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PEDEPAT

TekcroBa wacthHa kBajiikaiiifHOT poOOTH Ha 3400YTTS OCBITHHOTO CTYTEHS
0akanaBpa: 81 crop., 1 Ta6m., 18 puc., 20 mxepern.

Mera poboTu — cTBOpeHHs Bifeorpu B sxaHpi roguelike deck-building Ha p yrmii
Godot Engine 13 BmpoBa/pKCHHSIM KIHOYOBHX MEXaHIK JKaHPY Ta JIEMOHCTPaIli€ro
MOYKJIMBOCTEH PO3pOOKH 1Irop NSl HABYAJbHUX ITLICH.

OO0’ €eKT MOCTIKEHHS — MpOoIeC po3poOKH Bimeorpu B kaHpi roguelike deck-
building.

[IpenMer gocnigkeHHs MporpamMHe 3a0e3MedeHHs ISl CTBOPEHHS BIJIEOrPU B
xaHpi roguelike deck-building na 6a31 Godot Engine.

Kop otkwuii 3micT po6otu: B po6oTi p oananizoBaHo oco0auBocTi )kaHpy roguelike
deck-building nHa mnpuknani Woro ananoriB. [IpoBemeHO O] IHCTPYMEHTIB IS
po3po0Oku irop, 30kpeMa Godot Engine, GDScript ta GUT ans tectyBanss. Po3pobieHo
apXITEKTypy I'pH, a TAKOK MPOTPAMHO pealii3oBaHi apXiTeKTypy I'PH, a TAKOXK MPOTrPamMHO
peani3oBaHi OCHOBHI MEXaHIKH: CHCTeMa KapT, 00i0Ba CHCTEMa, BUMAKOBA TCHEP IS
BMICTy, 30epeXKEHHs mporpecy Ta iHTep eiic kopucrtyBada. [IpoBenecHO MOIyIIbHE,
IHTerpaliHe Ta CHCTEMHE TECTyBaHHS I'pU i 3a0e31eueHHs ii crabuibHocTi. B poboTi
Bukopucrano pymiii Godot Engine, moBy niporpamyBanss GDScript, cucremMy curHasiB
Godot nnst B3aemoii komnoHeHTIB Ta ppeimBopk GUT niist TectyBaHHS.

Cdeporo BUKOpMCTaHHS 3aCTOCYHKY € HaB4aHHs po3pooiii irop Ha Godot Engine

Ta CTBOpEHHS MpoToTUMIB Y *x)aHpi roguelike deck-building.

KJIFOYOBI CJIOBA: ROGUELIKE, DECK-BUILDING, GODOT ENGINE,
GAMESCRIPT, BUITAJIKOBA I'EHEPALIA, CUCTEMA KAPT
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BCTVYII

AxrtyanbHicTh: Po3po0ka Bineorpu B xaHpi roguelike deck-building na pymmii
Godot Engine € Haa3BUYailHO aKTyaJIbHOIO TEMOIO B KOHTEKCTI Cy4acHOI 1HIyCTpii
reiimaeBy. Llei >xaHp, kUil MO€NHY€E B cOO1 €IEMEHTH CTPAaTEridHOTO IJIaHyBaHHS,
BHITaJKOBOCTI Ta BUCOKOI p erpadeIbHOCTI, 3/100YB ITUPOKY TMOMYJISPHICTH CEep €1 TPaBIIiB
3aBISKM TAKUM BimoMuM mpoekTtaMm, sk Slay the Spire, Monster Train, Griftlands i
Inscryption. L1i irpu 1eMOHCTP YIOTh, SIK yHIKaJIbHI MEXaHIKH, 3aCHOBaHI Ha yTIp aBJIiHHI
KOJIOZOI0 KapT 1 MPOLEAYpPHIA reHeparlii BMICTy, MOXYTb CTBOPIOBATH INIMOOKHH 1
3aXOIUTMBHI Irp OBUH 1OCBIJ, 110 CHOHYKA€ I'P aBLIB [IOBEP TATUCS A0 I'P U HEO JHOPA30BO.
VY Toii ke yac, Godot Engine, sik BIIKp UTHH 1 THYUKHH p yII1H 13 TOTY>KHOIO M1 ITPUMKOIO
2D-rpadiku, crae paenani MNOMyJAPHILIUM cepel  PO3POOHMKIB 3aBASKH CBOIN
JOCTYTIHOCTI, JIETKOCTI OCBOEHHSI Ta BiJICYyTHOCTI HEOOXITHOCT1 y 3HAUYHUX (PIHAHCOBUX
BKJIaJIeHHAX. Lleit iHCTp yMEHT 103BOJIsI€ CTBOP IOBATH IHHOBAIIIHHI IIP OEKTH, aalTOBAH]
710 TTIOTpeO Cy4acHOTO PHUHKY IHTEp aKTHBHHUX P O3Bar.

Peanizarist mo1i0HOTO Ip OEKTY Mae€ He JIWIIIC TP aKTHYHE 3HAYCHHS, aJI¢ 1 CIIp 1sie
BJIOCKOHAJICHHIO TP 0(eCiiHUX HABUYOK PO3POOHHKA y TaKUX KIIOYOBHUX chepax, sK
Ip OrpaMyBaHHs, IU3a1H P OBUX CUCTEM, ONTUMI3aLlIs P OJYKTUBHOCTI Ta YTP aBJIIHHS
npoektaMu. [HAyCTpis redMieBy ChOTOJHI € OJHIEI0 3 HAWOUIBII JUHAMIYHUX 1
npuOYTKOBHX rajly3ei, a 3p OCTaHHsI IHTEpeCy J0 1rop 13 Mp OLeypHOIO TeHEp alli€ro Ta
CTpaTeriuHMMH €JIeMEHTAMH JIMIE MIAKPECTIOE BaXJIUBICTh TaKUX PO3POOOK.
JlocTynHICTh 1HCTpyMEHTIB, Takux sk Godot Engine, BigkpBa€e HOB1 MOXKJIMBOCTI JyIst
HE3aJIeKHUX PO3POOHMKIB 1 HEBETWKHX KOMAH, JO3BOJISIFOYM iM KOHKYPYBaTd 3
BEJTUKAMH CTy1IMH. TaKkuM YMHOM, CTBOP €HHsA rpH B xkaHpiroguelike deck -building Ha
Godot Engine He nuIie BiAMOBiTa€ CydacCHUM TEHACHINSIM, ajie i Ma€ MOTEHINA IS
BHECKY B PO3BHUTOK IHAYCTpii IHTEpaKTUBHHUX pPO3Bar.

O0’€eKT 1 MpenMeT TOCTIKEHHS € TIp O1IeC pO3pOoOKH Bijeorpu B xaHpi roguelike

deck-building, o 0XOIUTIOE IUTAHYBAHHS, IIP OTPaMy BAHHSI, TECTY BAHHSI Ta OTITUMI3AITIFO.



[IpenmeTom goCaiIKEHHS € CTBOp €HHA T'pU Ha py1uii Godot Engine, Bkitouaroun
peanizaiio MexaHiK (BUIIaJAKOBa r'eHepallisi, KojaoJa KapT, 00MOBI A1l), BUKOP UCTAHHS
GDScript 1 cucremu 36ep exenns rpu. OcodnuBa yBara npuaisierscs aganraiii Godot
JUTSL CKJTQJTHUX ITPOBHUX CHCTEM.

Mertoto po06oTH € CTBOP €HHS (PYHKIIIOHATBHOT 'pH B s)kaHpi roguelike deck -building
Ha Godot Engine 3 KIHOYOBMMHM MEXaHIKaMU: BHUIAJKOBOIO T'€HEpAaLIEI0 BMICTY,
CHCTEMOIO KapT 1 CTpaTeriuHuM IJIaHyBaHHAM. [Ip 0eKT 1eMOHCTpy€e HABUUKY aBTOpa y
BukopucTtandHi Godot, ympaBliHHI TP OEKTOM 1 BIPOBA/HKCHHI PIIIEHb, TaKUX SIK
reHepallisi Ha OCHOBI HACIHHS ISl TOBTOPI0BAHOCTI ceciii. PoOoTa moenHye np aktuaHy
pO3p0OKy 3 aHAJII30M MPOILIECY CTBOP €HHS TPH.

Metoau HOCHIIKEHHS: MEPIIUM KPpOKOM OyJ10 MpOoaHali30BaHO P €ICTABHUKIB
KaHPY JJIsl BA3HAUCHHS KITI0OYOBUX MEXaHIK 1 BUMOT JI0 TP 0eKTy. J{ami OyJio mp oBeneHo
pO3p00OKa apXITEKTypH P 3 OCHOBHUMHU KOMIIOHEHTaMH: O1i, K0JI0/1a Kap T, IHTep (eiic.
bymno Takox peanizoBaHo MexaHiku 3a jgomnomoroio GDScript, BkiIrouaroun
NepeTsIryBaHHA KapT 1 JIOTIKy MarasuHy. A TakoX OyJjo NpOBeIeHE MOIYJIbH
IHTErp arfiitHe TeCTyBaHHS JIJTs 3a0€3MEUCHHS SIKOCTI TPH.

HaykoBa HOBH3HA p00OOTH BU3HAYAETHCS Y BIP OBAHKCHHI CUCTEMH 30ep SKEHHS
Ipu 3 BUKOpHUCTaHHSAM pecypciB Godot 1 reHepaTopa BUIAJIKOBUX YMCE HA OCHOBI
HACIHHS JIJIs1 TOBTOPIOBAHOCTI ceciil. OnTuMizaliis I'p U JJIsl HU3bKO1 PO3IUTBHOT 3/TATHOCTI
(256x144 mikceniB) 13 MacmTabyBaHHAM JJEMOHCTP Y€ HOBI MIJAXOAU 1O BUKOP UCTAHHS
Godot Engine, 1110 Moe OyTH KOp UCHUM JIJIsl TOAAJIBIITUX PO3POOOK.

[IpakTu4Ha 3HAYYIIICTH P €3YJBTATIB MOJISATAE B CTBOP €HHIO TPH 3 BUKOP UCTAH
HaBUYAJIBHUX MaTepialiiB 15l pO3pOOHUKIB, siki BUBYatoTh Godot Engine 1>xanp roguelike
deck-building. ITpoekr omucye mporec po3poOKH, Bil HalaIITyBaHHS IO Peai3aril
MEXaHIK, 1 MOe CIYTyBaTH OCHOBOIO JIJIsl p O3LIUPEHHS, HAIPUKIIA, 10JaBAHHS HOBHUX
nepcoHaxiB M piBHIB. PoboTa crpwusie momynspuzaiiii BIIKPUTHUX IHCTPYMEHTIB 1

PO3BUTKY IHAYCTpIi reiMIEBY .
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1 AHAJII3 BACTOCYHKY IJIsA PO3POBKHU BIIEOI'PU B ’KAHPI
ROGUELIKE DECK-BUILDING

1.1 Busnauenns xaHpy roguelike deck-building

XKanp roguelike deck-building € iHHOBamiHUM TIOPUIOM ABOX CaMOOYTHIX
irpoBux ctuiniB — roguelike Ta deck-building, siki pa3om CTBOpPIOIOTH yHIKaJbHUIA
irpOBUI JOCBiN, L0 TMOEIHY€ BUMAIKOBICTb, CTpATETiYHE IJIAHYBAaHHS Ta BHCOKY
perpadenbHICTh. [{eli sxaHp 1p uBaOIIIOE T'P aBIIIB CBOEIO 3/IATHICTIO TP OTIOHYBATH CBIXKI
BUKJIUKH Y KOXKHIN cecli, 0JTHOYACHO JI03BOJISTIOUM P O3BUBATHU TTTMOOKI TAKTHYHI IMT1IXOIH
Yyepe3 yIpaBIiHH KOJIOIO KapT.

— Roguelike: Ile#r xaup Oepe cBiii mouatok Big rpu Rogue (1980), sxa
3aMpoBajnia KIIOUOBl MPHUHIMIINA: BHUITAJKOBY T€HEpallil0o BMICTY (piBHIB, BOPOTIB,
npeAMeTiB) Ta MexaHiKy '"mepmaHeHTHOI cmepTi" (permadeath). ¥ paszi cmepTi
nepcoHa)a IrpaBellb BTpAayae BEChb MPOrpec 1 MOYMHAE TPy 3aHOBO. Takui miaXin
3a0e31euye BUCOKY perpadesbHICTh 1 pPOOUTh KOXKHY CECil0 HemependadyBaHO Ta
YHIKaJIbHOIO.

— Deck-building: Lleii skanp cTaB momyJIsIpHUM 3aB/ISIKK HACTUTBHIN rpi Dominion
(2008). Bin 6a3yeThcs Ha CTBOpPEHHI Ta BIOCKOHAJICHHI KOJIOJHW KapT P OTSITOM TPH.
I'paBenp nounnae 3 6a30BOro HaOOPY KapT 1 HOCTYIOBO J0a€ HOB1 — 3 €(peKTaMH aTaKH,
3aXUCTy UM CIEIIaIbHUX 31I0HOCTEH, — 1100 AOCATTH HEepEMOTH.

[loeqnaHHA LMX KAHPIB CTBOPIOE YHIKaJbHUWA IrpOBUN JOCBIA: TI'paBelb
P OXOJIUTh BUIAIKOBO 3T€HEPOBAaHI P iBHI, BUKOP HCTOBYIOUH Kap TH 31 CBO€ET KOJIO U JJIsI
OOpoTEOM 3 BOpOTaMHd, MOJOJAHHS TEpemKo] 1 Po3BUTKY crpaterii. Komoma
P O3IIUPIOETHCS Ta BOCKOHAIOETHCS B ITP O1IEC] TP U, JOJaI09 | TJTMOMHU 1 Bap1aTUBHOCTI.
[Ipuxmamm, Taki sk Slay the Spire un Monster Train, Moka3yroTh, IK BHMAIKOBICTb
roguelike rapMOHIHHO TOTOBHIOE cTpaTeriude rianyBaHHS deck-building, poOmsan

KOJKHY CECII0 CBIKOIO Ta 3aXOTLTIOIYOIO.
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1.2 Ocob6amBocTi po3po0ku Ha pyurii Godot Engine

Jlns ctBopenss rpu B sxkaHp1roguelike deck-building 6yno o6pano Godot Engine
— MOTYXHUH 1 BIAKP UTHH p yLIIH 4151 p03p0OKH irop, sikuii miaTpumye sk 2D, tak 1 3D
np oekTH. Mloro 0co6IMBOCTI pOGIATE HOTO ifeaTbHIM BUGOP OM JUIS IIHOTO TUITY TPH:

— Cuctema cres 1 By3iiB: Godot BUKOpMCTOBYE MOTYJIBHY ap XITEKTYpY, 1€ Tpa
CKJIQIa€ThCA 31 CIIEH, a CICHM — 3 BY3JIB (CIpaMTH, KHOIKH, CKpHUNTH TOINO). Lle
JI03BOJISIE JIETKO CTBOPIOBATH Ta KOMOIHYBATH TP OBl €IEMEHTH, TaKi K KapTH, BOPOTH
YU eIEMEHTH 1HTep Qeiicy, 0 € KPUTUIHO BXKIUBUM JIJIs iIrOp 13 BEIUKOIO KUIBKICTIO
00’ €KTIB.

— GDScript: Moga nmporpamysannsa Godot, cxoxa Ha Python, iHTyiTUBHA I 3pyuHa
JUIS1 IUBUJIKOT peajii3allii JOTIKA IpHU — B1Jl OOMOBOI CUCTEMH JI0 Te€Hepaliii piBHIB.

—Ilintpumka 2D: OCKUIBKM OpPOEKT Opi€eHTOBaHMM Ha 2D 13 MIKCENBHOIO
rpadikoro, Godot mponoHye IHCTPYMEHTH JJIsi poOOTH 31 CIipaiiTaMu, aHIMAI[IsIMU Ta
PEHAEPUHTOM Y HU3BKIA P O3AUTbHIN 3/TaTHOCTI, IO 3a0€3MeUy€ YITKHI P EeTPO -CTUIIb.

— I'myuxicTs pecypciB: Py 103BoJIsI€ JIETKO 30epiraTu Ta 3aBaHTAKyBaTH JaHi
(HaImp MKJIa 1, KOJIOAU KapT, XapaKTEpUCTUKH BOP OT'iB), L0 CIIP OIILy € CTBOPEHHS CUCTEMH
p OT'p €cii.

— IHcTpymenTu muis iHTep Pericy: BOynoBana cucrema Ul mosermiye po3poOKy
MEHIO, B110OpakeHHsI KOJIOJIU Ta CTaTUCTUKU rpaBug.AHiManli: Godot Hagae MOTYkHI
THCTpYMEHTH I CTBOP €HHS IMHAMIYHUX €(EeKTIB, TAKUX SIK aHIMallii 00iB U edeKTu

KapT.
1.3 MochixkeHHs iCHyIOUHMX aHAJIOTIB
AHani3 icHyrouux irop y »xaHpi roguelike deck-building no3Bosnsie BusiBUTH

KJTIOUOB1 MEXaHIKH, CHJIbHI CTOP OHU Ta TOTEHIIIHHI HEJIOTIKH, K1 MO>KHA Bp aX yBAaTH IPH

pO3p 001l BIACHOTO P OEKTY.
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1.3.1 Slay the Spire

Slay the Spire — e eranonna rpa B xanpiroguelike deck-building, xe rpasemp
obupae nepcoHaxka 1 MpoXoJUTh BEXKY, OOPIOUYKCH 13 BOPOTaMH 3a JOMIOMOIOI0 KapT.

— Mexaniku: BunaakoBo 3reHep oBaHi piBHI, IIUPOKHUA BUOIp KapT 13 pPI3HUMHU
edexTamMu, CUCTeMa P eIKBIM IS JOJaTKOBUX OOHYCIB.

— CunbHi ctoponu: Bucoka perpabenpHICTh, ITHOOKA CTpaTeriyHa CKJIa/I0Ba,
P OCTHH 1 3p03yMUINHN 1HTEP (EHiC.

— Cnabki croponu: Bucoka ckiIagHICTh JJIsi HOBaYKiB, OOMEXKEHa KIIbKICTh
1Iep COHAXKIB MO€E 3MEHIIIYBATH P13HOMAHITHICTb.

— YHiKkaJabH1 0c00IUBOCTI: PellikBii CyTTEBO BIUIMBAIOTh HA CTPATETIIO, 101AK0UU

OOHYCH YM 3MIHIOIOYH MEXaHIKH.

tvswanderer the sitent

@
¢ End Turn

- R 7% r N\
PY=3 8 N )
a ™ s ‘
/ -
o ) n ’
o /
. Gain B Bloc .

Puc. 1.1 Ilpuknan Bineorpu Slay the Spire

1.3.2 Monster Train

Monster Train qoae yHIKaJIbHHI TIOBOPOT 110 KAHPY, /i€ TP aBeIlb 3aXUIIA€ MOTIT
BiJl BOPOTiB, PO3MIIIYIOYH IOHITIB 1 3aKJIMHAHHS HAa KUTbKOX MOBEPXaXx.

— Mexaniku: YnpaBiiHHS NOBEpXaMU MOTATY, PI3HI KJIAHU 3 YHIKaJIbHAMHU

KapTaMH, BUMAJKOBI1 MO/
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— CupHI cTop oHU: [HHOBALIIHTHA MEXaHiKa 3 TOBEP XaMH, BEJIUKA P13HOMaHITHICTb
CTpaTeriu.

— Cnabxki croponu: CknaJgHICTh MOXE BIJJIKYBaTH HOBAa4KiB, morpeda B
OajlaHCyBaHHI BEJIMKOT KIJIBKOCTI MEXaHIK.

— VHikanbHi ocoOnuBocTi: Knanu mnpomoHyroTh Ppi3HI  CTWII  TpH, a

0araTonoBepXOBICTb J10/1a€ TAKTUUHY TTTUOUHY .

P 195 o ] &

»

10 52 . X Clipped Guard
. \/36

=
5

Torck  Animussros
s Anim us.OfSEeed"'

Puc. 1.2 Ilpuknan Bineorpu Monster Train

1.3.3 Griftlands

Griftlands Bupizaserbcst moegnanHsaMm roguelike deck-building 13 RPG
€IIEeMEHTaMH, JIe Kap TH BUKOP UCTOBYIOTHCS K JJIs1 0010, TaK 1 AJIsl TIep eroBOPiB.

— Mexaniku: JIBi xoioau (6oiioBa Ta TepeEroBOpHa), pO3TATYKCHUN CIOXKET 13
BUOOpamu.

— CunibH1 cTOpOHM: YHIKaJbHUN MIAXiA 10 TEpEroBOpPiB, CUJIbHA CHOYKETHA
CKJIaJI0Ba.

— Cnabxki croponu: MeHiuii akiieHT Ha kinacuaHomy deck -building, croxxer Mmoxke

3HIKYBATH perpabenbHICTb.
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— YHikanbHi 0oco0nauBocTi: [leperoBopu 103BOJISIOTE YHUKATH KOHQIIKTIB ab0

OTPUMYBATH MEpEBAru, J0J4a0UU POJIbOBY Bap1aTUBHICTD.

Puc. 1.3 IIpuknan Bigeorpu Griftlands

1.3.4 Inscryption

Inscryption nojmae 10 *aHpPY €JIE€MEHTH >KaXiB 1 TOJIOBOJIOMOK, CTBOP IOIOUU
aTMoc(epHUM 1 HE3BUYHHM TOCBII.

— Mexanikn: Kosoga Ha OCHOBI JKepTBYBaHHS ICTOT, YHIKajJbHa CHCTEMa
pecypciB (KpOB 1 KICTKH), BUITaIKOBI MO/I1i Ta TOJOBOJIOMKH.

— CunbHi cTop oHM: ATMOChEpHHUI Tr3aiiH, IHHOBALIHA MEXaH1Ka KEpTBYBaHH,
3aXOIUTIOIOYMM CIOKET.

