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1) Wudgp 3a OMN: BK 15
2) Hapuaasnuii pik: 2023/2024

3) OcpiTHiil piBenb: TepLInii piBeHb BUIILOT 0CBiTH (DaKanasp)

4) ®opma HABYAHHA: €HHA

5) laaysk 3nane: 12 «Indopmauiiini Texnonoriin

6) Cneuiansnicts: 125 «Kibepdesnekan

8) KomnonenTa crienianbHocTi: Bubipkora

9) Cemectp: 6

10) Duka aucumniinm: Bubipkosa komoxenta OI1

11) Kowrtaktui  aani  Bukaagawa:  a.r.H., npop.  Oaexcanpp  OnekcaHapoBu TEPEHTBHEB,
terentiey ooulknubacdu ua. (044) 241-55-61

12) MoBa HaBYAHHA: YKpaiHCbKa

13) IpepeksiznTi: «OcHoBu nporpamysanHsay, «O0 €KTHO-Opi€HTOBAHE NPOrpaMyBaHHY, «Teopiss NPUAHATTS
pitensy, «Xmapui Ta GRID-TexHOonorii».

14) Meta kypey: € (GOpMyBaHHS Y CTY/IEHTIB LiNICHOT CUCTEMI 3HaHb MPO TEXHONOrIT NPOEKTYBAHHS KOMIT IOTEPHUX

irop. HaBUaHHSA CTYIEHTIB METONAM i 3aco0am NpoeKTyBaHHs, POOOTH aHiMalliclo, 3BYKOM Ta rpadikoto mpu po3pobui
KOMIT' FOTEPHHUX 1TOP.

15) Pe3y/ibTaTH HABYAHHS:

; ®opma
. - MeToa nepesipku [Tocunanns Ha
Ne Ilporpamuuii pe3yabTaT HABYAHHA NpoBeAeHHA .
- HABYAJIBHOT O e(bEl\‘Ty KOMIETEHTHOCTI
3AHATH
1. | 1. 3acTocoByBaTH 3HAHHA ACPKABHOI Ta iHO3eMHMX | OOroBopeHHs nij vac Jlexuit, 1K
MOB 3 MeTol0  3adesneucHHs  edeKTHBHOCTI 3aHATb, TEMATHYHE nabopartopHi K31
npodeciiiHol KoMyHiKarLii. A0CTIIKEHHA pobotu K33
KD9
2. | 4. AwanizyBartH, apryMeHTYBaTH, npuimary piwenns | OOropopenHs nijg uac Jlekuit, 1K
MpY PO3B’A3@HHI CKIAJHKMX crieiliani3oBaHux 3a1ay Ta 3aHATh, TEMAaTHYHE JiabopaTopHi K31
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2. | 4. AnanizyBatu, apryMeHTyBaTH, npuitmatu piments | OOroBopeHHs IiJ| yac Jlexmii, IK
TIPH PO3B’SI3aHHI CKJIAIHUX CIEIliali30BaHUX 33134 Ta 3aHITh, TEMATHUYHE nabopatopHi K31
MPAKTHYHHUX MPOOIIEM Y TpodeciiHill TisIbHOCTI, SKi JIOCITITPKSHHS pobotn K33
XapaKTePU3YIOTHCS KOMITICKCHICTIO Ta HETIOBHOIO Kd9
BU3HAUYCHICTIO YMOB, BIINOBIATH 33 NPUHHATI
pilIeHHSI.

3. | 5. AmanTyBaTics B YMOBax 4acTOi 3MIiHU TEXHOJOTiH | OOTrOBOpEHHS IIiI Yac Jlekuii, IK
npodeciiiHol  IisUIBHOCTI, NPOrHO3YBaTH KIHIEBHUH 3aHsTh, TEMaTU4HE | JabopaTopHi K31
pe3ybTar. JTOCTIIKEHHS pobotu K33

K9

4. |6. KpuTHYHO OCMHCIIOBATH OCHOBHI  Teopii,| OOroBopeHHs min yac Jlexuii, IK
NMPUHOWOHA, METOMM 1 TOHATTS y HaBYaHHI Ta| 3aHATh, TEMAaTHYHE | JabopaTopHi K31
nipodeciiiHiil isUTBHOCTI. JIOCITIJPKEHHS pobotu K33

K®d9

5. | 13. AHami3yBaTH MPOECKTH iHpOpMariitHO- OO6roBopeHHS Mmij 9ac Jlexmii, IK
TEJIEKOMYHIKaliHHIX cucreM  0a3ylo4ymch Ha| 3aHATh, TEMaTH4HE | JabopaTopHi K31
CTAaHJAPTU30BAHUX TEXHONOTISIX Ta IPOTOKONAX JIOCITITPKSHHS pobotn K33
repenadi TaHux. K9

6. | 33. BupimyBatu 3amaui 3abe3neucHHs | OOroBOpEeHHS i Yac Jlekii, IK
Oe3mepepBHOCTI Oi3HEC MPOIECIB Opradi3amii Ha | 3aHATh, TEMAaTHYHE | JIAOOpaTOpPHI K31
OCHOBI TEOpIl pU3HUKIB. JIOCITIDKEHHS poboTu K33

Kd9

7. | 44. BupinryBaru 3amayi 3abe3neueHnst | OOroBOpeHHS i Yac Jlekui, IK
OesmepepBHOCTI  Oi3HEc-TporeciB  OpraHi3amii Ha| 3aHATH, TEMAaTHYHE | JaOOpaTOpHi K31
OCHOBI Teopii pHU3MKIB Ta BCTAHOBJIECHOI CHCTEMH JIOCITI/PKSHHS pobotn K33
ynpaBiiHHA iH(OpMarliiiHOI0 0e3reKoro, 3TigHO 3 K®9
BITYM3HSHAMHU T4 MDKHAPOJHHMMH BHMOTaMH Ta
CTaH/IapTaMH.

