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1. IlepedeHb MJIaHUPYEMBIX Pe3y/IbTATOB 00y4eHHUS 110 AUCHHUILIMHE, COOTHECEHHBIX €
YCTAHOBJICHHBIMH B 00pa30BaTe/IbHOM NPporpaMMe HHAMKATOPAMH A0CTHKEHHS

KOMIIeTeHIM i
dopmupyemasi Kon u nHaumenoBanue = Pe3yjabTarhl 00yueHusl M0 TUCIUIITIHHE
KoMIleTeHust (¢ HHIUKATOPA (Mony.Ji10)
yKa3aHueM Ko0/1a) JTOCTUKEHU S
KOMIIeTEeHITUH
[TK-2. Cniocoben [IK-2.1. 3naer OOyyJaromuiicst TOJHKCH: 3HaTh 0a30BbIC

pa3pabaThIBaTh U
OTJIAXKUBATh
IPOrPaMMHBIHN KOJT

TEXHOJIOTHIO pa3paboTKH
Y OTJIAJIKK
MIPOrpaMMHOTO KOJ1a.

IIK-2.2. YMmeer
paspabaTbIBaTh U
OTJIAXXKNBAThb
MPOTrPaMMHBIN KOJI.

1IK-2.3. Bnageet
HaBBIKaMU pa3pabOTKH U
OTJIAaIKN HpOFpaMMHOFO
KOJa.

IPEACTaBICHUS O Pa3paboTKe U
MPOEKTUPOBAHUY TPUIIOKEHUH MTPH
IIOMOILY CpeJibl pa3pabOTKU TPEXMEPHBIX
npunoxenuir Unreal Engine 4;
unrepderic pexakropa Unreal Engine 4;
(GU3MKY U KOJIai1epsbl.

OOyuaronuiicst JOJDKEH: YMETh
BBIOUPATh CTPYKTYpPHI JAHHBIX,
HEOOXOUMBbIE JJIs PEILICHUs
IIOCTaBJICHHOH 33/1a4M; pa3padaTbIBaTh
nporpammel Juist OBM Ha si3bike
nporpammupoBanusi C++ npu noMoum
cpenbl pa3paboTKH, MPOBOAUTH UX
OTJaJIKy, TECTUPOBAHHUE U a/1allTALUIO
I0]] I3MEHSIOIINECS YCIOBUS;
UCIIO0JIb30BaTh TEKCTYPhl U MaTEPUAIIbI;
paboTaTh C OCBEIIEHUEM U 3BYKOM;
OCYILECTBIISATh CETEBOE B3aUMO/IeHiCTBHE
B Unreal Engine 4.

OO0yuaromuiicst 10HKEeH: BIaIETh
METO/IaMH HCII0JIb30BaHUS B
npo¢eCCUOHANTBHON IeATETbHOCTH
cpens! pazpabotku Unreal Engine 4;
COBPEMEHHBIMU METOIaMHU
HPaKTUYECKOT0 MPOrpaMMHUPOBAHUS
KOHKPETHBIX 33/1a4 B cpejie pa3paboTKu
Unreal Engine 4; HaBbIkamMu pabOTHI €O
CKEJICTHOM aHUMAIMel; TPaMOTHOM,
JIOTMYECKH BEPHO U apryMEHTUPOBAHO
IIOCTPOECHHOM YCTHOW M TMCBMEHHOU
peubIo.

[1K-5. Cnocoben [IK-5.1. 3naer OOyuaromuiics JOJKEeH: 3HaTh
IPOEKTUPOBATH TEXHOJIOTHIO 3¢ eKTUBHBIE TTOIXObI B
CJIOXKHBIE IIPOEKTUPOBAHMUS MIPOrpaMMUPOBAHMH IIPH peAIU3aLNH
H0JIb30BaTEIbCKHE CIIOKHBIX MIPOrPaMMHOTO KO/1a; 001IMe MPUHIUIIBI
UHTEpQEHChI I10JIb30BATEIBCKUX 1 HaBBIKU MPAKTUYECKOTO NPUMEHEHUS
uHTEpPEcoB. 00BEKTHO-OPUEHTUPOBAHHOTO
IIPOrpaMMHUPOBAHUSI IPUMEHUTEIBHO K
pa3paboTKe UTPOBBIX MPOTPaMM B Cpesie
pazpabotku Unreal Engine 4.
[IK-5.2. Ymeer OOyyvaromuiics JOMKEH: YMETh HAXO/IUTh
IIPOEKTUPOBATH CIOKHBIE = ONTHUMAJIbHBIE PELIEHHS IOCTaBIEHHbIX
M10JIb30BaTEIbCKUE 3aJa4, MO3BOJIIOLIUE CYILIECTBEHHO
uHTEepEiCH. YCKOPHUTBH PabOTy TOTOBOTO




I1K-5.3. Bnaneer
HaBBIKAMU
MIPOCKTUPOBAHHUS
CJIO’KHBIX
OJIb30BATEIBCKUX
HHTEP(DEHCOB.

