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Annomayus. PaccMOTpeHbl HECKOJBbKO JBMIYKKOB, HCIIOJIB3YIOILMECS A pa3pabOTKU UIp.
Pa3pa®oTunky MCIONB3YIOT WIPOBBIE JBHXKM B KaueCTBE HMHCTPYMEHTa [UI YIpaBJICHUS
CJIOKHBIMH aclleKTaMH UTPOBOTo Mpolecca. B crarbe onucanbl Heckonbko ABMKKOB: Unity, Unreal
Engine u Cry Engine, uroObl BbIOpaTb HaWJIy4yIIMM /i1 HAYaJbHBIX 3TaloB pPa3pabOTKH.
HccnenoBanue mokazano, 4ro Unity — TNOAXOAAIMHA JBHXOK JUIsI HEOONBIIMX KOMaHJ
paspaborunkoB, Unreal Engine npeaHasHadyeH g pa3paOOTKM BBICOKOKAYECTBEHHBIX HIP C
MHTEHCUBHOW rpadukoil, B To BpeMs kak ocobeHHocTh Cry Engine 3akitodaercs B CO3JaHHUU
PEANNCTUYHBIX IPUPOIHBIX CPE.

Abstract. This article discusses several engines used for game development. Developers use
game engines as a tool to manage complex aspects of the gameplay. The article describes several
engines: Unity, Unreal Engine and Cry Engine to choose the best one for the initial stages of
development. Research has shown that Unity is a suitable engine for small development teams,
Unreal Engine is designed to develop high-quality games with intense graphics, while the feature of
Cry Engine is to create realistic natural environments.

Knrouesvie cnosa: nBMXKH, pazpaboTka, aHaTu3, TaTdopma, CpaBHEHHE.
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HPpOBLIC JABHKKH IIO3BOJIAIOT pa3pa6OTqI/IKaM CcOo31aBaTb HUI'pbl THOKUM )51
CTaHAAPTU3UPOBAHHBIM CIIOCOOOM. HCCMOTpH Ha TO, YTO CYLICCTBYCT IJ_II/IPOKI/Iﬁ CIICKTP CBO6OI[HO
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pacnpocTpaHaeMbIX IUIATGOPM C OTKPBITBIM HCXOAHBIM KOJOM, MHOTHE KpYIHbBIE CTyIUU
IPEANOYNTAIOT pa3paldaTbiBaTh COOCTBEHHBIE pEIICHMs] s BHYTPEHHEIO MCIOJIb30BAHUS.
CymiecTBYIOT TakKe MOMYJISPHBIC JIBHKKH C 3aKPBITHIM HCXOAHBIM KOJIOM, JTOCTYITHBIE IyOJIUYHO,
takue kak Unity, Unreal Engine u Cry Engine [1]. Ilpu Hanucanum ABMKKa pa3pabOTYMKH MOTYT
HACTPOUTh €r0 B COOTBETCTBUM C TPEOOBAHUAMH K MPOM3BOAUTENBHOCTH WM (DYHKIIMOHAIBHBIM
BO3MOXKHOCTSIM OIPE/IETIEHHOW UIPbl WJIM MTPOBOTO KAHPA, YTO MOXET JaTh UM IPEUMYLIECTBO
nepea KoHKypeHTamu. OHaKo HEJOCTAaTKOM 3TOTrO Ipolecca pa3paboTKH SBISIETCS TO, YTO OH
MPEIATCTBYeT 00MeHy MH(popManuei, KoTopas Moria Obl OBITh MOJE3HOM AJISi BCEr0 COOOIIecTBa
pa3paboTuukoB urp. B crarbe BbINONIHEH aHanu3 CBOOOJHO pacHpoCTpaHseMbIX MIardGopm c
OTKPBITHIM UCXOIHBIM KOZIOM (IIEpEUUCIIUTh ), IPUBEIEHBI UX JOCTOUHCTBA U HEJOCTATKH.

