


2/4 3. IrpoBun gusanH | O3HaNOMMNEHHS 3 OCHOBHMMW  npuHuyunamu | Tectu,
(po3pobka am3aH | CTBOPEHHA  Au3avH  nepcoHaxy. Pobota 3 | nabopaTopHi
nepcoHaxa) cepegosulamu  Ana  ctBopeHHa 2D Ta  3D- | sappaHHs,

nepcoHaxis. [ifgxutan-apT B KOHTEKCTi CTBOPEHHS | |H a3
2D-nepcoHaxiB. Cy4yacHi TexHikm nincuHry 3D-
NepPCOHaXIB.

4/4 4. IrpoBnIn An3anH O3HanoOMmNEHHA 3 OCHOBHUMM nNpuHUunamu | Tectu,
(po3pobka CTBOPEHHS An3anH An3anH iHTepdency, eneMeHTiB | naGopaTopHi
iHTepdelicy Ta iHTepdency Ta irpoBux cknagosux. Pobota 3 | 3apaaHHs,
HaBKOMMLLUHBOIO cepejosulamm  Ans  cTBOpeHHs  TileSets. | |3
OTOUEHHS.) Jdigxutan-apt B UKOHTeKCTi CTBOPEHHS .C*)OHOBI/IX

300paxkeHb. [Ju3anH MeHto, npenogepa i cuctemm
4OMNOMOr rpaBLsiM.
3micTtoBun moaynb 2. MNecuxonoria nobyaosu KOMM'IOTEPHMX irop. PoboTa
3 irpoBUMU pyLLIAMMK

2/4 5. lNMcuxonoria YKaHpu KOMM'IOTEPHUX irop. Irpn Ta HaBvaHHSA. | TecTy,

KOMI'IOTEPHMX irop | Irpn Ta hopMyBaHHsI NPOGECIMHNX KOMMETEHUIN. | nabopaTopHi
MpuncTpoi BBEAEHHS, NEepeMiLLeHHS 06’ eKTIB. 3aBAaHHS,
IHO3

2/6 6. Poborta 3 CTtBOpeHHs ctoxeTy i cueHapito 2D-rpy cuHTes | TecTw,
KOHCTPYKTOPOM KpMBOi  HaB4YaHHA. AHiMauia nepcoHaxka Ta | nabopartopHi
Construct 3 gns 0cobnMBOCTEN 3aBAAHHSA LUKOAM CYNPOTUBHUKAM. | 3aBAaHHS,
CTBOpeHHA 2D- MporpamyBaHHs cknagHoi aHimauii. MpoektysarHHs | IHO3
irop. CUCTEMWN HapaxyBaHHA O4YOK Ta Tabnuya Ou4OoK,

NiACUNIOBadYiB  HaBUYOK | NapameTpiB rpasus.
HanawtysaHHA My3UYHUA CYNPOBOAY i 3BYKIB

4/6 7. PoboTa 3 CtBopeHHs irpoBoro npoekTy. Pospobka | Tectu,
KOHCTPYKTOPOM irpoBOi AokymeHTauii. KoHuenTookymeHT. OusanH- | nabopaTopHi
Unreal Engine 4 AokymeHT. [lnaH po3pobkn rpu. Po3bip koay | 3aBgaHHs,
AnNsi CTBOPEHHS cTaHaapTHoro  irposoro  npoekty. Cwucrema | IHO3
3D-irop koopauHat. Pospobka knacy ana 36epiraHHs

rpadivuHoi  iHpopmauii. Pospobka  irpoBoro
komnoHeHTa. Cucrema koopguHar. NNepeTBOpeHHs
B TpmBuMipHOMYy npoctopi. O6’ektn XNA pgns
poboTM 3 TpUBUMIPHOKW rpacdikoto. Baaimogis
o6’ekTiB

®opMyBaHHA NPOrpaMHUX KOMMETEHTHOCTEN

. MporpamMHi KOMNETEHTHOCTI
IHgeke B martpuui Ol

3K1 3aaTtHiCTb A0 abCTpakTHOr0 MWCNEHHS, aHanidy, CUHTe3y Ta BCTAHOBIIEHHSA
B3aEMO3B’A3KIB MK fABMLLAMM Ta npouecamu, siki BiabOyBalOTbCA Yy HayKOBO-
negaroridHOMy AOCHIIKEHHI.

3K 11 3aaTHICTb A0 Po3pOo0KKM i 3aCTOCYBAHHA MPOrpamMmHoro 3abeaneyeHHs BUPOOHUYOro
ab0 OCBITHLO-HAYKOBOrO NPOLIECIB.

OK 3 34aTHICTb 3aCTOCOBYBATH | CTBOPKOBATM HOBI OCBITHI IHCTPYMEHTM i TEXHONOrIT Ta
iHTerpyBaTtu iX B OCBITHE cepegoBuLle NPodeCinHOT OCBITU.