MIPOrPaMMHOTO KOJ1a; OpPUEHTUPOBATHCS B
MMOCTAaHOBKAX 3aJ1a4, IPU PEIICHUU
MOCTaBJICHHBIX 33/1a4 000CHOBAHHO
CTPOUTH AJITOPUTMBI, PEATH30BBIBATH UX
Ha fA3bIKe nMporpammupoBanusi C++ B
cpene pazpadborku Unreal Engine 4;
UCIIOJIb30BAaTh SI3bIK BU3YAIbHOI'O
nporpammupoBanus Blueprints.
OOyyvarommuiicst TOJHKCH: BIAICTh
METOJJaMH HCTIOIb30BaHHUS B
npodeccHnoHaALHOM IEATEIIEHOCTH SI3bIKA
nporpammupoBanusi C++;
COBPEMEHHBIMH METOIaMHU
MPAKTUYECKOr0 MPOrpaMMHUPOBAHHUS
KOHKPETHBIX 3a/1a4 B CpeJie pa3padoTKu
Unreal Engine4; rpaMOTHOH, JIOTUYECKU
BEPHO U apT'yMEHTHUPOBAHO ITOCTPOSHHOU
YCTHOW U MUCbMEHHOU peYblO.

IIK-11. Ciocoben
IPOBEPSITH
paboTOCIIOCOOHOCTH
KOJ[a MPOTrPaMMHOTO
obecnieyeHus

TIK-11.1. 3gaet
METOAUKY MPOBEPKHU

OO0yyaromuiicst TOMKEH: 3HATh METOIAUKY
IPOBEPKHU pabOTOCTIOCOOHOCTH KOJIa

paboTocrnocoOHOCTH MIPOrPaMMHOTO 00eCIIeUeHHUST; KaK MOXHO
KOJIa TPOrpaMMHOTO YCKOPHUTH MPOBEPKY KOJIa HA OIIUOKH.
obOecreyeHus.

TIK-11.2. Ymeer OO0yyaromuiicst TOMKEH: YMETh
IIPOBEPSATH IPOBEPATH pabOTOCIIOCOOHOCTH KOJ1a
paboTOCIIOCOOHOCTh KOJIa = MPOTPAMMHOI'0 00ECTICUCHHS,
MIPOTPAMMHOT0 UCTIPABIISATH OOHAPYKCHHBIC OLTHOKH,
obecreyeHus. MpeI0TBpaIIaTh MOSIBICHUE HOBBIX

[IK-11.3. Braneet
HaBBIKAMHU TIPOBEPKU
paboTocmnocoOHOCTH
KOJ/1a IPOTPaMMHOTO
obecrievyeHus.

OIIII/I6OK; CTaBUTb 'PAHUYHBIC YCIIOBUS B
pelaeMbIX 3aadax ¢ IeJIb0 MPOBEPKU
HX BBIIIOJIHECHUA B IIPOLCCCC
TECTUPOBAHUS pa3pabOTaHHOTO
IIPHUIIOKCHUS.

OOyuaronuiics JOJDKEH: BIAJICTh
HaBBbIKAMU IIPOBEPKHU
paboToCImOCOOHOCTH KO/Ia
MIPOTPaMMHOTO 00€CTICUEHHUSI.

2. e 1 MeCTO AUCHUILIMHBI (MOAYJIA) B CTPYKTYpe 00pa3oBaTe/IbHOH IPOrpaMMbl

Llenn n3ydeHns AUCIUTUINHBL
1. ®opmupoBaHue CUCTEMbI MOHATUHN, 3HaHUIM, YMEHHIH U HAaBBIKOB B OOJIACTH COBPEMEHHOTO
IPOTPaMMHUPOBAHUS, BKIIIOYAIOIIETO B CE0S METOMABI MPOSKTUPOBAHMS, aHAIN3a W CO3TaHUS
IPOTrPaMMHBIX MPOJIYKTOB C HCHOIb30BaHUEM UrpoBoro asmkka Unreal Engine.

2. TloAroToBKa CTYACHTOB K OCO3HAHHOMY HCIIOJIb30BaHUIO sI3bIKa MporpammupoBanus C++ B
KOHTEKcTe pazpabotku mpuioxenuit Ha Unreal Engine.

3. ®opmupoBaHHE y CTYACHTOB HAYYHOTO, TBOPUECKOTO TOAXO0JAa K OCBOCHHIO TEXHOJOTHH,
METO/IOB U CPEACTB pa3pabOTKU MPHUIOKEHUH B COBPEMEHHBIX UI'POBBIX JIBUXKKAX Ha MpHMEpe
ucnonszoBanus Unreal Engine.



Jucnunimza usyyaercs Ha 3, 4 kypcax B 6, 7, 8 cemecTpax

3. O0beM AUCHMIIMHBI (MOAYJIS1) B 3a4€THBIX eIUHMIAX C YKAa3aHHeM KOJIHYecTBa
aKaJeMHYeCKUX HJIH ACTPOHOMHYECKHX YACOB, BbIIeJIeHHBIX HA KOHTAKTHYIO padoTy
of0y4yalommxcs ¢ npemnojganareseM (110 BUAaM Y4eOHbIX 3aHATHII) M HA CAMOCTOSITEIbHYIO
padoTy o0y4aromuxcs

OO61mmas TpyI0eMKOCTh (00beM) TUCIUILINHBI COCTaBsAeT 25 3a4. en., 900 akan. 4.

