Co3gaHune KoHuenTa
BUOEO UrPb

ABTOpbI:
AnpuaHoB AHTOH
3rnobuH Hukonan

ApceHnn CtenaHoB
Hay4HbIn pykoBOaUTEND:
Ycartiok B.B.



Llenu n 3apgayu

Llenb:
1.CamMoCTOoATENBHO Co3aaTb KOHLIENT BUOEOUTPbI
3agauun:
1./3y4nTb A3bIK NporpamMmmMmupoBaHuns blueprint
2.Pa3paboTtaTb remmnnenHble MeXaHUKU Ost Urpbl
3.Co3gaTb KOHTEHT Urpbl



JTanbl co30aHUA BUOEO UMb

1. KoHuenTtupoBaHue (Concept)
2. [lpoTtoTunmnposanHme (Prototyping)

3. [lponsBoacTBO KOHTEHTA (Content
production)

4. Friends & Family / CBT (3akpblToe beTa-
TecTupoBaHue)

5. Soft Launch / OBT (OTKpbITbIN DeTa-TECT)

6. Release




rpoBon gBUMXOK

* [1lpexxae TeM Kak Ha4vaTb co3gaBaTb Urpy, HAOo onNpeaennTbCcAa ¢ BbIDopoMm
NMrpoBoOro Asmxka. [Bunxok - ato 0O, rae yxe peannioBaHbl 0a30BbIe

doyHKUMK, crnocobHbIE CBA3aTbL BOEANHO rpaduKy, 3ByK 1 00beKkTbl. Mbl
BblOpanu OBUMXXOK noa HadsaHnem Unreal Engine 4, NOTOMY YTO:

1.0OH meeT ycroBHoO becnnaTHy0 Moaerb pacnpoCcTpaHEeHUs.
2.0H crnocobeH co3gaBaTtb poTopeanmcTUYHy rpauky.
3.0OH gocTtaTto4yHo yaobeH B paboTe 1 NpoCT B OCBOEHUN.

UNREAL

ENGINE



HemMHOro o cosgaHum Urpbl

B UE4 peanu3oBaH BU3yarbHbI A3bIK MPOrpaMmnpoBaHmns «Blueprint»,
KOTOPbIV Mbl CneumanbHO u3yvanu ansg co3gaHus Urpsbl.
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[1na cosnaHusa 3D moaenen mbl ucnonb3oBanu 1O «Blender»

M Ham yoanocb NpouTU Yepes BCe 3T0. HaunHaga oT co3gaHna KoHuenTa 4o
TECTUPOBAHUSA UTPbI HA Kakne-nmbo oLLnoKuN.



Pesynbrar

*[Tocne gonrown paboTbl, Mbl HAKOHEL, caenanu urpy. B ntore mol
HaYy4UImncChb:

1.PaboTtatb B UrpOBOM ABUXKE
2.Cos3paBaTb pasnu4yHble 3D mogenu
3.PaboTartb B KOMaHae v pacnpenensatb 0093aHHOCTH




ABTODbI:
Hukonan 3n06uH
AHTOH AApMaAHOB

ApceHnn CtenaHoB




Cnacnbo 3a BHMMaHue




