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1. | BBoaHslii pa3aes 6 3 3
KiroueBble XapakTEepUCTUKH CYIIe-
11, | crBYyOLINX VR-ycrpoiicts. 3uaum- | 5 B YeTHbII onpoc.
" | Mple (axkTOpBl AN TOTPYKEHUS B [TpoaykT Moays: HIIEM
BUPTYAIbHYIO PEATbHOCTD. BUPTYAIBHON peaTbHOCTH
1.2. | IToHsITHE CTTPOCKTY. — 1 1
1.3. | IIpoekTHas ACATEIHHOCTD — — 2
2 3nakomctBo ¢ 3D ckaHupoBaHuem, 16 6 10
" | MOJeJMPOBAHNEM H NEYATHIO YcTHBIN ompoc.
21 [TporpammMuoe obecnieucHne Blender B 4 5 [TpoaykT Momymst:
| 3D. [IJIEM BUPTYaJIbHOM pe-
[Tporpammuoe obecrieueHbe anpbHOCTH Ha ocHOBe 3D
2.2. | 3DsMax. — 2 4 CKAaHMPOBAHHUS U I1€YaTU
3. | lanopamHuas creMka — Bujaeo 360 6 2 4 .
> YcTHBI onpoc.
TexHONOTHS TAHOPAMHOW CHEMKH. .
[IponykT Mmonyis:
3.1. | llporpammHoe  obecrieueHue Aus | — 2 — VD 110 KBAHTODMH
MOHTaa Buaeo 360 P PHYMY
3.2. | IlpoekTHas 1eATeIbHOCTh - - 4
TexHoJIOTHsI ONMOJHEHHOH peaJib- N
4. a P 32 10 22 YcTHBI onpoc.
HoeTH IIponykT Monyis:
4.1. | ba3oBble MOHSTHS TEXHOJIOTUHU — 2 - POy AYIE:
MIPOEKT 10 3a/IaHHOM Te-
42 [Iporpammuoe obGecneuenne Spark | 9 4 MATHKe
" | AR Studio.
43 NHcTpymMeHTapuii TOTIOJHEHHONW pe- | 5 5
" | anmpHOCTH. VYcTHBIN onpoc.
4.4. | S3bik nporpamMmmupoBanus C#. - 2 6 IIponykt Moayms: mpuio-
45 MobuibHoe MpUIOKEHHE € JOmoN- [ 9 i KEHHE JIsI MOOMIIEHOTO
" | HEeHHOH PeaTbHOCTHIO YCTpOMCTBA
4.6. | IlpoexTHast AEITETHLHOCTb. - 10
5. | Co3nanue AR-kBecTa 12 2 10 .
YcTHBIN onpoc.
[Tporpammuoe obGecnieuenune Unreal
5.1. Engine — 2 — [IponykT Mogymsi: KBECT C
: OIOJIHEHHOH peabHO-
5.2. | IlpoexTHas NesITeTHHOCTD — — 8 A P
CTBIO
5.3. | UtoroBoe 3ansiTne - - 2
UTOIrO: | 72 23 49




