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YYEBHAA MPOrPAMMA
«PaspaboTka urp Ha gBuxke Unreal Engine»

TpyaoemkocTb nporpaMmmsl — 112 akagemMnyeckmnx 4acos
®opma 0by4eHus — o4Hasi, O4YHO-3a04Has C NPUMEHEHUEM AUCTAHUMOHHLIX 06-

pasoBaTernbHbIX TEXHOOMNA.

Pexum 3aHATUIA — 2 akageMuUYeckux yaca B AeHb
HauaneHble HaBbIkKu: 6a30Bbie HaBbIKM paboThl Ha nepcoHanbHOM KoMnbloTepe




MOACHUTENBLHASA 3AMUCKA

Llent o6y4enus: cchopmupoBath y criylatenei 3HaHus, YMEHUS 1 HaBbIKMI
— pabotbl B gBMxkKe Unreal Engine, Heobxogumbie ans paspabotku urp ans MK 1 mo-
BUNBHBLIX YCTPOWCTB;

— paboTbl ¢ ncnonb3oBaHem rpauieckoro pegakropa koga Blueprint u si3bika npo-
rpammupoBaHmns C++;

—  OOBEeKTHO-OPMEHTUPOBAHHOIO MPOrPaMMUPOBAHUSA, HeoBXoAUMble Ans AanbHeid-
LLero n3y4yeHnsi 06 beKTHO-OPUEHTUPOBAHHLIX A3bIKOB NPOrpaMMUPOBaHUs U COBPEMEHHbIX

TEXHOMorMi no paspaboTke, pacnpocTpaHeHUo U NOALEPXKe NporpamMmHoro obecrieye-
HUS.

HanHas nporpamma npegHasHadeHa ans obyyarowmxcs 13-18 ner.

KomneTeHuuu Ha Bbixoge:
3HaHus:
— CUHTaKCcuC si3blka C++;
— ycTpouncTso ABukka Unreal Engine;
— OCHOBbI HOOBOW CMCTEMbI BU3yalibHOro HanvcaHus koga Blueprint;
= OCHOBHbI€ 3HaHWs1 OCHOB aHUMAaLUK;

— OCHOBHble 3HaHWs Ana co3gaHus UX/Ul anemeHToB 1 VFX adhdpekTos;
— UMNOpT 1 cbopka acceTos, NokaLuin 1 LAGMOHHbLIX MPOEKTOB B UrPOBbIX ABWKKAX.

YMeHus:
— WCrMonb3oBaTh onepaTopbl f3blka C++;
— nucaTtb CKPUNTLI;
— Nonb30BaTbCcA BUBNUOTEYHBIMU DYHKLMAMMU;
— Wcnonb3oBaTh A3bIK C++ ANs paspaboTkv Urp U NPUNOKEHUIA;
— WCMOmb30BaTh ABWMXXOK ANSA NPOEKTUPOBaHUSA NHTepdenca NpunoXeHuin;
— nucaTtb QyHKLMY;

— ucnonb3oBaTh pasnuuHble 2D 1 3D acceTbl (aneMeHTbl OKpPYXKEeHUst U UHBEHTaps
(«nporncbi»), NePCOHaXeM, U T.n.);

— CO034aBaTb PUr, «CKMHHUHI» (OCHACTKY KOCTAMMU) M 6a30BY0 aHUMaLUIO;
= cosgasatb UX/Ul anemeHTbl n VFX achdpekTbl Ans urp;

— MNOAroTaBNUBaTbL M SKCMOPTUPOBATL acceThbl ANA AarnbHENLIEro Ucnonb3oBaHus B
MIPOBLIX OBUMXKaX;

= C06MpaTb nokauun B UIrPOBOM OBWXKKE Ha roTOBbIX LWabnoHax.

[puémbl paboThbi:
— C OCHOBHbIMW MHCTPYMeHTamu Asuxkka Unreal Engine;
— C A3bIKOM NporpaMMuMpoBaHms C++;
— CO BCroMoraTtenbHbIMY NporpaMmMamMu.

