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G AME H U B et ag et
JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

0. BCTYII

[IpenmeToM HaBYANBHOT JUCHUILIIHU € MPUAOAHHS MPAaKTUYHUX HaBUYOK 3D
MOJIeTIIOBaHHS, aHiMallii Ta cayH[I-AW3aifHy; BHBYEHHs 3ac00iB Ta MPOrpaMHOTO
IHCTpyMEHTapito ISl MPOeKTyBaHHsI KOMIT I0TepHUX irop Ha ocHoBi Unreal Engine
4; BUBYEHHS 32c00iB KpocTIaTGOpPMHOI pPO3pOOKH KOMIT IOTEPHUX irop.

MeTta IHCHHUILTIHHA

MeTo0 BHUKIIAQOAaHHS HaBYAJIbHOI MUCHMIUIIHA «MeTomu Ta TEXHOJIOTI]
pOeKTyBaHHs KoMI toTepHuX irop: Game design & development» € dopmyBaHHs
y CTYJIEHTIB I UIICHOT CUCTeMHU 3HaHb PO TEXHOJIOT1] NPOEKTYBaHHS KOMIT FOTEPHUX
irop, HaBYaHHS CTYJEHTIB METO/aM 1 3aco0aM IMPOEKTyBaHHsI, poOOTH aHIMalli€lo,
3BYKOM Ta I'padikoro ImpH po3poOlli KOMIT IOTEPHUX irop, a TakoX (opMyBaHHS
cucteMu MNpodeciftHUX KOMIETEHIII 1100 pOo3poOKH OaraTOKOPUCTYBalbKUX
KOMIT IOTePHUX irop.

OuikyBaHi pe3yabTaTH

OuikyBaHUMU pe3ysibTaTaMi BUBUEHHS TUCHUILTIHE «MeToau Ta TeXHOJIOT 11
IpOeKTyBaHHs Komm toTepHuX irop: Game design & developmenty € HaOyTTs
NpakTUYHUX HaBUUOK 3D MojenroBaHHS, aHIMAIlil Ta cayHA-IU3aiiHy, CTBOPEHHS
VFX edekrtiB, peHIepUHTY, CUMYJSLIl, KOMIO3UTIHIY Ta pPIrTIHTY MOpH
IIPOEKTYBaHHI KOMIT IOTepHHX irop. Takox pe3yjbTaraMyd BUBUEHHS AUCIUILIIHU €
3aCBOEHHSI TEOPETUYHUX AaCMEKTiB IUPPOBOTO CKYJIBITYpPIiHTY, poOOTH 3
TEKCTypaMH, CTBOPEHHS JIOKalliii B KOMIT IOTEPHUX irpax, HaOyTTs HaBHYOK 3
npoekTyBaHHs irop Ha ocHoB1 Unreal Engine 4. Kpim Toro, pe3ynbTaTamu BUBUCHHSI
IUCHMIUIIHA € O3HalOMJIGHHS CTYICHTIB 3 PI3HOBUJAAMH IPOTPaMHOTO
3a0e3neyeHHsl, 10 BAKOPUCTOBYETHCS JIJIsl CTBOPEHHS 0araTOKOPUCTYBAIbKUX irop.

Jucuunnina «MeToau Ta TEeXHOJOTil MPOeKTyBaHHS KOMIT IOTEPHHUX Irop:
Game design & development» ckiaga€eTbcsi 3 TPhOX 3MICTOBHUX MOAYJIiB:

M.1. Digital Media Development (uudpoa rpadika Ta aHimailisi, 3ByKoBa
iHxkeHepis, 3-D MoaenoBaHH);

M.2. TlpoekTyBanHs koM 'toTepHUX irop Ha ocHoBi Unreal Engine 4;

M.3. TexHoorist po3poOKH OaraTOKOPUCTYBAIILKUX KOMIT IOTEPHHUX 1rop.

Moayas M.1. Digital Media Development (uudpoBa rpadika Ta
a”HiMmalisi, 3BykoBa im:keHepisi, 3-D MonenwBaHHsI) € BBIIHUM B HaBYaJbHII
mporpami MHUCIHIUIIHA 1 OPIEHTOBAHO HA OBOJIOJIHHS CTYyJCHTAMH MPaKTHUYHUX
HaBu4oK 3D wMozjemtoBaHHs, aHiMalii Ta cayHA-AW3aiiHy NpU NPOEKTyBaHHI
KOMII'FOTepHUX irop, a Takox ctBopeHHs VFX edekriB, peHaepuHry, cCUMyJsiii,
KOMIIO3HUTIHTY Ta PIrTiHTY.
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Moayas M.2. IlpoexkTtyBaHHs Komm'loTepHHX irop Ha ocHoBi Unreal
Engine 4. mnpusHadyenmii ans HaOyTTS CTyIJeHTaMH MOPaKTHYHUX HABUYOK
MpOeKTyBaHHS KOMIT I0oTepHHX irop Ha ocHoBi Unreal Engine 4.

Moayas M.3. TexHnosoria po3podkm  0araToKOpHCTYBalbKHX
KOMIT'IOTePHHUX irop. MpuU3HAUeHUH sl O3HAMOMIICHHSI CTYIEHTIB 3 0a30BHMH
MOHSITTSAMU KOHIENIii po3poOKH OaraTOKOPHCTYBAlbKOi TpH, €TalmaMH LHKIY
PO3pOOKH, a TAKOK 03HAHOMHUTHUCH 3 PIZHOBUIAMHU TTPOTPAMHOT0 3a0e3NeYeHHs], 110
BUKOPUCTOBY€ETHCS [IJIsl MOJICNIFOBAaHHSI OaraTOKOpHUCTYBallbKUX CUCTEM.

1. OIUC JUCHUIIJITHA TA II MOJIY.JIIB

Mucuuniina «MeToam Ta TeXHOIOrIT NPOEKTYBaHHS KOMIT’ I0TePHUX irop:
Game design & development»
IMany3b 3Hanb: 12 «[HbDOpMaIiiHI TEXHOIOT1.
CrneunianbHocTi: 122 «KoMmn'toTepHi HayKu»,
126 «IndopmartiiiHi cucTeMu 1 TEXHOJIOT11».

PiBenb: maricTp.
Howmep cemectpa: 10.
Kinekicts kpegutHux onuauis ECTS: 7,0.
KinpkicTs TOIHH:

BChOTO akajd. roguH — 210 rog.,

3 HUX JIeKI1ii — 22 rox.,

NpakTUYHUX 3aHATh — 80 rof.,

camocrTiiiHoi pobotu — 108 rox.
Buau pobit: kypcoBa pobora.
®opMa KOHTPOJIO: eK3aMeH.

Moayas M.1. Digital Media Development (uudppoBa rpadika Ta
aHiMallisi, 3BYKOBa iH:xkeHepisi, 3-D Moae/ir0BaHHS)
Kinekicts kpequtaux onuauIs ECTS: 2,0.
KinpkicTs rogus:
BCHOT'O aKajd. roguH — 60 rof.,
3 HUX JIeKIii — 8 rox.,
MPAaKTUYHUX 3aHATh — 26 rof.,
caMmocCTiitHO1 poOoTH — 36 ro.
Buknanmadi: 1.71.1H., npod. binomunekuit A.O.,
K.T.H., goi. Illadana €.€.
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Moayas M.2. IlpoexkTtyBaHHs Komm'loTepHHX irop Ha ocHoBi Unreal
Engine 4

Kinbkicte kpeautHux oguanips ECTS: 3,0.

KinbKicTh ToauH:

BCHOT'O akaj. roauH — 90 rox.,
3 HUX JIEKI[1H — 6 TOJI.,

MIPaKTUYHMX 3aHATH — 28 rox.,
camocTiitHOi po6oTH — 36 ro.

Buknanaui: 1.1.4., npod. Tepentsen O.0.,

Moayas M.3. TexHoJioris  po3podkum  0araToOKOpHUCTYBallbKHUX
KOMII’ IOTEPHUX irop.

Kinbkicts kpeautaux onuauie ECTS: 2,0.

KinpkicTs roguH:

BCHOT'0 akaj. roguH — 60 roj.,
3 HHUX JIEKIiH — 8 rox.,

NpPaKTUYHUX 3aHATH — 26 rof.,
caMocTiiiHoi po6otu — 36 rof.

Buknanaui: 1.1.1., npod. binomunekuii A.O.,

acnipant /lyonunnka A.C.

2. MEPEJIK KOMIETEHTHOCTEM TA PE3YJbTATH HABUAHHSI

3aranbHi (YHiBepcaibHi) KOMIETEeHTHOCTI

3K-1

3K-2

3K-3

3K-4

3K-5

3MaTHICT, 0 KPUTUYHOTO aHajizy Ta OIIHKA CY4YacHUX JOCSTHEHb,
chOopMyJIFOBaTH HOBI MIIXOAN JJIS PIlIEHHS TECOPETUYHHUX Ta MPAKTUUYHUX
3a/1a4 y HAyKOBUX JOCIIIKEHHSIX

['oTOBHICT, 110 caMoOCTiiiHOI, IHAMBIAyanbHOI pPoOOTH, 3AIiHCHIOBATH
KOMILJICKCHI JOCHIDKeHHS, TPUHHATTS PillleHh B MDKIUCHUTUIIHAPHUX
00J1acTIX

3MaTHICTE 1 TOTOBHICTh BOJIOAITH OCHOBHUMH 1HGOpMAIliHHUMU
TEXHOJIOTiSIMHM, CcrocobaMu Ta 3aco0aMu oJlep)KaHHS, 30epexeHHs,
00poOKkM  iHpopmarllii, MEeTOI0JIOTIE0 HAyKOBOi Ta TMeaaroriyHoi
TiSUTBHOCTI, IPEACTABICHHS pe3yIbTaTiB poOOTH

Bonoaitn HaBuukamu mnaTeHTHO-iHQOPMALIMHUX TOCTIIKEHb, 3aXHUCTYy
mpaB  IHTENEKTyaJbHOI BIIACHOCTI; 3JaTHICTh TMPOBEACHHS OIIHKU
KOMEPI[IHHOTO TIOTEHITIay ¥ MepCreKTHB KoMepIliani3allii TeXHOIOTTYHUX
IHHOBAI1i

31aTHICTh MJIaHYBaTU HAyKOBO-IIPOo(heciiHUI Ta 0OCOOUCTHI PO3BUTOK
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CnenianpbHi (paxoBi) KOMIeTeHTHOCTI

IIK-1 3patHicTh A0 oprasizamii Ta MPOBENEHHS HAYKOBUX HOCTIIKEHb Ta
BUKOHAHHS 1HHOBaLlIMHUX pPO3pOOOK B Taiy3i KOMII'IOTEPHUX HAyK i
iH(pOpMAaIITHIX TeXHOJIOT 1

IIK-2 3paTHICTb po3po0NSITH MaTeMaTUYH1 MOl 1 alrOpuTMU ISl BUPILIEHHS
HAyKOBUX Ta TPAKTUYHUX 3a7a4 MPUUHSTTS ONTUMAIBHUX PIllleHb 1
MPOEKTYyBaHHS CHCTEM, KepyBaHHS CHCTEeMaMH, IPOIlecaMy Ta IPOEeKTaMH,
aHajizy Ta oOpOOKM NaHMX, IHTEJIEKTYyaJbHOTO MOIIYKY Ta BHA0OYBaHHS
3HaHb.

IIK-3 TOoTOBHICTH 10 pPO3POOKM Ta BIPOBAKEHHS HOBUX IHQOpMAIIHHUX
TEXHOJIOT1i 1 MporpaMHoro 3abe3neyeHHs s yIpaBiliHHs, IPOSKTyBaHHS,
NPUAHATTS pillleHb, MOILIYKY, aHaJi3y 1 0OpOOKH JaHUX.

IIK-4 3patHicTb po3po0JisiTH, MPOEKTYBATH, Ta BIPOBAIHKYBATH 3aX0/I 1 3aCO0U
3abe3neueHHsl  KiOepOe3nmeku Ta  3axucTy 1HGopMmallii, 3axuUcTy
HABKOJIMIIHHOTO CepeIOBHIIIA.

IIK-5 3paTHICTb pO3pOOISATH MaTeMaTH4HI MOJENi Ta aJfOPUTMHU ISl aHaJi3y
IPOILIECIB 1 CTaHIB TEXHIYHUX CUCTEM

IIporpamui pe3yabTaTH HABYAHHS
3arajibHa MiATOTOBKA

PH-1 3Hatu 1 po3ymiTH OCOOJMBOCTI Ta MOXJIMBOCTI Cy4acHHX iH(OKOMY-
HIKaI[IHHUX TeXHOJIOTIH Ta IX 3aCTOCYBaHHS Y HAYKOBUX JOCITIIKSHHIX

PH-2 Bwmitu opraHizoByBaTH caMOCTIHHY, IHIUBIyaJIbHY POOOTY, 31iic-HIOBaTH
KOMILJICKCHI JOCTIKEHHS Ta MPUHHATTS pillieHb B MDKAUCIUTIIIHAPHUX
obnacTsx

PH-3 3Hatu Ta po3yMiTH Cy4acHi1 METOIU AOCIIHPKeHHS MaTeMaTUYHUX MOeel
Ta aJITOPUTMIB IHTEIEKTYaJbHOTO aHaNi3y JaHWX, MAIIMHHOTO HaBYaHHS,
aHaJi3y CHUTHAJIIB, 300paXeHb Ta TEKCTIB, 1HPOpPMAIIHHOrO TOIIYKY Ta
BUJI00YBaHHS 3HaHb, 3aXUCTY 1HGOPMAITLi].

PH-4 Bwmitn npoBelleHHS OI[iIHKM MaiHOBHUX IpaB iHTENEKTyaJlbHOI BJIACHOCTI
3TiIHO TIOCTaBIIEHOI METH

PH-5 Bwmitn nnanyBaTu HayKOBO-TIpodeciiHuit Ta 0COOUCTHI PO3BUTOK

IIpodeciiina nmiaroroBka

PH-6 BwmiTu opranizoByBaT i IpOBOJUTH HAYKOB1 JOCTIIKEHHS Ta BUKOHYBATH
iHHOBAaIl1iH1 pO3pOOKH B raiy3i IHPOKOMYHIKaLIHHUX TEXHOJOTIH

PH-7 Bwmit po3poOnsiTi MareMaTH4HI MOl 1 alrOpuTMH ISl BHUPILICHHS
HAyKOBHX Ta MPAaKTUYHUX 3a4a4 NPUUHATTS ONTUMAJIbHHUX pIllIeHb i
MPOEKTYyBaHHS CUCTEM, KEpYBaHHS CHCTEMaMH, IIpoIiecaMy Ta IPOeKTaMH,

7| 63
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aHayizy Ta 0OpOOKM NaHWX, IHTENEKTYyalbHOIO MOIIYKY Ta BHIOOYBaHHS
3HaHb.

PH-8 3matu wmeToam poO3poOKM Ta BOPOBAI)KEHHS HOBHUX 1H(OpMAaLiiHUX
TEXHOJIOT1# 1 MporpaMHOTro 3a0e3neueHHs Il ypaBIiHHS, TPOSKTyBaHHS,
NPUUHATTS pillleHb, MOIIYKY, aHalli3y 1 0OpOOKHU TaHUX.

PH-9 Bwmiti po3po0isiTd, MPOEKTYBaTH, Ta BIPOBAIKYBATH 3aXOIU 1 3ac00M
3a0e3meyeHHs]  KiOepOesmekn Ta  3axWcTy  iHpopMarii, 3axXucTy
HABKOJIMIITHBOTO CepPeIOBUIIIA.

PH-10 Bmitu po3po0iisiTi MareMaTH4Hi MOJEl Ta aJrOpUTMM IS aHaji3zy
IPOILIECIB 1 CTaHIB TEXHIYHUX CUCTEM

Hepe.nilc KOMIIeTEHTHOCTEH Ta Pe3yJdbTaTH HABYAHHSA

Monyas M.1. Digital Media Development (undpoBa rpadika Tta animauis,
3BYKOBa iHKeHepis, 3-D Moae1r0BaHHA)

3arasnbHi (yHiBepcanbHi) KomnereHTHOCTI | 3K-1, 3K-4, 3K-5
CreuianbHi (paxoBi) KOMIETEHTHOCTI 1IK-1

3arajbHa NiAroToBKa PH-1, PH-2, PH-3, PH-5
ITpodeciiina miaroroBka PH-6

Moayab M.2. IIpoekTyBaHHS KoMIl'loTepHHX irop Ha ocHoBi Unreal Engine 4

3aranbHi (yHiBepcanbHi) KomnereHTHOCTI | 3K-1, 3K-4, 3K-5
CrenianbHi (axoBi) KOMIETEHTHOCTI IIK-1

3arajabHa NiAroToBKa PH-1, PH-2, PH-3, PH-5
[Tpodeciiina miaroroBka PH-6

Monayas M.3. TexHosioriss po3poOku 0araToKOpucTyBalbKUX KOMI'IOTEPHHUX
irop

3aranbHi (yHiBepcanbHi) komnereHTHOCTI | 3K-1, 3K-4, 3K-5
CrenianbHi (haxoBi) KOMIETEHTHOCTI IIK-1

3arajgpHa MiATOTOBKA PH-1, PH-2, PH-3, PH-5
[Ipodeciitna niaAroToBKa PH-6

3. MIDKAUCHUIIJIIHAPHI 3B’ SAI3KU

Jnis  3acBoeHHs Marepiany aucuuiurinn  «MeToam Ta  TeXHOJOTIl
NpoeKTYBaHHAA KoMm’OTepHux irop: Game design & development»
BUKOPHUCTOBY€ETHCS TaKUi MepesTik JUCIUILIIH, SKi ii 3a0e3MedyIoTh:

8|63
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JluckpeTHa MaTemaTuka.
AnropuTmizauis Ta mporpamyBaHHSI.

OO0’ eKTHO-Opi€EHTOBaHE MPOrpamMyBaHHSI.
CucremMu MTYYHOTO IHTEIEKTY.
Kowmn’rotepHa rpadika Ta MOJETIOBAHHS.
[TapasiensHi Ta pO3MOiIeHI OOYNCIICHHS.

NNk L=

MacimtabyBaHHs KOMIT IOTEPHUX MEPEK.

4. MOAYJb M.l. DIGITAL MEDIA DEVELOPMENT (LIH®POBA
TPA®IKA TA  AHIMAIUS, 3BYKOBA IH)KEHEPISI, 3-D
MOJIEJTIOBAHHS)

4.1. Meta Ta nepeadauyBaHi pe3yJibTATH BUBYEHHSI MOXYJIsI
Betyn

Monaynb «Digital Media Development (mudpoBa rpadika Ta aniMailis,
3BYKOBa iHXeHepis, 3-D MojentoBaHHS)» € HACTYITHUM MOJIYyJIEM B HaBUaJbHil
nporpami mpoekty GameHub 3 migroroBku crhemiajicTiB 3 poO3pOOKH
KOMIT FOTEPHUX 1rop Mmiciist Moyt « Teopiss KOMIT'FOTEpHUX irop (CIOKET Ta Ju3aiiH,
IIPOSKTYBaHHsI, MATPUMKa Ta MpocyBaHHs)». [IpenMerom Momynsi € mpuIOaHHS
NpakTUYHUX HaBUYOK 3D MojenmtoBaHHS, aHiMallil Ta cayHI-Au3aiiHy; BUBYCHHS
3aco0iB Ta MPOrpaMHOI0 IHCTPYMEHTAPIIO ISl MPOSKTYBAHHS KOMIT IOTEPHUX irOp
Ha ocHoBi Unreal Engine 4; BuBYeHHs 3aco0iB KpocmiaaTOpMHOI pPO3pPOOKH
KOMIT FOTepHUX irop.

Meta moayJist

Mertoro Moaynsa € (GhopMyBaHHS y CTYACHTIB I[LJTICHOI CUCTEMU 3HAHb PO
TEXHOJIOT11 MPOEKTYBaHHS KOMIT IOTEPHUX Irop, HABYaHHS CTYACHTIB MeTodaMm i
3aco0aM MpPOeKTYBaHHS JU3aiiHy, pOOOTH 3 aHIMaIli€r0, 3BYKOM Ta rpadikoro mpu
pO3p0o0IIi KOMIT' FOTEpHUX Irop, a TakKoX (OPMYBaHHS CHUCTeMH MpoQeciiHuX
KOMITIETEHIIi{ 111010 PO3POOKH IHTePAKTUBHUX KOMIT IOTEPHHX 1r0p.

Pe3y.m>TaTn HaBYaHHSA
3HaHHA Ta iX BUKOPHUCTAHHSA

VY Bunaaxky yCHILUIHOTO OBOJIOAIHHS MaTepiajaMM JaHOTO MOXYJs cllyxad
Oyze 3HATH CydacHi METOJIU Ta 3aCO0M PO3POOKH MU3aitHy KOMI IOTEPHOI I'pr, Oye
BMITH OyAyBaTH JIOT14HI 3B’ I3KH Jiii MIXK TEPCOHAKEM, TeiIMEepOM Ta JIOKAI[iSIMU TPH
BpPaxoOBYIOUM OCOOJMBOCTI MOOaKaHb MOTEHIIMHWX KIIEHTIB Ta 3 ypaXyBaHHSIM
pi3HUX kaHpiB. Takox ciryxau OyJe 3HaTH NPUHLUIIK 3aCTOCYBaHHS Bizyasizauii Ta
3BYKOBOTO CYIPOBO)KEHHS IFPOBOTO MPOILECY, NPUHIUNU MPOSKTyBaHHS pIBHIB
I'pHU, 0COOJIMBOCTEH OCBITHIX, COIIaTbHUX Ta KYJIbTYPHUX (DYHKIIH KOMI IOTEPHUX
irop, sIKi 3a0e3Mevyr0ThCs 3aralbHUMU MigxoaaMu 1o reiimigikamnii. Takox cimyxad
Oyze 3HAaTU Ta BMITH ONUCYBAaTW Ta IUIAHYBAaTH BUKOPUCTAHHS B KOMIT IOTEPHUX
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irpax 3aco0iB yOpaBlsSIHHS CKeJeTOM IepCOHaXka, 3HAaTH HOro aHaToMilo,
3aCTOCOBYBATH 3arajbHi MiIXOIU A0 MOJIEITIOBAHHS TPUMIPHOT MOJIENi TepcoHaxa.

