bBronnemens nayku u npaxmuxu | Bulletin of Science and Practice T. 11. Ne7 2025
https://www.bulletennauki.ru https://doi.org/10.33619/2414-2948/116

VIIK 7.05:004 https://doi.org/10.33619/2414-2948/116/16

PEAJIM3ALIVSA BU3YAJIBHOI'O KOHTEHTA U UHTEP®EHCA
JJISI UTPOBOI'O ITPOEKTA “SHAMANIA”

©3aezopoonan C. A., Poccuiickuti mexnonoauueckut ynusepcumem MUPJOA, 2. Mockea, Poccus
©3enenosa 10. H., ORCID: 0000-0002-6979-2443, SPIN-k00: 4568-0055, kxano. mexu. Hayk,
Poccuiickuii mexnonocuueckuti ynusepcumem MHUPIA,
2. Mockea, Poccus, zelenova.julie@yandex.ru
©Ckaukoeé O. H., Poccutickuti mexnonocuueckuil ynusepcumem MUP3A, 2. Mockea, Poccus

IMPLEMENTATION OF VISUAL CONTENT AND INTERFACE
FOR THE GAME PROJECT “SHAMANIA”

©Zavgorodnyaya S., Russian Technological University MIREA, Moscow, Russia
©Zelenova Ju., ORCID: 0000-0002-6979-2443, SPIN-code: 4568-0055, Ph.D.,
Russian Technological University MIREA, Moscow, Russia,
Moscow, Russia, zelenova.julie@yandex.ru
©Skachkov 0., Russian Technological University MIREA, Moscow, Russia

Annomayusn.  IlonpoOHO  omuMcaH MPOLECC CO3JaHUS  BHU3YaJbHOIO  KOHTEHTa U
MOJIb30BATEIBCKUX MHTEPQEHCOB Al MHAU-UTPOBOTO MpoekTra Shamania, pa3pabaTeiBaeMOro Kak
KoorepatuBHas survival-RPG ¢ sjaemeHTamMu poJIeBOM CHCTEMBI M CTHIIM30BAaHHOW TpadUKOM.
PabGota HampaBieHa Ha pelleHHE KJIIOUEBBIX 3a7ad  UHAU-Pa3pabOTUMKOB:  CO3JaHME
BbIpa3uTenbHbIX 3D-mozeneil, mpopaboTKa CTHIMCTUYECKH LIEJIOCTHOIO KOMIIJIEKTa acceToB,
uHTerpanusi accetoB u uHTepdeiicoB B Unreal Engine 5, a takke ontummsanus 0e3 MOTepU
BU3yaJIbHOTO KauecTBa. PaccMOTpeH Bech MaIuiaiiH MpOM3BOJICTBA aCCETOB: OT co3aanus low-poly
mozeneit B Blender no ckynentunra high-poly Bepcuit B ZBrush ¢ mocienyronium 3anexkanuem Kapt
normal, AO, curvature. Onucan nporuecc TekcTypupoBanus o PBR-naiimaiiny ¢ npumeHeHueM
Substance Painter, rne HacTtpauBaroTcsi KapThl base color, roughness, metallic u npyrue. [{ns
MOJArOTOBKM aHUMalUi Hcnoib3oBainch Auto-Rig Pro m pyunoit purruar B Blender c¢ IK-
nenoykamu. MuTtepdeticer coznaBanucek B Figma u nepenocunucs B UES uepe3 Widget Blueprints.
Taxxke BHUMaHHE yJelneHO pa3paboTke YAOOHOro, MHMHUMAJIUCTHYHOIO  HHTepdeiica,
BKJIIOYAIOIIEr0 KpadT-cuctemy, okHO nepcoHaxa, HUD u nHBeHTapb. AKLEHTHl Ha BU3yaJIbHOMH
MepapXu¥, MHTEPAKTUBHOCTH M OBICTPON HABUTAIIMH TIO3BOJIMJIM TTOBBICHUTH ITOJIb30BATEIILCKUH
koM(opt. Takke peann3oBaHa cucreMa master material A yHu(uUKaMy BHEIIHETO BUA aCCETOB
U MX aJanTalud IOJ pPa3JIM4yHble CTHJIMCTHYECKHE 3aJauu Npoekrta. [IpencraBieHHBIH MOAXON
MO3BOJIMJI JTOOMTHCSA LEIOCTHOTO XYI0)KECTBEHHOI'O CTHJIS, HOBBICHTH IPOU3BOAUTENIBHOCTS,
MUHHMH3HPOBATH BH3YyaJIbHbIE HECOCTBIKOBKH, COKPAaTHUTh 00BEM PY4HOH pabOTHI M IMOATOTOBHUTH
NpoeKT K MacmTabupoBaHuio. OIWCaHHBIE pEIICHUS TPUMEHHMBI B JIPYTHX HHIU-UTPAX CO
CXOKUMH 33J]auaMH, OIpaHHUYEHHUSIMH PECypCcOB, TEXHHYECKHMHU YCIOBHUSAMU U TPEOOBaHMSIMHU K
BU3YaJIbHOU I1€IOCTHOCTH.

