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1. O0mas xapaKTepuCTUKa NPOrPaMMbI

1.1. HaumeHOBaHUMe NpOrpaMmabl

HononHuTebHas rpodeccroHaibHasi mporpaMmMa rpodeccroHal bHOU Tiepe-
noarotoBku «Unreal Engine-pa3paboTunk» (manee — IIporpamma) pa3paboraHa ajis
peasir3aiyu o0I1eCTBOM C OrpaHUUeHHOW 0TBETCTBEHHOCTHIO « VIHHOTIPOr» B paMKax
JIOTIOJIHUTE/ILHOTO TpoeCcCcroHaibHOro 00pa3oBaHusl.

[TporpamMmMa Hampas/ieHa Ha OATOTOBKY C/lylliaTesiel K HOBOMY BUly Mpodec-
CHOHA/IbHOM JIesTesTbHOCTU B c(hepe pa3pabOTKU UTPOBLIX MPOTOTUTIOB Y UHTEPAK-
TuBHBIX 3D-npunoxennit Ha Unreal Engine 5. CozepykaTesnibHasi 4aCTh MOCTPO€EHA
BOKDYT TOJTHOTO YueOHOTo 1{MK/a: OT 6a30BbIX MPUHLIUIIOB CO3/JaHUSI UTPhI U 0CBOe-
HUS peJlaKTopa /10 pa3paboTKu MexaHuK, Blueprint-norvku, nepcoHaxa, KOIIU3ui,
uHTepdetica, mpocroro Al, onTUMH3aIK, MyOIUKAI[UKU TIPOEKTa U 3allUThl UTOTO-

BOU paboTHI.

1.2. HopmaTuBHO-IPaBOBbIE 0CHOBaHMs Pa3paboTKU MPOrpaMMbl

[Tporpamma pa3paboTaHa B COOTBETCTBUH C:

— denepanbHbIM 3aKOHOM OT 29.12.2012 Ne 273-®3 «O6 obpa3oanuu B Poc-
curickor desepaiimn»;

- TpUKa3oM MUHHCTepCTBa HayKu W BbIcIiero obpasoBaHus Poccuiickoii Pe-
nepaumu ot 24.03.2025 Ne 266 «O6 yTBepkaeHun [lopsiika opraHu3aiyud 1
ocyiiecTBeHUs: 06pa30BaTeIbHOM [esITe/TbHOCTU TI0 I0TIO/THUTeTbHBIM TPO-
(heccrOHa/bHBIM MMPOrPaMMam»;

— riocraHoBneHueM IIpaBurenbctBa Poccuiickont ®epeparuu ot 11.10.2023 Ne
1678 «O06 yTBepkaeHny [TpaBu1 IpUMeHeHUs] OpraHU3alusiMH, OCYIIleCTBIsA-
IOIMMU 00pa30BaTe/bHYI0 JesiTeJIbHOCTb, 37IEKTPOHHOTO 00yueHwUsl, TUCTaH-
I[MOHHBIX 0Opa30BaTe/IbHbIX TEXHOIOTUN MPU peasn3alii 06pa3oBaTebHbIX
mporpamMmm»;

— riocraHoBneHueM [IpaButenbcTBa Poccuiickont @efepariym ot 18.09.2020 Ne
1490 «O nuiieH3MpoBaHKY 00pa3oBaTe/bHOMN AesTeTbHOCTH;

— rioctaHossieHreM [IpaBurenbctBa Poccuiickor @epepanyu ot 26.08.2013 Ne

729 «O denepanbHOM MHPOPMALIMOHHOM crcTeMe «DeepalbHbIN peecTp CBe-



JeHH 0 IOKyMeHTax 00 06pa3oBaHUU U (WIK) O KBaTM(PUKAINH, TOKyMEeHTaX

00 oOyueHUN»»;

®eznepanbHbIM 3aKOHOM 0T 27.07.2006 Ne 152-P3 «O mepcoHa/bHBIX [aH-

HBIX»;

rpyukKa3oM MUHHCTepCTBa TPy/a U COLMaIbHOM 3aliuThl Poccuiickon @enepa-
1uu oT 20.07.2022 Ne 4241 «O06 yTBep KAeHUU podeCCUOHATBLHOTO CTaHAap-

Ta «[IporpammMucT»»;

NpYKa3oM MUHHUCTEPCTBA TPyZAa U COLMaIbHOM 3aluThl Poccurickou ®efepa-
1iuu oT 18.01.2017 Ne 441 «O06 yTBepKAeHUH TTpodeCCUOHATLHOTO CTaHAapTa

«Pa3paboTurik Web 1 My/ibTUMeTUITHBIX TIPUIOKEHU» »;

I'OCT P 7.0.97-2025 «CucreMa CTaHJapTOB 110 WHGOpMAaI[i1, OMOIMOTeUHO-
MYy Y u37iaTesibckoMy femny. OpraHr3aliiOHHO-PaCIopsiNTe/TbHast JOKYMeHTa-

1usi. TpeboBaHusl K 0OPMIIEHUIO TOKYMEHTOBY;

NOKa/bHBIMU HOpPMaTUBHBIMU akTaMu OOQO «VHHOMpOr», periaMmeHTUpPYo-
UMY pa3pabOTKy U yTBepK/eHue 00pa3oBaTe/bHBIX MPOTrpaMM, OpraHHU3a-
1[Mt0 00pa30BaTe/bHOTO TIpoljecca, MpUMeHeHre 3/1IeKTPOHHOT0 00yueHuUs U
JUCTaHI[MOHHBIX 00pa3oBaTebHBIX TEXHOJIOTUM, TEKYIIUU KOHTPO/Ib, TIPOMe-
)KYTOUHYIO Y UTOTOBYIO aTTeCTal|uto, MOPSIZIOK BblJjaud JOKYMEHTOB O KBa/IU-
duKalmy, 3alUTy TIepCOHA/IBHBIX JAHHBIX U MIOPSII0K OKa3aHUs TIaTHBIX 00-

pa3oBaTe/IbHbIX YCIYT.

ITpu pa3pabotke cofepskanus [IporpaMmbl TakKe yuTeHbl TpeOoBaHus dheze-

paJIbHBIX TOCYAAPCTBEHHBIX 00pa3oBaTeIbHbIX CTAHAPTOB 0 YKPYITHEHHOM TpyTIe

crneliasbHOCTel U HaripaBieHuid mogrotoBku 09.00.00 «MHbopMaTrKa ¥ BIYMCIIN-

TeJIbHAd T€XHHWKa» B YdCTHU PE3YyJ/IbTATOB, CBA3dHHLIX C p33pa6OTKOﬁ IMporpaMMHO-

ro O6€CH€I—IEHI/IH, MYHBTHMEAHﬁHbIMH TeXHOJIOTUAMH, MHTEPAKTHUBHBIMU CHCTEMd-

MU, TTPOEKTHOM ZesiTe/IbHOCTbIO U COMTPOBOXK/IeHUEeM LIM(POBBIX MPOAYKTOB.

1.3. CtpykTypa o6pa3oBaTe/IbHOH MPOrpaMMbI

Hacrosiass Ilporpamma «Unreal Engine» odopmieHa Kak KOMIIIEKC OC-

HOBHBIX XapaKTePUCTUK 00pa30oBaHUsl, OpPraHU3al[MOHHO-TIeIaroruyeCcKrUx yYCI0BUM,

OLIEHOYHLIX 1 METOAUYECKHUX MdTE€pHUdAJIOB, HEO6XO,Z[I/IMBIX 4JId peain3alli OOI10JI-

HUTELHON HpO(bECCI/IOHaJ'IbHOI‘/JI IMpOrpaMmbI HpO(bECCHOHaHbHOﬁ rneperoaroToBKH.

B cocras IIporpamMmsbl BK/IFOUEHBI:



- o011iast xapakTepucTyKa [IporpaMmel, BK/IOUas 1ie/ib, 3a/jauk, KaTeropuro CJIy-
miaresield, TpebOBaHUS K TIOCTyMArOIKM, (hopMy OOyueHusi, CDOK OCBOEHMs,
TPYZI0€MKOCTb, IOKyMEeHT O KBanu(UKallud U XapaKTepUCTUKY HOBOM KBaJlu-
dukauy;

- yueOHbIH T/1aH, OTIpeJesisoLUi repeueHb MOJY/el, TPYI0eMKOCTh, pacripe-
JleJieHre YacoB 110 Bu/laM yueOHOM paboThl, hopMbl IPOMEKYTOUHOM U UTOTO-
BOM aTTeCTalluu;

- KaJleHZ,apHbIi yueOHbIN rpaduk, onpeessiioliui peKoMeHAyeMyto Moc/ie/0-
BaTe/JIbHOCTb OCBOEHUSI MOAYJ/IeU U MepUoJ, UTOTOBOU aTTeCTalvy;

- pabounie IporpamMmbl MOAYJIel, pacKphIBatOLLKe Lie/Ih, pe3y/IbTaThl, TeMaThue-
CKOe cofiep)KaHue, CaMOCTOSTe/IbHYH0 paboTy, MpoeKTHbIe 3a/laHusi U (OPMbI

KOHTPOVJIS;

- OpraHu3alMOHHO-TIeJaroruyecKre yCa0BUS peain3aljiy, BK/ItoUasi KaJpoBble,
MaTeprabHO-TeXHUUeCKre, THGOPMaLMOHHO-MeTOAuYeCK e YCI0BUS, d/eK-
TPOHHYIO MH(MOPMaIIMOHHO-00pa30BaTeIbHYI0 Cpe/ly U MOpsiJOK NPUMeHeHu st
3JIEKTPOHHOTO 00yUeHuUs U AUCTAHI[MOHHBIX 00pa30BaTe/IbHbIX TEXHOIOTU;

- OLIeHOYHbIe MaTeprasibl [Jisl TeKyLLero KOHTPOJIsl, TPOMEKYTOUYHOU U UTOrO-
BOM arTecTaluy, KPUTEPUU J0MYyCKa, TTepecauu, anesisliui U NoATBepXKie-
HUSI CAMOCTOSITe/TbHOCTH BBITIO/IHEHUsT paboT;

- MeToAuYeCKre MaTepurasbl U TPUIoKeHUs, obecrieunBaroliye eMHO0Opa3Hoe
nipuMeHeHue [IporpaMMbl, MPOBEPKY MPOEKTHLIX paboT, odopMieHre pe3yib-

TAaTOB U dKTyd/IM3dIUI0 JOKYMEHTd.

CrpykTypa ITporpammebl o6ecrieurBaeT MpoBepsieMOCTh 00beMa, CoflepKaHus,
TJIaHUPYeMbIX Pe3y/IbTaToOB, YC/I0BUM peanu3aliuu, (popM aTTeCTaluu U JJOKyMeHTOB,

Bbl/IdBd€MBbIX I10 UTOI'dM O6y‘—IEHI/I$[.

1.4. Buj nporpaMMsl U LiejieBas MOje/Ib pe3y/bTrara

[IporpamMma OTHOCHTCS K JOTOJHUTEIbHBIM MPOQeCcCUOHA/TBHBIM MpOrpam-
MaM Tpo@deCcCMOHAa/IbHOM MepernoAroTOBKYA U Harpap/ieHa Ha MoJjlyueHre KOMIeTeH-
1[UH, HeOOXO[UMOM [I7Isl BBITIOJIHEHUST HOBOTO BHU/Ia MPO(deCCUOHaNTbHOM esTeTbHO-
CTH, a TaKKe TIpUOOpeTeHre HOBOM KBa/MMHUKaIMi B cepe pa3pabOTKU UTPOBBIX

MPOTOTUIIOB M MHTEePaKTHUBHbIX NMpuiokeHrl Ha Unreal Engine 5.



LleneBasi Mofie/ib pe3yJsibTaTa COCTOMT B TOM, UTO C/yllaTe/b CliocobeH camo-
CTOSAITEJILHO pa3paboTaTh HeOOJILIIION, HO 3aBepIlleHHbIN UrpoBoi mpoTotur B Unreal
Engine 5, 00b5ICHUTB €ro UTPOBYIO U/I€I0 U apXUTEKTYPY, peari30BaTh JIOTHUKY Cpe/i-
ctBaMu Blueprint, HacTpoUTh ypOBeHb, TlepCOHaXKa, yIpaB/ieHue, KaMepy, KOJITU3UU,
nipoctoii Al, UMG-unTepdeiic, mpopecty 6a30ByI0 ONTHUMH3AI[UIO U TIO[TOTOBUTH

TPOEKT K JIeMOHCTpALUU UK TTyO/TUKaLiH.

1.5. AKTya/IbHOCTb IIPOrpPpaMMBbI

AxtyanbHOCTb [Iporpammbl 00yc/iOB/ieHa YCTOWMUKMBBLIM WHTEpPeCcoM K paspa-
O0TKe Urp, UHTEePAKTUBHBIX 3D-NPUIOKeHUH, CUMY/ISITOPOB, 06pa3oBaTebHbIX BU-
3yanu3alui ¥ MynbTUMeunHbIX npoAykToB. Unreal Engine 5 ucrnonb3yeTcs: Kak
cpesia, B KOTOPOW MOXKHO OBICTPO TiepeiTH OT ujer K paboTaroiiemMy MpOTOTHUITY,
TIPOBEPUTH MEXaHHUKY, ITO/ITOTOBUTh JIEMOHCTPALUI0, COOpaTh MOPTGHOJIHO U TIPO/I0JI-
JKUTh pa3BUTHeE NIPOeKTa B UH/MBU/Iya/IbHOM WM KOMaHJHOM pa3paboTke.

715 HaumHaroIlero paspaboTurvka 0COOEHHO Ba)kKHa CBSI3b MeX/y WUTPOBOM
uzieell U ee TeXHUUYECKOW peanusaljueit. rpoBoii nporotun TpebyeT MOHUMAaHUS
TIPaBWI, COCTOSIHUSI UTPHI, TIOBe/leHUs1 00bEeKTOB, MO/Ib30BaTe/IbCKOr0 UHTepdetica,
oOpaTHOM CBSI3W, TTPOM3BOIUTENTLHOCTH Y TOATOTOBKM CcOOpKU. [IporpamMmMa oTBe-
yaeT 3TOM NMOTPeOHOCTH Uepes Moc/ie[oBaTe/ibHOe 0CBOeHre MHCTpyMeHToB Unreal
Engine 5 u BbIro/IHeHWe MPOEKTHBIX 3a/laHUM, KOTOPble HAaKallJIMBalOTCSl B UTOIOBbIN

nopT(oIro-pe3ynbTar.

1.6. Ilens peaM3aniv NporpaMMsbI

Llenb peanusauuu [Iporpammel — popMuUpOBaHMe y CilyllaTesss KOMIUIeKCa
ripocheCCHOHATBHBIX KOMITeTeHIINM, HeoOX0UMbIX /IJisi BBITIOJTHEHUsS] HOBOTO BH/A
ripodhe CCHOHATLHOM /IeATeTbHOCTH B chepe pa3pabOTKU UTPOBBIX MPOTOTUTIOB U WH-
TepakTUBHBIX 3D-npunoxenui Ha Unreal Engine 5, BK/itouasi npoeKTUpPOBaHUE UT-
pOBOI1 Uzier, paboTy B peflakTope, BU3yasibHOe IIporpamMmmupoBaHue Blueprint, co3za-
HUe MeXaHUK, TlepCcoHaxa, Komusui, U, npoctoro Al, ontuMu3ariyto, mybavkaruio

Y 3alUTy MPOeKTa.

1.7. 3apauu nporpaMmabl

3agauamu [IporpamMmel SIBJISIFOTCS:



- chopmMUpOBaTh TIpe/icTaB/ieHre 0 0a30BbIX MPUHLIUIAX CO3[AaHUS UTP, UTPO-

BBIX ’KaHpax, core l00p, COCTOSHUSIX UTPbI U KDUTEPUSIX KaueCTBa MPOTOTHIIA;

— HayuuTh pabotaTh c uHTepdeiicom Unreal Engine 5, cTpykTypoili mpoekTa,
YPOBHSIMH, actors, components u Content Browser;

- OCBOUTh BU3yasbHOe MporpaMMupoBaHue Blueprint, cobbiTusi, IepeMeHHbIe,

(byHKIMM, KOMIIOHEHThI, uHTepdelicel, dispatchers v 0TaAKy JTOTHKY;

- HayuuThb pa3pabaThiBaTh Oa30Bbie UTPOBBIE MEXAaHUKU, BK/IHOUasi COOp ripeme-
TOB, CUET, TaliMephl, 3/[0POBbE, YPOH, CTPeb0y, mobeay 1 mopakeHue;

— OCBOWTh UHCTPYMEHTBI MO/leJIMpOBaHUsI B pefakTope, blockout, NCTOUHHKU
cBeTa, Oa30BbIe MaTepUasIbl U POCTOH 1ekzep;

- HAY4UUTb CO30dBdTb KACTOMHOI'O ITI€PCOHA>Xd WU/ Pawn, HACTPAWBAThb yIIpdBJ/Ie-

HHe, IBKEeHHEe, KaMePYy U OI'PdHUYEHHA;

— cchopMHUpOBaTh HaBLIKM HAaCTPOWKU Kojun3ui, overlap, hit-coObiTHid, trace-

TIPOBEPOK U MPaBU/I B3aUMOZENCTBUSI 00bEKTOB;

— TI03HAKOMUTD C 6a30BBIMU MPUHIIATIAMU CO3/laHusA Al c ucmosb3oBaHyeM State
Tree, COCTOSIHUH, YC/IOBUM U TIePEX0/I0B;

- Hay4UTh CO3/laBaTh MO/b30BaTebCKuM UHTepdenc cpegctBamu UMG u User
Widget;

— cchopMupoBaTh 6a30Bble HaBLIKY MPOGUIMPOBaHUS, ONITUMHU3ALIUY, TIOATOTOB-
KU COOPKM U TTPOBEPKU MPOU3BOAUTETLHOCTH MPOEKTa;

- opraHv3oBaTh pa3paboTKy yueOHbIx rpoekToB «Collect the coin» u «IllyTep ¢

JIeTaroLM JPOHOMY;

— copMUpoBaTh HaBbIKU NTOAr0TOBKU NopTdosiro, README, cKpyHIIIOTOB, BU-

[1e0, CTpaHUI[bI POEKTa 1 MyOIMKal[uy UTPBI Ha itch.io umm Apyroi rioiajke;

- obecrieunTh TIOATOTOBKY U TIPOBeJileHHe UTOTOBOM aTTecTaliu B popmare 3a-

IOUTEI ITPOEKTA.

1.8. Kareropus ciaymaresieu

K ocBoenwuto [IporpamMmesl [0y CKarOTCS:
- n1La, UMeloIYe cpesiHee rpodeccroHanbHOe U (MK) BhiCIiee 0Opa3oBaHue;

- NI, TIOyYarolie cpegHee rpodeccruoHanbsHoe U (MH) BeICiiee 06pa3oBa-

HuUe.



[Tporpamma rpefiHa3HaueHa fijis C/lyliiaTesieid, 3aMHTepeCOBaHHBIX B pa3paboT-
Ke UTD, UHTepaKTHUBHBIX MPUIOKeHU, 3D-cpe/i, TPOeKTHO /iesITeJIbHOCTH U CO3/ia-

HuM nopTgosano Ha Unreal Engine 5.

1.9. TpeGoBaHHA K YPOBHIO MOATOTOBKH MOCTYIAIOIIEro Ha 00yueHHe

Obs13aTe/IbHBIM YCI0BHEM JI0MycKa K 0CBOeHUI0 [IporpaMMmsbl siB/IsieTCsl Hasu-
yre 0Opa30BaHUs UK To/lyueHre 0bpa30BaHUsl, COOTBETCTBYIOIeT0 TpeboBaHUSIM
3aKOHOZATe/TbCTBA K JOTIO/IHUTETbHBIM MPOQeCCUOHA/TbHBIM POrPaMMaM.

PekoMeH1yeMbili BXOJIHOW YPOBeHb MO/IFOTOBKU:

— yBEPDEHHOe BjafleHUe T[epCOHAJbHBIM KOMITBIOTEPDOM M COBPEMEHHBIMHU
VHTEpHeT-CepBHCaMu;

- 6a3oBas 1judpoBasi rpaMOTHOCTh U TIOHUMaHUe (ailyioBON CTPYKTYPbI TTPOEK-
Ta;

— TOTOBHOCTB paboTaTth C aHI/I0s13bIYHbIM UHTepdeiicom Unreal Engine 5 u Tex-
HUUeCKOH AoKyMeHTalieli Ha 6a30BOM YpOBHE;

— TOTOBHOCTb K CaMOCTOSITe/IbHOUM paboTe, perysipHOMY BbITIOJTHEHUIO MPaKTH-

UeCKHUX 3a,an1/1171 U JeMOHCTPALIUMK pe3yJibTdTa,

— MOTHBAI[US K 0CBOEHUIO HOBOM KBa/M(UKalyy B cepe pa3pabOTKU UTPOBBIX

Y UHTePaKTUBHBIX MPUIOKEHUH.

[nsa ycnemHoro ocBoeHusi [IporpaMmbl CyiiaTeit0 peKOMEeHyeTCs UMeThb
KOMITbIOTEp, COOTBETCTBYIOI[HI MUHUMa/IbHBIM TpeboBaHusM Unreal Engine 5, cta-
OWIBLHBIM OCTYI K ceTu VIHTepHeT, yueTHYHO 3armuch Epic Games, JOCTYIT K 3/1€K-
TPOHHOM MH(OPMAaILIMOHHO-00pa30BaTeIbHOM Cpefie 1 BO3MOXKHOCTbD 3alMChIBaTh KO-

POTKHe BH/Ie0 eMOHCTPAIUM MPOeKTa.

1.10. HOpﬂﬂOK rnpuemMa, 3d4uC/IEHUA, OTYUC/IEHUSA, II€epeCAda4 U alle/IJIALNHA

[Tprvem Ha oOydeHre OCYIIeCTB/ISIeTCS HA OCHOBAHUM 3asiB/IeHUS CTyIIaTesIs,
JOKYMEHTa, Y/I0CTOBEPSIOIIEro JUUHOCTh, JOKYMEHTa O CpelHeM TpodeCcCroHa/Tb-
HOM U (W/11) BbICIIeM 0Opa30BaHUM IM00 CTIpaBKX 00 00yueHUU Aisl JIMLa, TT0/TyYaro-
IT1Iero COOTBETCTRYIOIIee 00pa3oBaHue, a TAKXKe J0roBopa 06 00pa3oBaHUM Ha 00yue-
HUe T10 JIOTIOJTHUTE/IbHOM MpodeCcCcroHanbHOM nporpamMe. [lepeueHb JOKYMEHTOB,

IMOpAAO0K HUX IMpeACTaB/IeHHsA, CDOKKW PACCMOTPEHHA 3dsdBJ/IEHUSA 1 OCHOBAHHSA OTKd3d
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B MpUieMe OTpe/e/IsiOTCs JT0KaTbHBIMM HOPMAaTHBHBIMU aKTaMU OpraHU3aluu 1 J0-
roBopoM 06 o6pa3oBaHMH.

3aurcieHre ciyiiaressi opopMIIsieTCsl IPUKa30M OpraHM3alivM Mocjie 3aK/Io-
yeHUs1 JIOTOBOpA, TTPOBEPKH BXOAHBIX JAOKYMEHTOB U TIpPe0CTaB/eHUs J0CTyIa K
3JIEKTPOHHOM MHGMOPMaI[MOHHO-00pa3oBaTe/ibHOM cpefie. OTunC/IeHre, BOCCTaHOB-
NieHue, TIepeBo/l Ha UHAWBUAYAIbHbIN IpaduK, N3MeHeHe CPOKOB 00yueHUs U TIpe-
KpaiijeHre oOpa3oBaTe/lbHbIX OTHOIIEHUN OCYIIIeCTB/SIOTCS B MOPSiZiKe, YCTaHOB-
JIeHHOM JIOKa/IbHBIMH HOPMaTUBHBIMM aKTaMHW OpraHW3allid U JOroBopoM 00 obpa-
30BaHUMU.

[Topsifok mepecauy TeKyI[ero KOHTPOJIs, IPOME)KYTOUHOM aTTeCTallii U UTO-
rOBOM aTTeCTal|u1, CDOKU YCTPaHeHUs 3aMedaHid, 0CHOBaHUsI 10Ty CKa K TOBTOPHOU
c/laue U TIOPSIZIOK TI0/jauy aresuIsLiiy OTipe/le/IsitoTCs JIOKaTbHBIM aKTOM O TeKyIlleM
KOHTpOJIe, IPOMEXKYTOUHOM M UTOroBol arrecraiyd. Chyiiaresiro o6ecreurBaeTcs
BO3MOXKHOCTD TI0JTyUUTh MOTMBHPOBAaHHYIO 0OpaTHYIO CBSI3b IO pe3y/bTaTaM Ipo-

BEPKU U TIPe/ICTaBUTh JOpabOTaHHYI0 PabOTy B yCTAaHOB/IEHHbIE CPOKH.

1.11. dopma obOyueHHs, pe;KUM U SI3bIK 00yUYeHHUsI

OO0yuenue o ITIporpaMmMe OCyIIeCTBISIETCS B OUHOM (hopMe C TTPUMeHeHHeM
3JIEKTPOHHOTO 00yueHUs1 U AUCTAHLIMOHHBIX 00pa30BaTe/bHbIX TeXHOJOTHUN. DJieK-
TPOHHOe 0OyueHre U JUCTaHLIMOHHbIe 0Opa3oBaTe/ibHble TeXHOJOTHUU TIPUMEHSIFOT-
Csl TIPU TIPOBeZIeHUH YueOHBIX 3aHSITHM, KOHCY/IbTal[|i, CaMOCTOSITe/TbHOU paboThI,
TeKYLLero KOHTPOJIs, TIPOME)XYTOUHOM aTrTeCTaljiu, MPOeKTHOW MPAKTUKU U UTOrO-
BOM aTTeCTalliy MPHU YCJIOBUM 00ecIieueHust [O0CTyIa CIyIaTesss K IeKTPOHHOU
rH(OopMalMOHHO-00pa30BaTe/ibHOM cpejie, yueOHbIM MaTtepuasam, 3a/laHusiM, Cpej-
CTBaM KOMMYHMKAL[UU U MpoLielypaM U eHTU(HKALIMK CyLIaTe sl

S3bIK 0OyueHusi — pycckuii. [y BceX BUJOB yueOHbBIX 3aHITUN aKaZieMuue-
CKUM YaC yCTaHaBMBAETCS TIPOAO/DKUTENBLHOCTIO 45 MuHyT. O6Gpa3oBaTe/bHbIN
TPOL[eCC MOXKET OCYLeCTB/ISTbCS B TeUeHue BCero KasieHAapHoro roga. KoHkper-
Hble /]aThbl Hauasa U OKOHUaHUsi 00yuyeHUsl OTipe/ie/IsiFoTCs TIPUKAa30M O 3auMCJ/IeHuH,
JoroBOpoM 06 06pa3oBaHUM, pacrucaHueM U KajieHJapHbIM yueOHBIM rpadyuKoM.

