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1. Komruiekc OCHOBHBIX XapaKTEPUCTUK TPOrpaMMBbl
1.1 IlosicuuTenbHas 3anUCcKa

HanpaBiieHHOCTH NPOrPaMMBbl — TEXHUYECKASL.
AKTYaJIbHOCTh MPOrpaMMbl 00YCIIOBJIEHA OBICTPHIM PAa3BUTUEM M BHEIPEHUEM
TEXHOJIOTUW BUPTYAJIbHOM M JOMOJIHEHHOW pEaJbHOCTH BO Bce cdephl Hamen
KU3HU, TIEPEX0I0M K HOBBIM TEXHOJOTUSIM 00paboTku nHpopmanuu. [Iporpamma
noMoraer oOydJarouuMmMcsi NpUOOpEeCTH HaBBIKM pabOThl €  YCTpPOWCTBAMHU
BUPTYaJlbHO W JIONIOJIHEHHOM  pEaJbHOCTH,  HAYYUTHCS  CO3/1aBaTh
MYJIbTUMEIUWHBIA KOHTEHT [JI JaHHBIX YCTPOMCTB, HAadaTh Jy4ll€ MOHUMATh
BO3MO>KHOCTH U TPAHUILIBI TPUMEHEHUSI KOMITHIOTEPOB.
OtauvuTeJbHAsE 0CO0EHHOCTHh NPOrpaMMbl COCTOMT B TOM, YTO OHA HOCHT
NPUKJIAJHOM XapakTep U Npu3BaHa CHOPMHPOBATH y OOYYAIOLIMXCS HAaBBIKU M
YMEHHUS B TAKUX CTPEMUTEIBHO PAa3BUBAIOIIUXCS 00JIACTAX HAYKU U TEXHUKHU, KaK
BUpTYyaJibHAsA U JIONIOJHEHHAs pealbHOCTh. Peanuzanus [Iporpammbl ocHOBaHa Ha
JIESITeTbHOCTHOM TO/IXO0/i€, OOJIbIlIasi YacTh BPEMEHHM OTBOIMUTCS MPAKTUYECKON
JeSITeNbHOCTH, CIIOCOOCTBYIOIIEH Pa3BUTHIO TBOPUECTBA U JIOCTHIKEHUIO BBICOKHX
pE3yNbTaTOB B 001aCTH MHPOPMAIIMOHHO-KOMMYHUKAIIMOHHBIX TEXHOJIOTUA.
Anpecatr mporpammbl. OOydyeHHE MO IporpamMme BEAETCS B Pa3HOBO3PACTHOM
rpynmne, KoTopas KOMIUIEKTYIOTCS W3 oOydarommxca 12-17 ner, Biaaerommx
KOMITBIOTEPOM, TMPOSIBISIONIMX MHTEPEC M CIOCOOHOCTH K TEXHUYECKOMY
TBOPUYECTBY, B YACTHOCTH, K CO3J1aHuI0 npuinoxeHuid B AR/VR.
Cpoxk ocBoeHus1 IpOrpaMMsl 1 roj.
O0bem nporpammbl. O01Iee KOTUYECTBO YICOHBIX YACOB, 3alJITAaHUPOBAHHBIX HA
BECh MepuoJT 00ydeHUsT U HEOOXOIUMBIX JIJIsi OCBOCHHSI MporpaMmbl — 136 gaca.
®opmbl 00yueHusi. B ocHoBe Kypca J€XHUT O4HOE OOydeHHE, C MPUMEHEHHEM
AJIEKTPOHHOTO OOYYEHUS W JAUCTAHIIMOHHBIX TeXHOJIOruil. YucieHHbI cocTaB
rpynnel 10 oOydarommxcs. 3aHaTHS TpoBOIATCS 2 pa3a B Hemeno mo 1
akagemuueckomy 4acy (1 ak. gac - 40 MUHYT).

YPpoBeHb C10KHOCTH OCBOEHUS TPOTPAMMBbI CTAPTOBBIN.



1.2 llenu u 3agaun nporpammel. [lnaHupyembie pe3yabTaThl.
Leas mporpamMMmbl — pa3BuTHe y oOydarouuxcsi uHTepeca kK 3D-rpaduke u
aHuMaIlu, OOy4YeHHE OpPUEHTHUPOBAHHOCTHM B pPa3sHOOOpPa3Mu COBPEMEHHOTO
000Opy/IOBaHUSl I BUPTYAJIbHOW M JOMOJHEHHOW pEalbHOCTH, MOJb30BAHUIO
CIICIMaJIbHBIM IPOTPAMMHBIM  OOECIIEYEHHMEM U  CO3JaHMI0 COOCTBEHHBIX
MYyJIbTUMEIa-MaTepHaioB.
3apaum:

OO0vyyaromume:

e chopMupoBaTh IMpPEJICTAaBICHHE O COBPEMEHHOM YPOBHE  pPa3BUTHUS
TEXHUYECKUX M NPOrpaMMHBIX CpEeACTB B 0OJAaCTH BUPTYalIbHOH U
JIOTIOJIHEHHOM pealIbHOCTH;

e chopMUpOBaTh HABBIKM I'PaMOTHON pabOThl C COBPEMEHHbIMHU Nakeramu 3D-
moaenupoBanus (Blender-3D);

e 00y4uTh MpOLIECCY PENAKTUPOBAHMS U MOATOTOBKH MOJIENH K UCIOIb30BaHUIO
B BUPTYaJIbHOM IIPOCTPAHCTBE WM neyatu Ha 3D-npunrepe;

e 00y4YuTh pabOTE C YCTPOUCTBAMH BUPTYAIbHOU U JOMOJHEHHOHN peaabHOCTH;

e chopMupoBaTh  MPAKTUYECKHME  HABbIKKU  paboTel ¢  muaTdopMamu,
npeIHa3HaYeHHBIMU ISl CO3/IaHUSI TPUIIOKEHUM BUPTYaIbHOW U JOMOJIHEHHOM
peanbHOocTH (OpenSpace-3D) u 1pyruMu IporpaMMHBIMH MPOTYKTAMH.

PasBuBaroue:

® Da3BUTh IMPOCTPAHCTBEHHOE BOOOpPa)KEHHE, BHUMATEIBHOCTh K JIETaJIsM,
aCCOLIMAaTUBHOE U AHATUTHUYECKOE MBILICHHUE;

® Da3BUTh PALMOHAIBHBIN MOAXOJ K BBIOOPY MPOrpaMMHOIO MHCTPYMEHTapHs
st 3D-MoznenupoBaHusl, AHUMAIMU U CO3JaHUE MPUIIOKEHUN BUPTYaIbHOU U
JOTIOJIHEHHOW pEaIbHOCTH;

® Da3BUTh TBOPYECKHE CIOCOOHOCTH OOYyYarolUXCs, WX MOTPEOHOCTh B
caMOpeaJIn3alny;

® Da3BUTh MHHTEJUIEKTyaJIbHbIE W MPAKTUYECKUE YMEHUS, CaMOCTOSTEIbHO
IpUOOPETATh U MPUMEHATh Ha MPAKTHUKE MOJTYyYEHHbIE 3HAHUS.