— Cnabxi ctoponr: MEHIMI akIeHT Ha cTpaTerii Kojoau depe3 (oKyc Ha
CIOKETI Ta TOJIOBOJIOMKAX.

— VYHikanbHi ocobnuBocTi: JKepTByBaHHS SK OCHOBA MEXaHIKM JI0/IA€

HAIpY’KEHHSI i TAKTUYHOT'O BUOODY.
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Puc. 1.4 Tlpuxnan Bigeorpu Inscryption

Tabmums 1.1
3BeneHa Ta0MUIS aHaJi3y ICHYIOUHUX BIJIEOIrOp Y
xanpi roguelike deck-building
IMapamerp |Slay the Spire | Monster Train | Griftlands Inscryption
OcHoBHI Bunaakosi Ynpasiiaas JIB1 KOMOTH ’KepTByBaHHS
MeXaHIKH piBHI, cUCTeMa | TOBEpXaMH, (6oitoBa i iCTOT,
pemnikBiif, 0010BI | KJIaHH, IEPErOBOPHA), | FOJIOBOJIOMKH,
KapTH BUITAKOBI MO | pO3Tajy>KEHUN | BUMAJKOBI
CIOJKET jn(eyisil
CuabHi Bucoka [aHOBAMIITHA VYHIKaTbHHAM ATtmocdepa,
CTOPOHM perpabenbHICTh, | MEXaHiKa MIX1I 10 IHHOBaIllIiHA
rIuooKa TIOBEPXiB, MEePEeroBopiB, | MEXaHiKa,
cTpaTeris, PI3HOMAaHITHICTh | CHJIbHA CEOXKET
P OCTUH CTparterii CIOJ)KETHA
1HTEp (eiic CKJIaJ10Ba
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[Iponosxennst Tabmumi 1.1
3BefeHa TaOIUI aHAII3y ICHYIOUHX BIJIEOITOp y

xaHpi roguelike deck-building

IMapamerp Slay the Monster Train | Griftlands Inscryption
Spire
Caaoki Bucoxka CKagHICTb, Menmmii Memnimii
CTOPOHH CKIAJHICTh | MoTpeda B | aKIIEHT Ha | aKIIEHT Ha
IS OanaHCyBaHHI deck-building, |crparerii
HOBAYKIB, MEXaHIK CIOKET 3HIXKYE | KOJIOAU
oOMexeHa perpalenbHICTh
KUIBKICTh
nep COHaXIB
YHiKaJAbHI Penixsii gns | baratonosepxona | [leperoopu sik | )Kep TByBaHHS,
0co0JuBOCTI OoHYCIB, 000poOHa, KJIaHM 3 | aTbTEPHATHBA | CHCTEMA
CTpaTeriuHe | yHIKaJbHUMHU 6010, RPG | pecypciB
IUTaHyBaHHS | Kap TAMH €IIEMEHTHU
KOJIO !
I'padiunui 2D, 2D, ¢dentesiiinuii | 2D, komikchuit | 2D, 3D, ctunp
CTHJIb MaJlbOBaHa | CTHIb CTHJIb KaxiB
rpadika
CkaajaHicTb Bucoka Cepenns 110 Cepenns Cepenns
BUCOKO1
PiBenb Bucoxkmnii Bucoxnii Cepenniit Cepenniit
perpadejabHoCTi
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1.4 Bu3HayeHHH BUMOT 10 TPpH

Ha ocHoOBi nocnijpkeHHs >kaHpy, aHajioriB 1 MoxiauBocrer Godot Engine
copMyJILOBAHO TaKi BUMOTH JI0 TPU:

— Bunankosa renepartis: Cucrema CTBOp €HHS yHIKaJIbHUX P 1BHIB, BOP OT'1B, TIOI1i
1 KapT y KOXHIM cecii. ['eHepyBaTUMyTbCsl J1aOIpUHTH, BOPOTH 3 YyHIKaJIbHAMHU
3A10HOCTSIMM Ta BHUIAJAKOBI TOAIi (CkapOW, TMACTKW), IO BINIMBATUMYTh Ha
perpabenbHICTb.

—Cucrema konoau kapT: Konmoga 3 kapTtamu pi3HUX THIIB (aTaka, 3axXuCT,
niATpUMKa). I'paBelb OTp UMyBaTUMe HOB1 KapTH SIK HAarop oAy 3a MepeMOoru 4u Mo/l
3MOeE MOKpaIyBaTh iX a00 BUIAISATU JIJIsl ONTUMI3ALIIl CTpaTerii.

— boiioBa cucrema: ITokpokoBuii 6iif Ha OCHOBI KapT, Ji€ TpaBellb BAKOPUCTOBYE
KOJIOY TpOTH BOpOriB. [lepemora BU3HaYaTUMETHCS 3HUILIEHHSIM BOP OT1B, TOpa3Ka —
CMEp TIO TP aBIIs.

—IIporpecis: MoXIuBICTh J10/1aBaTH HOBI KapTH, MOKpPAaIlyBaTH ICHYIOUl
(301LTBIICHHS CHJIM, 3MEHIICHHS BapTOCTI) Ta BHAANATH claOki. JlogaBaTUMyThCS
pEMIKBIl AJ1s MTACUBHUX €(DEKTiB.

— InTep deiic: 3pyunuit Ul nis ynpaBiiHHS KOJOJ0I0, TIEPErIsy CTAaTUCTUKU
(3mopoB’s, MaHa), iH(OpMaIlii Ipo BOPOTIB 1 CTaH 0010.

—306epexenns nporpecy: Cucrema 30ep eKEHHsI/3aBaHTAXKEHHSI CTaHy TPU IS
KOM(OPTHOTO TP OXOKESHHS.

—I'padika ta 3Byk: IlikcenbHa rpadika B peTp o-CTUJI1, 3BYKOB1 eeKTH AJis1 00iB,
KapT 1 GOHOBOT My3UKH.

— Texniuni acnexktu: Po3ginbpHa 34aTHICTE 256X 144 mikceniB, onTUMI3aIisa I
miKceabHOT Ipadiku, MaciTaOyBaHHS IS BEIUKUX eKp aHiB, miarp uMka [TK, MoOimbHIX
wiaThopM, pi3HUX BUJIB KOHTPOJIEPIB KepyBaHHs, MATPUMKA TpabHAX KOHCOJIB 1

crabinpHa poboTa.
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1.5 MinnboBa ayauropis

I'pa opieHTOBaHA Ha TaKUX I'paBLiB:

— IllanyBanpauku roguelike: Ti, XxTo mOOWTH BHMAAKOBY TEHEpaIlil0 Ta
IIEpMaHEHTHY CMEPTh.

— anyBanbuuku deck-building: I'paBii, siki HACOTOMXKYIOTBCS CTBOP EHHSM 1
ONTHUMI3ALEI0 KOTO.

— JIrobureni BuknukiB: T1i, XTO ITyKae CKJIAJIHI IFp U 3 HEOOXITHICTIO aJIanTallii Ta
CTpaTEeriyHOTO MHCJICHHS.

— [lpuxunbHUKN peTpo-cTiwiio: ['paBii, AKl MIHYIOTh MIKCENbHY Tpadiky Ta

PETP 0-ECTETHUKY.

1.6 TexHiuHi BUMOT'H 10 PO3poOKH

— Godot Engine 4.0: Octanns Bepcist Ajist TiATPp UMKH BCiX 2D -hyHKIii.

— Ilnarian: Mo>xuBe BUKOPHUCTAHHS IUTAT1HIB JJI TSHEp allii p IBHIB UM aHIMAIIIH.

— IHctpymentu nnd rpadiku: Aseprite abo Piskel niist ctBopeHHs mikcenbHUX
CIp alTiB.

— Inctpymentu nnsa 3Byky: Audacity abo FL Studio nns 3BykoBux edekTiB 1
MY3HUKH.

AHai3 aHaJoriB 1 BUMOT 10 Bigeorpu B kaupiroguelike deck-building cBimqunTs,
110 P 03pOOJICHUH TP OEKT BUP 13HATUMETHCS 3aBISKH ITOETHAHHIO TITMOOKOI CTP aTETr T9HOT
CKJIaJI0BOi, BHCOKOi perpabenbHOCTi, IHTYITHBHO 3pO3YMIJIOr0 KOPHUCTYBAIBLKOTO
iHTepdelicy Ta yHIKaJbHUX JU3aWHEPCBHKUX pillleHb, fAKi 3abe3nedaTtb HOro
KOHKYPEHTOCIIPOMOXKHICT ~Ha  PUHKY IHTEpaKTUBHUX po3Bar. KirouoBumu
0COOJIMBOCTSAMM I'PH CTAaHYTh IHHOBAIIIMHI I'p 0B1 MEXAHIKH, TaKl SIK aJIalITUBHA CUCTEMA
Ip OLIEAYPHOI T'eHepallii BMICTy Ha OCHOBI1 HACIHHS JJIsi CTBOP €HHS TOBTOP IOBAHUX, aJle

PI3HOMAHITHHUX ITPOBUX CECIH.
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2 3ACOBM PEAJIIBALLIL

2.1 Pymwiii rpu Ta cepeaoBuiie po3pooku

Y 1mpoMy po3aull AETaibHO OMUCAHO 3aCO0HM, SKI BUKOPHUCTOBYBATHUCS IS
CTBOpCHHA Bifeorpu B )kaHpiroguelike deck-building na 6a31 pymiis Godot Engine. /lo
HUX HaJIeXaTh PYLIiN TP Ta cepeloBULIE pO3pOOKH, MOBA P OrpaMyBaHHs, CUCTEMa
KOHTP OJIIO BEPCIH, a TAKOXK IHCTPYMEHTH JJ1sl CTBOPEHHS rpadiuHMX 1 3By KOBUX PECYPCIB.
{1 3acobu pa3om 3abe3neumnn eQPEKTUBHY peani3alilo MPOEKTy, J03BOJMBIIN
ONTUMI3yBaTH poOOOYMI MpPOIEC, 30CEPEAUTUCS HAa TBOPUYMUX ACHEKTaX 1 JOCATTH
MIOCTaBJICHUX IILJICH.

Godot Engine — me BigKpUTHIA PYIIiA 13 MIMPOKHUMHU MOYIUBOCTSIMHU JUIS
po3po0ku 2D- ta 3D-irop, sikuii p ONOHY € MOBHUI HAO1p IHCTP YMEHTIB JJIs1 CTBOPEHHS
ITpOBUX NP OEKTIB. BiH BKIIIOUA€E BI3yaIbHUM P €AKTOP, CACTEMY CKpHUIMTIB, BOY10BaHI
BY3JIU JJIs p €aj1i3allli THIOBHX TP OBUX MEXaHIK, a TAKOX IMITP UMKY aHIMAaIlii, (Qi3uKH,
ayJio Ta IHITUX KIFOYOBHUX aCIEKTIB P O3pOOKHU. 3aBASKH CBOIH JIETKOCTI, THYYKOCTI Ta
apantuBHOCTI Godot Engine imeanbHO TAIMIIOB 171 CTBOP €HHS TPH B skaHp1 roguelike

deck-building, ne moTpiOHa mIBHIKA iTEpallis Ta MOJyJIbHA CTPYKTYypa.

2.1.1 Cucrema BYy3JiB i ClIeH

OcHoBoto apxitektypu Godot Engine € cucrema By3iniB (node system), sika
JI03BOJISIE CTBOP IOBATH BC1 ITPOB1 00 €KTU IK KOMO1HAI[110 6a30BHUX Oy A1BETbHUX OJIOKIB.
Koxen By3om mae cBii Thm 1 HaOIp BIIACTUBOCTEH, IO BH3HAYAIOTh HOTO
byHKImioOHAIBHICTE. Hampukman, y 0pOMy TpOEKTI s peami3aiii  KapT
BUKOP UCTOBYBaJINCA

— By3nu tuny Sprite2D — s BigoOp axkeHHsI rpadidyHUX 300p aKeHb KapT.

— Bysznu tuny Area2D — st 0Op 0OkM B3a€MO/T1i 3 Kap TaMU 4ep €3 MUY abo

CEHCOPHUU EKp aH.
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By3nu MoxHa 00’ €HYBaTH B 1€papXiuHi CTPYKTYpPH, IO CHOPOILIY€E CTBOP EHHS
ckinagHux 00’ exTiB. Hanpukiaz, irp oBUil ep cCOHaxx CKiajaBcs 3:

— Bysna KinematicBody2D — s yrpaBiiHHS pyXOM.

— Bysna AnimatedSprite2D — st BiITBOp €HHS aHIMAITIH.

— By3sna CollisionShape2D — g1t 06p0OKH 31TKHEHb.

Takuil maxig HE JUIIE MOJErilye opraHi3amilo O0’€KTiB, aje il copuse
NOBTOPHOMY BHUKOPHCTAHHIO KOAY.

[Ile omHi€0 KIHOYOBOK OCOOJIMBICTIO € cHCTeMa CHeH (scene system), sika
JI03BOJISIE TPYIYyBaTH BY3JU B MOAYJIbHI OMUHUIN — clieHd. CreHn 30epiraroThes SIK
okpemi Galau W MOXKYTh MOBTOPHO BUKOPHUCTOBYBATHCA B PI3HUX YaCTHHAX TpH. Y
IIbOMY TIP OCKTI:

— Koxna kaprta Oyna peanizoBaHa Ik OKpeMa CLEHA, 10 a0 3MOTY JIErKO
710/1aBaTH HOB1 KapTH Ta pearyBaTu iX 0e3 BIUIMBY Ha 1HIII €JIEMEHTH.

— PiBHI rpu cTBOp I0BAJIUCS SIK CLICHU 3 By3J1aMu JJ1s1 (JOHY, BOPOTiB 1 MO1H, 1110

CIIP OCTUJIO TP OTIEyPHY TEHEP aIlifo.

2.1.2 Pepaktop Godot

Penaxtop Godot BucTymae ocHOBHUM iHTEp deiicoM st podoTu 3 pytriem. Bin
00'eqHy€e B cO01 pemakTop CIeH, PEIaKTOp CKPHIMTIB, Ae0arep Ta iHIII 1HCTPYMEHTH,
HEOOX1H1 /I CTBOpEHHS irop. PegakTop 103BosIsi€ Bi3yaqbHO KOMIIOHYBATH CIIEHU 3
BY3JIiB, HAJIAIITOBYBATH iXHi BJIACTUBOCTI Ta 3B’ SI3KH, & TAKOK IMUCATH 1 BiJIar0KyBaTU
CKpUNTH Oe3MocepeaHb0 B IHTEIPOBAHOMY CEpEIOBHINI. 3aBISKUA IIbOMY PO3pOOKa
BiI0yBaJiacs B €IMHOMY IIp ocTOpi 0€3 MoTpedu B JOAATKOBUX 30BHIIIHIX MIPOTrpamMax.

VY mpoekTi penakrop Godot 6yB BUKOp MCTAaHUM TSI

CTBOpeHHS Ta HAJAIITYBaHHA CLIEH: HANPUKIIA/, CIIEHU JJISI KapT, Mep COHAXIB,
1HTEp (peiicy KopHucTyBada Ta PiBHIB.

HanamtyBanns aHiMalii: 3a 10oMororo BOyJ0BaHOT O p €1aKTopa aHIMalliii 0ymo

CTBOP €HO aHIMallii AJIs Tep eMIIIeHHS Kap T, 00OBUX e(PEKTIB 1 Mep €X0/11B MK CLICHAMHU.
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VYnpaBiiHHS pecypcamMu: pelakTop J03BOJISIB IMIOPTYBAaTH Ta OpTraHI30ByBaTU
rpadiuHi Ta ay 110peCypcH, a TAKOK HAJAIITOBYBATH IXHI Map aMETPH JIJ1 ONITUMAIIBHOTO
BUKOPHUCTAHHS B Ipi.

Hanaromxenns:: BOygoBaHuil jaedarep JO3BOJSIB BIJICTE)KYBAaTH IOMWIKU Ta
NEepEeBIPSITH 3HAUEHHSI 3MIHHUX y PEaJbHOMY 4aci, 110 3HAYHO P HUCKOPHUIIO P OLeC

pO3pOoOKH.

2.1.3 IlepeBaru Godot Engine 11 npoexkTy

Bubip Godot Engine anst po3pobku rpu B xaupi roguelike deck-building 6yB
0OIPYHTOBAaHMI psJIOM IE€peBar:

Binkputuii ko1 1 6e3xkomToBHICTE: Godot € MOBHICTIO O€3KOIITOBHUM 1 BIIKPUTHM,
110 103BOJIMJIO YHUKHYTH JIIEH31MHUX BUTPAT 1 42710 MOKJIMBICTb aJalITyBaTH Py LI M
NOTpeOM NP OEKTY, SAKILIO 1€ O0y10 6 HEOOXITHO.

[TinTpumka 2D-irop: Godot Ma€e TOTy X H1 THCTP YMEHTH JIJ1s1 p 03p00ku 2 D -1rop, 1110
171€aIbHO TAXOAUTH JIJISI CTBOP €HHSI Kap TKOBOI I'pH 3 eneMenTamu roguelike.

['HydKicTh 1 MOAYTBHICTB: CHCTEMA BY3JIIB 1 CIIEH J03BOJISE JIETKO P O3IIHUPIOBATH
TPy, T0JaBaTH HOBI MEXaHIKHM Ta 3MIHIOBATH ICHYIOU1 0€3 3HAYHUX TIEp €p 000K KOy .

AKTHBHA CHUIBHOTA: BEJIMKa CHUIbHOTA po3poOHuKiB Godot Halae 4YUCIEHHI
HaBYaJlbHI MaTepialiy, IUIAriHM Ta MPUKIAAU MPOEKTIB, MO JOMOMOTJIO IIBHIKO

BUpIIIIyBaTH TEXHIYHI MMTAHHS M1]] Yac pO3pO0OKU.

2.2 MoBHu nporpamMyBaHHA

Jlns marmmcanns ckpuntiB y Godot Engine BukopucroByBamacs GDScript —
BHCOKOD IBHEBA, TMHAMIYHO THITI30BaHa MOBA P OrpaMyBaHHS, CIIEIiaJIbHO po3po0IieHa
s poro pytrisi. GDScript Mmae cunTakcuc, moaioHui 1o Python, mo poOuts ioro
JIETKUM JIJISI BUBUCHHS Ta BUKOPHUCTAHHS HABITH [ PO3POOHUKIB 13 CEp €IHIM PiBHEM
nocBigy. st moBa TicHo iHTerpoBana 3 Godot Engine, mo 103BoJis€ MBHUIKO H

e(pEeKTUBHO B3A€EMOJISATH 3 By3JIaMH, CIEHaMM Ta IHIIMMU OO’ €KTaMU P YILis,
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3a0e31euyoud BUCOKY NMPOAYKTUBHICTh 1 3pYUHICTh y peai3auli CKIaJHUX IIPOBUX

MEXaHIK.

2.2.1 Bukopucranusa GDScript y npoekri

VY npoekri Bel ckpuntu 0ynu Hanucani Ha GDScript, no 103800 peanizyBatu
KJIIOUOBI I'pOBI MEXaHIKH, XapakTepHi s xaHpy roguelike deck-building. lo takux
MeXaHIK HaJIeXKaTh:

[lepersaryBanns kapT: Peanizamis iHTepakTHBHOTO 1HTEp helicy i BHOOpPY Ta
nep EMIIEHHS Kap T I'paBLEM.

Yrupasninas 60oem: JIorika 60i0BOi cucTemMu, 1110 BKJIFOYa€ 00pOOKY aTak, 3aXUCTIB
1 cneriaabHUX €PEeKTIB KapT.

I'enepamis BumagkoBux noaiit: IlponenypHa renepariiss mojaiii i piBHIB s
3a0€3IMeUeHHs YHIKAIbHOCTI KOKHOTO TP OXOJIKESHHS.

OO0poOka 1HTep eiicy kopucTyBada: Ympaniidasa enemeHtramu Ul, takumu sk
B1J100p @KEHHSI KOJIOJIH, PYKH TPaBIlSI Ta CTaTyCy BOPOTIiB.

3apasku TicHIM iHTerpamii GDScript i3 Godot Engine Baamocs 1ocsartv BUCOKOT
P OJTYKTUBHOCTI Ta MIHIMAJIBHUX 3YCHUJIb Ha agantamito koxy. Hanpuxman, GDScript
7103BOJIsIE Oe3Mmocep eAHBO 3BEPTATUCS IO BY3JIIB 1 iXHIX BJIACTHBOCTEH, IO 3HAYHO
CHpPOUIY€ HANTUCAHHS KOy JUJI IMHAMIYHUX ITPOBHUX 00’ €KTIB.

[Ipuknan peanizauii MEXaHIKH MEPETATYBAHHS KapT:

extends Area2D
var is_dragging = false
var original_position = Vector2()
func _ready():
original_position = global_position
func _input(event):
if event is InputEventMouseButton and event.button index ==
BUTTON_LEFT:
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if event.pressed and
get _global _mouse position().distance_to(global position) < 50:

Is_dragging = true

else:
Is_dragging = false
global_position = original_position

elif event is InputEventMouseMotion and is_dragging:
global_position = get_global _mouse_position()

Leli ckpunt npUKpIMIFOETHCS 10 By3aa Area2D, skuil np eacraBise KapTy B IPi.
Bin no3Bosisie rpaBieBi NepeTAryBaT Kap Ty 3a JOTMIOMOTOI0 MHUIII, TOBEPTAlOUH ii Ha
MOYATKOBY MO3UILIO, SKIIO TEpeTAryBaHHS cKacoBaHO. BukopuctaHHs BOYIOBaHHX
dbyukmiit Godot, Takux sk get global mouse position(), 3abe3neuye MpoOCTOTY
peanizarii TaKuX MeXaHiK.

