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YT0 3a BUOEOKypC.

ABTOpCKMi 0Byyatowumii BUOeokypc no paspaboTtke urp Ha asuxke Unreal Engine 5.

AsTOp Kypca Muxaun Pycakos.
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Bupeokypc "lMporpammupoBaHue Ha C++ B Unreal Engine 5"

3a 81 peHb Bbl HayunTecb codpasaTtb urpbl Ha C++ B Unreal Engine 5, yBuante HarnsoHbIn
npuMep CO34aHNS Urpbl, CO30aAMNTE CBOW COOCTBEHHbIN CEPbE3HbIA NPOEKT ANS NOPTEONMO,
N BCE 3TO C Hyns!

Y10 BOWNO B BUOEOKYPC.

CopepxaHue Kypca.

Moaynb 1. BBegeHue. 3 ypoka.

Cnuncok ypokoB:

1. Kak npoxoauTtb Kypc?

- B ypoke 6yayT naHbl BaXHble pekoMeHaauum no agPEeKTUBHOMY NMPOXOXAEHNIO Kypca.
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Bupeokypc "lMporpammupoBaHue Ha C++ B Unreal Engine 5"

2. YcTtaHoBKa Heob6xoaumoro MO.

- B ypoke cka4yaeM 1 yCTaHOBUM BECb HEOOXOAMMBIA COGT. Y Xe Aaxe Ha 3ToM aTane y
HOBMYKOB BO3HUMKAIOT Npobnembl, HO Bnarogaps aToMy ypoky y Bac nx He 6yner.

3. YctaHoBKa U HacTpoukKa clang-format.

- CoBeplweHHO HEOHXOANMBIA MHCTPYMEHT, HY XHbIA Anst ObICTPOro
hopMaTUpOBaHMs/BbipaBHMBaHMS KOAA.

Moaynb 2. OcHoBbl C++ B Unreal Engine. 17 ypokoB

MaTepwvan aToro pasgena CoBeplweHHO He0bX0anM, MPeX Ae YeM NblTaTbCs XOTb YTO-TO
nenatb B Unreal Engine Ha C++.

Crncok ypokoB:
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1. Co3paHue nepBoOro rnpoekra.

- Co3zpaaum npoekT n3 wabnoHa ThirdPerson n noapobHo pa3bepém Kaxayto CTPoUKyY
Koga. 9710 yxe 6yneTt OTNYHbIM CTapTOM.

2. Kak paboTtaeT ABUXOK U3HYTpU?

- JlocTaTO4YHO BaXHbIW YPOK, ecnn Bbl 0EACTBUTENBHO XOTUTE MNOHATb, KAk pa60TaeT BCA
«Marnga» N3HyTpu. 9710, BO-MepBbIX, MOXET NPUrognTbCAa Ha COGGCG,D,OBaHVII/I, BO-BTOpPBbIX, Bbl
nyduwe 6yJ1eTe NOHMMATb, YTO AEenaeTe.

3. PechakTOopuHr wabnoHa ot TpeTbero nuua.

- B ypoke Mbl NOYUCTUM CreHepUpoBaHHbIE KNaccChbl OT NNWHEr0 Mycopa, NepenMeHyeMm
Knacchbl (a2 9T0 He Tak NPOCTO cAenaTtb, Kak KaxeTcs), HaBeaéM NopsLoK.

4. Co3paHue C++-Knacca.

- B ypoke cozgaoum C++-knacc ¢ Hyns.
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5. Tunbl paHHbLIX.

- B pamkax ypoka Bbl no3HakoMnTECb C OCHOBHbIMW TUNAMKU, KOTOPbIE HaM
npepocrtasnset gpperimopk Unreal Engine 5.

6. JloruposaHue.

- TMocne ypoka Bbl HayuuTecb genatb 3anucu B 1or, B TOM YUC/E, BbIBOAS NePEMEHHbIE
caMmblx pasHbIX TMMOB. DTO HeoObIYaNHO BaXHble 3HaHWS, 0COBEeHHO, Korga peyvb 3axoamT ob
oTnagke.

7. Makpoc UPROPERTY.

- MonpobHo obcynmm aToT BaxHewwwmin makpoc B Unreal Engine.

8. Construction Script B C++.

- Pasbepém ananor Construction Script u3 Blueprint, Ho B pamkax C++.
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9. Asseris.

- Pasbepém aty rpynny MakpocoB, KOTOpble 04EHb BaXHbl, ecnv Bbl xoTnTe nucatb
KayeCTBEHHbIN KOL.

