3/ Roguelike urpa Ha Unreal Engine “l See You”
3D Roguelike Game on Unreal Engine “I See You"

NHanBuayanbHbIN NPporpamMMHbIA MPOEKT

NUcnonHuTteno:

EropoBa EnusaBeTa [leTpoBHa
CtyaeHT rpynnbi BI1N224
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KIS  baKynbTeT KOMMBLIOTEPHBIX HayK

HayuHblii pykoBoguTeNb:

Becenko Hukuta Uropesuy
[NpurnalleHHbIVi NpernogaBatesib gernapTraMeHTa rnporpaMmMHON MHKEHEPUU




O6LLiee npeacTaBfieHne

Nreumnnen

£ Urpa aBnsietcs ApkuMm npeactasutenemM Roguelike kaHpa
£ YHMKanbHasa cucteMa MexaHuK, OCHOBaHHas Ha JIOBKOCTU U XUTPOCTU

£ Bce Bparn UMEKT CJTOXXHYKO CUCTEMY NN, NO3BOJIAKOLWYHK afanTnupoBaTbCAd NoA KapTy U
UrpokKoB

£ 2 peXunma Urpbl: OAUHOYHbINA U Urpa C ApYrom
£ Cuctema Bbl6opa CNOCOBHOCTEN, BK/IKOUAtOLLLAsA B Ce6S1 yNyYLIEHUS K HUM

&Y UIPOKOB €CTb BPpeEMA, KOTOPOE UM HYXXHO BbDKMBATb Ha Ka>XAOM YPOBHE, OHO MOXXET
MEHATbCA C MOMOLL b MEXaHUK UTPbl




Boibop repof

Hasano Hoeow
ceccumn

—_—

Gameplay Loop

Bbibop KOMHaTLI

Mara3auH

Craska Ha BpeMA
npebbieaHuA 8
KOMHaTe

Game Session

Meta Progression

Wrpa 8 OOroOHANKY C
poGoTamu

l Bbinrpbiw

Mony4yeHue Harpanbt
3a CTaBKy

BbiGop HOBOW
CNOCOBHOCTH

OTKpbLITUE HOBLIX
crnocobHocTen 3a
nporpecc ceccuu




Llenb n 3agaum npoekTta

LUenb:

CospaHue JemMoBepCcun, KOtopasd cogep>Xmt noJsIHOUEHHYKO TEXHUYECKYHO peaJin3auunto
KapKacCa NpoeKTa n ABJ14eTCA OCHOBOM A1 HANOJIHEHUA KOHTEHTOM 6yp,yu.|,el71 Urpbl

3agauu:

£ CozaHne MynbTuneepa 1 no66m
£ CospaHue agantmBHoro MW ans BparoB 1 6occa

£» CosgaHue nynna CNocoOH6HOCTEN UTPOKOB M YNYULLIEHUA ANS HUX
£ CosfaTb CUCTEMY HAaCTPOEK Urpbl

£ MpoaymaTb 1 cobpaTb YPOBHU A8 MPOXOXAEHUS UTPOKaMK

£ NMpopaboTaTtb 1 peanuadosaTtb gameplay loop nrpoka




AHanoru un dKTYaJIbHOCTb

ATMocdepa canoyek BHYTpY 6€3yMHOrO LIOY, HECTaHAapTHOE peLleHme BHYTPU NOMNYASIPHOro XaHpa urp,
MHTEPECHble AOMNOSIHUTENbHbIE MEXaHWUKM, MPOCTas, HO sipKasi pUCOBKa.

MHorononb3oBaTeNIbCKUE casiouku B
3L, ans npuaTHoro
BpPeMAMNpPenpoBOXAeHUS C APY3bAMMU

Cambin nonynsapHbIA NpeacTaBuTeNb CTtunusoBaHHas roguelike urpa c
»kaHpa roguelike B 33, YHUKaNbHbIM CTUNEM U reuMnieemM




CpeacTtea pa3paboTKu

C++ u Blueprints

BmecTte C++ n Blueprints npu pa6oTte ¢ Unreal
Engine cosfgatoT ngeanbHbIn TaHOEM,
noaxoAsLwmMn Anas peanms3aumm noobbIx 3aaay

= CnoXXHOCTb C pa3HOCOM Nornku mexay C++
n Blueprints

Urpoeoun aBmxok Unreal Engine 5.5
O6WUNPHbIN hYHKLMOHAN

MocTosiHHbIe 0OBHOBJ/IEHUSA C HOBbIMM
features

- )KecTkasi 3aTOYEHHOCTb Mo, peannCTUYHYH
rpaduky




ApXxuTeKTypa

Enemy

WHTepnpeTauus
BXOAHbIX JAHHbIX B
OencTeus

{ Oonline

Subsystem PR S— % s =
{ Game State \ Navigation
Steam SDK OTcnexuBaert: HUD 1) NavMesh
| 1) CtaBku 2) PathFinding
2) Urpokos 3) NavAgents
3) Tanmep
Controller
Game Instance .- [ WHTepnpeTtupyet
(" Player State "\ BXOAHble AaHHble B
MynbsTtunneep K KOMEHA.I
Gameplay Loop ' XpaHeHune aaHHbIX Input P, SR
Urpoka Enhanced Input Behaviour “'»%
MepeHoc \ System j i
napameTpos \ Behaviour Tree ‘]
nepcoHaxewn Blackboar j

