OBIIIECTBO C OTPAHUYEHHOMW OTBETCTBEHHOCTHIO
«MHHOIIPOTI »

YTBEPX/JIAIO

%‘N@\ / Benenukros P.B.
“ “—" H H o n P noy)lgm/;;:bw‘% MHULMAJBI, GaMIuIus

IIprka3 06 yTBep:KIEHUU IIPOTrPaMMBbI
oT 30 mexabps 2025 r. Ne OBP-5

JOIHOJHUTEJbHAA OBIIEOBPA3SOBATEJ/IBHASA ITPOI'PAMMA
JOIHOJHUTEJbHAA OBIIEPASBUBAIOIIIASA ITPOT'PAMMA

«Unreal Engine»

HarmpaBieHHOCTb IpOTpaMMBI: TeXHYeCcKast

YpoBeHb OCBOEHUS: pPa3HOYPOBHEBBIN

Bo3pact obygarommxcs: IeTH OT 12 JIeT 1 B3pocCiible
TpynoeMKOCTb: 800 akageMUIeCcKNX YacoB

dopma 00yUyeHU: OYHas1, C IpMMeHeHNEeM BJIEKTPOHHOTO

O6y‘ICHI/I$I 1N INCTaHOIMOHHbIX O6pa3OBaTeJ'[beIX

TEXHOJIOTUN

Pexxum peanuzanmu: 10 mecsueB (40 yyeOHBIX HENEIb),
pekoMeHayeMas Harpy3ka — 20 akameMn4ecKuX

qaCOB B HEIEIIO

SI3BIK 00yUeHms: PYCCKMIiA

HNunononuc, 2026



2

Conepxanue

1 TIoACHHUTENABHAS 3AMUCKA . . . .+ v v v v e e e e e e e e e e e

1.1
1.2
1.3
1.4
1.5
1.6
1.7
1.8
1.9

1.10
1.11
1.12
1.13
1.14

2.1
2.2
2.3

HauMeHoBaHME TIPOTPAMMBL . . . . . v v v v v e v e e e e e
HopmaTnBHO-TIpaBOBBIE OCHOBAHMS pa3pabOTKM IIPOTPaMMBI . .
CrpykTypa o0pa3oBaTeJIbHOM MpPOrpaMMbl . . . . . . . . . . . .
HanpaBiaeHHOCTb U YpOBEHb IIPOTPAMMBL . . . . . . . . . . . .
AKTYaJlbHOCTD IIPOTPAMMBI . . . .« « « . v v v v e e e e e e e
Llenb peanu3aliuy OPOTPAMMBIL . . . . . . v v v v v v e e e e
3a0aul OPOTPAMMDBI . . . . v . v v v v e e e e e e e e
AJIpecaT mPOTPAMMBI . . . . . v v v v v e e e e e e
Ilopsimok mpuema, 3aduciaeHUs, IepeBola U MpeKpalleHUs
OOYUGHUST . . . . . . v v v i i i e e e e e e e e e e e
dopma o06ydeHrs, GOpMbI OpraHM3aNN 3aHATHN U I3bIK 00y YeHUS
O0BbeM, CPOK OCBOCHMS M PEKUM 3aHIATUIA . . . . . . . . . . ..
JHOKYMEHT 00 OOYYEHMU . . . . . . .« v v v v v v e e e e e
ITpodopueHTanioHHast ¥ IpakTUYecKasi HalpaBJIeHHOCTb . . . .
IInanupyeMbie pe3yabTaTbl OCBOCHUS MIPOrpaMMBbI . . . . . . . .
1.14.1 ITepeuennr popMuUpyeMbIX IPEIMETHBIX PE3YIBTAaTOB
1.14.2 IInanupyemMsble pe3yabTaTbl OOy4eHUS . . . . . . . . . .

1.14.3 MeTanpenMeTHbIe ¥ JTUYHOCTHBIEC pe3yJbTaThl . . . . .

ComepKaHHe MPOTPAMMBI . . . . . . . .« v v vttt et e e e

YUeOHBIA TUIAH . . . . . . . . o v o e e e e e e e e
KanennapHblii ydeOHBIN rpaduK . . . . . . . . . . ... ...

Paboume mporpaMMbl MOOYACH . . . . . . . . v v v v oo

2.3.1 Mogayns 1. bazoBble NpUHLIMIIBI CO3TAHUS UTP . . . . .
2.3.2 Monynb 2. 3HakomcTBo ¢ Unreal Engine5 . . . . . ..
2.3.3 Moayns 3. BuzyanbHoe nporpammupoBanue Blueprint .
234 Monynb 4. PazpaboTka 6a30BBIX MEXaHUK UTPHI

2.3.5 Monynb 5. UHCTpyMeHTHI MOIEIUPOBAaHNS B peIakKTope,

WCTOYHMKHU CBETA, 0A30BLIN IISHIep . . . . . . . . . . .
2.3.6 Monynes 6. Co3maHMe KacTOMHOIO IIepcOHaXka,

HacTpoOMKa yIpaBJIeHUSI M KaMephbl . . . . . . . . . . . .

~N N Lt L D W W W

O O &0 0 0 I

10
12

13
13
16
17
18
20
22
25



2.3.77 Monaynb 7. B3aumoneiictBue 00bEKTOB UYepe3 CUCTEMY
KOJMJIMBMI . . . . v v v v v v v i e e e e e e e e e e 32

2.3.8 Mogynb 8. OcHoBbl co3ganust MU ¢ mcmonbp3oBaHneM
StateTree . . . . . . . . . . .. ... 34
2.3.9 Monynb 9. OcHoBbl pabotsl ¢ UMG u User Widget . . . 36

2.3.10 Monyns 10. ITpodunupoBanue u ontumusanus B Unreal
Engine . ... ... ... . ... . ... 39
2.3.11 Monyinsb 11. ITpoekt «Collect the coin» . . . . . . . .. 41
2.3.12 Mopaynsb 12. IIpoexT «IlyTep ¢ netaromyM gpoHoM» . . 43

2.3.13 Monyns 13. IlpoekTHass mnpakTMKa # TOPTQOJIMO.
3arpyska urp Ha itch u gpyrve miomagk . . . . . . . . 46

2.3.14 Monyne 14. IlpomexyTouHass  aTTecTallds  TIO
3aBepuieHuu [Iporpammer . . . . . . . . ... L. 49
2.4 [IpoekTHasl mpaKTUKa U KOHCYABTALAM . . . . . . . . . . . . . . 51
Opranu3anMoHHO-NeJarorn4yeckue yCJIOBHUSA pealn3aluu nporpaMmmbel 52
3.1 OO01me yCIOBUS pealiM3allM . . . . . « « v v v v e e e 52
3.2 MarepnajgbHO-TEXHUUYECKME YCAOBUST . . . . . .« v o o v v o o . . 52
3.3 DnekTpoHHas MHOoOpMallMOHHO-00pa3oBaTelpHasi cpeqa . . . . 953
3.4 KampoBble YCITOBHST . . . . . . . . . . . oo e 53
3.5 YcnoBus njis1 HecoBeplIeHHOJETHUX O0yJarommxes . . . . . . . 54

3.6 YcnoBust miist 06ydaronmxcs ¢ orpaHUYeHHBIMU BO3MOKHOCTSIMU
BIOPOBBS . v v v v v e e e e e e e e e e e e e 54
3.7 Yuyeb6HO-MeTOOUYECKOE OOECTIEYEHHNE . . . . . . . . . . . . . . . 54

3.8 [IpuMmeHeHe BIEKTPOHHOrO OOy4YeHUs U OUCTAHLIMOHHBIX
o0pa3oBaTeabHBIX TEXHOJOTUMA . . . . . . . . . . . o v v o o .. 55
3.9 MudopmanmonHast 6e30macHOCTb, IepCcoOHabHbIE TaHHbIE U 3TUKA 55
3.10 JlokajipbHbIE TIPOLIEAYPHI OOYUEHHUST . . . . . « v v v v v v oo . . 56
3.11 OOHOBJIEHUE TIPOTPAMMDBI . . . « . v v v v v e e e e e e e e o 56
OneHkKa KayecTBa OCBOGHHS MPOTrPaMMBbl . . . . . . . . . . . . . ... 57
4.1 OOIIME MOMOKEHMST . . o v v v v v v v e e e e e e e e e e e 57
4.2 Tekylmuit KOHTPOJIb YCOEBAEMOCTH . . . . . . v « + v v o o o . . 57
4.3 IIpoMexXyTOUHAS aTTECTALMST . . . . . « « v v v v v e e e e e o 57
4.4 Ilepecmaua, anenasaums v MOATBEPKIECHNE CAMOCTOSITEILHOCTH . 58



4

4.5 Jomyck K TIpOMEXYTOUHOM arTecTallud 110 3aBeplleHUN
ITIporpammsl .
4.6 ITpomexyTouHas arTecTaums 1o 3apepiieHuu [ IporpaMmebl
4.6.1 IIpuMmepHas TeMaTHKa IIPOEKTHBLIX paboT
4.6.2 Oob6s3aTenbHbIE TPeOOBAaHUS K UTOTOBOMY MPOEKTY
4.6.3 ITopsinmok mpoBeneHusT IIPOMEKYTOUHOM aTTeCTalluU 10
3aBepuieHun IIporpaMmMel
4.64 Kputepnu onieHuBaHUSI UTOTOBOI'O IMIPOEKTA .

4.7 BHYTpeHHHH 1 BHCIIHAA OLICHKA Ka4€CTBa pCaJIn3allvIN ITPOIrpaMMbI

5 MeToauyeckue MaTepHualbl

5.1 MeTtoanueckre yKkazaHus a1 00y Yaroluxcs
5.2 MeTtonuueckue yKa3zaHus IJIsl IIperogaBaTeieil M MpoBePsIOIIIX
5.3 Pexomennyemast tutepaTypa 1 pecypchl

IIpunoxenne 1. Marpuna dopMupoBaHUSA KOMIETEH I M il
Ipunoxenne 2. OneHoYHbIe MaTePHAJbl NPOMEKYTOUYHON aTTeCTAIHH

Ipunoxenne 3. OneHoYHbIe MaTepHaJIbl IPOMEXKXYTOYHOMH ATTECTAUH 1O

3aBepmennu IlporpamMmmuer .

IIpnnoxenne 4. IlepedeHb JOKaJIbHBIX HOPMATHBHBIX aKTOB, Ha KOTOPble

JT0JKHA OMHPATHCA peajn3anus NPorpaMM bl
Ilpunoxenue S. JIMCT aKTyaJau3anuu NporpamMM bl
IIpunoxenue 6. TpeboBanus K penosutopuio, README u nemoncTpanuu
IIpunoxenue 7. JlopokHass KapTa MOArOTOBKH HTOTOBOr0O MpPOEKTa

IIpunoxenne 8. KOHTPOJIBHBIH JHCT COOTBETCTBHS TpPeOOBAHUAM

NpOrpaMMbl

59
59
59
60

61
61

64
64
64
64

65

66

67

68

69

70

71

72



1. TlosscHuTEeBbHAA 3aANUCKA

1.1. HanMeHOBaHHe MpOrpaMMBbl

HononautenbHast o061eobpa3oBarebHas oOIIepa3BUBaloIias MporpaMma
TexHu4eckoi HarpapieHHocTH «Unreal Engine» (nanee — [IporpamMmma) paspaborana
IJIsl peajn3aluyd 00IeCTBOM C OrpaHMYEHHON OTBETCTBEHHOCThIO «MHHOIpOT» B
cepe TOoNoIHUTENTHLHOTO 00pa30oBaHUsI AeTeil U B3POCIBIX.

[Iporpamma yTBepxkmeHa u BBemeHa B meiictBue ¢ 30 mekabps 2025 roma
npukazoM OO0 «<MHHOITPOT » ot 30.12.2025 Ne OBP-5 «O mornojiHeHnN TTepevHs

00pa3oBaTeIbHBIX IIPOTPAMM>.

1.2. HopmaTuBHO-IpaBOBbIie OCHOBAHHUSA Pa3padOTKH MPOTPaMM bl

[Iporpamma pa3paboTaHa B COOTBETCTBUU C:

- ®enepanbHbiM 3akoHOM OT 29.12.2012 Ne 273-®3 «O6 obpa3oBaHuM B
Poccuiickoit Qenepanuin»;

— npukazoM  MuHuctepcTBa  mpocBenieHuss — Poccuiickoit = Penepaumu
or 27.07.2022 Ne 629 «0O6 ytBepxneHun Ilopsgnka opraHmsanum u
OCYIIECTBJIEHUS 00pa30BaTeIbHON NEATEILHOCTA II0 JOIOJHUTEIHHBIM
ob11eo0pa3oBaTeIbHBIM IpOTpaMMaM»;

— noctaHoBiaeHueM IlpasurenbctBa Poccuiickoit Pemepamum ot 11.10.2023
Ne 1678 «O0 yrBepkmenuu IlpaBuyn mpuMeHeHUsS OpraHU3aLUsSIMU,
OCYIIECTBISIIOIIMMIA ~ 00pa30oBaTeNbHYI  JeSITeIbHOCTb, 3JE€KTPOHHOIO
o0yudeHus1, TUCTAaHIIMOHHBIX 00pa3oBaTeNbHbIX TEXHOJOTUN TIpU peaau3aluun
00pa3oBaTeIbHBIX IIPOrpaMM»;

— noctaHoBieHueM IIpasurtenbcTBa Poccniickoit ®enepamum ot 18.09.2020 Ne
1490 «O nuiieH3upoBaHUN 00pa30BaTEILHON IeSITEIbHOCTI

— noctaHoBiaeHueM IlpaBurenbcTBa Poccmiickoit denepamum ot 15.09.2020
Ne 1441 «O06 ytBepxknenuu IlpaBumi okazaHMSI IUIATHBIX 00pa30BaTeIbLHBIX
YCIIyT>»,

— ®enepanpapiM  3akoHOM oT 27.07.2006 No 152-03 «O mepcoHaIbHBIX
TaHHBIX»

— MMOCTAaHOBJIeHMEeM I[J1aBHOro TrocygapCTBEHHOTO CaHUTapHOIO  Bpayda

Poccuiickoit deneparmm ot 02.06.2026 Ne 19, KOTOpBIM yTBep:KIEeHBI
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canutapabie npasuia CII 2.4.2.4283-26 «CaHuTapHO-3IUIEMUOJIOTUYECKIIE
TpeObOBaHUS K OpraHuM3alysIM BOCIUTaHMSI M OOyudeHusl, OTIObIXa U
03JIOPOBJIEHUS NeTeil 1 Mononexu» (mpuMmeHstoTes ¢ 01.09.2026);

— roct P 7.0.97-2025 «Cucrema craHmapToB 110 MHpOpPMAIIUH,
OMOIMOTEIHOMY " M31aTeIbCKOMY Tey. Opranu3amnoHHO-
pacriopsiguTeNbHasd ~ JOKyMeHTaums.  TpeboBaHus K  0dOpPMIEHUIO
IOKYMEHTOB» B 4YacTH O(QOpPMJICHUS OpraHM3alllIOHHO-PaCIIOPSIINTEIbHBIX
PEKBU3UTOB;

— JIOKaJIbHBIMIA HOpMaTUBHBIMU akTaMu OOO «HWHHOMIpOr», peryanpyroinMu
pa3paboOTKy M YTBEpXIEHME TOIOJHUTEILHBIX 00IIe00pa3oBaTeabHbBIX
nmporpamMmM, TIIpyeM W 3a4yuceHue, OpraHu3anuio ob6pa3oBaTeIbHOTO
npoiiecca, odydeHre MO MHAWBUIYaJbHOMY y4yeOHOMY IUIaHY, IpUMEHEHME
3JIEKTPOHHOr0 O0y4YeHMsI M IUCTAHLMOHHBLIX 00pa3oBaTeIbHBLIX TEXHOJIOTHUIA,
TEeKYILIWIA KOHTPOJIb U IIPOMEKYTOUHYIO aTTECTAIMIO, BhIIAUy JOKYMEHTOB 00
o0ydeHuH, 3alUTy MepCOHAbHBIX HAaHHBIX, OXpPaHy 3I0POBbS 00yUYarOIINXCS

1 OKa3aHUE TUIaTHBIX O6paSOBaTe.TII)HI>IX YCIIYT.

IIporpamma peammusyercsa 3a mpenenamMud @emepaabHBIX T'OCYyTapCTBEHHBIX
0o0pa3oBaTeIbHBIX CTAaHAAPTOB U PelepabHbIX TOCYIapCTBEHHBIX TpeboBaHuil. OHa
HEe OTHOCHUTCS K JOMOJIHUTEIbHBIM MpodecCHOHaIbHBIM IIpoTpaMMaM, He SIBJISIeTCS
porpaMMoii rpodeccruoHaJbHOro o0yueHusT U He IIpedycMaTpUBaeT MPHUCBOCHUE
npodeccun, CIennaJIbHOCTH, KBaJIM(PUKAIINM, KBaIU(PUKAIMOHHOTO pa3psma Win

IIpaBa Ha BCACHNMC HOBOT'O B 1A HpO(bCCCI/IOHaJIbHOIL/,I JCATCIBbHOCTU.

1.3. CTtpykTypa oOpa3oBaTebHOIl MPOrpaMM bl

IIporpamma mnpencraBiasieT co0OM KOMIUIEKC OCHOBHBIX XapaKTepHUCTUK
obOpa3oBaHUsl, OpraHU3alMOHHO-NIENArOTMYECKUX  YCJIOBMIA, OILIEHOYHBLIX U
MeTonrdecknx matepuaioB. B coctaB IIporpaMMbl BKIIIOUEHBI:

- MOSICHUTEIbHAs 3amucKa, 1eJib, 3aJadyd, agpecar, yCIOBHUS IIpueMa, o0beM,

CPOK M PEXUM OCBOCHUS,

- IJIaHUpYyeMble IpeIMETHbIE, METalpeIMETHbBIE 1 TUNYHOCTHBIE PE3yJAbTaThI;
— y4eOHbII ITUIaH, KaJleHIapHbIi y4yeOHbI rpaduk u paboume IporpaMmbl

MOIYJEW;



— OpraHM3aIOHHO-TIe JarOTUYeCKIe YCIOBUS, POPMBI KOHTPOJISI, OIIEeHOUYHBIE 1
METOJINYEeCKIe MaTepUuaibl;
— OINMMCaHWEe TPOEKTHOM MNpakKTUKA U IPOMEXYTOUYHOM arTecTaliu 110

3aBepiieHun [IporpamMmbl B GopMe 3a1lIUTHI UTOTOBOTO IIPOEKTA.

1.4. HanpaB/ieHHOCTh H YPOBEHb NMPOTPAMM bI

IIporpaMmma wnMeeT TEXHMYECKYIO HaMpaBJI€HHOCTh M Pa3HOYPOBHEBBIN
xapakrtep. CTapTOBBII ypOBEHb O0O€CIIeUMBAeT OCBOEHWE TEPMUHOB M 0a30BBIX
orepaluii; 6a30BbIA — CaMOCTOSITEJIbHOE pellleHHe TUIOBBLIX 3aday; yriyO0JeHHbIA
— MHTETrpaluio HeCKOJIbLKUX TeXHOJIOTUl B mpoekTe. MHIuBUIyanbHas TpaeKTOpUs
orpeesieTcss BXOOHOW ITMAarHOCTUKOM, TEMIIOM OCBOEHWUSI, KOHCYJbTallUsIMU U

YPOBHEM ITPOEKTHBIX 3aJaHUIA.

1.5. AKTyaJbHOCTb IPOTPaMMbI

AxktyanbHocTh  IIporpammbl  oOycioBieHa  YCTOWYMBBLIM  HMHTEPECOM
K pa3paboTKe Wrp, MHTEPAKTUBHBIX  3D-TIpUIOXKeHUI, CUMYJISITOPOB,
00pa3oBaTebHbIX BU3yalu3alldii U MyJabTUMenuitHbiX npoayktoB. Unreal Engine
5 ucrnosb3yeTcsl KakK cpena, B KOTOpOW MOXKHO OBICTpO MEpelTH OT HIeu K
paboTaroiieMy MNpOTOTUNY, MPOBEPUTHh MEXaHUKY, IOITOTOBUTH IEMOHCTpAIUIO,
cobpaTh MOPTGOANO W TPONOLKWTH Pa3BUTHE NPOEKTa B MHIWBUIYAILHON WIN
KOMaHJIHOM pa3paboTKe.

Jlns HaumHaroIlero pazpaboTdymka oCoOOEHHO BaKHAa CBSI3b MEXNY UTPOBOM
naeel U ee TeXHUYECKO peanmzanmein. UrpoBoii mpoTotun TpebyeT MOHMMAHUS
MpaBUJI, COCTOSIHUS UTPHI, TIOBedeHNS 00bEKTOB, MOJIL30BaTEILCKOro MHTEpdeiica,
00paTHOM CBSI3M, MIPOM3BOIUTEIBHOCTH M MOATOTOBKM cOopku. [IporpaMmma oTBevaeT
9TOIl MOTPeOHOCTM dYepe3 MocienoBaTelbHOe ocBoeHMe HHCTpyMeHTOB Unreal
Engine 5 1 BbINOJIHEHUE MPOEKTHBIX 3aJaHUI, KOTOpbIe HAKATUIMBAIOTCS B UTOTOBBIA

MOPT(HOINO-pe3yIbTaT.

1.6. Ilean peaau3anmuu NporpamMmbl

Iens Ilporpammbl — ¢dopMmupoBaHue y IeTeil OoT 12 JeT U B3POCIBIX
YCTOMYMBOrO MHTEpeca, MNpeIMeTHBIX pe3yJbTaTOB U OMNbITa IIPOEKTHOI

IesAITeJIbHOCTU B 00JacTu IIPOCKTHUPOBAHUA UIPOBLBIX MEXAHUK, BHU3YAJIbHOTO



nporpamMmmupoBanus Blueprint, co3nanusg nHtepakTuBHbIX 3D-ciieH, uHTepdelicos
1 UTPOBBLIX IPOTOTUIIOB, pa3BUTHE LMOPOBOI I'PaMOTHOCTHU, AJITOPUTMHUUYECKOTO
MBIIIJIEHNS, CAMOCTOSITEJIbHOCTH, KYJIBTYPhl 0€30ITacHOI 1 OTBETCTBEHHOI padOTHI

C I/IH(bOpMaHI/IOHHLIMI/I TCXHOJIOTUAMMU.

1.7. 3amauym nporpamMmbl

3amauamu [IporpaMMbl SIBASIIOTCS:

— copMupoBaTh TIpeAcTaBjieHMEe O 0a30BBIX IIPUHIOMNAX CO3TAaHUS WTIP,
WUTPOBBIX >KaHpax, core loop, COCTOSIHMSIX UTpbl M KPUTEpUSIX KauecTBa
MPOTOTHUIIA;

- HayuyuTh paboTaTh ¢ mHTepdeiicom Unreal Engine 5, cTpykTypoil mpoekra,
YyPOBHSIMHU, actors, components u Content Browser;

— OCBOWTb BU3yaJibHOE MporpammupoBaHue Blueprint, coObITHS, TEpeMeHHbIE,
byHKIMM, KOMIIOHEHTHI, nHTepdelickl, dispatchers u oTnanKy JTOruKu;

— Hay4YnuTh pa3pabarbiBaTh 0a30Bble WIpOBBIE MEXaHWKM, BKJIIOYast cOoOp
MIpeaMeTOB, CUET, TaliMephI, 3MOPOBbLE, YPOH, CTPEIb0y, IT0beny 1 mopaskeHue;

- OCBOUTb MHCTPYMEHTHI MOIEIMPOBaHUSI B pemakTope, blockout, ncrounmkn
cBeTa, 6a30BBIEe MaTepUAJIbl M IIPOCTOH LIEHIED;

— HAy4YMTh CO3JaBaTh KAaCTOMHOIO IIepcoHaXka uiau Pawn, HacTpamBaThb
yIIpaBJieHue, IBUKEeHIE, KaMepy U OrpaHUYeHUS,

- chopMupoBaTh HaBBIKA HACTPOWKM Kojau3uii, overlap, hit-coObiTuii, trace-
MIPOBEPOK 1 MPAaBIJI B3aMOJIEICTBUS OOBHEKTOB;

— MMO3HAKOMUTH ¢ 0a30BBIMHU IIpUHIUITAMHU co3gaHus Al ¢ ucrnonbp3oBanueM State
Tree, cocTostHUIA, yCIIOBUIA U ITePEXOIOB;

- Hay4WTb CO31aBaTh MOJb30BaTeabcKUil nHTepPeiic cpenctBamu UMG u User
Widget;

- chopmupoBaTh 0a30Bble  HaBBIKM  IIpOoPUINPOBAHUS, ONTUMU3ALINU,
TTOATOTOBKM COOPKM M MMPOBEPKU MPON3BOIUTEIILHOCTH IIPOEKTA;

— OpraHM30BaTh pa3paboTKy yuebHbIX mpoeKToB «Collect the coin» u «IllyTtep ¢
JIETAIOIIM IPOHOM»;

- chopMupoBaTh HaBBIKM moarotoBku mnoptdonno, README, ckpuHIIOTOB,
BUIE€O, CTpPAaHMUIILI IIpOeKTa W IyOJMKalMyd WIrpbl Ha itch.io miam apyroi

I1omIaike;
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- obecreynTh IIOATrOTOBKY M IIPOBCOCHMUC HpOMC)KYTO‘IHOfI arrecralim I10

3aBCPIICHUU HpOI‘paMMbI B (bopMaTe 3allIUTHI ITPOCKTA.

1.8. Anpecar mporpaMMbl

[IporpaMmma mnpenHa3HaueHa [OJIs JeTeii oT 12 JeT U B3POCHBIX,
3aMHTEpPEeCOBaHHbBIX B OCBOEHUM HampaBjieHMsl «pa3paboTka urp B Unreal Engine
5». Hanmume cpemHero mnpodeCCHOHAJbHOIO WJIM BBICIIETO O0pa3oBaHMUST He
Tpebyercsa. Ilpm Tipueme HECOBEPIIEHHOJETHETO IOTOBOP 3aKII0JaeTcss C €ero
3aKOHHBIM MPEICTaBUTENIEM JTN00 C yJacTHEM 3aKOHHOTO TIPeICTaBUTEINS B IOPSIIIKE,
YCTaHOBJIEHHOM 3aKOHOIATeIbCTBOM U JIOKAJIbHBIMU aKTaMU OpraHU3alln.

PexoMmeHnyeMble HauabHBIE YCIOBUS: YBEepeHHas paboTa ¢ KOMIIbLIOTEPOM U
Opay3epoM, yMeHHe co3[aBaTh M COXpaHATh (aitabl, 0a3oBas MaTeMaTuueckKas U
nHPOpMaIMOHHAsI TPAaMOTHOCTh, TOTOBHOCTD PETYJISIPHO BBIIIOIHATH ITPaKTUYECKNE
3amaHus. BxomHasg m@arHOCTHMKA MCIIOAb3yeTCd I IMoabopa CTapTOBOTO YPOBHS U

HEC ABJIACTCA KOHKYPCHBIM UCIIBITAHUCM.

