Cu1abyc OCBITHBOrO KOMIIOHEHTA
[Iporpama HaB4aJIbHOI AVCLUIIIIHU

[IpoeKTyBaHHA TAa pO3poOO6Ka
iHTepaKTUBHMX MyJIbTUMeia
[llndp Ta Ha3Ba crneLiaJbHOCTI [HCTHTYT

175 - IndopmanifiHo-BUMipOBaIbHI TEXHOJIOTI] HHI Komn'toTepHOro Mozie/it0BaHHSA, IPUKJIAAHOI
¢$i3uKU Ta MaTeMaTUKH

OcBiTHs nporpama Kadenpa

[HdopmanifiHo-BuMiptoBaibHi TexHoJoril 360py Ta KomMmm'toTepHi Ta pajioesieKTpoHHI cucTeMu
06pO6KHU JaHUX KOHTPOJIIO Ta JiarHOCTUKH (171)

PiBeHBb OCBiTH Tun gucuuniinu

Marictp HaykoBoro cnpsimyBaHH# (1p. 9 mic.) HaykoBo-npodecifiHoro cnpsiMmyBaHHs, BUGIpKOBa
CemecTtp MoBa BUKJIalaHHS

3 YkpaiHcbKa,

Bukiaaaudi, po3po6GHUKHU

IlosHsakoBa MaprarpuTa €EBreHiBHa

marharyta.pozniakova@khpi.edu.ua

KanaupaaTt TexHiYHUX HayK, foueHT Kad. KPCK/]

ﬂeTaanime IIpO BUKJ/IaZla4ad HA cauTi KaQeapu

IlnecHenoB Cepriit I0piioBu4

serhii.pliesnetsov@khpi.edu.ua
JloKTOp TexHIYHMX HayK, AoueHT Kad. KPCK/]

JleTaJipHillle Ipo BUKJIa/Ja4ya Ha cCauTi kabeapu

3arasibHa iHpopmanis

AHoTanisa

[IpoexkTyBaHHs Ta po3po6Ka iIHTepaKTHBHUX MyJIbTUMe/lia - Lie KypcC, IKWH CIPSIMOBAaHO Ha 3aCBOEHHS
MeTO/iB Ta OKPEMHUX iIHCTPYMEHTIB /i/11 PO3POOKH Ta IPOEKTYBAHHSA iHTEpaKTUBHUX MYJIbTUMeAiHUX
pillieHb - TAKUX SIK iIHTEpaKTHUBHI Ipe3eHTalil, CAMyJIALil, Biyasizanil To1o.

MeTa Ta miji AuCOMUIIHA

MeTo10 KypCy € 3aCBOEHHSI OCHOBHUX MiAXO/iB 0 PO3pOOKHU iIHTEPAKTUBHUX CUCTeM Ha 6a3i miaTdopmu
Unreal Engine. 3a pe3y/ibTaTaMu BUBUEHHS KypCy CTYAeHT OTPUMY€E HACTYIHi HABUUKU Ta 3HAHHS:

- po6ora 3 pesiakTopoM Unreal Engine, MeHe)KMeHT Ta HaJlalUTYBaHHS IPOEKTIB;

- pob0Ta 3 aKTOpaMH Ta KOHTPOJIJIEpAMU Pi3HUX THUIIIB;

- CTBOpPEHHA BipTya/JIbHUX CLEH;

- iMmnopT rpadivyHuX Ta ay/io-acceTiB;
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- IporpaMyBaHHSI MOBOI0 Bi3ya/ibHOTO CKpUNTUHTY Blueprints;
- po60Ta 3 akTOopaMH, KjacaMu Ta 6i61ioTekamMmu GyHKIiM Ha 6a3i Unreal Engine API.

dopmar 3aHATH

Jlek1iii, mpakTU4Hi po60TH, cCaMOCTiiiHa po60Ta, KOHCy bTallii. [1iIcCyMKOBUI KOHTPOJIb — 3aJTiK.

KoMneTreHTHOCTI

K11. 3gaTHicTb 06MpaTH Ta 3aCTOCOBYBATH NPUAaTHI MaTeMaTU4HI MeTo/1, KOMII'IOTepHi TexHoJ10Tii, a
TAKOX MiAX0AU 10 CTaHAApTHU3allii Ta cepTUdikanii A5 BUpilieHHs 3aBAaHb B cdepi MeTpouiorii Ta
iHpopMaLiitHO-BMMipIOBa/IbHOI TEXHIKHU.

