OB30P U AHAJIN3 COBPEMEHHBIX UT'POBBIX /IBUKKOB
3ubopoB B.A., Bopomaes B.1O.
Hayunslii pykoBoautens — K.T.H. Kosnengosckas M.M.
XapbKOBCKUM HAIIMOHAJIBHBIM YHUBEPCUTET PATUOIIICKTPOHUKHU
61166, Xapbkos, nip. Hayku 14, kapenpa MUPIC, T. 70-21-587
email: d_res@nure.ua
The paper considers the main developers of game engines and analyzes
the technologies of creating games.

B cBsA3u ¢ pazBuTHEM UTPOBOM MHAYCTPUHU €LI€ MHOIO JIET Ha3zal KOJOBas
0aza i1 Wrp co3daBajiachb C HyJIsl BHYTPUM KOMIIAHUW — pa3pabOTUYUKOB
onpezeNieHHbIX MPOoayKTOoB. HemMHoro moszxe (IMpUMEpHO B CEPEelUHE IMEPBOTO
necstuneruss XXI Beka) Bcien 3a pa3pabOTKON JIPYyrux KOMIIOHEHTOB UTP, TaKUX
KaK apT WIA 3BYK, CO3/IaHHE JBUXKKOB BBIILJIO HA ayTCOPCHHI — BBLACIUIOCH B
oTnenpHyl0 uHAycTpuio. B 90-¢ Obimu urpel Ha ToTOBBIX JBWXKKax (DOOM wu
Quake ot id Software), HO 3TO OBLIIO PEIKUM HMCKIIOUYCHHEM, a TPABUIIOM CTajlo
tonbko B cepeaune 2000-x. Bo MHOrom u3-3a JOpOroBU3HBI JBMKKOB. Korna
chopmupoBangack 000co0JIeHHAs KOJOBass MHAYCTPHs, OW3HEC Mpuobpen Apyrou
BUJI, TOSIBUJINCH JBUKKH IIMPOKOH IIEHOBOM KaTerOpuHu.

OIHOBpPEMEHHO C TIOSIBJICHHMEM IIOJHOLEHHOTO pbIHKAa JBHXKKOB, B
UHAYCTPUN HAMETHJICS OTTOK FeiMEepOB OT CHHIJIUICEPHBIX K MYJIbTHUILICCPHBIM
OHJIATHOBBIM UTpaM. Pe3ynbTaToM 3TOro cTajo MOSBICHHUE JBUXXKOB BpPOJE
HeroEngine u BigWorld.

Bcenen 3a conpianbHpIMU CETSIMU MPOU30IIIEI BCIUIECK HHTEpeca K BeO-urpam.
Ha wnero pa3pa®oTumku MABMKKOB OTpEarupoBajid JIOBOJBHO OIEPaTHBHO,
MPEIOCTaBUB CBOMM IIOJIb30BaTENIIM BO3MOXKHOCThH 3allycKaTh UTPhI B Opaysepe,
yCTaHOBUB IUlaruH. KoHeuHble moiib30BaTend B Opay3epe MOJYYWIM HUIPHI, IO
KayeCTBY MOYTH HUYEM HE YyCTyMarouue KineHTCKuM. C MOmyJIspHOCTbIO BEO-UTp
Oonpiee pacrpoctpaneHue mnonyumina Flash-texHomorusi, B pe3ynbrate dYero
ckpomHasi Macromedia (pa3zpabotuuk Flash) 6p11a mproGpeTena MOryIiecTBeHHbIM
Adobe. A na 6a3e Flash cranu nosiBisTbcs HE TOJBKO UTPbHI, HO U JIBUKKU JJIST UX
pa3paboTku. XOpOIUIUM MPUMEPOM CIY>KUT JBIKOK Alternativa oT oTeuecTBeHHOU
koMmranuu Alternativa Platform.

C pa3zButueM MOOWIBbHBIX TeXHOJOTUH. [losiBUINCE MOOMIIbHBIE JEBACHI,
o MoIMHOCTH comnocTtaBuMble ¢ 1K cpeaHell 11eHOBOW KaTeropuu M CIOCOOHbBIE
NOTSIHYTh KPYTHIE WUIPOBBIE MPHJIOKEHUS cO BcemH creipddexTtamu, KOTOPbIMU
obnmagai  HU3KOYpOBHEBbIE rpaduueckue uHTepdeiicel. Ha astoT  dakr
pa3pabOTUYMKK UTPOBBIX JIBHIKKOB OTBETHIJIM KTO CO3/IJaHUEM CIICIIMATU3UPOBAHHBIX
KOHBEPTOPOB, CO3JAIONIMX HATUBHBIA JJII KOHKPETHOTO OOOpY/IOBaHUS KO/
(marmpumep, Unity 3D), a kro — aganranueil CBOMX MPOIYKTOB K KpoOcCC-
miatrgopMeHHOCTH (K mpumepy, Torque 2D).

Takke Ha pbBIHKE NOSBWINCH HOBBIE HIPOKH, Mpeiararpiiue Kpocc-
watopMeHHble (QpPEeHMBOPKH IJIsl BCEr0 Mapka MOOWIIBHBIX YCTPOWCTB, He
TpeOyroIIKe MpH STOM JaXKe MEePEeKOMITUIISIIUN U BBITIOJIHSIONIUECS CO CKOPOCTHIO
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HaTUBHOTO Koja. Cpeam momoOHBIX cpeAcTB MOXHO oTMeTHTh Corona SDK,
Marmalade SDK, AGK (App Game Kit).

