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1. ONHUC HABYAJbHOI JUCLIMILITHA

r XapakTepucTHKA HABYAJIbHOI
. ajly3b 3HaHb, HANpPSIM .
HaiimenyBanns ALy » Hamp AUCUMILIIHA
. NiATOTOBKHM,  OCBITHBO-
MOKA3HHUKIB ‘s AV AeHHa popma | 3a04Ha popma
KBaJi(ikaniinuii piBeHb
HABYAHHS HABYAHHSA
lamy3s — 12 Tadopmariiiai
3 b PMAL 000B’A3K0Ba
Utk 3 TEXHOJIOT1i
VIBKICTE KPCAUTIB — Pik miarorosku:
. i iCTh — 2-1
3araigbHa KUIbKICTh _CHCHIaHI’HICTI’
125 KibepOe3meka Ta 3aXucT Cemectp
roauH — 90 ; - —
1Hpopmarii 4-ii 4-it
Jlexuii
14 ron. | 4 ron.
IIpakTnuHi, ceminapcbKi
26 roz. | 4 Top.
JlabopartopHi
MoBa HaBYaHHSA — ) o
. PiBenp BHIIOT OCBITH — - | -
yKpaiHChKa " o s o
nepuunii (6akaiaBpChbKuii) piBEHb Camocriiina po0ora
Ta IHAMBIAyaIbHI 3aBJaHHA
50 ron. 82 ron.
Bun konTpoIio:
3aJIIK | 3aJIIK

OK IIporpamyBaHHsI Ta 3axXHCT irPOBHX 3aCTOCYHKIiB Hajae 3MOTy 3700yBadyaM MEpPIIOTO
(6akaaBpChKOTO) CTYIEHsS BHUIIOI OCBITH OBOJIOMITH CIEIIAIbHUMHU TpodeciiHuMHu 1HPOPMATUBHO -
KOMYHIKaTUBHUMHU KOMIIETEHTHOCTSIMHU, TIOB’S3aHUMH 3 BUKOPUCTAHHSM TEXHOJIOT1H CTBOPEHHS IIPOBUX
3aCTOCYHKIB Ta X 3aXUCTY.

Metorw IIporpamyBaHHsi Ta 3axXHCT IirpoBHX 3aCTOCYHKIB € ¢GOpMyBaHHS y CTYJICHTIB
(dbyHIaMEHTaIbHUX 3HaHb TEOPETHUUHUX Ta MPAKTUYHUX HaA0aHb y raily3i po3poOKHU KOMIT IOTEPHHUX Irop
13 3aCTOCYBaHHSIM Cy4YaCHHMX BI3yaJIbHHX CEPEJOBHIL; OBOJOIHHS CTYIEHTAaMH OCHOBHUX HPUHLUIIB
CTBOPEHHS 1 pO3pOOKH KOMIT IOTEPHHUX Irop Ta IX 3aXUCTY.

IlepenymMoBu Ajis1 BUBUYEHHSI TUCHUILTIHM. JlaHuii Kypc I'PYHTYETbCS Ha 3HAHHSIX Ta HABUYKaxX
KypciB «OcHOBH TporpamyBaHHs», «IIporpamyBaHHS MIKPOKOHTPOJIEPIB Ta MPUCTPOIB IHTEPHET peueiiy,
napanenbHo 3 BuBUYeHHsAM OK IlporpamyBanHs Ta 3axUCT IrpOBUX 3aCTOCYHKIB BHKIAIAIOTh TaKi
TUCHMILTIHY: «3axucT iHbopMalii B iHhoKOMYHIKaIIHUX cucTeMax», «OcHoBu Web-6e3nexn.



2. OYIKYBAHI KOMIIETEHTHOCTI, SIKI INTAHYETbHCSA COOPMYBATHU
TA JOCATHEHHSA ITIPOI'PAMHMUX PE3YJIbTATIB

VY mporeci peanizanii nporpamu aucuumiinu «lIporpamyBaHHs Ta 3aXHMCT irpOBUX 3aCTOCYHKIBY»

(OpPMYIOTHCSI HACTYIIHI KOMIIETEHTHOCTI i3 Iepe10aueHIX OCBITHBOO MPOrPaMoIo:

InTerpajsbHa KOMIETEeHTHICTH

3naTHICT pO3B’SI3yBaTH CKIAJIHI CIIEIialli3oBaHi 3afadi Ta MPaKTHYHI MPOOJIIeMH Yy Tamy3i
KibepOe3nekn Ta 3aXucTy iHpopmarrii.
CrueuiajbHi ((paxoBi) KOMIIETEHTHOCTI
CK 2 3paTHicTh BUKOPHCTOBYBATH iH(POPMAIIiliHI TEXHOJIOT1, Cy4acHi METOAM i1 MOJeli KibepOesneku Ta
CHCTEMHU 3axXUCTy iHdopMmarrii

CK 8. 3naTHicTh 3aCTOCOBYBaTH METOIM Ta 3acO0M KpunTorpadiyHOro 3axucty iHpopmarii Ha 00’ ekTax
1HpOopMaLIHOT JISIBHOCTI.
HapuanbHa nucnmmutida [IporpamyBaHHs Ta 3aXMCT IFPOBUX 3aCTOCYHKIB 3a0€3Meuye JIOCATHEHHS

IIporpaMHuX pe3ynbraTiB HaByaHHs (PH), nepeabayeHnx OCBITHBOIO MPOrPAMOIO:

PH 4. OpranizoByBatu BiacHy npodeciiiny TisibHICTh, 00MPATH | BAKOPUCTOBYBATH ONTUMAIIbHI METOIU
Ta crnocoOM po3B’si3aHHA CKJIQJHUX CHEIlali30BaHMX 3a4ad 1 MPaKTUYHUX HpodsieM y
npodeciiHii AISTTBHOCTI, OLIHIOBATH 1XHIO €()EKTUBHICTD.

PH 5. AnanizyBatu, apryMeHTyBaTH, IpUMMAaTH PIIIEHHS MPHU PO3B’A3aHHI CKJIaJHUX CHEI1ai30BaHUX
3a/1a4 1 IPaKTUYHUX 3aBJaHb y MpodeciiiHiil NisIIbHOCTI, K1 XapaKTePU3YIOThCSI KOMIIEKCHICTIO
Ta HEMOBHOIO BU3HAYEHICTIO YMOB, BIAMOBIaTH 3a MPUNHHATI PIIICHHS.

PH 10. BukopucroByBatu cydacHi iHpopMalLiiiHi TEXHOJIOT1i, METOH 1 MOJieNi KibepOe3neku Ta CUCTeM
3axucTy iHbopMauii 1uig 3a1cHeHHS TpodeciitHOT qISUTbHOCTI.