[Ipuknan peanizarii 60HOBOT CUCTEMHU:

extends Node
var player_health = 100
var enemy_health = 50
func apply_card_effect(card_type, value):
If card_type == "attack™:
enemy_health -= value
print("Enemy takes ", value, " damage. Enemy health: ", enemy_health)
elif card_type == "defend":
player health += value
print("Player gains ", value, " health. Player health: ", player health)
func _process(delta):
if enemy _health <= 0:
print("Enemy defeated!")
queue_free()
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Le#t ckpunt 1eMOHCTp Y€ 6a30BY JIOTIKY 0010BOI cucremu, Jie kapta Tumy "attack”
3aBJIa€ LIKOJIM BOpOry, a kapTa tuiy "defend" nonae 3mopoB’s rpasieBi. Bukopucranus
GyHKUIT _process J03BOJISIE IIEP EBIPSATH CTAH BOPOT'a B PEATBHOMY Yacl, 10 € Ba)KJIUBUM
JJI TUHAMIYHUX 1TOP.

[Ipuxnan nponeaypHOI TeHepalii moaii:

extends Node
var events = ["encounter_enemy", "find_treasure”, "rest_area", "boss_fight"]
func generate_event():

var random_index = randi() % events.size()

var selected _event = events[random_index]

print("Generated event: ", selected_event)

return selected _event

Lle¥i ckp UNT reHep y € BUMAAKOBY MO0 3 MACHBY MO>KIIUBHUX MO/I1H, 1110 € OCHOBOIO
JJISI CTBOP €HHS YHIKAJIBbHHUX TP OXOMKEeHb y KaHpi roguelike. Bukopucranus QyHKIi
randi() 3a0e3meuye NIBUIKE CTBOP €HHS BUTIAIKOBUX YHUCEI, IO € KP UTUIHO BAKJIMBAM

JUTSL Ip OLleIy P HOT reHep artii.

2.2.2 llepeBaru GDScript

Bubip GDScript ssk 0CHOBHOI MOBHM TpOrpamyBaHHA JJis MpoekTy "Po3poOka
Bigeorpu B :)kaHpiroguelike deck-building na pyuii Godot Engine" 6yB 061p yHTOBaHMIA
HU3KOIO KJIIOUOBUX TIEP €Bar, siKi 3p 00MJIM HOTO 171€aJIbHUM 1HCTP YMEHTOM JIJISI p easi3arli
3aJyMaHoro.

[Ipocrota cunrakcucy: GDScript Mae cunTakcuc, moioaMi 10 Python, 1o poouts
HOro 1HTYITHUBHO 3pPO3yMUIMM 1 JIETKUM JIJI1 OCBO€HHS HaBITh AJISI PO3POOHUKIB 13
oOMexeHUM T0cBiAOM. L mpocToTa 103BOJIsIE MBUAKO MUCATH, YUTATU Ta P €AaryBaTu
KOJ, II0 OCOOJMBO BaXJIMBO HAa PAaHHIX eramax po3poOKH, KOJU HEOOXITHO Yacro
3MIHIOBATH Ta TECTYBATH MEXaHIKU Irpu. Hampukian, Torika nep eTaryBaHHs KapTy pyLi

rpaBis a00 aKTUBALlS IXHIX €EeKTIB MOKe OyTH pealli3oBaHa JIUIIe KUIbKOMA PSAKaMU
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KOy, 10 3MEHIIY€ HMOBIPHICTh IIOMMJIOK 1 MOJIETIIY€E MIATP UMKY TP O€KTY. 3aBISIKU
ILOMY PO3POOHHMK MOE 30CEpEIUTUCS HA TBOPYHUX acCMeKTax, a He Ha OOpPoThOI 31
CKJIQTHUMH KOHCTP yKIIISIMU.

TicHa inTerparis 3 Godot Engine: GDScript cTBop eHuii crieriajibHO JJ1s1 po00TH 3
By3jamu Ta ciieHamMu Godot, 1m0 3a0e3neuye 6e3110BHY B3a€EMO/II0 3 00’ €KTaMH PYIIIIS.
Ile 3Ha4HO 3MEHIIYE KUIBKICTh JOTIOMDKHOTO KOAY, SIKMM 3a3BHYail MOTpiOEH I
JTOCTYIy 70 IrpoBHX O0’€KTIB y IHIIMX MOBax IporpamyBaHHsA. Hampwukimam, mMeton
get node() m03BOJISIE IETKO OTPHUMYBATH JOCTYI 10 OyIb-SIKOTO By3ja B CIEHI, IO
CIP OIIlY € MAHIMYJISIIT 3 I'p OBUMH €IEMEHTaMU, TAKUMH SIK Kap TH, BOP OTH YU €IEeMEHTU
iTep peiicy. Kpim Toro, GDScript miarpuMye BUKOp UCTaHHS CUTHAIIB (signals), mo €
OCHOBOIO TI0J1I€BO-0P I€EHTOBAHOTO Mp orpamyBanHs B Godot. Hanpukiian, curaan Moxe
OyTH BUKOP UCTaHUH 1J1s1 00pOOKM HATUCKAHHS Ha KapTy a00 3aBEPIICHHS aHIMAIl] ATAKU
BOpOTa, 110 pOOUTH KOJ OUIBII CTPYKTYPOBAHUM 1 JIETKUM JJIs1 pO3YMIHHS.

[[IBuakicte po3poOKu: 3aBASKM JAUHAMIUHIN THMm3amii Ta BIACYTHOCTI
HeoOxigHocTI Kommusaii, GDScript m03BoJIsiE MUTTEBO TeCTyBaTH 3MiHHM B KOii. Lle
KPUTHYHO BAXKJIMBO HA €Tarll Mp OTOTUITYBAHHS, KOJIM P O3POOHHK YaCTO €KCIIep UMEHTY€
3 pI3HMMH BapiaHTamMu MexaHik. Hanpukimanm, mig gac 6amadcyBaHHS 00HOBOT CHCTEMHU
MO>KHa HIBUJKO 3MIHUTH 3HAYEHHS LIKOJIW YU 3aXUCTy KapT 1 ojApasy IepeBipUTU
pesynbrar y rpi. @yskiia "rapsiyoro nepeszaBanTaxkeHHs" (hot reload) y Godot
J0IATKOBO MPUCKOPIOE IIEH MPOIIeC, AO3BOJSIOYN BHOCUTH 3MIHM B CKPHUITH 0€3
nep e3aIycKy TpH, 10 eKOHOMUTD 4Yac 1 MiBUIILY€ TP Oy KTUBHICTb.

Onrumizanis aist 2D-1rop: GDScript 3a6e3nedye 10CTaTHIO NP ONYKTUBHICTD IS
oiunbmocti  2D-irop, Ttakux gk roguelike deck-building, me oOuucHIOBANBHI
HaBaHTa)XCHHS 3a3BUYAl HE € KD UTHYHUMH. Y IIbOMY JKaHP1 OCHOBHHUM aKIIEHT P 0OUTHCS
Ha JIOTIKY TpH — HaIpUKJIaI, TP OIIeAyPHY I'eHep allito KOJIOIU Yi 00p 00Ky B3a€MOIIH
MDK KapTamMu, — a He Ha ckinaadi 3D-obumcnenns ym pengepunr. GDScript,
ontuMizoBanuil s po6otu 3 Godot Engine, 3a6e3neuye mBuake BUKOHAHHS KOy Ta
MiHIMaJIbHI 3aTPUMKH HaBITh y CIIEHAX 13 BEJIIMKOIO KUIBKICTIO 00’ €KTIB, TAKHX SIK

JIECSITKU KapT Ha €KpaHl 4Yu AUHaMIYHI eeKTu 0010.
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i mepeBaru 3podwm GDScript He3aMIHHUM 1HCTPYMEHTOM ISl TP OEKTY,
JIO3BOJIMBILIM 30CEP AUTUCS Ha pealli3alll IrpOBUX MEXAHIK 1 TBOPYHMX 1/1eH, a HE Ha

TEXHIYHUX CKJIAIHOIIAX..

2.2.3 llopiBHSIHHA 3 iHIIMMHY MOBAMH NPOTrPAMYBAHHA

Godot Engine marpuMye Kitbka MOB Mp orpaMyBaHHsI, 30kpema C# 1 VisualScript,
SK1 P O3 AANINCS K TOTeHIIMHI anbTepHatuBH GDScript. OxHak micns aHaaizy iXHIX
ocobmuBoctelt BuOip 3ymuHUBCS Ha GDScript yepe3 Woro ontuManbHE MOETHAHHSI
P OCTOTH, MIBUIKOCTI pO3pOOKHU Ta IHTErpalii 3 pymriem.

C#: 1 MOBa € IOTY>KHOIO aJIbTEPHATHUBOIO JJ151 ITP OEKTIB, 1110 BUMAratoTh BUCOKOI
p OIyKTUBHOCTI a00 1HTerparii 3 rnatdopmamu .NET. 3aBasku ctatruuniid Tunizamii C#
MOJK€ JOTIOMAraTy BUSIBIIATU MMOMUIIKH II€ Ha €Tarll KOMIUIAILIl, a TAKOXK IMiJTP UMY€
CKJIaJiHI 00’ €KTHO-Opi€HTOBaHI KOHCTpYKUli. [IpoTe nnst uporo npoekty C# He OyB
00paHuii 3 KUTbKOX P UYUH:

— Cxnagnicte  HanmamtyBaHHs: Buxopuctanus C# y Godot Bumarae
BcTtaHoBNeHHs: Mono SDK 1 101aTKOBHX IHCTpYMEHTIB, IO YCKJIAJHIOE MOYATKOBE
HaJalITyBaHHS poOOYOro cepeaoBHUIIa.

— I'pomizakuit cuatakcuc: [lopiBasHO 3 GDScript, C# notpeOye OibIe Koxy
JIUIs. BUKOHAaHHS 0a30BHX OTEpallii, o MO YIOBUILHUTH PO3POOKY, 0COOIUBO IS
HEBEJIMKUX NP O€KTIB 200 p03p OOHHUKIB 13 MEHIIUM JIOCBIJIOM.

— IIpoaykruBHicTh: X0o4ya C# MOXxe OyTH MIBUAMINM Yy CIEHAPISIX 13 BUCOKHUMU
0oOUYHMCITIOBAILHUME HaBaHTakeHHsAMH, aius 2D-rpu tumy roguelike deck-building
npoayktuBHicTe GDScript € Ounbimn HK JoCTaTHROIO, ToMmy mnepeBaru C# He
BUIIP aBJOBYIOTh J10JIATKOBHUX 3YyCHJIb.

VisualScript: {1 MoBa 103BoJisie CTBOPIOBATH JIOTIKY TPU 3a JIOTIOMOTOKO
BI3yaJbHUX BY3J]iB, 10 MOXE OYyTH KOPHUCHUM Jisl PO3POOHMKIB 0€3 JOCBiTY
Ip OrpaMyBaHHs 200 JIJIs IBUIKOT'O CTBOPEHHS P OCTHX TP OTOTUIIB. OTHAK JJIS IIHOTO

npoekty VisualScript BUABUBCS MEHII TP AKTUYHUM:



27

— OOMexeHa THYYKICTh: BizyanbHe mporpamyBaHHS yCKJIaJHIOE P easli3alliio
CKJIaJIHUX aJITOPUTMIB, TAKUX SIK MPOLEAYpHA FreHep allisi KOJOAU KapT YU YIIp aBITIHHS
O0MOBOIO CUCTEMOIO 3 BEJIMKOIO KITBKICTIO 3MIHHUX 1 YMOB.

— CxitagHicTh MacmTadbyBaHHs: [3 301UIbIIEHASIM 00CITY KOy Bi3yallbHI CXEMH

CTalOTh TP OMI3JIKHMH, 110 YCKIIaJHIOE IXHE peNaryBaHHs Ta MITP UMKY .

— [IpoaykruBnicte: VisualScript Moxe OyTu MeHII €(QEKTHUBHMM Yy IUIaHI
IIBUIKOCTI BUKOHAHHS MOP iBHSHO 3 TEKCTOBUMU MOBaMHU, IO € BaXKJIUBUM JIJIs1 irop 13
IUHAMIYHAUMU MEXaHIKaMH.

GDScript 6yB oOpanuii 3aBAsSKH CBOid MPOCTOTI, IIBUIKOCTI PO3POOKH Ta
rinookii inTerpartii 3 Godot Engine. L{e 103B0IMI0 yHUKHY TH TEXHIYHUX yCKITaTHEHB 1
30Cep eUTHCS Ha CTBOPEHHI Irp OBUX MEXaHIK, TAKUX SK YIIPABIIIHHS KOJIOI0F0 9H 0010Ba

CHUCTEMA.

2.2.4 HajlaroakeHHsl Ta TeCTYBAHHA

GDScript minTpumye edeKTHBHE HaJIaro[KCHHs 3aBISKH BOYJOBAHUM
iHcTpyMenTam Godot Engine, 110 3HaYHO MOJIETIIYE TP OIEC PO3POOKU Ta TECTYBAHHS
rpu. Pemakrop Godot Britouae MOBHOMYHKIIOHATBHUN 1e0arep 13 TaKUMH
MOJIUBOCTSIMHU:

— Touxku 3ynunku (breakpoints): Po3poOHuk Moske 3yTUHATH BUKOHAHHS KOy B
MEBHUX MICIISIX, III00 MepeBIpUTH CTaH 3MIHHHUX a00 JIOTIKY MPpOTpaMH.

— Ilepernsan3nadyens y peaabHoMYy yaci: Jledbarep BimoOparkae HOTOUHI 3HAYCHHS
BCIX 3MIHHHX Y CII€HI, 1110 JT03BOJISIE€ BIACTEXKYBATH 3MIHU ITiJ Yac TPHU.

— [lokpokoBe BuKOHaHHS: MOKIHMBICTh BUKOHYBATH KOJ PSIOK 3a PSIIKOM
JoTIOMarae JeTaabHO aHAII3yBaTH TOBEAIHKY TP OTrpaMu Ta BUSIBISATH MMOMUJIKH.

Hanpuknan, mix gac TectyBaHHS 00HOBOI cUCTeMH Je0arep BUKOPMCTOBYBABCA
LTSI TIep €B1p KU KOPEKTHOCT1 00YMCIICHb KO Ta 340pOB 5. PO3pOOHMK Mir yCTaHOBUTU
TOUKY 3YNIUHKU B METO/1, IO 3aCTOCOBYE €PEKT KapTH, 1 TIep erIISTHY TH, K 3MIHIOIOTHCS

3HaueHHs player health 1 enemy health micns xoxnoi mii. e momomorio mBuaKo
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BUSIBUTH TIOMMJIKHM, HaNpUKIaJ, HENpaBWIbHE 3aCTOCyBaHHA MOAU(IKATOPIB UH
HEKOP €KTHE OKP YTJICHHS 3HAYEHb.

@ynkuis "rapsiuoro nep ezapantaxeHHs" (hot reload) y Godot no3Bosnsiia BHOCHTH
3minu B ckpuntu GDScript 1 6auutu iXHI pe3ynbTatu 0e3 mepesamnycky rpu. lle
P UICKOPUJIO 1TE€P ATUBHUI IIPOLIEC P 03P OOKH, TO3BOJISIFOUH €KCIIEp UMEHTYBaTH 3 P13HUMU
BapiaHTamMu MexaHik. Hanpukmnan, mig gac 6amancyBaHHs €eKTiB Kap T p 03pOOHUK Mir
3MIHUTH 3HaYEHHS LIKOJM YU 3aXUCTY IPSMO MiJl 4ac IPU M 0pa3y OL[IHUTH BIUIUB HA
O1if.

Takox Godot Hamae iHCTpyMeHTH i NpOQUIOBaHHA, SIKI JOMOMArarorh
BUSBJISITU BY3bKi MICIS B MPOAYKTUBHOCTI. L{e OyJi0 KOpHUCHO AJis onTUMI3alli KOy B
CIIEHaX 13 BEJIMKOK KUIBKICTIO KapT 4M €(EeKTIB, JA03BOJIIIOUM NEp EKOHATUCS, 1O Ipa

IIpanro€ 1mIaBHO.

2.2.5 OnTumizaunis Koay

Jlnst 3a6e3neuenHst BUCOKOT mp oayKTUBHOCTI rpu B GDScript 6yn0 BuKopucraHo
KUTbKa MIAXOJIB IO OMTHUMI3aIlli KOy, MmO OyJIO 0COOJMBO BaKIIMBUM JIJISI CIIEH 13
BEJIUKOIO KUTHKICTIO 00’ €KTIB, TAKHX SIK KAPTH YU OOHOB1 €PEKTH.

MiHiMi3allisg 3BEpHEHb 10 BY3JiB: 3aMiCTh TMOBTOPHOTO BHKINKY get node() y
KOKHOMY KaJipi, [0 € BUTPATHOIO OTIEpalli€t0, TOCHIAHHS Ha YaCTO BUKOP UCTOBYBaHI
BY3JIM 30€epirajucs B 3MIHHUX IiJ Yac iHiliaai3amii ciiend. Hanpuknaz, y CKp ATl Ajst
yIPaBJIiHHS KOJIOJIOK Kap T MOCUJIaHHS Ha BY30J1 pPYyKHU rpaBlis 30epiranocs B 3MIHHIA y
metoni _ready(), 1110 YHHKAJIO MOBTOP HUX MOIIYKIB.

Bukopucranns myniB 00’ exTiB: J{714 4acTOo CTBOPIOBAHUX 1 BUJANISIEMUX 00’ €KTIB,
TaKuX K Kap TH 9M B13yaJibHI €()eKTH, BUKOP UCTOBYBIHCS ITyJin 00’ €KTiB. 1{e qo3Bossiio
HOBTOPHO BHUKOPHUCTOBYBATM I1HCTAHCH 3aMICTh CTBOPEHHS HOBHUX, 3MEHIIYIOUU
HaBaHTaXCHHS Ha 301p HUK cMiTTs. Hampukman, niist KapTy pylirpaBiisd OyB CTBOP CHUN
myJ 13 (PIKCOBAHOIO KUTBKICTIO IHCTAHCIB, $IKI aKTUBYBAJIMCS Ta JI€AKTHBYBAJIHCS 3
noTp eou.

OOMexeHHst OHOBJIEHb: JIorika, sika He HoTp e0yBajia BUKOHAHHS B KOKHOMY KaJp1,

nepeHocusiacs 3 QyHKIIT _process 10 MOJi€BO-OpieHTOBaHMX MeTonaiB. Hampukman,
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OHOBJIEHHS 1HTEP (eiicy 340pOB’ sl B1AOYBATIOCS JIUILIE IPY 3M1H1 3HAUCHHSI, a HE LOKAJIPY,
10 3MEHITYBaI0 KUIbKICTb OOYHUCIICHb.

Onrtumizauiss peHaepuHry: BUKOpUCTOByBanucs TEXHIKM, Takl sik batching
cnpaiTiB 1 atlas Tekctyp, 7151 3SMEHIIIEHHS] HABAaHTa)XE€HHs Ha rpadiunuii np ouecop. Lle
JTI03BOJISUTO P EHACPUTH KUThKa CIIP aTIB 32 OJIMH BUKIIHK, 1110 OYJ10 BaXKJIUBUM JJIs CIICH

13 BEJIMKOIO KUTBKICTIO KapT.

2.3 IncTpyMeHTH 1JI CTBOPEHHS pecypciB

Jlnst cTBOpEHHS pecypcCiB IpH, TakuX sIK rpadika, aHimMalli, 3ByKOBI €PEKTH Ta
MY3HUKa, BUKOPHUCTOBYBAIMCS CIIELIaI130BaHl IHCTPYMEHTH, Kl 3a0€3MeUUId BUCOKY
AKICTb KOHTEHTY Ta e(hekTuBHY 1HTerpauito 3 Godot Engine. OcHOBHUMM 1HCTP yMEHTaMU
cranu Aseprite 1151 CTBOp eHHs rpadiunux pecypceiB 1 Audacity st poOOTH 31 3BYKOM.
HonatkoBo 3actocoByBanucs Tiled s ctBopenus kapT piBHiB 1 GIMP niist 00poOku
300p axenb. L1 1HCTp yMeHTH 00p aHO Yepe3 IXHIO 1OCTYTHICTb, P OCTOTY BUKOPUCTAHHS
Ta cymicHIicTh 13 Godot Engine, mo 103BOJIMIO 30Cep EAUTUCS HAa TBOPYOMY TIP OIIEC,

YHHUKAIO4YH TEXHIYHHUX YCKIaAHCHD.

2.3.1 Aseprite 1151 cTBOpPeHHs rpaivyHUX pecypciB

Aseprite — me cremianizoBaHul THCTPYMEHT Il CTBOPEHHS MIKCEIb-apTy,
NOMYJISIPHUN cepell pO3pOOHMKIB 2D-irop 3aBAsikM 3py4YHOMY 1HTEp peicy i
MaJTIOBaHHS, aHIMAaIlii Ta eKcrmopTy crupaitiB. Y rpi B xkaupi roguelike deck-building
nikcenab-apT Oyj0 oOpaHO uepe3 WOro eCcTeTUYHy MpHuBaOJMBICTh, PETPO-CTUIID 1
e(hEeKTUBHICTh TSI BIMOOpaKCHHS BEIIMKOI KIIBKOCTI APIOHUX €IEeMEHTIB, TaKHX SK
KapTH, IKOHKH Ta TIEp COHAXI.

Y mnpoekti Aseprite BUKOPHCTOBYBABCS IJISI CTBOPCHHS TaKUX TI'padivdHuX
€JIEMEHTIB!

Copaiitn nns kaptT: Koxna kapTta mana yHIKaJdbHUW AW3ailH 13 1KOHKOKO

(Hanp HUKJIaa, MCYd JJId aTaKu, ITAT JJI BaXI/ICTY), PaMKORO Ta TCKCTOBUM ITOJICM IJIA OITACY
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edekry. Aseprite 3a0e3medyBaB TOUHICTb JJO MIKCENs, 1[0 KP UTUYHO JJIS MTIKCENb -apTy,
J1€ KOXKEH MIKCEJb BIUIMBAE HA BI3yaJIbHUMN CTUJIb.

