

 ٚثٌضّج٠ًٓ

 4 الأطثىع  انثاًَ ػشز
------- 2

nd
  ثِضقجْ  

--------- 

ثِضقجْ 

 صق٠ٌٌٞ

 4 الأطثىع  انثانث ػشز

ثٌفُٙ 

 ٚثٌضطذ١ك
 ثٌىجةٕجس ىثس ثٌٍْٛن ثٌؾ١و

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ

ٚثؽخ 

 دٌِؾٟ

 4 ثىع  انزاتغ ػشزالأط

ثٌضق١ًٍ 

 ٚثٌضم١١ُ

ثلإهمجي/ثلإمٌثػ ثٌّؼضّو ػٍٝ 

 ثٌٍّفجس

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ
 صّج٠ًٓ

 4 الأطثىع  انخايض ػشز
 ثّذٛع ثٌٌّثؽؼز صيوٌ

ثٌّقجٌٝر 

ٚثٌؼٌٛ 

 ثٌؼٍّٟ
 صّج٠ًٓ
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س ثٌضؼٍُ ثٌّضٛلؼز ِٓ ثٌطجٌخ صقم١مٙج ِذٌٕ٘جً ػّج إىث ٠ٛفٌ ٚٙف ثٌّمًٌ ٘يث إ٠ؾجٍثً ِمض١ٞجً لأُ٘ مٚجة٘ ثٌّمًٌ ِٚنٌؽج

.وجْ لو فمك ثلاّضفجهر ثٌمٜٚٛ ِٓ فٌٗ ثٌضؼٍُ ثٌّضجفز. ٚلادو ِٓ ثٌٌد٠ د١ٕٙج ٚد١ٓ ٚٙف ثٌذٌٔجِؼ  

 ؽجِؼز دجدً انًؤطظح انتؼهًٍٍح .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس انمظى انجايؼً / انًزكش .2

 COTH201 اطى / ريش انًمزر .3

 دىج٠ًٌُٛٛ نتً ٌذخم فٍهاانثزايج ا .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 48 ػذد انظاػاخ انذراطٍح )انكهً( .7

 10/12/2014 تارٌخ إػذاد هذا انىصف .8

 أهذاف  انًمزر . .9

 .(Automata Languages) ففع ِموِز ٔظ٠ٌز ثٌقّٛذز ٌٚغجس ث٢ص١ز .1

 .(Set Notation) ٚٙف أّج١ّجس صو٠ٚٓ ثٌّؾّٛػجس .2

 .(Syntax Chart) ٚثٌٌُّ ثٌضنط١طٟ ١ٌٍٚجغز BNF صق٠ًٛ ّٔٛىػ ثٌٕظجَ إٌٝ صو٠ٚٓ .3

 .(Context-Sensitive Grammar) صط٠ٌٛ ثٌمٛثػو ثٌّىجفتز ٚأٔٛثع ثٌمٛثػو ٚثٌمٛثػو ثٌقْجّز ١ٌٍْجق .4

 .(Useless Symbols) ٚثٌٌٍِٛ غ١ٌ ثٌّف١ور (Context-Free Grammar) صقو٠و ثٌمٛثػو ثٌقٌر ِٓ ث١ٌْجق .5

 .(Chomsky Normal Form - CNF) ص١ُّٚ ثٌّٕجىػ د١ٚجغز صِْٖٛىٟ ثٌطذ١ؼ١ز .6

 .(Greibach Normal Form - GNF) ص١ُّٚ ثٌّٕجىػ د١ٚجغز غ٠ٌذجك ثٌطذ١ؼ١ز .7

 .(LEFT, RIGHT linear) ثٌنط١ز ث١ٌْج٠ًز ٚث١ٌّٕٝ (Regular Grammars) ففع ثٌمٛثػو ثٌّٕضظّز .8

 .ىثس ثٌنٚجة٘ ثٌّقوهر (Finite State Automata) صٌو١خ آلاس ثٌقجٌز ثٌّٕض١ٙز .9

 .(Non-determinism - NFA) ِٕجلٖز ػوَ ثٌقض١ّز .10

 .ثٌّىجفب DFA إٌٝ NFA صق٠ًٛ .11

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 .إٌٝ ثٌمٛثػو ثٌّٕضظّز ثٌّىجفتز DFA صق٠ًٛ .12

 .ثٌّىجفب NFA صق٠ًٛ ثٌمٛثػو ثٌّٕضظّز إٌٝ .13

 .(Empty moves) ِغ أٚ دوْٚ ثلأضمجلاس ثٌفجًغز (FA) صق٠ًٛ آلاس ثٌقجٌز ثٌّٕض١ٙز .14

 .ثٌّىجفب ِغ أٚ دوْٚ ثلأضمجلاس ثٌفجًغز NFA صق٠ًٛ .15

 .(Regular Expressions) ِٕجلٖز ثٌضؼجد١ٌ ثٌٕظج١ِز .16

 .صق١ًٍ صىجفؤ آلاس ثٌقجٌز ثٌّٕض١ٙز ٚثٌضؼجد١ٌ ثٌٕظج١ِز .17

 .(Two-Way FA) ثٌضق٠ًٛ د١ٓ آلاس ثٌقجٌز عٕجة١ز ثلاصؾجٖ .18

 .(Turing Machines) ثّضنوثَ آلاس ص٠ًٕٛغ .19

 .ص١ُّٚ آلاس ص٠ًٕٛغ .20

 .صق١ًٍ آلاس ص٠ًٕٛغ .21

 10 يخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍى

 ثٌّؼٌفز ٚثٌفُٙ -أ

 أْ ٠فُٙ ثٌطجٌخ ثٌّفج١ُ٘ ثلأّج١ّز ٌٍٕظ٠ٌز ثلافضْجد١ز  . -1أ

 أْ ٠أمي ٔظٌر ػجِز ػٓ ثٌّٛث١ٝغ ثٌضٟ ١ّوًّٙج ملاي ثلأّجد١غ ثٌّمذٍز. -2أ

 جِز ػٓ وً ثٌيٞ هًّٗ ّجدمج ٌٚٗ ػلالز دجٌٕظ٠ٌز ثلافضْجد١ز.أْ ٠أمي ٌِثؽؼز ػ -3أ

 

 ثٌّٙجًثس ثٌنجٙز دجٌّٛٝٛع  -ح 

 ؽؼً ثٌطجٌخ ٠فىٌ ٚ ٠ضٕذأ دجٌقٍٛي ثٌّلاةّز لأٞ ِٛٝٛع ملاي ٌٕفٗ– 1ح

 فْـ ثٌّؾجي ٌٍطجٌخ دئدوثء ًأ٠ٗ فٛي ثٌّٛٝٛع   – 2ح

 

 طزائك انتؼهٍى وانتؼهى .10

 ٠ٌٟمز إٌمجء ثٌّقجٌٝثس . -1

 .ٖجسِٕجل -2

 ثٌّؾج١ِغ ثٌطلاد١ز -3

  ةالتفاعل بين المحاضر والطلاب من خلال طرح الأسئل -4

 امتحان النمذجة -5
 .ثٌضؼٍُ ثلاٌىضٌٟٚٔ هثمً ثٌقٌَ ثٌؾجِؼٟ -6

 .ثٌضؼٍُ ثٌضؾ٠ٌذٟ  ((Experiential Learning  Application Learning صطذ١ك ثٌضؼ١ٍُ -7
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 تٍُح انًمزر .12

 انظاػاخ الأطثىع
يخزجاخ انتؼهى 

 انًطهىتح

اطى انىحذج / انًظاق أو 

 انًىضىع
 زٌمح انتمٍٍىط طزٌمح انتؼهٍى

 3 الأطثىع الاول
 ِذجها أّج١ّز

 ٌِٚثؽؼز ػجِز

ِموِز فٟ ٔظ٠ٌز ثٌقّٛذز 

ٚٔظ٠ٌز ثٌّؾّٛػجس: 

)ثٌّؾّٛػجس، ثٌْلاًّ، 

 (ثلأدؾو٠جس ٚثٌٍغز

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

صم١١ُ  ٚإػطجء

 ِذجٌٕ ٌٍطجٌخ

 3 الأطثىع انثاًَ
ثٌٍغجس ٚثٌمٛثػو 

 ثٌّٕضظّز

ثٌٍغجس: )١ٌِ٘ز صِْٖٛىٟ 

ٌٍغجس، ثٌمٛثػو ثٌّٕضظّز ٚثٌٍغز 

ثٌّٕضظّز، ٌّّز ثٌٞل ػٍٝ 

ثٌٍغجس ثٌّٕضظّز، مٚجة٘ 

 (ثلإغلاق ٌٍّؾّٛػجس ثٌّٕضظّز

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ّّٟ ٌٍى١ٍز ٚدٌٔجِؼ ثٌٌ

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

 آلاس ثٌقجٌز ثٌّٕض١ٙز ث٢لاس ثٌّقوهر 3 الأطثىع انثانث

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

 ٚإػطجء صم١١ُ

 ِذجٌٕ ٌٍطجٌخ

 آلاس ثٌقجٌز ثٌّٕض١ٙز .D ث٢لاس ثٌّقوهر 3 الأطثىع انزاتغ

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر  ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع 

 انخايض
3 

ث٢لاس غ١ٌ 

 ثٌّقوهر

 قجٌز ثٌّٕض١ٙز غ١ٌ ثٌقض١ّزآلاس ثٌ

(Nondeterministic FSA) 

 (آٌز ًِٛ ٚآٌز ١ًِ)

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر  ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

 طزائك انتمٍٍى .11

 ٌٟؿ ثلأّتٍز ثٌّذجٌٕر ػٍٝ ثٌطٍذز -1

 ء صم١١ُ ِذجٌٕ ٌٍطجٌخ ثٌيٞ ٠ٖجًن فٟ إؽجدز ثلأّتٍز إػطج -2

 ِٙجًثس ثٌضفى١ٌ -ػ

 إػطجء أوغٌ ِٓ ؽٛثح ٌْؤثي ٚثفو ١ٌفىٌ ثٌطجٌخ دجٌؾٛثح ثٌٚق١ـ-1ػ

 ٌٟؿ ّؤثي ِؼ١ٓ ٠ٚطٍخ ِٓ ثٌطجٌخ ثٌضفى١ٌ دجلإؽجدز ١ٌِٚ ثلإؽجدز ث٠ٌٌْؼز-2ػ

 ز دمجد١ٍز ثٌضٛظ١ف ٚثٌضطًٛ ثٌٖنٟٚ (.ثٌّٙجًثس  ثٌؼجِز ٚثٌّٕمٌٛز ) ثٌّٙجًثس ثلأمٌٜ ثٌّضؼٍم -ه 

 إٌمجء ِقجٌٝر )ٌّّٕ( ِٓ لذً ثٌطجٌخ ٌٍّٖجًوز دجٌّقجٌٝر -1ه

  ثٌضطًٛ ثٌٖنٟٚ ٌٍطجٌخ ِٓ ملاي ٌٕفٗ ِؼٍِٛز ِؼ١ٕز أِجَ ٍِلاةٗ-2ه
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الأطثىع 

 انظادص
 ثٌضؼذ١ٌ ثٌّٕضظُ 3

 Regular) ج١ِزثٌضؼجد١ٌ ثٌٕظ

Expressions) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع 

 انظاتغ
3 

صق٠ًٛ ثٌضؼذ١ٌ 

ثٌّٕضظُ إٌٝ 

ث٢لاس ِقوهر 

ٚصق٠ًٛ  ث٢لاس 

غ١ٌ ِقوهر إٌٝ 

 هرِقو

صق٠ًٛ ثٌضؼجد١ٌ ثٌٕظج١ِز إٌٝ 

 (FSA) آلاس ثٌقجٌز ثٌّٕض١ٙز

ٚثٌضىجفؤ د١ٓ آلاس ثٌقجٌز ثٌّٕض١ٙز 

 ٚغ١ٌ ثٌقض١ّز (DFA) ثٌقض١ّز

(NFA) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ٌ ٌٍطجٌخِذجٕ

الأطثىع 

 انثايٍ
 ثٌٍغجس ثٌٖى١ٍز 3

ثٌٍغجس ثٌٖى١ٍز، ٌّّز ثٌٞل ػٍٝ 

 ثٌٍغجس ثٌّٕضظّز

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

 ثٌّقجٌٝر

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع 

 انتاطغ
3 

ثٌّنططجس ٚ 

 BNF صو٠ٚٓ 

 Syntax) ثٌّنططجس ثٌضٌو١ذ١ز

Charts) 

-BNF (Backus ٚصو٠ٚٓ

Naur Form) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع 

 انؼاشز
3 

ثٌمٛثػو ثٌغجِٞز 

 ٚ ثٌقٌر ث١ٌْجق

ثٌمٛثػو ثٌٕق٠ٛز ٚثٌمٛثػو ثٌقٌر 

 ِٓ ث١ٌْجق ثٌغجِٞز

(Ambiguous Context-

Free Grammars) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ  ٌٟؿ ثلأّتٍز ػٍٝ 

ثٌطٍذز ٚإػطجء صم١١ُ ِذجٌٕ 

ٌٍطجٌخ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع  

 دي ػشزانحا
3 

 ثٌٍغجس دٖىً

Chomsky 

Normal 

 ث١ٌٚجغز ثٌطذ١ؼ١ز ٌضِْٖٛىٟ

(Chomsky Normal Form 

- CNF) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع  

 انثاًَ ػشز
3 

 غجس دٖىًثٌٍ

Greibach 

Normal 

 ث١ٌٚجغز ثٌطذ١ؼ١ز ٌغ٠ٌذجك

(Greibach Normal Form 

- GNF) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ  

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

الأطثىع  

 Kleene ٔظ٠ٌز  3 انثانث ػشز
 Kleene) ٔظ٠ٌز و١ٍٕٟ

Theorem) 

ٌٕؿ ثٌّقجٌٝثس ػٍٝ 

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

 

 

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ
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الأطثىع  

 انخايض ػشز
3 

 آٌز ص٠ًٕٛؼ

(Turing 

Machine) 

 آٌز ص٠ًٕٛؼ

(Turing 

Machine) 

ٌّقجٌٝثس ػٍٝ ٌٕؿ ث

ثٌٖجٕز ٚثٌْذًٛر ٚص٠ًَٕ 

ثٌّقجٌٝر ػٍٝ ثٌّٛلغ 

ثٌٌّّٟ ٌٍى١ٍز ٚدٌٔجِؼ 

 ثٌّٛه٠ً

ٌٟؿ ثلأّتٍز 

ػٍٝ ثٌطٍذز 

ٚإػطجء صم١١ُ 

 ِذجٌٕ ٌٍطجٌخ

 

 

 نثٍُح انتحتٍح  .31

 ثٌمٌثءثس ثٌّطٍٛدز :

 ثلأّج١ّز  ثٌّقجٌٝثس 
 ًٌوضخ ثٌّم 
      ٌٜأم 

1.  Daniel I. A. Cohen. Introduction to Computer 

Theory.  2nd ed .Wiley. 1996. ISBN-10: 

0471137723 . 
2. Sipser, Michael. Introduction to the Theory of 

Computation. 2nd ed. Boston, MA: Course 

Technology, 2006. ISBN: 0534950973. 

3. Martin, John. Introduction to Languages and the 

Theory of Computation. New York, NY: McGraw 

Hill, 2002. ISBN: 0072322004. 

4. Kozen, Dexter Automata and Computability .New 

York ,NY:Springer 

Verlag,1999.ISBN:0387949070.  

