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Benenue. Unreal engine — mpoxykt komnanuu Epic Games, KOTOpbIi MOJEPHU3HPYETCS C
1998 roma, 1o cux Top mony4aromuii oOHoBIeHus. [lepBbie Bepcry MMenu HeOOJBION (BYHKIIMOHAN, HO
JUIsL TOrO BPEMEHH HEKOTOpbIE BOBMOXKHOCTH JIBMDKKA OBLIM BIICUATISIIONIAMH, TAKUE KaK 3epKabHBIC
TOBEPXHOCTH M UCTIONI30BAHNE BHYTPEHHEH CTOPOHBI OOBEKTOB, ISl HAJIOXKEHUSI TEKCTYP.

C xaxJ0i HOBOHM Bepcuel N0OaBISUTMCh KaK (YHKIMOHAIBHBIE MOIYIH K CAMOMY IBHIKKY
(BO3MOYHOCTB HCIIONB30BaTh MUKPO(QOH JUTS OOIICHHUS, UCIIONB30BaHHE KUAKHX MMOBEPXHOCTEH), TaKk
1 JIOTIONTHUTENIbHBIC BO3MOXKHOCTH JUTSI PEIaKTUPOBAHMS U CO3/IaHUS B Cpeie pa3paboTKy.

PesyabTarel M o0cy:kaeHume. AxTyanbHOM Bepcueit sisiercs Unreal engine 4. On
pacipocTpaHseTCs M0 YCIOBHO-0CIUIATHOM JuIieH3uU. JIF00O0# KeTarolmii MOXKET YCTaHOBUTD €ro cede
Ha KOMITBIOTEP M TOMpPoOoBaTh celds B paspadorke urp. OmHAKO MOIb30BaTeNb OyaeT 00s13aH OTYMCIIAThH
5 % noxoa oT pa3pabOTaHHBIX TPHIIOYKEHHM, €CITH TOXO/ OT UTPhI 3a kBapTai npessiaet 30008.

B mocnemHux BepchsX TPUCYTCTBYET HMCUEPIBIBAIOIINN HAOOp MHCTPYMEHTOB pa3paOoTKH
npUIoKeHUH. MIHCTpyMEHTHI rpadu4ecKoro MOyl MO3BOJSIOT ACTAILHO MPOpadaThIBATh TEKCTYPHI
W TpoekTupoBaHue ypoBHeW. [IporpammmupoBanue crenapues, ckpuntoB, M B Unreal engine
BO3MOXHO Ha C++ o Ha cxemMaTHYecKOM, BU3yaJbHOM sI3bIKe MporpaMMmupoBanus Blueprint. Ecth
BO3MOXKHOCTh Pa3padaThiBaTh MPHIIOKEHUS Uil TEXHOJOTMU BUpTyanbHOW peanbHOocTH (VR). st
B3aMMOJICUCTBHS C APYrHMHU paszpaboTumkamu, npucyrctByer Unreal Engine Marketplace. C ero
MOMOIIBIO OJIMH W3 Pa3pabdOTYMKOB MOXET MPHOOpecTH HEoOXOAWMBIE TAaKEeThl TEKCTYp, KapT,
aHMMaIid, MOJIeNiell TepcoHaXkeld W OKPYKEHHsI, 100 HaoOOpOT, CKPHITHI JJISI MCKYCCTBEHHOTO
WHTEIICKTA WA CKPUIITHI CIIOXKHBIX B3aUMOJICHCTBUI 00BEKTOB MEXITY COOOM.

[lpu mocTpoeHUM ypoOBHS, pPa3pabOTUYNK MOMKET HCIONb30BaTh WHCTPYMEHTBHI pabOTHI C
nanamadToM, a TaKkKe JoOaBIATh Ha KapTy 3JIEMEHThI OKPYKEHUS, 00BEKTHl OCBEICHHS, HCTOYHUKN
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3ByKa, MMO3MIIMK TIOSIBJICHUSI MTPOKOB WM TepcoHaxkedl mon ympaeinennem WU mepersiruBaHueM uX ¢
MaHeln Ha pa0bo4yro 00J1acTh.

OOmmpHBIi Ha0Op aHWMAIMOHHBIX MHCTPYMEHTOB IMO3BOJIIET HM3MEHATH MEPCOHAXKEH U
HACTPaMBaTh WX JIOCTATOYHO JICTAILHO, M3MEHSIS HE TONBKO BHJI IIEPCOHAXKA, a TAKXKE ero aHHMAIHH,
CKEJIETHBIH KapKac U COCTOSHUSI.

CToUT OTHENBHO BBIACIHTH peNakTop MartepuanoB. [laHHas (YHKIHS TIO3BONSET MEHSThH
CBOMCTBO O0BEKTAa M M3MEHATH €ro BHEIIHMM BUA. B pemakTope MarepuaaoB M3MEHSETCS 3aTCHCHHE
0o0beKTa, ero MaTOBOCTh WIIM TJISIHEI], B3aMMOJICHCTBHE C OcBelleHHneM. [lomyduBinuiics maTepuan
MOXHO OYJeT HCIOJNIb30BaTh Ha OOBEKTaxX pPa3nYHONW (QOpMbI, 0€3 HACTPOHKH MOBTOPSIFOIIMXCS
CBOWCTB, YTO YCKOPSIET pa3paboTKy.

Tax ke Mmo/yIepKUBaeTcsl CUCTeMa M3MEHEHHsI KauecTBa u300pakenus. Vcrnonb3ys MeHbIme
napaMerphl JieTaln3aliy, Maciitaba MpOpUCOBKH, paspelleHre TEKCTYp, MOKHO CHH3HTh HArpy3Ky
HAa IMOTEHIIMAIILHO c1a0ble KOMITBIOTEPHI, JUIsi 00Jiee BEICOKON MPOU3BOIUTEILHOCTH.

