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AHOTALIMSA

Hactosammuii mpoexT mnpenHazHadeH ais pa3pabOTKH BUACOUTPHI B IKaHPE
Adventure Ha matdopme Unreal Engine. B pamkax QumioMHOro mpoekTta Oblia
pa3paboTaHa npukioYeHueckas urpa “l[loxumieHue” B )kxaHpe BU3yaJbHOTO POMaHa,
Ha wurpoBom aBwxkke Unreal Engine mnst mepcoHanbHOro kommbroTepa. IIpoext
SIBIISICTCS. UTPOBOM ajanTanuedt rpapuueckoro pomana Manuro (E. Quaireau), M.C.
(M. Chevalier) “Captive”.

ITpu padote ¢ Unreal Engine ncrons3oBanack cpeaa paspadorku Visual Studio
C IPUMEHEHHEM BBICOKOYPOBHEBOTO SI3bIKa TIPOTPAMMHUPOBAHUS OOIIEr0 Ha3HAYCHHUSI
C++. A taxxe BcrpoeHHast UE cucrema BusyanbHOro ckpuntunra Blueprints.

3ayacTyio BU3yaJbHBIC HOBEIUIB MPEJCTABISIOT COOOW KHIKHBIE MCTOPHH B
UTPOBOM HCIIOJHEHWH, C BBIOOpOM wiam 0Oe3 BbIOOpa BoBce. JlaHHBIA MpOEKT
npeuraracT OONBIIYI0 WHTEPAKTHBHOCTh. WrpoBbIe MEXaHUKH BHYTPHUTPOBOTO
nporiecca:

— CBOOOHOE MEepeIBIKECHUE;

— OOUIeHHUE C MepCoOHAKAMU,

— OTBICKHBAHHE MTPEIMETOB,;

— pasrajapiBaHue mMUQpPOB;

— U3yYEHHE YIHK;

— y4acTue B CThIYKaX U MOTOHSX;

— TPUHATHE PEIICHUI B HEJIMHEHHOM CIOKETE€ CO MHOKECTBOM KOHIIOBOK.



AHJIANITA

byn xo06a Unreal Engine miiardopmaceiHa BITBIPMaH OKHUFAJIbl KaHPAAFbI
OeitHe OWMBIHABI JaMbITyFa apHajraH. biTipy »xobacwl asceiHna «lloxuienue»
IIBITBIPMAaH OKWFalIbl OMBIHBI keke KommbloTepre apHanraH Unreal Engine oiibiH
KO3FaJITKBIIIBIHIA KOPHEKI poMaH kaHpbIHaa a3ipiaeH . XKooba Manuro (E. Quaireau),
M.C. (M. Chevalier) “Captive” rpadukaibik pOMaHbIHbIH OWBIHFA OCHIMIETYI.

Unreal Engine-men »ywmeic icterenae, Visual Studio a3ipimey opracer C++
KOFapbl JEHT eI Kbl MaKcaTTaFbl OarJapiamMaliay TiLTl apKbUTbl MaigalaHbUIIbL.
Conpaii-ax kxipictipuiredn UE Busyanasl cuenapuit xyiieci Blueprints.

Kebinece Bu3yanapl poMaHJap OWBIH TYpiHIE, TAHAAYChI3 HEMECE TaHIAyChI3
KiTam oHriMmenepi OoJibill TaObUIaNbl. by k00a kepeMeT WHTEpPaKTHBTI YCBHIHAJBI.
O¥#ipIH 1MI1HET1 TPOUECTIH OMBbIH MEXaHUKACHI:

— EepKIH KO3FaJIbIC;

— KeHinkepiepMeH KapbIM-KaThIHAC,

— 3JeMeHTTepAl Taly;

— mudprapaspl menry;

— JIoNenieMenepi 3epTTey;

— KaKTBIFBICTApP MECH KyFBIHIApFa KaThICY;

— OlpHeIIe COHBI CHI3BIKTHI €MEC OHTIME e MIeNTiM KaOblIaay.



ABSTRACT

This project is intended to develop a video game in the Adventure genre on the
Unreal Engine platform. As part of the graduation project, the adventure game
“IToxumenue” was developed in the genre of a visual novel, on the Unreal Engine
game engine for a personal computer. The project is a game adaptation of the graphic
novel by Manuro (E. Quaireau), M.C. (M. Chevalier) "Captive".

When working with Unreal Engine, the Visual Studio development environment
was used using the high-level general-purpose programming language C++. As well as
the built-in UE visual scripting system Blueprints.

Often, visual novels are book stories in a playful way, with or without choice at
all. This project offers great interactivity. Game mechanics of the in-game process:

— free movement;

— communication with characters;

— finding items;

— deciphering ciphers;

— study of evidence;

— participation in skirmishes and chases;

— making decisions in a non-linear story with multiple endings.
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BBEJIEHUE

CeronHst BUACOUTPHI - 3Ta KpyIHasi MaccoBas MHIyCTpUs, KOTOpas 3a BecbMma
KOPOTKHUI CpPOK MpHOOpesna TMraHTCKOE BIMSHUE HapaBHE C MY3BIKOW M KUHO, CTaB
MOIIHEUIIUM (PEHOMEHOM MON-KYJIbTYphl M KpylHeWmen (opmoi HCKyccTBa. 3a
MOCJIEAHUE TOAbl MHIYCTPUS WUIP MPUHOCHUT OOJIbIIE BBIPYYKH MO CPABHEHHIO C
KHHATaMH U TPEBBIIIAeT J0XO/bI, YeM KuHemaTorpad u My3bika BMecTe B3sThic [16].
Takum oOpa3oM co3gaHue BUACOUTP SIBIIACTCS aKTyaJbHOW TEMOW B TaHHBIM MOMEHT.

Ha naHHbli MOMEHT WHAYCTpHUS pa3paOOTKU BHUACOUTP HE TaK pa3BUTa B
Kazaxcrane [18], kak B HekoTopbIxX Apyrux crpanax CHI'. Hanpumep, komnanus “ 4A
Games”, Haxopsiasics B Ykpaune wiu “Wargaming” B benopyccuu. [Toaromy nmpoekt
npeaHa3HauYeH Jisl TPUBJICUEHUS] BHUMAHUS K BaXXHOCTH Pa3BUTHS HUTPOBOU
WHyCTPUH B HAIIEH CTpaHe.

UrpoBas nHayCcTpUsi — 3TO KPYHHBIA PHIHOK, B KOTOPOM CYIIECTBYET OOJIbIIas
KOHKYPEHIIHs, co3atomias mperpajsl K pa3paboTKe Urp, 4To 3aiMyT CBOIO HUIIY, U B
CBSI3U C TEM, YTO UMEETCS BBICOKHI CIpOC K xxkaHpy Adventure, 1enbo npoekTa ObiIo
BbIOpAHO MCCIIE0BAHNE COBPEMEHHBIX TEXHOJIOTHI CO3/IJaHNsl KOMITbIOTEPHBIX UTP U
pa3paboTka Buacourpsl B xkaupe Adventure Ha margopme Unreal Engine.

['maBHasi IEHHOCTh peaNM30BAaHHON WMIPhl B €€ KapAMHAIBHOM OTJIWYUHU OT
rpaduyeckoro pomMaHa, Ha KOTOPDOM OHa OCHOBaHa. B kHHUTe yHWTaTrens BO BpeMms
BbIOOpa CIOKETHOTO JCHCTBHS CIIy4ailHO MOXKET MPEXIEBPEMEHHO Y3HAaTh BaXKHYIO
UHPOPMAIIMIO O CIOKETE, YBHUJIETb HECKOJbKO KOHI[OBOK (HAa OJHOW CTpaHHIIE
NOKa3aHbl 2—5 BO3MOKHBIX Pa3BUTHI ClokeTa). To Urpa B CBOIO 04€pe/lb, ITOJTHOCTHIO
UCKIIFOUUT CIIy4alHbIE CIIOMJIEPHI, YTO MPENACT €M [IEHHOCTh B IJIa3aX UTPOKA.

Hcxonst 3 3TOro METOAbl HMCCIENOBAHUS B JAHHOM JUIUIOMHOM IPOEKTE
OCYILIECTBIICHBI MIPU MOMOILM aHAJIN3a CTATUCTUYECKUX JAHHBIX PHIHKA MOMYJISAPHBIX
KAHPOB, TIIATPOPM U aKTYaTbHBIX TEXHOJOTHUIA CO3/IaHUS UTD.

[losicHuTenbHast 3amucka K AWIUIOMHOMY IIPOEKTY COCTOMT W3 BBEICHMS,
OCHOBHOM 4yacTth  (MCCIEOBATEIbCKUM, TEXHOJIOTHMYECKHH, TPOEKTHBIM U
AKCHEPUMEHTAIBHBIN pa3eibl), 3aKJIFOUEHUs, CIUCKA UCIIOIb30BAaHHOM JTUTEPATyphl U
MIPUIIOKEHU.

B nepBom paznene npoekra, “HccienoBarenbckuii pa3ien’’, IpoOBEACHbI aHAIN3
U UCCIIEJOBAaHUE UTPOBOM MHAYCTPUH, aKTYaJbHbIX IAHHBIX UTPOBOTO PHIHKA.

Bo BropoM pa3zgene mnpoekra, “TexHonormyeckwii pazaen’, BBIIOJIHEHO
HCCIIEIOBAHUE COBPEMEHHBIX U aKTyaJIbHBIX TEXHOJIOTUN Pa3pabOTKU BUIACOUTP.

Tperuii paszmen mnpoekra, “IIpoexkTHas dYacTh”, OMHCHIBAET pPa3padOTKy
KOMIbIOTepHOU Urpsl “lloxuienue”.

UeTBepThiil pazgen, “OKCHEpUMEHTANbHBIA pa3ziesl”’, MOCBSIIEH peanu3aluu
KOHEYHOM MPOTrPAMMBI.

B 3aknioueHuM OMMCaHbl OCHOBHBIE  pE3yJbTaThbl, TMOJYYEHHBIE MpU
BBITIOJIHEHUU JUIIJIOMHOTO MTPOEKTA.

JIMTUIOMHBIN TIPOEeKT cocTouT W3 59 crpanwmm, 31 pucyHok, 5 amarpamm, 2
npwiokeHnii. B pabote ucnons3oBanuch 42 NCTOYHUKA.
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1. UccaenoBaTebCcKuii pa3uen

1.1 e mpoekTa

UrpoBas unpycTpus — 3T0 OOJBIION U OBICTPOPACTYIIUN PBIHOK, B KOTOPBIii
€KETOJIHO BJIMBAIOTCS KPYIHBIE MHBECTHLIMU M B KOTOPOM CYHIECTBYET >KECTKas
KOHKYPEHIUS, CO3/1atolias Iperpaabl K pazpadoTKe BUACOUTDP, YTO 3aiiMYT CBOIO HULITY
Ha pblHKe. COOTBETCTBEHHO, BO3HHMKA€T HEOOXOJMMOCTh B HCCIEIOBAaHUU
COBPEMEHHBIX CPEJICTB CO3JaHUs UIpP, a B CBA3M C TE€M, YTO HaOJIO/1aeTCs BBICOKUIA
cnpoc k kaHpy Adventure, menapi0 TpoekTa OBUIO BBIOPAHO HCCICIOBAHKE
COBPEMEHHBIX TEXHOJIOTHI CO3/1aHUs KOMITBIOTEPHBIX UT'P U pa3paboTKa BUIECOUTPHI B
xanpe Adventure Ha matgopme Unreal Engine.

CrieoBatenbHO, 3a1a41 MOETO MTPOEKTA, CIAEAYIOIIHE:

1. TlpoBectn aHanM3 MpPEeIMETHON 00JIACTU M HCCIEAOBATH PBHIHOK WIPOBOM
UHAYCTPUH, pa3paboTaTh TEXHUYECKOE 3aJaHUE Ha MPOCKTUPOBAHUE
BUJICOUTPHI
HccnenoBaTh COBpEMEHHBIE TEXHOJIOTMHU U CPEACTBA CO3/IaHMS BUIEOUTD
Pazpabotars urpy “Iloxumenne”

Peanu3zoBaTh  KOMIIBIOTEPHYIO  UIpPY, pa3paboTatb  BHYTPUUTPOBOM
uHTEepQeiic, BUIEOUTPOBOE yIIpaBICHNUE
5. IIpoBecTu TeCTMpOBaHNE KOHEUYHOHN IPOrPaMMBbI

B own

1.2 Onpenesienusi, TEPMUHBI H COKpPAIIEeHUSI

B ta6auie 1.1 chopmynupoBaHbl Bce COKpaIleHUs M TEPMHUHBI, UCIIOJIb3yEeMbIe
B TMpeIMETHOM obilacTh pa3pabaThiBA€MOro IIPOCKTa, W PaBHBIM 00pa3om
cnenupuyecKue TEPMUHBI, KOTOPBIE CBA3AHBI C UCTIOJIB3YEMBIMU TEXHOJIOTUSIMU TIPU
pa3paboTKe ¥ MPOTPAaMMHOM pean3alfeil mpoeKTa.

Tadamuna - 1.1 — CoxkpanieHusi, TepMHHBI M UX OIIpe/ieJIeHUs

CokpalleHie/TepMUH OmnpeneneHue

Unreal Engine (UE) | WrpoBoii nBrKOK, MeXIIaTGOpPMEHHAS cpeia pa3paboTKu
xommannu Epic Games

HrpoBoi 1BUKOK [TporpammHuoe obecnieuenne st pa3pabOTKU BUICOUTD
Visual Studio (VS) WuTerpupoBannas cpena pazpadorku (IDE) mporpammuoro
obecnieueHns kommanuu Microsoft

C++ S3bIK mporpaMMUpoOBaHus 00IIETO HA3HAUYCHUS

Blueprints Cucrema BU3yaJIbHOTO CKpUIITHHTA, BcTpoeHHas B UE
Cxkpunt (cuenapuit) | [Iporpamma/mocnenoBaTeIbHOCTh UHCTPYKIUH,
WHTEPIPETUPYEMast/BBITIOTHSIEMAast CHCTEMOU
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IIpoooncenue mabauyer 1.1 - Cokpawjenus, mepmunsl U ux onpeoeneHus

CokpailieHre/TepMuH Onpenenenue

Crnoiinep BaxxHas npexaeBpeMEHHO pacKphITas CHOKETHas
uH(opMaIus

Kiacce B C++ onuceBarorcss Meroabl ((PyHKIIMM) W JIaHHBIE,
UCIIOJIb3yeMbIe 00BEKTOM (IIepEeMEHHas1) Kacca

Adventure  (xBect, | XKaHp BuaeoUrp, TPEACTABISIONUNA  HHTCPAKTUBHYIO

MPUKITIOYEHYECKas UCTOPUIO O TMEpPCOHAXe, KOTOPhIM YIpPaBIsE€T WIPOK, C

urpa) 3JIEeMEHTaMH MCCIIEJOBAHUU MUPA U PEIIEHUS TOJI0BOJIOMOK

GUI I'padpuuecknii nonap3oBarenbckuii uHTEPGEiic

DLC 3arpy>KaeMblil KOHTEHT

[aTu [IporpammHOe CpencTBO Il YCTPAHEHHUS] TEXHHUYECKHX
npoOJieM u 6aroB

bar [Tporpammuas ommudka

Pennepunr [Ipouecc monydeHust N300paskeHUsI 10 MOJEIH TP MTOMOIIU
IPOrpaMMBbl

MoneTu3zanus Crtpaterus yBenudeHus: IpuObLIN

YpoBHH [Inomaaku Mupa urpsl NpeacTaBisionue, Kakue Obl TO HU
ObLI10, JIOKAIIMK: TOpOJia, 3JaHusl, Jieca U T. II.