10. Makpoc UFUNCTION.

- Ewé oanH pyHOamMeHTanbHbI Makpoc, KOTOPbIV Mbl TIaTenbHO 06roBopuM.

11. CTpyKTYpHbI.

- O6cyaum cosnaHue cTpykTyp B C++, KoTopble ByayT AOCTYMHbl, B TOM YACNE, U B
Blueprint.

12. NepeuncneHus.

- [Tlocne atoro ypoka Bbl HayunTecb co3naBaTb nepedncnenus B C++ gna Unreal Engine.
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13. Oenerarbl.

- 9710 akBmBaneHT Event Dispatcher n3 Blueprint. 1 na ypoka Bbl y3HaeTe, kak co3gasartb
neneratbl ¢ napametpamu unm 6e3, Tonbko ons C++ nnu gns C++ n Blueprint.

14. Bupoxerbl.

- Ob6cyaum npouenypy co3naHns BUOXETOB C UCNONb3oBaHNEM C++. 30eCb 04EHb MHOTO
TOHKOCTEW M HI0AHCOB, OOWATM OO0 KOTOPbIX MOXHO NULb, MMest 6onbLwoi onbiT. Ho Bebl
nony4yuTe BCE 1 cpasy B 3TOM ypoke.

15. Tanmepbl.

- [Tlocne atoro ypoka Bbl HayunTecb ncnonb3osatb TanMepbl B C++.

16. Delay.

- ®yHkumsa Delay siBnsetcsa o4eHb 4acTo ucnonb3yemon (ropassfo yaue, 4em Hano,
KcTatwn), n kak eé peannsoBatb B C++ Mbl 1 06CYaMM.
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17. UHTepdpenchl.

- B ypoke mbl pa3bepém npouenypy CoO34aHNS U NPUMEHEHNS NHTEPdERCcoB Ha C++,
KoTopas gocTynHa 6naropaps cperimsopky Unreal Engine.

Moaynb 3. Co3paHue Urpbl: NOAroToBKa NpoekTa. 5 ypokos.

MaTepuan aToro pasgena CoBeplweHHO He0bXx0auM, MPeXAe YeM NblTaTbCs XOTb YTO-TO
nenatb B Unreal Engine Ha C++.

Cnncok ypokoB:

1. Pa36op TeXxHMYecKoro 3anaHus.

- OOWH 13 LeHHeWWnX YPOKOB Kypca, B KOTOPOM Mbl, BO-NEpPBbIX, N0AP0O6HO pa3bepém To,
4TO Mbl Oyem co3nasaTb. Bo-BTopbIX, Bbl HAy4nTECH NCATh CBOM TEXHMYECKME 3adaHus (ans
cebs unn gns opyrvx), yaHaete nNpo utepaTuBHole MeToankn cosnanus MO, noiméTe, kak, B
Lenom, ctpoutcs pipeline paspaboTku.
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2. Co3paHue M HacTpoWka npoekTa.

- Cpenaem Bce HeobxoamMmble CTapToBble BELWN.

3. Oob6aBneHue nepcoHaxa.

- JobaBum nepcoHaxa Aons urpoka, MMNopTMpPyeM aHMMauun, HaBeaém nopsiaokK.

4. No6aBneHne XNBOTHbIX.

- [lobaBnM XMBOTHbIX N BCe HEOOX0AUMbIE acCceTbl ANS HUX.

5. Oo6aBneHue npeameToB.

- TMockonbky y Hac 6yaeT co3naBaTtbCsl MHBEHTapb B OyayleM, Mbl 3apaHee no6aBum
camy npeaMeThbl B HaW NPOEKT, YTOObl NOTOM Ha 3TOM HE OCTaHaBNMBATbLCS.
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MO,IJ,yﬂb 4. Co3paHue Urpbl: OCHOBHbIe KJlaCCbl U KOMMOHEHTHI. 13 YPOKOB.

C aToro pasfena HauMHaeTCsl akTUBHOE 1 CEPbE3HOE NPOrpaMMUpPOBaHNE.

Cnuncok ypokoB:

1. CospaHue ypoBHen n GameMode.

- Co3pgaaunm kapTy ONns TECTOBOr0O YPOBHS, A5 TNAaBHOIMO MEHIO, a Tak Xe HeobxoanMble
GameMode.

