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IHOBYAOBA IHOPACTPYKTYPU XHTY JJUIA IIIAI'OTOBKHU
PO3POBHUKIB KOMII'IOTEPHHUX IT'OP 3A IPOEKTOM GAMEHUB

Anomauin. Onucano enposaoddcenns Erasmus+ npoexmy "University-Enterprises Cooperation in Game
Industry in Ukraine" (GameHub) ¢ Xepconcvkomy nayionanbHomy mexniyHomy yHieepcumemi. Poboma
HAO NPOEKMOM OXONIIOE MOHIMOPUHE KOMNEMEeHMHOCME, HeoOXIOHUX 01 YCRIWHOT poOOmuU BUNYCKHUKIB

y chepi po3pobrienHs KOMN IOMEPHUX i20p, CMBOPeHHs. BION0BIOHOI IHpacmpykmypu 8 yHisepcumemi 0Jist
ompuManHs HeoOXIOHUx Komnemenmmuocmeil. Peanizayis npoexmy 30ilicnioemvcs 3a80sKu Koonepayii

yHigepcumemy 3 nionpuemcmeamu. Ilooano onuc konyenyii komn'tomepHoi ieposoi nabopamopii, wo

8I0N0BI0AE CYHACHUM BUMO2AM NIO20MOBKU Paxiéyié 3 po3poONeHHs KPOC-HAAM@BOPMHUX KOMN IOMEPHUX

icop ma i2po8020 KOHMEHM) .

Knrouosi cnosa: GameHub; GameLlab; izposea nabopamopis; xomn’iomepra zpa; Koonepauis 3

nionpuemcmeamu

Beryn

Curyariss y cdepi irpoBoi immycTpii B Ykpaini
3a3Ha€ 3HAYHUX 3MiH TMPOTSATOM OCTaHHIX POKIB.
[pencraBHuKU MIKHAPOIHUX KOMIIaHiH, o
3aMarOThCsl  PO3POOKOI0  KOMITIOTEPHHX  irop,
MOYHMHAIOTH 0auWTH B HAIUIH KpaiHi HE TUIBKU JDKEPEIIO
JICIICBUX BUPOOHUYMX TMOTYKHOCTEH, a # TiJHOTO
KOHKYpEHTA.

IIpote
po3poOICHHS

MMArOTOBKA  CIEIiamicTiB  y  cdepi

KOMIT'IOTepHUX  irop B  YkpaiHi
YCKIIQTHIOEThCS gepe3 HecTauy HE0OXigHOTO
NpOrpaMHOTO Ta amapatHoro 3a0e3medyeHHs  Jyis
oOnanHaHHs Jlaboparopiii y 3akiagax BHUILOI OCBITH
(3BO). Kpim Toro, cucrema BHIIOi OCBITH B YKpaiHi €
TpaJMI{HOI0, KOHCEpBATHBHOIO Ta HE BIAMOBIJAE
JUHAMIYHUM 10TpedaM MIKHApOIHOTO PUHKY Ipari y
coepi irpoBoi iHgycTpii. HasBHI HaB4YanbHI mporpamu
BIIMTOBIHUX HABYAJIBLHUX KYpCiB HE CTBOPIOIOTH YMOBHU
IS PO3BUTKY KOMITETEHTHOCTEH, IO BiJNOBiIAIOTH
puHKy npai. [Ipupona irpoBoi iHxycTpii moTpedye Bin
ykpaincekux 3BO  po3poOsieHHS HOBOT KOHIICTIIIi
HaBYAaHHSA IS 3a0€3MEUCHHS CTYACHTIB MiIHUMH
3HAHHSAMH Ta HABUUKAMH, sIKi O 38JJOBOJIBHSIN MTOTPEOH

pUHKY npati. HasBHUI pO3pHB MIX SIKICTIO OCBITH Ta
MONMUTOM pUHKY MOXe OYTH 3MEHIICHUH 3aBISKH
koomepaitii mianpuemcTs 3 3BO.

