





CTPYKTYPA POBOYOI [TPOT'PAMU HABUAJIbHOI IMCLATIIIHU

“ IrpoBe MmonentoBaHHs
1. Omuc nucuuruiing “ IrpoBe MomemoBaHHS ~

Hucuunuina — Irpose I"any3p 3HaHb, CTICLIANIBHICTS, XapaKTepUCTUKA HaBYAJIbHOI
MOJIETFOBaHHS CTYIIiHb BUIIOI OCBITH JTUCIUAIUIIHA
Kinexicts kpenutis ECTS- 5 | T'any3b 3HaHb — Hucnurmiina BubipkoBa
12"Iadopmaniiini Texaomnorii'" MOBa HaBYaHHA - YKpaiHCbKa
KinbkicThb samikoBux | CneniaabuicTs — 124 Pix miIrOTOBKH:
MOJYIB - 3 "CucremHmii anamis" V{enna — 1
Baouna - 1
CemecTp:
Venna — 1
Baouna - 1
KinekicTh 3MicToBuX | CTyIiHb BUIIOT OCBiTH — Marictp  JIekiii:
MOJIYIIB - 2 VIenna — 32 200.

Baouna — 8 200.

[TpakTu4Hi 3aHATTS:

Venna — 14 200.

Baouna — 4 200.

3arajbpHa KUIbKICTh TOJIMH - CamocrTiitHa po6oTa:

-150 VIenna — 99 200.

Baouna — 138 200.

Henna, Tpeninr — 8 rox.

[enna, inauBinyansHa podoTa —

Sron.
TwxueBux ronua: 10 rog., Bug migcyMKOBOTO KOHTPOIIO -
3 HUX ayJUTOPHUX icnut
nenHa ¢opma HaBuaHHS - 5
rof.,

2. MeTa ii 3aB1aHHs1 BUBYEHHS JUCHUILUIIHU “ [rpoBe MOienOBaHHS
2.1. MeTa BUBYEHHSA AUCHHILIIHA
MeTo BuKIanaHHS IUCHMILIIHM * IrpoBe MonentoBaHHA ~ € (DOpPMyBaHHS y CTY/CHTIB
CUCTEMM KOMIIETEHII} 111010 IPAKTUYHOTO BUKOPUCTAHHS TEXHOJIOTII pO3pOOKH KOMI IOTEPHUX IrOp
13 3aCTOCYBAHHSM CY4YaCHUX Bi3yaJIbHUX CEPEOBUIIL.
Ilpeomemom HaBUaIbHOI TUCHUIUIIHM € METOIM Ta 3aco0u peainizailii IrpOBUX-CHUCTEM Ta
METO/IB IX MOMOBHEHHS.
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2.2. 3aBaaHHs BUBYCHHS TUCIUILIIHU
B pe3ynbrati BUBUeHHS Kypcy “IrpoBe MozentoBaHHs” CTYy/IE€HTH MOBHHHI:

- 3HaTU OCHOBHI METOJIMKHU CTBOPEHHS MPOEKTY I'PH, PO3pOOJICHHS Bizyasizalii I'pH, KUTTEBOTO
LUKy PO3POOKH I1rop, METOAU PO3pOOKU IFPOBUX MONATKIB, THUIU ITPOBHX PYIIIiB, pO3pOOIEHHS
irpoBOT1 MOJET, OMKC MPABUJI TP, OMMCY CLEHAPiiB TpH, (POPMYBaHHS IrpoBOro OGajaHCy, CTBOPEHHS
MHOKMHHU IUISIXIB MPOXO/DKEHHSI TpU, PO3POOJIEHHS CKIAy IrpoBOrO cepeaoBuIa, (HOpMyBaHHS
KPHUBOI PO3BUTKY I'PaBLis, METO/IIB CTBOPEHHS MEPCOHAXKIB Ta 00’ €KTIB Y KOMIT FOTEpHiil Ipi.

- BMITH CTBOPIOBATHU IFPU Yy MPOTPAaMHOMY CEPEIOBUIII, MOJAEIIOBATH 300paXkeHHs, Oyn1yBaTH
a”iMalilo y irpax, OyayBaTtu (i3uKy MOJENbOBAHMX Y irpax IpoleciB, OyayBaTH peHAEpyBaHHS,
BUKOPUCTOBYBATH ITPOBHIA JBUTYH.