Abstract. The article provides a detailed description of the process of creating visual content
and user interfaces for the indie game project Shamania, developed as a cooperative survival RPG
with role-playing elements and stylized graphics. The work addresses key challenges faced by indie
developers: creating expressive 3D models, developing a stylistically cohesive asset set, integrating
assets and interfaces into Unreal Engine 5, and optimizing performance without compromising
visual quality. The full asset production pipeline is presented: from creating low-poly models in
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Blender to sculpting high-poly versions in ZBrush, followed by baking maps such as normal, AO,
and curvature. The texturing process is described using the PBR pipeline in Substance Painter,
where base color, roughness, metallic, and other maps are configured. For animation preparation,
Auto-Rig Pro and manual rigging in Blender with IK chains were used. Interfaces were prototyped
in Figma and implemented in UE5 via Widget Blueprints. The article also focuses on the
development of a user-friendly, minimalist interface, including the crafting system, character
window, HUD, and inventory. Emphasis on visual hierarchy, interactivity, and quick navigation
improved user experience. A master material system was also implemented to unify asset
appearance and adapt it to various stylistic goals of the project. The proposed approach ensured a
cohesive artistic style, improved performance, minimized visual inconsistencies, reduced manual
workload, and prepared the project for further scalability. The presented solutions can be applied to
other indie games with similar challenges, resource constraints, technical requirements, and
demands for visual coherence.

Knrouesvle cnosa: BuzyanbHbIl KOHTEHT, 3D-MoaenupoBanue, paspadorka unrepdeiica, Ul,
Unreal Engine, purrunr, PBR-TekctypupoBanue

Keywords: visual content, 3D modeling, interface development, Ul, Unreal Engine, rigging,
PBR texturing

UrpoBoit mpoext Shamania paspabarbiBaeTcsi Kak KoomepatuBHas survival-RPG ¢
DJIEMEHTaMHU POJIEBOM CHCTeMBl M (PIHTE3WHHOrO ceTThHra. KiroueBbIMH TpeOOBaHUSAMH K
BU3YAJIbHOMY O(OPMIICHUIO SIBJISIFOTCS CO3JaHUE BBIPA3UTEIBHBIX UTPOBBIX MOJENIEH, MpopaboTKa
CTUJIMCTUYECKM IIEJIOCTHOIO OKPY)XEHUs U  pa3paboTka yAOOHOro, MHUHMMAJIMCTUYHOTO
uHTepdeiica. UroObl peanu3oBaTh STH 3aJaud HA INPAKTUKE, ObUT HPUMEHEH KOMIUIEKC
COBPEMEHHBIX 3D-MHCTPYMEHTOB, TEXHOJIOTHH TEKCTYPHUPOBAHHSA, a TAKKE€ METOAWK WHTETPAIlUH
acceToB U MHTEpQEHCHBIX pemeHuii B 1Bmkok Unreal Engine 5.

