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B nanHbIi MOMEHT OJHOU U3 CaMbIX MEPCIEKTUBHBIX Npodeccuit ABisieTCs
IPOrpaMMHUPOBAHKE, U, B YACTHOCTHU, pa3paboTKa urp (reiMaesn).

B Hacrosimmee Bpems reiiMueB (gamedev) sBisieTcs OAHMM M3 Hamboliee
KPYIIHBIX CErMEHTOB WHIYCTpUM pas3BieueHud. Ho, K coKajeHUIO, B J1aHHBIN
MOMEHT OYeHb HEOOJIbIIOE KOJUYECTBO YUEOHBIX 3aBEJIEHUA B MHUPE TOTOBST
CIIELIMAJIMCTOB HENOCPEACTBEHHO Uil uUrpoBod wuHayctpuu. B Poccum xe
€AMHCTBEHHOM 00pa30BaTebHOM MPOrpaMMON MOATOTOBKHU KaJpOB JJISI UTPOBOM
UHIYyCTpUH SIBIISETCS «MEHEIKMEHT UIPOBBIX MHTEPHET-MPOEKTOB». OH TOTOBUT
CHEUANIKNCTOB cpasy /s AByX ypoBHell Coznanue urp u Uznanue (OnepupoBaHue).

B coBpeMeHHBIX IIKOJaX JOCTATOYHO OOJBIIOE KOJIMYECTBO PA3IUYHBIX
KypCOB TI0 IIKOJIBHBIM TpeIMeTaM, HallpuMep, 1o HHHOPMATHKE; JOCTYITHBI KYPCHI
0 TIPOrpaMMUPOBAHHIO, KaK OJMMITUATHOMY, TaK U OOBIYHOMY (HAMpPaBICHHOMY
Ha EI'D) u 1.1. B ocCHOBHOM, B IIKOJIaX Ha KypcaxX M B CTaHJAPTHOW IIKOJILHOM
IporpaMMe U3ydaroT TaKue A3bIKU MporpaMMupoBanus, kak Python, C++, Pascal u
T.1. Ho, pemienune dopMmalbHBIX 3a7ad C HEMHTEPECHOW MOCTAaHOBKOM, 4acTo
JEMOTUBHUPYET y4YalllUXCAd TMpPU HU3YYEHUM TAKOM CJIOKHOW TEMBbI, Kak
IpOrpaMMHpPOBAHUE.

OgHuM U3 TMOAXOAOB HJisi TMPEOJNOJICHUS ATOW MpOOJIEMBbI SBISETCS
UCIIOJIb30BaHUE  pa3pabOTKM HUIrp B OOYyYGHHH  MPOTPAaMMHUPOBAHUIO.
[IporpammupoBanrie Ha C++ OTKpBIBAET MEPCIEKTUBBI ISl U3YyYEHUSI OJTHOTO U3
CaMbIX TIOMYJISIPHBIX U HOBEWITUX MTPOBBIX IBHMKKOB B Mupe — Unreal Engine 5,
KOTOPBIM NOAXOAUT KaK JIJIs HAUMHAIOLIKX CO3/1aTelIel KOMIIbIOTEPHBIX UT'P, TAK JJIs
npoecCHoHaTbHBIX CTYIUN.

Unreal Engine (UE) BocTpeOoBaH B pa3IMYHBIX COBPEMEHHBIX WHIYCTPHSIX:
UTPbl, MOOUJIbHBIE IPUIIOKEHUS, CUMYJIATOPBI, 00pa3oBaHue, ApXUTEKTYpa, TU3aiiH,
VR/AR/XR, kunonpoun3BoacTBo. A 3Hanne C++ B ponu nmporpammupoBanus B UE
Ha TIOPAJIOK YBEJIMYUT KOHKYPEHTHYIO CITIOCOOHOCTh Ha PHIHKE.

N3yuenne UES mo3BoMT  yyeHMKaM  HayaTh  CO3/1aBaTh  CBOE
npodeccuoHanbHoe noprdonano eme co mroybl. Kak MUHUMYM, Y HUX TOSIBSITCS

BBICOKOE€ YMEHHE U PA3JIMYHbIE HABBIKU ITPOrPAMMUPOBAHUS.