2.3. HaiiMeHyBaHHSI Ta ONHWC KOMIIETEHTHOCTell, (opMyBaHHSI KOTpPHX 3ale3medye
BUBYEHHS U CHUILTIH:
CKS8. 3gaTHicTh po3po0isATH 1 peandi3oByBaTH HAYKOBI Ta TPHUKIAAHI TPOEKTH B Tramysi
iH(pOpMaLiIHHUX TEXHOJIOTIH Ta TOTUYHI 10 HeT MDKAUCHUILTIHAPHI TIPOEKTH.
CK11. 3gatHIiCTh pO3pOOIATH 1 MPOTOTUITYBATH CIICIIaIi30BaH]1 BeO-CUCTEMHU.

2.4. [lepexymoBH 1Jisi BABYEHHS AU CHUIJIIHM.

[TpoexTyBanHs 0a3 JaHUX, BEO-TEXHOJIOTII, MPOEKTYBaHHS iHPOPMALIIHHIX CHCTEM.

2.5. Pe3yibTaTl HABYAHHSA:
PH7. Po3po0uiATH iHTENEKTyalbHI CHCTEMH B YMOBax cja00 CTPYKTYpOBAaHUX IaHUX Pi3HOI
IPUPOJH.
PHO. Po3po0naTu Ta 3aCTOCOBYBAaTH MOJENi, METOAMU Ta aJrOPUTMHU HMPUHHSATTS PIlIEHb B YMOBax
KOH(DITIKTY, HEeUiTKOI iH(popMaIlii, HEBU3HAUYEHOCTI Ta PU3HUKIB.

3. IIporpama qucuumutinm " Irpose moaenwBanus "
3micmosuii modynp 1 — IlpoekTyBaHHSA KOMII'IOTEPHUX irop

Tema 1. Komm’totepHa rpa sk 00’€KT po3poOku

Penakrop noriku. Pemakrop cuen. Jlorika rpu. Illabmon rpu. CTBOpeHHS NPOEKTY TIpH.
Po3pobnenns Bizyamizamii rpu. IrpoBuii pymiid. IrpoBuii KoHCTpyKTOp. JXXKUTTEBUI MK PO3POOKH
irop. Etanu >xutTeBOr0 LUKIY po3poOKH irop Ta ix B3aemonid. IrpoBi momatku. MeTtoau po3poOku
irpoBuX nonaTkiB. Tumu irpoBuX pymriis.

Tewma 2. Po3po0xka irpoBoi Mozemi

[eiimrneit. 'eiimabimiTi. IrpoBa monens. Croxet rpu. Cran rpu. Cuena rpu. Omuc nmpaBui rpH.
Cuenapiit rpu. IrpoBuii 6ananc. MHOXMHa IIJISX1B IPOXOKeHHs I'pu. KpuBa po3BUTKY rpaBLisl.

Tema 3. Po3poOka irpoBoro cepeoBuina

Cknan irpoBoro cepenosuina. J[uHamika irpoBoro cepegosuiia. Irpoa poinb. Ilepconax.
Hunamika nepcoHaxy. IrpoBi o0’ektu. IrpoBuii pecypc. @opmu irpoBoro pecypcy. CTBOpeHHS
MEPCOHAXIB Ta 00’€KTIB y KOMIT'I0TepHil rpi. [lu3aifH nepcoHaxiB Ta pojeil y rpi. Poib 3BykoBuUX
e(eKTIB.

Tema 4. 2D rpadika ta cupaiiti B Unity

CrBopennst 2D rpagiku. Bubip nporpamuoro 3abesneueHHs. Excrnopt rpadiku. Immoprt B
Unity. CtBopeHnHs cnpaifr-mnitiB. Hanamrysanns cipaiitis. @i3nuni BnactuBocti. Konaitnepu.

Tema 5. Animaris copaiitis B Unity

[TinroroBka crpaiitiB. CTBOpeHHs aHiMalliifHOro KoHTposepa. CTBOPEHHS aHIMaIlIHHUX KJIIMiB.
HanamryBanHs nepexois.

