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1.1.

1.2.

1.3.

1. AHHOTAIUA

Kpartkoe onucanue cojepaHus JaHHOW AMCLUUIUINHBL;
Kypc “KomrmbiorepHble CUMYISIANA TOCBAIIEH H3YYEHUIO OCHOB Pa0OTHI ¢ COBPEMEHHBIMU
UTPOBBIMH JIBIKKaMu, B yacTHocTH Unreal Engine, m OXBaTBIBAaeT KIIOYEBHIC ACIEKTHI
CO3JaHMSI MHTEPAKTUBHBIX 3D-mpuioxeHuil u cuMmymisiuuii. B paMmkax Kypca CTyAEHTBI
OCBaMBAIOT YCTAaHOBKY M 0a30BYI0 HAaCTPOMKY ABMIKKA, 3HAKOMATCS C IOJIb30BATEIbCKUM
uHTEepEicOM U OCHOBHBIMU HHCTPYMEHTAMHU PEIaKTOpa.
Ocoboe BauManme yaemnsercs padore ¢ 3D-moxensmu (Static u Skeletal Mesh), apxurtexrype
00bekToB B BMKKE (Actor, Pawn, Character), komrnonentHoit cucreme (Actor Components
u Scene Components), a Takke yIpaBJiIeHUIO UTPOBBIM IporieccoM uepe3 Player Controller n
GameMode.
B mpakTrueckoll 4acTH CTYAEHTBHI CO3MAIOT MPOCTHIE WIPOBBIE CICHBI C JaHAIA(TOM,
MaTeprajaMH M OCBEIIEHHEM, H3Y4YaloT pPadoTy (QHU3UYECKOTO [BUXKKA, PpEaTU3aIUI0
KOJIJTM3HH, a TaKk)Ke B3aUMOJEHCTBUE MEXly 0ObeKTaMH. B pe3ynbraTe mpoxoxaeHus Kypca
oOyyarouecs noyy4aroT 0a30Bble HaBBIKA IPOEKTUPOBAHUS HHTEPAKTUBHBIX BUPTYaIbHbIX
MHPOB ¥ IPUOOPETAIOT OIBIT padOTHI B MPOheCcCHOHATBHOM cpefie pa3padOTKHU.
B3aumocBsI3b TUCHUIUIMHBI C APYTUMHU JUCHUUIUVIMHAMHM Y4eOHOTO IUIaHa CIENHaIbHOCTU
(HampaBieHUs);
JlucuumirHa JJOTHYECKH U COZIEpKaTeNIbHO CBA3aHa ¢ TaKUMHU Kypcami, Kak ‘“UucieHHble
METOABI”

Pe?)y.HBTaTI)I OCBOCHUA MMpOorpaMMbl JUCHUTIIINHBI:
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IeIarornaecKomn

IeITEeIbHOCTH B 0o0jacTu

MaTeMaTUKU U UHPOPMATUKHI




Ymerh HaBBIKU TSt
pa3paboTKH HOBBIX METOJIOB U

CPEICTB O0yUYeHUSs

BJ'Ia,Z[eTI) HaBBIKaMH
IMPUMCHCHHA CYHICCTBYIOIIUX

METO/IOB M CPEJICTB 00YUEHUs

YK-2 Criocoben ompenensaTb Kpyr 3aaad B 3HaeT MOaXO/Abl B IMOCTAHOBKE
paMKax IMOCTAaBJICHHOW IENN U BHIOMPATh 3amay  JuIA JTOCTHKEHUS
ONTHMAJIbHBIE CIOCOOBI HMX peIIeHus, IIOCTABJICHHOH 1IeJn, 00J1aiaeT
UCXOAS U3 JCHCTBYIOIIMX IPaBOBBIX 3HAaHUSIMH B BBIOOpE
HOpPM,  HMEIOIIMXCA  PECypcoB | ONTUMAIIBHBIX  CIIOCOOOB  HMX
OTpaHHYCHUH penieHus

YwMmeer, UCcxoas u3
JEUCTBYIOLIUX [IPaBOBBIX
HOPM, UMEIOIIUXCS PECYPCOB U
OTpaHUYEHUH, BbIOMpATh
ONTUMAJIbHBIE CIOCOO0BI
pereHus 3a1a4 B
npodeccuoHanpHOM  00JacTu
ISt JTOCTHXKEHHUS
MOCTaBJIEHHOW eNTN

