pas [ 3 ~ s : - AT L 1
KuiBchbkuil HalllOHAIBHUI YHIBEPCUTET [udp Hazga crieuianbHOCTI, Ocpirsil piseHs

6yﬂiBHHLlTBa i apxiTeKTypu CrCIianbHOCTI OCBITHLOT MPOrpaMu

p e s KoMIT’ roTepHI HayKH,
Kacdenpa inpopmaiiiHuX TEXHOIOTH 122 s

) . Marictp
Kowmn ' 1oTepH1 HayKH

«3aTBepaKyI0»
3aBlyBauka kadeapu
Tersna TOHYAPEHKO

Po3pobuukn cunabdyca %
Annpiit BUIOIWIBKUN / //

/

Bonoaumup BALIKEJIb / /77/

v

CHNJIABYC
OK 04 “Memoou ma mexnono2ii npocKmyeanisi Komn ' 'romepHux i2o

Game design & development”

1) Craryc ocBiTHBOI KOMIIOHEHTH: 000B SI3KOBA.

2) KourakrtHi aani BuMKJagaya:  AT.H., npodecop kadeapu IT, binommubkuii Anapii
Onekcanaposu, biloshchytskyi.ao@knuba.edu.ua, https://www.knuba.edu.ua/elementor-161604/,

acucreHt  kadpeapu  IT, Baukens Bomomumup  IOpiiioBnu,  vatskel vy@knuba.edu.ua,
380(67)3201013

3) [Ipepexsizutu: Tlporpamysanns Ta anroputmiyai  MoeH, OOG'€KTHO-OpiEHTOBaHE
IporpaMyBaHHs, IHCTpyMeHTaJIbHi 3aCO0HM porpamMmyBaHHs, ApXITeKTypa iHQOpMALIHHUX CHCTEM.

4) ) Koporka aHoTalisi AMCUUILIIHI

Jlucummrina "MeToaM Ta TEXHOJOTII NpoekTyBaHHs Komil'totepHux irop" (Game Design &
Development) npucBsiueHa BUBUEHHIO OCHOBHHX IMIJXOMIB 1 TEXHOJIOTIH, SIKI BUKOPHCTOBYIOTBCS Y
npoueci CTBOpeHHs Bigeoirop. BoHa oxomioe pi3Hi eTand po3poOKM irop, MOYHHAKOYHM 3
KOHLICMITYaJIbHOTO MPOCKTYBAHHS, CTBOPEHHS CLEHAPIiB, PO3POOKM MEPCOHAKIB | 3aKIHUYIOUH
TECTYBAaHHSM Ta OINTHUMI3aLI€0 KIHUEBOIO POAYKTY.

Kypc Bkitouae B cebe HaCTYNHI OCHOBHI TEMHU:

- [puHLKMH 1U3aliHy irpoBoro mpouecy (gameplay), 6anaHcy Ta IHTEPaKTHBHOCTI;

- TexHouorii mporpamyBaHHs 1 po3poOKkH rpadiku;

- MojestoBatHst 1 aHiMallisi TPUBUMIPHUX 00'€KTIB;

- BUKOpUCTaHHS IrpOBUX PYLLITB (game engines) uisi CTBOPEHHA ITPOBUX MPOEKTIB;

- TectyBaHHS 1 ONITUMI3AIIS MTPOAYKTHBHOCTI irop:;

- OCHOBHM KOMaH/IHOI poOOTH B [IPOLIEC] PO3POOKHU 1rOp.

3aB/laHHsA Kypcy — JaTH 3100yBauaM po3yMiHHs K TBOPYMX, TaK I TEXHIYHHX aCIEKTiB PO3POOKH
Bi/ICOIrop, a TAKOX HABYMTH iX CTBOPIOBATH irpv 3 BHKOPMCTAHHSM CYYaCHHX iHCTPYMEHTIB i

TEXHOJIOTIH.

5) CTpykTypa Kypey: Jekuii, 1adopatopHi po6oTH, camocTiiini poboru, PI'P, 3amik.