Tema 6. MozaemoBanHs ¢izuku B Unity

®i3uyH1 BractuBocTi y Rigidbody 2D. O6nacte 3iTkHeHHs 00'ekta y Collider 2D. Cumynsuis
MmexaHi3MiB y Joint 2D. ITnardopmepu. Cumysnsiis CTpuOKiB, MajiHb, B3a€MOJIT 3 IIIaTGopMaMu.

3micmoeuit modyns 2 — Po3poOiieHHS MacIITAOHUX KOMIT IOTEpHHX irop

Tema 7. MonemoBanHs 300paxxens B Unreal Engine

Crpaiitu. Animarist cupaiitis. Ul enementn. Taiinu. Sprite Editor. Paper2D. Blueprint Visual
Scripting. Unreal Motion Graphics.

Tema 8. Animariis cripaiitis B Unreal Engine

@opmyBaHHs crpaiT-mity. IMnopryBanHs chpaiiT-mnity B Unreal Engine. Animauiinuit
cekBercep. Kirouoi kaapu. Ilepexoan mik kaapamu. Kpusi animarii. Actor i kommonent Skeletal
Mesh. Blueprint 1151 kepyBaHHS BIATBOPEHHSIM aHIMaIlil

Tema 9. MopemntoBanns ¢izuku B Unreal Engine

CrBoputH chnpaiitu B rpadiuyHomy penakropi. Physics Engine. ®@i3nuni BmactuBocti Rigid
Body. ®opma ob'exta ms 3itkHeHb Collision. OomexenHs pyxy o0'extiB Constraints. Cumu, ski



niroTh Ha 00'extu Forces.

Tema 10. Po3BuTok irpoBoro moaemtoBanus B Unreal Engine

Kinemartorpadiuna sikicte Unreal Engine.

TexHooTisl BHCOKONPOAYKTHBHOIT BipTyabHOI

reomerpii Nanite. Cuctema rio0asbHOrO OCBITJIICHHS B peaqbHOMY 4aci Lumen. ®Di3uuyHuMi ABUTYH

Chaos 13 TuHaMIYHUMH e€EKTaMH PyHHYBaHHSI.

4. CTpykTypa 3aj1iK0BOro Kpeaurty Aucuuimjinu " IrpoBe MogeioBaHHS '

[enna
Jlex | Ilpak- | Cam | Ing. | Tpe | Konrpon
mii | TM4HI | OCT | poO. | HIHT | 3axoAd
3aHsT- | pobo
TS Ta
‘ 3microBuii Moayab 1 — TIpoekTyBaHHS KOMI'TOTEPHHX irop
Tema 1. KoM 1oTepHa rpa sik 00’ €KT po3poOKu 3 1 9
Tewma 2. Po3po6xka irpoBoi Mozeni 3 1 9 IIOTOYHE
Tema 3. Po3pobka irpoBoro cepeoBuina 3 1 10 OIHTY-
Tema 4. 2D rpadika ta cupaiiti B Unity 3 1 10 BAaHHA
Tema 5. Animaris copaiitis B Unity 3 1 10 3 3
Tema 6. MoaentoBanns ¢izuku B Unity 3 1 10
3micToBHi MOIYJh 2 — — Po3po0iieHHs MacITaOHUX KOMIT FOTEPHHX irop
Tema 7. MopnentoBanHsi 300paxe€Hb B 3 2 10
Unreal Engine
Tema 8. Amimamis cmpaiitiB B Unreal 3 2 10 MOTOYHE
Engine OITUTY-
Tema 9. Mogaemosannst ¢isuku B Unreal 4 2 10 2 3 BaHHS
Engine
Tema 10. PozButok irpoBoro 4 1 10
mojemoBanHs B Unreal Engine
Pazom 32 14 93 5 6
3a04Ha
Jlex | IIpak- | Cam | Tpe | Konrtpon
mi | TA4YHI | OCT | HIHI | 3ax0au
3aHAT- | pobo
TS Ta
3microBuii Mostysb 1 — TIpoekTyBaHHsS KOMI'TOTEpHUX irop
Tema 1. Komm’totepHa rpa sik 00’ ekt po3podku | 0.5 13
Tema 2. Po3poOka irpoBoi Mozei 0.5 13 IIOTOYHE
Tewma 3. Po3pobxka irpoBoro cepegoBuiia 0.5 14 OTIHTY-
Tema 4. 2D rpadika ta cupaiiti B Unity 0.5 1 14 BaHHs
Tema 5. Animariis copaiitis B Unity 1 1 14
Tema 6. MonemtoBanus ¢isuxu B Unity 1 14
3micToBui MOyIb 2 — — Po3po0iieHHsl MaciITaOHUX KOMI FOTEPHHUX 1rop
Tema 7. MogentoBaHHs 300paXxeHb B 1 14
Unreal Engine
Tema 8. Amimamist crpaiitiB B Unreal 1 1 14 ITIOTOYHE
Engine OTIUTY-
Tema 9. MogentoBanns ¢izuku B Unreal 1 1 14 BaHHS
Engine
Tema 10. Po3BuTox IrpOBOTO 1 14
mojemoBanHs B Unreal Engine
Pazom 8 4 138 -




