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BBEJIEHHUE

Brtopas yacte mocobus npennazHadeHa s maructpantoB @CY u ®BC, olOyyaromuxcs 1mo
HaNpaBJICHUSIM TIOATOTOBKU «[Ipocpammuas umndcenepusy, «Mupopmamuka u evlduciumensHas
mexHukay, «lIpuxnaonas ungopmamuxay.

B coBpemenHoi IT-uH1ycTpuy 3HaHKWE aHIJIMMCKOTO SI3bIKA SIBISIETCSI HEOThEMJIEMOM YacThIO
3¢ (dEeKTUBHON KOMMYHUKAIIUU U MEXKIYHAPOAHOTO COTPYAHHYECTBA. BBICTPBI TeMn pa3BUTHS
TEXHOJIOTHI OpocaeT HOBbIC BBI30BHI I T-crienanucram.

Cdepa IT pa3BuBaeTcss TMHAMUYHO, TOATOMY B YCIOBUSX KOHKYPEHIIMH M OOHOBIISIOIIUXCS
TpeboBaHU K paboTe MperMyliecTBa OylAeT WMETh JIMIIb TOT, KTO paHee BCEro HM3YYHT HOBYIO
nH(pOpMaIKIO, KOTOpas 3a4acTyl0 MPEACTaBICHA B MHOS3bIYHOM CETMEHTE.

Ecnmu B mepBoit yactu mocoOusi paccMarpuBaluCh OoJiee OOIIME TEMBbI, TaKHE Kak
“Computers” («Kommbrotepob»), “Programming Languages and paradigms” («SI3bIku
MPOrPpaMMUPOBAHUS U MAPATUTMbI TIPOTPAMMHUPOBAHHS» ), TO BO BTOPOM YacTH MOCOOUS] BHUMaHHE
yAeNeHO MPoQeCcCHOHATFHO-OPUEHTUPOBAHHBIM TEMaM, B YaCTHOCTH, PEYb BEAETCS O pa3padoTKe:

e Unit 1 “Web Development” («Beb-pazpaboTka);

e Unit 2 “Application Development. Mobile Application Development” («Pa3pabotka
npuiiokeHuil. Pazpaborka MOOMIIBHBIX MPUITOKEHUN'"»;

e Unit 3 “Game Development” («PazpaboTka urpy);

o Unit 4 “Software Development” («Pa3paboTka mporpaMMHOTO OOECIICUEHUS ).

Kaxaprit pazaen mocoOus comep kKHUT ABa TeKCTa AJs UTeHUs U rioccapuid. [lepBeiif TekcT
CJIeIyeT UCTIOIB30BaTh IS ayIUTOPHON PabOThI; BTOPOM TEKCT, B 3aBUCUMOCTH OT 00beMa y4eOHOTO
BPEMEHH, KOTOPOE€ OTBOAMTCS HA HW3YYEHUE JUCUUIUIMHBI, MOXHO PpPEKOMEHAOBAaTh s
CaMOCTOSITEJIbHOTO U3YUYEHUSI.

[moccapuii mepex TEKCTOM M B KOHIE KaXAOTO pasfena (CHCTEMaTH3MPOBAaHHBIA B
an(aBUTHOM TOPSIZIKE) COJACPKUT pPa3IM4YHbIC BAPHAHTHI MEPEBONA, KOMMEHTAPHU, MPUMEUYAHUS.
Jlexcuka, Ipe/icTaBICHHAs B NIOCCAPHUHU, UMEET NMPO(eCCHOHATBHYIO HAIIPAaBICHHOCTb H MOJIE3HA JUIs
u3ydenus. JIeKCUUeCKue eIMHUIIBI, MPEJCTABICHHBIC B IIOCCAPUHM, MOXHO HHTETPUPOBATH B
SNIEMEHTHl KOHTPOJSI, HalpHMEp, CJIOBAPHBIC IUKTaHTHl. Ha OCHOBE W3Y4YEHHOH JIEKCHKH
MarucTpaHThl MOTYT COBEPIICHCTBOBATh YMEHHS B TIEPEBOJIE C PYCCKOTO s3bIKa HA aHTIMHCKHN, Ha
YTO HaNpaBJIeH OTAEIbHBIN Moapasaen B nocoduu (Improve your translation skills).

B mocobue BKIIOYEHBI 3a/laHUs, HalpaBleHHbIE Ha MOWCK HHpopmanmu B WHTepHere,
HanpuMep, 3aJaHKe Ha 3aroJHeHHe TaONIuIlbl HA OCHOBE HalIeHHOW MH(OPMaLUU C MOCIeIyoIe
Mpe3eHTalel J0KIaaa B TpyIIe.

B «lIpunoosicenuuy mpencTaBieH JOMOTHUTEIBHBIA MaTepral U YIPaKHEHUS 10 JOCTaTOYHO
aktyanbHOU TeMe — “Software Developer Soft Skills” («I'mOkvue HaBBIKM, HEOOXOAMMBIC ISt
pa3paboTurka MPOrpaMMHOTO oOOecrleueHus»). Marepral MOXXHO HHTETPUPOBaTh B TPOIECC
n3ydeHus: derBeproro pazaena mnocoous (Unit 4  “Software Development”, «Pa3paboTka
MPOrpaMMHOTO obecriedeHus»). Takxke B «[lpunodxcenuu» WMEIOTCS 3aaHUs 10 TEMaTHKE
“Emotional Intelligence” («OMo1moHaNbHBIA HHTEIICKTY).



[lonpaznen “Focus on Writing” ocBemaeT 0COOCHHOCTH MCIOJIb30BaHUS CHHOHHMOB B
TEKCTax aKaJeMUICCKOM HAlpaBIEHHOCTH, HFOAHCHI YITOTPEOJICHUS YHCI0BOM HH(OpMAIiK, Ta0IuII,
MPOLIEHTOB, TpaduKoOB. YIpaKHEHUs, coiepxamuecs B noapasnene “Focus on Writing”,
MPEIONaraloT MCIOJIL30BAaHUE CIIOBAPEH, CIPABOYHUKOB, YTO CIOCOOCTBYET (HOPMHPOBAHUIO
Ba)XKHOTO HaBBIKA pabOTHI ¢ OOIBIINM 00beMOM HH(OPMAIIMK B aHIJIOSA3BIYHOM cerMeHTe MIHTepHeTa.

Bpicoknii  ypoBEeHb  BIAJEHUS  AHDIMMCKUM  SI3IKOM  3HAQUUTENIIBHO  PACIIUPSET
npodecCroHaIbHbIE TOPU3OHTHI MPOTPaMMHUCTA U CrocoOcTByeT Oosiee 3(h(dEKTUBHON padoTe B
mo6ansHON [T-cpene. ABTOp BBIpaXkaeT HaJEXKAy, YTO pa3HOOOpa3HbIe TEMbI MPOQECCHOHATBEHON
HAnpaBlIEHHOCTHU, W3JIOKEHHbIE B JIAHHOM TIOCOOHMH, TIOJIy4yaT TOJOKHUTEIbHBI OTKIUK Y
oOy4Jarormmxcsi ¥ OyIyT CIIOCOOCTBOBATh X aKTUBHOMY YYaCTHIO B yUeOHOM TIpoIlecce.

Yenexos 6 noJjly4eHuu Ho6blx 3Hanu!



LEAD-IN

UNIT 1

WEB DEVELOPMENT

1. What are the key skills required for a career in web development?

el

READING I

Which programming languages are commonly used for creating dynamic websites?
What is the purpose of responsive design in web development?

How does a website server communicate with a user's browser?

build website, expr:

CcO3/1aBaTh CauT

private network, expr.

qaCTHasi CCTh

concern, v.

HUMCTHh OTHOIICHUEC K I-IeMy-J'II/I60, OTHOCHUTHECA K LIeMy—J'II/I6O

power, v.

MIPUBOJUTH B IEHCTBHUE, 0OCTYKUBATH (context)

website functionality, expr.

(GyHKLIMOHAIbHBIE BOBMOXXHOCTH BeO-caiiTa

static web page, expr.

CTaTH4ecKas BeO-CTpaHHIa

€-commerce, n.

JNIEKTPOHHBIN OM3HEC, 3aKIIOYEHUE CHEJNOK P IMOMOILU
cetu MHTEpHET

(CMS)

Content Management System

CUCTEMA YIPABIICHUs] KOHTEHTOM, CUCTEMA YIIPABJICHUS
MH(OPMaIIMOHHBIM HaIlOJIHEHUEM

on a daily basis, expr.

Ha eKeIHEBHON OCHOBE, KaXKIOJHEBHO, €KETHEBHO

range, v.

BapbUPOBATHCS, UBMCHATHCSI B HEKOTOPBIX IIpEJIenax (context)

refer, v.

O6paHIaTBC${, MIpUIKCBIBATh, CChLIATBCA, TOAPa3yMEBATh
(context)

web engineering, expr

BEO-UHKUHUPHUHT (npogh.)

web design, expr.

JIH3aiH calToOB, BEO-AU3alH (npog.)

web content development,
expr.

pa3paboTtka uppoBOro KOHTEHTA




client liaison, expr.

MOAICP/KAHUE CBA3EH C KIIMEHTAMU

client-side scripting, expr.

pa3paboTKa CKPUIITOB JIJIsl BBIMOJIHEHUS HA CTOPOHE KIIHEHTA

server-side scripting, expr.

BBIIIOJIHCHHUE CKPUIITOB HA CTOPOHE CEpBEpa

network security configuration,
expr.

KOH(UTypalus CeTeBoi 6e30macHOCTH

web developer, expr:

BeO-pa3paboTymK, pa3paboTYMK BeO-CTpaHUIL, pa3pabOTIUK
BeO-caiiToB

agile methodology, expr:

rubxas MCTOAOJIOrUs NporpaMMUupPOBaHuA; MCTOA0JIOT U
IporpaMMHUpPOBaHUs, paCCUNTAHHAS HA CUTyallutO, KOI'la
Tp€6OBaHI/Iil B CUCTEMC ITOCTOAHHO MCHAKOTCA

collaborative, adj.

COBMECTHEIN, 00bCAMHECHHEIN, KOJJICKTUBHEIN (context)

designated department, expr:

ONPENCIICHHBIN OTIEN, ONPEICICHHAs OTPACIIb (context)

execute, V. pea30BbIBaTh, HCIOIHATH, OCYIIECTBISTh, BHITOIHAT
layout, n. (dopmar, MakeT, IUCIO3HULUS, PACKIAIKA (context)
font, n. mpudt

run smoothly, expr.

paboTtarh 0€30TKa3HO

request, n.

3arpoc

database technology, 7.

TexHosorus 0a3 JaHHBIX

retrieve, v.

UCIPAaBUTh OMINOKY, BEpHYTh, BO3BpAILATh (context)

edit, v.

penaKTUpOBATh

relational database
management system (RDBMS)

pensIMoHHas CUcTeMa ynpasiieHus 6azamu nanubix, CYB/]
Ha OCHOBE PEJISILIMOHHON MOJIENH JIaHHBIX

interchangeably, adv.

B3aMEH, 3aMEHsIs APYT JIpyra

gear, n.

MEXAaHU3M (context)

dashboard, n.

npubOpHas naHeIb

drop-down menu, expr.

BBITTIA[AKOIIEE MEHTO

scrollbar, ».

110JI0Ca MIPOKPYTKU

responsive design, expr.

aJanTUBHBINA TU3aiH, THOKUN IW3aiH, OT3LIBUMBLIN AU3aliH




Web Development

Web development is the process of building
websites and applications for the Internet, or for
a private network known as an intranet. Web
development is not concerned with the design of
a website; rather, it’s all about the coding and
programming that powers the website
functionality.

From the most simple, static web pages to
social media platforms and apps, from e-
commerce websites to content
management systems (CMS) — all the tools we use via the Internet on a daily basis have been built
by developers.

Web development can range from developing a simple single static page of plain text to complex
web applications, electronic businesses, and social network services. A more comprehensive list of
tasks to which web development commonly refers, may include web engineering, web design, web
content development, client liaison, client-side/server-side scripting, web server and network security
configuration, and e-commerce development.

For larger organizations and businesses, web development teams can consist of hundreds of
people (web developers) and follow standard methods like Agile methodologies while developing
web sites. Web development may be a collaborative effort between departments rather than the
domain of a designated department.

There are three kinds of web developer specialization: front-end developer, back-end
developer, and full-stack developer. Front-end developers are responsible for behavior and visuals
that run in the user browser, while back-end developers deal with the servers.

Types of web development

Web development can be broken down into three layers: client-side coding (frontend), server-
side coding (backend) and database technology.

Client-side

Client-side scripting, or frontend development, refers to everything that the end user
experiences directly. Client-side code executes in a web browser and directly relates to what people
see when they visit a website. Things like layout, fonts, colours, menus and contact forms are all
driven by the frontend.

Server-side

Server-side scripting, or backend development, is all about what goes on behind the scenes.
The backend is essentially the part of a website that the user doesn’t actually see. It is responsible for
storing and organizing data, and ensuring that everything on the client-side runs smoothly. It does
this by communicating with the frontend. Whenever something happens on the client-side —say, a
user fills out a form — the browser sends a request to the server-side. The server-side
“responds” with relevant information in the form of frontend code that the browser can then
interpret and display.



Database technology

Websites also rely on database technology. The database contains all the files and content that
are necessary for a website to function, storing it in such a way that makes it easy to retrieve, organize,
edit, and save. The database runs on a server, and most websites typically use some form of relational
database management system (RDBMS).

The difference between web development and web design

Just like with software engineering, you might also hear the terms “web development” and
“web design” used interchangeably, but these are two very different things.

Imagine a web designer and web developer working together to build a car: the developer
would take care of all the functional components, like the engine, the wheels and the gears,
while the designer would be responsible for both the visual aspects - how the car looks, the
layout of the dashboard, the design of the seats - and for the user experience provided by the car, so
whether or not it’s a smooth drive.

Web designers design how the website looks and feels. They model the layout of the website,
making sure it’s logical, user-friendly and pleasant to use. They consider all the different visual
elements: what color schemes and fonts will be used? What buttons, drop-down menus and scrollbars
should be included, and where? Web design also considers the information architecture of the website,
establishing what content will be included and where it should be placed.

Web design is an extremely broad field and will often be broken down into more specific roles
such as user experience design, user interface design, and information architecture.

It is the web developer’s job to take this design and develop it into a live, fully functional
website. A frontend developer takes the visual design as provided by the web designer and builds it
using coding languages such as HTML, CSS and JavaScript. A backend developer builds the more
advanced functionality of the site, such as the checkout function on an e-commerce site. In short, a
web designer is the architect, while the web developer is the builder or engineer.

Table 1. Job responsibilities of frontend developer, backend developer and full stack
developer.

FRONTEND DEVELOPER BACKEND DEVELOPER | FULL STACK DEVELOPER

1. Code the fronted of a 1. Work behind-the- |1. Expert in both frontend and
website, i.e. the part scenes, building and backend development.
that the user sees and maintaining the 2. Guide on strategy and best]
interacts with. technology needed to practices.

2. Bring the web power the frontend. 3. Well-versed in both business|
designer’s designs to 2. Ensure that everything logic and user experience.
life using HTML, the frontend developer
JavaScript and CSS. builds is fully

3. Ensure responsive functional.
design. 3. Create and manage the

database.




LANGUAGE DEVELOPMENT

Exercise 1.1. Give English equivalents to the following words and word combinations.

Co3naBare BeOcalT, cTaTuyeckas BeO-CTpaHMIA, WHCTPYMEHT, CIIOKHbIE BEO-NPHIIOKEHUS,
[IepeYeHb 3a/]a4, WCIOJHEHHUE CKPUIITOB Ha CepBepe, IOAJNEpKAHUE CBA3EH C KIMEHTaMy,
COBMECTHBIC YCHJIUS, OTBETCTBEHHBIH OTAEN, pa3pabOTUMK I0JIb30BAaTEIbCKUX HHTEpP(EicoB,
pa3padOTYMK MOJHOTO IMKJIA, MPUPTOBON KOMIUIEKT, IIOCBUIATh 3alpoc, H3BIICKATh,
B3aMMO3aMEHEMO, PACKPBIBATH MAJAI0IIEE MEHIO, BBIIIOJIHATHCS HA CEPBEPE, M10JIaraTbCs HA 4TO-II.,
KOJI KJINEHTCKOW CTOPOHBI.

