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3aranbHa IHpopMaula Npo ANCUNNAIHY

laeHTrdikauis

HasBa: AnropuTMmiyHi OCHOBM KOMIM'FOTEPHOI rpadikm
CneuianbHicTb: 123 KoMn'toTepHa iHXeHepis
CrtyniHb: bakanasp

O6csr: 120 roaunH / 4 kpeantn EKTC

MopayniB: 4 3MiCTOBHMX G10KK

Nekuii: 15 rog. - JTaéopaTopHi: 45 roa. - CPC: 60 rog.

an/IBHaLIeHHFI AncumnniHn

OuvcunnniHa «ANropuTMivHi OCHOBM KOMNM'tOTEPHOI rpadikmu» popmye
Yy CTYOEHTIB CUCTEMHE PO3YMIHHA MaTeMaTUYHUX Ta afnirOPUTMIYHNX
OCHOB NOBYA0BM Ta 06P06KKN rpadivyHMX 306paxeHb. Kypc oxonstoe
PacCTpPOBi Ta BEKTOPHI aniroputMun, reoMeTpuyHi NepeTBOPEHHS,
anropuTMun BUAUMOCTI, PEHAEPUHTY Ta OCBIT/IEHHS, @ TaKOX Cy4acHi
TexHonorii GPU-nporpamyBaHHs.

OvcuunnniHa € npodinbHOK ANa NigrotoBKM 6akanaspiB 3i
cneuianbHOCTIi «kKoMM'toTepHa iHXeHepis» Ta 3abe3nevye
dopMyBaHHSA GaxoBUX KOMMNETEHTHOCTEN Y chepi pO3POBKHU
rpagiyHMX 3aCTOCYHKIB i CUCTEM Bi3yanisaduil.



3araabHlI KOMMNeTeHTHOCT!

AHaNITUYHe MNCNEeHHS

34aTHICTb o aHanisy, CUHTEe3y Ta KPUTUYHOIO OLiHIOBaHHS
anNropuTMIiB KOMM'FOTEPHOI rpadikn: NOPIBHAHHSA ePeKTUBHOCTI
MeTOLIB, BUSIBNEHHS NepeBar i Hefonikis, 06rpyHTYyBaHHS BUOGOPY
ONTUManbHOro Nigxo4y ANs KOHKPETHOI 3agaui.

CamoopraHi3auis

YMiHHS CaMOCTIMHO HaBYaTUCS, NaHyBaTn poboTy Ta
OpraHi3oByBaTV BUKOHAHHS 3aBAaHb Yy BU3HAYEHi CTPOKU, 30KpemMa
nig Yac po3po6KM Ta HanarogyKeHHsa NporpamHuxX peanisawin
rpadiyHMX anropuTMmiB.

KomyHikauis

30aTHICTb 40 YCHOI Ta NMCbMOBOI TEXHIYHOT KOMYHIKaLi1: YiTKO
NOSICHIOBATUM anropuTMy, iX CKMagHIiCTb Ta peanisauito,
odopmMnoBaTH 3BIiTK 3 NABOPATOPHUX POBIT, aHaNITUYHI 3aNNUCKN Ta
TEXHIYHY OOKYMEHTaLito.

KomaHaHa poboTa

BignoBiganbHICTb, iHILIATUBHICTb Ta FOTOBHICTb A0 CHiSIbHOI PO60TH
Haf rPynoBUMM NPOEKTaMM 3 PO3POOKN rpadiyHMUX 3aCTOCYHKIB,
pO3MoAiny 3afay Ta iHTerpauil nporpaMmHuUx Moaynis.

CTyaeHT NOBMHEH BMITW: aHanisyBaT anropuTMmM Ta OLHIOBATK iX 064YNCNIOBasIbHY CKTaAHICTb; 06MpaT ONTUMAanbHUA MeTOA NS 3afgaHol

rpadiyHol 3a4adi; nporpaMyBaTi anropUTMM Ha CyYacHUX nnaTthopmMax; AOKYMEHTYBATU PilleHHs Ta Npe3eHTyBaTu pesynbTaTu; NpautoBaTi B

KOMaHgi npu po3pobLi NporpamMHux npoekTiB.



PaxoBl KOMMNEeTeHTHOCT!I

MaTeMaTu4YHI OCHOBU rpadIkm

PO3yMiHHS MaTeMaTMYHOro anaparty KoMM'toTepHoOI rpadiku:
BEKTOPHa Ta MaTpuyHa anreépa, CUCTEMU KOOPANHAT, adiHHI Ta
NPOEKTUBHI MepPeTBOPEHHS, NapaMeTPUYHi KPpUBiI Ta MOBEPXHI.
BMiHHA 3acTOCOBYBaTU MaTeMaTUYHUI IHCTPYMEHTapin npu
peanisauii anropuTmis.

TpvBUMIpPHa rpadika Ta peHAepUHT

3HaHHA MeToAiB 3D-MoaentoBaHHSA, MPOEKTYBaHHSA Ta
peHOEepPUHry: nodbynosa Ta nepeTsopeHHss 3D-06'eKTiB,
anropuTMun BUOANSAHHA HEBUOMMMUX MiHIW | NOBEPXOHb, Mogeni
OCBiTNneHHs (JTambepT, POHr), MeToaM TOHYBaHHS, TPaCyBaHHSA
NPOMEHIB.

PacTpoBl anroputMu

30aTHICTb peani3oByBaTW Ta aHanidyBaTW pacTPOBi anropuTMu:
no6ypnosa niHin (bpeseHxem, By), Kin, enincie; anropntmu
3aMNoBHEHHS 06/1aCTeEN; MEeTOAM BiACiYEeHHSA; aHTUaniacuHr. OuiHKa
e(PeKTUBHOCTI anropnTMmie 3a Yacom Ta Nam'aTTHO.

Cy4yacHI TexHonorii rpadikm

OpieHTyBaHHA B cyyacHux rpadiyHmx APl (OpenGL, Vulkan) Ta
apxitekTypi GPU; po3po6bka wengepHUX nporpam; po3yMiHHS
KOHBEEPa PEHAEPUHIY; 3aCTOCYBaHHS Cy4YaCHUX MeTo4iB
peanbHOro Yyacy gns irpoBux Ta MPOMMUCIOBUX 3aCTOCYHKIB.



Pe3ynbtati HaBYaHHS

o1 02

[MosscHeHHs 63a30BUX MOHATb Pean|3aL|,|f-| daJiIropPpUTMIB

[MosAACHIOBATW CYTHICTb K/THOYOBUX MOHATbL: pacTp, MikCenb, BEKTOP, PeanizoByBaTu K/1aCU4Hi Ta CyYacHi anroputMm KOMM'toTepHOI rpadiku
KONipHa MofeNb, reOMeTPUYHE NEPETBOPEHHS, NPOEKLiA, PEHLEPVHT, MoBOtO nporpamMmyBaHHsa (C++/Python/GLSL); aHanizyBaTu

Wwenaep, KoHBeep rpadiyHoOro npoLecopa, aHTUaniacuHr, o6uuncntoBasnibHy CKNagHICTb; NOPIBHIOBATU anbTepHaTMBHI Nigxoan Ta
TEKCTYpPYBaHHS. o6upaTn ONTUMANbHUN.

03 04

Po3pobka rpadpIuHmMX 3aCTOCYHKIB Po60Ta 3 $paxoBot flITepaTyporo

Po3po6naTtu rpadivyHi 3aCTOCYHKM i3 3aCTOCYBaHHSIM cyyacHux API OpieHTyBaTUCA ¥ paxoBi HAYKOBIN Ta TEXHIYHIN NiTepaTypi 3
(OpenGL/Vulkan); nporpamyBaTu BEPLUNHHI Ta GparMeHTHI Wwenaepu; KOMN'toTepHOI rpadiku; BUKOPUCTOBYBATK CTaHAApTH, cneumdikauii Ta
Hanarog)kyBaTu Ta npoodintoBaTn rpadiyHNn KOHBEED. AOCNIAHUUBKI MaTepianu ansa po3pooKn Ta BAOCKOHANEHHS rpadivyHmnx

CUCTEM.



MOAVY/Ib 1

MaTtemMaT4HI OCHOBM Ta MPUMITUBK KOMM'HOTEPHOI
rpadikm

1 Tema 1.1

BcTyn oo komn'toTepHoi rpagikun. KonipHi Mmogeni Ta cMcTeMu KOopAmHar.

2 Tema 1.2

MaTeMaTU4HUIK anapaT: BEKTOPU, MaTpUL,i, adiHHI NepeTBOPEHHS Ha NOLMHI.

3 Tema 1.3

PacTpoBi anropntmMu no6yaoBu NpUMITUBIB: NiHil, Kona, enincu.

4 Tema 1.4

ANropuTMHU BiICIYEHHS Ta 3aNOBHEHHSA NMONIroHIB. AHTMaNIaCuHr.



\ MOZY/b 1- TEMA 11 |

Bctyn Ao komm'toTepHOI rpadikn. KonipHi mogen

NexuiHnii matepian (2 roa.)

Nekuis 1: NMpeameT i 3agavi kypcy. Manysi 3actocyBaHHSA

KoMn'toTepHoI rpadikn. Knacudikauisa: pacTpoBa, BEKTOPHA,
dpakTanbHa, 3D-rpadika. NpucTpoil BBEAEHHS Ta BUBELEHHS

rpadivyHol iHpopMmauil. ApxiTekTypa rpadivyHol nigcnctemm
Komn'toTepa.

KonipHi mogeni: ¢isnyHa npupoaa konbopy. Mogens RGB:
NpeaCcTaBNEHHS KONbOPY, KONIPHUIM Ky6, FMMGUHA KONbopy.

