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AHAJIN3 XAPAKTEPUCTUK U BBIBOP CPEJICTB PABPABOTKHU
KOMIIBIOTEPHBIX UI'P

Cmamovsi nocéswena pazpabomre Memooa u NPULOACEHUS OIS NPOEKMHO—OPUESHMUPOSAHHO20 6blO0opa
cpedcms paspabomKu KOMNbIOMEPHbIX Uep UL USPOBBIX OBUNCKOS. AKMYanIbHOCMb GbIOPAHHOU MeMamuKu
000CHOBAHA HA OCHOBE COBPEMEHHOU CMAMUCMUKU PLIHKA KOMNbIOMEPHbIX uep. B cmamve danwl onpedenenust
OCHOBHbIX NOHAMULL, CEA3AHHBIX C NPEOMEMHOU 00]IAcmbI0, GblOCICHbl U NPOAHATUIUPOBAHbL OCHOGHbIE Xa-
PAKMEPUCMUKU COBPEMEHHBIX CPeOCME paspadomiu, npeonodicer Memoo bloopa ONMUMAIbHO20 CPeOCmEd
Paspabomku 8 3a8UCUMOCU OM NPOSKMHbIX mpebosanuti. [IpednodicenHblli Memood npouLTIOCMpPUPO8an npu-
Mepom 8b160pa ONMUMATLHO20 CPeOCMEad Pa3paboOmKU U3 Hemulpéx NONYIAPHBIX USDOBBIX OGUNCKOS.

Knrwouegsle cnosa: komnvlomephbvle uzpbl, cpeocmsa paspadbomu, uepossie 08UNCKU, pazpabomra uep.

1. AHa/1u3 npo0dJieMbl ¥ MOCTAHOBKA L EJIH
HCCIeJOBAHUSA U Pa3padboTKH

1.1. AKTyaIbHOCTH

PazBuTHe MH(pOpMAIMOHHBIX TEXHOJOTUH MOCIe/-
Hue 25 - 30 jeT ObUTO TECHO U B3aUMHO CBS3aHO C pas-
BuTHEM HUrpoBod uHmyctpuu. CormacHo [1] 87% wun-
TEpHET MOJIb30BaTeNel UrPalOT B Pa3IM4YHbIC WUTPbI, U3
KOTOpBIX TIPUMEPHO TOJIOBHHA WTPAaeT Ka)Ibld JEHb.
PBIHOK KOMIIBIOTEPHBIX UTP HEYKIOHHO pacTer. Temribl
pocta oreHuBaroTCsA B 8% B rof npu 00béMe phinka $88
mipa. [Ipu aTom 00beM phIHKa MOOWIIBHBIX HTP JAE€MOH-
CTpUpYyeT exeroanslil poct B 15% [2].

PacnipoctpaneHne MOOMIIBHBIX YCTPOWCTB U MOSIB-
JICHUE HOBBIX CPEICTB pa3paOOTKH OTKPBIBAET HOBBIE
BO3MO)KHOCTH HE TOJIBKO ISl CYIIECTBYIOIIMX KPYITHBIX
UTPOKOB PBIHKA, HO TAaKKe Uil MaJCHbKUX CTYAWUH U
WHIVBHIYaIbHBIX — pa3pabordukoB. CyliecTByromue
cpesicTBa pa3pabOTKH MPEAOCTABISIOT MOYTH HEorpa-
HUYEHHBIE BO3MOXKHOCTH [UISi CO3JaHUSI UTP C BEJIHKO-
nernHou rpaduKoi, (GU3NKONH M UCKYCCTBEHHBIM WHTEI-
JIEKTOM.

OpHako nepes HAYMHAIOIIMM Pa3padOTYMKOM HITH
CTyaued BCTa€T TPYAHBIA BONPOC, KAaKOW MHCTPYMEHT
BBIOpaTh s pa3paboTku urpbl? OT MPaBUIEHOTO BBI-
0opa MHCTpyMeHTa (TaK Ha3hIBAEMOT'O UTPOBOTO JIBHXK-
Ka) 3aBUCHUT cyab0a MpPOEeKTa, CTYIUH U pa3paboTduKa.
Cam e BBIOOp 3aBUCUT OT MHOXKecTBa (haKTOpOB: Ha-
YHMHAas OT JKaHpa MIPbI, TOCTYITHOrO OIOKeTa M 3aKaH-
yuBas kBajtu(pukanued papadborunkos. V3BecTHO, 4TO
OOJIBIIMHCTBO HWTPOBBIX TPOEKTOB TNpoBajibHbIE [3].
Cunraercst, YTO OCHOBHOW MPUYNHOMN IIPOBAJIOB SBJISIET-
csl HENOOIEHKa CIOKHOCTU TpoekTa. OpHaKo BHIOOD
MPaBUWIBHBIX CPENCTB Pa3pabOTKU TaKKe SBISIETCS

KJIFOUEBBIM  (PAKTOPOM, KOTOPBIH MO3BOJISIET 3aMETHO
YMEHBIINUTH CJIOXKHOCTH NPOEKTA.

1.2. MoTuBanusa

Ipu paspaborke mroboro IT mpoekra BeIOOp Tex-
HOJIOTUHM pa3pabOTKH SBJSIETCSl OAHOW W3 KITIOUEBBIX
npoOJieM, TaK Kak 3TOT BHIOOp B 3HAYMTENBLHOH Mepe
OIIpEeJIeIISIET APXUTEKTYPY HPHIIOKEHHUS, CKOPOCTh pas-
paboTKH, MacTabupyeMOCTh CHCTEMBI T.J. [lpu BBHI-
Oope cpescTBa pa3pabOTKH MIPHI ATa 3aBUCUMOCTH €IIé
Oobllie, TaK KaK B 3TOM cilydae M30paHHAsi TEXHOJIOTUs
OJTHO3HAYHO ONPEENSET UCIONb3YEMbIN TOAXOM U J0C-
TYyIHBIE I pa3pabOTYMKa BO3MOXKHOCTH. B mpoaykTo-
BBIX M ayTCOPCUHI'OBBIX KOMITaHUAX, [T xoMmaHusx ajist
pelieHus 3Tol MpoOJIeMbl MOXKHO TPHUBJIEYb SKCIEPTOB.
HauunHarommuii e He3aBUCHMBIH pa3pabOTYMK OCTAETCS
OMH Ha OAMH C JIECATKAaMH BCEBO3MOXKHBIX HIPOBBIX
JIBIDKKOB, (DpEHMBOPKOB M TEXHOJIOTHH, KaXKABIA U3
KOTOPBIX MOXET JIM0O0 IOMOYB C peajii3anuenl ero une,
700 cTaTh NPUYUHON IOTEPH BPEMEHU U CPEJICTB.

VYka3zaHHbIE OOCTOSTEIHCTBA OOYCIABIMBAIOT aK-
TYalbHOCTh Pa3pabOTKW HMHCTPYMEHTAapHs Uil TIOJ-
JIep>KKU IPUHSATHSI PELIeHUH 110 BEIOOPY CPENCTB pa3pa-
0OTKH KOMITBIOTEPHBIX MIP B 3aBUCUMOCTH OT XapaKTe-
PHUCTHK TpoeKkTa W TpeOOBaHMH 3aKa3zunka (OXKHIAHUH
pa3paboTumka).