1.9. Ilopsanok npuema, 3a4NCIAECHNS, MePEeBOa U MPeKpPalleHUSA O0yUeHHU

ITpueM ocylecTBIsSIeTCS HA OCHOBAHUM 3asIBJI€HUS, 1OroBopa 006 oOpa3zoBaHUU
1 JOKYMEHTOB, TIPeYCMOTPEHHBIX JIOKaJbHBIMI aKTaMU OpTaHU3alni. 3aurcaeHne
opopmisiercs Tmipukaszom. IlepeBon Ha WHIMBUIYAJIbHBLIA Y4eOHBINM TIIaH,
M3MEeHEeHe CpOKa, BOCCTAHOBJICHNUE U MpeKpalieHne 00pa3oBaTeTbHBIX OTHOIICHUIA
OCYIIECTBIIIOTCSI B TOPSOKE, YCTAaHOBJIEHHOM 3aKOHOIATEIhCTBOM, IOTOBOPOM M

JIOKaJIbHBIMU HOpMaTUBHBIMU akTaMu OO0 «MHHOIpOTr».

1.10. ®opma oOyueHnsi, popMbl OpraHHU3ANNM 3AHATHI U A3BIK 00y4eHH S

dopma o00yuyeHMI — OYHasg, C IPUMEHEHMEM »BJIEKTPOHHOTO OOyUYeHUS
U JOUCTAaHLUMOHHBIX 00pa30BaTeJbHBIX TEXHOJOTUN. 3aHITUS MOPOBOISITCS
B CHHXPOHHOM M AaCHMHXPOHHOM (opmaTrax M BKJIIOYAIOT OOBSICHEHUE
HOBOTO MaTepmaja, IEeMOHCTpallMy, IIPaKTUKYMBI, CaMOCTOSITEIbHYIO paboTy,
KOHCYJIBTAllNN, TEKYIINII KOHTPOIb, IIPOMEXKYTOUHYIO aTTECTAIINIO MO MOIYJISIM U
MIPOEKTHYIO MPaKTUKY. A3bIK 00yueHUs1 — pycCcKMii. AKaJleMHUUecKrii yac paBeH 45

MUHYTaM.
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1.11. O6beM, CPOK OCBOEHHS M PEXKHUM 3aHATHH

TpynoemkocTb IIporpammsl coctabiasger 800 akageMUUeCKUX YacOB, BKIIIOUAs
TeopeTUUeCKe M TIpakKTUYeCKue 3aHSATHS, CaMOCTOSTEJbHYIO pabdOoTy, TeKYyLIUi
KOHTPOJIb, MMPOMEXYTOUYHYIO aTTEeCTaIllI0 IT0 MOIYJSIM, IMPOEKTHYIO NHPaKTUKy W
3alIUTy UTOTOBOTIO MpoeKTa no 3aBepiueHuu [IporpamMMmel.

Pexomennyemblii cpok ocBoeHus: coctaBiasieT 10 MecsueB (40 yuyeOHBIX
HeJlelib) IMpu cpenHeil Harpyske 20 akageMUuecKUX 4acoB B Henmenaro. KoHKpeTHoe
pacrmcaHre MOXKeT IIpelycMaTpuBaTh pa3jIMYHOE COOTHOIIIEHNE 3aHsITHUIA C
MpernogaBaTeieM M CaMOCTOSTeNbHON paboThl. JlomyckaeTrcs oOydyeHue II0
WHIVBUOYyaJLHOMY yuyeOHOMY IIJIaHY, B TOM 4YMCJI€ YCKOPEHHOE, IPpU COXpaHEHUU

o011ero o6beMa U TOCT>KEHUHN TIAHUPYEMBIX PE3yIbTaTOB.

1.12. JIoKyMeHT 00 00yuyeHHUH

OoOyuaromemycs, ocpouBiieMy IIporpamMmy, BBINOIHUBILIEMY 00s13aTeIbHbIE
3aJaHUs U YCIIEIIHO MpolIenieMy IMPOMeKYTOUHYIO aTTeCTalluio I10 3aBeplIeHn!
ITIporpammbl B ¢dopme 3alUThl UTOTOBOrO IIPOEKTa, BhbIIaeTcsl cepTudukar o0
obydeHMnu 110 00pasily, caMocTosaTeIbHO ycTaHOoBIeHHOMY OO0 «MHHOIpOT».

Ceptudukar sgBasieTcsi TOKyMEHTOM o0 oOydeHuM, MOATBep:KaaeT ¢GakT U
00bEM OCBOEHMS JIOIOJHUTEILHONW 0011e00pa3oBaTebHOM 00Ilepa3BUBaIOIIEH
MporpaMMbl, HO He SBJSETCS JIOKYMEHTOM 00 oOpa3oBaHuu u (WId) O
KBaJIM(pUKALlMM, HE IpUCBAMBAeT KBaJU(UKALMIO M HE 3aMEHSIET IUILIOM O
npodecCuoHaJILHOM TepernoIroToOBKe.

Jluny, ocBouBIiemMy yacTh IIporpaMMbl, OTYMCIEHHOMY 10 €€ 3aBepIlIeHUs] U
He TIpollIedIlIeMy aTTeCTaluIo, IO ero 3asBJIeHUI0 MOXKeT ObITh BhIIaHa CIIpaBKa 00

00y4YeHUY WIN O Meproae o0ydeHus mo obpasily, YCTaHOBJIEHHOMY OpTraHU3alHell.

1.13. IlpodopueHnTanoHHasd M NPAKTHYECKasA HANPABJIEHHOCTh

Counep:xanue IIporpaMMbI COOTHECEHO C TUTTOBBIMU COBPEMEHHBIMU 3a1adyaMU
M0 HampaByieHuto «paspaborka urp B Unreal Engine 5» WCKIIOUMTENBHO Kak
npodopUeHTAallMOHHBIA U codepxKaTeabHblli opueHTUp. IIpodeccuonanbHbIe
cTaHOapThl MOTYT MCIIOJIL30BaThC IMPU aKTyaJM3allMd TeM U KpUTepueB KauecTBa

IIPOCKTOB, OOHAKO HporpaMMa HEC 3ad4BJISAACT ITOAT'OTOBKY K BBLITIOJTHCHHUIO TPYIOBbLIX
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dyskumMii B momHoM oObeMe M He YyCTaHaBJIMBaeT YpPOBEHb KBaJludUKaLUU

BBIITYCKHHUKA.

1.14. IInanupyembie pe3yJbTaThl OCBOECHHS MPOTPAMM bI

1.14.1. Ilepedyennb hopMHUPYEMBIX NPEeIMETHBIX pe3ybTaTOB

Tabmuma 1 — Qopmupyemble IpeIMETHBIE PE3YJIBTAThI

Kon HaumeHnoBaHnue npeaMeTHOIro pe3yabTaTa

IIP-1 |IIpoexTupoBaTh UTPOBOI MIPOTOTUII, GOPMYJINPOBATH UTPOBYIO 1€,
core loop, mpaBwiia, ycioBus MO0€Ibl U MOPAXKEHUS, OTPaHUYEHUS U

KPUTEePUU IPUEMKU.

ITP-2 | Co3paBath u conpoBoxaath npoekThl Unreal Engine 5, ypoBHH,
actors, components, assets, MaTepuaabl, MICTOYHUKU CBETA U

ctpykTypy Content Browser.

ITP-3 | Pa3pabaThiBaTh UTPOBYIO JIOTUKY cpeacTBamu Blueprint,
HCIIOIb30BaTh COOBITHUS, TIepeMeHHbIe, QYHKIIMNA, KOMIIOHEHTHI,

uHTepdeiichl, dispatchers u cpeacTsa oTIagKu.

IIP-4 | PeanuzoBbiBaTh 0a30Bbie UTPOBbIE MEXaHUKM, BKJIIoUast cOop
MpeIMETOB, CUET, TaliMep, 3I0pOBbe, YPOH, CTPebL0y, mobeny,

MopakeHNe 1 Mepe3anycK YpOBHS.

I1P-5 |Co3maBaTth untaemyto 3D-ciieHy 1 BU3yaJIbHYI0O OCHOBY UTPOBOTO
ypOBHS ¢ ucnoiab3oBanreM blockout, Modeling Tools, ocBewienus u

0a30BbIX MaTEpUAJIOB.

I1P-6 |Co3maBaTh KacTOMHOTO IepcoHaxka i Pawn, HacTpanBaTh
yIIpaBJieHle, IBIDKEHNE, KaMepy W B3aMMOJIENICTBIE UTPOKA C

YPOBHEM.

ITP-7 |HacTtpauBatrb B3aumMozeiicTBue o0beKTOB uepe3 collision presets,
overlap, hit-co6bITus, trace-npoBepKy U MpaBuia peakiuyi UTPOBBIX

O00BEKTOB.

I1P-8 |Pa3pabaTbeIBaTh MPOCTOE TTOBEIEHIE UTPOBBIX 00BEKTOB Uepe3 State
Tree u co3maBaTh IOJAb30BaTEAbCKUM NHTEepdelic cpeacTBamMmu UMG n
User Widget.
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Ilpodonaxncenue mabauywt 1

Kon HaumMeHnoBaHue npeaMeTHOI0 pe3yabTaTa

ITP-9 |IIpoBomuTh 6a30BOe MpodUIMpOBaHNE M ONTUMM3ALINIO
MIPOEKTa, TOTOBUTHL COOPKY, IPOBEPSTH MPON3BOIUTEILHOCTD 1

BOCIIPOU3BOIMMOCTDb OEMOHCTpALIN.

ITP-10 | OdopmasaTh NTPOBOI MPOEKT KaK IMOPTPONIMNO-pe3yabTaT, TOTOBUTH

README, ckpuHIIIOTHI, BUIE0, CTpaHUILY Ha itch.io mim gpyroit

ITomaake 1 3allIUTy ITPOCKTaA.

1.14.2. IInanupyembie pe3yJabTaThl 00y4eHH

B pesynbraTe ocBoeHus IIporpaMmMbl 00yuyaroniuiicss JOJKEH:
3HATh:

— 0a30Bble MPUHIIUIILI CO3MAHUS UTP, CTPYKTYPY UTPOBOTO LIMKJIA, TIOHSTHS COre
loop, enu urpoka, nobenbl, MopaxkeHust 1 06paTHON CBSI3U;

- Ha3zHaueHre OCHOBHBIX aneMeHToB Unreal Engine 5: mpoekrta, ypoBHs, actor,
component, pawn, character, player controller, game mode, content browser;

— MPUHIIMIIBI  BU3YyaJbHOTO TIporpaMmupoBaHus Blueprint, coObITHitHOM
MOJeJH, TIepeMeHHbIX, QYHKIINI, KOMITOHEHTOB, MHTep(dECOB 1 OTIaIKH;

— MOAXONbl K MPOEKTUPOBAHMUIO 0a30BBIX WMTPOBBIX MEXaHWK, BKIIO4as cOop
MpeaMeTOB, CUET, TaliMep, 300POBbE, YPOH, CTPeAb0y 1 3aBepllIeHIe YPOBHS,

- Ha3zHaueHne  blockout, WMHCTpYMEHTOB  MOIEIMPOBAHUS  pedaKTopa,
MCTOYHMKOB CBeTa, 0a30BBIX MaTepHaIoB U MPOCTOIO IIeiimepa;

— TIPUHIIATIBI HACTPOUKM IepcoHaxa, yIIpaBJIeHUs], KaMephl u
MTOJIb30BAaTEILCKOTO OIbITA UTPOKA;

— OCHOBBI HACTpOWKM Koymusuid, overlap, hit-cob6ertuii, collision channels u
trace-nmpoBEPOK;

— HaszHaueHMe State Tree njig onrcaHusI MOBeIeHUST 0OBEKTOB Yepe3 COCTOSTHMS,
Tepexoabl U YCIOBUS,

— OCHOBBI CO3IaHMS MOIb30BaTeIbckoro naTepdeiica B UMG 1 cBSI3M BUIKETOB
C UTPOBBLIM COCTOSIHAEM;

- 0a30BbIe MOAXOIbl K NPpOoPUIMPOBAHUIO, ONITUMMU3ALIMM, ITOATOTOBKE COOPKU,

README u ny6imkanmu mmpoekTa.
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YMETh:

co3naBaTh U HacTpauBath rpoekT Unreal Engine 5, ypoBHU, CTPYKTYpy Mamnox,
assets 1 IMpOCThIE CIIEHEI,

OIMCHIBATh UTPOBYIO MIEI0 B BHUIE NpaBWI, ClieHapus UTPOKa, KpUTepueB
MIPUEMKU 1 YeK-JINCTa IIPOBEPKMU;

co3naBaTh Blueprint-kiacchl, UCMIONIB30BaTh COOBITUS, TTIEpEMEHHBIE, QYHKIIUH,
uHtepderichl, dispatchers 1 KOMITOHEHTHI;

PCaIN30BLIBATH 0a30BbIe UI'PpOBBIC MCXAHUKM W CBA3BIBATH HNX C UI,

KOJIJIM3UAMU, IIEPCOHAKEM 1 COCTOAHUAMMU UTPHI;

co3maBaTh mpoctyio 3D-cueny c¢ blockout, cBeroMm, MaTepuaiamMud U

BHU3YyaJbHBIMMU ITOACKa3KaMM IJIAd UI'POKa,

co3JaBaTh KaCTOMHOTO mepcoHaxka wiu Pawn, HacTpauBaTh YIIpaBJIeHUE,

IBIDKEHNE U KaMepy,

HacTpauBaTh MpaBUia B3auMMOAEHCTBUSI 00BEKTOB 4yepe3 collision presets,

overlap, hit events u trace;
co3llaBaTh IPOCTOE TTOBeleHNEe 00beKTa I IPOTUBHUKA Uepe3 State Tree;

coznaBath User Widget, HUD, ctapToBblii 5KpaH, 3KpaH mobeabl, MopaskeHust

U mepe3arycka;

npoduanupoBaTh y4eOHBI TPOEKT, MCIPaBILITh TUIIOBBIE MPOOJIEMBI
MNpPOU3BOAUTEILHOCTH, ToTOoBUTh cOopKy, README, cKpuHILIOTHI, BUIEO
U CTpaHUILy IPOEKTA.

BJaJeTh HABbIKAMHU:

MpaKTUYECKO pazpaboTku urposbix nporoturnoB B Unreal Engine 3;
MMPOEKTUPOBAHMS M TOKYMEHTHUPOBAaHMS UTPOBBIX MEXaHUK;

BU3YyaJIbHOTO MTpOrpaMMUpPOBaHus 1 oTiaanku Blueprint-noruku;

OpraHu3aluu CTPYKTYpPHI IIpOeKTa, assets, YpOBHEW M IeMOHCTPAlIMOHHBIX

MaTepUajioB;
HACTpOMKM IepcoHaxKa, ynpasJjieHus, KaMepbl, Koyutnu3uii, Ul 1 mpocToro Al;
MMOJATOTOBKM IMPOEKTA K IIPOBEPKE, COOpKe, My OJIMKALIUY 1 3aIlIUTE;

BBIIIOJTHCHHMA HMTOI'OBOI'O IIPOCKTA OT IIOCTAHOBKM 3adddMd OO HOpTCl)OJII/IO-

nyO0JaMKaly U 3alUThl pe3yabTaTa.
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1.14.3. MeTanpeaMeTHble H JHYHOCTHBIE Pe3YJbTAThI

ITo 3aBepmenun IIporpaMMbl 00y4JarOLINIACS CITOCOOEH:

— CTaBUTh Y4eOHYI0 3amauy, pa3buBaTh €€ Ha 3Tallbl, IJIAHUPOBATh CPOKU U
KOHTPOJIMPOBATh MPOJABUKEHUE;

— MCKaTh, COITOCTABIIATh M KPUTHUYECKH OIIEHNBATh TEXHUYECKYIO MH(POPMAIIHIO,
TOKYMEHTAIIAIO 1 IPUMEPHI;

— OOBSICHATHL BBLIOpaHHOE pellleHue, BOCIHPUHMUMATL OOpaTHYIO  CBS3b,
apryMeHTUPOBAaHHO BHOCUTH U3MEHEHUS U TIPeICTaBIISITh pe3ysbTar;

— cobronaTh TMpaBMjla KOMAHIHOTO B3aMMOIEHCTBUS, aKaJleMWUYeCKOM
I0OPOCOBECTHOCTU M KOPPEKTHOI'O YKa3aHUSI UCTOYHUKOB;

— OTBETCTBEHHO paboTaTh C MEPCOHAIBLHLIMU JaHHBIMM, YUETHBIMU 3alMCIMMU,
CeKpeTaMM 1 MOIb30BaTeIbCKON MHPOpMaImeii;

- HUCIONb30BaTh  T'eHepaTUBHbIE  MHCTPYMEHTBI U MHBIE  CpelIcTBa
UCKYCCTBEHHOTO MHTE/JIEKTa KaK BCIOMOTaTeJIbHBI pecypc, MpoBepsis
pe3yabTaT U COXpaHsIsI IMYHYIO OTBETCTBEHHOCTD 3a BBHITIOJTHEHHYIO paboTy;

— MIPOSIBJISTh CAMOCTOSTEILHOCTh, aKKyPaTHOCTh, HACTOMYMBOCTD MPH ITOUCKE

olIMOOK 1 yBaxKeHMe K pe3yabTaTaM 4y>Koro Tpyja.
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2. Coxep:KaHHe MPOrpamMMbl

2.1. Y4eOHblii njaan



Tabanna 2 — YueOHBIV TUTaH

Ne | Hammenopanue moays Bcero, | JIekn., | IIpakr., IIA, HA, ®opma
qac. qac. 4ac. | Cawm. pap), 9ac qac. KOHTPOJIs
qac.
1 |ba3oBble IPUHIIAIIELI CO3TaHUS UT'D 12 6 0 6 0 0 BXOJHOM KOHTPOJIb
2 |3nakomctBo ¢ Unreal Engine 5 56 17 22 11 6 0 3ayeT
3 | BusyanpHoe IIporpaMMupoOBaHue 92 26 43 17 6 0 3ayeT
Blueprint
4 | Pa3paboTKa 6a30BBIX MEXaHUK UT'PbI 68 20 31 11 6 0 3ayeT
5 | HCTpYyMEHTHI MONEIUPOBAHUS B 68 20 31 11 6 0 3a4ueT
penakTope, UCTOYHUKY CBeTa, 6a30BbIit
meunmep
6 | Co3maHue KaCTOMHOI'O IIEpCOHAXKa, 80 23 40 11 6 0 3ayeT
HACTpOIiKa yMpaBieHUs U KaMepbl
7 | BzaumomeiicTBue 0OBbEKTOB UYepe3 56 17 25 8 6 0 3ayeT
CUCTEeMY KOJUTH3UIA
8 | OcHoBbl coznanus MU c 56 17 25 8 6 0 3a4er
rcnonb3oBaHueM State Tree
9 | OcHossl pabotsl ¢ UMG u User Widget 48 12 21 9 6 0 3a4er
10 |IIpodmmmpoBaHme U ONTAMU3BALINS B 48 12 21 9 6 0 3ayeT
Unreal Engine
11 |IIpoext «Collect the coin» 56 6 39 11 0 0 3a4eT 110 TIPOEKTY
12 |IIpoekrt «IllyTep ¢ aeTaroimM TPOHOMY 80 6 57 17 0 0 3a4eT 110 IPOeKTy

91



IIpodoancenue mabauuwvt 2

Ne | Hammenopanue moxys Bcero, | JIekn., | IIpakr., ITIA, A, ®opma
qac. qac. 4ac. | Cawm. pap), 9ac qac. KOHTPOJs
qac.
13 |IIpoekTHas MpakTHKa U IOPTHOIKO. 44 0 33 11 0 0 nmomnyck Kk MA
3arpyska urp Ha itch u npyrue ruromanxu
14 |IIpomexyTouHast aTTeCTaLus 1O 36 0 0 0 0 36 3alluTa IpoeKTa
3aBepieHnn [IporpaMMbl
HUtoro| 800 182 388 140 54 36 |-

L1
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ITpoMexxyTouHasi aTTecTalMs OCYILECTBJISIETCSI MO 3aBeplIeHUU MOIYJei,
orpelesieHHbIX yueOHbIM maaHoM. IIpomekyTouHast arTecTalys MO 3aBeplleHUr
IIporpamMmmbl IpOBOIWTCS OTHOENHLHO OT IIPOMEXYTOUHOM arTecTallii B ¢opme
3allIUThl UTOTOBOI'0 aTTECTAIIMOHHOI'O IPOeKTa. TpyIoeMKOCTb IIPOMEXKYTOYHOM

aTTecTaluy 1o 3aBepiueHun [IporpaMmmel cocTaBisger 36 akageMUUeCKUX Jaca.

2.2. KanengapHbiii yaeOHBIi rpaduk

Hauano o6yueHus omnpenensieTcs: o Mepe KOMIUIEKTOBaHUS yueOHOI I'pyMIIbI.
YuebHble rpynmbl MOTYT ¢GOpMHUPOBATLCS B TedeHHE BCEero KaJleHIapHOTro roja.
Ilepnon ocBoeHus IlporpamMmbl omnpenesnsieTcsl KajleHIapHbIM Y4eOHbIM IpadukoM
U pacrimcaHueM. Himke npencraBieH peKOMeHIyeMblid rpaduK MpU CpoKe o0ydeHus

10 mecsiieB (40 Henmenn).

Tabauua 3 — KaneHgapHsblid y4eOHBIN rpaduk

Ne (HamMeHoBaHHe MOAYJIs Ilepuon Yacwl
00y4YeHH

1 |ba3oBble MPUHIIAIILI CO3IAHMUS UTP 1 Henmensa 12

2 |3nakomcTBo ¢ Unreal Engine 5 2-4 Henenu 56

3 | BusyasnibHoe mporpammupoBanue Blueprint 5-9 Henenu 92

4 |Pa3paboTka 0a30BBIX MEXaHNK WUTPhI 10-12 68
HeIeau

5 |MHCTpYMEHTHI MOIIETMPOBAHUS B peIakTope, 13-15 68
WCTOYHMKM CBeTa, 0a30BbIil IIeiaep HeIeau

6 |Co3maHne KaCTOMHOIO MepcoHaxka, HacTpouKa 16-19 80
yIIpaBJeHUs 1 KaMephl Heneau

7 |B3auMopeiicTBre 00BEKTOB Yepe3 CUCTEMY 20-22 56
KOJUTU3UI HeIenn

8 |OcHoBbl co3nanus MU ¢ nucnonb3oBaHueM State 23-25 56
Tree HeIeIun

9 |OcHosbl pabotel ¢ UMG u User Widget 26-27 48
Heneau
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IIpodoaxcenue mabauuyot 3

Ne (HamMeHoBaHue MOAYJs Ilepuon Yacel
00yJYeHHs

10 |IIpodunupoBanue n ontumuzanus B Unreal Engine 28-29 48
Henenu

11 |IIpoekT «Collect the coin» 30-32 56
Henenu

12 |IIpoekT «IllyTep ¢ JeTarolMM IPOHOM» 33-36 80
Henenu

13 |IIpoekTHas mmpakTKa 1 MopTdOano. 3arpy3Ka urp 37-38 44
Ha itch u gpyrue mioiagku HeIeIn

14 |ITpoMexxyTOUHast aTTecTalus 10 3aBepIICHUN 39-40 36
IIporpammbl Henelun

HUroro| 800

2.3. PaGouune mporpamMmMbl Moayaeit

B pabouux mnporpamMmax MouayJieil omnpenenasitoTcs e, pe3yabTaThl,
TeMaTU4ecKoe colepxkaHue, (OpMbl OpraHM3aldM 3aHSITUI, CaMOCTOSITEJIbHOM
paboTel M KOHTpojd. IlepedeHb TeM COOTHOCUTCSI C (PAKTUUECKOM CTPYKTYpou
y4eOHBbIX MaTepuajoB W BHYTpeHHero KoHTeHTa HarpaiieHusi «Unreal Engine-
pazpaboTumK».

IIpoexTHas TpaekTopusa nporpammal. IIporpamMma nmocTtpoeHa Tak, 4ToObI
KaxXXIbIid MOIYJIb NOOABJISIT HOBBIM cioil K OynyiieMy noptdonno. O0yvaromuiics
MNOCTENEeHHO IIPOXOAUT MyTh OT MOHMUMAHMS WUIPhl KaK CHUCTEMbl 10 3allUThl

oIy 0JIMKOBAaHHOTO MPOEKTa.

Tabnuua 4 — I[IpoekTHast TpaeKTOPUsI IIPOTPaMMBbI

No | Bram Monyan PesynpraT sTana

1 |Bxox B mpodeccuto Monyiau 1-2 UIpoBas Unesl, CTPyKTypa
MPOEKTa, MePBhIii YPOBEHD B

Unreal Engine 5.
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IIpodoaxncenue mabauywvt 4

No | Bram Monyan PesynpraT sTana

2 |ba3oBas pa3paboTka monynau 3—7 Blueprint-noruka, MexaHuKH,
MepCOHAaK, yIpaBjeHne,
KaMepa, KOJUT3UU U

BU3yaJlbHasda Cp€aa.

3 | CucTeMBI UTPHI monynn 8—10 State Tree, UMG,
npoduInpoBaHue 1
HCIIpaBJIEHIE€ TUIIOBBIX

npobeM npoeKTa.

4 | IlpoexkTHBI OJIOK monymm 11-13 nrpa Collect the coin, myrep
C JICTAIOIINM IPOHOM,

MopTHOINO U My OIUKAIIKS.

5 |3amura pe3yabrara Monynb 14 WTOTOBBIN IIPOEKT, cOOpKa,
IEMOHCTpaLus, 00OBbICHEHIE
ApXUTEKTYPhI M OTBETHI HA

BOIIPOCHI.

OOyuJaromuiics MOXET BBIIIOJIHATH YKa3aHHBIE IPOEKTHI ITOCIEIOBATEIBHO
ar00 BHIOpaTh MHIWBUIYAJIBHYIO TEMY IIOCJIE COIJIACOBAHMS C NperomaBaTeseM.
ManuBunyaipbHas TeMa JOJKHA COOTBETCTBOBATL pe3ysbraTaM IIporpammuli,
BKItoyaTh pa3pabotky B Unreal Engine 5, Blueprint-noruky, urpoBoii cueHapuii,
MOJIb30BaTEJIbCKOE B3aMMOJIEICTBUE, TE€MOHCTPAIIMOHHBII YPOBEHD, IPOBEPSIEMBbINA

pe3yiabTat, README 1 MaTepuanbl 111 3a1IUTHI.

