PykoBoacTBO Ans ansanHepoB Mno
yCTPOUCTBY Ha paboty B Targem Games

Bbl nobute Buaeourpbl BO BCEX MPOSBMAEHUAX, AaXe caMblX NapagoKcanbHbIX? Bol
pa3bupaeTecb B MexaHMKax KOMMbIOTEPHbIX, HACTONMbHbLIX M KAPTOYHbLIX Urp? Bl Bceraa
MeuTanu genatb KOMMbOTEPHbIE UTPbl U Aaxe cobpanu Ha KoneHke napy KapTt Ang
nobumon urpel? Torga Bbl 3aLUN B HY>XXHOE MECTO.

lenm-gusanHep 0QHOBPEMEHHO 3aHMMAETCS U OOBONbHO abCTpaKTHLIMK 3adavyaMin, Bpoae
HanNMcaHusa OKYMEHTOB, ONUCAHUSI MEXaHNK 1 POPMYITMPOBKN TEX3adaHUA 151 XyO0XKHUKOB
N NPOrpamMMmnCTOB, 1 MakCUMaribHO KOHKPETHbLIMU 3agavyamu, BpOAe NPOnUcbiBaHms
napamMeTpoB KaXkdoro napameTpa KaXkaowm geTarnbku U pacCTaBMEeHMIO SLLMKOB Ha ypoBHE. To
€CTb, renM-gm3anHep 3ag4encTBOBaH BO BCEM NPOLIECCE CO3AaHNSA UrPbl U OTAENbHbLIX eé
3NeMEHTOB: OT CO3aHnA KOHLerNTa, 4O KOHKPETHOW peanusauun. U, noxanyn, rnasHoe.
[nsanHep - 310 YenoBek obnagaroLnin BUAEHNEM, CMOCOBHbIN 3TO BUAEHNE OOHECTU OO
apyrux paspaboTynkoB 1 aprymeHTUpoBaHHO ero o60ocHoOBaTb. He noMellaeTt Takke u
3HaHME aHITIMIACKOrOo A3blka N HEKOTOPble (byHOAMeEHTanbHbIE 3HAHUS O CO34aHUN UTp.

Bce ewye nHtepecHo?
[nsa Ha4Yana cTouT udyunTb MHpopmaLmo 06 MHAYCTPUN:

e YyuTante Gnorn n TemaTvyeckme caiitbl, NOCBSILLEHHbIE pa3paboTke Urp
e YuTanTe NoCTMOPTEMbI YCNELLUHbIX NPOEKTOB.

lMone3Ho NoynTaTb KHUTK:
HavanbHbI ypoBeHb

e Andrew Rollings and Ernest Adams “on Game Design”.
e Ernest Adams “Fundamentals of Game Design”.
e Game Architecture and Design “A New Edition by Andrew Rollings”.

CpeaHui ypoBeHb

e Jesse Schell “The Art of Game Design: A book of lenses”.
e Raph Koster “Theory of Fun for Game Design”.

MpoaBUHYTBLIN YPOBEHb

e Katie Salen Tekinbas (Author), Eric Zimmerman “Rules of Play: Game Design
Fundamentals”.

e Katie Salen Tekinbas (Editor), Eric Zimmerman “The Game Design Reader: A Rules
of Play Anthology”.


http://www.gamasutra.com/
http://www.gamedev.net/
http://www.gamasutra.com/features/postmortem/

Mbl ncnonb3yem cob6CTBEHHbIV ABUXKOK, HO NPUBETCTBYEM 3HAHUE NONYNAPHbIX
penakTopoB Urp U ONbIT CO34aHnsa MogoB unm KapT K HAM: Unity, Unreal Engine, Crytech,
na T1oT ke RPG Maker.

Ot Bac noTpebyroTcs NPUMEPLI KAaKNX-TO pearibHbIX pabdoT - CCbIfkM Ha peEno3nTopun ¢
KOAOM, CO3[laHHble BaMW KapTbl, MOAbI UK gaxe urpbl. Beab ecnu Bbl AENCTBUTENBHO
nobute urpbl 1 XxoTnTe pabotaTte Hag UX co3gaHneMm, TO BPSIA N YAEPXUTECH OT NopbiBa
cAoenarb YTO-TO camocToATenbHO. He TpebyeTcs kavecTBa aKkCTpa-knacca, caMo yMeHne
A0BOANTL 4eNo A0 KOHLA M OTBETCTBEHHOCTL 3a Ka4eCTBO paboTbl Mbl LLEHUM HE MEHbLUE,
4YeM TBOPYECTBO W reHuarnbHble UOEN.

MonesHo ByaeT npucnaTb He TONbKO CCbISIKY Ha Ball MOZ UIN KapTy, HO U
[AEMOHCTPaLMOHHOE BMAEO - 3TO YBENUYUT LLIAHCHI Ha MPOCMOTP.

Ha cobecegoBaHumn moryT 6bITb, HANPUMEP, Takne BONPOChHI:

Yrto Takoe 6anaHc? A xopoluni 6anaHc? A KakuMmn MeTogamm ero MoXxHo oooutbca?
Yto Takoe paH?

Uem oTnnyaeTtcs Knaccoasi porieBasi CMctema oT CKUNOBON?

YT0 Takoe counterplay?

Kakas MmoHeTusauus y aTom urpbi?

Takxke BaMm npuaeTcs GbITb FOTOBLIM OTBEYATb Ha BOMPOCHI O AM3aiiHe OAHON U3 aKTyarnbHbIX
urp.

YTto genaTb ganble?

Ecnu Bbl cuntaeTe 4TO roToBbl K cobeceqoBaHuMIO, TO OTNpaBnsnTe pes3toMe Ha agpec
job@targem.ru. N He cTecHANTECH NOXBacTaTbCA NpUMEpPaMM CBOEro AM3aliHa.

Ynoauun!



