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PoGouy nporpamy ckias: npodecop kadejpn €KOHOMIYHOI KiOepHEeTHKH Ta
iHpoOpMaTUKH [TACIYHUK Poman MupociiaBoBHY

PoGoua nporpama 3aTBepuKeHa Ha 3aciianHi kaheapu €KOHOMIYHOI KIDEPHETHKH
ta indopmatiky, nporoxoa Ne 3 Bij 05.10.2023 p.

3asijyBau Kadeapu . npod. BYSK Jlecs MuxaitiisHa

Po3rnsiHyTo Ta cXBaJeHO IPynolo 3adesreyeHs crielliajibHOCTI CUCTEMHMM aHallis,
nporokos Ne2 iz 06.10.2023 p.

I'osnosa 1'3C ~ npod. [ TACIHYHUK Poman MupociiaBoBrY

["apant OTI] %

noit. BABAJIA Jlioamuna BacuiiiBHa




CTPYKTYPA POSOUOI TPOT'PAMU HABYAJIbHOI JIMCLIUITJIIHA

“IrpoBe MmogentoBaHHS ~
1. Onuc gucturiing “ IrpoBe MoaenoBaHHS ~

Hucrumutina — Irpose T"ay3b 3HaHb, CIICMIATBHICT XapakTepuCTHKa HaBYATbHOT
MO/IETIOBaHHS JTUCLIATLTIHH
Kinekicts kpenutiB ECTS-5 | I'any3b 3HaHb — Juctuurniiza mukiy
12"Indopmaniiini TexHomorii" npo¢eciiHoi miArOTOBKH
MOBa HaBYaHHS - YKpaiHChKa
KinpkicTs 3amikoBux MomyiiB | CneniaabHicTs — 124 IPik miArOTOBKU:
-4 "CucremMHUit aHamiz" Venna — 1
Baouna - 1
Cemectp:
lenna — 2
Baouna - 2
Kinpkicts 3mMicToBux MoayniB | CTymiHb BUIIOT OCBiTH — MaricTp |[leHHa:
-2 UTekwii: — 30 200.
[Mpaktuuni: — 15 200.
Baouna:
Vlexyii — 8
I Ipaxmuyni - 4
3arangpHa KiJTbKICTh TOJIMH - Camocriiina po6oTa:
-120 IeHHa — 66 rog.
(Tpeninr — 4 rox.).
InguBinyansHa pobota —5 roJ.
TKHEBUX TOJUH: By migcyMKOBOTO KOHTPOIIHO -
neHHa ¢popMa HaBUaAHHS 3aJTiK
1 cemectp - 8 ron., 3 HUX
ayJUTOPHHX - 3 TOI.

2. Mera ii 3aBIaHHS BUBYEHHS JUCHMILIIHM “ [rpoBe MonentoBaHHS ~
2.1. MeTa BUBYEHHS AUCHUILTIHA
Metorw BuUKIaAaHHS AUCHUIUIIHK * IrpoBe mojentoBaHHS ~ € (GOpMYBaHHS y
CTYACHTIB CHUCTEMH KOMIICTEHI[IH II0J0 MPAKTUYHOTO BUKOPHUCTAHHA TEXHOJOT]
PO3pOOKH KOMIT FOTEPHHX 1rOp 13 3aCTOCYBAHHSIM Cy4aCHHUX Bi3yaJbHUX CEPEIOBHILL.
[lepenbayeno BuWBYEHHs O0a30BMX TIAXOJIB Yy Trajy3l KOMII IOTEPHUX Irop, 13
aKLIEHTOM Ha 0COOJIMBOCTI MOOYJOBHU IrPOBOI MOJEINI Ta IFPOBOT0 CEPEAOBUILA IJIS irop
PI3HHUX aHPIB Ta Ha peai3allilo KUTTEBOrO UKy KOMII FOTepHOI rpH, (GOpMyBaHHS Y
CTYJEHTIB CUCTEMHU 3HaHb, YMIHb 1 HABUYOK B Trajly3l Bi3yaJbHOi pO3POOKH IrpOBHUX
JIOJIaTKIB 3a JI0moMororo cepeaosuiia Blender.
Ha npakTuyHHX 3aHATTSAX 32 JAOMOMOIOI0 I[bOTO 3ac00y CTBOPIOIOTHCS MIAOJOHU
I'POBUX CUCTEM Ta anpoOYIOThCS METOJM iX B3a€MOJIT Ta MOAU(DIKAIIIi.
JI1s1 TOCATHEHHSI METH ITOCTaBJICHI TaKli OCHOBHI 3d60AHHA.
chopMyBaTH TOHSATIMHUI amapaT 1 PO3yMIHHS B3a€MO3B'S3KY MK OCHOBHHUMH
THCTPYMEHTaMH IrPOBOT'O MOJICTIOBAHHS,
BUBYEHHS OCHOB NPOEKTYBAHHS, NIATPUMKHU Ta IPOCYBAHHS KOMIT IOTEPHHUX 1rop;
3aCBOEHHSA OCOOJIMBOCTEN peanmizalli LHUKITY po3poOKH Ta Oa30BUX €JIEMEHTIB
TEXHOJIOT1i pO3POOKH KOMII FOTEPHOI I'PH;
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HaOyTTd BMIHHS BHUKOPUCTOBYBAaTHM CYYaCHHUH IHCTPYMEHTapiil sl BI3yaJbHOI
PO3pPOOKH ITPOBUX JIOJATKIB;