2.3.1. Moayans 1. ba3oBble NpUHIUNBI CO3AAHUS UTP

Hear Moayas: cdopmMupoBaTh IIOHMMAaHME UIPhl KaK WHTEPAKTUBHOU
cucTeMbl, 0a30BBIX IIOHATHI TrelMIM3aiiHa, CTPYKTYphbl WUI'POBOTO IUKIA, POJU
OPOTOTUNMUPOBAHUS U TPeOOBAHMIA K yU4eOHBIM ITPOEKTaAM.

Oo0bem Moayasi: 12 4., B TOM 4YHcClIe JEKIMOHHBIE 3aHATUI — 6 4.,
npakTuueckue 3aHatusg — O 4., caMocTosiTenbHas pabota — 6 4., KoHTpoirb — 0
q.

IlnanupyeMbie pe3yJbTaThl O MOYJIIO:

- INIOHMMATb HA3HAYCHHMCEC >KaHpa, OEJICBOTO IEeUCTBUS nurpoka, core IOOp N I1IpaBNI

WTPHI,
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BBIIE/ISATh WUTPOBYIO 1IeJIb, YCJIOBUSI IMOOeObl M MOpakeHWs, OTrpaHUYeHUS
YPOBHS Y KPUTEPUU IIPUEMKU;

OIIMCHIBATh IIPOCTYIO UTPOBYIO MO0 B GopMaTe TEXHUIECKOTO 3a0aHuUs U YeK-
JINCTA;

MMOHUMATh CTPYKTYPY OpOorpaMmbl, GOpMbl KOHTPOJIS, TpeOOBaHMS K IPOEKTaM

1 TTIOpT@OaHO.

Tabamia 5 — TemaTnaeckmii mad Moayns 1. bazoBbie MPUHIINITBI CO3MaHUS UTP

Ne |Tema Yacer | Comepxanne
1 |HWrpa kak nHTEepakTHUBHAs CUCTEMa 3 1IeJIb UT'POKa, MpaBuiia, o0paTHasI CBS3b,
COCTOSIHME UTPhI, HoOena 1 IopakeHue.
2 | KaHpbl, MexaHUKU U core loop 3 >KaHPOBBIE OXUIAaHWUSI, OCHOBHOM
WTPOBOM IIMKJI, MOTUBALIMS UTPOKA,
IIOBTOpPsSIEMO€ ITeiCTBUE.
3 |HrpoBas DOKyMeHTalus U KPUTEePUN 3 KpaTKOe TeXHUYECKOe 3aJaHue, User
KaJyecTBa story, KpUTepuu NpUueMKHu, PUCKU
peann3amuu.
4 | OpraHuzanus 00y4eHus ¥ IPOeKTHOMI 3 MOIYJIU, KOHTPOJIbHbIE TOUKH,
TPaeKTOpUM pPEeNo3UTOPUIA, TeMOHCTPAIIMOHHbBIC

MaTepHajabl 1 TpeOOBaHMS K UTOTOBOM

3aliuTe.

Conepxanue moayasi: Monynab 3amaeT MeETOIUWYECKYIO OCHOBY Bceit

nporpaMmbl. O6yuaronuiicsa pa3bupaeT, U3 KaKMX 3J€MEHTOB COCTOMT MIpa, Kak

dopmynupyeTcss umess MpOTOTUIIA, YeM MeXaHUMKa OTIMYaeTCsl OT BU3YyaJbHOTO

odopMiaeHMs, KaK GUKCUPYIOTCS TpeOoBaHUS U KaK y4eOHbIe 3alaH1s TOCTEeIIEeHHO

ckianbiBatotes B moptdonro Unreal Engine-paspabotuuka.

IIpakTnyeckue BUABI padoT:

pa3bop AeMOHCTpallMoHHOTO TipuMepa B peaakrope Unreal Engine 5;
BBITIOJTHEHME MTPAKTUUECKOT'0 3aJaHNs 10 TeMe MOIYJIS,

MpoBepKa pe3yJibTara Mo YeK-JIUCTY M UCIIpaBJeHe TUIIOBLIX OIINOOK;
COXpaHeHMe WTOroBOTO BapuaHTa B CTPYKType Yy4deOHOro IIpoeKTa WU
noptdoano.

CamocTosiTeibHass padora oOydyalomerocssi: W3ydeHUME KOHCIIEKTA,

MOBTOpEHNE NeiCTBUIA mpemnoaaBaress, nopabotka Blueprint-noruku, odbopmieHue
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KpaTKUX TIOSICHEHMIA K peIleHUI0, MOJATOTOBKAa CKPUHIIOTOB WIA KOPOTKOM
IeMOHCTpaLMU pe3yJibTaTa.

MdopmMa KOHTpOJsA: 3ayeT II0 TIPAaKTUYECKOM paboTe, YeK-IUCTy U
TeMOHCTpAIN pe3yJIbTaTa.

HpOGKTHLle 3aJaHUA " apTed)aKTbI:

— OoInMcaTh HIEI IMPOCTOr0 WUIPOBOro IPOTOTUIA C liedbl0, MpaBUJIaMU U
YCJIOBUSIMU 3aBepIIICHUSI,
— MMOATOTOBUTh WHIMBUIYATBHBINA IIJIaH MPOEKTHOW TPAeKTOPUU M CTPYKTYPY

TMaTlKy Kypca.

TumoBbie OMHUOKH, MOAJTEKANIHE pa3dopy:
— UTPOBAsI Ues ONKrcaHa CIAUIIKOM OOIII0 U He UMeeT IIpoBepsieMOi 11eJ1u;
— He ompeleeHbl yCIoBUs ITo0eabl, MopaskeHNsT WX 3aBepIIeHNsT YPOBHST,
— He co3laHa CTPYKTypa IIPpOeKTa 1 MaTepHrajaoB O0yUeHMs.

MuHuMajJbHBIH YPOBeHb OCBOEHHS: BBIIIOJHEHbl  OO0s3aTeIbHbIE
MpakKTUYECKUEe 3aTaHUsI MOOYJIsSI, Pe3yabTaT 3alyCKaeTcs U MOXET ObITh MPOBEPEH
10 3aTaHHBIM KPUTEPUSIM.

IloBbiIeHHBIHA YypOBEeHb OCBOEHHS: pe3yJbTaT IOMNOJHEH aKKypaTHOM
CTPYKTYpPOM, TIOSICHEHWEM DPEIICHUM, VYIYUYIIEHHOW BU3YaJbHOM T[OOayed u

MaTtepuraaaMu Ojs nopTdoJimo.

2.3.2. Moayasb 2. 3nakomctBo ¢ Unreal Engine 5

Heas mMoayns: chopmupoBaTh 6a3oBbie HaBbiKM paboTel ¢ Unreal Engine
5, wmHTepdeiicoM pemakTopa, ImabJoHAMU IIPOEKTOB, YPOBHSIMH, OOBEKTaMMU,
KOMITOHEHTaMU, assets ¥ MEpBUYHON opraHM3amneil mpoeKTa.

O0bem Moayas: 56 4., B TOM UMcie JEeKIMOHHBIE 3aHATHI — 17 4.,
MpaKTUYecKre 3aHATUsI — 22 4., caMocTosITeNbHas paborta — 11 4., KOHTpoOJIb —
6 u.

IlnanupyeMbie pe3yJbTaThl O MOYJIIO:

— co3naBaTh, OTKpbIBaTh U coxpaHaTh Unreal Engine 5-nipoexT;

- OPUEHTUPOBATHCS B OCHOBHBIX MAHEJSIX pegakTopa, viewport, Outliner, Details
Panel u Content Browser;

— pa3MemniaTh actors, HacTpamBaTh transform, components, KaMepbl, ICTOYHUKU

CBCTa U IIPOCTHLIC MaTCpUaAJIbI;
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- opopMIISIThL YyUeOHYIO ClieHY ¢ IOHSITHOM cTpykTypoil nmanok, README n

IEMOHCTpAIMEN 3amycKa.

Tabnuua 6 — Tematndeckwnii rian Mmoayis 2. 3HakoMcTBo ¢ Unreal Engine 5

Ne | Tema Yacel | ComepxkaHue
1 | Ycranoska m niepBsIif 3ammyck Unreal 6 Epic Games Launcher, Bsi60p Bepcun
Engine 5 IBIDKKA, CO3JaHNe TIEPBOTO MPOEKTa,

MpOBepKa CUCTEMHBIX TPeOOBAHMIA.

2 | HuTepdeiic pemakropa 9 viewport, toolbar, Outliner, Details
Panel, Content Browser, peskuMbI

IIPOCMOTpa 1 HaBUTAIIWU.

3 | II1a60HBI IPOEKTOB U CTPYKTypa 9 templates, maps, blueprints, materials,
Content meshes, textures, mpaBuia UMEHOBAHUS

U OpraHu3alunu assets.

4 | Actors, components 1 transform 9 pa3MelreHre 00bEKTOB, IEpeMeIlleHNE,
MOBOPOT, MacluTabupoBaHue, mobility,

6a3oBble components.

5 |Pabota ¢ ypoBHIMU 9 co3IaHue KapThl, COXpaHEHIEe YPOBHSI,
basic blockout, pacrronoxeHne

00BEKTOB U KaMep.

6 | Mmmopt u ucrionb3oBaHUe assets 8 UMIIOPT MOJIEIei U TEKCTYP,
MpoBepKa MyTeli, HACTPOIiKa IIPOCTHIX

MaTepHajIoB, IOPSIOK XpaHEHUS

pecypcos.
7 | Project Settings, Play In Editor u 6 HACTPOIKM npoekTa, play modes,
3ayeTHasl ClieHa MpOBepKa CIeHBI, IIOATOTOBKA

README, ckpyHIIIOTOB 1 KOPOTKOTO

BHIOCO.

Conepxanue Mmonayiasi: Monyib mepeBoOUT oOyuaroiierocs oT obleit naen
urphbl K pabote B pegaktope Unreal Engine 5. OcHOBHOIA pe3yJibTaT MOAYJISI COCTOUT B
CO3IaHMU TTepBOI yUeOHOI CIIEHEI, TIIe €CTh KapTa, 00BEeKThI, KaMepa, CBET, IIPOCTHIE
MaTepUaIbl M1 BOCIIPOU3BOINMBIN MOPSIIOK 3aITyCKa IPOEKTA.

IIpakTHYeckHe BHIBI padoT:
— pa3bop AeMoHCTpallMoHHOTO TipuMepa B peaakrope Unreal Engine 5;
— BBINOJIHEHNE TPAKTUYECKOTO 3aJaHNS TTI0 TEME MOIYJIS;

- IIPpOBEPKA pEIYyJIbTAaTa IO YEK-JIUCTY U UCIIPABJICHNUC TUITIOBBIX O]J_[I/I6OK;
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- COXpaHCHHUEC HMTOI'OBOI'O BapHaHTa B CTPYKTYpPC yqe6Horo IIPOCKTa WIHN

nopT@OJIMO.

CamocrosiTeibHass pabdora oOyyalomerocs: M3ydyeHUE KOHCIIEKTA,
MOBTOpEHKE NeMCTBUIA mpenoaaBarensi, nopabotka Blueprint-moruku, odbopmienne
KpaTKUX TIIOSICHEHWI K peIIeHWI0, IIOATOTOBKAa CKPHWHIIOTOB WJIN KOPOTKOMU
IIEMOHCTpalLlK pe3yJibTaTa.

dopmMa KOHTpOJs: 3aueT II0 TIPaKTUUYECKOH paboTe, UYEK-IUCTy U
IeMOHCTpaLIMK pe3yJibTaTa.

IIpoexkTHBIE 3a7aHusA ¥ apTedaKThi:
- co3nath yuebHyto ciieHy 3HakoMcTBa ¢ Unreal Engine 5;

- opopmuth cTpykTtypy Content, README, CKpHHIIOTEI U KOPOTKYIO

I€MOHCTpPALIMIO 3aITyCKa.
TunmoBbie OMUOKH, MOAJIEKaNHe pa3dopy:

— MMPOEKT OTKPHIBACTCS TOJBKO Ha KOMIIbIOTEpPE aBTOpa M3-3a HapyILIEHHOM

CTPYKTYPHI assets;
— KapTa He COXpaHeHa UJIM He yKa3aHa KakK pabouas ClieHa;
- orcyTcTByeT README 1 nmpoBepsieMast MIHCTPYKIIUS 3aIlycKa.

MuHUMaJbHBIH yYpPOBEeHb OCBOEHHS: BBLINNOJHEHbl  OOsI3aTeJIbHbIE
OpaKTUUECKUE 3amaHnsI MOOYJS, Pe3yJbTaT 3allyCKaeTcsl U MOXeET OBITh MPOBEPEH
0 3aJaHHbIM KPUTEPUSIM.

IloBpimeHHBIH YPOBEeHb OCBOEHHSI: pe3yJbTaT HOMNOJHEH aKKypaTHOM
CTPYKTYpPOM, TIOSICHEHHMEM PELICHUN, VYIYyJIIeHHON BU3yaJbHOM TMOIayerl u

MaTepuanaaMu JJjisi TopTQOIKo.

2.3.3. Moayab 3. BusyaibHoe nporpammupoBanue Blueprint

Hea» Moayasi: chopMupoBaTh HAaBBIKM BH3YaJILHOTO NPOTPaMMUPOBAHUS
B Blueprint, Bkitoyasi cobbITUs, IepeMeHHbIe, GYHKIIMM, MaKpOocChl, UHTepdeiiChI,
KOMIIOHEHTBI, KOMMYHHUKAIIIO 00BEKTOB M OTJIAIKY JTOTUKM.

O6bem Moayasi: 92 4., B TOM YHCIe JEKIUOHHBIE 3aHATUI — 26 4.,
MpakTU4yecKue 3aHaTnsI — 43 4., caMocTogTenbHasd pabora — 17 4., KOHTPOJIbL —
6 4.

IInanupyemMble pe3yabTaThl O MOAYIIO:

- cosnaBath Blueprint-kjracchl 1 HacTpauBaTh UX CBOWCTRBA;
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HCITIOJIb30BaThb CO6LITI/IH, IICPpCMCHHDLIC, (bYHKI_[I/II/I, TafIMepr, BCTBJIICHUA U

LIUKJIBL;

OpPraHM30BbLIBaTh B3aMMOMIEUCTBHE OOBEKTOB Yepe3 CChIIKU, MHTEeP EHCHI,

dispatchers u components;

oTnaxuBaTh Blueprint-rpadsl, CTpyKTypupOoBaTh JOTUKY U OOBSICHATH paboTy

KIIFOYEBbIX Y3JI0B.

Tabmmna 7 — Tematudeckuii iad Monyid 3. BusyaiabHoe mporpaMMupoBaHue
Blueprint

Ne

Tema

Yacwl

Conep:xaHue

1

Blueprint Class u Event Graph

9

co3naHue kinacca, BeginPlay, Tick,

Custom Event, exec flow, crpykrypa

rpada.

IlepemeHHbIe, TUIIBI U GYHKIIAN

boolean, integer, float, text, arrays,
enums, structs, ¢pyHKIIAH, BXOTHbIE U

BBIXOIHbIC ITapaMETPhbI.

Flow Control u Taiimepbl

Branch, Sequence, Delay, Timer, Gate,
Do Once, loops u npaBuia 6e30nacHOro

IIPpUMCHCHUA.

DyHKIMN, MAaKPOCHI I CBEPHY ThIE

rpadbl

JCKOMITIO3UIIMA JIOTUKU, IIOBTOPHOEC
HCIIOJIb30BAHUE, YNUTAEMOCTDb U

OIr'paHMYCHUA MaKpOCOB.

Ccpuiku, Casting u Blueprint Interfaces

IIOJIY4YCHUC references, IIPOBEpPKa
BaJIMTHOCTU, B3aMMOIEUCTBUE

00BeKTOB 6€3 XPYIKUX CBSI3EIA.

Event Dispatchers u Actor Components

coObITUIiHAsE MOOE/b, BBIHECEHUE
IOBTOPSIEMOI JIOTUKM, HACTPOMKa

KoMmoHeHTOB 4yepe3 Details Panel.

Gameplay Framework Ha ypoBHe

Blueprint

12

GameMode, Pawn, PlayerController,
HUD, Gamelnstance u
OTBETCTBEHHOCTh KJIaCCOB Ha 0030pHOM

YPOBHE.

Blueprint Debugging

breakpoints, watch values, Print
String, BU3yanbHasi IpoBepKa MOTOKa

BBIMIOJIHEHUS U TIOMCK OILIMOOK.

Apxurektypa Blueprint-npoekra

11

MMCHOBaHUEC, KOMMCHTAapUu, (bYHKLII/II/I,
KOMITOHC€HTEI, OTpaHMYCHUC CIIOKHOCTU

Event Graph 1 moaroroska K peBblo.




26

Ilpodoaxcenue mabauys 7

No | Tema Yacwel | ConmepxkaHue

10 |IIpomexyTouHass aTTecTalus 6 vHTepakTUBHbIN Blueprint-npoTtotun
C HECKOJIBKUMU 00hEKTaMH,
COCTOSIHUSIMU, CYETOM M 3aBepllIeHUEM

CLCHapusi.

Coaepxanue Mmoayasi: Monyib siBjIsieTCs OCHOBOI MPaKTU4Y€CKOM pa3paboTKU
B nporpamMme. QOOyyarommiicss ocBavBaeT BuU3yalbHyl0 Jioruky Blueprint
KaK TJaBHBIA MHCTPYMEHT CO3HJaHUS MeXaHMK 0e3 Iepexoma K TeKCTOBOMY
MIPOrpaMMUPOBAHUIO, YYMUTCSI CBSI3BIBATH OOBEKTHI, BBIHOCUTH ITOBTOpSIEMBIC
meficTBUSI B (PYHKIMMA W KOMIIOHEHTBI, HAaXOOWUTh OIIMOKMA W IIOIJEPKUBATh
YUTAeMOCTh rpadoB.

IIpakTHyeckue BHIBI padoT:

- pa3bop AeMOoHCTpalMOHHOTO TipuMepa B penaktope Unreal Engine 5;

— BBLITTOJTHEHNE TTPAKTUUECKOTO 3aJaHNsI IO TeMe MOIYJIS;

— MpoBepKa pe3yabTaTa Mo YeK-JIUCTy 1 UCIIpaBiIeHe TUTIOBBIX OIIMOOK;

— coxpaHeHMe WTOTOBOTO BapuMaHTa B CTPYKType Y4YeOHOro mnpoeKTa WIn
nopTdonuo.

CamocrosTenbHass pabora oOyvyammerocs: u3yuyeHHWE KOHCIIEKTa,
TOBTOpEHUE NeliCTBUIA mpemnoaaBaress, nopabotka Blueprint-noruku, odbopmiaeHue
KpaTKUX TIOSICHEHWI K pelleH!o, IIOATOTOBKAa CKPUHIIOTOB WJIW KOPOTKOMU
IeMOHCTpAIIMU pe3yJibTaTa.

dopmMa KOHTpOJA: 3ayeT II0 IIPAaKTUYECKOM paboTe, YEK-IUCTy U
IeMOHCTpaLIMU pe3yabTaTa.

IIpoexkTHBIE 3a7aHus ¥ apTe)aKThl:

— CO31aTh UHTEPAKTUBHYO KOMHATy C HeCKOJIbKMMHU Blueprint-oobekTamu;

— peann3oBaTh Y4eOHYIO MEXaHUKY CO CUYETOM, COOBITUSIMHM WM IIPOBEPSIEMBIM
3aBepllIeHeM;

— MOJTrOTOBUTH cXeMy CBsI3M Blueprint-kiaccoB mJisi peBbIO.
Tunosbie OMUOKH, MOAJeXaN e pa3doopy:

- BCs JIoTMKa pa3menieHa B Tick 6e3 HeoOXxoIuMOCTH;

— rpadsl TIeperpysKeHbl 1 He pa3aeieHbl Ha GyHKIWY I KOMIIOHEHTHI,

— 00BEKTHI CBSI3aHbI Yepe3 CIydaiiHble CChIJIKM 0€3 IMMPOBEePKU BaJIMIHOCTH;
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- HCT OTJIadKM 1 JCMOHCTPAIIMOHHOI'O COCHapusAa IIPOBCPKU.

MuHHMaJbHBIH YpPOBEeHb OCBOEHHS: BBLINOJHEHbI  OOsI3aTeJIbHbIE
IpakTUUYeCKre 3alaHus MOOYJs, pe3yJIbTaT 3alycKaeTcsl U MOXeT ObITb MpOBEpeH
IO 3aJaHHBIM KPUTEPUSIM.

IloBpimeHHBIH YPOBEeHb OCBOEHHSI: pe3yJbTaT HOMNOJHEH aKKypaTHOU
CTPYKTYpOM, MOSICHEHHMEM pPEIICHU, VIYy4YIIeHHOM BU3yaJIbHOM MOTauyerl u

MaTtepuaaaMu Ojis nopT@oJmo.

2.3.4. Moayan 4. Pa3zpa6oTKka 0a30BbIX MeXaHHK UT P bl

IHear moayasi: copMupoBaTh HaBBIKA IPOEKTUPOBAHUS U pean3allui
0a30BBIX MIPOBBIX MEXaHMK, BKIIOUas cOOp TIIpeaMeTOB, CUeT, TaliMep,
MHTEPAKTUBHBIE 00BEKTHI, 3OPOBbLE, YCIAOBUS MO0, TIOpakeHNT 1 Tepe3aIycKa
YPOBHSI.

O0bem Mmoayas: 68 4., B TOM UmMcie JeKIMOHHBIE 3aHATHI — 20 u.,
npakTudeckue 3aHsaTust — 31 4., camocTosTenbHas paborta — 11 4., KOHTpOJIb —
6 u.

IInanupyeMbie pe3yJbTaThl 10 MOJYJIIO:

— MIPOEKTUPOBATh IPOCTYIO UTPOBYIO MEXAHUKY OT €] UTPOKa IO IPOBEPKU
pe3yJbraTa;

- co3naBath collectables, Tpurrepnl, KHOIKHM, IBEPU, MPEOITCTBUS U 30HbBI
3aBepIIeHNS;

— pealn3oBBIBaTh CYET, TaliMep, 3m0poBbe, YpoH, feedback m mepesamyck

YPOBHS;

- IpOBepPSITh MEXaHUKY II0 4YeK-JIUCTY M JopabaTbiBaTh 0OajlaHC y4yeOHOro

IIpOTOTHUIIA.

Tabnuua 8 — TemaTuueckuii mianH Moayas 4. Pa3paboTka 6a30BbIX MEeXaHUK UT'PhI

Ne | Tema Yacwel | Comep:kaHue

1 |Hrposas unes u core loop MexaHUKU 6 LIeJIb UTPOKa, IIOBTOPSIEMOe NeliCTBUE,

Harpaja, pucK, KpUTepHUH 3aBepILIEeHMSI.

2 | Collectables u pickup-o6beKkTbI 9 npenMeTsl 115 cbopa, overlap,
U3MEHEHNEe COCTOSIHUS, yIaJeHue

00beKTa, HAUMCIIEHUE OUKOB.
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Ilpoodoasxcenue mabauynst 8

No | Tema Yacwel | ConmepxkaHue

3 | Cuer, TaliMep U IIporpecc 9 repeMeHHbIe COCTOSIHUSI, OTOOpaKeHue
Iporpecca, orpaHIIeHIs BpeMeHH,

IIPOBE€PKa BBITIOJTHCHMA LCJIN.

4 | KHomkwu, 1BepH, pblyaru 1 9 MHTEPaKTUBHBIE 00BbEKThI, COOBITHS,
nepexTrodaTelIn OTKPBITHE TIPOXOa, BKITIOUEHNE

00BEKTOB 1 00paTHAsI CBSI3b.

5 |300poBbe, YPOH U MIPEHSITCTBUA 9 health, damage, omacHble 30HBI,
CTOJIKHOBEHUSI, BOCCTAHOBJIEHIE 1

06azoBag p€aKiuAa Urpoka.

6 |Ilobena, mopaxkeHue u restart 8 win condition, lose condition, restart
level, mepexom MeXIY COCTOSTHUSIMU

WUTPBI.

7 | Feedback misg nurpoka 6 3BYK, CBeT, mpocThle VFX, TeKcTOBBIE
MOICKAa3KM U BU3yalbHasd YNTAEMOCTD

OEeUCTBUSL.

8 |bamaHc 1 mpoBepKa MeXaHUK 6 CJIOKHOCTD, TEMII, KpalfHIE CIIydJan,

TeCTOBBII MapIIPYT U CIIMCOK 0aros.

9 |IIpoMmexxyTouHas aTTeCTaIId 6 MUHU-TIPOTOTHUIT ¢ 6a30BOM MEeXaHIKOM,

IOHSITHOM LIEJIbIO0, CYETOM U

3aBCPIICHUEM YPOBHAI.

Conepxanme wmoayasi: Monaynbs 3akperuisieT Blueprint-HaBblKu 4epes
cOo3JaHle KOHKPETHBIX WTpOBBIX nericTtBmit. OOyuyaromumiicad cobupaeT MeXaHUKY
KaK CBS3aHHBIN CIleHapUii, B KOTOPOM UTPOK IIOHMMAET 1ie/b, OJIy4YaeT 0OpaTHYIO
CBSI3b, CTAJIKMBAeTCs C OrpaHUYEHUSIMU M MOXET 3aBepIIUTh YPOBEHb ITOHSITHBIM
cr1ocoOoM.

IIpakTnyeckue BUABI padoT:

— pa3bop AeMOHCTpallMoHHOTO TipuMepa B peaaktope Unreal Engine 5;

— BBINOJIHEHNE TPAKTUIECKOTO 3aIaHNS T10 TEMe MOIYJIS;

— MpoBepKa pe3ybraTa Mo YeK-JIMCTY 1 NCIIpaBieHe TUITOBBIX OIIMOOK;

— COXpaHeHNe WTOrOBOTO BapuaHTa B CTPYKType YyueOHOro IIpoeKTa WIN
nopT@OJINO.

CamMocTosiTelbHass pabora oOywalomerocsi: u3ydyeHUMEe KOHCIEKTa,

MOBTOpEHKE NeiCTBUIA mpenoaaBaress, nopabotka Blueprint-moruku, odbopmienne
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KpaTKUX TIOSICHEHMIA K peIleHUI0, MOJATOTOBKAa CKPUHIIOTOB WIA KOPOTKOM
IeMOHCTpaLMU pe3yJibTaTa.

MdopmMa KOHTpOJsA: 3ayeT II0 TIPAaKTUYECKOM paboTe, YeK-IUCTy U
TeMOHCTpAIN pe3yJIbTaTa.

IIpoexkTHBIE 3aaHus ¥ apTe(aKThl:
— €03JaTh MUHU-IIPOTOTUIT CO COOPOM MpPEeIMETOB, CYUETOM U YCIOBHUEM MOOESIbI;
— peann30BaTh MHTEPAKTUBHBIN 00BEKT, KOTOPHIN MEHSIET COCTOSIHIE YPOBHSI;
— MOJTOTOBUTH UEK-JINCT IMMPOBEPKU UTPOBOI MEXaHUKHU.