3anuiaHoBaHi pe3yibTAaTH HABYAHHS 32 HABYAJIBHOK THCUHMUILTIHOKO
3HanuA:
1. NpuHIMTIA CTBOPEHHS Ta (QYHKIIOHYBAHHS KOMIT FOTEPHHUX Irop.
2. MoxmBocTi irpoBoro pytiris Unity.
3. OcuHoBu pobotu 3 pecypcamu (Assets, Prefabs, Scenes).
4. OcnoBu C# st iIrpoBOi po3poOKH.
5. Po6oty 3 dhopmaramu ganux JSON, XML.
6. Mojens 3arpo3 i iIrpoBUX 3aCTOCYHKIB.
7. MeToiu 3aXKCTy ITPOBHX 3aCTOCYHKIB.
Yminna:
8. CtBoproBaru irposi cuenu B Unity.
9. ImmopryBaTu assets B rpy Ta J0/1aBaTH BIIacHI.
10. PeanizoByBatu irpoBy Joriky MmoBoto C#.
11. PeanizoByBatu Ul-inTepdeiic rpu.
12. PeanizoByBatu cuctemy 30epexens (JSON / XML).
13. 3axummaTu AaHi Ta NaM’SATh TPH.
Haeuuku:
14. Po3po6ka irop y Unity 3 ypaxyBaHHSIM MPUHITHITIB OC3EKH.
15. 3axucT irpoBUX JaHUX BiA MiAMIHU Ta MOAU(IKAIIii.
16. Anani3 aTak 1 po3yMiHHS MEXaHI3MIB iX peaiizalii.
17. BukopucTaHHs METOIB IIM(PPYBAHHS I 3aXUCTy JJaHUX B irpax.



3. MPOT'PAMA HABYAJIbHOI JTUCIHUATIIITHA

Tema 1. BBegeHHs1 B po3po0Ky irpoBHX 3aCTOCYHKIB

CrpykTypa TumnoBoi irpoBoi komanmu. Tumm xopucryBauiB. Kmacudikamis Piuapna baptia.
Tepmin «irpoBuii aBuUTYH». JKaHpu KOMI'tOTepHHX irop. Monerusanis B irpax. KUTTeBHI LUK NpU
po3po0iii irop.

Tema 2. InTepdeiic Unity

Unity Hub sk iHCTpyMeHT il KepyBaHHS NpOEKTaMu Ta BCTaHOBJIeHHS Bepciii Unity. Bepcii
Unity. Ilponec crBopenHs nopoxusoro 3D mpoekty. Pemaktop Unity. IIpoektr Unity Ha auckoBomy
mpocropi. Ilamka Assets. Iatepdetic Unity. Bxmamka Scene, Bkiagka Game, maHenb IHCTPYMCHTIB,
Biagka Hierarchy, manens Inspector, Bxmamku Project ta Console. IncrpymenTn Pivot ta Local
[loBeninka B pexumi 3amycka mnpoekTy. Ilepemukadi pekuMiB, 10 KEPYIOTh PEKHMMOM B3aEMOIIN 3
nongaHHsM cuienn. Crioco6u Hapiraiii y crieHu. CtBopeHHs HOBOI ciieHu. O0’€KTH, 5K CTBOPIOIOTHCS 31
cueHoro. 30epexxeHHs1 cueHd. Binkputrsa cuenu. I[lepexinm mik cuenamu. JlomaBanHs cuen g0 Build
Settings. O0G’ext kamepa. [lapamerpu kamepu. [[xepena cBitina. Tumm mkepen cBitia. [lapamerpu
JpKepena CBiTIa.

Tema 3. 3D. GameObject Ta iforo HaJamrTyBaHHs

Accetu Ta nanka Assets. Ilpuknan opranizanii npoekty Unity. Mera-daiinu. [lepemimenns ta
nepeiiMeHyBaHHsl pecypciB 3a Mexxkamu Unity. Kmac GameObject. Unity Hamae nHaOip 06a30BUX
reoMeTpuuHuX GopM, sIKI MOKHA CTBOPIOBATH IpsAMO B peaakropi. Crarycu irpoBoro o0'ekty. Teru six
3aci0 iaeHTudikyBatu irposi 06'ektu it cueHapiiB. GameObject ik KOHTEWHEpH ISl KOMIIOHEHTIB, /i€
peanizoBana i#oro ¢yHkiioHaTHHICTE. Kommonent Transform. Kommonent MeshFilter. KommonenT
MeshRenderer. CtBopenHsi HOBoro Marepiany. BmactuBocti matepiamy, taki sk Albedo, Metallic,
Normal Map, Occlusion, Height Map i1 Detail Map. ®i3uunnii maTepian Ta ioro crBopeHHs. BimactuBocti
¢bizuunoro wmarepiany. Kommonent Rigidbody Tta i#oro BmactuBocti. Ilpedabu. CrtBOopeHHs Ta
BUKOpHUCTaHHS TpedadiB. Bxmaneni mpedabu Tta Bapiantu mnpedadiB. Animanis B Unity. Bikno
Animation Window. CTBopeHHsI aHIMaIlii.

Tema 4. Ckpunrtu B Unity

CrBopenns ckpuntiB. Kimac MonoBehaviour. BwmicT ckpunty 3a 3amoBuUaHHAM. SIK mpaifioe
ckpunt Unity. Ilonii, mo BimOyBatoTbcsi y mporieci rpu. @ynkiis Update, Start Ta iHm. ATpudytu sk
MapKepH, sIKI MOXYThb OYTH PO3MIIlIEH]I Mepesl KJIacOM, BIACTUBOCTAMU a00 (DYHKIIISIMH B CKPHIITI
ATtpubyr Hidelnlnspector, SerializeField ta inmi. BuBigx nHa xkoHcoms Debug.Log(). ®Dynkiis
GetComponent<>(). Pobota 3 mouippumu 06’ektamu GameObjects. CTBOpeHHS IrpoBOTO 00’€KTY,
BUKOPHUCTOBYIOUH QyHKIII0 [nstantiate(). 3HuIIEHHS 00'EKTY.

Tema 5. Ul. Intepdeiic kopucryBaua B Unity

[Tonstrss inTepdelicy kopucTyBaya. 3pydHICTH TpU 3aJEKHUTh BiJ SKOCTI iHTepdeicy
kopuctyBaua. O0’ekt Canvas. O6’ext Event System. CtBopenns enementiB Ul Ilapamerpu Canvas.
Kommnonent Rect Transform. Pivot Ta Anchors. Bapiantu npus’sizok. CTBopeHHsI iHTepdeiicy min pi3Hi
PO3/UIBHI 3JaTHOCT1 €KpaHy.