BocnurarenbHBIE:




COZICMCTBOBATh BOCIUTAHUIO YCTOWYMBOIO MHTEpPECAa K HU3YYEHUIO HABBIKOB
IPOrpaMMHPOBAHUS, MOAEITUPOBAHUS U BU3YaTU3ALINY;
dbopMupoBaTh MOTHBAIMIO K paboTe Ha BceX JdTamax pa3paboTKu
MYJbTUMEIUAHOTO KOHTEHTA;
(dbopMHUpOBaTh MOTPEOHOCTH B TBOPYECKOM JEATEIBHOCTH, CTPEMJIEHUE K
CaMOBBIPAXKEHUIO Yepe3 TEXHUUECKOE TBOPUECTBO;
CONECMCTBOBATh BOCIUTAHWID HHTEpECAa K HECTAHAAPTHOMY MBIIUIEHUIO,
U300peTaTenbCTBY U MHULIMATUBHOCTH MPU BHIITOJIHEHUH MPOEKTOB B 00JACTAX
BUPTYaJIbHOMN U JOIOJIHEHHON PEaIbHOCTH.
[ImaHnpyeMbIe pe3yJIbTaThI
ITo utoram kypca o0ydarImuecs yCBOSAT CIEAYIOIINE 3HAHUS:
e mpaBuia 0e30nacHO padoThl U TPeOOBaHUs, MPEABIBISIEMbIE K OPraHU3aLNN
pabouero mecra;
® YCTPOMCTBO COBPEMEHHBIX almnaparoB BUPTYAJBHOW U  JOINOJIHEHHOU
pPEaNbHOCTH;
® IPUHLUIIBI PabOThl C COBPEMEHHBIMH KaMepaMH MaHOpPaMHOM (OTo- |
BUJIEOCBEMKHU;
e uHTepdelic u ocHOBHBIE (yHKIMH makeTa st 3D-monenupoBanus Blender.
YMeHus:
® pa30dupaThCsi B COBPEMEHHBIX YCTPONCTBAX BHUPTYAJbHOW W JIOMOJHEHHOU
peaIbHOCTH;
® CaMOCTOSITEJIbHO paboTaTh C COBPEMEHHBIMU KaMepaMu MaHOPaMHOU (OTO- U
BUJICOCHEMKHU;
® (CO37aBaTh MyYJIbTUMEAUAMATEpPHAIbl JUISI YCTPOWCTB BUPTYaJIbHOH U
JIOTIOJIHEHHOW peaIbHOCTH;
® [UIAHUPOBATH XOJI BBIITOJIHEHHUS 3aaHUS;
® TPOTrHO3UPOBATH PE3YJILTATHI PAOOTHI;

® TIPEACTABISITH HHPOPMAIIUIO PA3TMIHBIMU CIIOCOOAM.



1.3. PaGouas mporpamma

VY4eOHBbII TU1aH

Ne | Ha3zBanue paznena nporpaMmel KonmuecTBo yacos ®opma
n/m Bcero | Teopus | Ilpaktuka | arrecranuu
1. BupryanbHas u 2 1,5 0,5 Becena,
JIOTIOJIHEHHAS PEATbHOCTB: HaOIroieHue
aKTYyaJbHOCTb, TEXHOJIOTHH,
MEPCIIEKTUBBI
2. OpenSpace-3D. Pa3zpaborka 7 2 5 Becena,
AR npunoxenuit HaAOJII0IEHIE
3. Penaxkrop pactpoBou 15 4 11 becena,
rpapuku GIMP Ha0IIoIeHNE
4. Blender-3D. OcHoBBI pabOTHI 14 3 11 Becena,
HaOJTI0IEHIE
5. Paspabotka urper B Blender 29 6 13 Becena,
Game Engine HaOJTI0/ICHHE
6. Konkypc TBOpueckux 4 - 4
MIPOCKTOB
7. [IpoMexxyTouHas aTrecranus 1 1 Tectuposanue
8. Hroro 12 16,5 55,5

ConeprxaHue mporpaMmbl
Pazgen 1. BupryajgbHasi W [IONOJHEHHAsl PeaJbHOCTb: AKTYaJbHOCTD,
TEXHOJIOTUH, ePCIEKTUBBDI.
Tema 1.1. BBejieHre B BUPTYaAJIbHYIO M JIONOJHEHHYIO PEALHOCTE. MHCTpYKTAXK

o OT u IIb.

Teopusi. Bognoe 3anmstue. Ctpykrypa Ilporpammel, €€ menb W 3amaud,
conepkanrie oOydeHusi. COBPEMEHHbBIE CHUCTEMbl BUPTYJIbHOM M JIOMOTHEHHOU
peanibHOCTU. OcHOBHBIE mpaBuia u TpedoBanus. Mucrpykraxx nmo OT u IIb.
3HAKOMCTBO C TEXHOJIOTMEH JAEMOHCTpPAalMU BH3yaJIbHOM HMH(OpMalUuU B LIJIEME
BUPTYaJIbHON PEATBHOCTH. .

Tema 1.2. 3HaKOMCTBO ¢ 000PYIOBAHUEM

Teopus. IlonsTHe «MOHO/CTEpEO», AaKTUBHOE/TIACCUBHOE CTEPEO. 3HAKOMCTBO C
obopynoBanueM. IlpaBmia oOpameHuss co NHUIEMaMH W OYKaMH. | eXHHKa

0e30macHOCTH. 3HAKOMCTBO C IIpaBHUJIaMHA 0e30ITaCHOCTM MW OCOOCHHOCTSIMH




UCIIOJIb30BaHUsl IIIJIEeMa BHUPTYaJbHOM peaidbHOCTH. PaccMmoTpeHue muiema
BUPTYaJbHON pPEaTbHOCTH M TEXHUYECKUX KOMIOHEHTOB. IIpakTuka. N3yuenue
(GYyHKIMOHUPOBAHUS OOOPYJOBaHHA Ha MpPUMEPE MPOXOXKJIECHUA OOY4YEeHHsS B
SteamVR.

IIpakTnka. 3HaKOMCTBO CO IUIEMOM

Paznen 2. OpenSpace-3D. Pazpa6orka AR npuJjiosxkeHuii

Tema 2.1. O0mme noustus texHomorurn AR. 3HakoMcTBO ¢ umHTEpdhEHCOM

OpenSpace 3D

Teopusi. IlpuHUMIBI TOCTPOEHUSA BU3YaJdbHOM HHQOpPMAUKM C MOMOIIBIO
TEXHOJIOTUM  JOMOJHEHHOW  pPEaJbHOCTU. 3HAKOMCTBO €  IPOrpaMMou
OpenSpace3D. Bo3MoxHOCTH U KOMIIOHEHTHI HHTEpdeiica.

IIpakTuka. BeinmonHeHne MHAMBUYaIbHBIX 3aJaHUN HA 3aKPEIUICHUE U3YYEHHOT O
Marepuana.

Tema 2.2. TecTupoBaHue M AHAJINM3 FOTOBOI0 IEMOHCTPAIIMOHHOT O MPOEKTA
Teopusi. Paccmorpenue npumepa rorooro npoekra B OpenSpace3D.

IIpakTuka. BHeceHue n3MeHEHU B TOTOBBIN PacCMaTPUBAEMBIN MPOEKT.

Tema 2.3. Cozmanue cobOctBeHHOro AR mnpwioxeHus i teiaedoHa OO

vopasiieaneM OC Android

IpakTtuka. CamoctositenbHas paborta. Pazpaborka cOOCTBEHHOrO MOOWJIHHOTO
AR npunoxenus ¢ ucnosibzoBanuem OpenSpace3D.

Tema 2.4. Texaomnorusg Google Cardboard

Teopus. Google Cardboard. Ocobennoctu u npeumyiectsa. [Inardhopma Google
Cardboard SDK. Cxema cOOpkM OYKOB BHUPTyaJdbHOW peanbHOCTH. [lpuHimn
pa6oter Google Cardboard.

HpakTuka. Co3ganue caMoeNbHBIX OYKOB BUPTYallbHOW PEalbHOCTH Ha 0aze
Google Cardboard ¢ ucnonb3zoBanueM cMmapTdoHa.

Tema 2.5. HacTpoiika npuioxeHus Ha cMapTdhOHE IS MIPOCMOTPA BUPTYAIBLHOU

cuenbl ¢ Google Cardboard

Teopusi. Cardboard SDK — monysisipHbIH HHCTPYMEHTApHH JUIsl CO3JaHUsS

MOOUJILHBIX TPUJIOKEHUN BUPTyaldbHOM peanbHOCTH. [Iporpamma mo Hactpoiike



cMapTpoHOB 1mojA pasznuuHble VR-rapuutypbl. Android-npuioxenue. VR
Calibration for Cardboard — momorauk B padote ¢ npuioxeHussMu Ha 6a3ze SDK
komnanun Google. T'oroBHOcTh Tenepona Kk wucnonb3oBanuio Cardboard.
Hckaxxenne n/miu cMelieHrne n300pakeHnst mpy ucrnoiib3oBannu VR-oukoB. QR-
Kon ans  kanuOpoBku. Bepcus wunctpymentapus s 10S. BosmoxHOCTH:
YIpOIIAeT KOPPEKIMIO HCKAKEHUHM, BBI3BAHHBIX JIMH3aMH, OTCJICKHUBaHUE
MOJIOKEHUSI TOJIOBBI, KaJUOPOBKY TPEXMEPHOTO H300pa)K€HUs, BU3YaIU3aLHIO
n300pakeHUss B BHUJE TOPU3OHTAIBHON cTepeomnapsl, HAaCTPOWKY TI€OMETpUU
cTepeon300pakeHus, 00pabOTKY M0JIb30BAaTENbCKOr0 BBOJIA.