  ِضطٍذجس مجٙز 

  ثٌنوِجس ثلاؽضّجػ١ز 

 

 

 

 

 

 

 

http://www-math.mit.edu/~sipser/book.html
http://www-math.mit.edu/~sipser/book.html
http://www.amazon.com/exec/obidos/ASIN/0072322004/ref=nosim/mitopencourse-20
http://www.amazon.com/exec/obidos/ASIN/0072322004/ref=nosim/mitopencourse-20
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 ؽجِؼز دجدً انًؤطظح انتؼهًٍٍح .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس انمظى انجايؼً / انًزكش .2

 صطذ١ك ٠ٚخ اطى / ريش انًمزر .3

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 60 ػذد انظاػاخ انذراطٍح )انكهً( .7

 26/6/2022 تارٌخ إػذاد هذا انىصف .8

 أهذاف  انًمزر . .9

 .HTML ٚCSS ٚBootstrapدجّضنوثَ  (Responsive UI) ص١ُّٚ ٚثؽٙجس ِْضنوَ ِضؾجٚدز .1

 .ٌ صطذ١ك ٠ٚخ آِٓ ٠ؼضّو ػٍٝ أهٚثً ثٌّْضنو١ِٓصط٠ٛ .2

 .Ajax ثّضوػجءثسٚ (Caching) ثٌضن٠َٓ ثٌّؤلشصط٠ٌٛ صطذ١مجس ٠ٚخ صؼضّو ػٍٝ ثلأهثء دجّضنوثَ  .3

 .Web APIدجّضنوثَ  REST إٖٔجء موِجس .4

 .ASP.NET Coreثٌضؼجًِ ِغ ثلأمطجء فٟ  .5

 .Repository ٚUnit of Work ٚDependency Injectionصٕف١ي أّٔجٟ ثٌض١ُّٚ  .6

 .xUnit ٚMS Test ٚMoqدجّضنوثَ  (Unit Test) وضجدز ٚصٚق١ـ فجلاس ثلامضذجً ثٌٛفو٠ٚز .7

 #CSS ٚJavaScript ٚCفٟ ٘يث ثٌّمًٌ، ١ّضؼٍُ ثٌطجٌخ و١ف١ز دٕجء ٚصط٠ٌٛ صطذ١ك ٠ٚخ دجّضنوثَ ثٌؼو٠و ِٓ ثٌضم١ٕجس ِغً 

ٚSQL Server ٚASP.Net Core. 

ٍُّ صم١ٕجس  ػلاٚر ػٍٝ ىٌه، ١ٌّٕو ثٌّمًٌ ثٌطلاح إٌٝ ثوضٖجف ٚفّج٠ز ٔمجٟ ثٌٞؼف فٟ صطذ١مجس ث٠ٌٛخ، دجلإٝجفز إٌٝ صؼ

 ثلاّضٞجفز ٚثٌٛٙٛي ػٓ دؼُو دجّضنوثَ ٌٟق ِنضٍفز

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 يخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍى .10

 :ػٕو إصّجَ ٘يث ثٌّمًٌ دٕؾجؿ، ١ّىْٛ ثٌطلاح لجه٠ًٓ ػٍٝ

 .ِؼٌفز ثٌفىٌر ثلأّج١ّز ٌضطذ١مجس ث٠ٌٛخ أ.

 .ضطذ١مجس ػذٌ ثلإٔضٌٔشفُٙ و١ف١ز صٖغ١ً ثٌ .ح

 .صؼٍُ و١ف١ز فّج٠ز ثٌذ١جٔجس ػٍٝ ث٠ٌٛخ .س

 .صؼٍُ و١ف١ز ثّضٞجفز ثٌضطذ١مجس ط.

 .صؼٍُ و١ف١ز ثٌٛٙٛي ػٓ دؼُو إٌٝ صٍه ثٌضطذ١مجس .ؿ

 طزائك انتؼهٍى وانتؼهى .11

 .MS-PowerPointثٌّقجٌٝثس ثلإٌىض١ٌٔٚز دجّضنوثَ  .1

 .ثٌّٕجلٖز .2

 .ثٌضو٠ًخ ثٌؼٍّٟ .3

 .ٌٝ ٚثٌطلاح ِٓ ملاي ثلأّتٍزثٌضفجػً د١ٓ ثٌّقج .4

 .Moodleثٌٚف ثٌوًثّٟ أٚ ِٕٚز  .5

 .(e-Quizzes) ثلامضذجًثس ثلإٌىض١ٌٔٚز ثٌم١ٌٚر .6

 طزائك انتمٍٍى .12

 ثٌّٖجًوز ثٌفجػٍز .1

 ثٌٛثؽذجس ث١ٌٌَّٕز .2

 ثٌقًٞٛ ٚثلامضذجًثس ثٌم١ٌٚر .3

 (Seminars) ثٌقٍمجس ثٌوًث١ّز .4

 ثِضقجٔجس ِٕضٚف ثٌفًٚ .5

 ثلاِضقجٔجس ثٌؼ١ٍّز .6

 ثٌٕٙجةٟثلاِضقجْ  .7

 Google Classroomأٚ  Moodleثٌضؼٍُ ثلإٌىضٌٟٚٔ دجّضنوثَ   .8
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 تٍُح انًمزر .13

 انظاػاخ الأطثىع

يخزجاخ 

انتؼهى 

 انًطهىتح

اطى انىحذج / انًظاق 

 أو انًىضىع
 طزٌمح انتمٍٍى طزٌمح انتؼهٍى

 الأطثىع الاول
 ٔظٌٞ ٚ ػٍّٟ ثٌّموِز ثٌّؼٌفز 4

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

ًالأطثىع انثاَ  

4 
 ٔظٌٞ ٚ ػٍّٟ CSS ثٌفُٙ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 الأطثىع انثانث

4 
 ٔظٌٞ ٚ ػٍّٟ JavaScript ثٌفُٙ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 الأطثىع انزاتغ

4 
 ثٌفُٙ

 ASP.NET ِموِز ثٌٝ

Core 
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجًثس ثٌم١ٌٚر 

 زٚثٌّٖج٠ًغ ثٌؼ١ٍّ

 الأطثىع انخايض

4 

 ثٌفُٙ

 ثٌّضقىّجس

(Controllers) 

 ٌٟٚق ثلإؽٌثءثس

(Action Methods) 

 ٔظٌٞ ٚ ػٍّٟ
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 الأطثىع انظادص

4 

 ثٌّٙجًثس

 (Views) ثٌؼٌٚٛ

 ٚثٌّْجػوثس

(Helpers) 

 ٔظٌٞ ٚ ػٍّٟ
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

تغالأطثىع انظا  

4 
 Model) ًد٠ ثٌّٕجىػ ثٌّٙجًثس

Binding) 
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 الأطثىع انثايٍ

4 
 ٔظٌٞ ٚ ػٍّٟ ثلاِضقجْ ثٌٕٙجةٟ ثٌّٙجًثس

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 الأطثىع انتاطغ

4 

 ثٌّٙجًثس

ثٌضقمك ِٓ ثٌٚقز 

ٚثٌضؼ١ٍمجس ثٌض١ٝٛق١ز 

 ٌٍذ١جٔجس

 ٔظٌٞ ٚ ػٍّٟ
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 الأطثىع انؼاشز

4 
 ٔظٌٞ ٚ ػٍّٟ صم١ٕجس إهثًر ثٌقجٌز ثٌفُٙ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انحادي 

 ػشز

4 
 ٔظٌٞ ٚ ػٍّٟ ثلا١ِٕز ثٌفُٙ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز
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 الأطثىع  انثاًَ ػشز

4 
ٌفز ثٌّؼ

ٚثٌفُٙ 

 ٚثٌّٙجًثس

ِضقىُ-ػٌٛ-ّٔٛىػ  

(MVC)  ًٚإٟج

 Entity ثٌؼًّ

Framework 

Core 

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجًثس 

ثٌم١ٌٚر ٚثٌّٖج٠ًغ 

 ثٌؼ١ٍّز

 الأطثىع  انثانث ػشز

ثٌّؼٌفز  4

ٚثٌفُٙ 

 ٚثٌّٙجًثس

ASP.NET Core 

ثٌضن٠َٓ ثٌّؤلش  –

 Web) ٠ٌٍٛخ

Caching) 

 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجًثس 

ثٌّٖج٠ًغ ثٌم١ٌٚر ٚ

 ثٌؼ١ٍّز

 الأطثىع انزاتغ ػشز

ثٌّؼٌفز  4

ٚثٌفُٙ 

 ٚثٌّٙجًثس
 ٔظٌٞ ٚ ػٍّٟ صط٠ٌٛ ثٌٛفور

ثلامضذجًثس 

ثٌم١ٌٚر ٚثٌّٖج٠ًغ 

 ثٌؼ١ٍّز

الأطثىع  انخايض 

 ػشز

      ِٙجًثس 4

  ٔظٌٞ ٚ ػٍّٟ ثلاِضقجْ ثٌغجٟٔ  

 ثٌذ١ٕز ثٌضقض١ز .14

 ثٌمٌثءثس ثٌّطٍٛدز :

 ًٌثٌىضجح ثٌّم 
 ثلأضٌٔش 
 دؼز ِٛلغ ثٌى١ٍز ِضجMoodle 

1. Creating ASP.NET Core Web 

Applications: Proven Approaches to 

Application Design and Development 

1st ed. Edition by Dirk Strauss   

2. Learning ASP.NET Core 2.0: Build 

modern web apps with ASP.NET Core 

2.0, MVC, and EF Core 2 by Jason De 

Oliveira, Michel Bruchet   

ِضطٍذجس مجٙز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي ًٚٓ ثٌؼًّ 

 ٚثٌو٠ًٚجس ٚثٌذٌِؾ١جس ٚثٌّٛثلغ ثلاٌىض١ٌٔٚز (
 

ثٌنوِجس ثلاؽضّجػ١ز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي ِقجٌٝثس 

 ث١ٌٞٛف ٚثٌضو٠ًخ ثٌّٕٟٙ ٚثٌوًثّجس ث١ٌّوث١ٔز (
 



 
 

21 
 

 
  

 

 

 

 ؽجِؼز دجدً انًؤطظح انتؼهًٍٍح .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس انمظى انجايؼً / انًزكش .2

 صؼٍُ ثلاٌز اطى / ريش انًمزر .3

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 60 ػذد انظاػاخ انذراطٍح )انكهً( .7

 26/6/2022 تارٌخ إػذاد هذا انىصف .8

 . أهذاف  انًمزر .9

 (Classification) ثٌض١ٕٚفصؼٍُ  .1

 (Inductive Learning) ثٌضؼٍُ ثلاّضمٌثةٟصؼٍُ  .2

 إٔؾجً ثٌمٌثًو (Naive Bayesian Classifier) ذ٠١ْثٌّٕٚف ثٌذج٠َٞ ثٌ، يثم ثٌضؼٍُ ثلإفٚجةٟ ثٌذ٠١ْصؼٍُ  .3

(Decision Trees) 

 (Overfitting Problem) ِٖىٍز ثلإفٌثٟ فٟ ثٌضى١ّفصؼٍُ  .4

 ٌضؼٍُ ث٢ٌٟث (Machine Learning - ML) ٟفٌع ِٓ فٌٚع ثٌيوجء ثلاٙطٕجػ ٛ٘ (Artificial Intelligence - 

AI) ِغ ًٌِٚ ثٌٛلش هْٚ ثٌقجؽز إٌٝ دٌِؾضٙج دٖىً ٠ٌٙـ ّْٓ دجمضٚجً،  .٠ض١ـ لأؽَٙر ثٌىّذ١ٛصٌ ثٌضؼٍُ ثٌيثصٟ ٚثٌضق

 .س دٖىً ِْضمًلجهًر مٛث١ًٍِجس ثٌضؼٍُ ث٢ٌٟ ػٍٝ وٖف ثلأّٔجٟ فٟ ثٌذ١جٔجس ٚثٌضؼٍُ ِٕٙج ٚثصنجى ثٌضٕذؤث

  ٚػٍٝ ثٌٌغُ ِٓ أْ ِٚطٍقٟ ثٌيوجء ثلاٙطٕجػٟ ٚثٌضؼٍُ ث٢ٌٟ ٠ُْضنوِجْ غجٌذًج دجٌضذجهي، إلا أّٔٙج ِفِٙٛجْ ِنضٍفجْ. فـ

ثٌيوجء ثلاٙطٕجػٟ ٘ٛ ثٌّفَٙٛ ثلأّٚغ، ١ٖ٠ٌٚ إٌٝ لوًر ث٢لاس ػٍٝ ثصنجى ثٌمٌثًثس، صؼٍُ ِٙجًثس ؽو٠ور، ٚفً 

د١ّٕج ثٌضؼٍُ ث٢ٌٟ ٘ٛ فٌع فٌػٟ ِٓ ثٌيوجء ثلاٙطٕجػٟ ٠ض١ـ ٌلأٔظّز ثٌيو١ز ثٌضؼٍُ  ثٌّٖىلاس دط٠ٌمز ِٖجدٙز ٌٍذٌٖ،

 .ثٌّْضمً لأ١ٕجء ؽو٠ور ِٓ ثٌذ١جٔجس

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 (Measuring Classifier Accuracy) ل١جُ هلز ثٌّٕٚفصؼٍُ  .5

 

 يخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍى .10

 :ح لجه٠ًٓ ػٍٝػٕو إصّجَ ٘يٖ ثٌٛفور دٕؾجؿ، ١ّىْٛ ثٌطلا

 .ِؼٌفز ثٌفىٌر ثلأّج١ّز ٌٍضؼٍُ ث٢ٌٟ .1

 .(Classification) صؼٍُ فىٌر ثٌض١ٕٚف. 2

 .(Clustering) ػٍُ فىٌر ثٌضؾ١ّغ. 3

 .(Artificial Neural Networks) صؼٍُ فىٌر ثٌٖذىجس ثٌؼٚذ١ز ثلاٙطٕجػ١ز .4

 .(Regression) صؼٍُ فىٌر ثلأقوثً .5

 ٌّٛٝٛعثٌّٙجًثس ثٌنجٙز دج  -ح 

 .(Classification) فً ِٖىلاس ثٌض١ٕٚف -1 -1

 .(Clustering) فً ِٖىلاس ثٌضؾ١ّغ -2

 .(Artificial Neural Network) صؼٍُ ثٌّذجها ثلأّج١ّز ٌٍٖذىجس ثٌؼٚذ١ز ثلاٙطٕجػ١ز -3

 طزائك انتؼهٍى وانتؼهى .11

 MS-PowerPoint المحاضرات الإلكترونية باستخدام برنامج  .1

 المناقشة الصفية  .2

 .التدريب العملي  .3

 .التفاعل بين المحاضر والطلاب من خلال طرح الأسئلة .4

 .Moodle الصف الدراسي أو منصة .5

 .(e-Quizzes) الاختبارات الإلكترونية -.(e-Quizzes) الاختبارات الإلكترونية .6

 طزائك انتمٍٍى .12

 .المشاركة الفعّالة  .1

 .واجبات منزلية  .2

 .(quizzes) الحضور والاختبارات القصيرة  .3

 .(Seminars) الندوات العلمية  .4

 .(Middle Exams) الاختبارات النصفية  .5

 .(Practical Exams) الاختبارات العملية  .6

 .الامتحان النهائي  .7

 .Google Classroom أو Moodle التعلم الإلكتروني باستخدام  .8
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 تٍُح انًمزر .13

 انظاػاخ الأطثىع
يخزجاخ انتؼهى 

 انًطهىتح
 أو انًىضىعاطى انىحذج / انًظاق 

طزٌمح 

 انتؼهٍى
 طزٌمح انتمٍٍى

 المعرفة 4 الأطثىع الاول
ٔظٌٞ ٚ  مقدمة في تعلم الآلة

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انثاًَ
 ثٌفُٙ 4

تعريف وأمثلة على مجموعة واسعة 

 من مهام تعلم الآلة
ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 يةوالمشاريع التطبيق

 الأطثىع انثانث
ه ثٌفُٙ 4 ٔظٌٞ ٚ  التعلم الموجَّ

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انزاتغ
ٔظٌٞ ٚ  تعلم أشجار القرار ثٌفُٙ 4

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انخايض
 ثٌفُٙ 4

مقدمة في الشبكات العصبية 

 الاصطناعية
ٔظٌٞ ٚ 

 ٍٟػّ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انظادص
 ثٌّٙجًثس 4

تصنيفات الشبكات العصبية 

، بنية الشبكات (A.N.N) الاصطناعية

، (A.N.N) العصبية الاصطناعية

 تصميم الشبكات العصبية الاصطناعية

(A.N.N) 

ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

نظاتغالأطثىع ا  
 ثٌّٙجًثس 4

دوال التنشيط في الشبكات العصبية 

، طرق التعلم (A.N.N) الاصطناعية

 في الشبكات العصبية الاصطناعية

(A.N.N) 

ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انثايٍ
 ثٌّٙجًثس 4

قواعد تعلم الشبكات العصبية 

، أمثلة على (A.N.N) الاصطناعية

عد تعلم الشبكات العصبية قوا

 (A.N.N) الاصطناعية

ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انتاطغ
 ثٌّٙجًثس 4

ثٌؼىْٟ ثلأضٖجًمٛث١ًٍِز   

(Backpropagation) 
ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 الأطثىع انؼاشز
ٔظٌٞ ٚ  ثلاِضقجْ ثلاٚي ثٌّٙجًثس 4

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

الأطثىع  انحادي 
الاختبارات العملية ٔظٌٞ ٚ -Kثٌض١ٕٚف دجّضنوثَ مٛث١ًٍِز  ثٌّٙجًثس 4
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 ثٌذ١ٕز ثٌضقض١ز  .14

 ثٌمٌثءثس ثٌّطٍٛدز :

 ًٌثٌىضجح ثٌّم 

 ثلأضٌٔش 

 ثٌى١ٍز  ِضجدؼز ِٛلغMoodle 

1-Jacek Zurada ,"Introduction to Artifical Neural 

Network   system" , ,USA,2001. 

