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Stations: Weicome | 1] 21314516l 7182wl 12)13]14]15) 8

& Sefection Mode v

Window fools Buid
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{3 Message Log
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Actor

>

Help

2

-

Intro to UE | Urveal Engine 5§ 7 Documentation | Epic Developer Community

Weicome to Unceal Engine - a powerful tool for creating 30 interactive experences. This level is designed to help introduce you to
the major features of UE and help to acclimate you 10 moving around inside the interface.,

Interface

The Unreal Engine interface has the following elements:

5 Content rowser 1 x
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v UEIntroProject Q

& AN n
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» Bm Developers
» B FustPerson
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UEintroProject
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@ * & [|tem Label

7 Details

{5 Zen Server v

v & Lyl IntroRoom (Edtor)
v B Brdge 001

& Blociong Volume
& SM_Cubel2
& SM_Cube36
& SM_CubetS
& SM_OuacterCyhinder8
& SM_QuarterCylinderS
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& SM_OuarterCylinder12
& SM_QuarterCylinder13
& SM_Ramp?

405 actors (3284 loaded)

P All Saved
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UECasts.com - UE5S Editor HotKey Cheat Sheet

Viewport Navigation
Movement - Standard
Movement - GameStyle
Movement - Maya
Zoom

Viewport Transformation
Translate
Rotate
Scale
Toggle Transform Mode
Clone Active Object
Vertex Snapping

Viewport Shortcuts
Focus on Selection
Wireframe View
Unlit View
Lit View
Grid Size Decrease
Grid Size Increase
Rotation Size Decrease
Rotation Size Increase
Mouse Coursor in Play Mode

Miscellaneous
Live Code Recompile
Detach from Viewport Play

Modeling Mode
Accept / Complete
Cancel active tool
Toggle Gizmo

Keys
LMB/RMB + Drag
RMB + WASD
Alt + LMB/RMB
Mouse Wheel

Keys
I
E
R
Spacebar

Alt + (Translate or Rotate)
v

Keys

Alt + 2
Alt + 3
Alt + 4

[

]

Shift + |
Shift + )
Shift + F1

Keys
Ctrl + Alt + F1

F8

Keys
Enter
Esc
A

Protip: Add spacebar hotkey for “Accept / Complete”

Modeling - Cube Grid Tool
Flip Selection

Decrease Power of Two
Increase Power of Two
Toggle Gizmo

Keys

Ctrl + Q
Ctrl + E

Modes
Select / Placement
Landscape
Foliage
Mesh Paint
Modeling
Fracture
Brush Editing
Animation

Level Editor
Hide Selected Object
Unhide All Hidden Objects
Editor FullScreen
Immersive Mode
Game View
Find in Blueprint
Snap to Floor
Snap Pivot to Floor
Snap Origin to Grid
Snap Bounds to Floor
Command Console
Clear Selection

Camera Shortcuts
Perspective View
Front View
Side View
Top View
Set Camera Bookmark
Jump to Camera Bookmark

Modeling - Shared Shortcuts
Decrease Brush Falloff
Increase Brush Falloff
Decrease Brush Size
Increase Brush Size
Decrease Brush Strength
Increase Brush Strength
Decrease Line Width
Increase Line Width

Shift
Shift
Shift
Shift
Shift
Shift
Shift
Shift

PO R S S S S
O N OB WN -

H

Ctrl + H
Shift + F11
F11

G

Ctrl + K
End

Alt + End
Ctrl + End
Shift + End

S~

ESC

Keys
Alt + G
Alt + H
Alt + K
Alt + J
Ctrl + -9
e-9

Keys
Ctrl + Shift + |
Ctrl + Shift + ]

]
ctrl + |

Ctrl + ]

Shift + =

Level

Blueprint Types

Blueprint

Blueprint Class

Widget Blueprint

Common Blueprint Classes

Actor

Pawn

Character

Player Controller

Game Mode Base

Actor

Scene

Component
Component

Common Blueprint Events

Event

Event

Event

Event

Event

Event

Event

Event

Event

Event

Event

Event

ActorBeginOverlap
ActorEndOverlap
BeginPlay
EndPlay

Tick

Destroyed

Hit

AnyDanage
PointDamage

RadialDamage

ActorBeginCursorOver

ActorEndCursorOver

Node Creation MotKeys
Branch Node
Comment Box Node
Delay Node
Sequence Node
Gate Node
For Each Loop Node
Multi-gate Node

Do °N’

Times Node

UECasts.com - UES Blueprint Cheat Sheet

Description

Each level has its own Level Blueprint which can reference and manipulate Actors within the level, control cinesatics, manage
level streaming, checkpoints and other level-reloted tasks. The Level Blueprint cen also interact with Blueprint Classes placed

in the level, such as reading/setting any variables or triggering custom events they might contain.

