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BCTYII

[Iporpama nucuumiinu « VR-texHomnorii ta 3D MojentoBaHHs» Tays3i
3HaHb 12 «ludopmariiini TexHosori» cnemianbHocTi 121 «IHxkeHepii
IIPOTPAMHOTO 3a0€e31eYeHH», OCBITHBO-TIIPO(eCiitHOT IpOrpaMu
«YTpaBiiHHS IPOEKTAMU MIPOTPAMHUX MTPOIYKTIB» Ta OCBITHHO-NIPO(ECIHHOI
nporpamu «lHXeHepis MPOTPaMHOTO 3a0€3MeUEHHS.

[Iporpamy miaroroBieHo BiAmoBimHO g0 CTaHIapTy BHINOI OCBITH
VYKpainu 3a JaHOIO CHEIIAJbHICTIO Ta BIAMOBIIHOI OCBITHBO-TIPOQECIHHOT
MPOTpaMH MiJArOTOBKUA MaricTpis.

[Iporpama ckiialaeThbCs 3 TAKUX PO3ILIIB:

1 Mera, 3aBgaHHs Ta OPEeAMET AUCIUTLIIIHH.

2 llepenymoBU BUBYEHHS AUCHUIUIIHU SK BUOIPKOBOI KOMIIOHEHTH
OCBITHBO-TIPO(ECIHHOI TPOrpamu.

3 Pe3ynbratvl BUBYCHHS TUCIHILTIHY.

4 3MiCT IUCIUILIIHHA.

5 Choucoxk peKOMEHJ0BaHUX JIXKEpe.

1. META, 3ABJIAHHSI TA TIPEJMET JUCHUATUITHA

Memoro BUBYEHHS HaBYaJIbHOI IUCLMIUIIHU «VR-texHosorii ta 3D
MOJEIIFOBAHHA» € 03HAOMIIEHHS CTYJIEHTIB 3 OCHOBaMHU CTBOPEHHSI BIPTYaJbHOI
peaNbHOCTI Ta HABUYKAMH TPUBUMIPHOTO MOJICITIOBAHHS AJI1 PO3POOKH IMEPCIMHUX
IHTEPAKTUBHUX JOCHI/UKEHb, 1rOp, HABYAJIBHHUX IporpaMm Ta Bi3yasi3aliiiHuX
JIOJIaTKIB.

3asoanHsam TUCUMILUTIHU € O3HAHOMJICHHS 3 OCHOBAMM Ta MPUHIIUIIAMHU
BIPTYaJIbHOI pE€aIbHOCTI1; BUBUECHHSI IHCTPYMEHTIB Ta TEXHOJIOT 1/ /17151 pO3POOKH
BIPTyaJbHUX  CEPEJOBUIN;,  OBOJOJIHHS  HAaBUYKAMU  TPUBHUMIPHOTO
MOJICTIIOBAHHSI OO'€KTIB Ta CEPENOBHUI JJIi BUKOPUCTAHHS Y BIPTyaldbHIN
pEeaNbHOCTI; PO3YMIHHSI Ta BUKOPUCTAHHS aHIMAIlii, TEKCTYp Ta OCBITJICHHS JIsI
CTBOPEHHS PpEAICTUYHMX IMEPCIHHUX IHTep(]EiCcCIB Ta  OTOUYYIOUOIO
CEepeloBUINA; pO3pOOKa IHTEPAKTHMBHUX  €JIEMEHTIB Ta  yIpaBJIiHHS
BIPTYaJIbHOIO PEAJIbHICTIO; ONTUMI3Allisl MPOAYKTHUBHOCTI Ta B3a€EMOJIA 3
pizHUMH npucTposimu VR.

Ilpeomemom BUBUEHHS AUCHUIUIIHU € OCHOBHI TOJIOKEHHS Ta METOIU
PO3pOOKH TPUBUMIPHUX MOJIEIEH, a TAKOXK JOAATKIB BIpTyaabHOI pealbHOCTI.

2. HEPEAYMOBU BUBYEHHS TUCHUILIIHYA SIK
BUBIPKOBOI KOMIIOHEHTH OCBITHBOI IPOI'PAMU

suanHsa: OOII MoBor C#, TexHoJiorii po3po0Oku Ta TecTyBaHHs [13;
6éMiHHA: TiporpamyBaTu MoBoro C#; nocsin po6otu 3 OC Windows Ha piBHI



aJMIHICTpYBaHHS.

