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AHHOTaAMSA

Kypc pa3paGoTuvka KOMITBIOTEPHBIX Wrp» — TOHSITHOE
MPaKTUUECKOE PYKOBOJCTBO JUISI TEX, KTO XOUeT HAYIUTHCS CO3IaBaATh
urpsl ¢ Hys. Kaura mar 3a maroM MpoBOIUT YUTATeNsl Yepe3 Bech
MyTh: OT UJIEH U OCHOB relM/IM3aliHa 0 POrpaMMHUPOBaHUs, paOOThI
C IBWXKamH, (PU3MKH, aHUMAaIuH, WHTepdelica, HUCKYCCTBEHHOTO
VHTEJUIEKTa BparoB, 3ByKa, CETEBOM WIpHI, ONTUMHU3AIMN U
MyOIMKAIMK TOTOBOTO MPOEKTA.

Kaxpas u3 20 r1aB 00bsCHSIET TEMY POCTBIM S3BIKOM, TTPUBOIUT
npuMepsl komga (B ocHoBHoM Ha C# mna Unity) u mpemsaraert
KOHKpPETHbIE 3a[aHus ¢ pa3dopoM pelieHUi. YnTarenb y3HaET, Kak
YCTpOEHA UHAYCTpPUsl, KaK CTPOUTHh YPOBHH, COXPaHATh IIporpecc, He
JOMYCKaTh TUIMMYHBIX OMIUOOK M JOBOAUTH UTPHI 0 KOHIIA.

Kypc nomxoaut HOBUYKaM U TeM, KTO yke TpoOOBaJl AejiaTh UIPHl,
HO XOYeT CUCTEMHBIX 3HaHWU. Lleib — He TOJBKO TMOHSITh TEOPHIO,
a cobOparb MOpT¢OIMO U3 3aKOHUYEHHBIX HEOOJBIIMX IMPOEKTOB U
YBEPEHHO JIBUTaThCs AajIbllle B MHIM-Pa3pab0TKy WU CTYIIHIO.
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CucreMbl COXpaHEHHS U TaHHBIX
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BBenenune

Jlo6po mokaioBath BO BTopoe uznanue «Kypca pazpadoruu-
Ka KOMITBIOTEPHBIX UT'P». ITO MPAKTUYECKOE PYKOBOJICTBO IPO-
BEJIET BAC OT MOJIHOI'O HOBMYKA JI0 CHELMAJIUCTA, CIIOCOOHOIO ca-
MOCTOSITEJIbHO CO3/1aBaTh KOMMEPUYECKUE UTPOBbIE MPOEKTHI.

WNupycrpust BUgeourp — OAHA U3 CaMbIX JUHAMUYHBIX OT-
pacneii IT. Cpoc Ha KBaTM(DUIIMPOBAHHBIX Pa3pabOTUMKOB CTa-
OUJIPHO BBICOK, a IyTh B TPO(ECCHIO OTKPHIT KAKAOMY, KTO TO-
TOB CUCTEMHO YUUTLCS U MHOTO MIPAKTUKOBATHCS.

B 3TOM M31aHMM 3HAYMTETHHO paCIIUPEHbl MPAKTUYECKHE 3a-
nanusi. Kaxnas riaBa cogepxut 6—8 3a1aHuil pa3HOM CJI0KHO-
CTH: OT MPOCTHIX YNPAXHEHUA OO MHUHHU-IIPOEKTOB. PekomeH-
JIyETCsl BBIMOJIHATH 3a/laHUs TIOCTIEIOBATEIbHO U COXPAHSATDh pe-
3yJbTaThl B MOPTROIHO.

Brl uzyunTe Bech MUKII pa3pabOTKU: TeUMIU3aiH, MaTeMaTu-
Ky, ITporpammupoBanue, 1eukku Unity u Unreal, pusuky, anu-
mauuio, UL, W, ypoBHH, 3BYK, CETh, ONTUMU3ALIMIO, ITPOLIELYP-
HYIO TeHepaluio, apXUTeKTypy Kojia U MyOIMKaIHIo.

Pexomen 1yemblil TeMIT — OfIHa-/IBe IJIaBbl B HEJIEITIO C 00s13a-
TEJIbHBIM BBITIOJTHEHHEM MPAKTUYECKUX 3adaHnii. K KoHIy Kypca
y Bac OyzeT nopt¢oaro U3 HECKOIBKHUX 3aKOHYEHHBIX TTPOEKTOB.

Haunnaem.