Bcero yacos
O0beM IMCHUIIIMHBI
Ounas gopma o0yueHus

OO01mast TpPyA0€MKOCTh TUCIUATLTHBI 900
YueOHBIX 4acOB Ha KOHTAKTHYIO paboTy C MperoiaBaTeneM:

JICKIHHA 86

MPAKTUYECKHUX (CEMUHAPCKUX) 136

1ab0pPaTOPHBIX 136

apyrue Gopmbl KOHTaKTHOH padoTsl (PKP) 2,6
Y4eOHbIX YacOB Ha KOHTPOJIb (BKITIOYAst Yachl MOJATOTOBKH): 69,6

9K3aMeH

3ayer
Y4eOHBIX 4acOB Ha CaMOCTOATEIbHYI0 paboTy obyuaromuxcs (CP) 469,8

DopMBbI KOHTPOJIA CemecTpbl

IK3aMEH 6, 8
3a4er 7

4. Coep:kanue JUCHUIIHHBI (MOIYJIfA), CTPYKTYPUPOBAHHOE MO TeMaM (pa3jiesiaMm) ¢
YKa3aHHeM OTBEeJCHHOI0 HA HUX KOJIMYeCTBA aKaJeMUYeCKUX YaCOB U BHI0B Y4eOHBIX
3aHATHI

4.1. Pazaebl TUCHUNIMHBI M TPYAOEMKOCTD 110 BUJIaM y‘leﬁHle 3aHATHH (B
AKAACMHUICCKHUX qacax)

Buab! yueOHbIX 3aHATHH, BKJIIOYAS
CaMOCTOSITEIbHYIO Pa00Ty 00y4aKOIIUXCH U

Ne HaumenoBanue pasgena / TPYA0EMKOCTH (B 4yacax)
n/n TeMbI AU CIUTLIHHbI KonTakTHas padora c
npenogaBarejiemM CP
Jlek IIp/Cem JIad
1  Cemectp 6 o4 72 72 270
1.1 3nakomctBo ¢ Unreal Engine 4. 2 2 0 30
YcraHOBKa ¥ HACTPOMKA.
1.2  Unrepdoeiic penakropa Unreal 8 8 0 30
Engine 4.
1.3 Cucrema cpeacTB BU3YAIBHOTO 18 22 36 75
nporpamMMmupoBanus Blueprints.
1.4 OcnoBsl pabotsl ¢ UMG u 8 18 0 60
BUJDKETAMHA
1.5 ®wusuka. Konnaiieps. 18 22 36 75
2  Cemectp7 0 32 32 79,8
2.1 TekcTypsl U MaTepUaJIbI. 0 6 0 10
2.2 | Ocselienue. 0 8 16 25
2.3 Tloctmpoueccunr. Trigger 0 6 0 10




volumes.
2.4  Yacruupl. 0 6 16 25
2.5 3syk. Unreal Engine 4 Audio 0 6 0 9,8
Engine.
3  Cemectp 8 32 32 32 120
3.1 Anumanus. CkeneTHas 8 8 16 30
aHMMaIHsl.
3.2  CexBeHcep. 8 8 0 30
3.3 | Terrain and Foliage. 8 8 0 30
3.4 CereBoe B3aUMO/ICHICTBHE B 8 8 16 30
Unreal Engine 4.
Hroro 86 136 136 469,8

4.2. Coaep:xanue JTUCUMILIMHBI, CTPYKTYPHUPOBAHHOE 110 pa3aesiaM (TeMaMm)

Kpr JICKIIMOHHBIX 3aHATHUN

Ne

1

HaumenoBaHnue pa3jaesia

/ TeMbI THUCIUTLTHHBI
Cemectp 6

Conep:xkanue

1.1 3nakomctBo ¢ Unreal 3HaAKOMCTBO C UTPOBBIM JBMkKKOM. Co3/1aHHE aKKayHTa.
Engine 4. YcraHoBka u YcranoBka u Hactpoiika Unreal Engine 4.

HaCTpOMKa.

1.2 Hurepdeiic pemakropa Project Browser. OTkpbiTe npoekToB. Co3/1aHIe HOBBIX

Unreal Engine 4. IPOEKTOB. 3aroTOBKM ITpoeKToB. HacTpoiiku npoeKTos.
Wutepdeiic penakropa Unreal Engine. Muoroo6pasue
pelakTopoB (PEAAKTOP YPOBHEH, pEAAKTOP MaTepHaJIOB,
penaktopsl Blueprint-oB, pegakTopsl CBOMCTB, U T.1.).
Bxnanku. [Tanenu. Menro. M3menenne narepdeiica.
HaBuratopsl 10 KOHTEHTY UTPHI.

1.3 Cucrema cpencts S3b1k mporpammupoBanus Blueprints. Kinaccsl 1 KOMIIOHEHTHI.
BHU3YyaJbHOTO ApxutekTypa npuioxenus. Blueprints special classes.
MIPOrpaMMHUPOBAHUS
Blueprints.

1.4 OcHossl pabotel c UMG  Uutepdeiic penakropa UMG. Dnementsl nanenu Palette.

U BUJDKETaMU B3aumoneiicTBue MeX1y BUIKETOM M BHEIIHUMHU OObEKTaMHU.
Pa6ota ¢ Canvas nma"enbro. Opranuzaius 3J1€MEHTOB.

1.5 ®wusuka. Komnaiiaeps!. PhysXLab. YcranoBka u 3anyck. bazoBbie moHSTHS (PU3UKH.
Hacrpoiika ¢pusuku y oobexra. [lanenue, cTonkHOBEHHE,
paspymienne. Kananbl cTONIKHOBEHUN. DKCIIOPT MOJIETH U3
3DMax. Mmnopt mozaenu B Unreal Engine 4.