Mopgenb CMY/CMYK gns nonirpadii. Mogeni HSV ta HSL:
BiATIHOK, HACUYEHICTb, ICKPaBICTb. [1epeTBOPEHHS MiX
KONipHUMUK Moaensmu. Famma-KopekList.

KnrouoBI NUTaHHA nekuli

e Knacudikauis Ta ranysi 3aCToCyBaHHS KOMIM'FOTEPHOI
rpadiku

e [lpuCTpOIi BBEAEHHSA Ta BUBELEHHSA: XapaKTEPUCTUKM Ta
NPUHLMNU POBOTU

e KonipHa mogenb RGB Ta i1 nporpamHe npencTaBfieHHs

e [lopiBHAHHSA KONipHUX Mmogenen RGB, CMY, HSV, HSL

e [lOHATTA rMUOUHU KONbOPY Ta raMMa-KoOpeKL,il

JlabopaTtopHa po6oTa (3 roa,)

3aBpaHHSA 1. HanawTyBaHHA cepefoBuLLa PO3PO6KU
(C++/0OpenGL a6o Python/Pillow). Peani3auia nporpamu gns
Bil06paxeHHs KonipHoro ky6a RGB Ta geMoHcTpauii
KONIPHUX FPaAIEHTIB Y PI3HNX MOLENSIX.

3aBpaHHA 2. Peanisauia GyHKLUIN NepeTBOPEHHS MiX
KonipHummn mopgensmun RGBLJHSVJHSL. Mo6ynosa
KONIpPHOro Koneca ta 4eEMOHCTpaLis raMMa-KopeKLil.

3aBpaaHHs 3. TecTyBaHHA Ta 0QOPMIIEHHS 3BITY.

CamocTiiHa po6oTa (8 roa.)

OnpautoBaHHs: MivyriH M. ®., KaHkiH I. O. «Komn'toTepHa
rpadika» — po3gin «OcHoBwM Ta KonipHi mogeni» (2023)
MigrotoBka pedepaty: «CyyacHi gucnnenHi TexHonorii Ta
KonipHun npocTip sSRGB/HDR»

CknagaHHs NOPIiBHAMBHOT TabnuLi KONipHUX Moaenen Ta
TX 3aCTOCYBaHHS

O OuikyBaHUM pe3ynbTaT: CTYOEHT BMIE

XapaKTepu3yBaTu apXiTeKTYpPY rpadiyHnX cuctem,
peanizoByBaTy NepPeTBOPEHHS MiXX KONiPHUMU
MOLEeNsIMMN Ta 3aCTOCOBYBATU raMMa-KOpPEKLiO.



\ MOZY/b 1- TEMA 1.2 |

MaTteMaTuyHMM anapat: BEKTOpU, MaTpuLyl, adIHHI

nepeTBOPEHHS

BekTopHa anrebpa

BekTopwu, cKkanapHU i BEKTOPHUM A06YTKU. HopManisauis.
3acTocyBaHHs y rpaodiui.

AQIHHI NepeTBOPEHHS

[MepeHeceHHs, MacluTabyBaHHA, 06epTaHHS,
BilOOGPaXxXKeHHs, 3CyB Ha MoLwWmHi 2D.

NexuinHnii matepian (1roa.)

BekTopHa anrebpa y 3agadax rpadiku. MaTpuui sk 3aci6
KOMMAaKTHOro 3anucy nepeTtsopeHb. OAHOPIAHI KoOpAMHATH:
PO3LLIMPEHUN NPOCTIP, NepeBaru NnpeacTtaBneHHs. MaTtpuui
2D-nepeTBOpeHb: NepeHeceHHs T, MaclTabyBaHHs S,
ob6epTaHHA R, BigobpaxkeHHs, 3cyB. CknafeHi nepeTBOpeHHS
Ta NopsAOK MHOXEHHS MaTpuub. O6epHeHi NepeTBOPEHHS.

MaTpunyHa anrebpa

MaTpuui nepeTBopeHb. MHOXeHHA MaTpuub. OgHOPIAHI
KoopAanHaTtu (homogeneous).

4

CknajaeHi nepeTBopeHHA

KomM6iHyBaHHA MaTpuLb NepeTBOpEHb. [Nopsaaok
MHOXEHHS. 3BOPOTHE NepPeTBOPEHHS.

JlabopaTopHa po6oTa (3 rog.) Ta CPC (8 roa.)

Na6opaTopHa: Peanisauia 6i6niotekn 2D-nepeTBopeHb y
OAHOPIAHUX KoopAuHaTax. [leMoHCcTpaLig NocnigoBHUX Ta
cknageHux nepetsopeHb rpadiyHnx 06'eKTiB 3
IHTepaKTUBHMUM KepyBaHHAM NapameTpamu.

CPC: OnpautoBaHHs: MaueHko B. I'. «Komn'toTepHa rpadika:
HaBY. Noci6.» (BMA. 2-re, oHoBN., 2023) — po3ain
«MaTemMaTUyHi OCHOBW»; MiAroTOBKA KOHCMEKTY

«3aCTOCyBaHHS OQHOPIAHNX KooOpANHAT Y rpadiyHmx
KOHBEEpPaX».



\ MOZY/b 1- TEMA 1.3 |

PacTtpoBi anroputMm nobyaoBm NMpUMITUBIB

NexuinHnii matepian (1roa.)

PacTpoBa po3ropTka (scan conversion). Anroputm LLOA
(undposoro gudepeHuianbHOro aHanizaTopa) o1 No6ya0BM
NiHiN: NpUHUMN, peanisayis, Hegonikn. AMropuTm
BpeseHxema ana niHin: uina apupmeTrka, BUCOKa
NPOAYKTUBHICTb. Anroputm By Ans niHin 3 aHTManiaCUHrom.
Anroputm bpeseHxeMa g5 Kin Ta enincis: NPUHLMN
cumeTpil, KpuTepin Bnbopy nikcens. MNopiBHANbHUIM aHani3
anropuTMIB 3a CKNaAHICTIO Ta AKICTHO.

KnrouoBl NNTaHHSA

e [lpuHUmMn guckpeTmnsauil reoMeTpuYHUX 06'eKTIB Ha
pacTpi

e Anroputm LUOA: nepeBaru Ta HegoNiKu

e Anroputm bpeseHxema: YoMy TiNbKU Lina apupmeTmka

e Anroputm By Ta cybnikcenbHa TOYHICTb

e Anroputm bpeseHxema g5 Kisl Ta BUKOPUCTAHHSA
cumeTpii

JTabopaTtopHa po6oTa (4 roa.)

3aBpaHHsA 1. Peanizauis Ta nopiBHAHHA anroputmis LA Ta
BpeseHxema ansa Biapi3kiB. BUMiptoBaHHS Yacy BUKOHaHHS
ANA Pi3HUX OOBXMH Bifpi3KiB (6eHYMapK).

3aBpaHHSA 2. Peanizauis anroputmMmy bpeseHxema gnisi Kin ta
enincis 3 BUKOPUCTaHHSAM BOCbMUCTOPOHHbLOI CUMETPIT.
[eMoHCcTpauia pactepusauii 4ns pisHUX pagiycis.

3aBpaHHs 3. Peanisauis anroputmy By ans niHin 3
aHTuaniacuHrom. BisdyanbHe NOPIBHSAHHA SIKOCTI.

CamocTiviHa po6oTa (8 roa,.)

e OnpaytoBaHHs: Totocbko O. B., MUkntnwmnH A. I.,
Cryxnak . 1. «kKomn'toTepHa rpagika: HaBY. NOCi6.» —
po3ain «PacTtposi anroputmu» (THTY, 2022)

e T[ligrotoBKa aHaniTM4HOro 3BiTy «[MOpPiBHANBHUI aHani3
PacTPOBUX anNropuUTMIiB NOGYAOBU MiHIN»

e BuBYeHHs MaTepianisB woao cyvyacHmx GPU-peanisauin
pacTepusaLii npuMiTMBIB

O OuikyBaHUM pe3ynbTaT: CTYAEHT BMIE
peanizoByBaTy Ta aHanidyBaTu pacTpOBi anropmuTMm
nobyaoBu reoOMeTPUYHUX MPUMITUBIB, OLIHIOBATH 1X
e(PEeKTUBHICTb.



MOAY/b 1- TEMA 1.4

A}'IFOpVITMI/I BIACIMEHHA Tad 3allIOBHEHHHA MNMOJ1IrOHIB

Nexkuirinnin maTepian (1rog.)

AnropuTtmu BigciyeHHs Bigpi3kiB: KoeHa-CasepneHga (kogu
perioHiB), JliaHra—bapcbki (napameTpuyHe BiACiYeHHS).
Anroputmu BiaciyeHHs noniroHis: CasepneHga-rogmana.
ANropuTMM 3aMoOBHEHHS MOSIrOHIB: CKaHyBaHHA psgKiB (scan-line
fill), anroputm 3anueku (flood fill, seed fill). MapHiCTb NnepeTuHiIB.
AHTManiacuHr noniroHie: HageuGipka (supersampling, MSAA).

Knro4yoBI NUTAaHHA

e Anroputm KoeHa-CasepneHaa: KOAW PerioHiB Ta norika
BiACiYeHHs

e Anroputm JliaHra-bapchbki: napamMeTpuyHe npeacTaBfeHHs
BiApi3ka

e ANropuTM 3anoOBHEHHSA CKaHYBaHHAM PsSAKiB: Tabnuus pedep
e Flood fill: pekypcuBHUI Ta iTepaTUBHUM BapiaHTH
e MSAA Ta cyyacHi metogu aHTmnaniacuHry (TAA, DLAA)

JlabopaTtopHa poboTa (4 roa.)