[Tepconaxi Ta Boporu: CTBOpOBAINUCS COPANT-TUCTH IJIs aHIMAllld, TaKUX SIK
pyXH, aTaku 4y cMepTh. Hanpukiaa, aHiMais aTaku nep coHa)a BKitoyaia 4 kajapu:
HiATOTOBKA, yJap, BiAKAT 1 MOBEPHEHHS B HEUTpasbHYy MO3UIIIIO, 110 3a0e3MeYnio
IUTABHICTh PYXIB y TPL.

Otouenns: ®OHOBI €IEMEHTH, TaKi K TEKCTYP U MIJJIOTH, CTIH, ABEP i UK 00’ €KTIB
(cKpuHI, TTaCTKH), J0AaBaIM aTMOc(hepu Ta yHIKaIbHOCTI pPiBHIM. Aseprite T03BOIMB
CTBOpIOBATH TailnioBi HabopH (tilesets), siki imnopTtyBanucs B Godot isist reHepaliii piBHiB.

Aseprite ciip o1y BaB CTBOPEHHSI aHIMal1i 3aB/IIK1 BOY IOBAHOMY PEAKTOPY, KUK
po30uBa€e cupaT-IMCTH Ha KaJpH Ta HaJalUTOBYE MIBUAKICTh aHIMauli. Hanmpuknan,
aHIMallist BUOyXy /Jist 00MoBOTO edeKTy ckitaaanacs 3 8 kaapis 1 iMnop TyBaiacs B Godot
aK AnimatedSprite2D, 110 nosiermumio iHTerpauito. [HCTp yMEHT NiATPp UMY€E EKCOPT Y
dopmatt PNG 1 JSON, ski Godot aBTOMaTWYHO pO3IMi3HAE, 3a0MIAKYIOUN Yac
po3poOHMKa.

[lepeBaru Bukopucranus Aseprite:

— InTyiTuBHMI 1HTEp (eiic: [HCTp yMeHTH MallOBaHHS, AJITPU KOJbOPIB 1 LIApU
J03BOJISIIOTH IIBUIKO CTBOPIOBATH JI€TaIi30BaHi CIIp alTH.

— IligTpumka aniMariiii: BOyoBanmii peakTop CIpOINy€e CTBOPCHHSI TIaBHUX
nep exo/1iB 1 eheKTIB, BAXKJIUBUX IS TUHAMIYHUX 1TOP.

— ExcriopT y 3pyuni ¢dopmaru: PNG 13 mpo3zopum ponom 1 JSON igeanmpHO
cymicHi 3 Godot Engine.

— I'nyuxkictb: PoOoTa 3 mapamu nmoJierurye CTBOp €HHS CKJIaIHUX KOMITO3HUIIIH 1

penaryBaHHs.

2.3.2 Audacity 1J151 CTBOpeHHsI 3BYKOBHUX pecypciB

Audacity — 1e O€3KOINTOBHMI ayaiOpeJakTop i3 BIAKPUTHM KOIOM, SIKHIA
BUKOPHUCTOBYBABCS [JIsi CTBOPEHHsS 3BYKOBUX €(eKTIB 1 My3ukh. BiH mpormoHye
THCTpYMEHTH JJIsI 3aIUCy, peJaryBaHHs, HaKJaJgaHHs e(eKTiB 1 eKCropTy ayAdio, IIo

poOuUTH HOTO i1eaTbHUM JJISl 3BYKOBOTO CYNPOBOAY T'PH.
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VY npoekti Audacity 3acTocoOByBaBcCsl 114

— 3BykoBuX e¢ekTiB: CTBOpEHHS KOPOTKUX ayalopaimiB s Aid, TaKUX SK
nep eMIIIeHHs KapT, aTaka, OTp UMaHHs IIKOJY YU aKTUBAIlsl €(EeKTiB.

— donOBOT My3uKkH: Po3poOka TpekiB 151 TOJIOBHOTO MEHI0, 001B 11011, My3uka
CTBOPIOBAJACs 3 BHKOPHUCTAHHSAM OE3KOIITOBHUX O10IIOTEK 1 HaIANITOBYBajacs IS
BIIMOBIAHOCTI aTMocdepl TpH: TUHAMIYHUN PpUTM JJIs OOIB, CIOKIMHA MEIOIS A1t
o1,

Audacity 7103B0JIMB HaJalITyBaTH I'YYHICTh, TEMII, TOH 1 AoAaTH epektu (exo,
peBepOeparlisi), CTBOPIOIOUM YHIKaNbHI 3BYyKH. EkcriopT y dopmatu OGG 1 WAV
3a0e3neurB ONTUMAJIbHY SIKICTh 1 CyMICHICTD 13 Godot.

[lepeBaru Bukopuctanus Audacity:

— be3komtoBHiCTh: Binkputuii ko1 poOUTh IHCTPYMEHT TOCTYIIHUM JJIsI BCIX.

— Mupokuii ¢yHkionan: Bin 3amucy no HakiagaHHS €PeKTiB — yce Uit
p 0(peciiHOTO 3BYKY.

— CywicHicts 13 Godot: @opmatu OGG 1 WAV onTumizyroTh BUKOP UCTAHHS

mam’ STi.

2.3.3 Tiled nyist cTBOpeHHSI KApPT PiBHIB

Tiled — e BigkpuTHii penakTop KapT 1i1s1 2D -irop, sikuii TormomMarae CTBOPIOBATH
mabiaoHu piBHIB 1 nmomid. He3axkarounm Ha mnpoueAaypHy reHepamiro B rpi, Tiled
BUKOP MCTOBYBABCS JJ1s1 pO3p0OKM 0a30BUX IA0JOHIB KIMHAT 1 KOPUAOPIB.

VY npoexkrti Tiled 3acTtocoByBaBcs nis:

— TatinoBux H©HaOopiB: Jlu3zaliH miMIOTH, CTIH, ABEper 1 00’€KTIB, sKi
iMoptyBasucs B Godot sik TileMap.

— IIla6noniB kiMHAT: CTBOP €HHSI 3aTOTOBOK J1J1s1 00MOBUX KIMHAT, CKap OHUILL Y1
NaCTOK, SIKI KOMOIHYBaJIMCS JJIsl TEHEp alil p1BHIB.

Ekcniopt y ¢opmar JSON no3BosmuB Jserko iHrerpyBatd kaptd B (Godot,
CHP OLIYIOUYHU MPOLEYypPHY T'€HEep allito.

[lepeBaru Bukopuctanus Tiled:
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— Bizyanbhuit penaxrop: llIBuake ctBopeHHs KapT 6€3 KOAyBaHHS.
— Mlapwu: [linTpuMka GaraTormapoBHUX KapT A CKIIATHUX PIBHIB.

— Iarerparis 3 Godot: JSON 3a6e3mneuye jierke BUKOP UCTAHHS TAWJIOBUX KapT.

2.3.4 GIMP ni1s1 00po0Kku 300paxeHb

GIMP — ue 0e3xomToBHUM rpadiuHUN pEAKTOP, SIKUH BUKOP UCTOBYBABCS JUIs
00poOKu 300paxeHb, CTBOPEHUX B Aseprite YM IHIIMX IHCTPYMEHTaX, HaJarouu
JOJATKOB1 MOKJIMBOCTI 11032 MEXKaMU MIKCENb-apTy.

VY npoekti GIMP 3acrocoByBaBcs 1J1s:

— @oHoBuX 300paxeHb: HanamTyBaHHS KOHTpAcCTy, ICKpaBOCTI Ta KOJbOPIB.

— Ul-enemenTiB: Jlu3aiiH KHONIOK, MAHEJEH 1 paMOK.

— OnruMizaiii: 3MeHIIeHHs po3Mipy GaiiiiiB 1 HaJIaIITYBaHHS P 030P OCTI.

Excnopty PNG 3a6e3neuuB cymicHicTb 13 Godot, a GIMP no3BosiuB cTBOproBaT!
CKJIaH1 KOMITO3HII]I.

ITepeBaru Bukopucranus GIMP:

— IoTyxHicTh: PuIBTPHU, IAPU TA MACKU IS JETATIBHOTO peAaryBaHHs.

— be3komrroBHicTh: JlocTynHuit 115 BCiX pO3p OOHUKIB.

— I'myukicts: [ligxoauTts 1is pi3HUX TUMIB rpadiky.

2.3.5 InTerpanis pecypciB y Godot Engine

Pecypcu interpyBamucs B Godot Engine 3aBasku mATpHUMIN CTaHIAp THHX
dbopmartia:

— I'padika: PNG imnopTyBanucs sik Tekctypu s Sprite2D, AnimatedSprite2D
a6o TileMap.

— Animarii: Cnpait-nuctu 3 Aseprite p o3Imi3HaBaJINCI aBTOMATHYHO.

— 3Byk: OGG-(aiinu BukopucroByBanucs yepe3 AudioStreamPlayer.

Godot cmpouryBaB IMOOPT 1 HaJalITYyBaHHA, JO3BOJISIIOYM 30CEpEIUTHCS Ha

po3poOiii.
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3 IPOEKTYBAHHA

3.1 IIpo€exTyBaHHS APXITEKTYPH 32CTOCYHKY

ApXITeKTypa 3aCTOCYHKY 0a3yeTbcs Ha irpoBoMy pyiuii Godot 1 BUKOpUCTOBY€
HOTO CHCTeMy BY3JIB Ta CIEH JJIs OpraHizamii KOMIOHEHTIB Tpu. LleHTpansHiM
eIeMeHTOM € By301 "Battle", sxuii BHKOHY€E p 0716 KOp €HS CIIEH! Ta KOOP JUHYE 3arajibHy
70TiKy Tpu. BiH BignoBinae 3a moyaTtok 0010, KEp yBaHHS X0/1aMH, a TAKOK BU3HAY CHHS
YMOB I[I€p EMOTHY UM Mop a3ku. Lleil By30J1 € OCHOBHUM KOOP IMHATOPOM, SIKUI B3a€EMOJIIE 3
IHIIMMHU KOMIOHEHTaMM uepe3 curiainu Godot, 3a0e3neuyroun ciadke 3B’ A3yBaHHs Ta
MOJYJIbHUM JU3alH.

[linnopsiakoBaHi By3iy "Battle" KOMIOHEHTH BKIIIOYAOTh:

— Enemy Handler: Ile#t koMIMOHEHT BiIMOBIA€ 3a KEp yBaHHS BOpOraMu B rpi. Bin
CTBOP IO€ BOPOXK1 CyTHOCTI, yIIPABJISA€ iXHIMU XOJJaMU, IITYIHUM IHTEJIEKTOM Ta J15MH T[T
yac 0010. Hanpukiaz, BiH BU3HAUYa€, KOJM BOPOT aTaKy€ UM OJIOKYETHCS, 1 KOOPAUHYE
iXHIO TIOBEIHKY.

— Institute Handler: KommoHeHT, sxuil ynpasisie MEXaHIKOIO KapT rpasisl. Bin
BIJIMOBIJIA€ 32 BUTSATYBAaHHS KapT 13 KOJIOU, CKUJIaHHS KapT, 00p 00Ky e(PeKTiB 3irpaHux
KapT Ta KepyBaHHS X0J0M rpasi. Llei By307 € KII040BUM JJis peai3allii 0CHOBHOI
mexaniku "deck-building™.

— Player: Ilpencrapinsie nepcoHaxa rpasis B rpi. Lleii komnoHeHT 30epirae ta
00poOIIsie CTaTUCTUKY TpaBIld, TaKy K 30POB’S, MaHa YM IHIII TapaMeTpH, IO
3MIHIOIOTHCS 111 9ac 000 BHACIIIOK il TPaBIls YU BOP OTIB.

— UIL: By3on xopuctyBampkoro intep deiicy, sikuii BimoOpaxkae cran rpu. Bin
BKJTFOYA€ SIEMEHTH JIJIsl TOKa3y P YKH rpaBIld (KapT), CTaTyCy BOPOTIB, 3JJ0POB s TPABII,
MaHM Ta iHm01 iHdGopmamii. Ul OHOBIIIOEThCS HA OCHOBI TaHUX, OTP UMAaHUX BiJl 1HIIINX
KOMIIOHEHTIB, 1 3a0€31e4ye Bi3yallbHy B3a€MOJIIO 3 TPaBIIEM.

B3aeMoiist Mk KOMIOHEHTaMU 3/I1MCHIOEThCS Yepe3 cucteMmy curHaiiiB Godot.

Hampuknan, konu rpaselib 3irpae kapTy, Institute Handler moske Bugat curnain, skuit
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Battle 06po6isie auist 3acTocyBaHHs €EKTiB 10 BOporiB un rpasiis, a Ul oTpumye curnan
JUI OHOBJIEHHA BimoOpaxeHHs. Takuil MIAXiJT JIO03BOJISIE YHUKHYTH >KOPCTKUX
3aJ1€KHOCTEN MK KOMIIOHEHTaMHU, MOJIETIIY0Yr MOAU(DIKALIIO Ta PO3LINUP €HHS TP U.
Jlo1aTKOBO, 3aCTOCYHOK aKTUBHO BHUKOPHUCTOBYE cucteMy pecypciB Godot mis
ynpaBiiHHs gaHuMu. Pecypcem, taki sk Kaptku, Kononu, Epextn ta CratucTuka,
30epIiraroThes y BUTIISIA1 OKp eMUX (PaiiliB 1 AMHAMIYHO 3aBAHTAXYIOThCSI KOMIIOHEHTAMU
3a motpebu. Hanpuxman, Institute Handler BukopuctoBye pecypcu kapT a1s1 popMyBaHHSI
KoJioau rpaBild, a Enemy Handler 3BepTaeTbcst 10 CTATUCTHKY BOP OTIB JIJISI BU3HAYCHHS
ixHIX xapakrepucTuk. L[ BimokpemiieHICTh AaHUX BiJ JOTIKM CHpPUSE€ THYYKOCTI
CUCTEMHU: J10/laBaHHs HOBUX KapT Y¥ BOP OTIB HE NOTP €0y € 3MIHU KOy, JIUIIE CTBOPEHHS

HOBHX pPeCypCiB.

ApxiTeKTypa rpu

HEepYE KEpYE B3IREMOOIE 3 OHOBE
£] £] £] £
Enemy Handler Institute Handler Player ul
EMKOPWUCTOBYE |\ ENKOPWCTOBYE BMKOPWCTOBYE ~ Bigobpamac
Pecypcm )\

£ £
KapTku Konogwm

g ] g ]
EdexkTu CTaTUCTHKa

Puc. 3.1 JliarpaMa apXiTEeKTypH CHCTEMH BIACOTPHU
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[{s1 miarpama nociiIOBHOCTI UTIOCTP Y€ MPOLEC TPU Kap TKU IPaBLEM Y Kap TKOBIN
rpl, TOKa3ylOUd B3a€EMOJII0 MK PI3HUMHU CYTHOCTSIMU CUCTEMH. YUaCHUKHU Jlarpamu
P ECTaBIEH! BEPTUKAJbHUMHM JIIHIAMHU JKUTTS, a CTPUIKM MDK HUMH MO3HAyaroTh
NOBIOMJIEHHS (MeTo 1 a00 MOo/li), 110 MepeatoThCs B MEBHIM MOCT1JOBHOCTI.

VYyacHuku giarpamu

— Player (akTop): JlroguHa, sika rpa€ B Tpy 1 IHIIIIOE TPOIEC TPH KapTKU
(300pakeHa sk (pirypka JIOIHHHN).

— Player:Player: OG'ext y cuctemi, 110 Tp €ACTaBIISIE TP aBIIS.

— Deck:Deck: O0'exT, 1110 nipeacTaBise KOJI0ay KapT.

— Card:Card: O0'exT, 1110 TIp €CTaBIsAE€ KOHKP €THY KapTKY, Ky TPaOTh.

— Battle:Battle: O6'exr, 110 BifnoBigae 3a NoToyHUi 01 y rpi.

— Events:Events: O06'exT, 1o o6po0Jisie o ii Tpu Ta OHOBIIIOE 11 CTaH.

[MocmimoBHICTE B3aEMO 1A

[TouaTok mpouecy: I'pasens (akrtop) Hajacwiae moBimomieHHs play card() mo
o0'exta Player:Player, curnanizytouu npo 0akaHHs 3irpaTu KapTKy.

ButsaryBanns kaptku: O6'ext Player:Player nagcunae mosigomnernas drawCard()
1o Deck:Deck, o6 BUTATTH KapTKy 3 KOJOIH.

[ToBepuenns kaptku: Deck:Deck BinmoBimae momigomuienHsiMm return Card,
MOBEpPTAIOYHU BUTIATHYTY KapTKy 10 Player:Player.

AxtuBauis epexty kapTku: Player:Player nancunae nosinomnenns playEffect() no
Card:Card, u106 aktuByBaTu e(eKT 31IrpaHoi Kap TKH.

3acrocyBanHs edekty 1o 60r0: Card:Card Hangcunae nosigomienss applyEffect()
no Battle:Battle, 3acrocoByrouu edekt kKap TKH 0 IOTOYHOTO 00I0.

OHOBJIEHHS IO TPU:

— Battle:Battle nancunae mnosimomsennss emit CARD PLAYED(Card) no
Events:Events, croBimatrouu cucreMy npo Te, 110 KapTKy 3irpaHo.

— Battle:Battle Takoxx Hangcunae moBimomiieHHS update game state 10
Events:Events, 1060 OHOBUTH 3arajbHHil CTaH T'PU Ha OCHOBI e(deKTy KapTKd Ta

pe3ysbTaTiB 0010.
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[TintBep mxenns aii: Player:Player nancunae moBimomiienns confirm_card played
Ha3aJ 10 IpaBls (aKTopa), HiATBEPKYOUH YCIIIIHE BUKOHAHHS Ali.
3aBepieHHs  mpolecy: ['paBenb  (akKTOp)  OTPUMY€  MOBIJOMJICHHS

card played successfully, mo 3Hamenye 3aBepIieHHs MOCTITOBHOCTI.

Player Player:Player | | Deck:Deck Card:Card‘ ‘Battle:Battle Events:Events

play_card()

-

drawCard()

< return Card

playEffect()

 applyEffect()

emit cardPlayed(Card) _

< update game state

confirm card played

Player:Player ‘Deck:Deck Card:Card‘ ‘Battle:BattIe Events:Events

Puc. 3.2 Jliarpama mociigoBHOCTI

Jliarpama 4iTKO JEMOHCTpPYE, SIK cucTeMa oOpoOisie Ai0 TpU KapTKU: BIif
OHOBJIEHHS cTaHy rpu. Ko)keH Kp OK JIOT1YHO MOB'sI3aHUM 13 HACTYTTHUM, 3a0€3TMeUyIoun

TJIaBHUH TIep €01ir irp 0BOTO TP OTIECY.

s miarp ama KinaciB MOSICHIOE, SIK BJIAIITOBAaHA CTP YKTypa rpu. BoHa onucye kiacy,
taki sik Player 1 Card, pa3oM 13 ixHiMU XapakTepuCcTUKaMU, QYHKI[ISIMU Ta 3B’ S3KaMU MDK
HuMu. lle gomomarae 3poOUTH TIpy OpPraHi30BaHOI, [JO3BOJISE IOBTOPHO

BUKOPHUCTOBYBATHU KO/ 1 MOJIETIIYE ii MITPUMKY B MailOyTHbOMY.



RNG

o randomize(): void
o randint{min: int, max: int): int

used for shuffling

Events

o signal cardPlayed(card: Card)

e signal battleStarted()

I
|

| emits signals

Player

o String name
o int health
o Deck deck

o playCard{card: Card): void
o takeDamage(amount: int):

Deck
: o Aray=Card> cards
o addCard{card: Card): void

controls /
1

used fof random effects

wsignals

Battle

o Player player
o Array<Card> hand

o startBattle(): void
o playCardFromHand(card: Card): void

/

/

/

void

USES

o removeCard(card: Card): void

1
contains
.

Card

o String name
o String effect
o int cost

o playEffect(): void |
o getName(): String

o shuffle(): void
o drawCard(): Card

Puc. 3.3 liarpama kiaciB 3aCTOCYHKY
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Jliist 300p axxeHHsT B3a€MO/11i KOPHUCTyBaya 3 TpOI0 CTBOPUMO Jliarpamy BapiaHTIB

BUKOpHUCTaHHs. Ha Hiif 311iBa 300paxyeThCs akTop (B TaHOMY BUITaIKy — KOPUCTyBay) i

CHCTeMa, sIKa BIIMOBIJA€ HA TIEBHI 3P OCH KOPHUCTyBaya.

Kopuctysay

Poanouyat Hoey 1Py

MpopoexmTH
He3aKHYMHY TPy

ol0

OOpaTM MALLPYT Ha

epemAHYTH Kooy
KapT
MNepernaxy™
iHBEHTADE
MocTaBuTh Py Ha
naysy

KkapTi

MoBepHyTMCA JO rPK
MoeepHyTHCA A0
TONOBHOTO MEHID

O6paTw Haropogy
rapma (kapTy)

epemAHYTH Kooy
[AoGopy

epemAHYTH Kooy
copocy

CTBOPUTH KapTy

Mposectn Gk

Buaatv enbip

Puc. 3.4 Jliarpama BapiaHTIB BUKOP UCTAHHS

fpa
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4 PEAJIIBAIIIA TA TECTYBAHHA

4.1 /Tusaiin intepdecy

[arep eiic rpu, po3podnenoi B Godot 4 sk roguelike deckbuilder, noennye
MIHIMQTICTAYHUN TIAX1T 13 (PYHKIIOHAJIBHICTIO, IO J03BOJISIE TPaBIEBl JIETKO
OpIEHTYBATHCA B TP1, 30€pirarodu Npu IibOMy aTMOochepy Tia3eMeNIs, XapakTepHy I
xaHpy. Au3aiiH BUKOHAHUHN Y CTUJI1 MIKCENb-apTy 3 TEMHOIO KOJIIPHOO MaJiTP OF0, L0

IKP €CITI0E PETP 0-ECTETUKY Ta 3aHYPIOE TPaBIISA Y CBIT I'PH.