35. TemaTuka NPaKTHYHUX 3aHATH
IIpakTuyne 3anaTTa 1. Komn’orepHa rpa sk 06’ €KT po3poOku
1. Penmaxrop noriku. Pegakrop crien. Jlorika rpu.
2. IHab6non rpu. CTBOpPEHHS MPOEKTY IrpU
3. JXutreBuii UK pO3pOOKH irop.
4. Metoau po3poOKH irpOBUX JTOJIATKIB.
IIpakTuyne 3aHsATTH 2. PO3poOKa irpoBoi Mojemi.
1. Irpoma moznens
2. Croxer rpu. Cran rpu. CiieHa rpu.
3. Cuenapiii rpu. IrpoBuii 6ananc.
4., MHOXWHA IUIAX1B MPOXOIKECHHS TPH.
IpakTuuyne 3aHATTa 3. Po3poOka irpoBoro cepeaoBHIIa.
1. Ckian irpoBOro cepeaoBHIIaA.
2. JluHamika irpoBOTO CepeOBHIIA.
3. JluHamika mepcoHaxy.
4. ®opmu irpoBoro pecypcy
Mpakruune 3auarta 4. 2D rpadika Ta cupaiita B Unity.
1. CrBopeHHS CIIpalT-IIiTIB
2. HanamryBaHHS CIIpalTIB.
3. ®i3uyHiI BIACTHUBOCT.
4. Komnaiiaepu.
IpakTuune 3anaTTA 5. AHiMalis copaiitis B Unity.

1. [TinroroBka cripaiTiB

2. CTBOpEHHS aHIMAIIHHOTO KOHTPOJIEPA.
3. CTBOpEHHS aHIMAIIHHUX KITIMIB.

4. HanamryBanHs nepexozis.

IIpakTnyne 3anarTa 6. MonentoBanus ¢izuku B Unity.
1. ®i3uuni BnactuBocti y Rigidbody 2D.

2. O6nacts 3iTkHeHHs 00'ekTa y Collider 2D.

3. Cumymsamist mexani3miB y Joint 2D.

4. Cumynsuist cTpuOKiB, HaJliHb, B3aEMOIT 3 TIaTGOpMaMHU.
Ipakruyne 3anstTsi 7. MogenroBanus 300pakens B Unreal Engine.
Crpaiitu. AHIMaIis CIPaNTIB.

UI enementu. Taiinu.

Sprite Editor. Paper2D.

Blueprint Visual Scripting.

HpaKanHe 3anaTTa 8. AHimauig crpaiitiB B Unreal Engine

el N =

1. dopMyBaHHSI CIIPANT-IIITY.

2. AHIMaIiHUN CeKBEHCED.

3. Kitouosi kaapu. [lepexoan mMixk kagpamu.
4, Actor 1 kommoHeHT Skeletal Mesh.

MpakTuune 3auarra 9. MoaentoBanns ¢isuku B Unreal Engine

1. Physics Engine.

2. ®izuyHi BiactuBocTi Rigid Body.