2. Co3paHue Knacca nepcoHaxXxa n urpoka.

- Mocne atoro ypoka y Hac yxe 6yneT roToBbli NepPCOHaXx C BULOM OT NePBOro nuua,
KOTOPbIM MOXHO ynpaenaTb. Oba knacca 6ynyT co3aaHbl C Hyns.
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3. CospaHue Animinstance n AnimBlueprint.

- B pamkax aToro ypoka Mbl cO38aa1MM HEOOXOAUMbIA MHTEpPdEC (4TobbI He Bbino
NNWHWX 3aBMCUMOCTEN), peannadyem ero, npuMeHnM. Tak xe cos3ganmm Animinstance,
KOTOPbIN Bnnxe K KOHLY ypoka nsxeT B ocHoBy AnimBlueprint.

4. Co3paHue Knacca XuMBOTHbIX U nx AnimBlueprint.

Co3paanm Knacc Ans XMUBOTHbIX, KOTOpble B Oyaywem 6yayT XWTb CBOEN XN3HbIO. Takxe
6naropnaps HaweMmy knaccy Animlnstance, cosnaHHoMy paHee, Bbl yBuanTe, HaCKObKO
nNpusaTHO co3gasaTtb AnimBlueprint ons cambix pasHbiX NEpPCoHaxen.

5. CospaHue HUD.

- Cospanmm HUD, ocHoBa KOTOPOro Ham npuroamtcs B 6y nywem.

6. CospaHue «rpaHvLbl».

- CpenaeMm Tak, 4TO €Cnv UrpoK nomnbiTaeTcs yNTW 3a npefensl KapTbl, TO ero
BO3BpaLano obpaTHo Ha ypoBeHb. [NonobHas MexaHrka peanm3oBaHa B Takmnx urpax Kak
«Benbmak 3: Oukas oxota» n «Kingdom Come Deliverance».

11/33
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7. Co3paHue KOMNOHEHTa B3aMMOOeNCTBUSL.

- Co3pnaanm KOMMOHEHT, KOTOPbIV MO3BONNT HaM B3aMOAENCTBOBATL C BHEWHNM MUPOM
(Hanpumep, B3aMMOOeNCcTBOBaTb C MarasmHOM, NOAHMMATb NPeaMeThl).

8. Co3paHue KOMMOHEHTa 34,0POBbS.

- Jlymato, He Hy>XHO NOSICHATb, 4TO NPOCTO f06aBUTbL NepeMeHHyto Health B knacc
nepcoHaxa - aTo nnoxas naes. ATo KNacCM4eckKnin NpumMep HapylweHns NnpuHumuna
©OVNHCTBEHHOI OTBETCTBEHHOCTM knacca. B obuem, B ypoke Mbl BCE cienaem npaBusibHO.

9. Co3paHune KOMMOHEHTa A/l BbIHOC/IMBOCTW.

- NMockonbky B 6ynywem 6bicTpbiii 6er 1 npuueneaHne 13 nyka byayT pacxonosatb
BbIHOC/IMBOCTb, HAM HEOOXO0AUMO 3apaHee HanMcaTb KOMMOHEHT O/15i BbIHOC/IMBOCTM.

10. Co3spaHue komnoHeHTta CharacterMovementComponent.

12/33
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- TlockonbKy y Hac eCTb PEXUM CMPUHTA, a TakXe PacxoaoBaHMe BbIHOCIMBOCTY B 3TOM
pexXuMe, Mbl peanuayeM CBOV KOMMOHEHT ONs NepenBuXeHns, NonyTHO 3aMeHUB B Knlacce
nepcoHaxa 6a30Bblii KOMNOHEHT CBOUM.

11. PeXXxvM cnpuHTa n pacxon, BbIHOC/IUBOCTH.

- PeanuayeM cnpuvHT, NOC pacxon BbIHOCIMBOCTU OT HEro.

12. Co3paHue KOMMOHEHTa Kamephbl.

- [Npwu pacxone BbIHOCNMBOCTM Yy HAc ByaeT uckaxartbCst U 3aTEMHSATbCS 3KPaH, MO3TOMY
OyneT pa3yMHbIM cO34aTb CBOM KOMMOHEHT Kamepbl, YeM Mbl 1 3aliMEMCSI.

13. Co3spaHue komnoHeHTa CameraShakeSourceComponent.

- JaHHbIi KOMNOHEHT ByeT co3aasaTtb TPSCKY Npu NpuuenueaHnm u3 nyka. bonee Ttoro,
YeM HMXXe BbIHOC/IMBOCTb, TEM CUNbHee ByneT Tpsicka (M TeM cnoxHee byneT NpuuenmTbes).