4.1.1 OcHOBHMI1 eKPaH Ta HABIramis

—T'onoBue MmeHwoo: ['pa mouyMHAETHCS 3 MPOCTOTO TOJIOBHOIO MEHIO, JI€
IIEHTP AJILHUM €JIeMEHTOM € KHoTiKa "[louat HoBY rpy". L1t exp aH, iIMOBIpHO, BKITFOYAE
nonatkoBi omiii, Takl sk '"HamamryBamms" a6o "Buxin", ame ocHoBHa yBara
30Cep e/KeHa Ha TT0YaTKy TpHu. J(M3aiiH 4MCTHiA, 3 BETUKAM MIPHUPTOM Y TIKCETHHOMY
CTHWJI1 JIUIS JIETKOT YUTa0ENBHOCTI.

— Expan BuOopy kiacy abo kaptu: [licis 3amycky HOBOI Ip U IpaBeLlb Mep eXOAUTh
10 €KpaHy BHOOpY MOYaTKOBOro Kjacy 4u KapTH. IHTep elic mpencrapisie BUOIp y
BUIJISJI CITKM a00 CHUCKY 3 IKOHKaMH Ta KOPOTKMMH OMNHMCaMH 3/110HOCTEH, IO
CYNp OBOXKYIOThCSL IHTYITUBHUMHU KHOTIKAMM JJIsI MiJITBEP AXKEHHSI BUOOpY. BizyanbHa

lepapxis 4iTKa, 3 MIJCBIYyBaHHSIM BHOpPAHOro eJeMeHTa (HalmpuKIaa, >XOBTHM

KOHTYpPOM).

4.1.2 Expan 6010

— @on 1 atmocdepa: Exkpan 6010 3aHyproe rpaBls B MIA3EMENIIS 3 TEMHUM
KOp MYHEBHM (POHOM ITIJJIOTH Ta IETJISTHUMU CTiHaMU. JleTasi, Taki SK 3arp arToBaHE BIKHO
abo CKeJeT Ha CTiHi, 10JJal0Th TITUONHU aTMOChepi.

— Cratyc rpaBug: Y BepXHii 4acTrH1 ab0 0114 Iep COHaka BIIOOpaKaeThCs M’ s

rpaBls Ta HOTO 3A0pOB’Sl y BUIJIS/I1I YEPBOHOI IKOHKM CEpLs 3 YUCIOBUM 3HAUCHHSIM
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(mampukian, "35/35"). Ilopyd MoKy Tb OyTH peCypcH, Taki K BajdoTa (IkoOHKa MOHETH 3
"70") abo 1HII1 MOKa3HUKM (Hanmpukiaz, "10"), po3MilleHi KOMIAKTHO I HIBUAKOTO
OTJISIY.

— Pyka rpaBug: Y HWXKHIN 4aCTUHI €KpaHy pO3TallloBaHa TOPU30HTAIbHA MTaHEb
13 kapTamu. KoxkHa kapTa Ma€ KOpHUYHEBY paMKY, IKOHKY Jii (HampuKiaa, MOJIOT JJIst
aTaky) Ta 3HAYEHHS BapTOCTI (Hampukiaz, "2" y cuHboMy pomOi). Bubpana kapta
MIJCBIYYETHCI TOBCTUM JKOBTMM KOHTYpPOM, a CTpUIKa BKa3y€ Ha IIJIb,
CYTIP OBOJIKYIOUHCH OaHEpOM 13 orrcoM il (Hanpukian, "Deal 6 damage" 13 uep Bonrm
yuciaoMm "6").

—Boporu: Ha mnpaBiil cTOpoHI €kpaHy 300pakeHlI BOpOTHW (HAmpHUKIaL,
Ka)XKaHOMO/10H1 ICTOTH 3 TMOMapaH4YeBUMH TUIAMM) 3 IXHIMU MaHENISIMU 3JI0POB’S
(uepBoHMMHU ceplaMU 3 "8") Ta iHAMKaTOpamu aTaku (Hanpuknan, "2x4"). Ixwuiit
MIKCEIIbHUM AN3aiiH rap MOHYE 13 3araJIbHOIO €CTETUKO IO.

— KHornka 3aBepieHHs1 X0ay: Y HIKHBOMY IpaBOMY KyTi pO3MIIIEHA KHOIIKA
"END TURN" y kopuuHeBiii pamili 3 OUTUM TEKCTOM 1 KOHTYpPOM, III0 BUAUISE ii Ha

TEMHOMY (hOHI.

4.1.3 ExpaH ynpaBJiHHs KOJ0J0I0

— Ilepernsan kononu: Lleit ekpaH 103BOJISE TP aBLEB] IIEp EMVISLAATH Ta P elaryBaTu
CBOIO K010y . KapTu Bi10OpakatroThCsl y BUTJISIJII CIIUCKY 200 CITKY 3 Ha3BaMH, epekTamu
Ta iIkoHKaMmHu. [HTep (eiic miaTp uMye COpTyBaHHS (HAIPUKIIA/, 38 BapTICTIO YK TUIIOM) Ta
1HTEp aKTUBHI OmIlii, Taki sk KHOMKH "Jlomatu", "Bunanutu" a6o "[lepemimatu".

— OyHKII0OHaIbHICTE: KHOMKM po3TaioBaHi 3py4YHO, MOKJIMBO, y BEpXHIA
YaCTHHI €KpaHy, a IpHu BHOOP1 KapTH 3’ SIBISIOTHCS JOJATKOBI JIETalll YU KOHTEKCTHE

MEHIO JUIA 11 peraryBaHHA.

4.1.4 Expan nopiii Ta Haropon
— Bubip naropomu: [Ticns 6010 un mo1ii rpaBelb Mep €XOIUTh 10 €Kp aHy BHOOPY

HAropoju, e 2—3 KapTu MpeaCcTaBleHl NOpYyY 13 Ha3BaMu, epeKTaMu Ta 1IKOHKaAMHU.
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JluzaifH 103BOJISE JIETKO TOPIBHIOBATH BapiaHTH, 3 KHOMKAMHU a0o0 KecTaMu st
HiTBEp JHKEHHS] BUOODY.

— Kapra nonaiit: [nrep eiic Mmoxxe BKIIOYATH Kap Ty 3 By3Jamu (Hanpukian, "biit"
a0o "BukonaTtu aptedakt"), ne rpaBeib ooupae cBiii nuIsx. By3m mo3HaueHi ikoHKamMu

a00 TEeKCTOM Y MIKCETbHOMY CTHIII.

4.1.5 BisyajabHuil CTHJIb

— Konipnaa manitpa: TemHl 3eMiucTi ToHH (KOpUIHEBHM, CIpUi) TOMIHYIOTh Y
IU3aiiHi, 3 YepBOHUM JUISl 3JI0POB’Sl Ta MIKOJIM, OUTUM Il TEKCTy Ta YKOBTUM JJIsI
Mi7ICBIYYBaHHS aKTUBHUX €JIEMEHTIB.

— MpudTt: BUKOpHUCTOBYETHCA MIKCENBHUM MIPUPT, 1O BIANOBIIAE PETPO-
ecretuii. Baxnusa iHpopmallis (Hanp uKiaj, Ko/1a) BUAUIEHA OUTHIINM p 03MIpOM abo
KOJIBOP OM.

— KapTu: KapTu MaroTs 0p ocTHii AN3aiiH i3 paMKOIO, IKOHKOIO Ta TEKCTOM. 1XHiil

BUTJIS HAaraye pi3sudH1 Kap TH, 3 YITKUM P O3MEKYBAHHIM €IEMEHTIB 7151 3P 03y MUIOCTL

15 /35 @ 70

Deal do.mage.

Puc. 4.1 Expanna ¢opma rpajibHOTO TP OIIeCy
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4.2. Peanizauis Bineorpu B :kanpi roguelike deck-building

L[leit po3ain onucye mp otiec CTBOP eHHs Bijgeorpu B xxanpiroguelike deck -building
3 BUKop uctaHHsaM Godot 4 Ha 0CHOB1 HABYATILHOT'O POEKTY, TOCTYITHOTO 32 ITO CHUJIAHHAM
GitHub pemnosuropiii, Ta gokymenta "Omnuc BukoHaHHS mpoekTy.pdf'. Ilpoekr
TIOKP OKOBO JIEMOHCTP Y€ CTBOPCHHSI OCHOBHUX MEXaHIK TPH, TAKUX K TIep CTATYBAHHSI
KapT, yIIp aBIiHHS KOJI01010, 0013 BOp OramMu, CHCTEMa Harop o1 30ep exKeHHS TP OTpecy.

Hwxde HaBeaeHo MoCiOBHICTD €TaliB po3p 00KH.

4.2.1. Ininianizauisa npoexry B Godot 4

[lepmm KpoKOM € CTBOpEHHsSI HOBOro npoekTy B Godot 4 uepe3 iHTEp Peiic
penaktopa. Y BikHI "Project Manager" obupaemo "New Project", 3amaemo Ha3By
(manpuxnan, "Deck Builder Tutorial") Ta muisx mis 36epexenns. [liciast ctBopeHHs
Godot renepye 6a30By CTpYKTypy KaTaJIOT1B, BKIIOUAIOUHN TAMKHU JIJIS CIIeH (scenes/),
cKkpunTIB (scripts/) 1 pecypciB (res://). Jlas modaTky poOOTH 3aBaHTaKy€EMO CTap TOBI
axtuBy Bi Kenni (Kenney) 3 #ioro caiiTy Ta iMIIOP TYEMO 1X JIO TP OEKTY, TI€P €TATHYBIIN

daiinn y maHens GpaiaoBOi CHCTEMH.

4.2.2. HalamutyBaHHs pecypciB Ta HapaMeTpiB MPOEKTY

Ha npomy eram immopTyemo rpadiuHi akTuBU (copaiith, mpudrta) Ta
HAJIAIITOBYEMO MapaMETPH MP OEKTY:

— VY "Project Settings" BCTaHOBIIOEMO PO3UIBHY 3JaTHICTh TpH Ha 256x144
nikceniB (Display > Window > Size).

— 3MiHIOEMO peXUM po3TiaryBaHHa Ha "Viewport" (Stretch > Mode), mob rpa
aJlanTyBaiacs 10 pI3HUX PO3MIpPIB EKpaHYy.

— JInst giTkOCTI TiKcenbHOTO apTy B po3auri "Rendering > Textures" 3miHIOEMO

"Default Texture Filter" 3 "Linear" Ha "Nearest".
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4.2.3. CTBOpeHHS 0CHOBHOI ClieHH 0010

Cuena 0010 € IIEHTPaJTbHOO YACTUHOIO TPH:

— CTBOp10EMO HOBY CIIEHY 3 KOp eHeBUM By3sioM Node2D, HazuBaemoii "Battle" 1
30epiraemo sik battle.tscn.

— Jlonaemo pouipHit By3on Sprite2D mns ¢oHy, NpPHU3HAYAEMO TEKCTYpPY
(manpuknan, background.png), Bumukaemo BiactuBicTh ""Centered" 1 pikcye€MO MO3UIIIO
yepe3 IKOHKY 3aMKa B pPeaaKTopi.

— HanamroByemo 3ateMuenHs (poHy depe3 BiacTuBicTh "Modulate" miist kparmoi

BUIMMOCTI €JIEMEHTIB.

O battle X

MNepernsy,

toalkip
Eonlkip

Puc 4.2 Cuena battle.tscn

4.2.4. Peanizanis MexaHiKu nepeTaryBaHHs KapT

MexaHika niepeTsryBaHHs KapT — KJIIOUOBUH €JIEMEHT TP U:

— CtBoptroemo crieny CardUItscn 3 kopeneBum By3iom Control.

— Monaemo nouipui By3nm ColorRect (mns dony xaptu) 1 Label (s
BiI0Op a)KEHHS CTaHY).

— HanamroByemo po3mip kaptu (Hanpukiaafd, 25x30 mKceiB) 1 101a€EMO TEMY 31
mpudrom (Hampuknaz, "Pixel RPG Font").

— Honaemo Area2D (DropPointDetector) st BusiBJI€HHS 30HM CKUJAHHS 3

koni3iitHuM 1mapom "CardTargetSelector".
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O card_ui X
x & @ O R 8 b if : Nepernag

Puc. 4.3 Cuena CardUl.tscn

4.2.5. HanamryBaHHA 30HU CKHJAAHHS KAPT

30Ha CKHUJIaHHSA JT03BOJISIE 3IrPaTh Kap TH:

— V¥ cueni battle.tscn gogaemo By3o0s Area2D min Hazsoto "CardDrop Area".

— HanamrroByemo komiziitauii map "CardDropArea" 1 Macky s B3aeMOJil 3
"CardTargetSelector".

— Honaemo CollisionShape2D 3 popmoro RectangleShape2D po3zmipom 256x100

MIKCEJIB, pO3TAIIOBAHUM y BEpXHIN YaCTHHI €KpaHy.

O Battle
® Background
O, CardDropArea
O cCollisionShape2D

O EnemyHandler ¥ o

Na §F o
a o

ON §
EF o

[# DodFlach B

Puc 4.4 B creni battle.tscn nomaemo By3ox CardDropArea



44

4.2.6. lonaBanus inTepdeiicy kopucryBaia

[atep detic BimoOpaxkae pyky rpaBus:

— HNonaemo CanvasLayer o cuenu 600 mig Ha3Boto "BattleUI".

— CrtBoproemo HBoxContainer ("Hand") ans xapT y pyui, J0JaeMo Tpu
exzemiuigspu CardUILtscn stk mo4ipHI BY3JIH.

— HanamrroByemo skip konteiiHepa Ha "Center Bottom" 1 3agaemo MiHIMaTbHUI

po3mip.

O Battle

'O CardDropAres

O EnemyHandler
O Player la F @

O CardTargetSelector ad e
O PlayerHandler O )
¥ BattleUI L F o

M Hand F e

i Y ETEIN ==

Puc. 4.5 B creni battle.tscn nogmaemo CanvasLayer mig Ha3Boro "BattleUI"

4.2.7. Peanizanis KiHIleBOi MAalIMHU CTAHIB ISl KAPT

Jlist yripaBiiHHS CTaHAMH KapT CTBOPIOEMO KIiHIIEBY MAITMHY CTaHIB:

— CtBoproeMo 6a3oBuii ckpunt CardState.gd 3 nepenikom craniB (Base, Clicked,
Dragging, Released).

— Peanizyemo ckpuntu ans koxxkHoro crany (Hampukian, CardBaseState.gd,
CardDraggingState.gd) 3 merogamu enter(), exit(), on_input().

—V cnmeni CardULtscn gomaemo By3onm CardStateMachine 31 ckpumTom
CardStateMachine.gd mis mepexo/aiB M’k CTAaHAMM.

Peanizanis merony B card_state.gd:



class_name CardState

extends Node

enum State {BASE, CLICKED, DRAGGING, AIMING, RELEASED}

signal transition_requested(from: CardState, to: State)
@export var state: State
var card_ui: CardUl

func enter() -> void:

pass

func exit() -> void:
pass

func post_enter() -> void:
pass

func on_input(_event: InputEvent) -> void:

pass

func on_gui_input(_event: InputEvent) -> void:
pass

func on_mouse_entered() -> void:

pass

func on_mouse_exited() -> void:

pass

45
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4.2.8. HanamryBaHHs 00poOKM noaiii BBoay

O6poOxka nmoaii MymIL:

—V ckpunti CardUlgd peanisyemo Meroan _input() 1 _on_gui input() uis
Nep EXOTUIEHHS KJIIKIB 1 Iep €TATYBaHb.

—IlepenaeMo mojii 10 MOTOYHOTO CTaHy Yepe3 MAIIUHY CTaHIB.

PeanizoBanuii meron _input() B card_ui.gd:

func _input(event: InputEvent) -> void:

card_state_machine.on_input(event)

PeanizoBanuit Mmeron on_gui input() B card_ui.gd:

func _on_gui_input(event: InputEvent) -> void:

card_state_machine.on_gui_input(event)

4.2.9. JlonaBaHHs BOPOTiB Ta iXHHOI MOBEXIHKHU

Boporu noaatots 6010By AMHAMIKY:

— CtBOp1OEMO clieHy Bopora (enemy.tscn) 3 By3ziamu Sprite2D 1 Area2D.
— Peanizyemo ckpunt ajist Bopora 3 JIOTIKOIO aTak 1 0JIOKyBaHHS.

— JlogaeMo exk3eMIuIsip Bopora Jio ciieHu battle.tscn.

H enemy X

Mepernag

Puc. 4.6 Cuena enemy.tscn
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4.2.10. Peanizanisi cucreM# K0JI0J Ta yNIPaBJiHHA KapTaMH

Cucrema koJon:

— CtBoptoeMo pecypc CardPile.gd nyis npeacraBieHHs] KOJIOIH.

— Jlomaemo MeToau i 1ep eMillyBaHHS, BUTSATYBAHHS Ta J0JaBaHHS KapT.
— IaTerpyemo kosony B crieHy 000 /ISl BUTSITYBAaHHS KapT Y PYKY.

Meroau 1S Tiep eMilllyBaHHs, BUTSATYBaHHs Ta J0JaBaHHs kapT B cardpile.gd:

func draw_card() -> Card:
var card = cards.pop_front()
card_pile_size changed.emit(cards.size())

return card

func add_card(card: Card) -> void:
cards.append(card)
card_pile_size_changed.emit(cards.size())

func shuffle() -> void:
RNG.array_shuffle(cards)

func clear() -> void:
cards.clear()
card_pile_size changed.emit(cards.size())
func duplicate_cards() -> Array[Card]:
var new_array: Array[Card] =[]
for card: Card in cards:
new_array.append(card.duplicate())

return new_array

func custom_duplicate() -> CardPile:
var new_card_pile := CardPile.new()
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new_card_pile.cards = duplicate cards()

return new_card_pile

func _to_string() -> String:
var _card_strings: PackedStringArray = []
for i in range(cards.size()):
_card_strings.append("%s: %s" % [i+1, cards[i].id])

return "\n".join(_card_strings)

4.2.11. lonaBaHHA CHCTEMH HATOPO/ Ta Mporpecii

Haropoau nicns 6oto:

— CtBOptoeMo cueHy battle reward.tscn 3 iHTep deticom BuOOpy kKapT abo
P CITIKBIM.

— Peanizyemo JIOTIKY BHITaJKOBOTO BHOODY HaropoJ yepes

RNG.array_pick_random().

O battle reward X

Mepernsag

Rowards

Puc. 4.7 CtBopeHa cuena battle reward.tscn
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4.2.12. HaamutyBaHHA CHCTEeMH 30epeKeHHS Ta 3aBaHTAKEeHHSA

30ep exKeHHs P Orpecy:

— CtBOproeMo pecypc SaveGame.gd 3 ekCHopTOBaHMMHU 3MIHHMUMH (KOJIOJA,
370pOB’ s, PEJIKBIi TOIIO).

— Peanizyemomeronu save data()iload data() 3 Bukopucransasm ResourceSaver
1 ResourcelLoader.

— JlogaeMo aBTO3aBaHTaXyBaHUM CKp UNT rng.gd 11t (hiIKCOBAHOT reHep aImii Yucet

HA OCHOBI HACIHHI.

PeanizoBani meronu save data(), load_data() i deleta_data B SaveGame.gd:

func save _data() -> void:
var err ;= ResourceSaver.save(self, SAVE_PATH)
assert(err == OK, "Couldn't save the game!")

static func load_data() -> SaveGame:
if FileAccess.file_exists(SAVE_PATH):
return ResourcelLoader.load(SAVE_PATH) as SaveGame

return null

static func delete_data() -> void:
if FileAccess.file_exists(SAVE_PATH):
DirAccess.remove_absolute(SAVE_PATH)

4.2.13. lonaBaHHA Ir0JIOBHOT'0 MEHIO TA eKPaHy NepeMoru
3aBepIICHHS ITpOBOTO ITUKITY:

— CTtBOpIOEMO CIIeHHM main_menu.tscn 1 win_screen.tscn 3 By3ziamu Control.
— PeanizyeMo KHOTIKM 71 MOYATKY TPH, P OJAOBKEHHS Ta BUXOJY.

— HanmamroByemo nepexiz 10 win_screen.tscn micis epeMoru HajJl 00coMm.



O main_menu X

Mepernag

O win_screen X

4 b A B ELEET

The Marriar
15 mickariowns?

Main kMonw

Puc. 4.9 Criena win_screen.tscn

4.2.14. TectyBaHHS Ta BilJIATOI2KEHHS

[TepeBipka

pare31aTHOCTI:

50

— Tectyemo Mexaniku (Tiep eTSTyBaHHA KapT, 001, 30epekeHHs) yep e3 BOy10BaHy

koHcoJib Godot.
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— Bumnpasnsemo Oaru, HanpuKiIaa, OYHUIICHHA IUJIeH TMpHU CKAacyBaHHI

NP UIUTIOBAaHHSA 200 KOP €KTHE MOBEP HEHHS KapT y PYKY.

4" Deck Builder Tutorial (DEBUG)

35 /35 @ 70

- NVIDIA GeForce GTX 1058 T

PINeLTp NOBIAOMAEHE

Puc. 4.10 TectyBaHHS 3aCTOCYHKY

4.3 TectyBaHHS 3aCTOCYHKY

TecTyBaHHS € HEBiJ €EMHOIO YACTUHOKO PO3pPOOKH Bifeorpu B xkaHpi roguelike
deck-building va pymii Godot Engine, mo 103BoJisge€ 3a0€3MeYUTH ii CTAOLIBHICT,
MPaBWIBHICTH POOOTH Ta BHUCOKY SKICTh KOPHCTYBAaIlIbKOTO AOCBimy. TecTyBaHHS
OXOILTIOE SIK OKP €M1 KOMITOHEHTH I'PH, TaK 1 IX B3aEMO/I110, a TAKOXK 3aTrajIbHy ITOBEIIHKY

CUCTCMHM.
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4.3.1 IHCTpYMeHTH TeCTYBaHHSA

J1st TecTyBaHHSI 3aCTOCYHKY BUKOPUCTaHO BOY10BaHi MokiuBocTi Godot Engine,
3okpema ppeiimBopk GUT (Godot Unit Test), sikuii 103BOJIsSE MUCATH Ta 3aITyCKaTH
Tectu 6e3nocep eaubo B pyuiii. GUT miarpumye MoayJibHE Ta IHTETp alliiiHE TECTy BaHHS,
10 pOOUTH HOTO 3pYUHUM JIJIs1 [IEp EBIPKU K OKpeMux ckpuntiB GDScript, Tak 1 iXHBOT
B3aeMo/ii. Kpim Toro, 1151 OLIIHKY MOBEIIHKH I'P Y BUKOP UCTOBYBAJINCS P YUHI TECTH Ta

nedar-iactpymernTn Godot, Taki Ik KOHCOJIb BUBEASHHS Ta 1HCIIEKTOP .

