HenapramMeHT uHDopMaTH3aluu TIOMEHCKO# 00macTu
I"'ocynapcTBeHHOE aBTOHOMHOE YUYpPeXKAeHHEe AOMOJHUTENLHOT0 00pa3oBaHus
TromeHcKkol 00acTH
«PernonansHbI HHOOPMAITHOHHO-00pa30BaTENbHBIA LIEHTP»

COI'JTJACOBAHO YTBEPXJIAIO
3amectuTens [ 'ydepHaTopa HAupexrop

TroMeHcKO# 00acTH, ['AY J10 TO «PHUO-Lentp»
TUPEKTOP

HenapramenTa HHOOPMATH3AHH

T,

g T TS

)y e/g’/’ﬂ/fi/ﬁ}i— 2022 . «

i‘-a 1y ;vsz.i.l-f‘“t‘—

YYEBHA/S ITPOTPAMMA
«OcHoBbI pazpadoTku urp Ha miaargpopme Unreal Engine»

TpynoemkocTs mporpammel — 144 akageMH4ecKHx Jaca

®opma 00y4eHHs — OUHAas

Pexum 3aHaTHi — 3 akageMHYecKHX 4aca B JE€Hb

HayanbHble HaBbIKH: ba3oBble HaBbIKM pabOThl HA NEPCOHAIBHOM
KOMIIBIOTEpE |



Heab o0yuenus:
cOopMHUPOBATE Y CITyIIATENEH:

— OCHOBHBIE 3HaHU$, YMEHHS 1 HaBBIKH B 00J1aCTH pa3paboTKH
KOMIIBIOTEPHBIX BHAeourp Ha miatgopme Unreal Engine;

— 3HaHUA B 00JJaCTH UTPOBOTO OaiaHCca U UTPOBOM MEXaHUKH, YMEHHUE
IPUMEHSATH JaHHbIC 3HAHUS Ha MPaKTHKe TIPH pa3pab0TKe UTPOBBIX MPOEKTOB;

— 3HaHUA B 0071aCTH pa3paboTKK KOHIIENIIUK U HAallMCaHUs CIIeHApHs
UTPBI, HAPPATUBHOIO AU3aiHa;

— HaBBIKH KOMaHHOH paboThl IPH CO3MaHUM UT'POBOTO NTPOEKTA.

Komnerenuuun Ha Bbixoje:
SHaHHUS:

— YCTPOHCTBO U OCHOBHBIE HHCTPYMEHTHI IIaTHOPMBI («HTPOBOTO
nemwxkka») Unreal Engine;

— YCTPOMCTBO BCIOMOTaTEIbHBIX HHCTPYMEHTOB MOAETHPOBAHUS H
CMEXHBIX IIPOrPaMM I CO3aHHUs UTPOBBIX TPOEKTOB;

— 3HaHM B 00/1aCTH UTPOBOTO OaaHca U UTPOBOW MEXaHHKH, yMEHHE
IIPUMEHSATH JaHHBIEC 3HAHUS HA NIPAKTHKE TIpH pa3paboTKe UTPOBBIX IIPOEKTOB;

— B 00acTy pa3paboTKH KOHLENIMH U HAITMCAHMS CLIEHAPHS HIPBI,
HappaTHBHOIO JU3aifHa.

YMenus:

— npopabareiBaTh KOHIENIIMIO HTPOBOT0 IIPOEKTa;

— BBIOHpPATH IPUEMBI Pa3pabOTKH U HHCTPYMEHTBI, HEOOXOIUMBIE JIJIS
pa3zpaboTKH Urp;

— 3¢ dexTuBHO paboTaTh B KOMaHAe MpH paboTe HaJ HTPOBBIMHU
IPOeKTaMHU;

— C03/1aBaTh MPOTOTHUIIBI UT;

— C03/[1aBaTh UI'POBBIE MPOEKTHI B paCPOCTPAHEHHBIX JKaHpaX UTp.