1.3. O030p JuTEpaTyphI

[Ipobnema BBIOOpa CpPEenCTB Pa3pabOTKU HA JaH-
HBII MOMEHT SIBIISIETCSl IIMPOKO O0CYKJaeMoi TeMOi B
cpene pa3paboT4nMKoB Mrp. B Toxe BpeMsi KOIHMYECTBO
MyOJIMKANKI 1O 3TOW TeMaTHKe orpaHuueHo. Jlurepa-
Typa, TMOCBAIMEHHAs pa3pabotke urp [3, 4], 3auactyro
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3aTparuBaeT (pyHAAMEHTAIbHbIE BOIPOCHI UTPOBOTO
Q3aiiHa, TaKke KaK: TeOPETUYECKHe MOHSITHS, TUIIONO-
THS WTP;, WIPOBas MEXaHWKA, MPaBUJa UTPOBOTO MPO-
1iecca; OpraHM3alMoOHHBIE 0COOCHHOCTH Tpolecca pas-
paboTKH.

[Ipobnema >xe BbIOOpa cpeicTBa pa3pabOTKU pac-
CMATPUBACTCSl KaK TEXHUYECKas 3aaada, 4YT0 MOXKHO
OOBSACHUTH OBICTPHIMH HW3MCHEHUSMH HMIPOBBIX TEXHO-
JIOTHI W yKa3aHHBIX CPENCTB. B TOKe BpeMsi aKTyaib-
Has MH(pOpManus, OTHOCAIIAsCS K mpodieMe BbIOOpa
UTPOBOTO JIBMXKKA, MPE/CTABIICHA B U3BECTHOM OHJIAWH
xkypHaie Gamasutra [S5], MOCBAINIEHHOM pa3pabOTKe
urp, a Taxke B Omore Digital-Tutors (4acth mpoexra
onnaiin—o0y4uenus Pluralsight), coneprkamem matepua-
JBI TIO CO3JAaHUIO IPOTPAMMHOIO obOecrieueHus [6].
CTONT OTMETHTh, YTO JAHHAs TEMaTHKa HE OCTANach
Tarke Oe3 BHUMAHHUS aKaJeMHYECKUX HCCIea0BaTe-
neit [7].

1.4. Heanb u cTpyKTYypa

Ilenb qaHHOTO MCCIIEIOBAHMS — MCCIICIOBAHUE CO-
BPEMCHHBIX CpPEICTB pa3paOOTKH KOMIIBIOTEPHBIX HIP
Ha OCHOBE aHaJKM3a MHOKECTBA HauMOOJIee BaXKHBIX, IO
HAIlIEeMy MHCHHUIO, XapaKTePUCTHK, TAKUX KakK:

1. JlocTymHble pEXHMBI pPEHACPUHIa TpaguKH
(2D/3D).

2. Hanuyuie 3ByKOBOTO JBHKKA.

3. Hamuuwue Gpu3HUUECKOro JBMKKA.

4. Tlommepskka UTPOBOTO MCKYCCTBEHHOI'O WHTEJI-

5. lleneBble kaHpPBI UTP.

6. JlocTynHbIe S3bIKU pa3paOOTKH.

7. TlomHoTa W ymoOCTBO rpadUyUecKOro HHTEp-
deiica.

8. TlomnmepxuBaemsie IDE (cpensl pazpaboTku, ot
anri. Integrated development environment).

9. IloanepxuBaemble OIEpPAIIOHHBIE CHCTEMBI
JUTsl pa3pabOTKH.

10. [Toxnep>xuBaeMbIe 1IeEBbIE IaT(HOPMBL.

11. JInueH3us u ueHa.

12.KayecTBO JOKyMEHTAIIUHU.

13. YpoBeHb pa3BUTHS COOOIIECTBA.

14.1leneBas aymuropus (CpeacTBa pa3pabOTKH
MOT'YT OBITh OPHEHTHPOBAHBI Ul WCIIONB30BAHHS KaK
npodeccroHanaMu, Tak 1 aMaTOpaMH).

Ha ocHoBe HaHHBIX, IONYYEHHBIX B PE3YJbTaTe
aHaJM3a COBPEMEHHBIX IBIDKKOB, OylmeT co3jaHa Oa3a
JIAHHBIX, colep)Kalias axkTyaJbHyl0 HWH(OpMaluio o
XapaKTepUCTUKaX Ka)JIOoro W3 HuUX. B CBOIO ouepenp,
0a3a JaHHBIX CTaHET OCHOBOW JUIA TPHIOXKEHUS IO
(OpPMUPOBAHUIO PEKOMEHIAIMH B OTHOIIEHUH BHIOOpA
cpeicTBa pa3paboTKW B 3aBUCUMOCTH OT HMCXOJHBIX
XapaKTepPUCTUK TPOEKTa M TPEenbSBISEMBIX TpeOoBa-
Huid. KoHeuHast nens — co3iaHue MPUIIOKEHUs IS BbI-

6opa (hopMupoBaHHMS pPEKOMEHIAIMH IO BEIOOPY)
CpencTB pa3pabOTKH B 3aBUCUMOCTH OT MPOEKTA.

CTpyKTypa CTaThH CICAYIOIIas: BO BTOPOM pasjie-
Jie TAHO OTpeJeNieHHe MOHATHS U TIOPOOHOE OIMHMCaHHUE
HUTPOBOTO JBHKKA M €ro Haubojiee 3HAYMMBIX XapakTe-
puctuk. B TpeTbeM pasjeiie B KaueCcTBe IMpuUMepa MpH-
BOJIHUTCS aHAIW3 YETHIPEX M3BECTHBIX COBPEMEHHBIX
JBIKKOB. B ueTBEPTOM pasjene maHo OMHCaHUE MPe-
JIaraeMoro METoJa BBIOOpa JBWXKKA, B ISATOM — OIUCA-
HIE pa3pabaTbiBAEMOro MPHITOKECHHSI.

2. AHAJIM3 XapaKTepUCTUK
UT'POBBIX IBUKKOB

2.1. [loHsiTHE HTPOBOIO ABUKKA

HrpoBoii IBWKOK (aHTJI. game engine) — 3TO Mpo-
rpaMMHas IIatopma Uil CO3[MaHHS U pa3pabOTKH
KOMIIBIOTEPHBIX UTP HJIH JIFOOBIX APYTUX MPUIOKEHHH C
rpagukoii, oopadaTeIBaeMON B peaJbHOM BpeMeHH [§].
UrpoBoil IBMXKOK, Kak NPaBUJIO, COCTOUT W3 CIEAYIO-
[IUX KOMITIOHEHTOB:

1. I'padudueckuit nBmxok (aHri. graphics engine)
— MPOrpaMMHBIA KOMIIOHEHT, OCHOBHOM 3ajadeil KoTo-
pOro SBJIsIETCS BU3yalu3anus (PEHACPHHT) ABYXMEPHOIt
HITH TPEXMEPHOH KOMIIBIOTEPHO# IpaduKH.

2. ®usnveckuii NBWXKOK (aHMI. physics engine) —
MPOrPAMMHBIA KOMITOHEHT, KOTOpPBIA MPOH3BOIUT MO-
JIeTupoBaHne (DU3MYECKUX 3aKOHOB B BHPTYaIbHOM
OKPY>KCHHH.

3. 3BykoBo# amwkok (aHri. sound/audio engine)
— MPOrpaMMHBIH KOMIIOHEHT, OTBEYAIONIHI 3a BOCIPO-
n3Be/ieHHE 3BYyKa (IIyMOBOE M MY3bIKaJbHOE Oohopmiie-
HHE, TOJIOCOB NIEPCOHaXKEH) B KOMIBIOTEPHOI Urpe WK
JPYroM TPHIOKCHHH.

4. UrpoBoil HCKYCCTBEHHBIH WHTEIEKT (aHIJI.
game artificial intelligence) — Habop mNpOrpaMMHBIX
METOIMK, KOTOPbIE HCIOJB3YIOTCS B KOMIBIOTEPHBIX
UTpax Ul CO3MaHUs WUTIO3UHM HHTEIIEKTA B TOBEICHUH
MEPCOHAXKEH, YIPABIAEMBIX KOMITBIOTEPOM.