16) CtpykTypa Kypcy:

Kypcosuit
.| mpoext/ Kypcosa CamocTiiiHi dopma
Jlexii, Tox TpaTine Jlaboparopui pobora pobora i ICYMKOBOTO
’ 3aHATTA, TOJL 3aHATTS, TOX
PI'P/KonTponeHa | 3m00yBada, rof KOHTPOJIO
pobora
20 - 20 PI'P 50 3amix
Cyma rogun:
3aranpHa kinbkicts (kpeautiB ECTS) 90 (3,0)
Kinbkicts rongnn (kpeautis ECTS) ayinTopHOro HaBaHTaKeHHA: 40 (1,33)

17) 3micT Kypcey: (oxkpeMo 1Jis1 Ko:kHOL popmu 3auaTs — JI/IIp/J1ad/ KP/CPC)

Jlekmii:

3micToBHMITI MoayJb 1.
B.1. Teopis komn'ioTepHHX irop

(cro:KeT Ta AU3aiiH, MPOEKTYBAHHS, MIATPHUMKA Ta MPOCYBAHHA)

Jlexuis 1. Beryn 1o Teopii npoekTyBaHHs kKoM’ 1oTepHuUX irop. Ieiimidikanis. Hayka npo irpm.

AHoTanis

Jlekuisi 3HAHOMUTHh 3 OCHOBHUMHM HOHSTTSIMH TeOpii NPOEKTYBaHHS KOMI'IOTEPHHMX IrOp, BUKOPHUCTAHHS irop IJist
NoTped OCBITH, NMPH BiOOPI MpaliBHUKIB HA KOHKPETHI II0CaJIH, COLiaNbHI Ta KYJIBTYPHI OCOOIMBOCTI irop.

Mera Jgekuii

O3HallOMUTH CTYZICHTIB 3 METOJaMHM reiimidikanii, BkazaTH Ha 3aCTOCYBaHHS HPUHIMIIB reiMidikaiii B HaBYaHHI
(popmyBaHHS HaBUYOK a00 IMMOBENIiHKH, Bi3yawi3allisi HABUYOK, JUIS 3a0e3MEUeHHs MMPOAKTHBHOI MOTHBAIIi yYHIB),
MOHATTSMH, SIKi BU3HAYAIOTh KYJIBTYpHI, COMiaibHI Ta iHIIN (DYHKII KOMI'IOTEPHHX irop, METOJaMH, €TallaMh Ta
0COOJINBOCTSIMU MPOEKTYBAHHS irop.
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OuikyBaHi pe3yJbTaTH

CTyZIeHT OBOJIOAIE MOHATTAMH: reiiMidikamis, HayKa Ipo irpd, KOMIT'IOTEpPHA rpa, rpaBenb. byne 3HaTH OCHOBHI
METOAM BUKOPHUCTaHHS IrPOBUX IPAKTHK B HEIrpOBOMY KOHTEKCTi, COIiaJibHI, OCBITHI Ta KynbTypHiI (yHKIIi irop,
METOJIY Ta E€TaIy MPOEKTYBaHHS irop.

Jleknis 2. Oco6,1MBOCTI IPOEKTYBAHHS KOMII'IOTEPHHUX irop.

Anoranis

Jlekrrist 3HAHOMHUTH 3 OCOOJIMBOCTSMH Ta CTAllaMK MTPOSKTYBAHHS KOMII'TOTEPHHX irop Ha pi3HHX MmiardopMax.

Merta Jekuii

O3HallOMUTH CTYyIEHTIB 3 MPUHIMIIAMH MPOCKTYBAaHHS KOMITIOTEpHUX irop Ha miardopmax. HaBectn mpuHIMIH
npoektyBaHHs irop Console i Handheld, apkaguux irop, 6pay3epHux irop romio.

OuikyBaHni pe3yJbTaTH

CTyIeHT OBOJIOAi€ MOHSTTSMH: CYMICHICTH CHCTEM NpPH IPOEKTYBaHHI irop,  apKajHi irpH, KOHCOJbHI irpH,
NPOEKTYBaHHs irop. Byzae 3HaTM MeToau MPOEKTYBaHHs irop Ha pi3HMX IIIaTGopMax, BPaXOBYIOUM OCOOJIHMBOCTI,
nepeBar Ta HeJJOIIKH KOXKHOT 3 HUX.

Jlexnisa 3. Po3po0ka KOHTeHTy, MpaBMJ IpH Ta irpoBoi MexaHiku. CTBOpeHHsl KOHUenuii Ta cueHapiio
Komn'ioTepHoi rpu. Storytelling. Conseptualization. Prototyping.

AHoTauis

Jlexuist 3HaHOMHUTBH 3 OCOOJMBOCTSMU CTBOPEHHS T€HMILICI0 KOMIT IOTEPHOI I'PH AJIsl BUPKEHHS BIIYYTTIB B XO.I
MIPOXOKEHHS TPH 3 ypaxyBaHHAM TakuX (akTopis, sk rpadika, 3ByK Ta CrojkeT. Tako B JIEKIIil pO3IIOBiJa€ThCs PO
Pi3HI MiIX0AM CTBOPEHHS KOHLEILIT Ta CLIEHAPil0 KOMIT FOTEPHOI TP, @ TAKOK MPO KOHIENTYaJIbHY CXEMY Ta ITiIX0IH
JIO peaizaii irpoBOi MEXaHIKH.

Merta aekuii

O3HallOMUTH CTYAEHTIB 3 NPUHLUIIAMHU PO3POOKH KOHTEHTY, IPaBHJI Ta CIOXKETY I'PH, & TAKOK MOSCHUTH KOHIICTIIIIIO
peadizarii irpoBoi MexaHiK{ KOMITTOTEpHUX irop.