2- Ethem Alpydin , “ Introduction to Machine Learning” 

, 3
rd

 edition , 2014. 

ِضطٍذجس مجٙز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي 

ًٚٓ ثٌؼًّ ٚثٌو٠ًٚجس ٚثٌذٌِؾ١جس ٚثٌّٛثلغ 

 ض١ٌٔٚز (ثلاٌى
 

ثٌنوِجس ثلاؽضّجػ١ز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي 

ِقجٌٝثس ث١ٌٞٛف ٚثٌضو٠ًخ ثٌّٕٟٙ 

 ٚثٌوًثّجس ث١ٌّوث١ٔز ( 

 

 

 

 

 

 

ثٌؾ١ٌثْ ألٌح ػشز  (K-Nearest 

Neighbors) 

 والمشاريع التطبيقية ػٍّٟ

الأطثىع  انثاًَ 

 ػشز
4 

المعرفة والفهم 

 والمهارات

خىارسيٍح ّضنوثَ ثٌض١ٕٚف دج K-

 K-Nearest) ألٌح ثٌؾ١ٌثْ

Neighbors) 

ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

الأطثىع  انثانث 

 ػشز
4 

المعرفة والفهم 

 والمهارات

 ثٌضؾ١ّغ دجّضنوثَ مٛث١ًٍِز 

K- ثٌّضّٛطجس (k-means) 

ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

 طثىع انزاتغ ػشزالأ
4 

المعرفة والفهم 

 ِموِز فٟ مٛث١ًٍِجس ثلأقوثً والمهارات
ٔظٌٞ ٚ 

 ػٍّٟ

الاختبارات العملية 

 والمشاريع التطبيقية

الأطثىع  

 انخايض ػشز
4 

 ثلاِضقجْ ثٌغجٟٔ ثٌٌّٙثس
ٔظٌٞ ٚ 

 ػٍّٟ
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 ؽجِؼز دجدً انًؤطظح انتؼهًٍٍح .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس انمظى انجايؼً / انًزكش .2

 II-- ItSwOs404207(2+2) أٔظّز صٖغ١ً اطى / ريش انًمزر .3

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 60 ػذد انظاػاخ انذراطٍح )انكهً( .7

 1/5/2022 تارٌخ إػذاد هذا انىصف .8

 أهذاف  انًمزر . .9

 .، ثٌضٟ صّٕغ ِؾّٛػجس ثٌؼ١ٍّجس ثٌّضَثِٕز ِٓ إوّجي ِٙجِٙج(Deadlocks) انجًىدٚٙف ٌقجلاس  تطوير .1

 .فٟ ٔظجَ ثٌقجّٛح نًُغ أو تجُة حالاخ انجًىدػٌٛ ػوه ِٓ ثٌطٌق ثٌّنضٍفز  .2

 .نًختهف طزق تُظٍى أجهشج انذاكزجصمو٠ُ ٚٙف صف١ٍٟٚ  .3

 .(Segmentation) ٚثٌضم١ُْ (Paging) ثٌّنضٍفز، دّج فٟ ىٌه ثٌضؾَةز تمٍُاخ إدارج انذاكزجِٕجلٖز  .4
 

 

أٔظّز ثٌضٖغ١ً ٟ٘ ؽَء ثّجّٟ ِٓ ٔظجَ ثٌقجّذز, ٚصو٠ًِ ثٔظّز ثٌضٖغ١ً ٠ؼضذٌ ؽَءث ثّج١ّج ِٓ ِذجهٜ ثٌضؼ١ٍُ فٟ     

 ػٍَٛ ثٌقجّذجس.

١ّوػُ ٠ٚمٛٞ ِؼٌفضُٙ دجٌذٌِؾز ٚمجٙز ٌغز ثٌؾجفج. ٌٚمو صُ ثمض١جً ٘يٖ ثٌٍغز دجٌيثس دأػضذجً٘ج ٌغز ٘يث ثٌفًٚ ثٌوًثّٟ 

 ٚثّؼز ثلاّضنوثَ دجٌٛلش ثٌقجٌٟ.

  ًثٌٙوف ثلاّجّٟ ِٓ ثٌفًٚ ٘ٛ فُٙ ِٚؼٌفز ػور مٛث١ًٍِجس فٟ ِؾجلاس ػور ّٝٓ م١ّز ثٔظّز ثٌضٖغ١ً ِغ

 .ٌٍّفجسثٌٕٙج٠جس ثٌّْوٚهر ٚثهثًر ثٌيثوٌر ٚويٌه ث

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 يخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍى .10

 ثٌّؼٌفز ٚثٌفُٙ  -أ

 .dealockِؼٕٝ ثي ثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ  .1

 .deadlockو١ف١ز صؾٕخ ثي  ػٍٝثْ ٠ىْٛ ثٌطجٌخ لجهً .2

 .Deadlockْٛ ثٌطجٌخ لجهً ػٍٝ و١ف١ز ِٕغ ثي ثْ ٠ى .3

 .Deadlockثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ ثوضٖجف ثي  .4

 فُٙ إهثًر ثٌيثوٌٖ. ثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ .5

  . pagingثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ فُٙ و١ف١ز صؾَءر ثٌيثوٌر ثي  .6

 .segmentationثْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ فُٙ و١ف١ز صؾَهر ثٌيثوٌر ثي  .7

 ْ ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ فُٙ إهثًر ثٌفج٠لاس ٚث١ِٕضٙجث -5

 ثٌّٙجًثس ثٌنجٙز دجٌّٛٝٛع   -ح 

 

 .٠Deadlockىْٛ ثٌطجٌخ لجهً ػٍٝ صٕف١ي ثوضٖجف ٚصؾٕخ ِٕٚغ ثي  .1

 .٠Multithreadsىْٛ ثٌطجٌخ لجهً ػٍٝ فُٙ ٚصطذ١ك ثّضنوثَ ثٌذٌٔجػ ٚصؾَةضٗ ثي ػور  .2

 paging and segmentationثوٌر ثٌٝ صؾَءر ثٌي  ٠ىْٛ ثٌطجٌخ لجهً ػٍٝ صٕف١ي .3

 

 طزائك انتؼهٍى وانتؼهى .11

 ػٌٛ ثٌّقجٌٝثس ػٍٝ ثٌٖجٕز. .1

 ثّضنوثَ ثٌْذًٛر . .2

 

 طزائك انتمٍٍى .12

 ثٌّٕجلٖز -1

 ثٌضفجػً ِجد١ٓ ثٌضو٠ًْٟ ٚثٌطٍذز ػذٌ ثلاّتٍز -2

 ثلاِضقجْ ث٠ٌٌْغ ٚثٌّٖج٠ًغ ثٌؼ١ٍّز. -3

 ِٙجًثس ثٌضفى١ٌ -

ِٓ صط٠ٌٛ ثلأظّز ٚثٌٛثؽٙجس ثٌقو٠غز دْلاّز ٌِٚٚٔز ٚثٌٌْػز دّج ٠لاةُ صط٠ٌٛ ِٙجًثس ثٌطجٌخ ٌٍضّىٓ   -1ػ

 ِضطٍذجس ّٛق ثٌؼًّ .
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 تٍُح انًمزر .13

 انظاػاخ الأطثىع
يخزجاخ انتؼهى 

 انًطهىتح

اطى انىحذج / انًظاق أو 

 انًىضىع
 طزٌمح انتمٍٍى طزٌمح انتؼهٍى

 4 الأطثىع الاول

ؽوٌٚز ٚفور مٛث١ًٍِز 

ٌو٠َز ثٌّؼجٌؾز ثٌّ

 دجٌضٕجٚح ثٌوًٚٞ

(Round Robin - 

RR) 

 ثٌؾّٛهِٖىٍز 

(Deadlock) ٍّٟٔظٌٞ ٚ ػ 
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انثاًَ
ِؼجٌؾز فجلاس ٌٟق  ثّضٌّثً

 (Deadlocks) ثٌؾّٛه
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انثانث

هر ثٌن١ٟٛ ثٌّضؼو

Multithreading 

 ثٌؾّٛهِٕغ 

(Deadlock 

Prevention) 

 ٔظٌٞ ٚ ػٍّٟ
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انزاتغ

 ثٌؾّٛهصؾٕخ 

(Deadlock 

Avoidance) 

 ثٌؾّٛهصؾٕخ 

(Deadlock 

Avoidance) 

 1 

 ٔظٌٞ ٚ ػٍّٟ
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انخايض

 ثٌؾّٛهٕخ صؾ

(Deadlock 

Avoidance) 

 ثٌؾّٛهوٖف 

(Deadlock 

Detection)، 

ثّضؼجهر ثٌٕظجَ دؼو 

 Deadlock) ثٌؾّٛه

Recovery) 

 ٔظٌٞ ٚ ػٍّٟ
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انظادص

 Safe) ث٢ِٕزثٌقجٌز 

State) 

ثٌؼٕٛثْ ثٌّٕطمٟ ِمجدً 

 ٔظٌٞ ٚ ػٍّٟ ثٌؼٕٛثْ ثٌفؼٍٟ
مضذجًثس ثٌم١ٌٚر ثلا

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انظاتغ

 Safe) ث٢ِٕزثٌقجٌز 

State) 

ثٌضم١ُْ إٌٝ ٙفقجس 

(Paging) ٍّٟٔظٌٞ ٚ ػ 
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

 4 الأطثىع انثايٍ

 ثٌؾّٛهوٖف 

(Deadlock 

Detection) 

 ٔظٌٞ ٚ ػٍّٟ ثٌضؾَةز
ثلامضذجًثس ثٌم١ٌٚر 

 ؼ١ٍّزٚثٌّٖج٠ًغ ثٌ

 4 الأطثىع انتاطغ
 ٔظٌٞ ٚ ػٍّٟ ثلاِضقجْ ثلاٚي ثلاِضقجْ ثلاٚي

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

ثلامضذجًثس ثٌم١ٌٚر  ٔظٌٞ ٚ ػٍّٟ ثلافضٌث١ٝزثٌيثوٌر  ثٌؾّٛهوٖف  4 الأطثىع انؼاشز
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 ٌذ١ٕز ثٌضقض١ز ث .14

 ثٌمٌثءثس ثٌّطٍٛدز :

 ًٌثٌىضجح ثٌّم 

 ثلأضٌٔش 

  ِضجدؼز ِٛلغ ثٌى١ٍزMoodle 

1.  Operating System Concepts – 8th 

Edition, Silberschatz, Galvin and Gagne   2012 

2.  operating system concepts with java, 

Silberschatz, Galvin and Gagne   2004 

ٙز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي ًٚٓ ثٌؼًّ ِضطٍذجس مج

ثلاٌىض١ٌٔٚز (ٚثٌو٠ًٚجس ٚثٌذٌِؾ١جس ٚثٌّٛثلغ   
 

ثٌنوِجس ثلاؽضّجػ١ز ) ٚصًّٖ ػٍٝ ّذ١ً ثٌّغجي ِقجٌٝثس 

١وث١ٔز (ث١ٌٞٛف ٚثٌضو٠ًخ ثٌّٕٟٙ ٚثٌوًثّجس ثٌّ  
 

(Deadlock 

Detection) 

(Virtual Memory) ٚثٌّٖج٠ًغ ثٌؼ١ٍّز 

الأطثىع  انحادي 

 ػشز
4 

banker’s مٛث١ًٍِز 
وثي ١ّجّجس ثلاّضذ

 ٔظٌٞ ٚ ػٍّٟ ٌٍضٌل١ُ ٚثٌضؾَةز
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انثاًَ 

 ػشز
4 

banker’s ثٌضٖضش  مٛث١ًٍِز(Thrashing) 
 ٔظٌٞ ٚ ػٍّٟ

ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انثانث 

 4 ػشز
 ٔظٌٞ ٚ ػٍّٟ ثلاِضقجْ ثٌغجٟٔ ثلاِضقجْ ثٌغجٟٔ

ثٌم١ٌٚر  ثلامضذجًثس

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع انزاتغ 

 ػشز
4 

ثٌضم١ُْ إٌٝ ٙفقجس 

(Paging) 

ٔظجَ ٚثؽٙز ١٘ٚىً 

 ٔظٌٞ ٚ ػٍّٟ ثٌٍّفجس
ثلامضذجًثس ثٌم١ٌٚر 

 ٚثٌّٖج٠ًغ ثٌؼ١ٍّز

الأطثىع  انخايض 

 ػشز
4 

ثٌضم١ُْ إٌٝ ٙفقجس 

(Paging) 

ثٌٛٙٛي ٚثٌقّج٠ز 

(Access and 

Protection) 
  ٔظٌٞ ٚ ػٍّٟ
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 دجدًؽجِؼز  انًؤطظح انتؼهًٍٍح .1

 ثٌمُْ ثٌؼٍّٟ ثٌذٌِؾ١جس انمظى انجايؼً / انًزكش .2

 اطى / ريش انًمزر .3
 دٌِؾز ثلأٌؼجح ٚص١ّّٚٙج 

 

 دىج٠ًٌُٛٛ انثزايج انتً ٌذخم فٍها .4

 ثّذٛػٟ أشكال انحضىر انًتاحح .5

 فٍٟٚ انفصم / انظُح .6

 60 ػذد انظاػاخ انذراطٍح )انكهً( .7

 20/4/2022 انىصف تارٌخ إػذاد هذا .8

 أهذاف  انًمزر . .9

، ص١ُّٚ (Storyboarding) ثلأٌؼجح صم٠ٌذًج، دّج فٟ ىٌه: صنط٠١ ث١ٌْٕج٠ًٛ ١ّؼًّ ثٌطلاح ػٍٝ ِؼظُ ؽٛثٔخ ص١ُّٚ ٚإٔضجػ

عٟ ، ثٌذٌِؾز، ثٌضٞج٠ًِ، ثٌف٠َ١جء، ثٌضق٠ٌه، ثٌؼٌٛ عٕجةٟ ٚعلا(Texturing & Materials) ثٌّْض٠ٛجس، إٖٔجء ثٌنجِجس ٚثٌّٛثه

ٌٚغز ثٌذٌِؾز  Unity ، ٚٚثؽٙز ثٌّْضنوَ، ٚغ١ٌ٘ج. ١ّضؼٍُ ثٌطلاح ثّضنوثَ ِقٌن ثلأٌؼجح(2D & 3D Renderingثلأدؼجه )