3aHATUSA MOryT BECTUCh Kak B OYHOW popme, Tak U € NPUMEHEHUEM AUCTAHLMOH-
HbIX 0BpasoBatenbHbiX TexHonorui (JOT). Mpu ouHoM oBy4eHUn crylaTenu noceLaroT
ayAuTOpHbIE 3aHATUA, NPOCNYLIMBAIOT NEKUMU U BbIMOMHSAIOT NpakTUdYeckne 3agaHus no
TeMaM COBMECTHO C TPEHEpPOM W CaMOCTOATESIbHO B pamkax ayAuTopHoi paboTsl. MMpu




0ByyYeHWUr ¢ NpUMEeHeHNeM AUCTaHLMOHHBIX TeXHOMOTWA YHeBHbIi npoLecc npoxoguT B
(hopmare BeG-3aHATUS (BeOMHApLI, AUCTAHUMOHHbIE ypokM). B dhopmaTte BebuHapoB npo-
CnylunBaeTca NEKLUMOHHBIN MaTepuan, npakTnieckue 3afaHus BLINOMHSIOTCA napannenb-
HO C TpeHepoMm (MpW HanU4uMKU TEXHUYECKON BO3MOXHOCTH), pasbuparoTcs BOMPOCk! B pe-
KUMe peanbHoro BpemeHu. Takke npegycmaTpyBaeTcsi CamMOCTOATENbHas BHeayauTop-
Has paboTta (o4Ho-3ao4Has dopma c npumerHeHnem JOT).

YYEBHbIWU MJ1AH

B TOM 4YuUcne: ]
Ne | HaumeHoBaHue paspe- Bcero ayAuUTOpPHbIe | CaMOCTO- dPopmel
n/n nos (ak.4.) 3aHATUA fiTeNnbHasnA KOHTpOnA
paboTta
1 | Beenenue . 2 BuinonHexve
npakTUu4ecKmnx
o | OcHoBbl pa60T|::| C ABWX- 4 4 3a0aHuii
kom Unreal Engine
lNporpammupoBaHue ur-
3 | poBOW NOrMKK C UCMONb- 8 8
3oBaHuem Blueprint
4 3HaKkoMCTBO C OCHOBHbIMY 26 26
cuctemamu Unreal Engine
PaspaboTka nonHoueH-
S | HOWM urpbl ¢ UCMOMNbL30Ba- 28 28
Huem Blueprint
[porpammMupoBaHue ur-
6 | poBOW NOrMKKM C UCNONb- 10 10
30BaHMem C++
7 | MNpoekTHasn aesaTenbHOCTb 32 32
8 | NToroeoe TectnposaHue 2 2 BEINanHERYE
Tecra
WUtoro 112 112
YYEBHO-TEMATUYECKWU MNIAH
B TOM 4ucne:
Ne Bcero
- HanmeHoBaHue Tem Yacos
n/n Teopusa | [lpak-
(ak.4.)
TUKaA
Pasgen 1. BeBeneHue
1.1 | 3HakomcTBO. TexHuka BesonacHoCTH 0,5 0.5 0
1.2 | BeegeHue B GameDev uHgycTputo 1 1 0
1.3 | YcraHoBka Heobxoammoro codra 0:5 0,5 0
UTtoro no pasgeny 2 2 0
Pasgen 2. OcHoBbl pa6oTkl ¢ ABMxXKKOM Unreal Engine
2.1 | 3HaKkoMCTBO € MHTEpdecom ABMKKa 1 1 0
2.2 | IHCTpyMeHTbl ANsi MaHUNyNMpoBaHus ob6bekTamu B 1 0.5 0.5
NPOCTPaHCTBE ’ '
2.3 | KomnoHeHThl ABWXKa. Miepapxus. CosaaHue nepso- 1 0.5 0.5
ro Actor ’ ’




2.4

Matepuarnsl. KapTbl Ans ynyyweHus BUsyansHomn
coctasnswlen matepmana. CosfgaHne cBoero Mma-
Tepuana