OuikyBaHi pe3yJbTaTH

CTyZIeHT OBOJIOAI€ TIOHATTSIMU: irpoBa MeXaHika, reiimiuieli, reiimaOiniti. Byse 3HatH mMeroau po3poOKH KOHTEHTY,
TIPaBWJI Ta CLEHAPIO TPH BiIIOBITHO 0 KOHIENITYalIbHOI CXEMH irPOBOi MEXaHIKH.

Jlexuis 4. 'padika Ta nu3aiin nepcoHaxis. 3Byk Ta reiimMiieil B KoMI'ioTepHiii rpi.

AHoTanis

Jlekrrist 3HAHOMHTE 3 OCOOIMBOCTSMHU CTBOPEHHS CETTIHTY KOMIT'tIoTepHOI rpu. Takok B JIEKIii PO3MOBIAAETHCS PO
3a0e3MeueHHs B3a€MO3B’SI3KIB MK PI3HUMHU MEPCOHAXKaMH TPU Ta IrpOBUMH 00’ €KTaMU, AU3aiHy IIMX MEPCOHAXKIB Ta
00’€KTiB, a TaKOXX CTBOPEHHS 3BYKOBUX €(eKTiB, IK €()eKTHBHOIO CIIOCOOY MiIBWIIEHHS BiNIYyTTIB TPaBs Bixg
MPOXOKEHHS T'PU.

Merta Jexnii

O3HallOMUTH CTYJCHTIB 3 NMPHHIWNIAMH PO3POOKH CETTIHTY, OU3aifHy MEPCOHAXIB, POOOTH 31 3ByKOM Ta CTBOPEHHS
IUTICHOT KAPTUHU MeAMILICIO.

OuikyBaHi pe3yJbTaTH

CTyIeHT OBOJIOJIE MOHSATTSAMH: CETTIHT, ILIECTEPHS pOJeH, Mu3ailH IepCOHaXIB Ta irpoBuX 00’ekTiB. byne 3Haru
METOZM PO3POOKH CETTIHTY, AM3alHY MEPCOHAXIB Ta 00’€KTIB y KOMIT IOTCPHIil Ipi, a TAKOX MOOYIOBU JIOTIUHUX
3B’SI3KiB MK AIHOBIMH MIEPCOHAKAMU Ta MOIISIMH B TeHMILIE].

Jlexuia 5. Okpemi TeopeTM4Hi acmeKTH reHepauiii INceBIOBHNAIKOBUX MNOAili B Ipi, MeTOAM IITY4YHOIro
iHTeJIeKTy Ta MaTeMaTHYHOI Teopii irop Ta ix NnpakTHYHe 3aCTOCYBAHHS NPH po3poodui irop.

AHoTanmisg

Jlekuist mpUcBIYeHAa OKPEMUM TEOPETHYHHMM aclieKTaM reHepalii ICeBJOBUIIaKOBUX MO/ B KOMII IOTEpHIH TIpi, a
TaKOX OCHOBHUM METOJIaM IITYYHOT'O iHTEJIEKTY Ta MaTeMaTHYHOI Teopii irop, 110 € HEBiJ €MHUM €IEMEHTOM irpoBoi
MexaHiKd 1 3a0e3neuye sKicHHH redmiuieid. Takox B JieKUil pO3MISAAATUMYTHCS NPHUHLUIKA BUKOPHCTAHHS
MaTeMaTHYHHUX IHCTPYMEHTIB B pO3paxyHKaX MMOKa3HUKIB PO3BUTKY I'paBlis, CHCTEMH HapaxyBaHHs OalliB-OOHYCIB Ta
mrpadHAX CAaHKIIIH TOMIO.

Merta Jekuii

O3HalOMUTH CTYAEHTIB 3 MaTeMaTHYHUMM METOJAMHM, IiIXOJaMH HITyYHOTO IHTENEeKTy, METOJAaMH TeHeparii
TICEBJIOBUITAZIKOBUX BEIWYMH 32 PI3HAMH 3aKOHAaMH pPO3MOAUTY HMOBIPHOCTEH, IO BHKOPUCTOBYIOTHCS B
KOMIT FOTEPHHX irpax.

OuikyBaHi pe3yJbTaTH

CTyIEeHT OBOJIOJIE TOHSTTSMU: IICEBIOBUIIAIKOBA BEJIMYMHA, MaTeMaTH4YHa TEOpis irop, WITy4yHU# iHTedekT. byne
3HaTH METOJM BUKOPHCTaHH MaTeMaTUYHOTO arapary [py CTBOPEHHI irpoBOI MEXaHiKM KOMI IOTEPHOT rpH.
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Jlekuist 6. OcHoBHI npuHIUIH podoTu Au3aiinepom IlinTpuMka Ta KoMepuiajaizanis KoMn'I0TepHUX irop.
AHoTauis

Jlekmiss 3HAaHOMUTH 3 MIAXOZaMH TECTyBaHHS, IIATPUMKH, KOMepIliamizamii MOHETH3amii KOMIT IOTepHUX irop.
Bxa3zyeTscs AK 1i TAXOIHM Peai3yroThCs B Pi3HUX iIrpOBUX IIATGopMax. Po3rismatoTeCs TakoK CIOCOOH Tpe3eHTAITiT
Ta 0OIPYHTYBaHHSI KOMEPIIMHOI IIIHHOCTI I'PH 1 aHaNi3y irpOBOTO PUHKY.