C#ٌُٙ١ّٚمِْٛٛ دئٖٔجء ػور أٌؼجح لإٝجفضٙج إٌٝ ِقفظز أػّج ، (Portfolio).  لو ٠ضُ صمو٠ُ ِٛٝٛػجس أمٌٜ ِضموِز، ِغً إٖٔجء

 .، ِٚٛٝٛػجس ِضموِز أمٌٜ(VR) ٠ٌ مٛثهَ ثلأٌؼجح، ثٌٛثلغ ثلافضٌثٟٝ، صطٛ(Shader Generation) ثٌظلاي

لو صًّٖ  .Unity ِقٌن ثلأٌؼجح علاعٟ ثلأدؼجه ٠موَّ ٘يث ثٌّمًٌ ِفج١ُ٘ ِّٙز فٟ صط٠ٌٛ ثلأٌؼجح علاع١ز ثلأدؼجه ٚثّضنوثَ

ٚدٌِؾز ثلأٌؼجح، فٌوز ثٌلاػخ، ثٌىج١ٌِثس، ص١ُّٚ ثلأٌؼجح، إٖٔجء ثٌضٞج٠ًِ،  Unity ِٛٝٛػجس ثٌّمًٌ أّج١ّجس

، ثلأملال١جس فٟ ثلأٌؼجح، (Flocking) ٚفوثس ثٌضقىُ دجٌٖن١ٚجس، صضذغ ثٌّْجًثس، ثٌضٛؽ١ٗ، ثٌضىجعٌ ثٌؾّجػٟ ٌٍٖن١ٚجس

ًّج ل٠ًٛج فٟ ٕ٘وّز ثٌذٌِؾ١جس، ثٌذٌِؾز، ٌٚغزٚثؽٙج ، ِغ إِىج١ٔز ثٌؼًّ ػٍٝ #C س ثٌّْضنوَ، ٚثٌٚٛص١جس. وّج ٠ٛفٌّ أّج

 .Unity ؽ١ّغ ثٌؾٛثٔخ ثٌٌة١ْ١ز ٌضط٠ٌٛ ثلأٌؼجح دجّضنوثَ ِقٌن

ً ثلأٌؼجح ػٍٝ ِْضٛ ّٛ ٜ ػجيٍ ِٓ ػجهرً ٠ٌوَ صط٠ٌٛ ثلأٌؼجح ػٍٝ ثٌذٌِؾز ٚصط٠ٌٛ ثٌذٌِؾ١جس، ٠ٚضطٍخّ أْ ٠ىْٛ ِط

ِٚٓ ملاي ٘يث ثٌّمًٌ، ١ّضؼٍُ ثٌطلاح ثٌذٌِؾز ػٓ ٠ٌٟك ثٌؼًّ ػٍٝ  .#Cثٌّؼٌفز فٟ ٌغز فو٠غز ِٛؽٙز ٌٍىجةٕجس ِغً 

 .ثلأٌؼجح، ١ّٚضؼٍّْٛ وضجدز ثلأوٛثه ٌضٖغ١ً ؽ١ّغ أؽَثء ٌؼذضُٙ، دوءًث ِٓ ثٌف٠َ١جء ٚفضٝ ثٌيوجء ثلاٙطٕجػٟ ٚمٛثهَ ثلأٌؼجح

 وصف انًمزر

 كهٍح تكُىنىجٍا انًؼهىياخ  /لظى انثزيجٍاخ 
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 يخزجاخ انتؼهى وطزائك انتؼهٍى وانتؼهى وانتمٍٍى .10

 ثٌّؼٌفز ٚثٌفُٙ  -أ

 (Think like a Game Designer) ثٌضفى١ٌ وُّّٚ أٌؼجح .1

 (Game Frameworks) صق١ًٍ أٔٛثع ِنضٍفز ِٓ أٌٟ ػًّ ثلأٌؼجح .2

 (Layered Tetras) فُٙ ثٌطذمجس ث١ٌٌِٙز .3

 ص١ُّٚ أ٘وثف ثٌٍؼذز دجّضنوثَ ّٔجىػ ِنضٍفز .4

 (Playtesters Circles) ثمضذجً ثٌٍؼذز ػذٌ هٚثةٌ صؾٌدز ثٌٍؼخ .5

 صٛؽ١ٗ ثٌلاػذ١ٓ أعٕجء ثٌٍؼخ .6

 صطذ١ك ثٌٕظ٠ٌجس ٚصط٠ٌٛ ٚثمضذجً ٌؼذز فؼ١ٍز .7

 ١جٔز ٚص٠ٍٛغ ثٌّٕضؼ ثٌذٌِؾٟلإٖٔجء ٚٙ (Version Control Software – Git) ثّضنوثَ ٔظجَ ثٌضقىُ دجلإٙوثًثس .8

 لإٖٔجء ِْض٠ٛجس ٌؼذز ِّضؼز Unity (Unity Editor) ثّضنوثَ ِقًٌ .9

 Visual C# 2010 ٚ Unity3Dإٖٔجء ١َِثس ثٌٍؼخ دجّضنوثَ  .10

ثٌقٚٛي ػٍٝ ّٔجىػ علاع١ز ثلأدؼجه ٚصم١١ّٙج ٚهِؾٙج، أٚ إٖٔجء ّٔجىػ علاع١ز ثلأدؼجه دجّضنوثَ أهٚثس ثٌض١ُّٚ علاعٟ  .11

 ثلأدؼجه

 ِؼ ثٌفٓ ٚثٌّٕجىػ فٟ ػجٌُ ثٌٍؼذزه .12

 إهثًر ٌِٖٚع دٌِؾٟ دجّضنوثَ ٔظجَ ثٌضقىُ دجلإٙوثًثس .13

 ، ٚثلأٌؼجح ثٌٖذى١ز(AI) ، ثٌف٠َ١جء، ثٌيوجء ثلاٙطٕجػٟ(Shaders) ثٌضؼٌف ػٍٝ ِٛٝٛػجس ِضموِز ِغً ثٌظلاي .14

 (Beta Version) فُٙ ػ١ٍّز صط٠ٌٛ ثٌٍؼذز ِٓ ثٌفىٌر فضٝ ثٌْٕنز ثٌضؾ٠ٌذ١ز .15

  انًهاراخ انخاصح تانًىضىع  -ح 

 فٟ ثٌّقجٌٝر.   Brain Stormثّضنوثَ ِفَٙٛ  .1

 ٌٟؿ ثلاّتٍز ثٌّذجٌٕر ثٌنجٙز دجٌّٛٝٛع ًٚدطٙج دألافوثط ثٌنجًؽ١ز.  .2

 .  Oral Quizzesأّضنوثَ  .3

 ًٚدطٙج دّٛٝٛع ثٌوًثّز.   E-learningأّضنوثَ ِفٙج١ُِ  .4

 . Teachingٚػوَ ثلاػضّجه ػٍٝ ثٌـ   Learningٌٟؿ أّجٌذ١خ  .5

 طزائك انتؼهٍى وانتؼهى .11

 ٠ٌٟمز ثٌمجء ثٌّقجٌٝثس . .1

2. Student Center  

3. Team Project ثٌّؾج١ِغ ثٌطلاد١ز 

4. E-Learning  دأّضنوثَ ثٌـGoogle Class  . 

5. Experiential Learning ٟثٌضؼٍُ ثٌضؾ٠ٌذ. 

Application Learning))ُصطذ١ك ثٌضؼ١ٍ 
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 طزائك انتمٍٍى .12

 ثٌّٖجًوز ثٌٕٖطز .1

 ١ٌَِٕزٚثؽذجس  .2

 (Quizzes) ثٌقًٞٛ ٚثلامضذجًثس ثٌم١ٌٚر .3

 (Lab Tasks) ِٙجَ ثٌّنضذٌ .4

 ِٖج٠ًغ .5

6. Moodle ْثِضقج 

 ثِضقجْ ّٚطٟ ٚٔٙجةٟ .7

 

 ِٙجًثس ثٌضفى١ٌ -ػ

 طريقة العصف الذهني .1

 طرح الأسئلة الذكية .2

 (. ثٌّٙجًثس  ثٌؼجِز ٚثٌّٕمٌٛز ) ثٌّٙجًثس ثلأمٌٜ ثٌّضؼٍمز دمجد١ٍز ثٌضٛظ١ف ٚثٌضطًٛ ثٌٖنٟٚ -ه 

 ٚلجد١ٍز ثٌطٍذز ػٍٝ صط٠ٌٛ ثٌّٙجًثس فٟ ثلافىجً ٚثلاٌفجظ. TeamWorkصط٠ٌٛ ِفَٛ ثٌؼًّ ثٌؾّجػٟ  .1

 دّج ٠ضلاةُ ِٚضطٍذجس ثٌّؾضّغ فٟ ثٌؼٍَٛ ثٌٌل١ّز ثٌضطذ١م١ز.   ثٌضف١ًٚ ثٌٛثٝـ ٌّفج١ُ٘ ص١ُّٚ ثلاٌؼجح  .2

 صطذ١ك ٚوضجدز ثٌّٙجًثس ثٌّىضْذز فٟ فً ِٖجوً ص١ُّٚ ثلاٌؼجح  .  .3

ثٌّٙجًثس ٚثٌّؼجًف ثٌّىضْبذز ٌّضجدؼبز ثٌبضؼٍُ ِبوٜ ثٌق١بجر ٚثٌضمبوَ ثٌبٛظ١فٟ، ِٚٛثوذضبٗ  ِبغ صىٌٕٛٛؽ١بج ثٌّؼٍِٛبجس  صطذ١ك .4

 ٚثلاصٚجلاس.

 تٍُح انًمزر .13

 انظاػاخ الأطثىع
يخزجاخ انتؼهى 

 انًطهىتح

اطى انىحذج / انًظاق 

 أو انًىضىع
 طزٌمح انتمٍٍى طزٌمح انتؼهٍى

 الأطثىع الاول
4 

ٌِؾز ِموِز فٟ د

 ثلأٌؼجح

 Unity ِموِز فٟ

3D 

ٔظٌر ػجِز ػٍٝ 

 ثٌّمًٌ ثٌوًثّٟ

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انثاًَ
4 

ِموِز فٟ ص١ُّٚ 

 ثلأٌؼجح

 Unity إػوثه

 ٚٚثؽٙز ثٌّْضنوَ

 

ِموِز فٟ ص١ُّٚ 

 ثلأٌؼجح

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ١ٍّزثٌّنضذٌثس ثٌؼ+ 

 الأطثىع انثانث
4 

أّج١ّجس ثلأؽْجَ 

 3Dعلاع١ز ثلأدؼجه )

Objects 

Basics) 

إٖٔجء ثٌىجةٕجس علاع١ز 

 ثلأدؼجه

 ثٌضفى١ٌ وجٌُّّٚ

 

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 
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 الأطثىع انزاتغ
4 

دٌِؾز ِؼٍّجس 

 ثٌىجةٕجس

صؼ٠ٌف ِؼجِلاس 

 ثٌىجةٕجس دٌِؾ١ًج

 

 ثلأٌؼجح أٌٟ صق١ًٍ

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انخايض
4 

إٖٔجء ثٌٌّٖٚع 

 ثلأٚي

إٖٔجء ٌِٖٚع ٌؼذز 

 ""ثٌضمجٟ ثٌضفجؿ
 أ٘وثف ثٌض١ُّٚ

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انظادص
4 

 ثمضذجً ثلأٌؼجح

 

 ضذجً ثلاٌؼجحثم ثٌؾجىد١ز ٚثٌذ١تجس

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انظاتغ
4 

ٌٟق صٛؽ١ٗ 

 ثٌلاػذ١ٓ

 C# ٚUnity ف١ؾٛثي

3D 
 صٛؽ١ٗ ثٌلاػخ

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انثايٍ
 ػٕجٌٙ ثٌضقىُ 4

فٌوجس ثٌٖن١ٚز 

 ٚثٌضقىُ
1

st
 ثلاِضقجْ 

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انتاطغ
1 ٠ًج١ٝجس ثلأٌؼجح 4

st
 ثلاِضقجْ 

ثٌضٛثٍْ د١ٓ 

 ث٠ٌٌج١ٝجس ٚثٌٍؼخ

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

 الأطثىع انؼاشز
4 

ٔٛع ٌِٖٚع ٌؼذز 

 ؽو٠ور

 

إٖٔجء ٌِٖٚع ٌؼذز 

Mission 

Demolition 

 ص١ُّٚ ثلأٌغجٍ

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

الأطثىع  انحادي 

 ػشز
4 Agile  ػم١ٍز 

 ثّضٌّثً دٌّٖٚع

Mission Project 
Agile ػم١ٍز 

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

الأطثىع  انثاًَ 

 ػشز
4 

فُٙ ثٌيوجء 

 ثلاٙطٕجػٟ ٌٍؼذز

صفج١ًٙ ثٌىج١ٌِث 

 ٚٚثؽٙز ثٌّْضنوَ

ٌؼذز ثٌيوجء 

 Iثلاٙطٕجػٟ 

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

الأطثىع  انثانث 

 ػشز
4 

فُٙ ثٌيوجء 

 ثلاٙطٕجػٟ ٌٍؼذز
2

nd
 ثلاِضقجْ 

ٌؼذز ثٌيوجء 

 IIثلاٙطٕجػٟ 

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 
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 ٍُح انتحتٍح انث .14

 ثٌمٌثءثس ثٌّطٍٛدز :

  ثٌٕٚٛٗ ثلأّج١ّز 

 ًٌوضخ ثٌّم 

      ٌٜأم 

 Introduction to Game Design, Prototyping, and 

Development From Concept to Playable Game 

with Unity and C#, Jeremy Gibson Bond 

 , 3
rd

 Edition, Addison-Wesley, 2018 

 

 

ًّ ػٍٝ ّذ١ً ثٌّغجي ِضطٍذجس مجٙز ) ٚصٖ

ًٚٓ ثٌؼًّ ٚثٌو٠ًٚجس ٚثٌذٌِؾ١جس ٚثٌّٛثلغ 

 ثلاٌىض١ٌٔٚز (

 

 

ثٌنوِجس ثلاؽضّجػ١ز ) ٚصًّٖ ػٍٝ ّذ١ً 

ثٌّغجي ِقجٌٝثس ث١ٌٞٛف ٚثٌضو٠ًخ ثٌّٕٟٙ 

 ٚثٌوًثّجس ث١ٌّوث١ٔز ( 

 

 

 

طثىع انزاتغ الأ

 ػشز
2 صم١١ُ ِٖج٠ًغ ثٌطلاح صم١١ُ ِٖج٠ًغ 4

nd
 ثلاِضقجْ 

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 

الأطثىع  انخايض 

 ػشز
 صم١١ُ ِٖج٠ًغ ثٌطلاح صم١١ُ ثٌٕوٚثس 4

صم١١ُ ثٌٕوٚثس 

 ثٌطلاح

+ وٛوً  ثٌقجّذز

ولاٌَّٚ + وٛوً ١ِش 

 ثٌّنضذٌثس ثٌؼ١ٍّز+ 
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 Introduction 
The Software Department at the College of Information Technology – University of Babylon 

is one of the pioneering academic departments, established in 2009 to serve as a foundation 

for preparing distinguished professionals in the fields of software analysis, design, 

development, and maintenance. Over time, the department has expanded to include a 

comprehensive programme spanning four undergraduate stages (Bachelor’s level), in addition 

to postgraduate programmes covering Master’s and Doctorate degrees, thereby ensuring 

integration between foundational education and advanced scientific research. The department 

strives to create a balanced academic environment that combines theoretical and practical 

aspects through modern curricula focusing on advanced programming principles, algorithms, 

system requirements analysis and management, software project management, and 

performance testing. Special attention is given to developing students’ skills in designing and 

implementing software solutions that meet the demands of both the public and private 

sectors. The department also promotes scientific research by providing suitable infrastructure 

and encouraging faculty members and students to engage in research projects, scientific 

publications, and academic activities at both the local and international levels. Furthermore, it 

maintains close academic and administrative collaboration with the Departments of 

Information Networks and Information Security within the College, fostering 

interdisciplinary integration and enabling students to appreciate the interconnected nature of 

various IT specializations. Since its establishment, the department has contributed to 

graduating competent professionals who have demonstrated their presence in both academic 

and professional fields through active participation in conferences, seminars, workshops, and 

specialized exhibitions. In doing so, the department affirms its position as an accredited 

academic institution that advances education, scientific research, and community service, 

while responding to the needs of local, regional, and international labour markets in the field 

of software engineering and development. 
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1. Programme Vision 

 The Software Program aspires to be a leader in academia and research in the field of 

software development and maintenance, distinguished by preparing graduates who are 

capable of innovation and competitiveness in the local, regional, and international labor 

markets. 