0,5

0,5

Wroro no pasgeny

4

2,5

1,5

Pasgen 3. MporpammMupoBaHne UrpoBoOM NOrMKU G UCNONb30BaHUEM Blueprint

3.1 | CosgaHnue urposoit noruku. Blueprint. O6bekT 1 1 0
3.2 | MNepemeHHble. Tunbl AaHHBIX. OCHOBHbLIE onepauum 1 1 0
3.3 | YcnoeHble onepartopbl. Lnknbl. yHKUMM 1 MaKpoOCh 1 1 0
3.4 | PaspaboTka urpbl B xxaHpe Runner B 2 3
Wroro no pasgeny 8 5 3
Paspen 4. 3HaKoMCTBO ¢ OCHOBHbIMU cucTemamu Unreal Engine
4.1 | Knacc Character. Input cucrema 2 1.5 0,5
4.2 | Skeletal Mesh. Ckenetbl n kKocTu Mozenen 1 1 0
4.3 | AHnmauuma B Unreal Engine. “Oxusnsem” nepcoHa- 3 2 1
Xa. JobaBneHne aHumauui
4.4 | PaboTa co 3BYKOM B OBUXKE 2 1 1
4.5 | UX/UI. PaboTa c nonb3oBaTenbckum MHTEpdencom 4 3 1
4.6 | Landscape. Foliage. Water System 4 3 1
4.7 | Al. NavMesh. Mownck nyTn Ha MecTHoCTH 2 1 1
4.8 | VFX. Co3naHue adhcbekToB ¢ nomoubio Niagara 4 4 2
4.9 | MetaHuman. Co3zgaHue peanucTUyHbIX NePCOHaXel 4 2 2
Wtoro no pasgeny 26 16,5 9,56
Pasnen 5. PaspaGoTka nonHoUeHHOM Urpsbl ¢ ucnons3soBaHuem Blueprint
5.1 | Co3naHuve naHawadTa UrpoBow Nnokawumm 2 0 2
9.2 | CospgaHue urpoka. NepemelleHune, 3Byku, aHMMaums 2 1 1
0.3 | PaspaboTtka cucTembl XapaKTepuCTUK Urpoka 4 0 4
0.4 | MiHBeHTapb. Peanusaums cuctemsl XpaHeHus npeg- 4 2 2
METOB
5.5 | Cucrema B3aumopeiictaus. MNoaGop pecypcos, B3a- 4 1 3
UMOAENCTBUE C NpeaMeTaMu
5.6 | KpadptmHr. CosgaHre 06beKTOB € UCNOMb30BaHUEM 3 0 3
pecypcoB
5.7 | Cucrema cTtpoutenbcTBa. CTpoOMTENbLCTBO 3[aHUIA 3 1 2
5.8 | UM xuBoTHbIX. [JoBaBneHue BpaxaebHbIX MOGOB 2 1 1
5.9 | PCG Spawner. lNpouepypHas reHepauns o6beKToB 2 1 1
9.10 | Cuctema cmeHbl gHS U HOYKM. TeHepaLms NOroAgHbLIX 2 1 1
YyCNOBWUI
WUToro no pasgeny 28 8 20
Pasgen 6. NMporpammupoBaHue UrpoBOM NOMMKN C UCNONb30BaHUEM C++
6.1 | M3y4yeHune ocHoB C++. CpaBHeHue ¢ Blueprint 4 2 2
6.2 | Peanuaauus MUHU-UIpbI ¢ Ucnonb3oBaHnem C++ 6 3 3
WUrtoro no pazgeny 10 5 5

Pazpnen 7. lNMpoekTHaa feATenLHOCTb




7.1 | PaspaboTka BbinyckHoi paboTbl 1 0 1
7.2 | PaspaboTka koHLeNTa BbIMyCKHOro npoekTa . 30 0 30
7.3 | Monuposka urpbl. MoaroToska k c6opke. GuHarb- 1 0 1
Hbl Buna
WUtoro no pasgeny 32 0 32
Pasdesn 8. Umozoeoe mecmupoeaHue

8.1 | MNoparoToBka k 3awwuTe paboThi 1 1 0
8.2 | 3awura paboTbl, UTOroBOE TECTUPOBAaHME 1 0 1
WUtoro no pasgeny 2 1 1

BCEFro| 112 40 T

COOEPXAHUE NMPOrPAMMbI
1. BBegeHue

1.1.  3HakomcTBO. TexHuka Ge3onacHocTH

3HakomcTBo ¢ rpynnoit. O6eykaeHne dhopmata 3aHsTUiA. Cbop oxupaHuin. O6eyx-
AeHve TeXHWUKKN Be3onacHOCTU W NpaBui Ha 3aHATUSIX.