CertuHr OO0ycnaBnuBaeT MeCTO, BpeMsl U OOCTOSATENbCTBA COOBITUI

UTPBI

3axBaT IBUKEHUU OmudpoBka  peandbHbIX  ABWKEHHM  CHEUATbHBIMU
JNaTYNKAMHU

KoMmeroautn Coo0611ecTBO JrofieH, 00beTMHEHHBIX OOIIMM HHTEPECOM

Urposeie Mexanuku | [IpaBuna omnpenensiomye M peEryIupyronme IEUCTBUS U

(MEXaHUKHN) BO3MOYKHOCTH MUT'POKA, U PEAKIIMIO UTPHI HA HUX.

AAA (Triple-A)

BricokoOromkeTHas urpa

Nann

HezaBucumas Mmano0ropKeTHAs Urpa

1.3 IlpeameTHasi 06,1aCcTh

1.3.1 Bumeourpsnl: TOraa u ceifuac

Cornacao KeMOpumkckoMy crioBapio, BUAEOMIpa — 3TO UTPa, B KOTOPOI UTPOK
YIPAaBISET JBIDKYIIAMUCSA HW300paXCHUSAMH Ha OSKpaHe, HaxuMmas KHomkd [1].
[IpenmecTBeHHUKAMU BUJCOUTP OBUTH KOMITBIOTEPHBIE WTIPHI, a 10 HUX OBbUIA
AJIEKTPOHHBIE, HA DJIEKTPOHHBIX YCTPOWCTBA, HE UMEIOLINUE JUCILIES] U KOMIIBIOTEPA C
nporpaMmoii. [lepBoHayanbHO KOMIBIOTEPHI OBUIN JIMIIL Y aDMUU U YHUBEPCUTETOB,
Y CTOWJIM OTPOMHBIX JieHer. Ho maxke Toraa, HoBaTOpbI pa3padaThIBalu UTPHI.
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1940 rox — OaBapa KonaoH, Ghusuk-saaepiyk, npeactTaBuil Ha BceMupHoii BhICTaBKe
B Hbm-ﬁopKe Nimatron — urpoBoll KOMIBIOTEp, MPEICTABIISIONINI 3JICKTPOHHO-
pPENENHYI0 MalIuHYy, SBILIIOIIMKACS aJanTaluel KUTauckod urpbl HUM. CyTb UIpBI
3aKJII0YaIach B MOOYEPETHOM BBITSTUBAHUU MPEIMETOB ABYMS UTPOKAMU (UEJIOBEK U
W) u3 Heckoabkux Kyd. [ToOexan B3sBIIUi mocineauuii nmpeamer [2].

1947 ron — Tomac Tongcmur-mmanmuii uw Octn  Peit Mann wu3ob0penu
«Pa3BnekartesnbHOE YCTPOUCTBO Ha OCHOBE DJIT» - 3E€KTpOHHYIO UTPY B BUAE TUpA C
BBIBOJIOM H300pakeHUs Ha nucruie. OJHAKO OHA HE CUMUTAETCS KaHIUJATOM Ha
3BaHMUE MEePBOM BUJICOUTPHI, TaK KaK HE paboTana Ha BBIYUCIUTEIBHOM yCcTpoiicTBe. B
CBSI3HM CO CTOMMOCTBIO U APYruX (pakTopoB, He ObLIa BBINMYIIICHA HAa PHIHOK [3].

1952 ron — Connu [yrnac, mpodeccop unpopmaruku B Kemopumxke, Ha ocHose DJIT,
pazpadotan urpy OXO — umuTHUpymoulyw KpecTuku-Honuku. Ho, ee He mormm
pacrpocTpaHuTh, Tak kak kommbioTep EDSAC, nisa xotoporo ee pazpaboTanu, ObLI
YHUKAJICH U pacrojaraics B Oubnuoreke yHuepcureta [4].

XOTh TMEpBbIE WrPHl HCIOJB30BAIUCH B OCHOBHOM JJI JAEMOHCTpAIlUU
TEXHUYECKUX BO3MOXXHOCTEH KOMIIBIOTEPOB TEX JIET, CO BPEMEHEM IMPOTPAMMHUCTHI,
MBITAIUCH CO3/IaTh KOMIIBIOTEPHBIC UTPHI B Pa3BIICKATEIbHBIX IIEJISX.

1962 roa — crynentsl MIT C. Paccen, V. Burenen u M. I'pen, Ha nepenosom PDP-1,
BBINTYCKAIOT IIU(POBYIO BUACOUTPY Spacewar! — kocMOCUMYJISTOp, Te ABa UTPOKa,
YIPABJISAIONINE KOCMHUYECKUMH KOpaOIsMH, MaHEBPUPOBAJIU OT TPAaBUTAIMOHHOTO
IOJISL 3BE€3/IbI, ITPU ATOM OTCTPEIUBAsCh ToprieaaMu. Irpok Mor ucnosb30BaTh TATY U
BXOJINTh B THUIIEPIIPOCTPAHCTBO, YTO MO3BOJISIIO MEPEMECTUTHCSA B CIyYalHOE MECTO
Ha akpane [5]. Ilormban TOT, B KOro momajgana ToplieAa MPOTUBHUKA JIUOO eciH
KOpalJb CTAJIKMBAJCS CO 3Be3N0i/Apyrum kopabnem. Mrpa crama xurom, Oblia Ha
6onpimHcTBe PDP-1. [Tocrne Bhilia Ha apkagHble aBTOMAThI M MTOBJIMSIIA HA CO3/IaHHE
MHO’KECTBa UTP-KJIOHOB. B mocnencteuu crana mpapoauteneM xanpa Shoot ’em up
(mepectpensii ux Bcex) [6]. Spacewar! ceirpana BaxHyIO posib B (OPMHUPOBAHUH
UTPOBOM HMHIYCTPHUH, BJIOXHOBHB COOOW MHOTHX, YTO MPHUBEIO K TMEPECEICHUI0
BUJICOUTP M3 JTA0OpATOpHil B 3ajbl C aBTOMAaTaMH, a 3aTEM B KBApTUPBI, CTPEMSCh
IPEBPATUTh TEXHOJIOTHUIO B KOMMEPIIUATIU3UPOBAHHOE Pa3BICYECHUE.

1971 roa — X. Tak u b. [lurrc, co3naroT nepBblil UTPOBOK aBTOMAT, C YIy4YIIEHHON
Bepcueit Spacewar! — Galaxy Game. Ecnu B mepByto urpaiv Juiib IpOrpaMMHUCTBI
[12], To Galaxy crama mocTymHOW J1r000My. ABTOMAT OBLI KOMMEPYECKHM, a UTpa
ObLTa MEepBOM, UMEIOIICH CIIOT it MOHeT [7]. 2 mecsma cmycts Nutting Associates,
BMecTe ¢ mHkeHepom H. bymiHenmnoM, BhITyckaeT CBOIO ajmamrtaiuio Spacewar! —
Computer Space, Ho oHa MPoOBaIMIIACh H3-3a CIIOKHOTO yIpaBiieHus [8].

1972 rox — BBIXOHN TmepBoil wrpoBoii koHcomu Magnavox Odyssey, cBoemy
nosiBjeHuto o0s3annas Pansdy baepy. Bmecte ¢ Heit mum 12 urp [9] Ha kapTpumkax
— KapThl MaMsTH, coaepkaiue MukpocxeMsl [13Y, xpausmue Buneourpy. K Tomy xe,
JUISL TIOJTHOTO TOTPY>KEHUS, HCIOJIb30BAJIMCh HAKIAJKKW Ha SKpaH TeJIeBHU30Dpa,
N0OABIISIONINE AJIEMEHThl OKpy:KeHusd. B mocnenyromue nste JeT ObUIM MPOAAHBI
6omee 350,000 sx3emmuisipos [10].

BnoxunoBusmuces oguoit u3z urp Odyssey — nunr-nourom, Homan Byminen
ocHOBbIBaeT Atari, Inc., B cueayroomme IeCATWICTHS CTaBImIas OJHOW W3
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JOMHHHUPYIOUIUX UTPOBBIX KOMIIAHUHN, U TIPEAiaraeT KOHLENIHIO UTPhl A. AJIBKOPHY.
[lepBeiit aBTOMaT PONQ ObLT yCTaHOBJIEH B MECTHOM 3a0€rajloBKe, HO Yepe3 ABE HENEIH
MEHEJKEP IPOCUI €ro yoparb, TOBOpPsI, YTO OH ciioMaH. PazoOpaB aBTOMAaT, HUKaKUX
MOJIOMOK He oOHapyxwiu. IIpoGrema OblIa B MOHETONPUEMHHKE, OH OBLI
nepenoiHeH. Toraa rimaBa Atari, oco3HaB, 4TO B €ro pyKax 30J10Tasi KUJIa, PELII caM
U371aBaTh aBTOMAThI M OTKA3aJICS OT IOMOIIY CTOPOHHUX KoMmaHuid [11].

[TproOpeTst MaccoBblil ycniex, PONng npusiekia BHuManue baepa, 4yTo npuBesno

K JanbHeWIuM pazbouparenbctBaM Mexay Atari, Inc. u Magnavox. Ho Bce 310 He
nomermano Homany, u yepe3 roa mocie MaccoBOrO MPOU3BOJCTBA U HEMMOBEPHOI'O
ycnexa, Apyrue KpynHble UTPOBbIe KOMIIAHUM HAayalld CO3/1aBaTh CBOM IMOAJEIKH Ha
Pong. Tak, simonckas kommanus SEGA pemuna BeimycTuTh apkaanywo urpy Hockey
TV, no cyru siBisiromasicst Pong ¢ nsymst Habopamu paketok [12].
1977 rom — ¢ BBIXO/IOM MPHUCTABOK BTOPOTO TOKOJIeHUs, Atari Beiyckaer §8-OUTHY!O,
Atari 2600, mo3»e BbIMYyCTUBIIAs 3HaMeHHTYIO Shoot 'em up Bugeourpy Space
Invaders, k 1982 roay npunecias npuosuth $3.8 mupa [13], a B o61iem 6osbire $15
mipna (¢ yuetom uHGusiuy Ha 2021). Yenex npoiak mpou3omies 1 ¢ JIeTeHIapHbIMU
Donkey Kong u Pac-Man, craBmue campiMu TpUOBUIBHBIME UTpaMu B uctopun. Ho,
HecMOTps Ha ycrex Atari 2600 u npogaxu B 40 MITH KONUM, KOMIIAHUS TIPOM3BOIUIIA
HU3KHE BBIMIATHI pa3paboTyrKaM U HE YIOMHUHAJA UX B UTpaX. YkKe yepe3 Cyl, ObLIo
NPU3HAHO TPaBO JHOOOro paspaboTurka, co3faBarth Hpoekt s Atari 2600, dro
IIPUBEJIO K 3aIOTHEHUIO PhIHKA HU3KOKaue€CTBEHHBIMU NMPOaYyKTaMHu, BbixoaoM E.T. the
Extra-Terrestrial B 1982, cuumraromasics OMHOW W3 XYIIIUX WP, KPYIMHEHIITUM
MPOBAJIOM B MHAYCTPHH, U K 3aXOPOHEHHIO HepacnpoaaHHbx komwuid [14]. Bee 310
MOBJIUSIIO K BOSHUKHOBEHUIO MacIITAOHOTO KpU3uca UHIycTpuu Bugeourp 1983 rona,
KOT'JIa pa30pHIOCh OOJIBIIOE KOJTHMYECTBO aMEPUKAHCKUX UTPOBBIX KOMIIaHUH.

JIumb crycTsi HECKOJBKO JIET, HHAYCTPHsI CMOTJIa BOCCTAHOBUTHCS, Ojaromaps
pacnpoctpaHenuio simonckoi npuctasku Nintendo Entertainment System (NES).
1985 roa — Beixog NES, o3HameHOBaBIIMI HA4yano TPETHErO MOKOJICHHS HUTPOBBIX
cucteM. B ToM ke roay BeixoauT Super Mario Bros., craBmmit B OyaymiemM ogHOM 13
CaMbIX MPOJABAEMbIX UTP B UCTOPUHU.

C 80-x Bumeourpsl nepectanu ObITh X000 1 MpocTo urpymkamu. [IpucraBku
poAaBaJINCh MUJUIMOHAMHU KOIUHM [0 BCEMY MHUDY, [0 UTpaM CHUMaJH (UIbMBI, K
npuMepy “TpoH”, medaTtaiu >KypHainbl U T. O. Urpel cTalim 4YacTbl0O MaccOBOM
KyJIbTypbl. A C NOCIEOYIOIIMMH TOKOJEHUSMH BBIIIJIO MHOXECTBO IIPOEKTOB,
MOBJIUSABIIUX M U3MEHUBIIMX MHAYCTpuio. Ho 3arparuBas naxe HeOONbIIYIO YacTh,
pa3Mep BUJCOUTPOBBIX XPOHUK B JAHHOM HMCCIIEIOBAHNUN YBEJIMYUTCS B Pa3bl.

1.3.2 Anaan3 peinka. BuneourpoBasi uHaycTpusi B undpax

JIns noHMMaHusA, KaK YCTPOECH COBPEMEHHBIN PBIHOK UTP, Ky/1a OH JIBUKETCS —
OUYEHb BAXKHO MPOAHAIIU3UPOBATH, UTO MOMYJSIPHO U MEPCIEKTUBHO B 3TOH cepe. B
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CBSI3M C 3TUM, ObLJIO MPOBEJECHO MCCIEIOBAHUE PHIHOYHON CTATUCTUKH IO MPOJIaXKaM
Y aKTyaJIbHBIM IJIATGOpMaM JJIs1 BUECOUTP.
[TpuObLTL UTPOBOM UHTYCTPHUH

— 2019 = $144 mapg;

— 2020 = $174 mapx;

— 2021 — rogoBoii 10X01 UHAYCTPUU COCTABUII pekopiHbie = $180 mupa.

[TpuObL1s IO MIaThOpMaM

— MoOumnbHbIe Urpsl = 52%:;

— Ilepconanbubie komnboTepsl = 20%0;

— Konconu = 28%.