 

6. Programme Structure 

Programme Structure No. of Modules Credits Percentage Other*  

Institution Requirements 5 9  %8.2568  

College Requirements 13 42 38.533%   

Department Requirements 20 58 53.211%  

Summer Training 1    

Other     

2. Programme Mission 

The Software Programme aims to achieve the following: 

1. Graduating specialized professionals with a solid knowledge base and advanced 

practical skills in software analysis, design, development, and maintenance, 

capable of keeping pace with technological advancements in the field. 

2. Preparing graduates for the labour market by equipping them with the ability to 

apply modern methodologies and effective software tools in solving real-world 

problems and developing integrated technological solutions. 

3. Strengthening graduates’ leadership and teamwork abilities through training in 

software project management and the application of contemporary methodologies 

in implementation and evaluation. 

 3.  Programme Objectives 

The Software Programme seeks to prepare graduates equipped with both theoretical 

knowledge and practical skills in software analysis, design, development, and 

maintenance, enabling them to produce innovative software solutions that meet labour 

market demands and serve the community. 

4. Software Accreditation 

      There is no Software Accreditation.  It is been working on. 

5. Other External Influences 

  Summer training within governmental institutions 

*It could include whether te module is core or elective 
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Level/Year 
Course or Module 

Code 
Course or Module Title 

Credits 

Theoretical     Practical  

F
irst  S

ta
g
e

 

First Course 

ItSwCa100303(3+0) 
Computer skills I 2 - 

ItSWCO100101(2+2) 
Programming Fundamental I 2 2 

ItSwCa100404(3+0) 
Calculus I 3 - 

ItSw100202(2+3) 
Discrete Structure I 3 2 

ItSwCa100505(2+2) 
Digital Logic 2 2 

ItSwCa100606(1+0) 

Human Right 
1 - 

ItSwCa100606(1+0) 

Arabic Language I 
1 - 

Second Course 

ItSwCa101111(3+0) 
Computer skills II 2 2 

ItSWCO100808(2+2) Programming Fundamental 

II 
2 2 

ItSwCa101212(2+2) 
Calculus II 3 - 

ItSw100909(2+2) 
Discrete Structure II 3 - 

ItSwCa101010(3+0) 
Computer Organization 2 2 

ItSwCa101313(1+0) 
Arabic Language II 1 - 

ItSwCa100606(1+0) English Language 1 2 
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Level/Year 
Course or Module 

Code 
Course or Module Title 

Credits 

Theoretical     Practical  

S
eco

n
d

  S
ta

g
e

 

First Course 

ItSwCt201501(3+0) Computation Theory I 2 - 

ItSwDb201602(2+2) Concepts of Data Base I 2 2 

ItSwOo201703(2+2) 
Object Oriented 

Programming I 
3 - 

ItSwNm201804(2+2) Linear Algebra 3 2 

ItSwCs201905(1+0) Communication skills 2 2 

ItSwMi202107(2+2) Microprocessors 1 - 

ItSwEl202108(2+0) Baath Party Crimes 1 - 

ItSwEl202209(2+0) English II   

Second Course 

ItSwCt202308(3+0) Computation Theory II 
2 2 

ItSwDb202409(2+2) Concepts of Data Base II 2 2 

ItSwOo202510(2+2) Object Oriented 

Programming II 
3 - 

ItSwDs202611(2+2) Data Structure 
3 - 

ItSwPs202712(2+2) Probability and statistic 
2 2 

ItSwCg302813(2+2) 
Computer Graphics 

1 - 

ItSwEl202915(2+0) Freedom and Democracy 
1 2 
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Level/Year 
Course or Module 

Code 
Course or Module Title 

Credits 

Theoretical     Practical  

T
h

ird
  S

ta
g
e
 

First Course 

ItSwCo302901(2+2) Compilers I 3 - 

ItSwCa303002(3+0) Computer Architecture 3 - 

ItSwAd303103(2+2 
Algorithm Design and 

Analysis 
2 2 

ItSwSe303204(3+0) Software Engineering 3 - 

ItSwAi303305(2+2) Artificial Intelligence 2 2 

ItSwWd303406(2+2) 
Web Design and 

Programming 
1 2 

Second Course 

ItSwCo303507(2+

2) 
Compilers II 2 2 

ItSwWa303608(2+

2) 
Web Design and 

Programming 
2 2 

ItSwIp303709(2+2

) 
Image Processing 

2 2 

ItSwHc303810(3+

0) 
Human Computer 

Interaction 
3 . 

ItSwMl303911(2+

2) 
Machine Learning 

2 2 

ItSwSe304012(2+2

) 
Software Engineering 

with Team Project 
2 2 

ItSwEl304113(2+0

) 
English III 2 . 
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Level/Year 
Course or Module 

Code 
Course or Module Title 

Credits 

Theoretical     Practical  

F
o
u

rth
 S

ta
g
e 

First Course 

ItSwOs404201(2+2) 
Concepts of Operating 

Systems I 
2 2 

ItSwCn404302(2+2) Computer Networks  2 2 

ItSwCs404403(2+2) Computing Security I 2 2 

ItSwMc404504(3+2) 
Mobile Computation 

Programming 
2 2 

ItSwOr404605(3+0) Operation research 3 - 

ItSwPr404706(0+4) Project  - 4 

Second Course 

ItSwOs404807(2+2) 
Concepts of Operating 

Systems II 
2 2 

ItSwGd404908(2+2) 
Game Design and 

programming    
2 2 

ItSwla405009(2+2) Cloud computing 2 2 

ItSwNs405110(2+2) Computing Security II 2 2 

ItSwWms405211(3+0) Modeling and simulation 3 . 

ItSwE1405312(2+0) English IV 2 . 

ItSwPr405413(0+4) Project . 4 
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8.  Learning Outcomes 

                     A. Knowledge 

 A1 Know the nature of information technology 

A2 
Evaluate and build programming systems depending on the bases of software 

engineering 

A3 Know computer network, cloud computing, artificial intelligence, machine learning 

   A4 Use the computer in most applications 

A5 Find scientific solutions to social problems by means of software 
 

                                     B. Skills 

B1 Writes and implements various software projects in accordance with professional and 

academic standards. 

B2 Thinks critically and analyzes problems that arise during code implementation, 

proposing appropriate solutions. 

B3 Keeps up with developments in information technology and modern programming 

methodologies. 

B4 Works effectively within software development teams, engaging with team members 

to exchange knowledge and expertise. 
 

C. Values 

C1 Commits to academic integrity and professional ethics in all educational and research 

practices. 

C2 Employs programming skills and knowledge in serving the community and 

embracing social responsibility. 

C3 Promotes a culture of teamwork and collaboration across diverse professional and 

academic contexts. 
 

  9.  Teaching and Learning Strategies 

A. Active learning: Encouraging students to participate in educational activities that 

include group discussions, puzzle solving, and practical projects that promote critical 

thinking and practical application of programming concepts. 

B. Cooperative learning: Organizing classrooms so that students can cooperate with each 

other in solving problems and completing software projects, which enhances social 

interaction and learning from other experiences. 

C. Problem-based learning: Providing programming challenges and applied problems to 

students, and encouraging them to search, analyze problems, and devise effective 

programming solutions. 
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11.Faculty 

 Faculty Members 

No. Name Academic  

title 

Specialization Prerequisit

es/ Skills 

(when 

available) 

Faculty 

members 

Major minor Staff Non

- 

staff 

1 Dr. Tawfeeq 

Abdulkhaliq 

Abdulridha Al- Asadi  

Prof. Computer 

sciences 

Image 

processing 

 Staff  

2 Dr. Israa Hadi Ali 

Hassan Al- Shammari  

Prof. Computer 

sciences 
Multi Media 

and Data 

Mining 

 Staff  

D. Diagnostic evaluation: Using various evaluation methods, such as written tests, 

practical projects, and peer evaluation, to estimate students’ progress and understand 

the extent to which they have achieved the learning objectives. 

E. Strengthening the link between theory and practice: organizing lessons so that students 

can understand theories and programming concepts and apply them in practical 
projects and solve programming puzzles. 

F. Reinforcing interest and participation: Providing stimulating and interesting activities, 

such as programming challenges and competitions, to increase student engagement and 

enhance their desire to learn 
 

10. Assessment Methods 

A. Quizzes  

B. Homework assignments. 

C. Semester and final exams for theoretical and practical subjects. 

D. Small projects within the lesson. 

E.  Interaction within the lecture. 

F. Reports. 

G. Following up and discussing graduation projects. 

H. Reports on completion of the summer training programme. 

I. Commitment to the specified deadline for submitting the assignments and 

research papers required of the student. 
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3 Dr. Nidaa 

Abdulmuhsin Abass 

Abd Hassan Al- 

Atwani  

Prof. Computer 

sciences 
Artificial 

Intelligence 

 Staff  

4 Dr. Asaad Sabah Hadi 

Abass Al-Jubouri  

Prof. Computer 

sciences 

Artificial 

intelligence 

and Data 

Mining 

 Staff  

5 Dr. Ahmed Saleem 

Abass Al-Saffar  

Prof. Computer 

Engineerin

g 

Software and 

Network 

Engineering 

 Staff  

6 Dr. Wafaa 

Muhammad Saeed 

Hamza Al- Hameed 

Prof. Computer 

sciences 
Artificial 

Intelligence 

and Image 

Processing 

 Staff  

7 Dr. Ali Hadi Hassan 

Abbas Al-Najar  

Prof. Computer 

sciences 
Artificial 

Intelligence 

and 

Developing 

Techniques 

 Staff  

8 Dr. Khawla Kadhim 

Muhammad Radhi Al- 

Maamouri 

Asst. Prof. Law Special Law  Staff  

9. Dr. Ahmed Habib 

Saeed Al- Azzawi  

Asst. Prof. Computer 

sciences 

Artificial 

Intelligence 

and Bio 

Informaic 

 Staff  

10 Dr. Sura Zaki Naji 

Alwan Al- Rashid 

Asst. Prof. Computer 

sciences 

Artificial 

Intelligence 

and Bio 

Informatics 

 Staff  

11 Dr. Haider Kadhim 

Zughair Aswad  

Asst. Prof. Mathemati

cs 

Dynamic 

Systems and 

Data 

Encryption 

 Staff  

12 Dr. May Abdulmunim 

Salih  

Asst. Prof. Computer 

sciences 

Multi Media 

and 

Information 

Security 

 Staff  

13 Dr. Safa Saad Abbas 

Ali Al- Murib  

Asst. Prof. Computer 

sciences 

Multi Media 

and Data 

Security 

 Staff  

14 Dr. Muhannad 

Muhammad Jassim 

Al- Yasiri  

Lect. Computer 

sciences 

Artificial 

Intelligence 

and Bio 

Informatics  

 Staff  
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15 Dr. Wadhah Rzouqi 

Aboud Hassan Baai  

Lect. Computer 

sciences 
Information 

Systems and 

Multi Media 

 Staff  

16 Dr. Hazim Jalil 

Hassan Mhesin Abu  

Rageef  

Lect. Computer 

sciences 
Network and 

Artificial 

Intelligence 

and  

 Staff  

17 Dr. Iman Kadhim 

Abbood 

Lect. Computer 

sciences 

Multimedia  Staff  

18 Dr. Ruaa Safaa 

Hussein Muhammad 

Shubbar  

Lect. Computer 

Engineerin

g 

Networks  Staff  

19 Mazin Kadhim 

Hameed Ali Al- 

Mansouri  

Lect. Computer 

sciences 

Wireless 

Sensor 

Network 

 Staff  

20 Dr. Hiba Muhammad 

Jaafar  

Lect. Computer 

sciences 
Information  

Security 

 Staff  

21 Firyal Jasim Abd 

Razzaq Al-Hmeadawi 

Lect. Computer 

sciences 

Data Security 

and Data 

Mining 

 Staff  

22 Dr. Muhammad Jawad 

Kadhim Al-Janabi  

Lect. Computer 

sciences 

Data Security   Staff  

23 Dr. Hawraa Sharif 

Hamzah Hassan Al- 

Murshidi  

Lect. Computer 

sciences 

Machine 
Learning 

 Staff  

24 Dr, Sura Jasim 

Muhammad 

Abdulameer Alhajjaj  

Lect. Informatio

n 

Technolog

y 

Data Mining  Staff  

25 Dr. Hussein Ali 

Ismael  

Lect. Informatio

n 

Technolog

y 

Artificial 

Intelligence 

 Staff  

26 Dr. Ameer Al Haq 

Adil Sahib Ali  

Lect. Informatio

n 

Technolog

y 

Artificial 

Intelligence 

 Staff  

27 Dr. Raed Ghazi 

Hameed Al-Azzawi  

Lect. Computer 

sciences 

Data Mining  Staff  

28 Hawraa Abduikadhim 

Hassan Al-Hay 

Lect. Computer 

sciences 

Information 

Networks 

 Staff  

29 Zahraa Adnan Fadhil 

Al- Murib 

Lect. English Linguistics  Staff  

30 
Zainab Abdullah 

Jasim Muhammad 

Asst. Lect. Computer 

Sciences 

Data Security 
 

Staff  
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Jaafar 

31 Duaa Aed Muhammad Asst. Lect. Informatio

n 

Technolog

y 

Networks  Staff  

32 Sara Abdulridha Abd 

Muhajhaj 

Asst. Lect. Informatio

n 

Technolog

y 

Multi Media  Staff  

33 
Zahraa Mazin Bahlul 

Asst. Lect. Informatio

n 

Technolog

y 

Information 

Networks  
Staff  

34 
Abrar Saad Khadhim 

Asst. Lect. Informatio

n 

Technolog

y 

Information 

Networks  
Staff  

35 
Rajaa Mahmoud 

Kareem 

Asst. Lect. Informatio

n 

Technolog

y 

Information 

Networks  
Staff  

Total :35 

 
Professional Development 

 Guidance for New Faculty Members 

a. Ensure a thorough understanding of the curricula and materials you will be teaching, and 

familiarize yourself with the available curricula and educational resources. 

b. Build positive relationships with students. 

c. Communicate with faculty members by establishing respectful and cooperative relationships, 

and be prepared to exchange ideas and experiences. 

d. Develop teaching skills and use diverse and effective teaching methods to capture students’ 

attention and enhance their engagement and understanding. 

e. Prepare lessons thoroughly; strive to be well-prepared for each class through careful planning, 

and ensure that all necessary resources are available to students. 

f. Keep up with technological advancements. 

g. Ensure adherence to academic ethics and university regulations, and promote academic 

integrity among students. 

h. Engage in continuous research and development by updating your knowledge and skills 

through reading, research, and participation in professional development programs. 

i. Be open to receiving feedback and evaluation from students, colleagues, and supervisors, and 

use it as an opportunity for improvement and continuous growth. 
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Professional Development for Faculty Members 

The professional development of faculty members in the Software Department, College of 

Information Technology, University of Babylon, is considered an essential part of the 

department’s strategy to enhance the quality of education, research, and community service. The 

following are some key aspects of faculty professional development in the Software Department: 

a. Training and Workshops: The college organizes workshops and training courses for faculty 

members to update their skills and knowledge with the latest technologies and software 

development tools. 

b. Participation in Conferences and Seminars: Faculty members are encouraged to participate 

in local and international scientific conferences and seminars to exchange experiences and ideas, 

and to expand their academic and professional networks. 

c. Scientific Research: Providing support and encouragement for faculty members to engage in 

scientific research and publish their findings in peer-reviewed journals. 

d. Periodic Evaluation: Conducting regular evaluations of faculty performance and providing 

feedback and guidance to improve performance and develop skills. 

e. Mentorship and Guidance: Offering mentoring programs and individualized support to assist 

faculty members in achieving their professional and academic goals. 

f. Active and Interactive Learning: Promoting active and interactive teaching methods that 

involve student participation in learning processes and encourage inquiry and research. 

g. Technological Development: Providing technical and technological support for faculty 

members to learn and utilize modern technologies in teaching and research. 