3. PE3YJIbTATU BUBYEHHSA AUCIHUIIJITHHA

Hucmumnina « VR-texHomorii Ta 3D MomemtoBaHHs», SK 000B’SI3KOBa

BUOIPKOBa KOMIIOHEHTa OCBITHBOI MPOTpaMH,

3abe3redye OBOJIOMIHHS

CTYJICHTaMH 3araJIbHUMU Ta (axOBUMHU KOMIIETEHTHOCTSIMH 1 JOCATHEHHS
HUMHM TIPOTPAMHUX pe3yJIbTaTiB HaBYaHHS 3a BIJAMOBIJHOI OCBITHBO-
npodeciifHO0 MPOrpPaMoro:

Ynpaeninua npoekmamu npozpamnux npodykmie (OC mazicmp)

Howmep B
OCBITHIM
nporpami

3MICT KOMIIETEHTHOCTI

Howmep temu,

110 PO3KPHUBAE

3MICT KOMIIE-
TEHTHOCTI

3azanvui KoMnemenmHoCmi 3a 0C8IMHBLOIO NPOSPAMOIO

3K01

3MaTHICTB /10 a0CTPAKTHOTO MUCIICHHS, aHAJII3Y
Ta CUHTE3Y.

1-14

3K02

3MaTHICTh CIJIKYBATUCS 1HO3EMHOIO MOBOIO SIK
YCHO, TaK 1 TUCbMOBO.

1-14

3K03

3MaTHICT,  OPOBOJUTH  JOCHIPKEHHS  Ha
BIJINOBIJJTHOMY PIBHI1

1-5

3K05

31aTHICTh T€HEPYBATH HOBI 1]1€1 (KPEaTUBHICTB).

6-14

Daxosi KOMNEMEHMHOCMI 3a OCBIMHbOIO NPOCPAMOIO

CKOl

3maTHICTh aHaTI3yBaTH MpEeAMETHI 00JacTi,
dopmyBatu, KiIacudpikyBaTH BUMOTH IO
IPOrpaMHOro 3a0€3MeYeHHs!.

6, 10-14

CKO02

31aTHICTb PO3POOJIATH 1 peaTi3oByBaTh HAYKOB1
Ta/ad0 TPUKIIAIHI MPOEKTU Y cdepl 1HXKEeHepil
IpOrpaMHOro 3a0e3meueHHsl.

6-14

CKO03

3/1aTHICTh POEKTYBATH apXITEKTypy
OPOrpaMHOro 3a0e3NeyeHHst / npocpamHo2o
npooyKmy, MO/ICJIFOBaTH polLecH
(YHKIIIOHYBAaHHS ~ OKpPEMHUX  MIACUCTEM 1
MOJIYJIB.

6-14

CK04

3MaTHICTh PO3BHBATH 1 pealli30BYyBaTH HOBI
KOHKYPEHTOCTIPOMOXKHI ~ 17ei B 1HXKEHepii
IPOTrPaMHOT0 3a0€3MEUCHHS.

1-14

CKO07

3/1aTHICTb KPUTUYHO OCMUCIIOBATH MPOOJIEMU
y raiy3i iHhopMaIlifHUX TEXHOJIOT1H Ta Ha MEXI1
rajiy3eil 3HaHb, IHTETPyBaTH BiJNOBI/IHI 3HAHHS




Ta pO3B’sI3yBaTH CKIAAHI 3a7a4l y MIUPOKUX 200
MYJbTUANCIMUILTIHAPHUX KOHTEKCTAaX.

CKO08

3MaTHICTE  PO3pOOJATH 1  KOOPJAUHYBATH
IPOIIECH, €Talu Ta iTepallii KUTTEBOTO IHUKITY
IPOrPaMHOTO 3a0€3MeUeHHs/npocpamHozo
npoodyKkm)y Ha OCHOBI 3aCTOCYBAaHHSI CyYaCHHUX
MOJIEJIei, METO/IIB Ta TEXHOJIOT1A PO3POOTIEHHS
IpOrpaMHOr0 3a0e3MeueHHsT / HpocpamHo2o
npPOOYKmy.

6-14

CKO09

3matHICTh 3a0e3nedyBaTH SKICTh IMIPOTPAMHOTO
3a0e3neUeHHsl / npocpamHo2o npooyKmy.

14

IIpoe,

aMHipes'yJmeamu HABYAHHSA 34 OCBLMHBOIO npozpamoro

PHOS8

Po3pobast 1 mMoamdikyBaTH —apXiTEKTypy
pPOrpaMHOr0 3a0e3mnedyeHHs s peaiizalii
BHMOT 3aMOBHHKA.

1-14

PH10

MoaudikyBatu iCHYIOUl Ta PO3pPOOJISITU HOBI
ITOPUTMIYHI pilIeHHS JETATBHOTO
IPOEKTYBAHHS IPOIPaMHOI0 3a0€31€YEHHS.

1-14

PHI11

3abe3meuyBaT  AKICTh Ha BCIX  CTamisx
YKUTTEBOTO UKy MPOTPAMHOTO 3a0€3MCUCHHS,
y TOMY YHCJl 3 BUKOPHUCTAHHSIM PEJICBAHTHHUX
MOJICJIEH Ta METOJIB OIIHIOBAaHHSA, a TaKOX
3ac00iB  aBTOMAaTU30BAaHOIO TECTYBAHHS 1
BepudiKallii TporpaMHOro 3a0e3NeUYeHHs.