1.2. BsepgeHue B GameDev ungycrpuio

YTo Takoe GameDev? Kakue ecTb cneuwanbHOCTU M HanpaBneHusi B MHOYCTPUK
paspaboTku Bugeourp. KpaTkas UCTOpUS BULEOMIPOBOI UHAYCTPUMN.

1.3. YcraHoBka Heo6xoguMoro codTa

KpaTtkuit 063op Heobxoaumoro nporpammHoro obecneyeHusl. YTo Takoe ABMKOK?
{10 Takoe IDE? Pasbop npouecca ycTaHoBKu nporpaMmmHoro o6ecnevenus Ha MK,

2. 3HakomcTBO ¢ ABUXKKOM Unreal Engine

2.1. 3HaKOMCTBO C UHTepdeicOM ABUKKA

OcHoBel UHTepdeiica aimkka Unreal Engine. OkHa Viewport, Content Browser, De-
tails, Outliner, Place Actor.

2.2, WHCTpyMeHTbI ANs MaHUNYNUPOBaHUS 06 LEKTaMu B NPOCTPaHCTBe

O630p MHCTPYMEHTOB AN MaHUNYNUMPOBaHUA 0BbekTamn B npocrtpaHcTeBe. YTo Ta-
koe Move Tool, Rotate Tool, Scale Tool. MocTpoiika nokauum ¢ UCNONb30BaHVEM npumMmmn-
TUBOB.

2.3. KomnoHeHTkl ABMXKa. Mepapxus. CosgaHue nepsoro Actor

HTO Takoe KOMMOHEHT? Mepapxusi KomnoHeHToB. CosaaHue nepsoro Actor 13 npu-
MWUTVBOB.

2.4. Marepuansl. KapTbl Ans ynyuweHus BU3yansLHON cocTaBnsilowei ma-
Tepuana. CozgaHue cBoero marepuana

Y710 Takoe matepuansi? CosgaHue nepeoro Matepuana. Yro Takoe kapTbl TEKCTYp

W Kakme oHu BbiBalOT? Mcnonb3oBaHue kapT Base Color, Normal, Metallic, Roughness,
Emissive Color.

3. NporpammM1MpoBaHUe UrPOBOIA NOMMKM C UCNOJIb30OBaHMUEM Blueprint

3.1. CospaHue urposou noruku. Blueprint. O6bLekT

3HakomcTBo ¢ Blueprint. Kak nporpammupyeTtcsi urpoas norvika? MNoHstve obbekta
B UrPOBbIX ABWXKaX.

3.2, TNepemeHHsbIe. Tunbl AaHHbLIX. OCHOBHLIE onepauun




XpaHeHue fAaHHbIX B nporpamme. YTto Takoe nepemeHHasi? Tunbl AaHHbIX B Mpo-
rpaMmmypoBaHny. OCHOBHbIE ornepauun Hag AaHHbIMK.

3.3. YcnosHble onepartopbl. Luknbl. ®yHKUUM U MaKPOChI

N3yveHne OCHOBHbLIX KOHCTPYKLUWW A1 HAanucaHus MrpoBOii NOrvku. YTo Takoe
ycnoswe v ycrnosHbli onepatop? Linknel for n while. 4to Takoe yHKuus 1 Makpoc?

3.4. Paspa6oTka urpbl B XaHpe Runner

MprMeHeHWe nonyyYeHHbIX 3HaHWiA Ha NpuMepe paspaboTku urpsl «Runnery», CnaeH
ob6bekToB. ObpaboTKka CTONKHOBEHWIA.