IIpakTuka. CamocrostenbHas paOora. Hactpoiika MOOMIBHOrO HPHUIIOKEHUS
BUPTYaJbHOU peanbHOoCcTH ¢ noMolibio Google Cardboard SDK.

Pa3nen 3. Penakrop pacrposoii rpagpuxu GIMP

Tema 3.1. 3HakoMcTBO ¢ pemakTopoM pactpoBoil rpaduku GIMP. UaTtepdeiic

nporpaMmbl, BO3BMOXHOCTH, obnacTu IIPUMCHCHMUA

Teopusi. YcranoBka u HacTpoiika. Kondurypamus mporpammel. MuHHMaIbHOE
YUCIIO YpOBHEWM OTMeHbl. Pa3smep kisma. MakcuManbHbIi pa3sMep HOBOIO
n3o0paxkeHus. Yucino uUCHoONb3yeMbIX TporieccopoB. MuTepdeiic pemakropa
pactpoBoii rpadguku GIMP. Pabora ¢ moxkymentamu. OxHa. O030p OCHOBHBIX
UHCTPYMEHTOB, pabota co ciosmu. M3meHeHue pasmepa/odbema H300paxeHUs.
N3menenne ¢opmarta uzobpaxenus. Coznanue HoBoro uzodOpaxenus B GIMP.
Kagpuposanue.

IIpakTuka. YcTaHOBKa M HACTpPOMKa IapaMeTpoOB NPOrpamMMbl. 3HAKOMCTBO C
OCHOBHBIMU MHCTPYMEHTAMM.

Tema 3.2. UHCTpYMEHTEI pUCOBAHUSI

Teopusi. Uactpyment Kucte. [lapamerpsr (quamerp Maska, oopMa KUCTH U T.1.).
N3menenne mapamerpoB. Pexnm HamoxeHuss 1BeToB. JloOaBiieHWE KHUCTEH
Photoshop B GIMP. Co3nanue cobctBenHor kuctu. Mucrpyment Kapanmamn ns
pUCOBaHUSl JIMHUM C 4YE€TKUMU Kpasimu. MHCTpymeHnT Asporpad mis sddexra
pacnbUieHus, pacmibiB4aTocTd. MuCcTpyMenT Jlactuk. VYnanenue ¢parMeHTOB

nzo0paxenus. Mucrpyment Ilmockas 3anmuBka. 3amoiHeHHe HU300pakeHUs (WU



BBIJICJTICHUS) 1IBETOM WM y30poM (Tekctypoit). Mactpyment I'paguent. Co3nanue
U PENaKTUPOBAHHE TpaJMEHTOB (IUIABHBIX MEPEXOJ0B LBETOB). MHCTpyMEHT
[lunerka. PenaktupoBaHue 1BeTa YX€ TOTOBbIX H300paxeHuil. IlpakTuka.
CamocrositenpHas  pabora. JlopaboTka  m300pakeHHUs C  TPUMCHEHHEM
uHcTpymeHToB Kucth u [lunerka. PackpammBanre n3o0paxeHus HHCTPYMEHTOM
[Tnockas 3anmuBka. Co3gaHue (POHOBOrO pHCYHKa Ha OCHOBE TIpaguEHTOB 4-X
KOHTPACTHBIX IIBETOB.

Tema 3.3. Beigenenue obdinacreii n300paxeHUs

Teopus. NHCTpyMEHTHI BBIJICJICHUS. [IpssmoyronpHOE BBIJICJICHHE.
Onnuntryeckoe BbifeneHue. CBOOOMHOE BbIACICHUE. BplneneHue mnepeaHero
miaHa. Beienenne cMexxHbIX o0sacteil. Boienenre mo nBetry. Y MHbIE HOKHUIIBI.
Pexxumbl BhIIETICHUS: OIMHOYHOE, 00bEIUHEHHUE, BEIUUTAHUE, TIEPECEUYCHHUE.
IIpaktuka. PaGota ¢ puCyHKaMu, UCIHOJBb3YsSl HWHCTPYMEHTHI BBIJACICHUS:
DIIUNTAYECKOE BhIeNieHe U [IpsaMoyronbHoe BhIACICHUE.

Tema 3.4. I1ociioliHas CTPYKTYpPa N300paKEHUS

Teopus. [lonstue crnos mzobpaxenus. CBoiicTBa cioeB. J[eMCTBUS €O CIOSAMH:
co3laHue, pEeNaKTHpOBAHME, YAaJeHHEe CclIoeB wu3o00paxenus. OObeanHEeHUE
HECKOJIBKUX M300pakeHuil B ojH0. OOpaboTka OTIAENbHBIX YacTell M300paskeHHs
He3aBUCUMO Jpyr oT apyra. llpumenenue cioeB. Co3manue (HOTOMOHTaXka,
KOJJIaXka, MPHUCOEIUHEHUE K HM300pa)K€HUI0 TeKcTa, odopmiieHue ¢ororpadui,
JTOCTH)KEHUE PA3IMYHBIX XYI0KECTBEHHBIX 3((DEKTOB.

Ipaktuka. OObenuHeHue HeCKONbKUX (ororpaduii B onHy. Hanoxenue
dotorpaduii ¢ apdexrom momynpospadgnoctu. Co3zganue pamku 1 Goto.

Tema 3.5. JlobaBiieHME K N300pAKEHUIO XYI0KECTBEHHOI'O TEKCTA

Teopusi. CriocoObI XymoxecTBeHHOTO odopmiieHns Tekcta. MacTpymeHT Tekcr.
[Tapamerpsr  Tekcra. [lpumenenme K  TEKCTy Bcex  IpeoOpa3oBaHUM
TpanchopManuu (IOBOPOT, mepemMenieHue, macmrad). HMacrpyment Kontyp.
Hcnonb3oBanre KOHTYPOB JJIsl pa3UYHBIX IpeoOpa3zoBaHuil TekcTa. KoHTypsI aiis

npuaanuss TCKCTOBBIM CHMBOJAM XYIAOKCCTBCHHBIX 3(1)(1)€KTOB. HI/IKTOFpaMMa



uHctpymenta KouTypel. Pexumbl pabotel uHcTpyMeHTa KoHTyphl. Pexum
co3aanus. Pexxum npasku. Beigenenne uz kontypa. O06BojiKa M0 KOHTYpPY.
IpakTuka. CamocrositenbHas padoTa.

3aganue 1. JloGaBieHue TekcTta K H300pakeHHto. Co3laHue CTUIM30BAHHOIO
n300pakeHus Ha OCHOBe (poTorpadum.

3amanue 2. Co3nmanue (QUTYpHI, COCTOSIIECH W3 IJIABHBIX JIMHUM TPU TTOMOIIH
uHCcTpyMeHTa KOHTYypBI.

3ananue 3. Co3nanue KOHTypa Ha ocHoBe TekcTa. Co3jaHue TeKCTa HelpaBUIbHOM
¢dbopmbl. PackpammBanre HaJAMUCH PACTPOBBIM U300paKEHUEM.

Tema 3.6. IIBeroBas 1 ToHOBasE KOoppekiwms dhororpaduii. Peryiun

Teopusi. Macku. ['panuentasie macku. Kananel. Koppekins TOHOBOro quamna3oHa.
NHcTpymMeHTsl TOHOBOW Koppekuuu n3zobpaxenus. Komanner SApkocts/KonTtpacr,
KpuBeie m VYpoBuu wu3 wmeHwo LlBer. MHCTpyMEHTBI LBETOBOM KOpPPEKLMHU
n3o0paxxkenusa. Perymnb ¢ortorpaduit. Ycrpanenue nedextoB Qororpaduii c
nomonpto  uHCTpyMeHToB I[lltamm wu  JleweOHas kwucth. Mcmonmb3oBaHue
uHCTpyMeHTOB OcBetiienne/3aTemuenue, PasmaspiBanue, PasmbiBanue/Pe3kocTb.
IIpakTuka. CamocTositenbHas pabora.