PexkomeHnzayembiii pexxum ocBoeHus1 [Iporpammsbl — 20 akaZileMUuyeCKux 4acoB
B Heziesto B TeueHue 10 mecstieB (40 yueOHBIX Hefienb). JlomyckaeTcs: oOyueHue 110

NMHIWBUAYA/JIbBHOMY y‘-IE6HOMy IJIaHY B IIOpAAKe, YCTadHOB/IEHHOM JIOKd/IbHBIM HOP-
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MaTHBHBIM aKTOM OPraHM3allMM, MPH YCIOBMM COXPaHeHHs OOIed TPyJ0eMKOCTU

[IporpaMMsbl ¥ AOCTW>KEeHUSI TIAHUPYEMBIX pe3yJ/bTaToB.

1.12. Cpok ocBoeHHs ¥ TPYA0EMKOCTb IIPOrpaMMBbI

TpygoemkocTs [Iporpammel cocrassisier 800 akazeMruueCKrMX 4acoB, BK/IrOUast
BCe BU/bI yueOHOM paboThI CyIliaTe s, TeKYI[HUH KOHTPOJIb, IPOMEXKYTOUHYIO aTTe-
CTaLUI0 ¥ UTOTOBYIO aTTeCTaL1Io.

PekomeHnzayembiii cpok ocBoeHusi IIporpammel cocraisier 10 mecsueB (40
yueOHBIX Heflenb). JJomyckaeTcst peanu3arnyst [TporpaMmMbl B THOM KajieHIapHOM T1e-
pUo/ie TIPU YCJIOBUM COXpaHeHUs1 ee 0011lell TPYA0eMKOCTH U JOCTV)KeHHs 3asiB/ieH-

HBIX pe3y/abTaToB 00yueHUs.

1.13. JlokymeHT 0 KBa/iMpuKkauuu

JIviiam, ycrieiHo ocBOMBIIMM [IporpamMmy U MpoIleAiIiM UTOTOBYIO arTe-
CTAaLUIO, BbIZIAETCS AUTIVIOM O Tipodhe CCHOHATbHOM IeperioroTOBKe YCTaHOB/IEHHOTO
opraHu3aifyeit oopasiia.

JIvram, MoayvaroImm cpeHee TTpodeccroHaIbHOe U (M/TH) BhICIIIee 00pa3o-
BaHHe, [TUTIZIOM O MpodeCcCHoHaIbHOMN Mepero/roTOBKe BbIAeTCsl OJHOBPEMEHHO C
ToJTyueHreM COOTBeTCTBYIOIIEro JJOKyMeHTa 00 00pa3oBaHUU 1 O KBamM(HKaLWH.

JlviiaMm, He TIPOIIE/IIMM UTOTOBYH) aTTeCTal[|i0 WU MOTyUYUBLINM Ha UTOTO-
BOU aTTeCTal[u HeyJOBJeTBOPUTE/IbHbIE Pe3y/bTaThl, a TaKXKe JIUl[aM, OCBOUBIIINM
yacTh [TporpamMmbl U (WM) OTYMC/IEHHBIM M3 OpPTraHU3alUY, BBIJAETCS CIIPaBKa 00
oOyueHUM WK O TIepHro/ie oOyueHus 110 o6pasily, CaMOCTOSTe/IbHO YCTaHOBIEHHOMY
OpraHu3aLuei.

CBefleHUs1 O BBbIJaHHBIX JUIVIOMaxX O MpodeCcCHOHaNTbHOW MepernoAroToBKe
To/I/IeXKaT BHeCeHUto B (pefiepasibHy0 MH(POPMaI[MOHHYIO cucTemy «PDefiepaibHbIii
peecTp CBefieHUMM 0 JoKyMeHTax 00 obpa3oBaHuU U (Win) 0 KBanudUKaly, J10KY-
MeHTax 06 o6yueHnn» (PVIC ®P10) B ciayuasx, coCcTaBe U MOPsiiKe, YCTaHOB/EH-
HBIX 3aKOHOZIAaTe/TbCTBOM Poccuiickoit ®efepaliu U JIOKaJbHBIM aKTOM OpraHu3a-

1[MY O BbIIaue U yueTe JJOKyMEHTOB O KBamuhUKal[1H.
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1.14. XapakTepuCTHUKa HOBOI KBa/IM(PMKALMU U CBSI3aHHOU C Hell nipodeccuo-

Ha/IbHOH /1eATe/IbHOCTH

HoBas kBanudukaiys, rnpruobpetaemMasi o UTOraM ocBoeHust [IporpamMmbl:
Unreal Engine-pa3pa6oTunk.

Ob6nacTtb nipodhecCHOHATBLHON AeSITe/TbHOCTU BIMYCKHHUKA:
— pa3paboTka, MoaudUKalMsi, TeCTUPOBAaHUE 1 COTIPOBOKEHUE UTPOBLIX TPO-
TOTWUIIOB U UHTEPAaKTUBHBIX 3D-npunoxeHuu;

- IMMPpOEKTUPOBaHNE NI'POBBIX MEXdHHK, I10/Ib30BATE€/IbCKUX CLieHdpHeB U 1eMOH-

CTPaLIMOHHBIX YPOBHEW;
- pa3paboTka BU3yasbHOW JIOTUKK cpeficTBaMu Blueprint;

- CO3/laHue T0JIb30BaTeTbCKUX UHTepP(eicoB, MPOCTOr0 MOBeeHUsI UTPOBbIX

00BEKTOB U MPOEKTHBIX COOPOK;

— MO/IrOTOBKA TTOPT()OIMO-MaTepraoB, IeMOHCTPAI|i U MyOMMKaI[iii yueOHbIX

TIPOEKTOB.
OO6mBekTamu MpodecCoHaNTbHOM [1eTeTbHOCTH BBITYCKHHKA SIBJISTIOTCS:
- WUTPOBBIE IMPOTOTUIIBI, YPOBHH, CLIEHbI M UHTepPaKTHBHbIE 3D-cpe/br;

— Blueprint-kaccel, KOMIIOHEHTBI, MaTepUasbl, BUKeThI, State Tree-CTpyKTypbI

U TIPOEKTHBIE assets;

- WUIPOBbIe MEXaHUKH, TePCOHaXKH, KaMePbl, KOJVIU3UU, UHTeP(enChbl U CUCTEMBbI

obOpaTHOl CBSI3U;

— Pero3uTopruu UCXogHbIX Matepranos, README, neMoHCTpaLioHHbIe BH/I€O,

cOOPKM U CTPAHULIBI TTPOEKTA;

- TMPOLIeCChl MPOBEPKH, ONITUMU3ALMA, YTIAKOBKU Y 3aLLIUThI TIPOEKTHOTO Pe3Y/ib-

Tara.
TunoBble BU/bI TPO(eCCUOHATBHOM 1eATe/TbHOCTU BbIITYyCKHUKA:
— pa3paboTka urpoBsix npoToTuroB Ha Unreal Engine 5;
— BH3yaslbHOe MPOrpaMMUPOBaHKe UTPOBOM JIOTHKU B Blueprint;
— co3zanre 6a30Bbix 3D-cClLieH, ypOBHel, MaTepuasioB, CBeTa U UHTep(eiicoB;

— HACTpOMKa TePCOHa)Kel, yrpaB/ieHUs], KaMepbl, KOJITM3UNA 1 TIOBeIeHUs1 00b-

€KTOB;

- MoAroToBKd ITPOEKTAd K Ae€MOHCTpPALHUH, CGOPKE, 1'[}76JII/IKaLII/II/I M BK/IFOUEHHIO B

nopT§o/uo;
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- yuacTve B KOMaH/THOUM pa3paboTKe, peBbIO TTPOTOTUIIOB U 3all[UTe MPOEKTHBIX

peleHui.

1.15. Cesa3s IIporpammsl ¢ npodeccioHaIbHBIMU CTAHAAPTAMHU, TPYAOBbBIMH

(yHKIMAMM ¥ YPOBHAMH KBa/TU(UKAI[UH

Copepxxanue IIporpaMMbl OpHeHTUPOBAHO Ha (hOPMHUPOBaHUE KOMIMETeHIINM
JJIsl HOBOTO BHUZA TpodeccroHaNbHOU [iesiTe/IbHOCTU B Cc(epe pa3paboTKu Urpo-
BbIX I[POTOTHUIIOB, UHTEPAKTHUBHBIX IMPWIOKEHUM U MYIbTUMEIUUHBIX MPOAYKTOB.
OCHOBHBIM TIpOodeCCUOHANMBHBIM CTAHZAPTOM [Ijisi COOTHECEHHsI pe3y/bTaToB 00y-
yeHUs BsieTCs1 MpogecCcuoHanbHbIN cTaHAapt «[Iporpammuct». [Ipodeccronans-
HBIM cTaHzapT «Pa3paboTunk Web u MynbTUMeqUAHBIX PUIOXKEHUN» YUUTHIBAETCS
B UaCTU MHTEPAKTUBHBIX MYJBTUMEIUWHBIX KOMIIOHEHTOB, I0J/Ib30BaTeIbCKUX WH-
Tep(eiicoB, BU3yaJbHOTO Mpe/CTaB/IeHUsI pe3y/ibTaTta U COMPOBOXKAEHUS LIU(PPOBbIX

MPOAYKTOB.

Tabnuia 1 — CBsi3b IpOrpamMmbl ¢ MpogeCcCUOHaTbHBIMU CTaHJApPTaMU U
TPYZOBBIMU (PYHKLIUSMHU

IIpodeccuonabHBIN TpyaoBbie QyHKIUM, YpoBens | Moayiu M KOMIIeTeHIMH
craHjapr / ook yUYUTBIBaeMble IPH pas3- KBa/m- | IIporpammsbl

padotke ITporpammsl (pukanun
I1C «IIporpammucT», A/01.3 — dpopmanuszanys 3 Mopym 1-4, 6-7, 11-14;
OT® A «Pa3paboTka u W aJirTOPUTMU3aLMs 3a/1ay; I1K-1, TIK-3, T1K-4, T1K-6,
OTJIaZiKa MPOrpaMMHOI0 A/02.3 — HanucaHue npo- [TK-7, TIK-10.
KOZIa» rpamMHoOro koza; A/03.3 —

odopMeHre POrpaMMm-
Horo koza; A/04.3 — pa-
6oTa ¢ cucTemoit ynpas-
Jienus Bepcusimu; A/05.3
— MpoBepKa U OT/aji-

Ka koza. B [Iporpamme
JlaHHbIe (PYHKI[MU COOT-
HOCSITCS C BU3ya/IbHbIM
MpOrpaMMHPOBaHUEM
Blueprint, oTagkoii noru-

KU Y CTPYKTYpPUPOBaHUeEM

TIPOEKTa.
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IMpoodondceHue mabauywi 1

IIpodeccuonanbHbIN TpynoBbie pyHKIMH, YpoBens | Moay/iu ¥ KOMIIeTeHIMU
craHjapr / ook yUYHTBIBaeMble IPH pa3- KBa/m- | IIporpammsbl

paborke ITporpamMmmbi pukanun
I1C «IIporpammuct», B/01.4 — pa3paboTka mpo- 4 Mopym 34, 7, 10-14;
OT® B «IlpoBepka pabo- | mieayp ripoBepku; B/02.4 [1IK-3, [IK-4, ITK-7, IIK-9,
TOCIIOCOOHOCTH U peak- | — pa3paboTKa TeCTOBbIX [TK-10.
TOPUHT KOZja ITporpamMm- | HabopoB faHHbIx; B/03.4
HOTro 00ecITeueHus» — MpoBepKa paboTocrio-

cobHoctu; B/04.4 — pe-

(aKTOPUHT, ONTUMH3aLUs

U UHCIIeKUus koza; B/06.4

— cbopka rporpaMMHbIX

MOJy/1el B ITPOEKT.
I1C «ITporpamMmmuct», C/01.5 — pa3paboTtka 5 Mopgynu 8-14; I1K-4,
OT® C «MHrerpanms TIpoLielyp UHTerpaLuy; [TK-8, T1K-9, TIK-10.
nporpamMMHbIX Moaysied u | C/02.5 — uHTerpanus
KOMITOHEHTOB U IIPOBepKa | MOAyJIer U NpoBepKa
paboTocrnocobHOCTH paboToCroco6HOCTH BhI-
BBIITYCKOB IIPOrpaMMHOI0 | IyckoB. B IIporpamme 310
TIPOAYKTa» OTpa)keHo uepe3 0obveu-

HeHue MexaHuK, Ul, Al,

KOJUIW3UM, ONNTHMU3aLn

1 COOPKH MpOEeKTa.
[1C «Pa3pabotunk Web u | Pa3paboTka 1 COIpoBOX- 4-5 Mopynu 5, 9, 11-14; T1K-
MY/JbTUMEIUMHBIX TIPUJIO- | leHUe NHTePaKTUBHbIX 2, IIK-5, I1K-8, T1IK-10.
JKeHUN» MY/IbTUMeIMAHBIX KOM-

TIOHEHTOB, T10J1b30BaTe/Ib-

CKUX UHTep(elicoB, BU3Y-

a/IbHOTO Ipe/ICTaB/IeHHs]

Y IeMOHCTPaLMOHHBIX

MaTepuaioB LU(PPOBOTo

NIPOAYKTA.

[Tporpamma He 3asiB/isieT NOATOTOBKY K BBIOTHEHUIO BCEX TPYJOBbIX (PYHKLMH
rpocheCCHOHATBHBIX CTaH/IaPTOB B TTOJHOM 00BeMe. [TepeueHb TPYAOBbIX (DyHKIHM
VICTIOBb3YeTCs [J1sl OTnpe/iesieHust 1eJieBbIX pe3y/bTaToB 00yueHusi, YPOBHSI CJI0XKHO-

CTU 3aJjJaHuii, TpeOOBaHUI K UTOTOBOMY MPOEKTY U KPUTePUeB OLleHUBAHUSI.

15



1.16. IlnanupyemMbie pe3y/1bTaTbl 0CBOCHUS IPOrPaMMbI

1.16.1. Ilepeuenn (popMHupyeMbIX MPO(eCcCHOHATBHbIX KOMMeTeHI[UN

Tabnuiia 2 — dopmMupyeMsble npodeccroHa bHbIe KOMITeTeHI[UN

Kop

HanmMeHoBaHue npodeccrioHa/IbHONW KOMIIeTeHIMU

ITK-1

[TpoekTUpoOBaTh UTPOBOM MPOTOTUII, (POPMYIUPOBATh UTPOBYIO LieJTb,
core loop, mpaBua, ycioBus 1obefibl ¥ Mopa)keHusl, OrPAaHUUYEHUS U

KPUTEpPUY TIPUEMKH.

[1K-2

CospgaBath 1 conpoBoXKAaTh rnpoekTel Unreal Engine 5, ypoBHH,
actors, components, assets, MaTepya/bl, ICTOUHUKHN CBETa U CTPYKTY-

py Content Browser.

IIK-3

Pa3pabarbiBaTh UTPOBYIO JIOTHKY CcpeAcTBaMu Blueprint, rcrosib30-
BaTh COOBITHS, TIepeMeHHbIe, GYHKIMH, KOMIIOHEHThI, UHTepGheNChI,

dispatchers u cpeacTBa oT/IagKU.

[1K-4

Peanm30BbIBaTh 0a30Bble UTPOBBIE MEXAaHHKH, BK/IOUast cOOp mpe-
MeTOB, CUeT, TallMep, 3/I0POBbe, YPOH, CTPe/ib0y, T1obe Ty, mopaxe-

HUe U Mepe3anyckK YPOBHS.

I1K-5

CospgaBath untaeMyro 3D-clieHy U BU3ya/ibHyH0 OCHOBY UTPOBOIO
ypOBHS ¢ ucnosib3oBanueM blockout, Modeling Tools, ocenenus u

6a30BbIX MaTepuasoB.

IIK-6

COB,Z[aBaTB KdaCTOMHOTI'O ITepCOHad>Xa Uin Pawn, HACTPauWBATh YIIpdB-

JIeHre, IB)KeHHe, KaMepy U B3¢':1HMO,H€I>1CTBH€ HUI'POKd C YPOBHEM.

[1K-7

HacTpauBatb B3aumo/ieticTBre 06beKTOB uepe3 collision presets,
overlap, hit-cobpiTHS, trace-mMpoBepKy 1 MpaBU/ia PeaKI[Ul UTPOBBIX

00BEeKTOB.

[TIK-8

Pa3pabarbiBaTh MPOCTOE MOBeZieHre UTPOBbIX 00LEKTOB uepe3 State
Tree 1 co37aBaTh Mo/Ib30BaTeNbCKUN UHTepdec cpegctBamu UMG
u User Widget.
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[IpodondiceHue mabauybl 2

Kog | HaumeHoBaHue npogeccioHa/ibHON KOMINETeHI[UU

[MK-9 |IIpoBoauth 6a30Boe NMpoduIMpoOBaHKe U ONTUMHU3ALIUIO0 TIPOEKTa,
rOTOBUTHL COOPKY, POBEPSITH MPOU3BOAUTENTHLHOCTb U BOCTIPOU3BO-

AUMOCTB JE€EMOHCTpALIUX.

[TK-10 | OdopmiATs UTPOBOU MPOEKT KaK MOPT(OIUO-pe3y/bTat, FOTOBUTh
README, cKpUHIIIOTHI, BU/le0, CTPaHUIL]Yy Ha itch.io uau apyrou

TJIOLaJKe Y 3allUTy MPOEeKTa.

1.16.2. IInaHupyemMble pe3y/abTaTbl 00yueHHUs

B pesynbTare ocBoeHus IIporpammel ciiyiiareb JO/DKEH:

3HaTh:
- 0a30Bble IPUHLIMITBI CO3/JaHUsT UTP, CTPYKTYPY UTPOBOTO LIUK/IA, TOHSITUS Core
loop, Lenu urpoka, rnobespl, mopakeHUst U 00paTHOM CBsI3U;

— Ha3HaueHHe OCHOBHBIX 37ieMeHTOB Unreal Engine 5: npoekra, ypoBHs, actor,

component, pawn, character, player controller, game mode, content browser;

— TIPUHLIUIIBI BU3yaIbHOTO TporpaMmMupoBanusi Blueprint, cobbiTuitHOM Mozeny,
repeMeHHbIX, (PYHKLINI, KOMIIOHEHTOB, MHTeP(ENCOB U OT/IaJKH;

- MOAXOAbl K TIPOEKTHPOBaHWIO0 0a30BbIX UIPOBBIX MeXaHUK, BK/ouas cHbop
TIpeJIMEeTOB, CUeT, TaliMep, 3/I0POBbe, YPOH, CTpe/b0y 1 3aBepilieHre YPOBHS;

- Ha3HadyeHue blockout, MTHCTpyMeHTOB Mo/ie/TMpOBaHUSI peJjaKTopa, UCTOYHU-

KOB CBeTa, 6a30BbIX MaTepPHUaJIOB U MIPOCTOTO Iel/iepa;

— TIPUHIIUTIBI HACTPOMKH TepCOHa’ka, YIIpaB/ieHusl, KaMepbl U I10/Tb30BaTe/TbCKO-
T'O OIbITa UTPOKa;

- OCHOBBI HACTPOMKHU KO/TH3UM, overlap, hit-cobbituii, collision channels u
trace-TIpOBEpOK;

- Ha3HaueHHe State Tree /17151 ONMCAHMS TTOBeJIEHUSI OOBEKTOB Uepe3 COCTOSTHUS,
Tepexo/ibl ¥ YCJIOBHS;

- OCHOBBI CO3/IaHHSI T10/Tb30BaTe/IbCcKOro uHTepdetica B UMG U CBSI3U BUIKETOB

C UT'POBBIM COCTOAHUEM;
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6a3oBbie TIOAXO0/bI K TIPOMUIMPOBAHIIO, ONITUMH3aLlH, TIOATOTOBKe COOpPKH,
README u ny6/vKaryu MpoeKTa.

yMeThb:

co3/7jaBaTh U HacTpauBaTh NpoekT Unreal Engine 5, ypoBHH, CTPYKTYpy Mariox,
assets ¥ TIPOCThIE CLIEHBI;

OIMHUCBIBATL UT'POBYIO MEH0 B BU/ € ITPDABWJI, CLIEHAPUA UT'PDOKd, KPUTEPHUEB IIPpU-

€MKH M YEK-/INCTa ITPOBEPKH;

co3naBathb Blueprint-Kiacchl, UCI0/Ib30BaTh COOLITHS, TIepeMeHHbIe, QyHKITUH,

vHTepdelichl, dispatchers 1 KOMITOHEHTHI;

pea/In30BbIBATH 0a30BLIe HNI'pOBbIe MEXdHHWKH U CBA3BIBATH X C UI, KOJ/IJIN3UA-

MMU, I1IEPCOHA’KEM U COCTOAHUSAMU HI'DbI;

co3gaBarh rpoctyto 3D-cueny c blockout, cBeTom, MaTteprasiamu U BU3yasb-

HBIMH I10ACKd3KdMH [JI1 UTDOKdA,

C037,aBaTh KACTOMHOI'O TIePCOHaka WM Pawn, HacTpavBath yrnpaBjieHUe, JBU-

JKeHHEe U KaMepy,

HacTpauBaThb TpaBWIa B3auMofelcTBUsi 00beKTOB uepe3 collision presets,

overlap, hit events u trace;
C03/1aBaTh IIPOCTOE TOBe/leHre 00beKTa WM TTPOTUBHMKA uepe3 State Tree;

co3zaBatk User Widget, HUD, cTapToBbIii 3KpaH, 3KpaH Mo0e/ibl, opakeHuUsl

M 1r1epe3adltyCka;

npoUIMpoBaTh YueOHBINM MTPOEKT, UCTIPAB/ISATh TUTIOBbIE MTPOO/IeMbl TIPOM3BO-
JUTETbHOCTH, TOTOBUTb CO0pPKY, README, CKpUHIIIOTHI, BU/IE0 U CTPAHULLY

TIPOEKTa.
BJ/Ia/ieTh HAaBbIKAMM:

TIpaKkTHUUeCKol pa3paboTKu UrpoBbix npoToTrrioB B Unreal Engine 5;
TPOEKTUPOBAHUSA U JOKYMEHTHPOBaHWS UTPOBBIX MEXaHUK;
BU3Yya/IbHOT'O TIPOrPpaMMUPOBaHUsS U 0T/1aJIKu Blueprint-yorukuy;

OpraHU3aluM CTPYKTYPhI IIPOEKTa, assets, ypOBHEU U IeMOHCTPaLIMOHHbIX Ma-

TepHra’sios;
HaCTPOWKU TepCOHarka, yIipaByieHus1, Kamephl, Koanusuu, Ul u mpoctoro Alj;

TIO/ITOTOBKM MPOEKTa K IMpoBepke, cOOpKe, TyO/IMKAIIUK U 3allIUTe;
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BBITIOJIHEHHUA KWMTOI'OBOI'O ITIPpOEKTAd OT IIOCTdHOBKKM 3d4d4Md [0 HOpT(bOJ'II/IO-

yOMKaIK U 3aIUThI pe3yJibTaTa.
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2. CopeprxaHue nNporpaMMsbI

2.1. YueOHBIN IU1AH
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1c

Tabmuua 3 — YueOHbIH M/1aH

Bcero, | JIekn,, | IIpakr., IIA, HUA, dopma
Ne |HammeHoBaHUe MOAY/IA
yac. | yac. Yac. |Cawm. pa6), Yac yac. KOHTPOJIA
yac.

1 |Bba3oBble NPUHLMIIBI CO3[AHUS UTD 12 6 0 6 0 0 BXOJJHOU KOHTPOJ/Tb
2 | 3nakomctBo ¢ Unreal Engine 5 56 17 22 11 6 0 3auer
3 | BusyanbHOe nporpaMMHUpOBaHUe 92 26 43 17 6 0 3auer

Blueprint
4 |Pa3paborka 6a30BBIX MEXaHUK UTPbI 68 20 31 11 6 0 3ayeT
5 |MHCTpyMeHTbI MOJIe/IMPOBaHuUS B pe- 68 20 31 11 6 0 3auer

JAKTOpe, UICTOYHUKY CBeTa, 0a30BbIi

meunziep
6 |Co3manre KaCTOMHOIO MepCOHaXKa, Ha- 80 23 40 11 6 0 3auer

CTPOMKa yIpaB/ieHus1 U KaMephbl
7 | B3aumopeiicTBue 00bEKTOB uepe3 CUCTe- 56 17 25 8 6 0 3auer

MY KOJUTU3UM
8 | OcHoBbl co3fanus MU ¢ ncrosib30BaHU- 56 17 25 8 6 0 3aueTr

eM State Tree
9 | OcHoesl pabotel c UMG u User Widget 48 12 21 9 6 0 3auer
10 |ITpodunupoBaHre ¥ ONTUMU3ALIVS B 48 12 21 9 6 0 3a4uer

Unreal Engine




cc

ITpodoniceHue mabauybt 3

Bcero, | JIeku,, | IIpakr., I1A, HA, dopma
Ne |HaumeHoBaHue MOAY/IA
yac. | vac. Yac. |Cawm. pa6), Yac yac. KOHTPO,IA
yac.
11 |IIpoekt «Collect the coin» 56 6 39 11 0 0 3aueT 10 MPOeKTy
12 |I[Ipoexkr «IIlyTep c jseTarommM JpOHOM» 80 6 57 17 0 0 3aQueT I10 IIPOeKTy
13 |IIpoekTHasi mMpakTUKa ¥ MOPTGOJIHO. 44 0 33 11 0 0 monyck Kk A
3arpy3ka urp Ha itch u pyrue niomjaaku
14 |Nrtorosas arrecrauus 36 0 0 0 0 36 3allMTa poeKTa
HNroro| 800 182 388 140 54 36 |-




[TpoMes)KyTouHasi aTTecTalysi OCYI[eCTB/SIeTCS TI0 3aBepIilieHUHd MOJAYJIeH,
orpe/ie/ieHHbIX YueOHbIM M/IaHOM. IToroBast aTTecTaijusi POBOAUTCS OT/Ie/TbHO OT
MIPOME)KYTOUHOM aTTecTaluu B popMe 3all[iThl UTOIOBOIO aTTeCTalMOHHOTO MPOeK-

Ta. TPyZj0eMKOCTb UTOTOBOU aTTeCTaljuy COCTaB/sieT 36 akaZeMUYeCKUX yaca.

2.2. KaneHnjapHbii yueOHbIH rpaguk

Hauano oOyueHusi omnpejiensieTcsi 0 Mepe KOMIUIEKTOBaHUSI yueOHOU rpyTi-
Tbl. YueOHbIe ITPynnbl MOTYT (hOPMHUPOBATLCS B TEUEHHE BCETO KajleHIapHOoro rofia.
ITepron ocBoenust ITporpaMMel orpeiesisieTCs KajleHAapHbIM YueOHbIM rpaduKoOM U
pacmiicanveM. Hike ripeficTaBiieH peKoMeH1yeMblIii rpadyK 1pu cpoke obyuenus 10

MecsiteB (40 Hezesb).