4.3.2 MoayabHe TeCTyBaHHS

MonaynbpHe TeCTyBaHHS 30Cep €KEHO Ha Tep eBIP 11 OKP EMUX KOMIIOHEHTIB TPU B
130J1s11011. Lle 103BOJIsI€ IBUAKO BUSBIISATA HOMUJIKY B KOHKD €THUX (PYHKIISIX UM KJ1acax.
VY 1bOMY P OEKTI MO1yJIbH1 TECTH 3aCTOCOBYBAJIUCS O KITIOUOBUX EIIEMEHTIB, OMTMCAHUX
y gokyMeHT1 "Onuc BukoHaHHs npoekty.pdf", 3okpema:

— CtBopenns kapT: IlepeBipka mpaBWIBHOCTI iHIIami3armii 00’ €KTIB KapT 13
3aJJaHMMH BJIACTUBOCTSIMH, TAKUMU K Ha3Ba, BApTICTh 1 €(EeKT.

— Kepysanns konogoro: [lepeBipka QpyHKIINH 10MaBaHHSI KapT, TIEp eMIITyBaHHI
KOJIOJIM Ta BUTATYBAHHS KapT.

— Ityynuit iHTEenekT BOporiB: TecTyBaHHS JIOTiKM BHOOpPY Al BOpOTIB,
Hanpukian, yu Toxcuunuit [IpuBun npaBuiIbHO MiICKITIOE ceOe Ha MEePIIOMY XO/Ii.

— Cratuctuka rpasipt: [lepeBipka KOpEKTHOCTI OHOBJICHHS 3/I0pOB’Sl, MAHU Ta

IHIIMX HapaMeTpiB Micas JIii.

4.3.3 InTerpauniiiHe TeCTyBaHHS

[aTErp ariiiHe TeCTyBaHHS MEp €BIpsI€ B3AEMOIIIO MIXK P 1I3HIMHA KOMIIOHEHTAMH TPH.
VY 11b0My TIPO€EKTI 0COOTMBA yBara MpUAUTSIIACS TAKUM acleKTaM:

—IleperaryBanns kapT: [lepeBipka, Ui KapTa KOpEKTHO MEPEXOAUTh 13 PYKU B
00J1acTh CKUJAHHS, OHOBIIIOIOYM CTAH KOJOAM Ta PYKH.

— bolioBa cucrema: TecTyBaHHS B3a€MO/I1i MIXK I'paBLEM 1 BOP OraMH, HAIIp UKJIaJ,
gy ataka Tokcuunoro [IpuBuma 3aBnae mpaBuwibHy KUIBKICTD IITKOAM Ta JIOJA€ KapTy

"Tokcun" 10 KOJIOAW TpaBIIs.
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— InTep deiic kopucryBaua: IlepeBipka, un Ul (manmpuknan, pyka rpaBus 4u

CTaTUCTUKA) OHOBJIIOETHCA BIJAMOBIIHO A0 AiM y Tpi.

4.3.4 CucremMHe TeCTyBaHHA

CucreMHe TeCTyBaHHS OIIHIOE TPy SIK LUIICHY CUCTEMY, IepeBIpsI0UM MOBHUN
IrpOBUIA LIUKJI. Y LIbOMY NP OEKTI CUCTEMHI TECTH OXOTLTIOBAJIU:

—Iporpec rpu: IlepeBipka mepexoAiB MK KapToio, OOSIMH, KpaMHHIICIO Ta
CKap OHHUIICHO.

—30epexeHHs: Ta 3aBaHTaKeHHS: TecTyBaHHS KOPEKTHOCTI 30ep eXKeHHsI CTaHy
IPU Ta MOTO 3aBAHTAKEHHSA 4epe3 KHONKy "'Ipongosxurn”.

— YmoBa niepemoru: IlepeBipka, un micist nepemoru Haj 6ocom (TokcuyHMit

[IpuBuK) Big0OpakaeThCs €Kp aH Ep EMOTH Ta YU NP ALOE ITEP €X 1] A0 TOJTOBHOTO MEHIO.

4.3.5 PyuyHe TecTyBaHHsI Ta BUNIPaBJIeHHS MOMMJIOK

OkpiM aBTOMATM30BaHUX TECTIB, sKI 3a0e3meuyroTh 0a30By MepeBIPKY
(GyHKIIIOHATBHOCTI TPH, TPOBOJAWIOCS PYYHE TeCcTyBaHHSA. BoHO HeoOXimHe myis
BHUSIBJICHHS TTpoOJIeM, SIKi BaXKKO a00 HEMOJXKJIMBO aBTOMATH3yBaTH, TaKMX SK Oaru
iHTEp Pelicy, HeKOp eKTHA MOBEAIHKA MPH MIBUIKUX JIAX P aBI, Bi3yasibHl 1e(DEKTH YU
1HIII1 aCHEKTH, 110 MOTP €0YIOTh JIFOACHKOI OLIHKU. Py4yHe TecTyBaHHs BIITD a€ KITFOUOBY
pOJib Y JAOTIOBHEHHI aBTOMATU30BAaHUX METOJIB, 3a0€3MeUyIoun BCEOIUHY IEp EBIPKY
SIKOCT1 Ta CTaOUTBHOCTI TP H.

Pyune TecTyBaHHSI MPOBOJUIOCS 3 YITKO BHU3HAYEHHMHM LUISMH, 11100 OXOMUTU
ACIIeKTH, SIK1 HE MIIal0ThCSl aBTOMATUYHIN TTep eBIpITi:

— BusBnenns UI/UX mnpoGnem: IlepeBipka 3py4yHOCTI Ta KOPEKTHOCTI
BiJ0OOp @KEHHS eJIeMEHTIB 1HTep (eiicy, TaKux SIK KapTu, KHOMKH, TEKCTOBI OIUCH, a
TaKOX 1X BIJMOBIAHICTh JU3AWHY TPU.

— TecryBanHs Ha KpalHIX BUIAIKax: AHaI13 TOBEIIHKK I'PU B HECTaHAp THHUX
CUTYyallisIX, HANpPUKIAA, MPHU T[EpEernoBHEHHI KOJOJIU KapT, HYJIbOBOMY 3JI0POB’1

IIEp CoOHaKa Y1 MaKCUMAJIbHOMY 3aBaHTa’KEHHI CUCTEMH.
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— IlepeBipka BizyanbHux edekrtiB: OIlliHKa aHIMalld, CHpaWTiB, I'paIyHUX
Nep exo0/11B Ta IHIIUX Bi3yaJlbHUX KOMIIOHEHTIB 7151 BUABJICHHS 1e()EKTIB, TAKUX SIK 3CYB
TEKCTyP YH 3aTP UMKHU.

— TecryBanHa Ha pi3HHX NpHCTposX: [lepeBipka CyMICHOCTI TpU 3 PI3HUMH
PO3AUTBHUMH 3aTHOCTIMH €KpaHiB, OIEpaIliiHIMH CHCTEMaM{d Ta alapaTHIMH
KOH(DIryparismu.

JInst MOCSATHEHHS! MOCTaBJICHUX ILUJICH 3aCTOCOBYBAIUCS P13HI METOJM PYyYHOTO
TECTyBaHHS, 5Kl 1O3BOJISUIM OXOMUTU IIUP OKUI CIIEKTP MOTEHUIHHUX Hp 001eM:

— Excrimoparopue tectyBaHHS: BinbHe mochmipkeHHS rpu 0e3 3a3aalieriap
BU3HAYCHUX CIICHAPiiB ISl BUSABJICHHS HEOUYEBHUIHUX TOMHJIOK, IO BUHUKAIOTH Y
P OTIECi B3a€MO/IIT 3 CHCTEMOTO.

— Cuenapii kopucryBaya: Imitamiss TUHIOBUX J1i TpaBls, TAKUX K CTBOP EHHS
KOJIOJIH, TIP OXOPKEHHS P1BHIB, BAKOPUCTAHHA KapT UM B3a€MOJIs 3 iHTep heiicoM, 1
nep €BIp KU JIOTIKU TP HU.

— Ctpec-tectyBaHHs: BUKOHaHHS MBUIKUX 1 TOBTOPIOBAHUX J1M (HAIp UKIa,
OaraTopa3oBe HATUCKAHHA KHOMOK a00 TMepeTsAryBaHHS €JIEMEHTIB) [Ji OLIHKA
CTaOLIBHOCTI Ta PeaKIlli IPY HAa BUCOKE HaBaHTa)KCHHS.

VY mporeci py4HOro TecTyBaHHS 0YJ10 BUSIBJIEHO HU3KY MPOOJIEM, K1 BIUTUHYJIH HA
AKICTh TpU. Hikde HaBeeHO MpUKITa i TaKuX TP o0aeM Ta CrocoOu iX yCyHEHHS:

— IIpobnema: Kapra "3aBucana" Ha ekpaHi MpU MIBUIAKOMY TEpeTATYBaHHI 3
OJ/IHI€1 30HU B 1HITY.

Bunpasnenns: fogaHo MexaHi3M OYUIIEHHS] MACUBY IJIEH MpU cCKacyBaHHI Aii
rpaBlls, 0 YCYHYJIO KOHGUIIKT Yy JIOTII Mep eMILeHHS.

— IIpo6nema: Tekcr Ha KapTax 3 JOBIUMH OITUCaMu 00pi3aBcs a0 BimoOpakaBcs
HEKOP EKTHO.

Bunpagnenns: Y Ul-eneMeHTax HanamroBaHO aBTOMATUYHE I1€P EHECEHHS TEKCTY

Ta JOJAHO aJlalTUBHE MacIITA0yBaHHA MIPUDTY 3aIE€KHO Bl pO3MIPY Kap TKH.
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BUCHOBKUA

Pe3ynbpTaTom BUKOHaHOT KBaiikaliiHOT poOOTH cTaja po3poOKa MOBHOLIHHOL
Bimeorpu B xkaHpi roguelike deck-building na pymrii Godot Engine. I{s rpa nmoeanye
KJIIOUOBl MEXaHIKM >KaHPYy, Takl sIK TpOILEAypHa TeHepallisi BMICTY, CTpaTeriuHe
YIIp aBJIIHHS KOJIOJIOK0 KapT, TAKTUYHA 00H0OBa CHCTEMa, CHCTEMa I OTPecii Ta IHTY iTHBHO
3pO3yMUTHI KOPUCTYBaIbKHM 1HTEp (etic.

VY mnporeci BUKOHaHHS POOOTH OYyJIO YCIHIIIHO BUPIIIEHO HU3KY IMOCTaBJIEHHUX
3aB/IaHb, KOYKHE 3 SIKUX BIJICPajo BaXJIMBY POJIb y JOCSITHEHHI KIHIIEBOI METH:

1. Anani3z npeamerHoi oOusacti. IIpoBeneHO IpyHTOBHE AOCHIIKEHHS KaHPY
roguelike deck-building, 110 BKJIrouaio aHasi3 mnonyssipHHX irop, Takux sik Slay the Spire,
Monster Train, Griftlands i Inscryption. Ili irpu craim OCHOBOIO JJISI BU3HAYCHHS
KITFOYOBHUX MEXaHIK, TAKUX K BUITaAKOBA TE€HEPallis MO1i 1 p 1BHIB, YIIPaBI1HHS KOJIO0I0
KapT, OalaHCyBaHHS CKJIAJHOCTI Ta CTBOPEHHS 3aXOIUIMBOIO irpOBOTO JIOCBiny. Ha
OCHOBI aHaji3y cPopMyJIBOBAaHO TEXHIYHI Ta (PYHKIIOHAIBHI BUMOTH JIO TP OCKTY,
30KpeMa HeOoOXITHICTh peaisarmii mpomeaypHoi reHepariii BMICTy, CHCTEMH KapT,
00110BOT CCTEMH 3 TAKTUYHHUMU P IIICHHAMH, CAICTEMH HAaropoj i Mporpecii, a TaKox
3py4HOTO iHTEep (elicy ans B3aemofii rpaBus 3 rpoto. Lleil eram 103BOJIMB UiTKO
OKp ECJIUTH 11Tl pO3POOKH Ta YHUKHYTU HaAMIPHOT CKJIaIHOCTI B P eati3alliii.

2. O6panns 3aco0iB peanizariii. {is po3podku rpu o6pano pymit Godot Engine,
KWW BUPI3HAETHCSA CBOEIO THYUKICTIO, MIATPUMKOIO 2D-1rop 1 BIAKPUTUM BUXITHUM
ko0oM. Godot Engine 3a6e3neunB eeKTUBHE CTBOP EHHS MPOTOTHIIIB 1 BITP OBA/I>KEHHSI
CKJIAJIHUX ITPOBUX CHUCTEM 3aBASKM BOYJOBAaHUM IHCTPYMEHTaM, TAKUM SIK CHCTEMa
BY3JIiB, CHTHAJIU Ta pecypcu. s nporpamyBanHs Bukopuctano MmoBy GDScript, sixa €
IHTYITUBHOIO Ta ONITUMI30BaHOIO 17151 po6oTH 3 Godot. Jl01aTKOBO BUKOPUCTAHO CHCTEMY
pecypciB Godot st ymnpaBiiHHS JaHUMH KapT, BOPOTIB 1 MOAIM, IO CHpOCTHIO
oprasizauil0 AaHux rpu. JlJiss CTBOpeHHs IHTEpQeiicy 3acToCOBaHO BOYAOBaHI

iHcTpyMmenTH Godot, Taki sk Control nodes, 1110 703BOJINIIM peali3yBaTy aAalTUBHUM 1
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3pyuHuil nu3aitH. TectyBaHHS MpoBOAWIOCS 3 BUKOpHUCTaHHAM (peiimBopky GUT
(Godot Unit Test), sskuii aBTOMaTU3yBaB MEpEBIpKYy MOYJIIB 1 MiIBUIIUB SKICTb KOMY.

3. [IpoextyBanHs apxitektypu. Po3pobiieHO MOyIbHY apXiTeKTypy T'pH, IO
CKJIaJIa€ThCA 3 KUIbKOX KIIOUOBHX KOMIIOHEHTIB, SIKl 3a0€3MeUyI0Th YITKE P O3AUICHHS
dyHKIIOHATY Ta Jerke MacmTadyBaHHs cucteMd. OCHOBHUMU BY3J1aMH €:

— Battle: BigmoBimzae 3a Koop AUHAIIIIO OOMOBUX CIIeH, 00p 00Ky 4ep TOBOCTI XO/IIB
1 B3aEMOJIII0 MK TPaBIIEM 1 BOp OTaMH.

— Enemy Handler: ynpasnse noBeniHKOI BOpOTIB, IXHbOIO JIOTIKOI Ta
XapaKTep UCTUKAMU, 1110 103BOJISIE CTBOPIOBATH P13HOMAHITHUX P OTUBHUKIB.

— Institute Handler: o0OpoOmsie 70riKy KapT TpaBlld, BKIIOYAIOUH IXHE
BUKOPHMCTAaHHA, KOMOIHAIII Ta eeKTH.

— UlI: 3a0e3neuye BiIOOpakeHHsS IrpOBOTO IHTEP (PEiCy, BKIHOYAIOUM KOJIOMY
KapT, XapaKTepUCTUKU TpaBilsd, iHGOPMAII0 MPO BOPOTIB 1 CHCTEMY Haropo.
Buxopucrano cucremy curnainie Godot s peamnizamii ciiabKkoro 3B’ A3yBaHHS MK
KOMIIOHEHTaMHU, 1110 3MEHIIWIO 3aJI€KHOCTI Ta MOJETIINI0 TECTYBaHHS W MOJAJIbIILy
moaudikaiio konay. Takuil miaxig A0 apXITEKTypH CIPUSB CTBOPEHHIO THYYKOi Ta
HaJIIHHOT CUCTEMH, TOTOBOI /10 P O3IIHP CHHS.

4. Peamizamiss cuctemu. Ha eram po3poOKd BIIPOBaHKEHO OCHOBHI ITPOBI
MeXaHIKH, [0 BiAMOBimatoTh kaHpy roguelike deck-building. 3okpema:

— IlepersryBanns kapt (drag-and-drop): peasti3oBaHO iHTEPAKTUBHY CUCTEMY, ITIO
JI03BOJISIE TP ABILIM JIETKO BUKOPUCTOBYBATU KapTH Yepe3 IHTYITHBHHIA iHTEp (eiic.

— YnpaBiaiHHS KOJOJO0I0: CTBOPEHO CUCTEMY, fKa MIATPUMYE J10JIaBaHHI,
BUJIQJICHHS Ta MOJAMPIKALIII0 KapT y KOJO1, a TAKOK KOMOIHYBaHHS iX Il CTBOP €HHsI
YHIKaJIbHHUX CTpaTerii.

— boiloBa cucrema: po3po0JEHO TaKTUUHY CUCTEMY, A€ TpaBellb IpHiMae
pILLIEHHS Ha OCHOBI JOCTYIIHUX Kap T, XapaKTEPUCTHUK BOP OT'1B 1 BIIACHUX P ECYPCIB, TAKUX
SK €HepTis YU 310pOB’ 4.

— CucreMa Haropoa: MicIisi KOKHOTO 0010 IpaBellb OTPUMYE HOB1 Kap TH, P €CypcH

a00 MOKpaIeHHs, IO CIPHUSIE MPOTrPeEcii Ta MOTUBYE 110 MOIANBINOT TPH.
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— CucreMa 30epexeHHs] Ta 3aBaHTaXKEHHA: BUKOpHUcTaHO pecypcu Godot mst
30epeXeHHs MpOrpecy IpaBlld, BKIOYAOUU KOJIOAY, CTATUCTUKY Ta craH Trpu. s
P OIIEIYPHOI reHepallii BMICTY peali30BaHO reéHepaTop BUIAIKOBUX YUCE]I Ha OCHOBI
HACiHHS, [0 3a0e3leuye MOBTOPIOBAHICTh ITPOBHMX CeClii 1 J03BOJISIE T'PaBIIM
MIOBEP TATHCS JI0 TOTIEP €AHIX MP OXOPKEHB 13 THMU caMUMHU yMoBaMu. OcoOMBY yBary
P UIUICHO OTITUMI3AIII] TP OTyKTUBHOCTI, 30KpeMa 3MEHIIICHHIO KUTbKOCTI 00YHUCIICHD Y
pealibHOMY Yaci Ta €pEeKTHBHOMY YIPAaBJIIHHIO MMaM’STTIO, 10 3a0e3Meunsio TU1aBHy
poOOTy IpH HABITh HA MPUCTPOSIX 13 OOMEKEHUMH PECYP CAMH.

5. TectyBaHHs 3acTOoCyHKy. Jlnsi 3a0e3nedyeHHs SKOCTI TpPHU  MPOBEICHO
KOMILJIEKCHE TECTYBaHHS Ha KUIbKOX PIBHSX:

— MonaynpHe TecTyBaHHsS: TEpPEBIPEHO KOPEKTHICTh POOOTH OKpeMHUx
KOMIIOHEHTIB, TaKUX SK JIOTIKa KapT, MOBEIIHKAa BOPOTIB 1 TeHepalls IMojii, 3a
noromororo ¢perimBopky GUT. ABToMaTH30BaH1 TECTH JO3BOJIMIIM TBUIKO BUSBIISITH
IIOMWJIKHA B KOJI1 Ta MIIBUIIIA HAAINHICTE CUCTEMHU.

— IHTerpamiitne TecTyBaHHS: MPOTECTOBAHO B3a€EMOJIII0 MK KOMIIOHEHTAMH,
HaIp MKJIa/1, I aBUIIBHICTh Mepefayl JaHux Mk By3namu Battle, Enemy Handler 1 UL

— CucrteMHe TeCcTyBaHHsS: NPOBEJEHO MEPEBIPKY IPU B IUIOMY, BKIIOYAIOUU
crieHapii B3aeMojii rpaBi 3 1HTepdeiicom, CTaOUTbHICT OOMOBOI CHCTEMH Ta
KOP €KTHICTB 30ep ©KEHHS TP OTpecy.

— PyuHe TecTyBaHHS: BAKOHAHO 151 OL[IHKY KOP UCTYBALIbKOI'0 TOCBITY,, 30KpeMa
3py4HOCTI 1HTep (heiicy, OaaHCy I'pU Ta 3arajibHOrO Bpa)XEHHs B/l irp OBOTO M OLIECY.
BusiBiieHl NOMWIKH, TaKl SIK HEKOpEKTHE BIIOOpaxeHHs KapT a00 HeCTaOUIbHICTh y
PIAKICHUX ClieHapisix, OyJu omnepaTuBHO BumpanieHi. Llel migxig A0 TecTyBaHHsS
rapaHTyBaB CTa0LIBHICTD I'PH, 11 BIATOBIIHICTh BUMOTAM 1 [P HEMHUIA ITPOBUIA TOCBIA IS
KOpHCTyBaviB.