3amanue 1. HMcnonb3oBaHue OBICTPOM Macku Il BbIACNIEHUA (parMeHra
U300pa)KeHHUs1, UCIOJIb30BAaHUE TpaJUeHTHOM Macku. 3anaHue 2. Mcnonb3oBaHue
komaH[ Apkocts/KoHTpacT 1J1si TOHOBOM KOPPEKLIUU N300paskeHHUS.

3ananue 3. L{BeToBasi KOppeKIUs M300pakeHUsl: ycTpaHeHue dPpQerra «KpacHbIX
IJ1a3» U CO3JaHue OETOCHEKHON YIIBIOKH.

3amanue 4. HWcnonwszys wuHcTpymeHT Illramn, 3amonHUTh 1OJI€ LBETaMHU.
Hcnonp3ys uHCTpyMeHT JleueOHast KUCTh, YAAIUTh OYKHU ¢ oTorpadpumu.

Tema 3.7. XynoxecTBeHHas 00padoTka dhororpaduii

Teopusi. Texctypol u pubTpel. Komnmax u poromonraxk. Co3maHue TEKCTYpHI,
npuMeHeHue K wu3o0paxeHuto QuibTpoB. Co3maHue Koiiaxa, (HOTOMOHTaXka.
Coznanve XynoXKeCcTBEHHBIX 3(PQEKTOB, MPUMEHAS K HM300paKEHUSM 3aTUBKY
TeKCTypol wiu ¢GuibTpel. Mcmonb3oBanume isi Tekcta QuibTpoB. Kosmax:

dbopManbHBIN, WILTFOCTPATUBHBIN.



IIpakTuka. CamocTosiTenbHas paborTa.

3amganue 1. XynoxkecTBeHHas oOpaboTka (ororpaduii ¢ mMpUMEHEHHEM TEKCTYP.
Co3nanme TEKCTyp-CXeM /sl BBIIIMBKH, IJICTEHHs, Bs3aHusA. Hanoxenue
TEKCTYpPbI HAa U300pAKEHHUE.

3amanue 2. Co3nanue O€CIIOBHOM TEKCTYPHI C UCTIONB30BaHUEM (DUITHTPOB.

Tema 3.8. Agropurm co3aanud anumaimu 8 GIMP

Teopusi. KomnbrorepHass anumanusa. AxuManus. Co3gaHWe€ aHUMHPOBAHHBIX
nzoopaxxenuii B GIMP. Co3nanue aHMMaimm METOJIOM KITFOYEBBIX WM OIMOPHBIX
kaapoB (keyframing). MeTon aBTOMaTHYECKOW aHUMAIIMHM JJISI MOJCIUPOBAHUS
nBwkeHnit win  dddekToB. dDopmar aHumMupoBaHHBIX u300pakeHuit GIF.
[Tapamerpbl coxpaHeHus. beckoHeyHbI 1WKI. 3agepKKa MEXIYy KaJpamu.
Pexumbl pacnionoxenue kaapa: Heaxno, Hanoxenue cioeB (00ObenuHEHHE),
Onun xanp Ha cioi (3ameHa). I'pymnmna ¢unbtpoB: Bonubl, Bpamatomuiics miap,
Bpokuranue, [InaBubiii nepexon.

IIpakTuka. CamocrositenpHast pabota «Bamre Goto Ha 0010KKe KypHAIay.

Tema 3.9. Co3manue TBopyeckoro npoekra B GIMP

IIpakTuka. CamoctosrensHas pabora. Co3znaHue TBopueckoro npoekra «Kosmmax.
Coznanne kaptel xenaHui» win «Co3aHue aHUMUPOBAHHOW I103/IpaBUTEIBHOM
OTKPBITKH.

Paspeu 4. Blender-3D. OcHoBbI padoThI

Tema 4.1. Untepdeiic Blender. [Tepemenienre u nsMeHeHue o0bekToB B Blender

Teopusi. CBoOonnoe npuinoxenue Blender nnst co3ganus TpexmepHoirpadukwu,
aHMMAIlMH, MHTEPAKTUBHBIX MporpaMm u Ap. Ocobennoctu unrepdeiica. [lpunnun
OpTraHM3alMM TJIaBHOTO OKHa. [IaTh pemakTopoB. DkpaHbl U UX 3afaud. Pemakrop
3D View u ero uerbipe permona. Hactpoiika Blender. Ymnpasnenue crienoit B
Blender.

IIpakTuka. [lepemenienue u namMmeHeHne o0bekToB B Blender (HaliTu Bce permoHbl
B 3D View, nonpo6oBaTh CKpPhIBaTh U OTKPHIBATH HX).

Tema 4.2. O0nexTeI B Blender




Teopus. ba3oBbie TpaHchopmManu (mepemernieHue, BpalllCHHUE,
MaciutabupoBanue). OOBEKTHBIM PEKUM M pexuUM peaaktupoBanus. Habop
pexUMOB B3auMojehcTBUS 00bekTa. Bepmmubl (vertex). PeGpa (edge). I'panu
(face). lLlenTpanbhas Touka. Mesh-o0bekThl. CeTkn u monuceTku. Mx QyHkims.
Hecatsb npenycraHoBiaeHHbIX mesh-00bexToB. Blender cion.

IIpakTuka. Co3ganre 00beKTOB «Mosekyna Boabl», «Karisy.

Tema 4.3. Extrude (oxcTpyaupoBanue) — BeliaBarBanne B Blender

Teopus. Tpanchopmarus Extrude (BBITABIIMBAHHE). Nuctpyment
tpanchopmanuu Extrude. PasHuma Mexmy WHIWBUIYaTbHBIM W PErHOHATBHBIM
BbIaBnuBanueM. Tpancdopmatop Inset Faces (BcraBka, BBIJAaBIMBaHUE BO
BHYTpB).

IpakTuka. Co3ganue 00beKTa MOJIEIN caMoJIeTa MyTEM IKCTPYAUPOBAHUSL.

Tema 4.4. Subdivide — moapasaenenne B Blender

Teopuss. Subdivide — wHCTpyMEHT s pasleleHus MPSMOYTONBHBIX H
TPEYroibHbIX pebep W TpaHed mesh-o0wekToB. JlocTym k Tpanchopmaropy
Subdivide. Pabora co crnoxHbiMH QopMaMu TIOCKOCTH. Mcmonb3oBaHue
uncrpymenta Bevel u Connect Vertex Path.

IpakTuka. Co3nanue MoJelel «CToNIay, «TOMUKa, KKPecia» u T.1.

Tema 4.5. Momudurkarop Boolean. Byiessl onepaimmu B Blender

Teopusi. Penaktop cBoiictB (Properties). ByneBbie wim JIorudeckue oreparuu
(boolean operations). Tpu omneparuun Boolean: Ilepeceuenue (Intersect),
O6wequnenue (Union), Pasnocts (Difference). AnroputM u 0COOEHHOCTH
ucnoibp3oBaHus mogudukaropa Boolean B Blender.

Hpaktuka. Co3nanne 00bEKTa MOJEIU «KOJOB» C TMOMOIIBIO OYJIEBBIX
UHCTPYMEHTOB.

Tema 4.6. Moaudukarop Mirror (3epkajibHOe otodopaxenue) B Blender

Teopusi. Cummerpusi. Ocu U TWIOCKOCTU CUMMETpUU. VIHCTpYMEHT 3epKajIbHOTO
oroopaxkenus B Blender. OcobenHoctu ucmnonb3oBanHusi mojaudukaropa Mirror.
KitoueBwsie HacTpoiiku — ocu (axis). LlenrpanpHast Touka. Ilpaktuka. Co3naHue

MOJIENIU «TaHTEJIb)» C UCIONIb30BAaHUEM MHCTpYyMeHTa Mirror.