Tema 6. Ul. CTBOpeHHSI F0JIOBHOTO MEHIO TPH

OcnoBHi Bi3yanbHi Ul-komnonentn. Kommnonent TextMeshPro. Komnonent Image. Enement
kepyBaHHs Button. BrnactuBocti kHomku. IrpoBe MeHio Ta Horo ¢yHkmii. Buam irpoBux MeHio.
CtBopenHs rosioBHOro MeHto rpu. Komnonent Panel. CTBOpeHHS! KHONKH B TOJIOBHOMY MEHIO. AHIMaIlis
kHonku. CrtBOpeHHs minMeHto. Ilepexigm MDK TOJOBHMM MeHIO Ta miaMeHto. JlogaBaHHS
(G YHKITIOHATBHOCTI AJIs1 KHOMIKU. BUKIIMK METO/Ty 31 CKPHUINTY.

Tema 7. Ul. BikHo inBeHTaps. 30BHilIHIi BUIJIsA BikHA

Bikno inBeHTaps B irpax. Cuctema iHBeHTapu3auii rpu. Po3poOka 30BHINIHBOIO BHUIJISLYy BiKHA
inBeHTaps. Komnonent Grid Layout Group Ta #oro BnacTUBOCTI. 3aKpHUTTs BikHA IHBeHTap0. CKPUNTIHT

5



JUIsl CTBOPEHHS 30BHIITHHOTO BUTJISTY BIKHA IHBEHTAPS.

Tema 8. Ul. Bikno inBenTaps. 30epiranns npeaMeris

Po6Gota 31 cmpaiiramu. Ilanka Resources Ta ctBopenHs mpedadis. Intepdeiic [DragHandler,
IEndDragHandler Ta meromm OnDrag, OnEndDrag. JlomaBanHs mpeaMeTiB 10 BiKHA IHBEHTaps.
JlonaBaHHS IEPCOHAXKY 3 ACCETIB Ta CKPUIITH JIJIsl HOTO YIIPaBIIiHHS.

Tema 9. Ul. lonaTkoBi irpoBi BikHa

OcHoBHi irpoBi BikHa. /lomaTkoBi irpoBi BikHa. PizHoBuaM irpoBux BikoH. HUD B irpax. Irposi
inTepdeticu. bazosi 6ok HUD: ronoBra obnacte Gokycy (MFA) ta obnacti HaBkoso. 3akoH Ditrca.
OcunosHi enementu HUD.

Tema 10. Ul. HUD rta BikHO nepemoru

Po3podbka HUD. CrBopennsa enementy HUD nns BinkpuTTs BikHa I1HBeHTaps. 30epiraHHs
1HopMallli Mpo KUIbKICTh 040K abo rpouieil, ski mae kopucryBad. Ckpunt GameController. CtBopeHHs
BiKHa nepemoru. JlogaBaHHs 10 CKpUNTIB (YHKIIOHAJIIBHOCTI BUTPAILLTy.

Tema 11. Orusia nonyJasipHUX aTaK HA KOMIT'IOTEPHi irpu Ta MeToAu iX NpoBeeHHS

[TonsTrs kibeparaku. [Ipuunau npuBabauBocTi irop ans arak. Yir-koau B irpax. JJomoBHEHHS
rpu (Moan). IlonmysspHi ataku Ha koMmm'toTepH1 irpu. Memory Hack (aTtaku Ha mam’sTh). ATaka HIKIAJIKMBI
Moau Ta «Oe3ruratHi 4itwy». Ataku Ha (aitnmu 30epexxkenns. Speed Hack (arakm Ha irpoBmii yac).
OimmHTOB1 aTaku. MepexeBa ataka B KOMIT 0TepHUX irpax. DDoS-ataku.

Tema 12. 36epiranns 1anux
Crpykrypa Ta npaBuia ctBopeHHss XML. Po6oTta na C# 3 XML-¢aiinamu. CTpykTypa Ta mpaBuia
ctBopeHHst JSON. Po6ota Ha C# 3 JSON -daiinamu.

Tema 13. Metoau 3axucTy Bij 3J10MYy B irpax

3axuct irpoBux nanHux. [lludpyBanHs BHYTPIIHBO-ITPOBHX JaHUX. Base64-miepeTBOpeHHs B
irpax. Po6ota 3 Base64 na C#. Cyuacui metonu mmmdpyBanas. CTiiikicts 010koBoro mmdpy. Crangapt
AES Tta amroputM Rijndael. ba3osi meperBopennss B Rijndael. Peanizanii mudpyBanns AES y C#.
Bexkrop inimianizamii (Initialization Vector, V). Pexxumu po6otn AES: AES-CBC, AES-CTR Tta AES-
GCM. Ilpouec mudpyBanns Ta aemudpyBaHHs ¢aiiay 3 BUKopucTaHHsAM ainroputmy AES nHa C#.
CkanyBanHs1 3HaueHb. OOdyckaris. OcHOBHI acriektH oOdyckamii. Metoa oOdyckamii aas 3axucTy
nam'sti nporpamu. Honeypot. OcHoBHI xapaktepucTuku honeypot. IrpoBi macTku, macTKu y JaHUX Ta
MACTKU HA OCHOBI IMOBEIIHKHU.



4. CTPYKTYPA HABUAJIbHOI TUCIUATLIITHA

KiapkicTh roamn

AeHHA (popma

3aouna ¢opma

y TOMY 4HcJIi

yCchoro cam.
JIEKIL | IPaK
po0.
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Tema 1. BBenenHs B po3poOKy irpoBUX 3aCTOCYHKIB | 6 2 | 2 2
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Tema 2. Intepdeiic Unity

Tema 3. 3D. GameObject Ta iioro HaamTyBaHHsS 2

Tema 4. Ckpuntu B Unity

Tema 5. Ul. Intepdetic kopuctyaya B Unity

Tema 6. Ul. CTBOpEeHHS TOJIOBHOTO MEHIO TPH
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Tewma 7. Ul. Bikno iHBeHTapsi. 30BHINTHINA BUTIIS
BIKHA
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Tema 8. Ul. Bikno inBeHTaps. 30epiranus
MIpe/IMETIB

Tema 9. Ul. JlonaTkoBi irpoBi BikHa

Tema 10. Ul. HUD ra BikHO miepemoru

Tema 11. Ornsa nonynsspHUX aTak Ha KOMIT'TOTEPHI
IrpY Ta METOAM iX MPOBEICHHS
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Tema 12. 30epiranHs gaHux
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Tema 13. MeTou 3axuCTy BiJ 37I0My B irpax 2
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IMIICYMKOBHHN KOHTPOJIb — 3AJIIK

5. IUTAHHA 10 NIPAKTUYHUX 3AHATD

HasBa temu

KinbkicTh

rOIMH

¢opma

JeHHAa | 3a04Ha
dopma

Tema 1. BBeieHHs1 B po3po0OKYy irpoBHX 3aCTOCYHKIB
1. XKutreBuii UK MPU po3pooiIIi irop.

