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YYEBHASA NMPOrPAMMA
«PaspaboTtka urp Ha Unity (npoaBMHYTbLIA YPOBEHbL)»

TpyaoemkocTb nporpaMmmbl — 80 akageMuyeckmx Yacos
®opma o6yueHus — 0OYHasi, O4YHO-3ao4YHas C NPYMEHEHEM
AVCTaHLUMOHHBIX 00pa3oBaTesibHbIX TEXHOMOIMIA, 3a04YHas
Pexum 3aHATUIA — 3 akagemMnyeckux yaca B AeHb

HayanbHble HaBbLIKU:

basoBble HaBbikM pPaboOThHI
KomnbloTepe

Ha nepcoHallbHOM



Llenb oby4eHus: cchopmmupoBaTh y cnylwlatenen 3HaHus, YMeHUss U HaBbIKK
NPOABUHYTOrO UCMONb30BaHUS #3blka nporpammupoBaHuss C# u  obbekTHo-
OPUEHTUPOBAHHOIO nporpaMMupoBaHnsa ans paspabotku npunoxenunin ans [1K,
paboTbl B KOMaHAe, a TakkKe 3HaHusl, YMEeHWs 1 HaBblku, Heobxoaumble Ans
Cco34aHUA MOJNIHOLEHHbLIX urp B wurposom pasmkke Unity n ux JganbHenwwen
nyonukauum Ha nnowagku.

KomneTteHuuu Ha Bbixoae:
3HaHus:
- yrnybnéHHbl cuHTakenc assika C# n dyHkumoHan éubnunortekn UnityEngine;
- OCHOBbI remgusariHa 1 nesenguaanHa, npuMeHsieMble B paspaboTke urp;
- MPUHUUMBI NPOEKTUPOBaHUA U pa3paboTkn BUAEoUrp;
- OCHOBbI MPOEKTUPOBAHUS apXUTEKTYPbI MPOEKTa;
- 6a30Bble NaTTepHbl NpoekTupoBaHus ans GameDev;
- UMNOPT 1 cOopKa acceTos, NoKaLUA 1 WabfoHHbLIX MPOEKTOB B UIPOBbIX ABUXKKAX;
- OCHOBbI ONTMMU3ALUN UTP.

YMeHus:

- ucnonb3oBartb bBubnuotekn Terrain System, Input System, Cinemachine;
- nucaTb HesaBucumble ot asmkka Unity cuctemsi;

- co3gasaTth pur gngd rymaHouaHbIiX Moaenen;

- paborta co ScriptableObjects:

- paborta co JSON.

[Mpnémbl paboTbl:

- NPW COCTaBIEHUN apXUTEKTYPbI MPOEKTA;

- NpU NPOEKTMPOBaHUN KOA0BOW 6asbl;

- Npu paboTe Hag cpeaHUMU U KPYTMHBIMW UrpaMu;
- ANs ONTUMU3ALUNN NPOU3BOANTENBHOCTH.

[Mporpammont  obOy4YeHUs  NpPedycMoTpPeHbl  ayagUMTOPHbIE  3aHATUS U
camocTtoaTenbHaa pabtora cnywartenen. [llog camoctositTenbHoW paboTon
nogpasymeBaeTCAa CaMOCTOATESNbHOE BbIMOSIHEHWE CcriyllaTensMyu npakTu4ecKux
3ajlaHMii  noj KOHTpPOMEeM wunv  MNoj PYKOBOACTBOM npenogaesartend. Bce
ayaUTOpHbIE 3aHATUS U camocToATeNbHas pabota MOryT BEeCTUCb KakK B O4YHOW
cdopme, TaK U C NPUMEHEHUEM ANCTAHLUMOHHbIX 06paszoBaTeNbHbIX TEXHONOMMIA.



YYEBHbIW MNNAH

B TOM Yucne:
ayAuTOpHbIe 3aHA- camo-
Ne HanmeHoBaHue Bcero ™A crosn- dDopmbl
n/n Tem YacoB Nekuu- | MpakTn- | TefibHasg | KOHTPOns
OHHbIE yeckue | pabora
3aHATUA | 3aHATUA
1 NMpoaBuHyTOE 27 15 12 Bbinonxe-
nporpamMmmpoBa- HWe npakTu-
Hue Yyeckux 3a-
2 CoszpgaHue urpsbl 51 20 31 AaHuin
3 UTtoroBoe Tectu- 2 1 1 BbinonHe-
poBaHue HWE TecTa
UToro yacos: 80 35 44 1
YYEBHO-TEMATUYECKUIA NINAH
B TOM yucne:
ayAVUTOpPHLIEe 3aHsA- camo- ®opmbi
Ne Bcero TUA cTos-
HaumeHoBaHue Tem KOHTpO-
n/n yacoB | JlekuuoH- | [pakTu- | TenbHas s
Hble 3a- | Yeckue | paboTta
HATUA 3aHATUA
Ts NMpoaBuHyTOE Npo- 27 15 12 Bbinorn-
rpamMmMmumpoBaHue HeHue
1.1. | OcHoBbl OOI1. 4 3 2 1 npakTn-
6a30BbIX NpuHLUMNA e
OOI. MpuHumn 1. Befe
ABCTpaKkums.
1.2. | MpuHumn 2. UHkancy- 1 1
nauns.
1.3. | Ceonctea B C#. VK- 2 1 1
Kancynaums vyepes
ceoncTea. Mogudu-
kaTopbl get u set.
1.4. | lNpnHumn 3. Hacne- 1 1
fAoBaHue.
1.5. | ABCTpakTHble Knac- 2 1 1
cbl. ABCTpaKkTHbIe 1
BUpTYyanbHble MEeTo-
Abl.
1.6. | HTepdeiicbl B C#. 3 2 1
AbcTpakums vs Ha-
cnefoBaHue.
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OBbIYHble Knacchl Vs
MonoBehaviour.
CpaBHeHue 1 npume-
pbl UCMONb30BaHKS.