3aBpaHHs 1. Peanizauis anroputMmy BigcideHHs Bigpi3kie KoeHa-
CasepneHpa Ta JliaHra—bapcbKoro 3 iHTepakTUBHUM
HanawTyBaHHAM BiKHa BigCiYeHHS.

3aBaaHHs 2. Peanisauis anroputMmy 3anoBHEHHS NOJIrOHY
CKaHyBaHHAM pAgKiB. [leMOHCTpauis ansa BUNyKIMx Ta
HEBUMNYKINX MOSIFOHIB.

3aBpaHHsa 3. Peanizauis flood fill (ctekoa Bepcisi). NMopiBHAHHA 3
scan-line fill 3a NPogYKTUBHICTHO.

CamocTiliHa po6oTa (8 roa.)

e OnpautoBaHHs: Totocbko O. B., MukntuwmH A. I'., Ctyxnak I1.
[. «<Komn'toTepHa rpagika» — po3pain «BigciyeHHs Ta
3anoBHeHHA» (THTY, 2022)

MigrotoBka 3BiTy «Cy4YacHi MeToan aHTUaniacuHry y
peanbHoMy 4Yaci (MSAA, TAA, DLAA)»

HocnigxeHHsa anroputmy CasepneHga-logmana gns
BiACiYEeHHS NONIroHIB




MOAVY/b 2

TprBMMIpHAa rpadika: NnepeTBoOpPeHHS, NPoeKLIl Ta
BUAVNMICTb

Tema 2.1 Tema 2.2

TpuBUMIpHi reoMeTpuYHi nepeTBopeHHs. MaTtpuui 3D- Mpoekuii: napanencHa (opTorpadiyHa, akcOHOMETPUYHA) Ta
nepetTBopeHb. OgHOPIgHI KoopAUHATK Y NPOCTOPI. nepcnekTnBHa. MaTpuui npoekuin.

Tema 2.3 Tema 2.4

ANropnTMu1 BUOANAHHA HEBUOUMMUX MiHIN | noBEpXOoHb. Z-6ydep, MapameTpunyHi KpuBi Ta NnoBepxHi: besbe, B-cnnanHm, NURBS.

BSP-gepeBa, anroputm XygoXXHuKa. Teccensauis.



\ MOZY/b 2 - TEMA 2.1 |

TPUBUMIPHI FEOMETPUNYHI MEePETBOPEHHS

NexuinHnii matepian (1roa.)

Po3swunpeHHs 2D-nepeTBOpeHb Ha TPUBMMIPHUIW MPOCTIp.
OpgHopigHi koopguHaTth y 3D: BekTop (X,Y,z,w). MaTpuui 3D-
NnepeTBOPEHb: NepeHEeCeHHs, MacLlUTabyBaHHS, 06epTaHHSA
HaBkono ocen X, Y, Z. Gopmynu Pogpura ans o6epTaHHs
HaBKO/O [O0BiNbHOI oci. Kytn Enepa Ta npo6nema rimoéan-
NOK. KBaTepHIOHWN: BU3HAYEHHS, MHOXEHHS, NpefCTaBeHHS
ob6epTaHHs. CknageHi 3D-nepeTBopeHHsA. Cuctema
KOOpAMHAT Kamepu: BekTopwu right, up, forward.

KnrouoBl NNTaHHSA

e MaTpuui ob6eptaHHs y 3D Ta IX BNacTUBOCTI
e ®opmyna Pogpura gnsa o6epTaHHA HAaBKOJO AOBINbHOI OCi
e [Ipo6nema riméan-nok Ta WAsXun 11 YCYyHEHHS

e KBaTepHioOHM: MaTeMaTUYHE BU3HAYEHHS Ta NepeBara Hajg,
KyTamu Ennepa

e [lob6ynoBa MaTpuui Bugy (view matrix) ans kamepu

JTabopaTtopHa po6oTa (4 roa.)

3aspaHHs 1. Peanizauia knacy matpuub 4x4 i3 NigTPUMKOKO
BCix 3D-nepeTBOpeEHb. [leMoHCTpaLuia cKnageHux
NnepeTBOPEHb Ha TPMBUMIPHIN CLEHI.

3aBpaHHSA 2. Peanizauis KBaTepHIOHHUX 06epTaHb.
MopiBHAHHSA iHTeprionauii LERP Ta SLERP mix gBoma
opieHTauiasMu. [leMoHcTpauia npodénemu riméan-nox.

3aspaHHs 3. Peanizauis knacy Camera 3 MaTpuueto Buay,
NigTPUMKOK OpOBiTanibHOro KepyBaHHS.

CamocTiviHa po6oTa (8 roa,.)

e OnpautoBaHHs: MivyriH M. ®., KaHkiH I. O., BopoTHikoB B.
B. «<Komn'toTepHa rpadika» — po3gin «3D-nepeTBOpeHHs
Ta KBaTepHioHn» (2023)

e T[ligrotoBka pedepaty: «KBaTepHioHn y 3D-rpagiui Ta
iIrPOBUX PYLLISAX»

e [locnipg)eHHs peanizauil 3D-nepeTBopeHb y BibnioTeLi
GLM (OpenGL Mathematics)

O OuikyBaHUM pe3ynbTaT: CTYAEHT BMi€
3aCTOCOBYBaTW MaTpuLi Ta KBaTepHioHn gns 3D-
NnepeTBOpPEHb, peanisoByBaT CUCTEMY KOOPANHAT
Kamepwu.



MOAVYJIb 2 - TEMA 2.2

‘Ipoekuli: NnapasesibHa Ta NepcrnekTUBHAa

OpTtorpadiuHa [lepcnekTrBHAa KoHBeep MVP
MapanenbHa Npoekuia 3 HECKIHYEeHHO LleHTpanbHa npoekuisa. Toukn cxoqy. Model - View - Projection. Clip-
AaneknMm LeHTPOM. 3aCTOCYBaHHSA Y MaTpuusa nepcnektnsun. FOV Ta npocrTip. BiaciyeHHs no frustum.

CAD. aspect ratio.

AKCcOHOMeTpUYHa

|30MeTpuYHa, ANMETPUYHA,
TpUMeTpUYHa. BigHoLLeHHs
CKOPOYEHb MO OCSIX.

NexunHnii matepian (1roa.)

Knacuoikauis npoekuin. MapanencHa: optorpadivyHa
MaTpuusa. AKCOHOMETpUYHa: i30OMeTpUYHa, AUMeTpUYHa.
MepcnekTuBHa NpoekLisn: Toukn cxoay (1, 2, 3), maTpuus
nepcnektnen (FOV, aspect, near, far). NDC-npocTip.
KoHBeep nepetBopeHb MVP. BigciueHHs 3a frustum.
MepeTBOpPEHHSA Viewport.

NDC Ta Viewport

HopmanizoBaHi koopguHaTtn
npucTpoto. NepeTBOpEHHS viewport.
nunéuHa y [0,1].

JlabopaTtopHa po6oTa (4 roa.) Ta CPC (8 roa.)

Na6opaTopHa: Peaniszauisa Ta NopiBHAHHA opTorpadiyHoi Ta
nepcneKTUBHOI NpoeKLin. Peanisauis NoBHOro KOHBeEpa
MVP 3 iHTepaKTUBHUM KepyBaHHAM KyToMm ornsagy (FOV).
Bisyanizauis frustum culling.

CPC: OnpautoBaHHs: MaueHko B. I'. «kKomn'toTepHa rpagika»
(2-re Bng., 2023) — po3sgin «lpoekKLii Ta KOHBEEP
nepeTBOPEHbY; NiAroTOBKa MOPIBHAMBHOI TabnnLi BUAIB
npoekuin Ta ix 3actocyBaHb y CAD, irpax, VR.



MOAY/b 2 - TEMA 2.3

A]'IFOpI/ITMI/I BNAANAHHA HEBNANMNX NMOBEPXOHDb

Nexkuirinnin maTepian (1rog.)

Mpo6nema BngmumocTi y 3D. Anroputm xygoxkHuka (painter's
algorithm): copTyBaHHS MNONIrOHIB MO FNOUHI, 0OMEXEHHS. Z-
oydep (depth buffer): npuHumn po6oTK, peanizauis y GPU,
npo6nema z-fighting. BigciyeHHsa 3a Hopmannto (back-face
culling): dot product Hopmani Ta BekTopa nornsgy. BSP-gepeBa
(Binary Space Partitioning): no6ygoBa, 06xig, o5 BiACOpPTOBaHOro
peHaepuHry. Metoa noptanbHoi BuanmocTi (portal culling). HOM
(Hierarchical Occlusion Maps). Cy4acHi nigxoau: precomputed
visibility.

Kno4oBI MUTaHHSA

e ANropuT™M Xygo>KHUKa: KOMU BiH He npaLtoe

e Z-6ydep: nepesarn Ta npobnema ToyHocTi (z-fighting)

e Back-face culling: MaTemMaTuyHe 06rpyHTYBaHHS

e BSP-pepeBa: nobyfoBa Ta 3aCTOCyBaHHSA Y Quake-pyLlisx

e CyyacHi GPU-meToau BigCiyeHHA HEBUOMMOI reoMeTpil

JlabopaTtopHa poboTa (4 roa.)

3aBpaHHsa 1. Peanisauis z-6ydepa gnsa software-peHaepuHry.

(polygon offset, reversed-z).

3aBpaaHHs 2. Peanisauis back-face culling. BumiptoBaHHS
NPUPOCTY NPOAYKTUBHOCTI Ha CLUEHaXx i3 Pi3HOK KiNbKiCTHO
NONIrOHiB.

3aBpaHHs 3. [lo6ygoBa Ta 06xig BSP-gepesa ansa npoctoi 2D-
cueHu. NMepeHeceHHs KoHuenuil Ha 3D.