3. ®opwma o0'ekta s 3iTkHeHB Collision

4. OOmexeHHs pyxy 00'ektiB Constraints.

Mpakruune 3ansarTsa 10. Po3Butok irpoBoro mozaemtoBanus B Unreal Engine
1. TexHomoris BUCOKONIPOIYKTUBHOI BipTyanbHO1 reomeTpii Nanite

2. Cucrema riio0aibHOTO OCBITIIEHHS B peabHOMY 4aci Lumen.

3. ®iznynuii aAuryH Chaos i3 AuHaMiYHUMU epeKTaMu pyHHYBaHHS.

6. Camocriiina podorta
BukoHaHHS 1HAMBIAYaJIbHOTO 3aBJaHHA MOJATae y MoOyaoBI MPOEKTY TEMaTHYHOI HAaBYaIbHOI
IpU  BIJIOBITHO 0 OOPAaHOTO HANPSIMKY.



1. KoxeH cTyseHT BUOMpPA€e HANPSIMOK 3a sSIKUM Oyze ¢popMyBaTucs rpa.
2. Ha ocHoBi crienudiku 00paHOTo HANpsSMKY, CTYAEHT IMPOBOJUTH IMPOCKTYBAHHS Ta pO3POOJICHHS,
SIK1 BKJIFOYAIOTh!

- AHani3 notpe® KJi€eHTiB y 00paHiii irpoBiii TemaTui

- Po3po06ieHHs mpoeKTy HaBUaJILHOT I'pH ISl 3a0e3MeUeHHs MOTPeO KIIEHTIB

- Peanizauis po3poOieHoro npoekty 3acobamu Unity, Unreal Engine ta aHajgoriyHuM nporpaMmHAM
3a0e3MeyeHHIM

3. CTyneHT NOBHHEH MiArOTYBATH 3BIT, SKUH MICTUTH!

- Onic nmpo6JieM BUOpaHOT TEMaTUKH

- Onuc npoekTy HaByajIbHOI Ipu

- lIokyMeHTyBaHHS POOOTH HaYaJIbHOI IPH 32 IOTIOMOT'OI0 CKPiH-IIOTIB

Po6oTy HE0OXiHO 31aTH BUKJIA a4y y BUTJISAI TUCBMOBOIO 3BITY Ta MPE3eHTAaIlii po3po0IeHOro

JOJIaTKy. 3axXUCT poOOTH BiOyBaeThes y GopmMi YCHOI Mpe3eHTarlii 3 JeMOHCTpallieo (yHKIIIOHATY
JIOAATKY.

1. Opranizanisi Ta npoBeileHHs TPEHIHTry 3 AucHMILIiHU "IrpoBe MoeTlOBaHHA""

Ilefi TpeHIiHr OXOMIOE€ 0a30Bi ACHEKTH PO3POOJEHHS ITPOBUX CHCTEM IS 3aBaHTAKCHHS
iHpopManii 13 rI00aTbHUX MepeX. YUYaCHUKHU OTPUMAIOTh [OCBLA POOOTH 13 MPUKIAIHOIO
oiomiorexoro 3acobis Unreal Engine.

Merta TpeHiHTy:

3a0e3neunT! yYacHUKIB TEOPETUYHUMH 3HAHHAMU Ta NPAKTUYHHMH HAaBUYKAMH B Taiysi
PO3pOo0IIEHHS IrpOBUX HAaBYAJIbHUX MPOTPaM.

[Tepenik 3axa4 st TPEHIHTY:

1. Bubip HanpsMKy po3poOaeHHs HaBYAIbHOI IPH.

2. Bubip 6a30Boro crieHapito HaBYAIbHOI TPH.

3. BuGip minimansHO1 KOHDiryparii 1 pearnizanii 6a30BOro ClieHapito.

4. JleMOHCTpaIlisi CKPIHIIOTY IrPOBHX CHTYyalil

[Topsiiok mpoBeIeHHS TPEHIHTY:

BerynmHa dacTMHA TPOBOAMTHCS 3 METOIO O3HAHOMJIGHHS CTYJCHTIB 13 3alpONOHOBAaHHMH
3aBJJaHHSIMU TPEHIHTY.

OpranizaiiifHa YacTHHA NOJISTa€ y CTBOPEHHI pOOOUYOro HACTPOIO Y KOJIEKTHUBI CTY/IEHTIB.