Blueprint Classes are ideal for moking interactive assets such as doors, switches, collectible items, and destructible scenery.

Typically used to extend s Cé+ class to allow for customization,

Extends UlUserNidget to create User Interface components for gase menus, user HUD, etc.

Blueprint Class Description Data Pin Color Description
An Actor is an object that can be placed or spawned in the
Soryd: Bool Boolean values of True or False
A Pawn is an Actor that can be controlled and receive input from Int Integer nusber (whole numsbers) ex: 5,
a Controller. nteger 7, 18
A Character is a Pawn that includes the ability to walk, run, :
fump, and more. Float Floating arithmetic number ex: 3.14
A Player Controller is an Actor responsible for controlling » stri String of text and characters ex: “My
Pawn used by the player. ring String*®
A Game Mode defines the game being played, its rules, scoring, Tronsforn Location, rotation and scale
and other faces of the game type. transformation
An ActorComponent is a reusable component that can be added to
sny sctor. Vector Vector of (X, Y, Z)
Component that has a scene transform (locetion, rotation, scale)
and can be attached to other scene components. Linear Color RGBA value of a color
Rotator -Roll (X), Pitch (Y), Yaw (2)

Event Description
Called when a collision/overlap between two actors with Genereate Overlap Events enabled is detected.

Called when two actors previously overlapped stopped overlapping.

Called for all Actors when the game/level is started. Any Actors spawned after game start have this called
immediately.

Event to notify blueprints this actor is being deleted or removed from a level.

Called on every frame of gameplay. (Can be computationally expensive)

Called when the Actor is destroyed. Note: Deprecated, use Event EndPlay.

Called when collision settings of one or more Actors involved have Simulation Generates Hit Events enabled.
Called when general demage is to be dealt. Ex: Enviornmentsl damage.

Represents damage dealt by projectiles, hit scan weapons, or even melee weaponry.

Called when parent Actor receives Radial Damage. Ex: Explosion damage or indirect damage.

Called when using the mouse interface and cursor is moved over an Actor,

Called when using the mouse interface and cursor is moved off an Actor.

Keys
B + LMB

D+ LMB
S+ LB
G+ LMB
F+LMg
N+ B
N + M8
0+ Lng
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« Green represents the Y axis,
@ * & |temLabel Typ
* Biue represents the Z axis. A Lvl_IntroRoom (Editor)
You can use transformation gizmos to move, rotate, or scale .p_ uv_nzrrwt:»m L0
actors. You can choose which type of gizmo you want to use by © BP_TemplateCube? £d
clicking its icon in the Level Viewport tocibar, which is located In © BP_TemplateCube8 £d
the upper-right section of the viewport. With one or more actors © BP_TemplateCubed Ed
selected, you can togghe between the different types of gizmos © BP_TemplateCubel0 £d
by pressing the Space Bar on your keyboard, © BP_TemplateCubel ) £d
& Plane
R+ O20 %2 MW AW 0% k2 W & Plane2
& Planed
£ Plancd
¢ & SM_Cubels
You can 1093 the visbilty of transformation gizmos on and off from o2 ShA Crheds
the Main Toolbar's Settings meny by enabling or Ssabiing the Show 413 actors (392 loaded)
Transform Widget option
Z Detalls x

ST Y et rew (I ey

Station Example

In this station, there are three cubes you can move around. Click
one of the cubes, choose a transform by using a hotkey or
clicking its icon in the viewport toolbar, then drag the colored
glzmo,

To leam more about moving objects, see Transforming Actors.

£ Ask questions and help your peers Loveloper Forums
Write your own tutorials o read those from others Learning
LiDrary
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You can use transformation gizmos to move, rotate, or scale & [Eng Volume
> -|c01'|| oume
actors. You can choose which type of gizmo you want to use by B Room Physics
. . " e ol ARt - 1Yo
clicking its icon in the Level Viewport tocibar, which is located in @ BP_Dangle s Ee
the upper-right section of the viewport, With one or more actors
selected, you can toggie between the different types of gizmos
by pressing the Space Bar on your keyboard.
L] O I R ' ' " !
v 16 ate"als 16Metal
You can 1oggie the visbilty of transformation gizmos on and off from J ';'?S -
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Tedtag Try chaaging s & Sphere8 4+ Add
gon »‘,".ff’" b

i Lk
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In this station, there are three cubes you can move arcund, Click
one of the cubes, choose a transform by using a hotkey or
clicking its icon in the viewport toolbar, then drag the colored

glzmo,

To leam more about moving objects, see Transfooming Actors. Q
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Bupgeowurpa: «D{)pm The Dark Ages»
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Custom Event s Progress Bar
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Ul Widget ®  — @ Target Health Bar @ —— @ Target
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Previous Health @  — @ O] @ Current Return Value @ ~——@
Max Health ® —— @ Add pin @ @ Target
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~ Cumrent Health @  —— @ ®
/" ——. - O» Interp Speed | 50.0
Max Health @  —— @ Add pin @
Return Value @ &
D D
m (> Previous Health | 0.0 O
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DOOM 1993
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Knaccbl 3KkBUBanNeHTHOCTW