AHAJI3 0CTAaHHIX JOCTITKEHD

Koomepamis 3BO 3 mignmpueMcTBaMu € MPEeIMETOM
OoOroBOpeHHsI 1 BHU3HAYaeThes SIK (opMma B3aEMOJIT
nianpueMcTs i3 3BO 11 nocsTHEHHS B3aeMHOT BUTOIU. B
€BpoIli  YIPOJOBXK OCTaHHIX POKIB IS MOXKIIHBICTH
peari3yeThCsl 3aBASKH peaizamii mpoekTiB Erasmus+,
takux sk "Integrating Entrepreneurship and Work
Experience into Higher Education" (IE-WEXHE),
"Embedding Entrepreneurship Education" (Triple-E),
"European University-business cooperation” (UBC) Tta
immmx [1 — 3]. €Bponeiicbkuii npoekt "Integrating
Entrepreneurship and Work Experience into Higher
Education" (IE-WEXHE) cnpsiMmoBaHo Ha iHTerpario
3BO 3 mignpueMcTBaMy, sika 3aCHOBaHa Ha OTPUMaHHI
CTyJICHTaMHU JOCBify, IO € HEOOXiMHUM Ui peabHOL
mpami, Ta OXOIUTIOE YOTHPH TPyNH  JUCIUTUTIH:
MPUPOTHUYI, TYMaHITapHI, MCAWIMHCHKI Ta COLIAIbHI
JUCTIMTITIHA. Haii6inpury yBary TIPHTIICHO
TyMaHITapHUM JUCIUTUTIHAM, JUTSI IKAX TIEpeXif] 0 pUHKY
mpaii € MeHIm  «mpo3opum». [Ipoekt "Embedding
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Entrepreneurship Education” (Triple-E) O6ymo 3acHoBaHO 3
MeTOoI0 (OPMYBaHHS Y CTYACHTIB ITiANPUEMHHUIIBKOTO
obpasy wmucnenns. [Ipoexkr "European University-
business cooperation" (UBC) e naiimacmtaOHImuM B
€BpoITi POSKTOM, CIIPSIMOBAHMM Ha Koorepaiito 3BO ta
6iznecy [4; 5].

[IpoTaroM OCTaHHIX JECATWIITH B
CIIOCTEPITA€ThCS  HEBIMMOBITHICTE  MiX
cHCTeMOI0 1 puHKOM Tipami. Ile cramo mnpuduHOIO
ctBopeHHs npoekta KA2  "University-Enterprises
Cooperation in Game Industry in Ukraine" (GameHub),
CIpPSIMOBAaHOTO Ha  KOOIIEpAIlif0  YHIBEPCHUTETIB Ta
nignpueMcTB y cdepi irpoBoi Komi’rotepHOi iHaycCTpil

[6].

VYkpaini
OCBITHBOIO

Merta crarTi

Meroto crarti € omuc mnpoekty "University-
Enterprises Cooperation in Game Industry in Ukraine" ta
0COONMBOCTEH HOTO BIPOBAIPKEHHS B XEPCOHCHKOMY
HaliOHAILHOMY TeXHIYHOMY yHiBepcuteTi (XHTY).

BuxkJiag ocHOBHOro Mmartepiany
3agaui npoexty GameHub

IIpoextr GameHub cnpsiMoBaHWii Ha CTBOPEHHS B
3BO indpactpykTypH, sika © momomarana CTyACHTaM
MOKpAIlyBaTH CBOI 3HAHHS, HAaBUYKH Ta (HOpMyBaTH
KOMIIETEHTHOCTI, HEOOXI1IHI TS MO JAJIBIIOTO
MpaleBIalTyBaHHS y cdepi irpoBoi KOMI IOTEPHOI
IHAYyCTpIi.

OcCHOBHI 3a/1a4i IPOEKTY IOJISTAIOTh y TAKOMY:

1) BusABNeHHA Ha0OpPy KOMIETEHTHOCTEH, IO
BU3HAYalOTh MpodecioHaNbHUN piBeHb CIeliajicra y
cdepi irposoi iHgycTpii [7-9];

2) WiArOTOBKA BHKJIAAALBKOTO CKIIAIY;

3) CTBOpPEHHS HAaBUAJIBHHX MOMYJEH, IO JaloTh
3MOT'Y OTPUMATU HEOOXITHI KOMIIETEHTHOCTI.