OBOJIOJIIHHSI HAaBUYKaMU KOMAaHJHOI pO3POOKH TMPOCTHX KPOCIUIATPOPMHUX
ITPOBUX JTOJATKIB.

O6'ekmom HaBYAJIbHOI TUCLUIUTIHY € IPOLIECH CTPYKTYPYBAHHS ITPOBUX CUCTEM.

Ilpeomemom HaBUYaIbHOI IUCUHUIUIIHM € METOAM Ta 3acO0M peanizaiii IrpoBUX-
CHUCTEM Ta METOJIB iX MOIIOBHEHHS.

2.2. 3aBaaHHs BUBYEHHS TUCHHUILTIHHA
B pe3ynbTati BUBUEHHS Kypcy “IrpoBe MozentoBaHHs CTYACHTH IMOBUHHI:

- 3Hamu OCHOBHI METOJUKHU CTBOPEHHS MPOEKTY I'pU, PO3POOJICHHS Bi3yaii3alii
IpU, KUTTEBOTO IUKIY PO3POOKH Irop, METOAU PO3POOKH IrpOBUX JONATKIB, TUIH
IrpOBUX PYIIIiB, pO3pOOJICHHS IFPOBOT MOJIEI1, ONUC TIPaBUJI TPH, OMUCY CIIEHAPIiB I'pH,
dbopMyBaHHsS IrpoBOro OajlaHCy, CTBOPEHHS MHOXXHHU UUIAXIB MPOXOKEHHS TpH,
PO3pOOJICHHSI CKJIaly IrpOBOrO cepenoBHila, (GOpPMyBaHHS KPHUBOI PO3BUTKY TpaBlif,
METO/11B CTBOPEHHS [IEPCOHAXKIB Ta 00’ €KTIB Y KOMIT IOTEPHIN I'pi.

- emimu CTBOPIOBaTH IrpH y cepenoBuili Blender, MojentoBatu 300paxeHHS,
OynyBaTH aHiMmalio y irpax, OyayBatu (i3uKy MOJAENbOBAaHUX Yy Irpax IpOLECIB,
OynmyBatu peHIepyBaHHs, BUKOPUCTOBYBATH irpoBHii 1BUTyH Blender.

2.6. 3aBpaHuf JeKUiHHUX 3aHATH
Meta mipoBefieHHs JIEKIIH Tojsirae y Tomy, 1100 O3HAMOMHUTH CTYJEHTIB 13
rOJIOBHUMH IIUTAHHIMU Kypcy * IrpoBe MoaentoBaHHA .
3aBaaHHS IPOBEICHHS JICKIIIH MOJISTAE Y:
- BUKJIQJICHHI CTYJ€HTaM Y BIIMOBIAHOCTI 3 IPOrpaMoi0 Ta pOOOYHM ILIAaHOM
OCHOBHUX IIUTaHb Kypcy “ IrpoBe MonentoBaHHs ~;
- c(hopMyBaHHI y CTYJIEHTIB IUTICHOI CUCTEMHU TEOPETHYHUX 3HAHb 3
Kypcy “ IrpoBe MoAentOBaHHS .
2.7. 3aBIaHHA NPOBeeHHS MPAKTUYHUX 3aAHATH
Merta npoBeieHHsI TPAaKTUYHUX 3aHSITh MOJISATAE Y TOMY, 11100 BUPOOUTHU y CTY/ICHTIB
MPAKTUYHI HAaBUYKU BUKOPUCTAHHSA TEOPETUYHOTO MaTepiany. 3aBAaHHS MPOBEACHHS
NPAKTUYHUX 3aHATh Yy TJIMOIIOMY 3aCBOEHHI Ta 3aKpIIUIEHHI TEOPETHUYHUX 3HAHbD,
OJIEpAHUX HA JIEKIIIAX.
3MICT BMIHHS, IO 3a0€3MeUyeThCS BUIICOMHUCAHUMHU KOMIETEHTHOCTSIMH, —
OCBOEHHSI CyTl Ta BUPOOJICHHS HABHKIB BUKOPHUCTaHHS OCHOBHHMX METOJIB peaizallii
apXITEKTYPH ITPOBUX CHCTEM.