Ucnonb3yst C++, yUeHUKH CMOTYT peain30BaTh COBEPIIEHHO JIIOOYIO UK.
Onu He OyayT OrpaHWYEHBI B CBOMX BO3MOXXHOCTAX — OHH CO3MaayT OTHU
BO3MOKHOCTH CaMH.
Heabio TUMIOMHON paboOThl ABISETCS CO37aHHe MpeaAnpodeccHoHaIbHOTO
(akynbTaTUBHOTO Kypca JUlsl cTapiiekiaccHukoB o ooydyenuto Unreal Engine 5 ¢
ucrnonab3oBanueM C++
B cooTBeTcTBHM C TIOCTaBICHHOMW IIETBIO, MOXKHO ONPEICIHUTH CIEAYIONINE
3a/1a4M:
1. Cdopmynuporats obmiee npeacrasiaenue o Unreal Engine 5.
2. W3yuuTh ¥ MpoaHaIM3UpOBaTh CIOCOOBI mporpammupoBanus B Unreal
Engine B oTiinure oT 0OBIYHOTO.

3. HaiiTn, mpoaHaau3upoBaTh U CPABHUTH METOAUKNA OOYUCHHUS B TTOXOKHX
o TeMme Kypcax, ydeOHbIX mocobOmsx, kuurax mo Unreal Engine c
UCIIOJIb30BaHUEM IporpaMMupoBanus Ha C++.

4. Co3pnatb COOCTBEHHBI MaKCUMaJIbHO TMPOCTOM [Jisi TMOHUMaHUS
yYEHUKaMHU CTapiied IIKOJIBI M B TO K€ BpeMs MaKCHUMAaJbHO
s pekTuBHBIN TpeanpodeccuoHaIbHbIN  (PaKyIbTaTUBHBIM KypC IS
cTapiiekiaccHukoB 1o ooydenuio Unreal Engine 5 ¢ ucnoas3oBanuem
C++,

O0BbeKTOM HCCJIeT0BaHMs ABIsSCTCS MeToarKa o0yueruss Unreal Engine 5 ¢
ucrosib3oBanuem C++.

IIpenmeTom mccaenoBanus spisercs Unreal Engine 5 ¢ ucnonszoBanuem
C++,

Hcnonws3zosanue Unreal Engine mpencrasieno B padorax llsuHoH, T., Ben
Tristem, Stephen Ulibarri, Manosa A. A, ITonos 0., lllepud V., Jlocnuuoso /.,
Kykcon A., laynmunarcoka. P., Kpammep. K.

TeopeTndeckast 3HAUMMOCTh 0aKalaBPCKOW pabOTHI 3aKJIFOYAETCSI B TOM, YTO
M3YyUYEHHUE U pa3paboTKa Kypca JJjIsl cTapiiekiacCHUKOB o 00yuyenuto Unreal Engine

S ¢ HCHOJIb30BAHWEM SI3bIKa MNporpamMMupoBaHus C++ sBISIETCS aKTyaJlbHOU



po0eMoil B COBpEMEHHOM 00pa30BaTEIbHOM MPOCTPAHCTBE, T/I€ HY>)KHO 00y4YaTh
peanbHbIM MPOo(deCCUOHAIBHBIM HaBbIKaM, KOTOPbIE UM OyAYyT MOJIE3HBI B Oy 1YIIIEM.

Pazpabotka kypca Ha ocHoBe Unreal Engine 5 ¢ mpumMeHeHueM si3bika
nporpaMmupoBanusi C++ sBISETCS HHTEPECHOM TEeMOW Il HMCCICIOBAHUS B
o0nacTu oOpa3oBaHUsl U TeM-/1€Ba, MO3BOJSIONIEH BbIpaOOTaTh HOBBIE METOJIbI U
MOAXObI K 00yUEHHUIO.

[IpakTtuyeckass 3HAUYMMOCTh OakalaBpCKOW pabOThl HA JAHHYIO TEMY
3aKJIIOYAETCS B CIEIYIOLIEM:

JlaHHBIN KypC acT BO3MOXKHOCTb CTapIICKIACCHUKAM OBJIAJIeTh HaBbIKAMU
pa3pabotku urp Ha Unreal Engine 5 ¢ momouisio si3bika nporpammupoBaHus C++.
DTH HaBBIKA MOT'YT OBITH MPUMEHEHBI YXKE celdac Ha pa3InYHbIX KOHKypcax.

[TomyueHHbIe pe3yabTaThl MOTYT HCIIOJIB30BAaThCA B KAY€CTBE OCHOBBI JIS
pa3pabOTKHU aHAJIOTUYHBIX KYPCOB B JPYTrUX y4E€OHBIX 3aBEJACHUSAX, YTO TMO3BOJIUT
pacpoCTpaHUTh 3HAHUS U MPHUBJIEYb €lle OOJbIIe YYCHUKOB B MHTEPECHBIA MHP
reiiM-J1eBeJIONMEeHTa.