JocnigHunbKi HABHYKH

VY pasi ycmimrHOro BHWBYEHHS MOJIYINs ciyxad Oyde BMITH aHali3yBaTh
MOJKJIMBOCTI MPOEKTYBAaHHS aHIMalil Ta AW3aifiHy KOMIT IOTEPHUX Irop B Pi3HUX
cHCTeMax, a TaKOXX aHaJli3yBaTH 3alliKaBJIeHHS MOTEHIIHIX KJII€EHTIB Y CTBOPEHHI
KOMIT FOTepPHOT T'pH MEBHOTO XaHPY, 3 ypaxyBaHHSIM CIEHApPHOIO MPOEKTYBaHHS,
0c00IMBOCTEH Bi3yaJbHOIO Ta 3BYKOBOI'O CYIPOBOAKEHHS I'PU TOLLO.

ChneuiajbHiI BMIHHSA

VY pasi ycnilHoro BUBYEHHsI MOJYJIsI cllyXay OyJie BMITH:

e BH3HAYaTH HEOOXiAHI IHCTpYMEHTAJbHI 3aCO0M Il MPOCKTYBaHHS IU3alHy
Ta MOJICJIFOBAHHS PYyXiB B irpax B Pi3HUX CUCTeMaX, CTBOPEHHS 3BYKOBHX Ta
BI3yaJIbHUX e(eKTiB, piBHIB(JIOKAILil ), TOIIIO.

® BHUKOPUCTOBYBAaTH BiAMOBIAHI IHCTPYMEHTH TEOpid IITYYHOTO IHTENEKTY,
IHTEJIEKTyaJbHOIO aHaNli3y JaHUX, Teopii HMOBIPHOCTI, MOJENIIOBAHHS B
3a/1aHH1 pyXy 00’ ekTaM Ipu (aHimarii) s 3abe3neueHHs irpoBOro mpolecy
IIpY POEKTYBaHHI KOMIT FOTEPHOI I'PH.

CouiajibHi BMiHHA

V pasi ycmiuHoro BUBUEHHS MOAYJIS cllyxad Oy/Jie BMITH IpUiiMaTH y4acTh B
KOMaHJIHiii poOOTi: 0OroBOprOBAaTH B I'PYIl OCOOJMBOCTI MPOEKTYBAaHHS IU3aiiHy
KOMIIT'FOTepHUX irop, BUKOHYBaTH (hiHaIbHUI rpymnoBuil mpoekT. lle mepenbauae
PO3BUTOK TaKMX COLliabHIX HABUYOK:

1. KoopauHaris (HamaroJpkeHHs Al ogHIel rpynu 00 Mil HIIUX TPyIM).
ITin yac komaHaHOT poOOTH Oyae opraHizoBaHe NMEpPeXpecHe OIIHIOBAHHS eTalliB
BUKOHAHHS MPOEKTIB i BA3HAYCHHSI TPy -TIEPEMOXKIISI KOXKHOT'O eTaly.

2. TleperoBopu (0OroBOpeHHs B TpyMi, IO CHPSMOBaHE Ha peaii3alliro
3aBlIaHb TIPOCKTY ).

3. Posnoxin 000B’S3KIB B cepelMHI Tpynu JJIsi BUKOHAHHS 3aBJIaHb
yIIpaBJIiHHS, CTBOPEHHS AW3aiiHy I'pH, IpOrpaMyBaHHS Ta TECTYBaHHSI.

B xoni BUB4eHHST MOy ISl OyyTh pealizoBaHi BEpTUKAJIbHI Ta TOPU30HTAJIbHI
KOMYHIKaIlii 3acobamu opranizamnii dopyMy B open-source learning cucremi
Moodle. Ha ocHoBi dopymy OyayTh peanizoBaHi 3B’SI3KHM CTYIEHT-CTYIEHTH,
BUKJIaJIa4-CTYJeHTH. 3aco0aMu 0coOUCTUX MOBiToMIIeHb B cucTeMi Moodle OymyTh
peasti3oBaHi 3B’SI3KU CTYACHT-CTYJEHT, BUKJIaIad-CTy/IeHT. Takox depe3 cucremy
Moodle cTynenTn OyayTh 3aBaHTa)XyBaTH pe3yJbTaTd BUKOHAHHS 3aBAaHb 3a
KOXXHUM €TarioM.
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CryaeHT

CTvaeHT i om—c Buxiaagaq

DopvMm

CrvaenTn

Oco0ucTi gKocTi

VY pasi ycrmimHoro BUBYSHHS MOIYJIS ClTyXad pO3BHHE TaKi 0COOMCTI SIKOCTI:
® KpeaTHBHHI crOCi0 MHCIEHHS TpU TreHepallii igeil CTOCOBHO CTBOpPEHHS
IU3aiiHy KOMI FOTepHOT T'PH.
® BMiHHS OOTPYHTOBYBATH aKTyaJIbHICTh Ta MPE3CHTYBATH Pe3yIbTaTH POOOTH
31 CTBOpEHHS AU3aifHy KOMII FOTEPHOI TPH.

4.2. KajeHgapHuii jiaH ceMecTpy i cTpykTypa moayJasa M.1.

Micue moayast M.1. B cTpyKTYypi AMCHHILTIHA

. . Tuxaenb
Homep Moayi AucCuUUNIIiHA HABYAHHS
1 M.1. Digital Media Development (uudppoBa rpagika ta 1-5
aHiMalisi, 3ByKoBa iH:KeHepisi, 3-D mogesoBaHHs)
2 M.2. TlpoekTyBaHHsS KOMITIOTEpHUX irop Ha ocHoBi Unreal 6-10
Engine 4
3 M.3.  Texuonoris  po3poOku  OGaraTOKOPUCTYBALbKUX 11-15
KOMIT FOTEPHUX irop

Indopmauniiine HanoBHeHHst MoayJas M.1.

Homep
THIKHS

3micT
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1 OcHoBH pirridry. Po3poOka koHIenTiB 00pasiB, TeoMeTpii Ta CTBOPEHHS

CKeJeTy MepcoHaxiB. 3aco0M HaJaHHS TPAEKTOPIl pyXy pyXOMHUM
YaCTHHAM CKEJIETa MEPCOHAXKA.

2 3-D monemoBanHs B 3ds Max: intepdetic i HaBiraiis, apxitektypa 3ds
Max, Buau MojearoBaHHs, Mojudikaropu i ckpuntu, UV posroprka.
CBiTJI0 Ta Bizyastizallis B KOMIT IOTEepHiil Ipi.

3 Marepianu i TeKCTypyBaHHS 00'€KTiB 3 BUKOPUCTAHHIM Di3HUX KapT Ta
¢oro TekcTyp. OCHOBU CTBOpEHHs JIu3aiiHy iHTep'epy B rpi. [IpunHimnu
CTBOPEHHS BIpTyaJbHUX PIBHIB (JIOKaIliif).

4 AHiMallisl IepCOHaXiB I'Ppy Ta CTBOPEHHS iIrpOBHUX €(DEKTiB.

5 3aco0u Ta Meroau 00poOku 3BYKy B AutoDesk Maya. Texnosoris
«Motion Capturey.

HOpﬂIlOK CJ'liL[yBaHHﬂ 3aHATDb 110 TH/KHAM

Tuxknaenn

HABYAHHA
6 Jlekuis 1 | [Ip. 3an. 1 | [Ip. 3aH. Ilp. 3an. 3
7 Jlekuis 2 | [Ip. 3an. 4 | [Ip. 3aH. Ilp. 3aH. 6
8 Jlekuis 3 | [Ip. 3aH. | [Ip. 3aH. § Ilp. 3an. 9
9 Jlekuis 4 | [Ip. 3an. 10 | [Ip. 3an. 11 Ilp. 3an. 12
10 [Ip. 3an. 13 |

4.3. @®opmu HaBYAHHS

HaByanbHe HaBaHTaO)XEHHS MOIYJS CKIANA€Tbcsl 3  ayIUTOpPHOI Ta
caMocTiiiHOT poOoTH. AyauTopHa poboTa BKIOYae § roja. Jekuid Ta 26 TOI.
npakTiyHoi pobotu. CamocTtiiiHa pobota ciyxadiB (26 roz.) mnependayae
MiATOTOBKY 10 MPAaKTUYHUX POOIT, a TaKOK BUKOHAHHS Ta MiATOTOBKA Mpe3eHTallil
TPYITOBOTO MPOEKTY.

[TinroToBKa 10 MOTOYHWX ayAUTOPHUX 3aHATh € aHAJII3 JIITepaTypH, IHTEPHET-
MarepiajiB Mo TeMaM JIeKIid 1 MpakTUYHUX POOIT, MIATOTOBKA 10 BUKOHAHHS
TPYITOBOTO MPOEKTY.

KoHTakTHI ronnan nependavyaroTh iHAWBIAYalbHI KOHCYIbTAIll Ta KOHTPOJIb
CTYZCHTIB B OH-JIaliH pexxuMi B cuctemi Moodle, Ha 6a3i IKOro TakoX BUKOHYETHCS
TECTyBaHHS Ta BUPIIICHHS 3aBJaHb HA TPAKTUIHUX 3aHATTSIX.

3aKiH4y€eTbCA MOAYJb MPe3eHTAllisIMU (iHATBHUX TPYMOBUX MPOESKTIB.

4.4. Tlopsiaok mpoBeAeHHN aTecTaLil

O1iHOBaHHS BU3HAYAETHCS TAKUM YHHOM
| AKTHBHICTh | Ouinka |
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TectyBaHHSA
@DiHaNbHUI IPYNOBHIA MPOEKT 1 Mpe3eHTalis 15

3a pe3ynpTaTamMM BHBYEHHS Moayns M.l. mepen0adeHo TecTyBaHHS Ta
BUpIIIEHHS 3aBAaHb Ha MPAKTUYHUX 3aHATTAX MPOTATOM BCHOTO HAaBYAHHS 32 IIHM
MonyneM. Takox nmependadeHo BUKOHAHHS Ta Mpe3eHTalis (iHaTbHOTO TPYIOBOTO
MPOEKTY B KIHI[l HABYAHHS 32 JAaHUM MOZYJIEM.

Monynb oniHtoeThes 3a 20 6anpHOO mKanor. OIiHKa BKIIOYAE: pe3yibTaTh
TECTYBaHHS CTYJEHTIB (10 5 6aiiB), nmpe3eHTallis GiHATBLHOTO IPYIOBOIO MPOCKTY
(mo 15 Gamnis).

I'padix npoBegeHHs MOTOYHOrO OLiHIOBaHHsI MoayJs B.1

Homep Tuxkas | OuiHoBaHHA

1 [TpomixkHa oIliHKA 32 MEPIINUA eTan peaizallii rpyrnoBoro
POEKTY

) [TpomixkHa oIliHKA 32 IPYTUMA eTan peatizallii rpynoBOro
POEKTY

3 [TpomixkHa oIliHKA 32 TPETiid eTam peaizallii rpyrnoBoro
IPOEKTY

4 OniHka pe3yJbTaTiB TECTYBaHHS

5 Kinnena oninka 3a GiHaJIbHUN I'PYNOBUMA MTPOSKT

OuiHoBaHHS pe3yJbTATIB TeCTyBAHHSA

TectyBanus npoBoauThes Ha 4 TkHI Moayiist M. 1. B cuctemi Moodle (URL
caiity: http://org2.knuba.edu.ua/course/view.php?id=827). Tect cknanaerscs 3
TEOPETHYHUX TMHUTaHb, IO BKIIOYAIOTh MPHHIUINN MPOSKTYBaHHS JH3AiHY
KOMIT'FOTepHUX irop, 3D MoxentoBaHHs, aHIMaIlil, cayHI-IU3aiHy.

OuiHoBaHHSA (PiHAJIBHOIO rPYNOBOro NPOEKTY

Ha nepmomy TrXHI Momyss BinOyBaeTbcsi (pOpMyBaHHS TpyN CTYIEHTIB,
KOKHA 3 SIKUX Oy/le BUKOHYBATH (P 1HATBHUHN TPYMOBUIA MPOEKT. 3 IEPILIOTO MO TPETii
THKIEHb CTYJCHTH OTPUMYIOTh NMPOMDKHI OIlIHKH 3a Iefl TPOEKT, BUKOHYIOUH
3aBaHHS B paMKaX IbOro MpoekTy. Ha m’sToMy THXKHI CTYyIeHTH MPe3eHTYIOTh
pe3yIbTaTH MPOEKTY 1 OTPUMYIOTh KIHIIEBY OIIIHKY.

[TpomoBKeHHS TepMiHY Mpe3eHTaIlil MPOSKTY MOKJIMBE JIWIIE PU HASIBHOCTI
MOBaXHOT MPUYMHH, TIepe0aueHol MOPSAIKOM HaBUYaHHS CTYACHTIB y BHUILIN IIKOJIL.
[Ipy 1pOMy eJNeKTpOHHA Bepcisi Mpe3eHTalil MNpPOeKTy 3a pe3yJbTaTaMH
MPOXOPKeHHS MOZYJISl HaZaeThCsl BUKIanadeBi yepes cucremy Moodle He mi3Himie
5 THKHS; 32 KOXKHUM THKIEHb IPOCTPOUKH MPEACTaBIeHHS (PiHAIBHOTO IPYIOBOTO
MPOEKTY 3a MOJyJIeM 3HIMaeThCs 3 0amym (MakcuMaabHO 5 OatiB).

13 | 63



G AME H U B et ag et
JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

4.5. Metoa ouninoBanHsi moxyiast M.1.

KinbkicTs 6aitiB B 3aranpHiit ominimi Moayns M. 1. BiAMOBiTa€ HACTYTHOMY:

Buau 3aBaann banu

Bukonanns 3aBnanb 3a 1 eran peanizailii NpoekTy 1o 2 0amniB
BukonanHs 3aBaHb 3a 2 eTan peaiizailii IpoeKTy 1o 2 0aniB
BukonanHs 3aBnanb 3a 3 etan peaiizailii IpOeKTy 10 2 GaiB
TectyBaHHsI 110 5 OaiiB
IIpesenTarntis GpiHagIbHOrO rpyrnoBOro MPOeKTy 1o 9 Ganis

VYci nabpani 6anu mincyMmoBytoTbes (MakcumaibHo 20 0aniB), wtpadHi 6anu
3a 3aMi3HeHHs Mpe3eHTallii MPoeKTy (MakCUMaJIbHO MiHYC 5 0ajiiB) BiIHIMAIOThCSI.
CymapHna ominka (Big 0 mo 20 GaniB) € iHAMBIAyalbHA OILIHKA CTYJICHTA 3aCBOEHHS
Moyt M. 1.

4.6. HapuaJjbHa nmporpamMa Ta martepiajau no moay.jawo M.1.
4.6.1. Jlexuii mo moayaro M.1.

4.6.1.1. Jlekuis 1. OcHoBu pirriary. Po3pooka koHuentiB o0pa3is,
reoMmeTrpii Ta CTBOpeHHsl CKeJieTy IepcoHaxiB. 3acodm
HAJaHHS TPAEKTOPii PyXy PYXOMHM YacTHHAM CKeJjieTa
nepcoHaxa.

AHoTalfA

Jlexuis 3HallOMUTH 3 OCHOBaMHU PO3POOKH KOHIIENTIB 00pasiB, reoMeTpii Ta
CTBOpPEHHS CKeJleTy MEepCOHaXiB, 3aco0aMM HalaHHS TPAEKTOPil Pyxy pPyXOMHM
JacTHHAM CKeJleTa epcoHaxa.

Merta aexuii

O3HallOMUTH CTYACHTIB 3 MPOLIECOM IMiATOTOBKH NIEPCOHaXka TPy 0 aHiMallii,
SKUH BKJIFOYA€E CTBOPEHHS Ta PO3MIIEHHS B TPUBHMIPHIA MoOJei pury,
BIpTyallbHOTO 'cKesleTy", BCTAHOBJICHHS 1€papXiyHOT 3aJIGKHOCTI MDK HHMH,
MOHSATTSAMHM, SIKI BH3HAYAIOTh KYJIBTYpHi, comiayibHi Ta iHIN GyHKIIT 1mudposoi
rpadiku B KOMIT'FOTEpHUX irpaX, MeTOJaMH, eTalmaMd Ta OCOOJHUBOCTIMU
IPOSKTYBaHHSI IEPCOHAXIB TPH.

OuikyBaHi pe3yabTaTH

Crnyxad 0BOJIOZIi€ MOHSTTSAMU: PIrTIHT, CKEJIET MEepPCOHAXa, KOMIT I0TepHa Ipa,
TpUBMMipHa MoJejb. byJe 3HAaTH OCHOBHI METOAM BHKOPUCTAHHS CTBOPEHHS
TPUBHUMIpPHOT MOJIeJi EPCOHAXKa I'PU, OCHOBH 33/IaHHS OMIOPHUX TOUYOK Ta KOIHTIB
CKeJIeTy IepCOHaxa.

KonTpoJibHi 3anuTaHHsa
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e Illo € mepconax rpu?

e ki Tunu mepcoHaxiB OyBalOTh B irpax?

o JSlxuMu 3acobaMu MOKHA OOy TyBaTH MOJIEINb IepcoHaxa?

e [Ilo Take pirridr i HaBilO BiH MOTPiOEH?

e Illo Take Pivot Point?

e Illo Take mxo0IHT?

e [llo Take mpsima 1 IHBepCHa KiHEMaTHKa?

e Illo Take ckiHiHT?

e Hagenith MeTOIM PO3pOOKK KOHIIETITIB OOpa3iB.

e ki icHyOTh 3acO0M HaJaHHS TPAEKTOPIl pyXy PYXOMOi YaCTHMHM CKejeTa
nepcoHaxa.

MeTtoau4Hi MaTepiajiu Ta BKa3iBKH

e Koncnekr nekuii No 1 moctynHuil 3a MOCHIIAHHSM:
http://org2.knuba.edu.ua/course/view.php?1d=827

o [lpesenTanis sekuii Ne 1 mocTynHa 3a NOCUJIAHHSM:
http://org2 .knuba.edu.ua/course/view.php?1d=827

4.6.1.2. Jlexknia 2. 3-D mopemoBanHs B 3ds Max: iHTepdeiic i
HaBiramis,, apxitekrypa 3ds Max, Buaum MoJe/JIOBaHHI,
moaudikatopu i ckpuntd, UV-posroprka. CsiTio Ta
BidyaJizaunisi B KoM’ 10TepHiii rpi.

AHoTalif

Jlekuiss 3HAOMUTH 3 TMepeBaraMu MojeiroBaHHsS B 3ds Max, Bugamu
MOJeNIOBaHHs, Mo dikaTopamu i ckpunTaMu. Takox B JIEKIIil pO3MOBiTaETHCS PO
IPUHITUITA 0(DOPMIISHHS TPU CBITJIOM Ta Bi3yasi3aiito B KOMIT FOTEpHIN rpi.

Meta aexkuii

Oznaifomutn cnyxauiB 3 iHTepdeiicom 3ds Max Ta ocoOmuBOCTIMU
MOJIe/TIOBaHHS 1 HbOMY. HaBecTu NMpUHIMIN CTBOPEHHS MOAM(IKATOPIB 1 CKPUTITIB
Ta OCHAIIEHHS I'PU CBITJIOM.

OuikyBaHi pe3yabTaTH

CtyneHT OBOJOJi€ TOHATTAMHU: MOIU(DIKATOPH, CKPUITH, MOJICIIOBAHHS
nepcoHaxiB Ta Jokauiit rpu. byne 3HaTt mMeToan oQoOpMIIEHHS I'pu CBITIOM Ta
Bi3yaii3alilo B KOMII IOTepHili TIpi, BpPaxoBYIOUH OCOOJIMBOCTI, IMepeBaru Ta
HEIOJIKU KOXKHOI 3 HUX.

KouTpoJibHi 3anuTaHHA
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e HageniTh MOPIBHSUIBHY XapakTepUCTUKY 21 U 31 — rpadiku?

o [IpuHIIMTIN CTBOPEHHS Pi3HUX JIXKEPeJl OCBITICHHS Ta X HAJIAITyBaHHS B
3ds Max?

e ki € MeTO/ll BCTAHOBJIEHHS Ta HaNalITyBaHHs Kamep B 3ds Max?

o Illo Take Bizyaumizaris?

o Illo Take TekcTypyBaHHS Monenelt ckiagHoi hopmu?

e SIKuM YMHOM CTBOPIOIOTHCS KapTH Ta MoIudikaTopu MarepiaiiB?

e Hagenith etanu cTBOPEHHS! PO3rOpTOK?

e Jlns dyoro BukopuctoByeTbest MogudikaTop Unwrap?

e Ha3BiTh OCHOBHI BUAM MOJIEIIOBAHHS?

e Hagenith pyHKIiOHATBHI MOKIKUBOCTI 3ds Max?

MeTtoau4Hi MaTepiajiu Ta BKa3iBKH

e Koncnekr sekiiii Ne 2 mocTynHuil 3a MOCUJIAHHSM:
http://org2. .knuba.edu.ua/course/view.php?1d=827

e [IlpesenTanis sekiii Ne 2 qocTyrHa 3a MOCUJIAHHSM:
http://org2 .knuba.edu.ua/course/view.php?1d=827

4.6.1.3. Jleknis 3. Marepiaiiu 1 TeKCTypyBaHHSl 00'€KTiB 3
BUKOPHCTAHHAIM PI3HUX KapT Ta ¢otro Tekctyp. OcHoBH
CTBOpPeHHs Au3aiiHy iHTep'epy B rpi. [IpuHuunu cTBopeHHs
BipTyaJIbHUX PiBHIB (J10KaWii).

AHoTalif

Jlexiiss 3HalOMUTH 3 OCOOJMBOCTSMH CTBOPEHHS NW3aiiHy iHTep'epy B Ipi,
PUHIUTIAME 33JaHHS MaTepialiB i CTBOPEHHS] TEKCTYp 3 BUKOPHUCTAHHSIM Pi3HUX
KapT.

Meta aexkuii

O3HallOMUTH CTYJEHTIB 3 MPHUHIUIAMHU 3aJlaHHS MaTrepialliB 1 CTBOPEHHS
tekcTyp: Diffuse, Specular, Gloss, Normal, a Takok MOSICHUTH TeXHOJIOT1r0 iMiTaIlii
peanbHOrO penbedy 00'eKTa.

OuikyBaHi pe3yabTaTH

CtyneHT 0BOJIOi€ MOHITTAMHU: AU3aHY IHTEp'€PY, TEKCTypyBaHHS, penbed,
Jokauis. bByne 3HaTM MeTOOM CTBOpEHHS, PO3LIMPEHHS, 3aJaHHS TEeKCTyp Ta
MaTepiajiB pi3HUX 00’ €KTIB IpH.

