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MeTa Ta niJjii AUCHUIJIIHA

MeTo0 AUCIUILIIHY € OTPUMAaHHS TEOPETUUHHUX OCHOB CyYaCHUX TEXHOJIOTIH, MeTO/IiB Ta 3aco6iB
MPOEKTYBaHHS KOMIT IOTEPHUX irop, KOMIT'IOTEPHUX irpoBuUX TexHoJorik. O3HalloMJIeHH 3i cTpaTerisiMy,
ClleHapifiMU i airopuTMaMy KOMIT'10TepHUX irop. O3HalloMJIeHHS Ta BUBYEHHS Pi3HUX TUIIIB
apXiTEKTYpU KOMIT'I0TepHUX irop. [locTaHOBKa Ta aHaJi3 BUMOT /0 irpoBOT0 NPOrpaMHOro NPOAYKTY.
Po3po6ka Ta 3acTOCyBaHHSI IPOEKTHUX pillleHb ¥ BJACHUX irPOBUX NIPOrpaMHUX POEKTaX.

dopmar 3aHATH

Jlekuii, npaKTHU4Hi 3aHATTS, caMOCTilHa po60Ta, KOHcyAbTauii. [1iIcyMKOBUI KOHTPOJIb — 3aJliK.

KoMnereHTHOCTI

@K 2. 3paTHICTh BUKOPHUCTOBYBATH Cy4acHi METOJ U i MOBU NporpaMyBaHHS AJ1s1 pO3po6JIeHHSs
aJIrOPUTMIYHOTO Ta MPOTPaMHOro 3abe3nevyeHHs.

@K 6. 3paTHICTh IPOEKTYBATH, BIPOBA/[PKYBAaTH Ta 06CAYTrOBYBAaTH KOMIT'IOTEPHI CUCTEMU Ta Mepexi
pi3HOTO BU/y Ta NpU3HAYEHHA.

®K 17. 3gaTHICTh MPOEKTYBAaTH TA BUKOPUCTOBYBATH HOBI TeXHOJIOTiI pO3p06GKHU irpoBOro NpoAyKTY /st
pi3Hux uudpoBUX NIATHOPM.

PeBy.}IbTaTl/l HaBYaHHA

[1PH 1. 3HaTH i po3yMiTH HAYKOBi MOJIOXKEHHS], 1[0 JIeXKATh B OCHOBI PYHKLiOHYBaHHS KOMIT FOTEPHUX
3acobiB, cUCTEeM Ta MEPEX.

[IPH 2. MaTu HaBUYKHU NPOBEEHHS eKCIIepUMEHTIB, 30paHHsA JaHUX Ta MO/IeJI0BAHHSA B
KOMIT'IOTEpPHUX CUCTEMaX.

[1PH 18. BMiTH po3p06JiATH Cy4acHe NporpaMHe 3abe3neyeHHs1, y TOMY YMCJIi KOMIT'IOTEPHUX irPOBUX
A0JAaTKiB.

[1PH 22. MaTu HaBUYKH BUKOPUCTAHHS Cy4acHUX 6i6/1i0TeK Ta cepe0BUIL AJ1s1 CTBOPEHHS aHIMOBaHUX
Ta TeKCTypoBaHuX 2D- Ta 3D-rpadiyHuX 06’€EKTIB

0o6cAar aAMCHUITIHA

3araspHUM o6car gucnumitiny 120 (4 kpegutiB ECTS): nekuii - 32 roj., npakTU4Hi 3aHATTA — 16 roauH,
caMmocTiliHa po6oTa - 72 rog.

IlepeiyMOBM BUBYEHHA AUCLUIUIIHU (IpepeKBi3UTH)

Jis1 ycmimHOro npoxo/»KeHHsI KypCy HeoOXi/JHO 3HATHU: CUCTEMHE NPOrpaMyBaHHs, Teopiro GopMaTbHUX
MOB Ta rpaMaTHK, KOMIT'I0TepHY rpadiky, MOBY nporpamyBaHHs C++

0co6JMBOCTI AUCIUIJIIHMA, METO/JM TAa TEXHOJIOTII HABYaHHA

Jlekuii 1poBOAATHCS IHTEPAKTUBHO 3 BUKOPUCTAHHAM MYJAbTUMEAIMHUX TeXHOOTiN. Ha npakKTUYHUX
3aHATTAX BUKOPUCTOBYETbHCS MPOEKTHUM MiAXi/J JJ0 HABYaHHS Ta irpoBi MeTOU.