Tunosbie oMUOKH, MoaJexamue pazdoopy:

— MeXaHHKa CYIIECTBYET OTIEILHO OT IeJIN UT'POKa;

— CUeT WJIM COCTOSTHHE YPOBHST OOHOBJISIOTCS HEKOPPEKTHO;
— HET NOHATHOIO 3aBepIIeHNs CIIeHapUsI,;

- feedback He 00BICHSIET UTPOKY pe3YJIbTAT HEICTBUSL.

MuHuMaJbHBIH  yYpPOBeHb OCBOEHHS: BBLINOJHEHbl  OOsI3aTeIbHbIE
OpaKTUUECKUE 3amaHnsI MOMYJS, Pe3yJbTaT 3allyCKaeTCcsl U MOXeET OBITh IMPOBEPEH
[0 3aJaHHbIM KPUTEPUSIM.

IloBbimeHHBI ypOBeHb OCBOEHMA: pe3yJbTaT JOIMNOJHEH aKKypaTHOM
CTPYKTYpPOM, TIOSICHEHMEM PELICHUN, VYJIYJIIeHHOW BU3yaJbHOM IOJayerl u

MaTepuajiaMu IJIs IIopTdonmo.

2.3.5. Moayab 5. UHCTpyMeHTB MOJEJHPOBAHHS B peJaKTope, HCTOYHHUKH

cBeTa, 0a30BbIi meigep

Hea» ™moayas: chopMupoBaTh HAaBBIKM CO3IaHMUS IIPOCTOTO YPOBHS
cpenctBamu penakropa Unreal Engine, paboThl ¢ MHCTpyMEHTaMU MOJEIUPOBAHNS,
NCTOYHMKAMM CBeTa, 0a30BBIM MIeinepoM, material instances W BuU3yaJIbHOU
YUTAeMOCTBIO CIICHBI.

O0bem Mmoayas: 68 4., B TOM UmMcie JeKIMOHHBLIE 3aHaThsI — 20 4.,
npakTuyeckue 3aHaTusi — 31 4., caMmocTtosTenbHas pabota — 11 4., KOHTpOJIb —
6 4.

IInanupyeMbie pe3yJbTaThl 10 MOIYJIIO:
- co3naBath blockout u mpoctsie popmbl cpencrBamu Modeling Mode;

— HacTpamBaTh Static Mesh, material slots, collisions 1 opraHu3amnuIo assets;
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— co3gaBaTh 06a30BbBIII MaTepuall, ICIIOIL30BaTh ITapaMeTphI Ieiiaepa 1 material
instances;

— HacTpanBaTb MCTOYHMKU CBeTa, 0a30ByI0 aTMocdepy ClLEeHbI U IPOBEPSTH
BU3YAJIbHYIO YATAEMOCTD YPOBHSI.

Tabamia 9 — TemaTnueckmii miad Moayasa 5. MHCTpyMeHTHI MOIIETMPOBAHNUS B
pellakTope, UICTOUYHUKU cBeTa, 0a30BbIi 1Ieiiaep

Ne |Tema Yacwer | Comep:xaHue

1 | Modeling Mode u blockout 9 WHCTPYMEHTHI MOJETNPOBAHUS
B pelakTope, primitive shapes,

IUTaHUPOBKA IIPOCTpPpAaHCTBA U MaciiTao.

2 | CosnmaHue M paBKa MpocThIX meshes 9 extrude, bevel, merge, duplicate,

inOt, 0a3oBag MOAroToBKa HUT'POBbBIX

00BEKTOB.
3 | Static Mesh settings, UV u material 8 HacTpoiiki mesh, nmpocteie UV, material
slots slots, collision mIst 06EKTOB YPOBHSI.
4 |HcrouHuku cBeta 8 Directional Light, Point Light, Spot

Light, Sky Light, uHTeHCUBHOCTB, LIBET

1 YUTAC€MOCTDH CICHBEI.

5 | ba3oBblii melinep 1 MaTepral 11 Base Color, Roughness, Metallic,
Normal, emissive, mapaMeTphl 1

06a3oBbie Yy3J1bl MaT€pHraa.

6 |Material Instance 1 BapuaTUBHOCTD 8 instances, IIapaMeTpu3alys 1IBETa U
CBOICTB, TOBTOPHOE KCIIOIb30BAHIE

MaTCpHraJIoB.

7 | Post Process u Bu3yaabHbIi CTUIIb 6 exposure, bloom, color grading, fog n

OTpaHMYEHUST BU3yaJIbHBIX 3G (EKTOB.

8 | TexHuueckasi YMCTKa CLEHBI 3 MPpOBEPKa UMEHOBAHUS, JIUIIHUX
00beKTOB, collision complexity u

pa3Mepa assets.

9 |IIpomexyToyHas aTTecTalus 6 ypoBeHb ¢ blockout, mpocTeiMu
MOIEeNSIMU, CBETOM, 0a30BBIM

HeiaepoM 1 OIMCAHNEM BU3YaJIbHBIX

PEILLEHNIA.

Coaepkanue Mmoayasi: Monyib CBSI3bIBAeT TeiiMIN3aliH YPOBHS C BU3yaJIbHOMN
peanuzanueil. OOyyaromuiicss y4uTcss OBICTpO COOMpaTh UIPOBOE IPOCTPAHCTBO,

co3naBaTh 0a30BbI€ OOBEKTHI IIpAMO B p€OaKTOpPEC, HACTPAUBATL CBCT M MaTCpUaJIbl
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TaK, YTOObI MexXaHuKa OblJJa YMTaeMOM, MPOEKT OCTaBajCs YIIpaBisieMbIM U He

MpeBpalajicd B HAa0op clydJaiiHbIX assets.
IIpakTHyeckue BUABI padoOT:

— pa3bop AeMoHCTpalMoHHOTO TipuMepa B peaakrope Unreal Engine 5;

- BBITIOJIHEHNE MTPAKTUUECKOI'0 3aJaHUsI IO TeMe MOIYJIS;

— MpoBepKa pe3ybraTa M0 YeK-JIMCTY 1 UCIIpaBieHe TUTOBBIX OIIMOOK;

- COXpaHeHMe WHTOroBOTO BapuaHTa B CTPYKType yudeOHOro IIpoeKTa W
nopT@OJINO.

CamocTosiTeibHass padora oOyyalomerocs: M3ydeHUE KOHCIIEKTA,
MOBTOpEHKE NeMCTBUIA mpenoaaBaress, nopabotka Blueprint-moruku, odbopmienue
KpPaTKUX TIIOSICHEHWIA K pEIIEHWI0, IIOATOTOBKA CKPUHIIOTOB WIM KOPOTKOM
JeMOHCTpaLIMK pe3yJIbTaTa.

MdopmMa KOHTpOJs: 3aueT II0 TIPaKTMUYECKOHl paboTe, YEK-IUCTy U
IeMOHCTpaLMU pe3yJibTaTa.

IIpoekTHBIE 3a1aHus U apTedaKThi:

— cobpath ypoBeHb mist 6ynyieit urpsl Collect the coin;
- co3naTh Habop MPOCThIX 00BHEKTOB cpeacTBamu Modeling Mode;
- MOATOTOBUTH 0a30BBII MaTepHall 1 HECKOJIBKO material instances s CIieHBI.

TunoBbie OMHUOKH, MOAJeXKANM e pa3doopy:

— ypPOBEHb HEe MMeET ITOHSATHOTO MapIuIpyTa UT'POKa;

— Mo U MaTepuaabl Ha3BaHbl XaOTUYHO;

— CBET IlepecBeUrBaeT CIeHY MM CKPhIBAET IeJIh UTPOKA;

— OIVH MaTepuall ny0JupyeTcs BMEeCTO UCIIOIb30BaHM instances.

MuHHMaJbHBIH YpPOBEeHb OCBOEHHS: BBLINIOJHEHbI  OOs3aTeJIbHbIE
MpakTU4YecKre 3alaHusI MOOYJsl, pe3yabTaT 3amycKaeTcss U MOXeT OBITh IpOBepeH
10 3aJaHHBIM KPUTEPUSIM.

IloBpimeHHBIH YPOBEHb OCBOEHHSI: pe3yJbTaT HOMNOJHEH aKKypaTHOM
CTPYKTYpOM, MOSICHEHHMEM pPEIICHU, VIYUIIeHHON BU3YyaJbHOM MMOTauyel u

MaTtepuaaaMu Ojs nopTdoJmo.
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2.3.6. Moayan 6. Co3panne KACTOMHOTO MEePCOHAXKA, HACTPOHKA ynpaBJeHUA U

KaMep bl

Heap Moayasi: chbopMupoBaTh HaBBIKM CO3JaHMUSI KAaCTOMHOIO IlepCOHaXka,
Hactporiiku Pawn uiau Character, yripaBiieHusI, KaMepbl, 0a30BOI aHMMAaLIMU U CBSI3U
MepcoHaxka ¢ UTPOBBIMUA MeXaHUKaMM.

Oobem moayas: 80 4., B TOM UmMcie JEeKIMOHHBIE 3aHATAI — 23 4.,
npakTudeckue 3aHsaTust — 40 4., camocTosTenbHas paborta — 11 4., KOHTpOJIbL —
6 4.

IlnanupyeMble pe3yJbTaThl O MOIYJIIO:

— co3JaBaTh YIpaBjsgeMoro repcoHaxa i Pawn 1o 3agauy npoekra;
— HacTpauBathb Enhanced Input, nBwXeHue, TMOBOPOT, OrpaHUYEHUS] U

YYBCTBUTEJIHLHOCTD YIIPaBJIE€HNS;

- coznaBathb Kamepy 4epe3 Camera Component m Spring Arm, BbIOMpaTh

MTOIXOISIINIA paKypc;

- noaKiIodaTh mesh, 6a30Bble aHMMAIMOHHBIE COCTOSIHAS M B3aMMOJEiCTBUE

nepcoHaxka ¢ 00beKTaM1 yPOBHSI.

Tabamiza 10 — TemaTnaeckmii maad Monynsa 6. Co3maHre KaCTOMHOTO TIEpCOHaAXKa,
HacTpoiiKa yIIpaBJeHHs 1 KaMepbl

Ne | Tema Yacwl | Comep:xaHue
1 |KacToMHBI ITIepcoHaX 1 TpeOOBaHUS K 6 pOJIb IepCOHaXKa B IMIPOEKTe, BUI
YIIpaBJICHUIO KaMepbl, CKOPOCTb, OIpaHUYEHUS U

MOJb30BATEIBCKUI CLIEHAPHUIA.

2 | Character, Pawn 1 ocHOBHEIE 10  |capsule, mesh, movement component,
components camera component, possession u
PlayerController.
3 |Enhanced Input 13 | Input Actions, Mapping Context,

IBIDKEHIE, TIOBOPOT, IPBIKOK, NEeMCTBIE

B3aIMOJIEMCTBUSA U IIPOBEPKA BBOIA.

4 | IBmKeHNe U OTpaHIUEeHNS 9 CKOPOCTb, YCKOpEeHUE, II0OBOPOT,
rpaBUTAlNS, TPaHULIBI YPOBHS U

IIOBCOCHUC Ha IIPCIIATCTBUAX.

5 |Kamepa u Spring Arm 9 pakypc, nuctaHuus, lag, collision test,
first-person u third-person Ha 0630pHOM

YPOBHE.
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Ilpoodoaxcenue mabauywst 10

No | Tema Yacwel | ConmepxkaHue
6 |Mesh nepcoHaxka u BU3yajbHas 9 Skeletal Mesh nwnu Static Mesh,
HacTpoiika MaTepuaibl, sockets, mpocTas

KacToMu3alysda BHCIIHETO BUA.

7 | bazoBas aHMMAaIMs NepCOHaXKa 9 Animation Blueprint Ha 0630pHOM
ypoBHe, idle, walk, jump, nmepexonbt

1 CBA3b CO CKOPOCTBIO.

8 |IlepcoHak 1 UTPOBBIE MEXaHUKU 9 noabop IpeaIMeTOB, B3aUMOIECTBHE,
ypoH, 30HbI, feedback 1 mpoBepka

COCTOAHMSA UT'pOKa.

9 |IIpoMeXyTO4YHasl aTTeCTaLUs 6 KACTOMHBI TIEPCOHAXK C YIIpaBJIeHUEM,
KaMepoii, 6a30Boii aHUMaLel 1
B3alIMOIENCTBUEM C OO BbEKTaMU

YPOBHSL.

Conepxanue Moayiass: Moaynbs 1epeBOOUT YydeOHble MEXaHUKU B
yIpaBisieMblii UrpoBoil cueHapuil. QOOyuaromuiics co3gaeT CoOCTBEHHOTO
MepcoHaxka, 3ajJaeT CXeMy yIIpaBJIeHHUs], BLIOMpaeT KaMepy IO 3KaHp U CBSI3bIBAeT
MoBedeHIe TIepcoHaKa ¢ 00beKTaMM, KOJUTM3USIMU W COCTOSTHUSIMA YPOBHSI.

IIpakTHYeckHe BHIBI padoT:

- pa3bop AeMoHCTpalMoHHOTO nipuMepa B peaakrope Unreal Engine 5;

— BBITIOJTHEHME MTPAKTUUECKOT'0 3aJaHUsI 10 TeMe MOIYJIS,

— MpoOBepKa pe3yabraTa o YeK-JIMCTY 1 NCIIpaBieHe TUITOBLIX OIMMOOK;

— COXpaHEeHNe WTOrOBOTO BapuaHTa B CTPYKType YueOHOro IIpoeKTa WIN
noptdoauno.

CaMocTosiTenlbHast pabora oOywyalomerocsi: W3ydeHUMEe KOHCIEKTa,
MOBTOpEHKE NeiCTBUIA mpemnomaBaress, nopadbotka Blueprint-toruku, odbopmienue
KpaTKUX TIIOSICHEHWIA K peIIeHWIo, IIOATOTOBKAa CKPUHIIOTOB WIM KOPOTKOM
IeMOHCTpaLIMU pe3yabTaTa.

dopmMa KOHTpOJsA: 3ayeT II0 TIPAaKTMYECKOM paboTe, YEK-IUCTy U
IeMOHCTpaLIMK pe3yJIbTaTa.

IIpoexkTHBIE 3a7aHus U apTeaKThl:

— co31aTh KACTOMHOTIO TIepCOoHaXKa JJIs1 y4eOHOTO UTPOBOTO IMIPOTOTHUIIA;

- HACTPOUTH YIIPaBJICHUE, KAMEDPY U IEVCTBUE B3aUMOIEUCTBUSI,
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- MOArOTOBUTH NJ€MOHCTPALIMOHHBIN YPOBEHbD IIJIsI IIPOBEPKU IEPCOHAKA.

TumoBbie OMUOKH, MOAJEKANIHE pa3dopy:

- yIpaBjieHue pabdoTaeT TOJbKO B OTHEJIbHOM IIa0JIOHE WM HE IMEepeHeCceHO B
y4eOHBbII TIPOEKT;

- KaMepa MelllaeT BUOAeTh 1ieJIb UTPOoKa;

— MepcoHaK He B3aUMOIENCTBYeT ¢ 00BbeKTaMU YPOBHSI;

- OTCYTCTBYET OMMCaHUeE input settings U ynpaBaeHHUs.

MuHuMaJbHBIH yYpPOBEeHb OCBOEHHS: BBLINOJHEHbI  OOsI3aTeIbHbIE
MpakTUYeCcKre 3adaHusI MOIYJISI, pe3yJbTaT 3alycKaeTcsl U MOKeT OBbITh IpOBepeH
10 3aJJaHHBIM KPUTEPUSIM.

IloBpimeHHBIH YPOBEeHb OCBOEHHSI: pe3yJbTaT HOMNOJHEH aKKypaTHOM
CTPYKTYpPO#, TOSICHEHHMEM PELICHUN, VYIYyJIIeHHOW BU3yaJbHOM IOJayerl u

MaTepuanaaMu JJjisi TopT¢OoIKo.

2.3.7. Moayas 7. B3aumoaeiicTBue 00beKTOB Yepe3 CHCTEMY KOJIJIU3M it

Leap moaynsi: chopMupoBaTh HABBIKM HACTPONUKM CHUCTEMbI KOJUIU3UI B
Unreal Engine, o6pabotku overlap u hit events, ucnonb3oBanusi collision channels,
trace-TipoBepoK, GU3MKK U OTIAAIKN B3aUMOIEHCTBUN MeXIY 00BEeKTaMHU.

O6bem Monyasi: 56 4., B TOM YmucCie JEKIUOHHBIE 3aHATUI — 17 4.,
MpakTU4YeCcKre 3aHITUI — 25 4., caMoCTosITeAbHag paboTa — 8 4., KOHTpoiab — 6 U,

IlnanupyeMbie pe3yJbTaThl IO MOIYJIIO:

— HacTpauBath collision presets, object channels, trace channels u responses;

- obOpabatbeiBaTh overlap events, hit events, TpUrrepsl, 30Hbl U IPEIMETHI;

— HCIIONb30BaTh line trace 119 BbIOOpa, IIPOBEPKA M B3aMMOIEWCTBUS C
obbeKTaMu;

- oTiaxkuBathb collision, ycTpaHATh JIOXKHBIE cpabaThIBaHUS U JOKYMEHTHUPOBATh
paBujia B3aUMOIEUCTBUSI.

Tabauna 11 — TemaTuueckuii rian Moayist 7. BzanMmopeiicTBre 00beKTOB uepes
CUCTEMY KOJJIU3UA

Ne | Tema Yacwer | ComepxaHue

1 | Cucrema koumsuii Unreal Engine 8 blocking, overlap, ignore, collision
enabled, complex/simple collision u

THUIIOBBIC COEHapUuu.
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Ilpodoaxcenue mabauyst 11

No | Tema Yacwel | ConmepxkaHue

2 | Collision presets u channels 8 object type, trace channel, response
matrix, oJIb30BaTeTbCKIE KaHAIbI 1

IIpaBUjia UMCHOBAHUS.

3 | Overlap Events 7 TpUTTepHBIe 30HHEI, collectables,
checkpoints, oracHble 30HbI 1 TIPOBEpPKa

BXOoIa o0BbeKTa.

4 | Hit Events 7 CTOJIKHOBEHUS, PU3MIecKIe peaKIlnm,
cHapsiel, impact feedback u

OrpaHM4YCHUA ITIPUMCHCHUA.

5 |Line Trace u B3anmopeiicTBue 7 Jy4eBble MPOBEPKH, interact prompt,

pickup, BbIOOp 00beKTa, IUCTAHLMS

nelicTBUS.
6 |®dusuka u constraints Ha 6a30BoM 7 simulate physics, mass, impulse, physics
ypOBHE material, orpaHU4eHNs CTAOMIBHOCTH.
7 | OTnanka KOJUIU3W 6 Busyannsauus collision, debug draw,

IIPpOBE€pPKa KaHAaJI0B, CIIMCOK THUITIOBbIX

oHImoboK.

8 |IIpoMexyToUHas aTTecTalvs 6 ClleHa ¢ HECKOJbKUMU TUIIaMU
B3anMoericTsuii, collision channels,

trace 1 IpoBEPIEMBIMU COOBITUSIMU.

Conepxanue Moayiass: Monyiab  TIOCBAIIEH  yCTOMYMBOM  JIOTHUKE
B3ammoeiicTBuii. OOyyaronmiicsa y9uTcs IIPOEKTUPOBaTh MpaBMia CTOJKHOBEHMIA
IO pealmn3allii MeXaHWKHU, IIPOBEepsITh, KaKue OOBEKTHl HOKHBI OJOKMPOBATh,
repecekarbCcs WIM WTCHOPUPOBATH IOPYyr Opyra, M MCHOJb30BaTh KOJUIM3UM Kak
OCHOBY Mog0opa IMpeaIMETOB, CHApSIIOB, TPUTTEPOB U OITACHBIX 30H.

IIpakTnyeckue BUABI padoT:

— pa3bop AeMOHCTpallMoHHOTO TipuMepa B peaaktope Unreal Engine 5;

— BBINOJIHEHNE TPAKTUIECKOTO 3aIaHNS T10 TEMe MOIYJIS;

— MpoBepKa pe3ybraTa Mo YeK-JIMCTY 1 NCIIpaBieHe TUITOBBIX OIIMOOK;

— COXpaHeHNe WTOrOBOTO BapuaHTa B CTPYKType YyueOHOro IIpoeKTa WIN
nopT@OJINO.

CamMocTosiTelbHass pabora oOywalomerocsi: u3ydyeHUMEe KOHCIEKTa,

MOBTOpEHKE NeiCTBUIA mpenoaaBaress, nopabotka Blueprint-moruku, odbopmienne
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KpaTKUX IIOSICHEHWI K pelIeHUIo, IIOATOTOBKAa CKPHUHIIOTOB WJIA KOPOTKOU
IeMOHCTpaLMU pe3yJibTaTa.
MdopmMa KOHTpOJsA: 3ayeT II0 TIPAaKTUYECKOM paboTe, YeK-IUCTy U
TeMOHCTpAIN pe3yJIbTaTa.
IIpoekTHBIE 3a1aHusA M apTedaKThl:
- cO3IIaTh TpEHaXep KoJu3uii ¢ overlap, hit events u line trace;
— HaCTPOUTH MpaBMia B3aUMOJIEHCTBYS IJIsI MOHET, IIPEISTCTBUI, TIepCOHaXKa 1
CHapsIIOB;
- noarotoButh Tabauily collision channels 1151 yaebHoro mpoekra.

TunmoBbie OMHUOKH, MOAJTEKaN e pa3dopy:

— collision HacTpoeHa ciayy4aiiHO 1 MellaeT gameplay;

— cobbITHs overlap cpabaThIBatOT HECKOJBKO pa3 6€3 KOHTPOJISI COCTOSHUS;
— line trace He yYUTBHIBAET OUCTAHIIAIO M TUI O0BHEKTA;

- oTcyTcTByeT debug-crieHapuii MpoBepKU KOJUTU3UIA.

MuHuMaJlbHBIli  YPOBEHb  OCBOEHHMSI: BBIINOJIHEHBI  OO0Og3aTeIbHBIE
MpaKTUUeCKne 3adaHus MOMYJIS, pe3yJbTaT 3alycKaeTcsd M MOXeT ObIThb IIpOBEpeH
10 3aJaHHBIM KPUTEPUSIM.

IloBpieHHBIHA YpOBEHb OCBOEHHSA: pe3yJbTaT JIOMNOJHEH aKKypaTHOM
CTPYKTYpPOM, TMOSICHEHHMEM PELICHUN, VYJIy4JIIeHHOW BU3yaJbHOM MOIayerl u

MaTepuanaaMu JJjis TopT¢OoIno.

2.3.8. Moayas 8. OcuoBbl co3ganusi UM ¢ ucnoab3opanuem State Tree

Heap Moayas: chpopmupoBarh 6a30Bble HaBbIKM co3naHus noseneHust NPC c
ncnonb3oBaHueM State Tree, Hasuranuu, Al Controller, ycaoBuii mepexona MexXIy
COCTOSIHUSIMU, 3a]1a4, CEHCOPOB 1 OTJIQIKU MOBEICHMSI.

O6bem Monyasi: 56 4., B TOM YmucCle JEKIWOHHBIE 3aHATUI — 17 4.,
MpaKTUUeCKue 3aHITUSI — 25 4., camocTosITeNIbHas paboTta — 8 4., KOHTpOJIb — 6 4.

IlnanupyeMbie pe3yJbTaThl O MOIYJIIO:
- coznaBathb npoctoro NPC u cBs3biBaTh ero ¢ Al Controller;
- HactpanBaTh NavMesh 1 npoBepsats nmkernre NPC 1o ypoBHIo;
— MpoeKTUpoBaTh State Tree ¢ cocTogHMAMU, TIepexogaMu, evaluators 1 tasks;

- PC€AIM30BLIBATL IIATPYJIMPOBAHUEC, ITPCCICIOBAHNUC, ITONCK IIEJIM 1M BO3BpAT K

0a30BOMY COCTOSIHUIO.
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Tabsuna 12 — Tematuueckuii tutad Monyist 8. OcHoBwl co3manust MU ¢
ncroiib3oBaHueM State Tree

No

Tema

Yacel

Conepxxanue

1

Pons MU B urpoBom mpoTOTUIIE

6

NPC, 1iem noBeieHusI, COCTOSIHUE
Mupa, orpanndeHust mpocroro U1 u

KPUTEPUU IIPOBEPKU.

NPC, Pawn u Al Controller

co3manme ynpasiagemoro NPC,
possession, IBIKeHHe, 6Ha3oBast

CTPYKTYpa 00beKTa.

Hasuranmg nu NavMesh

NavMeshBoundsVolume, reachable
paths, debug navigation, orpaHUYeHMS

YPOBHSI.

Crpykrypa State Tree

states, tasks, transitions, evaluators,

schema u jiorrka BeIOOpa COCTOSTHHS.

Tasks, Evaluators n mepexombl

MpOBEpKa yCJIOBUIA, OOHOBJICHUE
IAHHBIX, BHIIOJHEHNE OEeiCTBUA,

cooldown 1 BO3BpaT B COCTOSTHHE.

O06HapykeHre UTPoKa 1 COOBITUS MUpa

30HBI BUIUMOcCTH, distance checks,
CUTHAJIBI YPOBHSI, IIEPEXOI K

IpeCacaoBaHUIO.

IIaTpyib, IpecienoBaHue U MOKUCK

mapuipyT NPC, cinyyaliHble TOUKU,

chase, moreps uemnu, return to patrol.

IIpoMexxyTouHas aTTecTalMs

NPC Ha State Tree ¢ maTpynem,
0bOHapy>KeHEM UTPOKa U IIPOBePSIEMONA

peaxkyen B ypoBHE.

yrpasasieMmoro moBeneHuss NPC uepe3 State Tree. AKIEHT cheiaH Ha SICHOM
CTPYKTYpE COCTOSIHMI, MepexXomoB M 3amay, 4YToObl MOBeIeHWE MOXKHO OBLIO

MPOBEPUTh, OOBSICHUTH U BCTPOUTH B UrpoBbie IpoekThl Collect the coin wim 1rytep

Conepxanue MOAYJI:

C IPOHOM.

IIpakTHyeckue BHIBI padoT:

Monyap BBOAUT oOyyaromierocss B pa3pabOTKy

pa3bop AeMOHCTpallMOHHOTO TipuMepa B peagakrope Unreal Engine 5;

BBITIOJTHCHHUC ITPAKTUYCCKOT'O 3adaHUA 110 TCMC MO YJIA,

IIPOBEPKaA PEIYJIbTATa 110 YEK-JIUCTY U UCIIPABJICHNUEC THUITOBLIX O]J_II/I6OK;
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- COXpaHCHHUEC HMTOI'OBOI'O BapHaHTa B CTPYKTYpPC yqe6Horo IIPOCKTa WIHN

nopT@OJIMO.