14

PHI16

[InanyBatu, opraHizoByBaTH Ta 3/1MCHIOBAaTH
TECTyBaHHS, Bepudikalilo Ta  BaJIlAaIllio
IIPOTPAMHOI0 3a0€3MEeUYCHHS.

1-14

Inorcenepia npozcpamnozo 3aoezneuennsn (OC mazicmp)

Howmep B
OCBITHIN
nporpami

3MICT KOMIIETEHTHOCTI

Howmep Temu,

110 PO3KPHUBAE

3MICT KOMIIE-
TEHTHOCTI

3azanvHi KOMnemeHmHoOCmi 3a OC8IMHbLOIO NPOCPAMOIO

3KO01

3MaTHICTH /10 a0CTPAKTHOTO MUCIICHHS, aHAJII3Y
Ta CHHTE3Y.

1-14

3K02

3MaTHICTh CHUJIKYBATUCS 1HO3EMHOIO MOBOIO SIK
YCHO, TaK 1 TUCbMOBO.

1-14

3K03

3MaTHICT,  OPOBOJUTH  JOCHIPKEHHS  Ha

BIJINOBIJJHOMY PIBHI1

1-5




3K05

3/1aTHICTh T€HEpYBaTH HOBI 171€1 (KPEaTUBHICTD).

6-14

Daxosi KOMNemMeHmMHOCMI 3a OC8IMHBLOIO NPOZPAMOIO

CKO1

3MaTHICT, aHaAMI3yBaTH MIpPeAMETHI 00JacTi,
dbopmyBaTH, KiIacu(dikyBaTH BHMOTU  JIO
IPOrPaMHOTO 3a0€3MeYCHHS.

6, 10-14

CKO02

3/1aTHICTb PO3POOJIATH 1 peaai3oByBaT HAyKOB1
Ta/ab0 MPUKIIAIHI IPOEKTH y cdepl 1HKEeHepii
MIPOTPAMHOI0 3a0€3IECUCHHS.

6-14

CKO3

3/1aTHICTh IIPOEKTYBATH apXITEKTypy
IPOrPaMHOTO  3a0e3MeUeHHs MOJICITIOBATH
nporecu (GyHKIIIOHYBaHHS OKPEMHUX IT1JCHCTEM
1 MOJTYJIB.

6-14

CKO04

3/1aTHICTh PO3BHBATH 1 peali30ByBaTH HOBI
KOHKYPEHTOCTIPOMOXH1 i€l B  1HXKEHepii
IpOrpaMHOro 3a0e3meueHHsl.

1-14

CKO07

3M1aTHICTh KPUTUYHO OCMUCIIOBATH MpPoOIeMu
y raiy3i iHhopMaliiHUX TEXHOJIOTH Ta Ha MEXI1
rajgy3ei 3HaHb, IHTErPyBaTH BIAMOBIHI 3HAHHS
Ta pO3B’sI3yBaTH CKJIAAHI 3a7a4l y MIUPOKUX 200
MYJIBTUIMCIUTIIIHAPHUX KOHTEKCTAaX.

CKO8

3MaTHICTb  PO3POONSITH 1 KOOPJMHYBATH
NpoLIeCH, €Talu Ta ITepallii >KUTTEBOTO LUKITY
nporpaMHOro  3a0e3leueHHsT Ha  OCHOBI
3aCTOCYBAaHHS CYYaCHUX MOJIENEH, METOJIB Ta
TEXHOJIOT 1/ pO3pO0IEHHS IPOrpamMHOro
3a0€3M1eUeHHs.

6-14

CKO09

31aTHICTh 3a0e3MeuyBaTu SIKICTh MPOrPaMHOIO
3a0e3I1eYeHHSL.

14

IIpoepamni pesynomamu HA8UAHHS 3a OCBIMHBOIO NPOSPAMOIO

PHO1

3HaTH 1 3aCTOCOBYBAaTH Cy4YacHi MpodeciiiHi
CTaHAapTA 1 1HOI ~ HOPMATUBHO-TIPABOBI
JOKYMEHTH 3  1H)KEeHepii  MporpamMHOro
3a0€e3MeUeHHsI

1

PHO2

OuiHroBaTy 1 BUOMpaTH €()EKTUBHI METOIHU 1
Moe PO3pO0JICHHS, BIIPOBAJPKCHHSI,
CyNpoBOAY TIPOrpaMHOro 3abe3medyeHHS Ta
YIOPABIIHHS BIIMOBIIHUMHU MPOIECAMHU Ha BCIX
eTarnax XUTTEBOTO ITUKITY.

2-5

PHO4

noTpeou 1
IPOEKTYBAHHSI

Busisnaru 1H(pOpMarIiitHi
kmacudikyBaTH  JaHl A
IPOrpaMHOro 3a0e3MeYeHHs!.

