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[MudpoBas Tpanchopmaiusi OXBaATHIBAET CETOAHS HE TOJBKO KPYITHbBIE
CENIbCKOXO03SIMCTBEHHbIE peanpusaTus [2]. B cpene BnaaenbleB 3eMEIbHBIX YYACTKOB
3a MOCJEIHUE AECATh JIET BO3POC CIPOC Ha YCIyTH JaHAMAa(THBIX au3aiiHepoB. B
HACTOAIIEE BpEeMsI KOMITbIOTEPHBIE TEXHOJIOTMU CTAHOBATCSI BAXKHBIM MHCTPYMEHTOM
nanamadTHOrO nu3aiiHepa. Eciau aiist BHyTpeHHero au3aiiHa (au3aiiHa moMeIieHui)
KOMIIBIOTEPHOE MPOCKTUpPOBaHUE (MOACIMPOBAHUE) HCIOIB3YETCS JTaBHO, TO MPHU
MPOEKTUPOBAHUU JaHAIIadTa OHO NPAKTUYECKH HE HUCMoJb3yroTca. Ha pbiHKe
CYIIECTBYET MHOXECTBO MPOTrpaMM JJisl co3aanus JanamadTHoro ausaiina (3DsMax,
Lumion), HO OHHM SBISIOTCS CIIOKHBIMA W TPEOYIOT CIICIUAIBHOW CEPhE3HOM
MOATOTOBKU. MBI TpejyiaraeM HCIOiIb30BaTh IS JIAHAA(THOTO TMPOSKTHPOBAHUS
mporpaMMy, OCHOBaHHYIO Ha urpoBoMm aBrkke Unreal Engine 4/5 [1].910 mo3Bosiut
JIeaTh MPOEKTHI M0 JaHAmaGTHOMY CTPOUTEIHCTBY OBICTPO, KAYECTBEHHO U ¢ OoJee
TOYHBIM MPUOIMKEHUEM K peabHbIM yCcIoBUSIM. C MOMOIIBI0 TeOnH(GOPMAIIMOHHBIX
TexHonorud u texHonoruit bIIJIA nu3aliHepbl MOTYT MEPEHECTH KOHTYPhI ydacTKa
MEPEHECTH TUIaH y4acTKa B IMU(POBYIO Cpely U, Jajee — B UTPOBOE MPOCTPAHCTBO,
YTO 3HAYUTEJILHO YMNPOCTUT BOCHPHUATHE OYIyLIEro MPOEKTa CaJ0BOr0 ydacTKa
HEMOATOTOBJIEHHBIM IJ1a30M (IJ1a30M 3aKa3uMKa), a TaKKe MPOCMOTPETh pa3HbIe
BapUAHTHI nv3aiiHa MIPUMEHUTEIHLHO K TEPPUTOPUU y4acTka,
HCIIONB3Ys MoAenupoBanne U 3D-peHnepuHr urpoBoro ABWkKa. ITpoBOM NBMXKOK
Unreal Engine 4/5 (UE) B Hacrosimiee BpeMsl HCHOJB3YeTCS B WUIPOBOH U
KUHOUHAYCTPUM U SIBJIICTCS MOMYJISIPHBIM, TaK KaK OH UMeeT OOJIbIIOE KOJUYECTBO
(GyHKIMIA, BCTPOEHHYIO CUCTEMY BH3yaJIbHOTO CKPUIITHHTA, KOTOpas MO3BOJsET 0e3
CJIO)KHOCTEHW BBICTpaWBaTh UTPOBYIO JIOTHKY. [Iporpamma Haxomutcs B CBOOOJTHOM
nocryne.  IIporpamma B Unreal Engine coBmectuma co BceMu, Haubosee
nonyJsipHeIME TIaTGopmamu: PlayStation, Xbox, Switch, T1K, i10S, Android. Takxe
MOJIOKUTEIPHBIM ~ MOMEHTOM  SIBIIIETCS  OOJIBIIIOE  KOJUYECTBO  OOyYaromux
MarepuasoB 1o gaHHoM nporpamme. UE  nmopgaepxkuBaer nBa  sA3bIKa
nporpammupoBanusi: C++ 1 BU3yasbHbIi 361K Blueprints, B KoTopoM urpoBas J0ruka
BBICTPAUBACTCSA TPU TMOMOIIM CBSI3aHHBIX MeEXAy co0oil OnokoB. Takod moAXon
MIOMOTaeT cAeNaTh MporpaMMHUpOBaHUE 00JIee HATJISIHBIM JIJIsl HE BIIOJIHE OIBITHBIX
IPOrpaMMHUCTOB.
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VY mporpammel umeetcs poccuiickuii anamor - UNIGINE Engine 2, Ho moka oH
UCIIONB3YEeTCST TOJBKO s 3D-Bu3yanu3anus CIOXKHBIX MPOEKTOB B PEXHUME
peasibHOTO BpemeHH. [Iporpamma momkHa OyneT MPeAcTaBisTh U3 ce0s PeAaKToOp
nauamadTa, pacTeHUd W OOBEKTOB JAHAMA(THOTO IU3aiiHA C BO3MOKHOCTSIMH
ocTpoeHus npoctpadcTBa B 2D u 3D, a Takke 1aBaTh BO3MOKHOCTh BUPTYaJIbHOIO
MyTEMECTBUS MO y4acTKy. OOBEKThI MOKHO CO37[aBaTh pa3pabOTUUKY, U 3arpyKaTh B
00JauHy10 OMOIMOTEKY WM pa3MeIIaTh Ha COOCTBEHHOM KOMITBIOTEpE pa3padoTuuKa.

[IporpaMma mpeAOCTaBUT TMOJB30BaTENO0 Ooyiee MIMPOKUM aCCOPTUMEHT
pacteHui, ynooHyto rpaduky, GU3NKY, U Kak CJIEICTBHE KpacUBbIC U HATJISIHBIC
npoekTsl (PucyHok 1). A Takxke OyneT MMeTh IIMPOKYIO MOJJEPKKY YCTPOICTB
3aITyCKa, OT TUTAHIIETOB JI0 IEPCOHATBHBIX KOMITBIOTEPOB.

/ v‘.‘:: -
Pucynox 1 — 3D-momens cagoBoro yqacTtka

bubanorpadguyeckunii cnucox
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