Tabnurja 4 — KanengapHbiii yuebHbIi rpaduk

Ne | HammeHoBaHHe MOAy/Is ITepuop Yacel
o0yueHust

1 | ba3oBble NPUHLMIIBI CO3[4AHUS UTD 1 Hegens 12

2 | 3nakomctBO c Unreal Engine 5 2-4 vepenu 56

3 | BuzyasnbHoe mporpamMmupoBaHue Blueprint 5-9 Hepenu 92

4 | Pa3paboTka 6a30BbIX MeXaHUK UTPhI 10-12 68
HeJ e

5 | IHCTpyMeHThI MOZIeIUPOBaHUs B peflakTope, UC- 13-15 68
TOYHWKM CBeTa, 0a30BbIi 111eiiiep HeJle/u

6 | Co3gaHue KaCTOMHOIO MePCOHaXka, HaCTPOUKa 16-19 80
yTIpaB/I€HUS U KaMepbl HeJ e

7 | B3anMmopeicTBre 0ObEKTOB Uepe3 CUCTEMY KOJUTH- 20-22 56
31U HeJle/n

8 | OcHoBbl co3nanus MM ¢ ucnonb3oBaHrueM State 23-25 56
Tree Heenu

9 | OcHoBel pabotsl ¢ UMG u User Widget 26-27 48
HeJ e
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[IpodondceHue mabauybl 4

Ne | HammeHoBaHHe MOAY/IsA ITepuop Yacel
o0yueHust

10 |I[IpodwunupoBanue 1 ontuMu3sanusi B Unreal 28-29 48
Engine HeJle/u

11 |IIpoekt «Collect the coin» 30-32 56
HeJieu

12 |IIpoexTt «IllyTep c jieTaro M APOHOM» 33-36 80
HeJlenu

13 | IIpoekTHas pakTHKa U MOPTHOINO. 3arpy3Ka urp 37-38 44
Ha itch u apyrue nyomaaku HeJ e

14 | UtoroBas arrecTauus 39-40 36
HeJlenu

HUroro| 800

2.3. PaGoune mporpamMmMsbl MOy IeH

B pabouux rnporpammax Mofy/ei oripefie/isitoTCs 1ie/id, pe3yabTaThl, TeMaTu-
yeckoe cojiep)kaHve, popmMbl OpraHMU3al[iy 3aHATHM, CaMOCTOATeTLHOM PaboThl U
KOHTpOJIs. [lepeueHb TeM COOTHOCUTCS C (haKTUUeCKOM CTPYKTYpO# yueOHbIX Ma-
TepUasoB ¥ BHYTPeHHero KoHTeHTa HaripaByieHusi «Unreal Engine-pa3paboTumk».

IIpoekTHasA TpaeKkTopus MporpamMmsbl. [IporpamMmMa mocTpoeHa Tak, UTOObI
KaK/IbIii MOJy/Tb 00aB/IsA/I HOBBIM CJIok K Oyayiremy rnoptdonvo. Cryiiaresb To-
CTereHHO TIPOXO/IUT MYTh OT MOHUMaHUS UTPbI KaK CUCTEMBI JI0 3allUThl OIMyOIHUKO-

BAaHHOT'O ITPOEKTaA.

Tabmuiia 5 — [IpoeKTHasi TpPaeKTOPUS POTPaMMBI

Ne | Oran Mogaynu Pesynbrar srana

1 | Bxox B mpodeccuto Moy 1-2 WrpoBas uzes, CTPyKTypa
TIPOEKTa, MepBbiii yPOBEHb B
Unreal Engine 5.
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ITpodonsiceHue mabauybt 5

Ne | Oran Mopaynu Pesynbrar srana

2 | ba3oBas pa3paboTka Moy 3—7 Blueprint-yorvka, MmexaHu-
KU, IIePCOHAX, yIIpaB/IeHue,
Kamepa, KOJI/IM3UU U BU3Y-

aibHast cpeja.

3 | Cucremsbl Urpbl mopynu 8-10 State Tree, UMG, nipocu-
JTUPOBaHUe U UCTpaBieHue

THITOBBIX MPOO/IEM TIPOEeKTa.

4 | TIpoeKTHbIl 60K monymu 11-13 urpa Collect the coin, m1y-
Tep C JIeTAIOLUM IPOHOM,

nopTdosro 1 myomMKarusl.

5 | 3auura pesysbrara Moaynb 14 WUTOTOBBIN MPOEKT, COOPKa,
JIeMOHCTparIysi, 00bsICHEHHE

dPXUTEKTYDBI U OTBETBI Ha

BOTIPOCHI.

Chyiiaresib MOXKET BBITIONHATh YKa3aHHBIE TIPOEKTHI MOC/Ie[0BaTeIbHO JTN00
BbIOpaTh WHAWBHYAJbHYIO TeMy TIOC/Ie COTJIaCOBaHUSI C TiperiofiaBaresieM. VHu-
BU/lya/lbHasi TeMa [0/DKHAa COOTBETCTBOBATh pe3ysbraTaM [Iporpammebl, BK/IHOUaTh
pa3paboTtky B Unreal Engine 5, Blueprint-10ruky, urpoBoii crieHapui, Moiab30Ba-
Te/IbCKOe B3aMOJeMCTBYe, IeMOHCTPALMOHHbBIA YPOBEHb, TPOBEpPsSeMbId Pe3yJ/IbTar,

README u marepuaribl AJ1s1 3alLUTHI.

2.3.1. Mopayas 1. ba3oBbie NIPUHLUIIBI CO3JaHUA UT'P

Hennb moayssi: chopMUPOBaTh MOHMMaHUe UTPbl KaK UHTEPAKTUBHOW CUCTe-
Mbl, 6a30BbIX MOHSATHN reiiM/iM3aliHa, CTPYKTYPhl UTPOBOTO LIMK/IA, PO TPOTOTH-
TTUPOBaHUs U TpeboBaHM K yueOHBIM TIPOEKTaM.

O0BbeM mogys: 12 4., B TOM UMCJie JIEKIIMOHHBIE 3aHATHS — 6 4., paKkTHye-
ckue 3aHsATHA — 0 4., camocTosATe/IbHast pabora — 6 4., KoHTpoib — 0 u.

I1nanupyemsble pe3y/ibTaThl 0 MOJY/IIO:

— TIOHUMaTh Ha3HaueHue )KaHpa, LieJIeBOro AeiCTBUS UTPOKa, core loop v nmpaBu
WTDbI;

- BBI/Ie/IITh UTPOBYIO 11€/1b, YC/IOBUS TIOOE/TbI ¥ TIOPa’KeHUSsI, OTPAHUYEHHS YPOB-

HS1 U KDUTEPUU TIPHUEMKUY;
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OIMKCHIBaTh NIPOCTYIO UTPOBYIO H/let0 B (popMare TeXHUUECKOTo 3a/laHus U YeK-
JINCTA;
TMOHUMaThb CTPYKTYPY MpOrpaMMbl, JOpMbI KOHTPOJIs, TpeO0BaHMs K TPOeKTaM

1 riopTdonuo.

Tabmuija 6 — Temaruueckuit riad MoAy/st 1. Ba3oBbie TIPUHIUTIBI CO3/IaHUS UTP

Ne | Tema Yacer | Cogeprkanue

1 | Wrpa Kak UHTepakTUBHasl cucTeMa 3 1]eJIb UTPOKa, TpaBUsia, oOpaTHast
CB$I3b, COCTOSIHME UTDbI, TT00esja U
ropaxeHue.

2 | J)KaHphbl, MeXaHUKH U core loop 3 YKaHPOBbIE O’KW/]aHUsI, OCHOBHOU UTI'PO-
BOM LIMKJI, MOTUBALUSI UTPOKA, [IOBTO-
psieMoe JleliCTBYe.

3 | UrpoBas foKyMeHTaLys U KpUTepUU 3 KpaTKOe TeXHUYeCKOe 3a/laHue, user

KayecTBa story, KpUTepuu NIpUeMKH, PUCKU pea-
JIM3aLUH.
4 | Opranu3aiusi 00yueHUst U POEKTHOU 3 MOZY/IU, KOHTPOJ/IbHbIE TOYKU, Perio3u-
TpPaeKTOpUH TOpUH, IeMOHCTPALJMOHHbIE MaTepya-
Jbl ¥ TpeOOoBaHUs K UTOTOBOM 3aljure.

Copepxxanue Moy isa: Moy/b 3a/jaeT MeTOAMYECKYH0 OCHOBY BCel Mporpam-

Mbl. Cryiiiatesib pa30upaeTt, U3 KaKUxX 3JIEMEHTOB COCTOUT UTpa, Kak (hopMy/UpyeT-

Cd uaesd 1poToTulld, YeM ME€XdHHKad OT/IMYAE€TCA OT BH3YdJ/IbHOI'O OCbOpMJIEHI/IH, KdK

buKCUpyrOTCS TpeOOBaHUS M Kak yueOHbIe 3a/laHUs MIOCTETIeHHO CKJ/Ia/[bIBAOTCS B

noptdomuo Unreal Engine-pa3paboTtunika.

IIpakTHuecKue BUAbI padoT:

pa30op ieMOHCTpaIMOHHOTO npuMepa B pefakrope Unreal Engine 5;
BbITIO/THeHWe MPaKTUYeCKOro 3a/laHus 110 TeMe MOAYJIS;

IIPOBEpKa pe3y/bTara 0 UeK-TMCTY ¥ UCIPaB/IeHHe TUIOBBIX OITHO0K;

COXpaHeHHe UTOrOBOTO BapHaHTa B CTPYKType yueOHOTro MpoeKTa WM TOpT-

dhonuo.

CamocTosiTenbHas pa60Ta aiymaresasa: M3yyeHre KOHCIIEKTd, IIOBTOPDEHHE

JericTBU npeniofiaBaresis, JopaboTka Blueprint-noruku, opopmieHre KpaTkux mo-
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SICHeHHI K peIIeHHIO, MTOrOTOBKA CKPUHILIOTOB M/IM KOPOTKOM J€MOHCTpAL[iH pe-
3y/bTara.
dopmMa KOHTPOJIA: 3aUeT I10 NMPaKTHUUeCKOUW paboTe, UeK-IUCTY U IEMOHCTPA-
I[UU pe3y/bTaTa.
TIpoekTHbIE 3a/jaHusA U apTedaKThI:
- OIUCaTh W/ TIPOCTOr0 UTPOBOTO MPOTOTHIIA C IIe/IbI0, TIPaBU/IaMH U YCJIO-
BUSIMU 3aBEpILIEHMS;
- TIOAIrOTOBUTh WMHAWBU/YalbHbINA T/IaH MPOEKTHON TPAeKTOPHUH U CTPYKTYPY
Tarnku Kypca.
TumnoBble OIHOKH, MO//Ie)KalKe pa3doopy:
- WUTpOBast H/iest OITMCaHa C/IMILIKOM OOIII0 U He UMEeT IPOBepsieMOoN 1{e/IH;
— He orpe/ie/IeHbl YC/I0BUS TI00e/Ibl, TOPaXKeHUS UJTU 3aBepILeHUs YPOBHSI;
- He CO3/laHa CTPYKTypa IPOeKTa ¥ MaTepraioB 00yueHHsl.
MuHHUMA/IBHBIN YPOBeHb 0CBOEHHUSI: BLITIOTHEHBI 00sI3aTe/TbHbIE TTPAKTHYE-
CKHe 3a/]JaHusl MO/Y/Is, Pe3y/IbTaT 3aIllyCKaeTCs MU MOKET OBITh IPOBEPEH 10 3a/jaH-
HBbIM KPHUTEPUSIM.
TToBBIlIeHHBIH YPOBEHb 0CBOEGHHA: Pe3Yy/ILTaT J0I0IHEeH aKKypaTHOM CTPYK-

TYpPOU, TOSICHEHUEM DPeLleHWH, YIyUYlIeHHOW BU3ya/lbHOM Mojayer U MaTepuaiaMu

J7151 TOPTQOHO.

2.3.2. Moayas 2. 3nakomcTtBO ¢ Unreal Engine 5

Ieas Mopyas: chopmupoBath 6a30Bbie HaBbIKK paboThl ¢ Unreal Engine 5,
uHTepdelicoM pefakTopa, 1Mab/sioHaMU TIPOEKTOB, YPOBHSIMH, 00beKTaMU, KOMIIO-
HEeHTaMH, assets U MepBUYHOM OpraHu3aluer MpoeKTa.

O0bem mopyssi: 56 4., B TOM 4uc/ie JIeKIIMOHHbIe 3aHATUs — 17 4., IPaKTU-
yeckue 3aHITUs — 22 4., camocTosTenbHast pabora — 11 4., KOHTpoHL — 6 U.

IInanupyemsle pe3y/jbTarhl 10 MOAY/IIO:
— C037aBaTh, OTKpbIBaTh U coxpaHsATh Unreal Engine 5-npoekT;

— OpUEeHTHPOBAThLCSI B 0CHOBHBIX MaHe/IsIX peflakTopa, viewport, Outliner, Details

Panel u Content Browser;

— pasMelijaTh actors, HacTpauBaTh transform, components, Kamepbl, UCTOUYHUKHU

CBETd U IMPOCTbIE MaTepHaJIbI;
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oopMIsiTE yueOHYIO ClieHYy C TIOHATHOM CTpyKTypoi narnok, README u ze-

MOHCTpALMel 3amycKa.

Tabnuia 7 — Temaruueckuii riad Mmofy/s 2. 3HakoMcTBo ¢ Unreal Engine 5

Ne | Tema Yacer | CopeprkaHue
1 | YcranoBka v niepBbIi 3anyck Unreal 6 Epic Games Launcher, Boi6op Bepcru
Engine 5 [IBUJKKa, CO3/jaHue [1epBoro IpoeKTa,
TIPOBEepPKa CUCTEMHBIX TPeOOBaHUH.

2 | NnTepdelic pegakTopa 9 viewport, toolbar, Outliner, Details
Panel, Content Browser, peXxumbl TIpo-
CMOTpa U HaBUTaALUU.

3 | [I1ab/10HBI MPOEKTOB M CTPYKTYpa 9 templates, maps, blueprints, materials,

Content meshes, textures, paBuia UMeHOBaHUS
Y OpraHu3aliiy assets.

4 | Actors, components ¥ transform 9 pa3mMeliieHre 00bEeKTOB, ITepeMelleHue,
TIOBOPOT, MaciiiTabupoBanue, mobility,
6a3oBbIle components.

5 | Pabora c ypoBHsAMHU 9 CO3/jaHKe KapThbl, COXpaHeHUe YPOBHH,
basic blockout, pacrionokeHue 06beK-
TOB U KaMmep.

6 | IMIiopT u ucriosnb30BaHue assets 8 HWMIIOPT MOZeJiel U TeKCTYP, MPOBepKa
Ty Tel, HaCTpOMKa MPOCThIX MaTepHa-
JIOB, TIOPSIZIOK XpPaHEHUs PeCypCOB.

7 | Project Settings, Play In Editor u 3a- 6 HACTpOMKHU TpoekTa, play modes, mipo-

yeTHas CLieHa BepKa cijeHsbl, nogroroeka README,
CKPUHIIIOTOB ¥ KOPOTKOTO BU/IEO.

Copepixanue Moayssi: Moy/b TIepeBOAUT C/ylaTessi OT 00IIeid ueu Urpbl

K pabote B pegaktope Unreal Engine 5. OcHOBHOM pe3y/bTaT MOZY/IsSI COCTOUT B CO-

3/JaHUM TTIePBOM yueOHOM CLIeHBI, Tie eCTb KapTa, 00BeKThbI, KaMepa, CBeT, [IPOCThIe

MaTepuasbl ¥ BOCIIPOU3BOAUMBIN MOPSIOK 3alyCKa MpOoeKTa.

IIpakTHueckue BUABI padoT:

pa30op ieMOHCTpaIMOHHOT0 ipuMepa B pefakrope Unreal Engine 5;

BBITIOJIHEHHE TIPAKTUYECKOT'O 3didHHsA 10 TeEME MOAYJIA;

IIPOBEpKa pe3y/bTara 0 UeK-TMCTY ¥ UCIPaB/IeHHe TUIOBBIX OITHO0K;
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- COXPpdHEHHE UTOI'OBOI'0 BdAPHUAHTA B CTPYKTYpe y‘-IE6H01"O IMpOeKTa WJIN TI0PT-

dhonuo.

CamocTrosTeibHas pabdoTa crymiaresisi: U3ydeHHe KOHCIEKTa, TIOBTOPeHHe
JleficTBUi npenofasaresis, JopaboTka Blueprint-noruku, opopmaeHre KpaTkux mo-
SICHeHUM K pelleHU!0, MOATr0TOBKA CKPUHILOTOB UM KOPOTKOM J€eMOHCTpaLUu pe-
3yJ/bTara.

dopma KOHTPOJIA: 3aUeT I10 MPaKTHUeCKOU paboTe, UeK-JIMCTY U IEMOHCTPA-
LIUM pe3y/bTara.

IlpoexTHbIe 3a/jaHMA U apTedaKThbI:

— co3zath yueOHYIO clieHy 3HakoMmcTBa ¢ Unreal Engine 5;
— odopmuTth cTpykTypy Content, README, CKpHHIIOTHI U KOPOTKYIO /1€MOH-

CTpaLiMIo 3aI1yCcKa.

TunoBblie OIIMOKH, MO//Ie)KalKe pa3doopy:

— TIPOEKT OTKPBIBAETCS TO/JBKO Ha KOMIIbIOTEpDe aBTOpa M3-3a HapylLleHHOU

CTPYKTYPBI assets;

- KapTa He cOXpaHeHa WJ/IM He yKa3aHa Kak pabouasi ciieHa;
— orcyrctByeT README 1 npoBepsiemast MHCTPYKLIMA 3aI1ycKa.

MuHHMA/IBHBIN YPOBeHb 0CBOEHHUSI: BLITIO/THEHBI 00si3aTe/TbHbIe TIPAKTUYe-
CKUe 3aflaHusi MOAYJIsl, pe3y/bTaT 3allyCKaeTCs U MOXKeT ObITh MIPOBePeH 10 3a/laH-
HBIM KPUTEPUSIM.

IToBbINIeHHBIH YPOBEHb 0CBOEHHUS: Pe3y/IbTaT JOI0/IHEeH aKKypaTHOU CTPYK-
TYpOH, MOSICHEHUEM peLLeHU, yIyullleHHOM BHM3ya/lbHOM MoJaueld U MarepraiaMu

JL1s1 TIOpThOIKo.

2.3.3. Mopyas 3. BusyanbHoe nporpammupoBaHue Blueprint

Hens moaynsi: chopMUPOBaTh HAaBbIKA BH3ya/bHOTO MPOTPaMMUPOBAHUS B
Blueprint, BKrouast cCOOBITHS, TiepeMeHHble, (PYHKIIMN, MaKPOChI, UHTEP(eMChl, KOM-
TTOHEHThI, KOMMYHHKAI[HIO0 0OBEKTOB M OT/IZIKy JIOTHKH.

Oo0Bbem Mopysisi: 92 4., B TOM UMC/Ie JIEKIIMOHHBIE 3aHATHUA — 26 U., TIPAKTH-
yeckue 3aHAIThs — 43 4., camocTosTe/bHas pabota — 17 4., KOHTpo/b — 6 U.

IlnanupyeMble pe3y/ibTaThl 10 MOJY/IIO:

- CO34aBaTb Blueprint-KﬂaCCbI N HACTPAUBATb UX CBOﬁCTBa;
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— WCTIOIb30BaTh COOBITUS, TIepeMeHHbIe, (YHKLIWH, TaliMepbl, BeTB/IEHUS U LIUK-
JBI;

— OpraHMU30BbIBATh B3auUMO/IeliCTBe OOBEKTOB uepe3 CChUIKM, UHTep(dechl,
dispatchers u components;

- omiaxkuBatb Blueprint-rpadsbl, CTpyKTyprpOBaTh JIOTUKY U OOBSICHSITH paboTy

K/TFOUEBBIX Y3J/I0B.

Tabnuua 8 — Tematuueckuit riadH Moy/s 3. BusyanbHoe porpaMmMupoBaHUe
Blueprint

Ne | Tema Yacer | Copeprkanue

1 | Blueprint Class u Event Graph 9 co3fiaHue Knacca, BeginPlay, Tick,
Custom Event, exec flow, cTpykrypa
rpaga.

2 | [lepemeHHbIe, TUMbI U QYHKLIUN 9 boolean, integer, float, text, arrays,

enums, structs, GyHKLWU, BXOAHbIE U

BbIXOJHBIE ITapaAMETPBhI.

3 | Flow Control u Taiimepsl 9 Branch, Sequence, Delay, Timer, Gate,
Do Once, loops u npaBuia 6e30macHo-

ro IIpUMEHEHUS.

4 | ®yHKIUM, MAaKPOChl U CBEPHYThIE 9 JIeKOMIIO3ULUSI JIOTUKH, TIOBTOPHOE
rpadbl WCI0/Ib30BaHKUe, YNTAEMOCThb U OrpaHu-

YeHHsA MaKpPOCOB.

5 | Cebuiky, Casting u Blueprint Interfaces 9 nonyyeHue references, mpoBepka Ba-
JTMIHOCTY, B3aUMOZENHCTBHEe 00BHEKTOB

0e3 XpYIKHX CBsI3€i.

6 | Event Dispatchers u Actor Components 9 coObITUIHAsE MO/ieJib, BEIHECEHMUE TI0-
BTOPsIeMOU JIOTMKU, HACTPOUKA KOMIIO-

HeHTOB uepe3 Details Panel.

7 | Gameplay Framework Ha ypoBHe 12 GameMode, Pawn, PlayerController,
Blueprint HUD, Gamelnstance 1 oTBeTCTBeH-

HOCTb K/IaCCOB Ha 0030pHOM YDOBHe.

8 | Blueprint Debugging 9 breakpoints, watch values, Print String,
BU3yaJsibHasl TIPOBePKa MOTOKA BhITION-

HEeHUS U MOUCK OLIUOOK.
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ITpoodondiceHue mabauybt 8

Ne | Tema Yacer | CopeprkaHue

9 | ApxutekTypa Blueprint-npoekra 11 MIMeHOBaHUe, KOMMeHTapuH, (PyHKLIWH,
KOMITOHEHTB], OrpaHUuYeHue CJI0KHOCTU

Event Graph v noaroroBka K peBblo.

10 |IIpomexyTouHas aTTecTaLys 6 VMHTepakTUBHbIN Blueprint-nporotun c

HeCKOJ/IbKUMH 06L€KT&1MI/I, COCTOSAHUSA-

MH, CHETOM U 3dBe€pPHICHUEM CLI€Hapus.

Copep:xanue moaysisi: Mozy/ib sIB/ISIeTCS OCHOBOM TTPaKTUUeCKOW pa3paboT-
KU B riporpaMme. Cyliatesib 0OCBavMBaeT BU3ya/ibHYH0 JTOTMKY Blueprint Kak riiaBHbIM
WHCTPYMEHT CO3/IaHUsI MeXaHUK 0e3 mepexofia K TeKCTOBOMY TTPOrPaMMHUPOBaHHUIO,
YUUTCS CBSI3bIBaTh 0O0BEKTHI, BBIHOCUTD TMOBTOPsiEMble ZIeNMCTBUSI B (DYHKI[UU U KOM-
TOHeHThI, HAXOAUTb OLUIMOKM U MO/ Aep>XUBATh UATaeMOCTh rpadoB.

IIpakTHueckKue BUAbI padoT:

— pa300p eMOHCTPaIMOHHOT0 npuMepa B pegakrope Unreal Engine 5;

— BBITIOJIHEHUE MPAKTUYeCKOro 3a/jaHusl 110 TeMe MOZYJIS;

- TIpOBepKa pe3y/bTara Mo UeK-TMCTY U UCTIpaB/ieHre TUTIOBbIX OIIMO0K;

- COXpaHeHHe UTOTOBOTO BapHaHTa B CTPYKType yueOHOro TpoeKTa WM TOpT-
dhonuo.

CamocrosiTesibHasA padoTa ciaymiaresisi: U3yyeHre KOHCIEKTa, OBTOPeHre
JercTBUM npeniofiaBaresis, JopaboTka Blueprint-noruku, opopmieHre KpaTkux mo-
SICHEHUM K peLleHHI0, MOATr0TOBKa CKPUHILIOTOB WM KOPOTKOW J@éMOHCTpaLy pe-
3yJIbTaTa.

dopMa KOHTPOJIA: 3aUeT I10 MPaKTUUeCKOM paboTe, UeK-UCTY U IeMOHCTpa-
LMY pe3yJibTaTa.

IIpoexkTHBbIe 3aiaHUA U apTe()aKThI:

- CO3/laTh MHTEPAKTHBHYI0 KOMHATy C HeCKOBKUMU Blueprint-o6bekTamu;
- peann30BaTh yueOHYH0 MeXaHUKY CO CUeTOM, COOBITUSIMU U TIPOBEPsIEMbIM 3a-

BepIlIeHHEeM;

— MOJrOTOBUTHL CXeMy CBsi3U Blueprint-kiaccoB /i peBblo.

TumnoBble OIIUOKH, MO//Ie)KalKe pa3dopy:

— BCsl JIorvKa pa3MeiijeHa B Tick 6e3 HeobxoauMocCTy;
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— rpadbl eperpy>keHbl U He pa3/iesieHbl Ha (PYHKLIMU WM KOMITIOHEHTHI;
— 00BbEKTHI CBsSI3aHbI Uepe3 C/TydaliHble CChITKA 0e3 MPOBepKU BaTUTHOCTH;
- HeT OT/IaJIKA U JIEMOHCTPALMOHHOTO CLieHapUsi TPOBEPKHU.

MuHUMAaNbHBIN YPOBeHb 0CBOEHHUSI: BbITIOHEHbI 00si3aTe/ibHbIe TIPaKThYe-
CKUe 3a/laHusi MOZyJ/Is, pe3y/ibTaT 3alyCKaeTCsi U MOKeT ObITh MPOBepeH 0 3a/jaH-
HBbIM KPUTEpUSIM.

IToBbIlIeHHBIH YPOBEHb 0CBOEHHUS: Pe3y/IbTaT JOIMO0JIHEH aKKypPaTHOU CTPYK-
TYpOH, MOSICHEHUEM peLLeHU, yIyullleHHOM BHU3yalbHOM Mofaueld U MaTepraiaMu

JU1s1 IopTdouo.

2.3.4. Mopayab 4. Pa3pa0doTKa 0a30BbIX MEXaHHK UIPHI

Ienb Moayasa: chopMUpPOBaTh HaBLIKY TIPOEKTUPOBAHUS U peanu3aliuu 6a3o-
BbIX WI'POBBIX MEXaHUK, BK/IOUasi COOp MpeaMeToB, CUeT, TaliMep, UHTePAKTUBHbIE
00BEKTBI, 3/I0POBBE, YCIOBHS MOOE/IbI, IIOPAYKEeHHUS 1 TIepe3arycka YPOBHSI.

O6bem mopyssi: 68 u., B TOM unc/e JeKIMOHHbIe 3aHATUsS — 20 4., TIpaKTH-
yeckue 3aHaTUS — 31 4., camocTosiTenibHasi pabora — 11 4., KOHTpoJib — 6 u.

IlnaHupyeMble pe3y/ibTaThl 10 MOJY/IIO:
— MPOEKTHMPOBAaTh MPOCTYI0 UTPOBYIO MEXaHUKY OT LieJId UIPOKa /10 NPOBEPKHU
pesy/brara;

- co3zasath collectables, TpyUrrepbl, KHOTIKM, ABEPU, NPENSTCTBUS U 30HbI 3aBep-
IIeHNSI;

- peasiM30BbIBaThH CUeT, TaliMep, 340poBbe, YPoH, feedback u mepe3saryck ypos-
HS;

— TIPOBEPSITh MEXaHUKY 110 UeK-TTUCTY U jopabaTkiBaTh OasaHC yueOGHOTO POTO-

THUIIA.