WHan-pa3paboTuuKy 4acTO CTAJKUBAIOTCS ¢ MpoOJIeMaMu MHTErpallii BU3YaJbHBIX aCCETOB
U MHTEP(ENCHBIX JEMEHTOB B €MHYIO XY/0’KECTBEHHYIO KOHIEMIINIO, a TAKXKE C TEXHUYECKUMHU
OTpaHUYEHUSIMH, CBS3aHHBIMH C ONTHMHU3aIMeld. HecorimacoBaHHOCTH CTHIIS, HEPAMOHAIHHOE
WCTIOJB30BAaHUE TEKCTYp M CJIOXHBIE AHMMAI[MOHHBIC MEMOYKH MOTYT MPHUBECTH K CHIKEHUIO
Ka4yecTBa BOCIPUATHUS UTPHI U YCIOKHUTD €€ MOAJIEPHKKY B OYIYIIEM.

[Tporiecc pa3pabOTKM BU3YaJbHOrO KOHTEHTa A Shamania cTpowmsics MO3TamHO, YTOOBI
o0ecTeYnTh CTaOMIIBHOE KaYeCTBO aCCETOB U €UHBIN XyI0KECTBEHHBINA CTHIIb.

Ha nepBom 3Tamne co3naBaauch HU3KOMONIUTOHANIbHBIE Mozienu (PucyHok 1) ¢ MUHMMAaJIbHBIM
ypOBHEM JieTanu3anuu [1].

Hns sroro wucnonb3oBancs Blender, kak oauH u3 Haubosiee JOCTYNMHBIX U THOKHX
WHCTPYMEHTOB IS WH/IN-Pa3pabOTKH. Crnenyromum I1aroM CTaJIo CO3/1aHue
BbICOKOIIOJIUTOHaIbHOU Bepcun (Pucynok 1) B ZBrush, rae npopabarbiBanich MEIKHE 3JIEMEHTHI,
CKJIaJKU, TEKCTYpHbIe IEpexoapl W Jpyrue jaeranu, HepoctymHele B low-poly [2]. Takas
CKYJBITYpPHAs JETaJM3alusl MO3BOJISIET B JanbHeIeM >(QQeKTHBHO 3ameKkaTbh KapThl HOpMaleH,
9TO HKOHOMHUT pECypCchl IBW)KKa 0€3 TOoTepH BHU3yalbHOTO KadecTBa. llociie 3aBeprieHus
CKYJIBIITUHTA BBIMOJHSJIOCH 3alleKaHue KapT: normal, ambient occlusion, curvature u JIpyrux.
3arekaHue KapT MO3BOJISET MEPEHECTH JeTajld BBICOKOTO pPa3pelleHHs] Ha YIPOIIEHHYIO CETKY.
Janee mpousBoauTCs 3Tan TeKkcTypuposanus no PBR-maiinmaiiny (Physically Based Rendering),
KOTOPBIH CcTajl cTaHAapTOM COBPEMEHHOM UrpoBoi rpaduku [3].
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Pucynok 1. I[Ipumep low-poly u high-poly Bepcun omHoro o6bexra

Jnst TekcTypupoBaHus npuMensiics Substance Painter, Grarogaps ueMy MOKHO OBLIIO OBICTPO
HacTpamBaTh KapTel roughness, metallic u base color ¢ y4€rom CTHIHM30BaHHOT'O BU3YaJbHOT'O
noaxoxaa. Bece pynknuu kapt PBR cBenensl B Tabmuiy.

