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3D WUrpa Ha Unreal Engine "Ckaskn Mpay4Horo Jleca'

3D Game "Tales of the Dark Forest" on Unreal Engine

NHpomBmnayanbHbIM NpOrpaMMHbIN MPOEKT

NcnonHutenob:

EropoBa Enusaserta lNeTpoBHa
CrygeHT rpynnbl briN224

Hay4HbIn pykoBOAUTESb:
Becenko Hukuta Uropesuy
MpurnalweHHbIM NpenogaBaTeNb genapTaMeHTa NPorpaMMHON UHXKEHEPUN




MrpOBble ClO)XEeTHbleé TOYKHU

Urpa pasgeneHa Ha CHOXeTHble 4acTy,
MeXAyY KOTOPbIMU €CTb TOYKM
COXpaHeHus.

Ka)kaas cro)keTHas Touka 03HaMeHyeT
Hayano HOBOIO YPOBHS.

Ha kaxgom YpOBHE NMNOoABAKOTCA HOBbIE
CNOCOBHOCTHU, a TaKXe HOBble Bparu.

CI'IYTHMKVI N pa3BUTUE ClOXXeTa

Mrpoka conpoBoXAatoT YAUBUTESNbHbIE
KNy6KW, KOTOPble MOMOTYT OTKPbITb TalHbl
neca.

Nrpok pgonxkeH cnacatb KHY6KVI, YyTOObI
noslydnTb HOBbIX CNYTHUKOB, @ TakKXe
OOCTWMXEHUA.

MyTewecTBYSA N0 MUPY, UTPOK OTKPOET ANA
cebqa TailHbl NPOLLJIOro, a TaKXe
0CBO6OAMT NEC OT KPOBOXKAJHOW HEYUCTMN.

O yemMm mMo4a urpa?

UrpoBoun LuKn

Mowck
KOMNEKLMOHHEX
npeAMeTos

WccnegosaHue
nokaumw,
CHOXETHBIX
oTBeTBNEHWUI

—

CnaBH Urpoka Ha
KOHTPOMBHOMA
TOuKe (HOBLIA
YPOBEHb UK

TekyLLWiA nocne
cMepTH)

—

Butea ¢ NonyueHne
Goccom — P it

cnocoBHocTer

3aunctka
YPOBHSA OT
Bparoe




Llenn n 3apgayun

Llenb

Cospatb NOJIHOUEHHYKO UIrpy B CTUJ1€ APEBHEPYCCKUX CKaA30K C
YHUKabHbIMN Mé€XaHUKaMW| 608 n p83HOO6pa3HbIMI/I BparamMmu.

3apauu

1. PeanusoBaTtb CUCTEMY aTaK U 3alnTbl ANA nepCcoHa>Xa B YHUKAJIbHOM CTUJ1E UTPbI

2. Hanucatb JIOTUKy Bparos ¢ MeéxaHnKaMun B CTUJ1€ CKa304YHbIX HepCOHa)i(eIZ

3. MNMopgobpaTb MoAenu onsa nokauum n NepcoHa)ken, a TakXke co3fatb YacTb COOCTBEHHbIX
MoJaenen

4. CospaTb renm gusamH ypoBHeW A NPOXOXAEHUA Urpbl
5. CospgaTtb cucTeMy 30,0pOBbS A1 BCEX NEPCOHAXeN Urpbl
6. Co3patb CMCTEMY COXPaAHEHUN ANA UrPOBbIX AaHHbIX

DKH

7. CospaTtb MEHIO C HAaCTpOMKaMu UrpoBOro npouecca



AHanorm u

dKTYaJIbHOCTb
AKTYyaJlibHOCTb

HeBepoaTHbIN NOABEM TEMATUKU APEBHEPYCCKNX CKA30K Cpean reMMepos,
KpacuBasi MyNbTSLLIHAA PUCOBKA, UHTEpPECHAs MexaHuKa 60s.

AHanoru

« Blacktail(The Parasight S.A.) - ynpuBuTenbHas UCTOPUS APEBHEPYCCKOM
3noaenkn babbl Arn B UHTEPECHOM NPOYTEHUN, FeMMNNEN U Marndeckune
aTakun Urpoka v Bparos

« Black Book(Morteshka) - urpa, nponutaHHasi aTMochepon cKa3ok B TEMHOWM UX
NHTEeprnpeTaunm

. Pikmin(Nintendo) - cepusi CIOXXeTHbIX Urp C MeXaHnKamMu B3aMMoAenCcTBUSA C OKH
MOMOLLbIO MOAPYYHbIX —C)



CpeactBa Pa3paboTku

Urposon asmxok Unreal Engine 5.3
+ OrpOMHbIN BCTPOEHHbIN QYHKLNMOHAN

+ MHO)XeCTBO MHCTPYMEHTOB A18 paboThbl C
rpaukon ansa nogen, He yMerLwmx

CaMOCTOATEJIbHO €e CO30aBaTb U HACTpanBaTb U N R EAL

. ENGINE
- O4YeHb CNOXHbIN ANA NOJIHOIro MNOHUMaHUA

f3bIK BU3yanbHOro nporpammupoBaHust Blueprints
+ |_|pVIFITHaF| BU3yaJin3auuns

+ MHO>XeCTBO BCTPOEHHOI0 DyHKLIMOHaNa

- 3anyTaHHOCTb CXeM N COegUHEHUN ®KH

q



O6Laa apxuTeKkTypa

NIrpoBOIo rpouecca

Cuctema Cuncrtema
CHapﬂAOB <—ﬂ aaaaaaaaa - BparOB
k Bpockun ATaku
iz Cuctema
KOHTPOIbHbIX
TTT (—yCﬂOBVIe rnepexoja nepCOHa)Ka

