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Mertoanueckue yka3zaHHUs JUIsl CaMOCTOATENbHOM paboThl CTyIeHTOB No AucuuiuiiHe «TexHuka u
TEXHOJIOTUSI IMMEPCUBHOM XypHanucTUKN» / coctaButenb: O.P. Camapres. - YabsHock: Yal'V,
2020.

Hacrosimue meronuveckue ykasaHusi MpeAHAa3HA4YeHBbI Ui CTYJIEHTOB OakajaBpuaTa IO
Hanpasienuio 42.03.02 «KypHanuctuka» Bcex ¢(opM 0O0ydeHHUs, H3YHaIOUIMX JAUCLUIUIUHY
«TexHuKa M TEXHOJIOTUS MMMEPCHUBHOM XypHAIUCTUKW». B pabore mpuBeneHbl auTeparypa 1o
IUCLUIUIMHE, OCHOBHBIE TE€MBbl Kypca M BONPOCHI B paMKax KaxJ0H TeMbl, PEKOMEHAALUHU IO
U3Y4YEHHIO TEOPETUYECKOr0 MaTepraia, KOHTPOJIbHBIE BOIIPOCHI JUIsl CAMOKOHTPOJIS, KEHCBI U TECTBI
IUISL CAMOCTOSITENIbHON PabOTHI.

CrynentaMm 3a04HOil (opMbl OOyueHHs ClleAyeT HCIOJIb30BaTh IAHHbBIE METOJUYECKUE
yKa3aHUs IPU CaMOCTOSITEIbHOM U3Y4EeHUH AUCHUILINHBL. CTy1eHTaM 04HOM (hopMBbl 00yUEHUS OHU

6y,Z[YT MOJIC3HBI TPU MOATOTOBKE K IPAKTHUYCCKUM 3aHATUAM U K 3K3AMCHY 110 ﬂaHHOﬁ JUCHUITIINHE.

Pexomenoosanvl xk 6sedenuro 6 obpaszosamenvHuli npoyecc Yuenvim Dakyrvmema

Kynomypul u uckycemea Yul'V (npomokon Ne 13/205 om 20.06 2020 2.).
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1 JIMTEPATYPA JJISA U3YYEHUA JUCHUITJINHBI

a) Cnucok peKOMeHIyeMOH JUTePaTypbl

OCHOBHAaA:

1.

XanuH B. - YueOnuk Unreal Engine. — MockBa: bom6opa, 2016 - 260 c. Jloctym:

https://ru.calameo.com/books/005039458212b7ffefe69

2.

Makddpu Mutu. Unreal Engine VR nnst pazpabotunkos / Muta Makeddpu; [mep. ¢

auri. H.U. Becenko, O.B. Makcumenkooii, @.®. Heznanosa]. — Mocksa: Dkxcmo, 2019. — 256 c.
Hoctym: https://yadi.sk/i/1QtyfuRdr6ySLw

3.

JAOMOJTHUTEIbHAS:

N3ywaem C++ co3maBas wurpy B Unreal Engine 4 (2015) - Jlocrym:
https://drive.google.com/file/d/0Bxq tDOnkyzOOUZ3LXot..

Pa3paborka wurp na Unreal Engine 4 3a 24 w4aca (2019) - J[ocrym:

https://yadi.sk/i/8LU4psNWkDgBqg

Unreal Engine VR TUTSt pa3paboTYNKOB (2019) — Hocrym:
https://yadi.sk/i/1QtyfuRdr6ySLw

Cantenno Ctus, Ctarnep Anan P. Pazpab6orka RPG B Unreal Engine v4.7 - 3naTenscTBO:
XBeria, 2017 (Joctym: https://vk.com/doc80473076 554993488?hash=3edlaba7cf5)

Y4eOHO-MeTOAuYecKas:

7. CoOopnuk crateit. Jloctym: https://vk.com/@get unreal skills lTokymenTamus mo Unreal.

Hocrym: https://uengine.ru/

8. Hokymenranus no Unreal. Jloctym: https://habr.com/ru/hub/unreal engine/

9. Hoxymentarus o Unreal. loctyn: http://ue4daily.com/blog.html

10. Hokymenrarus o Unreal. Jloctym: https://dtf.ru/unrealengine

11. Yuebnoe nmocobue mo Unreal. loctym: https://habr.com/ru/post/344394/

2 METOAMYECKUE YKA3ZAHUA

2.1 Tema 1. «BBegenune B AR u VR TexHo10rn»

C TeMOH CTYIEHThl 3HAKOMATCS BO BPEMS JICKIIMOHHBIX 3aHSATHH W TOCIETYIOIIETO

BBITOJIHEHUS TAOOpaTOPHOI paboTHI.

OcHOBHbBIE BOIIPOCHI TEMBI:

[ToHsiTHE BUPTYaIbHOU U IOMTOJTHEHHOW PEaJTbHOCTH.

HcTopuyeckue npeAnochIK BOSHUKHOBEHUS BUPTYaIbHBIX TEXHOJIOTHUH.

Kamepa o6ckypa. Bonmebnsiit ponaps. CTpobockor.

Hareppotunus. @otorpadus. CrepeodoTorpadus.

Kunemarorpad. Crepeoknno. Crepeonapa.

[TepBrie ycTpolicTBa BUPTYyaIbHOM PEATLHOCTH.

Ouku BUPTYaJIbHOM peanbHOCTH.

[II;1eMbI BUPTYalIbHON PEAIBHOCTH.


https://ru.calameo.com/books/005039458212b7ffefe69
https://yadi.sk/i/1QtyfuRdr6y5Lw
https://vk.com/doc80473076_554993488?hash=3ed1aba7cf5

PexomeHaanum mo N3y4eHMI0 TeMbI:

TeopeTnyueckuil ¥ MPaKTUUECKUN MaTEpHAIbl U3JI0KEHBI B UCTOUHHKE [ 1,2]

3anaHue AJs51 cCAaMOCTOSITE/ILHOI MOATOTOBKH K JIaDopaTopHOii padore:

W3y4unuTh NpUHLIMI JEHCTBUS, CXeMy U chepy MpUMEHEHHsI KaMepbl 00CKYpPBI, «BOJIIEOHOTO

dboHapsi», cTpoOOCKOIIA, CTEPEOCKOIIa, OYKOB U IIIJIEMOB BUPTYaIbHON pealbHOCTH.

2.2 Tema 2. TexHOJOTHYeCKHE OCHOBBI BUPTYAJbHOH M JONOJTHEHHOH PealbHOCTH
JlabopaTopHasi paGora 2

OcHOBHBIE BONIPOCHI TEeMbI:
OuYKkY BUPTYQJIbHOM U JTOTIOJTHEHHOHN PEaTbHOCTH — THUTIOJIOTHS U OCOOEHHOCTH.
[IInmeMbl BUPTyaJIbHOW PpPEATbHOCTH — YCTPOWCTBO, OCOOCHHOCTH, XapaKTEPUCTUKH.
[TopTaTtuBHBIE yCTpOICTBa OTOOpaKEHUS BUPTYAIBbHOIN pearbHOCTH — CMapT(OHBI, IITAHILIETHI.
CnenuanbHble YCTPOMCTBA JIOMOJIHEHHOW pEaTbHOCTH (MapKETHHI, peKJiama, TOPIOBIIS,
BBICTABOYHOE U JIEMOHCTPAIIMOHHOE 000PYI0BAaHHUE).
CuMynsTOpHI.
MaHuUIyIATOPBI, TPEKEPHI, IKONCTUKH, IEPYATKU, KOCTIOMBI.
YcTpoiicTBa (KOMITIEKTHI) 3axBaTa ABrmkeHus Motion Capture.
HNHTepakTuBHBIE akceccyapsl (T1aTGopMBbl, TOPOKKH, chepbl, MAHUTTYIATOPHI U T.1.).
Axkceccyapsl 3D u 4D ummepcun.
Buptyanbnsie ctyaum.