K13. 3HaHH# i po3yMiHHsI HayKOBUX (aKTiB, KOHLeNLil, Teopill, IpUHLUNIB i METOLIB
eKcrepUMeHTalbHOI iHGOpMaTHKHU.

K19. 3naTHicTb po3po6/ATH MporpaMHe, anapaTHe Ta MeTPOJIOriYHe 3a6e3neYeHHs
KOMIT'I0TepU30BaHUX iHpopMaliiHO-BUMipIOBaJIbHUX CUCTEM.

PeBy.}IbTaTl/l HaB4YaHHA

[TP03. Po3yMiTu Mi>kauciUILIiHApHI 3B’ 13K Ta KOHTEKCTHU CIEeNiaJbHOCTI.
[1P13. 3acTocoByBaTH anapaTHi Ta IporpaMHi 3aco6u cy4acHUX iHpopMaLiiHUX TEXHOIOTIH A5
BUpiLIeHHs 3a4a4 B cdepi MeTposiorii Ta iHpopMaLiiHO-BUMipIOBaIbHOI TEXHIKH.

06cAr AMCHMITIHU

3arasnbHui o6car gucoumiting 120 rog. (4 kpegutu ECTS): nekuii - 32 roa., npakTuyHi po6otu - 16 rof,,
caMmocTiiiHa po6oTa - 72 ro/.

IlepeAyMOBU BUBYEHHS AUCHHUILUIIHU (MpPepPeKBi3UTH)

BoJsioiiHHS KypcaMy NPUKJIAAHOrO Y4 06'€KTHO-OPiEHTOBAHOTO MPOTPaMyBaHHS, 3HAHHS BUIIO1
MaTeMaTHKH, B 0COBJUBOCTI BEKTOPHOI a/ire6py Ta MATPUIHOTO O0YMCIEHHS, PO3YMiHHS
MaTeMaTUYHOr0 ONKCY KiHEMaTUKH eJIEMEHTIB MeEXaHIYHUX CUCTEM Ta 06'EKTIB.

0co6J/IMBOCTi AMCIUILIIIHM, METOAM Ta TEXHOJIOTii HABYaHHA

Juciymniina no6yzoBaHa HaBKOJIO KJIAaCHUYHOI CHCTEMHU 3B'A3KY "JIeKIis-IpaKkTukKa'. JIaHIor
MPaKTUYHUX 3aHATH YTBOPIOE 3aBEPIIEHUH MPOEKT Y MeXKaX TEMaTUKH KypCy.

HaBuasibHi i MeToAWYHI MaTepiaiy; eJIeKTPOHHI pe3eHTallii JIeKI[il i JabopaTOPHUX 3aHSATD;
TeCTOBI 3aBJjJaHHS; Bile03aMNCH BCiX 3aHATh AOCTYIHI CTyAeHTaM B KOPIIOPAaTUBHOMY IPOTPaMHOMY
npoaykTi Microsoft 365. HaBuasibHI MaTepiaiu AOCTYIHI CTyAeHTaM 4yepe3 xMapHe cxoBHine OneDrive.

IIporpama HaBYaJIbHOI AUCLUIIIHU

TeMM JIeKIIiHHUX 3aHATH

Tema 1. Bctyn

[ToHATTA iHTEpPAaKTUBHHUX MyJIbTHMe/lia, IPOrpaMHUX NJIaTPOPM /1151 pO3pO6KH iIHTEpAaKTUBHUX
MyJIbTUMe/a.

Tema 2. OcHoBHi esieMenTH maTdopmu Unreal Engine

Tunu npoexTiB, iHTepdelic pelakTOPY, OCHOBHI IOHATTA ABUT'YHA, 6a30Bi eleMeHTH CUHTAKCUCY
Blueprints

Tema 3. [IoHATTS aKTOpPIiB, TUIIK AKTOPIB

AKTOpUY, MilIaKy, IEPCOHAXKI, IOHATTHA KOHTPOJIEPiB, TUIIX BBOAY

Tema 4. Ililnakuy Ta nepcoHaxi

BukopucTaHHs nilakiB Ta NepCOHaXiB y MOEAHAHHI 3 KOHTpoJiepaMu. 3B 130K Milllaka Ta KOHTpoJiepy i
cnocoby BBOAY

Tema 5. MeToau BBOSY

CucTeMu BBOJY, HAJIALUITYBAaHHA PO3KJIAJKU yIIpaBJIiHHA
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Tema 6. CHHTaKCHC Ta KOMILJIEKCHI esleMeHTU MOBH Blueprints