Bnaneer HaBbLIKAMU
OTIpeIeIeHuUs Kpyra
npodecCHOHATIBHBIX 337au B
paMKax TOCTaBJICHHOM LEeNH;
BHIOOpOM ONITUMAITEHBIX
CHOCOOOB UX  peHIeHHsl ¢
Y4ETOM JENCTBYIOLINX
IPAaBOBBIX HOPM U UMEIOLITHXCS
pecypcoB

ITK-7 Criocob6HOCTD K pas3paboTke U 3HaTh METOJbl U TEXHOJIOTMH

MMPUMCHCHUTIO AITOPUTMHUYCCKUX u

pa3paboTKu U TPUMEHEHUS




CHUCTCMHOTI'O u

POrPaMMHOTO O0eCTICUeHUs

IPOrpaMMHBIX — PELICHUH B

MIPUKJIATHOTO

oOJactu

CUCTEMHOI'0O MW IIPHUKIAJTHOI'O

IPOrPaMMHOTO 00eCTICUeHUS

Pa3zpabaTpiBaTh ¥ TPUMEHATH
AITOPUTMUYECKHE u
OporpaMMHBIE  PCIICHHS B
o0racTu CHCTEMHOTO 51
[MPUKIAJAHOIO MPOrpaMMHOIO

o0ecreueHus

Bnanets CIIOCOOHOCTBIO
pa3pabaThiBaTh M TMPUMEHATH
AITOPUTMHUYECKHE i
MpOrpaMMHBIE  PEIICHUS B
obnactu CHCTEMHOTO n
MPUKIATHOTO MPOTPaAaMMHOTO

obecrieueHus

2. YYEBHAS ITPOI'PAMMA

2.1. llenun v 3a1a9¥ TUCIUTIIAHBI

2.2. TpynoeMKOCTh TUCIUILTMHBI U BUIBI Y4eOHOH paboThI (B aKaleMHUUECKUX YacaxX M 3a4eTHBIX

eMHUTIAX )

Bcero, B PacnpenesieHue no cemecrpam
Buabl yueOHoii padorsl aKag. 6
yacax ceM
1 2 3
1. O6mas Tpy10eMKOCTh U3y4eHUs 32 32
AUCHMILIHHBI IO ceMecTpaM, B T. U.:
1.1. AynuropHsble 3aHATHS, B T. U.:
1.1.1. Jlexuuu 32 32
1.2. CamocrositenpHas pabora, B T. 4.: 120 62
HToroBslii KOHTPOJIb dud. Ju. 3ager
3a4eT

2.3. ConeprxaHue QU CHUTITHHBI

2.3.1. TemaTuyeckuii NJIAaH U TPYA0EMKOCTb ayAUTOPHBIX 3aHATHH (MOLY.JIH, pa3aeabl
AUCHHUILIMHBI U BUJbI 3aHATHIT) 0 padodemy yuyeOHOMY IIaHY




Jleknmu Hpakr. JlaGo
Pa3genanl M TeMBbl JHCHUILINHBI Bceero (ai 3anarus CemuHapHI (ak p-
(ak. 4yacos) ) (ak. (ak. yacos) )
4acoB) 4acoB)
4acoB)
1 2=3+4+5+6

+7 3 4 5 6
Tema 1. OCHOBBI paOOTHI C HTPOBBIMHU
nBkkaMu U cpenoit Unreal Engine 4 4
Tema 2. ApxurexTypa 0OBEKTOB U CHCTEMa
kommoHeHToB B Unreal Engine 6 6
Tema 3. YnpaBneH#ne UrpOBbIM MPOILIECCOM:
KOHTPOJJIEPBI U UTPOBBIC PEIKUMBIL 6 6
Tema 4. PaboTa ¢ OKpyXeHUEM:
nmaaamad T, MATEPHUATBl H OCBEIICHUE 8 8
Tema 5. ®usnueckasi CUMyJIALMS U
B3aMMO/ICHiCTBAE OOBEKTOB B BUPTYaIbHON

8 8
cpene
HUTOTO

32 32

2.3.2. KpaTlcoe cod€cpiKkaHME pa3acjoB ITMCHUIIJIMHBI B BU/I€ TEMATUYICCKOI'O IIJIaHA

Tema 1. OcHOBBI pa0do0THI ¢ HTPOBLIMH ABH:KKaMHU H cpenoii Unreal Engine
[TonsiTue urposoro amwxka. 3nakomctBo ¢ Unreal Engine: ycTtaHoBKa, 3amyck, CTpyKTypa IpOeKTa,

uHTepdeiic.