IIporpama HaB4YaJIbHOI AUCIUIIIHUA

TeMMU JIeKIIiHHUX 3aHATH

Tema 1. Konneniisi. ECKi3HUM MPOEKT.

®opMyBaHHSI KpeaTUBHOI0 MUC/AeHHs. BuHuKkHeHH ifjel. CuHTe3. Pe3onaHc. KouBepreHiis. TexHiyHa
npomno3ulis. KpuTHuuHui norJis/ Ha TeXHiuHy npomno3ulit. Eckisnuil npoekT. [loHATTS rpu.
MoxxnuBocTi rpu. 'padika. AHTypax Ta cueHapii. ['elimniieil. Po3po6ka ecKi3HOro MPOEKTY.

Tema 2. lelimmnielt. JlokyMeHTallis NPOEKTYBaJbHUKA.

[elimnuient. Peanizanis reiimmieto. [Ipo6sieMa joMiHyto4oi ctpaTerii. Cy6joMiHyBaHHA. JlonoMixHI
inBecTuii. YHiBepcasbHicTb. KoMmneHcytoui dakTopu. [IoBHA JjoKyMeHTallis NPOEKTyBaJbHUKA. Posib
IIpoeKTyBa/JbHUKA. BUKOpHCcTaHHA JOKyMeHTalil IpoeKTyBaJbHUKA. B3aeM03B’s130K AoKyMeHTalil
NpoeKTyBaJbHMKA Ta BUPOOHUYOrO MJIaHY.

Tema 3. basianc rpu. MeTozu NpoeKTyBaHHS.
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Bananc rpu. basaHc «rpaBelib — IpaBeliby», 6a/aHC «IpaBellb — reimIiel». CuMeTpis. 3a0x04eHHs
rpaBud. KoHuenuis rpu. [lianyBanHs 3MiH. TexHouioris. Po3po6ka. Po6oua rpymna npoekTty. Komrropuc i
miaH-rpadik. ['elimMmieil. MaltGyTHE.

Tema 4. YnpaBJ/iiHHS po6040I0 I'PYIIO0 IPOEKTY.

CyyacHi MeToAM ynpaBJ/iiHHS po604uuMU rpynaMu. CydyacHa MoJeib BApOOHULTBA irop. Butoku
BUHUKHEHHS irpoBoi iHaycTpii. [[po6siemu 3 po3pobHukamu irop. KonBeepHe nporpamMmyBaHHA. PinieHHs
npo6sieM po3po6ku. OpraHisallisi KOHBEEpPHOro NporpaMyBaHHs. BipoBa/j»keHHSI KOHBEEPHOTI'0
MporpaMyBaHHS.

Tema 5. CyyacHi MeTo 1 po3po6KH irop.

[cTopist po3BUTKY TexHoJioril po3pobku irop. OpuriHa/bHicTh B irpax. Cepesa po3po6ku. CyyacHicTb.
[IToBTOpHE BUKOPUCTAHHS KoAy. ApxiTeKTypHi 6y/iBHi 6/10ku. [IoBTOpHE BUKOPHUCTAaHHS NPOTPAMHOI0
3abe3neyeHHs. [loBTOpHe BUKOPUCTAHHS apXiTEKTYPH i 11a610HU poeKTyBaHHs. ClieniasiizoBaHi
11a6JI0HU AJ151 irpOBUX NPOEKTIB.

Tema 6. Po3BUTOK MeTO/iB pO3pO6KH irop.

[Iponec po3pobku. AkicTe Koay. JlofepkaHHs cTaHJapTiB Ipu nporpamyBaHHi. [IpioputeTn
nporpamyBaHHs. [lepegpesni3He ouiHoBaHHA. [lepeapestizHa s10Kasi3anida rpu ta gemMmo-epcid. Jlinensil.
MogHi nutaHHs. [lepeapenizHe TectyBanHs. Pokyc-rpynu. CTBopeHHs Be6-By3Ja rpu. [lizroToBka g0
CTBOpEHHs MacTep-Kotii. OHOBJ/IeHHS. PO3BUTOK MeToAiB po3po6Ku irop. Po3po6ka B KOHTEKCTi.
MapkeTuHr. CTBopeHHs1 KOHTeHTY. [lnanyBaHHs. Po3po6HuKU. CTBOpeHHS rpyny MabyTHBOTO.
XapakTep. MoTuBauis. Mopanbaux ayx. HoBi HanpsiMku y po3po6ui. 36a/1aHcoBaHUM miaXxiz,

Tema 7. OcHoBu pirrinry. Po3po6ka koHLenTiB 06pasiB, reoMeTpil Ta CTBOPEHHS CKeJNETY MEPCOHAXKIB.
3acobu HaZlAHHSA TPAEKTOPII pyxXy pyXOMHUM YaCTUHAM CKeJieTa IepCoHaa.