Po3pobnena rpa € He nume (yHKIIIOHATBHUM MPOJIYKTOM, aje W IIHHUM
HaBYaJIbHUM pecypcoM. Bona nemoncTpye np aktiuune 3actocyBanns Godot Engine ast
CTBOP €HHSI CKJIATHUX TP OBUX CUCTEM, BiJl 0a30BOTO HATAIITYBAHHS CIICHHU 70 P €asTi3alli
OpOLENypHOI TeHepalii Ta MOIYJIbHOI apXiTekTypu. IIpoekT cympoBoIKyeThCS

JOKJIaJJHOIO I[OKYMGHTaHi€IO Ta KOMCHTOBaAaHUM KOJAOM, 1110 pO6I/ITI> Horo AOCTYIITHUM IJIA
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BUBYCHHSI p 03pO0HUKAMH-TIOYATKIBISAIMU. CTPYKTypa rpH JO3BOJISIE JIETKO PO3IIMPIOBATU
il (pyHKIIOHAJ, HAITPUKJIIA, 1OJaBaHHSIM HOBUX I1€P COHAXI1B, TUIIIB Kap T, BOPOTIB, P IBHIB
a00 HaBITh MepexeBUX (QYHKUIN, TAKUX K TaOIULS J1AEPIB.

[TepcrieKTHBY TOAANIBIIOTO PO3BUTKY. Y MaiOyTHHOMY MPOEKT MOXe OyTu
BJIOCKOHAJICHUM HIISIXOM:

— JlomaBaHHS HOBHUX MEXaHIK, TAKHX SIK KOOTIEP aTUBHHM P €KUM a00 CreIiaabHl
noii B rpi.

— Po31mupenHs KOHTEHTY, BKIIOYa0ul HOB1 KOJIOAU KApT, YHIKAJIBHUX BOPOTIB 1
CIOKETHI €J1EMEHTH.

— OnTumizamii 1 pi3HUX Mm1aTdopM, 30KpemMa MOOUTLHUX TMPHUCTPOIB 1 BeO-
Opay3epiB, 3aBIsSKU Kp ociiaTdop MHUM MOkIuBocTsIM Godot Engine.

— Brp oBajiskeHHS aHAIITUKY 1ITp OBOT0 IIP OLIECY J1J1s1 300pY TaHUX P O TOBE/IHKY
TPaBIIiB 1 MOJAJIBIIOTO OaIaHCYBaHHS TP U.

— InTerparii 3 oHIaliH-cep BicaMU, TAKUMHU K XMap HE 30€peKeHHs TP OTPeCcy 4u
cotianbH1 (QyHKIIII.

Po6oTa np oinuta anp obariro. 3a i pe3yapraTamu 0yJio oy 0J1iKOBaHO HACTYIIHI
TE3U NOTIOBIJIEH:

1. Sciucekuit A.B., SIpomescokuii O.B. Po3poOka Bimeorpu B skanpi roguelike
deck-building ma pymii Godot Engine. BceykpaiHcbka HayKOBO-TeXHiUHa KOH(EP SHITis
«3acTocyBaHHAd NpOrpamMHOro 3abe3nedyeHHs B  1HPOPMAIIITHO-KOMYHIKALIIHUX
TeXHOJOrsAx», 24 kBiTHd 2025 p., Kuis, JlepxaBHuil yHiBepcuTeT iHPOPMaIliiHo-
KOMyHIKaliitHux texHosorii. 30ipauk te3. K.: AVIKT, 2025, C. 245-246.

2.  Slcincekuii A.B., SpoieBchkuii O.B. AHani3 iHCTpyMeHTiB pyiiis godot s
po3pooku ROGUELIKE DECK-BUILDING rpu. Beeykpaincbka HayKOBO-TEXHIYHA
KOH(pepeHIlis «3acToCyBaHHA MpOTrpaMHOro  3abe3nedcHHsS B 1HGOPMaIHHO-
KOMYHIKaIIMHUX TeXHOJOT1AX», 24 kBiTHI 2025 p., KuiB, JlepxaBHuii yHIBEp CHTET
iHbOpMaIiitHO-KOMYHIKalIiHUX TexHomoriid. 360ipamk T1e3. K.: AVIKT, 2025,
C. 247-248.
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[MpoaHanisyBatn Ta ornaHytn apxitektypy Godot Engine Ta
BMBYEHHSI MO0 MOXITMBOCTEWN ANs peanisauii npoekTa.

[MpoBecTn aHani3 iCHYKUYNX MEXaHIK XXaHpy.

[pOEKTYBaHHSA 4 JOKYMEHTYBaHHS 3arafibHOT apXiTeKTypu rpu.

Peanisauia kno4oBuX mMogynis: reHepartop PiBHIB, CUCTEMA KOroaw,

noriky 6oto Ta B3aemofji kapT.
Pospobka kopucTtyBaLbkoro iHTepdency.

[MpoBedeHHs TeCcTyBaHHA Ta NepeBipKM 3aCTOCYHKY Ha BigmnoBiAHICTb

A0 BMMOT.

DyHKLIA
MNpouegypHa
reHepauin

MexaHika
nobynoeu
Konoam

NepmaHeHTHa
cMepTk

PisHOMaHITHIC
Tb KapT

PisHOMaHITHIC
Tb BOPOriB

Mpadika/Ctun
b

3eyk/Myauka

IHTepdeiic
(UIVUX)

+

+

+

AHATNI3 AHATOI'B

Slay the Spire  Monster Train  Griftlands

+

Dream Quest

+

DeckPixel



BMOI'M OO NMPOIMPAMHOIO 3ABE3INEYEHHA

DyHKUiOHaNbHI BUMOIU:
[eHepaTop piBHIB: BUNaaKkosa Nobynosa NadipyHTY 3 KOHTPONLOBAHOK CKNAOHICTIO.

2. CucTema KOIogW: CTBOPEHHS, 30epeeHHs, TaCYBaHHA Ta OHOBINEHHA KONOM KapT.
3. BonoBuIA-MeHeep: NOETanHI Xo4W rpasLUA Ta BOPOTB i3 3aCTOCYBAHHAM KapT.
4.  KopucTyBaubkuii iHTepdedc: iHTYITUBHI MeHH0, BiDobpa)eHHA cTaHy 300pOB’A/eHepril, Biayanisauis

KapT.
5. 36epexeHHA nporpecy: NokarnbHi 36epiraHHA 3 MOKIMBICTIO BiJHOBMEHHS.
HedyHKUioHanbHI BUMOTK:
1.  [poaykTWBHICTL: MiHIManbHa yacToTa kaapie — 60 FPS Ha cepeaHsomy MK.
2.  MoaynsHicTs: YiTKe po3nineHHA KOMNOHEHTIB i3 MOXIMBICTIO DO3LUIMDEHHA HOBUMM MEXaHIKamy.
3.  BWKOPWCTOBHICTL: NPOCTMIA | 3pO3YMINUiA iHTepdeic ONA NepLUoro 3HaioMcTBa KOPUCTYBaya.
4. HapiitvicTs: KopekTHa 0BPOBKa NOMUNOK, CTIAKICTE 10 HEKOPEKTHWX BXIAHUX AAHMX.
5. MiHimanbHi cuctemHi eumoru: OC: Windows XP, Vista, 7, 8/8.1, 10;
Mpouecop: 2.0 Ghz;
OnepaTtueHa nam’ATe: 2 GB OfT;
Bineokapta: 1 Gb Video Memory, capable of OpenGL 3.0+ support;
Micue Ha aucky: 300 MB gocTynHoro micus.

MPOrPAMHI 3ACOBW PEANISALIIT

&y Call?

GODOT GDSC“pt Be3KOoLUTOBHI irpoBi pecypcu

Game engine

wisr
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OIATPAMA MOCNIAOBHOCTI

Player | Player-Player | | Deck:Deck | |Card:Card| Battle:Battle Events:Events
' play_card() o
' drawCard()
e
< fetum Card
playEffect() -
.applyEffect()

emit cardPlayed(Card) _

> update game state

<.c2rd played successfully
Player PlayerPlayer | | Deck:Deck | | Card:Card | | Battle:Battle Events:Events

APXITEKTYPA MNPOEKTY
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Decerivel
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OJEMOHCTPALUIA T'PU

37 /40 @ 2H

AMNPOBALUIA PE3YIILTATIB JOCHIOIXEHHA

1.AciHcebkun A.B., Apoweeckkuin O.B. Poapobka Bigeorpu B XaHpi roguelike
deck-building Ha pywii Godot Engine. BceykpaiHCbka HayKOBO-TEXHi4Ha
KoHpepeHUis «3acTtocyBaHHS nporpamHoro 3abesaneyeHHs B iHopmauiiHO-
KOMYHIiKaUiiHMX TexHonoriax», 24 keitTHa 2024 p., Kuis, [epxaBHuWin
yHiBepcuTeT iHgopMaUilHO-KOMYHIKaUiiHMX TexHonorin. 30ipHuMk Te3. K.:
OVIKT, 2024, C. 245 - 246

2.AciHckbku A.B., ApoweBcebkuii O.B. AHania iHCTpyMeHTIB pylwia godot ans
po3pobkn ROGUELIKE DECK-BUILDING rpun. BceykpaiHcbKka HayKoBO-
TexHiYHa KoHepeHuis «3acTtocyBaHHA nporpamHoro  3abeanedyeHHs B
iHopMaUiRHO-KOMYHIKaUiiHMX TexHororiax», 24 keiTHA 2024 p., Kuis,
[epxaBHuii yHiBepcuTeT iH(hopmMaUiAHO-KOMYHIKaLinHMX TexHonoriin. 36ipHKK
Tes. K.: AYIKT, 2024, C. 247 - 248
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BMCHOBKW

1. Anania Godot Engine nokasaeB Woro npuaaTHiCTb ONS MNPOEKTY 3aBOSIKM
moayneHocTi, nigTpumui GDScript i rHy4kocTi Ana peanisaudii reHepaTtopa piBHIB,
cucTemMu Konoam ta BonoBoT Noriku.

2. AHani3 MexaHik }aHpy OonoMir iHTerpysatv ANHaAMIYHy reHepauitd KOHTEHTY Ta
CTpaTeriyHy B3aemMoAio, WO BiaNoBigae oviKyBaHHAM ayanTopil.

LLIO Monerwye po3WnpeHHsa Ta NiaTpUMKY.

4. KntoyoBsi Mmoayni — reHepartop piBHiB, cuctema konogm, 6oMoBnin MeHegxep —
5. KopucTyBaubKkuid iHTepderc iHTYITUBHUIA, 3 BigobpaxeHHAM CcTaHy rpu Ta
nigTpumkoto 3éepexeHHs nporpecy.

6. TecTyBaHHA NigTBEpAMNO BIAMOBIOHICTL BMMOram, HafilHICTb | MOXIUBICTb
po3LlLUnpeHHs, 3abeanedyrodn AKICHUIA irpoBMiA AOCBIA. 15
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JOJATOK b. JHICTUHI'U ITPOTPAMHUX MOAYJIIB

class_name BattleStats

extends Resource

@export_range(0, 2) var battle_tier: int
@export_range(0.0, 10.0) var weight: float
@export var gold_reward_min: int

class_name BattleStatsPool

extends Resource

@export var pool: Array[BattleStats]

var total_weights_by_tier :=[0.0, 0.0, 0.0]

func _get_all_battles_for_tier(tier: int) -> Array[BattleStats]:

return pool.filter(

func(battle: BattleStats):
return battle.battle_tier == tier

func _setup_weight_for_tier(tier: int) -> void:
var battles := _get all_battles_for_tier(tier)

total_weights_by _tier[tier] =0.0
for battle: BattleStats in battles:

class_name Card
extends Resource
enum Type {ATTACK, SKILL, POWER}

enum Rarity {COMMON, UNCOMMON, RARE}
enum Target {SELF, SINGLE_ENEMY, ALL_ENEMIES,

EVERYONE}
const RARITY_COLORS :={

Card.Rarity. COMMON: Color.GRAY,

Card.Rarity. UNCOMMON:
Color.CORNFLOWER_BLUE,

Card.Rarity.RARE: Color.GOLD,

@export_group("Card Attributes")
@export var id: String

@export var type: Type

@export var rarity: Rarity
@export var target: Target
@export var cost: int

@export var exhausts: bool = false
@export_group("Card Visuals")
@export var icon: Texture
@export_multiline var tooltip_text: String
@export var sound: AudioStream
func is_single_targeted() -> bool:

return target == Target. SINGLE_ENEMY
func _get_targets(targets: Array[Node]) -> Array[Node]:

if not targets:

return []
var tree := targets[0].get_tree()
match target:

class_name CardPile
extends Resource

signal card_pile_size_changed(cards_amount)

@export var cards: Array[Card] =[]
func empty() -> bool:

Buxinauii xox ¢aiiny battle_stats.gd
@export var gold_reward_max: int
@export var enemies: PackedScene
var accumulated_weight: float = 0.0
func roll_gold_reward() -> int:
return RNG.instance.randi_range(gold_reward_min,
gold_reward_max)

Buxinuuii kox ¢aiiny battle_stats_pool.gd
total_weights_by tier[tier] += battle.weight
battle.accumulated_weight =
total_weights_by _tier[tier]
func get_random_battle_for_tier(tier: int) -> BattleStats:
var roll := randf_range(0.0,
total_weights_by tier[tier])
var battles := _get_all_battles_for_tier(tier)
for battle: BattleStats in battles:
if battle.accumulated_weight > roll:
return battle
return null
func setup() -> void:
foriin 3:
_setup_weight_for_tier(i)

Buxinauii xox ¢aiiny card.gd
Target. SELF:
return
tree.get_nodes_in_group("player")
Target ALL_ENEMIES:
return
tree.get_nodes_in_group(“enemies")
Target EVERYONE:
return
tree.get_nodes_in_group("player") +
tree.get_nodes_in_group(“enemies")_:
return []
func play(targets: Array[Node], char_stats: CharacterStats,
modifiers: ModifierHandler) -> void:
Events.card_played.emit(self)
char_stats.mana -= cost

if is_single_targeted():
apply_effects(targets, modifiers)
else:
apply_effects(_get targets(targets),
modifiers)
func apply_effects(_targets: Array[Node], _modifiers:
ModifierHandler) -> void:
pass
func get_default_tooltip() -> String:
return tooltip_text
func get_updated_tooltip(_player_modifiers: ModifierHandler,
_enemy_modifiers: ModifierHandler) -> String:
return tooltip_text

Buxinauit xox daiiny card_pile.gd
card_pile_size_changed.emit(cards.size())
func duplicate_cards() -> Array[Card]:
var new_array: Array[Card] =[]
for card: Card in cards:
new_array.append(card.duplicate())
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return cards.is_empty()
func draw_card() -> Card:
var card = cards.pop_front()

card_pile_size_changed.emit(cards.size())

return card
func add_card(card: Card) -> void:
cards.append(card)

card_pile_size_changed.emit(cards.size())

func shuffle() -> void:
RNG.array_shuffle(cards)
func clear() -> void:
cards.clear()

class_name CharacterStats

extends Stats

@export_group("Visuals")

@export var character_name: String

@export_multiline var description: String

@export var portrait: Texture

@export_group("Gameplay Data")

@export var starting_deck: CardPile

@export var draftable_cards: CardPile

@export var cards_per_turn: int

@export var max_mana: int

@export var starting_relic: Relic

var mana: int: set = set_mana

var deck: CardPile

var discard: CardPile

var draw_pile: CardPile

func set_mana(value: int) -> void:
mana = value
stats_changed.emit()

class_name Effect
extends RefCounted
var sound: AudioStream

class_name EnemyStats
extends Stats

class_name EventRoomPool
extends Resource
@export var event_rooms: Array[PackedScene]

class_name Intent
extends Resource
@export var base_text: String

class_name Relic
extends Resource

return new_array
func custom_duplicate() -> CardPile:
var new_card_pile := CardPile.new()
new_card_pile.cards = duplicate_cards()
return new_card_pile
func _to_string() -> String:
var _card_strings: PackedStringArray =[]
for i in range(cards.size()):
_card_strings.append("%s: %s" % [i+1,
cards[i].id])
return "\n".join(_card_strings)

Buximuuii ko ¢aiiny character_stats.gd
func reset_mana() -> void:
mana = max_mana
func take_damage(damage: int) -> void:
var initial_health := health
super.take_damage(damage)
if initial_health > health:
Events.player_hit.emit()
func can_play_card(card: Card) -> bool:
return mana >= card.cost
func create_instance() -> Resource:
var instance: CharacterStats = self.duplicate()
instance.health = max_health
instance.block =0
instance.reset_mana()
instance.deck = instance.starting_deck.duplicate()
instance.draw_pile = CardPile.new()
instance.discard = CardPile.new()
return instance

Buxinuuit xox ¢aiiny effect.gd
func execute(_targets: Array[Node]) -> void:
pass

Buxinuuii xox ¢aiimy enemy_stats.gd
@export var ai: PackedScene

Buximauii ko ¢aiiny event_room_pool.gd
func get_random() -> PackedScene:
return event_rooms.pick_random(

Buxinauii kon ¢aiity intent.gd
@export var icon: Texture
var current_text: String

Buxinuuii xox ¢aiiny relic.gd
func deactivate_relic(_owner: RelicUl) -> void:
pass
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enum Type {START_OF_TURN, START_OF_COMBAT,
END_OF_TURN, END_OF_COMBAT, EVENT_BASED}
enum CharacterType {ALL, ASSASSIN, WARRIOR,
WIZARD}

@export var relic_name: String

@export var id: String

@export var type: Type

@export var character_type: CharacterType

@export var starter_relic: bool = false

@export var icon: Texture

@export_multiline var tooltip: String

func initialize_relic(_owner: RelicUl) -> void:

func get_tooltip() -> String:
return tooltip
func can_appear_as_reward(character: CharacterStats) -> bool:
if starter_relic:
return false
if character_type == CharacterType.ALL:
return true
var relic_char_name: String =
CharacterType.keys()[character_type].to_lower()
var char_name :=
character.character_name.to_lower()
return relic_char_name == char_name



pass
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Buxinauit kox daiiny room.gd

class_name Room

extends Resource

enum Type {NOT_ASSIGNED, MONSTER, TREASURE,
CAMPFIRE, SHOP, BOSS, EVENT}

@export var type: Type

@export var row: int

@export var column: int

@export var position: Vector2

Buxinauii

class_name RunStats

extends Resource

signal gold_changed

const STARTING_GOLD :=70

const BASE_CARD_REWARDS := 3

const BASE_COMMON_WEIGHT := 6.0

const BASE_UNCOMMON_WEIGHT := 3.7

const BASE_RARE_WEIGHT := 0.3

@export var gold := STARTING_GOLD : set = set_gold
@export var card_rewards := BASE_CARD_REWARDS
@export_range(0.0, 10.0) var common_weight :=
BASE_COMMON_WEIGHT

@export var next_rooms: Array[Room]
@export var selected := false
@export var battle_stats: BattleStats
@export var event_scene: PackedScene
func _to_string() -> String:
return "%s (%s)" % [column, Type.keys()[type][0]]

KoJ Gaitty run_stats.gd

@export_range(0.0, 10.0) var uncommon_weight :=
BASE_UNCOMMON_WEIGHT
@export_range(0.0, 10.0) var rare_weight :=
BASE_RARE_WEIGHT
func set_gold(new_amount: int) -> void:

gold = new_amount

gold_changed.emit()
func reset_weights() -> void:

common_weight = BASE_COMMON_WEIGHT

uncommon_weight =
BASE_UNCOMMON_WEIGHT

rare_weight = BASE_RARE_WEIGHT

Buxinauii ko1 ¢aiiny save_game.gd

class_name SaveGame

extends Resource

const SAVE_PATH := "user://[savegame.tres"
@export var rng_seed: int

@export var rng_state: int

@export var run_stats: RunStats
@export var char_stats: CharacterStats
@export var current_deck: CardPile
@export var current_health: int
@export var relics: Array[Relic]
@export var map_data: Array[Array]
@export var last_room: Room
@export var floors_climbed: int

@export var was_on_map: bool
func save_data() -> void:
var err := ResourceSaver.save(self, SAVE_PATH)
assert(err == OK, "Couldn't save the game!")
static func load_data() -> SaveGame:
if FileAccess.file_exists(SAVE_PATH):
return ResourceLoader.load(SAVE_PATH)
as SaveGame
return null
static func delete_data() -> void:
if FileAccess.file_exists(SAVE_PATH):
DirAccess.remove_absolute(SAVE_PATH)

Buxinuuit kox daitny stats.gd

class_name Stats
extends Resource
signal stats_changed
@export var max_health := 1 : set = set_max_health
@export var art: Texture
var health: int : set = set_health
var block: int : set = set_block
func set_health(value : int) -> void:
health = clampi(value, 0, max_health)
stats_changed.emit()
func set_max_health(value : int) -> void:
var diff := value - max_health
max_health = value
if diff > 0:
health += diff
elif health > max_health:
health = max_health

stats_changed.emit()
func set_block(value : int) -> void:
block = clampi(value, 0, 999)
stats_changed.emit()
func take_damage(damage : int) -> void:
if damage <=0:
return
var initial_damage = damage
damage = clampi(damage - block, 0, damage)
block = clampi(block - initial_damage, 0, block)
health -= damage
func heal(amount : int) -> void:
health += amount
func create_instance() -> Resource:
var instance: Stats = self.duplicate()
instance.health = max_health
instance.block =0
return instance