2. IToctanoBKa 3ama4i st po3pooku rpu «Flappy Bird».
3. OOpaHHs TEXHOJIOTIi ISl pO3pOOKHU TpH.

4. BusHaueHHs KJIaciB Ta iX CTPYKTYpH.

5. Peanizaitis pynkuionansHocti rpu «Flappy Bird».

Tema 2. InTepdeiic Unity

1. Ilpouec cTBopenHst mopoxuboro 3D mpoekTy.
2. CriocoOu HaBiraiii y clieHu.

3. O0’€KTH, 5IKi CTBOPIOIOTHCS 31 CIICHOIO.

4. ITepexiq MK CIIEHAMH.

5. JlomaBanus cuen xo Build Settings.

6. O0’eKT KaMepa Ta HOoro napameTpH.

7. Tunu JpKepen cBiTia Ta iX mapamerpu.

Tema 3. 3D. GameObject Ta iioro HaJIaIITyBaHHS
1. IIporoTHITyBaHHS OTOUYEHHS B irpax.

2. CtBopenHs nopoxxHboro 3D npoekry. CueHu.

3. Pexxumu noganns cuenu. GameObject.

4. HaGip 6a3oBux reomerpuynux ¢opm B Unity.

5. IncrpymenTu ProBuilder.

Tema 4. Ckpuntu B Unity

1. BmicT cKpUIITY 32 3aMOBYaHHSIM.




2. [Tonii, mo BigOyBaOTLCS y MPOIIECi TPH.

3. dynkiis Update, Start Ta ixmi.

4. Atpubyt Hidelnlnspector, SerializeField ta ixmi.
5. Busin Ha koncoxs Debug.Log().

6. dynxiiss GetComponent<>().

7. dynukiis Instantiate().

Tema 5. Ul. Intepdeiic kopucryBaua B Unity

1. O6’ext Canvas Ta loro mapameTpH.

2. O0’ext Event System.

3. Enementn Ul.

4. Komnonent Rect Transform.

5. Bapiantu npus’s3ok. Pivot ta Anchors.

6. CTBOpeHHs iHTEpdeiicy i pi3Hi pO3AUTBHI 31JaTHOCTI €KpaHy.

Tema 6. Ul. CTBOpeHHS I0JIOBHOTO MEHIO IPH

1. O6’ext Canvas (I1os0THO) HOr0 MapaMeTpH Ta HaJalITyBaHHSI.

2. Kommonent Panel.

3. KommonenT Button.

4. AHIMaIisl KHOTIKH.

5. ['oJ10BHE Ta TOJATKOBE MEHIO.

6. Po3poOka ckpunTy Jutst TogaBaHHs (YHKIIIOHATBHICTI 0 KHOITKH.

Tema 7. Ul. Bikno inBeHTapsi. 30BHIilIHIi BUTJIsAI BikHA

1. BikHO 1HBEHTaps B irpax.

2. Po3po0Oka 30BHINTHHOTO BUTJISAY BIKHA IHBEHTApSI.

3. Komnonent Grid Layout Group Ta #ioro Bi1acTUBOCTI.

4. CKpUIITIHT JJ11 CTBOPEHHS 30BHIITHBOTO BUTJISY BIKHA IHBEHTAPSI.

5. Intepdetic IDragHandler, IEndDragHandler ta meroqu OnDrag, OnEndDrag.

Tema 8. Ul. Bikno inBenTapsi. 30epiranHisi npeameris

1. CTBOpEHHS CIIEHU Ta TOJIOBHOTO TIEPCOHAXKY.

2. CTBOpEHHS Ta HaJAIITYBaHHS 00’ €KTIB, IO JOJAIOTHCS JI0 BIKHA.
3. lomaBanHs npeAMETIB 10 BiKHA IHBEHTapSI.

Tema 9. Ul [JonaTkoBi irposi BikHa
1. [Ipukiag OCHOBHHX IrpOBUX BIKOH.
2. [Ipukiian 101aTKOBI IrpoBi BiKHA.
3. IrpoBi inTepdeiicu.

4. 3akon dDirrca.

10

Tema 10. Ul. HUD Ta BikHO nepemoru

1. HUD B irpax.

2. CtBopenns enemenTy HUD m1st BIkpuTTS BikHA 1HBEHTApSI.

3. 30epiranus iHpopMaIlii Ipo KUIBKICTh 040K 200 rpoIiei, ki Ma€ KOPUCTYBAY.
4. Ckpunr GameController.

5. CTBOpPCHHS BIKHA ITEPEMOTH.

5. JlomaBaHHS 10 CKPUNTIB GYHKIIIOHATBHOCTI BUTpAIITY.

11

Tema 11. Orasa nmomyJsipHMX aTak Ha KOMI'IOTepHi irpum Ta Meroam ix
MpOBeIeHHSA

1. Yit-xonu B irpax.

2. JlooBHEHHS TpH (MOJIH).

3. Memory Hack (ataku Ha mam’sTh).

4. Speed Hack (ataku Ha irpoBuii yac).

5. DINTMHTOBI aTaKy.

6. ATaka MIKIIMBI MOJHU Ta «OE3IIIIaTHI YiTH).

7. I Buau artax.

12

Tema 12. 36epiranns 1anux
1. Ctpykrypa Ta npasuia ctBopeHHs JSSON.
2. Cepianizanis Ta aecepiaizaliis.




3. Po6ora Ha C# 3 JSON -daitnamu.

13

Tema 13. MeToau 3axucTy BijJ 3J10My B irpax
1. llluppyBanHs BHYTPIIIHBO-IrPOBUX JAHUX.
2. Peanizanii mmdpysanns AES y C#.

3. [Iponec mmdpyBanus ta gemmdpyBans Gaiiny 3 BUKOpUCTaHHSAM anroputmy AES 2
Ha CH#.
4. Metox o0 yckartii 1y1st 3aXUCTy aM'aTi IporpamMu.
5. Honeypot. IrpoBi macTku Ta NacTKU y IaHUX.
26
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6. CAMOCTIMHA POEOTA

Jlo caMocCTiifHOi poOOTH CTYACHTIB IOAO BHBUEHHS AUcUUILTIHU «lIporpamyBaHHsS Ta 3aXHCT