 

 

13.  Admission Standard 

Morning study admission (central admission): 

     Students are accepted according to the criteria mentioned in the Student Affairs 

Procedures Manual and admission controls and conditions for the academic year (2024-

2025). 

  Evening study acceptance: 

1. Acceptance of all high school graduates in biology, applied sciences, and 

occupational studies (computers). 

2. A Grade Point Average of no less than 62. 

3. Tuition Fee: one million and a half  is paid in installments. 

4. Applying through the application link and fill out the required form before the 

deadline. 
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14. Sources of Information about the Programme 

Ministry of Higher Education and Scientific Research 

 College of Science Councils 

Website of the College of Information Technology 

15.  Programme Development Plan 

a. Conduct a comprehensive evaluation of the current program, including an analysis of 

curricula, course materials, and supplementary resources. Collect feedback from students, 

graduates, and faculty members regarding strengths, weaknesses, and challenges. Assess labour 

market needs and technological advancements to update curricula and course materials. 

b. Redesign the curricula to align with labour market requirements and modern technological 

developments. Incorporate specialized courses that reflect emerging technologies and tools in 

programming and software development. Diversify and enhance teaching methods to 

encourage student interaction and active participation. 

c. Offer training programs and workshops to strengthen students’ skills in programming and 

software development. Provide opportunities for applied learning through practical projects and 

hands-on experiences. Enhance academic advising and student support. 

d. Establish mechanisms for evaluating the programme’s sustainability and its achievement of 

defined objectives. Conduct student satisfaction surveys and alumni feedback surveys to assess 

the quality of the academic experience. Introduce mechanisms for continuous feedback and 

ongoing programme adjustments in response to market demands and student expectations. 

e. Carefully implement the plan and initiatives according to the specified timeline. Regularly 

monitor and evaluate programme performance to ensure desired outcomes. Adapt and 

continuously improve the program in accordance with changes in the academic environment, 

labour market, and student aspirations. 
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Curriculum Skills Map 

Required Learning Outcomes of the Programme 
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Course 
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Knowledge objectives Values 

A
1
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2
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3
 

A
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A
5
 

B
1
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3
 

B
4
 

C
1
 

C
2
 

C
3
 

F
irst Y

ea
r –

 F
irst a

n
d

 S
eco

n
d

 C
o
u

r
se

 

ItSWCO100101

(2+2) 
Computer 

skills I Core *   *     *  *  

ItSw100202(2+3

) 

Programmin

g 

Fundamenta

l I 

Core  *   * * *   *  * 

ItSwCa100303(

3+0) Calculus I Core  *   *  *   *   

ItSwCa100404(

3+0) 
Discrete 

Structure I Core  *     *   *   

ItSwCa100505(

2+2) Digital Logic Core    *   *   *   

ItSwCa100606(

1+0) 
Arabic 

Language Core          *  * 

ItSwCa100707(

1+0) 
Human 

Right Core          *   

ItSWCO100808

(2+2) 
Computer 

skills II Core *   *     *  * * 

ItSw100909(2+3

) 

Programmin

g 

Fundamenta

l II 

Core  *   * * *    *  

ItSwCa101010(

3+0) Calculus II Core  *   *  *   *   

ItSwCa101111(

3+0) 
Discrete 

Structure II Core  *     *   *   

ItSwCa101212(

2+2) 
Computer 

Organization Core *   *    *   *  

ItSwCa101313(

1+0) 
Arabic 

Language II Core            * 

 
ItSwCa101414(

2+0) 
English I             * 
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irst a
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 S
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n
d

 C
o
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ItSwCt201501(3+

0) 
Computation 

Theory I Core  *     *    *  

ItSwDb201602(2

+2) 
Concepts of 

Data base I Core  *   * * *    * * 

ItSwOo201703(2

+2) 
Object 

Oriented 

Programming 

I 

Core  

* 

  

* * *   

 

*  

ItSwNm201804(2

+2) 
Linear 

Algebra Core  *     *      

ItSwCs201905(1

+0) 
Communicati

on skills Core             

ItSwMi202007(2

+2) 

 

Microprocess

ors Core  
* 

  
   *  

 
* * 

ItSwEl202108(2+

0) 

Baath Regime 

Crimes 
Core          *   

ItSwEl202209(2+

0) 

English 

Language 
Core            * 

ItSwCt202308(3+

0) 
Computatio

n Theory II 
Core  *     *    *  

ItSwDb202409(2

+2) 
Concepts of 

Data Base II 
Core  *   * * *    *  

ItSwOo202510(2

+2) 
Object 

Oriented 

Programmin

g II 

Core  

* 

  

* * *   

 

*  

ItSwDs202611(2

+2) 
Data 

Structure 
Core  *    * *    *  

ItSwPs202712(2+

2) 
Probability 

and statistics 
Core  *     *    * * 

ItSwCg302813(2

+2) 
Computer 

Graphics 
Core  *       *  * * 

ItSwEl202915(2+

0) 
Freedom 

and 

Democracy 
Core     

    
 *   
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ItSwCo302901(2

+2) 

Compilers I 
Core 

*    *  *   *   

ItSwCa303002(3

+0) 

Computer 

Architectur

e 

Core 
*   *     * *   

ItSwAd303103(2

+2 

Algorithm 

Design and 

Analysis 

Core 
 *   *  *    *  

ItSwSe303204(3

+0) 

Software 

Engineering 
Core 

* *  *     *  * * 

ItSwAi303305(2

+2) 

Artificial 

Intelligence 
Core   * *    *   *  

ItSwWd303406(

2+2) 

Web Design 

and 

Programmi

ng 

Core 

  *      * *   

ItSwCo303507(2

+2) 

Compilers 

II 
Core 

*    *  *   *   

ItSwWa303608(

2+2) 

Web Design 

and 

Programmi

ng 

Core 

  *      * *   

ItSwIp303709(2

+2) 

Image 

Processing 
Core 

*    *   *  *   

ItSwHc303810(3

+0) 

Human 

Computer 

Interaction 

Core 
*   *    * *  * * 

ItSwMl303911(2

+2) 

Machine 

Learning 
Core  * *     *   *  

ItSwSe304012(2

+2) 

Software 

Engineering 

with Team 

Project 

Core 

 *   * *   * * * * 

ItSwEl304113(2

+0) 
English III Core            * 
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ItSwOs404201(2

+2) 

Concepts 

of 

Operating 

Systems I 

Core * *     *    *  

ItSwCn404302(2

+2) 
Computer 

Networks 
Core   *     *   *  

ItSwCs404403(2

+2) 
Computin

g Security 
Core * *     *   *   

ItSwMc404504(

2+2) 

Mobile 

Computati

on 

Programm

ing 

Core  *  * *   *    * 

ItSwOr404605(3

+0) 
Operation 

research 
Core    * *  *    *  

ItSwPr404706(0

+4) 
Project Core    * * * * *  * *  

ItSwOs404807(2

+2) 

Concepts 

of 

Operating 

Systems II 

Core * *     *    *  

ItSwGd404908(

2+2) 

Game 

Programm

ing and 

Design 

Core  *  * *   * * *  * 

ItSwla405009(2

+2) 

Cloud 

Computin

g 

Core  *  *    *   *  

ItSwNs405110(2

+2) 

Computin

g Security 

II 

Core * *     *   *   

ItSwWms40521

1(3+0) 

Modeling 

and 

Simulation 

Core *   *   *   *   

ItSwE1405312(2

+0) 
English IV Core            * 

ItSwPr405413(0

+4) 
Project Core    * * * * *  * *  
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University of Babylon 1. The Educational Institution 

Department of Software 2. University Department / Center 

Programming Fundamentals II  

 
3. Course Name / Code  

Bachelor 4. Name of Academic programme: 

Weekly 5. Available Attendance Modes 

Semester / Year: Course 6. Semester / Year 

60 7. Total Credit Hours 

29/6/2022 8. Date of Preparing this Description 

9. Course Objectives 

This course aims to: 

1. Demonstrate the use of one-dimensional arrays. 

2. Implement several different ways of dealing with one-dimensional arrays. 

3. Demonstrate the use of two-dimensional arrays. 

4. Implement several different ways of dealing with two-dimensional arrays. 

5. Introduce the construction of methods in Java. 

6. Discuss the ways of calling methods in Java and deal with methods parameters.   

7. Build a list in Java and learn how to deal with different concepts of pointers in Java  
 

This course introduces the fundamental concepts of structured programming and provides a 

comprehensive introduction to programming for computer science and technology majors. Topics 

include one dimensional arrays, two dimensional arrays, methods, and pointers in Java. 

Course Description 

Department of Software / College of Information Technology 
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10. Learning Outcomes and Methods of Teaching, Learning, and Assessment 

Upon completion of this course, the student should be able to: 

1 - Define the key terms of arrays. 

2 - Classify the ways of dealing with arrays. 

3 - Learn building one and two-dimensional arrays. 

4 - Learn different concepts of methods in Java. 

5 - Learn how to build methods in Java and how to deal with parameters. 

6 - Learn the concept of lists and pointers in Java. 

B. Subject-Specific Skills 

This course will provide the ability for Computer Science students to analyze and convert 

every problem into diagram, algorithm, and then into Java code program. 

12.  Assessment Methods 

1. Active participation,  

2. Online participation 

3. Homework assignments,  

4. Attendance, quizzes , 

5. Seminars  

6. Middle Exams. 

7. Practical Exams. 

8. Final exam. 

 

13. Course Structure  

Assessment 

Methods 

Teaching 

Method 

Name of the Unit 

/ Course or Topic 

Intended 

Learning 

Outcomes 

Intended 

Learning 

Outcomes 

First Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

One 

dimensional 

arrays I 

Key concepts 4 
Second Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
One 

dimensional 

arrays II 

Implementing 

one 

dimensional 

arrays 

4 
Third Week  

Quiz and Practical 

projects 

Theoretical 

and Practical 
One 

dimensional 

Examples of 

different 
4 Fourth 

Week 



 
 
 
 

17 
 

  

 

 

 

 

arrays III programs 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Two 

dimensional 

arrays I 

Key concepts 4 Fifth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Two 

dimensional 

arrays II 

Implementing 

one 

dimensional 

arrays 

4 Sixth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Exam I Exam I 4 Seventh 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Two 

dimensional 

arrays III 

Examples of 

different 

programs 

4 Eighth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Methods I Key concepts 4 Ninth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Methods III 

Implementing 

methods 
4 Tenth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical Methods III 

Examples of 

different 

methods 

4 Eleventh 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Pointers I Key concepts 4 Twelfth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Pointers III 

Examples of 

pointers 
4 Thirteenth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Course review 

Course 

review 
4 Fourteenth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Pointers III 

Examples of 

pointers 
4 Fifteenth 

Week 
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10. Infrastructure  

 Core Java Volume I – Fundamentals (11th Edition), 

Author – Cay S. Horstmann, Publisher – Prentice 

Hall 

• Java: A Beginner’s Guide, Author – Herbert 

Schildt, Edition – 8th, Publisher – McGraw-Hill 

Education 

• www.w3school.com 

Required Readings: 

 Textbook 

 Internet 

 Follow the College 

Website 

 

 Internet Courses 

 YouTube Lessons 

 Cpp.sh page 

 Stackoverflow site 

Special Requirements 
(including, for example, 

workshops, journals, software, 

and websites) 

 

 

Social Services (including, for 

example, guest lectures, 

professional training, and field 

studies) 
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Human rights are fundamental standards without which people cannot live with dignity as human 

beings. They are the basis of freedom, justice, and equality, and respecting these principles leads to the 

full development of the individual and society. The term “human” refers to every individual of the 

human species (male or female). Therefore, God’s message in most holy books and philosophies is 

directed to all people regarding the respect for human life and dignity. The importance of studying 

human rights can be summarized as follows: 

1. The human is the universe, and the mind is its core. 

2. Establishing principles of dignity, humanity, freedom, and peace. 

3. Building humane societies with free, independent administrations, away from tyranny, injustice, and 

oppression. 

4. Allowing individuals to exercise their basic rights within a framework of justice. 

5. Authority derives from the people; thus, one cannot deny the rights of the true owner, which is the 

people. 

6. Studying and educating about human rights clarifies them, leaving no room for political tyranny and 

dictatorships, while promoting transparency, openness to civilizational development, and 

engagement with all human-centered studies. 

Characteristics of Human Rights: The main characteristics of human rights are as follows: 

1. Human rights cannot be bought, acquired, or inherited; they simply belong to people because they 

are human and are inherent in every individual. 

2. Human rights are equal for all humans, regardless of race, gender, religion, political opinion, or 

national or social origin. We are all born free and equal in dignity and rights; human rights are 

universal. 

3. Human rights cannot be taken away; no one has the right to deprive another of their rights. They are 

fixed and inalienable. 

4. To live with dignity, all people have the right to freedom, security, and an adequate standard of 

living; human rights are indivisible. 

Concept of Human Rights 

When discussing human rights, it is necessary to refer to key documents, especially the Universal Declaration of 

Human Rights, issued by the United Nations General Assembly on December 10, 1948. This declaration is the 

main source of ideas about human rights and fundamental freedoms in the modern era. Accordingly, the United 

Nations defines human rights as: "Global legal guarantees that protect individuals and groups from actions that 

interfere with the enjoyment of fundamental freedoms and human dignity." 

Course 

Description 

Department of Software / College of Information Technology 
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University of Babylon 1. The Educational Institution 

Software Department   2. University Department / Center 

Freedom and Democracy 3. Course Name / Code 

Bachelor 4. Name of Academic programme: 

Weekly 5. Available Attendance Modes 

Semester-based 6. Semester / Year 

55 7. Total Credit Hours 

29/6/2022 8. Date of Preparing this Description  

9. Course Objectives 

They are considered guarantees that address every aspect of human life and interaction. Among the 

rights guaranteed to all human beings, which must be recognized, are the following: 

 The right to life, which includes the right to exercise certain personal freedoms such as freedom of 

movement, the use of one’s talents, and the organization of one’s way of living. 

 The right not to be subjected to torture, ill-treatment, cruel, inhuman, or degrading punishment. 

 The right to a fair trial. 

 The right to enjoy legal protection on an equal basis with others. 

 The right to the inviolability of one’s private life, family, home, and correspondence. 

 The right to health, education, property, and contractual relations. 

 The right to form associations, freedom of speech, freedom of opinion, and participation in 

cultural life. 

 The right to vote, contribute, and participate in governance. 

 The right of the individual to secure and provide for basic needs such as food, shelter, clothing, 

and social security. 

 The right to development and to benefit from its outcomes. 

 The right to freedom of thought, conscience, and religious belief. 

 



 
 
 
 

11 
 

  

 

 

10. Learning Outcomes and Methods of Teaching, Learning, and Assessment 

A- Knowledge and Understanding 

1. The student should be able to identify and understand rights and freedoms. 

2. The student should be able to identify and understand the guarantees of human rights. 

3. The student should be able to identify and understand the fundamental rights inherent to 

the human person, which cannot be waived. 

4. The student should be able to identify and understand the concept of rights and the 

meaning of a right. 

B - Subject-Specific Skills 

1. The student should be able to defend his/her rights. 

2. The student should be able to understand the rights that cannot be waived and 

recognize the guarantees of those rights. 