OcHOBY pO3p06KH KOHIENTIB 06pa3iB, reoMeTpil Ta CTBOPEHHS CKeJIETY IIePCOHaKiB, 3ac06U HaJlaHHSA
TPA€EKTOPIi pyXy pyXOMHM YacTUHAM CKeJieTa [lepCoHaXa.

Tema 8. 3-D mogentoBanus B 3ds Max: inTepdeiic i HaBiranis, apxiTektypa 3ds Max, BUAu MO/IeTI0BaHHS,
Mmoaudikatopu i ckpunty, UV-posropTtka. CBiTJ0 Ta BidyaJiizalis B KOMIT'IOTEpHiH Ipi.

[lepeBaru MmojiesntoBaHHA B 3ds Max, BuZju MoZie/iloBaHHs, MogudikaTopu i ckpuntu. [lpuHIMIN
obOpMJIEeHHS TPH CBITJIOM Ta BidyaJiizaris B KOMITI'IOTepHil rpi.

Tema 9. MaTepianu i TeKCTypyBaHHS 06'€KTIiB 3 BUKOPHUCTAHHSIM Pi3HUX KapT Ta $oTo TeKcTyp. OCHOBU
CTBOpEHHS Au3aiiHy iHTep'epy B rpi. [I[puHIMIM CTBOpEeHHS BipTya/JbHUX PiBHIB (JIOKaLii).
OcoGJIMBOCTI CTBOPEHHS AW3alHY iHTep'€EPY B Ipi, IPUHIMIIY 3aJJaHHS MaTepiasiB i CTBOpeHHS TEKCTYP
3 BUKOPUCTAHHAM Pi3HUX KapT.

Tema 10. AHiMalisi nepcoHaXiB IPU Ta CTBOPEHHS irpoBux epeKTiB. 3aco6u Ta METO U 06POOKH 3BYKY B
AutoDesk Maya. Texnosoris «Motion Capture».

Oco6JIMBOCTI CTBOPEHHS aHiMallil mepcoHaXkiB B KOMII'FOTePHiH rpi. CTBOpeHHs irpoBux edeKTiB. 3aco6Hu
Ta MeTOAU 00POOKH 3BYKY B cucTeMi AutoDesk Maya /111 ebeKTUBHOTO CIIOCOGY MMiABUINEHHS BiT4yTTiB
rpaBLf BiJ IpoXo/»KeHHs rpy. BukopucranHs TexHoJioril «Motion Capture».

Tema 11. Bctyn, 3HaoMCTBO 3 MpU3HAYEHUM JJ1s1 KOpUcTyBaua inTepdeiicom Unreal Engine 4.

OCHOBHI NOHATTSIMU NPOEKTYBaHHS KOMIT'10TepHUX irop Ha ocHoBi Unreal Engine 4, BukopucraHHs irop
JUIs1 oTpe6 OCBITH, IpU Bifbopi NpalliBHUKIB HA KOHKPETHI IOCajiy, COLiaJIbHi Ta KyJIbTYpPHi
0CO6JIMBOCTI irop.

Tema 12. CTBopeHHs cueHH, 0QOpMJIEHHSA OTOYEHHS], HAllOBHEHHS IPOCTOPY irpOBUMHU 00'€KTaMH.
36ipka TpaHcaaTopa. PeflakTopu 3B's13KiB Ta 3aBaHTaxyBaui. [I[penpoueccopu. AceMbaepu. 3arpy>KuuKu
Ta peJlakTopH 3B’s13Ky. Po3noain nam’'siTi. ucniei namM’'iTi npouefypu.

Tema 13. [IporpamyBaHHS clieHapiiB B3aeMOZii irpoBUX 06'€KTIB.

Oco61MBOCTI MporpaMyBaHHs ClieHapiiB B3aEMO/ il irpoBux 06’€KTiB. lepapxis 06’eKTiB, npaBUIbHE iX
BUKOPHUCTAHHA.

Temu NPAKTHYHUX 3AHATD

Tema 1. Konneniiis. ECKi3HUM MPOEKT.

P036ip TexHiuHOI npono3uilii. AHaui3. OniHka. 3axuct. Cka1aHOILi pO3pOOKHU.
Tema 2. lelimmniield. JlokyMeHTallis IPOEKTYBaJIbHUKA.