3 | Cemectp 8
3.1 Amnumanusg. CkenerHas AnnmMarus B UE4. Yto takoe ckener? Ummnoprt Skeletal Mesh.

aHUMAaIusI.

Ucnons3oBanue Skeletal Mesh. UmmopT anumanuii. Co3nanne
Animation Blueprint. Animation Blueprint Editor. Yto Takoe
KoHeuHBIH aBToMaT? Co3gaHre KOHEYHOTO aBTOMATa.
[TpuBs3pIBaHNE aHUMAIIMU K COCTOSIHUIO. Mcnonp3oBanue
Animation Blueprint. Co3ianue cocTosiHUIA MpbIXKKa U
nagenus. Transition Rules. Onpenenenue npaBui nepexoaos.
Tun anumanmonnoro pecypca Blend Space. Co3nanue Blend
Space. Jlo6aBnenue anumanuii B Blend Space. [Ipumenenune
Blend Space. I[Tony4uenue ckopoctu urpoka. Mcrnonb3oBanue
Hona Blend Poses by Bool.

6



3.2

3.3

3.4

CexBeHcep.

Terrain and Foliage.

CereBoe B3auMO/JIeHCTBUE
B Unreal Engine 4.

Penaktop cexBercep. O630p Sequenser’a. Co3znanue Level
Sequences. JlobaBieHne TPeKoB B ceKBEHITNIO. Possessables
npotuB Spawnables. Co3gaHue KIFOYEBbIX KapOB CIICHBI.
Crermaneubiii Beronopt. Cinematic Oxtopsl. Camera Rig
Crane. Camera Rig Rail. Cine Camera Actor. 3anuce
cexkBeHIMU. HacTpolKu peHepa posmka.

PacturensHocth (MHcTanc menm). Jlanamadt. Pexxum
penaktupoBanus Foliage. Criucok memeii. Beroop mereit
PacTUTENBHOCTH B ciMcke Menteil. Hactpoiiku kuctu.
HHCTpyMEHTBI pacTUTENBHOCTH. HCTPYMEHT MOKPACKHU.
[Tapametps! nokpacku. Layers (Ciou). KoMrnoHeHTEI.
[TapameTpbl KOMIIOHEHTOB. IHCTpYMEHT OBTOPHOTO
npuMeHeHus. IHCTpyMeHThI: Bbiienenue, Lasso, 3amnonHeHue.
Culling (orceuenue). Hactpoiiku cratuk mema. LOD.
Ocsenienue.

Perunkanus mepeMeHHBIX: OT cepBepa Ha kiaueHT. RPC: ot
cepsepa Ha kineHT. RPC: ot kimenTta Ha cepsep.
KonnenryanbHblie JIOBYmKH. CeTeBble TPUKHA U IPUEMBI.
['mobanbHbIe CTEUTHI. YIakoBKa NaHHBIX. KBaHTH3a1Ms
BEKTOPOB.

Kypc mpakTudeckunx/ceMuHapCKUX 3aHATUN

Ne HaunmMeHoBaHue Conep:xkanue

pa3aeJia / TeMbl
AUCHHUILINHBI
1 Cemectp 6

1.1 3nakomcrtBo ¢ Unreal 3HAKOMCTBO C UIPOBBIM JIBHKKOM. Co3/1aHNE aKKayHTa.
Engine 4. YcranoBka u  YcraHoBka u HacTpoiika Unreal Engine 4.

HaCTpOMKa.

1.2 MWurepdeiic pemaktopa  Project Browser. OtkpoiTre npoekToB. Co3naHue HOBBIX
Unreal Engine 4. IIPOEKTOB. 3arOTOBKH MIPOEKTOB. HacTpolku MpoeKToB.

Wnrepdeiic penakropa Unreal Engine. MuorooGpasue
PeakTOpoB (PEAAKTOP YPOBHEH, pEAAKTOP MaTepHaJIoB,
penaktopsl Blueprint-oB, peakTopbl CBOWCTB, U T.1.). Briiagku.
[Tanenun. Mento. 3menenue untepdeiica. Hapuraropsl o
KOHTEHTY UTPBI.

1.3 Cucrema cpencts S3b1k mporpammupoBanus Blueprints. Kinaccbl 1 KOMIIOHEHTHI.
BHU3YyaJbHOTO ApxutekTypa npuioxenus. Blueprints special classes.
MIPOrpaMMHUPOBAHUS
Blueprints.

1.4 Ocuosl pabotel c UMG  Hurepdeiic pegakropa UMG. DnemenTs! nanenu Palette.

U BUJDKETaMU B3aumopeiicTBue MeXay BUKETOM U BHEIIHUMHU OOBEKTAMHU.
Pa6ota ¢ Canvas nanensto. Opranusanys 3JIeMEHTOB.

1.5 ®usuka. Komnaiinepsr. PhysXLab. YcranoBka u 3amyck. ba3zoBbie moHsTHS (HUBHKH.
HacTtpoiika ¢pusuku y oobexra. [lagenue, cTolkHOBEHUE,
paspyuienue. KaHasabl CTOJIKHOBEHUI. DKCIIOPT MOJENHN U3
3DMax. Umnopt monenu B Unreal Engine 4.