1-5




PHO9

OOrpyHTOBaHO BUOMpAaTH TapagurMd 1 MOBHU
porpaMmyBaHHS IS pPO3pOOIECHHS
IPOrpaMHOTO 3a0€3MeYCHHS; 3aCTOCOBYBATH Ha
OPaKTUIl  CydacHI  3aco0u  po3poOJieHHs
IIPOTPAMHOI0 3a0€3ICUCHHS.

2-5

PH10

MoaudikyBatu iCHyKOUl Ta PO3pPOOJISITU HOBI
aJITOpPUTMIYHI pIlIEHHS JNETATBHOTO
IPOEKTYBAHHS MPOTPAMHOT0 3a0€3MeYeHHS.

1-14

PHI11

3abe3meuyBaT  AKICTh Ha BCIX  CTamisgx
KUTTEBOTO IMUKITY TIPOrPaMHOTro 3a0e3MeUeHHs,
y TOMY YHCIII 3 BUKOPHCTAaHHSIM PEJICBAHTHHX
MoJIelield Ta METOJIIB OIIHIOBaHHS, a TaKOX
3ac00iB  aBTOMAaTHU30BAHOIO TECTYBAHHS 1
BepudiKallii IporpaMHOro 3a0e3neyeHHs.

14

PHI15

3M1CHIOBATH  PEIHXKUHIPUHT  HPOrPaMHOIO
3a0e3MneUeHH s BIAMOBIIHO JO BUMOT 3aMOBHUKA.

6, 13




4. 3MICT JUCUMIIITHU

PO3/1JI 1. IMEPCIMHUM KOHTEHT: IPOTPAMHA TA
AITAPATHA CKJIAZIOBI

Tema 1. Beryn 10 HaByaabHOL aucuuiuiinu «VR-rexnodiorii ta 3D
MOJeJIBAHHSA». (OCHOBH TEeXHOJIOTII BIPTyaJbHOI Ta [IONMOBHEHOI
peanbHOCTI

Merta Ta 3aBmaHHS BHBYEHHS AWCIUILIIHI. Bu3HaueHHs BIpTyalabHOI
peasbHOCTI Ta 11 mpu3HaueHHs. Ictopia po3Butky VR: Bij nepmux crnpod a0
CYyYaCHHX TE€XHOJIOT1M.

Orisi; OCHOBHUX KOMITOHEHTIB CHCTEM BIPTYaJIbHOI PEajbHOCTI:
II0JIOMH, KOHTPOJIEPU, CHUCTEMM BIACHIAKOBYBaHHsA ToIIo. IloTeHiiiiHi
3acTtocyBaHHs VR y pi3HuX cdepax, BiJ 1Irop A0 OCBITH Ta MEIUITUHH.

ba3oBi MOHATTS 1 BU3HAUEHHSI TEXHOJIOTIH BIPTYaJbHOI 1 PO3IMIMPEHOT
peanbHOCTI: immersive, real reality, virtual reality, augmented reality, mixed
reality, extended reality. KontuHyyM peanbHO-BIpTyalibHE: HOCTIIHKCHHS
pI3HMX PIBHIB 3aHYypEeHHS y BipTyainbHuil npoctip. Kiacudikaris TexHonorii
BIpTyallbHOI 1 PO3MMPEHOi peadbHOCTI. DYHKIIOHATBHI MOMJIHUBOCTI
CydJacHMX JOJAaTKiB 1 cepemoBui] 3 iMepciiHUM KoHTeHTOM. Cdepu
3aCTOCYBaHHsS 1 BHUKOPHCTaHHS TEXHOJOTIM BIpPTyadbHOI 1 PO3IMIHUPEHO]
peanbHOCTI. CKIa70B1 IMEPCIHI KOHTEHTY. Iaes 1 cueHapiil i J10JaTKiB
PI3HOTO PIBHS 3aHYPEHHS y BIPTYaJIbHUMA MPOCTIP.

Cranmaptu po3poOKH J0AaTKIB BIpTyalbHOi peanbHOCT: OpenXR,
WebXR , I[EEE VR Standards Committee, ISO/IEC JTC 1/SC 24 - Computer
graphics, image processing, and environmental data representation.

Cnncok peKOMeHI0BAHUX JIKepeT

Ocnosnuii: 1 Jc. 4-56]

Jlooamkosuii: 6 Jc. 5-14), 9 Jc. 1-23]