CamocrosiTeibHass pabdora oOyyalomerocs: M3ydyeHUE KOHCIIEKTA,
MOBTOpEHKE NeMCTBUIA mpenoaaBarensi, nopabotka Blueprint-moruku, odbopmienne
KpaTKUX TIOSICHEHMIA K peILIeHUI0, MOJArOTOBKAa CKPUHILIOTOB WIW KOPOTKOM
IIEMOHCTpalLlK pe3yJibTaTa.

dopmMa KOHTpOJs: 3aueT II0 TIPaKTUUYECKOH paboTe, UYEK-IUCTy U
IeMOHCTpaLIMK pe3yJibTaTa.

IIpoexkTHBIE 3a7aHusA ¥ apTedaKThi:

- cozgatb NPC c State Tree, maTpyyieM 1 peakneil Ha UTPOKa;
— HacTpouth NavMesh u debug-ciienapuii mpoBepku MapliipyTa;
- I00aBUTh COCTOSIHME IIpecieNoBaHWS WM IIOMCKa 1Lead IJIs1 WUIPOBOIO

MNpPOTOTHUIIA.

TunoBbie OMHUOKH, MOAJeXKANM e pa3doopy:

— State Tree He MMeeT IMOHSITHOU CTPYKTYPhl COCTOSIHUIA;

- NavMesh He mokpbIBaeT pabouyro 001acTh YPOBHS;

- NPC 3actpeBaeT, He TepsIeT IeIb MM He BO3BpallaeTcs K IaTpyJIio;
— YCJIOBUSI TIEPEX0I0B HE TOKYMEHTUPOBAHLI U TPYIHO IPOBEPSIFOTCSI.

MuHuMajibHbIii  YPOBEHb  OCBOEHMSI:  BBIINOJHEHbI  OOs3aTeNIbHbIC
NpakTUYECKMe 3aJaHUsI MOIYJISI, pe3yJbTaT 3allyCKAaeTCsl U MOXKET OBbITh IPOBEpPEeH
M0 3aJaHHBbIM KPUTEPUSIM.

IloBpimeHHBIH YPOBEHb OCBOEHHS: pe3yJbTaT HOMNOJHEH aKKypaTHOM
CTPYKTYpPOM, TIIOSICHEHWEM DPEIICHUI, VYIYUYIIEHHON BU3YaJbHOW TMOOayed U

MaTepuaiaMu I HOpTPoImo.

2.3.9. Moayab 9. Ocnosbl padorbl ¢ UMG u User Widget

Heas» wMoayasi: chdopMupoBaTh HaBBIKM CO3JaHUS IOJb30BaTEIbCKOTO
nnrepderiica urpel cpeactBamu UMG m User Widget, HacTpoilku 3SKpaHHBIX
aneMeHToB, MeHI0, HUD u cBsi3u nnTepdeiica ¢ urposoii jorukoit Ha Blueprint.

Oo0bem moayas: 48 4., B TOM UMCle JEeKIMOHHbIE 3aHATAI — 12 4.,
pakTU4yecKue 3aHaTus — 21 4., camocTosiTeabHas pabota — 9 4., KOHTpoiab — 6 4.

IInanupyeMbie pe3yJbTaThl 10 MOIYJIIO:
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— coznaBath Widget Blueprint u pa3melaTh 3JI€eMEHTHI MOJb30BATEIbCKOTO
nHrepdeiica;

— HacTpanBaTb KOMIIOHOBKY, anchors, MaciuTabupoBaHMe U BU3yaJbHYIO
nepapxuro nHrepdeiica;

— BLIBOIIUTL CYET, 3I0POBbE, TailiMep, IIONCKAa3KM, COCTOSHUE T00ennbl U
TIOpasKeHUS,

- cea3biBaTh UMG c Blueprint-1orukoil mpoekta U mpoBepsiTh UHTepdelic B

Pa3HbIX peXKMMax 3aIlyCKa.

Tabnnua 13 — TemaTuyeckuii miaad Moaynas 9. OcHosbl pabotel ¢ UMG u User
Widget

Ne |Tema Yacer | Comepkanne

1 |UMG u ponb nHTepdeiica B Urpe 6 HUD, menro, obpaTtHas cBSI3b,
COCTOSIHME UTPHI, OTINYKME MHTepdeiica
MIPOTOTHUIIA OT UHTepdelica TOTOBOTO

Ipoaykra.

2 | User Widget u Widget Blueprint 8 CoznaHue BUIKeTa, MaHedb Designer,
Graph, Canvas Panel, hierarchy,

IopAa0K OT06pa)KeHI/I$I QJICMCHTOB.

3 |Layout, anchors u scaling 8 ApanTanust nHTepdeiica mon pa3Hble
pa3peleHus, IIPUBSI3KY, OTCTYIIHI,

BbIpaBHMUBAHUEC, YUTACMOCTDb SJICMCHTOB.

4 | Text, Button, Progress Bar u Image 7 bazosrie anementsl UMG, HacTpoiika
BHEIITHEro BUIa, odpaboTKa HasKaTUA,

BU3yaJIbHbIC MHINKATOPDbI.

5 | OOHOBIeHNEe JaHHBIX HHTepPelica 6 Ilepenaua cuera, 3MOPOBBS, TaliMepa U

cTaryca ypoBHs u3 Blueprint-noruku B

User Widget.
6 |HUD, mento may3nl 1 puHaIbLHBIE 7 JHobGapieHre BUIKETa BO Viewport,
BKpaHbI nepexKJIroYeHre BBOIa, raysa,

9KpaH Iobenbl, 9KpaH HopaxkKeHus,

IIEPE3aIlyCK.

7 |IIpoMmexxyTouHasI aTTeCTalls 6 Coznmanmne Habopa UHTepGeCHBIX
BKpaHOB 1 geMoHcTpanus cBs3u Ul ¢

NUIrpOBbBIMUN COOBITUSIMU.

Conepxanue wmoayasi: Monyab  packpbiBaeT  MHTepdelic  Kak

CaMOCTOSITEJIBHYIO 4YacTh WrpoBoro TIipomykra. QOyudarommecss HOPOEKTUPYIOT
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HUD, wmeHroo nay3sl M (uUHaJIbHbIE 3KpaHbl, ITOAKIKYAIOT I10JIb30BaTEIbCKHE
BUJIXKEThl K UTPOBBIM COOBITHUSIM M MPOBEPSIOT, UTO UIPOK MOJydaeT IOHSTHYIO
00paTHYIO CBSI3b O LIEISIX, Iporpecce, OIMOKaxX 1 3aBepIIEHUN YPOBHSI.

IIpakTHyeckue BHIBI padoT:

- pa3bop AeMoHCTpalMoHHOTO TipuMepa B peaakrope Unreal Engine 5;

- BBINIOJIHEHME TIPAKTUUYECKOTro 3aJaHusI IO TeMe MOOYJIs;

- MpoBepKa pe3yJibTara Mo YeK-JIUCTY 1 UCIIpaBJeHe TUIIOBLIX OIINOOK;

— coXpaHeHHE WTOTOBOTO BapuaHTa B CTPYKType Y4eOHOro mnpoeKkTa WIKn
noptdoano.

CamMocTosiTenlbHasE pabora oOyyalomerocsi: W3ydeHUMEe KOHCIEKTa,
MOBTOpEHKE NeiiCTBUIA mpenoaaBaress, nopabotka Blueprint-moruku, odbopmienue
KpaTKUX IIOSICHEHUWI K pelIeHUuI0, IIOATOTOBKAa CKPHUHIIOTOB WJIM KOPOTKOM
JeMOHCTpaLIMK pe3yJibTaTa.

MdopmMa KOHTpOJsA: 3ayeT II0 TIPaKTUYECKOM paboTe, YEK-IUCTy U
IEMOHCTpALIMK pe3yJibTaTa.

IIpoexkTHBIE 3a7aHus M apTeaKThl:

— cobpate HUD pna mpoekrta Collect the coin co cyeTyMmkKoM MOHET M
MOJICKa3KaMU;

- CO311aTh MEHIO May3bl, 9KpaH Io0eIbl U 3KpaH NOpakKeHNs;

— nonkiaounTh User Widget K coObITHSIM cOOpa MpeIMETOB, YPOHa, TaliMepa Win
3aBepIlIeHNs] YPOBHSI.
Tunosbie OMUOKH, MOAJEKANIME pa3dopy:

- He HacTpoeHbl anchors, Tmo3ToMy wMHTepdelic JoMaeTcd Ha IpPyroMm
pa3pelieHn;

— 0o0HOBJIEHNE BUIKETa MPHUBSI3aHO K XPYNKOM JIOTMKE W pabOTaeT TOJIBKO B
OIHOM CILIEHapUU,

— 9KpaHbl TO0eIbl M TOpaXeHWS BU3YaJlbHO CO3JaHbl, HO HE CBSI3aHBI C
COCTOSIHEM UTPHI;

— KHOIIKM MEHIO He MPOBEePEeHbI Ha Mepe3anycke, BEIX0Ae W IIOBTOPHOM 3aITyCKe
YPOBHSI.

MuHuMaJbHBIH YpOoBeHDb ocBOeHHUs: co3aaH HUD ¢ KoppeKTHBIM BBIBOJIOM

XOT$1 OBl AIBYX UI'POBBIX oKas3arejaeu U OTHUM 9KpaHOM 3aBCPIICHUA YPOBHA.
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IloBbiIeHHBIA YPOBEHb OCBOEHHMSI: peaJu30BaH MOJHBII  HaboOp

nHTep@PeliCHBIX SKpaHOB C aJalTUBHOM KOMIIOHOBKOI, ITOHSTHOI HaBUramueu

U IIPOBEPEHHOM CBSI3bIO C UTPOBOM JIOTUKOM.

2.3.10. Moayas 10. IIpobunanposanue u ontumusanus B Unreal Engine

eap Moayasi: chopmupoBaTh 6a30Bble HAaBBIKM MPOPUINPOBAHMS, TOUCKA

y3KUX MECT W oNnTuMmusauuu urpooro nporotruna B Unreal Engine ¢ omopoii Ha

N3MCPUMBIC ITOKa3aTCIIN ITPON3BOANTCIBHOCTU.

O6bem Monyasi: 48 4., B TOM YHCJIe JEKIUOHHBIE 3aHATUI — 12 4.,

npakTruyeckue 3anaTusg — 21 4., camocrosiTeabHag pabora — 9 4., KoHTpoab — 6 4.

IlnanupyeMbie pe3yJbTaThl 10 MOIYJIIO:

HCIIOJIb30BaTh 6a30Bble KOMaHIbl 1 UHCTpYMeHThI aHanu3a FPS, CPU u GPU-
Harpy3Ku;

HaxoIWTh TUNOBBIE MpobiaeMbl Blueprint-noruxku, Tick, TaiiMepoB v JUIIHAX
O0OHOBJICHUIA;

OINTUMU3UPOBATh YPOBHM, PECYypChl, MaTepHajbl, OCBElLIEHUE, KOJIU3UU U
HACTPOMKM KayecTBa Ha 6a30BOM YpPOBHE;

MOJATOTAaBJIMBATL OTYET I10 MPOPUINPOBAHUIO U MOATBEPXKIATh YAyUIlIeHUs B

ITPOCKTC.

Tabnuua 14 — Tematuueckuii miaan Mmonyas 10. IIpodunrpoBaHue u ONTUMUA3ALINS
B Unreal Engine

No | Tema Yacer | Conmepkanne

1 |Lemu onTuMu3aliii U METPUKHI 7 FPS, frame time, cTaOMIBHOCTD,
OT/INYNE CyOBEKTUBHOTO OILIYIIECHUS
OT U3MepsIeMOro pe3yIbrara.

2 | Stat-KoMaHIBI ¥ TIEpBUYHASI 4 stat fps, stat unit, stat game, stat gpu,

IHMArHOCTHKAa MHTEepIIpeTalys oKa3arejieil Ha
0a30BOM ypOBHE.

3 | Unreal Insights Ha 0630pHOM ypOBHE 8 HasnaueHue nHCTpyMeHTa, 3aIllCh
ceccuu, IIPOCMOTP COOBITUIA, OOIIMIA
MOJIXOJI K TIOUCKY Y3KIX MECT.

4 | Onrtumuzanus Blueprint-noruku 8 Cokpaiuenue numHero Tick,
HCIIOJIb30BaHNE COOBITUIA U TaliMEPOB,
yMeHbIIIeHe KOTNIeCTBa IIOBTOPHBIX
BBIUMCJICHUIA.
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IIpoodonxncenue mabauyor 14

No | Tema Yacwel | ConmepxkaHue

5 | Pecypchbl, MaTepuabl U CBET 8 PaszMmepnl acceToB, KOTUUECTBO
00BEKTOB, IIPOCThIE MaTepHAIbI,
WCTOYHUKM CBETA, BIIMSHIE TEHEN 1

nocToOpadboTKU.

6 |Scalability u HacTpoiiku TpoekTa 6 Hactpoiiki kauecTBa, mpoBepKa
[IPOTOTHUIIA HA IIeJIEBOY MaIlliHE,

06a3oBas MOAroToBKAa K COOpKe.

7 OTuyeT 1Mo ONTUMU3AIINN 5 (I)I/IKCEILII/IH ImoKasaTejei 00 U II0CIe,
ONrCaHWEe U3MEHEHMI, BEIBOI O

BJIMSIHUUA IIPpABOK.

8 |IIpomexxyTouHast aTTeCcTaIusI 2 JleMOHCTpalus HaiieHHOM TTPO06JIeMbI
U HONTBEPKIEHHOTO Yy YIlIeHNS

IIPOU3BOAUTCIBHOCTH.

Conepxanue moayasi: Monyns  dopMupyeTr  OpencTaBieHHE O
MPOM3BOAUTENBHOCTA KaK TMpPOBEpSIeMOM CBOMCTBe TmpoekTa. OOydaromumecs
M3MEDPSIOT COCTOSIHME MPOTOTHINIA OO ONTUMHU3ALMM, BBIIBISIOT ONHY WIA
HECKOJIbKO TPUYMH MPOCANOK, BHOCAT MHPaBKA M ODOPMIISIIOT KOPOTKHMI OTYET
C IOATBEPXIEHMEM pe3yJibTaTa.

IIpakTHyeckne BUABI paboT:

— pa3bop JeMOoHCTpalMoHHOTO puMepa B penaktope Unreal Engine 5;

— BBINIOJIHEHKE MMPAKTUYECKOTO 3aJaHNs I10 TeEMe MOOYJIS;

— MPOBEpKa pe3yJIbTaTa M0 YeK-JMCTY U UCIIPABIEHAE TUTIOBBIX OLINOOK;

- COXpPaHEHME WTOTOBOTO BapuaHTa B CTPYKType Y4YeOHOTO MpoeKTa WiIn
noptdoano.

CamocTrosiTebHass pabora oOy4yalomerocsi: W3y4yeHHE KOHCIIEKTa,
MOBTOPEHUE INefCTBUI penonasarens, nopadborka Blueprint-noruku, odpopmiaeHue
KPAaTKMX TOSICHEHWIA K PpELIeHUI0, MOATNOTOBKA CKPUHIIOTOB WA KOPOTKOWM
IE€MOHCTpPALIMK Pe3yIbTara.

@opma KOHTpOJsA: 3aueT MO TPAKTUUYECKOW paboTe, YEeK-IUCTY W
JNEMOHCTPALIMKU PE3YJIbTaTA.

HpOGKTHI)Ie 3aJaHUA N apTed)aKTbI:

— MPOBECTU NPOGUINPOBAHNE YUEOHOTO YPOBHS J0 U MOCe JOpabOTKM;
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— WCTIPAaBUTh OOHY NpobsieMy Blueprint-10TvKY UM HATPY3KU OT CLIEHBI;
— MMOJITOTOBUTH OTYET C MOKa3aTeIIMU, CKPUHIIIOTAMU M KPAaTKUM BBIBOJIOM.
TunoBbie OMUOKH, MOAJEKANIHe pa3dopy:

- OLI€HKa TMPOU3BOIUTCIBHOCTHU BbLIIIOJHACTCA TOJIBKO CY6’I>CKTI/IBHO, 0e3

N3MEPEHNIA;

- Bce neiictBusi momemnaroTcss B Event Tick, XoTsa momxomsiT coObITUSI WU
TaliMepHI;

- B CIIeHY H00aBISIOTCS TsDKeIble acceThl 0e3 IIpoBepKu BiausHUS Ha FPS;

- OCJ€ ONTUMHU3ALMU HE MNPOBOIUTCSA IIOBTOPHAs IMPOBEpPKA Ha TeX XKe

YCJIOBUSIX.

MuHuMaJabHBIA YypOBEeHb OCBOEHHS: TIPOBEAEeHO 0a30Boe MpoduUIMpoOBaHUE
MIPOEKTa, BLISIBJICHA W MCIIpaBJIeHa XOTsI ObI OgHA IMPUYMHA M30BITOYHON HATPYy3KU.

IloBbimeHHBIH YPOBEHb OCBOEHHSA: OPOpPMIEH OTUET C U3MEPEHUSIMU [0
1 1ocyie, o00CHOBaHMEM BBIOpAHHBIX MPABOK U IMOATBEPXKIEHHBIM YJIydllleHueM

CTaOMJILHOCTU NPOTOTUIIA.

2.3.11. Moayas 11. ITpoekT «Collect the coin»

IHeap Moayasi: opraHM30BaTh pa3pabOTKy 3aBePIIEHHOTO yUeOHOIo MPOoeKTa
Collect the coin, B KOTOpOM OOBEIMHSIOTCS YPOBEHb, IEPCOHAXK, MPEIMETHI,
KOJUITM3WUM, CYET, II0JIh30BaTeIbCKUII WMHTepdeiic, yciaoBus mobembl M 0a3oBoe
TeCTUpPOBaAHUE.

O6bem Moayas: 56 4., B TOM 4ucCie JEKIUOHHBIE 3aHATUSI — 6 4.,
pakTudyeckue 3aHaTus — 39 4., caMocTtogTenbHas pabota — 11 4., KOHTpOJIbL —
0 u.

IInanupyeMbie pe3yJbTaThl 10 MOIYJIIO:

— co3naBath urpabenbHbiii mporotun Collect the coin B Unreal Engine;
— peaJm30BBIBaTh MOHETHI, COOp NpEeIMETOB, CUETUYMK, YCJIOBHE IT00edbl U

Tepe3aIrycK;

— obOpMIISITb  ypOBEHb, TMNPOCTON BU3yaldbHbIM cTWiab, User Widget wu

MpoBepsieMble KOJIJIU3UM;

- HoAroTraBJanBaTh JC€MOHCTpalnto IIpOCKTA, CKPHMHIIIOTHI, OIMMCaHune

yiipaBJICHHMA 1 YCK-JIUCT TCCTUPOBAHUA.
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Ta6nuna 15 — Tematnuecknii tiand monyis 11. IIpoekT «Collect the coin»

Ne

Tema

Yacer

Copep:xaHue

1

Konnenmug 1 npasuna Collect the coin

6

Ilenb urpoka, coctaB ypoBHs, HA0Op
MOHET, YCJIOBUS OOeIbI 1 ITOpaskKeHMs,

TpeOOBaHUS K IIPOTOTHITY.

Blockout yposHS

HJ'IaHI/IpOBKa Iromaiaku, TO4YkKu crapTa,
30HbI IBV2KCHUA, PACIIOJIOKECHME MOHCET,

MPEISITCTBUS U YMTaeMOCThb MapIlpyTa.

Coin Actor 1 10ruKa cbopa

Blueprint MoHETBI, KOJTU3WS,
MCcUYe3HOBeHNe, 3ByK MM BU3yaabHas
oOparHas CBsI3b, 3alllATa OT IIOBTOPHOTO

cbopa.

C‘{CT, IIporpecc u COCTOAHUE UTPLL

IToncyer cobpaHHBIX IPEIMETOB,
ob11iee KoauuecTBO MoHeT, Game
Mode unu ynpanstoiumii Blueprint,

COCTOSIHME MOOedbI.

IIpensarcTBus, TaliMep 1 Hepe3amyckK

HononHuTeNbHAs CIOKHOCTD, TaliMep
YPOBHSI, 30HbI OIIACHOCTH, PECTApT U

BO3BpAT UTPOKa K Hayay.

UMG n71g mpoekTa

HUD co cyeT4nKoM MOHET, IOJICKAa3KMU,
BKpaH nmobe bl M KHOIKA TOBTOPHOI

WTPBL.

TGCTI/IpOBaHI/Ie 1 ITOJIMPOBKaA

IIpoBepka Bcex MOHET, MapIIpyTa,
KOJUIM3uii, nHTepdeiica, mepe3amnycka,

(bl/IHaJII)HOI‘O COCTOSAHMAA.

IIpencrapneHue mpoekTa

JleMOHCTpaLKs IPOeKTa, KPaTKOe
omMcaHNe pelleHniA, puKcarms

pe3yabTaTta IJjs1 opT¢hOoIno.

MOJHOTO 1IMKJIa pa3paboTKu UI'Phl OT 3aMbIcia 0 deMoHcTpauuu. OO6yuarolimrecs
coOMparoT HeOOMBIIION, HO 3aBePIIeHHBIN IIPOIYKT, B KOTOPOM BUIHA IeJb UTPOKa,

CCTb UHTCPAKTUBHBLIC 06'])eKTbI, PIHTGp(I)GfIC, PEIYIIbTAT IMIPOXOKICHUA U IIPOBEPACMAan

Conepxanue moayuas: IIpoekTHBIII MOIYJb WCIIONB3YyEeTCS IJisI IEPBOTO

cTpykTypa Blueprint-noruku.

IIpakTHyeckue BHIBI padoT:

pa30bop JeMOHCTpallMOHHOTO TipuMepa B pengaktope Unreal Engine 5;

BBITTIOJTHCHHUC ITPAKTUYCCKOT'O 3adaHUA 110 TEMC MOIYJIA,
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- IIPOBCPKaA pE3yJibTaTa I10 YEK-JINUCTY N UCIIPABJICHUC TUITOBbLIX OIJ_[I/I6OK;
- COXpPaHCHUEC MUWTOI'OBOI'O BapHaHTa B CTPYKTYPC yqe6H0ro IIPOCKTa WU

noptdoano.

CamocrosiTeibHass pabdora oOydyalomerocsi: W3ydeHUME KOHCIIEKTA,
MOBTOpEHNE NeiiCTBUIA mpemnoaaBaress, nopabotka Blueprint-moruku, odbopmienue
KpaTKUX TIIOSICHEHWIA K pelIeHWo, IIOATOTOBKAa CKPHUHIIOTOB WJIW KOPOTKOU
JIeMOHCTpaILIMU pe3yibTaTa.

MdopmMa KOHTpOJsA: 3ayeT II0 TIPAaKTHMYECKOM paboTe, YeK-TUCTy U
TIeMOHCTpAIIMU pe3yabTaTa.

IIpoekTHbIE 3a7aHus ¥ apTe)aKThi:
— pa3spaboratrs urpy Collect the coin ¢ ypoBHeM, MOHETaMH, CYETOM,
nHTEpdENCOM U YCIOBUEM MOOEIDI;

- INOATOTOBUTDL KPATKO€ OIMMCAHME UIPbI, YIIPABICHNUE, CKPUHIIOTHI 1 Y€K-JIUCT

TeCTUPOBaHUS,;

— MIPOBECTU NEMOHCTPAILIAIO IPOEKTA U MTOJYUYUTh PEKOMEHIAIINM IT0 TOpabOTKe.
Tunosbie OMUOKH, MoAJeXaN e pa3doopy:

— MOHETHI CUMTAIOTCI HEKOPPEKTHO MJIM MOTYT OBITh COOpaHbl MOBTOPHO;

— ATPOK He TTOHMMAET, CKOJIHLKO ITPeIMETOB OCTaJI0Ch COOPaTh;

— ycinoBue mobenabl He CBSI3aHO C peaIbHBIM IIPOTPECCOM YPOBHSI;

— MMPOEKT HEBO3MOXKHO MMPOBEPUTH 0€3 YCTHOTO OOBICHEHMS aBTOpA.
MuHuMaJbHBI YPOBEHb OCBOEHHSI: NT'Pa 3aITyCKAETC, IIO3BOJIIET COOpaTh

MOHETBI, OTOOpakaeT CUeT 1 3aBeplliacT YPOBEHb I10CJIe BBIMOJIHEHUS eI,
IloBpIeHHBINi YPOBEHb OCBOEHHSI: IIPOEKT MMEET YUTAEMBII ypPOBEHD,

ycroiuuByto Blueprint-cTpyKTypy, HOHSITHBINA UHTEepdENic, TOJTUPOBKY U MaTepUAIbI

IJ1s1 nopTdoauo.

2.3.12. Moayas 12. IIpoekT «IllyTep ¢ JeTaro UM IpOHOM»

IHear Moayasi: opraHu3oBaTh pa3paboTKy Oojiee CIOXKHOIO IIPOEKTHOTO
MIPOTOTUIIA B XKaHpe LIyTepa C JeTalIlIUM IPOHOM, O0BbEIUHSIOLIEr0 yIIpaBieHue,
Kamepy, cTpean0y, Leau, ypoH, uHTepdelic, moseneHne o0beKTOB M MOJATOTOBKY K

nyOJuKanuu.
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Oobem Moayasi: 80 4., B TOM 4YuclIe JEKIMOHHBIE 3aHATUI — 6 4.,

IpaKTU4ecKre 3aHATUsI — 57 4., caMocTosTeNbHas pabota — 17 4., KOHTPOJIb —

0 4.

IInanupyemble pe3yJbTaThl O MOYJIIO:

co3gaBaThb yIpaBisieMblil Jietaromuii  Drone Pawn ¢ kamepoit u
OrpaHUYECHUSIMU TBUKEHUS,;

peaqn30BbIBATH CTPEIIbOY, MOIaTaHus, 1IeJI1, 3I0POBbE, YPOH, CUET U UTPOBbBIE
COCTOSIHUS;

nobapusaTh Al-Llemn wid NPOTUBHUKOB C HCIOJb30BaHueM State Tree Ha
0a30BOM ypOBHE;

MOArOTaBAMBATh COOPKY, OTYET MO TECTUPOBAHUIO, MATEPUAJIBI IEMOHCTPALIAN

1 TIOpTQOIHO.

Tabmmna 16 — Tematuueckuii toiad monyist 12. Ipoexkt «IlyTtep ¢ aeTarommm
TIPOHOM>

Ne

Tema Yacwe | Conmep:kaHue

1

TexHuueckoe 3anaHue u core loop 6 Hrposas 1ienb, yIpaBlieHUEe TPOHOM,
MPOTUBHUKY WX 1EIN, YCIOBUS
nob6eabl ¥ mopakeHUsI, KpUTepUn

TOTOBHOCTHU.

Drone Pawn n yripaBieHme 11 Cozpanne Pawn, HacTpoiika IBIDKeHUS
10 OCSIM, CKOPOCTb, YCKOPEHHE,

OrpaHM4YCHUA, OINYIICHUE YIIPpAaBJICHUA.