Bnposamkennss GameHub B XHTY mnocmyxuno
CTHMYJIOM CTBOPEHHS HOBHX OCBITHIX TIporpam 3
PO3pOOIIEHHS KOMIT IOTEPHUX irop, a TAKOXK CTBOPECHHS
TEXHOJIOTIYHOI 1H(pACTPyKTypu Ui peamizamii IHX
mporpaM Ha TpakTumi. Bece me mamo 3Mory CTBOPUTH
HEOOXiHI YMOBH OTPHUMAaHHS CTYACHTAMH 3HaHb Ta
MPAaKTUYHUX HABUYOK JUIs yCminiHoi pobotu y cdepi
irpoBoi iHIyCTPIi.

IMpunumnm  opranizamii
HOJISITAIOTh Y TakoMYy (puc. 1):

1) TicHa Koomepauis 3 MJNIPHEMCTBAMH y cdepi
irpoBoi iHIYCTPIi Ha peTrioHaIPHOMY, HAI[IOHATBHOMY Ta
IHTEpHAL[IOHAJILHOMY PIBHSIX,

2) BOPOBADKCHHS IHHOBAI[IfHMX METOMIB Ta
METOI0JIOTI HaBYaHHS,

3) amanTamisi HaBYAIBHHX MPOTpaM J0 TOTped
PHUHKY TIpari;

4) moenHAHHS HABYAHHS CTYIACHTIB 3 MPAKTHIHOIO
ISIIBHICTIO;

5) reiMigikalis HaB4aIBLHOTO NPOLIECY;

GameHub B XHTY

6) IHTEHCHBHA B3aeMOIs 3
MapTHEPaMHU.

YHIBepCUTETaMU-

N
TicHa cnisnpaus 3 po6oTogasuaMM Ha

perioHanbHOMY, HaLjoHabHOMY Ta
MiXHaPOAHOMY pPiBHAX

ApanTallia OcBiTHIX nporpam Ao
BMMOT PUHKY NpaLyi

lelimidiKaLia ocBiTHbOro
npouecy

ToeAHaHHS HaBYaHHS 3
NpaKTU4HOK poboToto

P

BUKopUCTaHHA IHOBALIAHWX
OCBITHIX MeTOAjB

|HTeHCMBHA Koonepallia
yHiBepcuTeTiB-NapTHepiB

Pucynox 1 — Ipunyunu GameHub ¢ XHTY

LlinpoBa ayauTOpis CKIAHAETHCS 31 CTYICHTIB
(axynbTeTy KiOEpHETHKM Ta CHUCTEMHOI iHXeHepil, a
TAKOX CIyXadiB LEHTPY MICISAUIUIOMHOI OCBITH
(puc. 2). OcHOBHY yBary IpHIUIIETHCS HABYAHHIO
BerepaniB ATO ta 6e3po0iTHHX.

darynbTeT LleHTp
KibepHeTuKK Ta nicAsAUNAoMHOT
CUCTEMHOI iHXHeHepii OCBITH
— —
- Bakanaepwm — MepenigrotToeka
—— ——
— —
. MigeniLeHHA
H Marictpmu AsnL
KBanidirauii
—— ——
—
| PhD ctygeHtmn

Pucynoxk 2 — Linvosa ayoumopis

GameHub B XHTVY ckinagaerbcs 3 YOTUPHOX
OCHOBHHX KOMITOHEHTIB:

1. IlemaroriyHmii KOMIIOHEHT, SKHH MICTHTH
METOJI0JIOTiI0 HaBYaHHA CTYJIeHTIB, BerepaniB ATO Ta
0e3p0o0iTHUX;

2. Meroxomaoriyunii KOMIIOHEHT;

3. Iudopmauiiinnii kommoHeHT, 1O 3abe3neyye
KOMYHIKallii MDK OCHOBHMMH YYaCHHKaMH IIPOEKTa,
TaKUMHU SK BHUKJIAAadi, KEPIBHHUIITBO YHiBepcHTETa, a
TaKOXX HAYKOBIII;