IIpuémel pabOTEL:

— C OCHOBHBIMH MHCTpyMeHTamu miatdopmel Unreal Engine;

— C CHCTEMOM BH3yalnbHOTro cKpuntuara Blueprints;

— C BUJDKETaMH IS CO3NaHUs MoNb3oBaTenbckoro uaTepdeiica (Ul);

— CO 3BYKOM IIpH pa3paboTke urp (hOHOBBIH 3BYK, 3BYKOBEIE A (DEKTHI);
— CO «CKeJleTaMu»;

— C HCKyccTBeHHBIM MHTeieKToM B Unreal Engine



VUEBHBIH ILJIAH

B TOM YHCJIE:

Ne

/ HanMenoBanue Tem Bcero yacos

= Teopus IIpakTuka

1. | BeeneHue 2 2

5 JlusaiiH urpel: Mexanuka u 10 3 7
IIOBECTBOBAHHE
Hrposeie 1BuxKku. Bregenue B

- Unreal Engine 4 3 24 :

4. | Matepuaisl 1 TeKCTypbl (OCHOBEI) 3.5 2 13

5. | Blueprints (ocHOBEI) 15 3.5 9.5

6. | Ilonme3oBarenbckuit HHTEPDEiic 7 3 -

7 Pabora Hajx nepBBIM HTPOBEIM 14 5 12
MIPOEKTOM

g Pabota ¢ maTtepuanamu u 13 6 7
TEKCTYpaMH

9. | Coznanue urpsl-miathopmepa 15 I

10. | Pabora ¢ anumanueit nepconaxei 8 2 6

11. | Pabora co 3ByKoM 9 3 6

12. | MckyccTBeHHBIH HHTEIIEKT 13 B 8

13, [IpopaboTka coOCcTBEHHOTO 4 1 3
IepcoHaka

14 3axBaT ABM)KeHHUs. AHMMAIIHS C 4 1 3

" | IOMOMIBIO 3aXBaTa JIBMYKEHMUS
15 Hartusnoe nporpamMmmuporasue B 4 3 1
" | Unreal Engine 4
16. | HopaboTKa UTOrOBOro IpOEKTa 19 2 17
Hroro yacos: 144 43 101




YYEBHO-TEMATHUYECKHWH ITJIAH

B TOM 4HHCJIE:

Ne
/ HauMeHoBaHHe TeM Bceero gacos
i Teopus IIpakTHKa
1. Beegenne ) 2
) Ju3aiiH Hrpel: MeXaHHKA H
’ IOBECTBOBAHHE
IToBecTBOBaTETHLHBIH
2. 2 s 2 1 1
(HappaTHUBHEIIT) Mu3aiiH
29 HrpoBsie MeXaHUKH. i 2 5
Knaccuduxanus u mpuMeHeHue
2.3. | Pabota Hazg nepBoi HCTOpHEi 4 4
3 HUrpossle n1Bu:kku. Beegenue B
) Unreal Engine 4
31 O0630p nonyspHBIX HPeMBOPKOB 1 1
" | o pazpaboTku urp
39 ITonumMaHne UTPOBBIX JABMIKKOB KAk 0.5 0.5
IIpOrpaMMHOTO o0ecIieueHus
33 yCTjaHOBKa u HacTpolika Unreal ) 1 1
Engine 4
4 Marepnajabl H TEKCTYPbI
’ (ocHOBBI)
4.1. | Accertsl. [TonsiTre, UMIOPT acCETOB 1,5 1 0,5
49, [lonstie Matepuana. Pabora ¢ ) ] |
MaTepHaIoM
S Blueprints (ocHOBEI)
5.1. | Ilonsarue Blueprints 0,5 0,5
59 ITonarue vomor Blueprint. 1.5 1 0.5
Co3zaHue HOIOB
PaboTa ¢ OCHOBHEIME OIEPALIUSIMH C
- 5 . i 3 4
nomoipio Blueprints
54 CoBepuieHCTBOBAHUE JIBHIKEHNN 3 1 )