Exercise 1.2. Read the text and decide if the following sentences are true or false.

1. Web development is the process of building websites and applications for a private network.
Web development can range from developing a simple single static page of plain text to
complex web applications, electronic businesses, and social network services.

3. There are two kinds of web developer specialization: front-end developer and back-end

developer.

The backend is not very actual because the user doesn’t actually see it.

Web design is an extremely broad field.

Backend developers ensure that everything the frontend developer builds is fully functional.

A full-stack developer builds the more advanced functionality of the site, such as the checkout

function on an e-commerce site.

8. Sometimes websites do not rely on database technology.

Nowve

Exercise 1.3. Answer the following questions using information from the text.

What does a full-stack developer do?

What is a backend developer responsible for?

What does a frontend developer do?

Can you name any types of web development?

What is the difference between web development and web design?
How many people can web development team consist of?

What tasks does web development include?

Nk W=

Exercise 1.4. Match the word from the text with its synonym.

1. tosave a. of the sight or vision

2. complex b. outline

3. to execute c. to prepare, to supply

4. design d. complicated, composed of several
elements

5. foundation e. constituent

6. to provide f. basis

7. to designate g. to appoint, to assign

8. component h. to keep, to preserve

9. visual i. project, scheme

10. configuration j. to accomplish

10



Exercise 1.5. Match the word with its definition.

Word

Definition

1. backend

a. acollection of interlinked web pages on the|
World Wide Web

1. domain

b. all of the behind-the-scenes digital
operations that it takes to keep the front end|
of a website running, such as the
coding, style, and plugins

2. web designer

c. the address for a website as entered into the
browser

3. website

d. the part of the website or app that the user
sees. If the back end of your website is
everything behind-the-scenes, this is

what happens onstage

4. frontend

e. system software for  creating
and managing databases that
makes it possible for end users
to create, protect, read, update
and delete data in a database

5. database management system (DBMS) f. an IT professional who is responsible for

designing the layout, visual appearance
and the usability of a website

READING II

web publishing, expr:

BeO-myOnuKanus

maintain, v.

COACPKATh, TOAACPIKUBATH, COXPAHATD, CO6JIIOI[8.TB (context)

trade-off, .

B3aMMHad yCTYIIKa, KOMIIPOMHUCC

customization, 7.

nepcoHaM3anus, N3roToBJICHUEC U3ACIINUS 10 TCXHUICCKUM
YCIIOBUAM 3aKa34uMKa

template, n.

m1abJoH, oopaszerr

editing tool, expr.

CPEIICTBO PENAKTHPOBAHUS

incorporate, v.

06’BCIH/IH${TB, BKJIIO4YaTh, BKJIIOYaTh B COCTaB

encompass, v.

BKJIIO4YaTh B ce651, OXBaTbIBaTh

subset, 7.

MIOArPYIIIIa

11



markup language, expr:

A3BIK FI/IHGpTeKCTOBOﬁ PasMCTKHU

Cascading Style Sheets (CSS)

KaCKaJJHO pacCIlOJIOKCHHBIC CTUJIEBBIC JIMCThI

from scratch, expr.

C HyJIA

WYSIWYG What You See Is What You Get

overlap, v. MEPEKPBIBaTh, YACTUYHO COBIAIaTh, HAKJIAABIBATLCS (context)
host, n. XOCT-KOMITBIOTED

reside, v. XPaHUTBCS (context)

whip up a storyboard, expr.

C0311aTh PaCKaJpOBKY (context)

wireframe, n.

PEXUM ISl IPOCMOTpPA PUCYHKA, 0OBEKTHI KOTOPOTO
IIPEACTABIIAIOTCSA TOJIBKO UX KOHTYpaMu

mock-up, n.

9CKHU3, IPOTOTHII (context)

pitch an idea to the team, expr.

MMPE3CHTOBATL UACHO KOMAH/IC, ITOAAaTh NACKO KOMaHIC

fine tune, expr.

HacTpauBaTh, pEryJIMpPOBaTh (context)

viable, adj.

SKA3HECITOCOOHBIN

grasp of skills, expr.

ITOHUMAaHHEC HAaBbIKOB

feasible, adj.

BBINOJHUMBIN, OCYIIECTBUMBINA, BO3MOKHBII, BEPOSATHBIN
(context)

Web Design and Web Development

Web development refers to building, creating, and
maintaining websites. It includes aspects such as web
design, web publishing, web programming, and database
management. While the terms "web developer" and "web
designer" are often used synonymously, they do not mean
the same thing. Technically, a web designer only designs
website interfaces using HTML and CSS. A web
developer may be involved in designing a website, but
may also write web scripts in languages such as PHP and

ASP.

Web Design &

Development
==

Additionally, a web developer may help maintain and update a database used by a dynamic
website. Web development includes many types of web content creation. Some examples include

12



hand coding web pages in a text editor, building a website in a program like Dreamweaver, and
updating a blog via a blogging website. In recent years, content management systems like WordPress,
Drupal, and Joomla have also become popular means of web development. These tools make it easy
for anyone to create and edit their own website using a web-based interface.

While there are several methods of creating websites, there is often a trade-off between
simplicity and customization. Therefore, most large businesses do not use content management
systems, but instead have a dedicated web development team that designs and maintains the
company's website(s). Small organizations and individuals are more likely to choose a solution like
WordPress that provides a basic website template and simplified editing tools. JavaScript
programming is a type of web development that is generally not considered part of web design.
However, a web designer may reference JavaScript libraries like jQuery to incorporate dynamic
elements into a site design. Web design is the process of creating websites. It encompasses several
different aspects, including webpage layout, content production, and graphic design. While the terms
web design and web development are often used interchangeably, web design is technically a subset
of the broader category of web development.

Websites are created using a markup language called HTML. Web designers build webpages
using HTML tags that define the content and metadata of each page. The layout and appearance of
the elements within a webpage are typically defined using CSS, or cascading style sheets. Therefore,
most websites include a combination of HTML and CSS that defines how each page will appear in a
browser. Some web designers prefer to hand code pages (typing HTML and CSS from scratch), while
others use a "WYSIWYG" editor like Adobe Dreamweaver. This type of editor provides a visual
interface for designing the webpage layout and the software automatically generates the
corresponding HTML and CSS code. Another popular way to design websites is with a content
management system like WordPress or Joomla.

These services provide different website templates that can be used as a starting point for a
new website. Webmasters can then add content and customize the layout using a web-based interface.
While HTML and CSS are used to design the look and feel of a website, images must be created
separately. Therefore, graphic design may overlap with web design, since graphic designers often
create images for use on the Web. Some graphics programs like Adobe Photoshop even include a
"Save for Web" option that provides an easy way to export images in a format optimized for web
publishing. Web publishing, or "online publishing," is the process of publishing content on the
Internet. It includes creating and uploading websites, updating webpages, and posting blogs online.
The published content may include text, images, videos, and other types of media. In order to publish
content on the web, you need three things: 1) web development software, 2) an Internet connection,
and 3) a web server. The software may be a professional web design program like Dreamweaver or a
simple web-based interface like WordPress.

The Internet connection serves as the medium for
uploading the content to the web server. Large sites
may use a dedicated web host, but many smaller sites
often reside on shared servers, which host multiple
websites. Most blogs are published on public web
servers through a free service like Blogger. Since web
publishing doesn't require physical materials such as
paper and ink, it costs almost nothing to publish
content on the web.
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Therefore, anyone with the three requirements above can be a web publisher. Additionally,
the audience is limitless since content posted on the web can be viewed by anyone in the world with
an Internet connection. These advantages of web publishing have led to a new era of personal
publishing that was not possible before.

What is the difference between a web designer and a web developer?

In the early days of the web, the answer to that question was simple: designers design and
developers code. Today that question requires a little more nuance — you’d be hard pressed to find a
web designer who didn’t know at least a little HTML and CSS, and you won’t have to look far for a
frontend web developer who can whip up a storyboard.

If you’re strictly speaking about the general concepts of web design vs. web development,
however, the distinction is a little more clear. Let’s take a look at these two concepts and the roles
they play in building the websites and apps we know and love. What is web design? Web design
governs everything involved with the visual aesthetics and usability of a website — color scheme,
layout, information flow, and everything else related to the visual aspects of the UI/UX (user interface
and user experience).

Some common skills and tools that distinguish the web designer from the web developer are:
» Adobe Creative Suite (Photoshop, Illustrator) or other design software;

* Graphic design;

* Logo design;

* Layout/format;

* Placing call-to-action buttons;

* Branding;

» Wireframes, mock-ups, and storyboards;

* Color palettes;

* Typography.

Web design is concerned with what the user actually sees on their computer screen or mobile
device, and less so about the mechanisms beneath the surface that make it all work. Through the use
of color, images, typography and layout, they bring a digital experience to life. That said, many web
designers are also familiar with HTML, CSS, and JavaScript — it helps to be able to create living
mock-ups of a web app when trying to pitch an idea to the team or fine-tune the UI/UX of an app.
Web designers also often work with templating services like WordPress or Joomla, which allow you
to create websites using themes and widgets without writing a single line of code.

What is web development?

Web development governs all the code that makes a website tick. It can be split into two
categories — frontend and backend. The frontend or client-side of an application is the code
responsible for determining how the website will actually display the designs mocked up by a
designer. The backend or server-side of an application is responsible for managing data within the
database and serving that data to the frontend to be displayed.

As you may have guessed, it’s the frontend developer’s job that tends to share the most overlap
with the web designer. Some common skills and tools traditionally viewed as unique to the frontend
developer are listed below:

* HTML/CSS/JavaScript;

* CSS preprocessors (i.e., LESS or Sass);
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* Frameworks (i.e., AngularJS, React]S, Ember);

* Libraries (i.e., jQuery);

* Git and GitHub.

Frontend web developers don’t usually create mock-ups, select typography, or pick color
palettes — these are usually provided by the designer.

It’s the developer’s job to bring those mock-ups to life. That said, understanding what the
designer wants requires some knowledge of best practices in UI/UX design, so that the developer is
able to choose the right technology to deliver the desired look and feel and experience in the final
product.

Meet the “unicorn”

What started out as a joke in the industry — the designer/developer hybrid who can do it all —
is now a viable endgame for both web designers and front-end developers, thanks to the increase in
availability of educational resources across the web. Those developers/designers who have a good
grasp of skills across both sides of the spectrum are highly sought after in the industry.

The “unicorn” can take your project from the
conceptual stage of visual mock-ups and storyboards, and
carry it through frontend development all by themselves.
Not that you’d want them to; the real value of developers
who design and designers who develop is their ability to
speak each other’s languages. This leads not only to
better communication on the team and a smoother Web Development Trends
workflow, it means you’ll land on the best solution
possible. As a general rule, feel free to rely on the
“unicorn” for small projects, where it’s feasible for one
or two people to handle both the back and frontends of an
application. For larger projects, even if you do manage to
hire a few “unicorns,” more clearly defined roles are
required.

LANGUAGE DEVELOPMENT

Exercise 1.6. Give the translation to the following words and words combinations presented in
the table below. If necessary, consult with the dictionary.

English word or word combination Translation
database managment
blogging website
web development team
to dedicate
digital experience
typography and layout
unique tools

N[O LW o]~
pe |0 a0 ot
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Exercise 1.7. Answer the questions using information from the text.

Nk =

What are the main differences between frontend and backend web development?

Which programming languages are commonly used for creating websites?

How does responsive web design improve user experience on different devices?

What is the purpose of using CSS in web development?

Can you explain what a content management system (CMS) is and give some examples?
What are some popular tools or frameworks used for web development today?

Why is website accessibility important, and how can it be improved?

Exercise 1.8. Work with the italicized words from the text. Give definitions to them using the
dictionary. The first definition is presented as an example for you.

The italicized word from the text Definition

Web design the process of planning, creating, and
arranging the visual and interactive
elements of a website.

Website °

Template

Webpage layout

Web server

Host

Information flow

el e E e ol el R

Feasible

IMPROVE YOUR TRANSLATION SKILLS

Learn vocabulary from Unit 1 “WEB DEVELOPMENT” and translate the following sentences
from Russian into English.

1.
2.

(98]

Nowe

*

10.

Be6-pa3paboTka BKIIO4aeT B ce0sl CO3aHUE U MOJACPIKKY CAUTOB U BEO-TIPHIIOKEHHH.
Be6-nu3aitn oTBeuaeT 3a BHENIHHUM BU U Y00CTBO UCIIOJIB30BAHUS CalTa.

CoBpeMeHHbIe BeO-CalThl TOJKHBI ObITh aJallTUBHBIMU U XOPOIIO OTOOpa)xaTbCsi Ha BCEX
YCTpOWCTBAX.

HTML, CSS u JavaScript — OCHOBHBIE TEXHOJIOTHUH, UCTIOIB3yEeMbIE B BeO-pazpaboTke.
Xopomuii Be6-113aiiH MoMoraeT MpuBJIeYb U yJAep>KaTh MOCETUTENEH caifTa.

B nporecce BeO-pa3pabOTKH BaKHO yUUTHIBATh 0€30MaCHOCTh TaHHBIX MOJIb30BATENIEH.
Hcnonb3oBanue GppeliMBOpPKOB, TakuX Kak React unn Angular, yckopsieT cozjaHue CI0KHBIX
uHTEepQEicoB.

Be0-nu3aitHepbl co31at0T MakeThl U IPOTOTHUITBI Oy TyIIUX CAWTOB.

OnTumu3anus CKOPOCTH 3arpy3KH caiiTa BaykHa Ul YIy4IIE€HHUs M10JIb30BaTEIbCKOTO ONbITa
u mouckoBoi ontumuzanuu (SEO, Search Engine Optimization).

[TocrostHHOE 00yueHHEe HOBBIM TEXHOJOTHSIM — 3aJIOT YCHEIIHOW Kapbephl B 00JacTh BeO-
pa3paboTKHU U AW3aiiHa.
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FOCUS ON WRITING

Text features
Organization of the text

Before you read the information about text features and
organization of the text, explain the following terms:

e Introduction, Main Body, Conclusion

e Abstract, Contents, Introduction, Main Body, Case Study, Discussion, Findings, Conclusion,
Acknowledgements, References, Appendices

e Dedication, Foreword, Preface, Index

Where can you apply these terms?
Paragraph

A paragraph is a group of related sentences that discuss one main idea. A paragraph can be as
short as one sentence or as long as ten sentences. The number of sentences is unimportant; however,
the paragraph should be long enough to develop the main idea clearly.

A paragraph may stand by itself and may also be one part of a longer piece of writing such as
an essay or a book. We mark a paragraph by indenting the first word about a half inch (five spaces
on a typewriter or computer) from the left margin.

Writing Exercise 1. Read the following piece of writing that contains all the elements of a good
paragraph.

We think of the Mona Lisa as a brilliant example of Renaissance art. First of all, the Mona
Lisa is a mysterious image. Secondly, we think of it as a thoughtful study in composition, light, and
shadow. Therefore, we don't think of it as a mathematical formula. However, in the computer world,
all art, graphics, shapes, colors, and lines involve some type of mathematical algorithm. That
statement isn't meant to belittle the works of Da Vinci and other great artists.

Mathematical algorithms cannot create art; that still takes a true artist, whether the artist's tools
are brush, oils, and canvas or a computerized stylus. But math embedded in specific file formats can
describe any piece of existing art. For example, a graphics-file image of the Mona Lisa that you can
display on your PC is the result of mathematical calculations on the bytes of data saved in that file.
In conclusion, all the capabilities of a darkroom and an artist's studio are available on a personal
computer.

Writing Exercise 2. Answer the following questions. These questions will help you to analyze
the structure of the paragraph.

1. What is the topic of the paragraph?

2. What two main points does the writer make about the topic?
3. In which two sentences does the writer say that there are two main points?
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4. What examples does the writer use to support his idea?