DKH



APXUTEKTYypa Bpa)XeCcKnx

NnepcoHaXkeun

Cnctema CucTema

ypOHa < >.< noeejeHms
OH

Cnctema
aHVMaLmi & aHuma L —p Bpar

®KH
—— —0




NrpoBoun nepcoHax

UrpoBon nepcoHa)k

1. CocTouT U3 Moaenun, caenaHHon ¢ NOMOLLbIO
Blender (camocTosiTENBHO) U CKefleTa

2. VMeeT aHMMaunK, IKCNOPTUPOBAHHbIE U3
Mixamo

3. Wmeet Character Movement component (UE)

4. WNmeeT MeLl nankun, KOTOPbIN NMPUBA3aH K pyke

5. 3a HUM crieayeT Kamepa, CoxpaHsa Bug ot
TpeTbero nuua




53 Cuctema 604

boeBafa cuctema
1. OcywecTBndeTCcs C MOMOLLbIO
KIy6Ka, KOTOPbIN NosiBNSIETCA
Ha nasike B MOMEHT aTaKku
. [pn 6pocke KnyobokK
3aMeHseTCs CHapsagoMm,
KOTOPbI HAHOCUT YPOH

. [pn 6nn>xHen aTake ypoH
HAHOCUT UMEHHO Kyb6oK

®DKH
—O




%QQ Cuctema 6nmyKHero

Bpara

bnvxHue Bparu

1.

CnepnytoT No 3agaHHbIM
KOHTPOJIbHbIM TOYKaM

. NmeroT KOMNoHeHT Pawn

Sensing, KOTOpbIX NOMoOraeT

OOGHaApPYXWUTb UrpoKa

. HanapatoT Ha urpoka asyms
BUAaMM aTak, Noka He ybbtoT
ero unu He 6yayT youTbl

®DKH
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THQ CucTeMa fasibHero

Bpara

HanbHuu Bpar

1.

3.

Jloruka, aHanorn4yHa 6anxHemy
Bpary

. [lononHunTenbHO Bpar MOXXeT

npblraTb NO 3aJaHHbIM TOYKaM,
4yTO6bl AOrHATb NepCoHaXxa
ATaKu oCywW,ecTBAAKOTCAC
MOMOLLbIO CTPEnbbbI
CHapsifamu

®DKH
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O§§§ N36a 6abbl Aru

N36a

. IMeeT noruky nepcoHaxa c
AaNlbHUMU aTaKaMu
. IMeeT pononHmnTenbHyro

aTaky rno njaowiaau
. YAa3BUMbIe MecTa - HOU




O@%%Q baba dra

ba6a flra

. AmeeT 3 cTaguun atak

. [NepBas - HeyA3BUMOCTb U
caMoOHaBofdLnecs atakm n3
BO34yxa

. BTopasa - aTtakm ns Bosfyxa

. TpeTbs - aTaku ABYX BUOOB C
3eMnun

®DKH
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O§§§ KoLlen

Kowien
NmeeT Tpu cTagmm aTtak
[lepBan - ataka NOApPYYHbIX
CKeseToB
BTopasa cMmecb atakm MeyoMm U
artaku no nnaowaau
TpeTbs - CMecb 6/IMKHEN aTakn U
Marmyeckom KpyroBown aTaku

®DKH
—O




CoxpaHeHuS




O3 MeHIo nay3bl

. MoXHO HacTpouTb
FPOMKOCTb BCEX 3BYKOB
Nrpbl

. MoOXHO BbIUTK B rNaBHOE

MEHIO U1 0OPaTHO B
nrpy




%;§ [ NaBHOE MEeHIo

MeH10

1. MOXHO HacTpouTb
pa3peLleHne aKpaHa
. MO>XHO 3arpysunTb nocnegHee
COXpaHeHue Unn HavaTb
HOBYIO UTPY
. MOXXHO BbINTW Ha pabo4ni
CTON

®KH
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[loTeHUMnanbHoe

pas3BUTHE

YTO0 ewe MoXXHO caenaTtb?
1. [lo6aBUTb HOBbIE NTOKAL MU N CIOXETHbIE rNaBbl
2. 3aMeHUTb 'TsXKenNble' CKayaHHble TEKCTYPbI Ha
camMogenbHble nnm 6onee onTUMU3NPOBaAHHbIE
3. Hdob6aBnTb 60/blUe 3BYKOB U MY3blKU

4. [1o6aBnTb HOBYIO NNOrMKY Bparam

DKH






CCbIJIKM Ha NPOEKT

Ccbinka Ha Ccbinka Ha
CKauyMBaHue urpbl peno3uTopun Urpbl
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https://lizakiva.itch.io/tales-of-the-dark-forest
https://lizakiva.itch.io/tales-of-the-dark-forest
https://gitlab.com/Liza_kiva/Tales-Of-The-Dark-Forest
https://gitlab.com/Liza_kiva/Tales-Of-The-Dark-Forest
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