Jlo TOSIBJICHHS WIPOBBIX BIXKKOB HOBBIE HTPBI
CO3/IaBATUCh C HYJSI, OyAydd ONTHMU3HUPOBAHBI IO
neneByio miardopmy. HeoOXomumMocTh HUCIOIB30BAHUS
nogoOHOro moaxona oOyciaBiIMBajlach OrpaHHYEHHBI-
MH BO3MOXXHOCTSIMH AaIapaTHOro obecredeHus TOro
BpPEMCHH, a TaKKe TeM (PaKTOpoM, YTO apXUTEKTypa
anmapaTHOro 0OECIeYeHHs YaCTO MEHSIACK.

Hekoropble cOBpeMEHHBIE HTPOBBIC JBHKKH TIPE/I-
CTaBJISIIOT COOOM OMHM M3 CaMBIX CIIOXKHBIX, KOrga—nbo
CO3/IaHHBIX TPHIOKCHUH M BKIOYAIOT B ce0s MHOTHE
CITAXKEHHO pabOTAaIOIINe MOJCHCTEMBI, MO3BOJISIOIINE
3 (EeKTUBHO HCMOIB30BATH JOCTYNHBIC aNmapaTHBIC
cpencTBa Uil TOCTHXKCHHUs Haubojiee MOJHOro OIMbITa
B3aUMOJICHCTBHSL TIONB30BATENl C CHCTeMOit  (user
experience).
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HenpepbiBHOE pa3BUTHE WIPOBBIX JBHXKKOB IPH-
BEJIO K YETKOMY pa3elICHHI0O MEXIY CO3JaHHeM Ipa-
UKy, JTOTUKU, TU3aHHOM MEPCOHAXEH U ypoBHEH. [is
KaKIOro 3Tama NPUMEHSIIOTCS OTAEIbHBIC CPEICTBa
pa3paloTKu.

B cBOéM pa3BUTHHM WIPOBBIC IBIKKU, C OIHOM
CTOPOHBI, CTAJIM HAMHOTO JIPY)KEI0Hee K Moh30BaTe-
JII0, HEKOTOPBIC Ja)Ke MO3BOJIIFOT OOXOAMUTHCS Oe3 Ha-
BBIKOB MporpaMmMupoBanus. C Ipyroi CTOPOHBI, CTAJIO
OoJiee NIMPOKMM HMX TpUMEHEHHue. Ternepb OHH IpUMe-
HAIOTCS HE TOJBKO B UHIYCTPHU UTP, HO U JJI CO3Ja-
HUS TIPWIOKCHUN BU3YaIH3aIMUA TEXHHYECKUX IPOIlec-
COB, BCEBO3MOXKHBIX CHMYJISTOPOB WM TPOCTO JUIS
cosznanus uaTepdetica moap3oparens [9].

2.2. XapaKkTepuCTHKH UTPOBBIX IBH/KKOB

XapakTepUCTHKN UTPOBOTO JIBU)KKA KaK CPEACTBa
pa3paboTku 00YCIIaBIUBAIOT 00J1aCTh €ro MPUMCHCHUS.
3HauYMTEIbHAS UX YacTh ONPENeNsIeTcs] KOMIOHEHTAMH,
13 KOTOPBIX OH cocTouT. COBpeMEeHHbII UTrpoBOM BU-
JKOK SIBIISIETCSl KOMIUIEKCHOM IpOrpaMMHOM Iuiatdop-
MOH, COCTOSIIIEH U3 HECKOJIBKMX OCHOBHBIX KOMITOHEH-
TOB, Ka)IIbIi M3 KOTOPBIX MOXET OBbITh KaK HENocpel-
CTBEHHOH 4YacTbIO JIBU)KKA, TaK W MOCTaBJSITHCS OT-
nenbHO. Jlanee Oyaer paccMOTpeH KaXKAbId M3 HCIOJb-
3YEMBIX KOMITIOHEHTOB.

I'paduyecknii ABMKOK (aHTII. graphics engine) —
MPOMEXYTOYHOE IpOrpaMMHOe olecrieueHue (aHrd.
middleware), OocHOBHOW 3ajayell KOTOPOTO SIBISIETCS
BU3yalIn3alys KOMIbIOTepHOH rpaduku. ['paduyeckuii
JIBIJKOK  OIPEJIEIIsieT BO3MOXKHOCTH I10 OTOOPaKEHHIO
KOMITBIOTEPHOU TpaduKy, KOTOPHIE BKIIOYAIOT B CEOsL:

1. HocrymnHbie pexxumsl peHnepunra (2D/3D).

2. Tlopnep>xuBaeMble MpOrpaMMHbIE HHTEP(EHCHI
(OpenGL/DirectX).

3. Pasnmunble TpaduUecKkre XapaKTePUCTHKH:
JIOCTYIIHBIE MapaMeTphl pa3pemeHust (KOJIU4eCTBO TO-
YeK Ha eIUHHUILY TUIOLIA/IH), pa3pelieHne U (QUIbTPaLus
TEKCTYp, NTapaMeTPbl OCBEILCHUS U TEHEH.

I'paduyeckuii ABMKOK MOXKET CYIIECTBOBATh Kak
OTAEJBHBIA TPOAYKT, HO 3a4acTyIO SIBJISIETCS YacThIO
UTPOBOTO JIBIKKA. | JIaBHBIM OTJIMYMEM HMIPOBOTO Tpa-
¢uueckoro ABWXKKa sBisieTcss oOpaboTka Tpaduku B
PEeKHME peabHOTO BPEMEHH.

Ha nHawanbHOM »3Tare pa3BUTHS KOMITBIOTEPHBIX
UTp MMEHHO rpaUuecKuil JBMKOK COCTABISUT OOJb-
uryro yactb urposoro asmwxkka (90 — 95%). U ceiiuac,
KakK MpaBuilo, rpaduueckre ABMKKH HE PaclpoCTpaHs-
I0TCS OTAEIBHO OT UTPOBBIX, TaK KaK, BO-IIEPBBIX, CO3-
JaHue OOJNBIIMHCTBA UTP HEBO3MOXHO 0Oe3 rpaduyecko-
rO JIBWKKA (MCKIIOYEHHWE — HEKOTOpBIE JIOTHYECKHE U
TEKCTOBBIE UIpbl). Bo—BTOpBIX, Tpaduueckoro nBIKKa
camoro 1o cede HeZOCTATOUHO AJISl CO3/IaHHs UTPHL.

dusnvecknii ABMKOK (aHr. physics engine) —
MIPOrPaMMHBIA KOMIIOHEHT, KOTOPBIH MPOU3BOAUT KOM-
MIBIOTEPHOE MOJIEIMPOBaHNE (U3MYECKUX 3aKOHOB pe-
aJBHOTO MHpa B BHPTYaJbHOM MHUpE, C TOH WIM HMHOM
CTENEeHbI0 NMpUOImKeHusl K peanbHocTu. Kak u rpadu-
YECKHUI IBUKOK, UTPOBOM (PM3MYECKUI IBMXKOK JTOJDKEH
paborath B pexuMe peajbHOro BpeMeHH (B OTJIMYHE, K
MIpUMEpY, OT HaAY4HOTO (u3HIecKoro Apmxka). OqHaKo,
B OTJIMYME OT IpadUyecKuX JBHKKOB, (PU3MUECKHit
JIBIDKOK JIAJIEKO HE BCET/a SIBISETCS YaCThIO MTPOBOTO
JIBIDKKA U 4acTO MOCTaBjsieTcs oTaenbHo. K mpumepy,
HauOosee MOMYJISIPHbIE ABHKKH SIBIISIOTCS TOJHOCTHIO
HE3aBUCHUMBIMH TMpOrpaMMHBIMU IpoxykTamu [10]:
NvidiaPhysX (26,8% peiaka); Havok (22,7% pbiHka);
Bullet Physics Library (10,3% psiaka); Open Dynamics
Engine (4,1% pbiHKa).

