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MeTtoauyHi BKa3iBKM JI0 BHKOHAHHS JIaDOpPaTOPHHUX Ta CaMOCTIHHHX poOIT 3
mucruiutiad «Po3po0Oka irpoBHX 3aCTOCYHKIBY» JIJIsl 3100yBadiB BUIIO1 OCBITH Tary3i 3HaHb
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Po3risiHyTo OCHOBHI METOJM 1 TPUHOMU PO3POOKH IFPOBUX 3aCTOCYHKIB.

MicTuTh 3aBAaHHs 0 J1a00pPAaTOPHUX Ta CAMOCTIMHUX 3aHSTh, K1 BUKOHYIOTHCS Y
KOMIT IOTEPHOMY KJIacl B MEXaxX HaBYAIbHOI JUCITUILIIHH.

[IpuzHaueHo mJisi CTYAEHTIB 3 METOI 3aKpIiIUICHHS JIEKIIHHOrO Marepiainy i
MIATOTOBKHU JI0 Ja00paTOPHUX Ta CAMOCTIMHMX 3aHSTh 3 AUCHUILTIHU «Po3poOka irpoBux

3aCTOCYHKIBY.
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IHEPEAMOBA

Huctumutina «Po3po6ka IrpoBHX 3aCTOCYHKIBY» BHUBYAETHCS CTYJIEHTAMU akaaemii 3a
HaIpsiMOM OakajaaBpCbKO1 MIATOTOBKM 3 Traily3i 3HaHb 12 «[HpopmarliitHi TEXHOIOr1» Ha
TPEThOMY KypCl HaBUaHHS.

Meroro BUKIaAaHHS HABYAJIbHOI JUCHUILTIHU «P0o3po0Ka IrpoBHX 3aCTOCYHKIB» €
MIATOTOBKA (paxiBI(iB, 10 BOJIOAIIOTh HABUYKAMU POOOTH y Cy4aCHUX IFPOBUX CHUCTEMAX;
iX BIACTUBOCTI Ta MPUHLMIM HPOEKTYBAHHS, 3acO0M MPOEKTYBaHHS, PO3POOKH,
TECTYBaHHS Ta MIATPUMKHU KOMII IOTEPHUX 1rOP.

OBosnoninHs KypcoMm «Po3poOka IrpoBUX 3aCTOCYHKIBY» Tepedayae YUTaHHS JICKIIiH,
NPOBEJICHHS Ta0OPAaTOPHUX 3aHATh, BUKOHAHHS CAMOCTIMHOI pOOOTH Ta CKJIalaHHs 3aiKy.

3rifHO 3 BUMOTaMH OCBITHBO-TIPOGECIHHOT MPOrpaMu BHACHIIOK BUBYEHHS
HaBYaJIbHOI JucuUILIIHM «P0o3poOka IrpoBHX 3aCTOCYHKIB» CTYIEHT Oyjae 37JaTHUM
NPOJEMOHCTPYBATH TaKi pe3ybTaTH HaBYaHHS:

1. 3naTu cnenudiky cydyacHux iHGOpPMAIITHUX Ta KOMYHIKalIMHUX TEXHOJIOT1H,
AK1 3aCTOCOBYIOTbCS JJISI IPOEKTYBAHHS, CTBOPEHHS Ta ONTUMI3allli IrpOBUX
Be03aCTOCYHKIB, TCHJICHI[II Cy4acHOTO CTaHy PO3POOKH irop;

2. BOJOIITHM OCHOBHMMHM METOJIaMM, CclocobamMu Ta 3aco0aMu OTpPUMAaHHS,
30epiranHs Ta nepepooku iHdopmarlii;

3. BHKOPHCTOBYBATH CIIElla/li30BaHe MPOrpaMHe 3a0€3MEeUeHHs JJIsl CTBOPEHHS
Ta pefaryBaHHs IrpOBHX 3aCTOCYHKIB,;

4. BosomiTM HaBUKAaMH CaMOCTIHHOI poOOTH 31 cHeliadi3oBaHUM IMPOTPaMHUM

320€3MEeYECHHSIM.