Merta aekuii

O3HallOMUTH CTYJEHTIB 3 NPUHLUIIAMH TECTYBaHHS Ta MIATPUMKH CHPOCKTOBAHMX KOMII IOTEpHHX irop. Takox
METOIO JIEKI[{ € pO3MJIsiA METOIB aHali3y PUHKY irpoBOI iHIYCTpil JJIsi 3HAXO/PKEHHS MOTEHLIHHOIO KIIIEHTa TPH,
KoMepIIiasizallii Ta MOHeTH3alii MPOeKTy PO3POOKH TpH.

OuikyBaHi pe3yJbTaTH

CryZIeHT OBOJIOJIiE€ TIOHATTSIMU: KOMEpLiali3allist TpH, MOHETH3aLlisl TPH, TECTyBaHHs Ta MATPUMKa irop. byzxe 3natn
METOAM aHaNi3y MOTped KIIIE€HTIB Ha iIrpOBOMY PHHKY, METOIW MOHETH3AIlil, MATPUMKHU Ta TECTyBaHHS PO3POOIEHUX
KOMIT FOTEPHHUX irop.

3micToBHMIT MOIYab 2.

B.2. Digital Media Development (nu¢poBa rpadika Ta animailisi, 3BykoBa iHxenepisi, 3-D MmoaeaoBanHst)
Jlexnisa 1. OcHoBu pirrinry. Po3po0ka koHuenTtiB o0pa3iB, reoMerpii Ta CTBOPeHHsI CKeJIeTy NepPCOHAXKIB.
3aco0u HaJaHHSA TPAEKTOPIi pyXy PyXOMHM YaCTHHAM CKeJleTa MepCcoHasKa.

AHoTauis

Jlekmiss 3HaHOMHTH 3 OCHOBAaMH pPO3POOKH KOHIICTITIB 00pa3iB, TeOMETpii Ta CTBOPEHHS CKENETy IEPCOHAXKIB,
3aco0aMU HalaHHS TPAEKTOPIi PyXy PyXOMHUM YaCTHHAM CKeJeTa IIEPCOHaXA.

Merta aekuii

O3HalOMUTH CTYAEHTIB 3 MPOLECOM IIJATOTOBKH IEpCOHaXka TpHM 1O aHiMarii, sSKWH BKJIIOYa€ CTBOPEHHS Ta
PO3MillleHHs B TPUBUMIPHIA MoOJeNli puUry, BipTyalbHOro '"CKeneTy'", BCTAHOBJICHHS 1€papXi4HOI 3aJIeKHOCTI Mik
HHUMH, TOHATTSMH, SIKI BU3HAYAIOTh KYJIbTYPHI, COLiaibHI Ta iHII (QyHKLIT HnppoBoi rpadiky B KOMI IOTEPHHX irpax,
METOJIaMH, €TalaMH Ta OCOOIMBOCTAMH MTPOEKTYBAHHS [IEPCOHAXKIB I'PH.

OuikyBaHi pe3yJbTaTH

Ciyxad OBOJIOZi€ MOHATTSIMM: PIITIHT, CKEJNET NEepCOHaXka, KOMII'IOTepHa T'pa, TPUBHMIpHa Mojenb. byxe 3Hatm
OCHOBHI METOJI BUKOPHCTaHHS CTBOPCHHS TPHBUMIPHOI MOJIETI MIEPCOHAKa TPH, OCHOBH 3a/IaHHS OMOPHUX TOYOK Ta
JOKOIHTIB CKEJETY IepPCOHaXA.

Jlekuis 2. 3-D mopnemoBannsa B 3ds Max: intepdeiic i HaBiranis, apxirekrypa 3ds Max, Buau MoJe1I0BaHHS,
moaudikaropu i ckpuntu, UV-po3ropTka. CBiTJI0 Ta BidyaJizaiis B koMn’0TepHiii rpi.

AHoTanis

Jlexmist 3HaliOMUTH 3 TIepeBaraMu MojientoBaHHs B 3ds Max, BUIaMu MOJIEIIOBaHHS, MOAU(IKaTOpaMH 1 CKPHUIITAMH.
Takox B JIEKIIi1 pO3MOBIAA€THCS PO MPUHIUIN 0(OPMIICHHS I'PH CBITIIOM Ta Bi3yallizallifo B KOMIT IOTEPHIH Ipi.
Merta Jexnii

OszHaiiomutn ciryxadiB 3 iHTepdeiicom 3ds Max Ta 0ocoONMBOCTSIMH MOICNIOBaHHSA 1 HhOMY. HaBecTH mpuHIUIH
CTBOpPEHHSI MOAN(IKATOPIB 1 CKPUIITIB Ta OCHAILIEHHS I'PH CBITJIOM.

OuikyBaHi pe3yJbTaTH

CTyIeHT OBOJIOJIE TMOHATTSIMU: MOJU(]IKaTOpU, CKPUITH, MOJIEIIOBAHHS MEPCOHAXIB Ta JioKawiil rpu. byne 3natu
MeTonu OQOpPMIICHHSI TPU CBITJIIOM Ta Bi3yaii3allil0 B KOMII FOTEpHiil Ipi, BpaxoBYHOUH OCOOJIMBOCTI, IiepeBaru Ta
HETOMIKH KOXKHOI 3 HUX.

Jlexuia 3. Matepianu i TeKcTypyBaHHsSI 00'€KTiB 3 BUKOPMCTAHHAM Pi3HUX KapT Ta ¢oTo TekcTyp. OcHOBH
CTBOpPEHHS Ju3aiiny inTep'epy B rpi. [IpuHuunyN cTBOPeHHA BipTyaJIbHUX PiBHIB (1OKaLii).

AHoTanmisg

Jlekuist 3HAHOMUTH 3 OCOOJHMBOCTSIMH CTBOPEHHS JW3aiHy iHTep'epy B TI'pl, NPHUHLUIIAMH 33JaHHs MarepialiB i
CTBOPEHHS TEKCTYP 3 BUKOPUCTAHHSAM Pi3HHUX KapT.