IrPOBHX 3aCTOCYHKIB» BKIIIOUAIOTHCS:

yoro BHKopucToByeThecsi IHTepdeiic IDragHandler, IEndDragHandler ta meroam

OnDrag, OnEndDrag. [Ilomyk BuIbHOTO oOcCepenka B IHBeHTapi. 3abopoHa

1. 3HaliloMCTBO 3 HAYKOBOIO Ta HABYAIHHOIO JIITEPATYPOIO BIAMOBIIHO 3a3HAYCHUX Y TIPOTPaMi TEM.
2. OmnparroBaHHs JEKIITHOTO MaTepiany.
3. IlinroToBKa 10 MPaKTHYHUX 3aHSTh.
4. KoHcynpTalii 3 BUKJIagaueM IpOTATOM CEMECTPY.
5. CamocrTiiiHe OTpaIfOBaHHS OKPEMHX IMUTaHb HABYATHHOT JUCIUTUTIHU.
6. IlinroToBKa Ta BUKOHAHHS KOHTPOJIBHHUX POOIT.
7. IligroroBKa J10 MACYMKOBOTO KOHTPOJIIO.
TemaTHKa Ta MUTAHHS 10 CAMOCTii{HOT MIATOTOBKM Ta iHANBIAyaJIbLHUX 3aB1aHb
Ne KiapkicThs roqnn
3/m HasBa temn JEeHHA 32049HA
dopma | dopma
Tema 1. BBegenHs1 B po3po0Ky irpoBHX 3aCTOCYHKIB
DKanpu komm'torepaux irop. Metoau MoHetusanis B irpax. ETanu >xutreBoro 2 6
[UKITY TIPH pO3po0iIi irop.
Tema 2. InTepdeiic Unity
Bcranosnienns Bepciii Unity. [1labmonn cTBOpeHHS MOPOXKHIX MpoekTiB. PoboTa 3
skinankamu Scene, Game, Hierarchy, Project ta manemmo Inspector. CtBopenns| 4 6
CTPYKTYpH TIPOEKTy BO BKJaimi Project. HamamryBanHs 00’€kTiB, 10
CTBOPIOIOTHCS 3@ 3aMOBYAHHSIM ITPU CTBOPEHHI CIICHH.
Tema 3. 3D. GameObject Ta iioro HaJlalITyBaHHS
CtBOpeHHs Ta peAaryBaHHs 0a30BuUX reomeTpuuHux Gopm B Unity. CTBOpeHHS 3
0a30BUX TEOMETPUYHUX (PIryp OTOUEHHsS B TIpi. YCTaHOBKAa Ta BHKOPHUCTAHHS
ProBuilder. CtBopenns ta HanamryBanss ¢iryp B ProBuilder. CtBopenns 3 ¢iryp, 4 6
ProBuilder orouennst Ha cueni. CTBOpeHHsI Marepiany Ta 3aCTOCyBaHHS HOTO [0
00’exTiB. CTBOpEHHsI Ta HAJAITyBaHHS (PI3MYHOTO Marepially Ta 3aCTOCYyBaHHS
1I0Tr0 JI0 O’€KTY.
Tema 4. Ckpuntu B Unity
CtBOpeHHsT Ta penaryBaHHs ckpunty. Yac BHHUKHEHHs TMOAIH B  Kiaci 4 6
MonoBehaviour. SIki aii B sikux moisx oopooistorhees. [Iporpamae cTBOpeHHS T4
3HUILIEHHS 00’ €KTIB.
Tema 5. Ul. Intepdeiic kopucryBaua B Unity
CrtBopeHHs Ta HanamTyBaHHs moJsioTHa (Canvas). BinMinHOCTi koMmoHeHTY Rect] 4 6
Transform Bim kommonenty Transform. HamamryBanus intepdeiicy min pizHi
YMOBH KOPUCTYBAUiB.
Tema 6. Ul. CTBOpeHHSI T0JI0BHOTO MEHIO TP
[Ipu3HayeHHs TOJOBHOTO MeHI0 mnporpamu. CTBOpEHHS Ta HaalllTyBaHH:]
Bi3yanbHUX Ul-komnoHeHTiB. JlouuibHicTh BHKOpHcTaHHS Ul-xkoMmmnoHneHTiB B 4 6
neBHUX 3ajadax. JlogaBaHHS (YHKIIOHANBHOCTI JUIs KHONKH Ta CTBOPEHHS
CKPHUIITIB JJIs iX POOOTH.
Tema 7. Ul. BikHo inBeHTaps. 30BHilIHIi BUTJISA BikHA
[TorpeOu no BikHy iHBeHTaps. Illo po3mimryroTh B iHBeHTapi. SIK mpalfoe BIKHO
iHBeHTaps. Po3poOka 30BHIMIHBOrO BUIIIALY BikHA. SIki BidyanbHi Ul-komnonenty 4 6
BUKOPHUCTOBYIOThCS IIPH CTBOPEHHI BikHa iHBeHTaps. 11lo 3amaeTecs B ckpunti s
CTBOPEHHS 30BHIIIHHOTO BUTJISITY BIKHA IHBEHTapSI.
Tema 8. Ul. BikHo inBeHTapsi. 30epiranus npeameris
Sk yHKIIOHYe BIKHO iHBEHTaps. SIK mpeaMeTu MomajaroTh 10 iHBeHTapro. J[ns 4 6
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10/ITaBaHHs IPEIMETY B 3alHATUN OCEPEIOK.
9 [Tema 9. UL [lonaTkoBi irpoBi BikHa
[Tonsittss HUD B irpax. IIpusnauenns 6a3zosux 6sokiB HUD. IIpu3nauenus 4 6
ocHoBHHX enemenTiB HUD.
10 [Tema 10. Ul. HUD Ta BikHO mepemoru
Peanizamiss BiAKpUTTS BikHA iHBeHTaps. Peanizauis 30epiranns iHdopmarii mpo 4 6
KUTBKICTh 090K a00 rpole, sKi Mae KopuctyBad. Peanizaiist BIkHa mepeMorH.
11 Tema 11. Orasa nonmyJIAPHUX aTaK HA KOMII'IOTEepPHi irpu Ta MmetToau ix
_ TIpoBe/IeHHs 4 8
Uir-koqu B irpax. /lomoBHeHHsa rpu (Moau). MeTroau BUKOHAHHS aTak Ha
komn'roTepHi irpu. ComianbHa iHXEHepis.
12 Tema 12. 36epirannst Janux
3acobu 30epiranns ganux. Peanizamis na C# 36epiranns nanux y XML-¢aiinax ta 4 6
JSON — ¢aitmax. Cepianizaiis Ta gecepiaizaiis.
13 [Tema 13. MeToau 3axucTy Bia 3;10My B irpax
Peanizanis mudpyBaHHS BHYTPILHBO-ITPOBUX JaHuUX. Mertoau mudpyBaHHs,
Peanizamiss AES. Meronu ctBopenns nanmioxkie (CBC, CTR Tomo). Metomny 4 8
BUKOHaHHS 00¢yckauii. Peanizauiss o0dyckamii amas 3aXucTy mam'aTi Iporpamu.
Peanizalisi irpoBUX MacTOK Ta MAaCTKU y JAHUX.
Bceboro 50 82