4. 3HaKOMCTBO C OCHOBHbLIMM MHCTpyMeHTamu Unreal Engine

4.1. Knacc Character. Input cucrema

3HakomcTBO ¢ Knaccom Character. Cosnanmne wabnoHa ans urpoka. 3HaKoOMCTBO C
Input cucremon. Yto Takoe Mapping? CosaaHve 6a3oBOro ynpasBneHust NepcoHaKeM:
ABWXeHue, ynpasneHue KaMepow, NpbIKoK.

4.2, Skeletal Mesh. CkeneTtbl 1 KocTn Moaenen

H1o Takoe Skeletal Mesh? Yto Takoe ckenet u a4ns yero oH HyxeH. KocTu.

4.2. Anumauus B Unreal Engine. “OxuBnsiem” nepcoHaxa. [lo6aBneHue
aHuMauun

OcHosbl aHnmaumm B Unreal Engine. YTo Takoe Animation Blueprint. CmewmBanue
aHumauuin. [lobasneHune aHMmaumini NnepcoHaxy.

4.3. PaboTta co 3ByKOM B iBMXKe

OcHosbl paboTbl co 3BykoM B Unreal Engine. [lo6aBneHue 38yKkoB /151 NepcoHaxa.

4.4. UX/UL Pabota c nonb3oBaTeNbLCKUM UHTEpdencom

Hto Takoe UX/UI? OcHoebl cospnaHua Ul anementoB B Unreal Engine. Yto Takoe
Widget.

4.5. Landscape. Foliage. Water System

Pasbop uHcTpymeHTOB Ansi cosfjaHua naHawadta B Unreal Engine. Pexum
Landscape. Pexum Foliage. OcHoBbl pa6oTbl ¢ Water System. CosgaHve co6cTBEHHOro
naHgwadrTa.

4.6. Al NavMesh. Mouck nyt Ha mecTHOCTH

3nakomctBo ¢ NavMesh. Mouck nyTn Ha MmecTHocTU. PaspaboTka 6azosoro MW,

4.7. VFX. CospaHue achdekToB ¢ nomowkio Niagara

Yro Takoe VFX? 3HakomcTtBo ¢ Niagara System. MpuHuunel co3gaHus cobCTBEH-
HbIX aphekTOoB.

4.8. MetaHuman. Co3paHue peanuCTUYHbLIX NEPCOHaXe

HTo Takoe MetaHuman? Mcnonb3oBaHue pegakTopa nepcoHaxen. [oBasneHve
nepcoHaxew B ABMXOK. [puHUMNBLI aHUMMPOBaHMA U ucrnonb3oBaHms MetaHuman.

5. PazpaboTka nonHoueHHoOM urpbl Ha Blueprint’ax

5.1. CospaHue naHAawadTa UrPoBOM NOKaLum

Paspabotka nanawadTa Ans fanbHenWmX UrpoBblx AencTenin. CoagaHue OCTpoOBa
1 OKeaHa BOKpYr. BbicaxvBaHue pacTuTenbHOCTHU.

5.2. CospaHue urpoka. MepemelieHue, 3ByKWU, aHMMaLus

PaspaboTka rnaeHoro repos urpbl. Peanusauus nepemMeLleHns, aHumauuii gsuxe-
HWUW, 3BYKOB.

5.3. PazpaboTka cucTembl XapakTepuCcTUK Urpoka

Peanusaumsa cucremsbl XapakTepucTtuk Ons WUrpoka: 340poBbe, ronoh, BbIHOCMM-
BOCTb.

5.4. UHBeHTapb. Peanusaumsa cuctembl XpaHeHuUs! npeameToB




Peanusauus cuctembl MHBEHTapst U XpaHeHus npeameTos. PaspaboTka Ul gns uH-
BeHTaps. Peanusauvs npegcrasneHus npegmetos. OTobpaxeHue NpeaMeTos B COTax.

5.5. Cucrema B3ammopelicTeus. MoaGop pecypcoB, B3auMogencTeme ¢ npen-
MeTamu

Peanusauns uHTepakTMBHLIX npegmeToB. YTo Takoe WHTepdeiic? Peanuaauus
(PyHKLUMOHaNa A4ns MHTePaKTUBHbLIX NPeaMeTOB. MNonbop pecypcoe n gobasneHune ux B WH-
BEHTapb.