 

11. Teaching and Learning Methods 

1. Using e-learning by creating online classes for students, delivering and discussing 

lectures through the Meet program, and then uploading the lecture in Word and PDF 

formats. 

2. Assigning students to prepare reports on the course topics. 

3.  Preparing questions and answers by students related to the lecture. 

12. Assessment Methods  

1. Discussion 

2. Interaction between the instructor and students through questions 

3. Quiz (short/quick test) 

Course Structure 

Assessment 

Method 

Teaching 

Method 

Name of the Unit / 

Course or Topic 

Intended 

Learning 

Outcomes 

Hours Week 

 

Theoretical Meaning of 

Democracy 

 

5 First Week 

 

Theoretical The Historical 

Development of the 

Concept of 

Democracy 

 

5 
Second Week 



 
 
 
 

17 
 

  

 

 

 

 

 

Theoretical Democracy in 

Western Societies 

 5 
Third Week 

 

Theoretical Democracy in 

Eastern Societies 

 
5 

Fourth Week 

 

Theoretical Definition of 

Democracy 

 
5 

Fifth Week 

 

Theoretical The Relationship 

Between Individual 

Rights, Public 

Freedoms, and 

Democracy 

 

5 
Sixth Week 

 

Theoretical Forms of 

Democracy 

 5 
Seventh Week 

 
Theoretical Direct Democracy  5 

Eighth Week 

 

Theoretical Representative 

Democracy 

 
5 

Ninth Week 

 

Theoretical Conditions and 

Elements of a 

Democratic System 

 
5 

Tenth Week 

 

Theoretical Components and 

Elements of 

Democracy 

 

5 Eleventh 

Week 

 

Theoretical The Concept of 

Election 

 
5 

Twelfth Week 

 

Theoretical Election 

Requirements 

 
5 Thirteenth 

Week 

 

Theoretical Legal Adaptation of 

Elections 

 
5 Fourteenth 

Week 

 

Theoretical Types of Electoral 

Systems 

 
5 Fifteenth 

Week 



 
 
 
 

17 
 

  

 

 

 

 

 

 

This is the second course in the introductory programming sequence. Building upon basic 

programming skills in C++ from fundamentals of programming, this course focuses on the 

design and analysis of larger, more complex programs using the industry-leading language, 

Java  .  

University of Babylon 1. The Educational Institution 

Software Department 2. University Department / Center  

oriented programming II- ItSwOo201703(2+3) 3. Course Name / Code Object- 

Bachelor 4. Programs in Which It Is Included 

Weekly 5. Available Attendance Modes 

Semester   6. Semester  / Year 

60 7. Total Credit Hours 

6/6/2022 8. Date of Preparing this Description 

Course Objectives 

The specific goals of this course are: 

• To know and use basic Java programming constructs for object-oriented problem solving 

(e.g., classes, polymorphism, inheritance, interfaces) 

• To be able to design and implement a Java program to model a real-world system, and 

subsequently analyse its behavior. 

• To develop programming skills that can serve as a foundation for further study in Software. 

 

Course 

Description 

Department of Software / College of Information Technology 
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11. Learning Outcomes and Methods of Teaching, Learning, and Assessment 

A- Knowledge and Understanding 
1- Learn the concepts of object-oriented programming 

2- Use Java language as an example of languages which applies  these concepts. 

Apply these concepts to solve real world problems 

  B. Subject-Specific Skills 

1. Develop programming skills that can serve as a foundation for further study in 

software development. 

2. Use Java programming constructs  for object-oriented problem solving. 

12. Teaching and Learning Methods 

1. Lecturing 

2. Classroom discussion 

3. Demonstrating 

 

13. Assessment Methods 

1- Daily quizzes/exercises 

2- Programming assignment 

3- Two midterm tests 

4- Final exam 

 

C- Thinking Skills 

1- Problem solving 

2- Evaluate ideas and make right decisions 

3- Logical thinking 

 

D - General and Transferable Skills (Other Skills Related to Employability and 

Personal Development) 

1- Time management skills 

2- Problem solving skills 

3- Communication skills 

4- Ability to accept and learn from criticism 



 
 
 
 

77 
 

  

 

 

14. Course Structure 

Assessment 

Method 

Teaching 

Method 

Intended 

Learning 

Outcomes 

Name of the Unit / 

Course or Topic 
Hours Week 

Exercises Lecturing 
Remember 

Course overview 

 
4 First Week 

Exercises Lecturing 
Understand 

Using library 

classes to 

implement some 

more advanced 

functionality 

4 Second Week 

Quizzes and 

exercises 

Lecturing and 

demonstrating 

Understand 

& apply 

Further library 

classes – Set and 

map . 

4 Third Week 

Quizzes and 

exercises 

Lecturing and 

demonstrating 

Understand 

& apply 

Improving structure 

with inheritance 4 Fourth Week 

Programming 

assignment 

Lecturing and 

demonstrating 

Understand 

and apply 

More about 

inheritance - 

Exploring 

polymorphism 

4 Fifth Week 

Quizzes and 

exercises 

Lecturing 

demonstrating 
Create 

Further abstraction 

techniques- 

Abstract classes 

4 Sixth Week 

Written exam 
 

--------- 
------- 1

st
  exam 4 Seventh Week 

Quizzes and 

exercises 

Lecturing and 

demonstrating 
Remember 

Further abstraction 

techniques- 

interfaces 

4 Eighth Week 

Quizzes and 

exercises 

Lecturing and 

demonstrating 
Create 

Building Graphical 

User Interfaces 1 4 Ninth Week 

Exercises 
Lecturing 

demonstrating 

Understand 

& apply 

Building Graphical 

User Interfaces 2 4 Tenth Week 



 
 
 
 

77 
 

  

 

 

 

 

15. Infrastructure 

 Objects First with Java, 5th 

edition, David Barnes and Michael 

Kolling, Prentice Hall, 2012. 

 Java Concepts, 6th edition, Cay 

Horstmann, John Wiley & Sons, 

2010. 

 

Required Readings: 

 Textbook 

 Internet 

Following the College Website 

Using online tools for writing and 

running java code in a friendly 

interactive manner. 

Special Requirements (including, for example, workshops, 
journals, software, and websites) 

 
Social Services (including, for example, guest lectures, 

professional training, and field studies) 

  

 

 

 

Quizzes and 

exercises 

Lecturing 

demonstrating 

Analysis & 

evaluate 

Designing classes - 

cohesion and 

coupling 

4 Eleventh Week 

Written exam 
 

--------- 
------- 2

nd
  exam 

4 Twelfth Week 

Programming 

assignment 

Lecturing 

demonstrating 

Understand 

& apply 

Well-behaved 

objects 4 
Thirteenth 

Week 

Exercises 
Lecturing 

demonstrating 

Analysis & 

evaluate 

File – based 

input/output 4 
Fourteenth 

Week 

Exercises Lecturing 
Remember Revision week 4 Fifteenth Week 



 
 
 
 

77 
 

  

 

 

 

 

 

The Course Description provides a concise summary of the main features of the course and 
the expected learning outcomes that the student is anticipated to achieve, demonstrating 
whether the student has maximized the available learning opportunities. It is essential to link 
this description with the program description. 

University of Babylon The Educational Institution  

Software Department University Department / Center  

COTH201 Course Name / Code  

Bachelor Programs in Which It Is Included 

Weekly Available Attendance Modes 

Semester Semester / Year 

44 Total Credit Hours 

10/12/2014 Date of Preparing this Description 

11. Course Objectives 

1. Memorize the Introductory to the Computational theory and Automata Languages. 

2. Describe the basics of Set Notation. 

3. Convert and system model to the BNF- Notation and to the Syntax Chart 

4. develop the Equivalent Grammar, Type of Grammars, Context Sensitive Grammar 

5. Determine the Context Free Grammar, Useless Symbols 

6. Design models in Chomsky Normal Form CNF 

7. Design models in Greibach Normal Form GNF 

8. Remember Regular Grammars LEFT, RIGHT linear 

9. Synthesize Finite State Automata with specific properties. 

10. Discuss Non determinism NFA 

Course Description 

Department of Software / College of Information Technology 
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11. Perform the Equivalent NFA with DFA 

12. Perform the Equivalent DFA with Regular Grammar 

13. Perform Equivalence Regular Grammar with NFA 

14. Convert FA with and without Empty moves 

15. Convert Equivalence NFA with and without Empty moves 

16. Discuss Regular Expressions. 

17. Analyze Equivalence of FA and Regular Expression 

18. Convert between Tow Way FA's. 

19. Use Turing Machines  

20. Design Turing Machines  

21. Analyze Turing Machines  

 

10. Learning Outcomes and Methods of Teaching, Learning, and Assessment  

A- Knowledge and Understanding 
1- The student should understand the fundamental concepts of computational theory. 

2- The student should gain an overview of the topics that will be studied in the upcoming 

weeks. 

3- The student should review previously studied material related to computational theory. 

B - Subject-Specific Skills 
1 – Enable the student to think critically and predict appropriate solutions for any topic during 

its explanation. 

2 – Provide the student with the opportunity to express their opinion on the topic. 

11. Methods of Teaching and Learning 

1-  Lecture Delivery Method 

2- Discussion. 

3- Team Project  

4- Interaction between the lecturer and the students by questions. 

5- Modeling exam. 

6- Learning Technologies on Campus  . 

7- Experiential Learning  Application Learning. 

 



 
 
 
 

77 
 

  

 

 

 

13. Course Structure 
 

Assessment 

Method 

Teaching 

Method 

Name of the Unit / 

Course or Topic 

Intended 

Learning 

Outcomes 

Hours Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

INTRODUCTION 

TO 

COMPUTATION 

THEORY & SET 

THEORY:(set, 

string, alphabets and 

language). 

Basic 

Principles 

and General 

Review 

3 First Week 

Asking questions to 

students and giving 

immediate 

feedback 

Explaining 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

LANGUAGES:(The 

Chomsky hierarchy 

of language ,The 

regular grammars 

and regular 

language, pumping 

lemma on regular 

languages ,closure 

properties of regular 

sets 

Languages 

and Regular 

Grammars 

3 Second Week 

12. Assessment Methods 

1. Asking direct questions to students. 

2. Providing immediate feedback to students who participate in answering questions. 

C. Thinking Skills 
1. Presenting multiple answers to a single question to encourage the student to think and 

identify the correct answer. 

2. Asking a specific question and requiring the student to think through the answer rather than 

respond immediately. 



 
 
 
 

77 
 

  

 

 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Finite state 

Automata 

Finite 

Automata 
3 Third Week  

Asking questions to 

students and giving 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

D. Finite state 

Automata 

Finite 

Automata 
3 Fourth Week 

Asking students 

questions and 

providing 

immediate 

feedback 

Explaining 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Nondeterministic 

FSA 

(The Moore and 

Meal Machine) 

Non-

deterministic 

Automata 

3 Fifth Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Regular Expressions 
Regular 

Expression 
3 Sixth Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Converting Regular 

expression into FSA  

and equivalence 

between D. Finite 

state Automata and 

Nondeterministic 

FSA 

Converting a 

regular 

expression 

to a finite 

automaton 

and 

converting a 

non-

deterministic 

automaton 

to a 

deterministic 

one 

3 
Seventh 

Week 



 
 
 
 

71 
 

  

 

 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Formal languages, 

pumping lemma on 

regular languages 

Formal 

Languages 
3 Eighth Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Syntax charts 

BNF notation 

Diagrams 

and BNF 

Notation–  

 3 

Ninth Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Grammars and The 

ambiguous context 

free grammars. 

Ambiguous 

and Context-

Free 

Grammars 

3 Tenth Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Chomsky Normal 

form 

Languages in 
General 

Chomsky 

Normal 

3 
Eleventh 

Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Greibach Normal 

form 

Languages in 
General 

Greibach 

Normal 

3 
Twelfth 

Week 



 
 
 
 

77 
 

  

 

 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

Kleene Theorem 
Theory  

Kleene 
3 

Thirteenth 

Week 

Asking questions to 

students and 

providing 

immediate 

feedback 

Delivering 

lectures on the 

screen and board, 

and uploading the 

lecture to the 

official college 

website and the 

Moodle platform 

TURING 

MACHINE 

TURING 

MACHINE 
3 

Fifteenth 

Week 

 

 

13. Infrastructure 

1. Daniel I. A. Cohen. Introduction to Computer 

Theory.  2nd ed .Wiley. 1996. ISBN-10: 

0471137723 . 
2. Sipser, Michael. Introduction to the Theory of 

Computation. 2nd ed. Boston, MA: Course 

Technology, 2006. ISBN: 0534950973. 

3. Martin, John. Introduction to Languages and 

the Theory of Computation. New York, NY: 

McGraw Hill, 2002. ISBN: 0072322004. 

4. Kozen, Dexter Automata and Computability 

.New York ,NY:Springer 

Verlag,1999.ISBN:0387949070.  

 

Required Readings: 

 Core Lectures 

 Textbooks 

 Others 

 

 Special Requirements 

  Social Services 

 

http://www-math.mit.edu/~sipser/book.html
http://www-math.mit.edu/~sipser/book.html
http://www.amazon.com/exec/obidos/ASIN/0072322004/ref=nosim/mitopencourse-20
http://www.amazon.com/exec/obidos/ASIN/0072322004/ref=nosim/mitopencourse-20
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University of Babylon  
1. The Educational Institution 

Software Department  
2. University Department / Center 

Web Application  
3. Course Name / Code 

Bachelor  
4. 4 . Programs that include 

Weekly  
5. Available Attendance Modes 

quarterly  
6. Semester / Year 

60  
7. Total Credit Hours 

26/6/2022 
8. Date of Preparing this Description 

9. Course objectives. 

1. Design Responsive UI using Html, CSS and Bootstrap. 

2. Develop secure web application based on user roles. 

3. Develop performance based web applications using caching and Ajax calls. 

4. Create REST Service using Web API. 

5. Handle Errors in ASP.NET Core. 

6. Implement Repository, Unit of Work and Dependency Injection Design Pattern. 

7. Write and Debug Unit Test cases using xUnit, MS Test, Moq. 

In this course, the student will learn how to build and develop a web application using many 

technologies like CSS, JavaScript, C#, SQL Server and ASP.Net Core. 

Farther more, the course will guide the students to find and protect weakness in web applications in 

addition to the learning of the hosting techniques and remote access using different methods. 

Course 

Description 

Department of Software / College of Information Technology 
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10. Learning Outcomes and Methods of Teaching, Learning, and Assessment 

On successful completion of the module, students at will be able to: 

a. Know the main idea about the web application 

b. Understand how the applications run over the web 

c. Learn how to protect data over web. 

d. Learn how to host applications 

e. Learn how to remote access those applications  

11. Teaching and learning methods 

1- Electronic Lectures  by using MS-PowerPoint. 

2- Discussion.  

3- Practical training . 

4- Interaction between the lecturer and the students by questions. 

5- Classroom or Moodle. 

6- Quizzes. 

