oTus

OHNaiH-o6pasoBaHue

NMonHag nporpamma

Game Designer
+ Level Design

Game Design and Level Design

OnutenbHocTb Kypca: 128 yacoB

Mopynb 1. BBepeHue B OCHOBDI

Tema 1l

BeepeHue B Kypc u
BOPKLUOM: 3HAKOMCTBO

Tema 2

XaHpbl 1 cnoBapb
reumpusaiiHepa.
(neBen pusamH
BKJIIOUYEH)

Tema 3

Bupnbl
reiMpusaiiHepoB U
ponb reumpusaiiHepa B
NpoeKTa U KOMNaHUU
(neBen pusamH
BKJIlIOUYEH)

Tema 4

MoHeTusauua B
pasHbIX Mopensax urp,
TUNDbI UTP.

Tema b

Mpouecc paspa6oTku [oMallHUe 3afaHUs
urpbl (neeen pusamnH
BKJIIOUYEH)

Pa3pa6oTka ugeu, Bbi6op xaHpa U MoZenu pacnpocTpaHeHus 1 c6op
pedepeHcoB

Mopynb 2. Pabota Hag upeei

Tema l

YTo TaKkoe core-loop JloMaluHue 3apaHua
urpbl. C vero

HauyuHaeTcs urpa?

PacnucaTb 1 COCTaBUTb AuarpaMmy AJisi KOp-Jlyna urpbl.

Tema 2

MeTa-MexaHUKHU, UTO
3TO TaKOoe? KaKue OHMU
6biBaloT?

Tema 3

McuxoTunol UrpokKos, nomau_".'"e 3apaHua
n3yuyeHume ayautopuu.

OnpeAaenuTb NpeaBapuUTe/bHYIO LiesNieBy o ay AUTOPUIO CBOEM Urpbl.

Tema 4

BupeHbe npoekTa un JoMalHue 3apaHus
NUTY JOKYMEHT

Onpegenutb vision npoekTa. CoCTaBUTb NUTY /Il MPOMEXXYTOYHOM

3alLUTbI.

Tema 5

Pa3nunuHbie BUADI JoMallHue 3apaHusa

BOKYMeHTaLum
[13-HanoMuHarKa 4To Hy>XHO cobpaTb BMecTe A/l Npef3aLlUTbl Kop niyn,
ayAUTOPUIO U NUTY.

Tema 6

MpoMexxkyTouHasa

3awWmTa: Kop-nayn urpbl
M KOp-MeXaHUKMU,
uenesas ayputopus,
NepBUYHbINA NUTY-
OOKYMEHT

Mopaynb 3. Yrny6bnsemca B reuMmansanH

Tema 1l

30HbI
oTBeTcTBeHHocTu. Ca6-
avucuunnuibl IO

Tema 2
BeepeHue B UI/UX

Tema 3

MpakTuueckas pa60Ta JloMaluHue 3apaHua

no UI/UX
3aKoHuMTb paboTy, HayaTylo B PaKTUYECKOM, YTO6bI BbiaaTb Ul-wires
ANA Bawen Urpbl U MakKeTbl TpéX OCHOBHbIX 3KpaHOB.

Tema 4

BeepeHue B

HappaTUBHDbIA AU3alH

Tema 5

BeepeHue B 6anaHc

Tema 6

Bopkuwon u JomaliHue 3apaHusa
npakTuueckas no

UrpoBoMy 6anaHcy

CocTaBuTb I'IpenBapMTeanblﬁ 6anaHc urpbl C OCHOBHbIMMU CYLLLHOCTAMM.

Tema 7

MpenpopaKLwweH u
neesen-gusaiH Kak ero

yacTtb

Tema 8

B3aMMOAeﬁCTBMe (4 JloMallHMe 3apaHua

apyrumu

AUCLUNINHAMU
[3-HanoMuHasnKa YTo Hy>XHO cobpaTb BMecTe anisl npeg3sawutbl Ul-
wires, MaKkeTbl, NpeABapuUTenbHbIi 6anaHc U HAppaTUB (€C/I OHU XOTAT
ero go6aBuTb B Urpy)

Tema 9

MpoMmexxyTouHasa

sawumTta: UI/UX wires,
OCHOBHbIE OKHa,
OCHOBHbIE CYLLHOCTHU
6anaHca, oCBHOBHaA
npea uctopum (ecnu
Tpebyetca)

Mopynb 4. Yrny6nsemcsa B nesen gusauH

Tema 1l

UHcTpyMmeHTbl nesen JoMaluHue 3afaHus
BusaiHepa, floorplan

CocTtaeutb floorplan ans ogHoro ypoBHsi BaLuew urpbl.

Tema 2

MeTtopbl paboTtbl nesen
AM3aiiHepa v KpuBas
CJI0XKHOCTH

Tema 3

3M0l-l.3wl B nesen JoMaluHue 3apaHus
Au3aiiHe: norpyeHue,

BO3HarpaaeHue,
HeraTus

Paper design c KOHTpo/ieM 3MOLMOHaIbHOrO Ny TellecTBUs A/ Ballero
YPOBHS1.

Tema 4

JleBen pusamvH un
HappaTus:
pacckasbiBaHue
McTopuit uepes neeen
AV3aiH

Tema 5

JleBen gusamH u
reMmnnein

Tema 6

Nesen pusaiiH n [loMaLuHue 3agaHus
NoACKa3KU UrPOKY:

BU3yasibHble, CBETOBbIE

U npoume

Hacbiw,eHune Baluero KoHuenTa i opmaLmei Npo Bu3yasnbHbie
NOACKAa3KU 1 NPoYMe U3 YpoKa.

Tema 7

JleBen pusaiiH B
CUHINNNeepe u B
MynbTUnNeepe

Tema 8

Jlesen Au3aunH B JoMalHue 3apaHusa
OTKPbITOM MUpe

J[13-HanoMu1HanKa 4To Hy>XHO cobpaTb BMecCTe AJisl NpeA3aLLmuTbl
floorplan, paper design n Bu3yanbHble aneMeHTbl A/isl IeBesa Urpbl.

Tema 9

MpomexxyTouHasa
3’awmTa: 3awmuaem
KOHL,eNnTbl YPOBHEN:
floorplan u paper
design.

Mopaynb 5. CospaHue ypoBHeu B Unity n Unreal

Engine

Tema l

BeepeHue B Urpoebie
ABWXKKMU.

Tema 2

BeepeHue B Unreal anqa
neesen gusaiHepa

Tema 3

BeepeHue B Unity ana  omawHue 3apavus
neesen pusaiHepa

Greybox BaLuero ypoBHsi Ha Bbl6paHHOM BaMU ABWKKe.

Tema 4

Pa6orta c Megascans B
Unreal Engine

Tema 5

CKYNbNTUHT
naHpwacdToB B Unreal

Tema 6

OonTuMU3aumua ypoBHeM
B Unreal

Mopynb 6. lNpoekTHaa pabora

Tema 1l

BBopgHoOe 3aHATUE U
KoHcynbrayus no
npoeKTam

Tema 2

3awmTta NPoeKToB

Tema 3
UTorosoe 3aHATUE