5.6. KpacpTunr. CosaaHme 06beKTOB C UCMONb30OBaHUEM PecypcoB

Peanusauus cuctemel kpadta. CosaaHue npeameTos 13 cobpaHHbLIX MaTepuaros.

5.7. Cuctema ctpouTtenbcTBa. CTPOUTENBLCTBO 34aHUM

Peanusauna cuctembl ctpoutenscTsa 3aaquii. Boibop noctpoiiki. CnasH anemeH-
TOB. [puBsi3Ka K ceTke.

5.8. U xuBoTHbLIX. [lo6aBneHne BpaxaebHbIX MoGoB

Peanuaauuna MM gna mo6os. MoseaeHyeckue nattepHol. Pabota ¢ Behaviour Tree.
Peanusauus spaxagebHbix Mo6oB B urpe.

5.9. PCG Spawner. MNpoueaypHas reHepauusi o6'-beKkToB

Y10 Takoe PCG Spawner? MNpoueaypHas reHepaLms 06bekos.

5.10. Cuctema cMeHbl AHA U HOYK. MeHepaumsa NOrogHbIX yCrnoBumn

Peanusauusa umkna cmeHsl gHS U Houn. OBGHOBREHue Skybox. 'eHepauusa noroa-
HbIX YCIOBWA.

6. lMporpammMmupoBaHue UrpoBOI NOrMKKY € UCNONb3oBaHUeM C++

6.1. Usyuenne ocHos C++. CpaBHeHue ¢ Blueprint

3HaKOMCTBO C S13bIKOM NporpaMmMupoBaHnst C++. CpaBHeHue C++ i Blueprint. U3ay-
YeHWe OCHOB fi3blka NporpaMmupoBaHns C++.

6.2. Peanusaums MUHU-UIrpbI C UCNONb30oBaHUeM C++

3akpenneHue Ha NpakTuke NomnyyYeHHbIX 3HaHWi Ha NpUMepe peanuaaLum Urpbi.

7. NpoeKkTHas geATeNnbLHOCTL

7.1. PaspaboTka KoHLenTa BbIMyCKHOro NpoekKTa.

[NoaroToBKa K BLINOMHEHWIO MPOEKTHOM PaboTbl. AHANM3 MOHPABUBLLMXCS WMAEN.
PaspaboTka koHuenTa Ans BbINYCKHOrO NpoekTa: ugesi, CTUMUCTUKA, CeTTUHT U T.A. Mpe-
3eHTauus upen. Hanucanue AusaiiH-gokymeHTa. Hanucawue cuewapusa Ha 5-10 MUHYT
remmnnes.

7.2. PaboTta Hap npoekToM. Pa3paboTka MrpoBbIX MeXaHUK

Pabota Hapg BbIMyCKHLIM NPOEKTOM: paspaboTka UrpOBbLIX MeXaHWK, MOUCK UMW Co-
3[laHNe acceToB U T.4.

7.3. TMonuposka urpel. NoaroToeka k c6opke. PuHanbHLIN Gung

Monuposka rermMnes wrpbl. [JopaGoTka MrpoBbix MexaHuk. MoaroTtoBka K cbopke
nog Windows. ®uHanbHbIn 6ung. TecT urpsi.

8. UTorosoe TecTupoBaHue

8.1. MoaroToBka K 3awmTe paboThbl

MoaroToBka Kk 3awmTe paboTsl, UTOrOBOMY TeCTUPOBaHMIO. VICKYCCTBO MpeseHTaLmm
npoekTa. Yto Takoe Elevator-speech? Ha 4to ctout 0Gpatuth BHUMaHue npv npeseHTa-
U1K npoekTa nybnuke.

8.2. 3awmra paboThl, MTOroBoE TeCTUPOBaHUE

lNpoxoxaeHue Tecta. 3awmta paboTsl nepes akcneptamu. C6op obpaTHoOi casiau.