Jlannas OakanmaBpckas paOOTa COCTOMT W3 BBEACHHS, IBYX pa3/eioB,
3aKJIIOYEHMS], CIIUCKA HUCIIOJIb30BAHHBIX HCTOYHUKOB U MSATH NMpUiIoKeHn. O0mui
o0beM paboTel — 182 crpanun, u3 HuX 141 cTpaHuIla — OCHOBHOE COJEp)KaHUE,
Bkiaouas 81 pucynok um 1 Tabnuily, CHHCOK HMCHOJB30BAHHBIX HCTOYHUKOB
uHdopManuu — 16 HauMEeHOBaHUH.

[lepBoiii pazgen «lIporpammuas mmatdopma mns cozmanus urp Unreal
Engine» mocesmien onmcanuto urpoBoro aBmkka Unreal Engine 5, ero HoBoro
(GbyHKIIMOHANIa ¥ €T0 almapaTHOro U MPOTrPaMMHOTO TPEOOBAHMS ISl KOM(POPTHOM
pa3paboTKH B HEM, a TAaKXKE BUIBI IPOTPAMMHUPOBAHUS, KOTOPBIE OH MOIICPKUBAET.
Bbeutr paccMOTpeHbI METOIMKY MPEMOIaBaHUS TAHHON M TIOXOKUX TEM B IKOJIHLHOM
Kypce MHGOPMATHUKH, YUYECOHUKH IO JaHHOW TeMe W Kypchl mo usydenuto UE ¢
MCIIOJIb30BaHUEM TIpOrpaMMupoBanus Ha C++.

Hcxons n3 BRIIEN3ITI0KEHHOTO MOXHO CJIeJIaTh HECKOJIBKO BBIBOJIOB:

Bo-niepebix, Unreal Engine 5 sBisieTcs OJHUM W3 CaMbIX MOMYJSPHBIX

ABHIXKOB HM3-3d HCCKOJIBKHX BAXHBIX ITPCHUMYIICCTB!



1. VYuusepcanbHocTh. UES MoxkHO ucnonbs3oBath U 11 PlayStation, u s
Switch, u nns TIK, — OykBaJIbHO AJI 4E€TO YTOJHO — ATO AAET HYXHYIO
IrMOKOCTb NPHU pa3zpabOTKe UTPbL;

2. bonbiias OMOJIMOTEKOH acCETOB;

3. IIpoctora «Bxoma» u3-3a Blueprints. IIpaBaa, ais npodeccuonanbHoOM
paboThI BCE paBHO MOHAAO0UTCS U3YUUTh C++;

4. Xopormias 3aJI0OKyMEHTUPOBAHHOCTh M TOJJICP)KHBAEMOCTh, AKTUBHOE
COOOIIECTBO € Ky4yell opensource-uHCTPYMEHTOB;

5. B03M0XHOCTH O€CIIaTHOTO UCIOIb30BAHMS.

Bo-Bropeix, Bnanenue Unreal Engine 5 oTkpbiBaeT mepea o0ydarommumcs
Oonbivie BO3MOXXHOCTH. OH MOXET chejaTh WIPYy B OJMHOYKY, a MOXKET
NPUCOCTUHUTRLCSA K KoMmaHae. IIpu 3TOM mpeapIayIuil ONbIT UMEET HE TaKOE YK
OoJIbIIIOE 3HAYCHUE — HAYMHAIONIUN pa3paboTyuk 0e3 0COOBIX MPOoOJIeM CMOXKETe
o0yuuthes Blueprints, 4ToObI cO3/1aTh COOCTBEHHBIN MTPOEKT. ITO CTAHET OTIANIHOMN
0a30ii 11 ganbHelnero u3ydenus C++, 3HaHUE KOTOPOTO MO3BOJIMT €Ié OOJIbIIe
yriayOuTHCS B CO3/IaHUE BHYTPEHHEH apXUTEKTYpPhI UTPHI.

Bropoii paznen «Pa3paboTka yueOHO-METOAMYECKUX MAaTEPHAIIOB

LTSI (bakyIbTaTUBHOTO Kypca» MOCBSIICH CO3IaHHIO
npeanpodeccnoHaIbHOTO (baKyJIbTaTHBHOTO Kypca 1o 00y4YEeHUTO
crapireknaccuukoB Unreal Engine 5 ¢ C++.