4. TexHONOTIYHMU KOMIIOHEGHT, L0 TOJATaE y
CTBOpEHHI irpoBoi madboparopii «GameLab».

Tlemaroriuamit KOMIIOHEHT CKJIQIa€ThCS 3
MOHITOPUHTY  KOMIICTCHTHOCTEH, HEOOXIMHUX s
npanesiamTyBaHHs y cdepi irpoBoi iHmycTpii, Ta
CTBOPEHHS YMOB JIUISI OTPUMAHHS X KOMITETCHTHOCTEH
cryneHtamu. [[Jiss MOHITOPUHTY KOMIIETCHTHOCTEH OyI10
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MIPOBEICHO ONMUTYBAHHs CHemiamicTiB y cdepi irposoi
iHAyCcTpii 3 BUKOPHCTAHHSM CICMialbHUX aHKET
[10 — 12]. B pesynbraTi onuryBaHHs OyJO BHIIJIEHO
Ha0ip KOMICTCHTHOCTEW, OCHOBHUMH 3 SKUX €
kpeatuBHicTh [13; 14], akamemiuHa JOOpPOYECHICTH
[15 — 17], 3maTHiCTh TpUWMATH pIlICHHS, 3JaTHICTH
MPALOBATH B KOMAH/II.

Byno Ttakoxx mpoaHalli3oBaHO pIBEHb 3HaHb Ta
HaBUYOK CTYJIEHTIB, SKi HAaBUAIOTBCSI Ha Kadempi
iHQOpMAIIHUX TEXHOJOTIH, Ta BUSIBJICHO, INO IECH
piBEeHb HE BIANOBimaE MOTpedaM pPoOOTONABINB 1
morpebye mokpameHHs. [lmg mporo MawoTe OyTH
CTBOpEHI BIANOBIAHI MpOTrpaMu, CIpPSIMOBaHI Ha
OTPUMAHHS CTYICHTAMU HEOOXITHUX KOMIIETCHTHOCTEH.

Metononoriuanii komnonedT GameHub B XHTY
0a3yeTbcs Ha peanizamii 1HHOBaNiWHOI HaBYAIBHOL
mporpamMu 4epe3 po3poOJICHHs HaBYAIBHUX MOIYJIIB,
Mepertik AKX mojano B Tadn. 1. HaBuansHUi nporec 3
BUKOPHCTAHHSAM MOJYJIIB 3aCHOBaHHMH Ha TPOOIIEMHO-
OpIEHTOBAaHOMY HaBYaHHI, sKke (OpMye KpeaTHBHE
MUCIICHHSI Ta KOTHITHUBHI 3IIOHOCTI CTYACHTIB uepes
BHpIIICHHS MPOOJIEMHO-OPIEHTOBAaHUX 3amad y cdepi
PO3pOOICHHS KOMIT FOTEPHHUX irop.

Buxkopucranas CJICMCHTIB poOIECMHO-
OpIEHTOBAaHOTO HABYaHHSA Jla€ 3MOTY e()EeKTHBHO
PO3MOTMTY HAaBYAJILHUN MaTepian Ha MEeBHi MOPIIii, 110
BiJINIOBIJAIOTh OKPEMHUM €JIEMEHTaM 3aCBOEHHS, Ta 3a
paxyHOK HasiBHOCTI B KOXKHIH Takii mopuii mpo0ieMHOTo
3aBaHHs, SKE CTYICHT Ma€ BUKOHATH, 3abe3redye
IHAMBITyami3aIlif0 HaBYAHHSI 3 HAJICKHUM 3BOPOTHUM
3B’SI3KOM Ta CaMOKOHTPOJIEM BHKOHAHHS KOXKHOTO
3aBJIaHHSL.