80% - 200%
COMPLETELY HEALTH




Knaccbl 3KkBUBanNeHTHOCTW

60% - 79%
BLOODY NOSE,
HAIR SLIGHTLY MUSSED




Knaccbl 3KkBUBanNeHTHOCTW

40% - 59%
FACE SWOLLEN,
GRAMICING




Knaccbl 3KkBUBanNeHTHOCTW

20% - 39%
EYES SLIGHTLY
BLOODSHOT,
FACE DIRTY AND BLEEDING




Knaccbl 3KkBUBanNeHTHOCTW

1% - 19%
SIMILAR TO 20-39%,
BUT EVEN BLOODIER




Knaccbl 3KkBUBanNeHTHOCTW

0%
DIED STATE
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Console Commands

FPS Unit Stat Game Stream PS 0O

Show Collision Show NavMesh DebugBasicHUD
Ability System Audio Debuginfo SwitchShowCombo

Quest System Reset

Immortality_Hits Immortality_NoHits
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COMPETITIVE

Rank and Season Rewards

BRONZE SILVER GOLD PLATINUM DIAMOND GRANDMASTER CELESTIAL ETERNITY ONE ABOVE ALL
Her 1li-| Fer l1-| Ner |- Ner |- Her |- ler - fier H1-| UNRANKED 1R UNRANKED IR
RACK UP POINTS RACK UP POINTS

< 5
’ r
-~ 1 . 4
- -~ ) <
4 - ’ -
¢ = Y — . ! | -

Players in Gold and below can team up freely without any restrictions. For those in Gold | to Celestial tiers, teaming is limited to a maximum range of three divisions, Players in Eternity or One Above All tiers can
team with Celestial Il tier players within 200 points. However, if they exceed 200 points, the point difference must be less than 200.

fo A
A 4

=A)

GALACTA'S
PROMOTION

SEASON

GAME MODE CONCLUSION

D
A

The game can have multiple rounds, and the Upon season conclusion, rewards are given based
team that wins the most rounds wins the game. on the highest rank achieved. Players in the top
Cosmic Selection: When all players in the match 500 at the time of seasonal settlement will

Rack up points with every win and hitting 100 Amidst the entangled timestreams, the cosmos
points will level up your rank. Reach Eternity and grants you Chrono Shields against a rank
you'll need to keep active or face the penalty of descent. Only when these are depleted will you

are Diamond lll or above, each team gets to ban receive the "One Above All" Crest of Honor

losing points. truly fall to the lower rank 2 heroes before the match starts., reward.
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Knaccbl 3KkBUBanNeHTHOCTW

1% - 19%
SIMILAR TO 20-39%,
BUT EVEN BLOODIER
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«Dead Space'3,

Dead Space Remake

| paHUYHbIE
3Ha4YeHus

GOOD HEALTH

MyuHuManbHbLIN
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Bupgeowurpa: «Dead Space Remake»



Knaccbl 3KkBUBarieHTHOCTM
[ paHU4YHbIE 3HaA4YeHUA

@ Bce «nonocku» B urpe: HP, ctramnHa, maHa

@ Cuctema nporpeccuu (LVL, PaHr)

@ CKpbITbleé «MNOMNOCKN» (CUCTEMA CUMNATUN,
HakonneHune onbiTa Ang npegmMeToB U T.1.)

@ MIHTerpauma nrpoBbiX ouven ¢ UrpoBbIMA
nesancamu

YHUKaNbHble MEXaHUKN, KacaroLlnecs
rpaHUYHbIX 3HAYEHUN
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RESULTS

FALLGUYS

"SHOW SUMMARY

Bugeourpa: «Fall Guys»
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Name

ARC-TAN

Acey May

Aching Roil

Aegon's Dream

Anarchy

Asher's Rise

Birt's Bees

Bloody

Weapon

Type

Shotgun

Shotgun

SMG

Assault
Rifle

Shotgun

Sniper

SMG

Assault

Manu-
facturer

Torgue

Daedalus

Ripper

Vladof

Tediore

Maliwan

Viadof

Naedaliic

Elements

Content

Stone Demon

Base Game

Mercenary Day

Base Game

Base Game

Base Game

Base Game

RAace (ame

* Filters

Vault Card: Stone Demon
World Wide

Shotgun Poc
World Wide

Arjay
Upper Dominion

Vault Card: Mercenary Day
World Wide

AR Pool
World Wide

Horace
Hungering Plain

Primordial Guardian Radix
Vault of Radix

Sniper Poo
World Wide

The Oppressor
Dissected Plateau

SMG Pool
World Wide

Sludgemaw
Idolator's Noose

AR Pool

B A I I I S P R

Foundry Freaks

B B I N B

Rarity
Legendary Pearlescent
Elements
D & S % &
Weapon Type Vv
Manufacturer A
Daedalus Jakobs
Maliwan Order
Ripper Tediore
Torgue Viadof
Splash Damage
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: Name

