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MWHUCTEPCTBO Hayku W Bbicllero o6pa3oBaHua Poccuiickoit Pepepaunu
denepanbHoe rocygapcTBeHHoe GrogxKeTHOe oBpa3oBaTenbHoe yupexaeHue Bhicliero o6pa3oBaHus
«ANTaNCKWI rocyfapCTBEHHBIA YHUBEPCUTET»

MHCTUTYT ryMaHUTapHbIX HayK

Kadenpa KynsTyponorum u gusaita

NMpoekTupoBaHue u peanusaumva 3D-
Urpbl XXaHpa «3KLWeH-llyTep» Ha
asmxke Unreal Engine 5

BbiNyCKHaA kBanudukayuoHHana paGoTta

(6akanaepckan paboTa)

EbiNONHWA HAYYHBIN PYKOBOOAWTENE rog sAWLMTLI
Momewxuu A. E. Kaparaes A. A. BapHayn - 2026
4 KYPC * ['P. 8.200-1 CT. NPENOOABATENDb



AKTYyanbHOCTb TEMbI

WHOycTpus BUOEOUTp CEroaHs onpeaenseT passutue UuGpoBoM 3KOHOMUKM 1
MHPOPMALMOHHBIX TEXHONOT WA - Mo 060POTY M BOBNEYEHHOCTU ayAUTOPUM OHa
cornocTaBuMa ¢ TPaaMUMOHHEIMU Meaua, a B PAAe CErMEeHTOB MPEBOCXOANUT UX.

YKaHp «3KLWeH-WyTep» UCTOPUYECKMN BLICTYNAET APalBEPOM
TEXHONMOIMYECKOro NpPorpecca B KOMMNbLIOTEPHOW rpaduke 1 GprUanyeckon
cumynaumn. HoBbI BUTOK cBA3aH ¢ Beixogom Unreal Engine 5: TexHonorum
Nanite u Lumen oTkpbinu nyTb K AAA-KaUecTBY cUNamMu HEGOMbLINX KOMaHS, 1
[Ja>ke OIHOro pa3paboTynka.



Llens paboThbl

[MpoekTUpoBaHUe U paspaboTka NPOTOTUNA UrPbl B XXaHpe 3D-wwyTep.
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BbIfIBUTb CneunduyecKne 0COGEHHOCTH XaHPa KIKLIH-LIYTEp» KaK CerMeHTa BUASOoUrp

o3

OCyLIECTBNTb CPABHUTENbHEIA aHAaNW3 MHCTPYMEHTANEHBIX CPeCcTB paspaboTK BUASoUrp

0s

Peanu3oBaTtb NpPorpaMMHYH NOrMKY OCHOBHbBIX MTPOBbBIX MEXaHWK U UCKYCCTBEHHOro
HHTeNNeKTa

o2

PaccMoTpeTt OCHOBHbIE NPUHLUMUNGI FreiM-[13aiiHa U neeen-gusaiHa

04

PazpatoTaTb KOHUENUMIO U AM3aiH-00KYMEHT NPOeKTUPYEMOro NpUIOXEeHUA

oB

BbINOMHUTE CHOPKY YPOBHSA, TECTUPOBaHWE NPOTOTUNA W OTNAAKY BbIABNEHHbIX OLWGOK




CpaBHMTENbLHbLIA aHANU3 ABMKKOB

MHCTpyMeHTanbHbie CpeicTBa pa3paboTku

KPUTEPHHA UNITY

Huwa Mo6aiin [ UHou
'paduka v peHgep TpebyeT gopaboTKu
[anbHOCTb NPOPUCOBKK Hwuzkasa (LODs)
lMopor BxoXaeHus Huzkwin

CocTosHMe NnoaaepXKu AKTUBHOE

Unreal Engine 5 - 6e3anbTepHaTUBHbINA BbIGOP: CHUMaET Gapbepsbl
ONTUMU3aLIUKU rpaduKK 1 YCKOPAET paspadoTKy JTOTUKK.
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UNREAL 5

AAA-npoeKTbl
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__ TexHonorum
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= Unreal Engine 5

MyHpamMeHT poTopeanusMa
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Nanite Lumen Nlagalia
BUPTYANMWZMPOBAHHAA ONHAMWYECKOE CUCTEMA
FEOMETPUA rMOBANbHOE BU3VAMbHbIX

OCBEUWEHME 3OOEKTOB
Mopgenu kMHoKa4ecTea

YecTHoe Obiv, MCKPBI, AYNEHOE
(MUNAKOHBI NONUIOHOB)

nepeoTpaxeHue naamaA, YyacTuibl
Gez notepu FPS. Pewaet peotp ! u

CBETa B peanbHOM nonagaHui -
npoBnemy OansHOCTK

BpemMeHu Ge3 «COYHOCTb» Kagpa u
NPOPWCOBKU.

«3aneKanus» - oBpaTHan cBA3b No

KPWTMYHO ONA cTpense.