®dusnyeckre IBWKKA MOTYT CUMYIUPOBATH Clie-
Jyromue (pU3MYecKue SBICHUS U COCTOSIHUS: TUHAMUKA
a0COIOTHO TBEPIOTO TeNa; AUHAMUKa JedopMHUpyeMO-
TO Tela; IMHAMUKA JKUJIKOCTEeH;  JAWHAMHUKa ra3oB;
TOBe/IeHNE TKaHel; MoBe/ieHHe BEpEBOK (TPOCHI, KaHa-
THI U T.J.). B mponuioM ¢u3ndeckast CMMyISIust Ipou3-
BOJIMJIACH MCKITIOYHUTENILHO 33 CYET PECYpCOB IIEHTPAIIb-
HOT'0 TPOIIECCOPa, OJHAKO celdac (hU3UUCCKUE TBMKKH
AMEIOT amlapaTHYI0 MOJNEpKKy, Hampumep, Nvidia
PhysX ucnons3yer pecypcsl Buaeokapt Nvidia.

BakHO OTMETHTH, YTO JaJeKO HEe BCE WUIPHI HYX-
JIAIOTCS B TAKOW CUMYIISILIUH.

3BykoBoii aBm:KOK (aHri. sound/audio engine) —
MPOrpaMMHBIA KOMIIOHEHT WIPOBOTO JIBU)KKa, OTBeE-
YafoUMi 3a BOCHPOU3BEIEHHE 3BYKa (LIYMOBOE U MY-
3BIKAJIFHOE O(OPMIIEHHE, TOJI0Ca MEPCOHaXKeH) B KOM-
MIBIOTEPHON UTPE WIIM JIPYTOM IMPUIOKEHHH. 3a4acTyro
SIBIISIETCS. YaCThIO MTPOBOTO JIBHKKA, MOXET UCIIOIB30-
BaTh CIIEAYIOLIME U3BECTHBIE IPOrpaMMHbIE HHTEpdeH-
cel: OpenAL; DirectSound3d; Environmental Audio
Extensions (EAX); FMOD.

HrpoBoii uckyccrBennblii uHreaaekt (M1N)
(amrn. Game artificial intelligence) — mporpaMmHbIit
KOMITOHEHT W/WJIM HabOp MpPOrpaMMHBIX METOIHK, KO-
TOpPBIE HCIOJIB3YIOTCSI B KOMITBIOTEPHBIX MIpax IUisl CO3-
JIAaHUSl WILUTFO3MM WHTEJUIEKTa B TIOBEIEHUU BUPTYaJlb-
HBIX TIEpCOHaXkeH. B oTiiMume oT TpaguIMOHHOrO B WI-
poBoM MU mupoko NPUMEHSIOTCS PA3IWYHOTO poja
YIIPOILEHUs, OOMaHbI M AMYJISIIIMHU, TaK KaK 3TO MO3BO-
CHH3UTH OFOJDKET UTPBI; YMEHBUIUTH HOTpeO-
JIEHUE PECYPCOB CUCTEMBI.

Hannume WrpoBoro MCKyCCTBEHHOTO WHTEIUIEKTa
COBEpIIEHHO HEOOXOJMMO B CIEIYIOUIMX OIUHOYHBIX
UTpax CIEIYIONIHNX KaHPOB!

—CTpaTerMd Kak [MOUIArOBble, TaK M PEATbHOTO
BpEMEHH;

—rytepsl (aHmL. shooter — «cTpernsKay);

— B poneBbix urpax (RPG).

JISACT:
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B TO e BpeMs MHOTHE UTPBI MOT'YT OOOHTHCH W
6e3 MU, mibo oH MOXKET OBITHL 3aMEHEH OTHOCUTEILHO
MIPOCTOH IMYJISIMEH, Cpey HUX:

— MHOTHE MHOT'OIIOJIb30BaTENIbCKUE UTPHI;

— apKaJIHbIC UTPHI;

— OONBIIMHCTBO IIaT(HOPMEpPOB;

— TOJIOBOJIOMKH;

— MY3BIKAJIBHBIC UTPHI.

BaxxHO OTMETHTB, YTO WTPOBONM HCKYCCTBEHHBIM
MHTEJUICKT, JOJDKCH IMpeCieNoBaTh IIeiIb HE OOBITpaTh
UTPOKA, & KPACHUBO MPOUTPATH EMY.

LeneBbie :kaHpbl Urp. OAHUM U3 MPU3HAKOB, T10
KOTOPBIM MOXXHO KJIaCCH(UIIUPOBATH UIPHI, SBIACTCS
saHp. JKaHp uUrpsl onpeaessercs IeIb0 UrPhl ¥ METO-
oM e€ poctmkenus. Kpurepuu mpruHaIIeKHOCTH UTPHI
K TOMY WJIH HHOMY aHPY HE OIpe/Ie/ICHbl OTHO3HAYHO,
U KJIacCU(pHUKAIMS UIP HETOCTATOYHO CHCTEMATHU3HMPO-
BaHa, B Pa3HBIX MCTOYHHKAX CBEICHHS O KaHPE MOTYT
OTJIMYATHCA.

B T0 e BpeMs CYIIECTBYET HETJIACHBIH KOHCCHCYC
cpeau pa3pabOTUMKOB UTP, W MPUHAIICKHOCTh UIPBI K
OHOMY M3 OCHOBHBIX KaHPOB MOYKHO IIOYTH BCETIa
OMPENICIIUTh OAHO3HAYHO. 3a4acTyI0 Urpa MPUHAIICIKUT
K OMHOMY WJIA HECKOJBKHM >aHpaM M TOJBKO B YHH-
KaJIbHBIX CITydasX Urpa MpeICTaBIseT COBEPIICHHO HO-
BBIH UTPOBOM MPOIECC, KOTOPBIM HEBO3ZMOXHO OTHECTH
K U3BECTHBIM JKaHPaM.

OCHOBHBIMHU JKaHPaMHU KOMITBIOTECPHBIX UTP SIBIIS-
FOTCH:

1. Apxkanma (anri. Arcade) — Urpbl ISl MTPOBBIX
aBTOMATOB, a TAK)KE MX aHAJIOTH JJIs KOMITbIOTEpa.

2. DOKuUH - JeficTBue (aHrII. action) yKaHP KOMITb-
IOTEPHBIX UTP, B KOTOPBIX YCIIEX UTPOKAa B OOJIBIION
CTEIIEHU 3aBHCUT OT €r0 CKOPOCTH PEAKIMU U CIOCO0-
HOCTH OBICTPO NIPUHUMATh TAKTWYECKUE perneHus. Jlel-
CTBHUE TaKHMX UT'P pPa3BHUBACTCSI OYCHb TUHAMHYHO U Tpe-
OyeT HamnpsDKeHHs BHUMAHUSA U OBICTPOM peakIuM Ha
MIPOMCXOIAIINE B UTPE COOBITHUA.

3. Ilnargopmep (anra. platformer) — >xaHp KOM-
MBIOTEPHBIX UTP, B KOTOPBIX OCHOBHOM YepPTON HIPOBO-
ro mporiecca sBISCTCs MphIraHue Mo miatdopmam, Jia-
3aHBE MO JICCTHHIIAM, COOMpPAHHUE MPEIMETOB, OOBIYHO
HEOOXOMUMBIX JUTSI 3aBEPIICHUS YPOBHSI.