KonTpoJibHi 3anuTaHHsa
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o [llo Take meiauHT i TecTOBa Bizyamizamisi?

e MeToau cTBOpEHHS Ta 3aJaHHS TeKCTyp?

e [IpuHIMNU CTBOpEHHS Ta 3aaHHs MaTepialiB?

e [Ilo Take hoTOpeani3m i OCHOBHI HIOAHCH TTPH MAIFOBaHHI TEKCTYp?

e [Ilo po3ymieTbes Mif TEPMIHOM TEKCTYpyBaHHS?

e ki € OCHOBHI TUIIH TEKCTYpP?

o SIKUM YMHOM NOCSATTH PEaTiCTAYHOCTI TEKCTYP?

e [TlosicHITh TexHOJOTIIO IMITallil pealbHOr0 pesibedy 00'ekTa?

e JSIki nepeBaru BUKOPUCTaHHS I'padiuHUX CTUIIIB AJIs 3alaHHS TEKCTYp?

e [losicHICTh TeXHIKY MO€IHAHHS PACTPOBHUX €(PEKTIB 1 y30piB MPU CTBOPEHHI
TeKCTyp?

MeTtoau4Hi MaTepiajiu Ta BKa3iBKH

e Koncnekr sekiii No 3 1ocTynmHMI 3a MOCUJIAHHSM:
http://org2. .knuba.edu.ua/course/view.php?1d=827

e [IlpesenTanis nekiii Ne 3 gocTyrHa 3a MOCUJIAHHSM:
http://org2 .knuba.edu.ua/course/view.php?1d=827

4.6.1.4. Jlexuis 4. AHiManisi nepCcoHaKiB rPH Ta CTBOPEHHS iIrPoOBUX
e(dekriB. 3aco0u Ta MeToaH 00poOKH 3ByKY B AutoDesk Maya.
Texnonoris «Motion Capturey.

AHoTalifA

Jlexiiss 3HAOMUTH 3 OCOOJMBOCTSMM CTBOPEHHS aHiMallii MepcoHaxiB B
KOMIT'FOTepHiit rpi. Takok B JeKiii po3MOBiIAaeTbCs MPO CTBOPEHHS IFPOBUX
edekTiB. Po3risimaroTbest 3acobu Ta MeToan oOpoOKM 3BYKY B cuctemi AutoDesk
Maya st epeKTHBHOTO CITOCOOY MiIBUIICHHS BiUYTTIB IPaBIIsl Bill TPOXOIKEHHS
rpu. s 3amaHHS pyXy TNEpCOHaXiB 1 YNpaBIiHHS TPUBUMIPHOI MOJIEILIIO
NepcoHa)Xka MPOMOHY€EThCSI BAKOPUCTaHHS TexHouorii «Motion Capturey.

Meta aexkuii

O3HalloMUTH CTYACHTIB 3 NMPHUHLIMIIAMU CTBOPEHHS aHiMalii MepcOoHaxiB,
3ac00iB Ta METONiB 0OpOOKHM 3BYKY B KOMII FOTepHIli Ta CTBOPEHHSI MOBHOIIHHOT
KapTUHU FeUMILIEIO.

OuikyBaHi pe3yJabTaTH

CtyneHT oBoJIOfIl€ TOHSATTAMH: AHIMAIlisl TEpPCOHAXIB, 3BYKOBI €(eKTH,
cuctema mapkepiB, 3D-Mmoxmenb, mocap-cuctemu. byne 3HaTH 3aco0u Ta METOIU
00poOKM 3BYKY, HalaHHSI PyXy 00’ €KTIB Y KOMII IOTEpHIH Ipi, a TaKOXK MOOYJOBH
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JOTIYHUX 3B’SI3KIB MDK JiOBUMHU TepCOHaXKaMH, CIO)KETOM Ta 3BYKOBHUM
o opMIIeHHSIM TP B TeiMILIET.

KonTpoJibHi 3anuTaHHA

o SIkuM ymHOM 3a7a€ThCs aHIMaIlis TEPCOHAXKIB B KOMIT FOTEpHiH Tpi?

e [llo Take TexHomnoris «Motion Capture»?

e SIKi ICHYIOTh METOAM BIATBOPEHHS 3BYKY?

e SlkuMm unHOM 3amaeTbcsi PoHOBE OOPMIICHHS TPU?

e Slki ocoOnmMBOCTI peanizailii 3ByKOBUX €(DEKTiB B KOMIT FOTEPHUX irpax?

e SIki 0co0MMBOCTI 3a/1aHHSI HECKIHYEHOT'O0 BiATBOPEHHS 3BYKY?

e ki middleware-iHCTpyMeHTH IJIi CTBOPEHHS 3BYKOBUX €(eKTiB B I'pl BU
3HaeTe?

e JSlki rutarinm ajisg 3axBaTy JIMIIbOBOT aHIMallii BU 3HaeTe?

e JSIxi MeTonu cuMyJIsIii pyXy MepcoHaka BU 3HaeTe?

e ki ocobmuBocti mpuHuuny Root Motion a5 CTBOpeHHS aHIMOBaHHUX
00’€eKTiB rpu?

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e Koncnekr siekiii No 4 1ocTynmHH# 3a MOCUJIAHHSM:
http://org2.knuba.edu.ua/course/view.php?1d=827

o [lpesenTanis nekuii Ne 4 nocTynHa 3a NOCUIIAHHSM:
http://org2. .knuba.edu.ua/course/view.php?1d=827

4.6.2. IlpakTu4Hi 3aHATTS M0 MoayJio M.1.

4.6.2.1. Ilpaktuune 3auHarTsa 1. Po3poOka koHuenTiB o00pa3is.,
reoMeTpii Ta CTBOPEHHS CKeJIETY MepPCOHAKIB.

AHoTalif

[TpakTHdHe 3aHATTS TMPHUCBAYCHE CTBOPEHHIO 00pa3iB  TEpCOHAXKIB
KOMIT' FOTepHOT T'pH, 33daHHA J[DKOIHTIB CKeJeTy Ta pPO3TJISi OCOOJMBOCTEH
3aCTOCYBaHHS CKIHIHTY TIPH pO3poOIli 00pa3y irpoBOro MepcoHaxy.

Meta npakKTHYHOIO 3aHATTS
CtBOpenHs 00pa3iB MepcoHaXiB KOMI IOTepHOI rpu Ta 1l mpe3eHTallii.
OuikyBaHi pe3yabTaTH

CtyneHTH BHUpOOJATH 3arajbHy 1€l0 CTBOPEHHs 00pa3iB MEpCOHaXIB Ta
NPOAYMAaIOTh LIJIAXHU 11 IPOEKTYBaHHs Ta BIPOBAIKEHHS.

KounTpoJibHi 3anuTaHHA
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e CTBOpeHHs 00pa3iB MEPCOHAXKIB KOMI FOTEPHOI I'PH.

e MeToau 3aaHHS T)KOIHTIB CKeJIeTy IepCOHAXKY.

e Oco0nmMBOCTI 3acTOCyBaHHSI CKIHIHTY TpH po3poOii oOpa3y irpoBoro
MEPCOHAXY.

MeToan4Hi MaTepiajau Ta BKa3iBKH

e  MeTonnyH1 BKa31BKM JJIsI BAKOHAHHS MPAaKTUYHOI poOoTH Nel
JOCTYIHI 3a nocuyanHsM: http://org2.knuba.edu.ua/course/view.php?id=827

4.6.2.2. IlpakTuyHe 3aHATTA 2. 3ac00M HaJaHHS TPAEKTOPIi pyxy
PYXOMHM YaCTHHAM CKeJIeTa MepPcoHaKa.
AHoTauis

[IpakTuyuHe 3aHATTS MPUCBSUYEHE OCBOEHHIO HABUKIB HaJaHHS TpaeKTOpii
PYXy PyXOMHUM YacTHHaAM CKeJieTa IepCcoHaxa.

MeTa NpakKTHYHOIO 3aHATTH

@opMyBaHHS HAaBUKiB HaIaHHSI TPAEKTOPIT PyXy PyXOMHUM YacTUHAM CKeJleTa
nepcoHaxa.

OuikyBaHi pe3yabTaTH

CtyaeHTH HaBYalOTbCS OCHOBaM JMHAMIKA pyXy O00’€KTIB Ta 3acBOSITh
NPUHLIMIIK HalaHHS TPAEKTOPIl pyXy PYXOMHUM HYacTHHAM CKeJleTa epCoHaxKa.

KoHTpoJibHI 3anMTAHHA
e TpaekTopia pyXy MepCcoOHAKY.
e (Oco0JMBOCTI CTBOPEHHS AMHAMIYHUX 00’ €KTIB B KOMIT IOT€PHIH I'pi.
e (Oco0JMBOCTI aHATOMIT CKENeTy MepCOHaXKY.

MeToau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKU JJIs1 BUKOHAHHS MPaKTUYHOT poboTu Ne2 noctymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

4.6.2.3. Ilpaktnune 3anarrtsa 3. 3-D mopemwBannsa B 3ds Max.
Ocob6auBocTi iHTepdeiicy 3ds Max.

AHoTauis

IIpakTryuHe 3aHATTS NPUCBSYECHE CTBOPEHHIO BUBYEHHIO 3-D MOJEIOBaHHS B
3ds Max.

Meta npakKTHYHOIO 3aHATTS
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Bupo6nennss HaBukiB cTBOpeHHs 3-D momeni B cucremi 3ds Max nns
KOMIT TOTepPHOT TPH, a TAKOXK PO3TIIsL iHTepdeiicy Ta apxXitekTypu 3ds Max.

OuikyBaHi pe3yabTaTH

Crynentn HaBuiATbcs cTBOproBaTH 3-D Momeni B cuctemi 3ds Max, a
po3yMiTh apxiTekTypy cuctemu 3ds Max st 3-D monenmtoBaHHS 00’ €KTIB T'pH.

KonTpoJibHi 3anuTaHHA

e [lpunnunu crBopeHHs 3-D monaeni 06’ e€KTiB rpu.
e ApxitekTypu cuctemu 3ds Max.
e OcobnuBocti cTBOpeHHs 3-D Mozesni nepcoHaxa rpu.

MeTtoauyHi MaTepiajiu Ta BKa3iBKH

e MeTonuuHi BKa3iBKU Il BUKOHAHHS MPaKTHYHOI poboTtu Ne3 nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

4.6.2.4. IlpakTuuHe 3AHATTH 4. Buau MoOJeTI0BaHHS,
MOAH(PIKATOPH i CKPUIITH.

AHoTalfA

[TpakTrdHe 3aHATTS TPUCBSIYCHE PO3TIISY BUJIIB MOJICITIOBAHHSI, CTBOPEHHIO
Ta pefaryBaHHO MoJu(ikaTopiB i CKPUIITIB JJISI KOMIT IOTEPHOT I'PH.

MeTa NpakTHYHOIO 3aHATTH

Bupo06ieHHs HaBUKIB CTBOPEHHS Ta peflaryBaHHIO MOJU(DIKaTOPiB 1 CKPUIITIB
IUTSE KOMIT FOTEPHOT TPH.

OuikyBaHi pe3y/JbTaTH

CryneHTH HaBUSITHCS CTBOPEHHIO Ta pelaryBaHHIO MOJIM(DIKATOPIB 1 CKPUIMTIB
IUTSE KOMIT FOTEPHOT TPH.

KonTponbHi 3anuTanHs

e Buau MozentoBaHHS, K1 3aCTOCOBYIOThCS [UIs IPOEKTYBAaHHS KOMIT IOTEPHUX
irop.

e [lpuHuunU CTBOpPeHHS MOIU(IKATOPIB Ta CKPUMNTIB HJS MPOEKTYBaHHS
KOMII' FOTEpHUX Irop.

¢ bi0iioTekn CKpUITOBUX MOB JJIsl PO3POOKH T'pH.

MeToanuHi MaTepiaau Ta BKa3iBKH

e MertoanuHi BKa3iBKHU JjIsl BUKOHAHHS MPaKTUYHOT pobotu Ned noctymHi 3a
nocusiaHHsM: http://org2.knuba.edu.ua/course/view.php?1d=827

20 | 63



&

G AME H U B et ag et
JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

4.6.2.5. llpakTuuHe 3aHATTA S. BinoOpa:kenns 2D-texcTyp Ha
TPUBHMipHOMY 00’€KTi 3a fonomoroiw UV-po3roprku.

AHoTauis

[IpakTuuHe 3aHATTS NOpHUCBSYEHE OCOONMBOCTAM 3actocyBaHHs UV-
posropTku, MeTonam Hatary 2D tekctyp Ha 3D 00’ ekTn.

Meta npakKTHYHOTO 3aHATTSH

Bupobnennss HaBukiB 3actocyBaHHS UV-po3ropTku, MaKCHUMallbHOTO
BUKOPUCTaHHSI mpoctopy KoopauHat UV Ta po3nonuly LIUIBHOCTI €J1eMEHTIB
TEKCTYpH.

OuikyBaHi pe3yabTaTn

Crynentu HaBusiThCS BUKOpUCTOBYBaT UV- po3ropTKy st BimoOpaxeHHs
2D-TekcTyp Ha TPUBUMIPHOMY 00’ €KTI.

KoHTpo/ibHI 3an1UTAHHA

e UV- posroprka.
e Moaudikarop Unwrap-UVW.
e UV-mapping.

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKU JJIs1 BAKOHAHHS MPaKTU4YHOT pobotu Ne5 noctymnHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

4.6.2.6. IlpakTtuune 3aHATTS 6. 3acTocyBaHHA cBiTIA Ta
BidyaJizauii B koM’ 10TepHiii rpi.

AHoTali"A

[IpakTuyHe 3aHATTS TMPUCBSYEHE JOJAaBaHHIO CBITIOBUX e(dekTiB Ta
BUKOPHUCTAHHS Bi3yaslizallii, sIKi € YaCTUHOIO MPOEKTYyBaHHS KOMIT IOTepHOT TPH.

Merta nNpaKTHYHOIO 3aHATTH

Bupo06ieHHs HaBUKIB 3aCTOCYBaHHS CBITJa Ta Bizyajisalii B KOMIT FOTEpHIN
rpi.

OuikyBaHi pe3yabTaTH

CtyneHTH HaBYSATHCS OQOPMIIOBATH TPy CBITIOBUMHM e(deKTamMu Ta
OBOJIOZIIOTH METOJJaMH BCTAHOBJICHHS 1 HaJalITyBaHHA Kamep B 3ds Max.

KonTpoJibHi 3anuTaHHA

e MeToau BCTAaHOBIICHHS 1 HAJIAIITYBaHHS Kamep B 3ds Max.
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e Texunomorii JoJaBaHHS CBITIA ISl pealiCTUYHOI KAPTHHHU TPH.
e Oco0OnuBocTi Bizyanizallii B KOMI IOTepHi# Ipi.

MeToan4Hi MaTepiajau Ta BKa3iBKH

e MeTtoanuHi BKa3iBKH JJIs1 BUKOHAHHS MPaKTUYHOT poboTH Ne6 mocTymHi 3a
nocunaHHsaM: http://org2. knuba.edu.ua/course/view.php?1d=827

4.6.2.7. IlpakTuuHe 3aHATTA 7. BukopucTtaHHs MaTepiajiB A1
CTBOPEHHS TEKCTYP.

AHoTalifA

[IpakTrduHe 3aHSATTS MPHUCBSYEHE METOJIaM CTBOpPEHHS, Monudikamii
MarepiajiB JiJisi TeKCTypyBaHHS 00’ €KTiB I'pH.

MeTa NpakKTHYHOIO 3aHATTH

OBoJIO/IIHHSI HaBUKaMU CTBOpPEHHs 1 Monudikaiii maTepialiB 1 TEKCTyp B
KOMIT FOTEpHi# Tpi.
OuikyBaHi pe3yabTaTn

CryneHTH HaBYSTHCS CTBOPIOBAaTH HOBI BHAM MaTepialliB 1 TEKCTyp Ta
MoauGiKyBaTH ICHYHOYI ISl 3aJlaHHS KOMIT FOTEpHIA I'pi OUIBIN peaicTUHYHOT
KapTHHU.

KoHTpo/ibHI 3aniuTAHHA

e TexHonorii crBopeHHs Ta Moaudikamii wMarepiagiB 1 TEKCTyp s
KOMIT FOTepHOT I'PH.

e (Oco0JMBOCTI BHUKOPUCTAaHHS MaTepialiB i odopmiieHHS (OHOBOTO
300pakeHHs T'pH.

e Oco0iMBOCTI BHUKOpUCTAHHS (OTOTEKCTYp i odopmiieHHS (DOHOBOTO
300paxkeHHs T'pH.

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeToanuHi BKa3iBKH JJIs1 BAKOHAHHS MPaKTH4HO1 poboTr No7 mocTymnHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827

4.6.2.8. IlpaktuuHe 3aHaTTs 8. CTBOpeHHs Au3aiiHy iHTep'epy B
KOMII’I0TepHiii rpi.

AHoTanis
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[IpakTruHe  3aHATTS  TpPUCBSUEHE  apXITeKTypHid  Bizyamizamii Ta
MOJIETIIOBaHHIO TU3aiiHy iHTep'epy B KOMII IOTEPHIH I'pi, CTBOPEHHIO KOPIMYCHUX 1
MOJYIBbHUX MeOJIiB Ta 3a/1aHHIO TapaMeTpiB MPUMILEHb.

Meta npakKTHYHOTO 3aHATTSH
OBonoNiHHS HAaBUKAMHU MTPOEKTYBaHHS iHTeP €py AJIsl KOMI FOTepHOT I'pH.
OuikyBaHi pe3yJabTaTH

CtyaeHTH  HaBUSTbCS  KOPUCTYBaTHCSi ~ KOHCTpYKTOpaMu, OylnyBaTu
TPUBUMIpHI MOJIeJIi IHTep €piB KOMIT FOTEPHOI I'PH Ta HAIOBHIOBATU TPy JIETaJSIMHU

. b
iHTEp €pY.
KoHTpo/ibHI 3aniUTAHHA

e Oco0iMBOCTI MPOESKTYBAHHS IHTEP €PY JUIsl KOMIT IOTEPHOT FPH.

e KoHcTpykTOp iHTEp €piB MJIsi KOMIT FOTEPHOI T'PH.

e [IpuHIMNU ocHalllEeHHs MPUMIlLLIEeHb MEOJISIMU Ta AEKOPALlIIMH.
MeTtoau4Hi MaTepiajiu Ta BKa3iBKH

e MeTonuuHi BKa3iBKH Il BUKOHAHHS MPakTHYHOI poootu Ne§ nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=826

4.6.2.9. Ilpaktnune 3auarra 9. IlpuHHMOM  CcTBOpeHHH
BipTyaJIbHUX PiBHIB (J10KaWii).

AHoTalifA

[IpakTryHe 3aHATTA MPUCBAYCHE PO3POOILI BIPTyaIbHUX piBHIB (IrpoBUX
JIOKaIiit).

MeTa NpakTHYHOIO 3aHATTH

BupoOnieHHsT HaBWKIB PO3pOOKH JieBel-IH3aifHy, CTBOPEHHS Bi3yallbHOTO
pAly TpUMIIIEHb Ta CTBOPEHHS I1HTEPAKTHMBHOCTI 1 JMHAMIKH JIOKaIlii
KOMII FOTepHOT T'pH.

OuikyBaHi pe3yabTaTn

CrTyneHTH HaBUATHCS CTBOPIOBATH I[iKaBi Ta JUHAMIYHI JIOKAIii, BpaXOBYIOUH
BCi CKJIaJIOBI ITPOBOT MEXaHIKM Ta TEUMILICIO TPH.

KounTpoJibHi 3anuTaHHA
e Bumoru 10 po3poOku JoKalliii KoMI I0TepHOI I'PH.
e CTBOpeHHs IHTEPaKTUBHUX Ta AUHAMIYHUX PiBHIB I'PH.

e 3anaHHs 4acOBUX MapaMeTpiB Ui MPOSKTYBaHHS PIBHIB TPH.
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MeToanuHi MaTepiajau Ta BKa3iBKH

e MeTonuuH1 BKa3iBKU IS BUKOHAHHS MPaKTUYHOI poboTtu Ne9 nocTymnHi 3a
nocunanHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827

4.6.2.10.I1pakTuune 3aHaTTa 10. AHiMaulis mepcoHakiB rpu Ta
CTBOpPEHHs irpoBux edeKTiB.

AHoTalifA

[TpakTrdHe 3aHATTS MPUCBSYCHE PUHIIMTIAM HaJlaHHS 00’ €KTaM aHIMOBaHUX
PYXiB Ta CTBOpPEHHS iIrpoBUX €(EKTiB.

MeTa npakTHYHOIO 3aHATTH

Bupob6ieHnns HaBUKIB OpOpMIICHHS TPU IrPOBUMH e(eKTaMHu Ta CTBOPECHHS
aHIMOBaHMX 00’ €KTIB KOMII FOTEPHOT I'pH.

OuikyBaHi pe3yabTaTH

CryaeHTH HaBYSTBCS CTBOpIOBaTH 1 MoaudikyBaTu irpoBi edekTd Ta
OBOJIOZIFOTh IPUHIIUTIAMY aHIMaIlil 1711 IPOSKTYBaHHS KOMIT IOTEPHUX irop.

KoHTpo/ibHI 3aniuTAHHA
e AHimalIlis IepCOHaXXiB KOMII FOTEPHOI I'PH.
e [lpuHIMIU CTBOPEHHS IrPOBUX e(EKTIB.
e Jlexommnosuilist MaTpuill Tpancdopmaiiii 06’ €KTiB rpH.

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MertoanuHi BKa3iBKHU JJIs1 BAKOHAHHS MpakTuyHO1 pobotu NelQ goctymnHi 3a
nocuinaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

4.6.2.11.1Tpaktuyne 3aHaTTa 11. 3aco0u Ta MmeToan 00POOKH 3BYKY
B AutoDesk Maya.

AHoTalif

[IpakTuHe 3aHATTA MPUCBAYEHE pO3pOOIi 3BYKOBUX €(QEeKTiB s
KoM 'toTepHO1 rpu B cuctemi AutoDesk Maya.

Meta npakKTHYHOIO 3aHATTS
Bupo6nennst HaBUKiB CTBOpeHHs Ta MoanDikallii eeKTiB 3ByKOBHUX.