13/33



Bupeokypc "lMporpammupoBaHue Ha C++ B Unreal Engine 5"

Moaynb 5. CozpaHue urpbi: Al. 6 ypokoB.

B pamkax aTux ypokoB Mbl peanuayemM Ha C++ BCIO NIOTMKY UCKYCCTBEHHOMO MHTENNeKTa ans
XMBOTHbIX.

1. Co3spaHune AnimalAlController.

- Cospanmm OCHOBHOW KOHTPONNEp, KOTOpbI ByaeT cBoero pona «nynbToM»,
OTBEYaloLEero 3a BKIOYEHNE U BLIK/TIOYEHNE TEX U MHBIX KOMMOHEHTOB, KOTOpbIe ByayT
CO3[4aHbl BMNOCNEeACTBUMW.

2. Co3pnaHue 6a3oBoro Al-koMnoHeHTa.

- Co3panmm 6a30Bblii Al-KOMMOHEHT, 0T KOTOpPOro ByayT HacnenoBaTbCA OCTalNbHbIE.

3. CospaHMe KOMMNOHEHTa NaTpynMpoBaHus.

- TNpwu 3anycke B KOHTPONNEPE 3TOr0 KOMMOHEHTA XMBOTHbIE ByayT CNOKONHO
NporynuBaTbCs NO TEPPUTOPUN HELANEKO OT CBOEro CnaBHa.
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4. Co3paHune KOMMOHEeHTa ans y6era|-|m| OT NPOTUBHUKA.

- Ecnn XuBoTHOE yBMAUT NPOTMBHMKA, TO HEMEANEHHO HAaYHET OT Hero yberaTb A0 Tex
nop, Noka paccTosiHue He 6yaet 6esonacHbiM. Kak peannsoBatb NogobHyo noruky, Bbl
y3HaeTe B 3TOM ypoke.

5. MopkntoyeHue Al-KOMMOHEHTOB K KOHTpONnepy.

- B YPOKE Mbl BO3bMEM CO3[aHHbIE KOMMOHEHTbI U MOAKNYMM NX K Halemy
KOHTpONnepy, a tTakxe HaCTpouM Norunky mnx BKJ/TOYEHMS/BbIKTIOYEHMS.

6. CospaHue cnaesHepa.

- Cospanmm cnaBHep Ans XMBOTHbIX (BooOLe roBops, OH NoaoiaéT ans nobbix Actor),
KOTOPbIA MOXHO ByfeT B peiakTope BbiTAWNTb Ha CLEHY U HACTPOUTb.

Moaynb 6. Co3paHue urpbl: UHBEHTapb. 6 YPOKOB.
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B pamkax atoro pasnena mbl 6yem co3faBaTbh TEXHUYECKYIO YacTb UHBEHTapPs ONs HaWel
Urpbl.

1. Jo6aBneHune cBoux HacTpoek B Project Settings.

- B atom ypoke Bbl yBuaunTe, kak MOXHO 006aBUTb CBOU COBCTBEHHbIE HACTPOWKN B
Project Settings, ocTyn K KOTOPbLIM NOTOM NONY4YNTb U3 Koaa Ha C++.

2. CospaHue cTpyKTypbl U DataTable.

- B ypoke Mbl cozgaanm cTpykTypy ANsl NPeAMeTOoB, a TakXe Tabnuuy ¢ HAMKU, KOTOPYHO
OyneT o4eHb Nerko 3anofiHATb, N0b6aBnsAs BCE HOBbIE U HOBblE MPEeAMETbI B UMPY.

3. CospaHue Knacca npenMeToB.

- B ypoke Bbl y3HaeTe, kak ncnonb3osatb DataTable, cosapaanm Heobxoonmble Helper n,
camo coboii, cam knacc npenmera.

4. Co3paHue KOMMNOHEHTa MHBEHTaps.
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- 4l cBoumum rnasamu BUAOEN, Kak OOUH «y4ynUTesb» C O4EHb NOMOXUTENbHBIMU
KOMMEHTapusiM1 Nog ero BUAEeO Co3aaBan MHBEHTapb B Buae Actor (BMAUMO, Y MHBEHTApS No
MHEHWIO aBTopa eCTb MECTOMOJIOXEHNE 1 MOBOPOT B MUPE), @ MONYTHO XpaHun camu
npenmeTbl B Maccuee onaTtb Xxe Tuna Actor. Mbl e Bcé ¢ Bamun peannsyem, kak nonaraeTcs: ¢
NHTepgencom, ¢ xpaHeHnem Tonbko RowName un B Buge ActorComponent.