4. Kgecr (aHri. quest), WIH NPHKIIOYCHICCKAS
urpa (aHnt. adventure game) — OMUH W3 OCHOBHBIX JKaH-
POB KOMIIBIOTEPHBIX HIP, HPEACTABISIONINA COO0H HH-
TEPAKTUBHYIO MCTOPHUIO C IJIABHBIM TE€POEM, YIpaBJisie-
MBIM UTPOKOM.

5. PomeBast urpa (RPG — anrn. Role Playing
Game) — urpa, OTIMYUTEIILHON 0COOCHHOCTHIO KOTOP O
SIBIIACTCS HAJHYUE Y TEPCOHA)XCW OmpenciaEHHBIX Ha-
BBIKOB M XapaKTEPHCTHK, KOTOPBIE MOKHO OOpecTH, a
BIIOCJICIICTBUM Pa3BUBATh, BBIMOJHAS KaKHE-THOO JIeH-
CTBHUSL.

6. Crparerus (Strategy) — urpa, NpencTaBIIsIO-
mast coOOi yIpaBiieHHE MAacCIITaOHBIMH IPOIECCAMU,
KaK, HallpuMep, CTPOUTENILCTBO TOPOJIOB, BEelleHUE OM3-
Heca, KOMaHIoBaHWe apMueit u T. 1. UrpoBoii mporecc
MOXET UITH Kak B peajbHoM Bpemenu (RTS — real time
strategy), Tak u B momaroBom pexume (TBS — turn
based strategy).

7. Cumymsarop (Simulator) — wrpa, MOJHOCTBIO
UMHUTHUPYIOIIAs KaKyo-1100 00JIacTh peabHON JKU3HH,
HalpUMep, UMHTAIMS YIIPABICHUsSI TOHOYHBIM aBTOMO-
OMIIEeM WM CaMOJIETOM.

8. T'omoBonomka (Puzzle) — urpa, mosHOCTBIO HIH
Ooyiee yeM HANOJIOBUHY COCTOSINAs U3 PEIICHHs pa3-
JIMYHBIX JIOTHYECKUX 3aJ[a4 U TOJOBOJIOMOK.

OT »aHpa Urpbl BO MHOT'OM 3aBHCHT HEOOXOIMMOE
TeXHHYeCKoe o0eclieueHHne CO CTOPOHBI HMIPOBOTO
IBWKKA. VrpoBOil ABMKOK MOXET MMETh CIIEIHaIN3a-
LU0 U OBITh ONTHMU3UPOBAHHBIM JIIsI CO3ZAHUSI UID
OITpEeJIeTICHHOT' 0 JKaHpa, KaK HalpuMep:

1. Unreal Engine or Epic Games — 3D Ac-
tion/RPG.

2. SAGE or EA — crparerun peasbHOro Bpeme-
HH.

3. Construct2 — nByxMepHbIe MmIaTdopMepsl, ap-
KaJpl.

Hexoropbie urpoBsie nBwxkH, kak Unity3d siBis-
I0TCSI YHUBEPCAIbHBIMUA M MOTYT HCIOJIB30BaThCS LIS
coznanus kak 2D, Tak u 3D urp Jar00bIX KaHPOB.

HeneBsie miaatgopmbl. NrpoBoil ABMXKOK ompe-
JIETISIET TOCTYITHBIE [IENEBbIE IUIATQOPMBI, ISl KOTOPBIX
C ero MOMOIIIBIO0 MOTYT OBITH CO3/IaHBI HIPbI, HATIPUMED,
nporpuerapusiii CryEngine 2, ¢ momoImpio KOTOpOro
ObLT co3aan Oectcemep Crysis, MOT OBITh HCITOIB30BaH
TOJIBKO JIIS CO3JaHus Wrp mox miatgopmy Micorsoft
Windows. Unity u Unreal Engine 4 mnomnepxuBarot
TIOYTH BCE CYIIECTBYIOIINE IIaT(HOPMBL.

JocTynHble cpeAcTBa pa3padoTKH M MX HHTe-
rpanusi. COBpeMEHHBIE WIPOBBIE IBIXXKH 324acTyIO
BKIIIOYAIOT B Ce0s MHTEIPHPOBAHHYIO cpedy pa3pabor-
KH{, KOTOpasi B CBOIO OY€pe/lb MOXKET COCTOSITh U3 MHO-
THX CIIEIMAIN3UPOBAHHBIX PENAKTOPOB CPABHUMBIX IO
(YHKIIMOHATY C TTOTHOLEHHBIMH NIporpammami [11].

Jlst Gompiiero ymo0cTBa paspaborumka rpadude-
CKUI JABMXOK MOXKET IpeIIaraTh WHTETPpaluio ¢ Cylie-
CTBYIOIIUMH TPO(PECCUOHATIBHBIMU CPEICTBAMH pa3pa-
6otku, Hanpumep, Unity, Unreal Engine 1 MonoGame
npeasararoT uHTerpamumio ¢ Visual Studio.

JIumeH3us — 3TO HETEXHUYECKasi XapaKTepUCTHUKa
UTPOBOTO JIBIXKKA, KOTOpas, TeM HE MEHee, Ipe/CTaB-
nsieT 0coOBIN UHTEpecC Uil pa3padorynka. OOBIYHO pas-
JIETISIFOT JIBE OOJIbIINE TPYIIBI JTUIEH3UH Ha TPOrpaMM-
Hoe ofecrieueHue:

1) HecBOOOAHBIE (OHU XK€ MPOIPHETAPHEIE):
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— OIUIaYMBaeMble JIMIEH3UH (TP STOM IOPOH
UMeeTCss BO3MOXKHOCTh TIOJIYYEHHUS] UCXOIHOTO KOAa) —
npumep Cry Engine 3, Unity;

— ycnmoBHO — OecmuiaTHble (shareware) — cyriect-
BYeT MHOXKECTBO MoJieNiel TMLEH3UI Takoro poja, Ha-
pUMep, MOXKET CYIIECTBOBATh OecCIUIaTHAsi BEPCHs
MPOJYKTa C YaCTUYHO OTPaHMYEHHON (pYHKIMOHAIILHO-
ctpio (Unity, Construct2) jgub0 MOryT B3bIMAThCS JIU-
LIeH3MOHHbIe oTuncineHus ot npudbun (Unreal Engine);

2) cBOOOIHBIE — ITPOrpaMMHOE OOeCIeYeHne pac-
MIPOCTpaHsieTcst OECIIATHO M MMEET OTKPBITBIA HMCXO[-
HBIN Kon (HanpuMep, MonoGame).

Haumnnarommii  pa3paOoTyvk 3ayacTyl0 HMeEeT
BECbMa OI'paHMYEHHBIH OIO/KET, YTO B MpPOYEM HE JIU-
LIaeT ero BO3MOXKHOCTU OT UCIIOJIb30BaHUs MPOdeccHo-
HaJIBHBIX CPEACTB, KOTOPBHIE TEMepb 3a4acTyl0 MMEIOT
OecIuIaTHYIO Bepcuio. BripoueM, JIHIIeH3NOHHBIE OTYHUC-
nenust kak B ciydae ¢ Unreal Engine moryr ckazaTbest
Ha MOJy4aeMOoi PUOBLIH.

JoxkymenTauusi. Hanuune kayecTBEHHOW JOKY-
MEHTAallMd U JOCTYIHBIX WHCTPYKIMH SIBJISIETCS emlié
OJTHMM KIIIOYEBHIM (hakTopoM. MHOTHE UTPOBBIE JBHK-
K1 OecIUTaTHBI, OJHAKO JajJeKo He BCEr/a MMEIOT Kade-
CTBEHHYIO M JIOCTYIIHYIO JoOKyMeHTauo. [Tlopoii BaxHO
HaJIMYUe JOKYMEHTAIMU Ha POJHOM Ul pa3paboTuvKa
SI3BIKE, JaXKe €CIM OH U €ro KOMaH/ia XOpOIIO BIIAACIOT
aHIJIMHACKAM, KaueCTBEHHAs JJOKYMEHTAIUsI Ha POIHOM
SI3BIKE MOXKET CYIIECTBEHHO YCKOPUTH 3HAKOMCTBO C
HOBBIM MHCTPYMEHTOM.