Merta aekuii

O3HallOMUTH CTYJICHTIB 3 MPUHIMIIAMY 3aJlaHHs MaTepiaiiB i ctBopeHHs Tekctyp: Diffuse, Specular, Gloss, Normal, a
TaKO’X HNOSICHUTH TEXHOJIOTIO iMiTamii peaTbHOTO penbedy 00'eKTa.

OuikyBaHi pe3yJbTaTH

CryZIeHT OBOJIOJIIE MOHATTAMM: IU3aiHy 1HTep'epy, TEKCTypyBaHHS, penbed, JoKaris. byne 3HaTH MeToau CTBOPEHHS,
PO3IINpPEHHS, 3aJaHHs TEKCTYp Ta MaTepialliB pisHUX 00’ €KTIB TPH.

Jlexnia 4. AHiManisi mepcoHa:kiB rpu Ta CTBOpeHHA irpoBux edekTiB. 3aco0u Ta MeToau 00poOKH 3BYKY B
AutoDesk Maya. TexnoJioris «Motion Capture».

Anoranis

Jlekuiss 3HalOMHTH 3 OCOOJMBOCTSIMH CTBOPEHHs aHiMalii NepcoHaxiB B KoM toTepHid rpi. Takox B jekuii
PO3TIOBiAA€ThCA PO CTBOPEHHS irpoBHX edekTiB. PosrmsmaroTecs 3aco0u Ta MeToam OOpOOKH 3BYKY B CHCTEMi
AutoDesk Maya 151 epeKTUBHOTO crioco0y IMiIBHIIEHHS BITIYTTiB TpaBIls BiJl IPOXOHKeHHS rpu. [T 3a1aHHS pyXY
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MEPCOHAXIB 1 YIpaBIiHHSA TPUBUMIPHOIO MOJIEIUII0 TEPCOHAKA MPOIMOHYETHCS BHKOPUCTAHHS TexHONOTIi «Motion
Capture».

Merta Jexnii

O3HallOMUTH CTYACHTIB 3 NPUHIMIIAMH CTBOPCHHS aHIMAIlil MEPCOHaXIB, 3aCO0IB Ta METOIiB OOpOOKH 3BYKY B
KOMIT FOTEpHii Ta CTBOPEHHS OBHOLIIHHOI KAPTHHU IelMILIEIO.

OuikyBaHi pe3yJbTaTH

CTyIeHT OBOJIOJi€ MOHATTAMH: AHIMallisi NepcoHaxiB, 3BYKOBiI edekTH, cucrema MapkepiB, 3D-monenb, mocap-
cucremu. byne 3Hatu 3aco0u Ta MeToaum OOpOOKM 3BYKY, HaJlaHHS pyXy O0’€KTIB Yy KOMII'IOTEPHIH Ipi, a TaKoX
MOOYIOBH JIOTIYHHX 3B’S3KiB MK AIHOBIMH MEPCOHAXKAMH, CIO’KETOM Ta 3BYKOBUM O()OPMIIEHHSM I'pd B TeHMILIE].
3micToBHMIT Monyab 3.

B.3. npoexTyBaHHsl KOMII'IOTePHUX irop Ha ocHoBi unreal engine 4

Jlekuis 1. Berym, 3HalioMCTBO 3 IpU3HAYeHUM 1715 KopucTyBa4a inTepgdeiicom Unreal Engine 4

AHoTanis

Jlekuisi 3HaHOMHUTH 3 OCHOBHUMH IIOHSATTSIMH ITPOCKTYBaHHsS KOMIT'IoTepHHX irop Ha ocHoBi Unreal Engine 4,
BUKOPHCTAHHS irop Iyl moTped OCBITH, NMPH BifOOpI NMpaliBHUKIB HA KOHKPETHI MOCAJH, COLIaNbHI Ta KyJIbTypHI
0COOJMBOCTI irop.

Merta Jekuii

O3HallOMUTH CTYAEHTIB 3 MeToJaMH Teimidikallii, BKa3aTH Ha 3aCTOCYBaHHS IPHUHIUINB rekMidikariii B HaBUaHHI
(popmyBaHHS HaBHYOK a00 IMOBEMIHKH, Bi3yawi3allisi HABUYOK, JUIS 3a0€3MEUeHHs MMPOAKTHBHOI MOTHBAIi yYHIB),
MOHATTAMH, SIKi BU3HAYAIOTh KYJIBTYpHI, COMiaibHI Ta iHIN (DYHKII KOMI'IOTEPHHX Iirop, METOJaMH, €TallaMh Ta
0COOJINBOCTSIMU MTPOEKTYBAHHS irop.

OuikyBaHi pe3yJbTaTH

CryneHT OBOJIOMIE MOHATTAMU: iHTepdeiic, «rpoBoi ABUKOK», KOMII FOTEPHA Ipa, rpaBellb, 00 €KT, Kiac, 1 T.4. A
TaKOX, CTyJIeHTH OyayTh 3M03i opieHTyBatuch B iHTepdeiici Unreal Engine 4.

Jlekuisi 2. CTBOpeHHS clleHHU, 0(p)OPMJIEHHS 0TOUEHHS, HATIOBHEHHSI MPOCTOPY irpoBHMH 00'€KTaMH.

AHoTauis

Jlexuist 3HAHOMUTB 3 OCOOIMBOCTSIMH Ta €TallaMi CTBOPEHHSI CLICHH Ta 1X OTOYCHHSI.

Merta adexuii

O3HallOMUTH CTYAEHTIB 3 NPHHIMIIAMH CTBOPEHHs CLEHM Ta i HanoBHeHHS. HaBecTH 0COOJIMBOCTI HallOBHEHHS
MPOCTOPY IrpOBUMH 00’ €KTaMHu.