OuikyBaHi pe3yabTaTH

24 | 63



Unlversity Enterprises Cooperation
G AME HU B in'dame Tnaustry In Ukraine

JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

CryneHTH HaBUSITHCSI BAKOPUCTOBYBATH 3aCO0M Ta METOAN OOPOOKH 3BYKY B
cuctemi AutoDesk Maya, middleware-iHcTpymMeHTH 11 CTBOpEHHS peaiCTUYHOTO
Bpa)XeHHs BIJ] KOMII IOTEpPHOI IPpH.

KonTpoJibHi 3anuTaHHA
e Oco0MBOCTI CayHI-IU3aifHY KOMIT FOTEPHOI TpH.
e MeTtoau Ta 3acodu ISl CTBOPEHHS 3BYKOBUX e(heKTiB.
e Onuc MoIys ISl CTBOPEHHSI 3ByKOBUX €(heKTiB

MeTtoauyHi MaTepiajiu Ta BKa3iBKH

e MeTonuuHi BKa3iBKH JJIs1 BUKOHAHHS MPakTHYHOT poOoTH Nel 1l mocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

4.6.2.12. Ilpaktuune 3auarTa 12. Texnosoria ajisi 3aJaHHA PyXy
MepPCOHAXKIB i  ynpaBJiHHA  TPHUBUMIPHOIO  MOJELIIO
nepconaxa «Motion Capture».

AHoTaLifA

[IpakTuyHe 3aHATTS NpUCBAYeHe BUBUYEHHIO TexHoisorii «Motion Capturey,
PO3TISAAFOTHCS BAMOTH JIJIs1 pOOOTH 3 IAHOKO TEXHOJIOTI€I0 Ta METOJIN 3aXBaTy PYXY
00’€KTIB KOMIT' FOTePHOI I'PH.

MeTa NpakKTHYHOIO 3aHATTH

BupoOnenHs HaBUKIB po3TallyBaHHS MO3ULIMHUX MapKepiB AJis 3adaHHS
pyXy mepcoHa)xa, 0BOJIOIF0Th OCHOBaMH poOOTH 3 TexHoJorieto «Motion Capturey.

OuikyBaHi pe3yabTaTn

CTyaeHTH HaBUATHCS PO3TALIOBYBATH MO3UIIAHI MapKepH AJIs 3aIaHHSI pyXy
NEepPCOHaXy, CTBOPIOBATH MIMIYHI pyXu OONMYYsS JJI1  peaslicCTUYHOIO
IIpeICTaBJICHHS TPy IS reiimepa.

KoHTpo/ibHI 3aniUTAHHA

e 3axBaT pyXy 00’ €KTiB IPU MPOESKTYBaHH1 KOMIT IOTEPHOT I'PH.

e Buwmoru 10 podotu 3 TexHoszoriero «Motion Capturey.

e PosramryBanHs MO3uUIliifHI MapKepiB IS 3aIaHHS pyXy TEPCOHAXKIB T'PH.
MeToan4Hi MaTepiaau Ta BKa3iBKH

e MeToanuHi BKa3iBKH [JIs1 BAKOHAHHS MPaKTU4YHOI poboTu Nel2 moctymHi 3a
nocuiaHHsaM: http://org2. knuba.edu.ua/course/view.php?1d=827
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4.6.2.13.11paktuune 3anatrrsa 13. Ilpe3entamis Ta 00roBopeHHs
CTBOpEeHOro au3aiiHy kommn’wTepHux irop. IlpeseHTaunis
IrpyNoBHX IPOEKTIB.

AHoTanisa

[IpakTiuHe 3aHATTS NOpPUCBAYEHE TNpe3eHTalli CTBOPEHOro JU3aiiHy
KOMII ' FOTepHOT T'pH, KU € YaCTUHOIO (iHATBHOTO TPYMOBOTO MPOEKTY.

Meta npakKTHYHOTO 3aHATTSH
BupoOnenHs HaBUKIB Mpe3eHTallil CTBOPEHOro Ju3aiiHy KOMI FOTEPHOT IPH.
OuikyBaHi pe3yabTaTH

CtTyaeHTH HAaBUATHCS MPE3EHTYBATH CTBOPEHUHN AM3aliH KOMI IOTEPHOI I'pH,
BpPaxOBYIOUM KOHLEMLIIO IPH.

KoHTpo/ibHI 3an1UTAHHA

o [IpesenTalist KOMIT FOTEPHOI I'PH.

e OnucaHHs CTBOPEHOTr0 AU3aliHy KOMII FOTEPHOI I'PH.
MeToau4Hi MaTepiaju Ta BKa3iBKH

e MeronuyHi BKa3iBKH sl BAKOHAHHS TPakTUYHOT poboTn Nel3 noctymnHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

4.7. Cnucok mxxeped iHgpopmanii mo moaysaw M.1.

1. Bates, B. Game Design [Text] / B. Bates. — Cengage Learning PRT; 2
edition, 2004. — 376 p.

2. Buxton, B. Sketching User Experiences: Getting the Design Right and the
Right Design (Interactive Technologies) [Text] / B. Buxton. — Morgan
Kaufman; 1 edition, 2007. — 448 p.

3. Dille, F., Platten, J. Z. The Ultimate Guide to Video Game Writing and
Design [Text] / F. Dille, J.Z. Platten. — Lone Eagle, 2008. — 272 p.

4. Kapp, K. The Gamification of Learning and Instruction Fieldbook: Ideas
into Practice [Text] / K. Kapp. — Pfeiffer, 2013. — 480 p.
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5. MOAYJb M.2. ITPOEKTYBAHHS KOMII'IOTEPHUX II'OP HA
OCHOBI UNREAL ENGINE 4

5.1. Merta Ta nepeadauyBaHi pe3yJIbTATH BUBYCHHSI MOIYJIA
Beryn

Monynb 03HalOMHUTB ClIyXadiB 3 OCOOJIMBOCTSIMH BUKOPHCTAHHS irpOBOrO
neuxkka Unreal Engine 4 1 cepenouma po3poOku. JleTanbHO Oyme po3TIsHYTO
MpU3HAYeHW ISl KOpHCTyBada iHTepdelic cepeoBHINa po3poOKM Ta OCHOBHI
MNOHSTTS. 3 SKUMHU CTHKA€ThCS cllyXad B mpoiieci po3podku. OcobnuBy yBary
NPUIUIATAMETbCS CTBOPEHHIO CII€HM, HANOBHEHHIO MPOCTOPY KOHTEHTOM,
BI3yaJbHOTO O(GOpPMIIEHHS PO3pOOJIIOBAHOTO MPOAYKTY, MpPOrpaMmyBaHHS JIOTIKH
B3aeMO/11 00'eKTIB.

Meta moayJist

Metoro Moayns € HamaHHS ciiyxadeBl 0a30BUX 3HaHb, HEOOXITHUX IS
po3pobku irposoro I13 3a nonomororo asuxkka Unreal Engine 4.

Pe3y.anaTn HaBYaHHSA
3HaHHA Ta iX BUKOPHUCTAHHSA

CryaenTu HaOylyTh 3HAHHS Ta HABUYKHU 3 po3poOku irposoro [13, ctBopeHHs
CIICHHM, HAllOBHEHHS 00'€eKTaMH, CTBOPEHHS Bi3yaJbHOTO  OGMOpMIICHHS,
mporpamMyBaHHsI B3aEMO/1i1 00'€KTiB, MpOrpaMyBaHHs ClIeHApPitO MOIH.

JlocaigHunbKi HABHYKH

VY pasi ycHilmHOro BUBYEHHS MOJIYJs CTYIAEHTH OTPUMAIOTh HaBUYKHU
CTBOpPEHHSI KOMIT'FOTEPHUX Irop PI3HUX KaHPIB Mif pi3HI MmIatopmu 3
BukopuctanHsM Unreal Engine 4, a Takox aHani3yBaTH 3al[iKaBJIeHHS MOTEHI[IHHUX
KJTIEHTIB Yy CTBOPEHHI KOMIT'FOTEPHOI TpPU TIEBHOIO JKaHPY, 3 YpaXyBaHHSIM
CIICHApHOTO  MPOEKTYBaHHS, OCOOJHMBOCTEH  BI3yaJIbHOTO Ta  3BYKOBOTO
CYITPOBOKEHHS I'PHU TOIIIO.

ChneuiajibHi BMIiHHSA

VY pasi ycmimHoOro BUBYEHHS MOJIYJS ciyxad Oyle BMITH 3aCTOCOBYBAaTH
OTpYMMaHHI 3HaHHS B CTBOPEHHI IrpoBOTO KOHTeHTY. HaOyie BMiHHSI CaMOCTIHHOTO
BUPIIIEHHS 3aJ]a4 Ta JOCSITHEHHs] MeTH B po3poOkax 3 BukopucTanusm UE4.

CouiajabHi BMiHHA

VY pa3i ychilrHoro BUBYEHHS MOAYJSI CTYACHT OyJe BMITU MpUIMaTh y4acTb
B KOMaHJHI poOoTi: 0oOroBoproBaTH B TIpyli OCOOJMBOCTI MPOEKTYBaHHS
KOMII'FOTepHUX Irop, BUKOHYBaTH (iHambHUI rpynoBuii mpoekT. lle mependauae
PO3BHUTOK TaKHUX COL1aJIbHIX HABUYOK:
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1. KoopauHuanisi (HamaroJKeHHs A1 oAHI€T rpyny 100 Jid HIIUX Tpym).
[lix yac komaHAHOI poOOTH Oyae opraHizoBaHe MepexpecHe OIiHIOBaHHS eTalliB
BUKOHAHHS MPOEKTIB 1 BA3HAYEHHS I'PYIHU-TIEPEMOXKIISI KOXKHOTO eTaIy.

2. TleperoBopu (0OroBOopeHHs B TpyIi, L0 CHOPSIMOBaHE Ha peai3allito
3aBJlaHb MPOEKTY).

3. Posmogin o00OB’s3kiB B cepeauHi TpymW JUisi BUKOHAHHS 3aBAaHb
VIIpaBJIiHHS, CTBOPEHHS JU3aliHy TPH, TPOrpaMyBaHHS Ta TECTYBaHHS.

B xo11i BUBUeHHS MOTyJist OYAyTh peali3oBaHi BEpTUKAIIbHI Ta TOPU30HTAIBHI
KOMYHiKaIii 3acobamu opranizauii ¢opyMmy B open-source learning cucremi
Moodle. Ha ocHoBi dopymy OyayTh peanizoBaHl 3B’SI3KM CTYIEHT-CTYISHTH,
BUKJIaIau-CTYJeHTH. 3aco0aMu 0COOMCTHX MOBIOMIIeHB B cucteMi Moodle 0ynyTh
peanizoBaHi 3B’S3KU CTYJIEHT-CTYJIeHT, BUKJIAAau-CTyIeHT. TakoxX yepe3 CUCTeMY
Moodle ctyneHT OyayTh 3aBaHTa)KyBaTH pe3yJbTaTd BUKOHAHHS 3aBAaHb 3a
KOKHUM €TaroM.

CTvaeHT

CTyaeHT — Buxiaxag

D@opvMm

CrvaeHTnn

Oco0ucTi gkocTi

VY pazi ycmimHoro BUBUEHHS MOAYJISl CTYJEHT PO3BUHE TaKi OCOOMCTI SIKOCTI:
® KpeaTHBHHI CIOCIO MHCIEHHS TpW T'eHepallii igeil CTOCOBHO CTBOpPEHHS
MIPOEKTY Ta CIIeHAPil0 KOMIT FOTepHOI TPH.
e BwmiHHS 0OTpyHTOBYBATH aKTyaJIbHICTh Ta IPE3EHTYBATH pe3yIbTaTH pOOOTH
31 CTBOpEHHS KOHIIEMIIil KOMIT FOTepPHOI I'PH.

5.2. Kanenpapumuii niiaH ceMecTpy i cTpykTypa moay.as M.2.

Micue moayast M.2. B cTPYKTYpi AUCHHUILITIHA
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. . TuxaeHb
Homep MopayJti AucHuNIiHA
HABYAHHA
1 M.1. Digital Media Development (uudpoBa rpadika Ta 1-5
aHimallisi, 3ByKoBa iHxeHepis, 3-D MozaenroBaHHS)
2 M.2. IlpoekTyBaHHS KOMI'IOTePHMX irop Ha OCHOBi 6-10
Unreal Engine 4
3 M.3. TexHonoris  po3poOkh  0araTOKOpHUCTyBaLbKUX 11-15
KOMIT FOTEPHHX 1rop

Indopmaniiine HanoBHeHHs MmoayJisa B.2.

Home .
p 3mict
THKHA
6 Bceryn, 3HailoMCTBO 3 mpuU3HAYEHUM Il KOpUCTyBada iHTepdelicoMm
Unreal Engine 4. CTBOpeHHS CIIeHU, OQPOPMIICHHS OTOUYECHHS, HATOBHEHHS
npoctopy irpoBuMu o0'ektamu. Penaktop UE4. O6’exTu 1 reomeTpisl.
7 IIporpamyBaHHs clieHapiiB B3aeMoii irpoBux o0'ekTiB. Marepiaiu.
OcCBIiT/ICHHS.
8 «baynpiatiy. «IloctoGpaborkay. Cumyssiis ¢izuxu. Jlanamadt
9 IlITyunuii intenext. Ayuio Ta 3s8yK. UMG.
10 TectyBaHHs Ta  MiATpUMKa, KOMepIliaigizamiss 1  MOHETH3allis
KOMIT'FOTEPHUX irop.

HOpﬂI[OK CJ'liI[yBaHHﬂ 3aHATDH IIO THXKHAM

Tuxknenn

HABYAHHSA
11 [Ip. 3an. 1 Ilp. 3an. 2
12 [Tp. 3an. 3 [p. 3an. 4
13 [Tp. 3aH. 5 [Tp. 3aH. 6 [p. 3an. 7 Ilp. 3an. §
14 [Tp.3an. 9 | TlIp.3an. 10 | TIp.3an. 11 Ilp. 3an. 12
15 [Tp. 3an. 13 | Tlp. 3an. 14

5.3. ®opvu HABYAHHA

HaBuanpHe HaBaHTaXX€HHS MOAYJS CKJIQAA€TbCs 3 ayJAWTOPHOI Ta
camocTiiiHOI poboTu. AyauTopHa poOoTa BKIO4dae 6 ron. Jekuid ta 28 rom.
npaktTuuHoi poGotu. CamocTiiiHa pobota cTyaentiB (36 roza.) nependadae
BJOCKOHAJICHHS YyCiX HAaBUYOK, MIATOTOBKY [0 MPAaKTUYHUX POOIT, a TaKoxXK
BUKOHAHHS Ta MiArOTOBKA Mpe3eHTallii IPyIOBOr0 IPOEKTY.

[TinroToBKa 10 MOTOYHUX aAyAUTOPHUX 3aHSITH € aHAJI3 JIITEPaTypH, IHTEPHET-
MaTepiajiB MO TeMaM JIeKIid 1 MPaKTUYHUX POOIT, MIArOTOBKA 10 BUKOHAHHS
IPYTOBOTO MPOEKTY.
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KoHnTakTHi roannu nependavaroTh iHANBIAyalbHI KOHCYJIbTAIl Ta KOHTPOJIb
CTYJIEHTIB B OH-JIaliH pexkxuMi B cucteMi Moodle, Ha 6a3i TKOTO TaK0X BUKOHY€ETHCS
TECTyBaHHS Ta BUPILICHHs 3aBAaHb Ha MPAKTUYHUX 3aHITTAX.

3aKkiHUy€eTbCS MOAYJb MPEe3eHTAIlisIMU (iHATBHUX TPYTOBUX MTPOEKTIB.

5.4. Ilopsinok mpoBeaeHHs aTecTalil

OLIHIOBAaHHSA BU3HAYAECTHCA TAKUM YHHOM:

AKTHBHICTH Ouninka
TectyBaHHS 5
@DiHanpHUM rPyNOBUN MPOEKT 1 Mpe3eHTAIlisl 15

3a pesyibTaTaMd BUBUYEHHS Moayis M.2. mepenOayeHO TecTyBaHHS Ta
BUpIIIEHHS 3aBJIaHb Ha MPAKTHYHUX 3aHATTSAX MPOTATOM BChOIO HABYAHHS 3a IIHUM
MoynieM. Takox nependadeHo BUKOHAHHS Ta Mpe3eHTallis (piHaTbHOTO TPYMOBOTO
IPOEKTY B KiHIIi HABYAHHS 33 JAaHUM MOJYJIEM.

Monynb ouiHtoeThes 3a 20 6anbHOMO mKanor. OLiHKa BKIIOYAE: pe3ylbTaTu
TECTYBaHHS CTYJEHTIB (10 5 O6aitiB), mpe3eHTallis (iHATBLHOTO TPYIOBOTO MPOCKTY
(mo 15 6auiB).

I'padix npoBeaeHHs MOTOYHOI0 OWiHIOBAHHSI MoayJis1 M.2

Homep Tuxkas | OniHlOBaHHA

6 [TpomixkHa oIliHKA 3a MEPIINUA eTan peaizallii rpyrnoBoro
IPOEKTY

7 [TpomixkHa oIliHKA 32 IPYTHUMA eTan pealtizallii rpynoBOTo
IPOEKTY

2 [TpomixkHa oIliHKA 32 TPeTiid eTam peaizallii rpyrnoBoro
IPOEKTY
OniHka pe3yJbTaTiB TECTyBaHHS

10 Kinmesa ominka 3a hiHaJIbHUN I'PYITOBUIA TPOSKT

OuiHBaHHSA pe3yJbTATIB TeCTYBAHHSA

TectyBanns mpoBoauThCs Ha 4 TxkHI Moayisi M.2. B cuctemi Moodle (URL
caiity: http://org2.knuba.edu.ua/course/view.php?id=827). Tect cknanaerscs 3
TEOPETUYHUX MUTaHb, IO BKIIOYAIOTh B cede OCOOJIMBOCTI MPOEKTYBAHHS
KoMmn'toTepHuX irop Ha ocHoBi Unreal Engine 4, po3poOku KOHTEHTY, paBUI I'pu
Ta IrpoOBOi MEXaHIKH, TOILO.

OuinoBaHHSA (PiHAIBLHOIO FPYNOBOIro MPOEKTY
Ha mepmomy TuKHI MOAyJsi BinOyBaeTbcs (OpMYBaHHSI TPYN CTYICHTIB,
KO)KHA 3 SIKHX OyJie BUKOHYBATH (DiHANIBHUN TPYHOBHI MPOEKT. 3 MEPIIOro Mo TpeTii

TIKIEHb CTYJACHTH OTPUMYIOTb MPOMDXKHI OLIHKK 3a MpakTH4HI poOoTH,
BUKOHYIOUHM 3aBJIaHHS B paMKaXx [[bOT0 MpoekTy. Ha ueTBepTomMy Ta i’ siToMy THXKHI
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CTYZEHTH MPAaLIOIOTh HaJl po3po0KOI0 (hiHATIBHOrO MPOEKTY Ta HOro mpeseHTalliero
1 OTpUMYIOTB KiHILIEBY OIIIHKY.

[TpomoBixeHHS TepMiHy Mpe3eHTallii MPOeKTY MOXKJIIMBE JIUINE TPU HAsIBHOCTI
MOBXHOT MPUYMHH, TIepe0aueHol MOPSIKOM HaBUaHHS CTYACHTIB Yy BHUILIN IIKOJII.
[Ipy 1BOMY eNeKTpOHHa Bepcis Mpe3eHTalil MPOeKTy 3a pe3ylbTaTaMH
MPOXOKEHHS MOIYJISl HAJaeThCsl BUKIIanadeBi yepes cuctremy Moodle He mi3Hire
5 THXHS; 33 KOXKHAN THOKIIEHb MPOCTPOUKH MpeicTaBlIeHHs (PiHATBHOTO IPYMOBOTO
MPOEKTY 32 MOJYJIeM 3HIMaeThCsl 3 O6anu (MakCUMalbHO 5 6aiB).

5.5. MeTtoa ouiHoBaHHs Moay.Js M.2.

KinbkicTh 6aJ1iB B 3arajibHiil omiHii Moaysisi M.2. BiAMOBIae HACTYITHOMY:

Buau 3aBaann Baan

BukonanHs 3aBnanb 3a 1 eramn peanizaiii IpoeKTy 110 2 6aiiB
BukonaHHs 3aBnaHb 3a 2 eTan peaiizailii IpoeKTy 1o 2 OaniB
BukonaHHs 3aBnaHb 3a 3 etan peaiizailii IpoeKTy 1o 2 OaniB
TecTyBaHHsI 110 5 OaiiB
ITpesenTarntis GpiHagIbHOrO rPyMnoBOro MPOEKTY 1o 9 Ganis

VYci HaOpaHi 6anu miacyMoBYIOThCs (MakcuManbHo 20 6aniB), mTpadHi 6anu
3a 3ami3HEeHHs Ipe3eHTallli MpoeKTy (MakCUMaJIbHO MiHYC 5 0ajiB) BiIHIMAIOThCS.
CymapHna ominka (Big 0 mo 20 6aiiB) € iHIAUBIAyaJIbHA OI[IHKA CTYACHTA 3aCBOEHHSI
Moxysst M.2.

5.6. HapuajbHa nporpama ta MaTtepiaju nmo moay.awo M.2.
5.6.1. Jlekuii mo moayJaro M.2.

5.6.1.1. Jlexkuia 1. Beryn, 3HalioMCTBO 3 MNpPU3HAYEHUM /A
kopuctyBa4a iHTepdeiicom Unreal Engine 4

AHoTalif

Jlektist 3HAOMUTH 3 OCHOBHUMH MOHSITTSMHU TPOSKTYBaHHS KOMIT FOTEPHUX
irop Ha ocHoBi Unreal Engine 4, BukopucrtanHs irop s mMoTped OCBITH, TpH
BinOOpi MpaliBHUKIB Ha KOHKPETHI MOcaju, COlialbHI Ta KyJIbTypHI OCOOIUBOCTI
irop.

Merta Jaekuii

O3HailoMHUTH CTYJEHTIB 3 MeToJaMu reimigikailii, BKa3aTH Ha 3aCTOCYBaHHS
OpUHLUIIB reiimigikanii B HaB4aHHI ((popMyBaHHS HaBHYOK aboO TMOBEIIHKH,
Bi3yalizaimisi HaBWYOK, [JIsi 3a0e3nedeHHs] NPOaKTUBHOI MOTHBAIlii Y4YHIB),
MOHSTTSMHU, SIKI BA3HAYAIOTh KYJIbTYPHI, COIiasIbHI Ta 1HII1 (YHKII] KOMIT IOTEPHUX
irop, MeToaMu, eTariaMu Ta OCOOJIMBOCTSAMU MPOEKTYyBaHHS irop.