Coo0mecTBo. He MeHee BakHBIM, YeM JTOKYMEH-
Tays, (GaKTopoM SIBISIETCS HAJIUYUE PAa3BHTOrO COOO-
mecTBa pa3pabOTYMKOB — IIOJB30BATENEH HMIPOBOTO
nBmwkka. C moMompo coodmiecTsa (pU €ro HaJIWIHH)
pa3paboT4YHK BCErga CMOXKET IMOIYYUTh TIOMOIIb B U3Y-
YEeHUH HOBOTO MHCTPYMEHTA, a TAaKKE B pa3pelieHUH
npo0JieM, CBSI3aHHBIX C HIOAHCAMH €T'0 MCIOJIb30BAHUSL.
Hanmume pa3Butoro cooOIiecTBa Toxe CIYKUT IT0Ka3a-
TEJIeM TOTO, YTO MHCTPYMEHT SIBJISETCS aKTYaJIbHBIM M
BOCTPcOOBaHHBIM.

Du3nyecKuil ABUKOK. XapaKTEPUCTUKON 3aciy-
JKMBAIOIIEr0 OT/EIBHOIO0 BHUMAHUS SIBJISIOTCS TIPUMe-
PBI YCHENIHBIX MPOEKTOB, BHINOJIHEHHBIX C UCIIOIH30Ba-
HHEM JIAaHHOT'O UTPOBOTO JIBWKKA. Ecim uMeroTcs npu-
Mepbl KOMMEPYECKH YCHENIHBIX IIPOEKTOB, CAETaHHbIX C
WCIIONIb30BAaHUEM DAacCMaTPUBAEMOro JIBHXKKa, TO Ha
HEro ONpe/eNIEHHO ClIeAyeT 00paTuTh BHUMaHHe.

3. AHAJIM3 UTPOBBIX ABH/KKOB

Jly1s TOro 4TOOBI JTydIlle MOHATh KPUTEPHU BBIOOpA
MIpOaHATIU3UPYEM NPUMEPHl PEaTbHBIX IBIKKOB, HX
XapaKTEpUCTUK U CO3JAHHBIX C UX ITOMOIIBIO UTP.

3.1. Unity

Unity (wiu Unity3d) — oauH U3 CaMbIX H3BECTHBIX
COBPEMEHHBIX HIPOBBIX IBIKKOB. [losBuics B 2005
rojy, Ha JaHHBII MOMEHT IOCIIEIHEH BepCuei sSBIseTcs
Unity 5. ITo cocrosauto Ha jero 2013 roma KOIU4ECTBO
3apErUCTPUPOBAHHBIX Monb3oBaTeneit Unity3D goctur-
710 2 MWJUTMOHOB [12], 4TO CBUIETENBCTBYET 00 OIpOM-
HOM MOMYyJSPHOCTH ABWXKKA. OTIMYUTENBHBIMUA €ro
0COOEHHOCTSIMU SIBIISTFOTCS:

— IIpOAYMaHHasl apXHUTEKTypa IIPOEKTa;

—TONJEepP)KKa BCEX aKTyaJbHBIX IIEJEBhIX ILIaT-
opm;

— IIUPOKOE COOOIECTBO CIEHAIHCTOB;

— Hanyue OecrIaTHON BepCHHU, KOTopas ITOYTH He
HUMeeT OTrpaHUYCHUH;

— YHHBEPCAIBHOCTh — BO3MOXKHO CO3J[aHHE Kak
2D, tak u 3D urp Bcex JKaHpOB.

UzBectubie urpei: Temple Run (2011), Endless
Space (2012), Deus Ex: The Fall (2013), Hearthstone:
Heroes of Warcraft (2014), Endless Legend (2014), Ori
and the Blind Forrest (2015).

3.2. MoneGame / XNA

XNA — urpoBoil ABMKOK, co3maHHbIH Microsoft
Ha ocHoBe .Net Framework Boimymennsiii B 2006 rony.
[o3Bonsin co3maBath Wrphl it Bcex windows ruiat-
¢opm o mosierieHns windows 8. B 2013 rony Microsoft
ouIMaIbHO OTKAa3aJIUCh OT JANbHEWIIeH IMOJIepKKH
npoekra. OJHAKO BBHUIY HOMYJISIPHOCTH M IPOCTOTHI
XNA Obuta cozmaHa e€ cBOOOAHAs peanu3alus —
MonoGame, koTopasi pOIOJIXKAET Pa3BUBATLCA U CEM-
gac [13]. Ee 0ocOOCHHOCTSAMU SIBJISIOTCS:

— OTHOCHUTENILHO HU3KHUH TOPOT BXOXKICHHUS;

—wuHTerpanus ¢ Visual Studio;

—TOIJIep’KKa OCHOBHBIX IUIaTdopM (BKIIOYAs MO-
OWJIbHEIC).

UzBectbie wurpsi: Magicka (2011),
(2011), Fez (2013), Transistor (2014).

Bastion

3.3. Unreal Engine

W3BecTHBIN UTpOBON ABMXKOK C JJIMHHON HCTOpH-
e, pa3pabaTbIBaeTCs W TOAJEPKUBACTCS KOMIaHUEH
Epic Games. beut Beinyies B 1998 roay Bmecte ¢ of-
HOUMEHHOH MIpO, co3iaHHOM ¢ ero moMopko. M3Ha-
YaJbHO JBW)KOK OTJIMYAJICS BBICOKOH TEXHOIOIHMYHO-
CTBIO, IPOJYMaHHOHN apXUTEKTYypOH M Pa3BUTHIMHU CpeEJl-
crBamMu paspaborkn. C Tex mop Ha ocHoBe Unreal
Engine ObLIO BBIYIIICHO COTHH UIPBI, OOJIBIIEH YaCThIO
B JkaHpe Action, MHOTHE U3 KOTOPBIX CTajH OecTcesie-
pamu. B 2015 roay nBmxok crain OecruiaTHBIM, OJHAKO,
pa3pabOTUYHKK UIP, JOJDKHBI TiepeaaBath 5% OT mpuobI-
71 urpsl kommanuu Epic Games.
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K 0coOeHHOCTSM JIBHKKA MOYKHO OTHECTH:

— MOIIHBII peJakTop, 3aKiovaroluii B cebe He-
CKOJIBKO Y3KOCIEIHATBHBIX PEAKTOPOB;

— IIepeIOBbIe TEXHOJIOTUH PEHIICPUHTa;

— XOpolIas MepeHOCUMOCTb;

— OTHOCHUTENBHO OecIUIaTHAS JIUIEH3HS.

UzBectubie urpsl: Unreal (1998), Cepust urp Tom
Clancy's Splinter Cell Series (2004 - 2013), cepus urp
BioShock (2007 - 2013), Might & Magic Heroes VII
(2015).

3.4. Construct 2

Construct 2 - OTHOCUTEJIBHO HOBBII UTPOBOI JBU-
XKOK s co3nanus 2D urp, opueHTHpOBaHHBIN Ha Ha-
YHHAIOIIMX W MHAM pa3pabOTYMKoB, BbimymieH B 2011
roay. Jemwkok ocHoBaH Ha HTMLS u JavaScript, uto
JleNlaeT CO3JaHHbIe UTPHI TOCTYITHBIMU ITOYTH ISl BCEX
mwiatdopmM. [1o3BonseT co3aaBaTh UTPHI B yA0OHOM pe-
JTAKTOpE U JjaXke He TpeOyeT HaBBIKOB IIPOrpaMMUpPOBa-
Hus. JIuieHsus IUlaTHasi, HO OTHOCHUTEIBHO [eIéBas.
Ectp OecrutaTHasi 03HAaKOMHTENbHASI BEPCHSI.