Tema 4.7. Smooth (crimaxxknBanne) o0bekTOB B Blender

Teopusi. ['pynna HHCTPYMEHTOB CriaxuBaHus — TpaHchopmaTopbl. KHomka
Smooth (rmanko). 3arenenue (Shading). Kuomka Smooth Vertex (crimaautsb
BepmuHy). Momudukaroper Smooth, Corrective Smooth u Laplacian Smoothux
ocobennoctr. Moaudukarop Subdivision Surface — mydrmit BeIOOD.

IIpakTuka. Co3ganue Tpex MOXOKHUX KAPTHUHOK CO CTIAXKEHHOU cdepoii B IEHTpe
C TNPUMEHEHHEM JI000r0 M3 BapUAHTOB CriaXUBaHUA: 3aTeHeHHe Smooth;
tpancdopmarop Subdivide Smooth; mogudukarop Subdivision Surface.

Tema 4.8. Jlo6aBineHue marepuana. Corictea Marepruasia. TEeKCTYDbI

Teopusi. li3meHeHnue BETOBBIX CBOMCTB 00BbeKTa. JIpyrue BU3yalbHbIE CBOMCTBA
o0bekTa. bazoBbie mpuHIUIIBEI paboThl ¢ MaTtepuanaMu. Bkiagka Material. CinoTbl
Uisl MarepuanoB. BwiOop, coxpaHeHue, 3aMeHa Marepuana oObekTa. Bkianka
Diffuse (nuddysus, paccemBanme). Specular — ner Onuka. Shadow — TeHb.
TekcTyppl s peaMCTHYHOCTH MaTtepuana. Heckonbko TekcTyp Marepuana.
MHuoroo0Opasue HaCTpOEK TEKCTYP.

IIpakTuka. MccnenoBaHne HAaCTPOMKM CBOMCTB INPO3PAYHOCTH U OTPAXKAIOLIEH
crocobHocTH Marepuana. Co3/laHue KapTUHKU, HAa KOTOPOW B 3epKajie OTpa)kaercs
cTeksiHHbIN npenmer. Co3gaHue OOBEKTOB C OJHOW TEKCTYpPOM, HO M3 pa3HbIX
MaTepHuasoB.

Tema 4.9. CamocrositenbHas padora «Co3nanre 00bEKTA 110 TOYHBIM Pa3zMepamM)

IIpakTuka. Co3ganue OOBEKTOB C 3aJaHHBIMU pa3Mepamu. UepTex neranud u
HacTpoiika. Pa3mepsl, npuBs3ku, KoopauHaTel. MonenupoBanue getanu. Pabora ¢
CETKOU MOJIEIIH.

Paznen 5. Pazpadorka urpel B Blender Game Engine

Tema 5.1. Co3nanune nnepconaxka B Blender Game Engine. MonenupoBaHue JIia u

TYJIOBHIIIA

Teopusi. Hactpoiiku goHoBoro mzobpaxenusi. Mogenupoanue nuna. Co3ganue
Hoca u ry0. [loGaBnenne momupukaropa Subdivision Surface. Co3nanue ryo0.
Coznanne ckyn. Coznanue yentoctu. Cozganume mien. Co3gaHue TOJIOBHI.

3anonuenue mnpoOenoB. Cozmanue yxa. CoenuHeHue rojoBbl U yxa. Co3mpaHue



Topca. [lob6asnenue neraneit tynopumia. Coznanue rpyau. Jlobasinenue neranei B
obnacTu xuBota. CoeIuHSEM T'OJIOBY C TYJIOBUIIEM.

IpakTuka. MoaenupoBanue Jmia 1 TyJoBHIIA IepcoHaxa. Tema 5.2. Co3naHue
nepconaxka B Blender Game Engine. MoaenupoBanue pyk v HOT, COETUHEHHUE HX C
TYJIOBUIIIEM.

Teopusi. Cozganue Hor. Coznanue pyk. Cozmanue ctynHu. Co3naeM majiblbl HOT.
MopaenupoBanue pyku. Cozgaem mnanbipl pyk. OObequHEHHE HOT C TEJIOM.
Coznanve 1ied U oobenuHeHue ux ¢ pykamu. CoeuHsieM Majblbl C JIaJJOHbIO.
Coenunsem nanoHb ¢ pykoi. CoelMHSIEM CTYITHIO C HOTOM.

IIpakTuka. MogenupoBaHue pyK M HOI IEPCOHAXKa, COECIUHEHUE HUX C
TYJIOBULIEM.

Tema 5.2. Coszmanue mnepcoHaka B Blender Game Engine. MoaeaupoBaHue

JOIMOJIHUTCIIBHBIX ):[eTaneﬁ H OACKABI IICPCOHAXa

Teopusi. Anroput™M IEHUCTBUM IPU MOJEIUPOBAHWUA BOJIOC, IOIOJHUTEIBHBIX
JeTaliel W OJekKIbl IepcoHaxa. I[loaroroBka K MOJEIUPOBAHUIO BOJOC.
PenakrupoBanne mesh Hair Mesh. Pexxum Skulpt Mode. [/lo6arienue nerasneii.
MonenupoBanue npudecku «xBocT». JlobaBnenue 6anTa. [loaroroBka k co3gaHuto
onexabl. JlobaBinenue neraneit. Co3ganue uynok. MojenupoBaHHUE PIOIIECH.
VYBenuueHue AeTaau3aluu i CKYJIbIITUHTA.

IIpakTuka. MogenvpoBaHue BOJIOC W JOMOJHHUTEIBHBIX JETAIEN IEepCOHaXa.
MoaenvpoBaHue OJEK/bl IEPCOHAXKA.

Tema 5.3. CamocrogrenpHas padora «Co3aaHue MmepcoHaka W3 BUIAECOUTPHI WIHA

myiabsTdhmiasMa B Blender Game Enginey

IpakTuka. Co3ganue mepcoHaka W3 BUACOWTPHI WM MYyIbThHIbMa. 3arpyska
kapTuHku-oOpasna B Blender Game Engine. MopaenupoBanue TOJNOBEHI.
JHloGaBnenue rpaneii. Cozmanue rina3. Ymmu. MoaenupoBaHHE MIEW W TYJIOBHIIA.
MonenupoBaHue HOT. 3epKajJbHOE OTOOpaKEHUE MOJIETH.

Tema 5.4. OcHoBbl paboTsl B pexxume Blender Game Engine muist pa3pabotku urp
Teopusi. Game LOgiC — rotoBblii BapuaHT OKHa JjIsi pa3paboTku urp B Blender

Game Engine. ITate pemakTopor: 3D View, Outliner, Text Editor, Logic Editor,



Properties. 3amyck urpoBoro mpoiecca. 3aMeHa JIBMXKa peHjaepuHra ¢ Blender
Render na Blender Game. B03MOXXHOCTh B3aMMOJICMCTBOBATh C M300paKCHUEM.
N3MeHenne copepkuMoro BKIAA0K penaktopa Properties. Mcnonmusemsiil ¢aiin.
ITanens Properties.

IIpakTuka. 3amyck WTpoOBOTO TpoIlecca W CO3JaHUE HCToiHsAeMoro (aiina.
3amena aBuxkka penumepunra ¢ Blender Render ma Blender Game. Co3manme
CBOWCTB HUI'PHI.

Tema 5.5. BusvansHoe vopasieHue Blender Game Engine — nornueckne010ku

Teopusi. Tpu THUna JOrMUEeCKUX OJIOKOB: CEHCOPBI, KOHTPOJUIEPHI U AKTYyaTOPBI.
CeHcoppl.  AKTyaTophl  (IepeMelieHHMe O0bEeKTa B  IpeAeNax  CIEHBI,
BOCIPOM3BEAEHUE aHMMAIIMM, WA MPOUTpbIBaHKUE 3BYKa). KoHTposiepsl — CBs3b
CEHCOPOB C aKTyaTOpaMH, KOHTPOJb 3a HMX B3aUMOJCHCTBUEM APYr C IAPYTOM.
Hacrpoiika 11eno4ky OCHOBHBIX JIOTUYECKHUX OJIOKOB.

IIpakTuka. Co3nanue WUrpbl, B KOTOPOH OOBEKT IMMOBOPAYMBAETCS C IOMOILIBIO
CTPEJIOK «BJIEBO-BIIPABO», 4 C OMOIIBIO CTPEJIOK «BBEPX-BHU3» — NOJAHUMAETCA U
omnyckaercsi. ObecneunTh JBUKEHUE BIepe] OTHOCUTEIBHO JOKAIbHOM OcH JIH000M
KJIABUILIEH.