Tabmuija 9 — Temaruueckwuii riad Mozyns 4. PazpaboTka 6a30BbIX Me@XaHUK UTPBI

Ne | Tema Yacer | Cogeprkanue

1 | UrpoBas uzes u core loop MexaHHKU 6 L|e/Ib UTPOKa, NOBTOPsSiEMOe JIeliCTBYeE,

Harpaza, pyucCk, KpUuTepuHr 3aBEPILIEHUA.

2 | Collectables u pickup-06BeKTsr 9 nipeMeThI 1715t cbopa, overlap, n3me-
HeHHe COCTOSTHUS, y/ianeHre 00beKTa,

HauKC/1eHrne O4YKOB.
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ITpoodondiceHue mabauybt 9

Tema

Yacel

CopeprxaHue

Cuer, Taiimep U nporpecc

riepeMeHHbIe COCTOSTHUSI, 0TOOpakeHHe
nporpecca, orpaHA4eHHsi BpeMeHH,

TIPpOBEPKa BBITIOJITHEHUWSA LIE€JIN.

KHonkwy, Bepy, ppluary 1 nepek/roda-

Te/Iu

VWHTEepaKTUBHbIE 00BEKTHI, COOBITHSI,
OTKPBITHE MTPOX0/Ia, BK/IIOUeHHe 00beK-

TOB U 0OpaTHasi CBSI3b.

310pOBbe, YPOH U MPEeNsATCTBUS

health, damage, ornacHbie 30HbI, CTONK-
HOBEeHHs, BOCCTaHOB/IeHHe U ba3oBast

peakiysi UrpoKa.

Ho6e,qa, Iopa’keHue U restart

win condition, lose condition, restart
level, mepexos Mexly COCTOSIHUSMUA

WTPBI.

Feedback gnst urpoka

3BYK, CBeT, MpocThle VFX, TeKCTOBbIe
MO/ CKa3KU U BU3yaslbHAas YUTAeMOCTb

JeACTBUS.

banmaHc v IpoBepKa MexaHUK

CTI0YKHOCTb, TeMI, KpailHUe C/Tyuyau,

TeCTOBBIA MapIIPyT U CIIMCOK Oaros.

[TpomesxyTOuHas arTecTaLus

MHHH-TIPOTOTHI ¢ 6a30BOM MeXaHUKOH,
TIOHSITHOM 11eJIbI0, CYeTOM U 3aBeplile-

HUEM YDOBHS.

Copepxxanue mopay/si: Moayinb 3akperuisieT Blueprint-HaBbIKM uepe3 co3/a-

HUe KOHKDeTHBIX UTPOBLIX fleficTBuM. Ciyliaresib cobupaeT MexaHUKY Kak CBsi3aH-

HBIN CIieHapHi, B KOTOPOM UTPOK TTOHUMaET I1eJib, IT0/TydaeT 00paTHYO CBsSI3b, CTaJl-

KUBAeTCs C OTPaHUYeHUsIMU U MOYKET 3aBepILIUTh YPOBeHb TTOHITHBIM CITIOCOOOM.
IIpakTHueckue BUABI padoT:

- pa3bop JeMoHCTpaLMOHHOTo npuMepa B pefakTope Unreal Engine 5;

— BBITIOJIHEHUE MPAKTUYeCKOro 3a/jaHusl 110 TeMe MOZYJIS;

— TIpPOBEpPKa pe3y/bTaTa 10 UeK-TUCTy U UCTIPaB/ieHe TUTIOBbIX OIIN0O0K;

— COXpaHeHHe UTOrOBOI0 BapHaHTa B CTPYKType yueOHOro MpOoeKTa UM ITOpT-
dbonuo.
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CamocTosiTesTbHasA padoTa ciaymaresisi: U3ydeHre KOHCIEKTa, IIOBTOPeHre
JleicTBUi npeniofiaBaresis, JopaboTka Blueprint-noruku, opopmaeHre KpaTkux mo-
SICHeHHH K pelleHUI0, MOATr0TOBKA CKPUHIIOTOB W/IM KOPOTKOW JeMOHCTpaLyy pe-
3y/abTara.

dopma KOHTPOJIA: 3auUeT I10 MPaKTUUeCKoU paboTe, UeK-IMCTY U IEMOHCTPA-
1[UY pe3y/bTara.

IIpoekTHBIE 3a/jaHNA U apTeaKTHI:
— CO3/IaTh MUHHU-TIPOTOTHIT CO COOPOM MPeIMETOB, CUETOM U YCIOBHEM TI00e/IbI;
— peanu30BaTh UHTEPAKTUBHBIN 00BEKT, KOTOPBIM MeHsIeT COCTOSIHHE YPOBHSI;
— TIOZITOTOBUTD UEK-JIUCT MPOBEPKU UTPOBOM MeXaHUKH.
TunoBblie OIIHMOKH, MO//Ie)KalHe pa3dopy:
— MeXaHUKa CYIIeCTBYeT OT/JeJIbHO OT IieJTH UTPOKa;
— CUeT WJIA COCTOsTHUE YPOBHS 0OHOBJISIFOTCSI HEKOPPEKTHO;
— HeT TIOHSATHOTO 3aBepIleHus CLIeHapHs;
- feedback He 0OBsSICHSIET UTPOKY pe3y/bTaT JAeUCTBYSI.

MuHHMa/IBHBIN YPOBeHb 0CBOEHHUSI: BLITIOTHEHBI 00si3aTe/TbHbIe TIPAKTUYe-
CKUe 3aflaHusi MOAYJIsl, pe3y/bTaT 3allyCKaeTCs U MOXKeT ObITh MPOBePeH 10 3a/laH-
HBIM KPUTEPUSIM.

IToBbINIeHHBIN YPOBEHb 0CBOEHHUSA: Pe3y/IbTaT JOI0/IHeH aKKypaTHOU CTPYK-
TYpOH, MOSICHEHUEM peLleHU, yayullleHHOM BHM3ya/lbHOM MoJaueld U MaTrepraiaMu

JL1s1 IOpThOImo.

2.3.5. Mopyasb 5. MTHCTpyMeHThI MO/ie/TUPOBAHUS B peJaKTope, UCTOUYHUKH CBe-

Ta, 0a30BbIi LIeHAep

Ilenb Moay/isi: cChOpMUPOBATh HABBIKU CO3Z,aHUSI IPOCTOT0 YPOBHS Cpe/CTBa-
mu penakropa Unreal Engine, paboTbl C MHCTpyMeHTaMy MO/ie/IMPOBaHUsI, UCTOY-
HUKaMU CBeTa, 0a30BbIM IIelifiepoM, material instances v BU3yasbHOU YATa@MOCThIO
CL|€HBI.

O6bem mopyssi: 68 u., B TOM unc/e JeKIMOHHbIe 3aHATUsS — 20 4., TIpaKTH-
yeckue 3aHsaTUs — 31 4., camocTosTenbHast pabota — 11 4., KOHTpoOJbL — 6 U.

I1naHupyeMblie pe3y/bTaThl 10 MOAYJIIO:
- co3gaBathb blockout v ipocThie opmbl cpeacTBamu Modeling Mode;

— HacTpauBath Static Mesh, material slots, collisions 1 opraHu3saiuto assets;
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- co3z1aBaTh 0A30BBIM MaTepyaJl, UCIIOIb30BaTh NTapaMeTphl 1ieliepa 1 material
instances;
— HaCTparBaTh UCTOUHMKHU CBeTa, 0a30By10 aTMOC(epy CijeHbl 1 TPOBEPSTH BU-

3ya/IbHy0 YUTAaeMOCTb YPOBHS.

Tabsua 10 — Temaruueckuii 1iiad MoAy st 5. IHCTpyMeHTBI MO/Ie/TUPOBAHUS B
peJlaKTope, NCTOYHUKU CBeTa, 0a30BbIi 111eii/iep

Ne | Tema Yacer | CopeprkaHue

1 | Modeling Mode u blockout 9 WHCTPYMEHTbI MO/Ie/TUPOBaHUS B pe-
JaKTope, primitive shapes, niaHupoBKa

TIPOCTPAHCTBA U MacITab.

2 | Co3pmaHue U MpaBKa MPOCThIX meshes 9 extrude, bevel, merge, duplicate, pivot,

6a3o0Basi MOJrOTOBKA UTPOBBIX 00BEK-

TOB.
3 | Static Mesh settings, UV u material 8 HacTpouiku mesh, rpocteie UV,
slots material slots, collision gt 06beKTOB
YPOBHSI.
4 | ICTOYHMKY CBeTa 8 Directional Light, Point Light, Spot

Light, Sky Light, uHTeHCMBHOCTB, LJBET

U UUTaeMOCTh CLI€HBI.

5 | ba3oBblii 1Ieligep ¥ MaTepuant 11 Base Color, Roughness, Metallic,
Normal, emissive, mapameTpsI 1 Oa-

30BbI€ y3J/Ibl MaTepHaJid.

6 | Material Instance 1 BapuaTUBHOCTb 8 instances, rmapaMmeTpusaLiys LjBeTa u
CBOWCTB, NOBTOPHOE UCII0/Ib30BaHUE

MaTepHua/ioB.

7 | Post Process 1 BU3ya/ibHbII CTU/Ib 6 exposure, bloom, color grading, fog u

orpaHUueHus1 BU3yaabHbIX 3((HeKToB.

8 | TexHuueckas YMCTKa CLIEHBI 3 TIpOBepKa UMEeHOBAHHUSI, TMLITHUX 00b-
eKTOoB, collision complexity u pasmepa

assets.

9 | [IpomexxyTouHasi aTTeCTal[us 6 ypoBeHb ¢ blockout, mpocTeiMu Mozie-
JISIMH, CBeTOM, OA30BbIM I11eliZiepoM 1

OIlrMCaHKreM BH3ya/IbHBIX pEH_IEHI/If/’I.
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Copepxanue Moay/isi: Mozy/ib CBSI3bIBaeT reliM/[M3aliH YPOBHSI C BU3Yya/IbHOU
peanu3aijueit. Ciyiiaresb yUuTcst ObICTpO cobrpaTh UTPOBOE MPOCTPAHCTBO, CO3/ia-
BaTh 0a30Bble OOBEKTHI TIPSIMO B peJjaKTope, HaCTPauBaThb CBET U MaTepHasbl Tak,
yTOObI MexaHWKa Obl/la UMTaeMOM, TPOeKT OCTABAJICS YIIpaB/isieMbIM U He TIpeBpa-
11asicsi B Habop CTyyaifHbIX assets.

IIpakTHueckue BUbI padoT:

— pa30op ieMOHCTpalMOHHOT0 ipuMepa B pefaktope Unreal Engine 5;

- BBITIO/THEHWE MIPAKTUUECKOTO 33/IaHus [0 TeMe MOJYJIS;

- TIpOBepKa pe3y/bTaTa o UeK-IUCTy U UCTIpaBieHe TUTIOBbLIX OLIMOO0K;

— coxpaHeHHe UTOTOBOTO BapHaHTa B CTPYKType yueOHOro MpoeKTa WU TOPT-
dhonuo.

CamocrosiTesibHasA pabora ciaymaress: U3yueHHe KOHCIeKTa, TIOBTOPeHUe
JeficTBUl TIperofiaBaTtelis, JopaboTka Blueprint-siorvku, opopmieHre KpaTkux Io-
SICHeHUM K pellleHuto, MOATr0TOBKa CKPHHIIIOTOB WM KOPOTKOM ZeMOHCTpAluu pe-
3y/abTara.

dopma KOHTPOJIA: 3aUeT I10 MPaKTHUeCKOUW paboTe, UeK-JIUCTY U IEMOHCTPA-
1[UY pe3y/bTara.

IIpoexkTHBIE 3ajaHKA U apTeaKThI:

— cobpatb ypoBeHb s Oyayireit urpsl Collect the coin;
— co371ath Habop MPOCTBIX 00BEKTOB cpescTBaMu Modeling Mode;
- TIO/ITOTOBUTL 0A30BbIM MaTepHasl U HeCKOJILKO material instances zijist CLieHBI.

TumnoBble OIMINOKH, MOJ/Ie)KalAe pa3doopy:

— ypOBeHb He UMeeT MOHSATHOTO MapIlIpyTa UTrPOKa;

— MO/Ie/T1 U MaTepuasibl Ha3BaHbl XaOTUYHO;

— CBET MepecBeurBaeT CLIeHY WM CKPbIBaeT 1ie/lb UTPOKa;

- OZIH MaTepuas AyOmupyeTcss BMeCTO MCIIO/Tb30BaHUS instances.

MuHMMa/IbHBIN YPOBEHb 0CBOEHMS: BBITNIOTHEHBI 00s13aTe/IbHbIe IIPaKTHue-
CKUe 3aflaHusi MOAYJIs, pe3y/bTaT 3allyCKaeTCs U MOXKeT ObITh MPOBePeH T10 3a/laH-
HBIM KPUTEPUSIM.

IloBbIllIeHHbIN YPOBeHb 0CBOEHMSI: Pe3y/IbTarT J0TMO/IHEeH aKKypaTHOU CTPYK-
TYpOH, MOSICHEHUEM peLleHU, yIyullleHHOM BH3ya/lbHOM MoJaueld U MaTepraiaMu

JL1s1 IopTdOoIuo.
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2.3.6. Mopyas 6. Co3jaHMe KaCTOMHOI'0 [TIepCOHa)Ka, HACTPOMKA yIpaB/ieHHs U

KaMephbl

Henb Mmoayssi: ChopMHUPOBaTh HaBBIKK CO3/JaHMsI KACTOMHOTO TIePCOHAa’Ka, Ha-
crpoiiku Pawn wiu Character, ynpapieHus, kKamepbl, 6a30Boii aHUMalUd U CBSI3U
repcoHa)ka C UTPOBBIMU MeXaHUKAMMU.

Oo0bem Mopysisi: 80 U., B TOM UMC/Ie JIEKIIMOHHBIE 3aHATHUS — 23 U., TIPAKTH-
yeckue 3aHaTus — 40 4., camocTosTe/nbHas pabora — 11 4., KOHTpoL — 6 U.

IInanupyemsble pe3y/ibTaThl 10 MOJY/IIO:

- C03/,aBaThb yIIpaB/sieMOoro fepcoHaka Wiu Pawn 1oy 3aauy npoekxTa;

— HacTtpauBath Enhanced Input, nBu>keHre, TOBOPOT, OTPaHUYEHUSI U UyBCTBU-
TeJIbHOCTh yTIpaBJ/IeHNs;

— co3zmaBaTh Kamepy uepe3 Camera Component u Spring Arm, BeIOHpaTh MO/X0-
JSALLIAA PaKypC;

- MoJK/ItouaTh mesh, 6a30Bble aHUMAalMOHHBIE COCTOSTHUSI U B3aMMOZEMCTBHE

TiepCoHaXka ¢ 00beKTaMu YPOBHSI.

Tabnuiia 11 — Tematrueckuit riad Mogys 6. Co3gaHue KaCTOMHOTO ITepCOHAKa,
HACTPOMKa yrpaB/ieHus1 U KaMepbl

Ne | Tema Yacer | CopeprkaHue
1 | KacTomHbI# epcoHaXk ¥ TpebOBaHUS K 6 POk TIEpCOHAXKa B MPOEKTE, BUJ KaMe-
yIpaBJIeHHIO Pbl, CKOPOCTb, OTPaHUYEHUS U M10/1b30-

BaTe/IbCKUN CLieHapUH.

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

)KeHHe, TIOBOPOT, TIPbDKOK, /IefiCTBUe

BBHHMOAEﬁCTBHH U TIPOBEPKa BBOJd.

4 | IBWKeHHe U OrpaHUYeHUs 9 CKOPOCTB, YCKOpeHHUe, [I0BOPOT, I'paBu-
TaLusl, TPaHULIbl YDOBHS U NIOBeJileHUe

Ha IIpernAaTCTBUAX.

5 | Kamepa u Spring Arm 9 paKkypc, aucTtanuus, lag, collision test,
first-person u third-person Ha 0630p-

HOM ypOBHe.
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IMpodonsicenue mabauybt 11

Ne | Tema Yacer | CopeprkaHue
6 | Mesh nepcoHaxa 1 Bu3yasbHasi Ha- 9 Skeletal Mesh unu Static Mesh, mare-
CTpoiKa puasbl, sockets, mpocTast KaCTOMH3a-

1151 BHEIITHero BU7A.

7 | ba3oBas aHMMaLUs TTlepCcoHaXKa 9 Animation Blueprint Ha 0630pHOM
ypoBHe, idle, walk, jump, riepexosI u
CBSI3b CO CKOPOCTBHO.

8 |IlepcoHak ¥ UTPOBbIE MeXaHUKH 9 nof00p npeiMeToOB, B3aUMO/lelCTBYE,
ypoH, 30HbI, feedback u mpoBepka
COCTOSIHUSI UTPOKa.

9 |IIpomexxyTouHast aTTeCcTalys 6 KaCTOMHBII TTepCOHaX C yIipaB/ieHreM,

KaMepoi, 6a30Boi aHMMaI[el U B3au-

MOZeliCTBHEeM C 00BeKTaMU YPOBHSI.

Copepxanue mMoay/si: Moaynb miepeBoUT yueOHble MeXaHUKU B YIIpaBIisi-

eMbIii UTPOBOM crieHapuid. CryIiaress co3jaeT cOOCTBEHHOTO MepCcoHarka, 3a/aeT

cxeMy yITipaB/ieHUs], BbIOMpaeT KaMepy MO/, )KaHp U CBsI3bIBaeT TOBe/leHHe TepCoHa-

XKa C O6’b€KTaMI/I, KOJUVTU3HUAMUA U COCTOAHUAMU YPOBHH.

IIpakTHueckue BUABI padoT:

donuo.

pa300p ieMOHCTpaIMOHHOT0 ripuMepa B pefakrope Unreal Engine 5;
BBbITIO/THeHWe TMTPaKTUYeCKOro 3a/laHus 110 TeMe MOAYJIS;
TIPOBEPKa pe3y/bTara 10 YeK-TUCTY U UCTIpaB/ieHre TUTIOBBIX OIINOOK;

CcoxXpaHeHHe UTOrOBOTO BapHaHTa B CTPYKType yueOHOro MpoeKTa WM TOpT-

CamocrosiTeIbHas pa60Ta aiymaresasa: M3yyeHre KOHCIIEKTd, IIOBTOPDEHHE

JerCcTBUM npeniofiaBatesis, JopaboTka Blueprint-noruku, opopmieHre KpaTkux mo-

SICHEHUM K pellleHUI0, TOAT0TOBKA CKPUHIIIOTOB WM KOPOTKOM JIeMOHCTpALUM pe-

3yJ/ibTdTa.

dopma KOHTPOJIA: 3auUeT I10 MpaKTUueCcKoi paboTe, UeK-JIMCTy U IeMOHCTPa-

L[MY pe3yJbTara.

IIpoekTHBIe 3aiaHUA U apTe()aKThI:
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- TIOZITOTOBUTD JIEMOHCTPALIMOHHBIN YPOBEHb /151 IIPOBEPKH ITepCOHaxXa.
TumnoBble OIUOKH, MO//Ie)Kal{Ke pa3dopy:

- yrpaByieHre paboTaeT TOJBKO B OT/e/TbHOM I11ab/I0He 1 He TiepeHeCceHO B yueo-
HbIW MIPOEKT;
— Kamepa MelllaeT BUZIeTh LieJIb UTPOKa;
— TepCOHaK He B3aUMOJIeNCTBYeT ¢ 0ObeKTaMu YPOBHS;
- OTCYTCTBYeT OIMcaHue input settings v yrpasjieHus.
MuHHMa/IBLHBIN YPOBeHb 0CBOEHHUSI: BLITIOTHEHBI 00si3aTe/TbHbIe TIPAKTUYe-
CKUe 3aflaHusi MOAYJIsl, pe3y/bTaT 3alyCKaeTCs U MOXKeT ObITb TPOBepeH 10 3a/laH-
HBbIM KPUTEPUSIM.
IToBbINIeHHBIU YPOBEHb 0CBOEHHUSA: Pe3y/IbTaT JOI0/IHeH aKKypaTHOU CTPYK-
TYpOH, MOSICHEHUEM peLleHUM, yIyullleHHOM BH3ya/lbHOM Mofaueld U MaTepraiaMu

JL1s1 IopTdouo.

2.3.7. Mopaynn 7. B3aumo/elicTBie 00beKTOB uepe3 CHCTeMY KOJUTU3UH

Ilens mMopyns: cPopMUPOBaTb HABbIKM HACTPOMKHU CHUCTEMbI KOJ/UIM3UU B
Unreal Engine, 06pabotku overlap u hit events, rcrosis3oBanus collision channels,
trace-rpoBepoK, (YHM3UKU U OT/IaJKA B3aUMO/IeHCTBUM MeXy 00beKTaMHu.

O0Bem Mopysisi: 56 U., B TOM UHC/Ie JIEKIIMOHHBIEe 3aHATHUA — 17 4., TIPAKTH-
yecKue 3aHAITUsI — 25 4., caMoCTosTe/TbHast paboTa — 8 4., KOHTpoIb — 6 u.

IlnanupyemMble pe3yabTaThl 10 MOAY/IIO:
- HacTpauBarth collision presets, object channels, trace channels u responses;
- obpabatbiBaTh overlap events, hit events, Tpurrepsl, 30HbI U TIPeJMETHI;

— MCI1I0/1b30BaTh line trace /it BbIOOpa, MPOBEPKU U B3aMMOZEHCTBHS C 00BEK-

TaMH;

- oTnakuBarth collision, ycTpaHSTh /10)KHBIe cpabaThIBaHUS U IOKyMEHTUPOBATh

IpaBWJId BBaHMOAEﬁCTBHH.
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Tabnura 12 — Tematnueckuii T1aH Moayss 7. B3auMogelicTBre 00bEKTOB uepes
CUCTEeMY KOJUTU3UM

Ne | Tema Yacer | CopeprkaHue

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

TUIIOBBIE CLI€HAPpWH.

2 | Collision presets u channels 8 object type, trace channel, response
matrix, Mojib30BaTe/IbCK1e KaHa/bl U

IMpaBW/id UMEHOBdHUA.

3 | Overlap Events 7 TpurrepHsle 30HbI, collectables,
checkpoints, oracHbie 30HbI U TIPO-

BepKa BXo/la 00BbeKTa.

4 | Hit Events 7 CTONIKHOBEHUs1, (pr3UUecKre peakijuy,
cHapsel, impact feedback u orpanuue-

HHS TIpUMEHEeHUS.

5 | Line Trace u B3auMogeicTBre 7 Jly4yeBble TIPOBEPKH, interact prompt,
pickup, BeIOOp 00BEKTa, AUCTAHLIUS

JIeMCTBUSL.

6 | ®usuka u constraints Ha 6a30BOM 7 simulate physics, mass, impulse,

ypOBHe physics material, orpanruenus cra-

OUTBHOCTH.

7 | OTnazgka Ko/uii3ui 6 Bu3yanu3aius collision, debug draw,
TIpOBepKa KaHaJIoB, CIIMCOK THUTIOBBIX
OIINOOK.

8 | IIpomexxyTouHas aTTecranus 6 CLIeHa C HeCKOJIbKUMU THUITaMU B3auMO-

netictBui, collision channels, trace u

TMpoBepsA€MbIMHU COOBITUSIMU.

Copeprxanue moayasa: Mojy/b MOCBALLEH YCTOUUWBOW JIOTUKE B3auUMO/eH-
ctBuid. CryluaTesib YUATCS TIPOEKTUPOBATh MpaBu/ia CTOJKHOBEHUM [0 peann3alyn
MeXaHWKH, TIPOBEPATh, KaKKie 00beKThI JO/DKHBI OJIOKUPOBATh, TiepeCeKaThCsl WU UT -
HOPHUPOBATh JIPYT APYTa, Y UCI0JIb30BaTh KOJI/TM3KH KaK OCHOBY T10/j00pa ITpe/IMeTOB,
CHap#s/l0B, TPUITEPOB U OINAaCHBIX 30H.

IIpakTHueckue BUABI padoT:

— pa30op ieMOHCTpaIjMOHHOT0 nipuMepa B pefakrope Unreal Engine 5;
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— BBITIOJIHEHUE MPAaKTUYeCKOTO0 3alaHus 110 TeMe MOJYJIs;

- TIPOBEpKa pe3y/bTara 0 UeK-TMCTY ¥ UCIpaB/ieHHe TUIOBBIX OITMO0K;

— COXpaHeHHe UTOrOBOT0 BapHaHTa B CTPYKType yueOHOro MpOoeKTa WM IIOpT-
dbonuo.

CamocTosiTesibHas paboTa ciaymare/s: U3yueHHe KOHCIIEKTa, TIOBTOPeHUe
JeficTBUiA npenofaBaresis, JopaboTka Blueprint-noruku, opopmaeHre KpaTkux mo-
SICHEHUW K pelleHUI0, TTIOAT0TOBKa CKPUHILIOTOB W/ KOPOTKOM /1eMOHCTpPALUU pe-
3y/bTara.

dopMa KOHTPOJIA: 3aUeT I10 MPaKTUUeCKou paboTe, UeK-TUCTy U IeMOHCTpa-
L[MY pe3y/ibTaTa.

IIpoekTHbIe 3a/laHUs U apTed)aKThI:

- CO3/]aTh TPeHaXKep KOJUIU3uu C overlap, hit events u line trace;

— HaCTPOWTh TIPaBKM/Ia B3aUMO/IeHCTBUS /I MOHET, TIPeTATCTBUH, IepcoHaXka 1
CHapsI/I0B;

- TOJrOTOBUTH Tabsuily collision channels ayist yuebHoro npoekra.
TumnoBble OIIUOKH, MO//Ie)Kale pa3dopy:

— collision HacTpoeHa ciyualiHo U MelllaeT gameplay;

— cobpITHs overlap cpabaThIBatOT HECKOJBKO pa3 6e3 KOHTPOJIsi COCTOSTHUS;

— line trace He yuMTbIBaeT JUCTAHLIMIO 1 THUIT 00BEKTa;

— oTcyTcTByeT debug-clieHapuyii MPOBEPKU KOJIJTA3UM.

MuHMMAa/IbHBIN YPOBEHb O0CBOEHHMS: BBITIO/THEHbI 00s13aTe/bHbIe MpaKThue-
CKHe 3aJIlaHUsI MOJYJIsA, pe3y/bTaT 3alyCKaeTCs U MOXKeT ObITh MPOBEPEH T10 3a/laH-
HbIM KPUTEPUSIM.

IToBbIlIEeHHbIW YPOBEeHb 0CBOEHMSI: pe3y/IbTaT [0M0/IHEH aKKyPaTHOM CTPYK-
TYpOW, TOSICHEHUEM peLleHUH, YIyUYlleHHOW BU3yallbHOM Mojayer U MaTepuaaiaMu

JJ151 TOPTQOHO.
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2.3.8. Mopyas 8. OcHoBsbl co3panusa MU c ucnonb3oBanuem State Tree

Ienns moayas: chopMupoBaTh 0a30Bbie HaBBIKK CcO37aHus roBefeHnss NPC c
ucriosib3oBaHveM State Tree, HaBuranuu, Al Controller, ycioBuii mepexosia Mexzay
COCTOSIHUSIMHU, 3a/la4, CEHCOPOB U OT/IaJIKU MIOBEJIeHUS.