OuikyBaHi pe3yJbTaTH

CTyIeHT OBOJIOJIE MOHSTTSMH: CLIEHa, OTOYEHHS, MpOCTip, 00’ekT 1 T.n. Byne 3HaTH, SKMM YHHOM NPaBHIBHO
CTBOPIOBATH CIICHY Ta pOOUTH HAIIOBHEHHS MIPOCTOPY irpOBUMH 00’ €KTaMH.

Jlexuis 3. [IporpamyBaHHs cueHapiiB B3aemofii irpoBux 00'eKTiB.

AHoTaLis

Jlexmiss 3HAHOMHUTH 3 OCOONMBOCTSME TIPOTPaMyBaHHS CIICHApiiB B3aeMofii irpoBux 00’ekTiB. TakoX B IJIEKIii
PO3MOBIAAETHCS PO i€EPAPXir0 00’€KTIB, a TAKOXK MPO MPABHIBHE iX BUKOPUCTAHHSL.

Merta aekuii

O3HallOMUTH CTYICHTIB 3 MpPUHIMIAMHU MPOTrpaMyBaHHsS CIEHApiiB, a TaKOX IOSCHUTH i€papXil0 o0’eKTiB Ta iX
3aCTOCYBaHHSI.

OuikyBaHi pe3yJbTaTH

CTyneHT OBOJIOAI€ TIOHATTSAMU: CLeHapil, irpoBUi 00 €KT, aKTOp, PiBeHb, 1 T.A. Byne BMITH mporpamyBaTH CIieHapii
B3a€MOJIi1 IrpoBUX 00’ €KTIB.

I[pakTuyni 3aHaTTA: He iependageno HIT

JlaGopaTopHi 3aHATTS:
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125 Kibepbesneka CTopiHka

IMPOEKTYBAHHA Ta HpI/IKJ'IaI[HO.I. MaTCMaTuKu

Ne Ha3za Temun
3/m
Moayas Nel
1 CrBopenHst inei komn totepHoi rpu. ['eiimidikaris
2 OOrpyHTYBaHHS aKTyaJbHOCTI Ta KOHIICTIIii KOMIT IOTEpHOI TpH
3 OOrpyHTYBaHHS 1 ONTMC KOHIIETIi TPH Mif pi3Hi mwiaTgopmu
4 Po3pobka KOHTEHTY Ta IpaBuiI rpu
5 CrBopeHHs crieHapito rpu. Storytelling
6 Cerrinr Ta rpadika. [luzaifH nepcoHaxiB
7 3ByK Ta reliMIuIe B KOMI FOTEPHIN Tpi
8 3acTocyBaHHS MaTEMaTHYHUX MOJIENEH B IpOLeCi MPOEKTYBaHHS KOMIT IOTEpHOI Ipr
9 I'eHepailisi ICEBIOBUMAIKOBHX MOIH B KOMIT IOTEPHUX irpax
10 CrBOpeHHsI npe3eHTalii koHuenTy rpu. OnucanHs Ta oOrpyHTYBaHHs Oi3HEC IUIaHy BIIPOBAKEHHS
11 ﬁlﬁ;éSeHTaHiﬂ Ta 0OrOBOPEHHSI KOHILIEMNIIiH KOoMIT't0TepHuX irop. [Ipe3eHrariis rpylnoBUX MPOEKTIB
Monayas Ne2
1 Po3pobka koHLenTiB 00pasiB, TeOMETpii Ta CTBOPEHHS CKEJIETy NEPCOHAXKIB
2 3acobu HaJaHHS TPAEKTOPIT pyXy PyXOMHM YacTHHAM CKeJIeTa IepcoHaxa
3 3-D mopnentoBanHs B 3ds Max. OcobnuBocti iHTepdeticy 3ds Max
4 Bunu MmonenroBaHHs, MOAU(IKATOPH 1 CKPHUIITH
5 Binobpaxxerns 2D-TekcTyp Ha TpUBEMIpHOMY 00’ €KTi 3a 1ormomMoroio UV-po3ropTku
6 3acTocyBaHHS CBITIIa Ta Bizyalizallii B KOMIT FOTEPHIH Tpi
7 Buxopucransas MaTepiaiiB A1l CTBOPEHHS TEKCTYP
8 CrBOpeHHsI M3aiiHy iHTep'epy B KOMIT FOTEpHii rpi
9 [TpuHIMIIM CTBOPEHHS BipTyaIbHUX PIBHIB (JOKAaIliii)
10 AHIMaIlis TEPCOHAXIB TPU Ta CTBOPEHHS irpoBUX e(DeKTiB
11 3acobu Ta MeToau 00poOKH 3ByKy B AutoDesk Maya
12 TexHomorist Mg 3agaHHA PyXy TEPCOHAXIB 1 YHpPaBIiHHA TPUBHMIPHOIO MOJEIIIIO IEpCOHAXKa
«Motion Capture»
13 IIpesenrarniss Ta 0OTOBOpPEHHS CTBOPEHOTrO AW3aifHy Kowil foTepHuX irop. [IpeseHrariss rpymoBux
MPOEKTIB
Moayab Ne3
1 PoGora 3 npoexramu. Penaxtop UE4
2 006’extH i reometpis. Pobora 3 KoHTEHTOM
3 UMG (Unreal Mothin Graphics Ul Designer)
4 CTBOpeHHS MPe3eHTAIlil KOHIIENITY TPU
5 IIpesenrariis rpynoBUX MPOCKTIB
Kypcosnii npoext/kypcoBa podora/PI'P/KonTposnbna podora:
1. Po3paxynkoBa-rpadiuna pobora.
Camocriiina podora crygenrta (CPC):
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Ne Ha3za Temu

3/m

Moayab Nel
OOrpynTyBanHs KoHuenmii rpu. OcoOMMBOCTI IIAaT(OPM IS TPOSKTYBAHHS KOMIT IOTEPHHUX irop.