7. BUIN TA METOIU KOHTPOJIIO

Buau xoHTpoOII0 Cxky1a10Bi OLIHIOBAHHSA
[ ek3aMeHy s 3amiky
NMOTOYHMA KOHTPOJIb, IKHI 3IIHCHIOETHCS Y XOI1: TTPOBEICHHS 50% 100%0
MPaKTUYHUX (JJAOOPAaTOPHUX) 3aHATH, BUKOHAHHS CAMOCTIHHOT
po06oTH, IHANBITYyATILHUX 3aB/IaHb, TOCTIIHA poOOTa 3100yBavya
TOIIIO.
MiJICYMKOBHIi KOHTPOJIb 50%
Meromn (bpo‘HTa.m)He ONHTYBAHHSA; HAYKOBA JI0NOBinbL, pedeparn, _yene
HArHOCTHKY 3HAHD NOBiNOMJIEHHS, iHAUBiNyaIbHe ONMMTYBAHHS; p-oﬁoTa y rpynax; aijioBd
(KOHTPOTIO) Ipa, PO3B SI3AHHS CHTYAUIHHAX 3aB1aHb, KeiCIB, NMPAKTHIHUX 3aBJaHY
eK3aMeH (3aJIiK)
Iutanus 10 3a1iky
[IIo Take Unity?

Hasgimo motpiobna BxiIaaka Project?
Hagimo notpibua Bkiaaka Hierarchy?

V domy pizHuns Mix Scene View ta Game View?
o BimoOpakaeThcst Ha maHeni Inspector?
ITlo Take GameObject?

IIlo Take KOMIOHEHT?

o Take Transform?

. o Taxe Collider?

10. 1o take Prefab?

11. I1fo Take batbkiBchkuit 00'ekt (Parent)?
12. 1o Take Asset Store?

13. SIkuii KOMITOHEHT Ma€ KOKeH 00'eKT?

14. Sk 3anyctuTH rpy B penaktopi Unity?

wWooNO~WNE
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15. 1o Taxe Rigidbody?

16. Ilo Take ckpurt?

17. Konu Bukonyetbest meton Start()?

18. I1lo poouth komanma Debug.Log()?

19. Konu Bukonyetbest meto Update()?

20. SIx y cKpuUITi 3BEpHYTUCH JI0 MO3UIIii HTOTOYHOTO 00'eKTa?

21. SIx y CKpUMTi 3BEpHYTHUCS 10 IIBUAKOCTI 00'ekTa?

22.Yuwm Bigpi3userses quHamiube Tino (Dynamic) Big kinemaruanoro (Kinematic)?
23. Sk imnopryBaru 3D monens y Unity?

24. 11lo Take Vector3?

25. Hagimo notpiona komana Destroy()?

26. SIx MoyxHa 3HUIIKUTH 00'eKT y ckpunti Unity?

27. SIkwit MEeTO/I CTBOPIOE O0'EKT 13 CKpHIITY?

28. SIkuii Ki1ac BBaXKAETHCS OCHOBHUM JIJIs yenaakyBanHs y Unity?

29. I1lo o3nauae psmok public float speed;?

30. VY sskoMy KOMITOHEeHTi MatoTh OyTH Bci enementn Ul?

31. SIxuit KOMITIOHEHT BiAMOBiTae 3a 00pOOKy KITIKiB Ta iHIKX ol y UI?
32. Sxuit pernepep BukopuctoByoth Ul-enementn?

33. SIxwmit Tumt Canvas mo3Bosie Ul peHaepruTrcs moBepX TPUBUMIPHOT CIIEH!?
34. slkuii pexxum Canvas Scaler BukopucToByroTh ist agantiusaoro Ul?

35. SIkuit KOMITOHEHT 000B’s13K0BO Mae OyTH B crieHi Jis Ul-B3aemomii?

36. SIkuit KOMIIOHEHT BiNOBIIac 3a BimoOpakeHHs KapTUHKHU B UI?

37. SIxkuit KOMIIOHEHT MOTPiOeH 1S TekeTy y cydacHomy Ul Unity?

38. SIxuit KOMIIOHEHT JI03BOJISIE KOPUCTYBAdy BBOIUTH TeKCT B UI?

39. SIkuii KOMIIOHEHT 3aCTOCOBYETHCS JUISI BUTIAJAIOYMX CITUCKIB?

40. Sk Ha3MBa€eTHCS HU3KAa KOMITOHEHTIB, SIK1 BIATIOBIIAIOTH 32 BUPIBHIOBAHHSI CIHCKY 00'€KTIB?
41. Kynu momaetbes st i 4ac HaTUCKaHHS KHOMKHU B UI?

42. Slxknit KOMIIOHEHT BiJMOBIAa€ 32 BUIUMICTD Ta OPsIoK Hakaaganas Ul-enemeHTiB?
43. Ilo xepye mo3wutriero, po3Mmipom i skipisamu Ul-enemenrta?

44. Slkumit Tun RectTransform mapameTpa Biamosinae 3a mpuB’ 3Ky eieMeHTa?
45. 3a mo Bignosigae mapametp Pivot y RectTransform?

46. JIns yoro BukopuctoByeThest HUD B irpax?

47. 11lo Take BIKHO IEPEeMOTH?

48. SIxi aTaku MOXKYTh TIPOBOJUTH 3JIOBMUCHUKH Ha KOMIT FOTE€pHI irpu?

49, JInst 900 BUKOPUCTOBYIOTHCS YiT-KOJIU B Irpax?

50. SIxi MmeToaM colianbHOT IHXKEHEPIi B irpax BU 3Ha€eTe?

51. Sk 306epiraroTh naHi B irpax?

52. Sk Burnsgae XML-daiin?

53. Sk Burnsgae JSSON-daiin?

54. 3 AKX OCHOBHUX KPOKIB CKJIaIa€ThCsl MeTO I udpyBanus AES?

55. Jlns 9oro BUKOpHUCTOBYeThCsl Base64-nepeTBopeHHs B irpax?

56. Sxi pexxumu pobotn AES Bu 3Haere?

57.11lo Take ckaHyBaHHS 3Hau€Hb?

58. I1lo Take o6¢yckartis?

59. SIki metoau oO¢yckallii B irpax Bu 3HaeTe?

60. o Take Honeypot?