2  Cemectp 7
2.1  Texkctypsl u MaTepuansl. Tekctypsl. UMnopt TekcTyp. Marepuansl. Mactep-marepuan u

Nucranc-marepuan. Hoger. [ToBTOpsiemocTh TeKCTyp (HOA
TexCoord). HacTpoiika sipkocTu 1 KoHTpacTta. JInHeinas
WHTEPIOJISIINS IS CMEIIIMBAHUS IIBETOB M TEKCTYP (HOIBI Lerp
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u CheapContrast). lI3aMeHeHE THTEHCUBHOCTH KapThI
HOpMaJIel. PeryimpoBka HHTEHCUBHOCTH ITapaMeTpoB. ToHKas
peryiaupoBka 4€pHO-0enbIx TekcTyp (Homa 3PointLevel).
CwmemmBaHue KapT HopMalie (Hoza
BlendAngleCorrectedNormals).

2.2

OcBelleHue.

Ocgemnienne u okpyxenre. OCHOBHbBIE TUIIbI HCTOYHHKOB CBETA,
UX IapaMeTphl U BakHbIE CBOMCTBA. [IpsiMoe ocBenieHue
KaCKaJHBIMH KapTaMu TeHEH (3aTeHeHre Bcel clieHbl). TeHn
CranunoHapHbIX UCTOYHUKOB CBeTa. J[MHAMHUYECKUE TEHU.
3anekaHue cBeTa B TEKCTYphl U HACTPOilKa Ka4eCTBEHHOTO
HenpsAMoro ocBenieHue cuensl. Sky Light (umurarms
HeOecHOoro ocBerieHus ). CTaTUYHBINA U CTAIlMOHApHBINA Sky
Light. Otpaxxenue cera. OcBelieHne TMHAMHUKH. AJITOPUTM
3areHeHus mopepxHoctu Ambient Occlusion. O6bemHbBIC
UCTOYHMKU. TeHH OT Ipo3padHbIX MaTepuanoB. JKeCcTKOCTh
TeHeil. Co3gaHne KayeCTBEHHOIO OCBEIIEHHUs. Y CKOpEeHUE
npouecca npocyera. Hacrporika nmpocuera ocsenienus. [Ipsmoe
ocBeleHue u 3atenenue. [lomynpospaynocts. Henpsamoe
ocgeleHue. OTpaxxeHue okpyxatomiei cpenpl. [ nsHueBast
HenpsiMast 3epKalibHOCTh. DOPMBI 3aXBaTa OTPAKEHUN.
Hacrtpolika ypoBHS U151 HCIIOJIB30BaHUS OTPAKECHHIN
OKpyxaroriei cpenbl. [loaBMKHBIE HCTOYHHUKH CBETA.

2.3

2.4

2.5

HOCTHpOLleCCI/IHF.
Trigger volumes.

YacTuIibl.

3Byk. Unreal Engine 4
Audio Engine.

ITocToGpaboTka. Post Process Volume. Hactpoiiku
nocroopadorku. Kitacc UScene. BomtoM mocto6paboTkw,
crpykrypa FPostProcessSettings. Anti-Aliasing. Bloom. Color
Grading. Depth of Field. Eye Adaptation. Lens Flare.
Martepuansl nocrobpabotku. Blendables. Scene Fringe. Screen
Space Reflections. Vignette.

Cucrema vactun B Unreal Engine. [lpunnumnst paboTsl ¢
cucremamu yactuil (Particles). OcHOBBI MOZETUPOBAHUS
HEKOTOPBIX TPUPOIHBIX SIBIICHUH U TporieccoB. PaboTa n
UCrosb30BaHue 0a30BbIX Moyiel (Modules), Motynu
YCKOPEHUs, JIydd. Y POBHU JIETATU3AI[IH YaCcTHII.
Bocnpounssenenue my3siku. Animation Notify. Co3nanue u
nepemenienre Animation Notify. Bocriponssenenue 3Byka
maroB. Accer Sound Cue. Coznanue Sound Cue. M3menenue
ToHa 3ByKa. Bocnipounssenenue Sound Cue.
ITosumonnposanue. Bociponssenenue 3syka B 3D-
npoctpanctse. Jlobasienue 3Byka qoxas. Hacrpolika
3atyxanus. [lnaBHoe cHIDKeHHe rpoMkocTH 3ByKa. Sound Class
u Sound Mix. Co3nanue kinaccoB 3Byka. Co3aHue U HaCTponKa
Sound Mix. AktuBanus Sound Mix.

Cemectp 8

3.1

Annmarna. CkeleTHas
aHUMAIH.

AnnmMarus B UE4. Yto takoe ckener? Ummnoprt Skeletal Mesh.
UcnonszoBanne Skeletal Mesh. Ummnopt anumanuii. Co3ganue
Animation Blueprint. Animation Blueprint Editor. Yto Takoe
KoHeuHBIH aBToMaT? Co3gaHne KOHEYHOTO aBTOMATa.
[TpuBsi3pIBaHUE aHUMAIIUU K COCTOsIHUIO. Mcnonb3oBanue
Animation Blueprint. Co3manue cocTOSTHUN PBDKKA U TTaICHUS.
Transition Rules. Onpenenenue npaBun nepexoaoB. Tun
annManroHHoro pecypca Blend Space. Co3znanue Blend Space.
Jlo6asnenue anumanuii B Blend Space. [Ipumenenue Blend
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Space. [Tonyuenune ckopoctu urpoka. Mcmnonp3oBanue HOIa
Blend Poses by Bool.