PexomeHaanuy Mo M3y4eHHUIO TeMbI:

TeopeTnuecknii ¥ IPaKTUUECKUN MaTepUaibl U3JI0KEHBI B ucTouHuke [1,2, 4,0]

3amanue 1J151 CAMOCTOSITEJIbHOM MOATOTOBKH K JIa00OpaToOpHoii padore:

1. M3y4uTh METOIBI UCIIOIH30BAHUS ITNIEMA (OYKOB BUPTYaJbHON peaTbHOCTH) — UTPOBOE
IPOCTPAHCTBO, 30HAa O€30MaCHOCTH.

2. W3yuuTh METOIbI MPUMEHEHHSI TOTIOJHUTEIBHBIX YCTPONCTB: TpeKkepa, MaHUMYISATOPa,
JKOMCTHKA.

3. M3y4uTh yCTpOMCTBO M HaCTpOiiku BUpTyanbHOU cTyauu Ha 6a3e UNREAL ENGINE.

2.3 Tema 3. BupryanbHoe ¢p0oTO ¥ BUI€0

JlaGoparopHas padora 3
OcHOBHbBIE BONMPOCHI TEMBI:

Texnonorus 3D ¢oto u Buzeo.
Texaudeckue cpenctpa cozmaanus 3D ¢orto u Buaeo.
Oco0eHHOCTH ChEMOYHOTO 000PYAOBAHUS U BCIIOMOTATEIILHBIX CPEJICTB.

[Tanopamuoe ¢oto u Buneo. @opmatsl 3D ¢oTo u BUaECO.



CpenctBa Boctipon3BeieHust 1 MoHTaxa 3D ¢oto u Bueo.
[TnaTdhopmsr pactnpoctpanenus 3D ¢hoTo u BUzEO.
PexoMenganuu mo u3y4eHuI0 TeMbl:
TeopeTnuecknii 1 IPaKTUUECKUH MaTepUaibl U3JI0’KEHBI B UCTOUHUKE [4,6]
3ananue I CAMOCTOSITEJIbHOM MOATOTOBKH K Ja0dopaTropHoil padore (must
CaMOCTOSITE/ILHOTO U3YUeHUs):

1. W3yuuts Hactpoiiku kamepsl 3D, kamepsl 360. Ilepenectu ans mpocMoTpa B HUIEME
(oukax BupTyasbHOU peanbHOCTH) 3D 1 360 BUACO.
2. MByuuth mpumeHeHue MoOWIBHOTO ycTpoiictBa st 3D ¢orto, manopamuoro ¢oto ¢
myOJMKaIMel Ha COOTBETCTBYIOIIEH IaTdopme.
3. MByuuts ycTpoiicTBo u paboTy B BUpTyasibHOU cTyauu ¢ 3D u 360 Buseo.
4. PexomeHaanuu no u3y4eHMIo TeMbl:

TeopeTnueckuil ¥ MPaKTUYECKUN MaTepUAIIbl U3JI0KEHBI B HCTOUYHUKE [4,6]

2.4 Tema 4. TexHoJ0orn4eckue ¥ NPOrpaMMHbIe CPeICTBa co3AaHusi 31eMeHTOB AR n1 VR
NPOAYKTA
JlaGoparopHas padora 4
OcHoOBHbBIE BONIPOCHI TE€MbI:

CpencTBa co3anusi KOMIbIOTEpPHOI rpaduku 1 3D MozxenupoBaHusl.
CpenctBa coznanus 2D u 3D aHumanuu.
®opmartsl (cranmaptel) 2D 1 3D aHuMarum 1 MoIeTMPOBAHMS.
Nmnopt-3xcniopt 2D u 3D anHumanuu.
3d ckaHupoBaHue (CKaHephl), MPOrpaMMBbl 00pabOTKH U ONTHUMHU3ALUN MOJIETICH.
3agaHue 1Js1I CAMOCTOSITEJbHOM MOATOTOBKH K Jal0opatopHoii palore (nus
CaMOCTOAITEIbHOT0 H3Y4YeHHUS1):

1. H3y4uTh ycTpOMCTBO M HacTporku 3D ckaHep.

2. Co3znath HeOOXOAMMBIE ISl IPOeKTa pedepeHchl (MCXOAHbBIE U300PaKEHHMS).

3. W3yuuth dopmMaThl UMIOpPTa OOBEKTOB B HMIPOBYIO CPELy U METOJbl ONTUMHU3ALUU
00BEKTOB JJIs1 UMITOPTa-3KCIOPTa B 3aBUCUMOCTH OT TUIIA IIPOEKTA.