Unreal Engine npenocrasnser q8a meroaa nmporpammuposanus: C++ u Blueprints. Mcnonb3ys
C++, mporpammucT a00aBisieT 6a30BbIC CUCTEMbI TeMILIES, KOTOPBIE 3aTEM MOXHO HCIONb30BaTh
MIPH CO3J]AHUN KaKOTro-TM00 YpoBHsI B UTpe. J{JIsl 3TOro mporpaMMHCT HCIIONB3YeET JTII00YI0 CTOPOHHIOIO
IDE ¢ nognepxxkoii C++ (o6sraao Microsoft Visual Studio nim Apple Xcode, 3a cuer BO3MOKHOCTH
unTerpamnun ux B Unreal Engine).

Hcnonk3yst cxemaTudeckuil s3bIK TporpammuipoBanusi Blueprints, tpeOyercs rpaduuecku
MPEACTaBUTh BO3MOXKHBIC B3aMMOJICHCTBUSI M clieHapuu Wrpbl. Pabora ¢ Blueprints 3akmrouena B
WCTIONb30BaHMKM WHTep(delica Ha OCHOBE VY3JI0B M CBsI3ed Uil ONWCAaHHUSA JIOTUKA WIPOBBIX
B3aMMOJICUCTBUI M, B WTOre, mporecca B nenoM. API-untepdeiicel urpoBoro mporecca U Kiacchl
(dpeliMBOpKa JOCTYIHBI JUIi O0EUX ITHUX CHUCTEM, KOTOpPbIE MOTYT HCIIONb30BATHCS OTIENBHO, HO
JEMOHCTPUPYIOT CBOIO HCTUHHYIO CHITY TIPH MCIIOJIb30BAHUHU B COUETaHUH JIPYT ¢ APYyroM. [1]

JJist TeCTUPOBAaHUS M OTJIAJIKU MPEJOCTABIICHBI HECKOJIILKO PEKUMOB 3aIycKa MpUIoKeHus. B
Unreal engine ecTh BO3MOXHOCTh HE TOJBKO TECTHPOBATH IPOEKT IEIUKOM, & TAaKXKe TECTHPOBATH
KOHKPETHBIH CIIeHapuii, TeCTUPOBATh OTACIBHO T'PapUUYecKyr0 COCTABISIONIYIO KapThl, HE 3arpyKas
npu 3ToM Koj u anroputmbl UM. Kpome TOro, ectb BO3MOXHOCTH TECTHPOBAHHS CETEBOI
COCTABIISIIOIICH O€3 UCIONB30BaHMS cepBepa U COOPaHHBIX MPOTOTUIIOB MporpamMmel. IJist TOro ecth
OT/ICNBHBIA PEKUM TECTHPOBAHHUS, MPEAIONIAraloNIMi BEIOOP KOJMYECTBA MOTCHIIMAIBHBIX UTPOKOB,
3aIlyCKarolMi CBOW BBIJIEJIEHHBIN CEpBEp.

Pa3paboTrka mpHIIOKEHUH MONICPKUBACTCS Ha MHOKECTBO COBPEMEHHBIX IIaT()OpM, Takue
kak Xbox, Xbox 360, Xbox One, GameCube, Wii, Wii U, PlayStation 2-4, PlayStation Portable,
PlayStation Vita, i0S, Android, Nintendo Switch, Windows 10.

Ha odunmansaom caiite Unreal engine nocTynHa jaeranbHass uHbopMalus o pabore ¢
Ka)X/IbIM KOHKPETHBIM MOJIYJIEM M SI3BIKOM MPOrpaMMHUpPOBaHHMs, HcHonb3yeMoMm B Unreal engine, 4to
MO3BOJISIET MPEIOTBPATUTh W YCKOPUTH MOWUCK pElIeHHs OMMUOOK. Tak jXe B 3TOM IIOMOTaeT
obumansHbIi Gopym.

BuiBoasbl. Unreal engine siBisieTcsl KOMIUIEKCHBIM MHCTPYMEHTOM C BBICOKHM TIOTEHITUAJIOM.
OH oOjamaeT MHUPOKMM HAOOPOM METOAOB Jjisi pabOThl HAJ BCEMU acleKTaMu pa3padaThbiBacMOi
nporpamMMel.  [IpucCyTCTBYeT BO3MOXKHOCTh —JIMHAMHYECKOTO HM3MEHEHHsI MHpa, OINHCAaHUS
B3aMMOJICHCTBHI 00BEKTOB, CKPUITTHHT, HACTPOWKA OCBEIIEHHS U MICTOYHHKOB 3ByKa. Pabora ¢ Unreal
engine MO3BOJIsIET pa3pabaThiBaTh KPOcCIUIaTGOPMEHHbBIE TIPUIIOKEHHS PA3THYHOMN CII0KHOCTH, B TOM
qrciae HE TOINBKO WIPhl, HO M TPOTpaMMbl MOJCITUPOBAHUS IPOIECCOB WM  O0yYaromue
WHTEPAaKTUBHBIE TporpaMmbl. Ceiiuac JaHHBIM JBIKKOM TIOJNB3YIOTCS pasiHyHbIe pa3pabOTYHKH,
npuuéM Kak pa3paboTUHKH-OJMHOYKH, TaK U HEOOIBIINE TPYIIIbI pa3padoTIYNKOB.
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