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OIIUC JUCHUIIJITHA

MeTor0 BHUKIaJaHHS TUCHUILTIHU «IHTEpaKTHBHA KOMIT'tOTepHa rpadikay € OTpUMaHHs
3HaHHb Ta BMiHb JU3aiiHy Ta MPOrpaMHOi pO3pOOKH OKPEMHUX E€JIEMEHTIB Ta MPOTPAMHUX CUCTEM
KoMmItoTepHoi rpadiku. Kypc BkiIrodae orisii Ta BUBUYCHHSI IrCTPYMEHTIB Ta 3ac001B AU3aiiHy Ta
po3poOku. OCHOBHA yBara MPHUILTSETHCS BUBUCHHIO T4 BAKOPHCTAHHIO MTPOrPAMHOTO 3aCTOCYHKY
Unreal Engine. Taki 3HaHHS MaiiOyTHIN cHiemiajgicT 3M0Ke 3aCTOCOBYBATHU SIK NPH MOJAIBLIOMY
HaBYaHHI, TaK 1 MICIII OTPUMAaHHS BHIIOi OCBITH y CBoiii mpodeciitHiii mismpHOCTI. CTyaeHT
MOBUHEH ONaHyBaTH Ta 3HATH:

OCHOBHI €JICMEHTH Ta BU3HAYCHHs B 00JIaCTI KOMIT FOTEPHOI Irpadiku;

IHCTPYMEHTH CTBOPEHHSI IHTEPAKTUBHOI KOMIT FOTEPHOI rpadiki;

BUKOPUCTaHHS aJITOPUTMIYHUX MPOTPAMHUX 3aCTOCYHKIB JUIS TU3aiiHYy Ta pO3POOKH
IHTEpPaKTUBHHUX CHUCTEM Ta €JIEMEHTIB;

nporpamuuii 3actocynok Unreal Engine;

MPOIIeC Ta METOJUKY CTBOPEHHS JIEMOHCTPAIIHHUAX MPOTPAMHHX 3aCTOCYHKIB.

Komnerentnocri OIl:
¢axosi (cneyianeHi) komnemeHmHocmi (®K):

KO01. 30amHicmb 00 abcmpakmHo20 MUCAeHHSA, AHAAi3y ma cuHmesy.

K02. 30amHicmb 3acmocosysamu 3HAHHA Y MPAKMUYHUX CUMyauyisx.

K05. 3damHicme 84umuca i 080s100i8amu Cy4acHUMU 3HAHHAMU.

K06. 30amHicmeb 0o nowykKy, 06pobraeHHA ma aHanizy iHpopmauii 3 piaHux oxepenn.
KO07. 30amHicme npayrosamu 8 KOMAHOI.

K13. 30amHicme idenmudgpikysamu, Kaacugikysamu ma chopmynroeamu eumoau 00
npo2pamHo20 3abe3neyeHHs.

K26. 30amHicmb 00 an2o0pummiyHO20 ma /102iYHO20 MUC/EHHS.

IIporpamui pesyabraTn HaB4yanus (IIPH) OII:
e [IIP10. IlpoBoanTH mepeanpoeKkTHe 00CTEeKeHHSI MPeAMeTHOI 00s1acTi, CHCTeMHHMH
aHaJIi3 00'€KTa NPOEKTYBAHHS.
e [IP11. BuOuparu BuXiaHi JaHI I NPOEKTYBaHHs, Kepyl4Huch (opmMaaibHUMH
MeTOaMHU OIKUCY BUMOT Ta MO/IeJIIOBAHHS.
e [IP22.3naTH Ta BMiTH 32CTOCOBYBATH METOAHU Ta 32C00H YIPABJIIHHSA MPOEKTAMHU.



CTPYKTYPA JUIHUIIJITHA

Tema I'oagunn Pe3syabTaTtn 3aBaaHHA OuninoBann
(1ekuii/madoparop HABYAHHS |
Hi, IPAKTUYHI,
ceMiHAPChKI)
1 cemecTp
Moayab 1 OcHoBU KoM’ KOTepHOI rpadiku

Tema 1. BBenenus B 2/2 3HaTH OCHOBHI 3naga 10
iHTepaKTUBHY MOHATTS Ta KIIIOYOBI | 1abOpaTOpHOT
KOMII'IOTepHY rpadiky KOMITOHEHTH pobotu

IHTEpaKTHBHOI

KOMIT FOTEPHOL

rpadiku
Tema 2. OcHOBHi TepMiHN 2/2 3HatH OCHOBHI | 3mada 10
Ta BU3HAYEHHS TepMmiaH, ¢a3u Ta | JadopaTOpHOI
KOMII’I0TepHoi rpagiku MPOIIECH CTBOPEHHS | pPOOOTH

KOMIT FOTEPHOT

rpadiku
Tema 3. OcHoBHI 4/4 VYwminnag ooupatu Ta | 3na4a 20
NMPOrpamMHi Ta TexHivHi 3aCTOCOBYBATH Ha nabopatopHoi
iHCTpyMeHTH NPaKTHUI BiANOBiAHI | poboTn
KOMIT’I0TepHOI rpagiku nporpamMHi Ta