All paragraphs have a topic sentence and supporting sentences, and some paragraphs also have a
concluding sentence. The topic sentence states the main idea of the paragraph, limits the topic to one
specific area that can be discussed completely in the space of a single paragraph. The part of the topic
sentence that announces the specific area to be discussed is called the controlling idea. The topic
sentence is often, but not always, the first.

Supporting sentences explain, prove or develop the topic sentence. That is, they explain or prove
the topic sentence by giving more information about it.

The concluding sentence signals the end of the paragraph and leaves the reader with important
points to remember. You can do this by summarizing the main points of the paragraph or by repeating
the topic sentence in different words. Concluding sentences are customary for stand-alone paragraphs.
However, a concluding sentence is not needed for every paragraph in a multiparagraph essay.

Writing Exercise 3. Rewrite the sentences in the correct order so as to make a paragraph. Write
your answers in the table below.

1. An algorithm is a fixed set of operations that change data in a way that makes the original
document incomprehensible.

2. The key to decrypting it would be "shift one letter to left."

A person who wants to send another person a confidential document encrypts the file using

the public key as a variable in the algorithm used by the software.

4. A simple example of an algorithm is "shift one letter to the right," so that HAL becomes IBM.

[98)

Element of the structure Number of sentence
Topic
Detail
Example
Reason
Introduction

: Introduction is an important part of your work. Unless you can
introduce the subject clearly, the reader may not wish to continue. You

must show the importance of the topic. This can be either in the academic

% word or as a contemporary issue of wider relevance. There is no such

thing as a standard introduction, and much depends on the nature of the

research and the length of the essay. However, for a relatively short essay

. the following are worth including, in this order:

Definitions of any terms in the title that are unclear;

Some background information;

Reference to other writers who have discussed this topic;

Your purpose in writing and the importance of the subject;

The points you are going to make/areas you are going to cover.

o0 o

18



Writing Exercise 4. Write an introduction (it should be about 100 words) to an essay on a subject
from your own discipline.

Main Body

The structure of the main body depends on the length of the essay and the subject of study.
Longer essays may include the following sections:
o Experimental set-up — a technical description of the organization of an experiment;
e Methods — how the research was carried out;
o Findings/results — what was discovered by the research/experiment;
e Case study — a description of an example of the topic being researched;
e Discussion — an examination of the issues and the writer’s verdict.

Inside the main body, ideas need to be presented in the most logical fashion, linked together to
form a coherent argument. It is useful to mark the beginning of new paragraphs or the introduction of

new subjects with special phrases.

Table 2. Useful phrases.

Useful phrases to introduce a new Useful phrases to add information inside a
paragraph/topic paragraph

The main/chief factor/issue is ... a. Firstly, ... The first point ... In the first place ...
Turning to the subject of ... b. Secondly, ... Next, .... Then, ... In addition ...
Moving on to the question of ... c. Moreover ..., On the other hand,... Also, ...
Another important area is ... d. Finally, ... Lastly, ...
... must also be examined
Even if ...
It is wise to think ...

Conclusion

There is usually a link between the starting point,
i.e. the title, and the conclusion. If the title is asking a
question, the conclusion should contain the answer. The
reader may look at the conclusion first to get a quick idea
of the main arguments or points. In most cases it is
helpful for the reader to have a section that (quite briefly)
looks back at what has been said and makes some
comments about the main part.

Conclusion paragraphs are about 5% of your essay word count (e.g. about 50 or so words per
1000 word essay). In clearly-written sentences, you restate the thesis from your introduction (but do
not repeat the introduction too closely), make a brief summary of your evidence and finish with some
sort of judgment about the topic.

It's a good idea to start your conclusion with transitional words (e.g. 'In summary', "To
conclude', 'In conclusion', 'Finally',) to help you to get the feel of wrapping up what you have said.
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The conclusion is not the place to present new facts (should be in the body of your essay), so
conclusions don't usually have references unless you come up with a 'punchy' quote from someone

special as a final word.

Writing Exercise 5. Arrange in the correct order (1-5) the following ideas that may be written
in conclusion section. Write your answer in the right column of the table.

Idea

Number (1-5)

Implications of the findings

Proposals for further research

Limitations of the research

other studies

Reference to how these findings compare with

Summary of main findings

VOCABULARY LIST OF UNIT 1 “WEB DEVELOPMENT”

agile methodology, expr:

build website, expr.

Cascading Style Sheets (CSS)

client liaison, expr.

client-side scripting, expr.

collaborative, adj.

concern, v.

Content Management System (CMS)

customization, #.

dashboard, n.

database technology, .

designated department, expr:

drop-down menu, expr.

€-Commerce, n.

edit, v.
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editing tool, expr:

encompass, v.

execute, v.

feasible, adj.

fine tune, expr.

font, n.

from scratch, expr.

gear, n.

grasp of skills, expr.

host, .

incorporate, v.

interchangeably, adv.

layout, 7.

maintain, v.

markup language, expr.

mock-up, n.

network security configuration, expr.

on a daily basis, expr.

overlap, v.

pitch an idea to the team, expr.

power, v.

private network, expr.

range, V.

refer, v.

relational database management system (RDBMS)
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request, .

reside, v.

responsive design, expr.

retrieve, v.

run smoothly, expr:

scrollbar, ».

server-side scripting, expr.

static web page, expr.

subset, 7.

template, n.

trade-off, .

viable, adj.

web content development, expr:

web design, expr.

web developer, expr.

web engineering, expr.

web publishing, expr.

website functionality, expr.

whip up a storyboard, expr:

wireframe, 7.

WYSIWYG (What You See Is What You Get)
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UNIT 2

APPLICATION DEVELOPMENT. MOBILE APPLICATION DEVELOPMENT

LEAD-IN
1. What are the main stages involved in the application development process?
2. Which programming languages are commonly used for mobile application development?
3. How does user experience influence the success of an application?
4. What is the difference between native and cross-platform application development?
5. What tools and frameworks are popular for building web applications?

Stages of Application Development Life Cycle

1. The picture below shows 7 stages of application development life cycle (ADLC).
2. Speak on the topic using words and expressions from Table 3.

7 Stages of Application Development Life Cycle

Deployment and maintenance

Planning
I’ - \\\

Project initiation P < Y Development .

1 \ \

- - ) ! 1

l” \\\ ! 0 ' 1

’ \ I 1 1

! % \ I | 1

1 \ ) | 1 1

1 1 1 ] 1 1

) I ) | 1 )

1 1 I ! 1 !

1 1 ] ] ] ]

1 | ? 1 | 1 |

) ) | | | !

1

! \ \qmay ! : !

! N B 1 1 1

! 1 1 1
. ¥opmme” : E' : v

\ 1
. \ ;)
Requirements . !
analysis Mo
Prototyping and

design
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Table 3. Useful expressions.

Requirements gathering
Discovery phase

Alignment and adaptation
To gather user needs

Prioritization and trade-offs
To address potential risks
To gather and analyze data
UI/UX design

Final testing and QA
Bug fixing
Enhancements

Ideation and conceptualization

To delve deeper into the target audience
Requirements specification and refinement

To define functional requirements
To specify non-functional requirements

Testing and quality assurance

READING I

accomplish, v.

3aBCpHIATh, 3AKAHYNBATD, OCYHICCTBJIATD, BBIIIOJHATDH (context)

emerge, V.

MOSBIIATHCS, BO3HUKATh, BBIXOJUTH (context)

waterfall methodology, expr.

BOJIOTIAJHBIN THUN Tpolecca pa3pabOTKH, KacKaJIHBIN
nporiecc

sequence, n.

NOpAIOK, PACIIOJIOKCHUEC, YITOPAAOYCHHOCTD JenCcTBUI

map out, ph.v.

ACTAJIbHO IUIAaHUPOBATh

explicit, adj.

SICHBIH, YEeTKUH, HEJIBYCMBICIIEHHBIH, OIHO3HAYHO
BBIPAYKEHHBIN (context)

downward, adv.

BHU3, B NOPsIJIKE YOBIBAHUS, B IOPSAJKE YMEHBIICHUS

line out, ph.v.

Ha0pocarh O0IIHe OYepTaHUs

specification, .

TEXHUYECKash XapaKTepUCTUKa, creurpuxanms, AeTans,
YTOUHCHHUE (context)

implement, v.

BHEJIPUTHb, OCYWIICCTBUTH, BBIIIOJIHUTH, IIPUBECTH B
HUCIIOJTHEHUE (context)

assume, V.

mpearoaararb, 10IyCKaTb
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unified vision, expr:

o011ee BUICHUE TIPOEKTA (context)

clear vision, expr.

SICHO€, YETKOE BUJECHHUEC IIPOEKTA (context)

meticulous, adj.

TIIATeJIbHBIM, OCHOBATEILHBIN

Rapid
Development
Methodology, expr.

Application
(RAD)

METOJl YCKOPEHHON pa3paOOTKU MPHIOKEHU N

iterate, v. TTOBTOPSATH, BO3OOHOBJISATH

divert, v. OTKJIOHSIThCS, IEPCHAIIPABIIATD (context)
cutover, 7. BHEJPECHUE

complexity, n. CIIO)KHOCTh

adherence to deadline, expr:

TOYHOE COOMIOIEHNE JIeNIAiHOB

agile methodology, expr:

MeTOJl THOKOH pa3paboTKu

sign off, ph.v. BBIXOJUTH (13 CUCTEMBI)

sprint, n. cupuHt (2-4 week increment of software development
activities)

squad, n. rpyIa, KoMaH/a

technical writer, expr.

TEXHUYECKHUI MUCATEIh

Application Development Methodologies

Application development is the process of designing, building, and implementing software
applications. It can be done by massive organizations with large teams working on projects, or by a
single freelance developer. Application development defines the process of how the application is

made and generally follows a standard methodology.

You must consider the size of the project, how specific the requirements are, how much the
customer will want to change things, how large the development team is, how experienced the

development team is, and the deadline for the project.

Application development is closely linked with the software development life cycle (SDLC). The
basic stages of SDLC are Planning, Analysis, Design, Construction, Testing, Implementation,
Support. The way that application development teams have accomplished these seven tasks has
changed a lot in the last few decades, and numerous types of application development methods have

emerged. Each methodology must provide a solution for the seven stages of the SDLC.
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Most application development methodologies can be grouped into one of three categories:
Waterfall, RAD, Agile.

Waterfall

The key words for the waterfall method of Waterfall Methodology
application development are planning and
sequence. The entire project is mapped out in the Requirements |
planning and analysis stages. The customer comes Design | ——
with a very explicit list of features and Implementation |——
functionalities for the application. Then, a project Tesing |
manager takes the whole process and maps it out Deploying _——
amongst the team. Y —

This application development method is
called waterfall because once you go down, you can’t go back up; everything flows downward. The
development team works together over a set of time, building exactly what is lined out according to
the specifications. After the architecture is designed, then only the construction can begin. The entire
application is built, and then it is all tested to make sure that it is working properly. Then, it is shown
to the customer and ready to be implemented.

The waterfall method assumes that the project requirements are clear, and the customer and
project manager have a unified and clear vision about the end result. The advantage of the waterfall
method is that it is very meticulous. It’s also a good application development method to use for big
projects that need to have one unifying vision. The waterfall method is also a good way to train junior
programmers on parts of development without having to turn an entire project to them.

The disadvantages are that changes happen all the time. Even if the development team is able
to build exactly what the customer originally wanted (which doesn’t always happen), the market,
technology, or the organization may have changed so much that it is effectively useless and a waste
of time.

Rapid Application Development (RAD) Methodology

In many ways, RAD was the opposite of the waterfall method. RAD is based mostly on
prototypes, meaning that the goal is to produce a working version of the application as quickly as
possible, and then to continuously iterate after that. The application development team and the
customer work very closely with each other throughout the process. RAD teams are usually small
and only involve experienced developers who are skilled in many disciplines. If a project needs to
divert from the original plan, RAD should be able to accommodate that easily.

Rapid Application Development (RAD)

Prototype

I User Design Construction Cutover

Refine Test
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In the RAD model, as each iteration is completed, the product gets more and more refined.
The early prototypes are often very rough but give a picture of what can be. Each iteration then looks
more like the finished product.

RAD advantages are a quick and highly flexible team and a very close relationship with the
customer. If changes are expected, RAD will be able to accommodate these much faster than
waterfall. RAD is also never too attached to a prototype and is always willing to change it to suit the
needs of the customer.

However, RAD isn’t a perfect application development method. RAD requires highly skilled
(and highly paid) programmers to work on a project that may change in complexity by the day.
There’s also less adherence to deadlines and more of a focus on adding features which can extend
delivery dates. RAD requires a lot of input from customers who may not always be available or
know what they need. Additionally, for some applications, having a prototype is not useful without
seeing the entire product.

Agile Methodology
Agile application development is very similar to RAD but also includes some changes to make
it more suitable to larger projects. Agile is iterative, like RAD, but focuses on building features one
at a time. Each feature is built in a methodical way in the team, but the customer is involved to see
the features and sign off on them before the next feature is developed.

Agile uses sprints or set of time when a certain feature should be built, tested, and presented.
It tries to incorporate the entire SDLC for a feature into each sprint. This, ideally, helps to stick to a
planned schedule, but also allows for frequent reviews.

Agile doesn’t focus on prototypes but only presents completed work after the sprint is over.

So, while the customer is informed more often than waterfall, the customer only ever sees finished
work, unlike RAD.

_ , . :
o <@.§ Agile project management methodology is also
/ ) more team or squad based. With RAD, you are working
T- 1
\ @

-
\"'I . . . . . .
Aglle .I'?I directly with a programmer. With .Aglle, the application
.| Methodology |8 development team will also include testers, UX
=~ )/1]; designers, technical writers, and many others.
i i B
Reguirements {User 5tnrluﬁ> sty Launch z;’
L{_/ —= =

LANGUAGE DEVELOPMENT
Exercise 2.1. Give English equivalents to the following words and word combinations.

BHenpenne mporpaMMHBIX HPHIIOKCHHH; BHEINTATHBIA pa3paOOTUMK; TpeOOBAaHMS; CTaHAApTHAS
METOOJIOTHSA; BBIIOJIHUTH 33Jady; OTHOCHUTh B OJHY W3 KaTErOpHii; HaMeudaThCsl; MOAPOOHBIN
nepeueHb; (QYHKIMHU TMPUIOKEHHS; MEHEIKEp NMPOEKTa; B COOTBETCTBUH CO CHEHU(PHKALUSIMU;
OTIpeJIeICHHBI TEpUOJl BPEMEHH; IycTas Tpara BpPEeMEHH; ObICTpas pa3paboTKa MpPUIIOKECHUH;
pabodass Bepcus; 3aKa34yMK; OTKJIOHHTHCS; IPHUBS3BIBATECA K IPOTOTHITY; B COOTBETCTBUHU C
noTpeOHOCTAMH; OPUEHTHPOBAHA Ha TPYIIY; 3alNIAHMPOBAHHBIN rpaduk; MeTo1 THOKON pa3paboTKu
MPUIIOKEHUH.



Exercise 2.2. Answer the following questions using information from the text.

development methods called

1. How many stages does software development life cycle include?
2. Why is one  of the application

waterfall?
3. What is the goal of Rapid Application Development?
4. Is RAD based mostly on prototypes?
5. Is RAD a perfect application development method? Why?
6.

What does Agile application development use? Does it focus on prototypes?

Exercise 2.3. Match the word from the text with its synonym.

1. complexity a. detail, very careful

2. entire b. fitly, suitably

3. to suit c. smart, active, quick

4. to incorporate d. to correspond, to match

5. properlt e. full, complete

6. managment f. to unite, combine, mix, consolidate
7. agile g. administration, guidance

8. to assume h. complication, entanglement

9. meticulous i. to suppose

Exercise 2.4. Match the word or word combination from the text with its definition.