Kamepa 1 orpaHndyeHus1 IBYKEHUS 11 |Kamepa oT TpeTbero Juia min
cBOOOTHAsT Kamepa, TTIOBOPOT,
IUACTAHLMS, 30HA ITOJIeTa, IPAHULIbI

YPOBHSL.

Crpenpba 1 TIpoBepKa MoIagaHui 11 Projectile wnu line trace, cnaBu
BBICTpEJIa, HallpaBJIeHUe, [oMagaHue,
3 deKTHI, 3al1UTa OT HEKOPPEKTHBIX

CTOJIKHOBEHMUIA.

3II0pOBhe, IIEN 1 UTPOBBIE COCTOSTHIS 9 Health, damage, yanuroxenue
Hejeit, mogcuer oukos, win/lose state,

repe3arnyck.

Al-uienin 1 State Tree 11 IIpocToe moBeneHne MPOTUBHUKA VI

LIeJIN, IIEPEXOIbl COCTOSHMIA, ITaTpyJib,

IIpeCiacaoBaHUEC, pCaKA Ha UT'PpOKa.
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Ilpodonxcenue mabauywvt 16

No | Tema Yacwel | ConmepxkaHue

7 |UMG u urpoBoii UK 9 HUD c oukamMu, 310pOBbEM U
6oe3armacoM, 3KpaH nobenbl, 3KpaH

HopakeHnsI, MEHIO Tay3bl.

8 | Ontummsanms, cOopka 1 JOKyMEHTALWS 6 [MpodunmrpoBaHme IpoekTa,
HCIIpaBJIeHIe Y3KUX MECT, ITOATOTOBKA
build, README wu uHCTpYKIUHI

3alrycka.

9 |IlpencraBieHne MpoeKTa 6 JleMOHCTpaLKs UTPOBOTO LIUKJIA,
apXUTEKTYpPbl, OCHOBHBIX Blueprint u

pe3yabTaTa TeCTUPOBAHMS.

Conepxanue Moayiasi: Momynb 3akpernisseT HaBBIKM pa3pabdOTKU uepes
MPOEKT ¢ 0oJiee BLICOKOIM TEXHMYECKOM CIOXKHOCTHIO. O0yydarolmecs: IIpoeKTUPYIOT
ATPOBOM IINKJI, CO3TAI0OT YIIPaBJISIEMBIi IPOH, peaJn3yIoT CTpelIb0y, peaKiny IIeJIei,
naTepdeiic 1 6a30Boe MOBeleHNe MPOTUBHUKOB, MOCJE YEero IPUBOIAT ITPOEKT K
JI€MOHCTPAlIMOHHOMY COCTOSIHUIO.

IIpakTHyeckue BUABI padoT:

- pa3bop AeMOHCTpallMOHHOTO TipuMepa B penaktope Unreal Engine 5;

— BBLITTOJTHEHME TTPAKTUUECKOTO 3aJaHNs IO TeMe MOIYJIS;

— MIPOBEpPKa pe3ybraTa Mo YeK-JIUCTY 1 UCIIpaBieHe TUITOBBIX OIIMOOK;

— coxXpaHeHMe WTOTOBOTO BapuMaHTa B CTPYKType Y4YeOHOro mpoeKTa WIN
nopTdoJino.

CamocTosiTesibHass pabdora oOyyalomeroca: M3y4YeHUE KOHCIEKTA,
MOBTOPEHUE NEWCTBUI MpenoaaBaTesns, nopaborka Blueprint-noruku, odpopmiaeHue
KpaTKUX TIIOSICHEHWI K pelIeHNo, IIOATOTOBKAa CKPHUHIIOTOB WJIW KOPOTKOU
TMIeMOHCTpAILIN pe3yJIbTaTa.

dopMa KOHTpOJASA: 3adeT IO IIPaKTUUECKOM paboTe, UYEK-IUCTy WU
JeMOHCTpaLIMU pe3yJibTaTa.

IIpoexkTHBIE 3aaHUsA ¥ apTe)aKThl:

— pa3paboTaTh MPOTOTHII LIIyTepa C JICTAIOIIUM IPOHOM, LEISIMU, CTPEab0oi,
cuyeToM U uHTepdeiicom;
- MMOJArOTOBUTH CLIEHApUii 1eMOHCTpAallMU IIPOeKTa B pedaKTope 1 B COOpKe;

— 0pOpPMUTH KpaTKMIii OTUYET I10 TECTUPOBAHUIO ¥ ONITUMM3ALIMH.
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Tunosbie oMUOKH, MoAJexXaN e pa3doopy:

— yhnpaBJjIeHHe IPOHOM HeCTaOMJIBbHO M He OTpaHMYEHO I'paHUIIaMU YPOBHSI;

— nonamaHus paboTaroT CIIy4JaiiHO N3-3a HEBEPHOU HACTPOUKN TPACCUPOBKHU WIN
KOJIJIN3UM;

— Al-lem cymiecTByIOT OTHEJIBHO OT UIPOBOTO I1IMKJIAa M HE BIUSIIOT Ha
pe3yJbTarT;

— OpPOEKT HEe uMeeT COOpKM, ONMCaHWS YyIpaBJIeHWSI MW MaTepuajaoB

JCMOHCTpaInn.

MuHuMaibHbIii YPOBE€Hb OCBOEHHsI: CO3laH MrpabeJbHBIA MPOTOTUN C
yIIpaBIsIEMbIM IPOHOM, CTPEIb0OIA, IIeJIIMHI, CIETOM U 3aBEpIIECHNEM YPOBHS.

IloBpIeHHBIHE YPOBEHb OCBOEHHSI: TIPOEKT COIEPXKUT YCTOMUMBOE
yIpaBJjieHue, MOHITHYI0 apxuTekTypy Blueprint, Al-anemenTsl, MHTEpdEiic, cOOPKY

1 MaTepuasbl Ijs TOpTHOIINO.

2.3.13. Moayan 13. [IpoekTHass npakTHKa U mopTdoamo. 3arpy3ska urp Ha itch

U Apyrue njaomanku

IHea» Moayasi: TIOATOTOBUTh MTOTOBBIM TMPOEKT K JIEMOHCTpallud U
nyonaukanm, oopMuTh NMOPTQoNMMo-pa3aes, cobpars MaTepraabl IJISI CTPAHUIIBI
MIpoeKTa M pa3MeCTUTh UTpy Ha itch.10 mian OpyTroil MoaXo el TIoIaIKe.

O6bem moayasi: 44 4., B TOM 4uCIe JNEKIUOHHbIe 3aHATUSI — (0 4.,
MpakTU4ecKre 3aHATusI — 33 4., caMocTosTeNbHas paborta — 11 4., KOHTpOJIb —
0 u.

IlnanupyeMbie pe3yjbTaThl IO MOAYJIO:

- BLIOMpATh M COTJIACOBBIBAaTH TEMY WTOTOBOTO IIPOEKTa C W3MEPUMBIMU
KPUTEPUIMHA TOTOBHOCTH;

— nonrotaBiauBath build, README, Bumeo, CKpUHIIOTH, OMNUCaHUE
yIIpaBJIeHUs U ITepeueHb NCI0Ib30BaHHBIX PECYPCOB;

— opopMIISITH CTpaHMITY IIpoeKTa Ha itch.io mam mpyroii Ironiangke ¢ MOHITHOMR
MHCTPYKIIMEN 3aI1yCKa,

- MIPOXOIUTh Mpen3alnTy, GUKCUpOoBaTh 3aMedyaHNsd W BHOCUTH (pUHAIbHBIE

yAy4dlIeHUs].
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Tabsuna 17 — Tematuueckuii iad Monyas 13. IlpoekTHast mpakTuka U mopTdoJimo.
3arpys3ka urp Ha itch 1 npyrue 1oromanku

Ne |Tema Yacer | Comepkanne

1 | Beibop TeMbI HTOTOBOTO MpOEKTa 7 dopmynnpoBKa Uaen, orpaHNIeHNe
00beMa, KpUTepUM TOTOBHOCTH, PUCKH,

IU1aH JOpabOTKU.

2 |IInag mopabOTKM 1 9eK-JTUCT KadecTBa 7 Backlog, mpuoputeTsbl, 00s13aTeIbHbII
MHUHUAMYM, pacIlVPeHHbIA YPOBEHb,

IIPOBE€PKa 3aIlyCKa U IIPOXOKICHUMA.

3 |Packaging u nposepka build 8 IToaroroBka c60pKH, CTPYKTYpa Mamok,
MHCTPYKIIMA 3aI1yCKa, IIpOBEepPKa Ha
IPYTOM YCTPOICTBE VI YUCTOM

OKPY>KE€HUH.

4 | CrpaHuia mmpoekra Ha itch.io 8 Ommcanne UTpHI, 3KaHp, YIIpaBJIeHNE,
CKPHMHILIOTHI, BULEO, Terd, Qailabl

cbopku, myO6IMYHAs UK 3aKphITast

oy 6auKanus.
5 |Jlpyrue 1mIomagkyl U BapruaHThI 6 GitHub Releases, Google Drive,
My 0JIMKay o0JiauHble XpaHWINIIA, TTOPTHOTNO-

CaAMT, OTpAaHUYCHUS U ILTFOCHI

BapMaHTOB.

6 |Iloprdonmo-marepranbl 8 README, o6103kKa IpoeKTa,
gameplay-Buaeo, CKpUHIIOTHI,
OTIMCaHNe POJIK aBTOPA, CIIMCOK

TEXHOJIOTUI U aCCETOB.

7 |IlpenzamuTa 1 ¢puHAIBbHAS JopaboTKa 0 JeMoHCTpamus IIpoeKTa, oIy deHne
3aMEYaHMi, IJIaH UCIIpaBJICHUNA,

(urHaNBHAS TIPOBEpKa KOMILIEKTa

MaTepuasoB.

Conepxanue Moayasi: Monyiab nepeBoIUT yueOHbBIE IIPOEKTHI B IOPTHOIHO-
dopmar. OCHOBHOI aKIlIeHT HeJaeTcsl Ha BOCIPOU3BOIMMOCTHU pe3yjbTaTa: IPOeKT
TOJIKEH 3aI1yCKaThCsl, ObITh IIOHSTHBIM CTOPOHHEMY I10JIb30BaTe/ 10, UMETh OMMCaHUe
yIIpaBJieHNUs], BU3yaJibHble MaTepuajbl, CTpaHUIY NyOJIMKaIi M MOATBEpXKIeHUE
aBTOPCKOTO BKJIaJa.

IIpakTnyeckue BUABI padoOT:

- pa3bop AeMOHCTpallMOHHOTO TipuMepa B peaaktope Unreal Engine 5;
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— BBIMOJIHEHNE MPAKTUUECKOTO 3aIaHUS I1I0 TeMe MOIYJIS;
— MpoBepKa pe3yjbraTa o YeK-JTUCTY U UCIIpaBjeHNe TUMIOBHIX OLIMOOK;

— coXpaHeHMe WTOTOBOTO BapuMaHTa B CTPYKType Y4YeOHOro mIpoeKTa WIN

nopTdonuo.

CamocrosTesbHasgs pabdora oOyvyalmerocs: u3yuyeHHWE KOHCIIEKTa,
MOBTOPEHUE NEWCTBUI MpernonaBaTens, nopaborka Blueprint-noruku, odpopmiaeHue
KpaTKUX TIOSICHEHWI K pelleH!o, IIOATOTOBKAa CKPUHIIOTOB WJIU KOPOTKOMU
TMIeMOHCTpAILIMN pe3yJIbTaTa.

dopMa KOHTpOJA: 3ayeT II0 IIPAaKTUYECKOM paboTe, YEK-IUCTy U
IeMOHCTpaLIMK pe3yJibTaTa.

IIpoexkTHbIe 3a1aHusA M apTe(PAKTHhI:

— MOATOTOBUTH UTOTOBBII MPOEKT WIN OJUH M3 KPYIMHBIX yUeOHBIX ITPOEKTOB K
ny6JIMKauu;

- c03JaTh CTpaHMILY Ha itch.10 WM OpyToil IIolagKe 1 3arpy3uTh cOOPKY WIN
MaTepHuajibl JeMOHCTpAlUU;

— opopMHUTH MOPTHOINO-KAPTOUKY ITPOEKTa C ONMMCAaHNEM 3allad, TEXHOJOTUI 1
pe3yJibTara.
TunmoBbie OMUOKH, MOAJEKANHE pa3dopy:

- CTpaHUIIA TIPOEKTa €CTh, HO OTCYTCTBYET MHCTPYKIIMS 3aITyCcKa;

— cbopka He MpoBepeHa BHe paboyero npoekta B penakrope Unreal Engine;

- B ONWCaHWM He YKa3aHbl pOJb aBTOpa, MCIIOJb30BaHHBLIE TEXHOJOTUU U
CTOPOHHME acCeThl;

— 3aMeuaHMs TIpea3alluThl He 3aUMKCUPOBAaHbBI M He JOBEIEHbBI 0 MCIIPaBJICHUIA.

MuHuMaJlbHbIi YPOBEHb OCBOEHHUS: IIPOCKT NMEET IIPOBEPSIEMYIO COOPKY
WIN JeMOHCTpaluuoHHBIA KoMIieKT, README, cKpuHILIOTHI 1 OIy0J1MKOBaHHY O
WIX HOATOTOBJEHHYIO CTPAHUILY.

IloBbIeHHBIH YPOBEHDb OCBOEHHSA: ODOPMIIEH MOJTHOLIEHHBIN MTOPTHOINO-
KEWC C BUOEO, MOHSATHBLIM OINMMCAHUEM, MHCTPYKIIMEN 3aI1yCcKa, CIIMCKOM TE€XHOJOTUM

M CCBUIKOM Ha IUIOIIa OKY.
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2.3.14. Moayan 14. IIpomexxyTouHas arrectanus no 3apepmenuu IIporpamMmm bl

HEJIB MOAyJddA: OLHECHUTb TOTOBHOCTH 06yqa10mer005{ K CaMOCTOSTEJIbHOMI

pa3paboTke MpOCThIX UrpoBbIX MpoToTumnoB B Unreal Engine 5 uyepe3 3ammTy

UTOrOBOI'0 MPOEKTa, JeMOHCTPALIIO COOPKU, OOBSICHEHNE apXUTEKTYPhl 1 OTBETHI

Ha BOITPOCHI KOMUCCHMN.

Oo6bem moayasi: 36 4., B TOM 4YHMCIIe JEKOMOHHBIE 3aHATMI — (0 U,

npaktrnyeckue 3aHaTusg — 0 4., camocrositenbHad pabora — O 4., KOHTpoab — 36 4.

IlnanupyeMble pe3yJbTaThl O MOIYJIIO:

MPEeICTaBAsITh MTOTOBBIM TIPOEKT M MOATBEPXKIAaTh CaMOCTOSITEIbHOCTD
BBIIIOJIHEHHOM paboThI;

IEMOHCTPpUPOBATh pPabOTOCHOCOOHOCT, MpoeKTa B cOOpKe WIM B
COIJ1aCOBAaHHOM JE€MOHCTPALIMOHHOM CLIEHAPUU;

00BSICHATH CTPYKTYpy Blueprint, ypoBeHb, nepconaxa, kouuszuu, UMG, State
Tree, oNTUMM3AAIO W NCITOJIH30BaHHBIE aCCETHI;

OTBeYaTb Ha BOIPOCHI KOMMCCMM M apryMeHTUpOBaThb BbIOpaHHbIE

TEXHNYCCKUC PCILICHUA.

Tabamra 18 — TemaTtnaeckmii maad Monyns 14. IIpoMexxyTouHast aTTecTamnus 1o
3aBepiieHun ITporpaMmMel

No

Tema Yacwl | Comep:xaHue

1

IIpoBepka KoMIIJIeKTa MaTepHUAIOB 0 ITpoext, coopka, README,
CKPUHIIIOTHI, BUIIEO0, CCHIJIKA Ha
My 0JIMKaIuIo, IIepedeHb acCETOB,

MHCTPYKIINS 3aITycKa.

JleMoHCTpaLys MPOEKTa 0 IToka3 urpoBoro 1yKiIa, yIpaBJIeHus],
nenan, maTepdeiica, mode bl MIn

IIopaXeHu#, CcTabMIBHOCTHU 3aIrrycka.

3ammra apxXuTeKTYpPhI 22 | O6bsicHeHue ocHOBHBIX Blueprint,
CTPYKTYPBI YPOBHSI, B3aUMOIEIACTBUIA,
kommsuii, Ul, Al m onTuMH3aIioOHHBIX

pEILLEHUA.

OTBeTHI Ha BOIPOCH KOMUCCHN 0 ITpoBepka moHMMaHMS BbHITOIHEHHOMN
paboTHI, OrpaHUIYEHMIA ITPOEKTa N

BO3MOXKHBIX HaIlpaBJICHUIA pa3BUTHS.
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Ilpodoaxcenue mabauynst 18

No | Tema Yacwel | ConmepxkaHue

5 | OdopMiieHne pe3yabTaTOB aTTeCTalNI 14 | Qukcauus OLIEHKU, 3aMeYaHuIA,
UTOTOBOT'O PELICHUS U PEKOMEHTAAI
MO aJbHEUIIIEMY Pa3BUTHUIO

nopT¢oano.

Conepxxanue wmonayas: IlpomexyTouHasd aTtectalus IIO0 3aBepIISHUN
IIporpamMmmbl mpoBoguTcsa B opMe 3amuThl IpoekTa. IIpoBepsioTcsd BU3yalIbHBIN
pe3yJIbTaT, BOCIIPOU3BOINMMOCTb, JIOTHKA pean3aliii, CIIOCOOHOCTh 00ydJaromierocs
00bsicHUTL Blueprint-apxutekTypy, wuHTepdeiic, B3aMMOIEUCTBUSI OOBEKTOB,
a1eMeHTHl Al, MoaXoI K ONTUMU3AIMA U Ka4eCTBO MOATOTOBJIEHHBIX MAaTePUAJIOB.

IIpakTHyeckue BUABI padoT:

- pa3bop JeMOHCTpallMoHHOTO TipuMepa B peaakrope Unreal Engine 5;

— BBITIOJTHEHNE MTPAKTUUECKOT'O 3aJaHNs 10 TeMe MOIYJIS;

— IIpoBepKa pe3yJibTara Mo YeK-JIUCTY 1 UCIIpaBieHe TUIIOBLIX OIINOOK;

— coxXpaHeHMe WTOTOBOTO BapuaHTa B CTPYKType Y4yeOHOro mnpoeKTa WIKn
noptdoano.

CamocTosiTeIbHAsE pabora oOyyalomerocsi: W3ydeHUMEe KOHCIEKTA,
MOBTOpEHUE NeiCTBUIA mpemnoaaBaress, nopabotka Blueprint-moruku, odbopmieHue
KpPaTKUX T[IOSICHEHUI K pPELIeHUI0, IIOATOTOBKA CKPUHIIOTOB WJIN KOPOTKOM
IE€MOHCTpALUU pe3ybTarTa.

dopMa KOHTpOJASI: HMTOroBag 3allldTa IIPOEKTa IIeEpel aTTeCTAlMOHHON
KOMMCCHEM.

IIpoexTHbIe 3a1aHusA M apTe(PAKThI:

- 3alIATUTH UTOTOBBIN TpoekT 1o Unreal Engine 3;

- oka3aTh paboTocrioco6HbIN build mim cornacoBaHHBINA TeMOHCTPAIMOHHBIN
CLIEHApUI;

- npenctaButb README, cKpUHIIOTBI, BUOEO WU CChUIKY Ha CTpaHUILY
MpOeKTa.
Tunosbie OMUOKH, MOAJeXaN e pa3doopy:

- MPOEKT 3aMlyCKaeTcsl TOJAbKO Ha KOMIIbIOTEpE aBTOpa U He MMeeT MHCTPYKIINU;

- oOyyaroluiicsi He MOXeT OOBbSICHUTH KitoueBbie Blueprint u cBsizu Mexny

o0BbeKTaMu;
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- OTCYTCTBYIOT  JIOKa3aTeJbCTBa CaMOCTOSITEJIbHOW paboOTBl M  3TAIloOB
pa3paboTKu;
- KOMIUIEKT MaTeprajaoB HenoiaHbll: HeT coopku, README, nmemoHcTpanun

niIn CCbIIOK.

MuHuMaJbHBIH YPOBEeHb OCBOE€HHSI: oOOyyarluiics mnOpencTaBiseT
paboTOCHOCOOHBIN MPOEKT, NEMOHCTPUPYET OCHOBHOIM UTPOBOM LUK U OOBSICHSIET
KJIIOUEBbI€ TEXHUYECKUE PEILICHUS.

IloB bl eHHBIH YPOBEeHb OCBOEHHS: oOyyaromuincs 3alIUIIAET
3aBeplIeHHbIA MOPTQHOIMO-IIPOEKT C TMOHSATHOU apXUTEKTYypoOli, IIPOBEPEHHON

cOOpKoi1, oIy 6JJMKOBAaHHOI CTpaHMIIEe 1 KaueCTBEHHBIMU MaTepralaMM.

2.4. TlpoeKkTHasi NpaKTHKAa M KOHCYJbTAallHHU

IIpoekTHag mpakTWKa HaIpaBjieHa Ha HOpabOTKYy MTOTOBOrO IIPOEKTa,
opopmiieHrne NopT¢OoaNO U IOATOTOBKY K 3aluTe. B Xome NMpoeKTHOI MpaKTUKU
oOyyaroluiicss BEIOMpaeT UTOTOBBIM MPOEKT, corjacyeT ¢ MmpernogaBareieM o0beM
IOopabOTOK, YTOUHSET WUTPOBOM ILMKJI, IpoBepsieT 3allyCK, MCIpaBiseT OILIMOKU,
roroBuT README, ckpuHIIIOTHI, BUAE0, COOPKY WU BOCIIPOU3BOIMMBIN ClIeHApUi
3amycKa.

KoHcynbranmy npoBogsaTCs B OJUCTAaHLIMOHHOM ¢opMaTe ¢ MCHOJIb30BaHUEM
BJIEKTPOHHOU MH@OpMalIMOHHO-00pa30oBaTeIbHOI Cpellbl, CPEeICTB BUIEOCBSI3U,
perno3uToprs WiIM 00JaYHOTO XpaHWIMINA HPOEKTHBIX MaTepuaioB. Ilo mToram
KOHCYJIbTAllMil 00y4Yaroluiicsl MmojayyvyaeT peKoMeHmauuu mno crpykrype Blueprint-
rpa¢doB, KOPPEKTHOCTH MeXaHUK, uynTaeMocTu ypoBHs, Ul, komnmususMm, State Tree,
ONTHUMU3ALNN U TIOATOTOBKE 3aILUTHI.

Pe3ynbraToM IIpOEKTHOI MNpPaKTUKU SIBJISETCS KOMILJIEKT MaTepualioB IS
JIonycKa K IPOMEXYTOUYHOM aTTecTalny 1o 3aBepiieHnu IIporpamMMbl: UTOTOBBIN
npoekT Unreal Engine 5, README, ckpuHIIOTBI, KOPOTKOE BUAEO WIM CLEHAPUIA
IeMOHCTpAI, CChIJIKAa Ha CTPAaHUILY IIPOeKTa IPY HATUYNM, YeK-JTUCT IPOBEPKU U

KpaTKO€ OIIMCaHMC aBTOPCKOI'O BKJIaaa.
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3. OpraHu3anMoHHO-NEIarorn4ecKmne yCJI0BHS peaJn3aliy MPOrpaMM bl

3.1. O6mue ycnoBus peaausanum

Opranmzanus obecreunBaeT peanu3anuio IIporpaMMbl B COOTBETCTBUM C
y4eOHBIM TUIaHOM, KaJIeHIapHbIM YU4eOHBIM I'padrKoM, pacriicaHrEM, JIOKATbHBIMU
HOPMAaTHUBHBIMU aKTaMM 1 JOrOBOpoM 00 oO6pa3oBanHuu. O0pa3oBaTeIbHBIN IPOIece
CTPOUTCS Ha codyeTaHMM OOBICHEHMSI MaTepuaja, JeMOHCTpaunu pabotsl B Unreal
Engine 5, nmpakTuueckux 3aiaHuil, CAMOCTOSITEIbHOU TOpabOTKU, OOpaTHON CBI3U
IperoaBartesisl, IPOMeKYTOUYHOI aTTeCTallii U UTOTOBOM 3allIUThI IIPOEKTA.

Ob6yuyaroImMcsd MPegoCTaBIIIeTCd TOCTYII K 3JeKTPOHHON MHGOpPMalMOHHO-
oOpa3oBaTebHONM cpele, Y4YeOHBIM MaTepuajgaM, 3aJaHUsIM, WHCTPYKLMSIM,
YeK-JIMCTaM, 3alicdIM 3aHITHH NOpyd HAJIWYNHM, CPEICcTBaM KOMMYHHMKAIlUM U
KaHajaM cipauu pa6ot. [IpenomaBaTenb obecrneunBaeT CONMPOBOXKIEHUE MPOEKTHOM
TPaeKTOPUM, IIPOBEPKY IIPOMEXYTOUHBLIX pe3yJbTaTOB U pPEKOMEHOALMU IO

nopaboTKe MPOeKTa.

3.2. MartepuaabHO-TeXHHYECKHE YCIOBHSI

Insa peanuzanuu [IporpaMmmbl HEOOXOIUMBI:

- MEPCOHAJIBHBIV KOMIBIOTEP WM HOYTOYK 00y4arolerocsi, COOTBETCTBY 0L
MUHMMaIbHBIM TpeboBaHusM Unreal Engine 5;

— ycranoBieHHbI Unreal Engine 5 u Epic Games Launcher;

— cpeda JIJisg XpaHeHUsS M TIlepelauyu IIPOEKTHBIX MaTepuajoB, BKIIIOUasI
pemno3UTOPHii, 00IayHOEe XpaHWJIMIIE WIN 3JeKTPOHHYI MHMOpPMaIlMOHHO-

00pa3oBaTeIbHYIO Cpeny;
— CTaOMJIbHBIN TOCTYN K ceTu MHTepHeT;

- cpeacCTBa BUACOCBA3ZN N IEMOHCTpALINM 9KpaHa O IJVMCTAHIIMOHHDBIX 3aHATUIA

1 KOHCYJIbTALIN;

— CpelCTBa 3aIllMCy KOPOTKUX BUIEO NEMOHCTpaLlUil MPOEKTa;

- Opay3ep M ydeTHas 3alich IS IIyOJUKallMM IIpoeKTa Ha itch.lo miam npyroit
COTJIAaCOBAHHOM IUIOIIAIKe ITPpU HEOOXOIUMOCTH;

- opucHOe WM TEKCTOBOE MporpaMMHoe obecrnedeHrue MJjisi II0ATOTOBKU

README, onmcanmii, 4eK-JIUCTOB U Mpe3eHTAllMOHHBIX MaTepHaloB.
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I[Ipy BhHIIONHEHMM 3aJaHWIl OOIIYCKAeTCSd MCIIOJAb30BaHWE y4YeOHBIX
assets, craHmapTHbIx IabgoHoB Unreal Engine 5, OTKpBITBIX Marepuasnos,
MpeNOCTaBIeHHBIX  IIpenogaBaTelieM, U  PECYpPCOB,  pa3pelleHHBIX IS

O6p3_30BaTeJII)HOFO IIpUMECHCHMS C CO6JIIO,I[CHI/ICM YCJIOBI/IfI JJUIOCH3MPOBAHUAA.

