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IMMPOTPAMHI CEPEJOBHIIA JJIsI BABUEHHS ITPOBOT'O ITIPOTPAMYBAHHA MAWBY THIMHA
IH)KEHEPAMMU-TIPOI'PAMICTAMUA

Po3pobxa xomm’orepranx irop (Game Development) — HUHI € OHI€IO 3 HAWBIDIMBOBIMINX 1 HANTIPHOYTKOBIIMINX Tary3en
iHyCTpii mIporpamMHOro 3a0e3NeyeHHs 3a JaHUMH aHaJITUYHUX OrJsAiB, Hanpukiaxn [1]. OTxke, anst 3a0e3medyeHHs noTped
pPHHKY mpaui npodeciiiHa MiAroroBka MalOyTHIX i1HXKEHepiB-TIporpaMmicTiB y 3akniaaax Bumoi ocsith (3BO) noBunHa
BKJIIOYaTH (OpPMyBaHHS KOMIICTEHTHOCTEH, HEOOXINHUX /I TMOYATKy MisibHOCTI y wid ramysi. HuHi 3a3HaueHa mera
peanizyeThest 3Ae01IBIIOr0o Y MeKaX AUCIUILIIH 32 BUOOPOM CTyleHTa abo crieriaizartiii.

HapuansHuii 11aH miAroToBKK O0akanaBpiB crenianbHOCT 122 KoM’ loTepHi HAyKH 31 CKOPOYEHUM TEPMiHOM HaBYaHHS
y MJITY imeni bormana XmempHHUIBKOTO MICTHTH Kypc «OCHOBH IrpOBOTO MPOTPaMyBaHHS», OJHUM i3 3aBIaHb SKOTO €
(hopMyBaHHS Yy CTYIEHTIB 3IaTHOCTI IO IPOCKTYBaHHS, PO3POOKH Ta CYIPOBOAY KOMIT IOTEPHHX irop.

CryneHtH, ki HABYAIOTHCA 32 MM HAaBYAIBHIM IDIAHOM, — IIe 3/1e0ipImoro BumyckHuky 3BO, sSKi oTpuMany IATUIOMH
OCBITHBO-KBaJIi(piKAI[ITHOTO PIBHA «MOJIOAIIMHA CHEIaiCT» 3a CHOPITHCHHMH CHEIialbHOCTSIMH. BOHM MaioTh pi3HHI
CTYIIiHb CPOPMOBAHOCTI MPO(eciitHOT KOMIIETEHTHOCTI, Pi3HUI TOCBI MPAaKTUYHOI MiSTIBHOCTI, BOJIOMIIOTH PI3SHUMH MOBaMH
nporpamyBaHHi. OKpiM TOTO, AEXTO 3 HUX MOXXE MaTH JOCBIiJ irpoBOTO mporpamyBaHHs. OTxe, mepes BUKIaJaueM MMOCTae
3aBIaHHs BHOOPY NMPOrpaMHUX 3aco0iB /sl BUBUCHHS LIOTO KYpCY, SIKi O ciMpaiucs Ha HasBHI y CTY/IEHTIB HaBUUYKH i/ab0
Oy 30pieHTOBaHI Ha GOpMyBaHHS Y HUX HOBUX 3HAHb 1 yMiHb.

OcHOBHI miaxoau 10 BUOOpY: 1) BUKOPHCTOBYBATH iHTErpoBaHi cepenopuiia po3podku mporpam (IDE) (Visual Studio,
IntelliJ IDEA i iH.) i mHcaTu rpy BiJ caMoOro mouaTtky; 2) BUKOPHCTOBYBATH CepeOBHINA — KOHCTpyKTopHu irop (Game
Maker, Construct 2, Game Editor, Stencyl # iH.), y SKMX Trpy MOXXHa CTBOPDUTH Maibke 0€3 IporpaMyBaHHS;
3) BUKOPUCTOBYBATH CrI€eliai3oBani cepeaonuiia po3podku irop (Game Engines, GE) (Unity 3D, Unreal Engine, Cocos 2D
W iH.).