2021 Global Games Market

newzoo Per Device & Segment With Year-on-Year Growth Rates

Mobile PC
$93.2Bn $36.7Bn
+7.3% YoY -0.8% YoY
Tablet Games Browser PC Games
$11.7Bn $2.6Bn
I
+2.6% YoY -18.2% YoY —
2021 TOTAL
Smartphone $180'3 Bn Downalge:c;edg
Games +1.4% PC Games

YoY

$34.1Bn

+0.9% YoY

— \ $81.5Bn
+8.0% YoY

Console

$50.4Bn

-6.6% YoY

Pucynok - 1.1 — craTucTuka npuObIJIN UTPOBOM MHAYCTPUHU M NPUOBLIN 1O
miaatgopmam 2021, npeaocraBiaeHHasi aHaJInTH4YecKkoi rpynmoii NewZoo [15]

CpaBuuBas goxonbl Ha 2020 roa cpeau MeIUauHIyCTPUHU, TOJ0Bas MPUOBLIH
KHHOMHIYCTPHM COCTaBWIIA TUIb $45 Muapa, uro B 3.5 pa3a MeHbIIe UrpoBoii [16].
Crartuctuka peiHKa 1o peruonam Ha 2021 rox [17]:

— KomnuecTBo reiimepoB Ha 2022 roj1 cocTaBisieT = 3 MJIPA YETOBEK;

— PoiHok A3um = 55% noxonoB — B ocHoBHOM Kwurait u Slmonus. 13-3a yero
W3JIaTe] OPUEHTUPYIOTCSA Ha JIaHHBIN PRIHOK. K mpuMepy, B UTpax KOMIaHUU
Blizzard Entertainment, exerogHo mnpa3aHyioT kutaiickuii HoBwiii roa. B
OONBIIMHCTBE MarazuHax MUQPPOBON AUCTPUOYIIHU UTP TIPOBOASTCS CKUJKH;

— CesepHas u IOQ:xnasa Amepuka, EBpona = 31%;

— Poccus Ha 11 mMecte cpenu ctpaH, ¢ goxoaamu B = $1.7 mipy;

— Ka3zaxcran = 47 mecto [18].
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Tekymue HU3KHE T[OKa3aTeNd IPHBEIM K TOMY, 4YTO HE BCE KpPYITHBIC
pa3paboTunku Jjokamusupyt cBou urpbl mias CHI'. K mpumepy, Psychonauts 2,
u3nanHas Xbox Game Studios u mpeteHnoBaBmIas Ha Jydnnyto urpy roxa 2021 mo
BepCHH MpecTkHOM mpemun The Game Awards — He UMeeT pyCCKOro s3bIKa.

[Momynsipabie xaupsi [19]

Action 27%
LyTepbl 20%
Ponesble nrpsbl 11%
CnopTUBHbIE CUMYNATOPbI 11%

Adventure

(o]

%
DanTUHrbI 8%
[OHOYHbIe urpsbl 6%

OcTanbHble XaHpbl

©o
xX

o

5 10 15 20 25 30

H [MonynspHble XaHpbl [27]

Juarpamma - 1.1 — cTaTHCTHKA NOMYJISIPHBIX )KAHPOB CPeIu UTp,
npeaoCcTaB/IeHHAs aHAJIUTHYeCKOi maTdopmoii Statista [19]

Cambie npuoObUIbHBIC (panim3sl [20]

Pokemon $90
Mario
Call of Duty
wii
PAC-MAN
Space Invaders
Dungeon Fighter Online
Street Fighter
Final Fantasy
World of Warcraft

0 10 20 30 40 50 60 70 80 90 100

W Camble npubblibHble dpaHWwmsbl [29]

Juarpamma - 1.2 — camble NpuObLIbHBIE HTPOBBIe (ppanmmu3bl, B SUS Mupa
CTaTHCTHKA MpeaocTaBIeHa aHAJIuTHYecKoii miaTdopmoii Statista [20]

B nmanmnom TOIle Bce eme HET HU OAHOTO MOOWJIBHOIO MPOEKTA, JIMIIb
KOHCOJIbHBIE, KOMIIBIOTEPHBIE UTPBHI.
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Campbie nmponaBaeMblie urpbl 2017—2022 ronpr [21]

Red Dead Redemption 2
Call of Duty: Modern Warfare
The Legend of Zelda: Breath of the Wild
Super Smash Bros. Ultimate
Pokémon Sword and Shield
Super Mario Odyssey

o
=
o
N
o
w
o
S
o
v
o
[e2)
o
~
o

80

B Camble npogaBaemMble nrpbl 2017-2022 roapl

Juarpamma - 1.3 — camble npoaaBaemblie Urpbl ¢ 2017 mo 2022 roabl, B MJIH

NPOAaHHBIX Konmuii. CTATUCTHUKA NMPeA0CTABJIEHA MHTEPHET-IHIMKJIONeAue
Wikipedia [21]

Takum 06pa3om, paccMaTpuBasi CamMble MPOJABACMbIC UIPbI MOCIEAHUX IISATH
JIET, UTPBI OHOIIOJIF30BATEIBCKOTO KaHPa BCE €Ille CHIIBHO BOCTPEOOBAHbI, IPUHOCST
OO0JIBIIINE ICHBIH, a JOJI1 KOHCOJIEH B ITOCIIEIHIE TOIbI BO3POCIa HECMOTPS Ha TO, UTO
OOJIBINYIO YaCTh PBIHKA COCTABJISIIOT MOOUJIBHBIE TIPUITOKCHHUS.
[MpumepaMu ycriexa OJWHOYHBIX U, CIYXKAT MPOEKThI MOCIEAHUX JIET:
— Spider-Man — 3.3 MJIH HIpOJaHHBIX KOMHi 3a 3 aHs [22]
87/100 6amtoB Ha UTPOBOHI caliTe-arperarope perensuit Metacritic [23];
— Red Dead Redemption 2 - $725 mun 3a 3 nus [24]
97/100 6asoB Ha UTPOBO caiiTe-arperatope perensuii Metacritic [25];
— It Takes Two — B xaHpe action-adventure
Jlydmiast urpa roga 2021 mo Bepcun The Game Awards [26].
Vcxons U3 BBIICTIEPEYHCICHHBIX TaHHBIX, Y UTPOBBIX M3JaTeNICH HET 0COOBIX
NPUYHMH OTKa3bIBATHCS OT OJMHOYHBIX HTD.

1.3.3 KBectnl (Adventure games)

3arparuBas TeMy HCCIIEA0BaHUs, OBUIH PacCMOTPEHBI UTPHI kaHpa Adventure.
Hebununus “KBecT, NMPUKJIYEHYECKasi Wrpa” — >KaHp BHICOUTP, OJHWH W3
OCHOBHBIX, TPEACTABISAIONMNA W3 ce0s HHTEPAKTHBHYIO HCTOPHUIO O TEPCOHAKE,
KOTOPBIM YIIPABIISIET UTPOK, OCHOBAHHOW Ha KPEMKOM MTOBECTBOBAHUHU, UCCIICIOBAHUH
MUpa U PEIICHUSIX PA3INIHBIX 33/1a49/TOJIOBOJIOMOK, BU3YAIBHON SCTETUKE U B KOTOPOH
00U He SIBJIIOTCS OCHOBHOU (hopMOit akTHBHOCTH [27].
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Kak wu mepBbie WUrpbl B II€JIOM, TaK W TEPBbIC KBECThI, M3-32 OTCYTCTBHS

KOMITBIOTEpHOH Tpaduku, ObUIM TEKCTOBBIMH, TJe BCE TOBECTBOBAHHME BEJIOCH
MOCPEICTBOM TEKCTOBOM MH(pOPMAIIIH.
1975 rox —Ywunbsam Kpaynep paspaboran mepBblii KBecT B sxanpe Interactive fiction
(MHTepaKkTHBHAs XyaokecTBeHHas jgutepatypa) — Colossal Cave Adventure. Urpa
BBIBOJIMJIA HA DKPaH OMHMCAHUS MEIIEPHBIX CUCTEM, a OT UTPOKa TpeOoBaIoCch HAOPATh
KOMaHIy Kyaa WATH, 4TOOBI BBIOPATHCS, TOIMYTHO WCCIETys TEIepy B IOHUCKaX
30JI0THIX COKPOBHIII U peliast MpoOIeMbI HCITOJIb3YsI HalICHHBIE peIMeThI. B memepe
UIPOKa MOHKHUIAIHA CMEPTEIbHbIC OMTACHOCTH B BHJIE ABOPGOB | M [27].

[lepBrIii kBeCT, UMEIOLIUMN KOMITIBIOTEPHYIO rpaduky, Obu1 Mystery House 1980

roja, paspaboranusiii On-Line Systems, B Oyaymem Sierra On-Line. Xotp urpa
IpeJICTaBlIsAIa cO00M BEKTOPHBIC CTATUYHBIC PUCYHKH Ha 4€pHOM (OHE, OHA clelaja
HPOPBIB B HHAYCTPUHU U pa3oluiack TUpakoM B 10 Teicsia komuit [28].
1984 rox — Sierra BeimyckaeT King’s Quest, craBiras kjaaccukoin jkaHpa. B Heit, B
OTJIUYUHU OT TMPEABIYIICH WIPbl KOMIAHWH, TJE JIOKAIIMA COCTOSJIN M3 OOBIYHBIX
JUHUHN B MyCTOTE, MPUCYTCTBOBAJIa KpacouyHas rpaduka, MOSIBUINCH JCPEBbS M PEKH,
3aMKH, TI0 KOTOPBIM Opouit repoid. M XoTh qeHCTBUS HYKHO OBLIIO BCE €Ill¢ HaOupaTh
gyepe3 KOMaH/Ibl, IOCICACTBHS YK€ MOXHO OBIJIO YBHJICTh Ha dKpaHe. FIMEHHO B 3TOM
CEpHH 3aJI0KUJIM OCHOBBI KaHpa, TJC JIJIs TOTO, YTOOBI IBUTAThCS O CIOXKETY, HY)KHO
pelaTh roJIOBOJIOMKH, BHUMATEIBLHO HMCCIICIOBAThH JIOKAIIMHM, OOMIATHCSA C JAPYTHMH
MEePCOHAKAMHU M B3aUMOJICHCTBOBATH C Pa3HBIMU MTPEIMETAMU. 3aTeM OT TOM ke Sierra
On-Line Boinia He MeHee 3HaunMast Space Quest.

C nonynsipHOCTBIO 3TUX U IPYTUX CEPUH, B PYCCKOM SI3bIKE 3aKPEMUIIOCH CIOBO
“kBecT”, KaK HamMeHOBaHue Ia “‘amBeHuyp” [29]. A ¢ mosiBlIeHHEM HOBBIX
rpadUUeCKUX KBECTOB MPOM3OIIET MEepexoj OT 00BIYHOrO TEKCTOBOro K point-and-
click unaTepdeiicy, rme amd B3aUMOAEHUCTBHUSA, HY)KHO OBLIO HABECTHCH KypCOPOM
MBIIIY Y HIEJKHYTh KHOIKOM MO OMpeIeICHHOM 00J1acTh Ha SKpaHe MOHUTOPA.

B nanbHelilieM HOBBIM JOMHUHAaHTOM B cpefe KBecToB ctai LucasArts,
BBINTYCKasl CaMble KpacHBBIC M TEPBOKIACCHBbIC WIpbl Ha pbiHKe [27]. OmHoi u3
KOTOPBIX OBLIIN CEPHs CATUPHUECKUX KBeCTOB Sam&Max o ayate aHTpornoMophHOTo
(obnamarorero genoBe4ecKUM oOpasam) rca gerektuBa Cama M ero 3aiieoopasHoro
nomorauka Makca; Opytanenbiid Full Throttle ¢ HerunmuueBIM ceTTHHTOM O
Oaifkepax; Wrpa, KOTOPYIO CTaBSIT Ha BEPIIMHY KBECTOBOrO HCKyccTBa - Grim
Fandango, Omarogapss e¢ yHHKaJIbHOMY BH3YaJIbHOMY CTHJIIO, OTIIOJUPOBaHHBIM
MEXaHMKaM ¥ TPOTaTeJIbHOW WCTOPUU O pabOTHHKE JenapTamMeHTa CMEpTH B
3arpoOHOM MHpe, TIOMOTAIONMK YyMEpIIMM B WX TocienHeM myTth. Bce
MEPEUYNCIICHHBIC TIPOEKTHl TOJYYHMJIA BBICOYCHHBIC OIEHKH CpPEId HWIPOKOB H
KPUTHKOB, IPOAAIUCH KPYITHBIM THPAXKOM M CTAJIN MO-HACTOSIIeMY Ky IbToBbIMU [30].
Taxum 006pa3oM KBECTHI YKPEIIUIN CBOM TIO3UITUU B UTPOBON MHIYCTPUH.

Tem He MeHee NPHUKIIOYCHUYCCKHE BHUIACOUTPHl MEHBINE 3aBUCSINNAE OT
TEXHOJIOTUU OTOOpaKeHUs, YeM JTUHAMUYHbBIC SKIIH-UTPHI, B cepeaune 2000-x cranu
MOJIy9aTh MEHBIIIC BHUMAHUS MIPECCHI, & UTPOKHU TIEPECTATN HHTEPECOBATHCS UMM, YTO
MIPHUBEJIO K HU3KUM TTPOJakaM 1 3a0JTyKICHHIO O TOM, YTO JKaHp «MepTB» [27].
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B neiicTBUTENHHOCTH KBECTHI J)KMBBI M XOPOIIO CeOS UyBCTBYIOT M OCTAIOTCS
BeChbMa TMOMYJSIPHBIMH, TaK KakK 3TOT aHP OJWH W3 CaMbIX Pa3BETBJICHHBIX, HE
MPEeKpalIaroInid PacTH U Pa3BUBATHCA. A CO BPEMEHEM BHIOM3MEHSSCH, JOOMpal B
ceOst HOBbIE MEXaHUKH W 3BOJIOIMOHUPOBAI, TIOPOXKAasi HOBBIE )KaHPBI U TOKAHPHI.
Hanpumep: Alone in the Dark — kBecT cuuTaromuiics pomoHadaibHUKOM Survival
horror (yxacbl ¢ »JJeMEHTaMH BBDKHMBaHUs), mporpammuct Maiikin To#, mon
Brevyariaeauem ot Colossal Cave Adventure, cozman Rogue, mOpOIUBIINYIO KaHP
Roguelike - ocHOBOIT KOTOpPOro, SBISIOTCSA TEHEPHPYEMBbIC CIy4ailHBIM 00pa3oM
ypoBHH [31]; BmOOAaBOK reiiMepsl MPOCTO MPHCTPACTHIMCH K OoOJiee 3PEITHITHBIM
JIMHAMUYECKAM BHJCOUTpaM, BCIEACTBUE uero adventure skaHp cTan MeHee
HOMYJISIPEH C MPHUXO0J0M HOBOro cMmerinanHoro - Action-Adventure [27]. U Te cambie
METayCIeNHbIe MPOEKTHI MOCIEIHUX JIET, O KOTOPhIX MHCAIOCh paHee B JIaHHOM
uccnenoBanuu: It Takes Two, Red Dead Redemption 2, Marvel's Spider-Man —
SBIISIFOTCSL ATATIOHHBIMU TPECTABUTEISIMU KaHpPa MPUKITIOUEHISCKII 00CBHK.

OaHUM W3 TO/KAHPOB NMPHUKITFOYCHUSCKUX BHJICOUTD SBIISICTCS BH3YaJIbHBIMH
poMaH (HOBEJIa) — B KOTOPOM HCTOPHUS JIEMOHCTPHPYETCS 3a CUET CTATHYHBIX
n300pakeHni U TeKcTa. XOTh TPAIUIIMOHHO BU3yallbHAsh HOBEIIA MPETIOJHOCUTCS B
CTWIe KOMHKca/MaHru (kaHp 3apoawics B SIMOHHMH) COMPOBOXKIAeMas TEKCTOM,
CEeTO/IHS OHA, KaK M JIFOOBIE KaHPhl MOKET 3aMMCTBOBATh UTPOBBIC MEXaHUKH, CTHIIb
nojaud W3 JPYrHX: MEHbIIee/0obliee KOJIMYecTBO HHTepakTuBHOCTH, 2D/3D,
JEMOHCTpAIIMsI CTATHYHBIX CIIPAUTOB WIIM K€ BO3MOXHOCTH CBOOOIHO TEPEABUTATHCS
110 MUPY UTPHI U T. ., U T. TI.

