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KOMMNbIOTEPHAS
AKAOEMUSA

Kypc paccunTaH OJia CTyaeHToB oT 16 ner
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384 dK. 4. COMOCTOATESIbHO, A Be NnAapbl 2 pa3d B Hepesio

1. CtapT B CH-paspaboTke gnsa Unity n VR

* Bbl HOYHEeTe ¢ ocHOB npodoeccun .NET-pa3paboTUnKa, N3yumTe CMHTAKcunc CH
N KITIOUEBbl€ KOHCTPRYKLINN: BETBJIEHUSA, LLMKJIbl, MOCCUBbI 1 MeTobl.

e OcBouTe PABGOTY C daANIIAMIN, CTRYKTYRAMU OAHHbBIX N KOJNJIEKLUAMMA.

* CpernceTe nepBble LLUOrv B 06 beKTHO-OPUNEHTUPROBOHHOM
nporpaMmmMmupoBaHn (OOIMM) — doyHOOMeHTe A1 CO3O0HUNSA CITONKHbIX VR-MPpUIIONKEHWIA.

2. Co3pacoHue urp Ha Unity — oT NpoOCTOro K CJIoONKHOMY

* Morpy3anTtechb B rerMmaeB: HOy4YUTEeCb PA6oTATb C MHTepdoeicom Unity,
dcceTamMU U JTIOrMKOM UMp Yepes nepemMeHHble, ornepaTopbl I MeToabl.

e Co3paguTe CBOU NMepBble NMPoeKTbl — BUKTOPKUHY, Save the Village n Wild Ball,
ocBouTe OUN3NKY, AHNMOALUIO N HOPRATUBHDIA ON3ONH.

e [JlonosniHuTesribHO nayumre Blender (MopenmpoBaHme Low Poly-nepcoHaxken, naHaLacdoToB)
N NPOoABVIHYTble MHCTPYMeHTbI: TimeLine, Cinemachine, Al-HOBUIAL IO 11 MOCTOGPAGOTKY.

* 3aBepLUNTE MOOYJ1b KOMOHOHOM pa3pa6oTKoM urpbl Crazy Run n pas6opom reMaonsaiiHa.

3. VR-paspadboTkda Ha Unity — norpy»xeHvie n MHTEPOKTBHOCTDb

* MNepenpgeTe K BUPTYOSIbHOW pPeasibHOCTU: HOCTPOMKE CLLEH,
adbdbexkToB U MHTepdoercoB nog VR.

* NHTerpupyete Oculus Rift u SteamVR, yriyéunTtecb B CH (OOIM, co6biTUSA, KOPYTUHDI).

¢ PeannayeTe B3AMMOOENCTBME C O6bEKTOMU, MepeMeLLLieHUE MePCOHONKA
n 60pbby ¢ Motion Sickness.

* Y3HAEeTe, KAK npoekTmpoBdTb UX ona VR, yCnmBadTb NOrpyx<xeHme
N ONTUMUN3NPOBATDb NPON3BOOUTESIbHOCTb. ITor — co6cTBeHHOA VR-Urpd.
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4. Unreal Engine 4 pna HauvHdwowmnx — Blueprints n C++

* OcBouTe 6a30Bble MHCTPYMeHTbl UE4: nHtepdoeinc, Git,
Blueprints (Jlormkad, HaceooBAHME, OTJI0OKA) U Nepexon K C++.

* Pas6epeTte OOl (MHKANCYIALUUS, MONTMMOPAO3M), PAGOTY C NAMSATBIO (YKA3ATE U, CCbIJIKN),
CTRPYKTYPbI OAHHbIX 1 NperpoL.eccop.

e HayunTecb co3a0BATb KIIGCCHI, YIPOBATb MPOEKTOMM M MNCATb KOL, B MpoLuenypPHOM
N OGbEKTHO-OPUNEHTUPOBOHHOM CTUSISAX.

5. Unreadl Engine 4 — npoaBUHYTbIe MEXOHUKW N MyJibTUnseep

* Cozpanounte Top-Down Shooter ¢ HynA: aHMMALN, BU3YAribHble adodoeKThbl,
CUCTEMbI OPYNMS N MHBEHTAPSA (4 aTana), 3g0poBbe, 6adodobl 1 MN-Bparos.

¢ HacTpowuTe nHTepdpeic, To66u-MeHIo g MyrbsTunieepa
N agonTUpyeTe MPOeKT Mo CETEBYIO UMPY.

* APUHATIBHBIN 3TAMN — MNOJIPOBKA, NCIMPABIIeHE 6AroB 1 NogroToBKa 6umngd
0151 MOGUIbHbIX MJ1IATAOOPM.

6. MpodbeccumoHanbHAaa VR-paspaboTka B Unreal Engine 4

* CcdhokycupyeTechb Ha VR: HOCTpoMrKe YCTPONCTB, B3aMoaencTBmax vepes Trace,
2D/3D-nHTepdoencax n nepemMeLL.eHnN.

* /I3yunTe NMHBEPCHYIO KMHEMOATUKY, MOAYJ1bHbIE O6bEKTbI, CUCTEMY
XBATAHUA N NPOEeKTNROBAHME CLIeH.

e Pe3ynbTaT — roToBbi1 VR-MPOTOTUMN C NPOOABUHYTON MEXOHNKOWN.
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