3arajibHa KinbkicTe kpeautis ECTS 5,0
Cyma roaun: 150
Buj1 inauBiayaabHOro 3aBAaHHs PI'P
dopma KOHTPOJTIO 3aiik




6) 3micT Kypcy:
3micmosuii moodyas 1. OCHOBM Teopii Ta NPOEKTYBAHHA KOMII’IOTEPHUX irop
Tema 1. Betyn 1o Teopii MpoeKTyBaHHS KOMIT I0TepHUX irop. [eiimidikamis. Hayka mpo irpu.
Tema 2. TlpaBuia CTBOPEHHS irop.
Tema 3. Po3poOka KOHTEHTY, MPABUJI IPH Ta irpoBoi MexaHiku. CTBOPSHHS KOHIICTIIIIT Ta CIIEHAPII0
xom1 'rorepHoi rpu. Storytelling. Conceptualization. Prototyping
Tema 4. ItepaTuBHHIA IPOIIEC CTBOPEHHS I'pu. Mo3KkoBHi mTypM. DopManbHi €1€MEHTH T'PH.
Tema 5. OcoOnuBOCTI TPOEKTYBaHHS KOMITIOTEpHUX irop. Kpoku iTepaTmBHOro mporuecy
CTBOPEHHS TPH.
Tema 6. OcHOBHI TpUHIHUIKM poOOTH AW3aliHEpOM KoM 'torepHux irop. IlinTpumka Ta
KOMepITiaii3allisi KOMI'FOTEPHUX irop.
Tema 7. Maremaruka B irpax. Lty4ynuii intenekt. Anroputm PeitHonbaca. Teopist iiMoBipHOCTEH
Ta TeHeparlis CeBIOBUNAIKOBHX TO/IH.
3micmosuii modyns 2. llnpposa rpadika, myabTuMeniiiHi TeXHOIOTII Ta iHTepaKTUBHI
cepe1oBHUINA
Tema 8. Benenns B xomm'torepHy rpadiky. Komm'rorepHa rpadika sK HEBiI'€eMHa dYacTWHA
po3poOku irop. OCHOBHI TUIH KOMI'TOTepHOI rpadiku. BipTyanbHa Ta JOMOBHEHA peatbHICTh.
Tema 9. Beryn no OpenGL: Apxitekrypa, ocHOBHI koHmemniii Ta interpais 3 C#. GLSL (OpenGL
Shading Language)
Tema 10. Posmmpeni moxiuBocti OpenGL: Bin cBiTia 10 meiaepis i mpoeKmii.
Tema 11. Pozmmpeni moxnuBocTi OpenGL: Tekctypu
Tema 12. Posmmpeni moxnuBocti OpenGL. JlonaTkoBi MOXKIUBOCTI.
3micmosuii modyns 3. IIpoeKTyBaHHSI TPUBMMIPHUX MoOJeJIel, aHiMaLil Ta NepCOHAKIB Yy
KOMII’IOTEPHHX irpax
Tema 13. CtBOpeHHsI mepcoHaxiB Ta eneMeHTiB rpu. OcHoBu 3D mozpemtoBaHHsS. CKyJBITHHI.
CyuacHi TenaeHnii Ta inHoBaii B 3D mMozenoBaHHi.
Tema 14. Pirrinr. Tunu pirriary.
Tema 15. OcuoBu animanii. Tunu aniMarii B irpax. [Ipoiiec cTBopeHHs aHiMaIlii B po3po0ili irop.

JladopaTtopHi podoTu:
3micmoeuii modyns 1. OCHOBH TeOpii Ta NPOEKTYBAHHA KOMII’IOTEPHUX irop
JlaGopatopna po6ota Ne 1. ['enepartist ineit ais rpu.
Jlabopatopna po6ota Ne 2. Bubip ta oOrpyHTYBaHHS i7€i.
JlaGopatopna po6ota Ne 3. Po3poOka KOHIIENITyaTbHOTO JOKyMEHTA.
Jlabopatopna po6ota Ne 4. Onrc popmMaIbHUX €IEMEHTIB TPH.
JlaGopatopna po6ota Ne 5. BusHaueHHs! TEXHIYHUX BUMOT.
JlaGopatopna po6ota Ne 6. Po3poOka OromkeTy Ta MiaHy yIpaBIiHHS TPOCKTOM.
JlaGopatopna po6ota Ne 7. [Ipe3eHTartis qu3aifH-T0KyMEHTa.

3Imicmoeuii modyns 2. L{lughposa cpagpixa, mynomumeodinini mexnonocii ma inmepaxkmueHi
cepeoosuuia
JlaGopatopna po6ota Ne 8. 2D rpadika Ta anropuT™Mu TplaHTYIISAIIi.