ComplexAxe
ComplexSword
ComplexShortSword
tem_Axe

tem_Sword
tem_Potion
ComplexHealthHotion
ComplexEnergyPotion
tem_SimpleAxe
DataCurveExample
tem_SimpleSword

.
L

Type

Data Asset
Data Asset
Data Asset
Data Asset
Data Asset
Data Asset
Data Asset
Data Asset
Data Asset
Data Asset

Data Asset

Nativ

Data
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Data
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Data
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Data

Datal

Data
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PL BUILDJING
SIMULATOR

Bugeowurpa: «PC Building Simulator, Next Workshop DLC»
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pov: if someone decided to switch
to pc gaming

?_:1—"“_

\

#¥Tam price

gpu price r

N
.

bl 4

- ¥
storage price
| »~

J.

-
-
»
-
-

61



KoHdourypauum K 5

9 Pairwise Pict Online

An online service that easily generates pair-wise test cases.

2X5X3XAX2X2x2 = 960

It's powered by Microsoft Pict under the hood.

0S: Winle, Winll

CPU: Intel 13, Ryzen 3, Intel i7, Ryzen 9, Intel iS

RAM: 16, 32, 64

GPU: GeForce 1060, GeForce 4090 Super, Radeon 6500, Radeon 9600
HardDisc: SSD, HDD

Monitor: 4K, Ultra-Wide

InputDevice: keyboard, gamepad

0s CPU RAM GPU HardDisc Monitor InputDevice
Winl®@ Ryzen 9 32 Radeon 6500 HDD Ultra-Wide keyboard

1f [GPU] = "GeForce 1060" then [CPU] = "Intel 13"; Ei:i; iEE:i ig 23 22?:2:222@ Supzrs*mi g:D EE"‘EPad keyboard

- n 1 1 L

if [GPU] = "GeForce 4096 Super” then [CPU] = "Intel 19%; Winll Intel i7 32 Radeon 9600 HDD Ultra-Wide gamepad
Winll Intel i3 64 GeForce 1060 HDD Ultra-Wide keyboard
Winl® Ryzen 3 32 Radeon 6500 HDD 4K gamepad
Winle  Intel i3 16 GeForce 1060 SSD 4K gamepad
Winll Intel i7 16 Radeon 6500 SSD Ultra-Wide keyboard
Winll Ryzen 9 16 Radeon 9600 HDD 4K gamepad

n p“ Mcnon b3o BaH M M PICT: Winle Ryzen 3 64 Radeon 9600 SSD Ultra-Wide keyboard
Winll Ryzen 3 16 Radeon 6500 HDD Ultra-wide gamepad
w Winl® Ryzen 9 64 Radeon 6500 SSD Ultra-Wide gamepad
1 9 KOH¢M rypauMM I-I K I TeCTOB Winll Intel i9 16 GeForce 4090 Super HDD Ultra-Wide gamepad

Winle  Intel i3 32 Radeon 6500 HDD 4K keyboard
Winl® Intel 19 16 Radeon 6500 HDD Ultra-Wide keyboard
Winle Intel i3 32 GeForce 1060 HDD 4K keyboard
Winle Intel i7 64 Radeon 6500 SSD 4K keyboard
Winle Intel i9 64 GeForce 4890 Super HDD Ultra-wWide keyboard
Winle Intel i3 16 Radeon 9600 SSD 4K keyboard



Steam Hardware & Software Survey: February 2026

Steam conducts a monthly survey to collect data about what kinds of computer hardware and software our customers are
using. Participation in the survey is optional, and anonymous. The information gathered is incredibly helpful to us as we make

decisions about what kinds of technology investments to make and products to offer.