IepcoHaxa




Brimonnenue MNpaKTHYIECKOI 0

5.5. 3 3
3a/1aHus
6. IMoab3oBaTenbckuil uHTEpPeEiic
ITonsTHE NOJIB30BATENECKOTO
6.1 unrepgeiica (UI). OcHoBHBIE ’ 1 1
""" | 3]IEMEHTEHI IOJIB30BATEIBCKOTO
nHTEep(eiica
6.2. | Pabora ¢ cueTynkamm, TaiimepaMu 2 1 1
6.3. | Cozmanue HUD-gucmes 3 1 2
- Pabora Hax nepBbIM HIPOBBLIM
’ NPOEKTOM
71 Pabota Haj nepBEIM UIPOBBIM g 8
7| mpoeKkToM
7.2. | IloaroroBka k 3amute pabOTHI 4 2 D,
7.3. | IIpoMexyTouHas 3a0IATa IPOEKTOB 2 2
8 Pabora ¢ MmaTepuaiamMu u
) TeKCTYpaMH
8.1. | YupapneHnue cBOHCTBAMH TEKCTYPEI 3 2 1
87 Pabora ¢ sk3emisapamMu 4 5 7
Marepualion
83, JInHaMWYeCKH U3MEHSIEMEIE 6 2 4
MaTepHasl
2. Coszpanne arpei-miardgopmepa 0
9.1. | Pabora Hax urpoii-rardopmepom 12 12
9.2. | IlpoMexyTodHas 3aluTa MPOEKTOB 3 3
10. Pabora ¢ anumManmeii nepcoHakeit 0
10.1. | Umnopt aHEMAaMu 1.5 0,5 1
10.2. | Tlonsatue ckenera 0,5 0,5
10.3. | IMIopT M31Ia co CKEeTOM 1 1
10.4. | Pabota ¢ Animation Blueprint 1 1
105, CoBeplieHCTBOBaHME aHHMAITHH 4 1 3

[I€pCcoHaxa CO3JaHHOI0 IIPOCKTa




11. Pabora co 3Byxom 0
Bocrponssenenne My3bIKH.
i | 2 1 1
3alUKIUBaHUE MY3bIKH
112 Cozanne 3ByKOBBIX 2 (dEKTOB 1Is 4 s 5
" | O3ByYMBAHHUA aHUMAITHH
11.3. | JopaboTka UrPOBBIX IPOEKTOB 3 3
12. HckyceTBeHHBI HHTELIEKT
o1 IToHsITHE HCKYCCTBEHHOTO 0.5 0.5
MHTEJUIEKTa B UTpax
122, Coznanue u HacTpoiika Al 4 2 5
Controller
JepeBbs nosenenus (Behaviour
12.3. | Tree). Coznanme Moenei 5.5 2.5 3
IIOBEJIEHUS
VY coBepIIeHCTBOBAHKE
12.4. | BO3MOXKHOCTEH MCKYCCTBEHHOTO 3 3
HHTEINIeKTa
13. IIpopaboTka coGecTBEHHOT O 4 1 3
IepCcoHaKa
14 3axBar IBHKeHHSI. AHUMAIUA C 4 1 3
" | noMoImbIO 3aXBaTA ABHIKEHHSI
15 HaTuBHOe HporpaMmMupoBanue B 0
" | Unreal Engine 4
15.1. | Pacmmupenue C++ B Blueprints 1 1
152, OcnoBbl iporpaMMupoBanus Ha C+ 3 7 1
+ 1715 Mrp
16. | JlopaGoTKa HTOroBOro NpoeKTa
16.1. | Pabora Hag UTOTOBEIM ITPOEKTOM 16 2 14
16.2. | 3amuTa UTOrOBEIX IIPOCKTOB 3 3
HToro yacos: 144 43 101