OMHAMUKK BoA.
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GDD - YA

Llenesan ayAuTOpMA U NO3MLMOHUpOBaHMeE

becnnatHbli TaKTUYECKUIA UHAM-WYTEP B PEANTNCTUYHOM CETTUHIE. OpUeHTUPSI
- Call of Duty: MW 1 Battlefield.
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18-25 ner

CTyYOeHTbl, COPEBHOBaHWE M «BU3YallbHasA COYHOCTE». KpuTuyeH Free-to-Play.

CerMeHTauMn u I

30-45 ner

CneuunanucTbl, CHATWE cTpecca. LIeHAT ayTEHTUYHOCTb U KTAXECTb? OPYIKUA.

CornacHo $3-436 - Bo3pacTHas K



UI /7 UX: Military
Tech

UMMepcuBHbIi AuereTuyeckuin uHTepoeiic

Vignette Damage

OT1Kaz oT WwkKansl HP - nokpacHeHWe Kpaée akpaHa. Moar GbicTpee CUNTHIBAET
onacHoCcTb Nepudepueit.

BbICOKaA KOHTPACTHOCTh

YéTKKe MHOMKATOPL! HA TEMHOM GOHE - MTHOBEHHOE CUMTLIBAHWE B AMHaAMMUKE OOA.

ﬂ,HHaMquCKHﬁ Komnac U c4éTymk Goesanaca - YMCToe BU3YanbHOE NPOCTPaHCTRO.




NMporpaMmMHan
peanu2anmug

MEeXaHMK

Blueprints Visual Scripting

Line Trace

Hitscan gna nMcToneTos -
MrHOBEHHOE MonafaHue.

Enhanced Input

TWbkoe ynpaeneHue, MakcUManbHas
OT3bIBYMBOCTE.

Projectile

CHapaa ana TAXENOro Opyxua -
Macca, CKOpOCTb, FPaBUTaLuA.

MpouepgypHan oTgadya
Kpuesie Timeline - HacTpauBaeMbiit
Recoil.

-

Weapon System
T

Pty
ey 0 it
e ——

| ol ek
e B e B e — s o pai
- (RS B o—

o om Lo

T |

Weapon System - cTpenb6a, ADS, nepesapagka’

BLUEPRINT
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[epeeso noseaeHua (Behavior Tree)

UcKkyccTBeHHbIN
MHTeNNeKT

Behavior Trees + Al Perception

MNoBegeHue 60TOB NOCTpoeHo Ha [epesbax noeefeHus. Nogcuctema Al
Perception UMUTUPYET 3PEHUE U CNYX.

3peHune

KoHyc o63opa, NpoBepKa NUHWKA BUAMMOCTH 00 MIPOoKa.

Cnyx

PeakLya Ha WyM BLICTPENOB M Waroe B paguyce.

AvHaMuyecKan cnoXHocCTb

banaHc «ToyHOCTb GOTOB ¢ dpycTpauua» no KoHuenuwu MoToka.




OAunzavH-
AOKYMEHT

GDD - BuaeHMe U KNnioYeBbie MeXaHUKH

GDD onpepenseT «Vortex Vanguard» kak Taktwyeckwid FPS na UES. Mepapxwa

GAMEPLAY

MexaHuK: agpo (cTpensfa) —+ ocHoBHble (NepemelleHe) &

BCNOMOraTenbHble (KacTOMKU3aLMA).
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VTN - bez HP-bapa BannucTuka
Vignette Damage 1 ayaMo-uHaMKauma Line Trace (6nuxHuin 6oi) + Projectile:
BMeCTo abCcTpaKTHOM LIKanbl 300POBLA. nafgeHue Nynu, CHoc, BPEMA Monéta.
5 9
'8 8
Advanced Movement Opywue
WHepuusa no KpMBbIM, HaknoHbl Q/E, TpK MpouepypHas otaaya (Timeline), 7
CTOMKM, cnpuHT CQB. Loadout-koMnnekTos, KOpYKenHUK?.
9 9

Pexum «JoMUHaUMA® peanv3oeal; el Tpy (xn. 3ombn) - B pazpaboTre.



Anpobauvsa M TeCTMpOBaHUe

7 koHDUrypaumih - pexkum «JlomuHauua» - 1080p

# nNPOUECCOP o3y BUOAEDHAPTA FPS {'IIJBDF)
1 Ryzen 3 5400U 3276 RX 560X ~35

2 Xeon E5-2470 v2 64TB RTX 2060 Super ) |
3 Ryzen 55600 3276 GTX 1080 Ti . -80
4 Xeon E5-2660 v3 3276 RTX 3070 . ~100

5 Ryzen7 5800X 64 TB RTX 3090 . ~140

6  Ryzen7 5700X3D 128 TB RTX 4090 ~240

7 Ryzen 7 9800X3D 128 TB RTX 5090 ~360

4.7 45 4.3 42

OTKNWK OPYXWA NOrPYMEHMWE (Ul BE3 HP) HABUIALIMA AYONO-AWN3AMH



p CMOTPETb FEAMNMNENAHBIA TPEUNEP