TeXHIYHI

IHCTpYMEHTH
Tema 4. BBaeHHsa B 414 MaTtu HaBYHUKHU 3maua 20
NporpaMmyBaHHsI IU3ainy, nabopatopHOi
KOMIT’I0TepHOI rpagiku IIPOEKTYBAHHS T pobotu

PO3POOKU €JICMEHTIB

KOMII FOTepPHOI

rpadiku
Tema 5. Tunu Ta 3arajbHa 212 Bwmitu npencrasnaru | 3mavya 10
kiaacudikauis TOJIOBHI CKJIAJIOBI nmabopaTopHOi
iHTepakTUBHUX CHCTEMHU pobotu
KOMIT'IOTEPHUX CHCTEM IHTepaKTHBHOT

KOMII FOTepPHOI

rpadiku
Monyabuuii KOHTPOJIb 1 30

Monayab 2 IIporpaMmHo-TexXHiUHi CKJIa10Bi iHTepaKTUBHOI
KOMII’I0TepHOI rpagiku

Tema 6. 212 3HaTH Ta BMITH 31aua 10
KopucrypaabHuubKuii BUKOPUCTOBYBAaTH n1abopaTopHO
inTepgeiic nporpamn nporpamy Unreal i poboTH
Unreal Engine Engine
Tema 7. OcHoBHi 2/2 3acTocoByBaTH Ha 3nava 10
NMPOrpaMHo-TeXHiYHi MPAKTHIIl BiIMOBIHI | JAOOPaTOPHO
iHCTpyMeHTH nporpamMu nporpaMHi cucteMu | i poOooOTH
Unreal Engine Unreal Engine




Tema 8. Iuzaiin 4/4 IIpoBoautu nponec | 3gaua 20
iHTEepaKTHBHHX eJIEMeHTIB JIM3aliHy CKJIaJOBUX | J]aDOpaToOpHO
IHTEPaKTUBHUX i poboTu
€JIEMEHTIB
Tema 9. Po3podka 4/4 3acTocoByBaTH Ha 3maua 20
iHTEpaKTHBHHX eJIeMeHTIiB B MPaKTHUI OMaHOBaHi | J1abopaTopHO
nporpami Unreal Engine HaBUYHUK po3poOku | 1 poboTH
Ta JU3alHy
IHTepaKTUBHHX
€JIEMEHTIB
Tema 10. CTBopeHHsI 2/2 Bwmitu npeacraeiary | 3gada 10
AeMOHCTpamiiiHIX pe3ynbTaTH 1abopaToOpHO
3aCTOCYHKIB Ta KOPOTKHX pO3pOOKH Ta i poboTu
Bifeo B mporpami Unreal JIU3aiHY
Engine IHTEpaKTHUBHX
CUCTEM
Monyabuuii KOHTPOJIb 1 30
3anik 30
Bceboro 3a kype 100
MNOJIITUKA OIIIHIOBAHHSA

Ilonimuxa wooo
oeonaiinie ma
nepecKiadanH:

PoGotu, siKi 31a10ThCs 13 TOPYLICHHSM TEPMiHIB 0€3 TOBaKHHUX
NPUYYH, OLIHIOIOTHCS HAa HIDKYY OLIHKY. [lepeckiaganus MomyiB
BiZIOYBA€THCS 13 TO3BOITY JICKTOPA 332 HASIBHOCTI MOBAKHUX MTPHYUH
(HanpuKIaa, TIKapHSIHUAN).

Ilonimuxa wooo
axKaoemiunoi
oobpouecnocmi:

CrincyBaHHS i1 9ac KOHTPOJIBHUX POOIT Ta eK3aMeHiB 3a00pOHEH]
(B T.4. 13 BUKOpUCTAaHHSIM MOOUTBHUX JeBaiiciB). Kypcosi poboru,
pedepaTi TOBUHHI MaTH KOPEKTHI TEKCTOBI TOCHJIAHHS HA
BUKOPHUCTAHY JIiITEPATypy

Ilonimuxa wooo
8i06I0y8anHs:

BiaBigyBaHHs 3aHATH € 000B’SI3KOBUM. 332 00’ €KTUBHUX TTPUYUH
(HampuKJaa, XBOpoOa, MIKHAPO/IHE CTaXKyBaHHS ) HAaBYaHHS MOXKe
B1I0YBAaTHCh 1HAUBIAYaIbHO (B OH-JIalH (pOpMI 3a MOTOHKEHHSM 13
JIeKaHOM (paKyJIbTeTy)

HIKAJIA OHIHIOBAHHS 3HAHb CTYJIEHTIB

PeiiTuHT cTyAeHTA,

Ouinka HamioHAIbHA 32 Pe3yJbTATH CKJIAJAHHS eK3aMeHiB

0aym 3aJliKiB
eK3aMeHiB 3aJtiKiB
90-100 BiIMiHHO 3apaxoBaHO
74-89 no0pe
60-73 3aJI0BUJIBHO
0-59 HE3aJJ0BIJILHO HE 3apaxoBaHO
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