HazBa nons

JleTanbHUI KOHTEHT, KOMEHTap1

1 HasBa daxynbTeTy Indopmaniiinnx pagiorexnosoriii i Mmemiainkenepii

2 | PiBeHb BHIIOI OCBITH MaricrepcbKuii

3 Konx 1 Ha3Ba crieniajabHOCTI GS Enekrponika, eJileKTPOHHI KOMYHiKauii,
npuiago0yayBaHHs Ta pajgioTexHika

4 Twum 1 Ha3Ba OCBITHLO1 Mporpamu OcBiTHBO-TIpOQeciiina nporpama «Meaiainaxenepis»

5 Kox i Ha3Ba qUCIUATLIIHA Aynioapxitexkrtypa irpoBux piBHiB B Unreal Engine

6 | Kinbkicte EKTC kpenuTiB 4

7 CprKTypa ITUCLAIUIIHU Jlekriii — 20 ro.; MpakTUYHI 3aHATTS - 8 TO.I.; 1aOOpaTOpHi
pob6otu — 12 rox.; camocTiiiHa poborTa - 72 TO[I.; CeMECTPOBHiA
KOHTPOJIb - 3aJiK.

8 ['padik BUBUCHHS TUCIMILTIHUA Kypc - 5; cemectp — 2.

9 [TepeaymoBu /1 HABUAHHS 32 3HATMU: oCHOBHI NPHHIUIK MiIBUINCHHS €()EeKTUBHOCTI Ta

JUCLUILTIHOIO SIKOCTI  CHCTEM KepYBaHHs B KOMIIEKCaX Mejliaitkenepii,

moOY/I0BH Ta BUKOPUCTAHHS MATEMATHYHUX MOJIeliel, Pi3uaHmX
3aKOHOMIPHOCTEH SIBUIIl B 00’€KTax, CUCTEMax aBTOMATHYHOTO
KEepPYBaHHsS; MPUHLIUIKA NOOYJOBH CHUCTEM KEpyBaHHSI 3
ypaxyBaHHSIM CHCTEMHOTO IMIiAXOAY; MaTeMaTHYHI METOH
aHaJi3y Ta CHHTE3y CUCTEM KEepyBaHHSI.
BMITMH: cxiagaty cy4acHi CUCTEM KepyBaHHS B KOMILIEKCaX
MeiaiHKeHepii Ta BUOMPATH ONTUMAaJIbHUI 3aKOH YIPaBIIiHHS;
aHaJi3yBaTH OO’ €KT YNpaBiiHHSA Il BH3HAuaTH HOro Micre B
IHTErpoBaHiil CHCTEMi; KOPUCTYBaTHCS OCHOBHMMH 3aco0ammu
aHaNli3y Ta CHHTE3y CHCTEM KEpPYBaHHS; BHUKOPHUCTOBYBATH
OCHOBHI 3aKOHH OIITHUMI3allii; OI[IHIOBATH CTATHYHI Ta TUHAMIYHI
XapaKTEPUCTHKU CUCTEM KePYBaHHSI.

10 | AHoTauisa JUCHUILTIHU MOAYJIb 1. 3ATAJIBHI OCHOBHA ITPOBOI

3BYKOPEXXNCYPHU

Jlekuis 1: Beryn 1o aymioapxitekTypu irpoBux piBHiB B
Unreal Engine

OCHOBHI KOMITOHEHTH Ta JIOTiKa TOOYIOBH 3ByKOBOI CIICHH:
Sound Attenuation, Sound Concurrency, Sound Classes/Mix,
Sound Cues/MetaSounds, Audio Volumes, Reverb/Submix;

3B 530K ayJ1i0 3 FTEOMETPI€I0 PIBHS, TPUI'EPAMHU Ta CTAaHAMH
TreiMIUIEIO.

Jleknis 2 : Aynio-naiinuaiin i moxieBa sorika

[onxieBnit miaxin (Tpurepy/crann/mapaMeTpH); napameTpusaris
(RTPC/mapamerpu); BapiaTHBHICTh, OpraHi3aliss KOHTEHTY
(He#iMiHT, IIMHU/KATETOPIl); )KUTTEBUI LMK One-shot/loop.
Jlekuis 3 : Mikc, imHaMika i mpocTopoBicTs y rpi
Artenroartist; bus/aux; ducking/sidechain; 6asoi mpuHIHITH
EQ/xomnpecii/miMiTyBaHHS;  MCHUXOaKyCcTHKa (MacKyBaHHS,
JIOKaJTi3arlis).