Tema 2. Apxurektypa 00beKTOB 1 cucTeMa KoMnoHeHToB B Unreal Engine

Pabora ¢ Actor, Pawn, Character. Pasnuuus mexay HuMu. [Ipumepsl UCTIONB30BaHUSI B UTPOBOI
noruke. HazHaueHue U CTPyKTypa KOMIIOHEHTOB. Mepapxus KOMIOHEHTOB. J[o0aBiieHUe JTOTHKU H
MOBEJICHUSI 4Yepe3 KOMIOHEHTHI. Paznmmums mexmay Static m Skeletal Mesh. Mmmnopt monenei.
Hactpoiika KoJun3uii 1 aHUMaluu

Tema 3. YnpasiieHHe HTPOBBIM MPOLECCOM: KOHTPOJLJIEPHI U UTPOBbIE PEKUMBbI

Player Controller, GameMode u GameState. [IpuHIHIIBI OpraHU3aIiK HTPOBOT'O MPoIiecca.



Tema 4. PaGora ¢ okpykeHHeM: JaHAIA(PTHI, MATEPUAJIbI U OCBEllleHUE

WNuctpymenTs co3aanus nanamadra. [Ipumenenune matepuanoB. OCHOBBI pabOThI ¢ TEKCTypaMH U
UV-pa3sépTroii. HacTpolika HCTOYHHMKOB CBETA, TEHEW, TUIOB ocBelleHus. Jddextsr atmocheps! u
nmoctoOpadoTKa.

Tema 5. ®usnyeckasi CMMYJISIIIUA ¥ B3aUMO/IelicTBIE 00bEKTOB B BUPTYaJIbHOI cpeje

OcHoBbI u3HUECKOTO0 IBIKKA. HacTpoiika Macchl, rpaBuTaIviy, Cuil. Peanu3amus CTONKHOBEHHA U

CUMYJISILIHM.
1.1.1. MarepuajbHoO-TeXHUYECKOE o0ecredeHne TUCIUNINHBI

Hns peanuzaiuu Kypca HCIHOJB3YETCS CIEAYIONUMNA TMEepPeYeHb MaTEePHATbHO-TEXHUYECKOTO U

MH(OPMALIMOHHO-TEXHUYECKOTO OCHAILICHUSI:

KomnrerotepHslit kinacce, ocHamieHHbI coBpemeHHbIMHU [IK, cnocoOubiMu 3amyckatrh 3D-nBHKKH

(Unreal Engine) u mporpaMMHoe obecrieueHue sl TpauKy U CUMYIISIIIHH;

I'paduueckue Buneokaptsl ¢ noaaepxkoir OpenGL 4.5 / Vulkan / DirectX 11 u BoIie;

[TporpammHoe obecrieueHue:

3D-neuxku: Unreal Engine;

Cpensl paspabotku: Visual Studio, Rider, VS Code;

Cucremsbl KoHTpOJs Bepeuid: Git;

MynsTuMenuiiHoe  00opyIOBaHHE: MPOEKTOP/UHTEPAKTHBHAS

JIEMOHCTPAIIMHN CUMYJISIIIUA U BHIEOYPOKOB;

MnaHejib, ayAuoCucremMa JJIsd

1.2. MoayabHasi CTPYKTYpa JMCHUILUIMHBI ¢ pacnpe/iejieHneM BecoB 1o ¢gopMaM KOHTpoJIeid

Bec ¢opmbi . "
(bop Bec urorosoii Bec urorosoii
(popm) Bec ¢opmbl Beca
OLICHKH OLICHKH .
TeKyIero | IMpoOMeKyTo pe3yJIbTHpYIOIei
NMPOMEKYTOYH | MPOMEKYTOYHOT
KOHTPOJIS B YHOT0 OLIeHKH
0ro KOHTPOJIs 0 KOHTPOJIS B
pe3yJabTHPY | KOHTPOJSA B NMPOMEKYTOYHBIX
. . N B pe3yJabTHpYIoLIe M
DopMbI KOHTPOJIE onei HUTOrOBOM . KOHTPOJIeil U OLleHKHU
pe3yabTHPYIO i oneHke
OlleHKe OlleHKe N HTOr0BOr0 KOHTPOJIsA
el oneHke NMPOMeKYTOYHBI .
TeKylero | MpoOMeKyTo N B pe3yJbTHpYIomIeii
NMPOMEKYTOYH X KOHTpoJIeH
KOHTPOJIA YHOT0 . OlleHKe HTOrOBOI0
bIX (ceMecTpoOBOIi
(mo KOHTPOJIs . KOHTPO.JIs
KOHTPOJIei OlleHKeE)