O0Bem Mopysisi: 56 4., B TOM UHC/Ie JIEKIIMOHHBIE 3aHATHA — 17 4., TIPaKTH-
yecKue 3aHITHS — 25 4., camocTosiTe/lbHasi pabora — 8 u., KOHTPoIb — 6 U.

I1nanupyemble pe3yJabTaThl 10 MOAYJIIO:
— co3gaBathb npoctoro NPC u cBsi3biBath ero ¢ Al Controller;
— HacTpauBaTtb NavMesh u nipoBepsaTs gBrkeHue NPC 1o ypoBHIo;
— TIpOeKTHpPOBaTh State Tree C cOCTOSIHUSMM, Tepexofiamu, evaluators u tasks;

- peanu30BbLIBaTh MaTpy/IMpOBaHUe, MpecsefoBaHue, MOWCK 1leJd U BO3BpaT K

6a30BOMY COCTOSTHHIO.

Tabnuma 13 — Temaruueckuii maH Mmoaysist 8. OcHOBBI co3anust U ¢
WCII0/Ib30BaHKeM State Tree

Ne | Tema Yacer | CopeprkaHue

1 | Pone UM B urpoBOM npoToTHITe 6 NPC, nenu rosefieHus1, COCTOSIHUE
MHpa, orpaHuyenus rpocroro N m

KpUTEpPHY TIPOBEPKHU.

2 | NPC, Pawn u Al Controller 7 co3ganue yrpasnsgemoro NPC,
possession, fBWKeHue, 6a30Bast CTPYK-

Typa oObeKTa.

3 | HaBurauus u NavMesh 7 NavMeshBoundsVolume, reachable
paths, debug navigation, orpanuueHnus
YPOBHSI.

4 | Crpykrypa State Tree 8 states, tasks, transitions, evaluators,

schema 1 orvka BeIOOpa COCTOSTHUSI.

5 | Tasks, Evaluators u nepexozbl 8 MPOBepKa yC/I0BHiA, 0OHOBJIEHHE
JTAHHBIX, BLITIO/IHEHHUE JeHCTBUM,

cooldown 1 BO3Bpar B COCTOsIHUE.

6 | O6Hapy)KeHHe UTPOKa U COOBITHS MUPa 6 30HBI BUAUMOCTH, distance checks,
CUTHAJIbI YPOBHSI, TIepeXof K TIpecyie/io-

BAHUIO.
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ITpoodondceHue mabauybi 13

Ne | Tema Yacer | CopeprkaHue

7 | Ilatpysb, npecieoBaHUe U ITIOUCK 8 MapupyT NPC, ciyualiHble TOUKH,

chase, moreps 1jem, return to patrol.

8 | IIpomexxyTouHasi aTTecTanus 6 NPC Ha State Tree c matpynem, 06-

Hapy>kKeHHeM UIpoKa U IIpoBepsieMou

peaxiiyeil B ypOBHe.

Copepxanue Mmofy/isi: Moy/ib BBOAUT CJIyIIIaTesisi B pa3paboTKy yrpaBrisie-
moro noBefieHus NPC uepe3 State Tree. AKI[eHT c/je/ilaH Ha SICHOW CTPYKType COCTO-
STHUM, TIepeX0/I0B 1 3a/1ad, YTOOBI IOBeIeHre MOXKHO OBI/IO TIPOBEPUTD, OOBICHUTH U
BCTPOUTH B UrpoBbie 1poekThl Collect the coin wiu 1iyTep ¢ 1poHOM.

IIpakTHueckue BUbI padoT:

— pa300p eMOHCTpAIMOHHOT0 npuMepa B pegakrope Unreal Engine 5;

- BbITOJ/IHEHHE MTPAKTUUYEeCKOT0 3aIaHUsI TI0 TeMe MOZYJIs;

— TIpPOBepKa pe3y/bTara Mo UeK-TMCTY ¥ UCTIpaB/ieHHe TUTIOBbIX OIMO0K;

— CcoxpaHeHHe UTOrOBOTO BapHaHTa B CTPYKType yueOHOro TpoeKTa WM TOpT-

dhonuo.

CamocTosiTesibHasA padoTa ciaymaresisi: U3yyeHre KOHCIEKTa, OBTOPeHre
JeNCcTBUM npeniofiaBatesis, JopaboTka Blueprint-noruku, oopmieHre KpaTkux mo-
SICHeHUM K pellIeHU0, MOATr0TOBKA CKPHHILOTOB WA KOPOTKOM JA€MOHCTpALuKu pe-
3yJIbTaTa.

dopma KOHTPOJIA: 3auUeT I10 MPaKTUueCKou paboTe, UeK-JIMCTy U IeMOHCTPa-
L[UY pe3yJ/bTara.

IIpoexkTHBIe 3a/jaHMA U apTeaKThI:

- cosgatb NPC c State Tree, nmarpyseM u peakLyier Ha UTPOKa;
— HactpouTh NavMesh u debug-ciieHapuii npoBepku MapiilpyTa;
- n006aBUTH COCTOSTHME TTpeC/ieloBaHMs UK TIOWCKA L1eJId JIJisi UTPOBOT'O TIPOTO-

TUIIA.

TunoBble OIIHOKH, MO//Ie)Kal{Ke pa3doopy:

— State Tree He MeeT MOHATHOW CTPYKTYPbI COCTOSIHU;
— NavMesh He mokpsiBaeT pabouyto 06/1acTh YPOBHS;

- NPC 3acTpeBaer, He TepseT Lie/ib WA He BO3BpAIllaeTCsl K NaTpy/iio;
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- YUIOBUA I1epeXOA0B HE JOKYMEHTHMPOBAHBI 1 TDYAHO IIPOBEPAIOTCA.

MuHHMa/IbHBIN YPOBeHb 0CBOEHHUSI: BLITIOTHEHBI 00si3aTe/TbHbIe TIPAKTUYe-
CKHe 3a/laHusl MOZY/Is, Pe3y/IbTaT 3allyCKaeTCs M1 MOKeT ObITh TPOBEpeH 10 3a/jaH-
HBIM KPUTEPUSIM.

IToBbINIeHHBIA YPOBEHb 0CBOEHHUSA: Pe3y/IbTaT JOI0/IHEeH aKKypaTHOU CTPYK-
TYpOH, MOSICHEHUEM peLleHU, yayullleHHOM BHM3ya/lbHOM MoJaueld U MaTepraiaMu

JL1s1 IOpThOIKO.

2.3.9. Moayasb 9. OcHoBbl padorsl c UMG u User Widget

Henb moaysi: CPoOpMHUPOBaTh HaBBIKU CO3Z,aHUS MOb30BaTeIbCKOTO UHTEP-
¢etica urpel cpegcteamu UMG u User Widget, HaCTpOMKU 3KpaHHBIX 3/IeMEHTOB,
meHto, HUD u cBsi3u uHTepdetica ¢ urpooi sorukoi Ha Blueprint.

O0Bbem Mopysisi: 48 4., B TOM UMC/Ie JIEKIIMOHHBIE 3aHATHA — 12 4., TIPAKTH-
yeckue 3aHITHS — 21 4., camocTosiTelbHasi pabota — 9 4., KOHTPOIbL — 6 U.

IInanupyemsle pe3y/bTarhl 10 MOJY/IIO:

— co3naBaTh Widget Blueprint 1 pa3meliiatb 3/ieMeHTbI M0/1b30BaTeTbCKOTO UH-

Tepdetlica;

— HacTpauBaTh KOMITIOHOBKY, anchors, MaciirabupoBaHue 1 BU3yabHYIO Uepap-

XHI0 uHTepdeliica;

- BLIBOJJUTh CUeT, 3/I0POBhbe, TaliMep, MO/ICKa3KU, COCTOsIHUE TI00e/Ibl U Topaske-

HUS;

— cBs3biBaTh UMG c Blueprint-iorukoii mpoekTa v mpoBepsITb MHTepdelic B pa3-

HBIX PEXXKMMAX 3dIlyCKd.

Tabmuia 14 — Tematnueckuii iad Mmoay/st 9. OcHoBbl pabotel ¢ UMG u User
Widget

Ne | Tema Yacer | CopeprkaHue

1 | UMG wu ponb uHTepdelica B Urpe 6 HUD, meHto, obpaTHast CBsi3b, CO-
CTOSIHUE UTPbI, OT/INUME MHTep(delica
TIPOTOTHUIIA OT UHTepdeiica TOTOBOTO

TIPOAYKTA.

2 | User Widget u Widget Blueprint 8 Co3gaHue BUKeTa, raHes b Designer,
Graph, Canvas Panel, hierarchy, nops-

JIOK 0TOOpakeHHsI 37IeMEHTOB.
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ITpoodondceHue mabauybi 14

Ne | Tema Yacer | CopeprkaHue

3 | Layout, anchors u scaling 8 Apanrauys uaTepdelica mof, pasHble
paspellieHys], IPUBSI3KH, OTCTYIIbI, BbI-

paBHHBdAHHE, UNTAEMOCTb 3JIEMEHTOB.

4 | Text, Button, Progress Bar u Image 7 ba3oseble anementsl UMG, HacTpolika
BHEIITHEro Bu/ja, 00paboTKa Ha)KaTHH,

BHU3YydJ/IbHbI€ UHAWKATOPHI.

5 | ObHOB/NeHWe JaHHBIX UHTepdetica 6 [Tepenaua cueta, 37,0pOBbBS, TaliMepa U

craryca ypoBHs 13 Blueprint-iorvku B

User Widget.
6 | HUD, meHto nay3sl 4 (prHaIbHbIE 7 [obaneHue BUKeTa BO Viewport,
5KpaHbl TrepeKk/IroueHe BBOJa, Nay3a, IKpaH

no6e/1bl, SKpaH MopakeHusl, repe3a-

MyCK.

7 | IIpoMeKyTO4Has arrecTarus 6 Co3aanue Habopa nHTepdeiCcHBIX
3KpaHOB U AeMoHCcTpauus ces3u Ul ¢

HWI'DOBBIMH COOBITUSIMU.

Copepxxanue Moay/isi: Mozaynb packpbiBaeT MHTEP(eENC KaK CaMOCTOsITe b~
HY0 4aCTb UTPOBOTo npogykra. Cayarenu npoektupyror HUD, MeHro nay3sl v (pu-
Ha/TbHbIe 3KpaHbl, TIOAK/IIOYAIOT M10/Tb30BaTe/TbCKHE BU/IXKEThI K UTPOBLIM COOBITHSIM
Y TIPOBEPSIOT, UTO UTPOK TOJTyUyaeT MOHATHYH 00paTHYO CBsI3b O LieJisiX, TIporpecce,
olmMbKax U 3aBepIilieHUH YPOBHSI.

IIpakTHueckue BUAbI padoT:
— pa30op ieMOHCTpaIjMOHHOT0 npuMepa B pegakrope Unreal Engine 5;
— BbITIO/THeHWe MPaKTUYeCKOro 3a/laHus 110 TeMe MOAY/IS;
- TIPOBEPKa pe3y/bTara 10 YeK-TUCTy U UCTpaB/ieHre TUTTOBBIX OIINO0K;

- CcoxpaHeHHe UTOrOBOTO BapHaHTa B CTPYKType yueOHOro MpoeKTa WM TOpT-

donuo.

CamocrosTeibHas pabdora ciymiaresisi: U3yueHue KOHCIIEKTa, TIOBTOPeHHe
JercTBUM npeniofiaBaresis, JopaboTka Blueprint-noruku, oopmieHre KpaTKux mo-
SICHEHUM K pelleHHI0, MOATr0TOBKa CKPUHILIOTOB WM KOPOTKOW J@éMOHCTpalUy pe-

3y/abTara.
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dopmMa KOHTPOJIA: 3aUeT I10 MPaKTHUeCKOUM paboTe, UeK-JIMCTY U IEMOHCTPA-
L[MY pe3yJsbTara.

IIpoexTHbIe 3a/jaHMA U apTedaKThbI:

— cobpars HUD a1 mpoekTa Collect the coin co cueTurkomM MOHeT U Mo/iCKa3-

KaMu;
- Co37laTh MEHIO T1ay3bl, 3KpaH 1Mobe/ibl ¥ 9KpaH IOpaykeHMUs;

— noakmounTh User Widget K coObITHsSIM cOOpa Ipe/iMeToB, ypOHa, TaliMepa Win

3aBeplleHUs YPOBHSI.
TumnoBble OIHOKH, MO//Ie)Kalie pa3dopy:

— He HacTpoeHbl anchors, Mo3ToMy HHTepdelic 1oMaeTCs Ha APYyroM paspelie-
HUU;

- 0OHOB/IEHUe BU/I)KeTa TIPUBSI3aHO K XPYTIKOM JIOTHKe U paboTaeT TO/IbKO B O/f-
HOM CLieHapuy;

— 9KpaHbl 00e/bl U MOopakeHUsl BU3yaslbHO CO3/laHbl, HO He CBsI3aHbI C COCTOSI-
HHEM WIPbL;

— KHOIIKM MEHIO He TPOBepeHbl Ha Mepe3artyCcke, BbIXOZe U TIOBTOPHOM 3aIlyCKe

YPOBHSL.

MuHuMaIbHBIN YPOBeHb 0CBOeHUsA: co31aH HUD c KoppeKTHBIM BBIBOAOM
XOTsI OBbI IByX UTPOBBIX TIOKa3aresier U OHAM SKpaHOM 3aBepIilieHusT YPOBHSI.

IloBbIlIEHHBIH YPOBEHb OCBOEHHMSI: PealM30BaH TOJIHEIN Habop uHTepdetic-
HbIX 9KPaHOB C a/]JalITUBHOM KOMIIOHOBKOM, MOHSITHOM HaBUTallMeW U TIPOBepeHHOU

CBSI3bI0 C UTPOBOM JIOTUKOM.

2.3.10. Mopayas 10. IIpo¢punupoBanue u ontumu3anus B Unreal Engine

Iens Mopyasi: copmMupoBaTh 0a30Bble HaBLIKK MPOGUIMPOBaHUS, TTOMCKA
y3KUX MeCT ¥ ONTUMU3aluu urposoro nporoturna B Unreal Engine ¢ onopoii Ha 13-
MepUMBbIe T0Ka3aTe/y MPOU3BOJUTETbHOCTH.

O0Bem Mopysisi: 48 uU., B TOM UMC/Ie JIEKIIMOHHBIE 3aHATHUS — 12 4., TIPAKTH-
yeckue 3aHaTus — 21 4., camocTosTe/nbHas pabota — 9 4., KOHTpoIbL — 6 u.

IlnaHupyeMble pe3y/ibTaThl 10 MOJY/IIO:

— WCTI0/b30BaTh 6a30Bble KOMaH/bl U MHCTPyMeHThI aHanu3a FPS, CPU u GPU-

HarpysKu;
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- HAXO/UThb TUMOBLIe TIpo0eMbl Blueprint-noruku, Tick, TaliMepoB U JTUIIHUX
0OHOBJ/IEHUI;

— OINTUMH3HPOBATh YPOBHH, peCYPChl, MaTepHasibl, OCBEIeH1e, KO/UTM3UU 1 Ha-
CTPOMKHM KauecTBa Ha 6a30BOM yPOBHE;

— TIO/IFOTAB/IMBATh OTUET 110 MPOMUIMPOBAHUIO U MOATBEPXKJATh Y/IYUILIeHUS B

TIPOEKTe.

Tabmuiia 15 — Tematuueckuii riad Moaysis 10. TTpodunupoBaHye ¥ ONITUMHA3ALIVS B
Unreal Engine

Ne | Tema Yacer | Cogeprkanue

1 | Lenu onTUMH3aI[UM U METPUKHU 7 FPS, frame time, cTabOM/ILHOCTD, OT-
MUre CyObeKTUBHOTO OILYIL[eHUs OT

M3MepsieMOro pe3y/bTara.

2 | Stat-KOMaH/bl ¥ TIepBUYHAs AUarHo- 4 stat fps, stat unit, stat game, stat gpu,
CTHKa VMHTeprpeTaLys ToKasaresieii Ha 6a3o-
BOM YpOBHe.
3 | Unreal Insights Ha 0630pHOM ypOBHE 8 HasHaueHue vHCTpyMeHTa, 3amvch

CeCCHH, POCMOTP COOLITHIA, OOIITHIA

MOZAXOZ, K TIOUCKY Y3KUX MeCT.

4 | Ontumusanus Blueprint-noruku 8 Cokpatijenue nuiisero Tick, ncrosb-
30BaHHe COOBITHM U TaliMepOB, YMeHb-
LIIeHUe KO/IMYeCTBa [TOBTOPHbIX BbIUMC-

JIEHUH.

5 | Pecypcel, maTepurasel U cBeT 8 Pa3Mephl acCceToB, KOMMUECTBO 00BEK-
TOB, [IPOCThIe MaTepuasbl, UCTOYHUKU
CBeTa, B/IMsIHUE TeHel U MocTobpaboT-

KH.

6 | Scalability u HacTpoiiku npoekTa 6 HacTtpoiiky kauecTBa, MpoBepKa Mpo-
TOTHIIA Ha 1le/1eBOii MalliHe, 6a3oBas

TOJITOTOBKA K COOpKe.

7 | OTueT Mo ONTUMM3ALIUU 5 duKcalus rokasareseii 7o v rocie,
ornrcaHue U3MeHeHUM, BbIBOJ|, O B/IUSI-

HUM T1PaBOK.

8 | IIpomexxyTouHasi aTTeCcTalus 2 IlemoHCTparys HaliieHHOM TIpobiie-

MBI U TIOATBEPKAEHHOIO yay4dllleHUs

MMpOMU3BOAUTE/IBHOCTH.
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Copepxxanue mopay/si: Moaynb GopMupyeT mpeicTaBleHUe O TPOW3BOAU-
TebHOCTH KaK MPOBepsieMOM CBOUCTBe mpoekTa. CiyliaTteu u3MepsitoT COCTOSIHUE
MPOTOTUMA [0 ONTUMM3ALIUM, BBISIB/SIIOT OJHY WM HECKOJbKO MPUUMH MPOCA/IOK,
BHOCSIT MIPaBKU U 0(hOPMJISIFOT KOPOTKUM OTYET C MOATBEP>KAeHUeM pe3y/bTara.

IIpakTHyeckue BUABI padoT:
— pa300p eMOHCTPAIMOHHOI0 npuMepa B pegakrope Unreal Engine 5;
- BbIIOJ/IHEHKE [TPAKTUYeCKOro 3ajaHus 110 TeMe MOAYJIs;
— TIpOBepKa pe3y/bTara o UeK-TMCTY ¥ UCTIpaB/ieHHe TUTIOBbIX OIIMO0K;

- COXPpdHEHHWE UTOI'OBOI'0 BdAPDHUAHTA B CTPYKTYype y‘-IE6H01"O IMpO€eKTa WJIN TI0PT-

dhonmo.

CamocTosiTesTbHasA padoTa caymaresisi: U3yyeHre KOHCIEKTa, ITOBTOPeHre
JleficTBMI TIperiofiaBaresisi, JopaboTka Blueprint-moruku, odbopmiieHre KpaTKUX T10-
SICHeHHI K peIlleHHI0, TIOAr0TOBKAa CKPUHIIIOTOB WM KOPOTKOM JIeMOHCTpalid pe-
3yJibTaTa.

dopma KOHTPOJIA: 3aUeT I10 MPaKTUueCKou paboTe, UeK-JIMCTy U JEMOHCTPa-
1Y pe3y/ibTaTa.

ITpoekTHbIE 3ailaHMsl U apTe(aKThI:

- TIPOBECTU MPOGUINPOBaHUe YueOHOTO YPOBHS /10 U M0C/ie A0paboTKy;

— WCTIPABUTh OAHY TTpo6sieMy Blueprint-710rvky uiv Harpy3ku OT CLieHBbl;

— TOATOTOBUTH OTYET C MOKa3aTre/iiMy, CKPUHIIIOTaMU U KPaTKUM BbIBOJIOM.
TumnoBblie OIIUOKH, MO//Ie)KalKe pa3dopy:

— OLleHKa TTPOU3BOIUTE/IbHOCTU BBITIOHSETCS TOJBKO CYObeKTHBHO, 6e3 m3Me-
pPEeHU;

— BCe AeticTBus romeitrjarorcs B Event Tick, XoTs mogxoaaT coOBITHS WU TaM-
Mepbl;

- B CL[eHY /100aB/IAIOTCS TsDKesble acCceThl 0e3 MpoBepKH BivsHus Ha FPS;

- mocjie OrnTUMMH3allM1 He IIPOBOAUTCA ITOBTOPHAA ITPOBEPKA HAd TEX K€ YC/10BU-

AX.

MuHHUMaNbHBIN YPOBeHb 0CBOEHUSsI: TIPOBe/leHo 0a30Boe MpodumpoBaHue
TIPOEKTa, BhIsIB/IeHa U UCTIpaB/ieHa X0Ts Obl 0JjHa MPUUKHA U30BITOYHOM Harpy3KHU.

IToBbIlIeHHBIH YPOBeHb 0CBOEHUsA: 0()OPMJIEH OTUeT C U3MEepPEeHUsIMU [0 U
rocsie, 060CHOBaHWEM BBIOPAHHBIX TPABOK U MO TBEPKAEHHBIM Y/yUllIeHHeM CTa-

OM/ILHOCTH MPOTOTHIIA.
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2.3.11. Moayas 11. IIpoekT «Collect the coin»

Ilesib MOAYJ/IsA: OPTaHU30BaTh pa3pabOTKY 3aBepIlleHHOro yueOHOTo MpoeKTa
Collect the coin, B KOTOpOM 00beUHSIIOTCSI YPOBEHb, TI€PCOHAX, MPeAMeThI, KOJIIH-
31H, CUeT, TI0/Ihb30BaTeIbCKUM nHTepdelic, ycnoBusi mobepl U 6a30Boe TeCTUPOBa-
HUe.

O0BeM Mogy/isa: 56 U., B TOM UMCJie JIEKIIMOHHBIE 3aHATHS — 6 4., paKkTHye-
cKue 3aHsATHd — 39 4., camocTosiTesibHast pabora — 11 4., KoHTposb — 0 u.

IlnaHupyeMble pe3y/ibTaThl 10 MOJY/IIO:

— co3faBath urpabesnbHbii ipotoTun Collect the coin B Unreal Engine;

- peasii30BbIBaTh MOHETHI, COOp MpeIMeTOB, CUETUHUK, YCJI0BUe TT00e/IbI U repe-
3amnycK;

— 0hOpM/ISITE YPOBEHb, TIPOCTOM BU3yabHbINA CTU/IbL, User Widget 1 npoBepsie-
Mble KOJIJTU3UU;

- MMoAroTraB/JIMBATb AE€MOHCTPALIMIO IIPDOEKTd, CKPUHIIOTBI, OITMCAdHKE YIIDABJIE-

HHA N YEK-JIMCT TeCTUPOBAHMHA.

Tabnuua 16 — Tematuueckuii uiad mogyss 11. Ipoekt «Collect the coin»

Ne | Tema Yacer | ComeprkaHue

1 | Konuemnuus u npaBusa Collect the coin 6 Llesis UTpoka, coCTaB ypOBHsI, HAOOp
MOHET, yCJIOBUsI TT00e bl U IIOpakeHus,

Tpe6OBaHI/IH K ITIPOTOTHUITY.

2 | Blockout ypoBHs 8 [11aHrpoBKa MI01LaIKH, TOYKU CTap-
Ta, 30HbI [IBU)KEHHSI, PACIIOI0KEHNE
MOHET, MPEeNITCTBUS U YUNTaeMOCTh

MapIpyTa.

3 | Coin Actor u noruka cbopa 8 Blueprint MOHeTbI, KO//TNU3Ms, UCUE3HO-
BeHHe, 3ByK WY BU3yaslbHasi oOpaTHas

CBSI3b, 3alllMTa OT MIOBTOPHOTO cOopa.

4 | Cyert, mporpecc U COCTOSIHHE WUTPbI 8 [MTopcuet cobpaHHBIX TIPEIMETOB, 00-
1jee KonuyecTBO MoHeT, Game Mode
Wnu yripaBnsitoiuii Blueprint, cocros-
HUe 1o0e/bl.
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IMpoodondceHue mabauybt 16

Ne | Tema Yacer | CopeprkaHue

5 | [IpensircTBUS, TaliMep U Tepe3arnycK 8 [JononHuTenbHas CI0XKHOCTb, TakMep
YPOBHS, 30HbI OIIACHOCTH, pecTapT U
BO3BpaT UI'POKa K Havasy.

6 | UMG psis npoekra 6 HUD co cueTurkoM MOHET, IO/ CKa3KH,
9KpaH 1o0e/ibl U KHOTIKA TTOBTOPHOM
WTDHI.

7 | TectupoBaHue M TIOJIMPOBKA 6 [IpoBepka Bcex MOHeT, MapLIpyTa,
KOJITU3UM, nHTep(delica, mepe3arycka,
(bvHANBHOTO COCTOSHUSI.

8 | IlpencraBnenue npoekra 6 [JeMoHCTpanus npoeKra, KpaTkoe OIv-

caHMe pelleHUH, (pyKcalys pesysibraTa

J71st TopTdhoJIrO.

Copeprxanue Moay/si: IIpoeKTHbIM MO/y/ b UCITO/Ib3YeTCS [i/1s1 IepPBOro MOJ-

HOTO 1[MKJIa Pa3pab0TKX UTPBI OT 3aMbIC/Ia 10 ieMOHCTpaluu. Cryaren cCobuparoT

HeOO/IbITION, HO 3aBepIlIeHHbIM MTPOAYKT, B KOTOPOM BH/HA 1le/Tb UTPOKA, eCTh UHTep-

aKTHBHbIe 00beKThI, UHTepdetic, pe3y/IbTaT MPOXoXKAeHUs U IIpoBepsieMasi CTPYKTypa

Blueprint-noruku.

IIpakTHyeckue BUABI padoT:

dhonuo.

pa300p IeMOHCTPAIJMOHHOT0 npuMepa B pegakrope Unreal Engine 5;
BbIMOJ/IHEHKEe [TPAKTUYeCKOr'o 3ajaHus 110 TeMe MOAYJIs;
TIPOBepKa pe3y/bTara o UeK-TMCTY ¥ UCTIpaB/ieHHe TUTIOBbIX OIMO0K;

coxpaHeHHe UTOTOBOTO BapuaHTa B CTPYKType yueOHOro MpoeKTa WU MOpT-

CamocTosiTe1bHAs pEIﬁOTa aiymareasa: M3yyeHre KOHCIIEKTd, IIOBTOPDEHHE

JeficTBUM TipernofiaBaTtelis, JopaboTka Blueprint-siorvku, ogopmieHre KpaTkux ro-

SICHeHUM K pelleHu0, MOATr0TOBKA CKPHHILIOTOB WA KOPOTKOM JA€MOHCTpALuu pe-

3yJ/IbTdTad.

dopma KOHTPOJISA: 3a4eT 10 NPaKTU4YeCcKoil paboTe, YeK-TUCTY U JleMOHCTpa-

L[UY pe3y/bTara.