Iumepuem-oocepena: 10, 13, 15, 19

Tema 2. Ilpuctpoi Bi3yauaizamii i B3aeMoaii s iMepcCiMHUX
cepe10BHIIL

Knacudikaniss npuctpoiB Bizyamnizaiii 1 B3a€EMOAIl JJig IMEpCIHOTO
cepenoBuma. [Ipuctpoi Bizyamizamii BipTyanbHuX 00'ekTiB: VR 1momomu,
OKYJISIpY JIOMIOBHEHO1 PEeajgbHOCTI, MaHedl 1 MOHITOPH JUIsl BiOOpa>KeHHS
BipTyaibHUX 00'ekTiB. OCHOBM HAWMPOCTINIOI KOHCTPYKIi MPUCTPOIB
Bi3yanizalli iMepciiHoro koHTeHTy. IIpuctpoi B3aemojii 3 BipTyaJlbHUMU
o0'eKTaMu B IMEPCIMHUX CEPENOBUILAX: CUCTEMU TPEKIHTY TOJIOBH, OYEil,
pYXIB TiJa; pyKaBUYKkd, 3D KOHTposiepu, NPUCTPOI 31 3BOPOTHUM 3B'SI3KOM,



mwiatdopmu, natyuku. Opranizaimisi 3BOPOTHOTO 3B'SI3KYy  1MEpPCIHOTrO
CEpEIOBUIIA 3 KOPUCTYBAUYEM.
Cnncok peKOMeHI0BaHHUX JIKepeT
Ocnosnuii: 4 [c. 6-30]
Jlooamxkosuii: 6 [c. 20-60] 8 [c. 10-42]
Iumepnem-oxcepena: 11, 15, 16, 21

Tema 3. Incrpymentu ais1 po3podoku VR/AR noaarkis

OCHOBHI IHCTPYMEHTH, SIKI BHUKOPHUCTOBYIOTBCS JJisi PO3POOKH
BipTyanbHOi peanbHOcTi (VR) Ta pomoBHeHoi peanbHOCTi (AR): Unity Ta
Unreal Engine.

Orngan Ta MOPIBHAHHS JBUTYHIB BIPTyaslbHOI peasibHOCTi, Unity Ta
Unreal Engine: icTopisi pO3BUTKY KOKHOT'O 3 JBUTYHIB Ta IXHIX OCHOBHHUX
(GyHKIIM; TOPIBHAHHA XapaKTEPUCTHUK, SIKI MOXYTh BKJIIOYATH TpadiuHHii
JIBUTYH, cucTtemy (i3uKH, IHTepPeiic KopucTyBaya TOIIO; aHAJ3 EKOCUCTEMU
KOXXHOTO 3 JIBUTYHIB, BKJIIOYAIOYM JIOCTYMHHI O10/10TE€KH, pecypcu Ta
CHUJIBHOTY PO3POOHHUKIB.

[aTepdeiicy kopuctyBava ta ocHoBH1 QyHKii Unity Ta Unreal Engine:
AeTanbHe oO3HaloMJeHHs 3 1HTepdeiicom kopuctyBaua Unity Ta Unreal
Engine; ocHOBH1 (pyHKIIIT Ta IHCTPYMEHTH JIJIsl CTBOPEHHSI BIpTyaJbHUX CBITIB,
00'€eKTIB Ta aHIMaIll].

OCHOBHI MOKJIMBOCTI i1 po3poOkn VR 1ogaTkiB y KOXKHOMY 3
JIBUTYHIB, 1oJipoouill po3podku VR noxatkiB y Unity; aHami3 MOXKJIMBOCTEH
po3podku VR momatkiB y Unreal Engine.

Cnucoxk pekoOMeHI0BAHNX JIKepeJT

Ocnosnuui: 1 [c. 90-105] 3 [c. 6-95] 4 [c. 32-68]

Jlooamxosuti: 5 [c. 14-37] 8 [c. 73-88]

Iumepnem-oxcepena: 10, 11, 12, 14, 15, 18

Tema 4. lITyuynnii inTesqexkT B po3podui VR/AR noparkis

[HTEepaKTUBHICTD Ta MOBEIHKA BIpTyalibHUX areHTiB. Bukopucranusa LI ans
CTBOPEHHSI PEaJICTUYHOI MOBEAIHKM BIPTyalbHUX MEPCOHAXIB a0O areHTiB y
BIpTyaJIbHOMY cepeAoBHIIi. Po3Mmi3HaBaHHS TOJI0COBUX KOMAH/I, PEAKITiI0 Ha KECTH,
B3a€EMOJIII0 3 KOPHUCTYBaueM, PO3Mi3HABaHHS OOJUY Ta KECTIB KOPHUCTYBAYiB Yy
BIPTyaJIbHOMY CEpEeIOBHUIIII.

[lepconamizarisi Ta ajamTaiis: MEpPCOHAI3allisl TOCBIAY KOpHCTyBada y
BIpTyaJbHOMY CEpEIOBHINI. AHaI3 Jdii Ta B3aeMOIi KOpPHUCTyBaya, 100
MPOINOHYBATH 1H/IMBIAyaai30BaHl peKOMeHAAallll ado afanTyBaTH IFPOBHUM ITPOLIEC 10
BMiHb Ta MOTPEeO KOPUCTyBaYa.