5. C6op npenmeTos.

- Peanusyem nogbupaHvne npeomMeToB 1 nobasneHne nx B UHBEHTAapb.

6. Co3naHne KOMMOHEHTa CTapTOBbIX NPeAMEeTOB.

- Y106bl B HA4Yane Urpbl y HaWmx NepcoHaxen (Mrpoka n XMBOTHbIX) BbINn yXe Kakue-T1o
npeaMeTbl B UHBEHTApe, Mbl peanunayem 1 0oHaBnmM Heo6X0OUMbIA ANt STOrO KOMMOHEHT.

Mopaynb 7. Co3naHune urpbl: BUAXeTbl. 19 ypokos.

B pamkax atoro 6onblworo pasaena 6yayT co3naHbl Bce He0bxoammble BUAXETbl. [oMrMo
6onbworo o6béma C++-koaa, 34ecb Ham NoTpebyeTcst UICNONb30BaTb 1 PEAAKTOP BULAXETOB
ONS UX BEPCTKW.
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Cnuncok ypokoB:

1. Co3naHue 6a30BOro Knacca Bugxera.

- B ypoke pasbepém, 3a4eM HyxeH Haw cobCcTBEHHbI 6a30BbIA Knacc ANns BCex
BUOXETOB, U CO3AAANM €ErO.

2. Co3paHue BMaXXeta KHOMKMU.

- NockonbKy KHOMKK Mbl ByAeM UCNOb30BaTb MHOIOKPATHO B APYrvx BUOXeTax,
pa3yMHO co34aTb OTAENbHbIA BUOXET ANs Heé, 4TobObl BCerna MoXHO Obi/lo MOMEHATb eé
LV3aiiH, a, No CyTN, aBTOMATUYECKN U3MEHUTb AM3aiiH BCEX OCTalbHbIX BUAXKETOB.

3. Co3paHue Bnaxerta ons B3aumooemcTBus.

- HenocpencTtBeHHO co3nanvM NOrvky BUOXeTa U coenaem ero BEpcTky.

18/33



Bupeokypc "lMporpammupoBaHue Ha C++ B Unreal Engine 5"

4. Co3paHune KkoMnoHeHTa InteractWidgetComponent.

- Cospanmm KOMMNOHEHT, KOTOPbIA ByneT 0TBeYaTb 3a BbiBOA BUAXETA NPU HABEAEHUN
Ha 06 bekTbl MMpa (HanpuMep, Ha NPeaMeThbl, KOTOpble MOXHO NofobpaTb) ¢ nHdopmauuel o
HWX 1 O TOM, KaK C HUMW B3anMOOeincTBoBaThb.

5. BoiBOO BUAXeTa npv B3aMMoaeCTBMU C MUPOM.

- Ob6beauHM co3oaHHbI BUOXET U3 No3anpoLioro ypoka ¢ KOMIOHEHTOM 13 MPOLLJIOro
1 NOAK/OYMM BCE 9TO, HanpuMep, B TOT Xe KNnacc npeamerta.

6. CospaHmne GameHUDWidget.

- Cospanmm 1 BbiBeOeM BUAXET, KOTOPbIV ByaeT NOCTYNeH BO BPEMS Urpbl.

7. Co3paHue BUaXeTa gons cnora UHBEHTapAS.

- Co3pmagmm BUOXET CNOTOB NHBEHTAapA.
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8. Co3naHue BUAXeTa MHBEHTaps.

- lMonHOCTbIO cO34aauM BECb BUOXET MHBEHTAap4A, BKNo4as Nnoruky um BépCTKy.

9. OTKpbITUE U 3aKpbiTUE BUAXETa UHBEHTapS.

- |/|CI'IOJ'Ib3y9| generart, peanmdyemMm MexaHn3M OTKPbITUA N 3aKPbITUA NHBEHTAPA.

10. Co3paHue BupXxeTa ons CoobLLeHMn NHBEHTapS.

- Peanuayem MexaHuaMm, npv KOTOPOM, noabupas nnm Tpats npeameTbl B UHBEHTApPE, Y
Hac 6yneT nucaTbCsi COOTBETCTBYHOLEE COObLEHME.