K 12 3patHicTb A0 po3pobku,  TeCTyBaHHS  MporpaMHOro  3abe3neveHHs,
aAMIHICTpYBaHHA | HanawTyBaHHA iHOpMAaUIMHMX CUCTEeM Ta iX iHTerpauii y
HayKOBO-MeAarorivHi A0CRigXEHHS.




MPH 2 EdekTMBHO BWKOPUCTOBYBATW CydacHi UUPPOBI IHCTPYMEHTH, iHpopmMaLiliHi
TExXHoNnorii Ta pecypcu y npodecCinHin, iHHOBAUiMHIA Ta/abo aocniaHUUbKINA
JiSANbHOCTI.

MPH 5 O6upatn onTumanbHy CTpaTerito KONEKTUBHOI AisiNbHOCTI, MDKOCOBUCTICHOrO
CNifNKyBaHHA Ta B3aeMoAil Ana peanisauii KOMNIEKCHUX NPOEKTIB Y NPOpecCiiHin
OCBITI Ta MiKAMCUMNAIHAPHUX MPOEKTIB 3 ypaxyBaHHAM E€TUYHWUX, MPaBOBUX,
couianbHMX Ta EKOHOMIYHUX aCnekTiB.

MNPH 16 BMiTn gobuparu, rpynyeBatu BUXiaHI AaHi, BUKOPUCTOBYIOUN 3aranbHOHAYKOBi Ta
cneuundivHi metoam 36MpaHHA NepBUHHOI iHopmMaLii; 3aCTOCOBYBaTU HAayKOBI
MeToan oBpobkn iHopmauil AnNA BUSIBMIEHHA 3aNeXHOCTEN MK CYKYMHOCTSIMU
JaHuX; npoBOAMTU pO3pOobKy i AOCNIAXKEHHST MEeTOAMK aHanidy, CHUHTe3y,
ONTUMI3aLil i NPOrHO3yBaHHA AKOCTI npoueciB PYHKLiOHYBaHHS iHGopmMaLlil.
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MoniTuka ouiHIOBAHHSA

o [loniTuka WoA0 AeananHiB Ta nepecknagaHHsa: PoboTu, aki 34al0TbCs i3 NOPYLLUEHHSIM TEPMIHIB

6e3 NoBaXKHMX MPUHUH, OLIHIOKTLCS Ha HUXKYY OUIHKY (75% Big MOXIMBOI MaKCUMAnbHOI KiNbKOCTI



Oanis 3a Bua gianbHocTi 6anis). MNepecknagaHHsa moaynie BigOyBaeThLCs i3 4O3BONY AeKaHaTy 3a
HasIBHOCTI NOBAXKHUX NPUYUH (HANpUKNag, NikapHSHUA).

MonitTuka wopo akagemiuyHoi fo6pouecHocCTi: CnUCyBaHHSA Mig 4ac KOHTPONbHUX pobiT Ta
€eKk3amMeHiB 3abOopOHeHi (B T.4. i3 BMKOpPUCTaHHAM MODBiNbHMX aesancie). MoOinbHi npucTpoi
L O3BONAETLCA BUKOPUCTOBYBATM NMLLE Mif Yac NiAroTOBKN NPaKTUYHNX 3aBAaHb B NPOLEC 3aHATTS.
MoniTuka wWoao BiaBiAyBaHHA: BigBiayBaHHS 3aHATE € 060B’A3KOBUM KOMMOHEHTOM OLliHIOBAHHS,
3a gKe HapaxoByTbcs 6ann. 3a 06’ekTUBHMX NPUYUH (Hanpuknag, xsopoba, npayesnalTyBaHHs,
MiDKHAPOAHE CTaKyBaHHSI) HaBYaHHA MOXe BigOyBaTtuCb B OH-NaWH (POpMi 3a MOrOAXKEHHSAM i3
KepiBHUKOM KypCy.

OuiHIOBaHHSA
OcTaTo4Ha OUiHKa 3a KYpC PO3PaxOBYETbCA HACTYMHUM YUHOM:

Buau ouiHOBaHHA % Big, ocTaTOYHOT
OLliHKM
3mictoBun moaynb 1(Temn 1-4): ycHe ONUTYBaHHS, TECTMU, 35
3aB/JaHHSA
3micToBun Moaynb 2(Temn 5-7): ycHe ONUTYBaHHS, TECTH, 30
3aB/JaHHSA
IHaMBIAYanbHE HayKOBO-40CNiAHE 3aBAaHHS 15
MigcyMKOBUIA KOHTPOMb — TECTW, 3aBAaHHS 20
LLikana ouiHioBaHHA CTYAEHTIB:
ECTS Bann 3mict
A 90-100 BiAMIHHO
B 85-89 ayxe pobpe
C 75-84 aobpe
D 65-74 nocepeaHbLo
E 60-64 33a0BiNbHO
FX 35-59 HEe3a0BINIbHO 3 MOXIUBICTIO
NOBT.CKNaAaHHS
F 1-34 He3a40BiNbHO 3 060B’A3KOBUM MOBT.
Kypcom