Cnucok peKOMeHI0BAHMX JIKePeJT

Ocnosnuiti: 4 [c. 102-154]



Jlooamxkosuii: 6 [c. 122-136]
Iumepuem-ooicepena: 20

PO3I1LJI 2. OCHOBMU 3D MOJIEJIOBAHHSA 3ACOBAMU
BLENDER

Tema 5. InTepgeiic moporamu Blender. CTBopeHHs i pefaryBaHHs
00’exTiB B Blender

Expan Blender. Tunu BikoH. Binkputts, 30€pe:KeHHs Ta NPUKPITUICHHS
daitniB. YnakoBka gaHux. PoOora 3 BikHamu BuaiB. CTBOpEHHS BIKHA
BUrJIsAly. 3MiHAa BikoHHOro Tumy. Hagiramiss B 3D-nmpoctopi. Hampsimu
nepernsaay. O6'ekTHuit pexkuM. Bubip abo BuaiaeHHs 00'ekTiB. [lepemimenus
o0'ektiB. OOeprtanHs  00'ekTiB, 1iX MacmTaOyBaHHS, J3€pKaJIbHE
BinoOpaxkenns. [ludposuit gianor. CTBOpeHHS AyOIiKaTiB.

PoGota 3 ocHoBHMMH MemI-o0'ektamu  (mesh). Bukopucranss
MoAuGIKaTOPIB JIJIs MaHIMyJIAL1i Mell-00'ekTamMu. PenaryBanHst BepIIMH Mell-
o0'ekta. PexxuM mpomopIiiiHOTO penaryBaHHS BEPIIMH. 3TriaKyBaHHS.
BupnasnioBanns (Extrude). OOepranHsi 1 oOepraHHsi 3 JqyOJIFOBaHHSIM.
Kpyrtinns (Screw). lllym (Noise). [nctpyment aedopmariii (Warp). «3auenu»
st 00'exTiB. [HCTpyMeHTH ayis poOoTH 3 pedpamu / TpaHsamu. [HCTpyMeHT
ctBopeHHs1 (dacku. [HCTpyMeHT neummariii. CuUMeTpUYHE MOJEITIOBAHHS.
OO6'ennanns / moAin Mem-00'exTiB, OyyeBi omepailii. 3B'130K (yrpyIyBaHHsI)
00'ekTIB crtocoboM «baTbko-Hamaaok» (Parenting).

CnHcoK peKOMEHI0BaAHHUX JIKepet

Ocnosnuii: 2 [c. 12-40]

Jlooamkosuii: 5 [c. 14-23]

Iumepuem-oxcepena: 22, 23

Tema 6. Po0ora 3 kpuBumu i noBepxusimu. Marepianu i TekcTypu
B Blender

Kpugi 1 noepxHi. Tekct. [Tapamerpu 3D Tekcty B Blender. [edopmanis
TEKCTy 3a JIONOMOror0 KpuBoi. BujaBmioBanHst y3noBx nuisaxy. [lupuna 1
dbopma o0'ekTa 3a momomMoror kpuBoi. Jledopmarris ob'ekTa 3a 101IOMOIOI0
kpuBoi. CtBopenHs noBepxHi (Skinning). OcuoBu NURBS 1 meTa-noBepXoHb.
Buxopuctanass NURBS nnsi cTBOpeHHSI BUTHYTHX MOBEpXOHb. MeTtabomnu
(MetaBalls). EdekT piauHu 1 kpanenb 3 BAKOPUCTAHHSIM METa-MIOBEPXOHb.

OcHoBHI HacTpoiku MarepiaiiB. Judysis. [[3epkanbHe B11OoOpakeHHS.
Marepianu B npaktuii. Pamnosoi meiiaepu. HanamryBanua Hallo (opeon).
3actocyBanHs MatepianiB. OCHOBHI HACTPOIKU TeKCTYp. Bukopucranns Jpeg
300paxeHHs] B sIKOocTi Tekctyp. Kaptu 3mimenHs. KapTu HaBKOJIUIITHBOTO
cepenoBuma. [{impHe 1 mopoxkHucTe ckiao. UV-pemaktop 1 BUOIp TpaHEei.
«Posropranus» moaunu (ctBopenns UV-kaptu). TekcTepHo miariyu.



Cnucok peKOMeHI0BAHMX JIKePeJT
Ochoshuti: 2 [c. 40-54]
Jlooamxosuti: 5 [c. 23-36]
Iumepnem-oocepena: 22, 23

Tema 7. OcBiTienns i kamepu B Blender

Ocsitnenns. Tunu mxepen cBiTia. TiHI METOAOM TpacyBaHHS TPOMEHS.
PeduiekTopHOCTh (A3€pKaibHE BIIOOPAXKEHHS) 1 MepeTOMIIEHHS (TPO30PICTh).
TinpoBuii Oydep. OO'emHe ocBiTieHHs. IlapameTpu HamamTyBaHHS
ocBiTIeHHs. Omniiii 1 HanamTyBaHHs KaMmep. CTeXEHHs KaMepH.