Word or word combination

Definition

1.RAD

a. a linear, sequential approach to the software
development life cycle (SDLC) that is
popular

2. software testing

b.a repeatable fixed time-box during which
a'"Done" product of the highest possible value
is created

3. sprint

c.a form of Agile software development
methodology that  prioritizes rapid prototype
releases and iterations

4. implement

d. a method to check whether the actual software
product matches expected requirements and to
ensure that software product is Defect free. It
involves  execution of  software/system
components using manual or automated tools to
evaluate one or more properties of interest

5. prototype

e. to recognize and use an element of code or
a programming resource that is
written into the program
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6. waterfall method

f. an original model, form or an instance that
serves as a basis for other processes. In software
technology, this term is a working example
through which a new model or a new version of
an existing product can be derived

Exercise 2.5. Complete the table using information from the text. The first sentence is given

as an example.

Methodology Advantages Disadvantages
Waterfall methodology Meticulous, good for big projects. | Changes happen all the time.
RAD methodology
Agile methodology

READING II

native app, expr.

HCXOJTHOE MPUJIOKEHUE, TTaT(HOPMO3aBUCUMOE TPUTIOKEHHE,
aThOPMEHHO-OPUEHTUPOBAHHOE TIPUIIOKEHUE

native shell, expr.

raTdopMo3aBUCUMast 000I0YKa TTPUIIOKESHUS

performance, n.

IIPOU3BOAUTCIIBHOCTD

engagement rate, expr.

IPOLCHT BOBJIICYCHHOCTH, KOS(I)(I)I/II_[I/IGHT BOBJICUCHHOCTH
(context)

maintainability, n.

BO3MOYKHOCTbH COIPOBOXKJIEHUS, YHOOCTBO JKCIUTyaTalluu
(context)

modify, v.

BapbUPOBaTh, MEHATh, TPAHC(HOPMHUPOBATH

ongoing maintenance, expr.

TeKylee 00CIyKUBaHHE

decipher, v.

paCH_II/I(I)pOBBIBaTL, pacrio3HaBaTb

resolution, 7.

BBIIIOJIHEHUE (context)

foster, v.

CIIOCOOCTBOBAThL, 00ECIICUNBATE (context)

performant, adj.

BBICOKOTIPOU3BOIUTENbHBIHN, 3D PEeKTUBHBIN

redundancy, n.

H30BITOK, U3JIMIIICK

sustainability, 7.

YCTOMYHMBOCTh, CIIOCOOHOCTh K JTUTENBHON ASKCILTyaTaluu
(context)
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elevate, v.

IIOBBIIIIATH

concise, adj.

JTAKOHWYHBIM, CKATBIN, KPATKHI, TOUHBIN (context)

strive for, expr.

JOOUBATHCSI YE€TO-THM00, CTPEMHUTHLCS K 4eMy-JIH00

overly, adv.

CJIMIOKOM, IPCACIIbHO, YPEZMEPHO

convoluted algorithm, expr:

CBEPTOYHBIN aNTOPUTM

codebase, n.

KoJ0oBas 0a3a, 0aza HCXOJHOrO Koaa

spacing, ger.

pacCTaHOBKa C MHTCpBaJIaMn

modularity, n.

MOJYJIbHBIA IPUHIIUAII OPTaHU3AINH (context)

troubleshooting, ger.

IIOUCK U YCTPAHCHUC HCHCHpaBHOCTeﬁ

descriptive variable, expr.

ACCKPUIITHBHASA ICPEMCHHAA

eliminate, v.

HUCKII0YaThb, OCYHICCTBJIATL YCTPAHCHHUC

adhere, v.

ClJIeI0BaTh, COOMIOAATh, IPUAEPKUBATHCS

leverage, v.

3¢ ($EeKTUBHO UCTOIb30BATh, YIy4IllaTh, ONTUMHU3UPOBAThH

assumption, 7.

MMPECAITIOJIOKECHUEC, JOIMYIICHUC

dependency, n.

3aBUCHUMOCTD

modularization, 7.

MOAyJibHas OpraHu3anusd nporpaMmbl, MOAYJIbHOCTb

reusability, 7.

BO3MOKHOCTb MHOT'OKPATHOT'O UCITOJIb30BAHU

encapsulate, v.

bopMHpOBaTh, HHKANCYIHPOBaTh, OMOPMIIATH  MOIYJb
(context)

recurring, part.

MTOBTOPSOILIMICS, HIUKITUYHBII

scalability, .

YHUBEPCAIbHOCTh, MaCIITAOUPYEMOCTb

force-fit, v. MO/IOTHATh, MPUCTIOCOOUTD (hpasza ne umeem npamo2o ananoea
nepesooa 6 pycckom A3vike)
robust, adj. YCTOWYNBBIN

unit test, expr.

MOJIYJIbHBIN TECT, aBBTOHOMHBIHN TECT, OJJIOYHBIN TECT (context)
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refactor, v. BBIIIOJIHUTh PEOPraHU3aLUI0 KOJa, IEpEeNnucarb HCXOAHBIN
KOJ C LEeIbl0 YIyYIIEHUs BHYTPEHHEH CTPYKTYpbI
MIPOrPaMMHOTO KOJIa IIPHU COXPAHEHUHU ero HHTepdeiicoB

pinpoint, v. MIPOCIEANUTD, TOYHO OIPEIEIUTD
memory allocation, expr. pacrpeesieHue maMsTH
OTA Over the Air, TeXHOJOTHsA, IO3BOJISAIONIAS OOHOBIIATH

MPOrpaMMHOE OOECIeUYeHNEe YCTPOWCTB MO OECIpPOBOIHON
ceru (uepe3 Wi-Fi nuimm MOOUITBHYIO CETh)

What is Mobile Application Development?

Mobile application development involves designing and

creating software applications for mobile devices like @ @ K
smartphones and tablets. Such an application can be downloaded ‘
from an app store, come preinstalled on the device, or be accessed @ e

using a mobile web browser. Applicatigh

Development

Generally, this type of software development involves using Java,
C#, Swift, and HTML as programming and markup languages.

Key Approaches to Building a Mobile App
You can build a mobile app in various ways. The following are some of the popular
approaches followed by mobile app developers:

1. Native App

It is a platform-specific app that can run only on a particular operating system. This means that
mobile application companies would need to develop an app differently for Android and iOS when
following this approach.

2. Cross-Platform App

This app is based on a single, unified code that can run on multiple platforms. So, after coding
once, mobile app companies can make it work for Android and 10S.
Since it is a platform-independent app, it is cheaper to build.

3. Hybrid App

A hybrid app is a blend of two apps: a web application and a native mobile app. When building
this app, a mobile application development agency transforms a web application into a native shell.
This app is faster and easier to build but may suffer performance issues.

4. Progressive Web App

This web application extends a user experience similar to a native app. Since this app runs on the
web, there’s no need to install a separate app for it.
The plus points of Progressive Web apps are that they perform better, consume less data, and enhance
engagement rates.
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The Significance of Clean and Efficient Code in Mobile Application Development
Clean and efficient code offers a multitude of benefits for mobile application development:
e Enhanced Maintainability: Well-written code is easier to understand and modify, allowing
developers to introduce new features or fix bugs efficiently. This is particularly crucial as apps
evolve and require ongoing maintenance.

e Reduced Development Time: Clean code promotes better code comprehension, minimizing
time spent deciphering complex structures. This leads to a faster development process and
quicker time-to-market for your app.

e Improved Debugging: Clean code is easier to debug, as the logic is clear and well-organized.
This translates to faster issue identification and resolution, ensuring a smooth user experience.

e Enhanced Team Collaboration: Clean code fosters better communication and collaboration
within development teams. When code is easy to understand, developers can work together
more effectively.

e Optimized Performance: Clean and efficient code typically produces a more performant app.
By avoiding unnecessary redundancies and optimizing resource usage, your app runs
smoother and delivers faster user experience.

By prioritizing clean code, developers lay the foundation for a successful mobile app, ensuring
long-term sustainability and user satisfaction.

7 Tips for Writing Clean and Efficient Code for Your Mobile App

Writing clean and efficient code is the foundation for a successful mobile app. It ensures your
app development runs smoothly, is easy to maintain, and delivers a delightful user experience. Here
are seven key tips to elevate the quality and efficiency of your mobile app code:

1. Prioritize Readability and Maintainability

Writing clear and concise code is essential while maintaining
consistency in formatting and simplifying complex functions. You
must strive for simplicity and avoid overly complex logic structures
and convoluted algorithms. Instead, you can use clear variable
names that reflect their purpose (e.g., ‘userName’ instead of ‘u’).
When necessary, enhance readability with meaningful comments
that explain non-obvious logic but avoid over-commenting in well-
structured code. Maintain a consistent style throughout your
codebase for indentation, spacing, and formatting. This improves readability and makes navigating
the code much easier for you and future developers. Don’t hesitate to break large chunks of code into
smaller, well-defined functions with clear purposes. This promotes modularity, improves readability,
and helps with troubleshooting.

2. Know the Art of Naming Conventions

Utilize descriptive variable and function names that accurately reflect their purpose. This
eliminates the need for excessive commenting and instantly clarifies what each piece of code does.
For example, ‘calculateTotalCost’ is much more understandable than ‘calcTotal.” Adhere to a
consistent naming convention throughout your entire app. This ensures predictability and makes the
code easier to navigate for you and other developers.
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3. Leverage Code Comments Strategically

Documenting non-obvious logic and design choices is essential. Use comments to explain
complex algorithms or logic that might not be immediately clear. However, avoid over-commenting
well-structured code that is already self-documenting.
Always clarify assumptions and dependencies. Document any assumptions made within the code or
external dependencies it relies upon. This aids future developers in understanding the code context
and potential limitations.

4. Apply Modularization and Reusability

Organize your code into well-defined modules that encapsulate specific functionalities. This
promotes code reuse, reduces redundancy, and simplifies maintenance. Think of your code as building
blocks — the more reusable blocks you have, the easier it is to construct new features.
Modern mobile development platforms for iPhone and Android apps offer vast libraries and
frameworks that provide pre-built, well-tested code components. Utilize these resources to avoid
reinventing the wheel. Focus your efforts on your app unique functionalities and use libraries for
everyday tasks like networking or image loading.

5. Use Effective Design Patterns

Make it a practice to identify common programming problems and solutions. Design patterns
offer established and proven solutions to recurring programming challenges. Learn and implement
relevant design patterns to enhance code structure, maintainability, and scalability.
Don’t force-fit a design pattern into your code. Carefully analyze the problem you’re trying to solve
and select the pattern that best addresses the specific challenge.

6. Implement Unit Testing

Unit testing involves creating automated tests for individual functions or modules within your
code. It helps you isolate and verify each code unit functionality independently. Unit tests catch bugs
early in the development «cycle, leading to a more robust and reliable app.
It also helps identify bugs and potential issues early in the development cycle. This leads to a more
robust and reliable app, minimizing crashes and unexpected behavior. With unit tests in place, you
can refactor code with greater confidence, knowing that the underlying functionality remains intact.
This promotes agility and simplifies future maintenance efforts. You can make changes to your
codebase without worrying about breaking something else.

7.  Employ Performance Optimization Techniques

Utilize profiling tools to identify areas of your code that consume excessive resources or slow
down app performance. These tools pinpoint where your app might be struggling, allowing you to
optimize those sections. Minimize unnecessary memory allocations and optimize resource handling
to ensure your app runs smoothly, even on devices with limited resources. A well-optimized app uses
resources efficiently, leading to better user experience. Implementing these performance optimization
tips ensures your mobile app delivers a responsive and enjoyable user experience.
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LANGUAGE DEVELOPMENT

Exercise 2.6. Learn information from the text and prepare 5-minute talk about mobile
application development process. The picture below will help you to structure your speech.

Mobile App Development Process

Assess
Plan and Technical Design Test Maintain and
Research Feasibility Interface Thoroughly Update

— %

Wireframe App Create Develop Code Release App
Concept Prototype

Exercise 2.7. Work in pairs and in turns define the terms in your own words.

1. Mobile application is ...

2. Software s ...

3. Javais ...

4. Markup language is ...

5. Cross-platform application is ...
6. Debugging is ...

7. Maintainability is ...

8. Prototypeis ...

9. Scalability is ...

10. Codebase is ...

Exercise 2.8. Answer the following questions using information from the text.

What are the main differences between native and cross-platform mobile app development?
Which programming languages are commonly used for developing iOS and Android apps?
What are the key factors to consider when designing a user-friendly mobile app interface?
How do you ensure the security of data in a mobile application?
What tools and frameworks are popular for mobile app development?
How can developers optimize the performance of a mobile app?
What is the importance of testing and debugging in the mobile app development process?
How do app stores review and approve new applications before they are published?
What are some common challenges faced during mobile app development, and how can they
be addressed?

. How does user feedback influence the ongoing development and improvement of a mobile

app?

A S AR i ol
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Exercise 2.9. a) Read the passage about cross-platform application development frameworks.
If you find unknown words, consult with your dictionary.

Mobile engineers use cross-platform mobile development frameworks to build native-looking
applications for multiple platforms, such as Android and 10S, using a single codebase. Shareable code
is one of the key advantages this approach has over native app development. Having one single
codebase means that mobile engineers can save time by avoiding the need to write code for each
operating system, accelerating the development process.

b) Make up questions so as italicized words and expressions would be the answers.

Exercise 2.10. Search for information on the Internet and complete
the table about cross-platform mobile application development
tools. Prepare a short report (up to 5-7 minutes) and share
information with your groupmates/colleagues.

|

=14 ,;‘"F

TN i
N

Cross-platform mobile application development tools

Tool Features Price Demo

React Native ¢ Code and iterate faster | Free No

e Supports C++, Java,
Swift, Objective C, and
Python

e Up to 80% of sharable
codebase

e OTA updates

e Plug-n-play  custom

templates
Flutter e Offers in-depth coding | Free No
assistance
o Expressive and
Flexible UI

e Native Performance
e Rich motion APIs

Tonic

Xamarin

Unity
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IMPROVE YOUR TRANSLATION SKILLS

Learn vocabulary from Unit 2 “APPLICATION DEVELOPMENT. MOBILE APPLICATION
DEVELOPMENT” and translate the following sentences from Russian into English.

1. PazpaboTka  MOOWJIBHBIX  TNPWIOKEHHH  BKIOYaeT B ce0sf  MPOEKTHPOBAHUE,
POrpaMMHPOBAaHUE W TECTHPOBAHHUE IMPOTPAMMHOIO oOOecredeHus: JUisi cMapTGOHOB U
TUTAHILIETOB.

2. Jlng co3manusi MOOMIIBHBIX MPHIIOKEHHUN UCTIONB3YIOT S3bIKH MPOTPaMMHUPOBAHUS TAKUE KaK
Swift, Kotlin u Java.

3. BaxHol wyacTbio pa3pabOTKH SBISAETCS CO3/JaHUE YJOOHOTO M HMHTYUTHUBHO TOHSTHOTO
M0JIb30BaTEILCKOT0 UHTEpdeEiica.

4. MoOubHbIE TPUIIOKEHUS JODKHBI OBITh ONTHMU3HPOBAHBI JIJIs1 OBICTPOTO 3aITyCcKa U paboThI
6e3 omnooK.

5. Pa3paboTumky 4acTo MCHOJB3YIOT CIICUabHbIE (PEHMBOPKHA U MHCTPYMEHTHI, TaKHE KaK
React Native wim Flutter, mst kpoccmiargopmeHHo# pa3paboTKH.

6. TectupoBaHUe MPUIIOKEHUH TTOMOTAET BBISIBUTH U UCTIPABUTH OLIMOKHU MEPE]] MX BBITYCKOM
B MarasuH MpUIOKEHHH.

7. B mporecce pa3paObOTKH BaXXHO YYUTHIBATH TPeOOBaHUs OC30MACHOCTH ¥ 3aIMTHI JAHHBIX
M0JIb30BaTENEH.

8. OOHOBIEHHE U TMOJJAEPKKA MOOWIBHBIX MPHJIOKEHUNH MO3BOJIAIOT COXPaHATh MX
aKTyaJIbHOCTb U yIIy4IlaTh ()YHKIIMOHATBHOCTD.

9. Co3ganue MOOWIBHBIX MPWIOKEHUH TpeOyeT KOMaHAHOM paboThl JTM3alHEPOB,
pa3pabOTYMKOB U TECTUPOBILUKOB.

10. C pa3BuTHeM TEXHOJIOTUH MOOMIIbHAS pa3pabOTKa CTAHOBUTCS BCe O0jee BOCTpeOOBAaHHOMN 1
nepcrneKTUBHON obnacThio [T-uHayCTpUN.