I'naBa 1. BBenenue B
HHIYCTPHUIO KOMIILIOTEPHBIX UI'P

1.1. UcTopus u coBpeMeHHOeE
COCTOSIHME MHAYCTPHH

KommnbloTepHbie Urpbl MPOIILIM MYTh OT MPOCTHIX apkaf 1970-
x (Pong, Space Invaders) 10 cioxHbIx A AA-POEKTOB ¢ OroIKe-
TaMU B COTHA MUJUTMOHOB JIOJUIAPOB W WH/IU-XUTOB, CO3AHHBIX
HeOOJIBIIIMMY KOMAaHIaMHU.

1970-1980-e: apkanpl, nomaiHue koHcou (Atari, NES), ro-
SIBJIEHHE TIEPCOHAJIbHBIX KOMITBIOTEPOB

1990-e: 3D-rpaduka, myrtepbl ot nepBoro Jymna (Doom,
Quake), poneBblie Urpbl

2000-e: onnaitH-urpsi, MMORPG, tiudppoBast quctpudyims
(Steam)

2010-2020-e: moOwIbHBIE UTPHI, free-to-play, live-service,
VR/AR, nHau-6ym

Ceronns uHaycTpus BKJIoyaeT AAA-ctyauu, mid-core u
casual-cerMeHTbl, UHIU-Pa3padOTINKOB, MOOWIBHBIA PHIHOK U
HOBBIE TIAT(POPMBI.



1.2. Posiu B KomMaHie pa3padoTKu

CoBpeMeHHBII UTPOBOW MPOEKT — 3TO KOMaHAHas paborta.
OcHOBHBIE poJu:

[eiimauzaiiHep — MexXaHMKH, OanaHc, mporpeccusi, GDD

[Tporpammuct (gameplay, engine, tools, network, Al)

Xynoxnuk (2D/3D, konuent, Ul, VFX, anumanust)

CayHa-au3aiiHEP U KOMIIO3UTOP

[Ipontocep / MeHeTkep MpOeKTa

QA-Tecrep

Texnunueckuit xynoxxHuk (Tech Artist)

B vHAM-KOMaH/1aX O/IMH YEelOBEK YacTO COBMEIAET HECKOIb-
KO pOJIeu.



1.3. 2Kn3HeHHBIN ITUKJI
HI'POBOrO MPOEKTA

Konuenr u npe-npopakiy: uaes, npororurn, GDD, oneHka
[TponakiiH: BepTUKaIbHbINA cpe3 — anbda — Oera
[TonupoBka u TecTupoBaHue

Penu3: Ouizipl, Mara3iHel, MApKETUHT

Iocr-penns / live-ops



1.4. UrpoBble ABHKKHA U HHCTPYMEHTbI

Unity — C#, kpoccruiatpopmeHHbIN, omiydeH i 2D/3D u
MOOMJTBHBIX

Unreal Engine — C++ u Blueprints, moriHas rpagpuka, AAA

Godot — oTkpbIThIi, JErkuid, GDScript/C#

Git, Jira/Trello, FMOD/Wwise, Asset Store



KiroueBble TepMUHBI

AAA — KxpynHble BRICOKOOIO)KETHBIE TIPOSKTHI

GDD (Game Design Document) — JOKYMEHT redMIu3aiiHa
Vertical Slice — MmosHOCTBIO MPOPaOOTAHHBIN KYCOK UTPhI
MVP — MHHUMAaNBHO KU3HECHOCOOHBIA TPOAYKT



IIpakTuyeckue 3aaHusl

CocraBbTe cMCOK U3 15 urp pasHeIX KaHpoB U 3M0X. s
KaKJI0M YKaXXUTe IoJl BBIXOJA, IUIaT(popMy 1 OJHY KJIIOUEBYIO MH-
HOBALIMIO.

Bribepute 3 mobumble urpsl. s Kakaoi onuinmTe, Kakue
posiu (IPOrpaMMHUCT, XYAO0KHUK, TeiiMIu3aiiHep U T.1I.) BHECIU
HAUOOJBINUE BKJIA] U TIOYEMY.

Hapucyiite cxemy *KHU3HEHHOIO LIMKJA TMIIOTETUYECKON WMH-
JU-UTpbl HA 6 Mecs1eB (ITarbl + MPUMEPHBIE CPOKH).

Ycranosute Unity Hub u cozpaiite mycron 3D-nipoekt. U3y-
yute unrepdeiic: Hierarchy, Inspector, Project, Scene, Game.

Vcranosute Unreal Engine (mim Epic Games Launcher) u
cospaute mmycron npoekT Third Person. CpaBHute nnrepdeinc ¢
Unity.

3apeructpupyiitech Ha itch.io u Steamworks (vu XoTs1 Obl
u3yunTe TpeOOBaHUS MyOIMKAIUK ). 3aUIINATE 5 KIIIOUEBBIX OT-
JIMYUN TIaThOpM.

Haiiaure 3 Bakancum junior game developer / gameplay
programmer. Beimuinure TpeGyemble HABBIKM U CPABHUTE C TEM,
YTO YK€ 3HaeTe.