3.3. DaekTpoHHass HH(POPMaNMOHHO-00pa3oBaTeJbHas cpeaa

DnekTpoHHasd WHGOpMAIMOHHO-O0pa3oBaTelbHasgd cpega obecrieynBaeT
pa3MellleHre yueOHBIX MaTepHajoB, 3aJaHUI, YeK-JIHUCTOB, CCHLJIOK, pacIMCaHus,
yBeIOMJIEHUI, pe3yJIbTaTOB IIPOBEPOK U 00paTHOI cBs13n. Uepes Hee 00ydaronImiics
MoJiy4yaeT JOCTYII K conepxkaHuio IIporpaMMbl, OTIIpaBJisieT IPpOeKTHbIE MaTepuaJlbl,
MoJIydyaeT KOMMEHTapWM IIperiomaBaTelIsi M OTCIEXWBAET CTATyC BBIINOJTHEHUS
KOHTPOJILHBIX TOUEK.

B paMkax IMCTaHIIMOHHOTO B3aMMOIENCTBUS MOTYT MCITOJIb30BaThC
BUIECOKOH(PEPEHIINN, MECCEHIKEePhI, 3JEeKTpPOHHAs II0UTa, CHCTEeMa YIpaBJICHUS
o0yueHreM, oOJauHble IIallKKW, PErO3UTOPMM M WHBIE CpPEeICTBa, YTBEPKIECHHBIC
opranm3anueii. KoHKpeTHBIII HabOp CcpeincTB ompenensieTcs JOKaJIbHBIMU
HOPMAaTUBHBIMM aKTaMM ¥  OpPraHM3alMOHHLIMM  YCIOBHSIMA  peajn3aliud

IIporpammel.

3.4. KaapoBblie ycJIoBHuA

Peanuzauus IIporpamMMmbl ob6ecriednBaeTcs IeJarorndyecCKuMy paboTHUKAMU U
(unn) cnenuanucTaMu-TIpakKTUKaMU, UMEIOIINMU TpodeCcCUOHAILHBIM OIBIT B chepe
pa3paboOTKM MpOorpaMMHOTO 00ecCIiedeHNs], UTPOBBIX MPOTOTUIIOB, MHTEPAKTUBHBIX
npuiaoxkenuii, 3D-cpen, BHU3yaJbLHOTO NPOrpaMMHUPOBAHMSI, 00pa30BaTeIbHBIX
TEXHOJIOTUM WJIN IPOEKTHOU IesITeIbHOCTH.

[IpenonaBarenb OOMKEH BAadeTh METOIMKON NUCTAHIMOHHOTO OOyYeHWS,
yMeTb neMoHcTpupoBaTh paboty B Unreal Engine 5, mposepsarts Blueprint-
JIOTUKY, IIPOEKTHBIE MaTepuaabl, urposble MexaHuku, Ul, xommsuu, State Tree,
ONTUMM3ALMIO U TaBaTh 00yYaroIMMCs IIPUKIIaTHY 00paTHYIO CBSI3b O JOPabOTKe

IIPOCKTA.
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3.5. YcaoBus ajisa HecoBep I eHHOJETHUX 00yYalo I UXCS

IIpn obydyeHUN HeCOBEPIISHHOJETHUX OpTaHM3allusl YUUTBHIBAeT BO3pPACTHbBIE
ocob0eHHOCTH, obecrneunBaeT MHPOPMALIMOHHYIO 0€30IMacHOCTb M IeJarorundyecku
00OCHOBAaHHYIO TIPOIOJLKUTEIBHOCTE HENpephIBHONM pabOThl ¢ B3KpaHHLIMU
ycTpoiicTBaMu. Pacnucanue 1mpenycMmaTrpuBaeT MepepbiBbl M CMEHY BHIOB
nesTeabHOCTU. KoMMyHMKanuys, my0anKaysl IpoeKToB, MCII0JIb30BaHUEe BHEIIHUX
cepBUCOB, 00paboTKa M300paKeHMi, TOJIOCOBBIX HAHHBIX W MHBIX NEePCOHAIbHBIX
IaHHBIX OCYIIECTBJSIIOTCSI C Y4YeTOM COIVIaCuii 3aKOHHBLIX TIpeICTaBUTENIE U
JIOKQJIbHBIX MTpaBUII.

IIpennonaBatenb He JONYCKAeT BKIIOUEHMS B OTKPhIThIE PENO3UTOPUN KITIOUEei
MOCTYTIa, Taposell, MepcoHaJbHbLIX HAHHBIX W MaTepuayoB, HapylIalolIUX IIpaBa
TpeTbux aul. IIpy HeoOXODMMOCTH MCIOJBL3YIOTCS yueOHble yueTHBble 3aIllcH,

3aKpBIThIE PETIO3UTOPUN U 00e3TMYeHHbIe HA0OPhI TaHHBIX.

3.6. YcaoBus 1Jisg 00y4aw MuUXcs ¢ OTpaHNYEeHHBIMHA BO3MOXKHOCTAMH 310POBb S

ITpu HanmuMy 3arpoca U OpraHU3alIMOHHON BO3MOKHOCTH TPEIOCTaBIISIFOTCS
YBEJIWYEHHBIN CPOK BBITIOJIHEHUS 3aJaHuii, JOCTYINHBIE (GopMaThl MaTepuajioB,
CyOTHTPHI WJIM TEKCTOBBbIE KOHCIEKTHI, albTepHATUBHBIE CITOCOOBI IpeICTaBICHUS
MIpoeKTa M WHbIE CIlelaJbHbIE YCJIOBUS B COOTBETCTBUU C WMHIMBUIYaJIbHLIMU

HOTpe6HOCT$IMI/I N JIOKAJBbHBIMU aKTaMM OpraHmnu3aliiu.

3.7. YuyeOHO-MeTOAHYECKOE O0eclIedeHHe

YuyebHo-MeTonmueckoe obecrieueHune IIporpaMMbl BKIIrO4aeT:

— pabouue IIporpaMMbl MOIYJIEH;

— Mpe3eHTay, KOHCTIEKThI, MHCTPYKIIMA 1 TeMOHCTpallMOHHbIE MaTepUaJlbl;

- MpaKTUYeCKUe 3aaHus U TIPOEKTHBIE 111a0JI0HBI;

- YEeK-JINCThl MPOBEpKM MexaHuK, Blueprint-rpados, yposnsi, Ul, komnuswii,
State Tree, onTuMu3anmy 1 cOOPKU;

- KpUTEpUHN IPOMEKYTOUHON M IPOMEKYTOUHOM aTTecTalluy IO 3aBeplIeHUN
ITIporpammur;

- pexkoMeHnanuu mo opopmiaennto README, moprdonno, ctpaHUIBI IIpOeKTa

N 1CMOHCTPALIMOHHOI'O BUAOCO,
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- IIpUMEPHBI TUITOBBIX OLINOOK 1 PEKOMCHIO AN 110 UX UCITPAaBJICHUIO.

3.8. IIpumenenne 3JIEKTPOHHOTO o0yueHH /| AUCTAHIMOHHBIX

o0pa3oBaTeJbHBIX TEXHOJIOT M

IIporpamma peanusdyeTcsl ¢ IIpUMEHEHUEM DBJIEKTPOHHOro oOydeHUus U
NUCTAHLIMOHHBLIX  00pa30BaTeJbHBIX TEXHOJOTUI. DIEKTpOHHOE OO0yuyeHHe
WUCIIONIb3YeTCsT  IUISI  MpemocTaBieHMs]  y4eOHBIX  MaTepuajioB,  3aJaHUI,
3amiceli, METOIWYECKMX pPEKOMEHIAlWid, CPpeICTB KOMMYHHUKAINM, ¢GUKCALUN
pe3yJIbTaTOB KOHTpPOJsI M oO0paTHOM cBg3U. JlucTaHIMOHHBIE OOpa3oBaTebHbIE
TEXHOJIOTUM HWCIOJbL3YIOTCS [JISI OpraHM3allMd B3aUMOJIEHCTBHUS O0yYarolerocs
U TIeJarornyeckux paOdOTHUKOB Ha pacCTOSHUU, IIPOBEIEHUS KOHCYJILTAllUIA,
MIPOBEPKU padOT, MPOMEXKYTOUHOMN M TIPOMEXKYTOUHOI aTTeCTallM 10 3aBeplIeHUN
ITIporpaMMmBl.

IIpn peanuzauum ITporpaMmbl opranmn3aiysi obecreunBaeT UIeHTU(DUKALINIO
o0yyarolierocs B 3JIeKTpOHHOU MH(POpMaLIMOHHO-00pa30oBaTeIbHO cpelie, IOCTYH K
MaTepualiaM B TeueHUe neproaa o0ydeHus, BO3MOKHOCTD CIauM paboT, IoJydeHue
obpaTHOIi cBI3U U PuUKcallMio pe3yabraToB ocBoeHus IIporpammbl. TexHuuyeckue
TpebOBaHMI K YCTPOMCTBY, HPOrpaMMHOMY oOOeCIIedeHHnI0, KaHajaM CBSI3U U
YUEeTHBIM HAaHHBLIM HOBOJISTCS IO oOyuarolierocss 10 Hayajga oOydeHUs WU IIpu

IIpEaOCTaBICHUN JOCTYIIAa K 06pa30BaTeanoﬁ cpeac.

3.9. Undbopmannonnas 06e30MacHOCTD, IEPCOHAJIbHbIE TaHHBIE U 3THKA

IIpu peanmzanmu IlIporpammel obecriednBaeTcs coOMOOeHUE TpeOOoBaHUA
3aKOHOJATEJIbCTBA O IIEPCOHAJbHBIX IaHHBIX, IMpPaBUJI pabdOThl C YyUYETHHIMU
3alucsIMM, y4dyeOHbIMMA MaTepuajaMH, IIPOEKTHbIMM QaiilaMu M pe3yJibTaTaMu
arrectauuu. JlocTym K 3JeKTpOHHOU WMHGPOPMALIMOHHO-00pa3oBaTeabHON cpende
npenocTaBiseTcss MHINBUIYaJIbHO 1 He MOIJIEKUT Tlepenade TpeThbUM JIMLIaM.

OOyuaromuiicss o06s3aH coOJ0JaTh aKageMUYeCKyl0 I0OpPOCOBECTHOCTD,
HE IIPEeICTaBISATh YyXuWe pabdoThl KaK COOCTBEHHbIE, KOPPEKTHO YKa3bIBaTb
WCTOYHMKM 3aMMCTBOBAHMI, He HapylllaTh MpaBa TPETbUX JHUIl HAa MPOTpPaMMHbIN
KO, HOaHHble, u300paxkeHusl, TEKCThbl M WHbIe MaTepuanbl. lIpu BbISIBIeHUU

IIPpU3HAKOB HCCAMOCTOATCIBHOI'O BBITIOJTHCHUA pa6OTI)I opraHm3anud BIIpaBC
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Ha3HAaYUTL OOIIOJHUTCIIbHYIO IIPOBCPKY, CO6CCCJIOBaHI/IC, IIOBTOPHYIO CHa4dy WJIN

WHBIE TIPOLENYPHI, TIPeIYCMOTPEeHHbBIE JTIOKATbHBIMIA HOPMAaTUBHBIMU aKTaMU.

3.10. JlokanbHbIEe IpONEAYPHI 00YUeHHS

Opranmzauus peanuszanuu  IIporpamMmbl  obecrneuynBaeTcsl JOKaJIbHBIMU
HopMaTuBHbIMU akTaMu OO0 «MHHOIpOr», peryaupyrommuMi IpueM 1 3a4rcieHne
o0yyJaroluxcsl, peXWM 3aHATU, NOpUMEHEHHE D3JIeKTPOHHOIo oOO0ydeHus WU
IMCTAHLIMOHHBLIX 00pa30BaTeJIbHbIX TEXHOJOTUI, TEKYILIMi KOHTPOJIb, TEeKYIIM
KOHTPOJIb U MPOMEXYTOUHYIO aTTeCTalldIo, Mepecaadud, aresuIsiun, OTYUCIeHue,
BOCCTaHOBJIEHHE, BbIJauy IOKYMEHTOB 00 o0yueHuM, oO0pabOTKy HepCOHaIbHBIX
TAHHBIX.

JlokanbHble mpouenypbl NPUMEHSIOTCS B 4YacTU, He MOpOTUBOpedalllei
3aKoHOHaTelbCcTBY Poccuiickoit Penmeparinu, ycioBusiM Joropopa o6 obpazoBaHUU
n Hactosuieit ITporpamme. O0yuarommiicss THGOPMUPYETCST O 3HAUYUMBIX ITpaBIIaxX
peanuzanuu [IporpamMmel 10 Havaja oOydeHMs WM MpU MpegoCTaBIEHMM JOCTyNa

K 00pa3oBaTeabHOM Cpele.

3.11. OOHoBJIeHHE MPOrpaMMbl

[Iporpamma moIIeXKUT TIePUOINISCKOMY OOHOBJICHHIO C YYETOM M3MEHEHMIA
B 3aKoHojaTelabcTBe Poccmiickoit Pemepanyn, JIOKAJbHBIX HOPMATUBHBIX aKTax
opranuzanuu, Bepcuu Unreal Engine 5, npakTuku peanuzanuu o6pa3oBaTeIbHOTO
mporiecca, 00paTHOI CBSI3M 00yUaroOmIMXCs, TpeOOBaHMIA K IIPOEKTHLIM pe3yJibTaTaM
Y pa3BUTHS MHCTPYMEHTOB game development.

OO6HOBJIEHNE MOXKET 3aTparnBaTh GOPMYIMPOBKHU T€M, COCTAB IIPAKTUUECKIX
3aJJaHNi, YeK-JIMCThI, MPOEKTHbIe MPUMEPHI, PeKOMEHOALMU I10 IyOJMKaluud WU
aTTeCTallMOHHBIE MaTepuajbl IPU YCIOBUM COXpaHEHUS OOIleil TpyIOoeMKOCTH,

LeJei, TNIaHUpPYeMBbIX pe3yJIbTaTOB U CTPYKTYpbl IIporpaMmel.



59

4. OneHKa Ka4ecTBa OCBOEHHS MPOTrpaMM bl

4.1. O0mue moa0XKeHUA

Onenka kadyectBa ocBoeHmsT IIporpamMMbl BKIIIOYaeT TEKYIIMiA KOHTPOJb
YCIIEBA€MOCTH, IIPOMEXKYTOUYHYIO aTTeCTalylo, MPOBEPKY MNPOEKTHOU IpPaKTUKU
U TPOMEKYTOUYHYIO aTTectaumio Io 3aBepuieHun Ilporpammbl. OlleHOUYHEBIE
Mpolleaypbl HaIlpaBJIeHbl Ha IIPOBEPKY CIIOCOOHOCTH OO0ydJarollerocs NpUMeHSThb
3HaHMSI B TIPAKTUUECKON pa3pabdOTKe WIPOBOTO IIPOTOTHUIIA, OOBICHATHL CBOU
pelleHNsI, UCIIPABJISITh OIIMOKN 1 TOTOBUTH MPOEKT K JeMOHCTpPALINMN.

OneHuBaHue MPOBOMUTCSI HAa OCHOBE IMPAKTUUECKUX pabdoT, IIPOEKTHBIX
apTedakToB, YEK-JIUCTOB, IMPOMEXYTOUYHBIX 3auyeTOB, MpPeN3alldThl W 3allUThI
ATOTOBOI'O TIpoeKTa. B Xome mNpoBEepKM YUYUTHIBAIOTCI pPadOTOCIIOCOOHOCTH
MpOEeKTa, COOTBETCTBUE 3alaHWIO, CTPYKTypa Blueprint-ioruku, KOppeKTHOCTb
B3aMIMOJIeICTBUIA, YNTAEMOCTh YpOBHS, KauecTBO Ul, cTaOMJILHOCTh JE€MOHCTpALINH,
ONTHUMU3ALNSI, CaMOCTOSITEJIbHOCTh BBINIOJHEHUS U KayecTBO OQGOpMIICHUS

MaTepraioB.

4.2. TeKymuii KOHTpPOJb YCIIeBAEMOCTH

Texyumii KOHTPOJIb MNPOBOAUTCS B IMPOILECCE OCBOCHUSI MOOYyJEed U MOXET

BKJIFOUATh:

— MpoBepKy npakTudeckux 3anaHuii B Unreal Engine 5;

- neMoHcTtpainuio Blueprint-rpacdoB 1 o0bsicHeHUE JTOTUKUA pabOThI;

— MIPOBEPKY CTPYKTYPHI MpOoeKTa, UMEHOBAHUS assets 1 COXpaHEeHUS! yPOBHEI;

- MPOBEPKY UTPOBBLIX MeXaHUK, Koummsuii, Ul, State Tree u onTtumuzanuum 1o
YEeK-JIUCTY;

— KOPOTKME YCTHBIE MU MMMCbMEHHbI€ OTBETHI 11O KJIFOUEBBIM ITOHSITUSIM MOIYJIS;

- aHaJIn3 OH_II/I6OK, )10pa60TKy IIPOCKTa M ITOBTOPHYIO Caady HCIIPABJICHHOTI'O

pe3yibTaTa.

4.3. TIpoMeKyToOuHasA aTTeCTAI M A

IIpomexyTouHass aTrTtecTalysi MOPOBOIMUTCSA MO MOAYJISIM, OJISI KOTOPBIX
OHa MpenycMoTpeHa Y4eOHbIM IuTaHOM. OCHOBHOI (opMoOil MPOMEKYTOUYHOI

aTTeCTallMU SIBJISIETCS 3a4eT MO MPaKTUIECKOU I MPOEeKTHOM paboTe. 3aUueT MOXKET
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BKJIIOUATh TE€MOHCTpALIMIO pe3yabTara, IIpoBepKY MpOoeKTa IperoaaBaTeieM, OTBEThI
Ha BOIIPOCHI U cauy KpPaTKOT'O OIMCAHUS BHITIOJIHEHHON padOTHI.

ITIpumepHbie popMBbI IPOMEKYTOUYHOI aTTeCTAllUN:

— yuebHast cueHa Unreal Engine 5 ¢ KOppeKTHOW CTPYKTypoil MpoeKTa |
WHCTPYKIIMEN 3aM1yCKa,

- Blueprint-nmpoTtoTun ¢ HECKOIBKUMU 00BEKTaMU, COOBITUSIMU, IEPEMEHHBIMU
U OTJIaOKOU;

- MexaHuKa cbopa IIpeIMeTOoB, cueTa, TaliMepa, 3IO0pPOBbsl, MobOeIbl WU
TIOpasKeHUS,

- odopMIIeHHBII ypoBeHb ¢ blockout, cBeToM, 0a30BBIMM MaTepualaMU U
TTOHSATHBIM MapIIPyTOM;

- KAaCTOMHBII TlepcoHaxk wiu Pawn ¢ ympaBiaeHueM, KaMepoud U
B3aMMOIEVCTBUSIMU,

— KapTa MPOBEPKU KOJIIU3uiA, overlap, hit-coObITuii 1 trace-nmpoBepoK;

- Al-cuenapnii Ha State Tree ¢ HECKOJIBKMMU COCTOSIHUSIMU;

- UMG-unTepdeiic c HUD, skpaHoMm pe3yibraTa 1 KHOIIKaMU,

- oTYeT 00 OIITMMU3alIN ITPOCKTA U IIPOBCPKE C60pKI/I.

3aueT cuuMTaeTcsl NMPOMIEHHBIM, €CJI paboTa COOTBETCTBYET MUHMMaJIbHBIM
KPUTEPUSIM MOJYJsI, 3aIlyCKaeTcsl WIA BOCIIPOU3BOMUTCSI, MMeEeT IIpOBepsieMYIO
MHCTPYKIMIO, TEMOHCTPUPYET TpeOyeMyl0 MEXaHMKy U COIEpP>KUT HMCIIpaBJICHHBIC

KPUTHUYCCKUC OILLIOKMU.

4.4. Hepecna'{a, anejajaannda 1 MoATBEPKIACHUE CAMOCTOATECIbHOCTH

[Tpu HEYIOBJETBOPUTEIBHOM pe3yabTare TEKYIEeTo KOHTPOJIS,
MIPOMEXYTOYHOM aTTECTAllMM WM IIPOMEXYTOUYHOM aTrTeCTallMy I10 3aBEpIICHUU
ITporpammel 00ydaroleMycss MOKeT ObITh IpedOoCTaBIeHa BO3MOXHOCTb JOpabOTKHA
1 TIOBTOPHOI cHauyu B IIOpSIIKE, YCTAHOBJIEHHOM JIOKAJbHLIMM HOPMAaTHMBHBLIMU
aktaMu opraHuzanur. CpoKM Tmepeciadyd, KOJIMYECTBO TOMBITOK, OCHOBAHWUS
IOMyCKa W MOPSIOK (UKCAllMKA pe3ybTaTa OIPEeHeIsIOTCS JOKaJIbHBIM aKTOM
O TeKylleM KOHTpOJIe, IPOMEXYTOUYHOW M TMPOMEXYTOYHOM aTTeCTalluM II0
3aBepuieHun IIporpamMMmel.

OOyuaroluiicss UMeeT IpaBoO IMOJYUYUTh MOTHBHPOBAHHYIO OOpaTHYIO CBSI3b

10 pe3yabTaTaM IPOBEpPKM M IIONaTh amnesIglMrio B TIOpSOKe, YCTaHOBJIEHHOM



61

JIOKaJbHBIMA  HOPMAaTUBHBIMM  akKTamMu  opraHm3auuu. CamMocCTOSITEeNbHOCTh
BBITIOJIHEHUSI paboOT MOATBepXKIaeTCs IeMOHCTpalueil MpoeKTa, OO0BbICHEHUEeM
Blueprint-yioruku, oTBeTaMy Ha BOMPOCHI, HATUYUEM MPOMEKYTOUYHBIX apTedaKToB,

ucropueit nopaborok, README, ckpuHIllOTaMu, BUAEO U MaTepuaaMu IPOBEPKU.

4.5. JlonycK K NpoMeXKYTOYHO# arTecTanuu no 3apepmenunu IIporpamMmel

K mpomexyTouHoii aTrTectanuy 1o 3aBepiieHun IIporpaMMmbl moImycKaeTcs

00y4aromuiics, KOTOPbIN:

- ocsowa Ilporpammy B 06beMe, IpeAyCMOTPEHHOM yUeOHBIM TJIaHOM;

— BBITIOJTHUJI 00sI3aTeNIbHbIE MPaKTUUeCKIe U IMMPOEKTHHIE 3adaHus;

- Mpoles NpeaycCMOTpeHHbIe GOPMbI TIPOMEKYTOUHOU aTTeCTallUN;

- MOJATrOTOBWI UTOTOBBIN MpoekT Ha Unreal Engine 5;

- npenoctaBiyi README, neMoHcTpalmoHHBIe MaTepuaabl M MHCTPYKIIMIO
3aIrycKa;

- YCTpaHWJI KPUTHUUYECKME 3aMeuaHus TIIpernojaBaTesisi MO pe3yJibTaTaM

MPOEKTHOM MPAaKTUKU U TPEeI3aIl1ThI.

4.6. IlpomexxyTouHas aTTectanus no 3apepmennn IIporpammbr

ITpoMmexxyTouHast aTTectauus Mo 3aBepiueHun IIporpaMmbl TIpOBOIUTCS B
dopMe 3amUTHl UTOTOBOTO aTTECTALIMOHHOTO MpoekTa. MTOroBhIi IIpOEeKT MOJKEeH
ObITh BbIMOHEH B Unreal Engine 5 u npencrasisitb co60il 3aBepllIeHHBII UTPOBOIA
MPOTOTUIT WIW UHTEPAKTUBHYIO 3D-ClieHy ¢ MOHSTHON LieJbl0, peaM30BaHHBIMU
MeXaHMKaMU, T10JIb30BaTeIbCKUM B3auMoJeiicTBueM, nHTepdeiicoM, IIpoBepsieMbIM

ClieHapueM ITPOXOKIEHUS 1 MaTepraiaMu NopTQOJIHO.

4.6.1. IlpuMepHas TeMaTHKa NPOEKTHBIX padoT
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Tabauua 19 — I[IpumepHast TeMaTHKa UTOTOBBIX IIPOEKTOB

Ne

Tema nmpoekTa

Oxxupgaemblii pe3yabTar

1

Collect the coin

Hrpa co c6opoM TpeIMeToB,
CUETOM, TaliMepOM, YPOBHEM,
Ul, nob6enoii, mnopakeHeM U

e pe3aITyCKOM.

IIyTtep c neTaromiuM IpOHOM

Hrpa ¢ ynpaBasgeMbIM IPOHOM,
KaMepo, CTpeIb00i, LIeIsIMHU,
nomnaganusMu, Ul, mpocteiM Al 1

(bI/IHaJ'II)HbIM COCTOAHUCM.

MI/IHI/I-apCHa C BOJIHAaMH

IIPOTUBHHUKOB

[IpoTtoTu apeHbI ¢ IEPCOHAKEM,
npoTuBHUKaMHU, State Tree-
TOBeeHUEM, CUETOM, 3[I0POBbEM

1 SKpaHOM pe3yibTara.

ITazn-komHara ¢ MHTCPAaKTUBHBIMHA

o0BeKTaMu

YpoBeHb ¢ KHOTIKaMHU, IBEPSIMU,
pblyaraMu, KOJJIU3USIMU, YCIOBUSIMUA
peleHrs 1 BU3yaJabHOU 00paTHOM

CBA3bIO.

ITnaTdopmep ¢ mpengTCTBUIMU

IIpoToTun ¢ mepcoHaxkem,
MIPbDKKAMU, IU1aTGopMaMHu,
collectables, TaiimepoM, mameHneM,

nobenoi 1 mopakeHueM.

Oob6pazoBarenbHas 3D-cueHa

HMHTtepakTuBHas CclieHa ¢ 00beKTaMU,
noackaszkamu, Ul, mapiipyTom
MOJIb30BaTEJISl U TIPOBEPSIEMBIM

ClLIEHap1eM B3aUMOJEUCTBUSI.

