Kypc "BBeaeHue B pa3paborky MMO-urp”

Hauano kypcos: 5 anpens 2008 roga, B 14-00, rpynna go 10 yenosek.

LleneBas ayaMTopusa KypcoB

1. TMporpaMMmUCTbl, KOTOPbIE XOTAT MOBbLICUTbL KBanMdukauuto n nepentn B o61acTtb pa3paboTku
urp
2. HauuHatouime NporpaMMuUCTbl, KOTOPbIE ULLYT HanpaB/iEHNE B KOTOPOM pa3BMBaTbCS

Ba)HO: Mbl HE YYMM KOHKPETHOMY S13blKYy NMpOrpaMmMmpoBaHuns. Mbl yumm o6pasy MbllieHns B
nporpaMMmpoBaHuUn. He BaXXHO Ha KakoM a3bike Bbl nuwnTe. BaXXHO Kak. Mbl MpoBOAMM KYpCbl AN
ajanTauum HOBbIX COTPYAHMKOB K cneunduke Hawen paboTtbl. B TOM uncne u K g3bikaM. B xoae Kypca
byneT ocywecTBnaTbCcsa oT6op Hanbonee ycnewHbiX KaHAMAATOB A/ CTaXUPOBKMK B

BIT.GAMES — urpoBom oTtaeneHunun komnanmm BIT Creative.

dopmMaT npoBeAeHns KypcoB

dopmaT NpoBeaeHns KypcoB — O4YHO-yAaneHHbin. Kypc 6yaeT pasbuTt Ha HeCKonbko (4-7) aTanos.
MpenoaaBaTenb BCTpeYaeTcs CO CnywaTtenssMn, 4aeT YyacTb TEOPETUUYECKOro MaTepuana u 3agaHue.
CpoK BbINOSIHEHUS 3afaHNa — Hedens. Yepes Headenw — oyepenHas o4YHas BCTpeya, NpoBepka
3a4aHuin, pasbop noneTos, cneaysiwas YacTb TEOPETMYECKOrO MaTepumana v NpakTMYeCcKoe 3agaHue.
YyacTHMKM KypCoB NostyyaT AOCTYN K 3aKpbITOMY (hOpyMy, Ha KOTOPOM CMOryT O6MEeHMBATLCS OMbITOM,
Bblk/1aAblBaTb paboThl, 3a4aBaTb BOMPOCHI M NoJlydaTb OTBETLI OT NpenogaBaTenei KypcoB U
COTPYAHMKOB KOMMaHUMU.

YcnoBua NocTynJieHUusi Ha Kypcbil

Mepen Ha4anoM KypcoB NpoBOANTCA O4HOe cobecefoBaHMAa C KaHAnAaTaMn. Ha KypcCbl 3a4nCsa0TCS
TONIbKO Te KaHamMaaTbl, KOTOpble yCrewHo npowsnn cobeceqosaHue.
KaHampaTtbl Ha 3a4mMcneHne AO/KHbl COOTBETCTBOBATh CAeAyoWmnM TpeboBaHUSaM:

1. 3HaHume C++ n OO0I

2. lMpumep cBoero Koga, KOTopbiM Bbl MoXeTe ropanTbcs (BaXkeH He 06beM, a KayecTBO Koaa)

YTo >XenatenbHO 3HaTb Nepea nNnpocnyuwmmBaHUEM KYpcoB

1. OcHOBbI KOMMbIOTEPHOM rpadurKmn
2. TllaTTepHbl NpOEeKTMPOBaAHUS

Jintepatypa 1 pecypcbl, C KOTOPbIMMU >KeJlaTeSIbHO 03HAaKOMUTbLCSH

1. 3.Namma u ap. (GoF) "MpnemMbl 06bEKTHO-OPUEHTUPOBAHHOIO NMPOEKTUPOBAHMS: NATTEPHDI
npoekTupoBaHus."

2. K.bek. "2kcTpeMansHoe nporpaMMmpoBaHue - pa3paboTka yepes TectMpoBaHue". BeeageHune B
aBTOMATM3NPOBAHHOE MOAYJIbHOE TECTUPOBAHMUE.