Jlanubiii hakyTbTaTUBHBINA KypC COCTaBJICH JJISl yUAIIUXCS CTAPIINX KIACCOB
(10-11), koTophIe YK€ H3Y4HIIA OCHOBBI s3bIKa TporpammupoBaHus C++ u, B
Jy4IIeM ciiydae, ero 00beKTHO-OPUEHTUPOBAHHYIO COCTaBIsitonyto. Ho maxe mis
Ttex, kro He u3ydan OOIl na C++, He cocTaBUT OOJBIIMX TPOOJIEM HayaTh
MPOXOAUTh JAaHHBIN (DaKyJIbTaTUBHBINA Kypc, Tak Kak B HEM OyneT 0030p OOII Ha
C++ B Unreal Engine.

Kypc paccuntan Ha Bech yueOHBIN r0O/, HO TaK KakK €ro IejeBas ayJuTopus,
ATO YYEHHWKH BBIMYCKHBIX KJIACCOB, y KOTOPBIX C Mas HAYMHACTCS CIMHBIN

rOCYJapCTBEHHBIN 3K3aMeH, MPOJOJIKUTEIBHOCTh Kypca Oy/IeT ¢ Hayajaa yueOHOro



roja (c Hayaua OKTAOps, KOrjga yTBEpASATCS CHUCKH MOCTYMAIOIIKUX Ha Kypc) U 1O

HayaJio arpesisi; CcyMMapHasi poI0JKUTENBHOCTb Kypca — 52 yaca (2 yac B HEIEIIO).
Ypoku OynyT OpOXOJUTh B KOMIIBIOTEPHBIX Kiaccax. Yuamuecs OyayT

paboraTh 1100 3a MIKOJIbHOW TEXHUKOH, JINO0 OpaTh COOCTBEHHYIO — HOYTOYKH.

[lepBast yacTh Kypca mocBsiieHa 3HakomMcTBy ¢ Unreal Engine 5 wu
NPOrpaMMHUPOBAHUIO B HEM. B JTaHHOM 4acTHW YYEHUKH MO3HAKOMSTCS CO CBOUMU
nepBbiMu kiaaccamu B UE Takumm, kak AActor, APawn, APlayerController,
peanu3yroT ¢ HIMU HEKOTOPBIC TPOCTHIC UTPOBBIC MEXAHUKH T10 TUITY TTOSIBJICHUSI Ha
crieHe (Spawn), BBOY C KJIaBUATYpPhl, TAKXKE YUCHUKH Y3HAIOT O TaKHUX BEIlax, KaK
JieJIeraThbl, MaKpOChI, CTIeIIU(UKATOPHI, TOPA0OTAIOT C IOTUPOBAHUEM U COOPIITMKOM
mycopa (Garbage Collector), coznaB cBoii nepBbIii MPoeKT. JlaHHAs YacTh 3aHUMAET
6 JacoB Kypca.

Bropas dacte kypca mpeacTtaBisieT U3 ceOsi co3gaHue MEePBOTO PEealbHOTO
pOEeKTa-urpbl, HanucanHoro 1enukom Ha C++ B UE. Urpa Oyzaer npeacTaBisTh u3
ce0s BceM 3HaKoMYI0 «3Meiiky». Ha nanHyto 4acTh BBIJIEICHO 7 4acoB.

Tperbsi yacTh Kypca, 3TO CO3[aHHE€ BTOPOrO0 NPOEKTa — IMIyTep-Urpel. B
JAHHOM YacTH YYEHHKHU 1MOopaboTaloT cO BCEMHU cUCTeMaMu U Bo3MoxkHocTsiMu UE:
co3manyt Ooibinoe koiaumdectBo kak C++, Tak m Blueprint xmaccos, HaydaThcs
pabotats ¢ VFX u cucremoit Niagara, mopaboTaroT ¢ HCKyCCTBEHHBIM HHTEIIEKTOM
(Al) u 3Bykom, a taxke ¢ UMG (Unreal Monitor Graphics), cosmaayr cBoii
cOoOCTBEHHBIN HHTEP(DEIC UTPHI U CUCTEMY B3aMMOJICHCTBUS U TIOJ00pa MPEIMETOB.
JlanHast yacTh camasi O0bINast MO0 BPEMEHHU U 3aHUMAaeT 35 4acos.