B 2010-x xBecThl mepepoaunuchk Omaromapst cryauu Telltale Games u ux
SIM30INYECKON cepuu o 3oMmOu-amokaiuncuce The Walking Dead, co3manHoii 1o
MOTHBaM KOMHUKCOB “Xomsane mepTBenbl”. DopMaabHO 3TO OBIT BCE TOT K€ KBECT,
OJTHAKO UTpaJICS OH WHAYe. YTPaBJICHHUE IMEPCOHAXKEM MPOUCXOIMIO HE 10 MICITIKY
MBIITK, a TMpu moMomu kiaBuml. [logOupaemple TpeaMeThl aBTOMATHYCCKU
UCTIOJIH30BAIMCH B 3aBUCUMOCTH OT KOHTEKCTa. M TIIaBHOE — 3TO CHCTeMa pelICHUIA U
UX TIOCTICICTBHIA, T/Ie KaXKIBIH BBIOOP B IMAJTIOTaX WINA PA3IMYHBIX CHTYAIUSIX BIUSIIOT
Ha XOJI UCTOPUHU (BO BCSIKOM CIydae WIpa CO3MAacT OTIMYHYIO MJUTIO3UIO 3TOTO) HE
TOJILKO B PaMKax OJHOW WTPHI, HO JaKe B TMOCIEAYIOIMMUX YaCTSIM OJHOW CEpHUH, B
3aBUCUMOCTH OT MPHUHATHIX paHee PEIIeHUH, CHENaHHBIX UTPOKOM. [ 'elimMruieli ObLT
CBEJICH K MUHUMYMY, a CYIIIECTBEHHYIO YaCTh BPEMEHU UTPOK MPUHUMAET PEIICHUS B
WHTCPAKTUBHBIX BHYTPHHUTPOBBIX BHJEO (KaT-cuieHax). M maHHBIE pelIeHus, Kak |
MOJXO0JT K MPUKIIOUEHYECKUM UTPaM CTalld HEBEPOSITHO MOMYJspHBIMHU. bonee Toro,
The Walking Dead: The Game momyuuina Harpamy wurpy roga 2012 mepeMonun
Harpaxnaenus Spike Video Game Awards [32].

B pesyabrare aHamm3a kBectoB (adventure gameS) ObUTH BBIICICHBI
CJIEYIOIUE XapaKTEePU3YIOIIUe UX KayecTna:

— HCCIeI0BaHueE,

— cOop/MaHUTTYIUPOBAHUE TIPEIMETAMH;

— pelIeHHE TOJI0BOJIOMOK;

— MEHBIINI yIop Ha 0OEBBIC W KIITH SJIEMEHTHI.
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1.3.4 Pa3zpaGoTka Bujgeonrp

Orarnsl MPOU3BOJICTBA:
1) KOHUENT UTPbI
a. TedMaM3aiHep ¢ KOMaHIOM Pa3pabOTUNKOB 0003HAYAIOT JKAHP, KOTOPBIN
CTaHET BEKTOPOM Pa3pabOTKU BCETrO MPOEKTa, T. K. OT TOTO KaKOW >KaHP
BBIOpaH, K mpumepy action, adventure wim RPG - Oynyr 3aBuceTh
KJIIFOUEBBIC TECUMIUIEMHBIE MEXAaHUKH, MIPOBOM (PYHKUMOHAT -
BMEILAIOIINN B ce0s IOTUKY MHpa Urphl, pusuky, yciaosus win/loose, U1
MEPCOHAXEH, WHTCPAKTHBHOCTh OOBEKTOB WIPHI, XapaKTepP BCEro
UTPOBOr0 TMpoIecca - OT KOTOPOro OyAeT 3aBUCETh Ha KaKyko
ayJIUTOpHIO HarlesieHa urpa [33]
b. BeIOOp certuhra [33], onpeaensONMHA NPUHAIJICKHOCTh HUIPBHI K
OIPE/ICIICHHOMY THUIy BUPTYaJIbHOT'O MUPA M CIOXKETHOM Teme. [Iprumepsl

CETTHHIOB: Hay4JHast daHTacTHKa, KHOepraHK, CTUMIIaHK,
CPEIHEBEKOBbE, TTOCTATIOKAIUTICUC | T. 1.
C. Hamucanue concept mokymenTa [33] — B KOTOpOM HaOpOCaHbI

HavajbHBIC MPOPAOOTKHA BCEX AaCIMEKTOB HUIPHI, VISION JAOKyMeHTa —
OTHMCHIBAIOIINKN UTPY, KaK KOHEYHBI OM3HEC-TIPOAYKT. DTH JTOKYMEHTHI
bopMUPYIOT TeMAN3alH-T0KYMEHT, C TOMOIIBIO0 KOTOPOT0, XYJI0KHUKH
¥ KOMaHJ1a MOJTy4aeT NPeICTaBICHUE O KOHEYHOM MTPOIYKTE

d. cosmanue ¥ pe3eHTaIMs KOHIICTIT-apTOB MPOFocepamM/HHBECTOpam

2) nmporoTunupoBanue [33]

a. co3JaHue MPOTOTHUIIA JIJISl TPOBEPKH paOOTHl OCHOBHBIX MEXaHHUK - OYIyT

JI1 OHU UHTEPECHBI UTPOKAM, & OT KAKMX CTOUT OTKA3aThCs
3) cpeacrBa [33]

d. TPOrpaMMHKCTBI BBIOMPAIOT CPEICTBA pEaU3AIMU. HUTPOBOM JIBIIKOK,
MOJICUCTEMBI, BKJIIOYAIOIIUE JABUKOK PEHIIEPUHTA, aHUMAIUM, (PU3UKH,
3ByKa, cuctemy ckpuntoB, I, ceTeBol Ko U mpoyee.

4) BepTUKAJBHBII cpe3

a. CO3/IaHHE HECKOJIbKUX MUHYT FeMMILIEs, YACTU BUACOUTPHI, COJlepKaIeh
OJIMH/HECKOJIBKO UTPOBBIX YPOBHEH, HECKOJIIBKO MOJIENICH MMEPCOHAKEN, U
KOTOpasi IEMOHCTPUPYET MHBECTOPAM/U3ATENSIM KaK OyJeT BBHITIISAICTh
MOJTHOIICHHAS YaCcTh MPOEKTA, €ro CEeTTUHT, MEXaHUKH, rpaduka

5) Hamo/JIHeHHe KOHTEHTOM

a. pa3pabOTYMKM HACTPAWBAIOT YIPABJICHHE, CO3JAIOT 3aKOHBI WTPOBBIX
00BEKTOB U WX MOBEJCHUS, TPOPAOATHIBAIOT UCKYCCTBEHHBIN MHTEIJICKT,
KOTOPBIH C y4e€TOM THIIA UTPHI OyJeT pa3HbIM. Ecniu cTpaterun TpeOyroT
oOmupHOU paboThl HaJ HUM, TO B O0Jee POCTOM >KaHpE, HAPUMEDP B
roHouyHoMm cumyinstope, M toxe Oyner mpoille, a B CETEBOM IIyTEpe
MOKET BOBCE OTCYTCTBOBATH
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b. neBen-mu3aiiHEpBl TPOCKTHPYIOT WUTPOBBIE YPOBHH - IMPUAYMBIBAIOT

HHTCPCCHBIC UT'POBLIC CUTYAIIUU AJIS IPUMCHCHUS MCXAaHUK, YBCIIMUCHU A
HHTCPAKTUBHOCTU C OKPYKCHUCM M PACKPBITHA CHOKETA

C. XYIOXHHUKHM IO OKpPYKEHHUIO pa30pachlBalOT MO YPOBHSAM OOBEKTHI,
nexkopanuu (GoHbI U BU3yalibHbIE A PEKTH (CBET, TCHU, TOPEHHUE OTHS,
B3PBIBBI U T. [I.) PYKOBOJCTBYSCh TeHMIM3AIHOM

d. nu3aitHepel, Ha OCHOBE KOHIENT-apToB, co3xalor 2D/3D wmoxenwu,
COCTOSIIIME W3 MOJMIOHOB. 3aT€M Ha MOJEJM HAaKIJIAJbIBalOT 3apaHee
OTPUCOBAaHHBIC TEKCTYphI, 100aBisAOT aHuUManuu [34], co3gaHHBIE
BPYUYHYIO JIMOO C TOMOUIBIO 3aXBaTa JIBUKEHUN

e. pazpabotka GUI, MUHU-KapThl U MEHIO UT'PBI

6) croxer

da. HappaTPIBHBIﬁ HHSaﬁHCp (CHCHapI/ICT) C IMOMOIIBIO PA3JIMYHBIX UTPOBLIX

UHCTPYMEHTOB.: CKPHUITOBBIX COOBITHH - MPOUCXOIAIINX MPH
TPUTTUPUPOBAHUY UTPOKOM KOHKPETHBIX COOBITHI B CITy4ae COBEPIICHUS
HY>KHBIX JEHUCTBUM WA JOCTHKEHUS OMPEAECIEHHBIX TOUYEK Ha YPOBHE
(HappaTUBHBIN JU3ailHEP MNPOAYMBIBAET CKPHUIITHI, @ IPOTrPaMMHUCTHI
PCaTM30BBIBAIOT), AHAJOIOB - BEIYIIMXCS MEXAy MEPCOHAXKAMH,
NMOBECTBOBAHMS Yepe3 OKPY:KeHHe - BKIIOUalollee B ce0si MHTEPbEPhI,
00CTaHOBKY JIOKAIlMi, pa3IuyHble 3aMHCKWA/IHEBHUKH, JUKTO(POHHbBIE
3allUCU U T. J., KaT-CleH - CO3JAaHHBIX Ha JIBUXKKE WJIH C ITOMOIIBIO
PEHIEpUHra - MUIIET CIOKET UIPhl, O Teposx 00JIalarolUX CBOUMHU
XapakTepaMmy, MpoOieMaMy; HappaTUBHO OINKCHIBAE€T MpaBuUia MHUpa U
JIOTUKY IIOBECTBOBAHUS

7) 3BYK
a. 3BYKOPEIKHCCEP 3alUChIBACT 3BYKH IS UTPhI
b. HakmagbIBaeTCS MYy3bIKa, CAyHATPEK, HAMMCAHHBIA KOMITIO3UTOpAMH M

UCIIOJTHAEMBIN My3bIikaHTaMu. O3ByunBarOTCs HepcoHaxu [33]

8) co3maHMe ¥ TeCTHpPOBaHHE

a.

00beTMHEHUE BCEX KOMITOHEHTOR Pa3pab0OTKH U CO3/IaHUE alb(ha-BepCHH,
B KOTOPYIO elne OyayT A00aBlIATh WM yOMPATh pa3IMYHbBIC 3JIEMEHTBI
[35]

TECTUPOBAHHUE YPOBHEW, CKPUNITOB U MEXaHHK. VcrpaBneHne ommooK u
Oaros

9) mpoaaxka u MoaAePKKA MOCje peau3a

a.
b.

BO BpeMs pa3pabOTKHU U3/aTelb 3aHUMAETCSI MAPKETUHIOM, pEeKIaMOil

K BBIXOJly HAJIaXXMBAIOTCS TEXIMOJJEpkKKa U paboTa C KOMBIOHHUTH,
ONTUMU3HUPYETCS] KOHEUHAsI BEPCUIO UTPhI, TeMAN3aiHEp pa3ayMbIBacT
HaJ| YBEJIMYEHUEM MPUBSI3KU MOHETU3AIUU

nocyie npojax paboTa HajJ WUrpOWd HE 3aKaHUYMBAETCS - BBIIOJHSIETCS
NojJiep>KKa MNPOJAyKTa B TEUEHHE HECKOJbKUX JIeT, BBIIYCK MaT4dei,
nob6asmenne B wurpy DLC w mpoBemeHne  BHYTPHUUTPOBBIX
MEpONPUSITUN/UBEHTOB
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2. TexHosornueckuii pasae

2.1 UccaenoBanne cOBpeMEHHBIX TEXHOJIOTUI CO3IaHUSA UTP

bbulo mpoBeAeHO HCClEeIOBaHUS COBPEMEHHBIX TEXHOJIOIMH pa3paboTKH
BUJIEOUTP, CPEIHM KOTOPBIX, BAKHEWUIIMM HHCTPYMEHTOM IPU CO3JAHUU SIBISAETCA

UTPOBOM JBUXKOK.

Ceronus,

B HHAYCTPUU WIP,

OCHOBHBIMHU HPCACTABUTCIIAMN  ABHIKKOB,

UCTIOJIb3yeMbIX paspaborunkamu, sBisroTes Unreal Engine u Unity [36]. Baxubie
OTJIMYUTENIBHBIC PA3TUUNS MKy HUMHU:

Ta6anua - 2.1 — Cpasuenne Unreal Engine i Unity [37]

CpaBHeHHe Unreal Engine Unity
OcHoBHas HezaBucumsie paspaborunku | Uuan-pa3paboTuuku U
ayAuTOpUs u pazpabotunku AAA urp pa3paboOTYNKHU-TFOOUTENH
IIpocrtora Jlerkuii ypoBeHs pa3zpabotku | CpeqHuii ypoBeHb
MCTIOIH30BaHMSI ucnonb3ys Blueprint, u CIIO)KHOCTH UcToNb3yst C#

0oJee CIOXKHBINA YPOBEHD
ucrnonb3ys C++
OTKpBITHIN HNmeet oTkpbIThI CXOaHBIN | He sBIsS€TCS OTKPBITHIM
UCTOYHUK KOJI
2D/3D [TonHOCTHIO [TosmHOCTRIO
O JIJIEP>KUBAIOTCS MOJIJIEP>KUBAIOTCSA
HckyccTBeHHBIN [IponsunyTeiit U Orpanunuennsiiit U
WUHTEIIJICKT
ITnaTdopmbr Bce akryansnbie miaTdhopmel | Bee akTyanbHbIe m1aTopMbl
I'paduueckue Pacmmmpennas rpaduka, Menee xopomas, uem B UE,
0COOCHHOCTHU PEHIEPHUHT, TTI00ATBHOE U PEHIIEPHUHT, TJI00ATBHOE
00BEMHOE OCBEIIICHUE, OCBEIIIEHHE, TOCTOOpaboTKa
ocTOOpadOTKa U PENAKTOP | M JIOTIOJIHUTEIHHOE
MaTepuaynoB, 60jee MOIIHbIE | 00bEMHOE OCBEILICHUE Yepe3
TEXHOJIOTUHU U yIyYIlIEHHbIE | TJIaruH
aHUMAaIluu

PestoMupysi cpaBHUTENBHBIN aHaIU3 WIPOBBIX JBUKKOB, OBUIO TPUHSITO
pemrenue ucrnonb3oBath Unreal Engine mns peanmsanuu BUICOWTPHI, UCXOAS W3

cleayromui (haKTopoB:

— IloMumo HammcaHus CKPHUIITOB Ha A3BIKC IIPOIrpaMMHUPOBAHUA, YaCTHYHAA

pabota

MOXKECT

OBITh  BBINIOJIHEHA,

BU3yaJIbHOTO CKpunTuHTa Blueprints;
— UE obnamaer 60bpIIMM HHCTpYMEHTApUEM, B cpaBHeHUH ¢ UNity.
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2.1.1 Unreal Engine

Jlis peanu3an TpoekTa, ObUI BeIOpaH urpoBoi aBmwkok Unreal Engine,
pa3paboOTaHHbII W TOAJEPKUBAEMBbI amepukaHckoil kommnanueil Epic Games,
MPEACTAaBISAIOMMNNE U3 ce0si  TpodecCHOHATBHYI0 MEXIUIaTGOPMEHHYIO  Cpeay
pa3paboOTKU CcO3/laHus TpaQUUECKUX MPUIOKEHUH, BUICOUTP MJs MOAABIAIONICH
94aCcTH COBPEMEHHBIX onepaoHHbix cucteM: Windows PC, Linux, macOS; urpoBbix
koHcojeit cepuii Xbox, PlayStation, Switch, Stadia, Steam Deck; mo6mibHBIX
yctpoiict Ha 6a3e Android, iI0S; rapuutyp BupTyaabHO# peanibHocTH [36].