Tabauys 1 — Hasuanvni mooyni

No - = 8
=) 2 £ <
Haza momymnst § % L[c:> =
a [2 5
3]
1 | Po3pobnenus * * *
KOMII FOTEPHUX Iirop 3
BUKOPHUCTAHHSIM
Unity3D
2 | Po3pobnenns irpoBux * *
Web-nonaTkis
3 | Po3pobneHns *
MEpEKEBHX ITPOBUX
IIOATKIB MOBOIO
nporpamyBaHHs Java
4 | BizyansHe *
TporpaMyBaHHsI irop

[IpobnemHO-0OpieHTOBaHE HAaBYAaHHS HPOXOAUTH Yy
TEOpeTHYHiH (opMIi y BUTIIAI JICKIIH Ta KOHCYJIbTALliH,
a TaKOX Yy MIPaKTHYHiH (popMi y BUTTIAMI iHAWBITyaTbHIX
3aBIaHb Ta pOOOTH y MaJIMX Ipymnax.

3acobamu, 10 3a0e3MedyroTh Pe3yIbTaTUBHICTH
HaB4aHHI, € (puc.3):

1) Bigkpuri ocBitHi pecypcu (Open Educational
Resources, OER) — mudpoBi HaByanbHi Matepianu 3
BiIKpUTOIO JIIIIEH31€10;

2) mporpamMHe 3a0e3MedyeHHs, SK& MiATPUMYE
CTBOPCHHSI, BUKOPUCTAHHS Ta YIOCKOHAJCHHS BUILHO
PO3TIOBCIO/KYBAaHNX HAaBYAJIHLHUX MaTepialliB, a TAKOXK iX
e(eKTHBHUI MONIYK 1 OpraHi3allito;

3) BigkpuTe MOIyJbHE 00'€KTHO-OpPIEHTOBAaHE
IUHAMiYHEe HaBuaibHe cepenopuiie Moodle, 1m0
00’emHy€e BHKIQNaviB Ta CTYACHTIB B OJHY HAIiiHY
IHTETpOBaHY  CHUCTEMy 3  METOK  CTBOPEHHS
MIEPCOHATI30BAHOTO HABYAJIBHOTO CEPEIOBHIIIA;

4) HaBUaNbHI TpOTpaMH Ta Martepiamu (MOIyi),
1o po3pobIeHi BUKJIaIadaMH XHTY Ta
yHiBepcuteTamu-napraepamu no GameHub, y t.u. 38
HaBYAIBHUX MOIYJIB JUISI CTYACHTIB OCBITHHOTO PIBHS
OakanaBp abo marictp Ta 18 HaBYANBLHUX MOIYJIB IS
MepeniAroToBku 0e3po6iTHUX Ta BetepaHiB ATO;

5) Meromu NmpoOIIEMHO-OPIEHTOBAHOTO HAaBYAaHHS:

MiHi-irpy, TpoOJeMHI  3aBJaHHS, BIKTOPWUHH 3
OTUTYBAHHSM, 3aIIOBHCHHS aHKET TOIIO;
6) KpuTepii OI[HIOBaHHS, TECTH HAaBYAIBHUX

JIOCSITHEHB BITKPHUTOI Ta 3aKPUTOI (GOPM JIsT KOHTPOITIO
PE3yJIbTATUBHOCTI HABYAHHSI.

Lindpposi Has4anbHi marepianu
3 BiAKPUTOIO NiLEHIIEN

BeskolToBHa iHTEpHeT
nnatghopma BigKpUTUX
{HTepaKTUBHUX HaBYaNbHUX
Kkypcis EdX

’ HasuansHi nporpamu ‘ OER

’ HaeuansHi moayni '
LuctanuiiHe

—_—

HaBYaHHA

1

1

1

I

1

1

1

1

1

1

N 1
Biakpute MoaynbHe ob'ekTHO- | 1
opieHTOBaHe AnHaMivHe :
HaBYanbHe cepefoBuLLe |
I