Cnmcoxk peKoOMeHA0BaHUX JIKepeJl

Ocnosruii: 2 [c. 40-54]

Jlooamxosuti: 5 [c. 23-36]

Iumepuem-oxcepena: 22, 23

Tema 8. Animauis B Blender

Amnimariis 6e3 nedopmaritii 06'extiB. Moayns [PO. KmirouoBi kaapw.
Kpusi 1 xmtoui [PO Animarisi y310BXK HUisixy. AHiManis 3 aegopMalii€ero.
AOcomoTHI 1 BIIHOCHI KJIIOYl BepivMH. PemriTkoBa aHiMarlis. AHIMaris
nepcoHaxiB. OCHOBHI 1HCTpYMEHTH. ApmarypHui o00'eKT. «OasraHHs»
ckenera (Skinning). I'padiune npusHauenHs Bar (Posmoain BmiIuMBY 3a
nornomororo papOysanus — Weight Painting). Pexxum mo3u (Posemode). Bikao
nii. AxtuBatop mii. BikHo NLA (Non Linear Animation — HeminiiiHa
Amnimaris). ITlpus'szku (oOMexxeHHst). Tumnu mnpuB'si3ok. Apmarypa s
KIHI[IBOK (PYK 1 HIT'). ApMarypa Jijist MexaH13MiB. HeniniiiHa aHimMalist Xoap0u.
AHIMalis MaTepiajiB, JamIl 1 HalalllTyBaHb OTOYEHHS.

CnHcoKk peKOMEeH/10BaHHUX JIKepet

Ocnosnuu: 2 [c. 54-120]

Jlooamkosuii: 5 [c. 36-84]

Iumepuem-oocepena: 22, 23

Tema Ne 9. Bizyadizanis (penaepunr) ta e¢pextu B Blender. Pooora 3
YACTHHKAMM

Pennunr. Pennepunr mo yactunax. [lanopamuwmii pennepunr. Buxigni
dbopmartu. Bizyanizamis animaiii. Posamuricts pyxiB (Motion Blur). I'mubuna
pizkocti mpoctopy (Depth of Field, DoF). Mynbetsiimna o6Boaka (Cartoon
Edges). O6'ennanuii pengep (Unified Renderer). IlinrotoBka pobotu s
Bizeo. Meton Radiosity B Blender. Bizyamizamisi Radiosity. Radiosity sk
iHCTpyMeHT MojientoBanHs. CtBopenHst AVI-daiiny.

Edext komnonyBanns. Edexrt vactunok. [Ipocti yactku. [HTepakTUBHI
yacTku. HanamryBanHs yacTUHOK. BIIMB mMaTepiany Ha CUCTEMY YaCTUHOK.



B3aemoniss yactuHOKk 3 00'ekramu. Edekt xpumi. CremianbHl METOIU
mozentoBanHs. Komist Ha koxHiM BepmuHi (Dupliverts). Korist Ha koskeH Kajp
(Dupliframes). MonentoBanHs 3a 101oMororo pemrtok. M'siki Tuta. Cucrema
M'sskux Ti1 B Blender. Edexktu 00’ emy.

Cnncok peKoOMeH0BaHUX JIKepeJT

Ocnosnuui: 2 [c. 120-154]

Jlooamkoesuii: 5 [c. 84-136]

Iumepuem-oocepena: 22, 23

PO3/1J1 3. PO3POBKA JOJATKIB BIPTYAJIbHOI PEAJIBHOCTI

Tema 10. ba3oBi ocHoBU (OpMyBaHHS CTEPe0300pPaKEeHD

ba3oBi ocHOBH (hopmMyBaHHS cTepeo300pakeHb. TeXHOI0T1i CTBOPEHHS
crepeo3odpakeHb. CTBopeHHs aHariida. CTBopeHHs cTepeorpamMu. OCHOBU
po6otu 3 SDK Unity 3D. CtBopenns irpoBoro gonatky B SDK Unity 3D.

Cnucoxk pekoOMeHI0BAHNX JIKepeJT

Ocnosnuii: 3 [c. 95-140]

Jlooamxosuti: 7 [c. 6-140]

Iumepnem-ooicepena: 12

Tema 11. Ilpunuunu crtBopeHHss VR mopartkiB i3 3acTocyBaHHSIM
SDK Unity

CrtBopennsa VR-ponatky 3 BukopuctanusMm SDK Unity. CtBopennst VR-
nonatky 3 BukopuctanHsM SDK Unity 1 616mioteku ALPS-VR. CtBopenns
VR-nonatky 3 BukopuctanusaM SDK Unity 1 010miotexku Fibrum SDK.