Game Mode

XpaHeHue

nHdpopmauun od
ypOBHE Player Gameplay

Launch Load Level




UrpoBon nepcoHax

£ Mcnonb3oBaHa cuctema Motion Matching n
Chooser Table ansa Bbi6bopa aHMMaLui

£ CpenaH Control Rig ansa peanuctnyHoro
NPUANNaHNA HOr K 3emJie

#3 PeannsoBaHa cuctemMa AMHaMM4eCcKoro napkypa

£ PeannsoBaHa cuctema cMeHbl skeletal mesh
NUrpoKa C NOMOLLIbIO peTapreTMHra aHMmMaumm

£ Mlcnonb3oBaHa cuctema Enhanced Input ¢
BO3MOXHOCTbIO NepeManimBaHust akTUBHbIX
KHOMOK




Mapkyp

1) OnpeneneHve NnapaMeTpoB NPensaaTCTBUS

2) Wcnonb3ys Habop NapamMeTpoB, OTBEYaIOLLMX 33
NpensTCTBUE U CKOpPOCTb urpoka Chooser Table
BblOGUpaeT BO3MOXHbI Habop aHMMaLuni

3) C nomouubto TexHonorum Motion Matching
BblOMpaeTcsa camMasi OpraHM4YHas aHMMauus

4) AHMMaUMA NPOUrpbIBaAeTCs C MOMOLLbIO motion
warping




¢ [1Buraetcsa no navmesh (ctaHaapTHbIN

Navigation Agent)
£3 YMeeT npeogoneBaTb NpensaTcTeuA 6e3

BCTpoeHHOW cuctemMbl NavLingProxy

£ ViMeeT 0COGEHHYIO aTaky,
aHanornyHyto atake reposi Pudge
(Dota2)




Jlaryuwka

£ YMeeT nepemMeLatbCs KPYnHbIMU

NPbI>KKaMu No KapTe
£ EM BOCTYNHbI BCE NNOCKOCTM NO

BEPTMKaInN Ha YpOBHe
£ Ocobas cnoCoOBHOCTbL - NpeBpalleHne B

LLIap, KOTOPbIN MOrfoLLaeT Urpoka npwu

COMPUKOCHOBEHUU
£ Lllap ynpyro otckakuBaeTt OT
NOBEPXHOCTEN




£ JleTaeT no kaprte

£ MoXkeT ormbatb CTEHbI U npenAaTcTBuUA

£ BbinonHsaer pPOJib NAaTpPyJ/id Ha KapTe

n u

£ Ocobad ataka - “[lukuposaHune”, “Coa”
NAaHUpPYyeT BHMU3 N HAHOCUT
oTpuuaTenbHblin 3bdeKT No nnaowanm -
“CtaH”




£ VMIMeeT yMeHbLUeHHbI pa3smep (gpyrow

navmesh areHT)

£ He ymeeT nepenpbirneatb
npenaTcTBus

£ N3paeT WwymMm, onoseLLaroLmn o
NPUGANXKEHNN

#3 Ocobas aTaka - “lNMayTmHa”,
BblbpacbiBaeT 3apsi B CTOPOHY

UIrpoKa, CBA3blBAA €ro

anr




I bocc - TpossHCKasa Kypouka \

£ ABNSETCA CTOPOXEBOWN H6allHen, N30
pTa CBETUT MPOXKEKTOP, KOTOPbIN
naTpynmMpyeT KapTy, 4TOObl O6HaPYXXUTb
NUrpoka

£ Mpn o6Hapy>XeHUU - BbiCblaeT oTpsa

UL, NbITAOLMNXCA NOMMaTb UTPoKa
£3 Ha ypoBHe pacrnosio)xeHbl JIOBYLLKU

A1 CNOXXHOCTU NMPOXOXXOEHNA

[N
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Ctunb

B urpe ncnonb3oBaHbl KACTOMHbIE LWenaepbl Ansi Toro, Ytobbl 4OO6UTLCS
CTUAN3aLMK Nof BblIBpaHHbIN MHOW CTUNb (KOMUKCHbIN):

£3 YopaTb TeHW, caenaB NepcoHa)ken NIOCKMMun

£ Co3paHme outline

£» Co3aHa KacTOMHas CTPYKTypa TEHEW - MO0Ch!

£ YpaneH rpagueHT B TEHAX

£ B MecTax apkux 65imkoB nosisndetcs ap@ekT Touek







MeHio n HacTtpounkum
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[loTeHUManbHoe pa3BUTUE

&£ Yomwommsteam B Kiva Games Studio +
9 STEAM H COOBLYECTBO KIVA GAMES STUDIO YAT [TOAAEPXKA

£ HanonHeHne KOHTEHTOM

1) HoBble nepcoHam .
2) HoBble cnoco6HOCTH —
3) HoBbie Bparu
4) HoBble nokauum

£ 3aMeHa Mopenen Ha 6onee

CTUInN3oBaHHbIE

&ﬂ,o6a3neHMe NCTOPUN N KaTCLIEH
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CcbI/IKM Ha NMPOeKT
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https://gitlab.com/Liza_kiva/ch

ase-to-the-death

https://lizakiva.itch.io/i-see-you

https://store.steampowered.com/
app/3565000/I_SEE_YOU




Cnacub6o 3a
BHUMaHue!

epegorova_3@edu.hse.ru
LizaKkiva@yandex.ru
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