FOCUS ON WRITING

Elements of writing: cohesion, definitions, examples,
generalizations

Cohesion

Cohesion means linking phrases together so that the
whole text is clear and readable. It is achieved by several methods, such as the use of conjunctions
and reference words and phrases, which refer back to something mentioned before.

Writing Exercise 1. Read the following text and complete the table below. What elements of
cohesion do you notice in the text?

Ken Thompson (1943) was the principal inventor of UNIX. It is a multiuser, multitasking operating
system. He received his Bachelor's and Master's degrees, both in electrical engineering, from the
University of California at Berkeley (UCB). Soon thereafter, in 1966, he was hired by Bell Labs. The
latter appears to be a research and development arm of AT&T. In 1973, Thompson made his first
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public presentation about UNIX. It was noticed by the right people at UCB, and this led to the first
copy of the operating system being shipped to that university. The UNIX source code is distributed
freely throughout the 70s, and it soon became popular at universities and research labs.

Reference Reference word or expression

Ken Thompson

UNIX

The UNIX source code
First public presentation
The latter

Noticed

Definitions

. Definitions are normally needed in two situations:
. a) In introductions, to clarify a word or phrase in the title;
b) More generally, to explain a word or phrase that may be either

" \ 4 very technical (and so not in normal dictionaries), or very recent, or
- with no widely agreed meaning.

ediately

Ambenom

More complete definitions may be written by adding examples or extra information:
Virtual reality (VR) is a term that applies to computer-simulated environments that can
simulate physical presence in places in the real world, as well as in imaginary worlds.

Writing Exercise 2. Complete and extend the following definitions. Use your dictionary if
necessary.

Descriptive geometry is ... which allows ... by using ... .

Unreal Engine is .... which helps ... .

Object-Orienting Programming is ... that helps ... .

Computational science (or scientific computing) is ... concerned with ... and using computers

b=

5. A complex system is ... composed of ... that as a whole exhibit ... .

Examples

When writing essays/articles it is often better to support statements by giving examples.

Phrases for introducing examples include:

o for instance/for example

e suchas

e e.g

e particularly

e especially

e acase in point (for single examples).
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Writing Exercise 3. Find sentences containing examples in articles related to your research
topic. You should find at least 10 sentences. Answer the following questions:

e Are examples necessary in the articles?

o What phrases does the author use to introduce examples?

Generalizations

In written work, generalisations are very useful because they can be used to present complex
ideas or data in a simple form. There are two ways of making a generalisation:

a) Using the plural: Lambert’s model for body reflection is useful in computer graphics.

b) Using definite article and the singular: The model for body reflection is a useful model.

It is better to avoid absolute phrases, use more cautious phrases instead. When making
generalisations it is easy to overgeneralize, using inadequate data.

Writing Exercise 4. Write generalizations on the following topics.

Concept/Notion Generalization

1. Algorithm

2. Visual Programming Environment (VPE)
3. Computer Animation

4. Virtual Reality

VOCABULARY LIST OF UNIT 2
“APPLICATION DEVELOPMENT. MOBILE APPLICATION DEVELOPMENT”

accomplish, v.

adhere, v.

adherence to deadline, expr.

agile methodology, expr.

assume, V.

assumption, 7.

clear vision, expr.

codebase, n.
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complexity, n.

concise, adj.

convoluted algorithm, expr:

cutover, n.

decipher, v.

dependency, n.

descriptive variable, expr.

divert, v.

downward, adv.

elevate, v.

eliminate, v.

emerge, V.

encapsulate, v.

engagement rate, expr.

explicit, adj.

force-fit, v.

foster, v.

implement, v.

iterate, v.

leverage, v.

line out, ph.v.

maintainability, n.

map out, ph.v.

memory allocation, expr.

meticulous, adj.

modify, v.
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modularity, n.

modularization, 7.

native app, expr.

native shell, expr.

ongoing maintenance, expr.

OTA

overly, adv.

performance, 7.

performant, adj.

pinpoint, v.

Rapid Application Development (RAD)
Methodology, expr.

recurring, part.

redundancy, 7.

refactor, v.

resolution, 7.

reusability, 7.

robust, adj.

scalability, n.

sequence, 7.

sign off, ph.v.

spacing, ger.

specification, .

sprint, 7.

squad, n.

strive for, expr.

sustainability, .
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technical writer, expr.

troubleshooting, ger:

unified vision, expr:

unit test, expr.

waterfall methodology, expr.

UNIT 3 “GAME DEVELOPMENT’

LEAD-IN
1. What are the main stages involved in the game development process?
2. Which programming languages are commonly used for creating video games?
3. How does game design influence player engagement and experience?
4. What tools and engines, such as Unity or Unreal Engine, are popular for game development?
5. What skills are essential for a successful career in game development?

READING I

game engine, expr. UTPOBOM JIBUKOK

game console, expr. UTPOBasi MPUCTABKA

renderer, . peHzepep (npog.), ammapaTHOE YCTPOMCTBO, BBIIOJIHSIOIIEE
PEHIEPHUHT N300pakKeHHIA

physics engine, expr. (bu3nyecKuil ABMKOK, MOJCUCTEMA B KOMIIBIOTEPHBIX UTPaXx,
OTBEYAIONIAs 32 CUMYJISILIUIO (PU3HKH TeNa

collision detection, expr: oOHapyKeHue CTOJIKHOBEHHUH, JNETEKTHPOBAHUE
CTOJIKHOBEHMI

collision response, expr. OTBETHAs PEaKIUs Ha CTOJKHOBCHHUE

threading, ger: MHOTOIIOTOYHOCTb, OPTaHU3aIUs TIOTOYHON 00pabOTKU

scene graph, expr. rpad creHsl
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environment (IDE)

integrated development

MHTETPUPOBAaHHAS cpeaa pa3padoTKu

enable, v.

JieNlaTh  BO3MOXKHBIM, JIaBaTh BO3MOXKHOCTB, CO37aBaTh
yCIIOBHSI (context)

data-driven manner, expr.

yup aBJISICMBIN JaHHBIMH CTHUJIb

preempt, v.

BBITE€CHSATH, IPHOOPETATh MPEUMYIIIECTBEHHOE IIPABO

middleware, n.

IIPOMEKYTOUHOE IPOrpaMMHOE obecnieyeHue,
MIPOMEKYTOYHbIE IPOrPAMMHBIE CPEJICTBA

time-to-market, expr.

Meproa OT Hayana pa3pabOTKH KOMIIBIOTEPHOW WTIPHI 0
BBIXOJ1a €€ Ha PHIHOK

game source-code,

expr.

HCXOJIHBIN KOJI UI'PBI

comprise, V.

COCTOATH M3, BKIIFOYATh

custom engine, expr.

KJIAEHTCKUN JIBUKOK

extensibility, 7.

PaCcupACMOCTDb

rendering capability, expr:

BO3MOKHOCTb BU3YyaJIM3alluA

inconsistently, adv.

HECTaOUIIbHO, HECOBMECTHMO, COUBUUBO (context)

sprite, n.

CHpaiT (npogh.), TMHAMUYECKHUH IrpaUueCKUl HIEMEHT
(small pictogram, used in games; graphical image that can
move within a larger graphics)

Game Engines

A game engine is a software framework primarily

. Iy N designed for the development of video games
@ unlty '(11 ) @ Gopot and generally includes relevant libraries and

@

CRY=NGIN=

Developers can use game engines to construct games for video game consoles and other types
of computers. The core functionality typically provided by a game engine may include a rendering
engine ("renderer") for 2D or 3D graphics, a physics engine or collision detection (and collision

UNBEAL

support programs. The “engine” terminology is

e similar to the term “software engine” used in
the software industry. Game engine can also refer
e GameMaker to the development software utilizing this

framework, typically offering a suite of tools and

features for developing games.
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response), sound, scripting, animation, artificial intelligence, networking, streaming,
memory management, threading, localization support, scene graph, and video support for cinematics.

Game engine implementers often economize on the process of game development by
reusing/adapting, in large part, the same game engine to produce different games or to aid in porting
games to multiple platforms.

In many cases, game engines provide a suite of visual development tools in addition to
reusable software components. These tools are generally provided in an integrated development
environment to enable simplified, rapid development of games in a data-driven manner. Game-engine
developers often attempt to preempt implementer needs by developing robust software suites which
include many elements a game developer may need to build a game.

Most game-engine suites provide facilities that ease development, such as graphics,
sound, physics and artificial-intelligence (AI) functions. These game engines are sometimes called
"middleware" because, as with the business sense of the term, they provide a flexible and reusable
software platform which provides all the core functionality needed, right out of the box, to develop a
game application while reducing costs, complexities, and time-to-market — all critical factors in the
highly competitive video-game industry.

Like other types of middleware, game engines usually provide platform
abstraction, allowing the same game to run on various platforms (including game consoles and
personal computers) with few, if any, changes made to the game source-code. Often, programmers
design game engines with a component-based architecture that allows specific systems in the
engine to be replaced or extended with more specialized (and often more expensive) game-
middleware components. Some game engines comprise a series of loosely connected game
middleware components that can be selectively combined to create a custom engine, instead of the
more common approach of extending or customizing a  flexible  integrated  product.

Extensibility remains a high priority for game engines due to the wide variety of uses for
which they are applied. Despite the specificity of the name "game engine", end-users often re-purpose
game engines for other  kinds of  interactive applications with real-time graphical
requirements - such as marketing demos, architectural visualizations, training simulations, and
modeling environments.

Some game engines only provide real-time 3D rendering capabilities instead of the wide range
of functionality needed by games. These engines rely on the game developer to implement the rest of
this functionality or to assemble it from other game-middleware components. These types of engines
are generally referred to as a "graphics engine", "rendering engine", or "3D engine" instead of the
more encompassing term "game engine". This terminology is inconsistently used, as many full-
featured 3D game engines are referred to simply as "3D engines".
Examples of graphics engines include Crystal Space, Genesis3D,

Irrlicht, OGRE, RealmForge, Truevision3D, and Vision Engine.

Modern game or graphics engines generally provide a scene
graph — an object-oriented representation of the 3D game-world which
often simplifies game design and can be used for more efficient
rendering of vast virtual worlds.

As technology ages, the components of an engine may become
outdated or insufficient for the requirements of a given project. Since
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the complexity of programming an entirely new engine may result in unwanted delays (or necessitate
that a project restarts from the beginning), an engine-development team may elect to update their
existing engine with newer functionality or components.

LANGUAGE DEVELOPMENT

Exercise 3.1. Give English equivalents to the following words and word combinations.

CootBercTByIOIIME OUONMMOTEKH; WrPOBas KOHCOJIb, MEXaHWU3M BH3yalu3aluu; rpaduueckuit
JBUYKOK; MHOTOIIOTOYHOCTD; MOAAECPKKA JTOKATH3ALMY; CIICHUAIMCT TI0 BHEIPEHUIO, Pa3padO0TUHK;
croco® ympaBieHMs] JaHHBIMHU; YOPEXIaTh, HaAekHoe mporpamMmMmHoe obecnieuenue (I10);
MexruiathopMeHHoe mporpammuoe ooecrieuerue (I10); cpok BBIBOAA HA PEIHOK; UTPOBOU MCXO/THBIH
KOJI; HECTaHIaPTHBIN ABMKOK; BKIIIOYATh PsAJl KOMIIOHEHTOB; KK bl pa3 1o pa3HOMY, HEIIOCTOSIHHO;
TPECHUPOBOYHOE MOJICITHPOBAHUE; THOKUN MHTETPUPOBAHHBIN IPOAYKT; OBITH 3aMCHCHHBIM; 0oJiee
a¢ddexTuBHAS Iepenaya.

Exercise 3.2. a) Define the part of speech of the following words. Write your answers in the table
below.

Functionality, insufficient, interactive, unwanted, reusable, implementer, complexity, selectively,
restart, discontinued, currently, informative, indefinitely.

Noun Verb Adjective Adverb Participle 11

Word

b) Make up S sentences of your own using any words from part a of this exercise.

Exercise 3.3. Answer the following questions using information from the text.

1. What is a game engine?
. What does a game engine include?

3. What types of engines are referred to as “graphics” engines? Can you give any examples of
them?

4. What do game engines provide?

5. Is it necessary to know how to add realism to a character, how to add graphics effects or how
to animate a sprite? Why?

6. What can you say about development of engines as technology ages?

44



Exercise 3.4. Read the text and decide if the following sentences are true or false.

1.

2.

The “engine” terminology is not  entirely similar to the term ‘“software
engine” used in the software industry.

Developers can use game engines to construct games for video game consoles and other types of
computers.

The core functionality typically provided by a game engine may include “3D engine” for
2D or 3D graphics.

In many cases, game engines provide a suite of visual development tools in addition to reusable
software components.

Complexity of programming is the only requirement in today’s demanding market of video-
game industry.

Modern game or graphics engines generally provide a scene graph — an object-oriented
representation of the 3D game world.

End-users often re-purpose game engines for other kinds of interactive applications with real-
time graphical requirements.

Game engine implementers never economize on the process of game development because they
want to produce different games.

Exercise 3.5. Match the word or word combination from the text with its definition.

Word or word combination

Definition

1. A physics engine

a. a core component of a complex software
system.

2. Competitive

b. the art of creating three-dimensional (3D)
images or animations showing the attributes of a
proposed architectural design.

3. A scene graph

c. a physics model typically implemented in
software for use in computer games

4. Visualization

d. strongly desiring to be more successful than
others; as good as or better than others of a
comparable nature

5. A game engine

e. any technique for creating images, diagrams,
or animations to communicate a message

6. Rendering

f. a general data structures commonly used by
vector based graphics editing applications and
modern computer games

READING II
game development pipeline, Tporiecc pa3paboTKU UTPHI, ITAMBI PA3PAOOTKH UTPHI
expr.
bottleneck, n. (bakTop, CAEPKUBAIOIINNA POCT
AAA game triple A, B MHAYCTPUHU KOMITBIOTEPHBIX UT'P TEPMHUH
HCIIONB3YETCs 111 0003HaYeHUsT Hanboee
BBICOKOOIO/DKETHBIX UTP, KOTOPBIE PACCUUTAHbI HA




MacCOBYI0 ayquTopuio. Pa3paborka momoOHbBIX Urp TpeOyeT
OTPOMHBIX 3aTpaT U CBsI3aHA C BBICOKMMH YKOHOMHUYECKUMHU
puckamu. [Ipumepsr urp AAA: Grand Theft Auto V, Red
Dead Redemption 2, Elden Ring, The Witcher 3 u
Cyberpunk 2077

indie game

WHU-UTPA, KOMITBIOTEPHASI UTPA, CO3/IaHHAS OTICIbHBIM
Ppa3pabOTUYUKOM HIIM HEOOJIBIIIUM KOJIJIEKTUBOM O€3
(VHAHCOBOU TOJICPIKKHU M3IATENSI KOMITBIOTEPHBIX UTP.
[Ipumepsr unnu-urp: Minecraft, Broforce, Celeste, Tacoma,
Super Meat Boy, Alto’s Adventures, Braid, World of Goo

game design document, expr:

JIA3aiH-JOKYMEHT UT'PbI

gameplay, n.

IponuecC Urpbl, XOIa UI'PbI

restrain, v.

OI'paHU4YMBaTh, CACPIKUBATDH

run over, ph.v.

MIPEBBIIIATH 3aIlJIAaHUPOBAHHBIE PACXOIBI (context)

pitch, v.

o4aTb UACKO HHBECTOPY

asset, n.

U poBoi OOBEKT B UTpe

conscious, adj.

OCO3HAHHBINM, OCMBICIICHHBIN

placeholder, n.

3aMoJHUTEND (TPapUUECKHI JIEMEHT, 3aMEHIEMBIi
peanbHBIM 3JIEMEHTOM)

vertical slice, expr.