P036ip npuka/iiB eCKi3HUX NPOEKTIB.

Tema 3. basianc rpu. MeTozu NpoeKTyBaHHS.

ETanu Ta TecToBi nporonu. Po36ip npukiaziB JoKyMeHTallii TpoeKTyBabHUKA.
Tema 4. YnpaBJiiHHS po604010 TPYIIOI0 IPOEKTY.
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CTBOpEHHS TBOPUYOIo NMPOEKTY. AGCTpaKIlifl anapaTHUX 3acobiB. JleKoMo3ullisi 'py Ha 6a30Bi eJleMEeHTH.
Tewma 5. CydacHi MeTo/11 pO3pO6KHU irop.

Jlekomno3uiiisi rpu Ha 6a30Bi esieMeHTH. JlekoMnosullisi irop «Pong», «Pac-Many». [lepexoau cTaHiB i
BJIACTUBOCTI.

Tema 6. Po3BUTOK MeTO1iB pO3p06KHU irop.

[Ipukiaau npoeKTHOI fOKyMeHTauil. [Ipukiagu peajbHOr0 eCKi3HOTO MPOEKTY. 3arajbHi BiJlOMOCTI Ipo
rpy «Balls!». Kopotkuii oraisaj refimmier. [lnatdopmu. YHacosi pamku. EnemenTu intepdeiicy
kopuctyBaya. Pizuka rpu. bioku. Onuc irposoro npouecy. [loganbuii ya0cKoHaNEeHHS.

Temu s1a6opaTOpHUX POOIT

CamocTiiHa po6oTa

CaMocTifiHa po60Ta € OCHOBHUM 3aCO60M OBOJIOZiHHA 3/100yBayeM HaBYaJIbHOTO MaTepiay Ta
BKJIIOYAE: ONpaLI0OBAaHHA TEOPETUYHOI0 MaTepiany Ta CAaMOMiArOTOBKY 0 JIEKL[IMHUX, TPAaKTUYHUX
3aHATh; BUKOHAHHS J1ab0paTOPHUX pPobiT abo JoMalIHiX 3aB/jaHb; MiITOTOBKY JI0 yCHOTO ONMUTYBaHHS
abo TectyBaHHS. Kypc Takox nepejib6ayae BUKOHAHHS KYpCOBOTO NPOEKTY. |HAMBIAyanbHI 3aBAaHHS Ta
[OPAAO0K BUKOHAHHA HaBeJEHO B METOJAUYHUX BKa3iBKax 10 KYpCOBOI'o NpoeKTy. Pe3ysbTaT
0dOpPMJIIOETHCS Y MUCbMOBUH 3BIT y BUIJIsAAL .docx ¢ailny 3 oAaBaHHSIM NMPOrpaMHOi pO3po6KHU
KOMII'toTepHOi rpu. CTyeHTaM TaKoX peKOMeHAYIThCS 10jaTKOBI MaTepianu (Bigeo, cTaTTi,
niJJpy4HUKH) AJ158 CAMOCTIHHOrO BUBYEHHS Ta aHaJIi3y.

JlirTepaTypa Ta HaB4YaJIbHI MaTepiaiu

OcHOBHa JliTepartypa:

1. Nicolas Alejandro Borromeo. Hands-On Unity 2021 Game Development: Create, customize, and

optimize your own professional games from scratch with Unity 2021, Second Edition

https: //www.packtpub.com/en-de/product/hands-on-unity-2021-game-development-

9781801071482 ?type=print&gad source=1&gclid=CjwKCAiA OetBhAtEiwAPTeQZ3nQlViHGwu9vwezs0

2WShoHbvG68rPAw1fRCfcLOEVRhmvOBbnGnBoCSMoQAvD BwE

2. Penny de Byl. Mathematics for Game Programming and Computer Graphics: Explore the essential

mathematics for creating, rendering, and manipulating 3D virtual environments.

https: //www.packtpub.com/en-de/product/mathematics-for-game-programming-and-computer-

graphics-

9781801077330?type=print&gad source=1&gclid=CjwKCAiA OetBhAtEiwAPTeQZ10kt3ykNplzTBNYtlrz

nnWpAensDvp6knMUikOPcKFL 3Ta2hdVGhoCJtsQAvD BwE

http://repository.kpi.kharkov.ua/handle/KhPI-Press /47854

3. Nicolas Alejandro Borromeo. Hands-On Unity 2022 Game Development: Learn to use the latest Unity

2022 features to create your first video game in the simplest way possible, Third Edition

https://www.packtpub.com/en-de/product/hands-on-unity-2022-game-development-

9781803236919?type=print&gad source=1&gclid=CjwKCAiA OetBhAtEiwAPTeQZ5m5K0B9jXLOuCbCae
WIN4 Pf4spxN5s1tyEGrFcqgb8N-26czF xoCSSgQAvD BwE