11. Co3paHue cTpaTteruv ons UHBEHTapS.

- Peanuayem nattepH Strategy, 6naronapsi KOTOPOMy Mbl FTMBKO CMOXEM Aenatb
06paboTKy HaxaTuii Ha NpeaMeT B MHBEHTape.
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12. Co3paHue rnaBHoOro MeHio.

- Co3pmaguMm BUOXET ONs rnaBHOro MeHHo.

13. O6paboTKa rnaBHOro MEHIO.

- B ypoke obpaboTaeM KHOMKW FaBHOro MEHIO.

14. Co3paHue 3arpy3o4Horo suagxera.

- Mpouecc nepexona n3 rnaBHOro MEHIO Ha YPOBEHb UIpbl 3aHUMAeT HEKOTOPOE BPeEMS,
Ha MNPOTSXXEHNN KOTOPOro XenaTenbHO BbIBECTU KaKon-HMOYAb 3arpy304HbI BULXET, YEM
Mbl 1 3aAMEMCS B 9TOM ypOKe.

15. OTKpbITME U 3aKpbITUE 3arpy304HOro Buaxera.

- Peanusyem noruky nosiBNeHusi 1 naaBHOro NCYE3HOBEHUS 3arpy304HOr0 3KpaHa.
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16. Co3paHue MeHIo naya3bl.

- B atom YpOKe Mbl co3nannMm MeHHKo rnaya3bl.

17. OTKpbITME U 3aKpbiTUE BUAXeTa nay3bl.

- W3 atoro ypoka Bbl y3HaeTe, kak npaBuIbHO peanr3oBaTtb goyHKLMOHAN
nepekNoYeHNs BUOAMMOCTUN BUAKETA C MOMOLLbIO HaXaTUs O4HOW 1 TON Xe KHOMKM.

18. O6paboTka MeHI0 nay3bl.

- B MeHI0 nay3bl 6yneT HeCKO/IbKO KHOMOK, 06paboTky KOTOPbIX Mbl peann3yem B 3TOM
YPOKe.

19. [lo6aBneHue Kypcopa.

- JlobaBuM cBOW CODCTBEHHbI KypCOp B Haly Urpy.
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Moaynb 8. Co3naHue urpbi: NyK u akunuposka. 10 ypokoB.

B aTOM pasgene Mbl 3aiiMEMCS CO30aHMEM MEXaHU3Ma SKUMUPOBKM 1 CTPENbObI 13 nyKa.

Cnuncok ypokoB:

1. Co3paHue Knacca opyxus.

- B ypoke bynet cosnaH obwuii knacc ans noboro opyxus.

2. CospaHue aHMMaL UM nykKa.

- Mockonbky B urpe Tetuea nyka byaet HaTarmeatbcs, Ham noTpebyetcst Animinstance u
AnimBlueprint, 4em Mbl 1 3alMEMCS B 3TOM BUAEO.

3. CospaHue 6a30BOro KOMNOHeHTa Ansi IKUNUPOBKMW.
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- JaHHbIA KOMNOHEHT ByfeT ABNSTLCS 06WUM Ans nobbix Apyrnx
KOMMOHEHTOB-3KMMPOBKW.

4. Co3paHue KOMMOHEHTa ANt 3KMMUPOBKMU OPYXMUS.

- Co3panvM KOMMOHEHT SKMMUPOBKU, KOTOPbIN NoA0NAET Ans noboro opyxus. Beio
006LLYI0 NOTUKY, XapakTePHYHO NMEHHO LSS SKUMMPOBAHHOIO OPYXWsl, Mbl MPOMMWLEM B 3TOM
KOMMOHEHTE.

5. Co3paHne KOMMOHEHTa AN 3KUNMPOBKM NyKa.

- Peanunsyem KOMMOHEHT, KOTOPbI ByoeT oTBeYaTb 3a SKUMMPOBKY fyKa.

6. Co3paHue Knacca CTpernbl.

- PeanmsyeM Knacc and ctpesibl, KOTOpasd 6y11eT netetb Nno 6aﬂJ'II/ICTI/I‘-IeCKOMy 3akKOHY.

7. CospaHue Knacca nyka.
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- Cospaaunm knacc ans nyka.

8. dkunuposka nyka.

- PeanunayeM HyXHyIO CTpaTerunio 1 aKMnupyeM yxxe cam nyk, NyTém Kavka rno Hemy Ha
CNoT B MHBEHTAape.