BEPTUKAIIBHBIN CPE3 (npogh.)

relegate, v. HaIpaBIATh, IEPEBOAUTEL B HU3IIYIO KATETOPHUIO
patch, n. nard (npog.), BPEMEHHOE UCIPABICHUE B IPOTpaMMe
DLC 3arpyxaembrii KoHTeHT (downloadable content)
sequel, 7. CHKBEII (npog.), IPOTOJKEHUE UT'PBI
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Video Game Development Pipeline

The game development pipeline is the process of building a
video game from concept to completion. Much like a production
line, the game development pipeline helps organize the flow of work
so that everyone knows what they need to deliver and when.

The pipeline also helps manage the game development
timeline and budget, reducing inefficiencies and bottlenecks. While
pipelines vary between projects and studios, the process is fairly
similar whether you’re working on an AAA, indie, or mobile game.

A game is continuously evolving, and what sounds great in theory may not work so well in
practice. Therefore, the pipeline is not necessarily a linear process. Work must be sent for creative
approvals and can often be sent back for revisions. Pipelines must be flexible enough to factor in
revisions and course changes.

3 stages of game development
Video game development is typically divided into 3 stages: pre-production, production, and
post-production.

1. Pre-production

This is where every project begins. Essentially, pre-production defines the game topic, why it
should be made, and what it will take to make it. You might have a great idea for a type of game, a
story you want to bring to life, or you may want to build one that leverages a certain type of technology
(e.g. VR, a new controller, or console).

In pre-production, you’ll find answers to questions like:
e What is the game about?
Who is the audience?
Is there a market for it? What’s the competition like?
Which platform will it be published on?
How will it be monetized? Will it be sold on a platform, or free to play with in-game
purchases?
How long will it take to develop?
e What staff and resources will it require?
e What is the estimated budget?

This stage can last anywhere between a week to a year, depending on the project type,
resources, and finances available, and typically takes up to 20% of the total production time. At this
point, the team is quite small. There may be a producer, programmer, or concept artist (or, if you’re
a one-person operation, you’ll be doing most of it).

A video game producer handles the business aspect of the project, particularly the financials.

They manage the budget and develop marketing strategies to sell the product. A concept artist sets
the tone for the project early on by developing artwork and sketches.
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These early visuals help form the language of the game, giving everyone working on the
project a visual guide to the overall look and feel. The information gathered during this stage of pre-
production forms the basis of the Game Design Document.

The Game Design Document (GDD)

A Game Design Document (GDD) is essentially the game north star. It’s a living document
that helps everyone understand and align with the project greater vision. The GDD includes things
like:

e The idea or concept

e Qenre

e Story and characters
Core game mechanics
Gameplay
Level and world design o
Art and/or sketches »
Monetization strategy.

As a living document, the GDD is continuously updated and refined throughout production.
This could be due to technical or financial restraints or simply realizing that things just don’t look,
play, or work as well as you had initially hoped.

Many people, especially smaller developers, like to use more agile development techniques,
which are less about process and documentation and more about just building things. However, larger
studios prefer a different approach.

EA, Microsoft, Sony, Ubisoft and other large game companies are highly process-driven and
require heavy documentation. It's a big part of how they have achieved success over and over again. A
GDD keeps you organized, helps identify potential risks, and lets you see ahead of time who you may
need to hire/outsource to in order to bring your project to life. Your game idea may seem fairly
straightforward, but once you lay it out in a GDD, you might soon realize just how big and resource-
heavy your project is.

Projects without a plan are much more likely to run over time and budget. Another reason to
have a GDD is to help pitch and finance your game. Potential investors will want to see a solid plan
before investing. Finally, the GDD will help you market your product once it’s ready to be released.

2. Production

Production is the longest stage of the pipeline, and it’s all hands on deck. Ranging anywhere
from 1 to 4 years, production is where the game really starts to take shape. The story is refined, assets
(characters, creatures, props and environments) are created, the rules of play are set, levels and worlds
are built, code is written, and so much more. Almost everything in a video game is a conscious
decision. This includes every character, environment, object, as well as the look, colors, sounds, level
of difficulty, rules and point-scoring system. However initial ideas don’t always translate so well in
reality, so as the work is being done, the game is being continuously tested and refined.
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Production milestones

There are a number of milestones to hit
throughout the game development process.

Prototype: This is the initial test of the game
(which happens in pre-production and is described in
detail above). Some games may never make it past this
stage.

First playable: The first playable gives a much
better idea of the look and gameplay. While it is still far
from final, placeholders are replaced with higher-quality
assets, and artwork is added.

Vertical slice: A vertical slice is a fully playable
sample that can be used to pitch your game to studios or investors. Ranging from just a few minutes
up to half an hour, a vertical slice provides a first-hand experience of your game.

Pre-alpha: The majority of the content is developed in the pre-alpha stage. At this point in
game development, some big decisions will need to be made. Content may get cut, or new elements
will need to be added to improve gameplay.

Alpha: The game is “feature complete” meaning the main features have all been added and
the game is fully playable from start to finish. Some elements, such as art assets may still need to be
added, but controls and functionality should be working properly. The QA testers will be making sure
everything is running seamlessly and reporting errors back to the team.

Beta: At this point, all the content and assets are integrated, and the team should be focused
on optimization rather than adding new functions or features.

Gold master: The game is final and ready to be sent to the publishing outlet and released to
the public.

3. Post-production

Once production is complete and the game has shipped, the game development process
continues. Some team members are relegated to maintenance (fixing bugs, creating patches) or
creating bonus or downloadable content (DLC), while others may move on to the sequel or the next
project.

LANGUAGE DEVELOPMENT

Exercise 3.6. Answer the following questions using information from the text.

1. What are the main stages of the game development pipeline?

2. How does concept art influence the overall game development process?

3. What role does prototyping play in game development?

4. How is asset creation integrated into the game development pipeline?

5. What are common tools used during the game design and development phases?

6. How does version control contribute to managing a game development project?

7. What is the importance of testing and quality assurance in the pipeline?

8. How do developers handle iteration and feedback during game production?

9. What are the key challenges faced during the integration phase of game development?
10. How does deployment and post-launch support fit into the overall pipeline?
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Exercise 3.7. a) Read the following passage about testing phase in game development pipeline.
If you find any unknown words, consult with your dictionary.

At testing phase the QA engineers, whose work previously went unnoticed, come into play. While
developers and designers are busy creating concepts and animating 2D/3D models, game testers
meticulously prepare test cases, checklists, and test plans. Once the developers release the
environment for testing, the QA team takes over, meticulously examining the game and identifying
its most vulnerable areas.

The testing phase typically occurs in multiple iterations - testers report issues to the developers and
designers. After these issues are fixed, the QA team reevaluates the game thoroughly. This process is
repeated until the developers resolve all the critical problems blocking the game release.

b) Discuss the importance of testing phase in game development with your colleagues. Use
vocabulary from the passage above and vocabulary of Unit 3 “GAME DEVELOPMENT"’.

¢) Search for information on the Internet and prepare report about
real cases of bugs fixing in AAA games, indie games or mobile games.

Exercise 3.8. The graph illustrates the increasing demand for video games from 2017 to 2026
approximately. Revise the vocabulary used for graph description (information is presented in
“English for Programmers. Part I”’) and be ready to speak on the topic.

Total global video games revenue, by segment (US$bn)
B Social/casual gaming PCgames W Console games
B Integrated video games advertising

214.2

2018 2019
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Exercise 3.9. Game development has become an-and-coming field. Prepare a monologue on the
topic “What does it take to be a game developer?”. Include in your monologue information
from the table.

Technical Skills Soft Skills
C++, C#, Java, Python Effective communication
Game engine Time management
Unreal Engine Teamwork
Unity Handling substantial data

Exercise 3.10. a) Search for information on the Internet and
complete the table. There is an example for you.

Game Programming Scripting Cross- 2D/3D Notable
engine language platform oriented games
GameMaker
Studio
Cocos2d,
Cocos2d-x,
Cocos2d-
html5
Roblox
Unity
Unreal C++ C++ Yes 3D Gears of War,
Engine Fortnite,
Valorant,
Unreal series

b) Work in pairs. Take turns and share information you’ve found on the Internet with your
groupmate/colleague.
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IMPROVE YOUR TRANSLATION SKILLS

Learn vocabulary from Unit 3 “GAME DEVELOPMENT” and translate the following
sentences from Russian into English.

1. Pa3paboTka BuICOMTp BKIIOYaeT B ce0sf CO3MaHME CICHApHs, JAW3allH  YpOBHEH,
IPOrpaMMHPOBAHHE M TECTUPOBAHUE.
2. Jlnsg pa3paboTKu Urp UCHIONB3YIOT UTPOBbIEC ABMKKH, Takue kKak Unity u Unreal Engine.

3. B npouecce pa3paOoTKH BaKHO cO3/jaBaTh UHTEPECHBIN CIOKET U IIPUBJICKATEIbHBIN BU3yaJIbHBIN
CTHJIb.

4. TlporpammHpoBaHHE UTPOBBIX MEXaHUK TpeOyeT 3HaHU A3bIKOB, Takux Kak C# wim C++.

5. TeitmausaiiHepbl pa3padaThIBalOT KOHIEMIIUIO UTPHI U OIIPENEISIIOT €€ OCHOBHBIE OCOOEHHOCTH.

6. TectupoBaHHe UI'p IOMOTAET BBISIBUTh OArd U yJIy4IIUTh UTPOBON IPOLIECC.

7. Co3gaHue KayeCTBEHHOM rpaMKyd M aHMMAalUU 3HAUYWUTEIbHO MOBBIIIAET MPUBJIEKATEIbHOCTh
UTPBI.

8. BaxHoll uacThi0 pa3pabOTKU SBISETCS ONTHUMU3ALMS IPOU3BOAUTENBHOCTH JJIs PasHBIX
YCTPOMCTB.

9. Komanmnas paboTa nu3aifHEpOB, MPOTPAMMHUCTOB U XYIOKHUKOB HEOOXOIMMA IS yCIICITHON
peanu3aluy MIpoeKTa.

10. Pa3paboTka BUAECOUTP — 3TO CIOKHBIA U TBOPUECKUH NPOIIECC, TPEOYIOMNNA MHOTO BPEMEHU U
YCUIIUH.

FOCUS ON WRITING

Elements of writing: numbers, references and
quotations, style

Numbers

Discussing statistical data is a necessary part of much
academic writing. Figures and numbers are both used to talk
about statistical data in a general sense. The figures in the
report need to be read critically. Digits are individual numbers. Both fractions (12) and decimals
(0.975) may be used.

No final -s on hundred/thousand/million:
In 2024, 77 303 573 people voted for Trump. but: Thousands of processors form a large cluster.
When presenting data, the writer must attempt to be accurate without confusing the reader with too

much detail. In some cases, where the actual number is unimportant, words or phrases may replace
numbers to simplify the text:

Deciding between the 47 of programs that transfer iPods to computers can be maddening.
Deciding between the dozens of programs that transfer iPods to computers can be maddening.
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Table 4. Words and phrases that can be used to describe quality.

Few Less than expected
Several 3-4

Various 3-6

Dozens of 30-60

Scores of 50-100

Percentages are commonly used for expressing rates of change:

Approximately 49,91% of US adults voted for Trump in 2024.

Table 5. Words and phrases that can be used to simplify statistics in writing.

A small proportion/a large proportion

The least/the most

To double/to halve

On average/the average number

A tenfold increase

Per cent, percentage

Twice/three times as many

The majority/the minority

One in three

A third/a quarter

k

References and Quotations

A reference is an acknowledgement that you are making use of
another writer’s ideas or data in your writing. There are four
main reasons for giving references:

1. To avoid plagiarism.

2. To give more authority to your writing.
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3. To show you are familiar with another research on the topic.
4. To help a reader to find the original source by using the reference section.

In order to give references accurately it is important to stick to the following procedure:
1. Keep a careful record of the details of your sources.
2. Study journals and departmental guidelines to find out which system of referencing is used
in your subject area.
3. Use: summary of a writer’s ideas, quotation of a writer’s words, a mixture of summary
and quotation.

Writing Exercise 1. Write a summary of the author’s ideas, including references.

Usually, a limited number of such data types come built into a language. Without them, it becomes
very difficult to maintain information within a computer program [Nick Bilton and K. Torrace, 2022].
Since the main principle behind computer programming is to take information, process it, and deliver
the information in a different form to the user, data types obviously play a large part in determining
how this is achieved.

Style

Modern academic writing has a semi-formal, impersonal and objective style. The focus is on
presenting information as clearly and accurately as possible. Be as precise as possible when dealing
with facts or figures. If it is necessary to estimate numbers use approximately rather than about.
Following are some of the small but specific mistakes in style that are made in formal written work.

Avoid using:
e personal language;
language that is emotional;
words that express your opinion too strongly;
unnecessary words;
brackets and dashes to add information.

Writing Exercise 2. The following sentences contain examples of inappropriate style. Underline
these examples. Rewrite sentences in more formal way.

1. Yes, we know this is a sadly long list of rules, but please
read it.

You can't always trust those download links that you find.
Lots of studies looked at adults rather than kids.

I've heard mixed things about this game.

Why people insist computers can’t think?

Nk wn
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VOCABULARY LIST OF UNIT 3 “GAME DEVELOPMENT”

AAA game

asset, n.

bottleneck, 7.

collision detection, expr.

collision response, expr:

comprise, V.

conscious, adj.

custom engine, expr.

data-driven manner, expr.

DLC (downloadable content)

enable, v.

extensibility, n.

game console, expr.

game design document, expr.

game development pipeline, expr:

game engine, expr.

game source-code, expr.

gameplay, n.

inconsistently, adv.

indie game

integrated development environment
(IDE)

middleware, 7.

patch, n.
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physics engine, expr:

pitch, v.

placeholder, n.

preempt, v.

relegate, v.

renderer, 7.

rendering capability, expr.

restrain, v.

run over, ph.v.

scene graph, expr.

sequel, 7.

sprite, n.

threading, ger.

time-to-market, expr.

vertical slice, expr.

UNIT 4 “SOFTWARE DEVELOPMENT’

LEAD-IN

1.

A

What are the main stages of the software development lifecycle?

How does Agile methodology differ from Waterfall in software development?

What are some common programming languages used in software development today?
What skills are essential for successful software development?

What are the key principles of writing clean and maintainable code?

56



READING I

address needs, expr: 00CITyKUBaTh MOTPEOHOCTH (context)

intricate, adj. TPYIHBIA, TPOMO3JIKUH, 3aIly TaHHBIH

pivotal, adj. OCHOBHOM, Ba)KHEHIIINHI, OCHOBOIOJIATAIOIINI, KIIFOYEBOH

DevOps, n. ynpaBieHre UHPPACTPYKTYpOll U pa3BepThIBAHHEM
MPOrpaMMHOTO 0OecreueH s, HepephIBHAS MHTETPAIUS U
pa3BepThIBaHUE

streamline, 7. HamnpaBleHUE, KOHTYP

foster, v. CIocoOCTBOBATh, COIEHCTBOBATD

enhance, v. yCUIIMBaTh, IMOBBIIATh, YBEIWYHBATh, AKIEHTHPOBATH
(context)

silo, n. Oapbep, pa3pO3HEHHOCTH (context)

scalable, adj. MaciTabupyemblit

ongoing, part. HENpPEepbIBHBIHN, TPOAOIIKAIOIIUICS, TOCTOSHHBIN

adherence, n. MIPUBEPKEHHOCTh, CTPOTOE COOMIOIeHNE

meet user’s needs, expr. 0TBEYaTh NOTPEOHOCTSIM MOIH30BATENS

manage constraints, expr. YIPABIIATE OTpaHUYCHUSIMU

syntax, n. CHHTAKCHUC SI3bIKa TIPOTPAMMHUPOBAHHS

Git, n. ['ut, pacupeneneHHas CUCTEMA YIPABICHUsI BEPCHIIMHU

code repository, expr. peno3uTOpHii Koaa

unit test, expr. MOJZYJIBHBIN TECT

integration test, expr. KOMIUIEKCHBIN TE€CT, TECTUPOBAHUE CUCTEMBI B LIEJIOM

user acceptance test, expr. MOJIB30BATENIbCKAMN TECT MTPUEMKHU

relational database, expr. 0a3a JaHHBIX C PEIAIIMOHHON CTPYKTYPOM

NoSQL database, expr. cucTeMa ynpasjieHus TaHHbIMU Kareropur NoSQL,
HepeJsIIMOHHAs 0a3a JaHHbBIX

in-memory database, expr: 0a3a JaHHBIX B ONEPATHBHON MaMATH
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encryption, 7. mmdpoBanue

vulnerability assignment, expr. | pacrnpenencHue ysI3BUMOCTEN

stakeholder, 7. KPYITHBIN aKIMOHED, 3aMHTEPECOBaHHAs CTOPOHA; CTOPOHA,
3aWHTEPECOBAHHAS B PE3yJIbTaTax JAesITeIbHOCTH KOMITAHUH
(context)

Integrated Development WHTETPUPOBAHHAS cpea pa3padoTKu

Environment (IDE)

version control system, expr: crcTeMa yIpaBJICHUS BEPCUSIMH

hosting, ger: BHEIITHEE pa3MEIICHHE (context)

containearization, 7. KOHTEWHEpHU3aIus (npog.)

orchestration, n. MEXaHU3M YIPABICHUS (context)

Database management system | cuctema ynpapieHus: 6azamu naHabix, CYB/]
(DBMS)
retrieval, n. WCIIpaBIICHUE, BBIOOPKA JTAHHBIX (context)

What is Software Development?