OcranHill miaxig € OUTPII pamioOHaJbHUM IS MiATOTOBKH MaHOYTHIX IHXKEHEPiB-TIPOTPaMICTiB, OCKUIBKH TO3BOJISIE
OTPUMATH HAIIPHUKIHIII CEMECTPY MPOIYKT, CXOXKHHA, X0ua O HaOIIKEHO, Ha TIPOMHUCIIOBI po3po0Oku. [lepmmii miaxin 103BoOIsE
chopMyBaTH KOMIICTEHTHOCTI y ramy3i Game Development OimpIl KOMIUIEKCHO, ajie HOTO HEMOXIWUBO IOBHOIIHHO
peanizyBaTH y MeXaX CEMECTPOBOTO Kypcy. BHKOpPHCTaHHS X KOHCTPYKTODPIB irop 34e0iNbIIOro PEeKOMEHAYETHCS IS
PO3pOOHUKIB-NIOYATKIBIIB, TOMY IX MOXXHa PEKOMCHIYBATH CTYACHTaM [UIsl CaMOCTiHHOrO O3HaHOMIICHHS 3 METOO
po3mupeHHst mpodeciiinoi 00i3HAHOCTI.

GE HajaloTh TpOrpaMmicTy IHCTPYMEHTH, SKi CIPOINYIOTh irpoBYy po3poOKy (30KpeMa CTBOpeHHs iHTepdeiicy),
3abe3neuyroTh 00poOKy CKIIaJHHX OOYHUCIICHB, SIK-OT: CTBOPEHHS €JIEMEHTapHUX TPUBUMIPHHX 00’€KTiB, (piznka 00’€KTIB,
aHiMallisi, 3ByK, BUSBJICHHS 3ITKHEHb Ta TpUrepHUX noxiid. Bouu Hagatots IDE 1yist MaHinmysIroBaHHs iIrpOBUMH €lIEeMEHTaMH,
a TaKOJX 3aMOBHEHHS POCTOpY rpu [2].

Obuparoun GE s HaBYaNBHOTO TMPOIECY, CIIJ BpaXOBYBATH pI3HOMAHITHI (aKTOpH, 30KpeMa: HasBHICTH
OE3KOIITOBHUX BEPCii i NTOCTyNMHI MOBH mporpamyBaHHS. barato cywacamx GE Matote Oe3komToBHI Bepcii (iHOmI 3
00MeKeHUMH MOKITMBOCTSIMH, aJie 1X 3e0UTBIIOT0 T0CTaTHRO AN 1iieit HaBdanHs). Cepen npomucnoBux GE, sxi nmpupatHi
JUTA HaBYaHHS irpoBoro mporpamyBanHs, BuaimnMo Unity 3D i Unreal Engine. O0uaBa cepemoBuia MatTh O€3KOIITOBHI
Bepcii, Bi3yanbHI 3aco0u po3poOKH, MO3BOJIOTH CTBOpIOBaTH TpuBUMIpHI irpu. B Unity 3D mintpumyrotbest moBu C# i
JavvaScript, B Unreal Engine — moBa C++, a Takox peJjakTop Bi3yalibHOT po3poOku ckpuntiB — Blueprint.

BucnoBok. Bubip GE pans HaByaHHsS MailOyTHIX I1H)KEHEPIiB-IPOrpaMiCTiB IrpoBOro MpOTrpaMyBaHHS B YyMOBax
CKOpPOYEHOTr0 TEPMIHY MiJrOTOBKM Ma€ CIUPATHCS Ha HAsSBHUH y HHUX JOCBiA. SIKIO CTYAEHTH BOJIOJIIOTH HaBHYKaMHU
nporpamyBanHsi MoBoro C#, To nouinsHo obpatu Unity 3D, sikito C++ - Unreal Engine. Y Bumajxy HasiBHOCTI y HHMX 37aT-
HOCTI BUKOPUCTOBYBaTu OOHMJIBI MOBM MOYKHA 3allpOIIOHYBaTH BHOIp caMHUM CTYAEHTaM Ha OCHOBI MOMNEPEIHbOr0 aHai3y
iHpopMalii 3 BIAKPUTUX JKEPEN PO 0COOIMBOCTI 000X CEpeIOBHIIL
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