ITo wTory B manHO¥W paboTe i JOCTHXKCHUS ITOCTABICHHBIX IIeei ObLIN
BBITIOJIHEHBI BCE PaHEe MOCTABICHHBIE 3a]a4u:

1. IIpousBenén kparkuii 0630p aBrxkka Unreal Engine 5;

2. Bpumo u3yueHo M mpoaHaIM3upoBaHO mporpammupoBanue Ha C++ B UE,
pazo0paHbl €ro OTJIMYU OT OOBIYHOTO;

3. bputu HaliieHbl, TPOAHATIU3UPOBAHBI U CPABHEHBI METOAUKHA OOYUYEHUS 1O
MOXO0XKHUM TeMaM, TaKxKe pa30o0paHbl MOX0XKUE KYpPChl, yueOHbIE TOCOOUSI M KHUTU

110 TaHHOM TeMe;



4. Co3naH cBoil coocTBeHHBIN Kypc o UEDS.

Taxkum oOpaszom, 3aj1aud pelieHbl B MOJHOM O0BeMeE, 1eNib JaHHOU pPaboThI
JOCTUTHYTa — u3ydeHa MeToauka ooydenus Unreal Engine 5 ¢ ucmonb3oBanuneM
C++ u pa3paboTaH Kypc 1o JaHHOU TeMe.

B pesynbrate mnpoxokAeHUS Kypca ydalluecs IoJiydaT HECPaBHEHHO
OOJIBIIION OMBIT KaK B MPOTPaMMHUPOBAHUU, TaK U B MOJCIUPOBAHUU KaAKUX-THOO
UTPOBBIX CHUTYyallud, 4YTO IMO3BOJIUT UM B JajJbHEUIIIEM CAaMOCTOSITEJIbHO WU B
IpyIIe NpOJ0JDKUTh U3ydaTh JIAHHYIO TEMY U CO3/1aBaTh MHTEPECHBIE MPOITYKTHI.
Kak MuHuMYyM yuaniuecsi Hayalld co3/1aBaTh CBOE COOCTBEHHOE MOPT(HOIHO enie co
IIKOJIBI, MPUYEM JJAHHOE TTOPTQOIMO UMEET JBa JOCTATOUHO CEPhESHBIX MPOCKTA.

I'maBHass wunmess naHHOW pabOTHI 3aKIOYaeTCs B TOM, 4TO Ojarojaps
UCITOJIb30BAHUIO UTPOBBIX JIBH)KKOB M UTPOBBIX KOHCTPYKTOPOB (B TaHHOM Cllydae
UES), moBsimaercst HarasiiHOCTh OOBSICHEHUSI OCHOBHBIX TOHSTUM W TPUHITUTIOB
MOCTPOCHHUSI AITOPUTMHUYECKUX KOHCTPYKITUH, a TaKKe MOSBISIETCS JEMOHCTpaLUs
0COOEHHOCTEW BOCTIPUATHS POrpaMM. A Tak Kak yJalluecs SBISIOTCS JE€TbMU, TO
co3gaHue Wrp Ux 0co00 TMPHUBIEKAET, YTO MOTHUBHUPYET HX H3y4arTh
IpOrpaMMHUpPOBAHUE.

OtnenpHbIe YacTH OakajgaBpCKoW paboThl ObLIM omyOnukoBaHbl Ha VII
Bcepoccutickoii Hay4YHO-IIPAKTUYECKOU KoH(epeHIun «O06pa3zoBaHue.
Texnonoruu. KauectBo» «OTK-Caparo-2023»:

KysnenmoB T. M., JlammeBa E. E. IlpenmpodeccuonansHbiii Kypc st
cTapmiekiaccHukoB Ha 0a3ze Unreal Engine 5 ¢  wucmons3oBaHHEM
nporpammupoBanus Ha C++ // O6pa3oBanme. Texnonorun. KauectBo: MaTtepuasl
Bcepocc. Hayuno-npakrt. Koud. (OTK-Caparos-2023) — M.: H3marenbcTBO
«ITypo», 2023. — M6. [DnexTponnoe n3nanue], 24 — 25 mapra 2023 r., Caparos.

OCHOBHbIE HCTOYHUKHU UH(OPMALIUH:

1. ManoBa A. A OcoOGeHHOCTH HUCIOJIB30BAHUS CPEIbl CKPETd i pa3paboTKu
KOMIIBIOTEPHBIX UTP 00YUaAIOIIUMUCS MIPU 00yUEHUHU porpaMmupoBanus / A. A.
Marnoga // IIpo6aembl 1 IEpCHEKTUBBI pa3BUTHSI Poccuu: MOTOAEKHBIN B3I B

Oynymee / Boarorpaiackuii rocymapCTBEHHBINH COLMATBHO-TIEIArOTHYECKUM
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