2 Po3pobka koHTeHTy KoM toTepHOI rpu. CTBOpeHHs npaBui rpu. CucreMa HapaxyBaHHS OOHYCIB Ta
BBEJICHHS IITpadHUX CaHKIIIH. B3aeM03a1e:KHOCTI MiX MepCOHaKaMK B KOMIT FOTEPHIH Ipi.

3 Storytelling. CTBopeHHS clieHapito kKoMl forepHoi rpu. Empathy map 1u1s nmpoexTyBaHHS KOHIETIIiT
TpH BiATIOBIAHO JI0 iIrPOBOTO CIIEHAPITO.

4 Juzaitn nepconaxis. CeTTiHr Ta rpadika KOMIT I0TEpHOI IpH.

5 3ByKOBi epeKTH B KOMIT IOTEpHIi Tpi. ['eiMIuieit Tpu.

6 MarematiuHi Mojeni B IrpOBOMY IPOEKTYBaHHI. BHUKOpHCTaHHS MareMaTHMYHHX MoOJelieil B
€KOHOMIYHUX CTpaTerisx.

7 I'eneparop mnceBnoBunagkoBUX MNOAid. BukopucraHHsS reHeparopa ICEBIOBHIIAQAKOBHX IMOJIM IS
MOJICTFOBAaHHS TIOBEIiHKH TPaBIIiB.

8 BizHec ruiaH BripoBapkeHHsT KoMn ' toTepHOI rpu. [ToTeHIiiiHi KopucTyBaui irpOBUM IIPOAYKTOM.
[Ipesenrariist koMt roTepHOi rpy. ONKMCaHHS IrpOBOi MEXaHIKU Ta FeHMILIEO TPH.

10 CrBopenHs inei xkomm’totepHoi Tpu. ['eiiMidikaris HaB4aHHSA. Inest KOMI'IOTEpHOI TPH Ta MOIIYK
JaHUX JUIS i1 OKPECIICHHS Ta BTUJICHHS.

11 CrBopeHHsT KoHUeNMii koM toTepHoi rpu. Persona. OOTpyHTYBaHHsS aKTyalbHOCTI KOMI IOTEpHOI
rpu. [Ipe3eHTanis KOHIEMisi KOMIT FOTEPHOT TPH.

Moayab Ne2

1 CrBopeHHs 00pa3iB MepCoHaXiB KOMIT IOTEpHOi I'pi. MeToIu 3aaHHs JXKOIHTIB CKENIETy IMEePCOHAXKY.
OcobmuBOCTI 3aCTOCYBaHHS CKiHIHTY IIPH po3po0Ili 00pa3y irpoBOTO MEPCOHAKY.

2 TpaexTopis pyxy nepcoHaxy. OcoOIMBOCTI CTBOPEHHS MTUHAMIYHHX 00 €KTIB B KOMII FOTE€PHIN Tpi.
Oco0n1BOCTI aHATOMIi CKeJIeTy epCOHaXY.

3 [punuunu crBopenHst 3-D moneni o0’ekriB rpu. Apxitekrypu cucremu 3ds Max. OcobauBocTi
cTBOpeHHs 3-D Mozeni mepcoHaxa rpu.

4 Buan mopemioBaHHSA, SIKI 3aCTOCOBYIOTbCS ISl NMPOEKTYBAaHHS KOMII' IOTEpHHUX irop. IIpuHImmm
CTBOPCHHS MOIU(IKATOPiB Ta CKPUNTIB IJIsI TPOCKTYBaHHA KOMII'FOTEpHUX irop. bibmiorexkn
CKPUITOBHX MOB JJIsl PO3POOKHU T'PH.

5 UV- posroptka. Moaugikarop Unwrap-UVW. UV-mapping.

6 MeToau BCTAaHOBJCHHS 1 HamamrTyBaHHs kamep B 3ds Max. Texnosoril momaBaHHS CBIiTJa s
peanictiuuHol KapTuHu rpu. OcoONIMBOCTI Bizyani3amii B KOMIT IOTEpHIH rpi.

7 Texnouorii crBopeHHs Ta Moaudikanii MaTepiaiiB i TeKCTyp it KoMn otepHoi rpu. OcobnuBocTi
BHUKOPHCTaHHS MaTepiaiiB st opopmiteHHs (oHOBOTO 300pakeHHs Ipr. OCcOOIMBOCTI BUKOPHCTaHHS
(dororekctyp st oopmieHHS (POHOBOTO 300payKeHHS IPH.

8 Oco0nuBoCTi MPOEKTYBaHHsS iHTEp’epy JUIs KoMm'toTepHoi rpu. KoHcTpykTop iHTEp’epiB st
KOMIT FOTE€pHOI TpH. [IpuHIMITN OCHAILIEHHS IPUMIIIEHb MEOJIIMH Ta JIEKOPALisIMH.

9 Bumoru 1o po3poOku Jtokartii kom 1oTepHoi rpu. CTBOpEHHS IHTEPAKTUBHHX Ta ANHAMIYHUX PIiBHIB
rpy. 3a1aHHs YaCOBUX MapaMeTpiB [UIsl IIPOSKTYBaHHS PIBHIB I'PH.

10 AHiMamis nepcoHaXxiB KOMIT F0TepHOI Tpu. IIpuHIMIM cTBOpeHHS irpoBHX edekTiB. JlexoMmo3uiis
Matpuii Tpaacopmariii 00’ €kTiB TpH.