12.  Assessment Methods 

1. Active participation,  

2. Homework assignments,  

3. Attendance, quizzes , 

4. Seminars  

5. Middle Exams. 

6. Practical Exams. 

7. Final exam. 

8. E-Learning using Moodle or Google Classroom . 



 
 
 
 

77 
 

  

 

 

13. Course Structure 

Evaluation 

method 

Teaching 

Method 

Name of the Unit 

/ Course or 

Topic 

Intended 

Learning 

Outcomes 
Hours Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical Introduction 

Knowing 4 

First Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical CSS 

Understanding 4 

Second Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical JavaScript 

Understanding 4 

Third Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical 
Introduction to 

ASP.NET Core 

Understanding 4 

Fourth Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical 
Controllers& 

Action Methods 

Understanding 4 

Fifth Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical 
Views and 

Helpers 

Skills 4 

Sixth Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical Model Binding 

Skills 4 

Seventh 

Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical First Exam 

Skills 4 

Eighth Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical 
Validations & 

Data Annotations 

Skills 4 

Ninth Week 



 
 
 
 

77 
 

  

 

 

 

 

Quiz and 

Practical 

projects 

Theoretical and 

practical 
State management 

Techniques 

understanding 4 

Tenth Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical Security 

Understanding  4 

Eleventh 

Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical MVC and Entity 

Framework Core 

Knowing and  

Understanding 

and  Skills 

4 

Twelfth 

Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical ASP.NET Core –

Web Caching 

Knowing and  

Understanding 

and  Skills 

4 
Thirteent

h Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical Module 

Development 

Knowing and  

Understanding 

and  Skills 

4 

Fifteenth 

Week 

Quiz and 

Practical 

projects 

Theoretical and 

practical Second Exam 
skills 4 Fifteenth 

Week 

14. Infrastructure 

Required readings: 
 The prescribed textbook 
 The Internet 
 Follow the college 

website Moodle 

1. Creating ASP.NET Core Web Applications: Proven 

Approaches to Application Design and Development 

1st ed. Edition by Dirk Strauss   

2. Learning ASP.NET Core 2.0: Build modern web apps 

with ASP.NET Core 2.0, MVC, and EF Core 2 by 

Jason De Oliveira, Michel Bruchet   

 
Special requirements (including, for example, 
workshops, periodicals, software, and websites) 

 
 Social services (including, for example, guest ا
lectures, vocational training, and field studies) 



 
 
 
 

77 
 

  

 

 

 

 

 

 

University of Babylon 
1. The Educational Institution  

Software Department 
2. University Department / Center  

Machine Learning 
3. Course Name / Code  

Bachelor 
4. .Programs that include Week  

Weekly 
5. Available Attendance Modes  

Semester 
6. Semester / Year  

66 
7. Total Credit Hours  

26/6/2022 
8. Date of Preparing this Description 

9. Course objectives. 

Definition and examples of broad variety of machine learning tasks, including :classification 

• Inductive learning 

• Simple statistical-based learning, such as Naive Bayesian Classifier, decision trees 

• Machine learning (ML) is a branch of artificial intelligence (AI) that enables computers to 

self-learn and improve over time without being explicitly programmed. In short, machine 

learning algorithms are able to detect and learn from patterns in data and make their own 

predictions. 

• While artificial intelligence and machine learning are often used interchangeably, they are 

two different concepts. AI is the broader concept – machines making decisions, learning 

new skills, and solving problems in a similar way to humans – whereas machine learning is 

a subset of AI that enables intelligent systems to autonomously learn new things from data. 

 

Course 

Description 

Department of Software / College of Information Technology 



 
 
 
 

77 
 

  

 

 

• The over-fitting problem 

• Measuring classifier accuracy 

 

 

10.Learning Outcomes and Methods of Teaching, Learning, and Assessment 

On successful completion of the module, students at will be able to: 

f. Know the main idea about the machine learning 

g. Learn the idea classification 

h. Learn the clustering ideas 

i. Learn the idea for artificial  neural networks 

j. Learn the regression idea 

B- Subject-specific skills 

1- Solving the classification problems  

2- Solving the clustering problem   

3- Learn the main principles for Artificial Neural Network 

 

 

11. Teaching and Learning Methods 

1. Electronic Lectures  by using MS-PowerPoint. 

2. Discussion.  

3. Practical training . 

4. Interaction between the lecturer and the students by questions. 

5. Classroom or Moodle. 

6. e-Quizzes. 

 

12. Assessment Methods 

1. Active participation,  

2. Homework assignments,  

3. Attendance, quizzes , 

4. Seminars  

5. Middle Exams. 

6. Practical Exams. 

7. Final exam. 

8.E-Learning using Moodle or Google Classroom  



 
 
 
 

77 
 

  

 

 

13. Course Structure 

Assessment 

Method 

Teaching 

Method 

Name of the Unit / 

Course or Topic 

Intended 

Learning 

Outcomes 

Hours Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Introduction to Machine 

Learning Knowing 4 First Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Definition and    examples 

of broad variety of 

machine learning tasks 

Understanding 4 
Second Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Supervised learning Understanding 4 
Third Week  

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Learning decision trees Understanding 4 
Fourth Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

introduction to Artificial 

Neural Networks 
Understanding 4 

Fifth Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

A.N.N classifications, 

A.N.N Architecture, 

A.N.N Design 

Skills 4 
Sixth Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Activation Functions of 

A.N.N, Learning Methods 

of A.N.N 

Skills 4 Seventh 

Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Learning rules of A.N.N, 

Examples of Learning 

rules of A.N.N 

Skills 4 
Eighth Week 

 

Theoretical 

and 

Practical 

Backpropagation 

Algorithm 
Skills 4 

Ninth Week 



 
 
 
 

77 
 

  

 

 

 

14. Infrastructure  

1-Jacek Zurada ,"Introduction to Artifical Neural 

Network   system" , ,USA,2001. 

2- Ethem Alpydin , “ Introduction to Machine 

Learning” , 3
rd

 edition , 2014. 

Required Readings: 

 Textbook 

 Internet 

 Following the College Moodle Website 

 

 

Special Requirements (including, for example, 

workshops, journals, software, and websites) 

 

  

 

Social Services (including, for example, guest 

lectures, professional training, and field studies) 

 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

First Exam 
Skills 

4 
Tenth Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Classification with K-

Nearest Neighbors 

algorithm 

 

Skills 
4 Eleventh 

Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Introduction to Clustering 

Algorithms 

Knowing and  

Understanding 

and  Skills 

4 Twelfth 

Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Clustering with k-means 

algorithm 

Knowing and  

Understanding 

and  Skills 

4 
Thirteenth 

Week 

Quiz and 

Practical 

projects 

Theoretical 

and 

Practical 

Introduction to Regression 

Algorithms 

Knowing and  

Understanding 

and  Skills 

4 Fourteenth 

Week 

 

Theoretical 

and 

Practical 

Second Exam Second 

Exam 
skills 

4 Fifteenth 

Week 
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University of Babylon 
1.The Educational Institution 

Software Department 
2. University Department/Center 

Operating Systems II-- 

ItSwOs404207(2+2) 

3. Course Name / Code 

Bachelor 
4. . Programs that include  

Weekly 
5. Available Attendance Modes 

Semester 
6. Semester/Year 

66 
7. Total Credit Hours 

1/5/2022 
8. Date of Preparing this description 

9. Course Objectives 

1- Developing a description of deadlocks, which prevent sets of concurrent processes from 

completing their tasks.  

2-Presenting a number of different methods for preventing or avoiding deadlocks in a computer 

system. 

Operating systems are an essential part of any computer system. Similarly, a course on operating 

systems is an essential part of any computer-science education.  

 This module is given for students to support and strengthen their knowledge in programming 

languages, and especially in Java. Java was chosen as it is considered a platform independent and 

is widely used in the world. It supports most games, applications, mobile applications, and more. 

Our aim is to present these concepts and algorithms about deadlock, memory management and 

files. 
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3-Providing a detailed description of various ways of organizing memory hardware.  

4-Discussing various memory-management techniques, including paging and segmentation. 

10. Learning Outcomes and Methods of Teaching, Learning, and Assessment 

A. Knowledge and Understanding 

1. The student should be able to understand the meaning of deadlock. 

2. The student should be able to understand how to avoid deadlocks. 

3. The student should be able to understand how to prevent deadlocks. 

4. The student should be able to detect deadlocks. 

5. The student should be able to understand memory management. 

6. The student should be able to understand how memory paging works. 

7. The student should be able to understand how memory segmentation works. 

8. The student should be able to understand file management and security. 

Subject-Specific Skills 

1. The student should be able to implement deadlock detection, avoidance, and prevention. 

2. The student should be able to understand and apply the use of programs with multiple 

threads (multithreading). 

3. The student should be able to implement memory division through paging and 

segmentation. 

11. Teaching and Learning Methods 

1. Lectures (Present by using MS-PowerPoint) . 

2. By using board. 

3.  Delivering lectures using a projector/screen. 

4.  Using the whiteboard. 

12.  Assessment Methods 

1. Active participation,  Discussion.  

2. Interaction between the lecturer and the students by questions. 

3. Quiz and Practical projects. 

1-  

Thinking Skills 

1. Develop the student’s ability to design and enhance modern systems and interfaces 

smoothly, flexibly, and efficiently, in line with the requirements of the labor market. 
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13. Course Structure 

Assessment 

Methods 

Teaching 

Method 

Name of the 

Unit / Course 

or Topic 

Intended 

Learning 

Outcomes 

Hours Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

The deadlock 

problem 

RR cpu 

algorithm 4 First Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Methods for 

handling 

deadlocks 

continue 4 
Second Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Deadlock 

prevention 
Multithread 4 

Third Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Deadlock 

avoidance. 1 

Deadlock 

avoidance 
4 

Fourth Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Deadlock 

detection  ,  

Deadlock recovery 

Deadlock 

avoidance 
4 

Fifth Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Address 

translation: logical 

versus physical 

address space 

Safe state 4 
Sixth Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Paging Safe state 4 

Seventh Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
segmentation 

Deadlock 

detection 
4 

Eighth Week 

Quiz and Practical 

projects 
Theoretical First Exam First Exam 4 

Ninth Week 
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14. Infrastructure  

1.Operating System Concepts – 8th 

Edition, Silberschatz, Galvin and 

Gagne   2012 

2. operating system concepts with java, 

Silberschatz, Galvin and Gagne   2004 

Required Readings: 

 The prescribed textbook 

 Online resources 

 Following the college’s Moodle platform 

 

 
Special Requirements (including, for example, workshops, 

journals, software, and websites) 

 
Social Services (including, for example, guest lectures, 

professional training, and field studies) 

and Practical 

 

Theoretical 

and Practical 
Virtual memory 

Deadlock 

detection, 
4 

Tenth Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

Replacement 

policies for paging 

and segmentation 

banker’s 

algorithm 
4 

Eleventh Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Thrashing 

banker’s 

algorithm 
4 

Twelfth Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 
Second Exam 

Second 

Exam 
4 

Thirteenth 

Week 

Quiz and Practical 

projects 

Theoretical 

and Practical 

File system 

interface and 

structure 

Paging 4 Fourteenth 

Week 

 

Theoretical 

and Practical 

Access and 

protection 
Paging 4 

Fifteenth Week 
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University of Babylon  
1. The Educational Institution 

Software Department  
2. University Department / Center 

Game Programming and Design  
3. Course Name / Code 

Bachelor  
4.  .Programs that include  

Weekly  
5. Available Attendance Modes 

Semester  
6. Semester / Year 

60  
7. Total Credit Hours 

20/4/2022 
8. Date of Preparing this Description 

9. Course Objectives 

This course introduces important concepts of 3D game development and to the use of the 3D Game 

Engine Unity. Topics for the course might include unity and game programming basics, player 

movements, cameras, game design, terrain creation, character controllers, path following, steering, and  

finding, flocking, ethics in games, interfaces, and audio. It provides a strong foundation in software 

engineering, programming, and the C# language; and to work on all major aspects of developing video 

games using the Unity engine. 

 Usually video game development centers on programming and software development, and to be a game 

developer requires a high level of knowledge in a modern, object-oriented language like C#. Through 

this course, students will learn programming by working on games, and will learn to write code to run 

every part of their game, from physics to AI to game servers 

Course 

Description 
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will work on nearly all aspects of game design and production: storyboarding, level design, texturing & 

materials, programming, terrain, physics, animation, 2D & 3D rendering, and user interface, among 

others. Students will learn the Unity game engine and the C# programming language, and create 

multiple games for their portfolio. Other topics may be introduced, for instance shader generation, game 

server development, VR, and other advanced topics. 

10. Learning Outcomes and Methods of Teaching, Learning, and Assessment 

A. Knowledge and Understanding 

1. Think like a game designer 

2. Analyze different types of game frameworks 

3. Understand Layered Tetras 

4. Design game goals by using different models. 

5. Game testing via playtesters circles. 

6. Guiding the players.  

7. Apply theories and develop and test an actual game 

8. Use a Version Control Software System (git) to create maintain and distribute a software product. 

9. Use the Unity Editor to create interesting game levels 

10. Create game play features using Visual C# 2010 and Unity3D 

11. Obtain, evaluate and incorporate 3d models or Create 3d models with 3d tools 

12. Integrate art and models into a game world 

13. Manage a software project using version control software 

14. Acquainted with advanced topics such as shaders, physics, AI, and Network based games. 

15. Understand the process of game development from idea to beta version 

B. Subject-Specific Skills 

1. Use the concept of Brainstorming during lectures. 

2. Pose direct questions related to the subject and connect them to external events. 

3. Use Oral Quizzes. 

4. Apply E-learning concepts and link them to the subject matter. 

5. Introduce Learning methods rather than relying solely on Teaching. 

11. Teaching and Learning Methods 

1. Lecture Delivery Method 

2. Student Center  

3. Team Project  

4. E-Learning using Google Class  . 

5. Experiential Learning  

6. Application Learning  

12.Assessment Methods 

1. Active participation,  
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2. Homework assignments,  

3. Attendance, quizzes 

4. Lab Tasks 

5. Seminars 

6. Moodle exams  

7. Middle, Practical and final Exams. 

 

C. Thinking Skills 

1-Brain storm method 

2-Asking smart questions 

D. General and Transferable Skills (other skills related to employability and personal development) 

1. Develop the concept of teamwork and the students’ ability to enhance skills in ideas and 

communication. 

2. Clearly elaborate on game design concepts in a way that aligns with the needs of society in applied 

digital sciences. 

3. Apply and document the acquired skills in solving game design problems. 

4. Apply the acquired skills and knowledge for lifelong learning and career advancement, keeping 

pace with information and communication technologies.. 

11. Course Structure 

Assessment Methods 
Teaching 

Method 

Unit / Course 

or Subject 

Name 

Intended Learning 

Outcomes 
HOURS Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Course 

Overview 

Introduction to 

the Unity 3D 

Introduction to the 

Game 

Programming 

4 
First Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Game 

Design 

Introduction 

Unity Setup 

and User 

Interface 

Introduction to the 

Game Design 
4 Second 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Thinking 

like a 

Designer 

Creating 3D 

objects 
3D Object Basics 4 

Third Week  
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Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Game 

Analysis 

Frameworks 

Define Objects 

Arguments 

Programmatica

lly  

Objects Arguments 

Programming 
4 Fourth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Design 

Goals 

Create Apple 

Picker Game 

Project 

Crating 1
st
 Project 4 Fifth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Game 

Testing 

Gravity and 

Environments  
Game Testing 4 Sixth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Guiding the 

Player 

Visual C# and 

Unity 3D 

Player Guiding 

Methods 
4 Seventh 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

1
st
 Exam 

Character 

Movements 

and Control 

Controls 4 Eighth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Math and 

Game 

Balance 

1st Exam Game Mathss 4 
Ninth Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Puzzle 

Design 

Create 

Mission 

Demolition 

Game Project 

New Game Project 

type 
4 

Tenth Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

The Agile 

Mentality 

Continue 

Mission 

Project 

Agile Mentality 4 Eleventh 

Week 
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12. Infrastructure  

 Introduction to Game Design, 

Prototyping, and Development 

From Concept to Playable Game 

with Unity and C#, Jeremy 

Gibson Bond 

 , 3
rd

 Edition, Addison-Wesley, 

2018 

  

Required Readings: 

 Core texts 

 Prescribed textbooks 

 Other sources 

 

 

 

Special Requirements (including, for example, workshops, 

journals, software, and websites) 

 

 

Social Services (including, for example, guest lectures, 

professional training, and field studies) 

 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

The Game 

AI I 

Camera and 

UI details 

Understand Game 

AI 
4 Twelfth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

The Game 

AI II 
2nd Exam 

Understand Game 

AI 
4 

Thirteenth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

2
nd

 Exam 

Evaluate 

Students 

Projects 

Projects Evaluation 4 Fourteenth 

Week 

Calculator+ Google 

Classroom+ Google 

Meet+ Practical 

laboratories 

Evaluate 

Students 

Seminars 

Evaluate 

Students 

Projects 

Seminars 

Evaluation 
4 Fifteenth 

Week 