I Add/import ¥ | Save All & 5 | % Content » MyGame » Chapters » Chapter0 »

Pucynok - 2.1 — Untepdeiic Unreal Engine

Penakrop UE coctout u3 maneneit: Content Browser — oroOpaxaet aitsbl
npoekra; Viewport — oGo3peBaer ypoBeHb, Toolbar — comepxur paznmuuHbe
GYHKIIMKM. KOMIWJIMPOBaHHWE, 3alyCcK mporpamMmel u T. A.; Modes — 3aech
pacrmonararoTcsi 0ObEeKTHI: CBET, OOBEKT MEepCoHaXxa, kamepa, d3pdektsl u T. 1.; Worl
Outliner — orobpaxaet Bce 00BbEKTHI Ha TeKylieM ypoBHe; Details - nemoncTpupyer
CBOICTBa OOBEKTOB.

Ha nBwxkke pa3pabaThIBarOTCSI UTPHI BCEBO3MOXKHBIX JKAHPOB, KaK KPYITHBIN
AAA wmHoromonb3oBarenbckuid  1myTep/RPG  (poneBass urpa) B TpeXMepHOM
MIPOCTPAHCTBE, TAK M Ka3yalbHbIH, MAaCCOBO OpUEHTHPOBAHHBIA 2D WHIM cCUMYIISITOD.

UE pacnpoctpansiercst Ha OeciuiaTHOM OCHOBE, OJJHAKO pa3pabOTUUKH JTOTAKHBI
orunciiATh EpiC Games neHexHbIe KOMIICHCAIMK B pa3mepe 5% OT BBIPYYKH C
pojax, IpH ycloBUH 3apadoTtka ceimre $1,000,000 [37].

B xome peammzamuu JUIUIOMHOTO TPOEKTa HWCIOIH30BAIaCh IMOCIETHSS
aKTyalibHasl BepcHs JIBUXKa, a umenno Unreal Engine 4.27.3.

[Tpu padote ¢ Unreal Engine ucrionip3yercs cpena papadorku Visual Studio.
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2.1.2 Visual Studio u C++

Microsoft VS — sto komruiekcuast IDE ans C++ u .NET paspabotumkos, oHa
npenocTaBisieT HaOOp (YHKIUMI W MHCTPYMEHTOB AJII YCOBEPIICHCTBOBAHUS BCEX
3TAIoB Pa3pabOTKH MporpaMMHoro obdecnedenus [38].

C++ - O0OBEKTHO-OPUEHTHPOBAHHBIN $3BIK MPOTrPAMMHUPOBAHMS  OOILIEro
Ha3HA4YCHHS, TMPHUMEHIEMBIH B  pa3paboTke TporpamMmHoOro oOecredeHus,
UCTIONB3yeMblld B paboTe ¢ cepBepaMH M B CO3JAAHMM PA3IMYHBIX TPOTPAMM,
NpUIOKEHUH W BUACOUTp. SIBIsieTCss OMHUM W3 TIOMYJISAPHEHIINX  SI3BIKOB
nporpammupoBanus [39]. UmenHo Ha gaHHOM si3bike Hanrcan UE aBrOKOK.

2.1.3 Blueprints

[Tomumo wucnonb3oBanuss C++, ckpuntel B mrpax wa Unreal Engine moryr
BCIIOMOTATEIbHO JHOO IIETMKOM TIHCAThCS Ha BCTPOSHHOW CHUCTEME BH3YallbHOTO
ckpuntuara  Blueprints, cocrosmie#t w3 y310B(NOJES),  mpemoCTaBIISIONIAS
BO3MOXXHOCTh HE MHCAaTh IOCTPOYHBIA KOJ, a NPOrpPaMMHPOBATh BH3YalIbHO,
HiepeTacKuBasi y3JIbl, 3a/1aBas X CBOMCTBA M COCIUHSIS UX MEXKIY CO00H. ITO B CBOIO
ouepeqpb 3a7aeT HU3KUH TIOPOT BXOXKACHHSI ISl Pa3paOOTKH W MO3BOJISIET CO371aBaTh
BUJICOUTPHI HE TOJIBKO MPOTpaMMHUCTaM, HO W JIOASM JAPYTUX CIEIAATH3AIHA:
nu3aitHepaM, XynokHuKaM u Ap. [40] Y3ibl, nmpeacTaBistoT U3 ce0s Takue 00BEKTHI,
KaK MepeMeHHbIe, COOBITHS (EVeNtS), onpeaesIoIne Ha4aao KaKoi-T1u00 JTOrmuecKom
TIOCJICIOBATEIIBHOCTH, BBI3OBHI (DYHKITHI, ONEpaliy yIpaBiICHHUS IMOTOKOM H T. .,
KOTOpbIE  MOTYT OBITb  HCIIOJB30BaHBI B  Tpadax dYTOOBl  ONpEeTUTh
(GYHKIIMOHATBHOCTh KOHKpeTHOTO Ipada u Blueprint, koTopslit comepxuT ero.

2.1.4 Adobe Photoshop

Bce crpaiitel urpsl 0yayt obpabotansl/co3nansl B Photoshop Bepcum 23.0.0.
Photoshop - rpaduueckuii pexakrop xommnanuu Adobe, s co3ganus n300paxeHUH,
apTOB, PETYIIH U YIYYIICHUS N300pakeHN, BeO-TH3aifHa, BUJCO U T. 1.
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3. IlpoexkTHasi 4acTh

3.1 Pazpaborka urpsl “Iloxumenne”

B pesynbTare wuccneqoBaHMs, akKTyalbHBIX JAHHBIX HWIPOBOTO pbIHKA H
aKTyaJIbHBIX TEXHOJOTUH pa3paboTKH, ObUIO MPUHATO PELICHUE CO3/1aTh BUJICOUTPY B
xanpe Adventure Ha mmatdopme Unreal Engine, ucxons u3 tpex GpakTopos:

1. JlaHHbIH *aHp BXOAUT B NATEPKY MOMYJISIPHEHIIAX

2. OOUMHOYHBIE UTPHI HE MPOCTO MOMYJSPHBI, HO MPOJOJIKAIOT NMPUHOCUTH

OOJIBIIINE TOXOAbI
3. Uenoeueckuii pakTop — pazpabOTUUK MPOCTO JIFOOUT KBECTHI

Drarnbl pa3pabOTKu:
1) KOHUENT UrPbI
a. adventure (mpuKItOYeHYECKass WIPa) BUACOUIPA B JKAHPE BH3YaJbHOTO
pOMaHa WMIPOBBIC MEXAHUKH: (PU3UYCCKOE COCTOSHHE TIABHOI'O TIepos
OTpeIeAETCS 3HAYCHUEM 370POBbs, KOTOPOE OYAET YMEHBINATHCS MPH
CTOJIKHOBCHHSIX C NMPOTHBHHKAMHU (B 3aBHCHMOCTH OT HMCXoja 00s), U
yBEIIMYMBATLCS  Oylarojapss HaWJEHHBIM IpeaMeTaM; HHBEHTaph
NpeaIMETOB (MTPOK MOXET HOCHUTh ¢ Cco0oil 10 3-X MpeaMeTroB
OJTHOBPEMEHHO); TaK)Ke Ha MPOTHKEHUU TPOXOXKIEHUS, B MUPE Teposi
BRXHYIO POJIb UTPAeT BpPEeMsl, 3HAYCHHE KOTOPOTrO, B TEKYIIHA MOMEHT
UTPBI BIUSET HA XOJ MPUKIIOYCHUS; PA3INUHbIC XapaKTePUCTHKH (CHIIa,
JOBKOCTh, BOJSI) OyIyT YYUTHIBATBCS TMPU CTBIYKAX Tepos C
NPOTHBHUKAMU; UTPOK MOXKET CBOOOJHO MEPEIBUTATHCS M UCCIIEIOBAThH
JOKaIllM, HAaXOJIWUTh TMOTaliHbIE KOMHATBI, OOIIATHCS C IMEPCOHAKAMH,
UCKaTh TIPEMETHI, Pa3rajblBaTh MUQPHI, H3ydaTh YIUKH, y4aCTBOBAThH B
CTBIYKAX W IMOTOHSAX W MPUHUMATh PEIICHUS B HEIUHCHHOM CIOKETE B
psiie pa3IMYHBIX KOHIIOBOK
b. ceTTuHTa WrpHl OYACT MPEACTABICH B BHIE KOMHKCAa B MPAdHBIX TOHAX
MUCTHYECKOTO JIETEKTHBAa C J3jieMeHTamMu xoppopa. Croxer Oyaer
pa3BUBATHCS B COBPEMEHHOM BPEMEHHU
C. MPOCKT OyAeT pealin30BaH KaK WrpoBas ajanTtanus TpaduyecKoro
pomana “Captive”
2) cpencTBa
a. MHCTPYMEHTOB peaju3alliy BBICTYIUT urpoBoi nemxok Unreal Engine
Bepcun 4.27, ucnons3yss C++ um Blueprints. Cropaittel urpsl OyayT
obpaboTtanbl/co3manbl B Adobe Photoshop 2022
3) Hamo/IHeHHe KOHTEHTOM
a. MUp WUIpbl HAIOJHEH pa3jIMYHbIMH TEPCOHAKAMH, CYIICCTBAMH U
npeAMEeTaMu: TJIaBHBIA repoit / 104b repost / Apy3bsi U COIO3HUKU repost /
pa3HOro poja MPOTHBHUKH M 3BEpPH / MPEIMETHI JUIsl COOMpPATEIhCTBA
(dbonapp, xomMnac, KJIto4  T. 11.)
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b. MEHIO UTPBI IPEAOCTABIIAET BO3MOKHOCTh HA4YaTh M BEINTH U3 UTPHI

C. MEHIO May3bl NPEAOCTABISET BO3MOXHOCTH OCTaHOBUTH HUIDY,
IIPOJOJIKUATH U BBIMTHU U3 HEE

d. rpaduueckuit nHTEpPEIC UTPHI IEMOHCTPUPYET TAOIHILY XapaKTEPUCTHK
IIEpCOHaXKa: 3/10pPOBbE, CUJIA, JIOBKOCTh U BOJIS; TOJKEH MIPUCYTCTBOBATH
VMHBEHTaph NPEIMETOB NepcoHaxa. llepexiroueHue Mexy CLEeHaMH
IPOUCXOJUT MO HAXATHIO KHOMOK CTPEJIOK JMOO HaBOAACH KypCOpOM
MBIILIY U LIEJIKasi O OMpPeAeSIEHHBIM 00JIacTsIM Ha SKpaHe MOHUTOPA.
[Tpu ruGenu nepcoHa’xa Ha HYKpaHe MOSABISIETCS] KHOIKA ¢ BO3MOXHOCTbIO
BO3BPAILIEHUS B MEHIO

3) croxer

a. 1I04b TJIABHOT'O TIeposi MOXUTHIIM W YBE3JIU B JKYTKMM TaWHCTBEHHBIN
0cOoOHSK. 3a He€ TpeOyIoT OACHOCIOBHBINA BBIKYI, HO HET TapaHTHH, YTO
NEBOYKA OCTAaHETCS JKMBa JaXe TIO0CJIE€ BBILIATEL. BOOpYXUBIIKCH
MUCTOJIETOM, T€pOM MPUOBIBAET B OCOOHSK, MOTHBIA PEIIUMOCTH CIACTH
JI0Yb U BBISICHUTH, KTO CTOUT 32 MOXUILEHUEM.
HenuHenHblii TMHAMAYECKUHN CIOKET CO MHOXKECTBOM KOHIIOBOK

4) co3naHue U TECTUPOBAHUE

a. peanu3anus BCEX BBIIICONUCAHHBIX KOHIIENTOB U KOMIIOHEHTOB BHYTPH
UTPBI

b. TecTUpOBaHME KOHEUHOM MPOTPAMMBI
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H HCCIETOBAHHE JTOK

AITHH

V9aCTHE B CTEYKAX H
MOTOHAX

aAEEaHke MHBPOE

Buyeonrpa

3amycK | EX0[] E IPOrpaMMy

ITprocTaHoRHTE!
TIPOOICEHTE HIPY

Brrxon B2 mporpanue:

Bereop mpaemn urper 5a

JleMoHCTpaIEa
ECTYIHTEIEHOTO POIHEA

Y MEHEIIEHHE VESIHACHHE

PAKTEPHCTHR HTPOKA. CHIIA,
IOBKOCTE, BOIIA

YEEIHYEHNE H IPOREPKA TEKYI
2HAYEHHA EPEMEHH HIPOKA

“IToxmmenue”

Juarpamma - 3.2 — Use case guarpaMma BUA€OMTPbI
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4. DKcnepuMeHTAJbHBIN pa3ae

4.1 Peanuszanus sBuaeourps! “Iloxunmenue”
4.1.1 3actaBka M IpoJIOT

[Tpu momomu pazaena File B UE nnm HaxkaTHs JIeBOH KHOIIKH MBIIIN B MAIKE C
KOMIIOHCHTaMH, ObLI co31aH ypoBeHb urpbl (Level) m ObuIo 3amaHo emy ums,
“StartinglLevel”. Jlns wucnonp3oBanusi rpaduKu/TeKCTa U OTOOPaKEHHS JIHOOOM
uHpopmanuu 3azaeiicteyercs User Interface (Ul), ot koroporo Hacieayercs Widget
Blueprint, emy Ttoxe 3amaercs ums — “StartingWidget”, B koTopoMm co3maroTcs
aJIEMEHTHI HHTep(erica.

Level

Material

Editor Utilities
Foliage
FX AZ Font

Live Link

Materials & Textures

Media
Yt O Slate Vector Art Data

Ly

r
—*. Slate Brush

_w’; Slate Widget Style
E Widget Blueprint

Pucynok - 4.1 — Ul B Unreal Engine

BryTtpu Widget Blueprint mo ymorganuo pacrosyiararorcst 2 OCHOBHBIC ITaHEIH :

— Designer - 3mece peanusyercs au3aiiH uWHTep(elica, pacroyiararoTcs
M300paKeHUsl, KHOTMKH, TEKCTOBBIC TOJS BBOJAa W BBIBOJA W JPYTHE
3JIEMEHTHI,

— Graph - rae peanusyetcs paboTa BUIKETOB mocpeactsoM Blueprints.
Jlanee B mpoekTe OblIa co37aHa aHUMAIUs, KOTOpast 3alyCKaeTCs Mocje crapra
IpOrpaMMbl M JIEMOHCTPHpPYET Ha3BaHue Wrpel. [is atoro B manenmu Graph B
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“StartingWidget” ucnons3yetcs Gynkuus “Play Animation”, onpenessiorias BpeMs 1
CKOPOCTH MIPOUTPHIBAHKS BCTYMUTEILHOM 3aCTABKH.

