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PA3PABOTKA UT'POBOI'O ITPHUJIOKEHUSA «OCEAN STORY»
B ’KAHPE ADVENTURE C JIEMEHTAMMU I'OJIOBOJIOMOK
OT HEPBOI'O JIMLA CPEJACTBAMMUM UNREAL ENGINE 4

B coBpeMeHHON MHpE CO3JIaHHE BHUACOUTPHI SBISETCS OOHUM U3
KpYINHEHIINX CErMEHTOB MHAYCTPUHU pasBieueHuil. MacmTabbl JaHHOU
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ITepsbie maru B IT-cdhepe

OTpaciau HaCTOJIbKO OFPOMHBI, YTO €€ MOXHO CPaBHUTh C KMHOIPOU3BO/I-
CTBOM. YUUTHIBasi CKOPOCTh PA3BUTHsI UTPOBOM MHAYCTPHUU BEJIMKA BEPO-
ATHOCTb TOTO, YTO B CKOPOM BPEMEHH OHA OYJET CYIIECTBEHHO ONepeKaTh
ao0ble Ipyrue BHUABI pa3BieueHUi. BupeourpprOKa3bBalOT O0JbIIOE
BIIMSIHUE HA MOTpeOUTENEeH U BOBIIEKAIOT B UHTEPAKTUBHOE OKPY>KEHUE.

Paspaborannoe urpoBoe mpusoxenue «Ocean Story» pacckasbiBaer
UCTOPUIO T€POMHH AHHBI, KOTOpas HEOXXKHIaHHO y3Haja O BO3BpAIICHHUU
HEKOIJ1a MpoImaBiel 0e3 BecTu cecTphl., QHAKO, CECTpa yKE COBCEM HE TOT
YeJI0OBEK, KOTOPOro MMOMHUT IJ1aBHas [epouHs. rpoka xaet yBieKaTreabHoe
NPUKIIIOYEHHUE C LEIbI0 PACKPBITh/TAllHBI MPOMABIIEH CECTPhI U pa3o0paTh-
Csl CO CTpaHHBIMHU BELIaMH, MPOEUCXOIALUIMMU Tocie e€ nossiaeHus. Hrpo-
BOI MPOLIECC CONMPOBOXKIACTCS "OTIUYHBIM CayHATPEKOM, a KOHILIOBKA UTPbI
HE OCTaBUT PaBHOIYILIHBIM Ja)Ke CaMOro TpeOOBaTEIbHOIO UTPOKA.

HrpoBoe npuiioxkeHue Obulo pazpaboTaHO MPU MOMOIIM OJTHOTO U3
CaMbIX TIOMYJISIPHBIX )Y TPOTPECCUBHBIX Ha JIaHHBII MOMEHT HUIPOBBIX
nerxkkoB — Unreal Engine 4. D10 mo3Boyiniio 100UThes OanaHca B rpaduke
U npou3BoAuTeNbHOCTU. UrpoBas noruka Oblia HanmucaHa Ha BCTPOCHHOM
B JIBIDKOK sI3bIKe MporpammupoBanus Blueprints, a takke HEKOTOpbIC
CKPHIITHI UCTIOJIB3YIOT sI3bIK C++.

bnaromapsi cOBpeMEHHBIM HMIpaM B aHpe adventure UrpoK MOXKeET
OTBJICYbCS] OT HACYUIHBIX MPOOJIEM U C TOJOBOM MOTPY3UTHCS B 3aXBaThl-
BAIOLLIMY MUP NPUKIIFOYEHUM.