PC VIDEO CARD USAGE BY MFG

SEPTEMBER 2024 - FEBRUARY 2026

0.23%
4.48%
10.61%
84.68%

B OTHER M INTEL HAMD H NVIDIA

CLICK FOR MORE INFO

PC NUMBER OF CPUS PER COMPUTER

SEPTEMBER 2024 - FEBRUARY 2026

31.69%
28.53%
29.84%
8.07%
1.87%

B OTHERCPUS B gcrPus B s CPUS
H4crus B 2CPUS

DX10/11/12 SYSTEMS

SEPTEMBER 2024 - FEBRUARY 2026

099.85%
30.81%
3.02%
2.13%
B Dx126PU & WIN10 [l DX12GPU & PRE-WIN10 1LOU%

B DX11G6PU & VISTA+ [ DX10GPU & VISTA+ 3.18%
B Dx10/11/112GPU & XP B OTHER

CLICK FOR MORE INFO

MAC HARDWARE OWNERSHIP

SEPTEMBER 2024 - FEBRUARY 2026

0.12%
0.24%

I —

14.50%

B MACBOOK H MACPRO H MACMINI
IMAC B MACBOOKAIR MACBOOKPRO

PC PROCESSOR USAGE BY MANUFACTURER

SEPTEMBER 2024 - FEBRUARY 2026

43.52%
56.48%
B AVD B INTEL
CLICK FOR MORE INFO
VR HEADSETS
SEPTEMBER 2024 - FEBRUARY 2026
’ —————— 9.70%

3.90%

B OTHER ™ WINDOWS MIXED REALITY

B SONYPSVR2  HTC VIVE 4.05%
B ocinierwiere B oico a PR



MeTon
nonapHoOro TeCtTupoBaHuA @

KacTOMHbIE MUHCTPYMEHTbI U JaHHbIE:
Data Tables, Blueprints settings

Cuctembl CO MHOXECTBOM aTpuUOYyTOB:
pefakTop rnepcoHaxa, boeBasi cuctema,
dNieMeHTarlbHble peaKkunm

VIHBEHTapb 1 cuctema Kpadgra

bonblioe nnn okono 6eckoHe4YHoEe KOoJsi-BO
MrpPOBbLIX NPeaMETOB U/ UMK NoKaunm
(npoueaypHas reHepauums)

Cbopka KoHdurypaumm nrpoBbiX AEBANCOB
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Bupeowurpa: «Detroit: BMman»
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Tabnuua NpUHATUA peLleHUNn
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A B C D E F
YcnoBusa / NNpaBuna NpaBuno 1 Mpasuno 2 NMpasuno 3 NpaBuno 4 NMpaBuno 5
Tpyn nmeeT npu cebe nonesHyo nHGopMaLnio? Oa [a Ma Na Het
Teno He NoBpexaeHo? [a [a [a Het —
Yéuunua - 310 TeKyLwWwmum nepcoHax? Oa Oa HeT — _
Ncnonb3dyetcsa "MackupoBka"? Ha HeT — — —
Oencteusa (Actions)
YcnewHbin ananor X X
Tpyn O0TKa3bIBAETCH rOBOPUTL C ybumuen X
Tpyn CNULWKOM CUJTbHO MOBPEXAEH X
MepTBeL, He XO4YEeT pa3roBapmBaThb X
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K/® «Moa3emenba n ApakoHbl: YeCTb cpeau BOPOB»
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Baldur's Gate 3

73

A B C D E F
YcnoBusa / Npasuna ‘ NpaBuno 1 ‘ MpaBuno 2 ‘ Mpasuno 3 ‘ Npasuno 4 ‘ MpaBuno 5
Tpyn nmeet npu cebe NnonesHy nHPopmaymio? [a [a Na Na HeT
Teno He noBpexaeHo? [a Na Oa HeT _
Youmnua - 370 TEKYLNK NEPCOHAaX? Na Na HeT _ _
Ncnonb3dyetcsa "MackupoBka"? Ha HeT — — —
Nencteus (Actions)
YcnewHbin guanor X X
Tpyn oTKa3blBaeTCSA roBOPUTL C Yomnmnuen X
Tpyn CNULWKOM CUJTbHO MOBPEXAEH X
MepTBeL, He XO4YEeT pasroBapmBaThb X




CONNOR AND HANK
ARRIVE AT SCENE

Bupeowurpa: «Detroit: Become Humany»

¢ EXAMINE EDEN CLUS
FLYER

— o T

.2

[ T

- CRIMESE

]
Z
[T

C

e,

o
o

B

ANALYZE BLOOD ON
WALLS

u WORLD'S STATS SHOW LEGEND . SCROLL ZOOM

o T
=

=

O] INVESTIGATE WRITING

EXAMINE STATUE

-A}:mwmmoo .

*B3 Ask FOR MORE TIME .