9. Peanusauums ctpenbbbl U3 nyka.

- Peanuayem camy ctpenbby 13 nyka, a Tak Xe clienaem Tak, 4Tobbl Npu nonagaHunm
CTpenbl B rONIOBY, HAHOCWCS NMOBbIWEHHbIA YPOH.

10. C60pKa pecypcoB C XUBOTHbIX.

- Cpenaem cbop pecypcoB C XMBOTHbIX 1 fobaBneHNe Ux B UHBEHTApPb.

Moaynb 9. Co3naHue urpbl: Mara3mHbl. 3 ypoka.
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B pamkax aToro pasgena mMbl peannsyem MexaHuam MarasuHoB. Y Hac 6yoyT marasuHbl,
KOTOpbIE CKynarT ToBapbl (HAanpumep, KOXY 1 MSCO), a OyayT marasuHbl, KOTOpble NPoAaloT
TOBap (HanpuMep, pasnuyHble NyKn N CTPenbl).

Cnuncok ypokoB:

1. Co3naHue 6a30BOro Kjacca marasuHa.

- B ypoke mMbl cozpanmm obuyyto noruky ans nobeix MarasvmHoB.

2. CospaHue Knacca onsi MarasuHa-noKynarens.

- Peanuayem maraswuH, KoTopblii ByaeT ckynaTb COOTBETCTBYOWME NPpeaMeThl y Urpoka,
Korga TOT B3aMMOAEWCTBYET C MarasviHOM.

3. CospaHue Knacca onsi MarasauHa-npoaasua.
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- Co3panvMm Norvky mMarasuHa, KoTopblii Npodaét pasnuyHbie npeametbl. U npu
B3aVMOAENCTBMU C HAM UTPOK CMOXET AenaTb NMoKynKu.

Moaynb 10. Co3paHue urpbl: CMeHa BpeMeHu CyToK. 4 ypoka.

B atom pasnene Mbl co3gagnMm JUHaAMNYECKYHO CMEHY OHA N HOYWN.

Crnncok ypokoB:

1. Co3paHue KpuBOW ONsi CONHUA.

- Mockonbky conHue byaeT aBuratbcs, To Mbl 3apaHee co3gaaum CurveFloat, B koTopom
OnuwIEM OBMXEHME CONMHLUA.

2. CospaHue Knacca onsi USMeHeHUs1 BpeMeHM CyTOK.

- HanuweMm ocHoBHoI Knacc, B KOTOPOM MOXHO ByaeT 3aaaBaTh TeKywee Bpems, a
TakXe B KOTOpOM ByaeT NponcxXoanTb ero Te4eHme.
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3. Jo6aBneHue JlyHbl.

- B ypoke nobasum JlyHy 1 NOOKMOYUM K HaLLER CUCTEME., MPUYEM HE TONbKO C eé
OBWXEeHreM no Heboceoay, HO U ¢ dha3amu NyHbI.

4. NBuxeHue JlyHbl n eé pasbl.

- Hactpoum gBuxeHue JlyHbl no HebocBoay, a AOMOMHUTENBHO CAEeNaeM 1 NnaBHOE
n3meHeHne goas JlyHoi.

Moaynb 11. Co3paHue Urpbi: 3ByKU U My3biKa. 8 YpOKOB.

B pamkax aToro pasgena mMbl fo6aBMM B HalW KO NPOUrpbiBaHWE CaMbIX Pa3HbIX 3BYKOB
MYy3bIKW.

Crncok ypokoB:

n
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1. Jo6aBneHune 3ByKOB JiyKa.

- HartsrvBaHwe TeTuBbl, BLICTPEN U3 NyKa, NonanaHue CTpesbl - ANs BCero aToro Mol
no6aBnM 3BYKMU.

2. Oob6aBneHne 3ByKOB KHOMKM.

- JloctaTo4YHO NPOCTOI YpOK, B KOTOPOM Mbl 06oiaémcs 6e3 NporpamMMnpoBaHus.

3. Oob6aBneHne 3ByKOB XUBOTHbIX.

- Job6aBuM pasnuyHble 3BYKW O51S XUBOTHbIX. OHM ByoyT NPOUrpbIBATLCA MPON3BOJIbHBLIM
o06pasom B cny4yanHoe BpeMmsi.

4. [lo6aBneHne 3ByKOB Neca.

- NMockonbky YacTb Hawero mupa 6yneT nokpbiTa necamu, To pasyMHo ByneTt caenatb
NpaBubHYI0 aTMOCKEPY B HEM C MOMOLLbIO 3BYKOB, YEM Mbl 11 3aIMEMCS B 3TOM YPOKE.
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5. Jo6aBneHune 3ByKa NOMNbITKU YATU C KapTbl.