3.2 CexkseHcep. Penakrop cexBencep. O630p Sequenser’a. Coznanue Level
Sequences. JloGaBieHne TPEKOB B CeKBEHIINIO. Possessables
npotuB Spawnables. Co3ganue KIIOUEBBIX KaJIPOB CIICHBI.
CrnenuanpHbiii Beroropt. Cinematic Okropsl. Camera Rig
Crane. Camera Rig Rail. Cine Camera Actor. 3anuch
cekBeHIMU. HacTpoliku peHaepa poiauka.

3.3 | Terrain and Foliage. Pacturensrocts (MucTanc memm). Jlanamadt. Pexum
penaktupoBanus Foliage. Crincok memieii. Beroop memeit
PacTUTENBHOCTH B civcke Menieil. Hactpoiiku kucTu.
HNHCcTpyMEHTBI paCTUTENBHOCTH. IHCTPYMEHT ITOKPACKH.
[TapameTpsl mokpacku. Layers (Cion). KoMmoHeHTEHI.
ITapameTpsl KOMIIOHEHTOB. THCTpYMEHT IOBTOPHOTO
npuMeHenus. MHCTpyMeHTsI: Belenenue, Lasso, 3anoaHeHue.
Culling (otrceuenue). Hactpoiiku cratuk mema. LOD.
OcBeleHue.

3.4  CereBoe Pernnukarus nepemeHHBIX: OT cepBepa Ha kiueHT. RPC: ot

B3alMO/ICIICTBHE B cepsepa Ha kiueHT. RPC: ot kimeHnTa Ha cepBep.
Unreal Engine 4. Konnenryanbuslie 10Bymkd. CeTeBble TPUKU U IPUEMBI.
I'mobanpHble CTEUTHI. YIIaKOBKA HaHHBIX. KBaHTH3aIMA
BEKTOPOB.
Kypc mabopatopHbIx 3aHATHI
Ne HaumenoBanue pasjeina / Coaepxanue
TeMbl JUCIHUIIJIHHBI
1 Cemectp 6
1.3 Cucrema cpencts Coznanne 00bekTOB ¢ momoIsio Blueprints. Homoswrit
BHU3YyaJbHOTO penakTop Koja, Makpocsl U ¢pyHkiuu. [IporpammupoBanue
MIPOrpaMMHUPOBAHHUS HEOOJIBIINX 3aPUCOBOK UTPOBOM JIOTHKH.
Blueprints.

1.5 ®usuka. Komnaiinepsr. BsaumozeiictBue ¢ okpykeHueM. Hactpoiika nmapameTpos
B3auMoecTBUA. MoennpoBaHue IPOCThIX CUTyaluui
B3aMMOJEHCTBUSIL.

2  Cemectp 7

2.2 OcaeleHue. OcHOBHBIE TIpUEMBI paOOTHI C OCBEIIEHUEM U OKPYKEHHUEM.
Static Lights. IIpsimoe ocBemieHne KackaJHbIMU KapTaMu
TeHel (3aTeHeHue Bcell clieHbl). TeHu cTalmoHapHbIX
HMCTOYHUKOB cBeTa. UV pa3zBepTka i OCBEIICHUA.
Cozianue kapT TEHEM.

2.4 | YacTHisl. Cucrema vactur B Unreal Engine. OCHOBBI MOJEHPOBAHUS
MIPUPOJIHBIX SBJIEHUI U MPOLIECCOB: JIa3€POB, MOJIHUM, /IbIMAa,
napa, IbLTH, TYMaHa, OTHs, BOJBI, U T.A. BeTpanBanue
MOJIEJTIEN B UTPOBOM MPOIIECC.

3 | Cemectp 8

3.1 Awnumanus. CxenerHas [IporpamMmmupoBaHue UTPOBBIX PJIEMEHTOB U KOHCTPYKIIHIA.

aHUMaIIMsl. Coznianue opyxHus 1 JIp. 3JIEMEHTOB.

3.4  CereBoe B3anMojieiicTBrE B | Perumkanus nepeMeHHbIX: OT cepBepa Ha kiueHT. RPC: ot

Unreal Engine 4.

cepsepa Ha kiHeHT. RPC: ot kimeHTa Ha cepBep.
KonuenryanbHslie 10BymKH. CeTeBble TPUKHU U TPUEMBI.
['moGanpHble CTENTHI. YIakoBKa JaHHBIX. KBaHTH3aIM
BEKTOPOB.



5. YueOHO-MeTOAHYECKOE o0ecievyeHne 1JIs1 CAMOCTOSATeIbHO padoThl 00yYAKOIIUXCS 110
AMCUUINJIMHE (MOLYJII0)

BueaymutopubiMu ¢opMamMH M HWHCTPYMEHTAMH CaMOCTOSITENIbHOW paboOThl CTYIEHTOB II0
JUCLHUIIIIMHE SBIAIOTCS: U3YYEHHUE JOIOIHUTEIBHOIO TEOPETUYECKOrO MaTepHalla, BbIIIOJTHEHUE
JOMAIIHUX 3aJaHWii, TMOATOTOBKA K IPAKTHUYECKUM 3aHATHUSAM, BBINOJHEHHE JaOOpaTOPHBIX
3aJJaHUi, MOJATrOTOBKAa K 3adeTy W 5K3aMeHaM. [lonpoOHbIN mepeueHb TeM, BBIHOCHMMBIX Ha
CaMOCTOSITEIIbHOE U3yYCHUE, IIPEICTABIICH HHUXKE.