CamocTiliHa po6oTa (8 roa.)

e OnpautoBaHHs: Totocbko O. B., MukntuwmH A. I'., Ctyxnak I1.
. «Komn'toTepHa rpagika» — po3gin «BuanmicTsb i
BigciueHHa» (THTY, 2022)

MigrotoBka pedpepaty: KANroOpUTMM BUANMOCTI Y CyHaCHMX
irpoBumx pyuwiax (Unreal Engine, Unity)»

AHani3 peanisauii occlusion culling y BigKpuUTUX irpoBmux
npoekTax




MOAVYJIb 2 - TEMA 2.4

[TapamMeTpuUHI KpUBI Ta NMOBEPXHI

Nekuiinnin matepian (1roa.)

MapameTpunyHe npenctaBneHHs Kpuemx. Kpmei besbe: BU3HaUYEHHS,
dopmyna bepHwTenHa, anropnt™ ge Kactenbxo, BNacTUBOCTI
(onykna o6onoHkKa, BapiauinHe 3MeHLeHHs). KybiuHi Kpusi besbe Ta
MaTpuyHa popma. B-cnnamHu: nepesaru Hag besbe, By3nosum
BekTOp, 6a3ucHi pyHKUii. NURBS (Non-Uniform Rational B-Splines):
pauioHanbHe NpeacTaBNeHHs, Kona Ta KOHiku. NoBepxHi be3be Ta B-
CnnanHoBI NoBepxHi. Teccenauia: aganTuBHa, piBHOMipHa. Geometry
shader Ta tessellation shader y cyyacHomy OpenGL.

JlabopaTtopHa po6boTa (4 roa.) Ta CPC (8 roa.)

JNla6opaTtopHa: Peaniszauis iHTepakTUBHOro pegaktopa Kpmsux besbe
i3 anroputTmMom ge Kactenbxxo. [eMOHCTpaLis KpMBUX Pi3HUX
cTeneHiB. Peanisauis B-cnnanHiB Ta nopiBHAHHA 3 Be3be. Teccenauis
nosepxHi besbe.

CPC: OnpautoBaHHs: MaueHko B. I'. «Komn'toTepHa rpadika» (2023)
— po3ain «apamMeTpuyHi KpMBI Ta NOBEPXHI»; NiArOTOBKa
aHanituyHoro 3BiTy «NURBS y CAD-cucTemax: Teopis Ta NpakTuka
3aCTOCYBaHHA»; AOCNIOXKEHHA peani3auil tessellation shaders y
OpenGL 4.x.

(J OuikyBaHuM pe3ynbTaT: CTYOEHT BMIi€ peani3oByBaTu
napamMeTpUyHi KpMBi Ta NOBEPXHi, 3aCTOCOBYBAaTWN aflfOPUTM
Ae KacTtenbxo, nopiBHtoBaTK be3be Ta B-cnnanHu.



MOAV/ib 3

Mogaeni OCBITNEHHS, TOHYBAaHHA Ta TEKCTYPYBAHHS

Tema 3.1

®i3nYHi ocHOBM OCBITNEHHS. JTokanbHi Mogeni: llamb6epTa, ®oHra,
BniHHa-®oHra. MnobanbHe OCBITNEHHS.

Tema 3.3

TekcTypyBaHHA: UV-po3ropTka, pinbTpauis TEKCTYp, MiNMeniHr,
npouenypHi TeEKCTypu.

Tema 3.2

ANropuMTMuM TOHYBaHHA MOBEPXOHb: NMiocke, N'ypo, OoHr-
TOHyBaHHSA. Hopmani Ta ix iHTepnonsuis.

Tema 3.4

KapTn Hopmanewn, TiHen Ta Bigo6paxeHb. PBR (Physically Based
Rendering): MeTaneBiCTb, LUOPCTKICTb.



\ MOZY/Ib 3 - TEMA 3.1 |

PI13YHI OCHOBW OCBIT/1IeHH4. JIoKanbHI Ta

rnobanbHI Moaen|

NexuinHnii matepian (1roa.)

di3nka B3aeMogil cBiTNa 3 NnoBepxHetro: gudysHe Ta
A3epKanbHe BiabuTTs, 3aN0MNeHHS, NornnHaHHAa. BRDF
(Bidirectional Reflectance Distribution Function):
BU3HA4eHHs, BNacTnBocCTi. Mogenb JlambepTa: igeanbHe
AndysHe BigOUTTA, 3aKOH KOCUHyca. Mopgenb PoHra:
amMbieHTHa, audys3Ha Ta A3epKasibHa KOMMOHEHTU, MOKa3HUK
AsepkanbHocTi. Mogenb bniHHa-®oHra:
HaniBandepeHuianbHUn BeKTOp, ePeKTUBHICTb. [)Kepena
CBiTNa: TOYKOBE, CpsAMOBaHe, NPoXekTop (spot light).
3aTyxaHHS IHTEHCUBHOCTI 3i BigCTaHHI0. [Nob6anbHe
OCBIT/IEHHSA: NepeayMOBH, BiAMIHHICTb Bif NOKanbHOro.

JlabopaTtopHa po6oTa (4 roa.)

3aBpaHHsA 1. Peanizauis mogeni ocsiTneHHs JlambepTa y
software-peHgepuHry. [leMoHCTpauis BNAUBY KyTa NagiHHS
CBITNa Ha ACKPaBiCTb NOBEPXHI.

3aBpaHHA 2. Peanizauis noBHoi moaeni ®oHra Ta bniHHa—
®oHra. MopiBHAHHS Bi3yanbHOro pesynbTaTy Ta Yacy
ob64YncneHHs. HanawTyBaHHA NapamMmeTpiB MaTepiany.

3aBpaHHsA 3. Peanizauis pisHMX TUNIB g)Xepen ceitna
(ToukoBe, cnpsAMOBaHe, NPOXEKTOP) 3 YpaxyBaHHAM
3aTyXaHHs.

CamocTIiHa po6oTa (8 roa.)

e OnpavutoBaHHs: MNypxin A. M. Ta iH. «OcHoBMU
iHpopMaLiNHKX TexHoNorin» — po3ain «Komn'totepHa
rpadika Ta mogeni ocsitneHHsa» (flitepa NT, 2023)

e T[ligrotoBka pedepaty: «BRDF Ta ¢isan4yHO KOpeKTHe
OCBITNIEHHSA Y CyYaCHUX peHaepepax»

e AHanis mopgenen ocsitneHHs y Blender Cycles ta Unreal
Engine Lumen

O OuikyBaHUM pe3ynbTaT: CTYLAEHT BMIE
peanizoByBaTW NOKanbHi MOAEN OCBITNEHHS,
HanawToBYyBaTV NapaMeTpu MaTepianis Ta axepen
cBiTna.



MOAVYJIb 3 - TEMA 3.2

ANropuUTMU TOHYBAHHSI MOBEPXOHb

Nekuiinnin matepian (1roa.)

Mnocke ToHyBaHHSA (flat shading): ogHa HOpManb Ha NOiroH,
WBWNAKICTb, apTedakTn. TOHyBaHHS Ypo: iIHTepnonsyis KoNbopiB y
BepLlunHax, 6ikBapHa anpokcumauis, npobnemMa 3 g3epkanbHUMU
Big6nvkamun. ToHyBaHHs QoHra: iHTepnonauis HopManen y KoXHomMy
nikceni, peanicTUYHICTb, o64ncntoBanbHa BapTiCTb. MMOPIBHANbHUI
aHani3 MeToAiB TOHYBaHHSA. BepWWHHMM Ta dparMeHTHUN Wwengepu y
KOHTEKCTi MeTofiB TOHYBaHHS. Hopmani: 064MCNeHHs Ha OCHOBI
reomMeTpii, ycepegHeHHs HoOpManen y BepLumMHax.

JlabopaTtopHa po6boTa (3 roa.) Ta CPC (8 roa.)

Na6opaTopHa: Peanizauis Tpbox meTopgis ToHyBaHHSA (flat, Gouraud,
Phong) B OpenGL uepes wenagepu GLSL. MNopiBHANbHA AeMOHCTpaLiq
Ha cdepi Ta cknagHin noBepxHi. BumiptoBaHHA FPS gna KoXxHoro
MeTony.

CPC: OnpautoBaHHA: Totocbko O. B., Mukutnwunud A. I'., Ctyxnak I1.
[. «<Komn'toTepHa rpagika» — po3ain «ToOHyBaHHA NOBEPXOHb»
(THTY, 2022); niarotoBKa aHaniTM4Horo 3BiTy «Bnnve metoay
TOHYBaHHS Ha AKICTb i NpoAyKTuBHICTb: Bif, flat oo Phong»;
pocnigXeHHs toon shading sk HepoTopeaniCTUYHOro MeToay.

[J OuikyBaHuM pe3ynbTaT: CTYLEHT BMi€ peanizoByBaTu
MeTOoAM TOHYBaHHA Yyepe3 GLSL-wengepn Ta NnopiBHIOBaTH iX
3a fAKICTIO Ta NPOAYKTUBHICTIO.



MOAVY/Jib 3 - TEMW 3.3-3.4

TeKCTYpYyBaHHS Ta CyYacHI TEXHIKX MaTeplaiB

Tema 3.3 — TekcTypyBaHHs (Jlekyis, 1roa.)

MpUHUMN TEKCTYpPYBaHHSA: Bigo6paXxeHHa 2D-TekcTypu Ha 3D-
nosepxHto. UV-koopanHaTtu Ta UV-posropTka. PinbTpauis TekcTyp:
nearest-neighbor, 6iniHinHa, TpuniHinHa. MinmeniHr: noéygoea Min-
NaHUtoXKa, aHizoTponHa ¢inbTpadis. MNpouenypHi TEKCTYpU: WyM
Mepnina, wym BopoHa. Cubemap Ta environment mapping.
TekcTypHuM aTnac Ta sprite sheets.