3. IIporpama qucummiinu ' IrpoBe Mmoae/0BanHs
3Imicmosuii modyav 1 — IlpoekTyBaHHS KOMII'IOTEPHUX irop

Tema 1. KoM totepHa rpa sk 00’€KT po3poOKu
Penakrop noriku. Penakrop cren. Jlorika rpu. [llabmon rpu. CTBOpeHHS MPOEKTY
rpu. Po3poOnenns Bizyanizanii rpu

Tema 2. [{uxi po3poOKHu KOMI'FOTEPHOT Ipu

IrpoBuit pyunii. IrpoBuii koHcTpykTOop. XKuTTeBuil uka po3podku irop. Eramnu
KHUTTEBOTO IUKIY PO3POOKH irop Ta ix B3aemois. Irposi mogatku. Meroau po3poOku
IrpOBUX OAATKIB. THUIN ITPOBUX PYUIIiB.

Tema 3. Po3poOka irpoBoi moeni

Ieitmmneit. ['eiima6iuniTi. IrpoBa moaens. Croxet rpu. Cran rpu. Cuena rpu. Omnuc
npaBwi Tpu. CrieHapiii rpu. IrpoBuii 6anmanc. MHOXHHA TUISXIB TMPOXOKEHHS TPH.
KpuBa po3BUTKY rpaBLs.

Tema 4. Po3poOka irpoBoro cepenoBuiia

Cknapn irpoBoro cepenosuia. J[MHamika irpoBOro cepenoBHIna. IrpoBa poJb.
ITepconax. JImHamika mepcoHaxy. IrpoBi o6’exktu. IrpoBuii pecypc. @opmu irpoBoro
pecypcy. CTBOpEHHSI ITEPCOHAXIB Ta 00’ €KTIB Yy KOMIT FOTEpHiH rpi. J(u3aliH nepcoHaxis
Ta posielt y rpi. Ponb 3ByKOBHX €(eKTiB.

3micmosuii moodyns 2 — BizyanbHa po3poOKa KOMI FOTEPHUX 1rOp

Tema 5. CtBopenHs irop y cepenoBuiii Blender

Cknap irpoBoro cepenoBuiia Blender. Penaktop soriku Blender ta iioro MosxianBocri.
Penakrtop cuen ta ioro moxnuBocti. Cuena rpu. HanamryBanns noriku rpu. [1la6non
rpu. Ananrtaiis madiaony rpu. Texrosnoris po3poOeHHs Bi3yali3allii TpH.

Tema 6. MonemoBanHs 300paxkens y Blender

Cxknan kommoneHTiB 3D crieH. Mogeni peanbHux 00’e€kTiB. CTBOpEHHS MO
300paxkenHsa. Citku. Kpusi. [ToBepxni. Merabonu. Tekcru. PemriTka.

Pexumu wMopemtoBanHs. Illa6non citku. Buminenns o06’ektiB.  KopobOka
1HCTpYMEHTIB. BiiacTuBOCTI TUITY pETiOH.

Tema 7. Animaris y Blender

KinrouoBi kanpu. [lii Ta pobGorta i3 Humu. [paiiBepu Ta iX maHenb. Mapkepu.
[TpuB’s3ka kamepu 10 mapkepa. Kimrouosi popmu. Bizyanizauis pyxy. MHOXUHA KaapiB.
JianazoH BimoOpaxxeHHs. OOUNCICHHS MUISXIB.