MOAYJISIM)




Buj yueonoii
PadoTBI/KOHTPOJISI

M2

M1

M2

M1

M2

KonTponsHas padora (npu
Haau4uu)

YcrHbIl onpoc (npu Hanuuuu)

Tect (npu nanuuuu)

JlaGopaTopHblie paboThI (npu
Haau4uu)

[TucbMeHHBIC TOMAINTHUE 33 JaHHS
(npu Hanuuuu)

Pedepar (npu nanuuuu)

Dcce (npu Hanuvuu)

[IpoekT (npu nanuuuu)

Hpyaue ¢popmul (npu nanuuuu)

Beca pe3ynpTHpyrommx OLeHoK
TEKYILIUX KOHTPOJIEH B UTOTOBBIX
OIIEHKAX MTPOMEKYTOUHBIX
KOHTpOJIEH

0.5

Beca oneHOk mpomMeXyTOYHBIX
KOHTPOJIEH B UTOIOBBIX OLICHKAaX
IIPOMEKYTOUHBIX KOHTPOJIEH

0.5

Bec urorosoii oneaku 1-ro
MIPOMEKYTOYHOTO KOHTPOJIS B
PE3YJIBTUPYIOLIEH OLIEHKE
MIPOMEXKYTOUHBIX KOHTPOJIEH

Bec utorooii o1nieHkHu 2-ro
MIPOMEKYTOYHOTO KOHTPOJIS B
PE3YJIBTUPYIOIIEH OLIEHKE
MIPOMEXKYTOUHBIX KOHTPOJIEH

Bec pe3ynpTHpyromei oleHKu
MIPOMEXYTOUHBIX KOHTPOJIEH B
PE3YJBTUPYIOLIEH OLIEHKE
HUTOTOBOTO KOHTPOJIA

0.4

Bec nTOroBoro KOHTpOJIsA
(Ok3ameH/3a4er) B
PE3YIBTUPYIOLIEHN OLIEHKE
UTOTOBOTO KOHTPOJIS

0.6

2. Teoperuueckuii 6J10K

2.1. Matepualisl 110 TEOPETUYECKOM YacTH Kypca

! Vyebusiit Monyns




2.1.1.

2.1.2.
2.1.3.

2.14.

2.15.

2.1.6.

YueOHUKH:
Mathematics for 3D Game Programming and Computer Graphics — Eric Lengyel
Game Engine Architecture — Jason Gregory
Real-Time Rendering — Tomas Akenine-Moller, Eric Haines, Naty Hoffman
Game Physics Engine Development — lan Millington
MGTOIII/I‘IGCKI/IC YKa3aHuA 110 CUMYJISIUN (1)I/ISI/I‘IeCKI/IX IIponecCoB B 3D-,Z[BI/I}KKaX
Kypc nexnui:
Buneo-neknuu mo Kaxxaou teme
Kparkue KOHCIEKTHI JICKIUI:
[Ipezentaunu PDF no temam cemectpa
DNEeKTPOHHbIE MaTEPUATIBI:
Buneoypoku o padote ¢ Unreal Engine
JlokymeHTanus u TyTOpHabl:

3. DoHAbI OLIEHOYHBIX CPEIACTB

3.1. [1naHbl NPaKTUYECKUX U CEMUHAPCKUX 3aHATUN

3.1.1.
3.1.2.
3.1.3.
3.1.4.
3.1.5.
3.1.6.
3.1.7.

Beenenne B Unreal Engine: ycranoBka, 3amyck, 0030p uHTEpdeiica.
Coznanue u pazMenieHre 6a30BbIX UTPOBBIX 00bEKTOB (Actor, Pawn).
WMmopT 1 HacTpoOWKa CTATHYECKUX U CKEJICTHBIX MEILEH

Co3naHue 1 HaCTpOHKa UTPOBBIX PEKUMOB

[Toctpoenue nanamadra

Coznanue cuex

OcHOBBI (PU3HUECKOTO JBHKKA

3.2. Marepuainsl 110 NpakKTHYECKON 4acTH Kypca

3.2.1.