Na6opaTopHa (3 rop.): Peanizauia TekcTypyBaHHs y OpenGL:
3aBaHTaXKeHHs 306paxkeHHA, UV-po3ropTka ana Kyba Ta coepwu.
MopiBHAHHA MeToaiB dinbTpauii (nearest, bilinear, trilinear,
anisotropic). l'eHepauis npoueaypHOI TEKCTYpU 3a Wwymom lNepniHa.

CPC (8 rop.): OnpautoBaHHs: MaueHko B. I'. «kKomn'toTepHa rpadika»
(2023) — po3gin «TekcTypyBaHHS Ta QinbTpauisa»; NigroToska 3BiTy
«[pouenypHi TekCcTypu Ta Wym lepniHa y reHepadil irpoOBMX CBITIB».

Tema 3.4 — PBR 1a kapTu maTepianis (Jlekuis, 1roa.)

KapTta Hopmanen (normal map): tangent-space vs. object-space,
anroputm tangent-space o64ucneHHs. Kapta TiHen (shadow map):
anropuTM BOMNPOXiAHOro peHaepuHry, aptedakTtn, PCF-¢inbTpauis.
PBR (Physically Based Rendering): metaneBicTb (metallic),
LWOPCTKiCcTb (roughness), kapTa oknto3ii (AO). PiBHAHHA peHAepUHry
Kyka-ToppaHca. Diffuse Ta specular BRDF. IBL (Image-Based
Lighting): HDR-KapT1 HaBKONMULLHLOIO CEpeaoBULLa.

Na6GopaTopHa (4 roa.): Peanizauis PBR-maTtepiany y GLSL:
3aBaHTa)xeHHs albedo, normal, metallic, roughness, AO kapT.
Peanizauisa shadow mapping 3 PCF. lNopiBHAHHA Phong Ta PBR Ha
O HaKOBIl CLIEHi.

CPC (8 rog.): OnpautoBaHHs: IMivyriH M. ®., KaHkiH I. O.
«Komn'toTepHa rpadika» (2023) — po3gin «PBR Ta cyyacHi
MaTepianu»; nigrotoBka aHanitM4yHoro 3eiTy «PBR y peanbHomy
yaci: Big, Teopil go peanisayii y Unity Ta Unreal Engine».




MOLY b 4

ANTroOpuUTMUN peHAepuHry Ta cydacHi tTexHonori GPU

Tema 4.1

TpacyBaHHs npoMeHiB (Ray Tracing): anropuTM, NepecivyeHHs 3
06'eKTamMu, BiAOUTTS, 3aNIOMNEHHS, TiHi.

Tema 4.3

ApxiTekTypa GPU Ta rpadiyHnm konseep OpenGL/Vulkan.
WenapepHe nporpamyBaHHa GLSL/HLSL.

Tema 4.2

"no6anbHe ociTneHHs: Path Tracing, meTtog MoHTe-Kapro,
$OTOHHe 3iCTaBEHHS, pafio3unTeT.

Tema 4.4

CyuJacHi metoam Ta TeHaeHui: DLSS/FSR, TpacyBaHHs Ha GPU
(DXR), o6umncntoBanbHi Wwengepw.



\ MOZY/Ib 4 - TEMA 4.1 |

TpacyBaHHs npomMeHIB (Ray Tracing)

NexuinHnii matepian (1roa.)

|oes 3BOPOTHOro TpacyBaHHs NpomMeHis. Anroputm Whitted
(1980): nepBUHHI NPOMEHI, TIHLOBI, BiAGWUTI, 3aN0OMIIEHI.

MaTeMaTuKa nepeciyeHHs NpoMeHs 3 NpUMITMBaMu: chepa
(aHaniTMyHe), TPUKYTHUK (anroputm Mionnepa-Tpymbopa),

AABB. O6u4uMcneHHa HopMani y Toyli nepeTuHy. PekypcusHe

TpacyBaHHS: piBHi peKypcii, 06pizaHHA (Russian roulette).
MpuckoptroBanbHi cTpykTypu: BVH (Bounding Volume
Hierarchy), kd-pepesa. CknagHicTb anroputmy. lNMepesaru
Haf pacTepusauieto.

KnrouyoBl NNTaHHSA

MpUHUMN 3BOPOTHOIO TpacyBaHHSA: YOMY NPOMEHI MAYTb
Bifl Kamepu

Anroputm Mionnepa-Tpymb6opa: nepeciyeHHs 3
TPUKYTHUKOM

BVH: no6bypoBa gepesa Ta 06xif, npu nepeciyeHHi
PekypcuBHe TpacyBaHHS: BigOUTTA Ta 3a7IOMIEHHS

MopiBHAHHSA ray tracing Ta pacTepu3sauii 3a AKICTIO Ta
LWBUAKICTHO

JTabopaTtopHa po6oTa (4 roa.)

3aBpaHHs 1. Peanisauis 6a3oBoro ray caster (6e3 BigouTTa):
NepBUHHI NPOMEHI, NepeTuH 3i chepamu, ondysHe
OCBITNEeHHSs. PeHaepuHr npocTol cueHn y PPM-dann.

3aBpaHHSA 2. Po3WIMPEHHA A0 ray tracer: BigOwUTI Ta TIHLOBI
npomeHi. Pekypcis go 4 piBHiB. MaTepianu: g3epkanbHun,
CKNSAHUIN, MaTOBUMN.

3aspaHHsA 3. Peanizauisa BVH gnis npucKopeHHs.
BumiptoBaHHs speedup Ha cueHi 3 1000+ 06'eKTiB.

CamocTiiHa po6oTa (8 roa.)

OnpauytoBaHHs: Totocbko O. B., MukntuwnH A. I.,
Cryxnsak . . «kKomn'toTepHa rpadika» — po3ain
«TpacyBaHHs npoMeHiB» (THTY, 2022)

MigrotoBka pedepaTty: «AnapaTHe NMPUCKOPEHHS
TpacyBaHHA npomMeHiB: NVIDIA RTX Ta DirectX Raytracing
(DXR)»

AHanis Bigkputoro Ray Tracing npoekTy (Peter Shirley
«Ray Tracing in One Weekend»)

O OuikyBaHUM pe3ynbTaT: CTYLEHT BMIE

pearni3oByBaTu airOPUTM TpacyBaHHA NMPOMEHIB,
o6ynysaTtu BVH Ta ouiHoBaTK BB
NPUCKOPIOBaNIbHUX CTPYKTYP Ha MPOAYKTUBHICTb.



MOOYIIb 4 - TEMA 4.2

[nobanbHe ocBITeHHS: Path Tracing Ta paaiosuTer

NexunHnii matepian (1roa.)

PiBHSIHHS peHpepuHry Kenpyxia. MeTtog MoHTe-Kapno gns
YMCEeNbHOro IHTErpyBaHHA: Ancnepcisa, cTpatndikoBaHe
camMnnitoBaHHSA, BaXxnnea Bubipka (importance sampling). Path
Tracing: ineanbHa peanizauia piBHAHHA PEHOEPUHTY, KOHBEPreHLis.
Bidirectional Path Tracing. MeTog ¢OoTOHHOro 3icTaBneHHs (photon
mapping): ¢asa TpacyBaHHS GOTOHIB, pa3a peHaepuHry. Pagiosuntet
(radiosity): andysHe rnobanbHe OCBITNEHHSA, MaTpuusa popm-
¢dakTopiB. Kew ippagiaHcy. CyyacHi peanisauil: ReSTIR, DDGI.

JlabopaTtopHa po6oTa (4 roa.) Ta CPC (8 roa.)

JNla6opaTtopHa: Peanizauis Path Tracer Ha OCHOBI NonepeaHbLOro ray
tracer. Peanisauisi KOCMHYCHOro camMmniitoBaHHs nischepu.
[eMoHCTpaUif KOHBepreHuii 3i 36iNbLIEHHAM KinbkocTi cemnnis (1, 4,
16, 64, 256 spp). MopisHAHHSA direct illumination Ta full global
illumination.

CPC: OnpautoBaHHs: MaueHko B. I'. «<Komn'toTepHa rpadika» (2023)
— po3ain «no6anbHe OCBIT/IEHHA»; MiArOTOBKA aHaNiTUYHOro 3BiTY
«Path Tracing y Bupo6Hu4omy peHgepuHry: Cycles, Arnold, Octane
— MOPIBHANBHUIW aHani3»; Aocnig)eHHsa peanisauii ReSTIR ana
PEHOEPVHTY B peanbHOMY Yaci.

(J OuikyBaHuM pe3ynbTaT: CTyOeHT BMi€ peanizoByBaTtn Path
Tracing, 3acTocoByBaTh MeTog, MoHTe-Kapno Ta ouiHtoBaTH
SIKICTb rN06anbHOr0 OCBITNEHHS.



| MOLYIIb 4 - TEMA 4.3 |

ApxiTekTtypa GPU Ta wengepHe nporpamyBaHHs

/>
min
(s GLSL-Lielgepwu
[padIuHMN KOHBEEP BepLUMHHWI Ta pparMeHTHWIA
ApxiTektypa GPU BepumHHuit > Teccensuis > Lueﬁgepl{l. Uniform—:’flvliHHi. ATpUGYTW.
MoTokoBi MynbTMRpoLecopu (SM), FeomeTpuyHMin - PacTepusauis > Varying-iHTepnonsis.
SIMD-BUKOHaHHs, Bapn (warp), ®parmeHTHU - Framebuffer.