Tema 8. MonemntoBanus ¢izuku y Blender

®di3uuHi sBUIA peasibHOro cBITY. Bomoces 1 TpaBa. Jlom. Jum 1 mwi Boga.
Tkanuna. XKene. Cuna tsoxinasa. Cunosi nonst. Birep. Buxposi nosns. 3apsnu. CusoBa
TekcTtypa. Pyx mo kpusiil.



Tema 9. PennepyBanns B cepenopuiii Blender

JBurynu Bizyamizauii. Martepianu ta ix nmanens. Crnoru. IloBepxni. Opeosnn.
CtBopenHst HoBoro Marepiany. Judysni Ta a3epkansui menaepu. Tini. Habip By3miB.
Kopekiii konbopiB. O6’eMHa Bizyaizaliisi.

Tema 10. Irposuii aeuryn Blender

Cxema noriunoro ekpany rpu. HanamryBanus Bizyanizauii. [lapamerpu 06’ exra.
Marepianu rpu. OcBitinenns. Tyman. Jloriuni 6moku. Ctanu 06’extiB. [laBaui. JlaBau
3iTkHeHHs. J{aBau kiaBiatypu. JlaBau nosigomiiens. Konrponepu. Kontponep Python.
AKTyaTopu pyXy, CTBOpPEHHsI 00’€KTIB, BIATBOPEHHs 3BYKY. PenaryBaHHs akryaTopa.
AxTtuBatop BUauMoOCTi. HanamtyBanusa kamepu.



4. CTpyKTypa 3a/1iK0BOro Kpeaury aucuuiuiinm "' Irpose MmoaeroBanHs

JICHHA
KinekicTs roguu
Jlexmii | Jlabopatopui | Camoct | ImmmBig | KonTpon
3aHSTTA pobora | poborta | 3axomu
3micToBuit MONyNb 1 — IIpoekTyBaHHS KOMI'IOTEPHHX irop

Tema 1. Komm’rorepHa rpa sk 00’€KT 3 1 7 MMOTOYHE
pO3pOOKH OTTHT.

Tema 2. Ilukn po3poOKK KOMIT'IOTEPHOT 3 1 7 1 MIOTOYHE
rpu OITHT.

Tema 3. Po3pobOka irpoBoi Mmojemi 3 1 7 MTOTOYHE
OITHT.

Tema 4. Po3poOka irpoBoro cepeioBuina 3 1 7 1 MMOTOYHE
OITHT.

Tema 5. CTBOpeHHs irop y CepeaoBHIII 3 1 7 MOAYJIbH
Blender KOHTP

3micToBuit Moaynh 2 — BidyajbHa po3poOka KoM’ IOTepHUX irop

Tema 6. MonenroBaHHST 300paKCHb 3 2 7 MMOTOYHE
y Blender OITHT.

Tema 7. Animanis y Blender 3 2 7 1 IIOTOYHE
OITHT.

Tema 8. MonemtoBanust (Di3UKH y 3 2 7 MMOTOYHE
Blender OTIHT.

Tema 9. PenugepyBanHs B 3 2 7 MOJYJIbH
cepenosuiii Blender KOHTP

Tema 10 Irposuii geuryn Blender 3 2 7 1 peKTopc.
KOHTP

Pazom 30 15 70 5




3a04YHa

KinpkicTs roauu

Jlexuii | Jlaboparopsni | CamocT poboTa
3aHATTS

Tema 1. Komm’rorepHa rpa sk 00’€KT 1 10
pPO3pOOKH
Tema 2. Llukn po3poOKu KOMIT'IOTEPHOT 1 10
rpu
Tema 3. Po3pobOka irpoBoi Mmojeni 1 11
Tema 4. Po3pobOka irpoBoro cepeioBuIia 1 11
Tema 5. CTBOpeHHs irop y cepeaoBHILI 1 11
Blender
Tema 6. MonentoBaHHST 300pa’keHb 1 1 11
y Blender
Tema 7. Animanis y Blender 1 1 11
Tema 8. MogentoBanus ¢i3uku y 1 11
Blender
Tema 9. PennepyBanHs B 1 11
cepenosuiii Blender
Tema 10 Irposuii aeuryn Blender 1 11
Pazom 8 4 108