PaccMoTpuM OJMH M3 caMbIX MOMYJISAPHBIX ABUKKOB JUIsl co3naHus 2D- u
3D-urp cran Unity. Kak TONbKO TOSIBISIETCS HOBas WrpoBas/Tpaduueckas
TEXHOJIOTHSA, Pa3pabOTYMKKU He3aMeNIUTeNbHO peanusytoT ee B Unity. Kpome
pa3paboTku cuHrImieepHsix urp mania  PC, mocpeacTBoM MOJKIOYAEMBIX
HKCIOPTEPOB MOKHO MOPTUPOBATH UTPhl oA apyrue OC, KOHCOMU U MOOMIIbHBIE
TEeXHOJIOTUU (3a 3KcmopTep mnpuaercs aomiatuth 1500 AoutapoB 3a Kaxayro
mwiatrgopmy: 10S, Android, BlackBerry).

Torque 2D/3D Ob1 B cBoe Bpems JuaepoMm, HO moi HatuckoMm Unity
yTPaTUI CBOU MO3UIIUH.

Pazmuunss  mexay OBYMEPHOM M TPEXMEPHOW BEPCUAMM  BEChBMA
3HAYUTENIbHbI, HO €CTb U OOILIue DIEMEHTHI, HANpUMEp pa3BUTasi CceTeBas
noncuctema. [locne Beixoga B Mup open source T3D coxpanun u maxe yBeauuni
CBOM BO3MOXHOCTH, a 12D, HampoTuB, MHOroe mnorepsui. Ha gaHHBII MOMEHT
JAHHBIN IBUKOK yKe He SIBISIETCS PeHTA0eNbHBIM Ha (POHE KOHKYPEHTOB, IOTOMY
pacHuChIBaTh €ro IUTIOCHI U MUHYCHI YK€ HET CMbICIA.

Unity u UE4 sBnsitoTcss JOBOJBHO KPYIMHBIMH JBUXKKAMH, KOTOpBIE
KOHKYpPUPYIOT MEXIYy CO0OH, TO CTOMT paccMaTpuBaTh UX MHHYCHl U IUIIOCHI B
CPaBHUTEIHHOU XapaKTEPUCTHUKE.

B Unreal Engine 4 ucnosnb3yercs s3bik iporpamMmupoBanus C++. B Unity3d
B ocHOBHOM C# nm JavaScript. Kakast mporpaMma Jrydiie ¢ TOUYKU 3pEHUS SI3bIKOB
IPOrpaMMUPOBaHUS — JEMCTBUTEIBHO CBOJUTCS K JTMYHBIM MIPEANIOYTECHUSIM.

Unreal Engine 4 umMeer pemieHue aisi JrOACH, KOTOpbIE OOSITCS BBICOKOTO
nopora Bxoxjaenus B C++. D1o Blueprint — penaktop BuU3yaibHOTO CKPUITHHIA.
B Unity Asset Store MOXHO MNPHOOPECTH pacUIMpeHue I pelakTopa oA
Ha3BaHueM Playmaker, koTopoe Tak ke mo3BOJIIET pa3padaThiBaTh MPOTOTUIIBI UTP
0e3 HalucaHus KoJa.

O6a mBmwxka Unreal Engine 4 u Unity3d umeroT cBoil Mara3uH acceToB:
U3 HUX MOXXHO 3arpy3uTh TOTOBble 3d MoOJEnM TEpCOHaXel U OKpYKEHUS,
TEKCTYphl M JIJaXK€ TaKW€ BEIIM, KaK 3BYKH UM CHCTEMbl 4YacTUIl. TeM He MEHee,
Unity3d oaHO3HAYHO BBIXOAMT HA MEPBOE MECTO C TOUKH 3PEHUS KOJMYECTBa
acceToB B MarasuHe. B HeM uMmeercss Bce — OT anuMmauui u reseparopoB GUI
JI0 pacmmpeHu pemakropa g ynpasiienus M. Tam ects Bce, 4TO HYXKHO IJIst
CO3JaHUsI UTPBI.

Takum oOpazom, mpu paspabotke npoekra Obi1 BeiOpan UE4, T.k. B HEM
nMeetcs ynooHas cucrema BluePrints, koTopas mo3Bossier He 0c000 yriyOIsIThCS
B KOJ, HO eciu HeoOxomumo OyneT paborta ¢ kogom, To C++ ans siBisiercs Oosee
ONTUMAJIbHBIM BAapUAHTOM, HEXKENU JPYrue S3bIKM IporpaMmupoBaHus. Taxxke
MEHsA He 0c000 MHTEpecyeT pa3paboTka Urp Ajsi MOOWJIBHOTO pbiHKA. Mmeetcs
JIOBOJIbHO CIIPABE/JIMBAasi MEXAHHMKA JIMLEH3UPOBAHUS JBUKKA, a TAK)KE IIMPOKUE
BO3MOKHOCTH B 3D MOeIMpOBaHNH.
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