Developing software is a systematic process of
designing, coding, testing, and maintaining software
applications and systems. It is the driving force behind the
digital age, shaping the technological landscape we navigate
daily.

The primary purpose of software development is
to create efficient, functional, and user-friendly software
solutions to address specific needs or problems. Whether it's
a mobile app, a website, an operating system, or an intricate
business application, software development plays a pivotal role in nearly every aspect of modern
society.

When creating software, developers use DevOps, a set of practices and principles that aim
to streamline and automate the software development and IT operations processes. It fosters
collaboration between development (Dev) and operations (Ops) teams to enhance the efficiency and
reliability of software delivery. DevOps encourages the use of automation, continuous integration
(CI), continuous delivery (CD), and infrastructure as code to enable faster development cycles,
quicker problem resolution, and a more agile approach to developing software. By breaking down
silos, DevOps promotes a culture of continuous improvement and collaboration ultimately resulting
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in more reliable and responsive software systems. It's important to compare DevOps solutions to find
what works best.

Key software development concepts

Software engineering is the systematic and disciplined approach to designing software,
developing it, and maintaining its systems. It goes beyond coding and focuses on the entire software
development lifecycle. Software engineers employ engineering principles and best practices to create
reliable, efficient, and scalable software solutions. They analyze requirements, design architecture,
write code, perform testing, and ensure ongoing maintenance of software. Collaboration,
documentation, and adherence to industry standards help engineers deliver high quality software that
meets user needs, while also managing constraints like time and resources.

Here's a breakdown of key concepts software engineers use every day:

It all starts with coding, which is the act of writing instructions in a language that a
computer can understand. These instructions are called programs or code, and they're written in
various programming languages. Each language has its syntax and purpose, making it suitable for
distinct tasks. Some popular languages include Python, Java, C++, and JavaScript.

Algorithms and data structures are step-by-step procedures or sets of rules designed to
solve specific problems or perform specific tasks. They serve as the core logic behind software
applications.

Version control is the system that helps developers track changes to their codebase over
time. It allows multiple developers to collaborate without overwriting each other's work. Git, a widely
used version control system, enables teams to manage their code repositories efficiently.

Testing involves evaluating the software to identify and fix issues or bugs. Developers use
various testing techniques, including unit testing, integration testing, and user acceptance testing.
Debugging is the process of finding and resolving errors in the code to ensure the software functions
correctly.

Databases manage and store data in software applications. They come in various forms,
such as relational databases (e.g., PostgreSQL, MySQL), NoSQL databases (e.g., MongoDB), and
in-memory databases. Selecting the right database type and designing efficient database structures
are critical aspects of software development.

Security protects user data and prevents unauthorized access. Developers must follow best
practices for securing applications, including encryption, access controls, and vulnerability
assessments.

Software architecture defines the structure and organization of a software system. It
involves deciding how components will interact, ensuring scalability, and planning for future
development.
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Documentation, including code comments, user manuals, and technical documentation, is
crucial for understanding and maintaining software. Documentation also provides insights into the
software functionality and usage and is essential for
providing clarity, context, and guidance to developers and
stakeholders.

Tools and technologies

In the world of software development, a multitude of
tools and technologies are at your disposal. Here are some of
the common ones:

Integrated development environment (IDE): 1DEs like Visual Studio Code, Intelli] IDEA,
and Eclipse provide a unified environment for coding, debugging, and testing.

Programming languages: Popular programming languages include Python, Java,
JavaScript, Ruby, and C++.

Version control systems: Git is the most widely used version control system, with
platforms like GitHub providing hosting and collaboration features.

Containerization and orchestration: Docker and Kubernetes are key factors in
containerizing applications and managing them at scale.

Testing frameworks: Testing frameworks like JUnit and Selenium help automate testing
processes.

Database management systems (DBMS): MySQL, PostgreSQL, MongoDB, and Oracle
are examples of DBMS used for data storage and retrieval.

LANGUAGE DEVELOPMENT

Exercise 4.1. Give English equivalents to the following words and word combinations.

baza nannbIx, apxurektypa nporpammuoro ooecneuenus (I10), npornecc pa3paboTku MporpaMMHOTO
obecneuenusa (I10), cucrema ynpasnenuss Oazamu ganHbix (CYBJl), unterpupoBanHas cpena
pa3paboOTKH, TECTHPOBAHWE W OTJIagKa KOJa, IOKYMEHTHPOBAaHHE TEXHUYECKHUX TpeOOBaHUIA,
WCTIOJIb30BaHNE OMOJIMOTEK, pa3BepTHIBAHUE NPWIOKEHUS, MOJETh KU3HEHHOTO IMKJIA MPOCKTa,
obecriedeHre 0OE30MaCHOCTH JTaHHBIX, OTBEYaTh IMOTPEOHOCTSIM TIOJB30BATElNsl, MOIYJIBHBIN TeECT,
MEXaHU3M YIIPaBIICHHS.

Exercise 4.2. Answer the following questions using information from the text.

How does requirements gathering impact the success of a software project?

What are some common challenges faced during software development?

What are some popular version control systems used in software development?
How do integrated development environments (IDEs) improve the coding process?

b=
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What is the role of continuous integration tools in modern software development?
What are the benefits of using containerization tools like Docker?

How do code review tools help maintain code quality?

What are some common challenges faced during software development?

Exercise 4.3. a) Make up six questions based on information from the text.

1. What ?
2. When ?
3. Who ?
4. Why ?
5. How ?
6. What kind of ?

b) Work with your groupmate/colleague. Ask each other questions from part a of this exercise

and answer them.

Exercise 4.3. Match type of software engineer’s work with its definition.

Type of software engineer’s work

Definition

1. Coding a. process of running an application on a server
or device
2. Testing b. using various tools to ensure that an

application is running at its peak efficiency after
it’s been deployed

3. Deployment

c. process of writing a computer program

4. Monitoring

d. reviewing the quality of software and risk of
its failure before and after deployment

5. Pair programming

e. a software development technique in which
two programmers work together at one
workstation

6. Collaboration

f. putting the project plan into action

7. Implementation

g. working together as a team on a project that is
too big for one person
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Exercise 4.4. Match word or word combination from column A with the word or word
combination from column B. Sometimes more than one variant of collocation is possible.

A B
To work through To solve problems faster
To maintain A code
To figure out A project
To enjoy Coding
To do Working with people
To deploy Software
To implement Your own thing
To tend A solution
To find out The answer
To be fascinated by An issue

Exercise 4.5. Choose the correct answer (a, b, ¢ or d). Sometimes more than one answer is
correct.

1. What is true about the day-to-day of a software engineer?

a. There are no meetings on the plan of implementation.
b. There is a lot more to it than coding.
c. Every day is the same.

d. There can be work together with another coder.

2. What is true about pair programming?

a. The navigator/passenger is problem solving.
b. The navigator/passenger is typing.
c. Itallows you to learn.

d. You do it only when you can’t solve a problem on your own.

3. What skills should a software engineer have?

a. Non-verbal communication.
b. Maintaining software.
c. Coding.

d. Organizational skills.

4. What is software engineering a mix of?

Teamwork and collaboration.
Collaboration and pair programming.
Collaboration and working on your own.
Teamwork and solo work.

ac oe
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READING II

streamline, v.

yhnpouiarb, CUCTEMAaTU3UpPOBATh, IIPUBOAUTE B COOTBETCTBUEC
(context)

rely on, ph.v.

pPacCUMTHIBATh HA, TIOJIOKUTHCS, YIUTBIBATD (context)

wide array, expr.

OOLIMPHBII MaccuB

tailor, v.

aJanTUPOBaTh, IPUCTIOCAOIUBATH (context)

front-end framework, expr.

(peMBOpK Ha CTOPOHE KIIMCHTA

back-end language, expr.

SI3BIK O3KEH/IA (npogh.), SI3BIK CEPBEPHOM pa3padOTKHU

no-code platform, expr.

miardopma OecKoIoBO pa3paboTKu

low-code platform, expr:

iaropMa MaJOKOI0BOH pa3paboTKH

democratize, v.

ACMOKpPATU3UPOBATh, ACTIATh ACMOKPATHUYCCKUM

cater to, v.

00CITy)KUBATh, YIOBJIETBOPSTH (context)

Al

Artificial Intelligence, uckyccrBennslii uatemuiekt (MN)

safeguard, v.

rapaHTUpPOBATh, OXPAHATH

pivotal role, expr.

OCHOBHaA poOJib

backbone, n.

OCHOBA, OIIOpa (context)

ignite, v.

MOJIOKUTE HAYaJIO (context)

akin to, expr:

CXOXKHHU C

terrain, n.

YYacCTOK (context)

realm, ».

obmnacts, cdepa (context)

forge into reality, expr.

BOILIONIATh B PEAIBHOCTH (context)

comprehensive, adj.

OOIIMPHBIN, KOMIUIEKCHBIM, MHOTOTPAHHBIN (context)

renowned, part.

WU3BECTHBIN, TPU3HAHHBIN (context)

syntax highlighting, expr.

BBIJICJICHUEC CHHTAKCHCa ITPOrpaMMbI

cater, v.

MIPUHUMATH BO BHUMAHUE, IBITAThCS YTOAUTh (context)
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development workflow, expr:

mporecc pa3padboTKu

drastically, adv.

PELIUTENBHO, PAIUKAIBHO

extension, #.

MIPOTPaMMHOE CPEJICTBO ISl 00ECIICUSHUS JOTTOTHUTEIIbHBIX
BO3MOKHOCTEN

cornerstone, n.

OCHOBa, (yHIAMEHT

toolkit, 7. MHCTPYMEHTAJIbHBII KOMIUIEKT, IAKET HHCTPYMEHTAJIbHBIX
CpencTB pa3paboTKu
prowess, 7. COBEPIIEHCTBO, MaCTEPCTBO

refactoring, ger.

nepepaboTKa CTPYKTYpbl Kofla, pECTPYKTypHU3alus Koaa

exemplify, v.

IOACHATDH, IPUBOAUTL ITPUMED

bog down, ph.v.

IpCIIATCTBOBATD, 3a/ICPKUBATD

mundane task, expr:

00bIYHAsA 3a/71a4a

version control system, expr.

CHUCTEMa YNPaBJIEHUS BEPCUIMU

manageable, ad].

yI0OHBIN B yIpaBJIeHUU

hub, n. OJIOK (context)
Jira, n. cUCTEeMa YIIpaBICHUS 3aJaHUSIMU (npogh.)
synergy, A. COBMECTHAas JIEITEIbHOCTD, COIJIACOBAHUE JEHCTBUI

code consistency, expr.

KOPPEKTHOCTb KOJa

underscore, V.

ACJIaTb aKUCHT, dKICHTUPOBATD, IOAYCPKHUBATH

paramount, adj.

IIEPBOCTEINEHHBIN, IEPBOOYEPETHON, NIABHEUILIUN (context)

agile, adj.

aJJalTUBHBIMN, ONIEPATUBHBIN

iterative, adj.

IMOBTOPSIOIIUICS, UTEPATUBHBIN

mere, adv.

TOJIBKO, JIMIIb

fast-paced, part.

OBICTPO Pa3BUBAIOIINIICS, CTPEMUTEIBHBIN, 33 A0
OBICTPBIN TEMII (context)

within scope, expr.

B paMKax

thrive, v.

IIPOLIBETATh

forefront, ».

LICHTP, BA&XKHEUIIEE MECTO (context)
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build automation, expr. aBTOMaTH3aIHsI COOPKU

Software Development Tools

The right software development tools
streamline the entire development lifecycle,
improving efficiency and collaboration with IDEs,
version control systems, and agile project
management tools being central to this process.

Software development relies on a wide ¢
array of specialized tools tailored to specific layers
of application development, including front-end
frameworks, back-end languages, and mobile and
cross-platform solutions.

The selection of software development tools must consider a balance between cost,
complexity, and capability, with no-code and low-code platforms emerging as cost-effective
solutions that democratize development and cater to various user expertise levels.

Al-powered tools like GitHub Copilot and design-to-code platforms like Locofy make
coding more efficient and accessible.

Navigating the Landscape of Software Development Tools

The landscape of software development tools is as diverse as it is dynamic. From the code
editors that serve as the canvas for our digital creations to the version control systems that safeguard
our progress, each software development tool plays a pivotal role in the software development
process.

They are the backbone that supports software development teams throughout the lifecycle
of creating, maintaining, and enhancing software applications. They are the catalysts that ignite
efficiency, collaboration, and innovation, ensuring that the development journey is as smooth as
possible.

Selecting the right software development tools is akin to selecting the right crew for a
voyage; with the proper expertise, the journey is not only
successful but also enjoyable.The right tools can
significantly reduce the time required to build custom
software products, ensuring timely delivery and cost-
efficiency.

Yet, navigating this terrain requires a thorough
understanding of the various types of tools available and
their capabilities. Let’s dive deeper into the world of
Integrated Development Environments (IDEs), version
control systems, agile project management tools to
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discover how they each contribute to making software development accessible and efficient for teams
around the globe.

Understanding Integrated Development Environments (IDEs)

In the realm of software development, Integrated Development Environments (IDEs) are
the sanctuaries where ideas are forged into reality. They offer a comprehensive suite of tools within
a single environment, allowing for the swift creation, testing, and debugging of code. IDEs such as
Microsoft Visual Studio and IntelliJ IDEA are renowned for their intelligent code completion and
syntax highlighting features, which are instrumental in aiding developers to write efficient, error-free
code. These environments cater not just to Java developers but to a wide array of programming
languages, offering smart code editing that streamlines development workflows.

The intuitive interface of an IDE can drastically enhance a developer’s productivity. By
integrating debugging tools, built-in Git support, and the ability to add extensions for additional
functionalities, IDEs serve as the cornerstone of a developer’s toolkit. For example, the prowess of
IntelliJ IDEA in handling multiple programming languages and frameworks, along with its
refactoring capabilities, exemplifies how an IDE can elevate the quality of software projects. Mastery
of these environments can significantly enhance the development workflow, enabling developers to
focus on innovation rather than getting bogged down by mundane tasks.

The Power of Version Control Systems

Version control systems are guardians of the software development process, ensuring that
the history of a project is preserved and manageable. They enable software development teams to
track changes, manage multiple versions of software, and collaborate effectively, which is essential
for maintaining code integrity. Platforms like GitHub have emerged as hubs for collaborative efforts,
offering features that support code security and peer review, enhancing the quality of software
applications. Similarly, Bitbucket integration with Jira exemplifies the synergy between version
control and project management, streamlining development workflows and improving collaboration.

Adopting a distributed version control system like GitLab illustrates the industry push
towards more collaborative and integrated development environments. With features that ensure code
consistency and quality analysis, GitLab underscores its role in managing the software development
lifecycle. Moreover, the importance of version control extends beyond coding tasks to managing user
permissions and tracking contributions, which is paramount for copyright management in software
projects.