31| 63



G AME H U B et ag et
JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

OuikyBaHi pe3yabTaTH

CtyneHT oOBOJOJi€ TOHATTAMU: iHTepdeiic, «UrpoBoii  IBUKOKY,
KOMIT IOTepHa TI'pa, TpaBellb, 00’ €KT, KJlac, 1 T.J. A TaKOX, CTYACHTH OyIyTh 3M031
opiertyBatucsk B iHTepdeiici Unreal Engine 4.

KonTpoJibHi 3anuTaHHA
o Illo Take inTepdetic?
e [llo Take «MrpoBoii ABMKOK», Ta K Or0 BUKOPUCTOBYBATH ?
e ki ocobnuBocTi B inTepdeiici Unreal Engine 47
e ki icHytoTh MeTONIM refiMidikarii?
e Slk 3acTOCOBYIOTH MPUHIIMIH TeiMidikarii?

MeTtoau4uHi MaTepiajiu Ta BKa3iBKH

e Koncnekr nekuii No 1 mnoctynHuil 3a MOCHJIAHHSM:
http://org2.knuba.edu.ua/course/view.php?1d=827

o [lpesenTanis sekuii Ne 1 mocTynHa 3a NOCUJIAHHSM:
http://org2.knuba.edu.ua/course/view.php?1d=827

5.6.1.2. Jlekuia 2. CTBOpeHHsI CleHH, O(POPMJIEHH OTOYEHHH,
HANOBHEHHS MPOCTOPY irpOBUMH 00'€KTaMHU.

AHoTalifA

HeKHiﬂ 3HAHOMUTHL 3 OCOOJUBOCTSIMH Ta eTanaMHu CTBOPCHHA CILHCHHU Ta ix
OTOYCHHS.

Merta aexuii

O3HallOMUTH CTYAEHTIB 3 MPUHIUIIAMU CTBOPEHHS CIIeHH Ta 11 HAallOBHEHHSI.
HagpecTtu 0co0m1BOCTI HAMOBHEHHS IPOCTOPY ITPOBUMH 00’ €KTaMHU.

OuikyBaHi pe3yabTaTn

CTyzneHT OBOJIOII€ TIOHATTSIMHU: ClIeHa, OTOUEHHS, TPOCTip, 00’ ekT 1 T.1. byne
3HATH, SKUM YWHOM TIPAaBUJILHO CTBOPIOBATH CIleHYy Ta pPOOWUTH HAMOBHEHHSI
MPOCTOPY ITPOBUMHU 00’ EKTAMH.

KouTpoJibHi 3anuTaHHA

e Illo Take cuena?

e [llo Take mpocTip?

e IIo Take 00’ exT?

e JSIKi icHYyIOTh OCOOJMBOCTI CTBOPEHHS CIICHH?

e JSIKi iCHYIOTh eTany CTBOPEHHS CIICHU?
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e Sk nmpaBUJIBLHO POOUTH HAIOBHEHHS CLIEHU?

e HageniTh 0cO0IMBOCTI HATTOBHEHHSI TPOCTOPY IrPOBUMHU 00’ €KTaMHU.

MeToan4Hi MaTepiajau Ta BKa3iBKH

e Koncnekr nekuii Ne 2 nocTynHuil 3a NOCHIIaHHSM:
http://org2 knuba.edu.ua/course/view.php?1d=827

e [lpesenTauis nekuii Ne 2 nocTynHa 3a NOCUJIAHHSM:
http://org2 .knuba.edu.ua/course/view.php?1d=827

5.6.1.3. Jlekuia 3. IlporpamyBaHHsl cueHapiiB B3aemoaii irpoBux
00'eKTiB.

AHoTaLifA

Jlekiisi 3HalOMUTH 3 OCOOJMBOCTSIMH TIPOTpaMyBaHHsI CIleHapiiB B3aeMoil
irpoBux 00’€kTiB. TakoX B JIEKIIil pO3MOBINAETLCS MPO I€EpApXito 00’ EKTIB, a TAKOXK
PO TpaBUJIbHE X BAKOPHUCTAHHSI.

Merta aexuii

O3HallOMUTH CTYJEHTIB 3 MPUHIMIIAMH MPOrpaMyBaHHs CleHapliB, a TaKOXK
MOSICHUTH i€papxito 00’ €KTIB Ta X 3aCTOCYBaHHS.

OuikyBaHi pe3yabTaTn

CTyneHT OBOJIOJIi€ MOHSATTSAMU: ClIeHapiid, IrpoBUil 00’ €KT, akTOp, piBeHb, 1
T.1. By/ie BMiTH nporpaMmyBaTH clieHapii B3a€EMO/Iii iIrpoBUX 00’ €KTIB.
KoHTpo/ibHI 3an1uTAHHA

e [lo Ttake akTop?

e [llo Take mporpamyBaHHs ciieHapiiB?

e Slka icHye iepapxist 00’ €KTIB?

e HageniTh 0cOOMMBOCTI MporpamMyBaHHS CIleHApiiB B3aeMoOii IrpoBUX
00’ €KTIB

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e Koncnekr nekuii Ne 3 mocTynHuii 3a HOCHUJIAHHSIM:
http://org2 .knuba.edu.ua/course/view.php?1d=827

e [lpesenTauis nexuii Ne 3 noctynHa 3a MOCUJIAHHSIM:
http://org2 knuba.edu.ua/course/view.php?1d=827
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5.6.2. IlpakTu4Hi 3aHATTA N0 Moay.Jaro M.2.

5.6.2.1. Ilpaktuune 3ansarTa 1. PoGora 3 nmpoekramu. Pepakrop
UEA4.

AHoTauis

[TpakTryHe 3aHATTS MPUCBIYCHE PO3YMIHHIO TPOEKTIB Ta poOOTOIO 13 HUMH,
a TakoX npexacrasieHHs penakropa UEA4.

Mera npaKTHYHOIO 3aHATTH
BupoOnenHs 3araibHuX HaBUYOK Ta po3yMiHHs iHTepdelicy UE4 .
OuikyBaHi pe3yabTaTH

CryaeHTn BUpPOOJISITH 3arajibHy 171el0 KOMIT IOTEPHOI I'pu Ta MPOAYMarOTh
IIJISIXH 11 MPOCKTYBAHHS Ta BIPOBAKEHHS. TakokK po30upaTuMyThCsl y peaaKkTopi,
IHCTpYMEHTax Ta HaBiratopi.

KoHTpo/ibHI 3an1uTAHHA

e PobOora 3 iIHCTpyMEHTaMHU.
e Po0ora 3 HaBiraTopom.

e PoOoTa 3 pegakTopoMm.

e Ines KoM’ FOTepHOT I'pH.

MeToau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKHU JJIs1 BUKOHAHHS MpakTU4YHOT pobotu Nel noctymHi 3a
nocuinaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.2. Ilpaktuune 3aHATTA 2. O0’ekTH 1 reomerpis. Pobora 3
KOHTEHTOM.

AHoTauis

MeTa npakTHYHOI0 3aHATTH

BupoGienHs 3aragbHUX 3HaHb Ta HABUYOK 3 KOHTEHTY Ta 00’ €KTIB.
OuikyBaHi pe3yabTaTH

CrynenTtn HaOyAyTh 3HaHHS Ta HABUYKH IIOAO IMIIOPTY PI3HUX CTPYKTYp Ta
aHiMaliifi Mo KOHTEHTy, 3HATUMYTh SIKHM YHWHOM BHIAJISNTH, PO3MIIYyBaTH,
MaHIMyJIIOBaTH Ta TPYMyBaTd 00’ €KTH. TakoXX pO3pI3HATAMYTh OCHOBHI THIH
00’ €KTIB.

KonTpoJibHi 3anuTaHHA

e [MmopT cTpyKTyp Ta aHimarlii.
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e Po0Oota 3 00’ ekTaMu.

MeToanuHi MaTepiajau Ta BKa3iBKH

e MeToanyHi BKa3iBKH JIJIs1 BAKOHAHHS MPaKTHUHOT poboTr No2 mocTymHi 3a
nocunanHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827

5.6.2.3. IlpakTuuHe 3auaTTa 3. Martepiaau
AHoTauis

HpaKTI/I‘-IHe 3aHATTA IMPUCBAYCHE pOSYMiHHIO IMTOHATTIO «MaTepiaJ'H/I)) Ta OJI
YOoro BOHH npylsHaqui.

MeTa npakKTHYHOIO 3aHATTH

CdopmyBaTi HaBUYKHM IOAO pelaKkTOpy MarepiaiiB, IX BJIacCTHBOCTEW Ta
byHKIIIH.

OuikyBaHi pe3yabTaTH

CryaeHTH po3yMITUMYTh OCHOBU MartepiaiiB, iX BIaCTUBOCTI, apaMeTpH, Ta
dbyHKIIi1, a TaKOXK HA0YIyTh HABUYKU poOOTH B iHTepdelici peakTopa MaTepiais .

KoHTpo/ibHI 3aniuTAHHA

e Oco06yiuBOCTI pOOOTH B peJaKTOPi MaTepiaiB.
o [Ipu3HadeHHs Ta BUKOPUCTAHHS MaTepialiB.

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeTonuuHi BKa3iBKH Il BAKOHAHHS NMPAKTUYHOT po6oTH Ne3 mocTymHi 3a
nocuinaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.4. IlpaktuuHe 3aHATTH 4. OCBiT/IeHHA
AHoTauis

[TpakTHyHe 3aHATTA MPHUCBSYeHe HAOYTTIO 3HAHb Ta HAaBUYOK B 00JacTi
OCBITJICHHS.

Meta npakKTHYHOIO 3aHATTS

dopMmyBaHHS HaBHKIB Ta 3HaHb WIOJO JiKepeja Ta HaJallTyBaHHS
OCBITJICHHS.

OuikyBaHi pe3yJabTaTH
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CrynenTn 3100y1yTh 3HAHHS Ta HABUKH B 00JIaCT1 THIIIB JKepesl OCBITICHHS,
iX pyXJIMBOCTI (CTaTUYHMIA, CTalllOHApHUH, PyXOMHUI), a TaKOX HaJlalITyBaHHS
(BimoOpakeHHsI, TiHi 1 T.1T.).

KonTpoJibHi 3anuTaHHA

e Tunu mxepern OCBITIEHHS.

e HanamryBaHHS OCBITIICHHS.

MeTtoauyHi MaTepiaju Ta BKa3iBKH

e MeTonuuHi BKa3iBKH Il BAKOHAHHS MPaKTU4YHOI poboTt No4 nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=826

5.6.2.5. TIpakTuuHe 3aHATTH S. «BaAynpiHTH.
AHoTauis

[IpakTuyHe 3aHATTS MPUCBSUYEHE PO3YMIHHIO MOHSTTS «OJYNPIHTY», a TAKOX
fioro 3acToCcyBaHHIO.

Merta npaKTHYHOIO 3aHATTH
Bupo06ieHHs HaBuKiB poOOTH 3 OJyHpiHTAMH.
OuikyBaHi pe3yabTaTn

CryzneHTH HaBYaThCs MPAIIOBATH 3 peJlaKTopaMu OJYNPIHTIB, PO3YMITH SIKi €
TUIIM, KOMYHIKallil, e1eMeHTH Ta OJIOKH OJYNpPIHTIB.

KoHTpo/ibHI 3an1uTAHHA

[ToHATTS «OMyTIPIHTY.

3acTocyBaHHS «OIYIPIHTY».

Oco06muBOCTI poOOTH B peIaKTOPi «OIyOIPIHTIBY.

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeTonuuHi BKa3iBKH Il BUKOHAHHS MPaKTHYHOT poooTtn Ne5 nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.6. IIpakTuuHe 3auaTTH 6. [lica1sio6podka
AHoTanis

[IpakTruHe 3aHSTTSA MPHUCBSYEHE PO3YMIHHIO HEOOXITHOCTI BUKOPHCTAHHS
e(eKTiB «ImocTOOpPabOTKNY.

MeTta npakKTHYHOIO 3aHATTSH
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BupoOnenHs HaBHKIB BHKOPUCTaHHS e(EeKTiB «ImoCcTOOpabOTKM» Ta ix
HaJTallTyBaHHS.

OuikyBaHi pe3yabTaTH

Crynentn HaBYATHCS HaJIallITOBYBaTH napaMmeTpu e(eKTiB
«IOCTOOPAOOTKI.

KonTpoJibHi 3anuTaHHA

e BukopucranHs eQeKTiB «11ocTOOPabOTKI.
e HanamryBanHs eeKTiB «11OcTOOpabOTKIY.

MeTtoau4yHi MaTepiajiu Ta BKa3iBKH

e MeTonuuHi BKa3iBKU Il BAKOHAHHS MPaKTUYHOI podoT Ne6 nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.7. Ilpaktuune 3aHaTrTa 7. Cumyasuis ¢pisuku
AHoTauis
[TpakTryHe 3aHATTS A1 po3yMiHHS poboTu dizuuHoro npmxka PhysX 3.3.
MeTa npakKTHYHOIO 3aHATTHA

Bupobnenns 3HaHp Ta HaBWKIB 3 Gi3uuyHuM aABukKoM PhysX 3.3 nns
JTUHAMIYHUX PO3PaxyHKIB Ta BUKOHAHHS YCIX pO3paXyHKIB 3ITKHEHb.

OuikyBaHi pe3yabTaTn

CrynenTu HaBuaTbes npaiioBaT 3 GpizuuynuM aBuxkkoM PhysX 3.3, OyayTh
3HATH Peakilii Ha 31TKHEeHHS, KaHAJIU 31TKHEeHHs, (i3uyH1 MaTepiald Ta KOHCTaHTH.

KoHTpo/ibHI 3an1uTAHHA

e Oco6nuBocTi po6oTH ¢izuuHoro asuxka PhysX 3.3.

e BukoHaHHS TUHAMIYHMX PO3PAaXyHKIB Ta PO3PaxXyHKIB 3ITKHEHb.

e Po3ymiHHS 3iTKHEHHS, KaHaJiB 3ITKHEHHS, GIBUYHUX MarepiajaiB Ta
KOHCTAHT.

MeToan4Hi MaTepiaau Ta BKa3iBKH

e MeroanyHi BKa3iBKHU JjIs1 BAKOHAHHS MPaKTUYHOT poboTu Ne7 noctymHi 3a
nocunaHHsaM: http://org2. knuba.edu.ua/course/view.php?1d=827

5.6.2.8. Ilpaktuyne 3ansarts 8. JJanamadr

AHoTanis
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[TpakTruHe 3aHATTS MPHUCBSIUEHE CTBOPEHHIO JaHAapTy Ha CIeHi Ta HOro
HaJIalITyBaHHSI.

Meta npakKTUYHOTO 3aHATTSH

®opmyBaHHS HaBUKIB CTBOpEHHS NaHAmMA(Ty Ta HaJAIITyBaHHS HOTo 3a
JI0TIOMOT'00 BOY/IOBaHUX IHCTPYMEHTIB.

OuikyBaHi pe3yabTaTH

CrygeHT HaBYaThCsi CTBOPIOBATM Ta HaNalTOBYBaTH  JaHawWagrT,
3aCTOCOBYBAaTH YyCi HOro MOJXKJIMBOCTI, a TaKOX 3HAaTU YCI MOXJIUBOCTI
IHCTpYMEHTapiro Ta 3aCTOCOBYBATUMYTh «KOMITO3HIIIIO CBIiTY» Ta «POCIMHHICTHY.

KoHTpo/ibHI 3aniUTAHHA

e CTBOpeHHs NaHAIIa(Ty Ha CLEHI.
e HanamryBanHus maHamadTy.
e 3acTOCYBaHHS «KOMITO3HUIIIT CBITY» Ta «POCIUHHICTBY.

MeTtoau4Hi MaTepiajiu Ta BKa3iBKH

e MeTonuuHi BKa3iBKH Il BUKOHAHHS MPakTHYHOI poootu Ne§ nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.9. IIpaktuune 3auarTta 9. LITyyHuii inTesiekT
AHoTauis

[TpakTrdHe 3aHSATTS MPHUCBAYEHE PO3YMIHHIO HEOOXIIHOCTI 3aCTOCYBaHHSI
Behavior Tree ninst ctBopeHHs mty4Horo intenekty B UE4.

MeTa NpakTHYHOIO 3aHATTH

Bupobnenns HaBukiB BukopuctaHHs Behavior Tree mns cTBopeHHSs
IITYYHOTO IHTEJEKTY.

OuikyBaHi pe3yabTaTn

CTyngeHTH 3HATUMYTh THIM acceTiB, a TaKOX OJIOKH, SKi JOCTYIHI B
penaktopi Behavior Tree.

KouTpoJibHi 3anuTaHHA

e Bukopucranusa Behavior Tree ans cTBOpeHHS IITYYHOTO IHTEJIEKTY.
e Tumnu acceTis.

e Pobora 3 noctynmanmu 61okamu B penaktopi Behavior Tree.

MeToan4Hi MaTepiaau Ta BKa3iBKH

38 | 63



&

Unlversity Enterprises Cooperation
G AME HU B in'dame Tnaustry In Ukraine

JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

e MeTroanuH1 BKa31BKHU JJIs1 BAKOHAHHS MPaKTU4YHOI podotn Ne9 noctymnHi 3a
nocunanHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827

5.6.2.10.ITpakTuuHe 3auatrTa 10. Ayaio Ta 3Bykn
AHoTauis
[IpakTuyHe 3aHSATTS MPUCBSYEHE HAOYTTIO HABUYOK JJIS JOJIaBaHHS 3BYKY Y
pi.
MeTa npakTHYHOI'O 3aHATTHA
®opMyBaHHSI HABUKIB CTBOPEHHS 3BYKY B KOMIT FOTepHIi Ipi.
OuikyBaHi pe3yabTaTH

CryzaeHTH HaBUaTbCS CTBOPIOBATH 3BYK B I'pl, 3HATUMYTh ayaio cuctemy UE4

Ta SIKUM YMHOM IMIIOPTYBAaTu ayaio Qaiinu, Ta mpamoBaTuMyTh y penaktopi Sound
Cue.

KoHTpo/ibHI 3an1uTAHHA

e CTBOpEHHS 3BYKY.

e IMmopt aynio daiinis.

e Pobora 3 penakropom Sound Cue.
MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKHU JJIs1 BUKOHAHHS MpakTuyHO1 pobotu NelQ goctymnHi 3a
nocuinaHHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827

5.6.2.11.IIpakruune 3ausatTs 11. UMG (Unreal Mothin Graphics Ul
Designer) Yactuna 1

AHoTalig

[TpakTrdHe 3aHSATTS MPHUCBAYCHE PO3YMIHHIO HEOOXITHOCTI 3aCTOCYBaHHSI
iHCTpyMenTy UMG.

Meta npakKTHYHOIO 3aHATTS

@®opmyBanHs HaBHKIB 3 poOotoro UMG 17 CTBOpEHHS €JIeMEHTIB
KOPHUCTYBAIbKOTO iHTepdeicy.

OuikyBaHi pe3yabTaTH

CrynenTn HaBuYaThCs npaifoBaT 3 UMG, cTBOpIOBaTH Ta BUKJIMKATH BiJIKET,
3HATH TUIIW €JIEMEHTIB BiJ)KeTa Ta MPAIIOBATH 3 «IKOPSIMU.

KonTpoJibHi 3anuTaHHA
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e Pob6ora 3 iHcTpymeHnTOoM UMG.
e CTBOEpHHS Ta BUKJIHK BIJKETY.
e Tumnu eleMeHTIB BiKETY.

e Pobora 3 «sKopsAMI».

MeToan4Hi MaTepiajau Ta BKa3iBKH

e MeToanuHi BKa3iBKH JJIs1 BAKOHAHHS MpakTH4HOT podoTn Nel 1 moctymHi 3a
nocunanHsaMm: http://org2.knuba.edu.ua/course/view.php?id=826

5.6.2.12.IIpakruune 3ausatTs 12. UMG (Unreal Mothin Graphics Ul
Designer) Yactuna 2

AHoTaLifA

[TpakTrdHe 3aHSATTS MPHUCBSYCHE PO3YMIHHIO HEOOXIIHOCTI 3aCTOCYBaHHSI
iHcTpyMeHTy UMG.

MeTa npakKTHYHOIO 3aHATTH

@®opmyBaHHs HaBHKIB 3 pobotoro UMG 1 CTBOpeHHS €JIEMEHTIB
KOPHUCTYBAIIBKOTO iHTepdericy.

OuikyBaHi pe3yabTaTH

CtygeHTn HaBuaThCs INpalioBaTd 3  aHimalliero, mpupramu, DPI
MacITa0yBaHHSIM Ta CTUIJII3AIIIETO .

KoHTpo/ibHI 3an1uTAHHA

e CTBOpEHHS eNeMeHTIB KOPUCTYBAILKOIr0 iHTepdeiicy.
e Pobora 3 a"imarlieto, mpudTamu.
e DPI macmtabyBaHHS Ta CTHITI3aIlis.

MeTtoau4uHi MaTepiaju Ta BKa3iBKH

e MeTonuuH1 BKa3iBKH JJI1 BUKOHAHHS MPAKTHYHOT poOoTH Nel2 mocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.13.11pakTuuHe 3auaTTa 13. CTBOpPeHHs Npe3eHTalii KOHUENTY
rpH.

AHoTauis

[TpakTryHe 3aHATTS MPUCBIYCHE CTBOPEHHIO MPe3eHTallil KOMIT IOTEPHOI IpH
B paMKax rpynoBOro IPOEKTY.
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Meta npakKTHYHOTO 3aHATTSH

BupoGnenHss HaBHKIB Tpe3eHTalii MpOeKTy KOMII'IOTepHOI Tpu Ta
OOIpyHTYBaHHS Oi3HEC TIaHy BIPOBAIKEHHS I'PH.

OuikyBaHi pe3yJabTaTH

CryneHTH HaBUYaThCSI CTBOPIOBATH MpPE3eHTallll KOHILIETITY TpU Ta OMUCYBaTH
0i3Hec TU1aH 11 BOPOBAIKEHHS.

KoHTpo/ibHI 3an1UTAHHA

¢ bi3Hec nmiaH BIpOBaKEHHS KOMIT FOTEPHOT TPH.
e [loreHuiitHi KOpucTyBayl iIrPOBUM MPOTYKTOM.