Tabnuua
KAPTHI PBR 1 X ®YHKIIWUU
Kapma Hasznauenue
Base Color OCHOBHOI1 11BET
Normal WmMuranus Menkux aeraiei
Roughness [IIepox0oBaTOCTh MOBEPXHOCTH
Metallic Otpaxarorue CBOUCTBa
Ambient Occlusion I'nyOuHHBIE TEHH B YTIyOJICHUIX

BaxHpIM 3Tanom craia moJAroToBKa acCeTOB K aHMManuu. J[iist 3To# 3amaun moTpeboBaioch
BBICTPOUTb KOPPEKTHYIO CKEJIETHYIO CTPYKTYpy, IIO3BOJISIIOILYI0 II€pCOHaXaM M Bparam
PEATMCTUYHO JBUIAThCS U B3aUMOJIEUCTBOBATh C OKpyX’eHHEeM. OCHOBHBIM HMHCTPYMEHTOM IS
CO3/IaHUA CKeJeTa MepcoHa)ka OblT BeIOpaH ruiaruH Auto-Rig Pro (PucyHok 2), mHTErprpoBaHHBIN
B Blender [4]. JlanHBI TJIarvH TMO3BOJISIET ABTOMATHYECKU TEHEPHPOBATH 0a30BBIE CKEJETHI,
HAaCTPOUTh KOHTPOJIbHBIE TOUKH JUIsl YIpaBlIeHUs cycTaBamMu U chopMmupoBath IK-koHTpoIIepsl,
4TO 00€CIeunsIo eCTEeCTBEHHOE MTOBEIEHNEe KOHEUHOCTEH MpH aHUMAllKH.

brnarogapss Auto-Rig Pro ymamoce 3aMeTHO COKpaTHTh BpeMsl MOATOTOBKHU TMEPCOHAXKEH,
YMEHBIIUTh KOJMYECTBO OIIMOOK MPU PUTTUHIE U OOJETYUTh NATbHEUIINNA SKCIOPT aHUMAIUi B
Unreal Engine 5.

Pucynok 2. Pur nepconaxa uepe3 Auto-Rig Pro
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OnHako U1t OTAENBHBIX 00BEKTOB, HAPUMEP MAJIBIX MPOTUBHUKOB MIJIM MPOCTHIX )KUBOTHBIX,
MPUMEHSIICS TAK)KE CTAaHAAPTHBIM MHCTPYMEHT pUrruHra camoro Blender ¢ py4Hoil paccTaHOBKO#
kocrerr (Pucynok 3). JlaHHBIH cmoco0 co3maHus CKelleTa OCOOCHHO yao0eH mpu pabore ¢
CYLIECTBaMH, UMEIOIIMMH OTHOCHTEIBHO MPOCTYIO CTPYKTYpPY, HAIpUMEp MayKamMH WIH JPYyTUMHU
YeThIPEX- M IIECTUHOTUMHU MOJENSIMM, TJ€ aBTOMAaTU3MPOBAHHBIE PEUIEHHMS] YacTO CO3JAl0T
n30bITOYHBIC TeopMaIivH.

Pucynok 3. Pur mayka gepes crangaptabii Rigify

PydHoii purrunr mno3BoisieT Oojiee TOYHO HACTPOUTH IOBEACHHE CYCTaBOB, Y4Ye€CTh
MHUBUAYaIbHbIE OCOOCHHOCTH 103 U JBMKEHHUS, a TAK)KE 33]1aTh MIPABUIIbHBIE OCH BpaleHus. J{is
Jam ¥ XBOCTOB IPH 3TOM HCHoib3oBamch Inverse Kinematics (IK)-memoukw, 4T0 ympocTHiio
CO3/IaHHE PEATMCTUYHBIX OMOPHBIX TOYEK W IUIABHBIX M3rHO0B B aHuManmu [5]. Bmaromaps IK
CUCTEMa MOIJjla aBTOMAaTHYECKHU MOJICTPAauBaTh MOJIOKEHUE CYCTABOB B 3aBUCUMOCTH OT JABUKEHUS
KOHTPOJIbHOM TOYKH.