Tema 5.6. Cuna (force) u duznueckne 006ekThl B Blender Game Engine

Teopus. [JononnutensHbie cTpoku nonet — Force, Torque, Linear Velocity u
Angular Velocity — cuna, Bpamnaromuii MOMEHT, JIMHEHHAS U YIJI0Bas CKOPOCTH.
Otnuuue Force or Loc. Peakiun o0bekTa Ha KpPaTKOBPEMEHHOE U JIJIUTEIBLHOE
neiicTBue Ha OOBEKT Cuiibl. JIBMJKEHHME C 3aTyXaHMEM M OCTAaHOBKOM, pas3roH
o0beKTa. 3aBUCHMOCTb pe3yibTaTa BO3JEHUCTBHS CHJIBI OT MacChl OOBEKTa
(Bkmaaka Physics — pegakrop cBoiictB). [locTossHHOE BO3JEHCTBHE CHITBI (CEHCOD
Always). ®uzndeckuii IBIKOK — 0OECIIeUCHHE B3aMMOJCHCTBHS OOBEKTOB IPH
CTONKHOBEeHMsIX. Torque — BpamatenbHoe nerictBue. [lapamerp Damping Frames
(mocteneHHbl pasron). KomOuHaImMs HacTpoeK JIWHAMHYECKHMX OOBEKTOB —
BO3MOKHOCTh MHTEPECHBIX U PEATUCTUYHBIX A((HEKTOB B UTPE.

IpakTuka. Co3ganue CTEHbl U3 KUPIHUUYECH, KOTOPYIO B MPOIIECCE UTPHI pa30MBaeT

Msa. K MAYY MPHIOXKUTbL ABC PpPa3HbIC CHJIbI B 3aBUCHMOCTH OT Ha)KaTou



KJIaBUIIIMHA KJIaBUATYpEC. HpI/I ABMIKCHHUN MAY JOJDKCH KPYTHUTLCA BOKPYT CBOCH
OCH, KaK 9TO IIPOUCXOJIHUT B PCAJIbHOCTH.

Tema 5.7. BzaumonerictBue 006ekT0B B Blender Game Engine

Teopusi. Otnuune MopenupoBaHus (PU3WYECKUX SBIEHUU yUIsi Tpaduku u
anumarnmu B Blender Game Engine. Biusiaue ¢pu3ndeckux cBOMCTB 00bEKTa HAETO
MOBEJICHUE TIPU B3aUMOJCUCTBUU C JNPYyruMu oObekTamu. HasHaueHue oOBEKTY
onpejieNieHHoro Tumna. l3MeHeHWe 3Ha4YeHWsl TpaBUTAIMM Ha BKJIAJKe Scene
penaktopa cBoicTB. Tumbl o0bekToB. Tum Static. Tum No Collision — mus
dboHOBBIX 00BekTOB. Pasnuma mexay Dynamic u Rigid Body. Tum Character
Ha3HAYal0T UTPOBBIM MEpCOHaKeM. YBenuueHue 3HaueHus Thershold mpupaer
TEeJIaM yIPYTOCTh.

IpakTuka. Co3nanue CleHbl, B KOTOPOW HAa CTaTUYHYIO IUIOCKOCThH MAJAacT WA
JISKUT Ha HEW OOJbIION TuIockui 00beKT Dynamic, Ha KOTOpPBIN B CBOIO OUY€peilhb
nomkubl manate Rigid Body pasubix ¢opm. ['paHuIbl CTOIKHOBEHHI cieayer
HACTPOUTH TaKUM 00pa3oM, 4TOOBI MOCIIE MAICHU MEXTy 00beKTaMHu HE ObLITIO HU
3a30pOB, HU IPOHUKHOBEHUM.

Tema 5.8. Cencop Mouse B Blender Game Engine

Teopusi. HeBumumeiii kypcop mbimin B Blender Game Engine B pexxume urpsl.
Cxkpuntsl Ha Python. IlpuBsizka aktuBaTopa Mouse k J11000My OOBEKTY uepe3
ceHcop Always. Kuonka Visible aktuBaTopa. Peructpauusi coObITUH MBIIIN:
IIEpEMEILCHUE, KIIMKU JIEBOU, ITPABOM U CPEAHEN KHOIKAMU, HAaX0XKIAECHUE Kypcopa
HaJl KOHKPETHBIM O0BEKTOM WM JIFOOBIM, MPOKPYTKA KoJieca BIIEpE] U Ha3al.
Ipaktuka. He wucnoms3ys ckpunt Ha Python, crmemate Tak, 4ToOBI KYyO
NOBOPAYMBAJICA II0 OCH Z TIPOTUB YacCOBOM CTPEJIKM IPU KIUKE II0
IIPABOMIIOJIOBUHE CIIEHBI M MO YaCOBOM CTPENKE MPHU KIUKE MO JIEBOM MOJIOBUHE
CLICHBI.

Tema 5.9. Yupasnenue kamepoii B Blender Game Engine

Teopusi. Ynpasinenue repoeM Mpu yaajaeHuu OT kamephl. [IpobGrembl 3amHero
wiana. Kak 3acraButh kamepy ABUTaThCs 3a repoeM. CBs3b pPOAUTENb-TIOTOMOK.

ANTOPUTM YCTAHOBJIEHUSI CBSI3W MO 3TOMy TUNy. AkTuBarop Camera — Ooiee



IUIABHOE CJeXeHUe 3a Oo0bekToM. CnekeHue 3a HECKOJIbKMMU OOBbEeKTaMu.
Hcnons3oBanne HeckoMbKkUX KaMep. Pexxum Set Camera aktuBatopa Scene.
Ipakruka. Co3nanue wurpel, rae map nomwkeH uMmers thun Rigid Body. C
MOMOIIBIO CTPETIOK KJIABUATYyphl K HEMY MPWIOKHUTH CHIIbI, 3aCTaBIIIONIME €ro
KaTUTHCS COOTBETCTBEHHO BIEpE[, Ha3ajl, BJIEBO M BIPABO BAOJIb TII0OATBHBIX
ocen. Kamepa nomxHa ciieiuts 3a mapom.

Tema 5.10. ITepexopl MEXIY CliEHAMH IIPU paboTe ¢ UrpOBBIM JIBHKKOM Blender

Game Engine

Teopus. Cuensl. Heckonpko cueH. Co3gaHue HOBBIX CLEH C IOMOIIBIO KHOIIKH
«+» B cOOTBETCTBYIOLIEM Oioke B 3arojioBke pemakrtopa Info. IlepenmenoBanue
cueH. Cnmcok cueH u nepeximodyenune 3D View. AkrtuBatop Scene —
NIEPEKITIOUEHUE C OJTHOM CLEHBI Ha APYIYIO, Iepe3arpy3ka TEKYLIEH CLIEHBI U JIp. B
pexume urpel. Co31aHne MHOTOYPOBHEBOM UTPBI.

IIpakTuka. Co3znaHue MHONOYpOBHEBOM WIpbl (IIEPBBIM YPOBEHb BBIIIOJIHEH Ha
npeasiaynieM 3auatun). Co3aats Konuio ciieHbl. CoXpaHUTh HA BTOPOU CIIEHE BCE
T€ e OOBEKTHI, YTO Ha TMEPBOM M C TeMHU ke HacTpodkamu. Ha BTOpo#l criene
YCIIOKHUTB JTOPOXKKY (€CIIM IIap Nafaer ¢ JOPOKKU — UTpa HAYMHAETCS CHAaJana, T.
€. C MepBoil cueHbl). [l aBTOMaTHUECKOro mepexoja ¢ HeOONbIION 3a1ep KKon
UCIIOJIb30BaTh JIBa CEHCOpa — KOJUTM3HUIO ¢ IOpokKoi U Delay (3anepxka).

