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AKTYOABHOCTb

AKTYOABHOCTb PAOOThHI: PA3PADOTKA KOMMOHEHTQ,
MO3BOAAOLLLEIO MEePEMELLIATbL OOBbEKTLI B CLLEHE, AAS
peaakTopa Unreal Engine 5. Pabota KOMMNoOHEHTA ObIAC
NPOTECTMPOBAHA B XOAE PA3PADOTKM UTPbI (KYKAQH).




LleAr 1 30AQ4YU

®» [[DOAQHAAM3UNPOBATL CYLLLECTBYIOLLLME AQHAAOTU
PA3PAOATLIBAEMOro NPOEKTA.

®» OCYLLECTBUTb OHOAM3 M BbIDOP CPEACTB
PEAAM3IALMM MPOEKTA,

® BLINMOAHMTb MPOEKTUPOBAHUNE M PEAAMIALMIO
NPOEKTA.

® [[DOBECTM OLLEHKY PABOTOCNOCOOHOCTU
PA3PADOTAHHOIO MPOEKTA.




O0B30pP AHOAOTOB

MHTepakKTUBHOCTL
Tun cTpeAbOGbI Bua kamepsl Fpaduka
OKpYXeHus

Call of Duty: _ N _ _
Vanguard

Halo Infinite o + - +
Deathloop - + - +
Battlefield 2042 + + - +
Far Cry 6 - + + +
Back 4 Blood - + _ B
Resident Evil Village — + + _

Necromunda: Hired
Gun




AHOAN3 TEXHOAOTUYECKMX PELLUEHUNM

Ha3BaHue [MpenmyuliecTtBa HepoctaTku

KOMIMOHEHTHO-
OPUEHTUPOBAHHbIM MOAXOA, MIObl HO AGHHOM ABMXKE

Unity OOBLEKTbI CO3AQIOTCS 30HMMAOT OOABLLIOM
OObeAMHEHMEM OOBEM MAMIATU
JOYHKLIMOHAABbHbIX OAOKOB
BM3YOAbHbIM 3bIK Blueprint, AocTynHas Bepcus UES
NPEACTOBASIOLLMIM COBOM COAEPXMT OLLIMOKM,

Unreal Engine &5 CBS31 BAOKOB, MOAAGPXKG ~ P/BOAdULME K

. MPOUHYAUTEABHOMY 3AKPbITUIO
TEXHOAOTMK Nanite MPOEKTA OEe3 COXPAHEHMS

BbICOKOE KA4EeCTBO BbICOKQOA CAOXHOCTb

CrEngine roadomkm PA3PAOOTKM




PyHKUMOHaNbHbIE TpeboBaHUA:

® YNPABAEHME NEPEMELLEHNEM MEPCOHAXKA AOAXKHO OCYLLLECTBAITLCS C
MOMOLLLBIO KAQBMATYPBbI.

» [lepemMeLLeHne NEPCOHAXA AOAKHO ObiTb PEAAMIOBAHO MO MPSIMbIM,
HOKAOHHbIM MAOCKMM MOBEPXHOCTIAM, A TAKXKE CTYMEHSIM.

® [ToeAMETbl OKPYXKEHMSA AOAXKHBI MEHSTb CBOE MOAOXKEHME M BPALLLATLCS MPU
KOHTOKTE APYT C APYTOM M UTPDOKOM.

»  AukBmnAQUMI NPC AOAXKHA OCYLLLECTBAATECH TOABKO MOMAAQHUMEM CHAPAAQ.
» [lpu AnKBmAQUMKM NPC aHMMALMKM AOAXKHBI MepekAtoYatoTcd Ha Ragdoall.

® BbICTPEABI OPYXMA AOAXHbBI CO3AABATH CHAPSA, AAS KOTOPOTO PACCHMTLIBOETCH
OAAAUCTUKA.

® BbICTPEAbI OPYXMS AOAXKHbBI COMPOBOXXAATLCS 3BYKOM BbICTOEAQ.

» CloXeT AOAXKEH ObITb O POOOTE C MCKYCCTBEHHbBIM MHTEAAEKTOM, BHE3AMHO
OCO3HABLLMM Ce04.




HedyHKUMOHaANbHbLIE TPeOOBaHUSA

» naatchopma: Unreal Engine 5 Bepcum 5.0.2;

® L 1ICMNOAb3OBAHME TEXHOAOTMM BUPTYOAAMIMPOOBAHHOM
reomeTpumn Nanite, TEXHOAOTUM TPACCUPOBKM AYHEMN
DirectX Raytracing (DXR);

®» onepaurnoHHas cmctema: Windows 10 n Hosee;
® 43bIK MPOOTPAMMMPOBAHUA: C++;

®» HOAMYME PYCCKO3bIHHOIO MHTEPdOEMCA.
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[TooekTnpoBAHME

Content
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MpoBepka
ynpaBA€Hus

MpoBepka
nepemeLLeHus

MpoBepka
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7

MpoBepka
AKBunaauun NPC

MpoBepka
Ragdoll
AHUMALLUH

MNpoBepka
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MNpoBepka
3BYKOBOroO
COMPOBOXAEHMUSA

Mpn HaXXATUKM HA
KAQBMLLIM KACBUATYPSI
TAQBHbIM FEPOM AOAXKEH
NepeMmeLLATbCs No
AOKQLLMM

[AQBHbIM FEPOM AOAXKEH
NnepeMeELLLaTbCS Mo
MPSMbIM 1 HOKAOHHbIM
MOBEPXHOCTIAM, O TAKXE
CTYMEHbKAM

MPEeAMETbI OKPYXKEHMS
AOAXHbI MEHSTb CBOE
NMOAOXEHME U
BPALLLOTLCS MPMU
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M UTPOKOM

AvKBmaaLms NPC
AOAXHQ OCYLLLECTBAATLCA
TOABKO MOMAACHMEM
CHOPAAC
Mpn AnkemaaLLmm NPC
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CHAPSA, AAS KOTOPOrO
PACCYUTBIBAETCS
OAAAUCTUKO
BbICTpEAbI OPY>KMS
AOAXHbI
COMPOBOXXAOQTbCS 3BYKOM
BbICTOEAQ

Mpn HaxxaTum kKaasmLL WASD Ha
KAQBMATYPE NEPCOHAX
nepemeLLaeTcs

[AQBHbIM FEPOM MEPEMELLLAETCH
MO MPSMbIM M HOKAOHHBIM
MOBEPXHOCTAM, O TAKXKE
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3aKAOYEHME

B PAMKAX BbIMYCKHOM KBAAMCPMKALMOHHOM PABOTH ObIAC
CMNPOEKTUPOBAHA M PA3PADOTAHA CIOXETHAS KOMMbOTEPHAS 3D-mrpa Ha
MrpoBoM ABMXKKe Unreal Engine 5. AAa 3TOro ObIAM pelleHbl CAEAYIOLLIME

30AQ4A.

» [1POAHAAM3IUPOBAHBI CYLLLECTBYIOLLIME AHOAAOMM PA3PABATHIBAEMOTO
NpOoeKTa.

®» OCYLLECTBAEH AHAAM3 M NOADOP METOAOB M CPEACTB PEAAMNIALLUM
NPOEKTA.

®» BLiIMOAHEHA PEAAMIALMIO MPOEKTA.

®» []pOBEAEHA OLLEHKA PABOTOCMOCOOHOCTM PA3PADOTAHHOIO NPOEKTA.



Cnacmdo 3d BHUMAHME
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