S — ‘f;l;lay Animation
€ Event Construct farget is User Widge

g
Target | self Return Value

e — In Animation
Starting Anim )
O Start at Time (0,0
O» Num Loops to Play [1]

Play Mode

O» Playback Speed [1,0]

Restore State ()

Pucynok - 4.2 — Blueprint y3Jibl, ocymecTBJISIONIAE HCTIOJTHEHHE AaHUMAIHT
3aCTABKHU UIPHI

[Ipu 3anmycke mporpaMmbl, Ha SKpaH BBIBEJIETCS MyCTON YPOBEHB, TaK KakK JUIs

oroopakenus Widget Blueprint, Bayrpu “Startinglevel” Hy»kHO co3maTh COOBITHE,
KOTOPOE MCIIOJHUT aHUMAIIUIO TIPH CTApTE YPOBHS.
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B Create Starting Widget Widget ' J Add to Viewport

© Event BeginPlay / Class Return Value »
2 Bl

Owning Player

Target

f 'Deléy 0 "fbpen Leve-i'(by Name)
C » Completed [P [ g
O Duration SC| O Level Name |MenuLevel |

v

Pucynok - 4.3 - Blueprint y3ae1 B nanesin Graph ypoBHsi urpsel, peajn3symoniue

npu crapre ypoHs “StartingLevel” BeiBoa Ha s3kpan “StartingWidget” ¢
3a/Iep:KKOoii B 9 ceKyH/I, a 3aTeM nepexoj Ha ypoBenb “Menulevel”

B manenu Designer 000 co3maHHbIi TpaduIecKuil 31eMEHT OYAeT SBISAThCS

nodepHuUM K nanenu Canvas, otoOpaxkaroias JJro0bie TpapuIecKrue dJIEMEHTHI.

4 [NewWidgetBlueprint1]
El

Pucynok - 4.4 — Canvas Panel

B Canvas BkianpiBaeTcsi KOMIIOHGHT Image, B cBOICTBa KOTOpPOro Oymer
Mepe1aH COOTBETCTBYIOIINI CIIPAMT.
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MyGame » Chapters » Chapterl » Sprites

RZUCER N caich Sprites

gl ) ) II
0 ch1m

Chap! erf * == StantnaWwdge
e Edit

> PR Mo debug object selected »

Play Debug Filter

The image widget allows you to display a Slate Brush, or texture or material in the UL

* No Children

OXMIEeHWe

PucyHok - 4.6 — BerynurteabHasi 3aCTAaBKa UIPbI
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3areM Obula pa3paboTaHa cHCTEMa y3J0B, 3allyCKarollas 3apaHee
CMOHTHPOBAHHBII POJUK, MPEACTABISIOMNNA CO0OM MPOJOr BHIECOUTPHI, MOCIE
HaxaTus KHONKH “‘HauaTek urpy”, kotopas OyJeT pacnojararbcsi B IIaBHOM MEHIO.

i) | Open Source B ) Y O o

<> Event Construct = edia Player ' | Delay

» » »P—> Completed [
Target Return Value O» Duration [280] :
T ——~ S

Media Player

| Remove from Parent " f Open Level (by Name)

O Level Name [Rul

Target [ self | il

Pucynok - 4.7 — Blueprint y3Jibl, peajiuzyioniue co0bITHE, KOTOPOE
BOCIIPOM3BOIMT BHAeopoJuk “PrologueVideo” B Teuenue 28 cekyHj, a 3aTeM
HCIIOJIHAET Tepexo Ha ypoBeHb “RulesLevel”

4.1.2 MeH10 u naTepeiic UTpbI

AHalornuHo B IpoeKTe ObLI co3man ypoBeHb “MenulLevel” u “MenuWidget”.
Ho paGorta KHOTIOK B TJITaBHOM MEHIO coBepinaeTcst pu momomntu C++ kmacca. s
storo B Unreal Engine B manke ¢ xiaccamu 0wt co3nan C++ xmace “MenuWidget”
(macemyembrii ot kmacca “UserWidget”), or xotoporo HaciemoBasics Blueprint
“MenuWidget”.

Tem cambim, BuKeT “MenuWidget” coznannsiii B Blueprint, npeacrasistonuii
u3 cebs MEHI0 C KHONKaMH, HacleayeT (QYHKIMOHAT padoOThl KHOMOK U3
onnoumenHoro C++ kiacca.

B Blueprint sumkere B Canvas Panel 6p11i mo6asnensr kaonku “Hadath urpy”
1 “BpIxon”, a TakKe CHOpalT ISl CITy>KaIluid 38 JHAM (POHOM MEHIO.
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File Edit Asset View Debug Window Help

o -
- @ - B No debug object selected v
[ ] ’ —

Compile Save Browse  Widget Reflector Debug Filter

& Palette

© Border
m Button
¥ Check Box
[2] Image

1= Hierarchy

4 [MenuWidget] 8 =
4 [=] [Canvas Panel]
[] Background i l
I StartButton
B ExitButton

Hayatb urpy

_Buxnn‘ :

PucyHnok - 4.8 — JlemoncTpanus HacaexoBanus Blueprint “MenuWidget” ot
C++ kimacca “MenuWidget” n xomnonenToB Canvas naHeJsm

#include "MenuWidget.h"
#include "Components/Button.h"

void UMenuWidget::NativeConstruct() {

if (StartButton) {
StartButton->0nClicked.AddDynamic(this, &UMenuWidget::StartButtonOnClicked);

}

Pucynok - 4.9 — .cpp ¢aiis1 B KOTOPpOM peaJindyercs ycJI0BHe, BHINOJIHSIEMOe NPH
Ha)KaTUM KHonkM “StartButton”
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#include "CoreMinimal.h™

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"

//vw3 panHoro saronosovdoro faina, bygem wcnonbsosateh UGameplayStatics
#include "Kismet/KismetSystemLibrary.h"

#include "MenuWidget.generated.h"

JucLass()
class DIPLOMA_API UMenuWidget : public UUserWidget
{

nnnnnnnnnnnnnnnnn

protected:
UPROPERTY (BlueprintReadWrite, meta = (BindWidget))
class UButton* StartButton;

//StartButton - nepemennan, npeacTasnsiowan vz ceba kHonky B urpe
virtual void MativeConstruct() override;

UFUNCTION()
void StartButtonOnClicked() {
//Cozpaem QyHKUMW, KOTOpaA MepeHeceT MIPOKa Ha YPOBEeHE C Wrpoi, MpM HaXaTuWM KHonkul
//B manHom cnyqae kuonka "StartButton"
UGameplayStatics: :OpenlLevel(this, "Prologuelevel™);
J//UGameplayStatics - knacc cogepxawmid PyHkuMM onA redmnnes
//6narogapa kotopomy Oygem wsnonbsosaTe metog Openlevel,
//cnyxawwii gnA nepemeweHUA Ha APYTOW YPOBEHb.
//E napameTp koToporoc nepefagvM WMMA YPOEHA, KOTOPHIA HaM HyxXeH

3
b

Pucynok - 4.10 - .h ¢aiin, conep:kammii pynkuuio “StartButtonOnClicked”,
3aMyCKA0MAsICS MPU UCIIOJTHEHUHU YCJI0BHUS U3 .CPP (aiiyia U BHINOJTHAIONIAS
HAYAaJI0 HI'PbI, IEPEX00M K ypoBHIO “Prologuelevel”

#1nclude "MenuWidget.h”
#include "Components/Button.h"

void UMenuWidget::NativeConstruct() {

if (ExitButton) {
ExitButton->0OnClicked.AddDynamic(this, &UMenuWidget::ExitButtonOnClicked);

Pucynok - 4.11 — .cpp ¢aiis1 B KOTOpOM peasiu3yeTcsl yCJI0BUE, BLINOJIHAEMOE
NMpH HAa:KATHU KHomku “EXitButton”
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#include “CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"

//w= pandoro =aronoeouqdoro $aiina, Byaem ucnonwzoeate UGameplayStatics
#include "Kismet/KismetSystemLibrary.h"

#include "MenuWidget.generated.h”

JucLass()
class DIPLOMA API UMenuWidget : public UUserWidget
{

GENERATED BODY()

nnnnnnnnnnn S e

protected:
UPROPERTY(BlueprintReadWrite, meta = (BindWidget))
class UButton*® ExitButton;
//ExitButton - nepemenHan, npeacTtaenAnwan wz cebA kKHoONky B Wrpe

virtual void NativeConstruct() override;

UFUNCTION()
void ExitButtonOnClicked() {
UKismetSystemLibrary: :QuitGame(this, nullptr, EQuitPreference::Quit,false);

}s
T

Pucynok - 4.12 - .h ¢aiin, conep:xkammii pynkuuio “ExitButtonOnClicked”,
3aIyCKAIOIAsICS MPH HCIIOJTHEHUH YCJIOBHSA U3 .CPP (haiiia U BHIMOTHSIONIAST
BBIXO/] U3 UTPbI
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aRope®

4 Common
© Border
= Button

Jifloma Prav ew [Netiode Stardalone] (64-3it/W ncows)

Hauarb urpy

Buixopn .

PucyHnok - 4.13 — I''taBHOe MeHIO UTPBI

Jlanee B OT/IETBHOM BHIKETE M YPOBHE ObLIT pa3paboTaH MHTEPPEIC, KOTOPHIH
OBLJT 3aTE€M HAJIOKEH HA UTPOBBIC YPOBHH.
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Pucynok - 4.14 — Yactb untep@eiica, 1eMOHCTPUPYIOIIAS TA0JIUILY
XapaKTEePUCTHK MEPCOHANKA

MEPBAA
nomMmoLlb

HOX

ans
MACA

CPEOCTBO
oT
HACEKOMBIX

Pucynok - 4.15 - Yacts unTepdeiica, 1eMOHCTPUPYIONIAA HHBEHTAPD
NMpeAMETOB MEePCOHAKA
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EEEE000

=

Diploma Preview [NetMode: Standalone] (64-bitWindows)

TEMEPE BALL XOA..

PucyHnok - 4.16 — Uurepdeiic urpoi

[Tocne ObITM CO3/IaHBI YPOBHH COJICpKAIUe COTHU MUTPOBBIX JIOKAIUM, CIICH B
BHUJIE CIPANTOB, MO KOTOPHIM HUIPOK OYAET MEepeMeNIaThCcsi MO HAKATHIO KHOIOK
CTpPEJIOK JIHOO HaBOASCH KypCOPOM MBIIIH M IIEJIKAs 1O ONPEASICHHBIM 001acTsIM Ha
3KpaHe MOHHUTOpA.
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Pucynok - 4.17 - IlepexsiroueHue Me:K1y CIIEHAMHU MO HAKATUIO KHOMOK (B
JAHHOM CJIy4ae CTPeJIKa B HUKHEM YIJIy IKpaHa)

BCE TUXO U HEMOABUXHO.,

Bl MOXETE CPARY MOKUHYTE 3TY KOMHATY.
TAKXE Bbl MOXETE MPUCMOTPETLCS K KAMUHY
AUBO XOPOWEHLKO OCMOTPETE

FOCTUHYIO

PucyHok - 4.18 — CkpbITbIe 00J1aCTH, IPU HAKATHU HA KOTOPbIE MPOU3BOIUTCS
nepexo Mexkay CueHaAMU U JOKAIUSAMH

YToOBI UTPOK UMETT BO3MOKHOCTD BBIUTH U3 MTPOTPAMMBI B MOMEHT HT'PBI, OBLIO
n00aBJICHO MEHIO May3bl. J[J1s 3TOr0 OBUT CO3/1aH OTACNBbHBIN BHIKeT “PauseWidget”,
B KOTOPOM peajii30BaH AU3ailH MEHIO May3bl U yKa3aH YPOBEHb 3aMbUIMBAHUS SKpaHa.
boinu 3amansl y3bl onpenensonme GyHKIUU TPOJAOTKUTh UTPY U MOKUHYTh.
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PucyHnok - 4.19 — MeH10 nay3bl UTpbl

B YPOBHAX UTPHI PCATIN30BAHBI Y3JIbI IJIA OTO6pa)K€HI/IH MCHIO IIay3hbl.

<> On Clicked (ContinueButton) [ Set Game Paused . | Remove from Parent

P — P » Target is Wic
~— »

Paused (J Return Value
Target | self|

<> On Clicked (ExitButton) [ Quit Game
PP

Specific Player

Quit Preference

Ignore Platform Restrictions

O

Pucynoxk - 4.20 - Blueprint y3as1, peaau3ywuiae (pyHKIHIO MPOA0KEHUSI HTPHI
NP HAXKATHU KHomkH “ContinueButton” u mOKMHYTH UTPYy NPH HAKATUH
“ExitButton”
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_ Lt 4 i
= get g J Add to Viewport Q

» o | -
= ml;_ Class ‘ : Return Value o

Pressed [ em— AR Owning Player
Released [ BP

Key Is A
| Set Game Paused

4 D

Paused [ Return Value

_J Remove from Parent

Show Mouse Cursor 4

" J Get Player Controller

Player Index [0]|  Return Value Target

Pucynok - 4.21 - Blueprint y3as1 B manesin Graph ypoBHsI HTpbl, peaju3yoiime
ycJ10BHe NPU HAKATHH KJIaBuiu “Escape”

UTtoObl TepexoauTh MEXAYy CIeHaMd U JIOKallUIMU TI0  HaXaTHIO
KHOIIOK/00JlacTei Ha JKpaHe, HCIOJIB3YETCS Y3JIbl C IapaMeTpaMH HWHJICKCAIlUH
KaJIpOB.

[IEpERTIYERVE KA APOE IO MH AEKCAUNN(MCTIONB3YH CTPENORY))

© On Clicked (ArowButton)

<) On Clicked (Button_68)

»
»
© On Ciicked (Button_68b)
»

< 0On Clicked (Button_pic)

© On Ciicked (Button_9)

D\.

< On Ciicked (Button_49)

»
© On Clicked (Button_49b)

»
O On Ciicked (Button_49c)

»

© On Clicked (Button_49d) J SetActive Widget Index

< On Cicked (Button_49e) L4
»
© On Ciicked (Button_49f)
»
< On Ciicked (Button_49g)
» 1 Set Active Widget Index

© On Ciicked (Button_495h) > ;

»
Target
© On Ciicked (ArowButton_1) ndex [12

© On Clicked (Button_28)
> FSet Active Widget Index

»
Torget
dex

© On Ciicked (Button_6) J SetActive Widget Index
»
\ »
Target
€ On Ciicked (Button_105) dex

S

< On Clicked (Button_25)
»
© On Clicked (Button_25b)
»
© On Clicked (Button_25¢)
»
© On Clicked (Button_25d) J Set Active Widget Index

»
»
© On Ciicked (Button_25e)

»
< On Clicked (Button_25f)
»
J SetActive Widget Index

< On Clicked (ArowButton_2)
-
» T *
wrger

< On Clicked (Button_10)

» /" Set Active Widget Index

© On Clicked (Button_38) I SetActive Widget Index

b 5

dex (3

Pucynok - 4.22 — Ilpumep Blueprint y3i0B, peaju3yomux nepekjarodeHne
MeXKAYy CIeHAMM/JIOKAIMSMHU MCIO0JIb3Yysl HHIEKCHI BHIKETA
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J1J1st paboThI CO CIIEHAMHU 1 JIOKAITUSMH, Ucnojb3yercs nanenb Widget Switcher.
B Heli co3natorcs momonHuTeNbHbIe Canvas maHenu, cojepiKaliue crpaiTei, Text
BOX-bI 1 KHOIIKH.