[Tocne npopabotku wireframes B Figma ObU1 peann3oBaH MOJTHOIEHHBIA MOJIB30BATEIHCKUAN
uHTepdeiic, OCHOBaHHBIH Ha paHee pa3paOdOTaHHBIX CLEHApUSAX H MAapIIPYTHBIX CXeMax.
Wutepdeiic Shamania BkIIt0OYaeT HECKOIBKO KIFOYEBBIX 9KPaHOB: MEHIO KpadTa, OKHO TIEpCOHaXKa C
XapakTepucTukamy, a Takxe HUD.

Kaxnpiii skpaH OBLI CIPOEKTHPOBAH TaK, YTOOBI CBECTM K MHHHUMYMY KOJHYECTBO
HaBHUTAIIMOHHBIX IIarOB W TIOBBICUTH CKOPOCTh JOCTYyNa K OCHOBHBIM (yHKkIusiM. Hampumep,
cucTeMa KpadTa Mo3BOJSET Cpa3y MPOCMATPUBATH JOCTYIHBIEC PEIENTHl U HY)KHbIE MaTepuaibl 0e3
JUIIHUX TEePEXOJ0B, a WHBEHTAph MMEET TMOKYI0 COPTHPOBKY M BKIAAKHU M ya0o0CTBa MOMCKA
npenmetoB (Pucynok 4) [6].

% Cralt Wern

Pucynok 4. Uarepdetic cucremsr kpadra
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Okpan mnepcoHaxa (PucyHok 5) comepXuT OJOKH J7s  OTOOpaXKeHHS KIFOYEBBIX
XapaKTepUCTHK (3710pOBbE, CHJIA, BBIHOCIMBOCTh M T.JA.), @ TaKXKe SYCHKH HSKUMHPOBKH. [lpu
pa3paboTke BHHUMAaHHUE YACSUIOCH CTPYKTYpE M TOCJIEIOBATEIBHOCTH PACIIOIOKECHUS 3JIEMEHTOB,
9TOOBI UTPOK MOT OBICTPO OIICHHTH COCTOSIHUE TIEPCOHAXKa W BHECTH HEOOXOIMMBIC M3MECHEHUS B
SKUIUPOBKY 0€3 JUIIHUX NePEeX0A0B 0 MEHIO [6].

# Chatacte
o (Daracher

Pucynok 5. DkpaH okHa epcoHaxka

OcnoBras 3amaya HUD (Head-Up Display) — omepatuBHas mnepemaya uH(GOpPMAIUK B
nporecce akTuBHOM wurpel (PucyHok 6). B Shamania oH BKIIOYaeT WHAMKATOPBI 3J0POBBS,
BBIHOCIIMBOCTH, COCTOSIHUSI OPY)KHsS, @ TakXKe YBEJOMJICHHA O COOBITHAX (Hampumep, H0ObIue
peCypcoB UM MOJIy4YeHUH ypoHa) [7].

Pucynoxk 6. Oxpan HUD

OcHoBOM BH3YyalnbHOW KOHIENIMH HHTepdeiica cTal MHHHUMAIU3M C aKIEHTaMU SPKUX
I[BETOBBIX JJIEMEHTOB, YTO OOJerdaeT BOCHpUATHE HWH()OpPMAIMM M CHIKAaeT KOTHUTHBHYIO
Harpy3Ky TpH JUTHTENBHBIX WUTPOBBIX CECCHAX. bonblioe BHHUMaHWE OBUIO YAEICHO COCTOSTHUSM
HJIEMEHTOB YIPaBJIECHUS: UKOHKH, KHONKM W WHAMKATOPHl M3MEHSIOT IBET M MPO3PAYHOCTh B
3aBUCUMOCTH OT QAKTUBHOCTH WJIM HEJOCTYIHOCTH, 4YTO TIOBBIIIAET MHTEPAKTUBHOCTh U
IpeJcKa3yeMoCTh JielcTBUI Mojbp3oBarend. Ha 3aBepiiatomieM sTare Bce MOArOTOBICHHBIE MOJIENN
¥ aHUMaIUu dKcnoptupoBauch B ¢popmarax FBX (mns 3D-moxeneid M CKENETHBIX aHUMAIIWA) U
PNG (w1 WKOHOK, TEKCTYp M HHTEP(EHCHBIX 3JIEMEHTOB), MOJOOHBIE (OPMATHI 00ECIICUNBAIOT
KOppeKkTHYI0 nepenauy naHubix B Unreal Engine 5 6e3 moteps kauecTna [8].