OKYMaHTHICTb (occupancy).

NexuinHnii matepian (1roa.)

ApxiTekTypa cyyacHoro GPU: NOTOKOBI MynbTUMPOLLECOPHU,
Bapnu, SIMD. lMNopisHAHHA CPU Ta GPU: napanenism,
nam'atb. NpagiyHnm koHBeep OpenGL 4.x: cTagii,
nporpamoBaHi Ta ¢ikcoaHi. MoBa GLSL: TMnun gaHux,
BOygoBaHi GyHKLiT, qualifier'n. BepwmHHui wengep:
gl_Position. ®parmeHTHUI Wengep: out-Konip.
VAO/VBO/EBO. Vulkan: YoMy BiH CKMagHiWWnA i NOTY>XXHiWNK
3a OpenGL. Compute wengepn: GPGPU-o064McneHHs.

JTabopaTtopHa po6oTa (5 roa.) Ta CPC (8 rog,.)

JNla6opaTtopHa: Po3pobka noBHouUiHHOro OpenGL-
3aCTOCYHKY: 3aBaHTakxeHHA reomeTpii (OBJ), PBR-wenaepw,
skybox, TiHi (shadow map), bloom-edekT yepes framebuffer.
MpogintoBaHHs 3a gonomoroto RenderDoc.

CPC: OnpautoBaHHs: IivyriH M. @., KaHkiH I. O.
«Komn'toTepHa rpagika» (2023) — po3ain «GPU Ta
LwengepHe NporpamMyBaHHa»; NiArOTOBKA aHaNiTUYHOrO 3BIiTY
«[NopiBHAHHA OpenGL Ta Vulkan: apxiTeKTypHi BiAMIHHOCTI Ta
BMGip APl ona npoekTy».



\ MOZY/Ib 4 - TEMA 4.4 |

CydacHiI meTogun: DLSS, FSR, Al-peHaepuHr Ta
TeHAeHLIl

NexuinHnii matepian (1roa.)

Mpobnema NPOoLYKTUBHOCTI PEHOEPUHTY Y pearlbHOMY Yaci.
MeTogu anckenninry: DLSS (Deep Learning Super Sampling,

NVIDIA), FSR (FidelityFX Super Resolution, AMD), XeSS
(Intel). NopiBHAHHA AKOCTI Ta 06YMCAIOBANIbHUX BUTPAT.
AnapaTHa nigTpumka Ray Tracing (DXR, Vulkan RT
Extensions). lN6épuaHun peHaepyHr: pacTepusalis + ray
tracing. Compute-wengepun gna HeTpadiyHMx 3agad. Mesh
shaders. Al-geHoi3nHr. TeHaeHUil: HEMPOHHI MepeXxi y

rpadiui, NeRF (Neural Radiance Fields), Gaussian Splatting.

KnrouyoBl NNTaHHSA

DLSS vs FSR: npyHUMNK Ta SKICTb ancKenniHry
[i6pUOHUM PEHOEPVIHI: A€ AOLiNbHO 3aCTOCOBYBATU ray
tracing

Compute shaders: GPGPU no3sa rpa¢iyHMm KOHBEEPOM
NeRF: HeMpoHHI NoNs ACKPaBOCTI Ta 1X 3aCTOCYBaHHS
ManbyTHe peHaepuHry: Al Ta HeMpoHHa rpadika

JlabopaTtopHa po6oTa (5 roa.)

3aBpaaHHs 1. Peanizauisa compute-wengepa gns GPU-
napanenbHOro 064YMCNEeHHN: reHepadia ¢paktany
MaHpenbb6poTa, nopiBHAHHA 3 CPU-Bepcieto 3a yacom.

3aBpaaHHs 2. Peanisauia npoctoro geHoisepa (bilateral filter)
Ana sawymneHoro Path Tracer-suBogy. OuiHka MeTpukamm
PSNR Ta SSIM.

3aspaHHs 3. ligrotoBka Ta 3axXmucT ¢iHaNbHOro NPOEKTY:
pO3po6Ka iHTepakTuBHOI 3D-cueHu 3 PBR, TiHamMu,
noctnpouecuHrom (bloom, HDR tonemapping, FXAA).

CamocTIiHa po6oTa (8 roa.)

e OnpavutoBaHHs: MNypxin A. M. Ta iH. «OcHoBMU
iHpopMaLiNHUX TeXHONOriIN» — po3ain «CyyacHi
TexHonorii Bisyanizauii» (Jlitepa NT4, 2023)

e [ligrotoBka aHanitu4dHol 3annckn «NeRF Ta Gaussian
Splatting: HeMpoHHi meToan y 3D-pPEKOHCTPYKLiT»

e AHani3 TexHiyHmnx cneundikauin DLSS 3 Ta FSR 3 ta
NOPIBHAHHSA IX €ePEKTUBHOCTI

O OuikyBaHUM pe3ynbTaT: CTYLAEHT BMIE
3acToCoOBYBaTu compute-Liengepu, OpiEHTYETbCH Y
Cy4acHuX TeHgeHUisx Al-peHaepuHry Ta Moxe
aHanisyBaTW HOBITHI TEXHOMOTIT ranyai.



Po3noain HaB4yanbHOro yacy — 120 roanH
(Moayne  Tewa  Jflewiiloa)  JNacop.(roa)  CPC(oR)

Mogaynb 1 Tema 1.1 — KonipHi mogeni Ta 2 3 8
CUCTEMM KoopaMHaT

Tema 1.2 — MaTpuui Ta adiHHI 1 3 8
nepeTBopeHHsa 2D
Tema 1.3 — PacTpoBi anroputmMmu 1 4 8
nPUMITUBIB
Tema 1.4 — BigcivyeHHsa Ta 1 4 8
3aMOBHEHHS MOJroHiB

Mogynb 2 Tema 2.1 — TpmBUMIpPHI 1 4 8
NepeTBOPEHHS Ta KBAaTEPHIOHU
Tema 2.2 — lNpoekKuii Ta KOHBEEP 1 4 8
MVP
Tema 2.3 — Anroputmu 1 4 8
BUOANSAHHA HEBUANMMUX
NOBEPXOHb
Tema 2.4 — lNapaMeTpuyHi Kpusi 1 4 8
Ta NOBEPXHi

Mogaynb 3 Tema 3.1 — Mogeni oCBIiTNeHHS 1 4 8
(Nam6epT, ®oHr, PBR)
Tema 3.2 — Anroputmm 1 3 8
ToHyBaHHs (flat, Gouraud, Phong)
Tema 3.3 — TekCTypyBaHHs Ta 1 3 4
¢inbTpauis
Tema 3.4 — KapTu matepianis Ta 1 4 4
PBR

Mogynb 4 Tema 4.1 — TpacyBaHHS 1 4 8

npomeHie (Ray Tracing)

Tema 4.2 — [no6anbHe 1 4 8
ocCBiTNeHHs Ta Path Tracing

Tema 4.3 — Apxitektypa GPU Ta 1 5 8
GLSL-wenpgepm

Tema 4.4 — Cy4acHi meTtogm Ta 1 5 8
TeHpeHuii (DLSS, Al)

Pasom 16 Tem y 4 moaynsax 15 45 60

3aranbHum o6cqr: 120 roguH = 4 kpegutn EKTC. Po3noain € opieHTOBHMM i MOXe KOpuryeaTucs BignosigHoO 4o
cneundikm HaBYanbHOro npouecy.



CTpYyKTypa HaBYasibHOro yacy

B Jlekuii - 12.5%
B Jla6opaTopHi 3aHATTS - 37.5%

h CamocrTitHa po6oTa - 50%

KomeHTap 4o posnoainy

3aranbHumn o6car — 120 roguH (4 kpeputn EKTC) — posnopgineHo
Mi>XX TpbOMa popmMamMmn poboTH A1 3ab6e3nedYeHHs 6anaHcy Mix
TEOopieto Ta NPaKTUYHNUMMN HaBUYKaMU NPOrpamMyBaHHS.

Nekuii — 15 roa. (12,5%)

CuncteMHe nogaHHs KNYoBUX anroputMiB, MaTeMaTUYHOIoO
anaparty Ta TeOpeTUYHUX OCHOB KOMM'tOTEPHOI rpadiku 3
HAOYHMMM INOCTPaLIAMKM Ta aHanNi3oM CKNagHOCTI.

JNTabopaTtopHI — 45 roa. (37,5%)

lMporpamHa peanizauis anropuTMis, po3pobka rpadiuHnx
3aCTOCYHKIB, Hanarog>XeHHs wennepis, NOPiBHANbHE TECTYBaHHS.
3HayHa YacTKa NigKpecnoe NPaKTUYHY, iIHKEHEPHY
CNpPsSIMOBAHICTb KypcCy.

CamocTiiHa po6oTta — 60 rog. (50%)

MornnéneHe BMBYEHHSN Teopil, NiAroToBka pedepariB Ta
aHaniTM4YHMX 3BITIB, po6oTa 3 paxoBoto fiTepaTypoto. CPC
cTaHoBUTb 50% 06cAry AUcLUUNIiHMN.



CamocTINHa poboTa CTyaeHTIB — eTanbHuI OnNnc

[]

OnpautoBaHHS niTepaTypu

MornnéneHe BUBYEHHS TEOPETMYHOIO MaTepiany 3a HaBYanbHUMMU
NoCiGHMKaMM 3 KOMN'toTepHOI rpadikn Ta anroputmis (MaueHKo,
ToTocbko, INivyriH, MN'ypxin Ta iH.), ctaHagapTamu OpenGL/Vulkan,
HayKOBUMMW CTaTTAMU Y paxoBUX BUOAHHAX. CTYAEHT KOHCNEKTYE

K/TFOYOBI anropuTMu, aHanisye ix CKMagHiCTb Ta NOPIBHIOE Migxoaun.