1

1

1

1

1

1

1

1

1

1

1

I

1

1

MeToaun npobnemHo-

OPIEHTOBAHOrO HaBYaHHS Moodle

TNexuji, npakTuyri Ta
iHAVBiAyanbHi 3aBaHKs,
poboTa y Manux rpynax,

KOHCynbTauji

KpuTepii ouiH0BaHHA

TecTi HaByanbHUX AOCArHEHb
BiAKpUTOl Ta 3aKpuTol hopm

3acobw, wo 3abesnevyoTb
pe3ynbTaTHBHICTb HABYAHHA

HaByantHi matepianu

Pucynox 3 — Memoou ma 3acobu, wo 3abe3neuyioms
De3ybMAmuGHICNb HAGUAHHS

TexHoNOr1YHUH KOMIIOHEHT IOJISITa€ B CTBOPCHHI
irpoBoi  yabopartopii I  HABYaHHS ~ CTYICHTIB.
OOnagHaHHs Ta mporpaMHe 3a0e3nedyeHHs irpoBoi
naboparopii nmae 3Mory 3miMCHIOBATH HaBYaHHS 3a
OCBITHBOIO ITpOrpaMoro «Po3podka KOMITFOTEPHUX irop»
3 BUKOPHUCTAHHIM PO3POOICHNX HAaBUYAIbHUX MOJYJB.

IndopmaniiiHnii KOMIIOHEHT CHPSIMOBaHUH Ha
PO3IIOBCIOMKEHHST PE3yNbTATIB MPOEKTY Ta MOJIATae y
MpOBeJIeHHI 1HPOpPMAIiHHUX JHIB, KPYTJIUX CTOJIB,
SIPMapOK BaKaHCIH Ta iH.
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KoHuenuist irpoBoi HaBYaabHOI
aadoparopii '"GameLab"

3a npU3HAYEHHSIM IrpOBY HaBUYaJIbHY J1a00paTOPit0
«GameLab» nozineHo Ha 4oTHpH podoui 30HH (pHc. 4):

1. 3oHa po3po0JICHHS Ta TECTyBaHHSA irop B
cepenoButn Android, sika MiCTHTB po00Ui MicCIIs 3 TAKOIO
KOMIT' FOTEPHOIO TEXHIKOIO:

15 pobounx MicIb CTYICHTIB AJIs1 PO3pOOICHHS
irop, KoXHe 3 SIKUX ocHamieHe HoyToOykom HP Pavilion
15-ab246ur, irpoBoro knaBiatyporo Logitech G103 Ta
Mmasinyisropom Logitech F310;

5 cremniamizoBaHUX POOOYUX MiCIlb, KOXHE 3
SIKUX ocHameHe miaanmeroM Lenovo Tab 3 Business
X70F, obnasHaHHAM irpoBOi BipTyaJbHOI peanbHOCTI
Razer Virtual Reality (OSVR) ecosystem&headset,
mosoMamH BipTyaisHoi peansHocTi EMOTIV Insight 5
Channel Mobile EEG + USB Receiver ta irpoBoro
rapHityporo Tracklr 5 Premium Head Tracking for
Gaming.

2. 3oHa po3poOJEeHHS Ta TECTYBaHHSA Irop B
cepenosutii Apple i0OS, sika MiCTHTB 2 CIeIialli30BaHUX
poboumx MicIisl, KOKHE 3 IKHX OCHAIEHE KOMIT FOTePOM
Apple A1418 iMac 21.5" ta mnanmerom Apple A1566
iPad Air 2.

3. 3oHa 3a1mcy, OTIPAIIOBAHHS
MIPOCTYXOBYBaHHS ayIiOKOHTEHTY IpH, sIKa OCHAIEHa
3BykoBuM USB-intepdeiicom 2x4 BEHRINGER U-
Phoria UMC204HD 3 wikpodonamu BEHRINGER,

Ta

kabensmu  PROEL  BULK250LUS, MikpohoHHUMH
critikamu PROEL RSM 180 Ta HaBymHukamu Sennheiser
HDS558 nuist sikicHOTO 3amucy aynioirpoBoro KOHTEHTY.

4. 3oHa po3pobseHs (OTO- Ta BiAEOIrPOBOTO
KOHTCHTYy TIpH, sIKa  OCHAaIleHa JA3€PKaIbHOIO
¢dotokameporo Canon EOS700D 18-55mm, ckaHepom
Epson Perfection V370 Photo, nazepHum mnpuHTEepoM
Canon i-SENSYS LBP6030W mist apyky uepe3 WiFi ta
3 MOOUTBHHX TIPUCTPOIB.