Tema 5.12. AxtuBarop Edit Object 8 Blender Game Engine

Teopusi. AxtuBatop Edit Object — mpaBka o00bekTa, ynajaeHue, MOJMEHA U
nobaBka 00bEKTOB, M3MeHeHHne ux (usnyeckux cBoicTB. [loms Edit Object. [Tone
Time — Bpems xxu3HM J00aBisieMoro oobekra B kanapax. [loms Linear Velocity u
Angular Velocity — nuHeliHass ¥ yriioBas CKOPOCTh JJIsl JT0OABIIsIEeMOro OOBEKTa.
Replace Mesh — 3amena mesh. Track to — ciexeHune 3a APYrEM OOBEKTOM.
BkitroueHne 1 OTKIIFOUeHUE TUHAMUKH.

IpakTuka. Co3maHWe KAaTawIIErocs Imapa, WCYE3alolero Ipu MajgeHUH C
TUTOCKOCTH Y CHOBA TTOSIBJISIFOIIIETOCS.

Tema 5.13. Bnusuue nmapamMeTrpa Grav (I‘DaBI/ITaHI/IH) Ha TTOBCACHMHC 00BEKTOB B

Blender Game Engine




Teopusi. YcTaHOBKa CBOEW TpaBUTAlUMU IS Kaxaoil ciieHbl. Co3JaHue pa3HbIX
«(hu3udeckrx» MHUPOB B onHOM mrpe. Bosmoxxnoctu pesxkxumoB Add Background
Scene uiu Add Overlay Scene.

IpakTuka. Co3nanue oObEKTOB, APAIIMX B HEBECOMOCTH Ha 3aJHEM ILJIaHE, B TO
BpEMsI Kak Ha NIEpPEeIHEM IIaHe JEHCTBYET CUIIa TSHKECTH 3€MIIH.

Tema 5.14. Marepuansl 1 Tekctypbl. Pabora ¢ UV/Image Editor

Teopusi. OTianuuss HACTPOMKM MaTepuania NpPU MUCIOJb30BAHUU  JBHIKKA
pennepunra Blender Game or o6srunoro Blender Render. Pexakrop UV/Image —
HaKJIaJKa U300paxxeHu Ha OOBEKTHI JUIsl IPUIaHUSI UM TEKCTYPUPOBAHHOTO BU/IA.
AJITOpPUTMBI HECKOJIBKUX BAPUAHTOB HAJIOKEHHUSI.

IIpakTuka. Hanoxenue n3o0pakeHusi ¢ KUPIUYHON KIaJKOM Ha OOKOBBI IpaHU
KyOa uepe3 pexxum penakrupoBanus UV/Image Editior.

Pa3nen 6. Konkypc TBOpYeCcKHX NPOEKTOB

Tema. 6.1. I[loaroroBka cOOCTBEHHOI'0O TBOPUYECKOI'0 MPOEKTA

Teopusi. BwiObop TemMbI W TOATOTOBKA IUTAHA pealn3allid COOCTBEHHOTO
TBOpueckoro npoekra (urpsl) B Blender Game Engine.
IIpakTuka. Co3mxanue TBopueckoro npoekra (urpsl) B Blender Game Engine.

Tema 6.2. UToroBoe 3aHsTHE. KOHKVDC TBOPYCCKHUX ITPOCKTOB

HpaKTI/IKa. HpC}ICTaBHCHI/Ie H 3allliuTa COOCTBEHHBIX ITPOCKTOB.

Pazgen 7. Ilpome:xkyTounas arrectauus. IlpoBenenue recrupoBanmsi.



TemaTnueckoe IIaHUPOBAHUE

No Ha3zBanue paznena Jata Komn-Bo Temst 3ansaTHS dopma dopma
n/m IPOrPaMMBbl NPOBEJICHA | YacoB 3aHITHS KOHTPOJIS
s 3aHATHUS
1. | BupryanbHas u 1,5 Brenenue B BUpTyalbHYIO U IONOJHEHHYO | I'pymmoBas | becena,
JIOIIOJTHEHHAs PEajbHOCTh: peanbHOCTh. MHCTpYKTak o OT u Th HaO0II0/IeHHE
aKTYyaJbHOCTb, TEXHOJIOTHUH, 0,5 3HAKOMCTBO C 000PY/I0BAaHHEM
MIEPCIIEKTUBHI. 2
2. | OpenSpace-3D. Pazpabotka 1 O6mume nousitust TexHonoruu AR. I'pynmoBast | becena,
AR nipunoxenuit / 3nakoMcTBO ¢ uHTepdericom OpenSpace 3D Ha0II0/IeHNE
1,5 TecTtupoBaHue u aHAIIN3
TOTOBOTO JICMOHCTPAITMOHHOTO MPOEKTA
1,5 Coznanue cooctBeHHOro AR npusnoxxeHus
st Tenedona o ynpasiennem OC
Android
15 Texnonorus Google Cardboard
1,5 Hacrpoiika npunoxenust Ha cMapTdoHe 1ist
IPOCMOTpa BUPTyaJIbHOU clieHbl ¢ Google
Cardboard
3. | Pemaktop pactpoBoii 1 3HaKOMCTBO C PEAAKTOPOM PacTPOBOM I'pynnoBas | becena,
rpaduxu GIMP 15 rpaduxu GIMP. UuTepdeiic mporpammbi, HaAOJIO/ICHHE
BO3MOKHOCTH, 00JIACTH IPUMEHEHUS
2 NHCcTpyMEHTHI pHCOBaHMUS
15 Brinenenue obnacTteit nzo0paxeHus
1,5 ITocnoitHast cTpykTypa N300pakeHust
1,5 JloGaBneHue kK u300paxeHUI0
XYJ0’KECTBEHHOTO TEKCTa
2 I{BeToBast ¥ TOHOBAsI KOPPEKITHS




¢dortorpaduii. Perynip

2 XynoxecTBeHHas 00paboTtka doTtorpaduit
15 Auroput™ co3ganus anuMmanuu B GIMP
2 Coznanue TBopueckoro npoekra B GIMP
Blender-3D. OcHoBbI 1,5 Nutepdetic Blender. Ilepememnienue n I'pynmoBast | becena,
pabotsl 14 n3MeHeHne o0bekToB B Blender HaOJI0/ICHHE
15 OO0OnexThI B Blender
1,5 Extrude (3xcTpyaupoBanue) —
BhLIaBIuBanue B Blender
15 Subdivide — nogpa3nencuue B Blender
1,5 Monudukarop Boolean. byneBsie onepamnuu
B Blender
1,5 Monudukarop Mirror (3epkaibHOE
orobpaxkenue) B Blender
1 Smooth (crnaxxuBanue) o6bexToB B Blender
2 JHoGaBnenue matepuana. CBoiicTBa
MaTepuana. TeKCTypsbl
2 CamocrosTenbHas padora «Co3nanue
00BEKTA M0 TOYHBIM pa3MeEPAM»
Paspabotka urper B Blender 2 Cosnanue nepconaxa B Blender Game I'pymmoBast | becena,
Game Engine 29 Engine. HaOII0/ICHHE
MopenupoBaHue JUIa U TYJTOBHINA
2 Co3nanue nepconaxa B Blender Game
Engine.
MonenupoBaHue pyK U HOT, COeIMHCHHUE UX
C TYJIOBUIIIEM
2 Cozmanue nepcoraxa B Blender Game

Engine.
MopaenvpoBaHue JOMOTHUATENbHBIX JA€TaleH




Y OJCXKJbI TEPCOHAXKA

CamocrositenpHas pabota «Cozanue
MePCOHAXKA U3 BUACOUTPHI WITH
mynbTduibma B Blender Game Engine»