=

PoboTa 3 IHpopMaLiHNMIN pecypcamMmi

OnpautoBaHHA odiLinHMX pecypciB: [okyMeHTauis Khronos Group
(khronos.org), OpenGL Reference (docs.gl), NVIDIA Developer
(developer.nvidia.com), Shadertoy (shadertoy.com). BuBuYeHHs

BIAKPUTUX Peno3nTopiiB rpadiyHnx anropnuTmis.

P
P
Pp

IHAVIBIAYaNbHI 3aBAAHHS

B1KOHaHHA aHaNiTUYHMX 3aBAaHb (MOPIBHAHHSA anropuTMmiB 3a
CKNaAHICTHO, aHani3 AKOCTi peHAepPUHrY, ouiHKa npoaykTneHocTi GPU);
TBOPYMX 3aBAaHb — pedepaTn, aHaniTUYHI 3aNnCKKN, MiHi-LOCNIOXKEHHS
3 aKTyaslbHUX NUTaHb rpadiyHNX TEXHOMOTIN.

[MAroToBKa A0 3aHATb

MigroToBka 0o NabopaTOPHUX POBIT (ONpaLtoBaHHS anropuTMIB,
HanncaHHsa 6a30BOro Koay); NiAroToBka A0 TeCTyBaHb (KHOYOBI
TepMiHK, GopMynun, BNACTUBOCTI anropmuTMIB); NiAroTOBKa A0 3aXUCTy
nabopaTopHMUX Ta MOAY/TbHOIO KOHTPOJIHO.


https://www.khronos.org/
https://docs.gl/
https://developer.nvidia.com/
https://shadertoy.com/

PopPMUM KOHTPOJIHO 3HAHb

MMOTOUHWMIA KOHTPO/Ib

3axucT nabopaTopHUX POBIT:
AEeMOHCTpaLif npautoroYol nporpamMu,
BiAMOBIAj Ha 3annTaHHS 3 Teopil, aHani3
kogy. OUiHIOTLCA KOPEKTHICTb
peanizauii anroputMmy, SIKiCTb Kogy,
PO3yMiHHS MaTeMaTUYHUX OCHOB.
[MpoBOANTBLCSA MICMS KOXHOI TabopaTopHOI
PO6OTU; CTYAEHT NOBUHEH 3aXUCTUTU
POBOTY NPOTAroM ABOX TUXHIB Micns
BUKOHaHHS.

2

[MPOMPKHUI KOHTPO/b

MopgynbHa KOHTpOsbHa poboTa:
TEOPEeTUYHI NUTaHHA (anropuTmm,
MaTemMaTuKa, NOPIBHAMbHUI aHani3) Ta
NpakTUYyHe 3aBAaHHA (HanMcaHHs
dparmeHTiB Kogy ab6o GLSL-wengepa).

Oxonntoe BCi TeMU BiANOBIAHOIrO MOAYS.

MpoBOANTLCSA HAaNPUKIHL KOXHOIO
3MiCTOBHOIoO MOAynsl y NMCbMOBIM abo

KOMMN'toTepPHIN Gopmi.

3

MACYMKOBUiA KOHTPO/Ib

3anik BignoBigHO 40 HaBYasnbHOro MNnaHy:
3axucT ¢iHanbHoro npoekTy (3D-cueHa 3
PBR, TiHAMK, NOCTANPOLECUHIOM) Ta
TeopeTuyHe onutyBaHHs. lNMigcymMkoBa
OLiHKa BpaxoBYE NOTOYHUN KOHTPOIb
(nabopaTopHi), NpoMiXKHUK (MOAYNbHI) Ta
nigcyMKoBMi 3a WkKanot: 100-6anbHa
cUcTemMa 3 rnepeBefeHHsAM Y HalioHanbHy
wkany Ta EKTC (A, B, C, D, E, FX, F).



MeToan BUknaagaHH4A

BuknagaHHa gucumnnniim «AnropuTtMivyHi OCHOBU KOMM'OTEPHOI rpadikmn» NoeAHYE KNacUYHi akafeMidHi Ta iIHTepaKTUBHI
MeToaM, Wo 3a6e3nedye GOpMyBaHHS He NULLE MILHOT TEOPETUYHOI 6a3u, a N NPaKTUYHUX HAaBUYOK NPorpamMyBaHHS,
HeoObXigHNX ANs ManbyTHbOT NPOdECINHOT OiIANbHOCTI Yy chepi KOMMN'IOTEPHOT iHXEHepIT Ta PO3POBKU MPOrpaMHUX CUCTEM.

Nekun

CucrtemMHe nogaHHs aJ'II'OpVITMiB Ta MaTeMaTu4Horo

anaparty 3 BUKOPUCTAaHHAM aHIMOBaHUX CXeM, ncesaokony,

Bidyaniszauin Ta aHanisy CKnagHocCTi; CTYAEHTU BeayTb
KOHCMEKTH.

[opIBHANBHWI aHanNI3

AHani3 anbTepHaATUBHUX afifOPUTMIB 3a CKNaAHICTHO,
SIKICTIO Ta pecypcamu; CTYAEHTU OBr'pYHTOBYHOTb BUBIP
ONTUMasbHOro Nigxo4y Ans1 KOHKPETHOI 3agaui.

CaMoCTINHe A0CNIAKEHHS

[MigroToBKa aHaNITUYHMUX 3aMUCOK i pepeparTiB 3a
CYYaCHUMM TEXHONOrIAMU rpadiku; po3BUTOK HABUYOK
PO6OTH 3 TEXHIYHOK AOKYMEHTALUIED, CTaH4apTaMu Ta
HayKOBMMMW Nyo6iKaLisaMu.

JlabopaTopHI 3aHATTA

MporpamHa peanisauis anroputmis (C++/Python/GLSL),
Hanaro4XXeHHsi, NPoiNtoBaHHS Ta NOPIBHANbHE
TEeCTYBaHHS; 3aXUCT i3 AEMOHCTPALEr0 NPaLOY0ro
3aCTOCYHKY.

&4

TexHIYHI anckycil

O6roBopeHHs nepesar Ta HeJosikiB CydacHUX rpadiyHmnx
TexHonorin (pactepusadis vs. ray tracing, OpenGL vs.
Vulkan); po3BUTOK TEXHIYHOIO MUCIIEHHS Ta apryMeHTau;l.

MpoekTHa poboTa

Po3po6bka ¢iHanbHOro iHTepakTuBHOro 3D-NpoekTy:
nnaHyBaHHS, peanisayif, HanarogXXeHHs, npeseHTaLis Ta
3axXMCT nepes rpynoro i3 4eMOHCTpaLEo pe3ynbTaTiB.

Yci meToam cnpsiMoBaHi Ha GopMyBaHHS KOMMETEHTHOCTEN, NepeaBadyeHnX O0CBiTHbO-NPOPECiNHOK NPOrpamMmoro

crneuianbHocTi 123 «Komn'toTepHa iHXeHepisa».



PekomeHagoBaHa nitepatypa — MapyyHunku Ta
noci6HmnKkn (2022-2024 pp.)

1. MaueHko B. T.

Komn'toTepHa rpadika: HaB4anbHUM NOCIGHUK. — 2-re
BUA., Nepepobn. Ta gonos. — YepHisu,i : Pyta, 2023. —
360 c. PekoMeHAYyeTbCSA 4715 BCIX MOAY/1IB KypCY.

3. MuyriH M. ®., KaHkiH I. O., BopoTHikoB B. B.

Komn'toTepHa rpagika: HaB4anbHUM NOCIGHMK. — KUIB :
BupgasHnumn gim «KoHgop», 2023. — 320 c.
PekomeHayeTbcs a1 moaynis 2—4.

5. Bacuntok A. C., MenbHukoBa H. L.

Komn'toTepHa rpadika: HaB4anbHUN MNOCIGHMK Ans
ctyneHTis 3BO. — KuiB : Akagemsugas, 2022. — 296 c.
PekomeHayeTbCsa 4711 MoayniB 1-2 (pacTpoBi anroputmu,
repeTBOPEHHS).

7.ToH4YapeHko I. M., €Epiosa O. O.

LLlengepHe nporpamMmyBaHHs Ta rpadiyHi APl: HaBuY. noci6.
— XapkiB : XHYPE, 2023. — 248 c. PekoMeHayeTbCA 418
mopayns 4 (OpenGL, GLSL, Vulkan).

2. Totockbko O. B, MukntuwinH A. T, Ctyxnak 1.
il
Komn'toTepHa rpagdika: HaB4YanbHWUN NOCIOHUK: Y 2-X KH. —

2-re BUpA,., oHoBs. — TepHoninb : THTY im. IBaHa lNyntos,
2022. — 304 c. PekomeHAyeTbCS A4719 MoayniB 1-3.

4. Typxin A. M., BosHeHko J1. I, MoBopo3HioK H.
I, CamcoHoB B. B.

OcHoBM iHGOPMALNHUX TEXHONOTIN: HaBYaNbHUN
Noci6HUK. — KuiB : Jlitepa J1TM, 2023. — 384 c.
PexkomeHgyetbcs asisi tem 1.7, 3.7, 4.4.

6. Becenoscbka I'. B., XogakoBa B. €.

AnropuTmiyHa Ta MaTeMaTUyHa OCHOBa KOMM'tOTEPHOT
rpadiku: HaBY. noci6. — 2-re sug. — Kuie : KoHgop, 2023.
— 420 c. PekomeHayeTbcs A1 Mogynis 1-2
(MaTemaTuyHuyi anapar).