61. SIki ocHOBHI XapakTepuctuku honeypot?
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8. OIIIHIOBAHHSI 3I0BYBAUIB BHUIIOI TA ®AXOBOI ITEPJIBUII[OI OCBITH 3A
HABYAJIBHY JUCHUIIIITHY Y MIDKHAPOJTHOMY I'YMAHITAPHOMY YHIBEPCHUTETI

(nomounuii Konmpons, RIOCymMKo6uii KOHMPO/b, 342A1bHUL PE3YIbIMAM OUIHIOBAHH)

3AJIIK
Ilomounuit konmpons
. Maxkcumaiib
Iiianosi .
Buau podoru TepMiHH @DopMH KOHTPOJIIO Ta 3BITHOCTI T
BUKOHAHHS BUICOTOK
OI[IHIOBAHHSI
CucteMaTHYHICTD | AKTMBHICTH POOOTH HA NPAKTUYHUX (J1A00PATOPHMX) 3aAHATTAX
1.1. ITlinroroBka no npaktuuHux | BignosinHo | IlepeBipka  o0csary Ta  sIKOCT1
(J1abopaTtopHUX) 3aHATH JI0 poO0OYOi | 3aCBOEHOTO  MaTepiamy MiJ — dYac 60
IPOrpaMu Ta | MIPAKTHUYHUX (JaOOPATOPHMX) 3aHSATh
po3Kiaxy
3aHATH
BukoHaHHs 3aBaHb JJI1 CAMOCTIHHOT0 ONPALIOBAHHS
1.2. TnpquBinyaibHe TecTyBaHHs, | BigmosimHo | Po3risn BiAmoBiqHOTO MaTepiaty
3aBIaHHs, MATOTOBKA pedepary | a0 pobodoi | mix yac ayIUTOPHUX 3aHATH a00
(ece) 3a 3a/1aHOIO TEMATUKOIO nporpamuta | IKP!, nepeipka koHcrekTin 20
pPO3KIIaay | HABYAIBHUX TEKCTIB TOIIO
3aHATh
BukoHaHHS iHAMBiAYyaJbLHUX 3aB/IaHb, I0CJIiIHA po0oTa 3100yBaya
1.3. [amni BuaM iHAMBITYaTbHUX BinmosimHo | OGroBOopeHHS pe3y/ibTaTiB
3aBJaHb, B T.4.IIATOTOBKA 710 pobo4oi | MpoBeaeHOT poOOTH TIiT Yac 20
HayKOBHX ITyOJTIKAIlii, y9acTh y | MPOTpaMU Ta | ayTUTOPHHX 3aHITh, HAYKOBHUX
pOOOTI KPYTJIUX CTOJIB, PO3KIIaIy KOH(EpEeHIIii Ta KPYTIUX CTOJIB.
KOH(EPEHIIIH TOIIO. 3aHSTh
Pa3om 0aJtiB 3a MOTOYHHI KOHTPOJIb 100
3azanvhuii pe3ynbmam OUiHIOBaAHHA 100

Ilomounuit konmpons 3HaHb 3100yBaviB OcBiTU npu (Hopmi KOHTpoIIO 3ajik (Makcumym 100 Gami)
OILIHIOETBCSA 3a MIKANOK («2», «3», «4», «5»), 3 000B’I3KOBMM IIE€PEBEACHHAM OajiB 3a KOKHHI BHI
POOOTH TAKMM YHHOM:

3a MIATOTOBKY 0 ayAUTOPHHX 3aHATH (MakcuMyMm 60 6amiB) 3700yBayy OCBITH HEOOXIIHO MaTH HE
MeHIIe 1/2 oLiHOK BiJl 3arajbHOT KUIBKOCTI MPAaKTUYHUX (Ja00PaTOPHUX) 3aHATH, JJIS IEPEBOy OalliB
3a MIArOTOBKY 0 ayAUTOPHUX 3aHATh CEpeAHbOAPH(PMETHYHA OLIIHKA MHOXKHUTHCS Ha KoedirlieHT 12;
3a BUKOHAHHS 3aBJaHb JJs CAaMOCTIHHOTO OMpalfoBaHHs (TECTyBaHHS, 3aBJaHHS, MIATOTOBKA
pedepary (ece) 3a 3a1aHOI0 TeMaTHKOI0) (MakcumyM 20 6aiiB) 3100yBady OCBITH HEOOX1IHO MaTH HE
MeHIle 1/2 OLiHOK Bijl 3arajbHOi KUTbKOCT1 MPOTPaMHOro MaTepiaiy, 1[0 BUHOCUTbCS Ha CAMOCTIlHeE
BUBYCHHS, U TEpPEeBOAY 3a3HaueHUX OaliB cepeAHboapr(PMETHUHA OI[IHKA MHOXXUTHCA Ha
Koe(irieHT 4;

3a 1HIIl BUJM IHAMBITyaJbHHUX 3aBJaHb, B T.4. HMIATOTOBKY HAYKOBHMX IyOMiKalii, y4acTb y poOoOTi
KpPYIJUX CTOJIiB, KOH(pepeHui Tomo (Makcumym 20- GaiiB) 3100yBady OCBITH HEOOXIHO MaTH He
MeHIe 1/2 OIiHOK Bil 3araJbHOi KUTHKOCTI IHIMUX BHJIB IHAWBIAYaTbHUX 3aBlIaHb, AJS TEPEBOIY
0amiB 3a MIATOTOBKY JO AayIUTOPHUX 3aHATh CcepelHboapu(dMeThyHa OIiHKa MHOXKHUTHCS Ha
KoeiIieHT 4.

1 [HnuBiTyansHO-KOHCYIBTATHBHA POOOTA BUKIIa1ava 31 3100yBadaMu

13



KPUTEPII OUIHIOBAHHSI 3A IOTOYHU KOHTPOJIb

- «2»- BHCTABJISIETHCS 3a HEMPABWIBHY BIANOBIIG (MMMCEMOBY POOOTY), SIKa HE BIANOBIAA€ 3MICTY TEMHU
Ta CBITYUTH PO HEPO3YMIHHS il OCHOBHHUX IOJIOKEHb;

- «3» -BUCTABIIETHCA 32 BIAMOBLAb (MMCBMOBY pOOOTY), sIKa BIIMOBITAE 3MICTY TEMH, ajie € HEMOBHOIO 1
HETOYHOIO y BH3HAYCHHI NOHATH, CBITYHTH NPO HEMOBHE PO3YMIHHS OCHOBHHUX IOJIOKEHb
HABYAJIHLHOTO MaTepiaiy, CBIAYUTH MPO Te, IO 3HAHHS CTYACHTA MalOTh (hparMeHTApHUA, TTOBEPXOBHIA
Xapakrep;

- «4» - OUIHIOEThCA TpaBWIbHA 1 OOIpyHTOBaHa BIAMOBIAB (MHCEMOBa Po0OOTa), 3 SAKOI BUAHO, IO
CTYIACHT 3HA€ W PO3yMi€ TCOPETUYHHI Marepiayl B 00CsI31 HaBUAIBHOI TEMH, BOJIOJIIE HEOOXITHUMHU
HaBUYKAMHU, HE JIOMTYCKAE CYTTEBUX MOMHMIIOK.

