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BBencHue

21 Bek Hamiel »pbl CTaJl BEKOM HH(pOpPMATH3AIMU: HA CMEHY HHIYCTPUAIBHBIX MOTPEOHOCTEH BCTalU
HEeMaTepuallbHbIe, B YaCTHOCTH JyXOBHBIC, B CBS3M C OTHM IIOSBHJIOCH TaKoe SBIICHHWE Kak WIpbl. Ilo
COBMECTHUTEILCTBY C 3TUM, HaurHas ¢ KoHIa 20—To0 BeKka MOSBUIOCH TaKOE MOHATHE, KaK «UTPOBasi HHIYCTPHSY,
€€ OCHOBOM cTaia pa3padoTKa UTPhbl, OCHOBOM KaXK10M M3 KOTOPHIX SBISETCS UIPOBOM JIBUIKOK.

KoMIbroTepHast uirpa — IporpaMma, CIIysKalas U OpraHu3alyiyd UTPOBOTro mpouecca (TelMIIes ), CBA3H C
napTHEPaAMH I10 UTPE, UK cama BBICTYTAIOIas B KaueCTBE MapTHEPA.

UE 5 — at0 oTHOCHTeNnbHO HOBasi Bepcus aBmkka Unreal Engine ¢ MHHOBALMOHHBIME TEXHOIOTHSIMH,
KOTOPBIC MIPHUCYTCTBYIOT B CAMHUYHBIX ITPOSKTaX UTPOBOM MHIYyCTpuH. HermocpeacTBEHHO MaHHBIM JBHIKOK U

Oyzet ocHOBOM npoekra « Draw World».



Ilenn

[lenpt0 NPOM3BOACTBEHHOM MpakTHUKW  sBIIeTca  paspadorka MUC,
IIpEeAHA3HAYCHHAS JJIS IIOBBIIICHUS CTPATETHYECKUX U SKOHOMUYECKUX HABBIKOB
T0JI630BaTeNs (KOHEYHOTO IOTPEOUTENS ), a TAK)KE B pa3BIIEKaTENbLHEIX [EIAX Ha

urposBom aemwkke Unreal Engine 5.



AJNTOPUTM PEIICHUS 3a0a49K

OnuChIBAET OCHOBHYI) KOHCTPYKIMIO IMOCTPOECHUSA

3a1a4.

Haunnaercsa BCE ¢ 3armyckKa WUIphl, IOCIE YEro MIPOKa
MEPEBOJAT HA 3KpaH «MEHo» rae eMy HpeaoCTaBIISIETCS
BO3MOKHOCTb HACTPOWMKH 3aJIAHHBIX ITEPEMEHHBIX, BbIXOAA

M3 UTPbI U, HEITOCPEJICTBEHHO, €€ HAaYaJIa.

[locne Hadyana Urpbl UTPOKY OYIET JaH BBIOOP CJIOTA B
KOTOPOM OYZIET COXPaHSTCS €ro MpOrpecc, MOCJe YEro
UTPOK JIOJIPKEH CO3/1aTh CBOETO MEPCHAXKA U HAYaTh IIPOILIECC

UTPBL.




Draw World

OCHOBHOM KOHIICTIIIMEN UTPHI SIBISIETCS YCIOBHO-OTKPBITBIA MUP B KOTOPOM MTPOK MOXKET

CBOOOIHO IIE€pEeMEIIaThCs, UCCIIEA0BAaTh PA3JIMUYHbIC aKTUBHOCTH, TAKHE KaK:

%

%

%

%

%

Cro’KeTHBIE U JOIIOJIHUTECIbHbBIC KBECThI;
B3anmMozeicTBue ¢ okpykeHreM (110 CIOKETY );
CO0p «MHCTPYMEHTOB PHCOBAHUSI»;

Butsbl, Bepaxkennsie B popme PTC Tower Defense cocrasnsromeii, KpyTsmencs

BOKPYT pa3JIMYHBIX PA3HOOOPA3HBIX MEXAHUK « MHCTPYMEHTOB PUCOBAHUS»;

[loBhIIIIEHUE YPOBHS, ITOCJIE TPOXOKICHUS OUTBBI.
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Orkpeiteii Mup B Draw World
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3aKJII0UECHHUE

Pesynsrarom mpopenannoil padorsl ssusercas MC «Draw World» — xommerorepnas urpa B
xanpe PTC—crparernu, npenHasHaueHHAs JUISI MOBBIICHUS CTPATETHUYECKAX W SKOHOMHYECKHUX
HABBIKOB I10J1530BaTelIs (KOHEYHOTO IOTPEOUTENS ), a TAKIKE B pa3BIEKATEIbHEIX IIEIIAX.

B xoxe npojenaHHOM paOOThl HAyYWJICS TaKUM acli€KTaM B MTPOBOM MHIYCTPUU, KaK: FeliM—
JU3alH, CIICHapUpPOBAaHUE, MOCTAHOBKA, MOJICIMPOBAHUE W MPOTPAMMHUPOBAHUE, & TAK)KE 0a30BBIE U
yryonéHnsie 3Hanus o urpoBoM aswkke Unreal Engine 5. IMapamiensHo pa3paboTKe YCIEIIHO

3aBEPIINII MOPOXAeHUE NTPpakTUKKU B Komnanuu OO0 «JIEHTA» Ha oTyiin4dHO.
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