- Hobasum chpasdy nepcoHaxa npw nonbITKe yinTu 3a rpaHnLbl KapTol.

6. CospaHue knaccos AnimNotify.

- Ob61bekTbl aHHbIX knaccoB 6yayT Bbi3blBATbCS BO BPEMS NMPOMUTPbIBAHUS aHUMaLUN.
Taknm 06pas3om, B onpeaenéHHbIE MOMEHTbI aHUMALMN Mbl CMOXEM BbINOHATD
onpenenéHHyo Noruky.

7. Oob6aBneHne 3BYKOB LLAroB.

- B pamkax atoro ypoka mbl, ucnonbadys knacc AnimNotify n3 npownoro ypoka,
peanvsyemM NpourpbiBaHNe 3BYKOB LAroB B 3aBMCMMOCTM OT NOBEPXHOCTW MO HOramm
nepcoHaxa.

8. Jo6aBneHne My3bIKM.

- obaBum My3biky B Urpy.
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Moaynb 12. Co3paHue Urpbl: UTPOBON YPOBEHb. 7 YPOKOB.

3akntounTenbHbIA pa3nen, B KOTOPOM Mbl cOBepéMm Bce Hawm yxe paboTatowme MexaHuku B
pamMKax UrpoBOro YPOBHS, a TakXe CAeNaeM 1 NpoTeCcTMPYeEM roToByo cOOpPKY.

Cnncok ypokoB:

1. PechakTOpmHr.

- TpoBeném HebONbLWOW PePaKTOPUHT ANS YNy4lWEeHNs Koaa.

2. 3ameHa Input Ha Enhanced Input.

- 3ameHum knaccuyeckue Input Ha Enhanced Input, kKoTopble yXe Ha OaHHbIi MOMEHT
asnsaTca ctaHgaptom Unreal Engine 5.
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3. UmnopTt acceTtos.

- B YPOK€E Mbl UMIMOPTUPYEM HeobxoOMMble acceTbl Ans An3ainHa YPOBHHA.

4. Co3naHune UrpoBoro ypoBHS.

- Vlcnonb3ys UMNOPTUPOBAHHbIE acceThbl, CO34aANUM MUP HaWER Urpbl.

5. [lo6aBneHne UrpoBbIX 3/IEMEHTOB.

- [obaBnM BCce HEOOXOOMMbIE 3NEMEHTbI: cnaBHepPbl XUBOTHbIX, 3BYKW Ji€Ca,
HaBUrauMoOHHYIO CETKY, Mara3uHbl, OOM JiOBYEro, CtapToBble npeamMeTbl 1 MHOIO 4ero ewe no
Meo4n.

6. C6bopka npoekra.

- Cobepém 1 npoTtecTupyem shipping-sepcuio.
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7. 3akroyeHue.

BaxHble cnosa HanyTCTBUA N COBETbI, B KAKOM HanpaB/ieHN CTOUT OBUraTbCAa Oalblie,
ncxonosa n3 Moero onbita.

BupeonpeseHTaums.

BoHyc.
- Kypc "TectuposaHue Unreal-npoektos Ha Python"

JononHuTenbHyo MHPOpPMaLIMIO CMOTPUTE Ha calTe BUaeoKypca: Y 3Hatb
noapo6HOCTM (MepelTn Ha CTpaHULYy BUaeoKypca)

&nbsp&nbsp KapTtouka kypca: * HassaHue: MporpammmnposaHme Ha C++ B Unreal Engine
AsTOop(bl): Pycakos Muxaun

dopmar kypca: Bupeokypc

Llena: 5970 pyb6.

MNapTHepckas nporpaMMeCcTb

*-IaHHble KapTOYKM Kypca MOryT He COOTBETCTBOBATb TEKYLWMM AaHHbIM O Kypce, NoapobHyto
NHJOOpMaLIMIO CMOTPUTE Ha calTe Kypca
&nbsp&nbsp Lpyruve Kypcbl aBTopa(oB), uspatensi: Ccbinkn Ha CTpaHuLbl aBTopa(os),

n3parens: Pycakos Muxaun
window.yaContextCb.push(()=>{ Ya.Context.AdvManager.render({ "blockld":

"R-A-7038977-2", '"renderTo": "yandex_rtb_R-A-7038977-2" }) })
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