MeTtoauyHi MaTepiajiu Ta BKa3iBKH

e MeTonuuHi BKa3iBKH JJIsi BUKOHAHHS MPaKTHYHOT poOoTH Nel3 mocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.6.2.14. Ilpe3enTanisi rpynoBuX MPOEKTIB.
AHoTauis

[IpakTuuHe 3aHATTS NPUCBSUYEHE Mpe3eHTallli KOHIIeMI[ii KOMI IOTEPHOT IpH,
sIKa € YaCTUHOIO (PIHAJIBHOTO TPYMOBOI0 MPOEKTY.

MeTa npakTHYHOTIO 3aHATTHA

BupoO6eHHs HaBHKIB Mpe3eHTallil KOHIENTY KOMIT FOTEPHOI I'pu.
OuikyBaHi pe3yabTaTn

CryneHTH HaBYaThCs MPE3eHTYBATH KOHIIEMIIIF0 KOMIT I0TepHOT IPpH.
KoHTpo/ibHI 3aniUTAHHA

e [lpesenTaltiss KOMI FOTEPHOT TPH.

MeTtoau4uHi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKU JJIs1 BUKOHAHHS MpakTU4yHOT pobotu Nell goctymnHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

5.7. Cnucok mxepeJ ingopmauii mo moayJsarw M.2.

1. Jason Busby, Zak Parrish & Jeff Wilson (October 2009). Mastering Unreal
Technology, Volume II: Advanced Level Design Concepts with Unreal
Engine 3. Sams Publishing. ISBN 978-0-672-32992-0
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2. John P. Flynt & Chris Caviness (May 2006). UnrealScript Game
Programming All in One. Thomson Course Technology. ISBN 978-1-598-
63148-7

3. Thomas Mooney (February 2012). Unreal Development Kit Game Design
Cookbook. Packt Publishing. ISBN 978-1-849-69180-2

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

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

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

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

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

9. Satheesh P.V. Unreal Engine Essentials, 2016 — 266p.

10. Richard Moore. Unreal Development Kit Beginner's Guide Paperback,
2011 — 244p.

6. MOAYJIb M.3. TEXHOJIOI'TA PO3POBKH
BATATOKOPUCTYBAIIBKUX KOMIT'FOTEPHHUX IT'OP

6.1. Meta Ta nepeadauyBaHi pe3yJbTATH BUBYEHHS MOAYJIA
Betyn

Monyne «TexHomnoriss po3poOKu 0araToOKOPUCTYBallbKUX KOMII'TOTEPHUX
irop» € HacTymHUM MoOAyJieM B HaBYallbHIA mnporpami mnpoekty GameHub 3
MiATOTOBKK  CIEIIaJiCTIB 3 PO3POOKHM KOMIT'IOTEPHUX IrOop TICHS MOIYJIs
«IIpoektyBanHs Komm'torepHux irop Ha ocHoBi Unreal Engine 4». Ilpenmerom
MOIyNisl € TPUAOAaHHS TEOPETUYHUX Ta MPAKTHYHUX HABUYOK B CTBOPCHHI
0araToKOpHCTYBAIlLKUX KOMIT'FOTEPHUX Irop, a came po3iopaTH SKi iCHYIOTb THIH
TOIIOJIOT1T KOMIT'FOTepHUX MEpeX, pealizailis Mojeliell KIi€HT-CepBep Ta TOUKa-
Touka, Oe3meka 3’€IHaHHS Ta Tepenadl JaHUX Ta sKi IrpoBI  CIyxO1
BUKOPHUCTOBYIOTHCS JIJISI TPOSKTYBAaHHS 0araTOKOPUCTYBAIBKUX KOMIT FOTEPHUX
irop Ha ocHoBi Unreal Engine 4.

Meta moayJist

Metoro Moaynst € (GopMyBaHHSI y CTYACHTIB I[UTICHOI CUCTEMHU 3HaHb MPO
TEXHOJIOT1] CTBOpPEeHHsI 0araTOKOpPHUCTYBalbKUX KOMII'TOTEPHUX irop, po3ibpatucs
K1 ICHYIOTb TOTOJIOT1i KOMI IOTEPHUX MEPeXK, K MPUHIINUIHN Mepeaadi Ta 3aXUcTy
JaHWX, HaBYaHHS CTYAEHTIB MeToJaM 1 3aco0aM CTBOpeHHS B TIpi
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0araTOKOPHCTYBAlbKOTO pEeXHMY, POOOTH 3 IrPOBUMHU CIyXO0aMH, a TaKOX
dopmyBaHHS  cucTeMu  mpodeciiHUX  KOMIETeHLId  [0J0  po3poOKH
0araToKOpHUCcTyBaLbKUX KOMIT IOTEPHUX 1FOP.

PesyabraTH HaBUYaAHHSA
3HAHHA TA IX BUKOPUCTAHHS

VY BUNaAKy YCHIIIHOTO OBOJIOAIHHS MaTepialaMy aHOTO MOIYJIA clyXad
Oydze 3HATH CyYacHi MeETOAM Ta 3aco0M pO3pOOKH OaraToKOpHCTyBaIbKUX
KOMIT FOTEpHOI I'pH, Oyje BMITH CTBOPIOBATH B irpax peXUM 00’ €qHaHHS I'paBIliB
Ha 3araJibHOMY TIOJIITOHI 0e3 MPHB’SI3KK 710 TUIY Ta KIJIACy KOMIT FOTepPHOI Mepexi 3
KOMIICHCAIli€}0 3aTPHUMOK B MMakKeTax NaHUX, OTpUMae 0a30Bi HABUYKH 3aXUCTY
KaHIIB 3B’S3KYy MpU 3’€JHAHHI TIpaBIliB Ha 3arajlLHOMy CcepBepi, OBOJIOIIE
HaBUYKAMKU CTBOPEHHS CEpBEpiB IJIsi 0araTOKOPUCTYBAIIBKOTO PeXUMY. Takox
cllyXadi 3MOXXYTh CTBOPHTH IOJIICOH TUIY KITIEHT-CEPBEp Ta TOUYKA-TOUYKA.

JlocaigHunbKi HABHYKH

V pa3i ycrilHoro BUBYEHHS MOAYJIS ciiyXay OyJie BMITH BUOMPATH TOIMOJIOT1T
MepeXi Tak sK I OJHe 3 HAaWBaKJIMBIIIUX pillleHb, MPUHHITHX TPU CTBOPEHHI
MepeXKeBOI I'pH, a TAKOXXK 3MOKe BIPHO MiiI0paTh CEPBICH B 3aJIEKHOCTI BiJl TEBHOTO
xkaHpy rpu. Ciayxadi 3MOXKYyTb MPaBUIIBHO MiAi0OpaTH miaTdopMy peasizallii rpu B
3QJIKHOCTI BiJ JKaHpPY Ta CHOPSIMOBAHOCTI TpH. TakoX 3MOXKYTb BHOpATH
OoNnTUMaNbHY (MiHIMAJIBHUM 3aTpaTaMd B Yaci) MOBY MpOTpamMyBaHHS IJIsi EBHOT
1aThopMu 3 BpaxyBaHHSM THITY TPH.

ChneuiajibHi BMiHHSA

V pasi ycnilHoro BUBYEHHsI MOJYJISI cllyXad OyJie BMITH:

e BH3HAYaTH HEOOXIiNHI IHCTPYMEHTaJIbHI 3aco0M IJIsl CTBOPEHHS CEpBEPHOT
YaCTUHU TPH;

® BHUKOPHCTOBYBATH BIAMOBIIHI IHCTPYMEHTH MJIsA peaiizallii MoJiroHiB s
0araToKOpPUCTYBaIlbKOT'O PEKUMY;

® BHUKOPUCTOBYBATH BIAMOBIIHI IHCTPYMEHTH IS peaizallii 3aXucTy
3’ € JHAHHS I'PAaBIIiB;

® BHUKOPUCTOBYBATH BIAMOBIIHI IHCTPYMEHTH IS peaizallii MoJiroHiB 1jis
0araToKOpHUCTYBALLKOIO PEKUMY

CouiajabHi BMiHHA

VY pasi ycmiurHoro BUBUEHHS MOJYJISl cllyXay Oynie BMITH NpUiiMaTé y4acThb B
KOMaHAHIA poOoTi: OOroBoprOBaTM B TIpyli OCOOJMBOCTI MPOEKTYyBaHHS
0araTOKOpPHCTYBalbKUX KOMIT IOTEPHUX IrOp, BUKOHYBATH (iHAIBHUN TpyHOBHIA
npoekT. Lle mepenbayae po3BUTOK TaKMX COIiaIbHUX HABUYOK:
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1. KoopauHuaisi (HamaroJ>kKeHHs A1 OfHI€T rpynu LOAO A1 1HIIUX TpyI).
[lix yac komaHAHOI poOOTH Oyae opraHizoBaHE MepexpecHe OIIHIOBAHHS eTalliB
BUKOHAHHS MPOEKTIB 1 BA3HAYEHHS I'PYIHU-TIEPEMOXKIISI KOXKHOTO eTaIy.

2. TleperoBopu (0OroBOopeHHs B TpyIi, L0 CHOPSIMOBaHE Ha peai3allito
3aBJlaHb MPOEKTY).

3. Posmoxin o0OOB’s3KIB B CepeiMHI Tpynu MJie BHUKOHAaHHS 3aBIaHb
VIIPaBJIiHHS, CTBOPEHHS JU3aliHy TPH, TPOTPAMYBaHHS Ta TeCTyBaHHSI.

B xo11i BUBUeHHS MOTyJist OYAyTh peali3oBaHi BEpTUKAIIbHI Ta TOPU30HTAIBHI
KOMYHiKaIii 3acobamu opranizauii ¢opyMmy B open-source learning cucremi
Moodle. Ha ocHoBi dopymy OyayTh peanizoBaHl 3B’SI3KM CTYIEHT-CTYISHTH,
BUKJIaIa4u-CTYJeHTH. 3aco0aMHi 0COOMCTUX MOBIAOMIIEHb B cucteMi Moodle 0ynyTh
peanizoBaHi 3B’S3KU CTYJIEHT-CTYJIeHT, BUKJIAAau-CTyIeHT. TakoxX yepe3 CUCTeMY
Moodle cTtyneHT OyayTh 3aBaHTa)KyBaTH pe3yJibTaTH BUKOHAHHS 3aBlaHb 3a
KOKHUM €TaroM.

CTvaeHT

CTyaeHT — Buxiaxag

D@opvMm

CrvaeHTnn

Oco0ucTi gkocTi

VY pasi ycnimHoro BUBYEHHSI MOJTYJIS CllyXay pO3BHHE TakKi OCOOUCTI SKOCTI:
® KpeaTHBHHI CIOCIO MHCIEHHS TpW T'eHepallii igeil CTOCOBHO CTBOpPEHHS
0CO0MBOCTEN BUKOPUCTAHHS MYJIbTUILICEPY Ta MepeBar KOMaHIHO1 TPH.

e BMIiHHS OOTPYHTOBYBAaTH aKTyaJIbHICTh Ta MPE3EHTYBATH Pe3yJbTaTu poOOTH
31 CTBOpEHHS 0araTOKOPUCTYBAIIBKOTO PEKUMY TPH.

6.2. KagenaapHmuii mjian cemectpy i cTpykrypa moayas M.3.

Micue moayast M.3. B cTPYKTYpi AUCHHUILITIHA
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. . TuxaeHb
Homep MopayJti AucHuNIiHA
HABYAHHA
1 M.1. Digital Media Development (uudpoBa rpadika Ta 1-5
aHimallisi, 3ByKoBa iHxeHepis, 3-D MojenroBaHHS)
2 M.2. TlpoekTyBaHHS KOMITIOTepHUX irop Ha ocHoBi Unreal 6-10
Engine 4
3 M.3. TexHoJoris po3podku 0araToKOpPUCTYBAUBKHX 11-15
KOMII’ OTEePHHX irop

Indopmaniiine HanoBHeHHs moayJasa M.3.

?pfnl\:;sl: 3mict

1 Beryn. Kopotka ictopis 0OararokopucTyBallbKux irop. IHTepHeT.
IToxomxennsa: komyTtaiis makeTiB. bararopiBueBa wmojens TCP/IP.
Oi3uunuii  piBeHb. KananpHuiét  piBeHb.  MepexeBUili  piBEHb.
TpancnoptHuii piBeHs. [Ipukinaanuii piBeHb.

12 Tomnoorii Mepex 1 npukiaau irop. Peamizailiss Mojielli «KIi€EHT-CEPBEP.
Peanizaris  mozeni  «rouka-touka». IlporyckHa 37aTHICTH KaHasiB
3B’SI3KY, 3aTpuUMKH, QuiykTyaiii 1 HajgiiHicTe. Btpara TMaKeTiB.
Haniitnicts: TCP a6o UDP. IloBigomieHHs Mpo JOCTaBKY IaKeTa.
Hapniiina perutikartist 06'extiB. IMiTailisi peaibHUX YMOB pOOOTH.

13 MacitaboBanicth. OO0jacTh BUAMMOCTI 1 peIEBAHTHICTH 0O0'€KTIB.
CerMeHTyBaHHSI CEPBEPHOIO cepelioBUIa BUKOHAHHS. KioHyBaHHS.
Cucrema npiopuTEeTIB i YACTOTa OHOBJICHHS.

14, 15 | besneka. Ilepexorienns nakeriB. IrpoBi aBwkku. Irposi cioyxo6u. Beryn
JI0 TpH 1 KoopauHallisi. Mepe)keBi B3aeMOIII.

HOpﬂIlOK CJ'liI[yBaHHﬂ 3aHATH IIO THXKHAM

TuxkaeHb

HABYAHHA
11 Jlekuis 1 [p. 3an. 1 [p. 3an. 2 [lp. 3an. 3
12 Jlekitist 2 [p. 3an. 4 [p. 3aH. 5 Ip. 3aH. 6
13 Jlekuis 3 [p. 3an. 7 [p. 3aH. 8 Ip. 3an. 9
14 Jlekuis 4 [p.3an. 10 | TIIp. 3an. 11 [lp. 3an. 12
15 [p. 3an. 13
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6.3. ®opvmu HABYAHHA

HaBuanbHe HaBaHTaXeHHA MOMYJS CKIQJA€TbCd 3 ayIUTOPHOI Ta
camocTiitHOT poOoTH. AyIauTOopHa poOOTa BKItOYae 8§ roxa. Jekuid ta 26 ro.
npaktudHoi poOoTtm. CamocrtiiiHa poOoTa ciyxadiB (26 Tom.) mependadae
MiATOTOBKY /10 MTPaKTUYHUX POOIT, a TaKOXK BUKOHAHHS Ta MIATOTOBKA Mpe3eHTarlii
I'PYIOBOTO MPOEKTY.

[TinroToBKa 10 MOTOYHUX ayAUTOPHUX 3aHATh € aHAJI3 JIITEPaTypH, IHTEPHET-
MarepiajiB Mo TeMaM JeKIii 1 NpakTUYHUX POOIT, MIATOTOBKA 10 BUKOHAHHS
I'pyNOBOIO MPOEKTY.

KoHTakTHI roguHu nependavyaroTh IHAMBIIyalbHI KOHCYJIbTaIlll Ta KOHTPOJIb
CTYJICHTIB B OH-JIaiiH pexxumi B cucteMi Moodle, Ha 6a3i IKOro TaK0K BUKOHYETHCSI
TECTyBaHHS Ta BUPIIICHHS 3aBJJaHb HA MPAKTUYHUX 3aHATTSX.

3aKiHYy€eThCA MOAYJIb IPe3eHTallIIMU (PiHAJIBHUX IPYNOBUX MPOEKTIB.

6.4. Ilopsinok mpoBeaeHHs1 aTecTamii

OI_IiHIOBaHHSI BHU3HAYA€THCA TaAKUM YHMHOM:

AKTHBHICTH Ouninka
TectyBaHHS 5
@DiHagpHUM rPYNOBUH MPOEKT 1 Mpe3eHTaIisl 15

3a pesynbTaTaMu BUBUEHHS Moayiss M.3. mependadeHO TeCTyBaHHS Ta
BUPIIICHHS 3aBAaHb Ha MPAKTUYHUX 3aHATTIX MPOTATOM BChOTO HaBYAHHS 32 LIUM
monynem. Takox nepeadaueHo BUKOHAHHS Ta Mpe3eHTallist (iHaIbHOrO TPyIoBOro
IPOEKTY B KiHIII HABYaHHS 32 JaHUM MOJYJIEM.

Monynb ouiHtoeThes 3a 20 6anbHOMO mKanor. OiHKa BKIIOYAE: pe3yIbTaTh

TEeCTYBaHHS CTYJEHTIB (10 5 OaliB), mpe3eHTallis GiHATBLHOTO TPYIOBOTO MPOCKTY
(mo 15 6auis).

I'padix npoBegeHHs MOTOYHOr0 OWiHIOBAHHSI Moay.Jasi M.3

Homep TnxkHs | OniHIOBaHHA

1 [TpomikHa oIliHKA 32 MEPIINK eTan peaizallii rpyrmoBoro
IPOEKTY

12 [TpomixkHa oIliHKA 32 IPYTHUHA eTan pealtizallii rpynoBOro
IPOEKTY

13 [IpomixHa OIiHKa 3a TPeTii eTan peanizailii rpymnoBOro
IPOEKTY

14 Orinka pe3yJbpTaTiB TeCTyBaHHS

15 KinneBa o1inka 3a ¢iHajibHUI IPYNOBHIA MPOEKT

OuiHloBaHHS pe3yJ/IbTaTIB TeCTYBAHHA
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TectyBanHs mpoBoauThes Ha 4 TkHI Moaynst M.3. B cucremi Moodle (URL
caiity: http://org2.knuba.edu.ua/course/view.php?id=827). Tect cknangaeTbcs 3
TEOPEeTUYHUX MUTaHb, IIO BKIIOYAIOTH MPUHIHUIHA MOOYJOBH PI3HUX TOMOIOTiT
KOMIT'FOTepHUX Mepex, peanizanii cepBepHux Imardpopm, 0a30Bi MPUHIUIHU
oprasizairii 6araToKOpucTyBaIbKOTO 3’ €IHaHHS T'PaBIIiB.

OuinoBaHHA (PiHAJTBLHOIO rPyNOBOro NpPoeKTy

Ha mepmomy TwXHI MOZyJs BinOyBaeTbcs (OPMYBaHHS TPYN CTYICHTIB,
KO’KHA 3 SIKUX Oy/le BUKOHYBATH (p1HAJIbHUI IPYNOBUIA MPOEKT. 3 MEPIIOro MO TPeTiit
THXKJEHb CTYJICHTH OTPUMYIOTh NMPOMDKHI OIlIHKH 3a Ied MPOEKT, BUKOHYIOUH
3aBJlaHHS B paMKax [bOTO MpOoeKkTy. Ha m’sTomMy THIXKHi CTyIEeHTH NMpPEe3eHTYIOTh
pe3yabTaTh MPOEKTY 1 OTPUMYIOTh KIHIIEBY OIIIHKY.

[TponoBikeHHs TepMiHYy Mpe3eHTAallil MPOSKTY MOKJIMBE JIWIIE IIPU HAsIBHOCTI
TIOB)KHOT MIPUYNHHU, TTepe0aYeHO] TOPSAKOM HaBYaHHS CTYICHTIB y BUIIiH IIKOJI.
[Ipy 1bOMY eJeKTpOHHA Bepcis Mpe3eHTallil MpPOeKTy 3a pe3yibTaTaMu
IPOXOIKEHHSI MOJYJISl HAIAa€ThCsl BUKJIaa4ueBi yepe3 cuctemy Moodle He mi3Hime
5 THDKHS; 32 KOXKHUM THOKIIEHb IIPOCTPOYKH IMpeIcTaBIeHHs (PiHATLHOTO IPyIOBOT0O
IPOEKTY 3a MOJYJIEM 3HIMAEThCs 3 0anu (MakCUMalbHO 5 OaiB).

6.5. Metoa ouninoBaHHs moay.Js M.3.

KinekicTh 6aJ1iB B 3arajibHii omiHIl Moaysist M.3. BiANIOBIae€ HACTYITHOMY:

Buau 3aBaann Baan

BukonanHs 3aBnanb 3a 1 etan peaiizailii IpoeKTy 1o 2 6aniB
BukonaHHs 3aBaHb 3a 2 eTan peaiizailii IpoeKTy 1o 2 6aniB
BukonaHHs 3aBaHb 3a 3 eTan peaiizailii IpoeKTy 1o 2 OaniB
TectyBaHHs 110 5 OaiiB
ITpesenTarntis GpiHaILHOrO rPyMOBOroO MPOCKTY 1o 9 Ganis

VYci nHabpani 6anu mincyMmoByroThes (MakcumanbHo 20 6aiiB), mtpadHi 6anu
3a 3ami3HEeHHsS Mpe3eHTallli MpoeKTy (MakCHMaJIbHO MiHYC 5 0ajiiB) BiIHIMAIOTHCS.
Cymapna ominka (Big 0 mo 20 6aiiB) € IHIAUBIAyaJIbHA OIlIHKA CTYACHTA 3aCBOEHHSI
Moxyns M.3.

6.6. HaBuajbHa nmporpama ta MmaTtepiajiu mo moay.awo M.3.
6.6.1. Jlexuii mo moxyaro M.3.
6.6.1.1. Jlexknin 1. Bceryn. KopoTka icTopist 6araTOKOpHUCTYBaIlbKIX
irop. Iutepuet. [ToxomxkeHHs: KomyTalis nakeris. baratopiBHeBa
monens TCP/IP. ®i3uunuit piBeHs. KananbHMii piBeHb.
Mepexesuii pienb. TpancnopTauii piBeHs. [lpukiannuii piBeHb.

AHoTauis

Jlexist 3HAIOMUTS 3 OrIsIOM npoTokodiB cimeiicTBa TCP / IP i moB's3anux 3
HUMH, a TaKOXX CTaHJApTiB, IO MAalOTh BiAHOIIEHHS 10 B3aemomild B [HTepHeTI.
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OcHOoBHa yBara MPUAINAETBCS THM 3 HHX, SKI MaloOTb BIIHOIIGHHS [0
nporpaMmyBaHHs 0araTOKOpPHUCTYBAIbKUX irop.

MeTta aekuii

O3HallOMHUTH CTYACHTIB 3 TPUHIUIIAMH TOOYIOBH MEPEKEBUX ITPOTOKOJIIB Ta
nepenayi JaHUX.