[Tpumeps! 1abJIOHOB KOJa U CLEH

3.2.2. Y4eOHBIE CIPAaBOYHHKH,

3.3. BOHpOCBI Y 3aJaHMs I CaMOCTOSTEILHOM pa6OTBI CTYACHTOB

3.3.1.

COB,Z[aHI/Ie MHHU-TIPOCKTOB HA OCHOBC TCM KYypcCa

3.4. TlepeueHb SK3aMEHAITMOHHBIX BOIIPOCOB

3.4.1.

Bomnpockl 1o BceM OCHOBHBIM MOJYJISIM Kypca

3.5. O06pa3ipl IK3aMEeHAIMOHHBIX OUJIETOB

Teopernueckuii BOIpoc:

Kax ycrpoena cucrema komrnonentoB B Unreal Engine? Ha3zoBute n oObICHUTE BUIBI

KOMITIOHCHTOB.

3.6. O0pa3ipl IK3aMEHAIMOHHBIX MTPAKTUIECKUX 3aJaHUI

Co3nmanne 6a30BOr0 HTPOBOTO YPOBHS
Cosznanue HoBoro npoekra B Unreal Engine.
Jlo6aBiienne Ha cuieny Static Mesh.



Hacrpoiika kommmsun s BceX 00bEKTOB.
Pasmemnienue Player Pawn u HacTpoiika 6a30Boro yrpasieHus ¢ momoinsio Player
Controller.
3ammycK Urpbl U JEMOHCTpPALIMS ITEPEMEILIEHUsI UTPOKa 110 YPOBHIO.
4. Meroanueckuii 610K
4.1. Meroauka npenoaaBaHust

4.1.1. Meronuueckre PEKOMEHJALUU ISl CTYACHTOB IO MOATOTOBKE K CEMUHAPCKUM,
MPaKTUYECKUM WJIM JaO0OpPaTOPHBIM 3aHATHSAM, 1O OPraHU3alUA CaMOCTOSITCIIBHOU

paboThI CTYJIEHTOB MPU U3yYECHUH KOHKPETHOM TUCIUIUINHBI.

JlucuuiuiiHa peanusyercs B GopMmare COYETaHUS TEOPETUYECKHX JICKIUH W MPAKTUYECKUX
3aHATHUH, HaIpaBJIEHHbIX HA OCBOCHHME HMHCTPYMEHTOB M TeXHoJIOTui pa3paborku B Unreal
Engine. O0y4yeHue mocTpoeHo MO MPHUHLUIY MOCTENIEHHOIO YCJIOKHEHMs: HauuHasi C OCHOB
pabotel ¢ uHTep(eiicoM U 0a30BBIMH OOBEKTaMH, M 3aKaHYMBAsl CO3JAHUEM ITOJTHOIICHHBIX
UTPOBBIX CIICH C PU3UKON U BU3yaIbHBIMH 3P (PEKTaMH.
Ocoboe BHUMaHME YyHAEISAETCAs NEMOHCTpPAlMM IMPAKTHUYECKUX IMPUMEPOB, WHTEPAKTUBHOMY
M3YyYEHHUIO0 KOMIIOHEHTOB JBMXKKA U pa3paboTKe HEOONBIIMX NPOEKTOB. TeopeTnueckue 0JI0Ku
COIPOBOXKIAIOTCS:

® BU3YaJbHBIMH JIEMOHCTpPALUSMH U pa300pOM MOJIb30BATENBCKOT0 HHTEPdeiica;

® [IOLIAroBBIM AHAIM30M AJITOPUTMOB U APXUTEKTYPhl UTPOBBIX OOBEKTOB;

e BBINOJIHEHUEM MPAaKTUYECKUX 3a1aHuil B cpene Unreal Engine.
CamocrosTenbHas paboTa CTy/I€HTOB BKJIIOUAET U3yYeHHUE JOKYMEHTALUH, CO3/ITaHUE U OTIIAJKY
MIPOEKTOB, a TAK)KE TIOATOTOBKY MPE3CHTAIIUI M OTYETOB 110 MUHH-TIPOEKTaM. [1J1s1 TOBBIIEHUS
3 GEKTUBHOCTH O0y4YeHHS PEKOMEHIYeTCSl aKTHBHO HCIIOJNIb30BaTh TPYIIIOBBIE MPOCKTHI U

O6CY)KI[CHI/ISI, qTo CHOCO6CTByeT 06MCHy OIIBITOM U PAa3BUTHUIO HABBIKOB KOMaHIHOM pa6OTBI.