Ocobennoctu Construcnt 2:

—ynoOusi u ipocroit WY SIWYG unrepdetic;

—He TpeOyeT HaBBIKOB POIPaMMHPOBAHUS;

— WIPBI JOCTYITHBI ISl BCEX OCHOBHBIX IIAT(HOPM,
B TOM YHCIIe sl Opay3epoB;

—Xopoluasi JIOKyMEHTalus, B TOM 4YUCIIe Ha pa3-
HBIX SI3BIKAX.

K Hacrosiimemy BpeMeHHM HEHM3BECTHBI UIDBI, pas-
paboTaHHBIE C HCHOJB30BAHUEM 3TOIO JBMIKKA, BBHUIY
€ro HOBU3HBI.

4. MeToJ1 pauoHAJbLHOT0
BbIOOpA cpelacTB

IIpu BEIOOPE CpencTB (pa3paboTKe PEKOMEHIAITUI
10 BBIOOPY) HEOOXOMMO YUECTh CIEYIOIIee:

1) TpeGoBaHUS YCIOBHO MOKHO Pa3/eNUTh Ha JBa
MIOIMHOYKECTBA:

— 00s3aTenbHbIe TPeOOBaHUsI, HECOOTBETCTBUE KO-
TOPHIM OJHO3HAYHO HCKIIOYAeT JBUKOK U3 BBIOOPKH
(manpumep, pa3paboTuuk cobOupaercs cozmaBatb 3D
Urpy, a IBWKOK He mojiepkuBaer 3D peHmepunr);

—HeobOs3aTeNbHbIe TPEeOOBaHMS, BBIMOIHEHUE KO-
TOPBIX XKENATENbHO (HAPUMED, HATHYHE UTPOBOTO HC-
KYCCTBEHHOTO WHTEIUICKTA, JAXKE €CIH B JBIKKE HET
9TOr0 KOMITOHEHTA, €r0 MOYKHO MOTYYHTh OT CTOPOHHHX
MIPOM3BOIUTEICH);

2) HEKOTOpBIe TPEOOBAHUS MPUCYTCTBYIOT AlPHO-
pH, HampUMep: HalWYhe U KadeCTBO JOKYMEHTAIIWH;
pa3BUTOE COOOIIECTBO; UCTOPHS YCHEUIHOTO MpHUMEHe-
HHSL.

Jis Gomblueil TMHOKOCTH JOMDKHA TpeaycMaTpH-
BaThCs BO3SMOXKHOCTD JUIS [TOJIB30BATENS YKa3aTh, KaKue
TpeOOBaHUsl CUUTAIOTCS 00s3arenbHbIMU. [lo ymomda-
HUIO BCe TpeOOBaHUs OYAyT OIMIMOHAIBHBIMHU.

Jiss 00pa®OTKM ONIMOHAIBHBIX M AllPUOPHBIX
TpeOOBaHMI TpeNIonaraeTcss BOCIIONB30BATHCS METO-
JIOM peNTHHI0BOH oneHkH [14]. DTo 3HauuT, 4TO, ECIU
JIBIJKOK COOTBETCTBYET TaKOMY TpeOOBaHHIO, OH IOTY-
YaeT JONOJHUTEIbHBIH Oaiur pelitmHra. HyxHo 3ame-
TUTb, YTO OIEHKY TAKUX XapaKTEPUCTUK KaK JOKYMEH-
Talwys, cooOIIECTBO U WCTOPHs NPHUMEHEHUs HeoOXo-
JTUMO TIPOM3BECTH 3apaHee. [t ka0l U3 3TuX xapak-
TEPUCTUK TIPENIIONAaraeTcss HMCIOIb30BaTh TPeXOallib-
HYIO IIIKaJTy OLIEHUBAHHUS:

1) omnmmoHanbpHOE TpeOOBAHHME!

— 0 6aI0B — eciy ABMYKOK HE COOTBETCTBYET EMY;

—2 0aJuta — ecIM COOTBETCTBYET;

2) AOKYMEHTalus:

—1 Gayu1 — MOYTH HET NOKYMEHTALUH B OTKPHITOM
JOCTYIIE;

—2 Oayuta — xopouias JOKYMEHTalUs Ha aHTJIHid-
CKOM $I3BIKE;

—3 Oayuta — TOKyMEHTaIWs JTOCTYITHA Ha POJHOM
SI3BIKE;

3) ucTopus IPUMEHEHHUSI:

— 0 6aIoB — HET U3BECTHBIX HIP;

—1 6amn — 1 — 5 u3BeCTHBIE UTPBHI;

—2 6amna 5 — 9 U3BECTHBIX UIp;

—3 6amna 10 u Gornee U3BECTHBIX HIP;

4) cooOmIecTBO, OIlCHKA COOOIIECTBAa IIOKA HE
npopaboTaHa, paccMaTpUBaeTCsi JBa BapuaHTa ero
OLICHKH:

— KOJIMYECTBO 3apErMCTPUPOBAHHBIX IOJIb30BATE-
nieid Ha (hopyme POU3BOHUTEIS;

— PEeJIEBaHTHOCTB IO ITOUCKOBBIM JIBIKKAM / KOJIH-
YEeCTBO Hal/IEHHBIX PE3YJIbTATOB MOUCKA.

ANTopuT™M BBIOOpa CpENCTB pa3pabOTKH Mpes-
craBneH Ha UML quarpamme nesrenbHOcTH (pHC. 1).

[Mpumep ucrnons3oBaHUst MeTOA MPUBENEH B Ta0-
qure 1, rme o0s3aTenbHBIE TPeOOBaHUS 0003HAYCHBI
CHUMBOJIOM ®, a HeoOs3aTelbHbIE — CHMBOJIOM ©O. B
NpUMepe YCIOBHBINA pa3paboTduK coOupaercst pa3pada-
teiBaTh 3D urpy B xanpe RPG, emy HeoOxomumo Hanu-
yre (U3MIECKOro U 3BYKOBOTO JBMXKKOB, urpoBoi MU
— ONIIMOHAJIEH, B Ka4yeCcTBE S3BIKOB Pa3pabOTKH eMy
noaxoaatr C# wnm JavaScript, HeoOXoarMa WHTETpaLyst
¢ Visual Studio, nenessle mnardopmel — Windows u
0OSX, cpenctso pa3pabOTKU JODKHO OBITH Oecruiar-
HBIM. B pesynbraTe, McXons U3 yKa3aHHBIX TPeOOBaHUH,
HAWJIY4lIMM BBIOOpOM sBIsfoTCst ABWKkH Unity u Un-
real.

3amaua BbIOOpa MOXKeT OBITh COPMYIHpPOBaHA U
pellieHa Kak 3ajaya ONTHMHU3anud. B 3TOoM ciydae B
Ka4yecTBe LeJIeBON (YHKIMH clieayeT BeIOupats (1) npu
orpaHuYeHusx (2).
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rae  0g...0, PEUTHHTH XapaKTEPUCTUK HTPOBOTO

JBMKKA, Iyg...Ty, — 00sA3aTeNbHbIe TPEeOOBAHHS MOJIB30-

Barcid, I...I, — PCAJIbHBIC XApPaKTCPUCTUKM JBMIKKA,

KOTOpBIE TOJKHBI STHM TPEOOBAHHUSIM COOTBETCTBOBATH
(0603HAUEHO CHMBOJIOM >), p, — JAOMycTHMas mjs

TMOJIB30BATEIIA II€HAa Ha CPCACTBO pa3p360TKI/I n COOT-
BETCTBCHHO P — pfajibHaA IICHAa CPEACTBa pa3p360TKI/I.