— =gl READ "ANDROID SEX*

« A RECONSTRUCT ASSAULY l
WITH BAT

RECONSTRUCT CARLOS'
Rl 2l ANALYZE CARLOS' BODY e AN | AST MOMENTS
T d SAMPLE BLOOD

OPEN CLOSEY

—

Ty = READ “ANDROID SPY*

ANALYZE BACKYARD

. HANK REFUSES

- MANK ACCEPTS

CONTINUE



Shimmer

Lux reacts with Cryo to creat Shimmer. Shimmer builds

Radiate

Lux reacts with Pyro to create Radiate. Radiate leaves , mmer. Si
the target ablaze, periodically afflicting them with upon the‘ target in a meter each time it is instanced, the

additional dots of damage, more frequently than Pyro ~  ® meter’s fill speed is dependent on the targets health(mona
itself. Radiate lasts 10 seconds but can be ref | o <
another application of Lux. All enemies resist: ' '- S
damage will take no damage from radiate.

Luster ‘m'

Lux reacts with Hydro to create Luster. While uni
effect of Luster, all elemental effects are negated unti

Luster dissipates or target is hit witha c hit.
lasts for 10 seconds. P

45 seconds.

Bloo

Lux reacts with Dendro to create Blo
generates a healing pulse that heals
damage done. Bloom will not heal
effect of Pyro or Radiate.

Fossili Ze

Lux reacts with Geo to create Fossil o, F ,—-‘ ize
generates an EMPOWERED CRYS o fall to
the ground. Picking up the crystal i l \creases

damage against targets affected b /
effect.

. rescenc@ - -

cence.

l.lnhad will
status effects for a
7 seconds before tumlng. intc
linked. :

Bupgeowurpa: «Genshin Impact»




Tabnuua NpUHATUA peLleHUNn

ELEMENTAL REACTION €

Second First Element

dsasnb ----

|
- Crystalllze
| & | swil

HoyolLab Link
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https://www.hoyolab.com/article/22044256
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80

A B C D E F
Ycnosusa / NpaBuna ‘ BeTka MeHHudep ‘ ®peHp30Ha Double Trouble ‘ BeTtka Tpucc ‘ OTKas obeum
3aBseplwun “llocnegHee xxenaHune" [1a Ila [1a - -
[Npu3Hancsa B ntobsu l:'IEHHM(bep [la HeT [a HeTt HeTt
[pu3Hanca B nob6bsm Tpuce HeTt HeT [1a [1a HeTt
Oeucteua (Actions)
CueHa Ha eguHopore X
CueHa B Kasp MopxeHe X X X
CcTUHHaga noboBb C I;|EHHH¢>3|3 X
JTtobosb ¢ Tpucce X X
CKpbITbIK KBECT "TaHro BTpoem" X
[epanbT ocTaeTcs abConTHO OAUH X
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A

Ycnosus / MNpasuna

PomaH ¢ Tpucc

B C D

‘ BeTka Tpucc ‘ MonbiTKa ¢ 06enmum ‘BETKa ﬁE‘HHHq}ap‘ OT1kKa3 obeum

E

82

[TouenosaTtb Tpucc B nabupuHTte Na Na -

Ckazatb Tpucc "4 nobnio tTebs” [a [la Het

Cka3saTb MlenHndap " no-npexHemy nobnio tebs" HeT [1a [a
Oencteusa (Actions)

PomaHTMYyeckasa cueHa Ha Masake ¢ Tpucc X X

icTnHHag ntoboBb ¢ Tpucce X

NCTUHHas No60Bb ¢ MieHHNap X

CKpbITbIM KBECT "TaHro BTpoem" X

[epanbT ocTaeTcsa abCcontoTHO OANH

HeTt
HeTt
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boeBble MeXaHUKN: pacdeT badoB u
COMNPOTUBNEHUN, MOONMPUKATOP KPUTUYECKOIO YPOHA,
Nlornmka ctaTycHbIX 3d0dEeKTOB

CKPbITHOCTb 1 UccnegoBaHMe: B3JTIOM 3aMKOB USN
TEpMUHANoOB (Hanuymne pacxogHWKOB, HABbIKOB,
b6adooB), cpabaTbiBaHME JTOBYLLEK

Tabnuua

g OKOHOMMUKA, MHBEHTAPb, KpadT:
NPUHATUA PELLUICHUN

ycrex Kpadpra, AnHamnyeckoe LeHoobpa3oBaHue,
M3HOC CHapPSIKEHUS

HappaTuB 1 coCToHMUE MUpPA: BETBIEHME ONATOros,
HENMMHEWHOCTb CloXXeTa, oTHolweHne dppakumn n HINC,
Pa30NoOKMpPOBKa HABbIKOB B IEPEBE Pa3BUTUS

CucteMHble 1 MeTa-MexaHuK1: Banugaumus
coxpaHeHun (Bepcua natya, Hanndmne DLC n 1.n.),
TpUrepbl oby4YeHus, rnormka MaT4MeEnNKnHra
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Al NPC BEHAVIOR STATES
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[lnarpamMmma coCTOSAHMU U NepexonoB

CocTosaHUA nepcoHaxa (Locomotion & Actions)

e CocTtoaHuAa nepemeweHus: ldle - Walk — Run — Sprint —» Jump — Falling — Landed
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YKPbITUAMMU

Pictos & Lumina

STANCELESS

V | 1 /() .
- +90% (lilmllgk‘ dealt. +200% d;lmagc dealt.
Y ‘ | +30% damage taken.