m Tun nuyenzuu CC: Attribution 4.0 International (CC BY 4.0) 139



bBronnemens nayku u npaxmuxu | Bulletin of Science and Practice T. 11. Ne7 2025
https://www.bulletennauki.ru https://doi.org/10.33619/2414-2948/116

JUis  TOBBIICHWS  CTAaOMIIBHOCTH  OTOOpPaXEHHS acCeTOB B  HIPOBOM  OKPY>KEHUU
UCIONIb30Bajach cucreMa master material (PucyHok 7), koTtopas Mmo3Boimia IEHTPATHM30BAHHO
YIOPaBIATh MapaMeTpaMHu MaTepuajoB U JIETKO BHOCUTh M3MEHEHMsI B I[BETOBBIC aKIEHThl WU
CBOMCTBA MMOBEPXHOCTHU Cpa3y JJIs IPYIIIBI 00BEKTOB [9].

Pucynok 7. Ctpykrypa macrep-marepuana B Unreal Engine 5

Wntepoeiic, coopannsiii panee B Figma, Obu1 mepeHecéH B ABMKOK C TMOMOIIBIO CHCTEMBI
Widget Blueprints (Pucynok 8) [10]. Ucnone3oBanne Widget Blueprints obecrieanBaeT OBICTpYIO
aJlanTaluio UHTEPPEHCOB MO pa3Hble pa3peuieHHs] SKPAaHOB M T'MOKOE HM3MEHEHHE CTPYKTYpPbI
MeHI0 0€3 HEOOXO0IMMOCTH TOJIHOTO MEPEPOSKTHPOBAHUS.

Pucynok 8. Cucrema Widget Blueprint 8 Unreal Engine 5

B pesynbrare palGoTsl Oblna peanu3oBaHa MOJHas IEMOYKa pa3pabOTKU BU3YaJbHOTO
KOHTEHTAa U MOJIb30BaTEIbCKUX MHTEpPQECOB Uig UrpoBOro mnpoekrta Shamania. beumu ycneniHo
peleHsl pacupocTpaHEHHBIE U1 UHAU-KOMAaH] TPO0JIeMbl — TaKUe KaK HECOTJIaCOBAaHHOCTb CTUIIS
Mexay 3D-accetaMu U HHTEpdeicoM, MNEperpy>KeHHOCTh 3KPAaHOB W OTCYTCTBHE €IUHOU
CTPYKTYphl MaTepuaioB, a TaKXe HHU3Kas MPOM3BOAUTEILHOCTh BHYTPHM JABMKKa. braromaps
MIOCTPOCHHOMY MaMlIlIaifiHy, BKJIOYAIOIIEMY COBPEMEHHblE MHCTPYMEHThl MOJEIMPOBAHNUS,
TEKCTYpPUPOBAHUS, PUTTHHTA U IPOTOTUIIMPOBAHUS HHTEP(EICOB, y1anoch 00eCIeynTh 1eT0CTHOE
XY0)KECTBEHHOE BOCIIPUATHE U BBICOKOE Ka4yeCTBO UTOrOBOTO MpoaykTa. IlonmydyenHsle HapaboTKu
MOTYT MOCIYXHTh OCHOBOM HJsi JalibHEHIIero pas3BuUTHs Shamania U NPUMEHSATHCS B IPYTUX
UTPOBBIX MPOEKTAX, I/ie TpedyeTcs OalaHc MEXIYy BhIPA3UTEIbHON rpa@uKoi, ONTUMU3UPOBAHHON
apXUTEKTYpOH acCETOB U yOOHBIM MOJIb30BATEIBCKUM B3aUMOJIEHCTBHEM.
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