B nHacrosmiee BpeMsi CyIIeCTBYET MHOXECTBO Pa3IMYHBIX PEHICHUH [UIs pa3paboTKH UTp U
CIOCcO0OB pealM3aluy UTPOBBIX INPOEKTOB, KAKABIH M3 KOTOPBHIX MMEET CBOM JOCTOMHCTBA H
HenocTatku. s co3maHusl Urpbl HYXKHO HaiiTu miardopmy, KoTopas OyaeT MOAXOIUTh I10
HECKOJIbKMM TPeOOBaHMSIM: YJOOCTBO HCIOIb30BAHUS, HAIMYUE JOKYMEHTALMN Ha PYCCKOM S3BIKE,
HAXOAWTHCS B CBOOOAHOM noctyme. Jlns aHanmu3a ObUTO BBIOPAHO TPHU MPOTPAMMHBIX MPOIYKTA.
Unity, Unreal Engine u Cry Engine — 3T0 MouIHble HTPOBBIE ABMKKH, KOTOPHIE HCIOIH30BAIHCH
IUI CO3JJaHMS CaMbIX MOMYJISPHBIX U NPU3HAHHBIX KPUTHKAMHU BHJICOUTD 3a IOCIEAHHUE TOJbI.
Kaxiplif 1BUKOK UMEET CBOM CUJIbHBIE U CJ1a0ble CTOPOHBI, KOTOPBIE JEJIAI0T €ro MOAXOISAIUM A1
pa3pabOTKN pa3TMYHBIX TUIIOB UTP.

Unity — 3TO MIMPOKO HCHOIB3YEMbIH UTPOBOM TBUKOK, KOTOPBIA MOMYISPEH IJIs CO3IAHUS
MOOMWIBHBIX U 2D-urp. OH mpejaraer NMOHATHBIM MHTepdeidc U MPOCT B UCIOJIB30BAaHUM, YTO
JieflaeT ero MOMYJIAPHBIM Cpeau HeOOJIbLIMX KOMaHJ M He3aBUCUMBIX pa3paboruukoB. B Unity
TaK)Ke €CTh HAJEKHOE XPaHWIHIIE PECypCcOB, KOTOpoe olierdaer pa3paboTdyuKaM CO3JaHHE T,
MOCKOJIBKY MM HE HYKHO HaymHath ¢ Hyma. OnpHoW w3 CcuibHBIX cTopoH Unity siBisieTcs
CIOCOOHOCTh TMOJICP)KUBAaTh MHOXKECTBO Iiardopm, Bkmodas IIK, mMoOuipHBIE yCcTpOHCTBa M
koHconu. Eme onHuM BakHBIM  (pakTOpoM ABISEeTCS HaJduuyue OOoJIbLIOro  cooOliecTBa
pa3pabdOTYNKOB, KOTOPHIE AKTHBHO OOMEHMBAIOTCS OIBITOM M NPEAOCTABISIOT OOMIMPHYIO
JOKYMEHTAIIMIO ¥ YPOKH IO UCTOIb30BaHMI0 Unity.

Unreal Engine — 53T0 urpoBOil JBM)XOK BBICOKOTO KJacca, KOTOPBIM TakXke IIHPOKO
ucrnonb3yercs B MHAYCTpuM. OH M3BECTEH CBOEH BBICOKOYPOBHEBOH rpadukoil u sBIsSEeTCA
JBIDKKOM Takux urp, kak Fortnite m Gears of War. JIBmxok Unreal Engine Taxke OTIIMUHO
MOJXOAUT JUIS CO3aHUsI KPYITHOMACIITAOHBIX UTP C OOHIMPHBIM OKpYKeHHeM, Takux kak RPG c
oTKpbITBIM MupoMm (https://unity.com/ru/). Unreal Engine Taxxe NnpenocTaBiseT paclIMpeHHbIE
MHCTPYMEHTHI JUIsl aHUMAllMM U MOJeNupoBaHus 3D-nepcoHa)kei, 4To JenaeT ero MOoMyJIspHbIM
BBIOOPOM I CO3JaHMsI UTP CO CIOXKHOW WIPOBOM MEXaHMKOM. DTO MaeanbHas miargopma, HO
TOJIBKO €CITH BBl — PO ECCHOHATEHBIA TIPOTPAMMHUCT.