3

& J | X

SRS (TN L AR e
. 446/ 446 347/347 4 63% ':.(:';%')q,. - '




r "' - g
‘ixrm 2-1' 1Sl =




O

Fallout Shelter XXutenb S&T

FALLOUT SHELTER

OB6beKT - uTenb B3poCnbii,
cB060AHbIN. He BepeMeHHbIN.
NpUHagNeXHoCTb AeNCTBUNA:

- cuctemsl (pUoneToBblii NYHKTUP)

+ WUrpakowero

YcnoBHble 0603HaYeHns:

- 0bbekT

- NEPCOHaX XeHCKOIro nona

- pebéHoK

Upgrade

I”'F_E . -
f .

-
<
e > Peb6&HoK

—’. -
BepemeHHbIn

ce0boaHbIA
1 MATEND

Xabp «State & Transition Diagram — 4To 3TO M Kak npuMeHaTb» - Molechka

— 3

®3§ @ [3] b » Present

BapoCnbii, He
bepemerHbIn :
" I .
/f’”ji:f/ Vo . T"”“"'””hﬁg'“\
v
/ "
- ‘\dj | 4 *
R 15 | 1. Co3paHwne ybexuula
—— R — |, oot 2. [lo6aBUTb B NPON3BOACTBEHHYIO KOMHATY
/ e = \\_ 3. [106aBUTb B TPEHNPOBOYHYIO KOMHATY
/ A : | ’ : A 4. OTNpaBnTb NCCefoBaTh NYCTOLb
9 . : N | [ Ve : . 5. He nepexuTtb HanageHne NpoTUBHUKOB NM60
e S| | noxkap B ybexuLiie
| - ! 9 6. YMepeTb B MNyCTOLLN
| o o Xy 6 ° <" 7. PoauTtb
| .' : o’ .
. A : J 3. BepHyTb XXuUtena nycroLumn
. q e € : | 9. [06aBUTb B XUYI0 KOMHATY K MY>XCKOMY
. I XUTENb . ~
" . / NepPCoHaXKy (TONTbKO XXEHCKUN NepcoHax)
T . 2 TpeHupyowwMiica / 10. PoguTtbca (TONbKO ONs HOBOIO XWUTenNs, oT
BepemMerHbIA bepemenHbid "
wiTens . wurrens poautenen ns ybexuLia)
11. Bbipactu (TONbKO Ansa pebéHka)

27% + @




Bupeowurpa: «Clair Obscur Expedition 33»
P - Y o 8



Empmyyps dead
Erennp Soad
ot Bl s 1
g L e
+ e
—
Enermy m desd Artack peiformed, Engmy st slvve
Yigleo attact '
T
Eremy still alive
U sheill
- ® *irvh o
&
Use [bem
LhHgs burn (R I berm b urked
i e e
Bstths bt s i fmi
.
ki 2 buen —— b "SRt
Uiser canwel Uhe “Ehot” siate and st hoa AD
sty
it " Spersd 5l ADs (action poirtad, Enemy atill dlive =
Ensgymmy DU Cosmas
Pawry Tailed and user get Eremy sitidk
Parry Sugonded
Parry Infied, bt shenyy sivack &dn't
] Lize Parry
Unae gt snavey Sitack
] r
Loy b | e
e
- _-.-w- EAETrr AT & NI m— b o — T TR e Erseimry’s fatal souack
. = —,

II 3
|
|

Dosige Sucrdied Wse Docdge
[ Dadge failed, bua enenmy attsg ddn't
pertormad
-

Lk ! boma Laritgn s Desthpe Nailied aned wier got Enerey sttack



o Clalr Obscure User Character Fight Statuses
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@ CocToAHNA NepcoHaXa: nepeaBmxeHne, Tpasepcarn,
COCTOAHUSA CKPbITHOCTU

@ boeBasa cuctema: adPEKTbl KOHTPOIA, CTOUKN,
KOMOO, 3aLUNTHbIE MeXaHUKN

Hnarpamma

COCTOFIHI/I|7| n nepEXO,D,OB @ rposoun Al: noBeaeHue Bpara, N pexunccep, arpo-

cucTtema, cmctema gmanoroB (nepexoabl HoA)