HaumeHnoBaHue TeM Ha CAMOCTOSITETILHOE H3yUYCHHE:

1. Uepapxus kiaccoB B Unreal Engine 4.

2. BekropHas anrebpa.

3. JlorupoBanue B Unreal Engine 4.

4. Co3ziaHue CUCTEMbI CKIIIJIOB JUIsl [IEPCOHAXKA U BParoB..
5. Coznmanue cTapTOBOTO MEHIO.

6. YuyeOHO-MeTOAMUYECKOEe M HH(POPMALMOHHOE o0ecnedeHre JUCHUIIIMHBI (MOIYJIA)
6.1. Ilepeyennb y4eOHOI1 JIuTEPATYPbI, HCOOXOAMMOM I OCBOCHH S AUCHUIIIMHBI (MOIYJISA)
OcHoBHasi yyeOHasi 1uTEepaTypa:

1. CraponeroB C.M. OCHOBHI TecTUpOBaHUs U BepuU(UKALMYU TPOrPAMMHOTO 0OECIIeUCHHS
[Dnexrponnstii pecypc] / C.M. Craponero. — CII6.: Jlanb, 2023. — 344 c. — Pexum
nocrtymna: https://e.lanbook.com/book/319445 (nara obpamenus: 08.06.2023).

2. Koctep P. Pa3pabotka urp u teopus paspiedeHuit [Inekrponnsiid pecypce] / P. Kocrep;
nep. ¢ auri. ['otnu6 O.B. — Mocksa: JIMK IIpecc, 2018. — 288 c. — Pexxum nocryna:
https://e.lanbook.com/book/111430 (nata oopamenus: 08.06.2023).

JlonoJIHNTEIbHAS y4eOHas1 JIuTepaTypa:

1. Muxkuncon K. Ontumumzanus urp B Unity 5 [Dnexrponnsiii pecype] / K. JIukuHCOH. —
Mockaa: JIMK  TIIpecc, 2017. — 306 c. — Pexum  gocryna:
https://e.lanbook.com/book/90109 (nara o6parenus: 08.06.2023).

2. AsunoBa JI.B. [lpakTukymM W WHAMBHIYyalbHBIE 3aJaHHUs 1O BEKTOPHOW anredpe H
aQHAJTUTUYECKOW TreoMeTpuu (TUIIOBBIE pacyeThl) [DIEKTPOHHBIH pecypc]: ydeOHoe
nocobue / JI.B. ABunosa, B.A. bonotiok, JI.A. bonotiok. — Cankr-IlerepOypr: Jlans,
2013. — 288 c. — Pexum nocryma: https://e.lanbook.com/book/37330 (nara oGparienus:
08.06.2023).

6.2. IlepeyeHb 2JIEKTPOHHBIX OMOJIMOTEYHBIX CHCTEM, COBPEMEHHBIX NPOo¢)ecCHOHANBHBIX
0a3 JaHHBIX 1 HHPOPMALMOHHBIX CIPABOYHBIX CHCTEM

Ne HanmeHoBaHMe TOKYMEHTA € YKa3aHUEM PEKBHU3UTOB
n/n
1 Horosop Ha noctyn k 9bC ZNANIUM.COM wmexny baml'V B nune nupekropa CO

baml'V u OO0 «3nannym»Ne 3/22-36¢ ot 05.07.2022

2 Jlorosop Ha noctyn k O5C «35C FOPAWTY (monmHas KOILTEKIIHs) Mexay baml™y B e
nupektopa CO baml'yY u OO0 «Qnekrponnoe uznarensctBo FOPAUT» Ne 1/22-36¢ ot
04.03.2022

3 Horosop Ha noctyn k ObC «YHuBepcurterckas 6nbarorexa onaiti» mexxay baml'y u
«Hexcmenna» Ne 223-950 ot 05.09.2022
4 | Jloroop Ha goctyn kK OBC «Jlaue» Mexay baml'Y u m3narensctBoM «Jlanb» Ne 223-948
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ot 05.09.2022

5 Horosop Ha noctym k ObC «Jlaub» mexay baml'V u uznarensctBom «Jlanb» Ne 223-949
ot 05.09.2022

6 Cornamenue o corpynnnyectse Mexay baml'y u uzgarensctBom «Jlanp» Ne 5 ot
05.09.2022

7 OBC «3b baml'¥», 6eccpounstii qoroBop Mmexay baml'yY u OOO «OTKpbIThIE

oubmmoreunsie cucreMb» Ne 095 ot 01.09.2014 r.
8 Horosop Ha BJ[ nuccepramuit mexay bamlV u PI'b Ne 223-796 ot 27.07.2022
9 JloroBop o noaximrodeHnr kK HOb u o npenocrainennn nocrymna k oobekram HOb mexmy
baml'V B nuue aupextopa CO baml'y ¢ ®I'BY «PT'b» Ne 101/H3b/1438-I1 ot

11.06.2019

10 | Jlorosop Ha goctyn k OBC «BC IOPANT (nonnas kostekius) mexxay YYHuT B nmuue

mupexropa CO YYHuT u 000 «dnekrponnoe u3natensctso FOPAWTY Ne 1/23-36¢ ot
03.03.2023

Ilepeyenb pecypcoB HH(POPMALMOHHO-TEJIEKOMMYHUKANMOHHOM ceTH « UHTEepHeT» (1aJiee -
cetb «AHTEpHET)

