


\ Y 4
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I lporpamma
KypCa

4 vecqua IIna HAYMMHaLWMUX

3 MecsLua nporpamma +1 mecsu, gon.
npoBepKa AoOMallHUX 3adaHUN
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Hepena 1. BBegeHue B Kypc

e 3HAKOMCTBO
o [enMan3samHep 1 4YTO OH AeNaeT
e /13 yero coctout urpa

e ONbIT N NCUXONOrnS NIMPOKa

Hepensa 2. Uaen. OrpaHnyeHus. [lokymeHTaums

e Vpeda onsa urpsbl. [locTaHOBKa nNpobnemsl. [Tonck nogen onga sallen Urpbl

e Pitch for the sky, develop for the ground. 3onoTtada cepeanHa

e JlokymMeHTauus

e Kak co3pgaTb AN3anH-OO0KYMEHT (U caenaTthb Tak, YTo6bl ero YmTtaam He TOJIbKO Bbl)
e VIHCTpyMeHTapun ansg paboTbl C 3agavyamu
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Hepensa 3. MexaHuku. HappaTtuBHbi au3aviH. banaHc

o Kop-remmnnen. Airposoun Lnkn. HYTo Takoe core loop 1 Kak ero BblaennTb
e HappaTtnBHbIN AN3anH
e banaHc

e MeTa-mexaHnKu

Hepensa 4. NpotoTunnposaHue. bymakHbi npoToTUNN

e 3a4yeM HY>XHO NpOoTOTUNMPOBaHUE

Hepnensa 5. Hayano pa6otbl B UE4. Cuctema nepeaBu)KeHuUs

e Co30aHMe NpoekKTa
e Ckenetan Mell 1 aHnMaLunM nepcoHa)ka

e CKenetan mew n aHnMmaunm
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Hepens 6. Opy)xue. NpotoTunuposaHue U cuctema

e MexaHunKa cTpenbobl

e Opy)Xune panbHero 604

Hepensa 7. UckyccTBeHHbIN UHTennekT nu Cucremol bos

e Bunabl NpOTUBHNKOB

e OcHoBbl bocc-panTa
e CucTtema XxmT-peakumm
e OcHoOBbI paboThl c Al

Hepnensa 8. [lononHutenbHblie cucrembl B TPS

e VIHTEPDEUC
e Blueprint Librarium. 910 6MbinoTeKa rotoBbIX UTPOBbIX MEXAaHUK C NMOOPOOBHON OOKYMEHTALMEN TOro, KaK nx

MMMNIEMEHTUPOBATb B CBOWM NMPOEKT, B KOTOPYIO NpenogaBaTe/ibCKM COCTaB U CTYAEHTbI 406aBMAI0T FrOTOBbIE peLlleHUs.
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Hepena 9. OcCHOBbI neBen-An3avHa

e ba3oBble cBeoeHUs

e JleBen-ansamH npakTuka

Henensa 10. Npoueccbl U opraHu3auus

e VIrpy penaet KomMaHpa
e KomaHgHOEe B3anMoaencTBme n obLleHne Ha NpoeKTe
e PaboTa c apyrmmm genaptaMmeHTaMmm n nogrotoeka T3

Hepensa 11. ®un6exku. Pe3rome

e barojpukc
e [lomMoLLb B cOCcTaBNeHUN pe3tomMe

e KypcoBble HenneHaoyxu