OuikyBaHi pe3yJabTaTH

CrtyneHT omanye OymOBY MPOTOKOJIB Tepenadi JaHUX B KOMIT FOTEPHUX
Mepexax.

KoHTpo/ibHI 3aniUTAHHA
1. Hanuits n'sate piBHiB cTeka TCP/IP 1 kopoTko onuiniTh KoxeH. Skuii piBeHb
HE PO3IJISAAETHCS SIK CAMOCTIMHUHN B A€SKUX MOJEIAX?
2. Jlns aKux 1i1ei BUKOpUCTOBY€eThCs TpoTokos ARP? Sk Bin mparirtoe?
3. IloscHITD, SIK B30I 3 AEKUJIbKOMa MEPeKeBUMHU KOHTpoJIepaMu (HampuKIIa/,
MapIpyTU3aTOp) MOXKe NepeaaBaTH MNaKeTh MDK pPI3HUMU MiAMepeKaMu.
Po3kaxirth, sIK BialToBaHa TabIUIs MapIipyTH3aIlil.
4. Posmudpyitte abpesiarypy MTU. Illo ne Ttake? fxa Benuumna MTU B
Ethernet?
5. IosicHITh, K 31HCHIOETECS (PparMeHTOBAHICTh MAKeTiB. YSBITh KaHAIbHUM
piBenb 3 MTU, piBaum 400, onuuriTh 3arojioBOK Nakera, KUl Mmir 6u OyTu
dbparmMeHToBaHU Ha JnBa (parMeHTa, a MOTIM OIUIIITh 3aroJOBKH ITUX
dbparmMeHTiB.
6. Uomy Gaxxano ynukartu [P-pparmenranii?
7. Yomy OaxkaHO MparHyTd BIANPAaBIATU MaKeTH MaKCUMAaJbHOTO PO3MIpY, SKi
MOXXYTh OyTH Tepenani 6e3 ¢pparmeHTaiii?
8. UuMm Bimpi3HAIOTHCS HaJiliHA 1 HeHailiHa Mepe1ada JaHux?
9. Onuuite npoLenypy BCTaHOBIEHHS 3'€JHAHHS, BHUKOPHUCTOBYBaHY
npotokosiom TCP. ki BaxnuBi faHi B el MOMEHT Tlepe1atoThesi?
10. Onuite, sk TCP 3abe3neuye HafAiiiHy nepenavy gaHUX.
11. YuMm BigpI3HSAIOTBCA TJIOOATBHO  MApUIPYTH30BaHI 1  JIOKAJIbHO
MmaprpytuszoBani [P-anpecn?
MeToau4Hi MaTepiajiu Ta BKa3iBKH
e [IlpesenTanis nekiii (Koncmek nekiii) Ne 1 qocTymHa 3a MOCUIaHHSM:
http://org2 .knuba.edu.ua/course/view.php?id=827

6.6.1.2. Jlekuisn 2. Tomonorii mepexx 1 mpuxnanu irop. Peamizaris
MoOJIeNli «KIIieHT-cepBep». Peamizamis Mopeni «ToYKa-TOYKay.
[IpomyckHa 37aTHICTH KaHAIB 3B’SI3KY, 3aTPUMKH, QIIyKTYyarlii i
HajiiiHicTh. Brpata makeriB. Haniitnicte: TCP ab6o UDP.
[loBimomienHs mpo mAocTaBKy maketa. HapiliHa permutikaiis
00'exTiB. IMiTanis pealbHUX YMOB pOOOTH.
AHoTanis
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V nepiuiii yacTuHI 1i€l JeKUii po3risIaloThes 1B OCHOBHI 3MiHHU OpraHizamii
B3aeMOJIT 0e3iui KOMIT'IOTepiB: «KIII€HT-CEPBEpP» 1 «TOUYKA-TOUYKa» Ta CTBOPEHHS
JIBOX TIPUKJIAMIB irop. Y Apyrid 9acTWHI JEKIii MU pPO3TISTHEMO OCOOJIMBOCTI
MepeXeBUX irop Tak SK BOHU JIIOTh B CYBOPHX yMOBaX, OOPIOYHMCH 3a TIPOITYCKHY
3MATHICTh CTApPIFOYMX MEpeX 1 pO3CIIAI0YM TaKeTH cepBepaM 1 KIE€HTaM,
PO3KHIaHUM TI0 BChOMY CBITy. Haifuacrime naHi ryOisThCs Ha MiBAOPO3i, IIO
HETHUTIOBO JIJIS JIOKAJIBHUX MEPEXK, B IKUX BEIEThCS po3poOKa.

Merta aekuii

O3HallOMUTH CTYIEHTIB 3 MOJEJSIMU CEPBEPHUX pIllIeHb Ta MOKa3aTu JesiKi
MEpPEeXeBi MePelIKoy, 1110 CTOATh Ha HUISIXY 0araToOKOpUCTYBalbKUX irop.

OuikyBaHi pe3y/JbTaTH

CryzneHT omaHye po3ropTaHHs cepBepHHUX IIaTGopMm (Mojeneil) Ta HUISIXU
00X0/ly MepeKeBUX MEepeliKol 1 pilleHHs MpoOjieM TpaHCMOPTYBaHHS, HAPUKIa]
CTBOPEHHS BJIACHOTO PiBHS HaJIHHOCTI MOBEPX TpaHcmopTHoro npoTtokony UDP.

KoHTpo/ibHI 3an1uTaAHHA

1. YUum Binpi3HSAIOTHCS OOOB'S3KM KIIIEHTa BiJg OOOB'S3KIB cepBepa B Mojeli
«KJIIEHT-cepBEP»?

2. SIky BeNMUYMHY MaTHMe 3aTpUMKa B TIpLUIOMY BUIAAKY B TPl 3 TOMOJIOTIEIO
«KJIIEHT-cepBep» 1 4 MO)KHA ii MOPIBHSATU 3 TIPIIOI 3aTPUMKOIO B Tpi 3
TOTOJIOTIEI0 «TOUKA-TOUKa» ?

3. Ckinbku 3'elHAHb BCTAHOBJIOETHCS B TPl 3 TOMOJIOTIEIO «TOYKA-TOUKA» 1
MOPIBHSANWTE 1€ YHMCJIO 3 KUIBKICTIO 3'€lHaHb B I'pi 3 TOMOJIOTIEID «KJIEHT-
cepeep»?

4. Onuiith OJMH 13 COCO0IB BUKOHAHHS IMPOBOI MOJIEJNi B I'pi 3 TOMOJIOTIEIO
«TOYKaA-TOUYKA.

5. Ha3BiTh N'ATh CKIIaJOBUX HEMEPEKEBUX 3aTPUMOK.

6. Ha3BiTh 4oTHPH CKI1a10B1 MEpEXKEBUX 3aTPUMOK.

7. Onuiuite MO OJHOMY i3 cImoco0iB OOpPOTHOM 3 KOXKHOIO 3 MEpexeBUX
3aTPUMOK.

8. Sk posmudpoByeThes abpeBiaTypa «RTT» 1 1110 BoHa 03Hauae?

9. Ilo Take «dmykryaris»? SKi NPUUYNHA MOXKYTh BUKJIUKATH QIYKTYyaIii?

10. TlosicuiTs, sixk ReplicationManager mosxe BukopuctoByBaTti DeliveryNotifi-
cationManager 1Jis MATPUMKH BJOCKOHAJIGHOT HaiiiHOCTI 1o npoTokoiry TCP 1
BiJIMPaBKX HAWCBIXKIMIMX JaHUX B Pa3i BTPATH MMAKETiB.

MeToan4Hi MaTepiajau Ta BKa3iBKH
o [lpesenranis nekmii (Korcmekt nexiii) Ne 2 mocTynHa 3a MOCHIaHHSIM:
http://org2.knuba.edu.ua/course/view.php?1d=827
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6.6.1.3. Jlekuis 3. MacmTaboBanicte. OOnacTb BHUAMUMOCTI i
peJIeBaHTHICTh 00'€KTiB. CermeHTyBaHHs CEepBEPHOrO
cepenoBuia BukoHaHHs. KnmonyBanHs. Cucrema mpiopuTeTiB i
9aCTOTa OHOBJICHHS.
AHoTauis
Jlex1iiss OXOIUTIOE THUTAHHS MacIITa0yBaHHS 0araTOKOPUCTYBAI[BKHX irop.
HeoOxinnicTe MacmTaOyBaHHS TpU TATHE 32 COOOIO HEOOXiTHICTh BHPIIICHHS
0e3iui HOBUX 3aBAaHb, BIACYTHIX B irpax HEBEJIMKOro MacuiTaly. Y mii jexmii
O3S AAIOThCS AesIKi TPOOIEeMH, 1110 BUHUKAIOTh 31 30 UIBIIIEHHSIM MaclTady rpu, i
NpUKIaad X BUPILLICHHS.
Merta aexkuii
PosrnsHytu mpobiemu 3 MaciitadyBaHHs 0araTOKOPUCTYBAllbKUX Irop Ta
LJIIXY X BUPILICHHS.
OuikyBaHi pe3yabTaTH
OnanyBatu HLISIXH BUPIIIEHHS npobiemMu MaciTaOyBaHHs
0araToKOpUCTYBAIILKUX 1r0p.
KoHTpo/ibHI 3an1uTAHHA
1. TlepepaxyliTe HEMONIKM BHU3HAYEHHS PEJIEBAHTHOCTI 00'eKTa TUIBKH IO
BIJICTaH1 10 HHOTO.
2. 1o Take «cTaTU4YHI 30HUY 1 AKI MOTEHIIIMHI BUTOJAX BOHU HECYTh?
3. SIk MO’XKHA BUKOPUCTOBYBATH IipaMiay BUAUMOCTI JJ1s1 BUOopy 00'exTiB? 1o
BUliJle, SKIIO peJeBaHTHICTh O0'€KTIB BHU3HAYATH TiNBKHU 13 3aCTOCYBaHHSIM
nipamiid BUAUMOCTI?
4. I1lo Take «MOTEHIITHO BUAUMHUMA HAOIpy» 1 UMM LIe¥ MpUitoM BiAPI3HSIETHCS Bil
CTaTUYHUX 30H?
5. SIkuno rpa i3 3arajJbHUM CBITOM CTPaXKJa€ Bijl MePEIOBHEHHS 30H, SIK1 PIlICHHS
1iei mpoOsieMu BU MOTJIA O 3aIIpONIOHYBaTH ?
6. [lepepaxyiiTe KijibKa pillleHb, BIIMIHHUX BiJ 3MEHIIICHHS YMCla peJieBaHTHUX
00'€KTiB, 1JIs1 3HUKEHHSI BUMOT MEPEXXeBO1 I'pH 10 MPOITYCKHOT CIPOMOXKHOCTI.
MeTtoau4Hi MaTepiajiu Ta BKa3iBKH
o [lpesenranis nekuii (Koncnekt snexiii) Ne 3 mocTynHa 3a mocuiIaHHSIM:
http://org2.knuba.edu.ua/course/view.php?id=827

6.6.1.4. Jlexuin 4. be3neka. Ilepexonnenus maketiB. IrpoBi ABIKKH.
IrpoBi cayx6u. Berym mo rpu 1 koopaunamis. Mepexesi

B3aeMOZII.

AHoTauis

3 pocTOM TOIMYJISIPHOCTI MEPEXKEBUX Irop 3aXWCT BiJ HECAHKIIOHOBAHOTO
JOCTYIly 10 TpU CTajia HEOJMIHHOIO YMOBOIO 3a0e3nedeHHs Oe3MeKH IrpoBOro
cepenoBuila. Y LI JEKIil po3rsAaroThCs AesKi MOMIMPEeH]1 YPa3IuBOCTIi 1 CTocoOu
60poThOU 3 HUMU. TaKoX y JIEeKIii pO3rIsIaloThCs ABa AyKe MOMYJIIPHIX CYyYacHUX
irpoBux nBiKKH - Unreal 4 1 Unity - i 1eMOHCTpPY€eThCS, K 3 IX BUKOPUCTAHHSIM
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pearizyBaTH MepekeBi B3aeMOJil 1 MIATPUMKY 0araToKOpHUCTYBAIbKOTO PEXHUMY.
Takox y nekuii po3risnalTbes acleKTH IrpoBUX CIyk0, Takux sk Steam, Xbox
Live a6o PlayStation Network. i ciry>x0n HagaroTh Macy MOXJIMBOCTEH TPaBIISM 1
irop, BKIIOYAIOYM KOOPIWHAIIIIO, 30epiraHHs CTATUCTHKH, HAaropol, PeKOpHiB i
CTaHy I'pd B xMapi 1 6arato iHmoro. OCKiTbKH IIi irpoBi CITy)O0W HAOYJIH IMUPOKOTO
MOIIMPEHHS, I'PaBli OYIKYIOTh, IO BCi irpW, HaBITh OJHOKOPHCTYBAIbKi irpH,
OyAyTh iHTErpoBaH1 3 OAHIEIO 3 TAKUX CIYXKO. Y bOMY pO3/AiJii MH TOTOBOPUMO TIPO
Te, SIK IHTerpyBaTH TaKi CIIy>)KOHW B BaIlly Tpy.

Merta aexkuii

O3HalloMUTH CTYACHTIB 3 OCHOBaMM Oe3leKM B 0araTOKOPUCTYBallbKOMY
peXuUMi, OTJISHYTH IBDKKU JJIS CTBOPEHHS Irop Ta MO3HAWOMUTHCH 3 IFPOBUMU
cepBicamH.

OuikyBaHi pe3yabTaTH

HapuuTrcs OymyBaTH 3aXWCT B I'pi 3 0araTOKOPUCTYBallbKUM PEXKHMOM.
Bubpartu koxxeH 115 cebe IBIKOK 711 CTBOPEHHS Irop Ta MiAKIIOYATH 10 CBOIX Irop
irpoBi cepBicH.

KoHTpo/ibHI 3aniuTAHHA
1. Onwumite 1aBa pi3HI crnocoOW BUKOHAHHS aTaku THUIY «HE3aKOHHUN
OCEePETHUK.
2. o Take mudpyBaHHs 3 BIAKPUTUM KitoueM? SIK 11e MO)Ke CTaTH B HAroi AJis
3aXUCTY BiJl aTaKk TUMY «HE3aKOHHUM MOCEPETHUK)» ?
3. HaBenite mnpukiaz, KOJIW TMepeBipKa BBEACHHS MOXE MPU3BECTH 10
IIOMMJIKOBOT'O CIpallbOBYBaHHS, TOOTO KOJM BBEJIEHHS KOpHCTyBada Oyle
TOMUJIKOBO PO3I[IHEHHH sIK cripoda 1maxpaiicTBa, Xo4a B IIMCHOCTI BiH TaKKUM He
€.
4. SIk MOXKHa OpraHizyBaTu INepeBipKy NaHUX, 110 HAIXOASATh 3 cepBepa, 1100
JaTH TPaBISIM MOXJIMBICTh 3allyCKaTH CBOI IrPOBi cepBepu?
5. YoMy 370M KapTH HEMOXJIHMBO BHU3HAUATH B Irpax 3 MeXaHi3MOM
JeTepMIHOBAHOI BINMOBIMHOCTI 0€3 BHUKOPHCTaHHS MPOTrPaMHUX 3aco0iB
BUSIBIICHHSI 1axpaicTBa?
6. OnuiiTe KOpoTKo NMpuHIKM 1ii cuctemMu Valve Anti-Cheat, 1110 neperkopkae
axpaicTBy 3 OOKY T'paBIIiB.
7. Onuiite ABa pi3Hi CIOCOOM 3aXUCTy CepBEPIB Bil MOTEHIITHUX BTOPTHEHb.
8. Obunsa nBikka, Unreal ta Unity, MaioTh BOynOBaHy MIATPUMKY TUIBKH
TOIIOJIOT 11 «KJIIEHT-CepBEP» 1 He MIATPUMYIOTh TOMOJIOT1I0 «TOUKa-TOUKaY. SIK BU
IYyMaeTe, YMM MOSICHIOETHCS TaKe PillleHHs ?
9. SIki poni MOXYTb MaTH aKTOpHU B MepexkeBill rpi Ha ocHoBi Unreal i B uomy
MOJISITA€ X BAKJIUBICTH?
10. Onumiite pi3Hi BUMAAKA BUKOPUCTAHHS MEXaHI3My BiIJaieHOTO BUKIUKY
npouenyp B Unreal.
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11. Onumite, sk ai€ Monenb irpoBux 00'ekTiB i kommoHeHTiB B Unity. fki
nepeBard Ta HeJOJIiKM TaKol MOeli BU MOrju O Ha3BaTu?

12. Sk B Unity peamizoBaHa CHHXpOHIi3aIlisi 3MIHHUX 1 BUKJIUK BiJTaJIeHUX
npouenyp?

13. OnumiTeh iAioMy «IOKKYUK Ha peaiizamito». ki mepeBaru BoHa mae? SAki
HEJIOJIIKK Mae?

14. Sxy pousib BifirparoTb 3BOPOTHI BUKIMKH B Steamworks?

15. Onumite npubnaw3HO, SK Ji€ Tpoleaypa BCTyy B TIpy, fKa
BUKOPUCTOBY€EThCS B Steamworks.

16. SIxi mepeBaru 3 TOYKHM 30py MEPEKEBUX B3aEMO/IH 1ae irpoBa ciyxba?

17. Onuiuite, K npaioe npuiiom X-makpoc. Skl nepeBaru i ki HEIOMIKH BIH
mae?

MeTtoau4Hi MaTepiajiu Ta BKa3iBKH
o [lpesenrauis nekuii (Koncnekt nexuii) Ne 4 nocTynHa 3a nocuiIaHHSIM:
http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2. IlpaxkTu4Hi 3aHATTA MO Moay.a0 M.3.

6.6.2.1. IlpakTuune 3aHaTTa 1. CTBOpEHHs1 KOMII’IOTePHOI MepeiKi
3 BAKOPHCTAHHAM NPSIMOi MapUIpyTH3AWiT.

AHoTalfA
[TpakTryHe 3aHATTS MPUCBSIYCHE MPAMil MapiipyTu3aiii Ta mpotokoay ARP.
MeTa NpakKTHYHOIO 3aHATTH

OzHaifoMJieHHST 3 MpPUHLUANAMH TOOYAOBH MepeXeBUX MPOTOKOIIB MpHU
npsAMiid MapIIpyTH3allii, a Takox 3 1iIssMu npotokony Address Resolution Protocol
(ARP).

OuikyBaHi pe3yabTaTn

CryneHT omaHye moOy[oBy IMPOTOKOJIB Tepenayi NaHWX B KOMIT FOTEPHUX
Mepexax MpU MpsMid MapIIpyTH3aIlii.

KoHTpo/ibHI 3an1UTAHHA

e [llo Take mpsima MapuIpyTH3alis?
e Illo Take Address Resolution Protocol?
e JSlka uine npotokoixy ARP?

MeToanuHi MaTepiaau Ta BKa3iBKH
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e MeTroanuH1 BKa31BKHU JJIs1 BAKOHAHHS MpakTU4YHO1 podotn Nel noctymnHi 3a
nocunanHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827

6.6.2.2. IlpaxkTuune 3aHATTS 2. CTBOpPeHHA KOMII'IOTEPHOI Mepe:xKi
3 BAKOPHCTAHHAM HeNPAMOI MapuipyTu3amii.

AHoTauis
[TpakTruHe 3aHATTS NPUCBSIUYCHE MiAMEpekKaM Ta HeMpsIMiil MapIIpyTr3allii.
MeTa npakTHYHOIO 3aHATTH

OzHaifoMJieHHsT 3 MpUHUUNAMU TNOOYJOBH MeEpekKeBUX IPOTOKOJNIB TMpU
HenpsiMiii MapipyTu3ailii, a TaKoX 3 OCHOBaMU CTBOPEHHS MIAMEPEK.

OuikyBaHi pe3yabTaTH

CryneHT omnaHye moOyAOBY MPOTOKOJIB Mepeaadl JaHUX B KOMIT FOTEPHUX
Mepexax MpU HelpsIMiid MapIIpyTH3ailil 3 BAKOPUCTAHHSIM HiIMepexi.

KoHTpo/ibHI 3an1uTAHHA
o [llo Take Henmpsima MapiipyTH3aiis?
e Slka 1iyb CTBOpEHHS MigAMepexKi?
e [IIlo Take OGe3knacoBa agpecaris?
MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKHU JJIsl BUKOHAHHS MPaKTU4YHOT podotu Ne2 noctymnHi 3a
nocuinaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.3. IlpakTuune 3anatTTa 3. Peanizamis momesi «KJi€HT-
cepBep». YacTuHa 1.

AHoTalig
[TpakTryHE 3aHATTS TPUCBSIYCHE TOIOJIOT1T MepeXki «KITIEHT-CEPBEP».
MeTa NpakKTHYHOIO 3aHATTH

O3HaiioMJIeHHS 3 OCOOJMBOCTSIMH TOIIOJIOTII, a caMe 3 1 KJII€HTCHKOIO
YaCcTHHOIO.

OuikyBaHi pe3yabTaTH

CTyneHT omaHye TPUHIWNHA CTBOPEHHS KIIE€HTCHKOI YaCTUHU B MOJEII
«KJIIEHT-CEPBEPH.

KonTpoJibHi 3anuTaHHA
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e [llo Take Tomosorist Mmepexi?

e Ha3BiTe Buau TOmosorin

e B domy pi3HuLS 000B'A3KIB KIli€HTa Ta 000B'sI3KiB cepBepa’?
MeToan4Hi MaTepiajau Ta BKa3iBKH

e MeTonuuH1 BKa3iBKU ISl BUKOHAHHS MPaKTUYHOT poboTu No3
JOCTYTIHI 32 MOCUJIAHHSIM:
http://org2. .knuba.edu.ua/course/view.php?1d=827

6.6.2.4. IlpakTuune 3ansaTTa 4. Peajizanmis Mogenal «KJIi€HT-
cepBep». YUacTuHna 2.

AHoTaLifA
[TpakTryHe 3aHATTS TPUCBSIYCHE TOIMOJIOT1T MepeXi «KIIEHT-CEPBEP».
MeTa NpakKTHYHOIO 3aHATTH

OzHaifoMJieHHSI 3 OCOOJIMBOCTSMM TOMNOJIOTil, a came 3 1l CepBEepHOIO
YaCTUHOIO.