[IpakTHyHa YacTUHA peai3yeThCs IUISIXOM BUKOHAHHS OJTHOTO BUOPAHOTO 3aBAAaHHS TPEHIHTY.

[TinBenenns miacymkiB. OOroBOpEeHHsI pe3ynbTaTiB BUKOHAHMX 3aBAaHb. OOMIH AyMKamu 3
MUTaHb, 110 BUHOCWJIMCH Ha TPEHIHT.

8. MeToau HaBYaHHA.

VY HaBYyalbHOMY TIpOIlECI 3aCTOCOBYIOTBhCS: JIEKIii, B TOMY WYHCII 3 BHKOPHUCTaHHA
MyJbTUMEAINHOrO mpoekropa Ta 1HmMX T3H; maGopaTopHi poOOTH, 1HAMBIAYalbHI 3aHATTS;
caMmocTiiiHa po0oTa CTYAEHTIB, poOoTa B IHTEpHET.

9. 3aco0m OLiHIOBAHHS TA METOAHN J1eMOHCTPYBAaHHSA pe3yJbTATIB HABYAHHA
- ¥V mpoueci BHUBYEHHS AUCHMIUIIHM «IrpoBe MOJAENIOBAHHS» BHUKOPHUCTOBYIOTHCS HACTYIIHI
3ac0o0u OLIIHIOBaHHS Ta METO/U JAEMOHCTPYBAHHS pe3yJIbTaTiB HAaBUaHHS:
- IOTOYHE OMUTYBAHHS;
- 3aJIIKOBE MOJ1yJIbHE TECTYBaHHS Ta ONUTYBaHHS;
- OIIIHIOBAaHHS J1a00paTOpHUX POOIT;
- - OUIHIOBAaHHS TPEHIHT'B;
- OI[IHIOBaHHS PE3yJbTaTIB CAMOCTIHHOI pOOOTH.

10. Kpwurepii, popmMu MOTOYHOr0 Ta MiACYMKOBOI0 KOHTPOJIIO
[TincymkoBuii 6an (3a 100-6anpHOI0 MIKANOK0) 3 TUCHUILIIHY "[rpoBe MO/IENIOBAHHS" BUSHAYAETHCS SIK
CepeIHbO3BAKEHA BEIMUMHA, B 3aJIC)KHOCTI BiJ] IUTOMOI Bark KOXKHOI CKJIaJJ0BOT 3aJ1IKOBOT'O KPEIUTY:



Mogyns 1 Mogyns 2 Mopayis 3 Mopyns 4
15% 15% 15% 15% 10% 30%
Iotoune MonynabHuit Iotoune MogynbHuit Tpeninru CamocriiiHa
OLLIHIOBaHHS KOHTpOIIb | OLIIHIOBAHHS KOHTPOJIb 2 pobota
OrmiHka 3a IincymxoBa OrwiHka 3a [lincymkoBa | BusHauaetbcs OriHka 3a
JIaHU# MOJYJb MIICHMOBA JlaHuH MICEMOBA SK CepeliHe BUKOHAHHMH 1
BU3HAYAETHCA poboTa 3a MOJZyJIb pobota 3a apupMeTHyHe | IpeNCTaBICHUN
AK CepeIIHe Temamu Nel- | BH3HaAuYaeThCA TeMaMHU 32 BUKOHAHHS MPOEKT Ha
apuMeTHIHe 5. SIK CepeTHE Ne6-10. 3aBlaHb 32 BHOpaHy TeMy.
3a poboTy Ha apuMeTHIHe MTUTaHHAMHI
MIPaKTUIHAX 3a poboTy Ha TPEHIHTY.
3aHATTAX Nel-5. MIPaKTUYHUX
3aHATTAX Neb-
10.

11. IncTpymeHnTH, O00JaJHAHHA Ta NpPOrpaMHe 3al0e3Ne4YeHHs, BUKOPHCTAHHSA SIKHUX
nepeadayac HABYAJIbHA TUCHUILIIHA

Ne HaiimenyBanHs Homep Temun
1. ITepcoHabHMI KOMII FOTEP 1-10

2. [Tporpamue cepenosuiie Unity, Unreal Engine 1-10

3 IIporpamue cepenosume C#, C++ 1-10

4 I'padiunnii pegakrop GIMP 10
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