@ KBecCTbl U Nporpeccus: XNM3HEHHbIN LK KBECTAa,
cucTtemMma OOCTUXKEHUN

@ B3anmogencrens ¢ MMpOM: MHTEPAKTUBHbIE OO BEKTDI,
CMEHa BPEMEHM CYTOK, Noroaa
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MeTamopdumnyeckoe TectupoBaHue

Compare
Metamorphic (Pass/Fail)

Transformation

ResearchGate.net — «Leveraging Mutants for Automatic Prediction of Metamorphic Relations using Machine Learning» - Aravind Ashok Nair, Karl Meinke, Sigrid Eldh



ARMOR
B-27 FORTIFIED COMMANDO

This armor set first appeared in the music video for the summer anthem 'Our Love is Like

(Indestructible)'.
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SPEED A Provides a higher armor rating.
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: v
ARMOR s

SC-37 LEGIONNAIRE

This armor is based on the antique unifoems of the '
the Helldivers.

STATS

ARMOR RATING . 050
SPEED i 550
STAMINA REGEN mnnn 125

Bupeourpa «Helldivers 2»

Super Earth Legion’,
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MeTamopdumnyeckoe TectupoBaHue
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9-19)

BorisTheBrave.Com — «Dungeon Generation in Diablo 1»
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BorisTheBrave.Com — «Dungeon Generation in Diablo 1»



L

BorisTheBrave.Com — «Dungeon' Generation in Diablo 1»



BorisTheBrave.Com — «Dungeon Generation in Diablo 1»
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. -
Half-Life:"Alyx PhysicS
Lets You Juggle

Bupgeourpa «Half Life: Alyx»



(&) AIANDGAMES

POWERFUL CROWD
BEHAVIOR
MANAGEMENT

BODYGUARD AND
SECURITY. SYSTEM

v

Youtube-kaHan «Al and Games»
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@ [lpouenypHaa reHepauus: reHepauna naHgladgTa,
reHepauusa npeamMeToB, NOCTPOEeHNe NyTeu,
pacnpenerneHne oobbeKToB (nyTa)

@ Al. MexaHuKa arpeccumn 60ToB, MPUHATUE PELLEHNN,
CUMYnAauUMa ToNNbI, NpUopuUTU3aLna Leneu, ctenc

MeTamopdunyeckoe

TECTWU pOBaH mne dunsnka n nepemelleHne: TpaekTopus cHapsiaoBs,

@ YPOH OT NageHunsd, oT Bparos (B 3aBMCUMOCTU OT
3KBUMNa), NpuMeHeHne Ousnkn K pergonny,
TPaHCNOPT

OKOHOMMKA U MPOrpeccust: HavmcrieHme onbita (B TOM
@ YuCrie Ha pa3HbIX YPOBHAX CITOXHOCTU), 3aTO4Ka

9KBUNa, NyTboKchkl, KOHBEPTALIMN OO BHEKTOB,
CKanmpoBaHMe XapakTepucTUK




THE
GAME
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HIDEO KOJIMA

CONFIRMED
AS PRESENTER
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NUccnepoBaTtenbCKoe TeCTUpoOBaHUe .




NMccnepoBaTtenbCcKoe
TecTupoBaHue
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dusnka n B3anMoOeNCTBUSA: TpaBepcan, paraonn,
nepemMeLleHne no CroXXHOM reoMeTpun, MaHnnynaunmn
C AMHAMMNYECKNMMN NN NHTEPAKTUBHBIMUA ODBbEKTaAMI

Al n ctent MmalluHbI: NpepbiBaHNE aHUMaLUn K
nepexopnos, Pathfinding, dopakuun, B3anmoaencraemne
C KOMMaHbOHaMW

Ul n HUD: cnam HaBbIkOB, JENCTBUN B MHBEHTApE,
O4HOBpPEMEHHOE UCMOoJSib30BaHME pa3HbIX UHMYT
YCTPOWUCTB, «aKTuBauug 3a MOMEHT AO»

[‘enmnnen: bbICTpoe NPUMEHEHNE KOHTPACTHbIX
9O PEKTOB, TPUITEPDLI KAaTCLIEH B HEODLIYHbLIX YCIOBUSAX,
ObICTpOE nepemelleHne, nepexoabl Mexay 3oHamMu

[1lporpeccua, akoHOMUKa: NepenoriHEHNE 3HAYEHUN,
NPOonycK oba3aTerbHbIX CHOXXETHbIX TPUITEPOB,
Save/Load, Ha4ynucneHue onbiTa B pasHbIX YCIOBUAX
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Bupeourpa «Resident Evil Requiem»
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[IpobrnemaTuka TecTupoBaHMa B reumaeBe

Testers
executing
detailed
protocols and
reporting no
more bugs..

SOFTWAREENGINEER GAMEDEVELORER

Random user
casually
reports 10+
bugs on 1st
day of
production
release..
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WETEST(IN PRODUCTION
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