IIpoekTHBIe 3aiaHUA U apTe()aKThI:
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- pa3paborats urpy Collect the coin ¢ ypoBHem, MoHeTaMu, cueToM, UHTepdeii-
COM U yCJIOBHEM T100€/Ibl;

— TOJITOTOBUTL KpaTKOe OIMCaHWe UrPhbl, yIIpaB/ieHWe, CKPUHILIOTHI U UeK-JTUCT
TeCTUPOBaHUS;

- TIPOBECTH [IEMOHCTPALIMIO TIPOeKTa U MOTyYUTh PeKOMeHALIUH 10 JopaboTKe.
TunoBbie omuOKH, MOA/IEKaIHe pa3dopy:

- MOHETBI CUMTAIOTCSI HEKOPPEKTHO UM MOTYT ObITh COOpaHbI MTOBTOPHO;

— UTPOK He TTIOHUMAeT, CKOJIBKO TIPeIMETOB OCTaI0Ch COOpaTh;

- ycJioBre To0e/ibl He CBSI3aHO C peasibHbIM IMPOTrpecCoM YPOBHS;

- TIPOEKT HEBO3MO)KHO MPOBepPUThL Oe3 yCTHOTo 0ObsiCHEHUsI aBTOpa.
MuHHMa/NbHBIN YPOBeHb 0CBOEHHS: UIPa 3aIlyCcKaeTcsl, TI03BoJIsieT cobpaThb

MOHEThI, 0TOOpa’kaeT CUeT 1 3aBepliliaeT YPOBEHb TOC/Ie BBITIOJTHEHUS LIe/H.
IloBbIllIeHHbIH YPOBE€Hb OCBOEHHs: TPOEKT HMeeT UWTaeMblil ypOBEHb,

ycTonurByto Blueprint-cTpyKTypy, NHOHSTHBIM UHTeP(dENC, TTOIMPOBKY U MaTepraJIbl

JL1s1 TIOpThOIKo.

2.3.12. Mopayas 12. IIpoekT «IIlyTep c jieTaroIM JPOHOM»

Ilestb MoAy/Isi: OPraHU30BaTh pa3pabOTKy Oojiee CJI0)KHOTO TIPOEKTHOTO TIPO-
TOTHIIA B YKaHPe IIyTepa C JeTAr0I|UM APOHOM, 00beJUHSIIOIero yIIpaB/IeHre, Kame-
Py, CTpesb0y, 11e/11, YPOH, uHTepdeiic, moBefieHre 00bEKTOB U TIOATOTOBKY K ITyO/IH-
KallUH.

Oo0bem moayss: 80 u., B TOM Urc/e JIeKIIMOHHBIe 3aHATHSI — 6 4., TpaKTHye-
CKUe 3aHaTUss — 57 4., camocTosTebHast pabota — 17 4., KoHTposib — 0 u.

[1naHupyembie pe3y/ibTaThl MO0 MOJY/IIO:
- CO3/jaBaTh yIipaB/sieMbll jgeTaronyid Drone Pawn ¢ kamepol v orpaHAYeHUsI-
MU JBUKEHUS;

- pea/In30BbIBATH CTpEHb6y, noriagaHus, Leju, 3410pOoBbe, YPOH, CHeT U UT'POBLIE

COCTOSIHUS;

— no6aBssTh Al-11e/11 WM TIPOTUBHUKOB C MCIO/Ib30BaHWeM State Tree Ha 6a30-

BOM YDOBHE;

- TIO/ITOTaB/IMBATh COOPKY, OTYET 10 TeCTUPOBaHMIO, MaTepUasibl IeMOHCTpal[u1

1 nopTdonuo.
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Tabmurja 17 — Tematuueckuii uian moaysst 12. TIpoekt «IllyTtep ¢ neraroium
ZIIPOHOM»

Ne

Tema

Yachl

CopepxaHue

1

Texunueckoe 3azanue u core loop

Wrpogas 1ie/b, yripaB/ieH’e JPOHOM,
MIPOTUBHUKYU WM L€, YCI0BUS TIo6e-
[bl Y1 IOPa’KeHUs1, KpPUTePUU FOTOBHO-

CTH.

Drone Pawn u yrnipaBneHve

11

Co3nanue Pawn, HaCTpoKKa JIBUXe-
HUSI TI0 0CSIM, CKOPOCTb, YCKOp€eHue,

OrpaHHWYeHMs, OllylleHre yIipaB/IeHN .

Kawmepa 1 orpaHnueHust JBHKeHUS

11

Kamepa oT TpeTbero Jyimiia uiv cBoOoz-
Hasl KaMepa, MTOBOPOT, JUCTAHIIYs, 30Ha

T10J1€Ta, FPaHMULIbI YPOBHSI.

Crpenbba 1 TIpoBepKa morajaHuii

11

Projectile vnu line trace, caBH BbI-
CTpesa, HaripaBJieHue, ToTa/laHue,
3¢ deKThl, 3al[UTa OT HEKOPPEKTHBIX

CTOJIKHOBEHUH.

300poBbe, 1|eId ¥ UTPOBbIe COCTOSIHUS

Health, damage, yHuuToxxeHue 1jesiel,
NoJicCYeT OUKoB, win/lose state, repe3sa-

MyCK.

Al-1tenu u State Tree

11

[TpocToe 1oBe/ieHre IPOTUBHUKA WU
L|e/11, TIepexo/ibl COCTOSTHUM, MaTpy/ib,

rnpecjieaoBaHne, peakiysd Ha UT'POKd.

UMG u urpoBou LIUKJI

HUD c oukamu, 310poBbeM U Ooe3aria-
COM, 3KpaH 1obe/[bl, 3KpaH MopaXkeHus,

MEHIO Tay3bl.

Onrtumu3aiys, cOopka U JOKyMeHTa-

st

[TpodunrpoBaHUe TIPOeKTa, UCTIPaB-
JieHUe y3KUX MeCT, 1oAroToBka build,

README u MHCTPYKLUM 3amycKa.

Hpe,Z[CTaBJIeHI/Ie MpoOeKTa

[JeMoHCcTpanus UrpoBoOro LMKIa, ap-
XUTEKTYPbl, 0CHOBHBIX Blueprint u

pesy/bTaTa TeCTHUPOBaHHUSI.

Copepxanue Mofy/isi: Moy/ib 3aKperisieT HaBbIKK pa3pabOTKU uepe3 Mpo-
eKT ¢ Oojiee BBICOKOW TeXHUUYECKOW CIOXKHOCTBIO. CIlylaTe/id MpOeKTUPYIOT UrPo-

BOM LIMKJI, CO3/Ial0T YIIpaB/isieMblid POH, pear3yioT CTpe/b0y, peakiiyu 1iejiei, uH-
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tepdelic u 6a30Boe MOBe/leHHe MMPOTHBHUKOB, TIOC/Ie Yero TPUBO/SAT MPOEKT K Jle-
MOHCTPALIMOHHOMY COCTOSTHUIO.

IIpakTHuecKue BUbI padoT:
— pa30op ieMOHCTpaIjMOHHOT0 IpuMepa B pefakrope Unreal Engine 5;
— BbITIO/THeHWe MPaKTUYeCKOro 3a/laHus 110 TeMe MOAYJIS;
- IIPOBEpKa pe3y/bTara 0 UeK-TMCTY ¥ UCIPaB/IeHHe THUIOBBIX OITHOOK;

- COoXpaHeHHe UTOrOBOTO BapHaHTa B CTPYKType yueOHOro mpoeKTa WM TOpT-

dhonumo.

CamocrosiTesibHasA padoTa ciaymaresisi: U3yyeHre KOHCIEKTa, MOBTOPeHre
JericTBU mpeniofiaBaresis, JopaboTka Blueprint-noruku, opopmieHre KpaTKux mo-
SICHEHUM K peLleHHI0, MOATr0TOBKa CKPUHILIOTOB WM KOPOTKOW J@éMOHCTpalUy pe-
3y/bTara.

@dopma KOHTPOJIA: 3auUeT I10 MPaKTUueCcKoi paboTe, UeK-IMCTy U IeMOHCTpa-
LMY pe3yJibTaTa.

IIpoekTHBIE 3a/laHUs U apTe()aKThI:

— pa3paboTaTh TPOTOTHIT IIyTepa C JIETAOIIUM JIPOHOM, LIe/ISIMH, CTPenb0oM,
cyeToM U UHTepdencoMm;

— TIO/ITOTOBUTD CLIEHAPH IeMOHCTPALUU TPOeKTa B PeJlakTope U B COOPKe;

— 0o(pOpMUTH KPaTKUl OTUET IO TeCTUPOBAHUIO U ONTHMU3ALUH.
TunoBbie omUOKH, MOA/IEKaIHe pa3dopy:

- yrpas/ieHHe IPOHOM HeCTaOM/IbHO 1 He OrpaHUUeHO IPAHMIIAMH YPOBHS;

— TIoraiaHyst paboTaroT C/TyuaiiHO M3-3a HeBePHOI HaCTPOMKH TPaCCUPOBKU UJTH
KOJI/TU3UM;

- Al-1jenu CylieCTBYIOT OT[j@/TbHO OT UTPOBOTO LIMKJ/Ia U He BJ/IMSIOT Ha pe3y/ib-
TarT;

- TIPOEKT He uMeeT cOOPKH, OMMCAHUS YIIPAB/IeHHs M MaTepyajioB JeMOHCTpa-

1015178

MuHUMaNbHBIN yPOBeHb OCBOEHMs: CO3/laH WUrpabesibHbIA MPOTOTUIT C
yTipaBJisieMbIM IPOHOM, CTPeb00H, LiessiMU, CUeTOM U 3aBeplleHHeM YPOBHSI.

IloBbIlIeHHBIH YPOBEHb OCBOEHHUSA: IPOEKT COZEP)KUT YCTOMUMBOE YIIpaB-
JieHue, TIOHSITHYIO apxuTeKTypy Blueprint, Al-anemenTsl, uHTepdetic, cOopky 1 Ma-

TepHraJibl /151 TOPTQOJIUO.
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2.3.13. Mopaynb 13. IlpoeKkTHasi npakTHKa u noprdo/mo. 3arpy3ka urp Ha itch
U pyrue IIomajaKu

Iles1b MOAY/Isi: TIO/ITOTOBUTb UTOTOBBIM MIPOEKT K IEMOHCTpAI[UU U Myb/MKa-
1111, 0opMUTH TTOPTHOMMO-pa3aes, coOpaTh MaTepHasbl i CTPAHHULIbI TIPOEKTA U
pa3MeCTUTh UTPY Ha itch.io wiu apyroy noaxosiien naolaike.

Oo0bem moayas: 44 4., B TOM UnCie JIEKIIMOHHBIe 3aHATHS — 0 4., MpaKTHuye-
CKue 3aHsATHA — 33 4., caMocTosiTeslbHast pabora — 11 4., KoHTposb — 0 u.

IlnaHupyeMble pe3y/ibTaThl 10 MOJY/IIO:

— BbIOMpATh M COT/IaCOBBIBATh TEMY UTOTOBOTO MPOEKTa C U3MePUMbIMU KpHUTe-
pUSIMUA FOTOBHOCTH;

— noarorasnvears build, README, BHje0, CKpUHIIIOTHI, ONMCAHKE YIIPaBIeHUs
Y TIepeyeHb UCT0Ib30BaHHBIX PECYPCOB;

— o opMJIATh CTPaHULly MpoeKTa Ha itch.io wiu gpyroy nsjouajke ¢ MOHATHOU
VHCTPYKLMeN 3amyCKa;

— MPOXOAUTh Mpe3alluTy, (UKCUPOBaTh 3aMeuaHWsi U BHOCUTbH (DUHA/IbHbIE

yJIyULlIeHNs.

Tabnura 18 — TemaTuueckuii tiad moay/st 13. TTpoekTHast TpakTHKA U TTOPTGHOJIHO.
3arpy3ka urp Ha itch u pyrue mnioiagjku

Ne | Tema Yacer | CopeprkaHue

1 | BeibOp TeMbI UTOTOBOTO MPOEKTa 7 PopMy/nIUpOBKa H/jer, OrpaHuuYeHue
o0bema, KpuTepur TOTOBHOCTH, PUCKH,

TiaH 10paboTKU.

2 | I[InaH nopaboOTKM M UeK-TUCT KauecTBa 7 Backlog, mpropuTeTsl, 00si3aTenbHbIN
MHUHHUMYM, pacIl¥peHHbI YPOBEHb,

TIpOBEepKa 3arycKa 1 MPOXOK/eHUsI.

3 | Packaging u npoBepka build 8 [ToaroroBka c60OpKH, CTPYKTypa Ma-
TIOK, MTHCTPYKLIMS 3aITyCKa, TPOBepKa
Ha JIpyroM YCTPOWCTBe WM YHCTOM

OKDY>KEeHUH.

4 | Ctpanwuiia npoekTa Ha itch.io 8 OrnucaHue Urpsl, )XaHp, yIipaB/ieHue,
CKPHHIIIOTHI, BUIE0, TeTH, (haisIb
c60pKH, MyOIMUHAast WK 3aKphITast

yOMMKarys.
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IMpodondceHue mabauybi 18

Ne | Tema Yacer | CopeprkaHue
5 | [Ipyrue romagKyu U BapuaHThbl my0Om- 6 GitHub Releases, Google Drive, 06-
Kalluu JlauHble XpaHW/IMILA, TTIOPTHOINO-CaNT,

OrpaHH4Y€HUs U TUVTHOCbl BaDUaHTOB.

6 | [TopTdonmo-marepuaisl 8 README, 06/10’)kKa TIpO€eKTa,
gameplay-Busieo, CKpHHIIIOTHI, OTKMCa-
HYe POJIU aBTOPa, CITUCOK TeXHOJIOTHUM

M aCCeToB.

7 | Tlpen3amura ¥ puHaIBHAsS AOpabOTKa 0 [ eMoHCTpaLus rpoeKTa, rnojay4yeHue
3aMeyaHul, IlaH UCTpaBieHui, ¢pu-
HaJIbHasl [IpoBepKa KOMIT/IeKTa MaTepu-

aJIOB.

Copepxanue Moayssi: Moy/b IepeBoAUT yueOHbIe TIPOEKThI B MTOPTHOJIHO-
cdopmat. OCHOBHO! aKIlIeHT JielaeTCsl Ha BOCIIPOU3BOIMMOCTH pe3y/ibTaTa: MpOoeKT
JIOJDKeH 3amyCcKaTbCsl, ObITh TIOHITHBIM CTOPOHHEMY T10/1b30BaTe/io, UMeTh OIThCa-
HUe yIIpaB/ieHUs], BU3yabHble MaTepHasibl, CTPAHULLY MyO/JHUKALIUA U TIOATBEpPIKe-
HUe aBTOPCKOTO BKJIaJa.

IIpakTHyeckue BUABI padoT:

— pa30op ieMOHCTpalMoHHOT0 ipuMepa B pefaktope Unreal Engine 5;

— BbI[TO/THeHUE [IPAKTUUeCKOr'o 3a/laHus 110 TeMe MOZY/Is;

— TIpOBepKa pe3ysbTaTa 0 UeK-TUCTy U UCTIpaBieHre TUTIOBbLIX OLINOO0K;

— coxpaHeHHe UTOTOBOTO BapHaHTa B CTPYKType yueOHOro MpoeKTa WU TOpPT-
dhonuo.

CamocrosTenbHas pabdoTa cirymiaresisi: U3yueHre KOHCIEKTa, TIOBTOPeHHe
JieicTBUi npeniofaBaresis, JopaboTka Blueprint-noruku, opopmaeHre KpaTkux mo-
SICHeHUM K pelleHUI0, MOAT0TOBKA CKPUHILOTOB U/IA KOPOTKOM ZeMOHCTpaLUu pe-
3yJ/bTara.

dopma KOHTPOJIA: 3aUeT I10 MPaKTUUeCKoU paboTe, UeK-JIMCTY U IEMOHCTPA-
LIUM pe3y/bTara.

IIpoexTHbIe 3a/jaHMA U apTedaKThbI:

— TIOATOTOBUTb UTOTOBBIN MPOEKT WX OIUH U3 KPYITHBIX yueOHBIX MTPOEKTOB K

ny6/iMKauy;

55



— Co3/jaTh CTpaHUIIy Ha itch.io unu gpyroit mioijazike v 3arpy3utb cOOPKY Wiu
MarepHrasibl IeMOHCTPALUY;
- 0(hopMUTH NOPT(OIMO-KAapPTOUKY MPOEKTa C ONMCAaHUeM 3ajiau, TEXHOJOTUU U

pesysbrara.
TunoBble omubOKH, MoA/IeKaIye pa3dopy:

— CTpaHHLia IPOeKTa eCTh, HO OTCYTCTBYeT UHCTPYKLIUA 3aI1yCKa;

— cbopka He TIpoBepeHa BHe pabouero npoekTa B pefaktope Unreal Engine;

- B OIIMCAHWH HE€ YKd3dHbI POJ/Ib dBTOpPAd, MCI10/Ib30BaHHbIE€ TE€XHOJIOTHMHU WU CTO-

POHHME aCCEeThI;
- 3aMeuaHus Tpe/i3aluThl He 3a()UKCMPOBaHbI U He 10Be/IeHbI /10 UCTIPaB/IeHHUM.

MuHMMAa/IbHBIN YPOBEHb 0CBOEHHSA: TPOEKT UMEET MPOBepsieMyl0 COOPKY
WA JIeMOHCTPALMOHHBIM KOMIUIeKT, README, CKpUHIIIOTBI ¥ OIMyOJUKOBAaHHYIO
WJIA TIOATOTOB/IEHHYO CTPaHULLY.

IToBbIlIeHHBbIH YPOBEeHb 0CBOeHMsI: O(pOPMJ/IEH TIOJIHOLIEHHbIM TTOPT(O/IMO-
KeUC C BUJIe0, TIOHATHBIM OMMCAaHUEeM, MHCTPYKLMEN 3arlyCKa, CITMCKOM TeXHOJIOTUU

U CChIIKOM Ha IJIOIIAOKY.

2.3.14. Mopayas 14. UtoroBasi arrecranus

Ilenb MOAY/IA: OL[EHUTb FOTOBHOCTh C/IyLlIaTessl K CaMOCTOSITe/IbHOM pa3pa-
60TKe TIPOCTBIX UTPOBBIX TTpoTOTHNOB B Unreal Engine 5 uepe3 3amury UTOroBoro
TPOEeKTa, IeMOHCTPALUI0 COOPKHU, 00bsICHEHUE apXUTEKTYPhl U OTBEThI Ha BOTIPOCHI
KOMHUCCHH.

O0Bbem mojysis: 36 U., B TOM UKCJie JIEKIIMOHHBIe 3aHATHS — 0 4., MpakTHuye-
ckue 3aHaTusg — 0 4., camocTosiTenibHasi pabora — 0 4., KOHTPo/bL — 36 u.

IlnaHupyemMbie pe3yabTaThl MO0 MOAY/IIO:
— TIPe/ICTaB/IATh UTOTOBBIH MPOEKT U TIOATBEPKAATh CAMOCTOSITe/THBHOCTH BBITION-
HEHHOM paboThI;

— AE€MOHCTPHUPOBATDH pa6OTOCHOCO6HOCTb IMPpOEKTa B c60pKe W/ B COI/IaCOBAH-

HOM JeMOHCTPALJMOHHOM CLI€HAPHH;

— 00BSICHATE CTPYKTYPY Blueprint, ypoBenb, mepcoHaka, kosmusuu, UMG, State

Tree, OIITUMHU3dLINI0 1 UCII0/Ib30BdHHbBIE dCCeTHhI;

- OTBEUATHb HAd BOIIPOCBI KOMUCCHUH W dPT'YMEHTHUPOBATDH BbI6paHHbIe TexXHHuue-

CKHe pelleHHd.
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Tabnura 19 — Tematnueckuii 1iaH Mmoaysist 14. VitoroBast arTecTaryst

Ne

Tema

Yachl

Copgeprkanue

1

[TpoBepka KOMITJIEKTa MaTepUasioB

0

[MpoekT, cbopka, README, ckpuHiio-
ThI, BUZIEO, CChUTKA Ha Iy O/TMKaLInIO,
repeyeHb aCCeTOB, MHCTPYKIIMS 3aImycC-

Ka.

[eMoHcTpalusi mpoekTa

[Toka3 UrpoBOro 1j1K/Ia, yrpaB/aeHus,
teny, uarepdetica, mobepl WK TIOpa-

JKeHus, CcTabU/ILHOCTH 3allyCKa.

3alyra apXuTeKTyphl

22

OO6bsicHeHMe 0CHOBHBIX Blueprint,
CTPYKTYPbI YPOBHsI, B3aUMO/IeCTBUM,
kommn3ui, Ul, Al u onTUMH3a1[MOHHBIX

pelleHuH.

OTBeThl Ha BOIIPOCBI KOMUCCHHU

[TpoBepka MOHKMMaHUs BbIIIOJIHEHHON
paboThI, OrpaHUUEHHI TIPOEKTa U BO3-

MOXHBIX Hallp aBJIeHUM Pa3BUTHA.

OdopmsieHne pe3y/bTaToB aTTeCTalUuH

14

duKcalus OL|eHKH, 3aMeuaHui, UTo-

TOBOT'O pellleHust U peKOMeH/1aluii 1o

JanbHeuIeMy pa3BUTUIO TTOPTHOIIHO.

Copepxxanue Mopyssi: VITorosasi artectaiiysi MPOBOAUTCS B (DOpMe 3all{UThI

ripoekTa. [IpoBepsitOTCSl BU3yaibHbIA pe3y/bTaT, BOCIIPOU3BOJUMOCTb, JIOTHKA pea-

NM3alM, CTIoCOOHOCTh cyiaTens 06bsicHUTEL Blueprint-apxurekTypy, uHTepdeiic,

B3aUMO/IeCTBHST 00BEKTOB, 371eMeHThI Al, TTOX0 K ONTUMH3ALMM ¥ KaueCTBO IO/ -

I'OTOBJ/IEHHBIX MdT€PHAJIOB.

IIpakTHueckue BUABI padoT:

pa300p eMOHCTPAIJMOHHOT0 npuMepa B pefgakrope Unreal Engine 5;

BBITIOJ/IHEHHE TIPAKTUUYECKOI'O 3d/1dHHMSA 110 TEME MO YJIA;

MMPpOBEPKa pe3yJ/ibTdTd I10 UEK-/IMCTY W UCIIPAB/IEHHE TUIIOBbIX OH_II/I6OK;

coxpaHeHHe UTOTOBOTO BapuaHTa B CTPYKType yueOHOro MpoeKTa WU MOpT-

dhonuo.

CamocrosiTe/1bHAs pa60Ta aiymareasa: M3yyeHre KOHCIIEKTd, IIOBTOPDEHHE

JeNCTBUM MpenofiaBaresis, JopaboTka Blueprint-noruku, opopmieHre KpaTkux mo-
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SICHeHUH K peIlleHHI0, TIOAr0TOBKa CKPUHIIIOTOB WM KOPOTKOW J@eMOHCTpal[id pe-
3y/IbTaTa.

dopma KOHTPOJIA: UTOrOBas 3all[MTa MpoeKTa nepe/i arTeCTaljuOHHOW KOMHUC-
CHeH.

IIpoekTHBIe 3aiaHUA U apTe()aKThI:

— 3alUTUTh UTOrOBbIM TTpoekT 1o Unreal Engine 5;

— MOoKa3aTh paboTocriocoOHbIM build My coryacoBaHHbIN AeMOHCTPALIMOHHBIN
CLIeHapuy;

— nipegcraBute README, CKpUHILIOTHI, BUIE0 UM CCBIJIKY Ha CTPAHULLY TPO-

eKTa.
TunoBblie OIIHMOKH, MO//Ie)KalHe pa3dopy:

- MPOEKT 3arlyCKaeTCs TOJIbKO Ha KOMIIbIOTepe aBTopa U He UMeeT UHCTPYKLUY;

— c/yliaTes b He MOXKeT 00BbsICHUTD K/TtoueBble Blueprint u cBsi3u Mexx1y o0Obek-
Tamu;

— OTCYTCTBYIOT /lOKa3aTe/bCTBa CaMOCTOSITe/TbHOM paboThl U 3TarnoB pa3paboT-
KU;

— KOMIUIEKT MaTepuasioB HernoiHbli: HeT coopku, README, meMoHcTpaijuu

NN CCBIJIOK.

MuHMMa/IbHBIN YPOBeHb 0CBOEHMSI: C/TylllaTe b TIpe/icTaB/sieT paboTocrio-
COOHBINM TIPOEKT, IEMOHCTPUPYET OCHOBHOM UT'POBOM I[UK/T U OObSICHSIET K/TFOUeBbIe
TeXHUUYeCKHe pelleHUs.

IToBbIlIEHHBbIM YPOBeHb OCBOEHMsI: CJIylllaTe/b 3all[vIljaeT 3aBepllieHHbIN
MopT¢hO/IMO-TIPOEKT C MOHSATHOM apXUTEKTYpOU, IpOBepeHHOU cOOpKo, omyO/IMKo-

BaHHOM CTpaHHHEﬁ N Kd4eCTBEHHBIMU MdTepHUdJ/IdMH.

2.4. IIpoeKTHas NpakTHKaA U KOHCY/IbTAaLUH

[TpoekTHas IpaKTHKa Harpap/ieHa Ha I0pab0TKy UTOrOBOro MpoekTa, 0hopM-
neHue MopTdo/ro U MOATOTOBKY K 3alliiTe. B Xo/ie MpoeKTHOM MPaKTUKHU C/yllaTe b
BbIOMpaeT UTOTOBBIN MPOEKT, COTIaCyeT C MpeTiofiaBaresieM 00beM 10pabOTOK, yTOU-
HsIeT WT'POBOM I[MKJI, TIPOBEPSIET 3alyCK, UCTIpaBiseT ook, rotoBuT README,
CKPUHILIOTHI, B0, COOPKY WX BOCIIPOU3BOIUMBIM ClieHapHi 3arycKa.

KoHcynbTalu TpoBOJATCS B AUCTAHLIMOHHOM (popMaTe C MCIO0J/ib30BaHUEM

3/IEKTPOHHOU MH(OPMAI[MOHHO-00pa30oBaTelbHOM Cpe/ibl, CPe/ICTB BU/I€OCBSI3U, pe-
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TO3UTOPHSI WM 00/IaYHOr0 XpaHW/IMINA MMPOEKTHBIX MaTepyasoB. 1o uToram KOH-
Cy/IbTal[Mi C/yllaTe/b MoaydaeT peKoMeHZJaluu 1o ctpykrype Blueprint-rpados,
KOPPEKTHOCTU MeXaHUK, unTaeMoCTH ypoBHs, Ul, konnmsusm, State Tree, onTUMU-
3aLUM U MIOATOTOBKE 3all{UTHI.