KomIiekcHe po3ranyeHHs, LUKJIH, TUIIU JaHUX

Tewma 7. [loka)K4YMKU Ta 0O6MiH JJAHUMU MiXK aKTOPaMH, CUCTEMHU MO 1

MeToau B3aeMoiii akTOpiB, MEHEXKMEHT MOJIiH, mpocTi iHTepdelicHi BifxkeTH

Tema 8. Kitac Gamelnstance

[lepcucTuBHe iHCTaHI[ilOBaHH:A, BUKOpUcTaHHS Gamelnstance a1 36epexeHHs JaHUX MiXK ClieHaMH
Tema 9. @izuuHi cumyasnii

BukopucTtaHHsl Gpi3UUHUX aKTOPIB y CljeHax

Tema 10. Martepianu Ta mogesi. Y.1.

IMnopT MeliB Ta Mojesiel 3 30BHilIHIX paiiiB

Tema 11. Martepianu Ta mogesi. 4.2.

CTBOpeHHA Ta BUKOPUCTAHHA MaTepiaJiB y Mellax, TUIIM MaTepiaJiB, JUHAMI4YHI MaTepiany,
iHcTaHLilOBaHI MaTepianu

Tema 12. CucTeMu 4acToOK

Orss1a cucteMu reHepauii yactok Niagara, yacku Ha 6a3i cipaifTiB, MelliB, IpoOMeHiB

Tema 13. [HTepdeiic kopucTyBaya

KommiekcHa po6oTa 3 BijikeTaMu, 0OMiH aHUX, HHAMIYHE CTBOPEHHs/BUAANeHHSA Bi)KeTiB-HaIaAKIB,
36ip cMiTTs

Tema 14. [IpouenypHU# CUHTE3 Melly

[IpouenypHuil Mell, yTBOPEHHS MacUMBY BEPIINH, KAPTH PO3TOPTKH, pO3paxyHOK HOpMaJen

Tema 15. Po3po6ka cucteMu JuHaMigHOI Bidyasisariii

[Ipouenypa peanisanii cucremu Bidyasizanii faHUX y pealbHOMY 4aci, MacmiTabyBaHHs rpadiku
Tema 16. Ennementur Unreal API. Bunyck npoekTy

[ligknouenHs1 C++-KJ1aciB 10 IPOEKTY. [HCTPYMEHTH Ta IpoueAypH KoMiuiekTauii, ¢pinanizanii Ta
BUINYCKY NPOEKTY

TeMmu NPAKTHYHUX 3AHATD

Tema 1. CTBOpEHHS IPOEKTY

CTBOpeHHs1 6a30BOT0 MPOEKTY, /I0[aBaHHS PEXHMIB, KOHTPOJIEPIB, aKTOPIB, 3aMlyCK Ta TECTYBAaHHS
[IPOEKTY

Tema 2. CTBOpeHHA KepOBAHMUX IIillIaKa Ta IePCOHAXKY

BBiZ KOMaH/1 3 BUKOPUCTAaHHAM KJaBiaTtypu. HasamryBaHHA IpOCTOI CUCTEMU BBOAY.

Tema 3. CTBOpeHHS NPOCTOI CUMYJIALiI Tpouecy

Po3po6ka cucteMu 3 KepOBaHUM 06'€KTOM Ta IPOLEAYPHO aHIMOBAaHUMHU eJleMeHTaMH ClieH!
Tema 4. [lepeMUKaHHA CLEH, TEPEHOC NAHUX

Tema 5. @i3uyHi aKTOpPU Ta KOMIIOHEHTH ClLleH

CtBOpeHHs Mojiesiel Gpi3UYHUX 06'€EKTIB, iX iHTerpallis 10 cueH

Tema 6. MaTepiasnu Ta miedaUHT

Tema 7. CTBopeHHs iHTepdelicy AJis 3BOPOTHOr0 3B's1I3Ky Ta HaJIAlITYBaHHS CUCTEMU

Tema 8. Peastizaliis po3paxyHKOBOI CUCTEMU

Peanizauisa guHaMiuHoro Bidyanizatopy, npueaHanHs C++-Kjacy Ta 00MiH JaHUMU

Temu 1a6opaTOPHUX POGIT

JlaGopaTopHi po60OTH B KypC HE BXOASATh.