MOJY.JIb 2. IPOLEAYPHUIA 3BYK TA METASOUNDS
Jlexnis 4: [TpoueaypHuii 3ByK: MiIX0AU Ta KEWCH

TTopiBHSAHHS CEMIUIOBOTO 1 MPOLIEAYPHOTO MiAXOIIB; IKepea
napaMmeTpiB (IIBUAKICTb, MaTepial, CTaH); KOHTPOJIb
BUIIJIKOBOCTI; MMPUKJIa 1 3aCTOCYBaHb.

Jlexuis 5: MetaSounds I: rpad, 6a308i By3mu

Apxitektypa rpada (audio/control-rate); reneparopu,
envelopes, mapameTpH, MPECeTH; paHIOMi3allis.

Jlexuis 6: MetaSounds Il: mponenypHi cuctemu momiit
[porenypri kpoku (Surface/mBuakicTs/Bara); CHHXpOHI3aIlist
TapaMeTpiB TeUMIUIEIO 3 TpadoM; MiATOTOBKA 10 iHTETrparlii.
MOAYJb 3. AKYCTUYHE MOJAEJIIOBAHHS TA
PROJECT ACOUSTICS

Jlexuis 7: AKycTHKa IS irpOBUX CIICH: OCHOBHU

[MommpeHHs 3ByKY, 3aTyXaHHsI; BIIOUTTS i peBepOepanis;
Marepianyu (MOTJIMHAHHS/BIAOUTTS) y CIPOIIEHUX MOJEIISX;
30HAJIBHUH IIIXI.

Jlexuis 8: Project Acoustics: npunimnu ta naiimaiin bake
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Hasimo precompute; siki 1aHi 3amikatoThCs; 1iroToOBKa
reoMeTpii st aKyCTHKH; Probes/o6macTi i X miibHICTh,
KOMIIPOMIC TOYHICTB/IIaM’SITh; TUIIOBI apTe(hakTH Ta
I1arHOCTHKA.

Jlexuisi 9: HanamtyBaHHs akycTuky B runtime

[epexin Mixx 30Hamu (3ruamkysanns/crossfade); 6ananc
«peatizM VS YUTa0eIbHICTEY; Y3TOKEHHS aKyCTHIHUX
MaTepiajiB 3 piBHEM; CYMICHICTb 13 CTaHIAPTHUMHU everh
volumes; keficu: KOPHIOPH/3aK/BiIKPUTI TIPOCTOPH.
MOAYJIb 4. BIPOBA/IVKEHHS TA OIITUMI3ALIA
Jlexnis 10: [TnanyBanus pecypciB CPU/mam’siTi; kepyBaHHS
OJTHOYACHUM BiTBOPEHHSM (IPIOPUTETH, TPYTIHN, JIMITH);
ONITHMI3allisl MPOLEAYPHHUX IpadiB i eeKTiB; onTuMizais
MPOCTOPOBUX/aKyCTHYHUX NaHuX; QA-niepeBipku
(mepeBaHTakeHHS, pi3Ki 3MiHHM piBHS, (a30Bi apTedhakTH);
TeXHIYHa JOKYMEHTAIlisl ayJ[I0OCHCTEMH.
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KomnereHnTHOCTI, 3HaHHS,
BMIHHS, PO3YMIHHS, IKUMU
OBOJIOAI€ 3100yBay BUIIO]
OCBITH B IIPOIIECi HABYAHHS

3K 2. 3natHicTh 10 aOCTPaKTHOTO MUCIIEHHS, aHAIII3y Ta
CHHTEZY.

3K 4. 3gaTHicTh reHepyBaTH HOBI i1€i (KPEaTHBHICTD).

3K 5. 3gaTHicTs pO3pOOIATH IPOSKTH Ta YIPABISATH HIMH.

©®K 4. 3maTHICTF BUKOPHCTOBYBATH MEPEIOBI TEXHOJIOTII MPH
JOCIIKEeHH1 i MIPOEKTYBaHHI pamioeneKTpOHHNX
KOMYHIKaIlifHUX CHCTEM.

®K 5. 3partHicTh ympaBiATH poOOYMMHM IIpollecaMu  Ta
npuiiMaT  eeKTUBHI pimieHHS B cdepl  eNeKTPOHIKH,
€JIEeKTPOHHHUX KOMYHIKaIlii, npunano0yryBaHHS Ta
PamiOTeXHIKH, SKI € CKIAQJHUMH, HemepeadadyBaHHUMH Ta
MOTPeOYIOTh HOBUX CTPATETIYHUX MiIXOIiB.