CepBep HP ProLiant ML350 Gen9 3a6e3mneuye

Ocsmepebifine  (QyHKIiOHyBaHHS  Mepexki  Wi-Fi
HaBYaIbHOI TabopaTtopii «GameLab».
Kpim Toro, irpoBa mnaboparopis «GameLab»

OCHAIIICHA ITPOBUMU MPUCTABKAMH JJIsl TECTYBAHHS iTOP
Sony PlayStation 4 500GB Ta XBOX 360 Slim 250Gb
Kinect.

B irposiii HaBuanbpHii nabopatopii «GameLab»
TIepeBaYKHO BHKOPHUCTOBYETHCS TIpOrpaMHe
3a0e3neueHHs 3 BIAKPUTHM KOJOM, IO TEPENaeThCs y
BUTbHE KOPHUCTYBAaHHS CTYICHTaM Ta BHKIAJadaM JUIs
HEKOMEPIIHHOT eKCILTyaTallii.

Ile macammepen Kpoc-TuIaTGOPMHI CepeIoBHUINa Ta
3ac00u po3poOIICHHS OATKIB JJIs OTEPaliHHUX CHCTEM
Android, i0S, Windows 3 BUKOpPHUCTaHHSM MOB
nporpamyBaHHs Java, JavaScript, Python, C++.

OmHak 1 CTBOPEHHS SKICHOT'O irpOBOTO KOHTEHTY
3aTy9eHO TaKOK KOMEpIIiiiHe mporpaMHe 3a0e3eYeHHS,
JUIL SIKOTO BIJICYTHI SIKICHI BUTBHO pPO3MOBCIOJKYBaHI
aHaJIOTH, a caMe:

Jona noxpHTTH Mepeski Wi-Fi

IInarmeru Lenovo Tab 3 Business X70F

L L] L]

SAMEN UB S AMNEHUE IAMENUD SAMNEHUD

Hoyroyss HP Pavilion 15-ab246ur

L -

HP ProLiant ML350 MapmpytusaTop i-SENSYS
Gen9 Server TP-Link ArcherC59 [ ppgozow
(K8I99A)
— N
Sony Monobaoxs Apple A1418 iMac 21.5"
PlayStation
XBOX 360 MMnanmern Apple A1566 iPad Air

3oHa po3podKH Ta TecTYBaHHAA irop B cepeqosnmi Apple iOS

A B B B

—
—
——

v

¥ | EY »
v

LI )
e £

2

30Ha po3pobKH Ta TecTyBaHHA irop B cepenosnmi Android

4

EHRINGER Sennimser BEHRINGER
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— Kpoc-miaropmHi npodeciitai rpadigni
MIPOTPaMH LTS OIIPAIIOBAHHS Ta IIOKPALICHHS PACTPOBHUX
1 BekTOpHUX 300paxenb, Qororpadiii, rpadiuHoro
nuzaiiny  (Adobe Photoshop CC ALL Multiple
Platforms);

— mpodeciiiHi TpadidHi MporpamMu MOICITIOBAHHS
BUCOKOIIOJIITOHAJIBHUX ~ LU(QPOBUX  CKYJNBOTYp 1
TekctypHoro QapOysanns 3D-Momeneit Ajis CTBOPSHHS
muppoux 3D-00'ekTiB 1 2D-cKeTd4iB 3 IIUPOKHAM
crekTpoMm Teketyp i papd (Autodesk Mudbox);

— cremjiaiizoBaHe MporpamMHe 3a0e3MeYeHHs IS
sikicHoi 3D-aHimarii, peHIepHuHTa, MOJIETIOBAHHS Ta
Bizyasi3auii i3 3acrocyBaHHAM Bineoedekris (Autodesk
Maya 2016);

— CcremiajizoBaHe MporpaMHe 3a0e3NeYeHHS IS
MiATOTOBKH, KOMIOHYBAaHHS, peAaryBaHHs], 3allUCy Ta
3aBaHTA)XXEHHS ayAiOKOHTEHTY BHCOKOi sikocTi (Sound
Forge Audio Studio 10);

— CcremiajizoBaHe MpOorpaMHe 3a0e3NeUYeHHS IS
MATOTOBKY, KOMITIOHYBaHHS, pelaryBaHHs, 3alHCy Ta
3aBaHTQ)KEHHS  BIJICOKOHTEHTY DI3HOI  PO3ALIBbHOL
3matHocTi Ta sskocTi (Corel VideoStudio Pro X9 ML).