5. TemaTuka NpaKTUHYHHUX 3aHATH
IIpakTuyne 3anarTs 1. BidyanbHa po3po0ka ejieMeHTIB irpoBOro cepeioBuina
1. THCTpyMEHTH pO3pOOKHU €1EMEHTIB IFPOBOIO CEPEAOBHILIA.
2. OyHKIIOHATBHI MOXKIIMBOCTI cepenoBuiia Blender.
3. Pobora 3 irpoBrME 00’ €KTaMU Ta pecypcamu.
4. B3aeM03B’s130K irpoBux 00’ekTiB cepenoBuimia Blender.
IpakTnune 3ausarTa 2. BisyanbHe po3po0JieHHs ejJleMeHTIB irpoBoi Moesti
1. [HCTpyMEHTH Bi3yaJIbHOT'O PO3POOIICHHS
2. Peamizariis crieHapiiB B3a€EMOJIii irpoBUX 00’ €KTIB
3. Peamizariis pyxy Ta 31TKHEHb IrPOBUX 00’ €KTIB
4. TloOymoBa MOTOKY JIOTiKH rpu 3acobamu Blender.

IIpakTnune 3ausarTa 3. Po3podka irposoi moaei
1. Croxer rpu.
2. CueHa rpu.
3. Omuc npaBui rpu.
4. Cuenapiit rpu

IIpakTnune 3ausatTa 4. Po3podka irpoBoro cepeaoBuiia
Jlunamika irpoBOro cepeoBuIia

JluHaMika MepcoHaXKYy.

IrpoBi 00’ exTH.

IrpoBuit pecypc.

Hownh e

IIpakTunune 3ansarts 5. CTBopeHHs irop y cepenoBumi Blender
1. PenaxTop noriku Blender.

2. PenakTop clieH.

3. HanamryBaHHs JTOTiKH Tpu.

4, [[Ta6sioH rpu.

IpakTuuHe 3aHATTS 6. MoneaoBanns 300paxens y Blender

1. Cknan xommoneHTiB 3D crieH.
2. Mogeni peanbHUX 00’ €KTIB.
3. CTBOpeHHs MOJIeNi 300paKEHHS.
4. PexxuMu MOJIEIIOBaHHS.
IpakTuune 3ansaTTs 7. Animanis y Blender
1. KnrouoBi kaapu.
2. JlpaiiBepu Ta iX MaHemb.
3. TlpuB’sa3ka kamepu 10 Mapkepa.
4. Bigyamizailis pyxy.

IpakTnune 3ansat1Tsa 8. MoaemoBanus ¢izuku y Blender
1. ®di3u4HI ABUIIA PEATLHOTO CBITY.

2. Bonoccs 1 TpaBa.

3. JluM 1 rmo.
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IpakTuune 3auaTTs 9. PennepyBanns B cepenopumi Blender
1. JIBurynu Bi3yamizarii.

2. CTBOpEHHSI HOBOTO MaTepiaiy

3. JudysHi Ta n3epkanpHi menaepu

4. HaGip By3iiB.

Ipaxkruune 3ausatra 10. Irposuii xBuryn Blender
1. Cxema 10riyHOr0 eKpaHy rpu

2. Cranu 00’exTiB. JlaBaui.

3. Kontponepu.

4. Axtyaropu pyxy.

6. KomniexkcHe npakTH4yHe iHIUBiayaJbHe 3aBIaAHHS.

BukoHaHHs IHAMBIAYaldbHOTO 3aBAAaHHSA TMOJAraEe y TMOOYAOBI  TMPOEKTY
1H(dOpMaIIiitHOT CUCTEMH BIAMIOBITHO A0 0OpaHOi TEMHU.

Kommniekcne mpaktuude iHpuBigyasnibHe 3aBnanHs  (KIII3) Bukonyerbcs
CaMOCTIHO TIPW KOHCYJIbTYBaHHI BHKJIaJlaye€M MPOTSATOM BHBYCHHS JUCIMIUIIHA Y
BIJIMOBIAHOCTI /10 Tpadika HaBYATBLHOI'O MPOIIECY.

[3 BUKOHYETHCS 3 METOIO 3aKpIIUICHHS, TMOMIMOJCHHS W y3araJilbHCHHsS 3HaHb,
OJIep)KaHUX CTYACHTaMHM 3a Yac HaBYaHHS, Ta NpUI0aHHS MPAKTUYHUX HABUYOK IX
3aCTOCYBaHHS MpH pospobui. [Ipu po3poOili CTyAeHT MOBUHEH BUKOPUCTOBYBATH 3HAHHS
Ta BMIHHA, HAOyTiI Ha 3aHATTAX 1 B XOJI caMOCTiitHOI poOoTu. [IpuiiHATI TeXHIYHI Ta
TEXHOJIOT1YH1 PillIeHHs] MTOBUHHI OyTH OOIpPYyHTOBAHI.