CamocriiiHa po6oTa

B Mexax KypcCy CTy[leHT BUKOHYE iH/MBiZlya/ibHe 3aBJaHHA 3 pO3POOKU KOMILJIEKCHOTO IPOEKTY, L0
BKJIIOYAE CUCTEMY yIpaBJliHHA, iHTepdelic KOopUCTyBaya Ta Bidyasisalilo mpocToi TeseMeTpii 06'eKTy y
IPOEKTI

JlirTepaTypa Ta HaB4YaJ/IbHiI MaTepiaau

1. Epic Games. lokymeHnTanist Unreal Engine 5. Unreal Engine. URL:
https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-4-documentation.
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https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-4-documentation

2. [lnecuenos C.I0. [IpoexkTyBaHHs iHTepaKTUBHUX MyJibTUMeJia. HaByanbHUM noci6Huk [Pykonuc]. HTY
"XIII". 2024.

3. Ryan Shah. Mastering the Art of Unreal Engine 4 - Blueprints. lulu.com. 2014. - 122p.

4. Marcos Romero , Brenden Sewell. Blueprints Visual Scripting for Unreal Engine 5: Unleash the true
power of Blueprints to create impressive games and applications in UE5, Third Edition. Packt Publishing.
-2022. 568p.

5. lnecuenoB C.10. MeTou4uHi BKa3iBKU 10 BUKOHAHHS iHAUBiyaibHOI0 3aB/JaHHS 32 KypCOM
"[IpoekTyBaHHS Ta po3po6Ka iHTepaKTUBHUX MyJbTuMegia" [Pykonuc]. HTY "XIII". 2024.

CucteMa OLIHIOBAHHA

KpuTepii onjiHIOBaHHS yCIIILIHOCTI CTyJ€HTa Illka/1a oiHIOBAaHHSA

Ta Po3Mojija 6aiB Cyma HanjioHasnbHa oLiHKa ECTS
OuiHka 3a pe3y/ibTaTaMU BUBUEHHS KypCy 6aJiB
CKJIaZIAETHCS 3 BJIOKIB OLIiIHIOBaHHS 90-100 BigmiHnHO A
NpaKTUYHUX//1abopaTOpHUX POOIT, inAuBiAyasnpbHoro  82-89 Jobpe B
3aB/IaHHA Ta 3araJbHOro 3aiky. CK/Iai0Bi OI[iHKH 75-81 Jlobpe C
BPaxOBYHOTbCA 32 BUPA30M: 64-74 3aZl0BIJIBHO D
Cb=(ITP+13+3)/3 60-63 3aJ10BiJIBHO E
35-59 HesagoBinbHO FX
(noTpibHe fOAATKOBE
BUBYEHHS)
1-34 HesagoBisibHO F
(noTpi6bHe moBTOpPHE
BUBYEHHS)

HopMu akageMiyHOI eTUKH 1 MOJIITUKA KypCy

CTyJeHT NOBHUHEH AOTpUMYyBaTHCs «KoJleKcy eTUKHY akaZieMiuHUX B3a€EMOBI/JHOCHH Ta J0OGPOYECHOCTI
HTY «XIll»: BUSBJIATH UCHUILIIHOBaHICTb, BUXOBAHICTBh, J0OPO3UUJIMBICTDb, YECHICTB, BiATIOBi1a/IbHICTb.
KoHJtiKTHI cuTyanii MOBUHHI BiJKpUTO 06roBOPIOBATHCSA B HABYAJbHHUX I'PyNax 3 BUKJIaJaueM, a IPU
HEMOXKJINBOCTi BUpillleHHSI KOHJIIKTY — JOBOJUTHCA [0 BiJjoMa CIiBpOGITHUKIB AUPEKIii iIHCTUTYTY.
HopMaTuBHO-TIIpaBOBe 3a6e3Me4eHHsI BIIPOBAIXKEHHS MPUHIIUITIB akaJieMiuyHoi goopodecHocTi HTY
«XII» po3mimeno Ha caTi: http://blogs.kpi.kharkov.ua/v2 /nv/akademichna-dobrochesnist/

IloroaxeHHs

Cunabyc noro/xeHo JlaTa noroa»KeHHs 3aBiayBau kadeapu KPCK/|
28.08.2024 p. FOpiit XOMAK
JlaTa noro/ixeHHA apanT OII
29.08.2024 p. CeiTiana 'PUTOPEHKO
JlaTa noro/i»xeHHA apanT OII
29.08.2024 p. Tersana /IPO3/J0BA
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