OuikyBaHi pe3yabTaTn

CtyneHT omaHye TpPUHLMUIKA CTBOPEHHS CEpBEpPHOI YacTHMHM B MOJEIi
«KJIIEHT-CEPBEPY.

KoHTpo/ibHI 3an1uTAHHA

e [Tlorouna peamizanis «Robo Cat Actiony» He MOLIUPIOE CTaH BBEICHHSI
Ha KUJIbKa KaJIpiB, CTBOPIOIOYUHM MepemilneHHs. PeanizyiiTte 1o
MOYKJIUBICTb.

MeToau4uHi MaTepiaju Ta BKa3iBKH

e MeTonuuHi BKa3iBKH JJIs1 BUKOHAHHS MPakTUYHOT poOoTH Ned noctymHi 3a
nocuianHgaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.5. IlpakTtnuHe 3aHATTA S. CTBOpEeHHS MepeskeBOi I'PU B
"xpecTuKkU-HYJIUKH'" Ha miatdopmi Android Peanizauniss moaesiro
Yacruna 1.

AHoTauis

IIpakTune 3aHATTS [IPUCBSIYEHE CTBOPEHHIO MEpEKEBOT

0araToKOpHUCTyBaLbKOI I'pU B "XPECTUKU-HYJIHUKHU", BAKOPUCTOBYIOUH TEXHOJIOT11
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PHP, XML i1 KOMIUIEKT iHCTpyMEHTalIbHUX 3aCO0IB AN PO3POOKH AOJATKIB Ha
mwiatdopmi Android.

Meta npakKTHYHOIO 3aHATTSH

OsHaiiomsieHHs 3 ocobOmuBocTsMu TexHojorii PHP, XML, a Takox
IHCTpyMEHTaMu IS po3poOKH 1oAaTKiB Ha mnaTdopmi Android.

OuikyBaHi pe3yJabTaTH

Crygentr  omanye  0a30oBI  NOpPUHUMOM  CTBOPEHHS  MepekKeBOi
0araToKopucTyBalbKOl Ipy.

KoHTpo/ibHI 3aniUTAHHA

e CTBOpITH YMOBY IIpi 5IKiii Oyjie mepemMora oJJHOTO 3 IPaBIIiB
e JloompaiitoiiTe 1100 rpaBelb HEe MIr 3aiiMaTu OfH1 i Ti caMi moJis

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKHU JIsl BAKOHAHHS MPaKTUYHOT poboTu Ne5
JOCTYTIHI 32 MMOCHJIAHHSIM:
http://org2.knuba.edu.ua/course/view.php?1d=827

6.6.2.6. IpakTuyHe 3aHATTS 6. CTBOpeHHsI MepeskeBoi IpH B
"xpecTukn-nyauku' Ha niaargopmi Android . HacTuna 2.

AHoTalifA

[TpakTrine 3aHSTTS IpUCBSUYCHE CTBOPEHHIO MepexeBoi
0araToKOpPUCTYBaIbKOI I'PU B "XPECTUKU-HYIUKU", BUKOPUCTOBYIOUYM TEXHOJOTii
PHP, XML i1 KOMIUIEKT IHCTpYMEHTAJIIbHUX 3acO0iB IJIsI PO3pPOOKH TOJaTKIB Ha
mwiaTdopmi Android.

MeTa NpakTHYHOIO 3aHATTH

OsHaiioMmsieHHs 3 ocoOnmBocTaMu TexHojorii PHP, XML, a Takox
IHCTpYMEHTaMH JJIsI pO3poOKHK moaaTKiB Ha miatdopmi Android.

OuikyBaHi pe3yabTaTH

Ctynment  omaHye  0a30Bi  NpPUHIMOM  CTBOPEHHS  MeEpekeBOi
0araToKOpHUCcTyBaLbKOI IpH.

KonTpoJibHi 3anuTaHHA

e JlonaiiTe KOHTPOJIb YeProBOCTI XOAY

MeToan4Hi MaTepiajau Ta BKa3iBKH
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e MeToanuHi BKa3iBKY [JIs1 BAKOHAHHS MPAKTUYHOT poOOTH Ne6 TOCTyIHI 3a
nocunaHHsaM: http://org2.knuba.edu.ua/course/view.php?1d=_82

6.6.2.7. IIpakTuune 3aHaTTHA 7. Pemuikanis B Unreal Engine 4
AHoTanist

HpaKTI/ILIHe 3aHATTA MMPUCBAYCHE BHBYCHHIO ocoOmBoOCTEH Ipu CTBOpeHHi

6ararokopuctysaibkoi rpu B Unreal Engine 4, a came permikarii.

MeTa npakTHYHOIO 3aHATTH

O3HaiioMJIeHHSI 3 OCOOJIMBOCTSIMU CTBOPEHHSI 0araTOKOPUCTYBAIbKOI IpU B
Unreal Engine 4.

OuikyBaHi pe3yabTaTH
CryzneHT onaHye NPUHUUIIKM BUKOPUCTAHHS perlliKallii Mpyu CTBOPEHHI TpH.

KoHTpo/ibHI 3an1uTAHHA

e [IIlo Take perikaris?

e Slki ocobnuBoOCTI BUKOpUCcTaHHs perutikaiii B UE4?
MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeroanuHi BKa3iBKHU JJIsl BUKOHAHHS MPaKkTU4YHOT podotu Ne7 nocTymnHi 3a
nocuinaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.8. TlpakTnune sauarrta 8. @yHKHii WO PpPemIiKyIOThLCH B
Unreal Engine 4

AHoTalig

[TpakTrdHe 3aHATTS MPUCBSYCHE BUBUCHHIO OCOOJIMBOCTEH NMPU CTBOPEHHI
OararokopuctyBanbkoi rpu B Unreal Engine 4, a came ¢yHKuisM, 1o
PETUTIKYIOTHCS.

Meta npakKTHYHOIO 3aHATTS

O3nHaliomyeHHsI 3 0COOJIMBOCTSIMUA CTBOPEHHSI OaraTOKOPHUCTYBAIbKOT I'pU B
Unreal Engine 4.

OuikyBaHi pe3yJabTaTH

CryneHT onaHye NPUHIUIHN BUKOPUCTAHHS (DYHKIIIH, IO PEIUTIKYIOThCS MPH
ctBopenHi rpu B UE4.
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KonTpoJibHi 3anuTaHHA
e Ha3Bith Bci MoxknuBi (yHKIIIT, 0 pertikyroTsest B UE4.
e [IpomemoncTpyiiTe 2 0Opani GpyHKIIT HA TPAKTHII
e B yomy nepeBara GpyHKIIii, IO PETTIKYIOTHCS?
MeToanuHi MaTepiajau Ta BKa3iBKH

e MeTtoanuHi BKa3iBKH JJIs1 BAKOHAHHS MPaKTUYHOT poO6oTh Ne§ nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.9. IIpakTnuHe 3aHaATT 9. CrTBOopeHHss B Unreal Engine 4
O0araTokopucTyBaubkoi rpu. Yactuna 1

AHoTaLifA

[TpakTuyHe 3aHATTSA MPHUCBSYCHE BHUBUYCHHIO OCOOJMBOCTEH NMPH CTBOPEHHI
OaratokopucrtyBanbkoi rpu B Unreal Engine 4, a came cTBOpeHHs cepBepa Ta
KJIIEHTA.

MeTa npakTHYHOIO 3aHATTHA

OzHaifoMJieHHS 3 0COOJIMBOCTSIMU CTBOpeHHSs cepBepa Ta kiieHTa B UE4.
OuikyBaHi pe3yabTaTn

CryneHT onaHye NPUHLMIIKA CTBOPEHHS cepBepa Ta kiieHta B UE4.
KoHTpo/ibHI 3an1uTAHHA

o [Ilo Take «KJi€HT-cepBepHay» apXiTeKTypa?
e Slka ii oco6muBicTs B Unreal Engine 47

MeToau4Hi MaTepiaju Ta BKa3iBKH

e MeTonuuHi BKa3iBKH JJIs1 BAKOHAHHS MPaKTUIHOT po6oTH Ne9 noctymnHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.10. IIpaxktuune 3auarTa 10. CrBopennst B Unreal Engine 4
0araTokopHucTyBaubKoi rpu. Yactuna 2

AHoTauis

[IpakTruHe 3aHATTS MPUCBSYEHE BUBUEHHIO OCOOJIMBOCTEW MpPU CTBOPEHHI
6aratokopuctyBanpkoi rpu B Unreal Engine 4, a came cTBOpeHHs cepBepa Ta
KJTIEHTA.

Meta npakKTHYHOIO 3aHATTS

57 | 63



Unlversity Enterprises Cooperation
G AME HU B in'dame Tnaustry In Ukraine

JIOBIMHUK JUCIIUTUTIHA
«MeToH Ta TeXHOJIOTII IPOEKTYBaHHs KoMII’I0TepHHUX irop: Game design & development»

OzHaifoMIieHHS 3 0COOJIMBOCTSIMH CTBOpPEeHHsI cepBepa Ta Kiienta B UE4.
OuikyBaHi pe3yabTaTH

CryzneHT onaHye NPUHLUIIM CTBOPEHHS cepBepa Ta kiieHTa B UE4.
KonTpoJibHi 3anuTaHHA

e [Ilo Take «KJi€HT-cepBepHa» apXiTeKTypa?
e JSxa ii oco6mmBicTs B Unreal Engine 47

MeTtoauyHi MaTepiaju Ta BKa3iBKH

MetoauyHi BKa3iBKH JJIsi BAKOHAHHS pakTH4HOi pobotu Nel0 goctymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.11. IIpakTuune 3anarTa 11. Creopenns B Unreal Engine 4
O0araTokopuctyBaubkoi rpu. Yactuna 3

AHoTalif

HpaKTI/I‘-IHe 3aHATTA MPUCBAYCHEC BHBYCHHIO 0COOJIUBOCTEM Ipu CTBOpeHHi

6ararokopuctyBaibkoi rpu B Unreal Engine 4, a came cTBOpeHHs JOKaliid Tak
IEPCOHAXIB.

MeTa npakTHYHOTIO 3aHATTHA

OzHaiioMJieHHS 3 0COOIMBOCTSIMU CTBOPEHHsI JoKalliid Ta mepcoHaxiB B UE4.
OuikyBaHi pe3yabTaTn

CTyneHT onaHye NPUHUMUIIKA POOOTH 3 JIOKAIISIMU Ta TIEPCOHAKAMMU.
KoHTpo/ibHI 3anUuTaHHA

e Slki pyHKIIIT BUKOPUCTOBYIOTHCS JIJISI CTBOPEHHS TIEPCOHAXKIB?
e ki pyHKIIIT BUKOPUCTOBYIOTHCS JJISI CTBOPESHHS JIOKAIIN ?
e ki mepeBaru poOOTH 3 JoKalisMu 1 nepcoHaxxamu B UE4?

MeToau4uHi MaTepiaju Ta BKa3iBKH

MeToauuHi BKa3iBKH 711 BAKOHAHHSI TPaKTU4HOI poootu Nel 1 nocTymHi 3a
nocuiaHHsaM: http://org2.knuba.edu.ua/course/view.php?1d=827
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6.6.2.12.11paxktuune 3aHaTTs 12. CTtBopeHHss B Unreal Engine 4
0araToxkopucTyBaubkoi rpu. Yacruna 4

AHoTamig

[TpakTuyHe 3aHATTS TMPHUCBSYEHE BUBUSHHIO OCOOJMBOCTEH NMPH CTBOpPEHHI
OararokopuctyBanbkoi Tpu B Unreal Engine 4, a came CTBOpeHHs JIOKamiid Tak
MEePCOHAXKIB.

Meta npakKTHYHOTO 3aHATTSH

OzHaiioMJieHHS 3 0COOIMBOCTSIMU CTBOPEHHsI JoKalliid Ta mepcoHaxiB B UE4.
OuikyBaHi pe3y/JbTaTH

CtyzaeHT onaHye NPUHUMUIIKA POOOTH 3 JIOKALISIMU Ta TIEPCOHAXKAMMU.
KoHTpo/ibHI 3aniUTAHHA

e Ski pyHKIIIT BUKOPUCTOBYIOTHCS JIJIsI CTBOPSHHS TIEPCOHAXKIB?
e Ski pyHKIIIT BAKOPUCTOBYIOTHCS JIJIsi CTBOPESHHS JIOKAIT1i ?
e Slki mepeBaru poOOTH 3 JoKalisiMu 1 nepcoHaxkamu B UE4?

MeTtoau4Hi MaTepiaju Ta BKa3iBKH

e MeTonuuHi BKa3iBKH JJIs BUKOHAHHS NMPaKTHYHOT poOoTH Nel2 mocTymHi 3a
nocuiadHgaM: http://org2.knuba.edu.ua/course/view.php?id=827

6.6.2.13. IlpakTuune 3auarTs 13. [lpe3eHTanisa rpynoBuX NpoeKTiB.
AHoTauis

[IpakTuuHe 3aHATTS NpHUCBAYeHe TMpe3eHTallii (iHATBHOTO TPYMIOBOIO
IIPOEKTY.

MeTa npakTHYHOTIO 3aHATTH

Bupo06ieHHs HaBUKIB Mpe3eHTallli KOMIT FOTepHOT I'PH.
OuikyBaHi pe3yabTaTn

CryneHTH HaBYaThCs MPE3EHTYBATH KOMIT IOTEPHY T'PY.
KouTpoJibHi 3anuTaHHA

e [Ipe3enTarlis KOMI IOTEPHOI TPH.

MeToan4Hi MaTepiaau Ta BKa3iBKH

e MertoanyHi BKa3iBKH JJIs1 BAKOHAHHS MpakTudHO1 poootn Nel3 mocTymHi 3a
nocuiaHHsaM: http://org2. knuba.edu.ua/course/view.php?1d=827
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6.7. Cnucok xkepe ingopmanii mo moayaw M.3.

1. Glazer, J. and Madhav, S. (November 2015). Multiplayer Game
Programming: Architecting Networked Games. R.R. Donnelley. ISBN-13:
978-013-403430-0, ISBN-10: 0-134-03430-9.

2. Shoham Y., Leyton-Brown K, Multiagent Systems: Algorithmic, Game-
Theoretic and Logical Foundations, London: Cambridge University Press.
2009. 513 p.

3. Baxter J.W., Horn G.S., Leivers D.P. , Fly-by-Agent: Controlling a Pool of
UAVs via a Multi-Agent System, QinetiQ Ltd Malvern Technology Centre St
Andrews Road. Malvern. UK. 2007.

4. No bugs’ hare(July 2017). Development and Deployment of Multiplayer
Online Games, Vol. I: GDD, Authoritative Servers, Communications. ISBNs
for PDF: 9783903213074.

5. Madhav, S. (December 2013). Game Programming Algorithms and
Techniques: A Platform-Agnostic Approach (Game Design). R.R. Donnelley.
ISBN-13:978-0321940155, ISBN-10: 0321940156.

6. Thor, A. Massively Multiplayer Game Development (Charles River Media
Game Development). Charles River Media, 2003.

7. Barron, T., Lamothe A. (June 2002). Multiplayer Game Programming w/CD
(Prima Tech's Game Development). ISBN-13: 978-0761532989, ISBN-10:
0761532986.

7. METOJ ONIHIOBAHHA JUCHUIIJITHU B HIJIOMY

OuiHkM CTYyAeHTIB 3a pe3yJbTaTaMu BHBYeHHs monynis M.l., M.2., M.3.
nigcyMmoBytoThcsi. OuiHka icnuty (MakcumanbHo 40 OGaniB) gonmaetscsi. Takum
YIHOM PO3PaxOBYETHCS CyMapHa OIliHKa CTy/ieHTa B 0anax 3a AUCIUILIIHOIO.

Ouinka pe3y/bTaTiB BUBYEHHS IMCUUILIIHA B LLJIOMY

IToTrouHe TecTyBaHHS banis
Monyas M.1. a0 20
Monyas M.2. a0 20
Monyas M.3. a0 20

Icninr a0 40
Pa3zom o 100

CymapHa ormiHka B 0amax MEpeBOAUTHCS 3a HUKUEHABEACHOIO IIKaJIOI0
ouiHtoBaHHs B HauioHanbHy Ta ECTS - owinky:
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Cyma 6aJiB 3a
BCi BUAH Ouninka Oui .
HABYALHOT ECTS HiHKAa 32 HAIOHAJBLHOIO IIKAJIO0K0
JAJIBLHOCTI
90 - 100 A Binmiguo
82 —89 B Jobpe
74 — 81 C JloOpe
64 —-73 D 3aJI0BUILHO
60 — 63 E 3a10B1JILHO
3559 FX HE 3apaXxOBaHO 3 MOXKJIHUBICTIO IOBTOPHOI'O
CKJIaJlaHHSA
0_34 F HE 3apaxoBaHO 3 0§03’513K0BHM MOBTOPHUM
BUBYEHHSIM IUCLUILIIHA

8. 3BOPOTHIN 3B’SI30K

[ndopmartis momo pe3ysbTaTiB TeCTYBaHHS, BUKOHAHHS MPAKTUYHUX POOIT
Ta 3arajibHa OI[iHKa MOAYJIFO HAJA€ThCs KOXKHOMY CTYICHTY SIK iHAMBITYyalTbHO, TaK
1 rpymi B uiiomy vepes miaatdpopmy Moodle (URL caiity nist aucuumiinu «MeTtoau
Ta TeXHOJIOT1T MPOeKTyBaHHs KoM toTepHuX irop: Game design & developmenty:
http://org2.knuba.edu.ua/course/view.php?id=827)

[Hopmartiss 1momo pe3ynbTaTiB TeCTyBaHHS HAIAEThCS CTYIASHTaM II0
3aBepIICHHIO TEeCTyBaHHs Ha 4 TWXKHI HaBYaHHA. [Hpopmallis 1momo MpoMiKHHX
OILIIHOK BUKOHAHHS 3aBJlaHb T'PYIOBOTO MPOEKTY HanaroThes Ha 1, 2 Ta 3 THKHAX
HaBYaHHs. [HpopMmalis oa0 pe3yibTaTy Npe3eHTalil TpYMoBOr0 IPOCSKTY
HAJA€ThCS OIpa3y MIcis Mpe3eHTallli, sKa BiI0yBaTUMEThCS Ha 5 TUXKHI HaBYaHHS.

3aranbHi pe3ynbTaTH 3a JaHOK AUCIUIUIIHOI HaJaroThesd Ha 15 THXKHI
HaBYaHHS MICJIsI 3aBEPIICHHS 3aHATh 0 MOAyiro M.3.

KonTakThi 1aHi a5 on-line 1onoMoru Ta KOHCYJbTYBaHHSI:

[TocunaHHs Ha CTOPIHKY TUCHUTUTIHYA «MeTOIH Ta TeXHOJIOTil MPOeKTYBaHHS
Komm’totepaux irop: Game design & development» na minargopmi Moodle:
http://org2.knuba.edu.ua/course/view.php?id=827

Moayas M.1. Digital Media Development (mudpoBa rpadika Ta aHiMmairis,
3BYKOBa iH)KeHepis, 3-D monmemtoBaHHs)
Buxknagaui: 1.17.H. bimomunpkuit A.O.
e-mail: bao1978@gmail.com
K.T.H. [Ilabana €.€.
e-mail: wild_miledi@ukr.net

Monayas M.2. IlpoekTyBanHs komm'toTepHux irop Ha ocHoBi Unreal Engine
4
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Buxnaaaau: a1.1.H. Tepentben O.0.
e-mail: terentyev79@ukr.net

Moayab M.3. Texnosorist po3poOKku 0araToOKOPUCTYBaLbKMX KOMIT FOTEPHUX
irop
Buxnaaaau: 1.17.H. butomuuskuii A.O.
e-mail: bao1978@gmail.com
HyOnunska A.C.
e-mail: anastasiakuziomko@gmail.com

9. BUKJIAJJAIIBKUM CKJIAJ
O0o0B's1I3KHM BHKJ/Ia1a4iB

) HaJlaHHS MaTepialiB 3a AUCIUILIIHOIO 3TiHO 3 TPOrpaMoio;
. OIlIHKA pe3yJIbTAaTiB TECTYBaHHS, BUKOHAHHS NPAKTHYHHX Ta IHIITUX
BU/IIB pOOIT, IepeA0aYeHIUX MOIYJISIMU JUCIUILTIHH.

O00B's13KH KOOPANHATOPA TUCHHIIIHH

e  [JIaHYBaHHS Ta BHECEHHS 3MiH JI0 MOAYJIiB IUCIHUILIIHY;

e  KOOpIMHAIIIS Ta yIpaBiliHHSI TPo(hecopPChKO-BUKIIaIallbKUM CKIIaI0M;

e  KOOpJIMHAIS TPOBEJEHHS TECTYBaHHS, BHKOHAHHS MPAKTHUYHUX Ta
IHIIUX BUIIB poOIT, TMepeadadyeHuX MOIYJISAMU AUCIUILIIHU, a TaKOX MPOBEISHHS
icnuTy.

O00B'f13KH JONOMI’KHOTO MEePCOHATY

JlonoMixkHUE TepcOHANl 3MIMCHIOE MIATOTOBKY KOMIT FOTEPHOI TEXHIKH 0
BUKOHAHHS POOIT CTYJeHTaMH Ta HaJa€ TeXHIYHY MIATPUMKY CTYIEHTaM IIiJ 4yac
BUKOHAHHS pOOiT, mepeadadeHnX MOAYJISIMU JTUCHUTLUIIHH.

KonTakTHi 1aHi BUKJIaga4iB

Moayas M.1. Digital Media Development (mudpoBa rpadika Ta aHimairis,
3BYKOBa iHXXeHepis, 3-D monentoBaHHS)
Bukaagaui: 1.7.10. bimomunekuit A.O.
e-mail: bao1978@gmail.com
K.T.H. [Ilabana €.€.
e-mail: wild_miledi@ukr.net
Moayas M.2. IIpoexTyBanHs komn'toTepHux irop Ha ocHoBi Unreal Engine
4
Buxnaanau: 1.1.H. Tepentben O.0.
e-mail: terentyev79@ukr.net
Moayns M.3. Texnomoris po3poOKH 0araToOKOpPHUCTYBalbKUX
KOMII ' IOTepHUX irop
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Buxaaaau: a1.17.1H. binomuuskuii A.O.
e-mail: bao1978@gmail.com
HyOonunbka A.C.
e-mail: anastasiiakuzomko@gmail.com

KonTakTHi 1aHi kypaTopa

1.7.H. binommuskuit A.O. e-mail: baol1978@gmail.com
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