@K 8. 3naTHiCTF BUKOPUCTOBYBATH, BJOCKOHAIIOBATH Ta
a/IalTyBaTH METO/U Ta aJTOPUTMH CTBOPCHHS
MYJIBTUMEIIHOTO ayliOKOHTEHTY, CyYacHHUX 3ac00iB 3arucy,
00poOKH ayiOCHTHAIB, IEpeIaBaHHs KaHAIAMH 3B SI3KY,
3BEJICHHS Ta MAICTEpHHTY 3BYKY.
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Pe3ynbpTaT HaBYaHHS
3100yBaya BHILOT OCBITH

[1PH 2. BMmiTH IIpe3eHTyBaTH pe3yIbTaTh JOCIiIKEHb,
IHHOBAIITHUX TPOEKTIB Ta 00rOBOpIOBATH Mpodeciiiai
npobeMu B cepl eICKTPOHIKH, CICKTPOHHIX KOMYHIKAIIii,
npuiiaio0ylyBaHHS Ta paliOTEXHIKH.

ITPH 7. BynyBatu Ta nocnijpkyBaTy Gi3uuHi, MaTeMaTHuHI i
KOMIT'FOTEPHI MO PafioeIeKTPOHHNX Ta KOMYHIKaI[IHHUX
CHCTEM 3 BUKOPHUCTAHHSM BiAMOBITHUX METOJIIB Ta
CIEeLiali30BaHOTO MPOTPAMHOT0 3a0€3Me eHHSI.

I[MIPH 10. 3maTHiCTP BHKOPHUCTOBYBATH, BIOCKOHAIIIOBATH Ta
a/lanTyBaTH METOon Ta ITOPUTMHA CTBOpPEHHS
MYJIBTUMEIIHOTO ayAiOKOHTEHTY, CydacHHX 3aco0iB 3ammcy,
00poOKM aymioCWTHaINiB, TepedaBaHHS KaHAJIAaMHU 3B S3KY,
3BEICHHS Ta MACTEPUHTY 3BYKY.
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Cucrema OL[IHIOBAHHS
BIITOBIAHO IO KOYXHOIO
3aBJIaHHS TSI CKJIaJaHHs
3aJIiKy/eK3aMeHy

DOpPMOIO MiICYMKOBOTO KOHTPOJIIO sl TUCIUILTIHH € 3K,
JUTSL OL[IHIOBAHHS SIKOTO BUKOPUCTOBYETHCSI MMTiJICYMKOBA
pEHTHHTOBA OI[iHKA POOOTH CTYICHTA IPOTIATOM CEMECTpY.
[TizcyMKoBa po3paxoBYEThCS SIK CyMa OLIIHOK 3a pi3Hi BUAX
3aHATH Ta KOHTPOJIbHI 3aXO/IH.
Bua 3aHATTS / KOHTPOJILHUIA 3aXi/ Oninka
Jlaboparopni podoru Ne 1-3 6..11
[Mpakriune 3ausTTs Ne 14 4.8
KontponpsHa pobota Nel 13..15
[HuBigyanpHe 3aBAaHHS 13..20
ITincymMKoBa OIliHKA 33 AUCIUILTIHOO 60..100
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SIKicTh OCBITHBOTO MIPOLIECY

SIKiCTh OCBITHBOTO MPOIIECY 0a3yEThCS HA !

- MOJTITHUII aKaJeMidHOI JOOPOYECHOCTI;

- Oe3repepBHOTO OHOBJICHHS 3MICTY AUCIUIUTIHA Ha IiJCTaBi
OTPUMAaHHS PE3yJIbTATIB Cy4YaCHUX HAYKOBUX JOCIIDKEHb Ta
JIOCSITHEHb B Tajly3i MemiaiHkeHepii;




- Oe3rnepepBHOMY OIPAIIOBAHHI TEOPETHYHOIO MaTepiany,
J1a00paTOPHOrO MPAKTHKYMY Ta BUKOHAaHHI PaKTHYHUX
3aBJlaHb, 110 JO3BOJUTH ChopMyBaTH HEOOXiHI
KOMIIETEHTHOCT] Y CHHTE31 Ta aHali31 CHCTeM KepyBaHHS B
MeIiaiHKCHEePIHINX KOMIUICKCaX.

Bci nependaveHi AUCIUILTIHOO 3aBJaHHI (JJabopaTOpHi,
MIPaKTHYHI) BUKOHYIOTHCS CTYICHTOM OCOOUCTO 3TiTHO
IHIMBITyaJbHOTO BapiaHTy Ta y BCTAaHOBJICHHH yac. Ko 3a
OyIb-SKUX IIPUYMH CTYACHT HE BCTHT BUKOHATH 3aBIaHH, a00
He OyB NPHUCYTHINA Ha yI00BOMY 3aHATTI, TO epea0avaeThCs
BUKOHAHHS BCIX BUIB POOIT CAMOCTIHHO 3 MOKJIMBOIO
OpraHi3alli€ro T0JaTKOBOI KOHCYJ/IBTAIIIT 3a MOTPEOU.
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