JIJ1st TOCSITHEHHS METH CTYAEHT IMMOBUHEH BUKOHATU BCI TIEpeI0aYeH] TEXHOIOTIE0
eTanu JyIsl KOXKHOTO BUIY POOIT.

7. CamocriiiHa podoTa

K-c1p
TemaTuka
TOJAUH
Tema 1. BizyajibHa po3po0Ka eJ1eMeHTIiB irpoBoro cepeaoBuia 7

BuBuenns nekuiitHoro matepiany. CamocTiiiHe MOTIMOJIEHO BUBYEHHS MTUTAHHS
«B3aemo3B’s130K irpoBux 00’€KTiB cepenouina Blendery

Tema 2. BizyajibHe po3p00JieHHS eJIeMEHTIB irpoBoi MojaeJti 7
BuBueHHs nexuiiHOro marepiany, MIATOTOBKAa 10 MPAKTHUYHOTO 3aHATTS.
CamocriiiHe norau0iIeHo BUBYCHHs MUTaHHS « UMM ITPOBUX PYILIIiBY.

Tema 3. Pospo0xa irposoi moaei 7
BuBdeHHS JEKIIMHOTO Martepiaily, MiJArOTOBKA 10 TMPAKTUYHOTO 3aHSTTH.
CamocriitHe noru0IeHO BUBUCHHS MUTAaHHS " MHOKUHA NUISX1B MPOXOHKECHHS
rpu." BukoHaHHs iHAMBIIyanpHOro 3aBaands "Beranosnenns Blender."

Tema 4. Po3poOka irpoBoro cepeoBmina 7
BuBueHHs JeKmiifHOrO Matepiaiy, MIATOTOBKAa J0 TNPAKTHYHOTO 3aHATTS.
CamocriitHe TOTJIMONIEHO BUBYCHHS mHUTaHHSA " CTBOpPEHHS IEPCOHAXIB Ta
00’€KTiB Yy KOMI'IOTEpHIi rpi "

Tema 5. CTBopeHns irop y cepenoumi Blender 7
BuBueHHS JEKIIHHOTO MaTepiany, MATOTOBKA JO MPAKTHIHOTO 3aHATTA. CaMocTiitHe
BHUBYCHHs UuTaHHs: TeXHOJIOTis po3po0eHHs Bi3yasi3allii rpu.




Tema 6. MonemoBanHs 300paxens y Blender 7
BuBueHHs nekuiiiHOro Matepiaiy, HiATOTOBKA 10 MPAKTHYHOIO 3aHATTSL.
CamocriliHe BUBYEHHS NUTAHHA ' PexxuMu MoaeroBanHs ",

Tema 7. Animanis y Blender 6
BuBueHHs neKuiifHOro MaTepiaiy, HiATOTOBKA /10 MPAKTHYHOTO 3aHATTSL.
CamocrTiiiHe BuBuYeHHs nutaHHs " [IpuB’si3ka kamepu 10 Mapkepa .
Tema 8. MoaentoBanns ¢isuxku y Blender 6
BuBueHHs nekuiifHOro Matepiaiy, HiATOTOBKA /10 MPAKTHYHOTO 3aHATTS.

CamocriitHe BuBUeHHs nmuTaHHs "' CutoBi moms .

Tema 9. PenepyBannsi B cepenouini Blender 6

BuBueHHs JexIiiiHOro Marepiaiy, MiroToBKa A0 MPAaKTUYHOTO 3aHATTS.

CawmocriitHe BuBYeHHs nutanHs ' O0’eMHa Bizyasizaris "

Tema 10. IrpoBuii aBuryn Blender 6

BuB4eHHs JeKIIHHOTO MaTepiary, MiArOTOBKA JI0 IPAKTHYHOTO 3aHSTTS.