4. Heath Haskins. The Advanced Roblox Coding Book. An Unofficial Guide, Updated Edition: Learn How to

Script Games, Code Objects and Settings, and Create Your Own World, 2022. 256 c.
https://www.amazon.de/dp/1507217889?linkCode=gs2&tag=uuid0a-21

5. Mike Geig. Unity Game Development in 24 Hours, Sams Teach Yourself 4th Edition, 2021, 167 c.

https://www.amazon.com/Unity-Development-Hours-Teach-

Yourself/dp/0137445083?crid=2IFFN6Q61QUSV&keywords=Unity+Game+Development+in+24+Hours,

+Sams+Teach+Yourself+by+Mike+Geig&qid=1694978543&s=books&sprefix=game+programming+patte

rns+by+robert+nystrom,stripbooks-intl-ship,309&sr=1-
1&linkCode=sl1&tag=projectmanagementbooks09-

20&linkld=6e80b35d3fb3894c379e3ed915a88f54&language=en US&ref =as li ss tl

JlopaTKoBa jiTepartypa:
6. Jesse Schell. The Art of Game Design: A Book of Lenses, Third Edition 3rd Edition, 2019, 118 c.
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CucteMa OLIHIOBAHHA

KpuTepii onjiHIOBaHHS yCIIILIHOCTI CTyJ€HTa Illka/1a oiHIOBAaHHSA

Ta PO3MOAiI 6asIiB Cyma HanjioHasbHa oniHKa ECTS
100% migcyMKOBOI OLiIHKU CKJIa/Ial0ThCs 3 6asiB
pe3yJIbTaTiB OLiHIOBaHHA ¥ BUIJIA/] ek3ameHy (40%) 90-100  BigminHo A
Ta MOTOYHOrO oniHBaHHA (60%). 82-89 Jlobpe B
Ex3ameH: mucbMOBe 3aBJlaHHA (2 3anuTaHHA 3 Teopii  75-81 Jlobpe C
+ pOo3B’sI3aHHSA 33/1a4i) Ta yCHA J0NOBi/Ib. 64-74 3aZl0BiJIBHO D
[ToTouHe ouiHOBaHHA: 4 oHsakH TecTH(20%), 60-63 3a/10BiJIbHO E
npaxkTU4Hi 3aHATTA (40%) 35-59 HesapmoBisibHO FX
(noTpibHe fOAATKOBE
BUBYEHHS)
1-34 HesazoBisnbHO F
(noTpi6bHe moBTOpPHE
BUBYEHHS)

HopMu akageMiyHOI eTUKH 1 MOJIITUKA KypCy

CTyZeHT NOBHHEH AO0TpUMyBaTUCs «KoJleKcy eTUKHU aKaJleMiuHMX B3aEMOBI/JHOCHH Ta JJ0OGPOYECHOCTI
HTY «XIll»: BUSBJATH UCHUILIIHOBaHICTb, BUXOBAHICTBh, J0OPO3UYJIMBICTDb, YECHICTB, BiATIOBi1a/IbHICTb.
KoHdJtikTHI cuTyanii moBUHHI BiIKPpUTO 0GroBOPIOBATHCS B HABYAJBHUX I'PYIIax 3 BUK/IAJIaueM, a Py
HEMOXKJINBOCTi BUpillleHHSI KOHQJIIKTY — JOBOJUTHCA [0 BiJjoMa CliBpOGITHUKIB AUPEKIii iIHCTUTYTY.
HopmMaTHBHO-TIpaBOBe 3a6e3ne4eHHs BIIPOBAKEHHS MPUHIIUITIB aKageMidHoi jo6podecHocTi HTY
«XII» po3mimeno Ha caiTi: http://blogs.kpi.kharkov.ua/v2 /nv/akademichna-dobrochesnist/

IloroaxeHHs
Cuabyc moroKeHo JlaTa norom»keHHs, Mignuc 3aBigyBa4 Kapeapu
22.04.2024 Onekcanap 3AKOBOPOTHHHU
JlaTa morog»keHHsl, Mignuc apanT OII
22.04.2024 Onekcanap 3AKOBOPOTHHHU

HauionaAsHuit Texniuaui yHisepcurer
«XapKiBCEKMIT IOAITEXHITHMI IHCTUTYT »
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