[Tnanupyercss co3maTth NPHIOKEHHE Uil TeHepa-
LIMH PEKOMEHJAIMH MO BHIOOPY CpencTBa pa3paboTKH
UTp B 3aBUCHMOCTH OT TPEeOOBaHHMH ITOJIL30BATEIIS.
[Tpunoxxenne OyaeT O4eHb MPOCTHIM, BO3MOXKHBIE JIEH-

CTBUA TMPCACTABJICHBI Ha JuUarpamMme IMIpeucACHTOB

(puc. 2).
BrIBOABI

B pesymbraTe uCCIemOBaHWA W aHAIU3a COBpE-
MEHHBIX CPEJICTB pa3pabOTKH KOMITBIOTEPHBIX WIp IO-
JIY4CHO MHOXKECTBO XapaKTEPUCTUK JUIS UX CPABHEHUS
u BbIOOpa. CiieyeT OTMETHUTh, YTO B CBSA3U C TUHAMMY-
HBIM Pa3BUTHEM PBIHKA 3TO MHOKECTBO MOXKET OOHOB-
natbess. K umcny Hambonee CTaOMJIBHBIX W BECOMBIX
XapaKTEPUCTHK OTHECCHBI: OCTYITHBIC PEKUMBI PEHIIC-
punra rpaduku (2D/3D); Hanudumue 3ByKoBOro M (QU3H-

YCCKOro ABMIKKOB; IMOAACPIKKAa UI'POBOro MCKYCCTBCH-
HOT'O MHTCIIJICKTA; JOCTYITHBIC A3BIKA pa3pa60TKH; oa-
JACPKMUBACMBIC LICJIEBBIC HJ'IaT(l)OpMBI; JIMICH3UA U LICHA.

MonyunTb TpeboBaHuA
nonb3osarens
O6paboTaTb oTAENbHOE
TpeboBaHue

[Ecnun obszaTenbHoe TpeboBaHue]

[Ecnn HeobazaTenbHoOe TpeboBaHue]

OueHUTb ABWMKKM
cornacHo
TpeboBaHuo

WCKAoUNTb 4 BUKKN
He COOTBeTCBYIO LME
TpeboBaHuto

[Bce TpeboBaHuMA 06paboTaHbl]

OtcoptuposaTb
OCTaBLUIMECA ABUKKM NO
peiTuHry

BbiBeCTH pesynbrat

Puc. 1. luarpamma nesTeNbHOCTH C aJITOPUTMOM
paloTHI IPHIIOKEHHS

Tab6muna 1

[IpuMep UCHIONB30BaHMUSI METOa BBIOOPA CPEACTB Pa3pabOTKH

XapakTepucTHKA TpeOGoBanue Unity Unreal | MonoGame | Construct 2
Pexxum penaepunra 3D v v Vv X
3BYKOBOM JABUKOK v Vv Vv Vv
OU3NYECKUil TBUKOK v Vv Vv Vv
Urposoii 11 X (0) v (+1) X (0) X
[eneBoii xaHp RPG v v v v
SI3bIK pazpaboTKH C# i JavaScript v v v v
Wuterpamus ¢ IDE Visual Studio v v v X
OC mis pa3paboTKu Windows v v v v
[enesbie wiaThopMbl Windows, OSX v v v v
Ilena becrutatao V4 V4 v X
LeneBas aynuropus Jst mpodeccuoHanon v v v X
KauecTBo noxymeHTanuu 3 3 3 3
YpoBeHb coolIIecTBa 3 2 1 1
Hutepdeiic moap3oBarens 3 3 2 3
VcTopus npumMeHeHus 3 3 2 0
Pe3yabTupyrommii pedTHHT 12 12 8 He noaxoaut
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3afaTb Tpebyemble XapaKTePUCTUKMN ABUKKA
MonyunTb CNMCOK peKomeHaaL uit
MepeliTi Ha caiT ABUIKKa

Puc. 2. luarpamma npeneneHToB
JUTSL pa3pabaThiBAEMOT0 MPUIOKEHUS

OOO0CHOBaH aJTOPUTM BBIOOPA CPEICTB HA OCHOBE
MIPOCTOTO MTPUHIIMIA PEUTHHIOBOTO OLICHUBAHUSL.

OcHOBBIBasiCh Ha COOpaHHOM 0a3ze NaHHBIX C Xa-
PaKTEpPUCTUKAMH COBPEMEHHBIX CPEICTB pPa3pabOTKH
KOMITBIOTEPHBIX TP, a TaK)Ke aJrOPUTMOB ITOUCKA OI-
TUMaJIbHBIX (PAalMOHATIBHBIX) BAPUAHTOB OYJET CO3JaHO
MIPUIIOKEHUE JUTS TIONJCPKKU TPUHATHUS PELICHHH M0
BEIOOPY CPENCTB B 3aBUCUMOCTH OT TPEOOBAHMIA IPOEK-
ta. KpoMme Toro, 3To mpuioxeHue OyJeT moaiepKuBaTh
nporiecc (OPMUPOBAHUSI MHOXKECTBA TPEOOBAHHS IS
HEJIOCTaTOYHO OIBITHBIX Pa3pabOTYMKOB HIP.
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AHAJII3 XAPAKTEPUCTHUK TA BUBIP 3ACOBIB PO3POBJIEHHSA
KOMIT'IOTEPHUX IT'OP

M. B. Moszoguii, B. C. Xapuenko

CTatTTiO TIPHUCBSIYCHO PO3POOIICHHIO METOY Ta JOJATKY Ul MPOCKTHO-OPi€HTOBAHOTO BHOOPY 3ac00iB CTBO-
PEHHsI KOMIT'IOTEPHUX irop abo rpalibHUX pyHIiB. AKTyaJbHICTH OOpaHOI TEMAaTHKUA OOTPYHTOBAHO Ha OCHOBI Cy-
YaCHOI CTATHCTUKU PHHKY KOMIT FOTEPHHX irop. B cTaTTi BH3HAUYEHO OCHOBHI MOHSATTS, TMOB’sA3aHi 3 MPEIAMETHOO
00J1acTIO0, OOTPYHTOBAHO Ta MPOAHAII30BAaHO OCHOBHI XapaKTEPHCTHKH Cy4acHHX 3aco0iB po3poOJieHHs. 3arpomno-
HOBaHO MeTOJ] BUOOpY 3ac00iB pO3pOOKU B 3aJICKHOCTI Bijl IIPOSKTHUX BUMOT. 3alpOIOHOBAHHUN METO]I MPOLTIOCT-
POBAHO MPUKIIATIOM BHOOPY ONTUMATBHOTO 3ac00Y PO3POOKH 3 YOTHPHOX MOMYJISAPHUX TPATbHHUX PYIIIiB.

KirouoBi ciroBa: KOMIT'FOTEpHI irpH, 3aC00U pO3pOOKH, TpaibHI PYIIIii, pO3pOOJICHHS iTOp.

ANALYSIS OF THE CHARACTERISTICS AND THE CHOICE
OF COMPUTER GAME DEVELOPMENT TOOLS

M.V. Mozghovyi, V.S. Kharchenko

The article is dedicated to development of the method and application for project-oriented choice of computer
game development tool (i.e. game engine). Relevance of the chosen subject is justified by modern statistics of the
video games market. The paper defines the basic concepts related to the application domain. The main characteris-
tics of the game engines are identified and analyzed. The method of choosing game engine depending on project
requirements is offered. Offered method is illustrated by an example of choosing optimal development tool from
among the four popular game engines.

Key words: computer games, development tools, game engines, game development.
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