1.8.

[NpuHumn 4. MNonu-
MOpU3M.

1.8,

[MpvHUMNbLI ANna pas-
paboTku: KISS, DRY,
YAGNI, BDUF,
SOLID, APO.

1.10.

CobbiTusa B C#. Pea-

nusauus Bsammonen-
CTBUA MEXAY CKpUn-

Tamu.

PaboTa ¢ konnekuums-
Mu. MaccuBbl Vs
Cnuckun. [JononHu-
TEIbHbIE CTPYKTYPbI
XpaHeHus OaHHbIX.

.12,

Scriptable Objects.
[MpumeHeHne B
apXUTEKTYPE UrpPbl.

CospaHue urpbl

51

20

31

Terrain System.
NHcTtpymeHThl. KapTbl
BbICOT.

22

Input System. Obpa-
©oTka BBOOA ANS
pasHbIX YCTPOWCTB.

200,

PaspaboTka ocHOB-
HbIX rEMMNNenHbIX
MexXaHWK 1 ckeneTta
Urpsbl.

15

12

2.4.

OcHoBbI onTUMK3a-
umun. MicnonbsoBaHue
LOD. Hactponka ge-
Tanusaumm moaenen
B npoekTe.

2.5

Ayauno conpoBoxae-
HWe urpbl. doHoBas
MYy3blKa. 3BYKWU OKpY-

Bbinon-
HeHune
npakTn-
YEeCKNX

3agaHunn




XKeHnd,

2.6. | OcHoBbI OCBeLleHus 3 2 1
M MNOCTaHOBKW CBETa U
kamepsbl. Skybox.

2.7. | Animator Blend Tree. 6 3 3
CmelunBaHue
aHuMaLuni.

2.8. | KaTt-cueHsbl. Timeline. 3 1 2

2.9. |TlloctobpaboTka. Post g 1 2
processing.

2.10. | Peanuzauus 6 . 3

HaCTPOEK Urpbl.
[MonupoBska u

onTUMMU3aLNS.
3 WTorosoe Tectupo- 2 1 1 Bbinon-
BaHwue HEHWE Te-
cTa
UToro yacos: 80 35 44 1

COOEPXAHMUE MNPOIrPAMMbDI

1. MpoaBUHYTOE NporpaMmMupoBaHue U MogenupoBaHue

1.1. OcHoBbl OOIl. 4 6GaszoBbix npuHyuna OOIl. [lpuHumMn 1.
AbcTpakuus.

Uto Takoe OOI1? 4 6aszoBbiXx npuHUMNA OOBLEKTHO-OPUEHTUPOBAHHOIO
nporpammMmupoBanus. Yto takoe abcTpakuma?

1.2. MpwHumn 2. UHkancynaums.

Uto Takoe  wuHkancynauua?  Peanusauusi  COKpbITUA — noneid  c
npegocraBneHnemM 4ocTyna.

1.3. CgBouctBa B C#. UHKancynauus Yyepes ceoncTBa. Moaudukaropsbl
get u set.

Uto Takoe cBowncTtBa? [lpumeHeHWe CBOWCTB AnA  peanusauuu
nHkancynsauun. Mogudpukatopbl Ha YTeHune (get) n 3anuck (set).

1.4. [MpwHuun 3. HacnepoBaHwue.

Uto Takoe HacneposaHune? [lepe wcnonb3oBaHWe Koda. ApxuTekTypa
KoOoBOW Ba3bl C MCNOSb30BaHNEM HacrnegoBaHus.

1.5. AOcTpakTHble Knaccbl. AGCTpakTHbIe U BUPTYyarnbHble MeToAbl.

Uto Takoe abcTtpakTHbld knacc? OTtnuume abcTpakTHoro knacca o6
0bblyHOro. Peanusaunsi U npuMeHeHne abCcTpakTHbIX WM BMPTYallbHbIX METO/OB.
[lepeonpenenexue.

1.6. WHTepdencsl B C#. AGcTpakuma vs HacnepgoBaHue.




Yto Takoe wuHTepdericobl? [MpumeHeHne wHTepdelicoB Ana peanusauuun
komnos3uuyuu. CpaBHeHMEe nNoAXOLOB peanus3auum redmnness ¢ MNOMOLLbIO
Komnosuuum n Hacneposanus.