OcHoBsI paboThl B pexkume Blender Game
Engine nns pa3paboTku urp

Busyanbnoe ynpasnenue Blender Game
Engine — norudeckue 6J10KH

Cuna (force) u pusnueckne 0ObEKTHI B
Blender Game Engine

BzaumopeiictBue 00bekToB B Blender Game
Engine

Cencop Mouse B Blender Game Engine

VYupasienue kamepoii B Blender Game
Engine

[lepexoapl MEXy CLIEHAMU MPU padoTe C
UrpoBbIM JBHKKOM B Blender Game Engine

AxrtuBarop Edit Object 8 Blender Game
Engine

Bnusnue napamerpa Grav (rpaBuraius) Ha
noBesieHne o0bekToB B Blender Game
Engine

Martepuaibl 1 TeKcTyphl. PaboTta ¢
UV/Image Editor

Konkypc TBopueckux [ToaroroBka cOOCTBEHHOTO TBOPYECKOTO I'pynnoBas | becena,

MIPOEKTOB 4 IIPOCKTA HaOII0/ICHUE
3ammra TBOPUECKUX MPOEKTOB

IIpomexxyTouHas [IpomexxyTouHas arrecrauus NunuBunyan | TectupoBan

arrectanus 1 bHast ue




2. Kommiekc OpraHU3allMOHHO-TICAAr OrM4CCKuX YCJ'IOBI/Iﬁ

Kanengapubiil yueOHbIN rpaduk

KonmdectBo yueOHBIX HENETh 36 Henenb

1 monyronue 2.09.2024 — 30.12.2024
3UMHUE KaHUKYJIbI

2 noxyroaue 13.01.2025 — 31.05.2025
[IpomexyTouHasi arTecTauus 24.05.2025 rona

@DopMBI KOHTPOJIS
PesynpratuBHOCTH, OOydeHHsS 00€CIIeUYMBAETCS NMPUMEHEHHUEM Pa3IUnIHBIX (PopM,
METOJIOB U TIPUEMOB, KOTOPBIE TECHO CBSI3aHBI MEXKIY COOON W JTOMOJHSIOT APYT
npyra. bonbias yacTh 3aHATHUN OTBOAMUTCS MpakTudeckoi padore. Comepkanue u
o0beM MaTepuana, MOJIeKAIIEro MpoBepKe, ompeaensercs mnporpammoit. [lpu
IPOBEPKE YCBOEHHUSI MaTepuaja HEOOXOJUMO BBIABIATH IOJHOTY, MPOYHOCTh
YCBOCHHUS OOYYarONIUMHUCS TEOPHM M YMCHHE TNPHUMCHATh €€ Ha IPaKTUKE B
3HAKOMBIX U HE3HAKOMBIX CHTYaIlHsX.
Texymmuii KOHTPOIh MPOBOIUTCS MO OKOHYAHUHU W3YUYCHHUS KaKIOro pasjaena —
BEITIOJTHEHNE 00YJarOITUMHUCS CAMOCTOSTEIILHBIX padoT.
[TpoMexxyTOUHBIN KOHTPOIh MPOXOJNUT B KOHIIE Y4EOHOT0 roga B popMe 3aluThl
TIPOEKTOB.
MartepuabHO-TEXHHUECKOe 00ecTIeueHre

Jli1st paGoThl B 00bEIMHEHUH TIPEIOCTABIICHBI:

e kabuner Llentpa «Touka poctay, miomaapo He MeHee S0 KB.M.

e HOyTOYKHU — 10 T, (omepanuonHas cucreMa Windows: 10);

e [IO — SteamVR (ckaunBaercs 6ecriaTHo);

e JIO — OpenSpace-3D (ckauuBaeTcs OSCILUIATHO);

e [IO — Google Cardboard SDK 1.9 (ckaunBaeTcst 6ecIiiaTHO);

e [IO — GIMP 2.10 (ckauuBaetcsi OeCIIaTHO);

e 10 — Blender 2.90 (ckauuBaetcs OecIIaTHO);

® MYJIbTHUMEIUNHBIN IPOEKTOD;




® HHTEpaKTHBHAS JIOCKa;

® aKyCTUYECKHE KOJIOHKU;

e VR oukuy;

e mmianmer (Android, 10S;);
e cMmaptdon (Android, 10S.

PacCXOoJHBIC MAaTCPHAJIbI:

® KapTOH;
® ONTHYECKHUE JINH3HI;
® MarHwur;
® 3aCTCKKHU-JTUITYUYKH.
NudopmarnmonHoe obecrnieuenne
JIJIst TOCTHKEHUST TIAaHUPYEMBIX PE3yJIbTaTOB HCIIONB3YIOTCS (OT-, ayauo-,
BUJICO-, UHTEPHET UCTOUYHUKH:

https://www.youtube.com/watch?v=mG5Bw90MQZs

http://b3d.mezon.ru/index.php/Blender Basics 3-rd edition
https://blender3d.com.ua/
https://www.youtube.com/playlist?list=PLprBF36y611T1rH9il1vhOrGnd Xz

ZppZo
https://www.youtube.com/watch?v=aewSoFxp-i0

KanpoBoe obecnieuenue
Peanuzanmst mporpamMmbl OCYIIECTBIISIETCS 1O PYKOBOJICTBOM Iefarora
JOTIOJTHUTENIbHOTO oOpaszoBanus OcunoBa Anekces Hukomaernya.
Meroaudeckue MaTepHuabl

JIns  ycmemHoW — pealiM3allud  MPOrpaMMbl  MCIIONB3YIOTCS  CIIEAYIOIIUe
METOANYECKUE MaTepHaIbl:

e y4eOHO-TeMaTHUYECKUI IJIaH;

® KaJICHJApHO-TEMaTHUECKUH IIJIaH;

L TCOpCTH‘{GCKI/Iﬁ MaTcpuall 1o n3y4acMbIM TCMaM,


https://www.youtube.com/watch?v=mG5Bw9OMQZs
http://b3d.mezon.ru/index.php/Blender_Basics_3-rd_edition
https://blender3d.com.ua/
https://www.youtube.com/playlist?list=PLprBF36y61IT1rH9il1vh0rGndXzZppZo
https://www.youtube.com/playlist?list=PLprBF36y61IT1rH9il1vh0rGndXzZppZo
https://www.youtube.com/watch?v=aewSoFxp-i0

UHCTPYKIIMU T1I0 TEXHUKE O€30MacHOCTH U TMpaBWiIaM IIOBEACHUSA B
YUPEKICHNH;
CIIPABOYHUKHU U IIEPEBOJUUKU B DJIEKTPOHHOM BUJIE,

MCTOAUYCCKAA JINTCpaATypa AJIA IICAAroroB A0IMMOJIHUTCIIBHOT'O O6paSOBaHI/I}I.

O1LieHOYHbBIE MaTEPUAIIBI

Cnucok nuTeparypol

. KapraBueBa E.H. Hcnonb3oBanme rpaduueckoro pemaktopa GIMP B

koMmmbroTepHOU Tpaduke. — Cankrt-IletepOypr: BXB-Ilerepoypr, 2007.

. Kepnoy A. B. HckycctBo 3D-anumanuu u cuempddexros. /Ilep. ¢ anrd.

E.B. Cmonunoit. — Mocksa: Bepiuna, 2004.

. ITantokoBa T.A. GIMP u Adobe Photoshop. Jlekimuu mo pacTtpoBoii

rpaduxe. — Cankt-IlerepOypr: JIubpokom, 2018.

. I[IpaxoB A.A. Blender. 3D-MoaenupoBanue u anumanus. PykoBoacTBo

115 HaumHaromux. — Cankr-IlerepOypr: BXB-ITerepOypr, 2009.

. IIpaxoB A.A. Camoyuurtens Blender 2.7. — Cankrt-IlerepOypr: bXB-

[TerepOypr, 2016.

. TumogeeB C.M. Pabora B rpaduueckom penaktope GIMP. — Mockaa:

Oxcmo, 2010.

. Yunbsimc P. Anumarop: HaOop nais BbDKUBaHUS. CEKpeThbl U METOBI
co3manus aHuManuu, 3D-Tpaduk U KOMIBIOTEPHBIX UTP. — MOCKBa:
Oxcmo, 2018.

. @®nemunr b. Meronabl anumanuu jauna. Mumuka u aptukyiasiuus. 3D s

nuzarinepoB. — Mocksa: JIMK Ilpecc, 2018.

. XaxaeB U.A. CBoboaHbIl rpaduueckuit penakrop GIMP. I1epBbie maru. —

Mocksa: JIMK Ilpecc, 2017.

10.1I0emn [I. I'etimauzaita. Kak co3mate urpy, B KOTOpYy OyAyT UTpaTh BCE. —

Cankt-IlerepOypr: AnpnmHa [Ta6mumep, 2020.

11.Komucanmuenko J[.H. GIMP 2. becmnatawii anamor Photoshop ms

Windows/Linux/Mac OC. — Cankr-Ilerepoypr: BXB-ITerepoypr, 2016.