4 5] [canvas Panel]

4 =] [Canvas Panel]
[E] Image_1
[T [Text] " B."
B ArrowButton
[Z] Image_0

4= [Ch1 - index 1]
[&] Image_2
H Button_49
B Button_25

4 =] [Ch49 - index 2
[Z] Image_3
H Button_53
H Button_18
B Button_62
B Button_39

1 [0 (1 [ (1 (@ (1 1

o
o
o
o
o
o
o
o
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
' ¢
'
'
'
'
'

Pucynok - 4.23 — Uepapxus Canvas Panel

[Tociie Tubenu reposi, Ha 3KpaH BBIBOAWTCS KHomka “KoHer”, mo HakaTuu
KOTOPO#, UTPOKa MepeHeceT B TJIaBHOE MeHIO. [lepexo/1 ocyIecTBIseTcs, UCIOIb3Ys
C++ kJacc.

p

9A MOPAXAET BAC MOYTU |
MrHOBEHHO. :

~§
o

BAABIXAGCE,
Bbl YYBCTRYETE, KAK BAS
O

PucyHok - 4.24 — [lpumep o1HO# U3 KOHIIOBOK UI'PHI ¢ BLIBOJIOM HA IKpPaH
KHONKH “KoHen”, mo3Bo/isiloIasi BEPHYTHCS B IVIABHOE MEHIO.
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"DeathBySpiderWidget.h"
"Components/Button.h"

T

includ
includ

m m

void UDeathBySpiderWidget: :NativeConstruct() {

if (EndAfterDeathBySpiderButton) {
EndAfterDeathBySpiderButton->0nClicked.AddDynamic(this, &UDeathBySpideriWidget::EndAfterDeathBySpiderButtonOnClicked);

¥

Pucynok - 4.25 — Ilpumep .CPp ¢aiijia B KOTOPpOM peasinzyercsi ycJOBHeE,
BBINOJIHSIEeMOe TIpH HaxkaTuu KHonku “EndAfterDeathBySpiderButton”,
KOTOpasi BHIBOJAUTCS HA SKPAaH UTPHI MOCJI€ CMEPTH IJIABHOT0 repost

#include "CoreMinimal.h™
#include "Blueprint/UserWidget.h"
#include "Kismet/GameplayStatics.h"

//w= panHoro sarcnoso4koro aina, Oyaem wcnonbsoeats UGameplayStatics
#include "Kismet/KismetSystemLibrary.h"
#include "DeathBySpiderWidget.generated.h”

UCLASS()
class DIPLOMA_API UDeathBySpiderWidget : public UUserWidget
{

GENERATED_BODY()
protected:

UPROPERTY(BlueprintReadWrite, meta = (BindWidget))

class UButton* EndAfterDeathBySpiderButton;
//EndAfterDeathBySpiderButton - nepemennas, npeactaenswwas w= ceba kwonky B urpe

virtual void NativeConstruct() override;

UFUNCTION()
void EndAfterDeathBySpiderButtonOnClicked() {
//Cozpaem dyHKuMW, KOTOpas MepeHeceT WUrpokKa Ha APYroi YpoBeHb, MPU HIXaTUM KHOMKW
//B pauHom cnyqae wkuonka "EndAfterDeathBySpiderButton”
UGameplayStatics: :Openlevel(this, "MenulLevel");
//UGameplayStatics - knacc cogepxaumit QyHKUMM ANA redmMnaen
//6naropaps koTtopomy Oygem uznonczoeaTe meTog Openlevel, cnykawwii AnA NepemeweHUs B MEHID WIpbl

5
s

Pucynok - 4.26 — Ilpumep .h daiina, conep:kamero GpyHKIuI0
“EndAfterDeathBySpiderOnClicked”, koTopasi BbINOTHsSIET E€PeX0 B IJIaBHOE
MEHIO

4.1.3 Urposoii nmpouecc

du3nuecKoe COCTOSTHUE TJIABHOTO Ieposi OMPEAENsIeTCs 3HaY€HUEM 3/10POBbBS,
KOTOpO€ Oy/IeT YMEHbIIATHCS MPU CTOJKHOBEHHUSX C MPOTUBHUKAMH (B 3aBUCHMOCTH
OT ucxoja 00s), U YBEIMUUBATHCA Ojlarofaps HalJICHHBIM IpeaMeTaM; UHBEHTaph
MPEIMETOB (UTPOK MOXKET HOCHTH C CO0O0H 10 3-X MPEAMETOB OJJTHOBPEMEHHO); TAaKKe
Ha MPOTSKEHUU TIPOXOXKJICHUS, B MUPE T€pOs BAXKHYIO POJIb UTPAET BpEMs, 3HAUCHUE
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KOTOpPOr0, B TEKYLIMHA MOMEHT WIPBl BIHAET HA XOJ IPHUKIIOYEHUS; PA3ITUYHBIC
XapaKTepUCTUKH (CHUJIa, IOBKOCTh, BOJISI) OyAYT YUMTBIBATHCS IPHU CTBIYKAX I'eposi C
MPOTUBHUKAMHU; UTPOK MOXKET CBOOOJHO MEpPEIBUraThCS M HUCCIENOBATh JIOKALIMH,
HaXOJUTh NOTaliHbIE KOMHATBI, OOINATHCS C MEPCOHAKAMM, HCKATh IPEIMETHI,
pasraapiBaTh WU(GpPHI, HU3y4yaTh YJIWUKH, y4acTBOBaTh B CTBIYKAX M TOTOHIX U
MPUHUMATH CIIOXHBIM BIOOP B HETUHEHHOM CIOKETE CO MHOKECTBOM KOHIIOBOK.

TEMEPL BALU XOA...

BCE MOCAEAYIOWEE BYAET 3ABUCETL OT MPLUHATHIX
BAMU PELWEHUL. OTKPOUTE OAHY U3 ABYX ABEPEL

Pucynok - 4.28 — Kaap u3 urpbl, 1eMOHCTPHUPYIOIIUI BO3MOKHOCTH HTPOKA
PelINTh OHY M3 3araJoK ¢ TAllHBIM KOJIOM
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B APAKE C TAKUM rPO3HLIM
MPOTUBHLKOM 8AM
HE CAEAOBANO MEANUTE.

YCAYTA 3A YCAYTY: '

CMEPTOHOCHOU MOP BTOT OrOPOA CTA
PYKOU. AUAU BOABLUE HH ‘ BALUEL MOrUAOU, A Bbl
X BPATUTECEH B YAOBPEH!

e o

3BEPL YBUBAET BAC, U Hb-ar.
BALE MPUKAKOYEHLE MOAXOA
K MPEXAEBPEMEHHOMY KORI4LN

PucyHnok - 4.29 — [Ipumep HeCKOJIbKUX KOHIIOBOK MTPbI

4.2 TecTUpOBaHNeE MPOTPAMMBI

Ha Bcex atamax pa3paO0OTKu KOMIIBIOTEPHOI TPOrpaMMbl CBOEBPEMEHHO
MIPOBOJIMJIOCH TECTUPOBAHUE PEATM30BAHHBIX UTPOBBIX MEXAHUK, 0€30IIMOO0YHOTO
GyHKIMOHUPOBaHUS MHTep(eiica i ympaBiIeHUs BUICOUTPHI.

[Ipu okOHYaHUU peanu3aluy MPOeKTa TECTUPOBAHUE MPOrPaMMBbI OBLIO
YCIENIHO 3aBEPIICHO.
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4.3 KanbKyJsiusi NpoeKTa

Jlns peanu3anvul HACTOSIIIETO MPOEKTa ObUIO 3aJeHCTBOBAHO

Pa3IUYHBIX OOBEKTOB.

MHOXKECTBO

Ta6auna - 4.1 — O0beKTHI AJ151 peajn3auu BUIeOUTPbl

DJIEMEHT KommenTapuit
Jlokanu 6omnee 100 ¢ ucnosb30BaHUEM CIIPANTOB
Cuensl 280
Cxpuntsl 12 ckpHUnTOB C OOIIMM KOJTUYECTBOM CTPOK KoJia 6ojee

400

3acTaBKa UTpPbl

IIponorosoe u punHanpHOE
BUJICO UTPbI

YpoBHU 13

BumxeTsl ooiee 20

Jonomuurtenbupiid mpudt | 1

Hcnonszyemblie 16 c ucnonb30BaHUEM CIIPANTOB
BHYTPUUTPOBBIE

IPEAMETHI

CHp}ITaHHLIG 3aIIiCKH

7 ¢ UCIIOJIb30BaHUEM CHpaﬁTOB

Cnpaiitsl

6omee 400 n3obpakeHuit
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SAKVIIOYEHUE

PesynmbTaToM AMIDIOMHOTO TMpoeKTa sBIsieTcs paspabortka  Adventure
(mpuxroueHueckas urpa) Bujgeourpsl “Iloxurenue” B )kaHpe BU3YyaJIbHOT'O POMaHa,
Ha urpoBoMm jBixkke Unreal Engine /1t nepcoHanbHOro KOMIbIOTEPA.

B npouecce wuccnemoBaHus TOpeAMETHOM oOinacth ObUIM  MPOBEIEHBI
MCCJIeIOBAHUE U aHAJIU3 UTPOBOM MHIYCTPUH, aKTYaJIbHBIX TaHHBIX UTPOBOTO PhIHKA
U COBPEMEHHBIX TEXHOJOTHHM pa3pabOTKU BHUAECOUTD, a TaKKe CHENaH CIETYIOLIHMMA
BBIBOJI: UHJIYCTPUU BHUJICOUTP SBIISIETCSI TUTAHTCKUM U PACTYIIUM B OBICTPOM TEMIIE
PBIHKOM, MPUHOCSIIMM OOJbIINE 10X0/bl. ['eliMepbl — 3TO OrpOMHBIH TUIACT 0OILETO
HaCeJICHHs Halllel MjaHeThl, 0oJblIas 4acTh KOTOpbIX npokuBaeT B Kurae, CIIA u
Snonun. Urpel 1151 IepCOHAIBHBIX KOMITBIOTEPOB MPUOJIU3UTENIBHO CTOAT Ha OAHOM
YPOBHE C KOHCOJIBHBIMHM, HO 00a MPOUTPHIBAIOT MOOMIBHOMY pbIHKY. OJHaKO
HECMOTPSI Ha 3TO, BUJAEOUTPHI OJHOMNOJIB30BATEIBCKOr0 KaHpa JJII KOMIIBIOTEPOB U
UTPOBBIX MPHUCTABOK BCE €lIe BOCTPEOOBAaHbI M IO CTATUCTHKE 3aHUMAIOT TEpPBbIE
MeCTa I10 MPOJaXKaM.

B npornecce npoexTupoBanus pazpadaTbiBalMCh TPEOOBAHUS K KOMITBIOTEPHOMN
Urpe, a 3aTeM MPOBOAMIACH PEATU3ALIMS CAMOM TPOTrPaMMBl.

Takum 00pa3oM, Bce MOCTaBICHHBIE 3a/1a4U TAHHOTO MPOEKTa ObUIH pEelIeHbI, a
LEIN YCIEIIHO JOCTUTHYTHI.

JlanHasi Bujieourpa SIBISIETCSI OTKPBITON IS pa3paOOTYMKOB U MPEICTABISIET
co0O0l 3aKOHYEHHBIA MPOrPaMMHBIA MPOIYKT, OJTHAKO MOXKET OBITh JAopaboTaHa Ha
OCHOBAaHMU HOBBIX TEXHHMUYECKMX TpeOoBaHuil. Hampumep, k urpoBoMmy mpoieccy
MOJKET OBITH T0OABIIEHO MY3bIKATLHOE COMTPOBOXKICHUE.

B nanpHelinemM BO3MOKEH BBIITYCK UTPHI B CEPBUCAX ITUPPOBOM TUCTPUOBIOIIUH
KOMIIBIOTEPHBIX U MOOMIIBHBIX UTD.

[IporpamMmHBIi  TPOAYKT HE HYXHaeTcss B OCOOBIX TpeOOBaHUSAX K
armapaTHON/IPOrpaMMHOM COCTAaBIISIOIIEH.
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IIpunoxenue A

Texauueckoe 3aanue

A.1 Texnun4yeckoe 3aJaHue HA pa3padoTKy BUACOUTPHI B skaHpe Adventure
Ha miargopme Unreal Engine

Hacrosiee TexHruueckoe 3ajaHue pacnpocTpaHseTcs Ha pa3paboTKy
Adventure (mpukiroueH4yeckas urpa) Bugeourpsl “lloxuiienne” B xaHpe
BU3YaJbHOTO poMaHa, Ha UrpoBoM JBikke Unreal Engine st nepcoHanbHOTO
KOMIIbIOTEPA.

A.1.1 OcHoBaHue 11 pa3padoTKu

[Iporpamma pazpabaTeiBaeTCs Ha OCHOBAaHUHU aKTYaJIbHOCTU U BBICOKOM
3HAYUMOCTH CO3JIaHUSI BUJICOUTP BCIEJACTBUE TOTO, YTO UHAYCTPUS UTP — ITO
OOJBIION U OBICTPOPACTYIIUN PHIHOK, IPUHOCSIINI BBIPYUYKH 3HAYUTENbHEH, UeM
kuHeMmarorpad u My3bika BMecTe B3aThie. KittoueBbiMu (hakTOpamu BeiOOpa
SIBJISTIOTCS MOMYJIIPHOCTH skaHpa adventure u BOCTpeOOBAaHHOCTh OJMHOYHBIX HI.

[IpoexT OyaeT pa3pabaThiBaThCsi HA OCHOBAHUH TpadUuECKOro poMaHa.
BaxxHOU OTIMYUTENBHON YePTOU ABISIETCA TO, YTO, B KHUTE YUTATEIb BO BPEMSI
BbIOOpA CIOKETHOTO JIEUCTBUS CIYYaliHO MOXKET MPEXKICBPEMEHHO y3HATH BAKHYIO
MH(GOPMAIIHIO O CIOXKETE, YBUIETh HECKOJIHKO KOHIIOBOK (Ha OJHOM CTpaHUIIE
MOKa3aHbl 2—5 BO3MOXHBIX Pa3BUTUM ClokeTa). To urpa B CBOIO O4EpE/b,
MTOJIHOCTBIO UCKITFOUUT CIIYYarlHBIE CIIOWIIEPHI, YTO MPEAACT €M IEHHOCTh B Ija3ax
UTpOKa (YUTATEIIS).

A.1.2 Haznauenue

Pa3pabateiBacmas urpa npegHazHaueHa JJIs MPUBJICYCHHS] BHUMAHUS K
BA)XHOCTH Pa3BUTHUS HHAYCTpHUM Buacourp B Kazaxcrane.