8. KpaBueHko O. B., /lnceHko T. L.

PeHpgepwHr Ta anroputmu Bisyanisauil 3D-cueH: HaBu.
noci6. — Kwuis : HaykoBa gymka, 2024. — 312 c.
PekomeHpyeTbcs 411 MogyniB 3—4 (0CBIT/IeHHS,
PEHAEPUHT).



AojaTKoBa NiTepaTypa Ta HayKoBI CTaTTI

9. Ctyxnak . 4., MukntnwvH A. T.

Anroputmu pacTpoBol rpadikm Ta 06p06KN 306pa>KeHb:
MoHorpagia. — TepHoninb : THTY, 2023. — 184 c. PekomMeHAyeTbCA
4515 1em 1.3-1.4 (pactpoBi anroputmu 1a aHTUaNiaCuHr).

1. Mop3e H. B, bapHa O. B.

Komn'toTepHa rpadika Ta Bisyanizauis B OCBITi Ta Hayui. — KuiB :
OpioH, 2022. — 196 c. PekoMeHAYETLCA A/15 PO3YMIHHS ranysi
3acTocyBaHHSA Ta METOAMNK HaBYaHHS.

10. boHgapeHko O. O., LLectonanos. €. A.

GPU-o064uncneHHa Ta napanenbHa rpadika: HaBy. nocié. — Xapkis. :
PaHok, 2022. — 210 c. PekoMeHAyeTbcs 4151 TeM 4.3-4.4 (GPU-
apxitekTypa, compute shaders).

12. PukiHg V. 4., Nucenko T. 1, YepHikosa J1. A.

ANropuUTMiyHi OCHOBM 06POOKK rpadiyHMUX AaHMX: HaBY. NOCi6. Ana
3BO. — KwuiB : leHesa, 2024. — 268 c. PekomeHAyeTbCs A4/15
mogynis 1-2 (MatemMatuka T1a pacTpoBi asiropuTmu,).



HopmaTrBHO-NpaBoBa 6a3a

—  KOHCTUTYLA YKpaiHW

MpunHsaTa 28 yepBHA 1996 p. NapaHTye cBO6GOAY HAaYKOBOI Ta TEXHIYHOT TBOPYOCTI, OCHOBa NPaBOBOro peryntoBaHHA OCBITHbLOI OisIbHOCTI.
zakon.rada.gov.ua

—  3aKkoH «po ocBITY» BIA 05.09.2017 Ne 2145-VIII

BusHayae 3acagm oCBITHbOI AissnbHOCTI B YKpaiHi. zakon.rada.gov.ua

—  3akoH «[1po BuLLy 0cBITY» Big 01.07.2014 Ne 1556-VII

Peryntoe BiHOCUHW Y cepi BULLOI OCBITU, BU3HAYa€E CTaHOAPTM NiAroTOBKM 6akanaBpiB 3i creuianbHocTi 123. zakon.rada.gov.ua

— CTaHAapT BULOI OCBITY 3a cneyjanbHICTo 123 «Komn'toTepHa IHxXeHepis» (6akanasp), MOH YkpaiHu, 2023 p.

Bu3Hayae KOMNETEHTHOCTI Ta pe3ynbTaTh HaBYaHHA ANS NiAroToBKM 6akanasBpis. mon.gov.ua

—> TMoNoXeHHs NPOo opraHI3aLiifo 0CBITHLOro npotecy y 3BO

Haka3 MOH Ykpainu N2 161 Big 02.06.1993 3i 3miHamu. Peryntoe ¢opmMun HaBYaHHS, KOHTPOJIIO Ta pO3MNoLia HaB4yasibHOro vacy.
zakon.rada.gov.ua



https://zakon.rada.gov.ua/laws/show/254%D0%BA/96-%D0%B2%D1%80
https://zakon.rada.gov.ua/laws/show/2145-19
https://zakon.rada.gov.ua/laws/show/1556-18
https://mon.gov.ua/
https://zakon.rada.gov.ua/

OdILINHI pecypcn Ta paxoBl BULAHHS

Khronos Group

khronos.org — odiuinHi cneunodikauii OpenGL, Vulkan,
WebGL, GLSL. NepBUHHE O)Xepeno ansi po3poOHUKIB
rpadiyHNX 3aCTOCYHKIB.

NVIDIA Developer

developer.nvidia.com — TexHiyHi cTaTTi, SDK,
npodannepn (Nsight), matepianu 3 ray tracing, DLSS Ta
GPU-o64ncneHsb.

HauloHanbHa 616110Teka YkpaiHm M. B. L.
BepHaacbKkoro

hbuv.gov.ua — efneKTPOHHI pecypcu, HayKoBi CTaTTi,
MoOHOrpagdii 3 KOMN'tOTEPHUX HayK Ta iIHHOPMaLINHUX
TEXHOOTIN.

LearnOpenGL

learnopengl.com — CTPYKTYpOBaHWM aHINTOMOBHWUM
HaBYanbHUKM pecypc 3 OpenGL: Big 6a3oBoro o PBR Ta
ray tracing.

OpenGL Reference Pages

docs.gl — iHTepakTuBHa AoKyMeHTauis OpenGL 3a
BepciaMun. 3pydyHum nowyk GyHKUIM Ta X napameTpiB..

Shadertoy

shadertoy.com — nnatdopma anga HanmcaHHs Ta 06MiHy
GLSL-wengepamu y 6paysepi. NMpakTnyHi npuknagu
anropuTmie rpadiku.

XypHan «[pobiemun nporpaMmyBaHHs»

pp.isofts.kiev.ua — nposigHe ¢paxose BuaaHHa HAH
YKpaiHu 3 nuTaHb NporpamMyBaHHSA, anropuTMiB Ta
KOMN'toTepHOI rpadiku.

MOH YkpaiHwu
mon.gov.ua — OCBITHi CTaHAAPTW, HaBYanbHi NporpamMm,

MEeTOOMYHI MaTepiann gns cneuianbHocTi 123
«Komn'toTepHa iHXeHepis».


https://www.khronos.org/
https://docs.gl/
https://developer.nvidia.com/
https://shadertoy.com/
https://nbuv.gov.ua/
https://pp.isofts.kiev.ua/
https://learnopengl.com/
https://mon.gov.ua/

3B'A30K ANCLUMNAIHK 31 cneulanbHICTH 123 «KoMmn'toTepHa

IHXXEHepIs»

Homy «AniropuTMiuHa rpagika» Ana iHxeHepis?

OucumnniHa «KANropnuTMiyHi OCHOBM KOMM'FOTEPHOI rpadiku» €
NpPo¢inbHO AN NiAroTOBKM 6akanaspiB 3i cneuianbHicTO 123
«Komn'toTepHa iHxeHepis». PO3yMiHHS rpadiyHnX anroputmise 1a
GPU-apxiTekTypn € 060B'A3KOBOK KOMMNETEHTHICTIO ANs
PO3PO6HUKIB CUCTEM pearnibHOro 4acy, irposux pyuwiis, CAD-cuctem,
MeanYyHOoI Bidyanisauii Ta MPOMUCIIOBUX CUMYMIATOPIB.

CyyacHun ¢axiBeub y chepi KOMM'FOTEPHUX TEXHONOTIN geaani
yacTilwe cTMKaeTbca 3 3agavyammn GPU-064mnCnieHb, napanenbHOoro
nporpamMmyBaHHs Ta Bi3yanisauii gaHnx — yce ue 6e3nocepegHbo
IPYHTYETbCS Ha 3HaHHAX, WO Hadae ua gmcumninida.

MpakTnyHe 3HaYeHHs AN ManbyTHLOI Kap'epw

e Po3po6ka irop Ta iHTepakTuBHUX cumynatopis (Unreal Engine,
Unity)

e CtBOpeHHss CAD/CAM-cucTem Ta nporpam Ans iHXeHepHoro
NPOEKTYyBaHHSA

* MepguyHa Ta HaykoBa Bi3yanizauia (MPT, 3D-pekoHcTpyKuisa, CFD)
e Po3po6ka AR/VR-3aCTOCYHKIB Ta METaBCECBITIB

e GPU-nporpamMyBaHHs Ansa 3agay MalMHHOIO HaBYaHHS Ta
HEMPOHHUX Mepex

e Komn'toTepHuu 3ip Ta 06pobKa 306paXKeHb Yy MPOMUCNIOBUX
cucrtemax



Kno4yoBI KOMMETEHTHOCTI Kypcy — iacymok

Kypc oxonntoe NOBHMI CTEK anropuTMiYHOT KOMMN'tOTePHOI rpadikv — Big MaTteMaTUYHMX OCHOB Ta PacTPOBUX anNropmuTMIiB A0 CyHYaCHUX METOAIB
GPU-peHgepuHry Ta HeMpoHHOI rpadiku — i opMye y CTYAEHTIB LiNiCHY iH)XeHepHY KOMMNETEHTHICTb Y ranysi rpadiyHmx CUCTEM.



BEa)kaeMo ycnixiB y BUBUEHHI aNITOPUTMIYHOI rpadiku!

120 4

[foanH Kpeantn EKTC
3aranbHum obcaAr AgncuUunniHm BignoBigHO oo cTaHgapTy
Tewm [xepen
Y 4 3MiCTOBHUX MOAYNAX PekomeHpgoBaHoI niTepatypun 2022-2024 pp.

«Komn'toTepHa rpagika — Lie MUCTEUTBO NepeTBOPEHHA MaTeEMaTUKM Ha Kpacy, WO MOXHa no6avnTtn.» — [>xum BniHH, nioHep
KOMMN'toTepPHOI rpadiku

CnevujanbHicTtb 123 - Komn'toTepHa iHXeHepisa - bakanasp - 4 kpegutn EKTC