Camocriiine BuBueHHs nutanHs ' Konrponepu. "

Tpeninz 4
Pa3zom: 70

8 TpeHinr 3 nucuMILTIHA
BukonanHs KommekcHoro OPaKTUYHOTO 1HAMB11YaIbHOTO 3aBJIaHHSA
«I[IporoTunyBaHHsl IrpoBUX cHCTEM». BuOIp TeMaTMKM NPOEKTOBAHOIO JOJATKY.
CrpykrypyBaHHs QyHKIIOHATY 0onaTKy. EnemenTu intepdeicy qoaaTky

9. 3aco0m oLiHIOBAHHA TA METO/IM I€MOHCTPYBAHHS pe3yJIbTATiB HABYAHHS
- VY mporieci BUBYEHHS TUCHUIUIIHU «IrpoBe MOAENIOBAHHS» BUKOPUCTOBYIOTHCA
HACTYMHI 3aCO0M OLIIHIOBAHHS T4 METO/IU JIEMOHCTPYBAaHHSI pPE3YJIbTaTiB HABUAHHS:

- IOTOYHE ONUTYBAHHS;

- 3aJIIKOBE MOJYJIbHE TECTYBAaHHS Ta ONUTYBaHHS;

- oniHroBaHHs pe3ynbraris KIII3;

- PEeKTOpChKa KOHTPOJIbHA POOOTA;

- EK3aMEH,;

10. Kpurepii, ¢popmMu mMOTOYHOI0 Ta MiICYMKOBOI0 KOHTPOJIIO
[TincymkoBuii 6an (3a 100-6abHOIO TIKAJIOK) 3 AUCHUILIIHK ''IrpoBe MojaeItOBaHHS"
BU3HAYAETHCS K CEPEAHHO3BAKEHA BEIMUMHA, B 3AJICKHOCTI Bijl MUTOMOT Baru KOXKHOI
CKJIJI0BOI 3aJ1IKOBOTO KPEIUTY:



3agikoBuii moayas 2|  3anikoBuii

3ajikoBHii MOayJb 3 Pazom
MoayJb 1
30% 40% 30% 100%

1. VYcue onuryBanns |1. Ycue onuryBanus | 1.Hanucanns

i yac 3aHatTs (5 [Mi9ac 3aHATTs ta 3axuct KIII3
temu 1o 10 6amiB = 50| (5 Tem o 10 Gamis = | = 60 Gais.
OautiB) 50 6auiB) 3. Bukonan
2. Ilucemora po6orta H42.IIucemoBa poboTa =| HsI 3aBlIaHb
50 GaiB 50 GauiB i 9ac
Tpeninry = 40
OaniB

11. IncTpyMeHTH, 00JIaJHAHHSA TA MPOrpaMHe 3a0e3nevYeHHsl, BAKOPUCTAHHA
SIKUX Mepeadavyac HAaBYAJIbHA TUCIUAILIIHA

Ne HalimenyBanns Homep Temu

1. | IlepcoHanbHMI KOMIT IOTED 1-10

2. | EnexktpoHHwMii BapiaHT Ipe3eHTAalil 1-10

4. BukopucranHs nporpamHoro incrpymenTapito Blender, 1-10
nakeT Python 3.

5 [HMBiTyanbHI 3aBIaHHS U CAMOCTIMHOTO BUKOHAHHSI 1-10

PEKOMEHJIOBAHI JUKEPEJIA IHOOPMALITT

1. Shell, J. The Art of Game Design: A book of Lenses [Text] /J. Shell. — A K Peters/CRC
Press; 2 edition, 2014. — 600 p.

2. Fullerton, T. Game Design Workshop: A Playcentric Approach to Creating Innovate
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PH7. Po3po0siTi 1HTENEeKTya bHl CUCTEMH B YMOBAX Cla00 CTPYKTYPOBAHUX JAHUX
PI3HOT PUPOH.

PHY. Po3pobnstu Ta 3acTocoByBaTH MOMEI, METOAW Ta aNTOPUTMH NPUHHATTS
pillIeHh B YMOBaX KOH(IIKTY, HEHITKOI iH(popMaIllii, HEBU3HAYEHOCT] Ta PU3HKIB.

11. IncTpyMeHTH, 00JIaJHAHHA TA MPoOrpaMHe 3a0e3nevYeHHs, BAKOPUCTAHHS
SIKUX Mepeadavyac HAaBYAJIbHA TUCIUAILIIHA

Ne HalimenyBanHs Homep Temu

1. | IlepcoHanbHMI KOMIT IOTED 1-10

2. | EnexktpoHHwmii BapiaHT npe3eHTamin 1-10

4. BukopucranHs nporpamHoro incrpymenTapito Blender, 1-10
nakeT Python 3.
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F. Dille, J.Z. Platten. — Lone Eagle, 2008. — 272 p

4. Kapp, K. The Gamification of Learning and Instruction Fieldbook: Ideas into Practice
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