Pe3ynbTaToM NMPOEKTHOM MPAKTUKU SIB/ISIETCS KOMIUIEKT MaTepuasoB sl [0-
MyCcKa K UTOroBoW arrectanuu: utoroBbid npoekt Unreal Engine 5, README,
CKPUHILIOTBI, KODOTKOE BH/I€0 W/ CLIeHapUM [JeMOHCTPAaLWH, CChIJIKA Ha CTPAHULLY

MPOeKTa MPU HaJTUUNH, YeK-JIMCT TPOBEPKH M KPAaTKOe OMKCaHhe aBTOPCKOrO BK/Ia-
Ja.
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3. OpraHu3anuoOHHO-Ne/JaroruyeckKye yCcjJI0BHs peajiu3aljuy MporpaMmbl

3.1. OO1ue yc/I0BUsl peann3anuu

Opranu3anus obecrieuriBaeT peasu3alivio IIporpaMMbl B COOTBETCTBUM C
y4eOHBIM IJIaHOM, Ka/IeH/JapHBIM y4eOHBIM rpadHKOM, paciiuCaHHueM, JI0KaIbHBIMH
HOPMAaTHBHBIMM aKTaMU 1 IOrOBOpoM 00 obpa3oBaHuu. O6Gpa3oBaTeIbHbIM MPOIeCC
CTPOWTCS Ha COUeTaHWUM OOBSICHEHWsI MaTepHasa, JeMOHCTparuu pabotsl B Unreal
Engine 5, mpakTUueCcKUX 3aJlaHWl, CaMOCTOSITe/IbHON 0paboTKH, 0OpaTHOM CBSI3U
TiperiofiaBare/isi, IpOMe>KYTOUHOM aTTeCTal[ii ¥ UTOTOBOM 3aIlUThI IIPOEKTA.

CayiaTesnssM MNpPeAoCTaBIsSIeTCs JAOCTYH K 3/IeKTPOHHOM HWH(OPMAaI[HOHHO-
obpa3oBaTe/bHOUM Cpefie, yueOHBIM MaTrepuasaM, 3aZlaHUsIM, WHCTPYKIUSM, YeK-
JICTaM, 3aIMCsIM 3aHSITUN ITPH Ha/IMUWH, CPeACTBaM KOMMYHHKAI[UHU U KaHaIaM C/ia-
un pabor. IIpemnofiaBarenb obecrieurBaeT COMPOBOXK/eHUE TTPOEKTHOU TPaeKTOpUH,

TIPOBEPKY TTPOMEXKYTOUHBIX Pe3y/IbTaTOB U PEKOMeH/Jal[|H T10 10paboTKe MpOeKTa.

3.2. MarepuaibHO-TeXHUYeCKHe YC/I0BHUS

s peanu3zatyu [TporpaMmmbl HEOOXOAUMBI:

— TepCOHA/IbHBIA KOMITBIOTED WK HOYTOYK CJTyIIaTesisi, COOTBeTCTBYOIIUN MU-
HUMa/IbHBIM TpeboBaHusiM Unreal Engine 5;

- ycraHoBneHHbIM Unreal Engine 5 1 Epic Games Launcher;

- cpefa IS XpaHeHUsl U Tiepefjlaud TIPOEKTHBIX MaTepuasioB, BK/IOUasi pe-
MO3UTOpUM, 00/1aUHOe XPaHWIMILE WKW 3IeKTPOHHYH WH(OPMAI[MOHHO-

o0Opa3oBaTe/IbHYIO Cpefy;
— CTabU/IBHBIN JOCTYII K ceTU VIHTepHeT;

— CpeCTBa BUAEOCBSI3U U JIeMOHCTPAIMX 3KpaHa /1Sl AUCTaHLIMOHHBIX 3aHATUI

Yl KOHCY/TbTaLIU;
- CpeJCTBa 3alMCH KOPOTKUX BUJIE0 [IeMOHCTPALIUN MPOeKTa;

- Opay3ep W yueTHas 3amucCh /151 TTyO/IMKaLMK TpoeKTa Ha itch.io wim apyrow

COTJIaCOBaHHOM TI/IOIIA/IKe TIPU HeoOX0UMOCTH;

- opucHoe WM TEKCTOBOe TIpOrpaMMHOe obecrieueHude [Ji TIOATOTOBKU

README, onvcaHuy, 4eK-JIMCTOB U Mpe3eHTalMOHHbIX MaTepyasioB.

ITpu BbITIOJTHEHWHW 3aZlaHUM JOMYyCKAaeTCs WCI0/Ib30BaHUe YyueOHBIX assets,

cTaHapTHBIX 11abmoHoB Unreal Engine 5, OTKPBITBIX MaTepHUasioB, TIpeJjoCTaB/IeH-
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HBIX TIPeTofiaBaTesieM, ¥ PeCypCOB, pa3pellieHHbIX /i1 06pa3oBaTebHOTO ITpUMeHe-

HUs ¢ cOOMIOIeHNeM YC/IOBUH JIWLIeH3UPOBaHUSI.

3.3. DnekTpoHHas uH(opMaIMOHHO-00pa3oBaTe/IbHAA Cpe/a

OnekTpoHHasi MHGOpPMallMOHHO-0b6pa3oBaTe/ibHasi cpefia obecrieurBaeT pas-
MellieHre y4eOHBIX MaTeprasoB, 3a/laHHl, UeK-JTUCTOB, CChIIOK, pacIyiCaHus, yBe-
JIOMJIeHUM, pe3y/bTaToB MPOBEpPOK W oOpaTHOM cBs3u. Uepe3 Hee ciyliaTesb Mo-
Jy4yaeT AOCTYI K cofepkaHuio IIporpaMmsbl, OTMpaB/sieT MPOeKTHbIe MaTepualibl,
roJjiyuaeT KOMMeHTapWH TIperofiaBare/isi U OTC/AeXXUBAeT CTATyC BbITIOJIHEHHsI KOH-
TPOJIbHBIX TOYEK.

B pamMKax AMCTaHLMOHHOTO B3aUMOJEeHCTBUSI MOTYT UCMO/Ib30BaTbCs BUEO-
KOH(epeHINU, MeCCeH/KePbl, 3/IeKTPOHHasi TIoUTa, CUCTeMa yIpaB/ieHusi 00ydyeHu-
eM, 0b/1auHbIe MAarKu, Pero3UTOPUH U UHBIe CPe/ICTBA, YTBEPKAEeHHbIe OpraHu3alu-
eil. KoHKpeTHbI HAbOp CpefiCTB orpe/iesisieTcs JIoKaabHbIMU HOPMAaTHBHBIMU aKTa-

MU Y OpraHX3al[MOHHBIMU YCJIOBUSMU peanu3aluy [IporpaMmei.

3.4. Kagpossblie yci10BuA

Peasnu3arus [TporpaMmebl obecrieurBaeTcsi refjaroruueCKUMU pabOTHUKaMU 1
(wnM) crieLaIMCTaMU-NIPAaKTUKaMU, UMeIOIIMMU MpodeCcCUoHaIbHBIHN OIBIT B cdhepe
pa3paboTKy MporpaMMHOro obecrieueHHs, UTPOBBIX MMPOTOTUIIOB, UHTEPAaKTHBHBIX
NIpuIoXKeHui, 3D-cpesi, BU3ya/IbHOTO TTPOrpaMMUPOBaHUs, 00pa30BaTe/IbHBIX TeX-
HOJIOTUW WU NIPOEKTHOM JleITeTbHOCTH.

[TperojaBaTenb [JO/DKEH B/aJleTb METOAWKOM AWCTAHIIMOHHOTO OO0yueHwus,
yMeTb JIeMOHCTpUpOBaTh paboty B Unreal Engine 5, rpoBepsats Blueprint-soruxy,
MPOEKTHbIE MaTepuasbl, UTPOBble MexaHuKH, Ul, kosu3um, State Tree, onTumu3a-

1[HI0 U ZIaBaTh CJIyIIATe/IsIM ITPUK/IaZIHYI0 00paTHYIO CBSI3b I10 0paboTKe MpOoeKTa.

3.5. YueOHO-MeTOoHUYeCKOe 00ecrieueHne

YuebHo-MeToMUecKoe obecrieueHre [IporpaMMbl BK/THOUAeT:
- paboune MporpaMMbl MOZTy/IeH;
— TIpe3eHTal|U, KOHCITeKThbI, THCTPYKI[UH 1 IEMOHCTPAI[MOHHbIE MaTepHaJIbl;

- MpaKTH4YeCKue 3aJdHUA U TIPOEKTHhIE H_Ia6]IOHI:>I;
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- YeK-JIMCThI TPOBEPKU MexaHMK, Blueprint-rpadoB, ypoHs, Ul, komnnmsui,

State Tree, onTUMU3aI[UKU U COOPKUY;
- KPUTEPUM TIPOMEXXYTOUHOM Y UTOTOBOM aTTeCTallyy;

— pekomeHatuu 1o opopmiienrro README, noptdosnro, cTpaHullbl TIpoeKTa

N JEMOHCTPALIMOHHOI'O BUEO,

- IMpUMeEPbI TUITOBLIX OILLIMOOK U PEKOMEHAALIUHU 10 UX UCIIPAB/IEHHUIO.

3.6. IIpuMeHeHHe 3/IEKTPOHHOI0 00yUYeHHsI U AUCTAHIHOHHBIX 00pa30BaTe/b-

HbBIX TeXHOJ/IOTHH

[Tporpamma peanu3yeTcsi C TIPUMeHeHHEeM 1eKTPOHHOTO 00yUYeHUst U JUCTaH-
L[MOHHBIX 00pa30BaTe/IbHbIX TEeXHOJIOTHN. DJIeKTPOHHOe 00yuyeHUe MCIO/b3yeTCs
[l TIpeflocTaB/ieHrst yueOHbIX MaTeprarioB, 3a/laHuH, 3aruceii, MeToguyeckux pe-
KOMeH/IaLlii, Cpe/iCTB KOMMYHHUKaL[UK, (pUKcaliy pe3yabTaToB KOHTPOJS U obpar-
HOWU CBsA3U. [IcTaHLIMOHHbIE 0Opa3oBaTe/ibHbIe TEXHOIOTUU UCTIONb3YOTCS /ISl Op-
raHU3aly B3aUMO/IeHCTBUS CITyIIaTe is U TielaroruuecKux pabOTHUKOB Ha pacCTo-
SIHUU, TPOBe/IeHUsI KOHCY/IbTAlUii, MPOBepPKY paboT, MPOMeKyTOUHON W UTOTOBOM
aTTeCcTalyH.

[Tpu peanusaiuu [Iporpammbl opraHv3aiys obecrieunuBaeT UAeHTU(hUKALUIO
C/IylIaTesisi B 3/IeKTPOHHOM MH(OPMallMOHHO-00pa3oBaTe/ibHOM cpefie, 10CTYI K Ma-
TepuajiaM B TeueHue Ieprozia o0ydyeHus, BO3MOXKHOCTb C/lauu paboT, rosryueHue 00-
paTHOM CBSI3U U (PUKCAL[MIO pe3y/bTaToB 0cBoeHUs [IporpamMmmbl. TexHuUecKkre Tpe-
GoBaHUS K yCTPOWCTBY, MPOrPaMMHOMY 0becrieueHUI0, KaHaaM CBSI3W M yUeTHbIM
JAHHBIM JTOBOASTCS /10 CAyIIaTess A0 Hadyasa o0yueHUs WK TIPU MpeioCTaBIeHuN

JoCcTyma K obpa3oBaresibHOM cpefie.

3.7. UndopmanronHas 0e30MacHOCTD, IePCOHA/TbHbBIE JaHHBIE H YTHKA

[Tpu peanu3auuu [IporpaMmel obecrieunBaeTcst cobstofeHre TpeboBaHUM 3a-
KOHO/IATe/IbCTBA O TIePCOHA/IBHBIX JIAHHBIX, TIPABU/I PaObOThl C YUETHBIMH 3aITUCS-
MM, yueOHbIMU MaTepHalaMU, TIPOEKTHbIMU (haiilaMy U pe3y/bTaTaMy aTTeCTallUu.
HocTy K 3/1eKTPOHHOH MH(MOPMaIMOHHO-00pa30BaTe/TbHOM Cpe/ie MPe/ioCTaBIsIeTCs
WH/IUBU/Iya/IbHO U He TIOZJIEXKUT TiepeZiade TPeThUM JIULIaM.

Cnyuiaress 06s13aH cOO/TI0AATh aKa/ileMU4YeCcKyro Z00poCOBeCTHOCTb, He TIpe/-

CTaBJ/IATb UyXHe pa6OTbI KdK CO6CTB€HHLI€, KOPPEKTHO YKa3bIBdATb MCTOYHHKH 3d-
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VMCTBOBAaHMWM, He HapyllaTh MpaBa TPeTbUX JIWL] Ha MPOrPAMMHBIN KOJ, AAHHbIE,
1300pa’keHusi, TEKCThI M MHbIe MaTepuasbl. [Ipu BbIsIB/IeHHMY PHU3HAKOB HECaMOCTO-
SITeIbHOTO BBITIOJTHEHUs paboThl OpraHr3alivs BlipaBe Ha3HAYUTD JOTIO/THUTE/IbHYHO
TIPOBEPKY, cobecefioBaHNe, TTIOBTOPHYIO Cady WA WHbIE TIPOLIeAYpPbI, PeayCcMOT-

PEHHBIE JIOKd/IbBHBIMWA HOPDMATHUBHBIMH dKTdMM.

3.8. JIokanbHbIe MpoLeypPbI 00yYeHUst

Opranuzarys peanu3saiuu [IporpaMmbl 06ecrieurBaeTcst T0KaIbHBIMU HOPMa-
TUBHBIMU akTaMu OO0 «MHHONPOr», peryivpyroiMy TIpUeM U 3a4ucjieHue Cly-
11aTesiei, pe;KuM 3aHsTUHN, IpUMeHeHNe 37IeKTPOHHOT0 00yUyeHus U JUCTaHLIMOHHbBIX
obpa3oBaTe/ibHbIX TeXHOJIOTHM, TeKYIIUHA KOHTPOJIb, TPOMEXYTOUHYIO U UTOTOBYIO
arrecTaLuio, riepeciady, aresuigiiy, OTYMC/IeHre, BOCCTaHOB/IeHUe, BBIZjAauy [I0KY-
MEHTOB O KBa/MduKauu, BHeceHue ceegennii B PVYIC ®PIO 1 06paboTKy mepco-
HaJIbHBIX [JaHHbIX.

JIokasnbHble rpoLeypel IPUMEHSIIOTCS B UaCTH, He IIPOTUBOpeyvalliel 3aKOHO-
narenbcTBy Poccuiickoit ®efeparivy, ycioBUsM foroBopa 06 o6pa3oBaHUM U HAaCTO-
sijedi [Iporpamme. Ciyiiarens MHQOPMUPYETCS O 3HAYMMBIX MpaBU/iaX peaiv3aluu
[Tporpammebl /10 Hauasa 0OyueHUs WM TIPU TIPeA0CTaBIeHUU OCTyIa K 00pa3oBa-

TeJIbHOU cpe/ie.

3.9. OOHOB/IeHHEe MPOrPaMMBbI

[Tporpamma ToA/IeXXUT TIepHUOIUe CKOMY OOHOB/IEHHUIO C YUETOM U3MEHEeHUH B
3aKoHO/aTe/bCTBe Poccuiickol dejepaliviy, 10KalbHbIX HOPMAaTHMBHBIX aKTax opra-
Hu3aluu, Bepcuu Unreal Engine 5, mpakTuku peanu3aluu 00pa3oBaTe/ibHOTO MPO-
1jecca, 06paTHOM CBsi3U CiyllaTesieli, Tpeb0BaHU K POEKTHBIM pe3y/bTaTaM U pas-
BUTUSI MTHCTPYMEHTOB game development.

OO6HOB/IEHNE MOKET 3aTparuBaTh (OPMYIUPOBKU T€M, COCTAB TTPAKTHUUeCKUX
3a/laHUii, UeK-JTUCThI, POEKTHbIEe TPUMephl, PeKOMeHJaluU 110 My0OIvKalvy U arTe-
CTaLIMOHHbIE MaTepUasIbl TIPU YCJIOBUM COXpaHeHUst 001iell TpyI0eMKOCTH, Liesiei,

IJIaHUPYeMBIX pe3yJibTaToOB U CTPYKTYphI [IporpaMmel.
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4. OrjeHKa KauecTBa 0CBOEHUsI MPOrpaMMBbI

4.1. O0mue MoI0)KeHU

OvneHka KauecTBa 0CcBoeHUs [IporpamMmbl BK/IrOYaeT TeKyLHMA KOHTPOJIb yCIie-
BaeMOCTH, MPOMEKYTOUHYIO aTTeCTal||t0, IPOBEPKY NPOEKTHOMW MPAaKTUKKU U UTOTO-
BYy10 arTectaiuio. O1ieHoUHbIe TIPoLie/lyphl HarlpaB/ieHbl Ha TIPOBEPKY CIIOCOOHOCTH
cJlymiaressi MpUMeHsTb 3HaHUS B MPaKTUUeCKOM pa3paboTKe UTPOBOTO MPOTOTHUIIA,
OOBSICHSITH CBOW pellleHus], UCTIPAB/ISATh OITMOKH M TOTOBUTH TMPOEKT K JIeMOHCTPa-
15158

O1jeHHBaHUe TTPOBOAMTCS Ha OCHOBE TTPAKTHUECKUX PabOT, IIPOEKTHLIX apTe-
(hakTOB, UEK-IUCTOB, MPOME)KYTOUYHBIX 3aU€TOB, MPeA3allMThl U 3alJUThl UTOTOBOTO
npoekTa. B Xofie MpoBepKH yUWTHIBAtOTCS PabOTOCIIOCOOHOCTL MPOEKTa, COOTBET-
CTBUe 3aJlaHUI0, CTPYKTypa Blueprint-7ioruku, KOppeKTHOCTb B3aWMOZeNCTBUM, Un-
TaeMOCTb YPOBHs, KauecTBO Ul, cTabM/IbHOCTH I6MOHCTPAI[WH, ONTTUMH3Al[Hsi, CaMO-

CTOSITE/TILHOCTD BBITIOJIHEHUS U KaueCTBO 0hOpM/IeHHsI MaTepuasoB.

4.2. TeKymu¥ KOHTPO/Ib yCIIeBaeMOCTH

Tekyluii KOHTPOJIb TIPOBOAUTCS B TIPOLIECCe OCBOEHHs MOAYJel U MOXKeT

BKJ/TFOYATh:

- TIPOBEPKY MpakTudeckux 3asanuii B Unreal Engine 5;

- JeMoHcTpaluio Blueprint-rpadoB 1 00bsicHeHUe TOTHKUA PabOThI;

— TIPOBEPKY CTPYKTYPhI IPOEKTa, IMEHOBAHUS assets U COXpaHeHUs1 yPOBHEW;

— TIPOBEPKY MI'POBBIX MexaHMK, Koumsuk, Ul, State Tree v onTvMHU3alyy Mo

YeK-JIUCTY;
- KOPOTKHe yCTHbIe WU ITMCbMEHHbIE OTBETHI 10 K/IFOUeBbIM ITOHATUSAM MOZYJIS;

- aHasu3 omMboK, 10paboTKy MpoeKTa v MOBTOPHYIO CAjauy UCTIPaBIeHHOTO pe-

3yJ/IbTdTa.

4.3. IIpomexyTouHas arTecTanus

[IpomexyTouHas arrecTauysi MPOBOAUTCS MO MOAY/SAM, [Jisi KOTOPbIX OHa
rpelycMOTpeHa yueOHbIM Is1aHoM. OCHOBHOM ()OPMOI IPOMEKYTOUHOI aTTeCTaL|H

SIBJIIETCS 3aUeT TI0 TPAaKTUUeCKON WM TTPOeKTHOM paboTe. 3aueT MOKET BK/IIOUYATh
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JIeMOHCTpALIMIO pe3y/bTara, MPOBepKY MpoeKTa IperojaBaresieM, OTBeThbl Ha BOTPO-
Cbl M CJlauy KpaTKOT0 OMMCAHUS BbITIOJTHEHHOM paboThl.

[TpumepHBIe popMBbI TPOMEKYTOUHOM aTTeCTaLUU:

- yuebHasi ciieHa Unreal Engine 5 ¢ KOppeKTHOM CTPYKTYpOW MpoeKTa W WH-
CTPYKLMEH 3aIyCKa;

— Blueprint-rmpoToTHI C HECKOJTBKUMH 00BEKTaMHU, COOBITHUSIMU, ITEPEMEHHBIMH
1 OT/1a/IKOM;

- MexaHHKa cOopa IrpeiIMeToB, CueTa, TaliMepa, 30pOBbsi, TT00e/Ibl UJTH TTOpaske-
HUS;

- odopmieHHbIlt ypoBeHb ¢ blockout, cBeToM, 6a30BLIMM MaTepHasaMH U T10-

HSATHBIM MapIIpyTOM;

— KaCTOMHBIM ITepCOHaXX UM Pawn ¢ yripaB/ieHreM, KaMepo# U B3aUMO/IeliCTBU-
AMU;

- KapTa MPOBePKHU KoJuti3ui, overlap, hit-cobbiTuit 1 trace-mmpoBepok;

— Al-cuenapuy Ha State Tree ¢ HECKOIBKMMU COCTOSTHUSIMY;

- UMG-unrep@eric c HUD, skpaHOM pe3y/bTaTa U KHOMTKaMHU;

— oTueT 00 ONTHUMH3ALIUU MTPOEKTa U MpoBepKe COOPKHU.

3aueT CUMTaETCs TIPON/IeHHBIM, ec/iu paboTa COOTBETCTBYeT MUHHUMA/IbHBIM
KpUTEpHUsIM MO/YJIsl, 3arlyCKaeTCsl UM BOCIIPOU3BOUTCS, UMeeT TIPOBepsSieMYyH0 UH-
CTPYKLIMIO, IEMOHCTPUPYET TPeOyeMyt0 MeXaHUKY U COZIEP>KUT HUCTIPaB/IeHHbIE KPU-

TUYeCKUe OILMOKU.

4.4. l'[epecnaqa, dlle/UVIANUA U ITOATBEPXKAECHUE CaMOCTOATE/IbHOCTH

[Tpu HeyOBNEeTBOPUTE/ILHOM pe3y/ibTaTe TeKYLLero KOHTPOJIs, MPOMEXYTOU-
HOU aTTeCTary UM UTOTOBOM aTTeCTalldy CTyIIaTe 0 MOXKeT ObITh TIPeJjoCTaB/IeHa
BO3MOYKHOCTb /10pabOTKH U TIOBTOPHOM C/laud B TOPsiiIKe, YCTaHOB/IEHHOM JIOKa/Tb-
HbIMWA HOPMaTUBHBIMM aKTaMH OpraHu3auuu. CpoKu repeciauu, KOJIMueCTBO MOMbI-
TOK, OCHOBAHUS JOIYyCKa Y MOPSI0K (PUKCAL[MX pe3y/bTraTa Orpee/sitoTCs I0Kalb-
HBbIM aKTOM O TeKYLL[eM KOHTPOJIe, IPOMEeKyTOYHOU U UTOrOBOM aTTeCTaLUH.

CryliiaTesib UMeeT MPaBo MOyYUTh MOTUBUPOBaHHYIO 00paTHYO CBSI3b 10 pe-
3y/IbTaTaM MPOBEPKY U MOJaTh arnesuIsyio B MOPsKe, YCTAHOBIEHHOM JIOKa/IbHbI-
MU HOpPMaTUBHBIMU aKTaMH opraHu3aijui. CaMoCToATeTbHOCTh BLIMOTHEHUs paboT

TIO/ITBEP>K/IAeTCs ZIEMOHCTpalel npoeKkTa, o0bsicHeHHeM Blueprint-yioruku, oTBe-
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TaM{ Ha BOMPOCKI, HA/IMUHMEM ITPOMEXKYTOUHBIX apTe(aKTOB, UCTOPHEH 0pabOToOK,

README, ckpuHIilIOTaMH, BUJ|€0 U MaTeprasiaMy MPOBEPKHU.

4.5. JlonmyCK K MTOrOBOM aTTecTaluu

K utoroBou artectalyu JOMYyCKaeTCs CIyllaTe/b, KOTOPbIU:

— ocsows [Tporpammy B 06beMe, MpeZlyCMOTPEHHOM yueOHbIM T/IaHOM;

— BBITIOJTHUT 00s13aTe/IbHbIe MpaKTHUeCKUe U TTPOeKTHbIe 3a/jaHus;

— Tipoiiie/i TIpelyCMOTPeHHbIe (POpMbI TPOMEKYTOUHOM aTTeCcTaluy;

- MOArOTOBM/I UTOrOBbIY MpoeKT Ha Unreal Engine 5;

— nipegoctaBusl README, neMoOHCTpallMOHHbIe MaTeprasibl U UHCTPYKLIUIO 3a-
Ty CKa;

— yCTPaHW/ KPUTHUUECKUe 3aMeuyaHus Tperojasaresisi 0 pe3ysbTraraM IMPOeKT-

HOM IMPpAKTHUKH U IPEA3alIUTEI.

4.6. toroBasi arrecranus

WToroBas arrectauys NpoBOAUTCSA B (hopMe 3alllUThl UTOTOBOTO aTTecTaly-
OHHOTO TIpoeKTa. VITOroBeIil IPoeKT /jo/bkeH ObITh BhimoiHeH B Unreal Engine 5 u
TIpeJICTaB/IATL COOOM 3aBepIlleHHBbIM UTPOBOUM MPOTOTHUIT WM UHTEPAKTUBHYIO 3D-
CLIeHY C MOHSITHOU LieJIbl0, pean30BaHHbIMUA MeXaHUKaMHU, M0/1b30BaTe/IbCKUM B3a-
MMO/IeHCTBHEeM, UHTeP(eiicoM, TIPOBepsieMbIM CLieHapreM MPOXOXKAEeHUs U MaTepu-

asamu NopTdo/mo.

4.6.1. TIpumepHasi TeMaTHKa NMPOEKTHBIX PadoT

Tabmura 20 — ITpuMepHast TeMaTHKa UTOTOBBIX TIPOEKTOB

Ne | Tema mpoekTa OxupaemMbliil pe3y/ibTaT

1 |Collect the coin Wrpa co cbopom mpeiMeToB, CcUe-
TOM, TaliMmepoM, ypoBHeM, UI, moGe-

[I01, TIOpPa)KEHUEM U T1epe3aItyCKOM.
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ITpodonxceHue mabauybi 20

‘TeMa npoekTa

O>xujaemMblil pe3y/ibTar

[llyTep c neTarLUM JPOHOM

Wrpa c ynpas/isieMbIM IPOHOM, Ka-
MepOM, CTpeb00M, 11e/IIMH, T10T1a-
nanvsvu, Ul pocteiv Al u ¢u-

Ha/IbBHBIM COCTOAHHEM.

MuHU-apeHa ¢ BO/THAMU [POTHUBHU-

KOB

[IporoTuIl apeHs! € repcoHa-
JKeM, MPOTUBHKKamu, State Tree-
ToBe/leHreM, CYeTOM, 310POBbeM U

SKPAHOM pe3yJibTdTad.

ITa3zn-kKomMHaTa ¢ HMHTE€PAKTHBHBIMU

oOBbeKTaMu

YpoBeHb C KHOIIKaMU, BepsiMH,
pbluaramu, KOJIJIU3UsIMH, YCJIOBUSIMU
pellieHYsI ¥ BU3yabHOU 0OpaTHOM

CBA3BIO.

[TnaTdhopmep ¢ pensaTCTBUSIMU

[IpotoTur ¢ nepcoHakeMm, MpPbIK-
Kamu, riatopmamu, collectables,
TaliMepoM, nafieHueM, 1obeqoi u

IIOPpA’KEHHUEM.

OO6pa3oBarenbHas 3D-crieHa

WHTepakTHBHAas ClieHa ¢ 00beKTa-
MU, nozckaskamu, Ul, mapiipyrom
T10/1b30Baresis U NpoBepsieMbIM CLie-

HapuemMm BBaHMOAEﬁCTBHH.