Jlaboparopua podota Ne 9. OcHobu 3D rpadiku Ta Bizyamizariii 3a gonomoror OpenGL.
JlaGoparopna po6ota Ne 10. Posmmupeni moxxmuBocti OpenGL: Ilpoexii, cBitiio, Oydepu.
Jlaboparopnua po6ota Ne 11. Posmmpeni moxumBocti OpenGL: Tekctypu.
3micmosuii mooyns 3. IIpoekmysanna mpueumipnux mooeneii, AaHiMauii ma nepcoHat3cie y
KomMn’romepHux izpax
JlaboparopHa po6ota Ne 12. CTBOpeHHS MEPCOHAXKIB Ta CIIEMEHTIB TPH.

InauBigyanbHe 3aBIaHHSA:
Po3paxynkoBo-Tpadiuna podora (PI'P) cipsmoBana Ha mpakTHYHE 3aCTOCYBaHHS HAOyTHX 3HAHB 3
oCBiTHROT KoMIOHeHTH. Ha Bukonanus PI'P BingBoquThCs 12 rogue caMoCTiitHOT poOOTH. .
Ilpuknaou moxcaueux mem onsa eukonannus PIP:
1. Betyn 10 po3po0kwu irop.
e OcHOBM IHIYCTpIi IrOp: 1CTOPIs, TPEHIU Ta MEPCIEKTUBU.
e Buau xoM'roTepHUX irop: Kiaacudikaris Ta >KaHpOB1 0COOIHUBOCTI.
e Ertanu po3poOku rpu: Bix ifei 1o pemisy.
e Omax mpodeciii y refimeBi: poti Ta 000B'I3KH.
2. OcHOBH irpoBOro 1u3aiHy
e [IpuHUMIN CTBOPEHHS IrpOBOro Ipolecy (gameplay): BUKIUKY Ta MOTUBALS TPaBLSL.
e IrpoBi MexaHIKH: IX BUJIM Ta peajizais.
e banaHCyBaHHS I'pU: CKJIAHICTb, IPOTPECis Ta EKOHOMIKA.
e Happarus y irpax: ciieHapii, CFOKETH Ta IHTEPAKTHBHICTb.
3. TexHoJ10rii CTBOPEHHS irop
e Ommax iHcTpyMeHTIB po3poOku: Unity, Unreal Engine, Godot To1o.
e (OcCHOBM NMporpamMyBaHHs 1Jid TelMIn3aiiHEePiB.
e 2D Ta 3D rpacgika: MOAETIOBaHHS, aHIMaLlisl Ta TEKCTYPyBaHHS.
e Aynmionu3aiiH: My3uKa, 3BYKOBI €()eKTH Ta iX IHTerpaiis B Ipy.
4. Po3po0ka irpoBHX NpOTOTHIIIB
e CTBOpEHHsI IrPOBOTO KOHIIEMITY: Bif 1/1€1 10 JOKYMEHTAIIIi.
e [IpaxkTHuHi miAXOAM 10 MPOTOTUITYBAHHS: IIBUIKE TECTYBAaHHS 17€H.
e [HTEpaKTUBHICTH Ta YIPABIIHHS: CTBOPeHHA 3py4yHHX iHTepdeiici (UI/UX).
e BunpoOyBaHH: MPOTOTHITY: 30ip BIATYKIB Ta iTepaTUBHE BIOCKOHAJICHHS.
5. Aaroputmu Ta JIorika B irpax
e Peamizaris mrtydHoro iHTenekty B irpax: NPC, 6otu, Boporu.
e AJNropuTMU yIpaBliHHA pyxoM nepcoHaxiB (pathfinding, steering behaviors).
e di3uka B irpax: Komi3ii, rpaBiTailis, aHiMaIlii.
°

['eHepaliss KOHTEHTY: MPOIelypHa TeHepallis piBHIB Ta pecypciB.

7) IlocunaHH HAa CTOPIHKY €JEKTPOHHOIO HABYAJIbHO-METOAUYHOIO KOMILIEKCY
aucHMIuTiHm: https://org? knuba.edu.ua/course/section.php?id=4604 .



https://org2.knuba.edu.ua/course/section.php?id=4604
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