MUHU-TIPOEKT: HaNMILIUTE OJHOCTPAaHUYHBbII «pitch» cBoeit
Oyay1ueii Urpsl (Ha3BaHUe, KaHp, 1ieeBast ayJUTOPHS, YHUKAIIb-
Hast 0COOEHHOCTB, I1atgopma).



I'naBa 2. OcHOBBI reiM/ I3 aiHa

2.1. Uto Takoe reiMan3anH

[eiimau3aiiH — MpPOEKTUPOBAHME MPABUII, CUCTEM U OIIbITa
urpoka. Xoporui reiManu3aiHep IyMaeT O pelieHusIX UrpoKa,
SMOIMAX ¥ MOTUBAIIUM MTPOJIOJIKATH UTPATh.



2.2. Moaear» MDA

Mechanics — npaBuia, cUCTeMbl, JOCTYIHbIE JEUCTBUS

Dynamics — noBeJieHre CUCTEM BO BPEMsI UTPbI

Aesthetics — MO ¥ OITYIIEHUST UTPOKA

Jln3aiiHep HAYMHAET C KEeJIAeMOU ICTETUKHU U TIONOUPAET Me-
XaHUKU.



2.3. UrpoBou muka (Core Loop)

[oBTOpsIOMIMIACS MK AEUCTBUE — Harpaja — pa3BUTHE
— HoBoe peiictBue. [Ipumepsi: Match-3, myrep, crparerus,
roguelike.



2.4. bajaHc 1 CJI0KHOCTD

Kpusasd cinoxnHoctu

Puck / Harpaga

JIOMUHUpPYIOIIME CTPATErUU U KOHTP-IUKU
OnOopauHT 1 00yveHre yepe3 reimIuien



2.5. Iokymenranusi: GDD

O630p u high concept

LeneBas aynuropus 1 miaTgOpMsbl
Core gameplay u cucremsl
IIporpeccus u mera-urpa
Happartus u mup

TexHuueckre orpaHUYEHHs



IIpakTuyeckue 3aaHusl

Paz6epute modbumyio urpy mo moxenu MDA: Buimummre 5
MEXaHUK, 3 TUHAMUKU U 4 SCTETUKU.

Omnummte core loop cBoeil Oymymielt urpsl Ha 1 crpaHuIily
(cxema + TEKCT).

Hammimure one-pager (high concept) urpsl: Ha3BaHue, kaHp,
riatgopma, aynuTopusi, yHUKabHasA puda, pedepeHchl.

[Tpunymaiite cucremy nporpeccun st RPG v mytepa
(YpoBHH, HaBBIKH, OpyXHe). YKaKHTe, KaK n30eraere power
creep.

CocraBbTe Tabnuity 6anaHca 1151 4 BUIOB OpykHus (YPOH, CKO-
POCTPENIBHOCTh, MarasuH, OTJada, lieHa) — HO odopMure ee
CIIMCKOM, O€3 TaOJIULIBL.

Harmumure 10 mpaBui xopoiero oHOOpAWHTa Ha TpUMepe
JII000¥ N3BECTHOM UTPBHI.

Cozpaiite kpatkuit GDD (3-5 crpanwuir) nyist HeOosbIoit 2D-
Urpbl: Iiargopmep uian top-down mryTep.

MUHU-TIPOEKT: MPOBEANTE «OyMaKHbII MPOTOTUIT» MEXaHU-
KM (KapThl, KyOUKH, HACTOJIKA) 1 OMMIIKTE, YTO Y3HAIM O OaslaH-
ce.



I'maBa 3. MaremaTruka
i1 pa3padoTYuKa Urp

3.1. 3auemM Hy:;KHA MaTeMaTHKA

IlBukeHue, croiikHOoBeHMs1, kamepol, W, ¢usuka, rpadguka
— BCE 3TO MaTeMaTuKa B peajlbHOM BPEMEHHU.



Konen 03HaKOMUTEJLHOI'O
¢dparmenra.

Tekct npegocraBieH OO0 «Jlurpec».

[IpounTaiiTe STy KHUTY LIEJIMKOM, KYIIUB TOJIHYIO JIETATbHYIO
Bepcuio Ha Jlurpec.

Be3ormacHo oriaTuTh KHATY MOKHO OaHKOBCKOH KapToit Visa,
MasterCard, Maestro, co cuyera MOOMJIBHOTO TesiehOHa, C TiIa-
Te)KHOro TepMmuHaia, B cajoHe MTC wmm Cesa3HoOHM, uepe3
PayPal, WebMoney, Aunexc./lensru, QIWI Komenek, 60Hyc-
HBIMU KapTaMu WK APYTUM YI0OHBIM Bam crioco6om.
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