Ne Anapec (URL) Onncanue CTpaHULbI
n/n
1 http://prog-cpp.narod.ru/ Ca¥lT, MOCBSIICHHBIIH
IPOTPAMMHUPOBAHUIO HA S3bIKE
C++
2 http://cyberguru.ru/ WudopMannoHHbIH callT 1is
pazpabotuukos [10
3 https://dtf.ru/gamedev/14793-sozdanie- Co31anue pealuCTHYHOTO
realistichnogo-okruzheniya-na-unreal-engine-4 okpyxenus Ha Unreal Engine 4
4 https://habr.com/post/344394/ Tyropuain o Unreal Engine.
Yacrum 1-10

6.3. [lepeyennb JIMIIEH3MOHHOTO U CBOOOIHO PACTIPOCTPAHSIEMOI0 MPOIPAMMHOTO
odecrieyeHHsl, B TOM YHCJI€ 0TE€YECTBEHHOT0 NPOU3BOICTBA

HanveHoBaHme MporpaMMHOro odecreyeHust

Office Standart 2007 Russian OpenLicensePack NoLevel Acdmc
Unreal Engine — CBo6oaHo paciipoctpansiemoe [10
Visual Studio Community — CBoGoaHo pacmpocTtpansiemoe [10

7. MaTepl/IaJII)HO-TeXHI/I‘leCKaH 6338, HeoOXoauMMan IJis OCYyHIECTBJICHUSA 06pa3OBaTeJII)HOF0
npouecca mo JIMCuUMIInHe (MO}IyJIlO)

Tun y4eOHoi ayquTopuu OcHaneHHOCTh Y4eOHOoi
ayiuToOpun
YuTalbHBIN 3a11: MOMELIEHHE ISl CAMOCTOSITEIbHON paboThI. YuebHas mebenb, yueOHo-

HaTJISIHBIC TTOCOOMS,
KOMITBIOTEPHI C IOCTYIIOM K
cetu «MaTepreT» u SNOC

dunmana.
Y4eOHblii kinacc. YueOHas ayAUTOpHsI ISl POBEACHUS Hocka, yueOHast me0enb,
3aHATHUH JICKIIMOHHOTO THTA, YIeOHAast Ay TUTOPHUS JIJIS MIPOEKTOP, PKpaH, yudeOHo-
MPOBEJICHUS 3aHATUH CEMHHAPCKOTO THIIA, y4eOHAs ayAUTOPUS HarJIsIAHBIE TIOCOOUS.

TEKYIIEro KOHTPOJISI ¥ IPOMEXKYTOYHOM aTTeCTalluu, yaeOHast
ayJAUTOPHS TPYIIIOBBIX U MHIUBUAYAIbHBIX KOHCYJIbTALIAN.
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JlaGopaTopus anmapaTHBIX CPEACTB BEIYUCIUTEIBLHOM
TEXHHUKH. Y4deOHast ayTuTOpHs AJIs IPOBEICHUS 3aHATHI
JIEKUMOHHOTO TUNA, yueOHas ayAUTOPHs ISl IPOBEICHUS

3aHSATUN CEMUHAPCKOTO TUIIA, yueOHasi ayIUTOPUS TEKYIIETO
KOHTPOJISI U TPOMEXKYTOUHOI aTTecTaluu, yueOHasi ayAuTOpHUs
TPYIIOBBIX U UHJMBUIYAIbHBIX KOHCYJIbTAIIUH.
Jlaboparopus HH()OPMATUKH U BEIYUCITUTEILHOW TEXHUKH.
YyeOHast ayuTopusi AJis IPOBEIACHUS 3aHATHH JIEKIHOHHOTO
TUTIA, YIeOHAs Ay TUTOPUS JIJIsl IPOBEACHHUSI 3aHATHIA
CEMHHApPCKOro TUIAa, yueOHas ayJUTOPHS TEKYIIET0 KOHTPOJIS
Y IPOMEXKYTOYHOU aTTECTAINH, yueOHAS ayAUTOPHSI
IPYNIOBBIX U MHAUBUAYAIbHBIX KOHCYJIbTAINH, yueOHas
ayJIUTOPHS KYpPCOBOT'O MPOEKTUPOBAHUS (BBITIOJHEHUS
KYpPCOBBIX paboT).

JHocka, mpoekTop, dKpaH,
yueOHasi meOeb,
KOMITBIOTEPHI, Y4eOHO-
HarJISTHBIC TTOCOOMS.

Jlocka, mpoeKTop, 3KpaH,
yaeOHast MmeOerb,
KOMIIBIOTEPHI, Y4eOHO-
HarJs1IHble Toco0usl.

VYuebHas ayIuTopus Ui NPOBEIEHUS 3aHATUH JIEKIIUOHHOTO
THIA, yueOHas ayIuTOpus JJis IPOBEACHUS 3aHATUI
CEMUHApPCKOIo TUIIA, yueOHast ayJUTOPUS TEKYLIEro KOHTPOJIs
Y TIPOMEXYTOYHOH aTTeCTalluy, yueOHas ayuTOpHUs
IPYIIIOBBIX U MHIMBUAYAJIbHBIX KOHCYJIBTALIUM.

Jlocka, mMpoeKTop, 3KpaH,
yueOHast Mme0eb,
KOMITBIOTEPHI, YUEOHO-
HATJISHEBIC TTOCOOMSI.
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