Teopernyeckuii U NPaKTUYECKUI MaTePUAJIbI M3JI0KEHbI B UCTOYHNKeE [1,2]

2.5 Tema 5. Cucrembl CO31aHUS UTPOBBIX MPUWI0KEHUI (MUTpoBbIe «IBHAKKN») Unreal

JlaGoparopHas pabora 5
OcHOBHbBIE BONPOCHI TEMBI:

Unreal Engine. Unatepdeiic Unreal Engine.

Nmnoprt acceroB. Co3znanue MaTepralios.

Ucnons3oBanue Blueprints i co3manusi 0OBEKTOB € MPOCTEUIIUMHU  (YHKIUSMHU.
HckyccrBennsiit unremexT. [Tomp3oBarensckuii naTepdeiic VR u AR npoaykra.

Coznanue ypoBHeit. Co3gaHue, UMIIOPT U KCTIOPT OOBEKTOB.

Cozmanne 00beKTOB mash, actor, spawn (UTpoka).
6



AHuManusi 00beKTOB M IMEPCOHAXKEH X B3aUMOJICHCTBHE.
3Byk. Cucrembl yactuu. Cser. Tenu. Peiitpeccunr. HDR. Marepuansl. UV pa3zBeprka.
TekcTypsl.
Co3nanue o0beKkTOB. B3anMmosieiictBue 00BEKTOB U MHTEPAaKTUBHOCT. Co3/1aHUE M HACTPOiiKa
kamep. Bupryansabie kamepsl. Co3aaHue CEKBEHITHI.
BriBo HA BHEIITHHE MOHUTOPHI.
Hcnons3oBanue miaT BBOJA-BhIBOIA.
[IpocmoTp, NpoUrpbIBAHUE U PEHJCPHUHT.
3ananue 11l CAMOCTOATEIbHOM MOATOTOBKHM K JIA00paTOPHOii padoTe (IJisl CAMOCTOATEIBHOTO
U3y4YyeHHus):

1. U3yuuts ycTpoiicTBO, HACTPOMKH U MHTEpdeiic cpeanl pazpadbotku Unreal Engine.
TeopeTnyeckuii U NPaKTUYECKUI MaTePUAJIbI H3JI05KeHbI B HCTOYHUKe [1,2]

2.6 Tema 6. Iuctpudyuuss AR u VR npoagykra B MUMMepPCUBHOM KYPHAJIUCTUKE.

JlaGoparopHasi padora 6
OcHOBHbBIE BONPOCHI TEMBI:

Ontumuzanus npoekTa.

JucTpuOyiys KOHTEHTA.

[Tnardopmel aucTpuOyLIUN.

UcnonszoBanne API u SDK.

ABTOpH3aIUs KOHTEHTA.

Pacnipoctpanenue konTenTa Ha tuiargopmax HTML 5.0, 10S, Steam, Oculus u nip.
3ananue 11l CAMOCTOATEIBHOM MOATOTOBKHM K JIA00paTOPHOii padoTe (IJIsl CAMOCTOATEIBHOTO
H3y4eHus1):

1. M3y4uuTh OCHOBBI peHAEpPHHTa U AUCTPUOYIUH B cpee pazpabotku Unreal Engine.
2. HM3yunTh NPUHIUIIBI SKCIIOPTA MPOCKTA TSI ONIPEACIICHHON TIaT(OPMBI.
3. IlpoBecTH TeCTUPOBAaHUE IKCIIOPTUPOBAHHOIO IPOEKTA.
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