3. M. ®daynep. "PedakTopuHr. YayyweHune ansariHa cywecreytowero koga" (M. Fowler
"Refactoring - Improving the Design of Existing Code"). O643aTenbHO K MPOYTEHULO.

4. M. ®aynep. "MaTtTepHbl NpUIOXeHUN ypoBHS npeanpusatuin” (M. Fowler "Patterns of Enterprise
Application Architecture"). KH1Mra no3BonsieT He BblAyMbIBaTb KOJIECO, @ COCPEAO0TOUNTLCA Ha
peweHnn busHec-3agau.

5. [O. Knpuescku. «PedaktopuHr ¢ ncnonb3osaHuem wabnoHos» (J. Kerievsky. "Refactoring To
Patterns"). PekomeHgaumm no pedakTOPUHIY CUCTEM, a TaKXe NpuMepbl UCNOSIb30BaHMS
NnaTTEPHOB NMPOEKTUPOBAHUSA Npu pedaKToOpUHre.

NMnaH kypcosB

1. CTpyKTypa KNMEeHT-CEPBEPHOro NrPOBOro NPUNOXKEHUS
1. Cepsep



GameLoop
CeTeBOV YpOBEHb
Cucrtema aHanusa nonb3oBaTeNbCKOro BBOAA
CucteMa npuHaTMS peweHnin(Al — NICKYCTBEHHDbIA MHTENEKT)
. CUHXpOHM3aUUS C NOCTOSAHHBIM UCTOYHUKOM AaHHbIX
2. KnueHT
1. GamelLoop
2. CeteBoW ypoBeHb
3. CucrteMa aHanm3a nosib30BaTe/IbCKOro BBOAA
4. TlloacucteMa BmMaeo BbIBOAA
2. Al - UCKYCTBEHHbIN MHTENEKT
1. OcHoBHble noacmuTeMbl Al
1. Sensory subsystem
2. Behaviours subsystem
3. Pathfinding
2. TununuHble cnocobbl NnpeacTaBneHus Al n1ormku
1. Finite State Machine - npumep(Pacman)
2. Behavior Tree - npumep(Halo)
3. GOAI oriented Planning - npumep(FEAR)
3. WNcnonb3oBaHWe CKpUNTOBbIX A3bikoB B Al: Lua
3. CeteBoM ypoBeHb
1. Linux/BSD: demux(select, kpoll, kqueue)
2. KnacTtepusauus:
3. Tpobnembl pacCUHXPOHM3aUMM KIINEHTA U cepepa.
4. Persistence (CMHXpoHM3aUMSA UrPbl C MOCTOSAHHBIM MCTOYHMKOM AaHHbIX)
1. YpoBeHb abcTpakuum
2. ATOMapHOCTb 3anmcu
3. XpaHeHue gaHHbIX B Bl 1 nepnoanyHOCTb COXpaHeHus
4. KnacTtepusauusa cepsepoB B/l
5. KnuneHnt
1. GamelLoop
2. CeTteBasd npocnonka
3. OCHOBHbIE UrpOBble CYLLHOCTM MUpa
4. TopcuctemMa BUAeO BbiBoAa: 3d — MaTpuubl, KBaTEPHMOHbI U NPOM.
6. OCHOBHble NPMHLUUMNbI pa3paboTku
TecTnpoBaHue
MoCTOsIHHbIN pedaKTOpPMHI Koaa
CuncreMa HO4YHbIX 6UNAOB Kak Ans cepBepa, Tak U ANnsa KiMeHTa
JlormpoBaHue Ha HEeCKONIbKNX YPOBHAX
MakcuManbHasa asToMaTU3auns U CKpUNTOBAHUE BCEX OKOIOMNPOEKTHbLIX 3aaau4
Co3gaHue cneymanmnsanpoBaHHOro MHCTpPYMeHTapus ANa oTNaAKKM Kak K/IMeHTa Tak U cepBepa
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