A.1.3 TpeOoBaHus K QYHKIMOHAJIbHBIM XapaKTePUCTHKAM

Tak kak TaHHBINA MPOEKT MPEICTABISIET COOO0M peanu3aiuio BUICOUTPbI, TO
MpeAIoJiaraeTcsi TOJbKO OJIHAa KaTeropus Mojib30BaTes - Urpok. B mpoiiecce paboThl
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MPOrpaMMBbl UTPOK HEMOCPEACTBEHHO SBISIETCS] Y4aCTHUKOM UTPOBOTO IMpoILiecca U
OKa3bIBACT HA HETO BIIUSHHUE.
[Iporpamma gomkHa oOecrednBaTh BOSMOXHOCTD BBIMOJTHEHUS CIEIYIOIIX
(GyHKIUH:
a) MOJb30BATEIbCKUN HHTEPENC
— TEPEXOJHBIE CIICHBI: 3aCTaBKa, MPOJIOT, (PMHATbHAS CIIEHA
— TJIaBHOE MEHIO M MEHIO MMay3bl HTPbHI
— rpaduuecknii HTEp(hEnc ¢ BO3SMOKHOCTHIO peAaKTHPOBAHHS
XapaKTEePHUCTUK TIIaBHOTO MEPCOHAXKA: 3/I0POBbE, YMEHBIIIAIOIIEECs MPH
CTOJIKHOBEHHSIX C TIPOTHBHUKAMHU (B 3aBUCUMOCTH OT UCX0/a 00sI) 1
yBeIMYHUBAloOIIeecs 0aroaaps HaIEHHBIM MIPEIMETaM; CUJIa, TOBKOCTh, BOJIS,
YUUTBIBAIOIIHUECS MTPH CTHIYKAX TePOs C MPOTUBHUKAMU; BPEMsi, 3HAUCHHE
KOTOPOTO, B TEKYIIUHA MOMEHT UTPHI BIUSET HA XOJ] TIPOXOXKICHUS; a TAKKE
OCYIIIECTBJICHHE UCIIOJIb30BaHUsI BHYTPUUTPOBOTO HHBEHTAPS C
BO3MOKHOCTBIO XPaHEHHUS JI0 TPEX MPEIMETOB OJTHOBPEMEHHO
b) BHYTpUUTPOBO# yHKIIMOHAT
— HWrpOK OyJIeT MMETh BO3MOYKHOCTH TIOMCKA MTPEIMETOB
— Iepej HayaJloM MPOXO0KJIEHUS UTpa MPEJOCTaBUT MOJIb30BATEINIO MPABUII
UTPBI
— Ooubuie 350 UrpoBBIX JIOKALUI, CLIEH B BUJE CIPANTOB, IO KOTOPBIM UI'POK
CMOYKET CBOOOJIHO NMEPEMEIATHCS 0 HAXKATHIO KHOTIOK CTPEJIOK WU
HaBOJISICh KypCOPOM MBILIH U LIEJIKasl 110 ONpeIeIeHHbIM 001acTIM Ha
JKpaHe
— BO3MOXHOCTb UCCJICJIOBAHMSI JIOKAIIMHM U HAXO0XIEHUE CKPBITBIX KOMHAT
— BO3MOXHOCTb OOIIEHUS C JPYTUMU EPCOHAKAMU
— BO3MOXHOCTb U3YUEHHUS YJIMK U pa3rajblBaHus MH(POB
— y4acTHe B 0OSIX U IMMOTOHIX
— peanu3anusi HETMHEHMHOTO CI0KETa CO MHOXKECTBOM KOHIIOBOK

A.1.4 TpeGoBaHus K HA/IEKHOCTH

[Ipu Boctipon3BeIeHNH T1000H CIO’KETHOM KOHIIOBKH ITPEYCMOTPETh
HEBO3MOXXHOCTb MPOJOJLKEHUS UTPHI U BBIBOJ HA KPaH KHOMKHU BO3BPAIAIOITYIO
WUTPOKa B TJIABHOE MEHIO.

A.1.5 TpeOoBaHusI K CHCTEMHOI COBMECTHMOCTH
— OmnepanuonHnas cucrema: Windows 7 u Beiiie;
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[Mpoueccop: Intel wmu AMD, 1.5 GHz u 6sicTpee;
OmnepatupHas namsth: 2 GB RAM;

Mecro Ha aucke: 3 Gb

Buneokapra: coBmectumas ¢ DirectX 9.0c
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TekcT nmporpammsl

#pragma once

#include "CoreMinimal.h"
#include "GameFramework/GameModeBase.h"
#include "DiplomaGameMode.generated.h"

/**

* The GameMode defines the game being played. It governs the game rules, scoring, what actors
* are allowed to exist in this game type, and who may enter the game.

*

* This game mode just sets the default pawn to be the MyCharacter asset, which is a subclass of
DiplomaCharacter

*/

UCLASS(minimalapi)

class ADiplomaGameMode : public AGameModeBase

{

GENERATED_BODY()
public:

ADiplomaGameMode();
h

#include "MenuWidget.h"
#include "Components/Button.h™
void UMenuWidget::NativeConstruct() {
if (StartButton) {
StartButton->OnClicked. AddDynamic(this,
&UMenuWidget::StartButtonOnClicked);
}
if (ExitButton) {
ExitButton->OnClicked. AddDynamic(this,
&UMenuWidget::ExitButtonOnClicked);

¥
¥
#pragma once

#include "CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"//u3 nanHoro 3aronoBouyHoro ¢aiina, OyJeM HCHoIb30BaTh
UGameplayStatics

#include "Kismet/KismetSystemL.ibrary.h"

#include "MenuWidget.generated.h"
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UCLASS()
class DIPLOMA_API UMenuWidget : public UUserWidget

{

GENERATED_BODY()
protected:

UPROPERTY (BlueprintReadWrite, meta = (BindWidget))

class UButton* StartButton;//StartButton - nepemeHHasi, mpeCTaBisFONIast U3 Ce0sl KHOTKY
B UT'pE
protected:

UPROPERTY (BlueprintReadWrite, meta = (BindWidget))

class UButton* ExitButton;//ExitButton - mepemennasi, npeacraBisonias u3 ceos

KHOIIKY B MT'pe

virtual void NativeConstruct() override;

UFUNCTION()

void StartButtonOnClicked() {//Co3maem dyHKIHIO, KOTOpast IEpEHECET
WrpOKa Ha YPOBEHB C UTPOM, MPU HAXKATUU KHOITKH

//B nanHOM ciydae kHomka "StartButton"

UGameplayStatics::OpenLevel(this, "PrologueLevel™);//UGameplayStatics -
KJIacc coAeprkaniuii GyHKIUU TSl TeUMILIeS

//6naromapst KoTopoMy OyaeM u3mosb3oBaTh Metoa Openlevel, cayxanuit
JUIS TIepeMeIlleHUs Ha IPYroi ypOBEHb.

//B mapamMeTp KOTOPOTO MepeiaguM UMs YPOBHS, KOTOPBIA HaM HYyKeH

3
UFUNCTION()
void ExitButtonOnClicked() {
UKismetSystemL.ibrary::QuitGame(this, nullptr, EQuitPreference::Quit,false);

}
}

#include "StartChapterlWidget.h"
#include "Components/Button.h"
void UStartChapterlWidget::NativeConstruct() {
if (Chapter1Button) {
Chapter1Button->OnClicked.AddDynamic(this,
&UStartChapterlWidget::StartChapterlOnClicked);

¥
¥
#pragma once

#include "CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"//u3 nanHoro 3aronoBouyHoro ¢aiina, OyJ1eM nCHoab30BaTh
UGameplayStatics
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#include "Kismet/KismetSystemLibrary.h"
#include "StartChapter1Widget.generated.h"

UCLASS()
class DIPLOMA_API UStartChapterlWidget : public UUserWidget

{
GENERATED_BODY()
protected:
UPROPERTY (BlueprintReadWrite, meta = (BindWidget))
class UButton* Chapter1Button;//Chapter1Button - mepeMenHasi, mpeacTaBsioIIas
u3 ce0s1 KHOTIKY B UTpe

virtual void NativeConstruct() override;

UFUNCTION()
void StartChapter1 OnClicked() {//Co3naem ¢yHKIHIO, KOTOpas IEPEHECET UTPOKA
Ha JIpyroi YpOBEHb, PU HAKATUU KHOIIKU
//B nanHOM cirydae kHomka "Chapter1Button"
UGameplayStatics::OpenLevel(this, "ChapterlLevel");//UGameplayStatics - kmacc
cojepxaniuii GyHKITUHU IS TeUMILIeS
//6naronmapst KoTopoMy OyzneM u3mosb3oBaTh Metoa Openlevel, cayxamuii s
MepeMeIIeHUs Ha IPYTO YpOBEHb.
//B mapameTp KOTOPOTo MepeiaguM UMs YPOBHS, KOTOPBIA HaM HYXKeH
h

}

#include "StartGameAfterRulesWidget.h"
#include "Components/Button.h"
void UStartGameAfterRulesWidget::NativeConstruct() {
if (StartGameAfterRulesButton) {
StartGameAfterRulesButton->OnClicked.AddDynamic(this,
&UStartGameAfterRulesWidget::StartGameAfterRulesOnClicked);

}
}
#pragma once

#include "CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"//u3 nanHoro 3aronoBouyHoro ¢aiina, OyJeM nCHoab30BaTh
UGameplayStatics

#include "Kismet/KismetSystemLibrary.h"

#include "StartGameAfterRulesWidget.generated.h"

UCLASS()
class DIPLOMA_API UStartGameAfterRulesWidget : public UUserWidget

{
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GENERATED_BODY/()
protected:
UPROPERTY (BlueprintReadWrite, meta = (BindWidget))
class UButton* StartGameAfterRulesButton;//StartGameAfterRulesButton -
[IepEeMEHHas1, IPECTABIISIONMIAs U3 ce0sl KHOIKY B UTpe

virtual void NativeConstruct() override;

UFUNCTION()

void StartGameA fterRulesOnClicked() {//Co3znaem pyHk1nI0, KOTOpas MepeHeceT
WUrpoOKa Ha IPYyrodl ypoBEHb, IPH HAXKATUH KHOIIKU

//B nanHoMm cirydae kHomka "StartGameA fterRulesButton"

//V1 ypoBeHb Ha KOTOPBIM 3Ta KHOIIKA NIEPEHECET UTPOKA TOKE UMEET B HA3BAaHUU
gucio(49).

//Kaxmast KHOTIKa, (PYHKITHS BBITIOJIHSFOIIAS AEUCTBHUS KHOMIOK M Ha3BaHHUE YPOBHSI,
HECYT B ce0e YHJICIIO - OTIPEIEIISIoNnIee HOMEpP CIIEHBI KHUTH

UGameplayStatics::OpenLevel(this, "ChapterOLevel");//UGameplayStatics - kimacc
cojepxaniuii GyHKITUHU IS TeUMILIeS

//6naronmapst KoTopoMy OyzneM u3mosb3oBath Metoa Openlevel, coykamuii mist
IepeMeNIeHUs Ha JPYTOd YPOBEHb.

//B mapameTp KOTOPOTO MepeiaguM UMs YPOBHS, KOTOPBIA HaM HYKeH

}
}

#include "DeathBySpiderWidget.h"
#include "Components/Button.h"
void UDeathBySpiderWidget::NativeConstruct() {
if (EndAfterDeathBySpiderButton) {
EndAfterDeathBySpiderButton->OnClicked. AddDynamic(this,
&UDeathBySpiderWidget::EndAfterDeathBySpiderButtonOnClicked);

¥
¥

#pragma once

#include "CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"//u3 nannoro 3aronoBo4Horo ¢aiiia, OyaeM UCIOIb30BaTh
UGameplayStatics

#include "Kismet/KismetSystemL.ibrary.h"

#include "DeathBySpaceWidget.generated.h"

UCLASS()
class DIPLOMA _API UDeathBySpaceWidget : public UUserWidget

{
GENERATED_BODY/()
protected:
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UPROPERTY (BlueprintReadWrite, meta = (BindWidget))
class UButton* EndAfterDeathBySpaceButton;//End AfterDeathBySpaceButton -
[IepEeMEHHas1, IPECTABIISIONIAs U3 ce0sl KHOIKY B UTpe

virtual void NativeConstruct() override;

UFUNCTION()

void EndA fterDeathBySpaceButtonOnClicked() {//Co3naem dyHkIuto, koTopas
MIepEeHECeT UTPOKA Ha JIPYTrOil ypOBEHb, PU HAKATHN KHOTIKH

//B nannom ciyyae kHonka "EndAfterDeathBySpaceButton"

UGameplayStatics::OpenLevel(this, "MenuLevel™);//UGameplayStatics - kiacc
cojiepxkanuit GyHKITUU I TeUMILIeS

//6naromapsi KoropoMy OyzaeM u3noas30Bath Metoa Openlevel, cmyxamuii s
IepeMeNIeHUs Ha APYrOd YPOBEHb.

//B mapamMeTp KOTOPOTO MepeaauM UMsT YPOBHS, KOTOPBIH HaM HY)KEH

}
}

#include "DeathByDogWidget.h"
#include "Components/Button.h"”
void UDeathByDogWidget::NativeConstruct() {
if (EndAfterDeathByDogButton) {
EndAfterDeathByDogButton->OnClicked. AddDynamic(this,
&UDeathByDogWidget::EndAfterDeathByDogButtonOnClicked);

}
}
#pragma once

#include "CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"//u3 nannoro 3aronoBouyHoro (aiina, OyaemM UCHOIb30BaATh
UGameplayStatics

#include "Kismet/KismetSystemLibrary.h"

#include "DeathByDogWidget.generated.h"

UCLASS()
class DIPLOMA_API UDeathByDogWidget : public UUserWidget

{
GENERATED_BODY/()
protected:
UPROPERTY (BlueprintReadWrite, meta = (BindWidget))
class UButton* EndAfterDeathByDogButton;//EndAfterDeathByDogButton -
NEepCeMCHHad, NpCACTaBJIAIOIIAA U3 ceost KHOIIKY B UI'PC

virtual void NativeConstruct() override;
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UFUNCTION()

void EndA fterDeathByDogButtonOnClicked() {//Co3maem dynkImIo, koTopas
MEPEeHECET UTPOKA HA IPYTrOil ypOBEHbB, IPU HAKATUU KHOTIKH

//B nanHOoM ciydae kHomka "EndAfterDeathByDogButton"

UGameplayStatics::OpenLevel(this, "MenuLevel™);//UGameplayStatics - kiacc
coJiepKanuil PyHKIIUN JJIs TeHMILIes

//6naromapsi KoropoMy OyzaeM u3noas30Bath Meto Openlevel, cmyxamuii s
IepeMeNIeHUs Ha JPYTOd YPOBEHb.

//B mapaMeTp KOTOPOTO MepeAaTuM UMs YPOBHsI, KOTOPbII HAM HY>KEH

}
}

#pragma once

#include "CoreMinimal.h"

#include "Blueprint/UserWidget.h"

#include "Kismet/GameplayStatics.h"//u3 nansoro 3arosoBouyHoro (aiina, OyaemM UCHOIb30BaTh
UGameplayStatics

#include "Kismet/KismetSystemL.ibrary.h"

#include "DeathByBulletsWidget.generated.h™

UCLASS()

class DIPLOMA_API UDeathByBulletsWidget : public UUserWidget

{
GENERATED_BODY/()
protected:
UPROPERTY (BlueprintReadWrite, meta = (BindWidget))
class UButton* EndAfterDeathByBulletButton;//End AfterDeathByBulletButton -
nepeMeHHast, IPEACTaBIISIONIAs U3 ce0sl KHOIKY B UTpe
virtual void NativeConstruct() override;
UFUNCTION()
void EndAfterDeathByBulletButtonOnClicked() {/Co3naem ¢yHkiuto, koTopas
MEPEeHECET UTPOKA HA JIPYTrOil YpOBEHb, IPU HAKATUU KHOTIKH
//B nannom ciy4ae kHomka "EndAfterDeathByBulletButton"
UGameplayStatics::OpenLevel(this, "MenuLevel™);//UGameplayStatics - kiacc
coJiepkauiuil QyHKIUU AJis TeimIies //0naronapst KOTopoMy OyJeM H3I0JIb30BaTh METO/T
OpenLevel, cyxarmuii s mepeMenieHrs Ha JPyroi ypoBEHb.
//B mapaMeTp KOTOPOTO MepPeaaTuM UMS YPOBHS, KOTOPBI HaM HYKEH

Y
#include "DeathByBulletsWidget.h"
#include "Components/Button.h"
void UDeathByBulletWidget::NativeConstruct() {
if (EndAfterDeathByBulletButton) {
EndAfterDeathByBulletButton->OnClicked. AddDynamic(this,
&UDeathByBulletWidget::EndAfterDeathByBulletButtonOnClicked);
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