Cry Engine — wu3BecreH cBoell mnpopaboTaHHOW Trpadukoil, 0COOEHHO peaTuCTUYHBIM
O0TOOpaXXEHHEM MNPUPOAHBIX yciaoBHH. C ero MOMOIIbI0 MOXHO CO3JaBaTh IMEH3aXH, a TaKKe
OoJblIIME U peaTMCTUUHbIE TPOPa0OTaHHbIE UIPOBBIE MUPBI. J[BUKOK YacTO UCHONb3YETCs JUIS UTP
OT TIEPBOTO JIMIIA, KOTOpPBhIE TPEOYIOT PEATMCTUYHOTO JAETATBHO MPOPaOOTAaHHOTO OKPYKCHHS M
npoasunyToi ¢pusnku [2]. Cry Engine mo3BomsieT co3naBarh UTPphI ¢ (HOTOPEATUCTUIHON rpadrKoOi.
IIpy 1OKHOM yYMEHMM MpPOEKThI, KOTOpble pa3padoTaHbl C €ro IOMOIIbI0, MPEBOCXOIAT IO
kauecTBy JitoOble urpsl Ha Unreal Engine mim Unity. J[BUXoK copep>XuT (pyHKIIMOHATIBHBIH realtime
renderer, TIO3BOJISFOIINI OBICTPO MCHBITATh TOJIBKO YTO CO3AaHHBIA YPOBEHb WIIH UTPOBYIO CIICHY.
Bce marepumanbl, OJTy4YeHHBIE B XOJ€ aHAIM3a, MO3BOJSIFOT ONPENEeNUTh IardopMmy, Hamboee
MOJXOASIIYIO JUIsl IPUMEHEHHUsI B KOHKpEeTHOU obnactu pa3paboTku (Tabnuiy).

(B
E Tun nuyensuu CC: Attribution 4.0 International (CC BY 4.0) 251



broemens nayxu u npaxkmuxu [ Bulletin of Science and Practice T. 9. Ne7. 2023

https://www.bulletennauki.ru https://doi.org/10.33619/2414-2948/92
Tabmmma
CPABHEHME ITJIAT®OPM AJI1 PASPABOTKU UT'P
Jlocmouncmea Heoocmamxu
Unity — ObICTpast KOMITHJISIINS; — CJIOKHAsl UHTErpalys B
— XOpOIIIasi JOKyMEHTAIHS, KOHKPETHYIO BEIUYUCIIATEIBHYIO
— BCTPOCHHBIN Mara3wH acCETOB; CUCTEMY

— KOHCTPYKTOP LLIEHAEPOB.
— BCTPOEHHAs IporpaMma 1o cozaanuio 3D moneneit

(3D Builder)
Unreal Engine  — BcTpoeHHOE BH3yaJIbHOE MPOrPAMMHPOBAHUE; — BBICOKHE TPEOOBAHUSI K HABBIKAM
— OTKPBITBIN UCXOMHBIN KO pazpaboTunka

—YHHBEPCATLHOCTh — TIO3BOJISIET CO3/1aBaTh JIAXe
cnemGhEKTH K PrIbMaM;

Cry Engine — IMUPOKHUEC BO3MOXKXHOCTH 10 pa3pa60TKe BUACOUTPp U  — HEAOCTATOYHASA TCXHUYCCKaA
MOoAACPIKKa CaMbIX MCPCAOBBIX TeXHOJ'IOFHfI; MOoAACPIKKA.
— ACTAIIM3UPOBAHHBIC TCKCTYPHI

Takum o0pa3zoM, wuccienoBaHMe NOKazano, uyto Unity — MNOAXOAAIMI JBMXKOK JUIs
HEOOJIBIIMX WHAM-KOMaHJ U MoOuinbHbIX urp, Unreal Engine npennaszHaueH ans pa3paboTKu
BBICOKOKAQUECTBEHHBIX MI'P C MHTEHCHBHOH Trpadukoi, B TO BpeMs kak ocobenHocts Cry Engine
3aKJIIOYAEeTCSl B CO3JAHUM PEATMCTUYHBIX TNPUPOAHBIX cpeld. Bpibop TOro, kakoil JBUKOK
UCIOJIb30BaTh, B KOHEYHOM CUETE 3aBUCHT OT IMOTPEOHOCTEH WUIpBI, KOTOPYIO BBl CO3JaeTe, U
KOMaH/1, KOTOpble HaJ Heil paboTaroT.
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