4.6.2. O6s3aTe/ibHBbIE TPeOOBAHUSA K HTOTOBOMY MPOEKTY

VITOroBbI NPOEKT JI0/KEeH BKJIHOUATh:
— nipoekT Unreal Engine 5, KOTOpBI1 MOXXHO 3aryCTUTh, IPOBEPUTH WU BOCIIPO-
W3BECTH T10 UHCTPYKLIWY;

- TIOHATHY!O UTPOBYIO 1ieJb, core loop, ycioBusi mobe/ibl, MOpaXkeHUst UK 3aBep-

I[IeHWA CLeHapud;

- WIPOBYIO0 MEXaHUWKY, pea/in30BaHHYI0 cpeAcTBaMu Blueprint;

67



YPOB€Hb WIH CLIEHY C BU3YydJ/IbHO YyUTaeMOU CTpYKTypOﬁ, CBETOM U 0a30BbIMU

Marepuajiamu;

repcoHa)ka, Pawn unm yripaBisieMblii 0ObEKT C HACTPOEHHBIM yIIpaB/ieHUeM U
KaMepowu;

KOpPeKTHbIe KOJIJTM3WH, B3aUMO/IeliCTBYe 0OBEKTOB U IMPOBepsieMble COOBITHS;
T0J1b30BaTe/IbCKU MHTep(deC UiK 3KpaH COCTOSTHUS TPOEKTa;

snemeHThI Al yepe3 State Tree 60 060cHOBaHHOe omucaHue, TTouemy Al He
WICTI0/Ib3YEeTCS B BELIOpAaHHOM TeMe;

6a30ByI0 TIPOBEPKY ITPOU3BOAUTE/ILHOCTH W UCIIpaB/ieHre KPUTHUEeCKUX TTPO-
bmem;

README, CKpUHIIIOTHI, BUJEO WIHA AEMOHCTPALIMOHHBIN CLIeHApUH, a TakXe

CCbIVIKY Ha CTpdHULY IIPOEKTAa IMIPpHY HAJIMUYHU.

4.6.3. IlopsjoK NpoBe/jeHUusI UTOrOBOH aTTeCcTaluu

MToroBasi aTTecTallys TIPOBOJUTCS KOMHCCHe WM TperiojiaBaTtesieM B COOT-

BETCTBHU C JIOKA/IbHBIMHX HOPMATUBHBIMH dKTdMHW OPIrdHHU3dLI1H. CJ'IYH_IaTEJ'[I: 3dpdHee

MnpeaoCTaB/IdeT IIPOEKTHBIE MdTE€pHAJ/Ibl U TIDOXOAUT ITPDOBEPKY AOITyCKd. Bo BpeMd

3alUTHI CTyIIaTe b [eMOHCTPUPYET MPOEKT, 0OBSCHSIeT UTPOBYIO H/IeH0, CTPYKTYPY

ypoBHel, Blueprint-noruky, mexanuku, Ul, ko/iu3uu, State Tree, onTUMH3aIyio U

TOPSI/IOK 3arycKa.

4.6.4. Kpurepuu oileHUBaHUSI UTOIOBOI'0 MPOEKTa

Tabnuia 21 — Kputepun orjeHUBaHUS UTOTOBOTO TIPOEKTa

Ne | Kpurtepui Bec, |Iloka3are/M oleHUBAHUA
dam.

1 | Urposas njes v npoeKTUpoBaHue 10 1efb, core loop, rpaBusa, yCI0BUS
3aBeplleHus], [IOHATHOCTb CLieHapHUs
WI'POKa U COOTBETCTBUE 3asiBJIEHHON
TeMe.

2 | Pabora B Unreal Engine 5 u cTpykTypa 10 KOppeKTHasl CTPYKTYypa Tarok, levels,

IpoeKTa assets, UMeHOBaHue, COXpaHeHue I1po-

eKTa ¥ BOCIIPOMU3BOAUMOCTS 3arycKa.
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IMpodondxceHue mabauybi 21

Ne | Kputepun Bec, |Iloka3sarenu oLeHMBaHHSA
oa.
3 | Blueprint-yiorvika u UrpoBbie MexaHU- 20 CoOBITHSA, GYHKIMH, TIepEMeHHbIe,
KU1 MeXaHVKH, COCTOSIHUS, NTepe3anyck,

YUTaeMOCTb TpadoB U OTCYTCTBUE

KPUTHYE€CKUX OIIIMOOK.

4 | IlepcoHax, yrnpaB/ieHre, Kamepa U 15 yA006CTBO yripaB/ieHUsl, KODPEKTHOCTb
KOJUTA3UU Kamepsl, collision presets, overlap,

hit-coObITHS, trace ¥ B3aMO/IeCTBUS.

5 | UI, State Tree v mosib30Bare/bCKast 15 HUD, 3kpaH pe3sysbrara, IoACKasKy,
obparHas CBs3b Al-nioBesieHre, COCTOSTHUSI OOBEKTOB U

IOHATHOCTb peaKUKH CUCTEMBI.

6 | BusyasnbHas clLieHa, MaTepuasbl U 10 YUTaeMbIi YpPOBeHb, CBET, MaTepu-
ONTUMU3ALIUS anbl, 6a30BBIi I1Ieiep, TpoBepKa

TPOW3BOAUTETLHOCTH U UCTIPaB/ieHHe

ripo6siem.
7 | [Toptdonro-marepuasnsl U my6mKa- 10 README, cKpuHIIOTHI, BU/€0, cOop-
s Ka, CTpaHuL|a [IPOeKTa, UHCTPYKLUs

3allyCKa Y I10JIHOTAa MdaTepKaJ/IOB.

8 | 3awmTa ¥ OTBETHI Ha BOMIPOCHI 10 SICHOCTB BBICTYTI/IEHHSI, 00BsICHeHHe
pelleHui, MOATBePKeHre CaMOCTO-
ATeNIbHOCTH, OTBEThI Ha BOIIPOCHI U

TMpUHATHE 3aMeuaHuid.

HNToro 100 -

4.7. BHyTpeHHAA U BHELIHAA OLleHKA KaueCcTBa pea/iu3aljMy IporpaMmsbl

BHyTpeHHsIsI OlleHKa KaueCTBa peanu3aluu [IporpaMmbl OCy11ieCTB/IsSeTCS ue-
pe3 aHa/Inu3 pe3y/IbTaTOB TEKYILero KOHTPOJIsl, TPOMEXXYTOUYHOM aTrTeCcTaliu, UTOrOo-
BOM arTecTtalyu, 0OpaTHOM CBSI3M C/IyllaTesiel, KauecTBa MPOEKTHBIX paboT, MOJIHO-
ThI yUeOHBIX MaTepUasoB M COOJIOAeHHS KaleH1apHoro rpadyka. BHeImHsIs oljeHKa
KaueCTBa MOXKET BKJ/IFOUATh SKCIIEPTHOe pacCMOTPeHHe TPOrpaMMbl, aHaau3 MOpT-
(oo BBIMYCKHUKOB 1 00paTHYIO CBSI3b OT TpeficTaBUTesel TpodeCcCOHaTBHOTO

coobIecTsa.
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5. MeToauueckue MaTrepHuasbl

5.1. Metoauueckue yka3saHHs /1A C/IyHiaresnen

Crnyiaresito peKOMeH/1yeTCsl M3y4yaTb MaTepuasibl MO yJ/1el Moc/ie0BaTeIbHO,
BBITO/THATh MPAKTHUeCKUe 3a/jJaHusl B OT/leJIbHOW KOTIUM MPOeKTa, PeryasipHoO coxpa-
HATb pabourie BepCHH, TIPOBEPSITH 3aIlyCK MPOeKTa ToC/e KaXk/[0l KPYITHOM Aopa-
60oTkH U obopmiisATh pe3ynbTaThl B README. Tlepen caueii paboThl HY»KHO TIpOBe-
PUTb, UTO MPOEKT OTKPbIBAETCS, KapTa COXPaHEeHa, HY>KHbIM YPOBEHb 3aIlyCKaeTCs,
UI oTobparkaeTcst, MexaHHKa paboTaeT 10 OMMCAHHBIM TMPaBH/IaM, @ UHCTPYKIIHS 3a-

TMyCKa MOHSTHA APYTOMY T10J1b30BaTesio.

5.2. MeTtoauueckue yKa3aHus /i/isl IpenojaBaresiell ¥ MPoBepPSIOIHNX

[TpenogaBarento peKOMeHyeTCsl CTPOMTh 3aHSATHS Yepe3 IeMOHCTPALIUIO Jlek-
ctBusa B Unreal Engine 5, pa30op /IOTWKH pellieHus], CAMOCTOSTE/IbHYIO TIPAKTHKY
cJlyIiaresiei, IpOBePKYy THUIOBBIX OIMIMOOK U TIOCTENeHHYI0 A0pPaboTKy TTPOEeKTHOTO
pe3ynbTata. Ocoboe BHUMaHUe CrefyeT yaensiTh CTPYKType MPOeKTa, YNTaeMOCTH
Blueprint-rpacos, orcytcruto muiiHero Tick, KOppeKTHOCTH CChITIOK MeXXAy 00bek-
TaMU, KOJJIU3USIM, COXPAaHEHHIO YPOBHEH, BOCITPOM3BOAMMOCTH 3aMlyCKa U KaueCTBY

AE€MOHCTPALIMOHHBIX MdTepHUdJIOB.

5.3. PekoMeHyeMas iMTeparypa U pecypchl

— oduimansHasg fokyMeHnTanus Unreal Engine 5 o pegakropy, Blueprint, UMG,
State Tree, Optimization and Performance u Packaging Projects;

- MeToauueckre marepransl OO0 «MHHompor» mo pa3paboTke UTPOBBIX MPO-

toturoB Ha Unreal Engine 5;

— yueOHbIe IeMOHCTPALMOHHbIe TTPOeKTHI U 11aboHkl Unreal Engine 5, ncrnosnb-

3yeMble B paMKax [Iporpammsi;

- MaTepuasbl 10 OCHOBaM relM/iv3aiiHa, MPOeKTUPOBaHWIO UTPOBbIX MeXaHUK,

core loop, playtesting 1 moiIroToBKe MOpT(oJ/HOo;

- MdTepudJibl II0 BH3YdJIbBHOMY IIpOIr'DAMMHKMPOBAHHIO, CTPYKTYPHPOBAHHIO

Blueprint-rpacos, oT/1ajKe ¥ TeXHUYECKOU JOKYMEHTALUKU MPOEeKTa;

— pykoBo/cTBa 110 roAaroroke README, 3anucy JeMOHCTPalMOHHOTO BUZIEO,

nyOuKaluu nmpoekTa Ha itch.io 1 opopmsieHHIO CTpaHUI[bI TTPOEKTa.

70



IIpunoxenue 1. Marpuna (popMupoBaHUsA KOMIIETeHIIMH

Tabnurja 22 — Marpuiia opMHUpOBaHUST KOMIIETeHIUH

Kop | KomnereHnus Mopynu, B KOTOPbIX (popMupyeTcs KOM-
neTeHIusa
[IK- | [IpoekTpOoBaH1e UIPOBOrO MPOTOTUIIA Mopymu 1, 4, 11-14.
1
[TK- | Pabora B Unreal Engine 5 1 opranu3arys Mopymu 2, 5, 10-14.
2 | mpoekTa
ITK- | Blueprint-pa3paboTka 1 OT/1a/IKa JIOTUKA Mopymu 3—4, 7-8, 11-14.
3
[IK- | Peanu3anyisi UTPOBBIX MEXaHUK Mopaynu 4, 6-7, 11-14.
4
[IK- | BusyasbHas ClLieHa, MoJie/lipoBaHue, cBeT U | Moayinu 2, 5, 11-14.
5 | Marepuasbl
IIK- | IlepcoHax, ynpas/ieHue U Kamepa Mopymu 6, 11-14.
6
ITK- | Konmnsuu ¥ B3aUMO/IeHCTBHe 00BeKTOB Mopaynu 4, 7, 11-14.
7
ITK- | State Tree, UMG u nonb3oBaresibckast 06- | Mogynu 8-9, 11-14.
8 | parHas CBA3b
[TK- | [TpodunvpoBanue, onTuMu3aius 1 coopka | Mogymu 10, 12—14.
9
[TK- | [TopTdonuo, mybmuKaLys 1 3aijuTa rnpoek- | Mogynu 11-14.
10 |Ta
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IIpunoxenue 2. OieHOYHbIe MaTepHaibl MIPOMEXYTOUHOU aTTeCcTallu

[IpomexxyTouHasi arTecTalys IPOBOAUTCSA B (popMe 3aueTa 10 MPaKThYeCKOU
pabote. O1jeHOUHbIe MaTepyasbl BK/IFOUYAIOT MPOEKTHOE 3ajlaHKe, YeK-JTUCT MPOBep-
Ku, TpebOBaHMS K [EMOHCTPALUU pe3y/ibTaTta U repeueHb TUTTOBBIX BOMIPOCOB TI0 MO-
nynto. PaboTa 3acurThIBaeTCs MPY YCIOBUM 3arlyCKa MPOeKTa, COOTBETCTBUS 3a/ia-

HHIO, Ha/IMUYKUA MHCTPYKLWU ITPOBEPDKU U YCTPAHEHWA KPUTHUUECKHUX OILIIMOOK.

— 1o Moaysito 2 mpoBepsieTcsi yuebHasi cijeHa Unreal Engine 5;

— 1o moaymto 3 ripoBepsieTcst Blueprint-npoTtotur;

— 110 MoAy/ito 4 mpoBepsieTcsi 6a30Basi UTPOBasi MeXaHUKa;

- 10 MOJy/t0 5 mpoBepsieTcst oopmyieHHbIN blockout ypoBHs;

— 10 MOZAY/Tt0 6 MpoBepsieTCsl MePCOHaX Wiy Pawn ¢ ynpaBieHreM U KaMepois;
- 110 MOAY/IIO 7 TIPOBEPsIeTCsl KapTa KO/UTM3UM U B3aUMOJIeCTBUM;

- no mozgy/to 8 mpoBepsiercst Al-ciieHapuii Ha State Tree;

- o mogy/to 9 mpoepsieTcsi UMG-uHTepdeiic;

- o moymto 10 ripoBepsieTcsi OTUeT 06 ONMTUMU3aLUH.
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IIpunoxenue 3. O1jeHOUHbIe MaTepUa/ibl UTOTOBOM aTTeCTalMU

HTtoroBoe 3aganue. Pazpaborars, 0hOpMUTH U 3alIUTUTh UTPOBOM MPOTOTHUII
yunu vHTepakTuBHYI0 3D-cueHy Ha Unreal Engine 5. [IpoekT fo/mkeH 1eMOHCTPU-
pOBaTh OCBOEHME KJIFOUEeBbIX pe3y/nbTaroB [IporpaMMel: MpOeKTUPOBaHHWE WUIPOBOU
uzien, paboty B pefjakrope, Blueprint-yiorvky, UrpoBble MeXaHWKH, TlepCOHaXkKa WU
Pawn, kommusuu, UMG-unTepdeiic, anemeHThl State Tree wiv 060CHOBaHHYIO aflb-
TepHaTUBY, 0a30ByI0 ONTUMMU3ALUIO, TIOATOTOBKY COOPKMU WM BOCIIPOU3BOAUMOIO
3anycka, README u noptdonro-maTepuyasbi.

CoctaB MdT€pHAJ/I0B, IIPeJ0CTaB/IA€MbIX Hd HTOIOBYI0 aTTE€CTALHUIO:

— npoekT Unreal Engine 5 wiu cchbisika Ha apXyB, PeNo3UTOPUi, 06/1auHyO Mari-
Ky /MO0 CTpaHUL]y MPOEeKTa;

— VMHCTPYKIUsSI 3alycKa TpoeKTa U onucaHue Heobxoaumoli Bepcuu Unreal
Engine 5;

— README c onucaHueM Lieu, yrpas/ieHWs, MeXaHUK, CTPYKTYPbI MPOEKTa,
OrpaHWYeHUH ¥ aBTOPCKOTO BK/1a/1a;

- CKPHHILIOThI, KODOTKOE BUE0 UIH JeMOHCTPAL[MOHHBIN CLIeHapUM MPOXOXK/e-

HUS;
- cOOpKa IpoeKTa WM 000CHOBaHHAs IeMOHCTPALIMS 3aycka B peZlaKTOPE;

— YyeK-JIMCT TIPoBepKU MexaHuWK, Ul, konmmsui, State Tree, onTuMuU3aiuu U Gu-

Ha/IBHOT'O COCTOSAHUA;

- CChLJIKA Ha itch.io wiu ApyTyto MyIolafKy NMpy HaJaUury My OMuKaiuu.
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HPHJIO)KEHHE 4. HEPE‘IEHB JIOKA/IbHBIX HOPDMATHUBHBIX dKT0B, Hd KOTOPbI€

A0/I’KHd OIMMHUPATbCHA pea/in3aliud NMMPpOorpamMmbl

PeaJ'II/IBaL[I/IH HpOFpaMMLI AO0JDKHA OIMMPATLCA Hd JIOKd/IbHbIE HODMdTHUBHBIE dK-

Thl OpraHU3alluM, perjiaMeHTUpYHoIIHe:

TIOPSIZIOK pa3paboTKK, YTBEPsKAeHNsI, OOHOB/IEHHUS Y XpaHEHUs IOTIO/THUTE Th-

HBIX MMPO¢eCCUOHA/IbHBIX MTPOrPaMM;

IMMopsAaO0K IIpHUemMad, 3d4rC/IEHNd, I1epeBod, BOCCTAHOBJ/IEHUA U OTUMC/IEHUA CITY-

1aTe/1eu;

TIOPSIZIOK OpraHu3ariu 00pa3oBaTe/IbHOTO TIpoljecca C MPUMEHeHUEeM 371eK-

TPOHHOI'O O6Y‘—I€HI/IH N JUCTaHIIMOHHBIX O6p&130BaTEJIbeIX TEXHOHOFHﬁ;

TOPSIIOK TEKYILEr0 KOHTPOJISI YCIIeBaeMOCTH, MPOMEXXYTOUHOM U UTOTOBOM aT-

TeCTall1H;
IMMopAAOK Iepecaayu, are/uvidiy U paCCMOTPEHKA CITOPHBIX CI/ITyaU;I/II‘/JI;

MOPSIZIOK yueTa MoCelaeMOCTH, BbINIOJTHEHUS 3a/laHUM Y (DUKCALIUM pe3yJ/ibTa-

TOB 00yueHwus;

TIOPsI/IOK BbIZIAUM, yueTa, XpaHeHUs U BHeCeHHs CBeJleHUH 0 JOKyMeHTax 0 KBa-
midukanyu B PUC OPNO;

IMpaBUJid O6pa6OTKI/I M 3dIUTBI ITePpCOHAJIBHBIX AdHHBIX CJ'[YU.[EITEJ'IEI‘;I;

IMMOpAAOK OKd3dHHA IIVIATHBIX O6pa3OBaTEJ'IbeIX YOIyr u BBBHMOAEﬁCTBHH Cco

ClylIaTessiMu 0 JOTOBOPY;

TpeOOBaHUS K XpaHEHHIO TTPOEKTHBIX paboT, yueOHbIX MaTepHasioB, OlleHOU-

HBIX JIMCTOB XU MPOTOKOJIOB ATTECTALIMH.
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IIpunoxenue 5. JIMCT aKkTya/IM3anuy NporpaMmMal

JIuCT aKTyanu3aluu UCIHonb3yeTcsl A ¢puKcauud u3MeHeHWd [IporpaMmbl
«Unreal Engine», cBsi3aHHBIX ¢ 0OHOB/IEHHEM 3aKOHO/|aTe/bCTBa, MPodeCcCroHa b-
HBIX CTaHZAPTOB, KBATM(UKALIMOHHBIX TpeOOBaHUM, yueOHBIX MaTepHasioOB, OIleHOU-

HBIX CPeJICTB, 1[upoBoii 06pa3oBaTe/IbHOM Cpe/ibl ¥ TIPOEKTHOMN MPAaKTUKHU.

Tabnuua 23 — JIMCT akTyanu3alyy porpaMmbl

No ,Z[aTa OcHoBaHUe U3MEeHEeHHA COI[EP)KEIHI/IE HN3MEeHeHUuHA

1 01.05.2026 |IlepBuuHOe yTBepXAeHue |IIporpamma BBefieHa B Jleu-
CTBUE MPUKA30M OpraHu3a-

115178
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IIpunoxenue 6. TpeboBanus K peno3utopurw, README u aemoHcTpanun

[1711 o TBEPIKeHKsT 0CBOEHUS [IporpamMMBbl 1 BBITIOTHEHHST UTOTOBOTO ITPOEK-
Ta CJIyllaTe/b MpeJCTaB/seT TIPOeKTHbIe MaTepuasibl B opme, TI03BOJISIONIEH MPO-
BEPUTh CaMOCTOSITETbHOCTb, BOCITPOU3BOUMOCTh M KAUECTBO pe3y/ibTaTa.

MuHuMa/ILHBIN COCTAaB MPOEKTHBIX MaTepHasioB:

— Perno3vuTOpUN U/IU apXUB IPOeKTa C UCXOAHBIM KOZJOM U CTPYKTYPOU Karasio-
I'OB;

— ¢daiin README.md unu uHOM JOKYMEHT C ONCaHueM Lieiv, QyHKIUM, CTPYK-
TYpPbl, YCTAHOBKHU U 3aIlyCKa MPOeKTa;

- OMMCaHWe WCIO0J/Ib3YeMbIX TEXHOJIOTWM, 3aBHUCHMOCTEM, BepCHUU  S3bl-
Ka/(hpeliMBOPKa/MHCTPYMEHTOB;

— VHCTPYKLIMU TI0 TOATOTOBKE OKPY)KeHUs, HACTPOMKe IepeMeHHBbIX, 3aIllyCKy
TIPUIOXKEHUs, TeCTOB WX JeMOHCTPALIMOHHOIO CLieHapUS;

— [IeMOHCTpAaLMOHHbIe 1aHHble, CKPUHIILIOTHI, CChI/IKA Ha pa3BepHYTYI0 BepPCUI0
WU BU/€0/IeMOHCTpaLYs MPY HaJIMYMU TaKOW BO3SMOXKHOCTH;

— KpaTKoe OMucaHre OrpaHUueHu, U3BeCTHBIX MPo0JieM ¥ BO3MOXKHBIX HarlpaB-
JIeHUM pPa3BUTUS NIPOEKTaA.
Marepuasbl [JODKHBI ObITh JOCTAaTOUHBI /i/Isi TIOBTOPHOW MPOBEPKHU TPOeKTa

Tiperio/iaBaTesieM, 3KCIIePTOM WJIM UJIeHOM aTTeCTal[MOHHOM KoMuccuu 0e3 Joroii-

HHUTEJIbHBIX YCTHBIX HOHCHEHHﬁ, 3d UCK/ITFOUEHHEM BOIIPOCOB II0 3dlliurTe.
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HPHJIO)KEHHE 7. ,Hopoxmaﬂ KdpTd IMOAroTOBKH BbIITYCKHOI'O IIPDOEKTA

[opoxxHasi KapTa UCMO/b3yeTCsl KaK MeTOAWYEeCKUN OPUeHTHp [/isl Mo3Tarl-
HOW TMO/JrOTOBKM UTOTOBOTO aTTeCTALIMOHHOTO TMpoekKTa o kBanudukanuu «Unreal

Engine-pa3paboTumk».

1. BbI60p TeMbI 1 CcoT/iacOBaHMe TIPUK/IaIHOM 3a/lauM C MperiofiaBaTesieM Uiu Ky-
paTropom.
2. dopmynupoBaHue 1ieJid TIPOeKTa, Lie/ieBOM ayAUTOPUH, T10/Ib30BaTebCKUX

ClieHapueB U KpUTepHeB TIPUEMKHU.

3. [ToaroToBKa CTPYKTYPHBI MPOEKTa, Pero3uTopus, 0a30BOM JOKyMeHTaluu U
TJlaHa peasu3alyu.

4. Peanu3aiiyiss MUHUMaIbHO paboTocriocoOHOM Bepcuu U (hUKcalys pe3ysibTara
B PEIT03UTOPHH.

5. Paciiipenyie GyHKI[MOHATBHOCTH, 00paboTKa OmMOO0K, TTOArOTOBKA JAaHHBIX,
yuHTepdeiica WIK IeMOHCTPAIJMOHHOTO ClieHapHsi B COOTBETCTBUHU CO CIIel[U-
¢buKol HarmpaB/eHusl.

6. [TpoBepka KauecTBa, TeCTUPOBaHUeE, pe(haKTOPUHT, 0()OpM/IEHHe UHCTPYKLUH
TI0 3aITyCKY Y UCTIO/b30BaHHUIO.

7. [pep3aiiiTa UM KOHCY/IBTal[MOHHAsI IPOBEPKa, yCTpaHeHre 3aMeuaHui, 1o/l
TOTOBKa Mpe3eHTaluu U J[eMOHCTPALIUH.

8. MToroBas 3aIiuTa MpoeKkTa C OTBeTaMH Ha BOTIPOCHI KOMUCCUU U (DUKCaLUe

pe3y/bTaTa UTOrOBOM aTTeCTaluu.
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IIpunoxenue 8. KOHTPO/IbHBIN JIMCT COOTBETCTBHS TPeOOBAHUSM MPOTrPaMMbI

KOHTpPOJIBbHBIN IUCT NPUMEHSIeTCS [/1s1 BHYTPEeHHel MPoBepKU NoaHOTHI 1po-

I'pPdMMBbI M TOTOBHOCTH €€ ped/In3alihu.

Tabmuiia 24 — KOHTPO/IBbHBIN JIUCT COOTBETCTBHUS TPEOOBAHUSIM MPOTPAMMBbI

Ne |IIpoBepsiemblii 371eMeHT Craryc |KommeHTapuu

1 | Yka3zaHbl BUJ, IIpOrpaMMbl, BbITIO/THEHO
KBanMUKaLus, Tpy0eM-
KOCTb, (hopma 00yueHHs], SI3bIK

" CPOK OCBOEHMA.

2 |IIpexcraBsieHbl yueOHBIM BbITIOJIHEHO
T7IaH, KaJleHZAapHbIN yueOHbIH
rpaduK 1 pabourie TIporpam-

MbI MOZY/IeH.

3 | OnucaHsl TJIaHUPYyeMble pe- | BbIIIOJIHEHO
3yJIbTaThl, IPO(e CCUOHAJTb-
Hble KOMIIeTEeHL[UU U CBSI3b C
KBa/TM(PUKALIMOHHBIMA OPUEH-

THUPAMU.

4 | OnpeneneHbl BbITIO/THEHO
OpraHu3aLOHHO-
rieflaroruuecKkue yCcaoBuUs,
OHNOC, 50 u OOT, kagposbie

n MeToAn4veckue yCji0BHA.

5 | OnucaHsbl TeKyLM KOHTPOJIb, | BEIIIOTHEHO
MIPOMeXKyTOUHas aTTecTalus,
WUTOrOBasi aTTeCTaLysl, rnepe-

c/laua U aresuisiusi.
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[IpodondceHue mabauybl 24

IIpoBepsieMbId 3/71EMEHT

Craryc

KoMmMmeHTapum

OnpepesieHbl JOKYMEHTHI T10
uToram oOyueHus U riepedeHb
JIOKaJIbHBIX aKTOB, 0becrieun-

BaIOLIUX pean3aLuio.

BBITIO/THEHO
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