- «5» - OIIHIOETHCS MOBHA, MPABHIIbHA, IPYHTOBHA BIANOBIAb (MMMChMOBA po0OTA) HA 3aUTAHHS TEMH,
110 nepeadavae JOTTYHICTD 1 MOCHIIOBHICTh BUKIIAAY MaTepiaiy, BOJIOAIHHS TEPMIHOJIOTIEIO, TOKA3Yye
BMIHHS [TOBHO 1 TJIMOOKO BUKOPUCTOBYBATH TEOPETUYHI 3HAHHSI B MPAKTUYHIN MIOLIUHI.

9. KPUTEPII 3ATAJIbHUX PE3YJIbTATIB OLIIHIOBAHHS 3HAHD 3/IOFYBAUIB
(nas icnury / 3amiky)

PiBeHb 3HAHB OIIHIOETHC:
- «BIOMIHHO» / «3apaxoBaHo» A - Bix 90 mo 100 G6aniB. CTyaeHT BHABIsE€ 0COOIMBI TBOPY1 3M10HOCTI,
BMI€ CaMOCTIITHO 3HAXOJHWTH Ta OMPAIbOBYBATH HEOOXIAHY 1H(GOPMAITiI0, IEMOHCTPYE 3HAHHS MaTepiaiy,
MIPOBOJUTH y3arajibHEHHsS 1 BUCHOBKHM. ByB MpHUCYTHIM Ha JEKIIX Ta CEMIHApCHhKUX 3aHATTAX, MiJ 4ac
SKUX JaBaB BHUYEPIIHI, OOIPYHTOBaHI, TEOPETUYHO 1 MPAKTUYHO MPaBHJIbHI BIANOBi/II, MAa€ KOHCIEKT 3
BHUKOHAaHUMH 3aBJAHHSIMHU J0 CaMOCTIiHOT poOOTH, TIpe3eHTyBaB pedepar (ece) 3a 3aJaHOI0 TEMATHUKOIO,
MPOSIBJISiE AKTUBHICTH 1 TBOPYICTh Y HAYKOBO-IOCIITHINA pOOOTI;
- «moope» / «3apaxoBaHo» B - Bim 82 mo 89 OamiB. CTymeHT BOJOJIE 3HAHHSAMHU MaTepialy, ane
JOTIyCKa€e HE3HAayHI MOMUJIKH Yy (OpMyBaHHI TEPMIiHIB, KaTEropid, MpOTe 3a JOMOMOIOI BHKJIagavya
MIBUJIKO OPIEHTYETHCS 1 3HAXOAWTH MPAaBWIbHI BiAMOBini. byB mpucyTHI Ha JIEKIIIX Ta CEMIHAPCHKUX
3aHATTAX, MA€ KOHCTIEKT 3 BUKOHAHNMHU 3aBIaHHSIMH JI0 CAMOCTIHHOT poO0OTH, TIpe3eHTYyBaB pedepar (ece)
3a 33J]aHOI0 TEMATUKOIO, TIPOSIBIISiE aKTUBHICTD 1 TBOPYICTh Y HAYKOBO-IOCTIIHIA pOOOTI;
- «mobpe» / «3apaxoBano» C - Bim 74 nmo 81 OamiB. CTymeHT BIITBOPIOE 3HAYHY YaCTHUHY
TEOPETUYHOI0 Marepiaiy, BUSBISE 3HAHHS 1 pO3YMIHHS OCHOBHHUX IMOJIOXKEHB, 3 JOIIOMOTOI0 BUKJIa/Ja4ya
MOX€E aHali3yBaTH HaBUYAJIbHUN MaTepiall, aje Ja€ HEeJOCTaTHhO OOIPYHTOBaHI, HEBHYEPITHI BiAMOBIII,
nornyckae moMuiku. Ilpu 1boMy BpaxoByeTbCs HasBHICTb KOHCIIEKTY 3 BUKOHAHUMH 3aBJaHHSAMHU JI0
caMOCTIiitHOT poOoTH, pedepaTy Ta aKTUBHICTh Y HAYKOBO-JIOCIIIHIA POOOTI;
- «3anoBUTBHO» / «3apaxoBaHo» D - Bix 64 no 73 6aniB. CTyaeHT OyB NMPUCYTHIN HE HA BCIX JICKITIAX
Ta CEeMIHAPChKUX 3aHATTAX, BOJIOJI€ HAaBYAIbHUM MaTepiajioM Ha CepeHbOMY PiBHI, AOMyCKa€ TOMUIIKH,
cepell IKUX € 3Ha4Ha KUTbKICTh cyTTeBUX. [Ipu 1IbOMY BpaxoBY€ThCSl HASIBHICTh KOHCIEKTY 3 BUKOHAHUMU
3aBJaHHSAMH JI0 CaMOCTIHHOT poOoTH, pedepariB (ece);
- «3anoBitbHOY / «3apaxoBano» E - Big 60 1o 63 6aniB. CTyaeHT OyB NMPHUCYTHIM HE HA BCIX JISKI[ISIX Ta
CEeMIHAPCHKUX 3aHATTAX, BOJIOJII€ HaBUAIbHUM MaTepiajioM Ha piBHI, BUIIOMY 3a MOYaTKOBHi, 3HAYHY
YacTUHY HOro BIATBOPIOE Ha PENPOAYKTUBHOMY piBHI, Ha BCl 3amUTaHHSA Ja€ HEOOIPYHTOBaHIi,
HEBUYEPITHI BIAMOBII, JOMYyCKa€ MOMHWIKH, Ma€ HETMOBHUN KOHCIEKT 3 3aBIAHHSIMH JO CaMOCTIHHOT
poboTu.
- «HE3aJOBUIPHO 3 MOXKJIMBICTIO MOBTOPHOTO CKJIQJaHHA» / «He 3apaxoBaHo» FX — Bim 35 ngo 59
6axniB. CTyzeHT BOJIOJi€ MaTepiaJloM Ha PiBHI OKpeMUX ()parMeHTiB, 10 CTAHOBJIATh HE3HAYHY YaCTUHY
HABYAJILHOTO MaTepiaiy.
- «HE3aJI0BUTHHO 3 00OB’A3KOBUM MOBTOPHUM BUBYECHHSM IUCHHILTIHIY / «HE 3apaxoBaHo» F — Bimg 0
10 34 6aniB. CTyJeHT He BOJIOJi€ HABUYAIbHUM MaTepiajioM.

TABJULA BIAITIOBIJHOCTI 3AT'AJIBHUX PE3YJIBTATIB OINIHIOBAHHS 3HAHbD 3A
PI3BHUMH HIKAJTAMUA

14



100-6a1bHOIO

Il kamna 3a ECTS
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