1.7. OObiuHble Knaccbl vs MonoBehaviour. CpaBHeHue u npumepsl
MCNONb30BaHUA.

Vcnonb3oBaHue Knaccuyeckumx Krnaccos (Bes HacnegoBaHus
MonoBehaviour). CpasHeHue noaxogos. Pasbop Ha npumepax redmnnenHbix
MeXaHMK.

1.8. MpwuHuwun 4. MNonumopdcusm.

Yto Takoe nonumopduam?  [lepeonpepeneHume  Tunos. [lpuHuwmn
noacraHoBku bapbapsbl JInckos.

1.9. MpuHumunel ana paspadotku: KISS, DRY, YAGNI, BDUF, SOLID,
APO.

OB30p OCHOBHbIX MPUHUMMNOB U NOAXOAOB K paspabotke npoekra: KISS,
DRY, YAGNI, BDUF, SOLID, APOQO.

1.10. CoObiTua B C#. Peannzaunsi B3aMmoaencTBUA MeXay CKpuntamu.

UTto Takoe generatbl U cobbiTA? Bbi3oB cobbiTnin. [oanucka Ha cobbiTue.
System.Action.

1.11. PabGoTa ¢ konnekuusamu. Maccuebl vs Cnucku. [lononHuTenbHbIe
CTPYKTYPbl XpaHEHUA OaHHbIX.

CpaBHeHVe MaccuBOB W CMMCKOB. B kKakux cuTyauusix uTo nyuwe
ucnonb3oBatb? OB630p AONOMHUTENbLHLIX CTPYKTYP XPaHEHWsi: odepenb, CTek,
CrnoBapsb.

1.12. Scriptable Objects. llpumeHeHne B apXUTeKType Urpbl.

Yto Takoe Scriptable Object? CosgaHne wabnoHa. WcnonbsosaHue
Scriptable Object B apxutektype urpsbl.

2. CozpgaHue vrpsol

2.1. Terrain System. UHcTpymMeHTbI. KapThl BbICOT.

Uto Takoe Terrain. OCHOBHblE WHCTPYMEHTbI AN paboTbl C NaHALagToOM.
CospaHne pactutenbHocTu. iMnopTupoBaHMe KapTbl BLICOT U CO3[4aHUe Ha ux
OCHOBe naHawadTa.

2.2, Input System. O6paboTka BBOAa ANsl pa3HbIX YCTPOUCTB.

Hoeas cnctema BBoga B Unity. Pasgenenue Beoaa B Input Map.

2.3. PaspaboTka OCHOBHLIX reMMInJieMHbIX MeXaHWK U cKeneTta Urpbil.

PaspaboTtka BbinyckHoro npoekra. CosgaHue BCeX reMMnenHbIX MexaHuK.
Developer Build.

2.4. OcHosbl ontumusaumn. MWcnonb3zoBanme LOD. Hacrtponka
agetanusauuu moaenen B npoekte. Mnowagku ana nyonukayun. CozpaHwe
CTpaHuLUbl U BbIrpy3ka pabor.

Ontummsaums koposoln ©asbl. Pabota c¢ Profiler. Yto Takoe LOD?
[MpyumeHeHne LOD ans ontummsauyuun npoekrta. Hactpoika getanusayuu mogenen
B 3@aBUCUMOCTU OT PACCTOSIHUA.

2.5. Ayavwo conpoBoxaeHue wurpbl. ®PoHOBas My3bika. 3BYKM
OKpPYKeHus.

Pabota ¢ ayawo dannamm B Unity. AudioManager. Co3gaHue 3BYKOB BO
BpEMS UIpbl.



2.6. OcHOBLI OCBELEHMA U NOCTaHOBKU CBeTa U Kamepbl. Skybox.

HacTtponka oceelleHus ana npoekta. Realtime n 3anekaemoe ocBelleHve.
HacTporika Skybox. Pabota ¢ kamepoii. Cinemachine.

2.7. Animator Blend Tree. CmewwmBaHne aHMMauum.

Uto Takoe Blend Tree? Peanusaums nnaBHOro nepexoja Mexay
aHumayuamn. CmelumBaHme aHumauui.

2.8. KaT-cueHnbl. Timeline.

YUTto Takoe kaT-cueHa? MsydyeHue dyHkumoHana nakerta Timeline. CosaaHue
KaT-CLIEH 4ANnsA 1rpbl.

2.9. NocT obpaboTka. Post processing.

N3yyeHue naketa Post Processing. [JobaeneHue achdekToB. YnydyweHne
BU3yanbHOW COCTaBNSAOWENR Urpbl.

2.10. Peanu3auus HacTpoek urpsl. MonupoBka u onTumMmnaayus.

CospnaHne pabouux HacTpoek ANA Wrpbl. HACTPOWKW rpaduki, 3ByKa,
yrnpasneHus. Nonuposka u onTuMmnsauuns urpbl.

3. UtoroBoe TectupoBaHue
[TogrotoBka K wTOroBOMy TecTupoBaHuio. [lpoxoxaeHue Tecta. CbOop
obpaTHOn cBA3WN.