Cnucoxk peKOMeHI0BaHMX JKepeT

Ocnosnuii: 3 [c. 140-167]

Jlooamxkosuii: 7 [c. 140-184]

Iumepuem-ooxcepena: 12

Tema 12. Oco0amBOCTI B3a€EMOAII 3 KOPUCTYBaYeM Y BIPTyaJbHii
peajibHOCTI

CeHcopu, MaHIMyJISTOPHU, IPUCTPOI po3Mi3HaBaHHS *KecTiB. [Iporpamne
3a0e3nedyeHHs] (PYyHKIIOHYBAaHHS arapaTHOI CKJIaI0BOi B3aeMO/IIi 3 00'eKTaMu
BIpTyaJIbHOI peajibHOCTI.

Cnncok peKOMeHI0BAHUX JIKepeT

Ocnosnuii: 3 [c. 167-183]

Jlooamkosuiti: 7 [c. 184-201]

Iumepnem-oxcepena: 12



Tema 13. Po3poOka BHcOKOe(eKTHBHMX I0NATKIB BipTyaJbHOI i
PO3LIUPEHOI PeaTbLHOCTI

Buxopucranns  6i6mioteku  OpenCV  anga  po3poOKu  J10JaTKiB
pPO3LIMPEHOI peaibHOCTI. Po3poOka 1 CTBOPEHHS MNpOrpaMu PpO3MIUPEHOT
peanbHOCTI  peabHOCTI 3  BUKOpUCTaHHsAM  Oi0miotexku  ArtoolKit.
Bukopucranns miardopmu Vuforia juisi cTBOpeHHsI J0JIaTKIB PO3LIUPEHOI
pEaNbHOCTI 3 TIOJIICEHCOPHIN YIIPABIIHHSIM.

Cnucoxk peKoOMeHI0BAHNX JIZKepeJT

Ocnosnuii: 3 [c. 183-220]

Jlooamxosuii: 7 [c. 201-236]

Iumepnem-ooicepena: 12

Tema 14. TectyBaHHS 10JaTKIiB BIPTYaJbHOI peaJbHOCTI

AHaJli3 OCHOBHHMX BUKJIMKIB Ta BUMOT JI0 TeCTyBaHHs VR nonatkis.

TectyBanHs iHTEpQEHCy Ta B3aeMO/11: MPOBEICHHS TECTIB Ha iIHTEepdeiic
KOpHCTYyBayda y BIPTyaJIbHUX CEPEIOBUIIAX; aHAJI3 B3a€MO/IIi KOPUCTyBaya 3
JI0JIATKOM Ta OIlIHKA ii €EKTUBHOCTI Ta 3PYUHOCTI.

TecTtyBaHHSI MPOAYKTUBHOCTI Ta ONTHUMI3AIlli: BUZHAUYECHHSI KJIFOYOBUX
METPUK TPOAYKTUBHOCTI miis VR jomatkiB; aHami3 OpPOIYKTUBHOCTI Ta
BHSBJICHHS] MOXKJIMBUX TTPOOJIEM JIJIs ONITUMI3AIlii JOCBITY KOPHUCTyBava.

TecTyBaHHS BI3yaJbHOI AKOCTI Ta Tpadiku: OIIHKA peaTiCTUYHOCTI Ta
AKOCTI Tpadiku y BIPTyaIbHUX CEPEJOBUINAX; MPOBEJACHHS TECTIB Ha
OCBITJICHHSI, TEKCTYPH, aHIMAI[II0 Ta 1HII Bi3yajbHI aCEKTH 10JaTKiB VR.

TectyBaHHsl ayaio-Tau 3B'S3KY: OIlIHKA SIKOCTI 3BYKY Ta B3a€MOJIl 3
JOIaTKOM 4epe3 ayaio 1 Tad-iHTepdelcu; NpPOBEJACHHS TECTIB Ha
pO3MI3HaBaHHS I'OJIOCOBUX KOMaH/, 3BYKOB1 €()E€KTH Ta IHILI aCIEKTH ayJlio-
Ta4 B3aeMo/Iii. TecTyBaHHS B3a€MOJI1 3 KOHTpOJIEpaMU Ta 00JIaTHAHHSIM.

TectyBanHs O€3MEeKH Ta €PrOHOMIKH: OI[IHKA €PrOHOMIKH Ta OE3IMeKu
BUKOpHUCTaHHs AoaatkiB VR. IIpoBeneHHs TeCTiB Ha YHUKHEHHS MOMKJIMBHUX
TpaBM a00 TUCKOM(OPTY 1151 KOPUCTyBaya.

TecTyBaHHS BIATBOPEHHSI PEaJbHOCTI: OI[IHKA peai3My Ta BIITBOPEHHS
peaJbHOrO0 CBITY Yy BIPTYaJIbHUX JOJAaTKax; TECTyBaHHS Ha TOYHICTb
BiloOpaxeHHsI 00'€KTiB, MaciITaOiB Ta IHIIMX AacHeKTIB BIPTYyaJlbHOIO
CEpEIOBHUILIA.

Cnucoxk pekoMeHI0BAHUX JIKepet:

Ocnosnuii: 3 [c. 440-465]

Jlooamxosuii: 6 [c. 470-483]
Inmepuem-oocepena: 24
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