Omxe, obmamHaHHS Ta NpoOrpaMHe 3a0e3redeHHS
irpoBoi HaB4aNbHOI Taboparopii «GameLab» Binmosinae
CyJacHUM BHMOTaM ITiITOTOBKH (axiBIIiB 3 pO3POOIICHHS
KpoC-TIaTGOpMHUX KOMIT' FOTEPHUX irop Ta irpoBOTO
KOHTEHTY.

BucHoBku

Bnposamxennss npoekta GameHub crumymtoe
YKpaiHCBKHUN CEKTOP BHIOI OCBITH y cepi po3poOICHHS

KOMIT IOTEPHHX irOp BiJIMOBiAaTH MOTpedaM PUHKY Tpalti
3aBISKH  B3a€MOBHUTiImHIA  koomepamii 3BO 3
mianpuemcTBamu.  lle  mae  3mory  3a0e3meduTH
BUITYCKHUKIB 3HAHHSMHM Ta HaBUYKAMH, HEOOXITHUMH
ISl TIpareBIaITyBaHHS. B pe3ynbTaTi  yKpaiHCBKi
BHUITYCKHUKH JIOCSTAIOTh BHCOKOTO PiBHs KBamidikarrii,
mo gonomarae iM OyTH 3arpeOyBaHUMH Uil pOOOTH B
MiKkHapoaHux [T KOMMaHiSX Ta Cchpuse iHTErpamii
VYkpainu B mikaaponuuii IT cexrop.

OTXe, OCHOBHUMH 3aBJaHHAMHU ()YHKIIOHYBaHHSI
GameHub B YkpaiHi €:

— 3abe3mevyeHHs yYMOB /I CTBOPEHHS Ta
BIIPOBA/KCHHS IHHOBAIlIfHMX OCBITHIX Mporpam 3
pO3pOOJECHHST  KOMII'IOTEpPHHX irop Ta  irpoBOTO
KOHTEHTY;

— ajamnTamis OCBITHIX MporpaMm 3 po3poOJICHHS
KOMIT'FOTEPHUX Irop 10 IIOTped pPHHKY Ta BHUMOT
poOOTOIABIIIB;

—  IIBUIIEHHSA piBHA  MiATOTOBKH
(axiBIiB yepe3 OBOJIOAIHHS CYYaCHHUMH TEXHOJIOTISIMH

SIKICHOTO

PO3pO0OIEHHS KOMI'IOTEPHHX irop Ha PiBHI aKTyaJIbHUX
BHMOT PUHKY TIparti;

— TOUIYK IUIAXIB YZOCKOHAJCHHS OpraHizarii Ta
HayKOBO-METOJIMYHOTO  3a0€3NCUeHHs  HaBYAJILHOTO
nporecy;

— HaJaHHA KOHCAJITHHTOBUX IOCIYT Ha IiJCTaBi
3B'3KYy MIX YHIBEPCHUTETOM Ta iIrpOBOIO IHAYCTPIEIO;

- B3a€MHUKA  OOMIH  JOCBIZIOM, 3HAHHSIMH,
HaBYAITEHUMH MaTepiaJaMu Ta 1HHOBALIHOIO
MIPAaKTHKOIO 1HXXEHEPHOI OCBITH 3 YHIBEpCHTETAMH —

naptHepamu o GameHub.
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Abstract. The article describes the implementation of the Erasmus + project "University-Enterprises Cooperation in Game
Industry in Ukraine" (GameHub) in Kherson National Technical University. Work on the project includes monitoring the
competencies necessary for the successful work of graduates in the development of computer games as well as the creation of an
appropriate infrastructure in the University to obtain the necessary competencies. The project is being implemented through
cooperation of the University with enterprises. The article describes the concept of a computer game laboratory that meets the
modern requirements of training specialists in the development of cross-platform computer games and game content.
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