MNEPEJIIK TEM NPAKTUYHUX 3AHSATHh TA CAMOCTIMHUX POBIT

Tema 1. Buam i KAHPH KOMITFOTEPHHMX ITOP ....ooooviiniiiiiiiieeensiiiirr e 5
[Tpaktuune 3aua1Ts 1. CTBOpeHHs rpu Geometry Monster (4 TOML) .ooovvvvvreeeeeeeeeeeeiiiiiine 5
CamocriiiHa po6oTa 1. [TuimeMo rpy «Bralail CIIOBOM .......ocvvvivieiriiiiieee e 126
[Ipaktuune 3aHATTA 2. CTBOPEHHS MIIATPOPMEPA (4 TOIL.) wovivvrrrreeiiinrrieeeneireee e e e 139
CamocriiiHa po6oTa 2. [TUIEeMO Ipy «3HANUIU CKAPOM. .ovvevrvrrireeiiiiiiieeeiiiieeeeeeenineeeeens 168
[TpakTrune 3aHATTS 3. CTBOPEHHS TPU ACTEPOIMM . .....eevrrieeeeiieeee e s e e e e 178
Camocriiina po6ota 3. [Tumemo rpy «3Miiika»: HaCTHHA 1.......ccoovivivieiiiiiiiicciiieeee 192
[Tpaktuune 3au1Ts 4. CTBOpeHHS Ipu Space Shooter (4 TOM.) ..oovvvvivvviiiiiiieeeeeeeeiiiie 204
CamocriiiHa po6oTa 4. [Tumemo rpy «3MifKa»: HaCTHHA 2......cccvvivivvieiiiiiiiiee e 261
[Ipaktuune 3auatTs 5. CtBOpeHHs rpu Tank shooter (4 TOM.) ..vvvveeviiiiiiieiiiiiece i, 281
Camocriitna po6ota 5. JIBoBumipHa rpa Arkanoid (Breakout) ..........cccooeeviiieiniieninenne 308
[Ipaktuune 3auartsa 6. CtBopenns rpu Endless Runner (Heckinuennuit 6iryH) ............ 334
[TpakTtuune 3ans1Ts 7. CTBOpEHHSI HECKIHUEHHOT aBToMOOUTBHOT rpu Road Rider ......... 357
[Ipaktuune 3anartsa 8. CtBopeHHs BepTHKaidbHOro mytepa (Top Down Shooter).......... 398
[Tpaktuune 3aua1Ta 9. CTBOpEeHHS Tpu Breakout (4 TOM.) .ooovvvvvvveeiiiiiiiiec e 413
Tema 2. 3aco0u CTBOPEHHS PeCYPCIB IS1 KOMII'FOTEPHUX ITOP .....cooovvveiiiieiieeieeee, 437
[Tpaktrune 3an1Ts 10. 3ac00M CTBOPEHHS PECYPCIB ISl KOMIT FOTEPHHUX 1TOD ... 437
] B 0T ) o PP TP PPPPTT 439



YBATA!

IToBHa Bepcist MeTOAMYHMX BKA3iBOK PO3TAIIOBAHA
HAa CAUTi JUCTAHUINHOIO HABYAHHA (PAKYJIbTETY
KiOepOe3nexku Ta iHGopMamiiHUX TEXHOJIOTIH

HauioHanbHoro yHiBepcutety "Ogecbka ropuanyHa
akagemisa"
3a aapecoro: https://cyber.onua.edu.ua

3 yCIX MUTaHb CTOCOBHO MOBHO1 BEPC1i HABYAJIbHOIO
MOCIOHMKA 3BEPTATHCS 3a aJIPECOIO:
zadereyko@onua.edu.ua
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