Embracing Agile Project Management Tools

Agile project management tools are the
compasses that guide software development teams through >
the iterative and dynamic nature of their projects. Tools _e\,
such as Jira and ClickUp are not mere task managers; they 10 l

——— |
m r

are enablers of efficiency within the Agile framework,
offering  planning,  tracking, and  coordination e
capabilities that are essential for fast-paced development. ,
The specialized features provided by these tools manage 1 ‘

sprints, automate workflows, and set priorities, ensuring
that software projects remain on track and within scope.
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Nifty and ClickUp stand out with their customizable workflows and intuitive user
interfaces, fostering an environment where complex workflows become manageable and team
collaboration thrives. These tools are more than just software applications; they are the catalysts for
rapid application development, enabling teams to adapt their procedures to the unique demands of
their projects.

As agile project management continues to evolve, these tools remain at the forefront,
empowering developers to deliver exceptional software applications with agility and precision.

LANGUAGE DEVELOPMENT

Exercise 4.6. Answer the following questions using information from the text.
1. What are some popular version control systems used in software development?
How does a continuous integration tool improve the development process?
What is the purpose of an integrated development environment (IDE)?
Can you name some common project management tools used by software teams?
How do debugging tools assist developers in writing better code?
What is the role of build automation tools in software development?
Which tools are typically used for code review and collaboration?

How do containerization tools like Docker benefit software deployment?

Y =2 bk wD

What are some testing frameworks commonly used in software development?

10. How do issue tracking tools help manage bugs and feature requests?

Exercise 4.7. Revise vocabulary of the text “Software Development Tools” and translate the
following word combinations from Russian into English.

e (Cpena pa3paboTku

e HMHcTpyMeHTHI aBTOMaTH3aIMKN COOPKU

e (Cpencrsa s HENPEPHIBHON UHTErpAaLlUU

e KoOHTEHHEpHBIE TEXHOJIOTHH

e CpenctBa TecTupoBaHus nporpaMmmHoro odecrneuenus (I10)
e MHCTpYMEHTHI U1l OTCIISKUBAHUS 0aroB

e [Inatdgopmsl 11t cOBMECTHOM paboThl pa3pabOTUNKOB
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Exercise 4.8. Work in pairs and in turns define the terms in your own words.

Integraded Development Environment (IDE) is ...
Version Control System is ...

Low-code platgorm is ...

HitHub is ...

Development team is ...

Code consistence is ...

Build automation is ...

Embedded software development is ...

S A e

Exercise 4.9. The democratization of software

development is driven by the emergence of low-code High Code vs Low Code

and no-code platforms. These tools enable people vs No Code

with minimal programming knowledge to create ;
and deploy applications, significantly reducing [N CHDE NO CODE
development time. Speak on this topic using the MODELS &
picture on the right as a reference. | el | Gakiilaiiin)

APPLICATION i APPLICATION APPLICATICN

THRGET

DEVELOFER

Exercise 4.10. a) Search for information on the Internet and complete
the table. There is an example for you.

Software Category Developer Latest Version Platform Price
Development
Tool

Visual Studio IDE Microsoft 1.97 (was Windows, Free,
Code released macOS, Linux, | Open-source
January 2025) Web

Eclipse

SOL  Server
Management
Studio (SSMS)

GitHub
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Table from ex. 4.10 continued

Bitbucket

GitLab CI/CD

b) Work in pairs. Take turns and share information you’ve found on the Internet with your
groupmate/colleague.

IMPROVE YOUR TRANSLATION SKILLS

Learn vocabulary from Unit 4 “SOFTWARE DEVELOPMENT” and translate the following
sentences from Russian into English.

10.

WHcTpyMeHTBI KOHTPOJISL BEPCUI TOMOTatoT pa3paboTurnKaM OTCIEKUBATh U3MEHEHHS B KOJIE
1 paboTaTh B KOMaH/E.

Cpena pazpabotku (IDE) obecnieunBaeT yno0HOE HamucaHue, PEAAKTUPOBAHUE U OTJIAJIKY
MIPOrpaMMHOTO KO/a.

ABTOMaTH3UPOBAHHBIE CUCTEMBI COOPKU YCKOPSIOT MPOLECC KOMIUIISLUU U TECTUPOBAHUS
MIPUIIOKEHUH.

WHCTpyMEHTBI Ui TECTUPOBAHUS MO3BOJISIOT BBIABIATH OMIMOKM M MOBBINIATH KAaueCTBO
IPOrPaMMHOr0 0OecreueHHs..

CpenctBa Ui yInpaBieHHMs] MPOEKTaMHM IMOMOTAIOT IUIAHUPOBATh 33Jaud M OTCIIEKHUBATH
nporpecc pa3paboTKu.

Konrelinepu3alnmoHHbple TEXHOJIOTUH, Takue kak Docker, obnerdaior pa3BepTbIBaHHE
MPUIIOKEHUH B Pa3IMUHBIX Cpeax.

WHCTpyMeHTBl Ui aHajlM3a Koja MOMOTal0T HAaXOAWTh IMOTEHIHAIbHBIE YSI3BUMOCTH H
yIy4IIaTh CTPYKTYpPY POrpaMMBI.

CucTeMsl 17151 HeNMPEPbIBHON HHTETPALMN aBTOMATH3UPYIOT MpoLiecc COOPKH U TECTUPOBAHUS
HOBBIX Bepeuii [10.

CpencTBa MOHHUTOpPUHIA TO3BOJISIOT OTCJIEKUBATH MPOU3BOAUTENBHOCTh U CTaOMIBHOCTH
MIPUJIOKEHUH B PEaIbHOM BpEMEHHU.

WHcTpyMeHTB! A1 COBMECTHOM paboThl crocoOCTBYIOT 3((HEKTUBHOMY B3aUMOJICHCTBHUIO
KOMaH] pa3paboTYMKOB U JU3aHHEPOB.
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FOCUS ON WRITING

Prefixes and Suffixes

Adding affixes to existing words (the base) to form new
words is common in academic English. If you know how
prefixes and suffixes affect word meaning it is easy to

understand the word. Prefixes are added to the front of the
base (like — dislike), whereas suffixes are added to the end of the base (active — activate).

Prefixes usually do not change the class of the base word, but suffixes usually do change the class
of the word. Prefixes change or give the meaning. Suffixes show the meaning or the word class. The
most common prefixes used to form new verbs in academic English are: re-, dis-, over-, un-, mis-,

out-. The most common suffixes are: -ise, -en, -ate, -(i)fy.

Table 6. Prefixes with their meaning.

Prefix Meaning Examples of verbs
Dis- reverses the meaning of the verb disappear, disallow, disarm
Over- too much overbook, oversleep, overwork
Un- reverses the meaning of the verb unbend, uncouple, unfasten
Mis- badly or wrongly mislead, misinform, misidentify
Out- more or better than others outperform, outbid
Be- make or cause befriend, belittle
Co- together co-exist, co-operate, co-own
De- do the opposite of devalue, deselect
Fore- earlier, before foreclose, foresee
Inter- between interact, intermix, interface
Pre- before pre-expose, prejudge, pretest
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Table 7. Suffixes that make nouns, adjectives and verbs.

Suffix Meaning Examples of nouns, adjectives and verbs
-tion Action alteration, demonstration
-ity state or quality of being ability, similarity, responsibility
-er person advertiser, driver, astronomer, geographer
-ness state or quality of being darkness, preparedness, consciousness
-ism doctrine Thatcherism
-wards mean in the direction northwards
-ant/-ent person who does sth. assistant, consultant, student
-ship state of being friendship, leadership
-age collection of sth.; result of action baggage, breakage, package

Writing Exercise 1. a) Define part of speech of the following words.

b) Write definitions in column B. If necessary, use your dictionary.

A B
1. Saleable Definition:
2. Uncooperatively Definition:
3. Interviewee Definition:
4. Surrealism Definition:
5. Symbolically Definition:

Writing Exercise 2. Translate the sentences into Russian painting attention to the words in
italics. Give possible meanings to them.

1. Ttis claimed that computers have created a post-industrial economy.
The unavailability of the product is due to the exceptional weather.

3. When we arrived, we were told that due to a virus in the computer there was a problem of
overbooking.
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4. Our team managed to outperform our competitors by delivering the project ahead of schedule
and with higher quality.

5. Students learn best when they have the opportunity to interact actively with their teachers and
classmates.

VOCABULARY LIST OF UNIT 4 “SOFTWARE DEVELOPMENT”

address needs, expr:

adherence, 7.

agile, adj.

Al (Artificial Intelligence)

akin to, expr.

backbone, n.

back-end language, expr.

bog down, ph.v.

build automation, expr.

cater to, v.

cater, V.

code consistency, expr.

code repository, expr.

comprehensive, adj.

containearization, 7.

cornerstone, n.

Database management system
(DBMS)

democratize, v.

development workflow, expr:
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DevOps, n.

drastically, adv.

encryption, 7.

enhance, v.

exemplify, v.

extension, 7.

fast-paced, part.

forefront

forge into reality, expr.

foster, v.

front-end framework, expr.

Git, n.

hosting, ger.

hub, n.

ignite, v.

in-memory database, expr.

Integrated Development
Environment (IDE)

integration test, expr.

intricate, adj.

iterative, adj.

Jira, n.

low-code platform, expr.

manage constraints, expr.

manageable, adj.

meet user’s needs, expr.
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mere, adv.

mundane task, expr:

no-code platform, expr.

NoSQL database, expr.

ongoing, part.

orchestration, 7.

paramount, adj.

pivotal role, expr:

pivotal, adj.

prowess, 7.

realm, n.

refactoring, ger.

relational database, expr.

rely on, ph.v.

renowned, part.

retrieval, n.

safeguard, v.

scalable, adj.

silo, n.

stakeholder, 7.

streamline, ».

streamline, v.

synergy, n.

syntax highlighting, expr.

syntax, n.

tailor, v.
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terrain, n.

thrive, v.

toolkit, 7.

underscore, v.

unit test, expr.

user acceptance test, expr.

version control system, expr:

version control system, expr:

vulnerability assignment, expr:

wide array, expr.

within scope, expr.
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3AKVIIOYEHUE

Bo Bropoii uactm mocobus “English for Programmers” BHuMaHue yzaemnsiercs
npodecCuoHAIbHO-HANPABICHHBIM TEMaM, KOTOPbIC 3aTParuBaroOT pa3IMYHbIC aCIIEKThl pa3padOTKH,
B dacTHOCTH BeO-pa3paboTky (paszmen “Web Development”), pa3paOoTKy NpUIOKEHUH, CO
3HAYUTETHHBIM YKJIOHOM B MOOWIBHYIO pa3zpaboTky (pasmen “Application Development. Mobile
Application Development”), paspabotky wurp (pazmen “Game Development™), pa3paboTky
porpaMMHOTO obecnieueHus (pasaen “Software Development™).

Bropas yacte mocobus “English for Programmers” MmoskeT ObITh HCIIOIB30BaHA KaK HICTOYHUK
JIOTIOJIHUTENBHBIX TPO(GECCHOHATFHO-OPUEHTUPOBAHHBIX TEKCTOB JJIsi M3Y4YeHHs B Kiacce U
OpraHM3ally caMOCTOATENbHON paboThl MaructpantoB OCY, OBC.

Jlorn4yHas cTpyKTypa mocodusi obnerdaer padoTy ¢ HUM H TOBBIIIAET YPPEKTUBHOCTH €TO
MCTOIBb30BaHMs. Pa3zHooOpa3Hbie TEKCTH 0a30BOTO U MOBBIIICHHOTO YPOBHS CIIOKHOCTH, ITHPOKHIA
CIEKTp JIEKCUKO-TPAMMATHUECKUX YIPAKHEHUH, 3a/IaHUsI 110 TIEPEBOAY CHOCOOCTBYIOT aKTHBHOMY
BOBJICUEHUIO MarICTPAHTOB B YUEHBIN MpOIIeCC.

ABTOp TOCOOMS YOEK/IEH, YTO BHICOKHI YPOBEHD BJIa/ICHUS MHOCTPAHHBIM SI3BIKOM — KITIOY K
KapbepHOMY pPOCTY B cdepe MHPOPMAIIMOHHBIX TEXHOJOTUIH. AHIIMICKUHA S3bIK — HEOOXOIUMBIA
HaBBIK JJII COBPEMEHHOTO IMPOrPaMMHUCTA, KOTOPBIH XO4eT OBbITh KOHKYPEHTHOCIIOCOOHBIM,
y4acTBOBaTb B MACIHITA0OHBIX MEXAYHAPOAHBIX TPOEKTAaX M PACKPHIBaTh CBOW JHUYHOCTHBIM
MOTEHIUA.
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adj.

adv.
context
expr.
fixed expr.
n.

ph.v.

prep.

ger.

part.

transl.

npog.

CIIMCOK YCJIOBHBIX COKPAIIIEHUI
adjective, UMsl IpAIaraTeIbHOE
adverb, napeune
MIPH TEPEBOJIE CIIOBA YUUTHIBACTCSI KOHTEKCT MPEATIOKCHHSI/ Ppa3pl
expression, BBIpaKCHHE
fixed expression, pUKCHPOBAHHOE BBIPAXKCHHE
noun, UMs CylIeCTBUTEIBHOE
phrasal verb, pa3oBbIii mIaro
preposition, TPEITIOT
gerund, repyHaui
participle, npuyacTue
translation, mepeBo
verb, Tinaromn

npodeccruoHanbHO-OPUEHTHPOBAHHAS JIEKCHKA
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ADDITIONAL ECERCISES

Software Developer Soft Skills

Exercise 1. a) The picture below contains the list of soft skills necessary for IT specialists.
Answer the following questions:

e What are the most important soft skills for a programmer/software developer/mobile app

developer/game developer?
e Should soft skills be included in a CV?
e How can one develop soft skills?

b) Discuss the questions above with your groupmate/colleague.

<2+ COMMUNICATION SKILLS 7 ADAPTABILITY

. PROBLEM-SOLVING SKILLS . TIME MANAGEMENT
i % TEAMWORK ' CURIOSITY

) EMPATHY PATIENCE

Exercise 2. Match the word or words combination with its definition.

Word or word combination Definition
1. Responsibility a. being willing to consider another viewpoints
and alternatives

2. Empathy b. the combined action of a group, especially
when effective and efficient

3. Communication c. the capacity to be aware of, control, and
express one's emotions
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4. Emotional Intelligence d. the state or fact of having a duty to deal with
something or of having control over someone
5. Teamwork e. a strong desire to know or learn something

6. Open-mindedness f. exchanging information by speaking, writing,
or using some other medium

7. Curiosity g. the ability to understand and share the feelings
of another

Exercise 3. a) Fill in prepositions instead of gaps in the text. Some prepositions could be used
several times.

For In(x4) With Of

Ability to Work ! a Team

Most software development projects require a united team effort. So, collaboration skills are a must

here. You need to find common ground > your teammates as well as other departments that might
be involved. A united team always creates a positive atmosphere. It's important > everyone to feel
support and freedom. To achieve that you can:

e Participate*  peer reviews;

e Be empathetic and listen > concerns and opinions & your colleagues;

e Takepart”  different activities®  your office.

b) Make up questions to the underlined word combinations. Here is an example for you.
Example: What does require a unites team effort? — Most software development projects.
Exercise 4. Replace the italicized words in the text to their synonyms from the box. Remember

to use the synonym in the appropriate grammatical form.
Note: the word control will be used two times.

Dwell on contact lessen the self-confidence ability

control (x 2) valuable forget permit
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Emotional Intelligence

SELF
AWARENESS

EMOTIONAL
INTELLIGENCE

SELF

REGULATION

MOTIVATION

This skill is very important in the software development
environment, even though many people overlook it. It allows
you to manage your own emotions and empathize with
others. The work environment can be pressuring, and high
emotional intelligence (EQ) helps you handle stress calmly
and maintain focus. Plus, this skill allows you to
communicate properly with others and provide constructive
feedback without discouraging colleagues. It's particularly
important when you have to work in a team.
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