11 OcobmuBocCTi cayHI-TU3aifHy KOMIT IOTepHOi Tpu. MeTtoam Ta 3aco0W TSI CTBOPEHHS 3BYKOBHIX
edexriB. Onuc MOayJIs Uil CTBOPEHHS 3BYKOBUX €(EKTIB

12 3axBaT pyxy 00’€KTIiB IPH MPOEKTYBaHHI KOMIT IOTEpHOI I'pd. Bumoru 10 pobOTH 3 TEXHOIOTIED
«Motion Capture». Po3ranryBanHs TO3HUIIIHHI MapKepiB s 3a1aHHS PyXY HEPCOHAXIB TPH.

13 [pesenrariist koM roTepHOi Tpyu. ONMUCaHHS CTBOPEHOTO JU3aiHY KOMIT I0TEPHOI IpH.

Mopyab Ne3

1 Pobota 3 iHCTpyMeHTaMu. PoboTa 3 HaBiraTopoM. PoboTa 3 penakropoM. [nest komm 10TepHOT Ipu.

2 ImmopT cTpykTyp Ta aHiMarii. Po6ora 3 06’ exramu.

3 [MousTTs «OmynpiHT». 3acTocyBaHHs «OnynpiaTy». Oco0nIMBOCTI pOOOTH B peIakTopi «OayOnpiHTIBY.

4 OcobnuBocti podotu ¢iznunoro newkka PhysX 3.3. BukoHaHHS AMHAMIYHUX PO3paxyHKIB Ta
PO3paxyHKiB 3iTKHEHb. PO3yMiHHS 31TKHEHHS, KaHANIB 31TKHEHHS, (DI3MYHUX MaTepialiB Ta KOHCTAHT.
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18) OcHoBHa JiTepaTypa:

1. Shell, J. The art of Game Design: A book of Lenses [Text] / J. Shell. — A K Peters/CRC Press; 2 edition, 2014. —
600 p.

2. Fullerton, T. Game Design Workshop: A Playcentric Approach to Creating Innovate Games [Text] / T. Fullerton.
— A K Peters/CRC Press; 3 edition, 2014. — 535 p.

3. Ryan Shah (June 2014). Master the Art of Unreal Engine 4 - Blueprints. CreateSpace Independent Publishing.
ISBN 978-1-500-21310-7.

4. William Sherif. Learning C++ by Creating Games with UE4, 2015 — 342p.

5. Peter L. Newton, Jie Feng. Unreal Engine 4 Al Programming Essentials, 2016 — 188 p.

6. Benjamin Carnall. Unreal Engine 4.X By Example, 2016 — 506p.

7. Ph.D. John P Flynt, Chris Caviness. UnrealScript Game Programming All in One, 2006 — 596 p.

8. Satheesh PV. Unreal Engine Essentials, 2016 — 266p.

19) JonarkoBa Jiiteparypa:

http:/library knuba.edu.ua

20) Cucrema OUiHIOBAHHSI HABYAJBLHHUX JOCSTHEHb (Po310aiia 0aiiB):

IToTrouyHe OIiHIOBaHHSA [MigcymKxoBuit Cyma
3MicTOBHI MOy KOHTPOIE
(3a1iK)
30 30 30 10 100

21) YMoBH 10IyCKY 10 MiICyMKOBOr0 KOHTPO.IIO:
- BIJIBiJ{yBaHHS JICKIIili;

- BUKOHaHH$ JJabOpaTopHHUX poOiT;

- JOTpUMaHHs TepMiHiB BUKOHaHHS PI'P;

- TOTPUMaHHS YMOB aKaJeMi4HOT TJOOPOYECHOCTI.

22) ToaiTnka mMOX0 aKageMiYHOI TOOPOYECHOCTi: PO3yMiHHS 37100yBauaMH BHIIOi OCBITH CTUYHOTO KOICKCY
YHIBEPCUTETY Ta HOPM aKkaJeMiqHOi T0OpOYEeCHOCTI (BUMOT IIOJI0 OPUTiHAJIBLHOCTI TEKCTIB Ta JOIYCTUMOTI'O BiICOTKY
CITiBITAJIiHb)

23) IlocuaHHsa Ha CTOpiHKy CJIEKTPOHHOI'0 HABYAJIBbHO-MECTOAUYHOT0 KOMILJICKCY I[I/ICIII/IIIJIiHI/IZ

https://knuba365.sharepoint.com/sites/-31-32-31/Shared Documents/Forms/Allltems.aspx?RootFolder=/sites/-31-32-
31/Shared Documents/General&FolderCTID=0x0120003E14087AC05BC7469DAA4314BF261709

http://org2 knuba.edu.ua/course/view.php?id=1195
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https://www.amazon.com/s/ref=dp_byline_sr_book_1?ie=UTF8&text=Ph.D.++John+P+Flynt&search-alias=books&field-author=Ph.D.++John+P+Flynt&sort=relevancerank
https://www.amazon.com/s/ref=dp_byline_sr_book_1?ie=UTF8&text=Benjamin+Carnall&search-alias=books&field-author=Benjamin+Carnall&sort=relevancerank
https://www.amazon.com/s/ref=dp_byline_sr_book_2?ie=UTF8&text=Jie+Feng&search-alias=books&field-author=Jie+Feng&sort=relevancerank
https://www.amazon.com/s/ref=dp_byline_sr_book_1?ie=UTF8&text=Peter+L.+Newton&search-alias=books&field-author=Peter+L.+Newton&sort=relevancerank
https://www.amazon.com/s/ref=dp_byline_sr_book_1?ie=UTF8&text=William+Sherif&search-alias=books&field-author=William+Sherif&sort=relevancerank
https://en.wikipedia.org/wiki/Special:BookSources/978-1-500-21310-7
https://en.wikipedia.org/wiki/International_Standard_Book_Number
https://drive.google.com/file/d/0B1SQo7m2RpQ9eFlJYkpmZ0hmVW8/edit
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