4.6.2. O6s3aTeIbHbIe TPEOOBAHHUSA K HTOTOBOMY IPOEKTY

HTorosbiii IIPOCKT OOJI2KCH BKIIOYATh:

npoekT Unreal Engine 5, KOTOpblii MOXHO 3allyCTUTh, MPOBEPUTH WIU

BOCITPOM3BECTH MO MHCTPYKIINHN;
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MOHSATHYIO WIPOBYIO Iejb, core loop, ycinoBusi moOenbl, MopaxXkeHus Win
3aBepIlIeHUS CLIeHApUSI,;

WUTPOBYIO MEXaHUKY, pealu30BaHHYIO cpeacTtBamu Blueprint;

YPOBEHB WM CIIEHY C BU3YaJIbHO YNTAeMOI CTPYKTYPOI, CBETOM 1 0a30BBIMUI
MaTepuaJlaMu;

rnepcoHaxka, Pawn mim yrpapisieMblii 00beKT ¢ HaCTPOSHHBIM yIIpaBJIeHUEM U
KaMepou;

KOPPEKTHbIE KOJIU3UY, B3aUMOIEICTBIE OOBEKTOB U IPOBEPSIEMbIE COOBITHUS,
MOJb30BaTeJILCKUI MHTepdENC MM 3KpaH COCTOSTHUS IPOEKTa;

anemeHTHI Al yepe3 State Tree 1160 o60cHOBaHHOE omnucaHue, moyeMy Al He
HCIIOJIb3YeTCsI B BEIOpAaHHOI TeMe;

0a30ByI0 TIPOBEPKY MPOU3BOIUTEILHOCTM M MCIIPABJICHUE KPUTUYECKUX
npobieM;

README, ckpuHIIOTHI, BUOEO WU NEMOHCTPALlMOHHBIN ClLieHapuii, a TakxKe

CCBhUIKY Ha CTpaHUNY ITPOCKTA IIPpU1 HAJITUYINU.

4.6.3. IlopanoK mnpoBeJeHHs] NMPOMEKYTOYHON aTTecTallM¥d MO 3aBepHIeHUH

IIporpammupl

ITpomexxyTouHast arrectanusl Io 3aBepiueHnn IIporpaMMmbl HPOBOIUTCS

KOMMCCUEN WU IIpernogaBaTrciieM B COOTBETCTBUU C JIOKAJIbHBIMMW HOPMAaTMBHBIMU

dKTaMHM  OpraHM3alinu. Oﬁy‘laIOIHI/IfICH 3apaHCC IIpCOOCTaBIACT IIPOCKTHLIC

MaTe€puajJabl WU IIPOXOIAUT ITPOBCPKY HOOITyCKa. Bo BpCMsA 3alllUTHI O6yanOH_[I/II710H

TN€MOHCTPUPYET MPOEKT, OOBSICHIET UTPOBYIO UEI0, CTPYKTYpPY ypoBHei, Blueprint-

soruky, Mexanuku, Ul, kommmsun, State Tree, onTMMM3aInio U IOPSIIOK 3amycKa.

4.6.4. Kputepuu oneHHBaHHUS UHTOTOBOrO NMpPoeKTa

Tabamia 20 — Kpurepun orieHUBaHNWSI NTOTOBOTO IMPOEKTA

Ne | Kpurepmii Bec, |Iloka3arenu onmeHHBaHHS
oanau.
1 |HrpoBag nmes m IpoeKTUPOBAHIE 10 1enb, core loop, nmpaBuia, ycaoBus

3aBEPILICHMA, ITIOHATHOCTb CICHAPUA
Urpoxka u COOTBETCTBUC 3asBJICHHOM

TEMEC.
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Ilpoodoaxcenue mabauyst 20

Ne (Kpurepnii Bec, |Iloka3aTeju oneHMBaHHUS
0am.
2 |Pabora B Unreal Engine 5 u cTpykTypa 10 KOppeKTHasl CTPYKTYypa Iamnoxk, levels,
MpOeKTa assets, IMeHOBaHMe, COXpaHEeHNE

IIPpOCKTa 1 BOCIIPOU3BOOIMMOCTD

3aIrycka.

3 | Blueprint-iioruka u urpoBble MeXaHUKU 20 coOBITUS, GYHKIINH, IIEpEMEHHbIE,
MEeXaHWKM, COCTOSIHUS, TIepe3arycK,
YUTAEMOCTh I'padOB ¥ OTCYTCTBUE

KPUTHUYECCKHUX oImboK.

4 |IlepcoHaxK, yIipaBlieHHe, KaMepa 1 15 yIo0CTBO yHpaBJeHNsI, KOPPEKTHOCTh
KOJLTA3UU kamepsl, collision presets, overlap, hit-

coObBITHA, trace 1 B3aUMOIENCTBUSI.

5 |UI, State Tree n monb3oBaTeabCcKas 15 HUD, skpaHn pe3yabrata, NOICKa3KH,
obpaTHasl CBA3b Al-noBenenue, COCTOSIHUS OOBEKTOB 1

IIOHATHOCTDL p€aKI CUCTEMBI.

6 | BuzyanmpHag crieHa, MaTepraJbl 1 10 YUTAEMbIA YPOBEHD, CBET, MaTepHaJbl,
OIITUMM3ALIN 0a30BBIN 1IEliAep, IPOBEpKa
OPOU3BOIUTEABHOCTU U UCIPABIEHNE

npobieM.

7 |Iloptdonno-marepuabl U Iy 0IUKaIIAST 10 README, ckpuHIIIOTEI, BUAEO,
cbopka, cTpaHHUIIa ITPOEKTa,
MHCTPYKIINS 3aITycKa U IIOJTHOTa

MaT€pHrajIoB.

8 |3ammTa 1 OTBETHI Ha BOIIPOCHI 10 SICHOCTb BBLICTYIUIEHUSI, 0ObsICHEHIE
pelleHni, ToATBEePXKIeHNE
CaMOCTOSITEJIFHOCTH, OTBETHI Ha

BOIIPOCHI U ITPUHATUC 3aMe4YaHUui.

HUroro 100 |-

4.7. BHyTpeHHﬂﬂ N BHCINHAA ONCHKA KAaYe€CTBa peaJu3aliui nmporpaMmMmabl

BHyTpeHHSIsT olleHKa KadecTBa peanm3auuu IIporpaMMmbl OCyIIEeCTBISIETCS
yepe3 aHaJIM3 pe3yJbTaTOB TEKYIIero KOHTPOJISI, IPOMEXKYTOUHOIM aTTecTalluu,
MIPOMEXYTOUYHOM aTTecTaluy I10 3aBepiueHnu I[IporpaMmbl, oOpaTHOII CBS3M
oOyyaroluxcsl, KadecTBa IIPOEKTHHIX pabOT, MOJIHOTHI Y4YeOHBIX MaTepuajioB

n coOiroaeHus1 KajJeHaapHoro rpaduka. BHelmHsIT olieHKa KadecTBa MOXET
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BKJIIOUaTh H9KCOEPTHOE pacCMOTpEHME MporpaMMbl, aHaau3 MOopTdOJIMO
obyuarommiicd, 3apepiuuBinii [ IporpaMmMyoB 1 00paTHYIO CBSI3b OT IIpeIcTaBUTEI eI

mpodeCCrOHaIbHOI0 COOOIIECTBA.
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5. MeToauyecKne MaTepuajbl

5.1. Metoanyeckue YKa3aHHs AJI51 00y4aro I AXcs

Oobyuaromemycs PEKOMEHIYeTCs n3yyaThb MaTepuabl MoOJyJiei
rocJjieJoBaTeIbHO, BBITIOJHSITh IPaKTUYECKUE 3alaHus B OTIIEIbHOM KOTIMU MPOEKTa,
peTyJIIpHO COXpaHITh paboune BepCUU, IPOBEPSTh 3alyCK MPOeKTa IOoCie KaxKIou
KpyIHoil mopabotku u opopmiath pe3yibTatbl B README. Ilepen coadeii paboTHI
HY>XHO TIPOBEPUTH, YTO MPOEKT OTKPBIBAeTCs, KapTa coXpaHeHa, HY>KHbBII YpOBEHb
3anyckaetcs, Ul oTobOpaxkaeTcsi, MexaHMKa paboTaeT 10 ONMMCAHHBLIM IIpaBuUjaM, a

MHCTPYKIMA 3allyCKa ITIOHATHA OPYTOMY ITOJIB30BaTECIIIO.

5.2. MeToau4yecKHne YKa3aHHus IJ5 NpenoaaBaTejeil H NpoBepsiio I UX

[IperomaBarenio peKOMEHIYETCS CTPOUTH 3aHATHUS 4Yepe3 IeMOHCTPAILMIo
nerictBus B Unreal Engine 5, pa36op JIOTMKY peleHus], CAMOCTOSITEbHY IO MPAKTUKY
o0yyJaronmxcs, IpoBepKy TUITOBBIX OIIMOOK M MOCTEIIEHHYI0 JOpaOOTKY MPOEKTHOTO
pe3ynbrata. Ocoboe BHMMaHME CIedyeT YIEISTh CTPYKType IIPOeKTa, YATAaeMOCTH
Blueprint-rpadoB, orcyrcrButo muinHero Tick, KOPpPEeKTHOCTH CCBUIOK MEXIY
00bEKTaMU, KOJJIM3USIM, COXpPaHEHMUIO YpPOBHEN, BOCIIPOM3BOIMMOCTHU 3aIlycKa M

Ka4€CTBY J€EMOHCTPAIIMOHHBIX MATCPHUAJIOB.

5.3. PekoMeHayeMasi JUTepaTypa U pecypchl

- odunmanbHasa nokyMmeHTtanust Unreal Engine 5 o penakropy, Blueprint, UMG,
State Tree, Optimization and Performance u Packaging Projects;

— Metonmueckne Matepuaibl OO0 «WuHOMpOr» 10 pa3paboTKe WTPOBBIX
npotoTtunos Ha Unreal Engine 5;

- y4yeOHble Oe€MOHCTpallMOHHblE MpoekThl W wwabnoHel Unreal Engine 5,
HCIIONIb3yeMble B paMKax IIporpamMmuer;

— MaTepualibl 10 OCHOBAM reiiMaun3aiiHa, NpOeKTUPOBAHUIO UT'POBBLIX MEXaHUK,
core loop, playtesting u moaroroske nopTdoIno;

— MaTepuajibl I10 BU3YyaJIbHOMY IIPOTPaMMHMPOBAHUIO, CTPYKTYPUPOBAHUIO
Blueprint-rpadoB, oTnanke u TeXHUUYECKOU TJOKYMEHTAIUU MTPOEKTA;

- pykoBoacTBa no nonroroske README, 3anmcu neMoOHCTpallMOHHOI'O BUIEO,

My 0JIMKanuy npoekra Ha itch.io 1 opopMIIEHNIO CTpaHUIIBI IPOEKTA.
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Ipunoxenne 1. Marpuna popMHPOBAHUA KOMIETEHIH A

Tabnuma 21 — Marpuia dpopMupoBaHus KOMIETEHIIUI

Ko | KomnmereHuus Moayan, B KoTopbix hopMupyeTCcs
KOMIeTeHI sl
ITP- | IIpoekTrpoBaHue UTPOBOTO IPOTOTHIIA Monymm 1, 4, 11-14.
1
ITP- | Pa6ora B Unreal Engine 5 n opranuzanust Mognynn 2, 5, 10-14.
2 |mpoekTa
ITP- | Blueprint-pa3paboTka u oT/IanKa JIOTUKHA Monymm 3-4, 7-8, 11-14.
3
I1P- | Peanm3anig UTpOBBIX MEXaHNK Mounymu 4, 6-7, 11-14.
4
I1P- | BusyanpHas cuieHa, MomelupoBaHue, ceeT 1 | Monymm 2, 5, 11-14.
5 |MaTepuabl
IIP- |Ilepconax, ynpaBieHne 1 KaMepa Mounynu 6, 11-14.
6
I1P- | Komn3um n B3anMoIeiicTBUE OOBEKTOB Monynn 4, 7, 11-14.
7
I1P- | State Tree, UMG u moin3oBaTelIbcKast Monynn 8-9, 11-14.
8 | obpaTHas cBSI3b
I1P- | IIpodpunuposanme, onTumu3zanys 1 coopka | Monmymm 10, 12-14.
9
I1P- | IToprdonmo, mybamkanms u 3aniuara Ipoekta | Monymm 11-14.
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IIpunoxenue 2. OneHoOYHbIe MATEPHAJBI IPOMEKYTOUYHON aTTeCTANIUHU

ITpoMexxyTouyHas aTTecTanus MPOBOINUTCSI B popMe 3adeTa IO IMPAKTHUIECKOM
pabore. OIlleHOYHBIE MaTepHaibl BKIIOYAIOT MPOEKTHOE 3aJaHue, YeK-JIUCT
MIPOBEPKU, TpeOOBaHMS K IeMOHCTpAIIM pe3yJIbTaTa U IIepeuyeHb TUITOBBIX BOIIPOCOB
mo moxymio. Pabora 3acunThIBaeTCS NMpY YCIOBHUM 3aITycKa IPOEKTa, COOTBETCTBUS

3aJIaHMI0, HAJIWYMS MHCTPYKIIMU MIPOBEPKU U YCTpaHEHUS KPUTUUECKIX OIINOOK.

- 1o Monyir 2 mpoBepsieTcs yuebHas ciueHa Unreal Engine 5;

- o Moyt 3 nposepsietcst Blueprint-npororum;

— 1o Mo yio 4 mmpoBepsieTcss 6a30Bast UTpoBasi MeXaHUKa,

- o Mo yJio 5 rpoBepsieTcs odopmireHHBIN blockout ypoBHS;

— 10 MOIYJIIO 6 TIpoBepsieTcs ITepcoHaK M Pawn ¢ ynmpaBiaeHEM 1 KaMepoii;
— o MOAyJ0 7 mpoBepsieTcs KapTa KOJUIU3UI U B3aUMOOECTBUIA;

- 1o MonyJio 8 riposepsieTcss Al-cuieHapuii Ha State Tree;

- o Moyt 9 nposepsiercss UMG-uHTepdeiic;

- o monyiio 10 mpoBepsieTcs oTueT 00 ONTUMU3ALIUMN.



69

Ipunoxenne 3. OneHoYHbIe MATEPHAJBI IPOMEKYTOUYHOM aTTeCTANIMH MO

3aBepmeHnu IIporpamMmmbl

Nrorosoe 3amanme. Pa3zpabotath, 0GOpMUTH U 3alIUTUTH WIPOBOK
npotoTun unu uHTepaktTuBHyto 3D-cuieny Ha Unreal Engine 5. IlpoekT nmomkeH
JIeMOHCTPUPOBATh OCBOEHME KIIOUEBHIX pe3ybraToB [IporpaMMebl: MpoeKTUpOBaHNUE
WUrpoBON unen, paboty B pemakrope, Blueprint-Jioruky, WrpoBble MEXaHUKW,
nepcoHaxka win Pawn, kommsumn, UMG-uHTepdeiic, anemMenTsl State Tree wmanm
000CHOBAaHHYIO aJbTEpHATUBY, 0A30BYI0 ONTHMMM3AIINIO, ITOJATOTOBKY COOpKM MU
Bocmpouzpogumoro 3anycka, README u noptdonuno-marepuaisl.

CocTaB MaTepHaJioB, NPeJIOCTABAsIeMbIX HA NIPOMEXYTOYHYIO aTTECTALHI0
no 3apepmenuu IIporpammbel:

- npoekt Unreal Engine 5 wnu cchulka Ha apXuB, peno3UTOpUi, O0JauyHYIO

Manky a1ubo CTpaHUIly IPOEKTa;

— MHCTPYKIIMS 3aIlycka IIpoeKTa M omnucaHue Heobxomumoin Bepcum Unreal

Engine 5;

- README c onucanuem nenu, ynopaBieHUsI, MEXaHUK, CTPYKTYpPhI IIPOEKTa,

OrpaHMYEHMIA U aBTOPCKOTO BKJIaja;

— CKPUHIIIOTBI, KOPOTKO€ BMOEO WIM JEeMOHCTPALlMOHHBLIA  ClieHapuii

MIPOXOXKIEHNSI;

— cbopka mpoeKTa Uiar 000CHOBaHHASI IEMOHCTpaLs 3allyckKa B pellaKTope;

- yeK-JIUCT IpoBepku MexaHmk, Ul, xommswmii, State Tree, onTtuMmzanum u

(prHaIBLHOIO COCTOSIHUS,

— CChIJIKA Ha itch.i0 WM IpyTyIo IUIOIIAIKY IpY HAJIMYUN 1Ty OJTUKAIIAN.
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IIpunoxenne 4. [lepedeHb JOKaJbHBIX HOPMAaTHBHBIX AKTOB, HA KOTOPbIE

JOJIZKHA O PATHCA pealu3annsd NporpaMMmbl

Peanmamxm HpOI‘paMMI)I JOJIKHa OIIMpaTbCAa Ha JIOKAJIbHBIC HOPMATUBHLBIC

aKThbl OpraHU3aluU, peTJlaMeHTUpYIolIKe:
— MOpSINOK  pa3pabOTKU,  yTBepXKIeHHUs, OOHOBJEeHUS U  XpaHEHUs
TOMOTHUTEILHBIX TIpo¢deCCuOHAIbHBIX IPOTrpaMM;

- IHopAaoK IIpueMa, 3a4uCICHUA, IICPCBOOd, BOCCTAHOBJIICHUA M OTYMCIICHMA

obyyarommxcs;

— MOPSIIOK OpraHM3allii  o0pa30oBaTeIbHOTO Mpollecca C INpUMeHEeHUeM

BJIEKTPOHHOT'0 00yUYeHNsI M JUCTAHIIMOHHBIX 00pa30BaTeIbHBIX TEXHOJIOTHIA;

— IIopAa0K TCKYLICTO KOHTPOJIA YCIICBAa€MOCTU, HpOMC)KYTO‘IHOfI n

MMPOMEKYTOYHOI aTTecTally Mo 3aBepiueHun IIporpaMMer;
— MOPSIIOK MepecIaun, aneUISIUA U paCCMOTPEHMS CITOPHBIX CUTYAIINIA;

- ImopAaaoK ydera I1oC€IIacMOCTH, BBITIOJTHCHUA 3aJaHAA " (I)I/IKCEH_II/II/I

pe3yabTaTOB 00yUYEeHUS;

— MOPSIIOK BBITAYM, y4eTa M XpaHeHUsT cepTUPUKATOB 00 00yYeHUN U CIIPaBOK

00 o0yyeHuu;

- npaBuia 00paboTKM U 3alIUThI IEPCOHATBbHBIX TaHHBIX 00y4YarOIIMXCS;

- MOPSIAOK OKa3aHWUs IJIaTHBIX 00pa3oBaTeIbHBIX YCIYT U B3aUMOIENCTBUS CO
00yyYarolyMCcsy 0 JOrOBOpPY;

- TpebOBaHMS K XpaHEHWIO MPOEKTHBLIX pabdoT, y4YeOHBIX MaTepuasos,

OLC€HOYHbIX JIUCTOB M ITPOTOKOJIOB aTTECCTAall1N.
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IIpunaoxenne 5. JInct aKkTyaJau3anuy NporpamMm bl

JIuct  aKTyanM3alluy — UCIOABb3yeTcsl I ukcauud  M3MEHEeHMI
ITporpammbl «Unreal Engine», cBsi3aHHBIX ¢ OOHOBJIEHHMEM 3aKOHOIATEIbCTBA,
npodeccroHalbHbIX CTAaHIAPTOB, TPEOOBAHUI K CONEP:KAHUIO U YPOBHIO IPOEKTOB,
yueOHbIX MaTepraloB, OLIEHOYHBIX CPEICTB, HU(MPOBOI 00pa3oBaTeIbHOI cpedbl 1

IPOEKTHOM ITPAKTUKHU.

Tabnuma 22 — JIucT akTyaan3auy IIporpaMMabl

Ne JlaTa OcHoBaHUE U3MEHEHUS Conepxanue U3BMeHEeHU s

1 02.08.2026 |IlepsuunHoe yTBep:KmeHue |IIporpamma BBelneHa
B JIeHiICTBHE IIPUKA30M

OpraHu3alNu.
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IIpunoxenne 6. Tpebopanusa kK penosutopuio, README u nemoncrpanuun

st moarBepxXneHUs ocBoeHus IIporpamMMbl ¥ BBIIIOJHEHUS HMTOTOBOTO
npoekTa oOydJaroluiicss MOpencTaBiseT IPOeKTHbIe MaTepualbl B ¢dopme,
MNO3BOJISIIONIEH MPOBEPUTHh CAMOCTOSTEIBHOCTh, BOCIIPOM3BOJIMMOCTh W KayeCTBO
pe3yibTara.
MuHuMaJbHBIA COCTAB MPOEKTHBIX MATEPHUAJIOB:
— pPEeNO3UTOPUIA WM apXWUB MPOEKTa C HWCXOJHBIM KOIOM W CTPYKTYpOU
KaTaJIOTOB;
- daitn README.md unn MHON NOKYMEHT ¢ OIMCaHueM Lieau, QyHKIUA,
CTPYKTYPbI, yCTAHOBKM U 3aITyCKa IIPOEKTA;
- OIMCaHue HCHOJb3YEMBIX TEXHOJIOTUH, 3aBUCUMOCTEN, BEpCUM
s13bIKa/(ppeiMBOpPKa/MHCTPYMEHTOB;
— WHCTPYKIMM T10 NOATOTOBKE OKPYKE€HUS, HACTPONKE MEPEMEHHbBIX, 3aITyCKY
MPUIOXKEHNS, TECTOB WIN TEMOHCTPALIMOHHOTO CLICHAPHSI;
- JTE€MOHCTpAllMOHHbIE TaHHbIE, CKPUHIIIOTHI, CChIJIKA Ha Pa3BEPHYTYIO BEPCUIO
WIX BUIEOIEMOHCTpALMs IIPY HAJIMUYMK TaKOW BO3MOXHOCTMU;
— KpaTKOe€ ONWCaHue OrpaHWYEHWId, M3BECTHBIX IIpOOJIEeM M BO3MOXHBIX
HamnpaBJIEHWIN pa3BUTHS IIPOEKTA.
Marepualibl JOJKHBI OBITH JOCTATOYHBI IJISI IIOBTOPHOM IPOBEPKU IIPOEKTa
MpernogaBaTesieM, SKCIIEPTOM WIW WIEHOM aTTeCTAallMOHHOW Komuccuu 0e3

JOITOJTHUTCIIbHBIX YCTHBIX MOSICHEHU I, 32 UCKITIOUEHUEM BOIIPOCOB ITO 3alllUTCE.
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IIpunoxenue 7. JlopokHass KapTa MOArOTOBKH MTOTOBOr0 MpPOEKTa

JlopoxkHast KapTa UCIIOJIb3yeTcsI KaK MeTOIMYECKUIA OPUEHTHD IJIsI TO3TAITHOM

IIOATOTOBKM HTOIOBOIO AaTTECTAlMOHHOI'O IIPOCKTa IIO HaAIIpaBJICHUIO «Unreal

Engine-pa3paboTuyuk».

1.

Bri6op TeMbl 1 cornacoBaHuWe MPUKJIAIHOM 3alayd C IpernojaBaTeeM WId
KypaTOpOM.

dopmynupoBaHne IeaW MPOEKTa, IEeJIeBON ayIUTOPUM, IT0Jb30BATEIhCKIX
CLieHapreB 1 KpUTepUeB NPUEMKHU.

ITonroroBka CTPYKTYyphl IPOEKTa, Peno3uTOpusi, 6a30BOIi MOKYMEHTALlUU U
IUIaHa pealnu3aluu.

Peanuzanms MuHrMManabHO paboTOCHOCOOHOM BepcuM U pUKcalusl pe3yJibTaTa
B PEMO3UTOPUU.

Pacimipenne ¢yHKIIMOHaABHOCTH, 00paboTKa OLIMOOK, NOATOTOBKA TaHHBIX,
nHTepdeiica WIM JeMOHCTPALIMOHHOI'O CLEHapus B COOTBETCTBUU CO
crnelnduKor HapaBaeHUS.

IIpoBepka KauecTBa, TeCTUpOBaHUE, pePaKTOpUHT, 0POpPMIIEHINE UHCTPYKLIUIA
10 3alyCKY W WCHOJb30BAHUIO.

IIpen3ammra MM KOHCYJbTAallMOHHAs IIPOBEpPKA, YCTpaHEHME 3aMedyaHUi,
MOArOTOBKA Mpe3eHTallui U TeMOHCTPALIMH.

HMTorosas 3aiiyra npoekTra ¢ OTBeTaM1 Ha BOIIPOCHI KOMUCCUM U (pUKcaLein

pe3yabTara IMpoMeXKyTOUYHON aTTecTalluy Mo 3aBepiieHnu IIporpaMMal.
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Ipunoxenne 8. KOHTpoAbHBIH JUCT COOTBETCTBHS TPEOOBAHUSAM MPOTPAMM bl

KOHTpONBHBIN JNUCT TIpUMEHSIETCS IJII BHYTPEHHEUW IIPOBEPKM ITOJTHOTHI

HpOI‘paMMI)I 1 IT'OTOBHOCTH €€ pCaIn3aliii.

Tabauia 23 — KOHTpOJBHBIN JIMCT COOTBETCTBUSI TPeOOBAHUSIM IPOrPaMMBbI

Ne |IIpoBepsieMblii 3JIeMeHT Craryc |KomMeHTapmii

1 |Ykazansbl BU, BBITIOJIHEHQ
HaIpaBJIEHHOCTb U YPOBEHb
MIPOTpaMMBbI, TPYTOE€MKOCTb,
dopma obyueHUs, I3BIK M CPOK

OCBOCHMUAI.

2 |IlpencraBieHbl yueOHBIN BBITIOJIHEHQ
IJIaH, KaJICHOapHbIN
y4eOHbIN rpaduk u paboune

IporpaMMbl MOIYJIECH.

3 |OnucaHbl IaHUPYEMbIe BBITTIOJTHEHQ
pe3yabTaThl, IIpeIMeTHbIE
pe3yabTaThl ¥ CBI3b

C IpaKTUIeCKIMU

OpPUEHTUPAMU.

4 OHpeJIeJ'I CHbI BBITIOJIHCHG
OpraHM3alinMOHHO-
IIegarorutyeCkuc yCcjaoBusi,

BHUOC, B0 u 1OT, kagpoBbie

1N METOONYCCKUE YCJIOBUA.

5 |OnucaHbl TeKYIIU KOHTPOJIb, |BBIIOJIHEHQ
MMPOMEKYTOYHAsI aTTeCTaIusI,
MIPOMEKYTOYHAs aTTECTALS

I10 3aBCPpLHICHUN HpOI‘paMMI)I,

nepecaadya 1 arcjaadnmd.
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Ilpodonaxcenue mabauywvt 23

IIpoBepsieMblii 371eMeHT

Crartyc

KomMeHnTapuii

OmnpeneneHbl JOKYMEHTBI
o uToramM oby4yeHus 1
nepedyeHb JTOKaJIbHBIX
aKTOB, 00ecIieyBaloInX

pf€ajm3anuio.
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