Buxinuuii kox ¢aitny events.gd

extends Node

signal card_drag_started(card_ui: CardUl)
signal card_drag_ended(card_ui: CardUI)
signal card_aim_started(card_ui: CardUlI)
signal card_aim_ended(card_ui: CardUl)
signal card_played(card: Card)

signal enemy_died(enemy: Enemy)

signal battle_over_screen_requested(text: String, type:
BattleOverPanel. Type)

signal battle_won

signal status_tooltip_requested(statuses: Array[Status])
signal map_exited(room: Room)



signal card_tooltip_requested(card: Card)
signal tooltip_hide_requested

signal player_hand_drawn

signal player_hand_discarded

signal player_turn_ended

signal player_hit

signal player_died

signal enemy_action_completed(enemy: Enemy)
signal enemy_turn_ended
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signal shop_entered(shop: Shop)

signal shop_relic_bought(relic: Relic, gold_cost: int)
signal shop_card_bought(card: Card, gold_cost: int)
signal shop_exited

signal campfire_exited

signal battle_reward_exited

signal treasure_room_exited(found_relic: Relic)
signal relic_tooltip_requested(relic: Relic)

signal event_room_exited

Buxinauii kox daiiny battle.gd

class_name Battle

extends Node2D

@export var battle_stats: BattleStats

@export var char_stats: CharacterStats

@export var music: AudioStream

@export var relics: RelicHandler

@onready var battle_ui: BattleUl = $BattleUlI

@onready var player_handler: PlayerHandler = $PlayerHandler
@onready var enemy_handler: EnemyHandler = $EnemyHandler
@onready var player: Player = $Player

func _ready() -> void:

enemy_handler.setup_enemies(battle_stats)
enemy_handler.reset_enemy_actions()
relics.relics_activated.connect(_on_relics_activat
ed)
relics.activate_relics_by_type(Relic. Type.STAR
T_OF_COMBAT)
func _on_enemies_child_order_changed() -> void:
if enemy_handler.get_child_count() ==0and
is_instance_valid(relics):
relics.activate_relics_by_type(Relic. Type.END_
OF_COMBAT)

enemy_handler.child_order_changed.connect(_on_enemies_c
hild_order_changed)
Events.enemy_turn_ended.connect(_on_enemy_turn_ended)
Events.player_turn_ended.connect(player_handler.end_turn)
Events.player_hand_discarded.connect(enemy_handler.start_

func _on_enemy_turn_ended() -> void:
player_handler.start_turn()
enemy_handler.reset_enemy_actions()

func _on_player_died() -> void:
Events.battle_over_screen_requested.emit("Game

turn)
Events.player_died.connect(_on_player_died)
func start_battle() -> void:
get_tree().paused = false
MusicPlayer.play(music, true)
battle_ui.char_stats = char_stats
player.stats = char_stats
player_handler.relics = relics

Over!", BattleOverPanel. Type.LOSE)
SaveGame.delete_data()
func _on_relics_activated(type: Relic.Type) -> void:
match type:
Relic.Type.START_OF_COMBAT:
player_handler.start_battle(char_stats)
battle_ui.initialize_card_pile_ui()
Relic. Type.END_OF_COMBAT:
Events.battle_over_screen_requested.emit("Victo
rious!", BattleOverPanel. Type.WIN)

Buxinuuii xox daiiny card_base_state.gd

extends CardState
var mouse_over_card := false
func enter() -> void:
if not card_ui.is_node_ready():
await card_ui.ready
if card_ui.tween and card_ui.tween.is_running():
card_ui.tween kill()
card_ui.card_visuals.panel.set("theme_override_styles/
panel”, card_ui.BASE_STYLEBOX)
card_ui.reparent_requested.emit(card_ui)
card_ui.pivot_offset = Vector2.ZERO
Events.tooltip_hide_requested.emit()
func on_gui_input(event: InputEvent) -> void:
if not card_ui.playable or card_ui.disabled:
return
if mouse_over_card and
event.is_action_pressed("left_mouse"):

card_ui.pivot_offset =
card_ui.get_global_mouse_position() - card_ui.global_position
transition_requested.emit(self,
CardState.State. CLICKED)
func on_mouse_entered() -> void:
mouse_over_card = true
if not card_ui.playable or card_ui.disabled:
return
card_ui.card_visuals.panel.set("theme_override_styles/
panel”, card_ui.HOVER_STYLEBOX)
card_ui.request_tooltip()
func on_mouse_exited() -> void:
mouse_over_card = false
if not card_ui.playable or card_ui.disabled:
return
card_ui.card_visuals.panel.set("theme_override_styles/
panel”, card_ui.BASE_STYLEBOX)
Events.tooltip_hide_requested.emit()

Buxinuuii kox ¢aitny card_ui.gd

class_name CardUl

extends Control

signal reparent_requested(which_card_ui: CardUl)
const BASE_STYLEBOX :=
preload("res://scenes/card_ui/card_base_stylebox.tres")
const DRAG_STYLEBOX :=
preload("res://scenes/card_ui/card_drag_stylebox.tres")
const HOVER_STYLEBOX =
preload("'res://scenes/card_ui/card_hover_stylebox.tres")
@export var player_modifiers: ModifierHandler

rect.has_point(get_local_mouse_position())
func request_tooltip() -> void:
var enemy_modifiers :=
get_active_enemy_maodifiers()
var updated_tooltip :=
card.get_updated_tooltip(player_modifiers, enemy_modifiers)
Events.card_tooltip_requested.emit(card.icon,
updated_tooltip)
func _on_gui_input(event: InputEvent) -> void:
card_state_machine.on_gui_input(event)



@export var card: Card : set = _set _card
@export var char_stats: CharacterStats : set = _set_char_stats
@onready var card_visuals: CardVisuals = $CardVisuals
@onready var drop_point_detector: Area2D = $DropPointDetector
@onready var card_state_machine: CardStateMachine =
$CardStateMachine
@onready var targets: Array[Node] = []
var original_index := 0
var parent: Control
var tween: Tween
var playable := true : set = _set_playable
var disabled := true
func _ready() -> void:
Events.card_aim_started.connect(_on_card_drag_or_aimi
ng_started)
Events.card_drag_started.connect(_on_card_drag_or_aimi
ng_started)
Events.card_drag_ended.connect(_on_card_drag_or_aim_
ended)
Events.card_aim_ended.connect(_on_card_drag_or_aim_e
nded)
card_state_machine.init(self)
func _input(event: InputEvent) -> void:
card_state_machine.on_input(event)
func animate_to_position(new_position: Vector2, duration: float) ->
void:
tween =
create_tween().set_trans(Tween. TRANS_CIRC).set_ease(Tween.E
ASE_OUT)
tween.tween_property(self, "global_position",
new_position, duration)
func play() -> void:
if not card:
return
card.play(targets, char_stats, player_modifiers)
queue_free()
func get_active_enemy_modifiers() -> ModifierHandler:
if targets.is_empty() or targets.size() > 1 or not targets[0]
is Enemy:
return null
return targets[0].modifier_handler
func is_hovered() -> bool:
var rect := Rect2(Vector2.ZERO, self.size)
return
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func _on_mouse_entered() -> void:
card_state_machine.on_mouse_entered()
func _on_mouse_exited() -> void:
card_state_machine.on_mouse_exited()
func _set_card(value: Card) -> void:
if not is_node_ready():
await ready
card = value
card_visuals.card = card
func _set_playable(value: bool) -> void:
playable = value
if not playable:
card_visuals.cost.add_theme_color_override("font_c
olor", Color.RED)
card_visuals.icon.modulate = Color(1, 1,
1,0.5)
else:
card_visuals.cost.remove_theme_color_override("fo
nt_color")
card_visuals.icon.modulate = Color(Z, 1,
1,1)
func _set_char_stats(value: CharacterStats) -> void:
char_stats = value
char_stats.stats_changed.connect(_on_char_stats_ch
anged)
_on_char_stats_changed()
func _on_drop_point_detector_area entered(area: Area2D) ->
void:
if not targets.has(area):
targets.append(area)
func _on_drop_point_detector_area_exited(area: Area2D) ->
void:
targets.erase(area)
func _on_card_drag_or_aiming_started(used_card: CardUl) -
> void:
if used_card == self:
return

disabled = true
func _on_card_drag_or_aim_ended(_card: CardUl) -> void:
disabled = false
playable = char_stats.can_play_card(card)
func _on_char_stats_changed() -> void:
playable = char_stats.can_play_card(card)

Buxinauii kox daiity enemy.gd

class_name Enemy
extends Area2D
const ARROW_OFFSET =5
const WHITE_SPRITE_MATERIAL :=
preload("'res://art/white_sprite_material.tres")
@export var stats: EnemyStats : set = set_enemy_stats
@onready var sprite_2d: Sprite2D = $Sprite2D
@onready var arrow: Sprite2D = $Arrow
@onready var stats_ui: StatsUl = $StatsUI
@onready var intent_ui: IntentUl = $IntentUl
@onready var status_handler: StatusHandler =
$StatusHandler
@onready var modifier_handler: ModifierHandler =
$ModifierHandler
var enemy_action_picker: EnemyActionPicker
var current_action: EnemyAction : set =
set_current_action
func _ready() -> void:
status_handler.status_owner = self
func set_current_action(value: EnemyAction) -> void:
current_action = value
update_intent()
func set_enemy_stats(value: EnemyStats) -> void:

if not current_action:

current_action = enemy_action_picker.get_action()
return

var new_conditional_action :=
enemy_action_picker.get_first_conditional_action()

if new_conditional_action and current_action 1=
new_conditional_action:

current_action = new_conditional_action

func update_enemy() -> void:
if not stats is Stats:

return

if not is_inside_tree():

await ready

sprite_2d.texture = stats.art

arrow.position = Vector2.RIGHT * (sprite_2d.get_rect().size.x /2
+ ARROW_OFFSET)

setup_ai()

update_stats()
func update_intent() -> void:

if current_action:

current_action.update_intent_text()
intent_ui.update_intent(current_action. intent)

func do_turn() -> void:



stats = value.create_instance()
if not
stats.stats_changed.is_connected(update_stats):
stats.stats_changed.connect(update_stats)
stats.stats_changed.connect(update_action)
update_enemy()
func setup_ai() -> void:
if enemy_action_picker:
enemy_action_picker.queue_free()
var new_action_picker :=
stats.ai.instantiate() as EnemyActionPicker
add_child(new_action_picker)
enemy_action_picker = new_action_picker
enemy_action_picker.enemy = self
func update_stats() -> void:
stats_ui.update_stats(stats)
func update_action() -> void:
if not enemy_action_picker:
return
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stats.block =0
if not current_action:

return
current_action.perform_action()

func take_damage(damage: int, which_modifier: Modifier.Type) -> void:

if stats.health <= 0:

return
sprite_2d.material = WHITE_SPRITE_MATERIAL
var modified_damage :=

modifier_handler.get_modified_value(damage, which_modifier)

var tween := create_tween()
tween.tween_callback(Shaker.shake.bind(self, 16, 0.15))
tween.tween_callback(stats.take_damage.bind(modified_damage))
tween.tween_interval(0.17)
tween.finished.connect(
func():
sprite_2d.material = null
if stats.health <= 0:
Events.enemy_died.emit(self)
queue_free()

)

func _on_area_entered(_area: Area2D) -> void:

arrow.show()

func _on_area_exited(_area: Area2D) -> void:

arrow.hide()

Buximuuii ko ¢aiiny map.gd

class_name Map
extends Node2D
const SCROLL_SPEED := 15
const MAP_ROOM =
preload("res://scenes/map/map_room.tscn')
const MAP_LINE =
preload("'res://scenes/map/map_line.tscn™)
@onready var map_generator: MapGenerator =
$MapGenerator
@onready var lines: Node2D = %L.ines
@onready var rooms: Node2D = %Rooms
@onready var visuals: Node2D = $Visuals
@onready var camera_2d: Camera2D = $Camera2D
var map_data: Array[Array]
var floors_climbed: int
var last_room: Room
var camera_edge_y: float
func _ready() -> void:
camera_edge_y = MapGenerator.Y_DIST *
(MapGenerator.FLOORS - 1)
func _unhandled_input(event: InputEvent) -> void:
if not visible:
return
if event.is_action_pressed("scroll_up"):
camera_2d.position.y -=
SCROLL_SPEED
elif event.is_action_pressed("scroll_down"):
camera_2d.position.y +=
SCROLL_SPEED
camera_2d.position.y =
clamp(camera_2d.position.y, -camera_edge_y, 0)
func generate_new_map() -> void:
floors_climbed =0
map_data = map_generator.generate_map()
create_map()
func load_map(map: Array[Array], floors_completed: int,
last_room_climbed: Room) -> void:
floors_climbed = floors_completed
map_data = map
last_room = last_room_climbed
create_map()
if floors_climbed > 0:

map_data:
for room: Room in current_floor:
if room.next_rooms.size() > 0:
_spawn_room(room)
var middle :=
floori(MapGenerator. MAP_WIDTH * 0.5)
_spawn_room(map_data[MapGenerator.FLOORS-
1][middle])
var map_width_pixels := MapGenerator.X_DIST *
(MapGenerator. MAP_WIDTH - 1)
visuals.position.x = (get_viewport_rect().size.x -
map_width_pixels) /2
visuals.position.y = get_viewport_rect().size.y /2
func unlock_floor(which_floor: int = floors_climbed) -> void:
for map_room: MapRoom in rooms.get_children():
if map_room.room.row == which_floor:
map_room.available = true
func unlock_next_rooms() -> void:
for map_room: MapRoom in rooms.get_children():
if last_room.next_rooms.has(map_room.room):
map_room.available = true
func show_map() -> void:
show()
camera_2d.enabled = true
func hide_map() -> void:
hide()
camera_2d.enabled = false
func _spawn_room(room: Room) -> void:
var new_map_room := MAP_ROOM .instantiate() as
MapRoom
rooms.add_child(new_map_room)
new_map_room.room = room
new_map_room.clicked.connect(_on_map_room_clicked)
new_map_room.selected.connect(_on_map_room_selected)
_connect_lines(room)
if room.selected and room.row < floors_climbed:
new_map_room.show_selected()
func _connect_lines(room: Room) -> void:
if room.next_rooms.is_empty():
return
for next: Room in room.next_rooms:



unlock_next_rooms()
else:
unlock_floor()
func create_map() -> void:
for current_floor: Array in
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var new_map_line := MAP_LINE.instantiate() as

Line2D
new_map_line.add_point(room.position)
new_map_line.add_point(next.position)
lines.add_child(new_map_line)
func _on_map_room_clicked(room: Room) -> void:
for map_room: MapRoom in rooms.get_children():
if map_room.room.row == room.row:
map_room.available = false
func _on_map_room_selected(room: Room) -> void:
last_room = room
floors_climbed +=1
Events.map_exited.emit(room)

Buxinauii kox daiiny map_generator.gd

class_name MapGenerator
extends Node
const X_DIST :=30
const Y_DIST := 25
const PLACEMENT_RANDOMNESS =5
const FLOORS =15
const MAP_WIDTH =7
const PATHS := 6
const MONSTER_ROOM_WEIGHT :=12.0
const EVENT_ROOM_WEIGHT :=5.0
const SHOP_ROOM_WEIGHT := 2.5
const CAMPFIRE_ROOM_WEIGHT := 4.0
@export var battle_stats_pool: BattleStatsPool
@export var event_room_pool: EventRoomPool
var random_room_type_weights = {
Room.Type.MONSTER: 0.0,
Room.Type.CAMPFIRE: 0.0,
Room.Type.SHOP: 0.0,
Room.Type.EVENT: 0.0
}
var random_room_type_total_weight :=0
var map_data: Array[Array]
func generate_map() -> Array[Array]:
map_data = _generate_initial_grid()
var starting_points :=
_get_random_starting_points()
for j in starting_points:
var current_j :=j
foriin FLOORS - 1:
current_j =
_setup_connection(i, current_j)
battle_stats_pool.setup()
_setup_boss_room()
_setup_random_room_weights()
_setup_room_types()
return map_data
func _generate_initial_grid() -> Array[Array]:
var result: Array[Array] =[]
foriin FLOORS:
var adjacent_rooms: Array[Room]= []
forjin MAP_WIDTH:
var current_room :=
Room.new()
var offset := Vector2(randf(),
randf()) * PLACEMENT_RANDOMNESS
current_room.position =
Vector2(j * X_DIST, i * -Y_DIST) + offset
current_room.row = i
current_room.column = j
current_room.next_rooms =[]

ifi == FLOORS - 1:
current_room.position.y = (i + 1) * -Y_DIST
adjacent_rooms.append(current_room)

var middle := floori(MAP_WIDTH * 0.5)

var boss_room := map_data[FLOORS - 1][middle] as Room

for jin MAP_WIDTH:
var current_room = map_data[FLOORS - 2][j] as
Room
if current_room.next_rooms:
current_room.next_rooms =[] as
Array[Room]
current_room.next_rooms.append(boss_room)
boss_room.type = Room.Type.BOSS
boss_room.battle_stats =
battle_stats_pool.get_random_battle_for_tier(2)
func _setup_random_room_weights() -> void:
random_room_type_weights[Room.Type. MONSTER] =
MONSTER_ROOM_WEIGHT
random_room_type_weights[Room.Type. CAMPFIRE] =
MONSTER_ROOM_WEIGHT + CAMPFIRE_ROOM_WEIGHT
random_room_type_weights[Room.Type.SHOP] =

MONSTER_ROOM_WEIGHT + CAMPFIRE_ROOM_WEIGHT +

SHOP_ROOM_WEIGHT
random_room_type_weights[Room.Type.EVENT] =
random_room_type_weights[Room.Type.SHOP] +
EVENT_ROOM_WEIGHT
random_room_type_total_weight =
random_room_type_weights[Room.Type.EVENT]
func _setup_room_types() -> void:
for room: Room in map_data[0]:
if room.next_rooms.size() > 0:
room.type =
Room.Type. MONSTER
room.battle_stats =
battle_stats_pool.get_random_battle_for_tier(0)
for room: Room in map_data[8]:
if room.next_rooms.size() > 0:
room.type =
Room.Type. TREASURE
for room: Room in map_data[13]:
if room.next_rooms.size() > 0:
room.type =
Room.Type.CAMPFIRE
for current_floor in map_data:
for room: Room in current_floor:
for next_room: Room in
room.next_rooms:
if next_room.type ==
Room.Type.NOT_ASSIGNED:
_set_room_randomly(next_room)
func _set_room_randomly(room_to_set: Room) -> void:
var campfire_below_4 := true
var consecutive_campfire := true
var consecutive_shop := true
var campfire_on_13 := true
var type_candidate: Room.Type



result.append(adjacent_rooms)
return result
func _get_random_starting_points() -> Array[int]:
var y_coordinates: Array[int]
var unique_points: int=10
while unique_points < 2:
unique_points =0
y_coordinates = []
foriin PATHS:
var starting_point :=
randi_range(0, MAP_WIDTH - 1)
if not
y_coordinates.has(starting_point):

while campfire_below_4 or consecutive_campfire or

consecutive_shop or campfire_on_13:

type_candidate =
_get_random_room_type_by_weight()

var is_campfire := type_candidate ==
Room.Type. CAMPFIRE

var has_campfire_parent :=
_room_has_parent_of_type(room_to_set, Room.Type.CAMPFIRE)

var is_shop := type_candidate ==
Room.Type.SHOP

var has_shop_parent :=
_room_has_parent_of_type(room_to_set, Room.Type.SHOP)

campfire_below_4 =is_campfire and

unique_points += 1 room_to_set.row <3

y_coordinates.append(starting_point)

return y_coordinates
func _setup_connection(i: int, j: int) -> int:
var next_room: Room = null
var current_room := map_data[i][j] as Room
while not next_room or
_would_cross_existing_path(i, j, next_room):

consecutive_campfire = is_campfire and
has_campfire_parent
consecutive_shop = is_shop and has_shop_parent
campfire_on_13 = is_campfire and
room_to_set.row == 12
room_to_set.type = type_candidate
if type_candidate == Room.Type. MONSTER:
var tier_for_monster_rooms :=0

var random_j := clampi(randi_range(j - if room_to_set.row > 2:

1,j+1),0, MAP_WIDTH - 1)

tier_for_monster_rooms =1

next_room = map_data[i + 1][random_j] room_to_set.battle_stats =

current_room.next_rooms.append(next_room)
return next_room.column

battle_stats_pool.get_random_battle_for_tier(tier_for_monster_rooms)
if type_candidate == Room.Type.EVENT:

func _would_cross_existing_path(i: int, j: int, room: Room) room_to_set.event_scene =

-> bool:
var left_neighbour: Room

event_room_pool.get_random()
func _room_has_parent_of_type(room: Room, type: Room.Type) ->

var right_neighbour: Room bool:

if j > 0: var parents: Array[Room] = []
left_neighbour = map_data[i][j - 1] if room.column > 0 and room.row > 0:

if j < MAP_WIDTH - 1: var parent_candidate := map_data[room.row -
right_neighbour = map_data[i][j + 1] 1][room.column - 1] as Room

if right_neighbour and room.column > j:
for next_room: Room in
right_neighbour.next_rooms:
if next_room.column <
room.column:
return true
if left_neighbour and room.column < j:
for next_room: Room in
left_neighbour.next_rooms:
if next_room.column >
room.column:
return true
return false
func _setup_boss_room() -> void:

class_name Player

extends Node2D

const WHITE_SPRITE_MATERIAL :=
preload("res:/fart/white_sprite_material.tres")
@export var stats: CharacterStats : set =
set_character_stats

@onready var sprite_2d: Sprite2D = $Sprite2D
@onready var stats_ui: StatsUl = $StatsUI

if parent_candidate.next_rooms.has(room):
parents.append(parent_candidate)
if room.row > 0:
var parent_candidate := map_data[room.row -
1][room.column] as Room
if parent_candidate.next_rooms.has(room):
parents.append(parent_candidate)
if room.column < MAP_WIDTH-1 and room.row > 0:
var parent_candidate := map_data[room.row -
1][room.column + 1] as Room
if parent_candidate.next_rooms.has(room):
parents.append(parent_candidate)
for parent: Room in parents:
if parent.type == type:
return true
return false
func _get_random_room_type_by weight() -> Room.Type:
var roll ;= randf_range(0.0,
random_room_type_total weight)
for type: Room.Type in random_room_type_weights:
if random_room_type_weights[type] > roll:
return type
return Room.Type.MONSTER

Buxinuuii xox daiiny player.gd
if not is_inside_tree():
await ready
sprite_2d.texture = stats.art
update_stats()
func update_stats() -> void:
stats_ui.update_stats(stats)
func take_damage(damage: int, which_modifier: Modifier.Type) -> void:
if stats.health <= 0:
return
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@onready var status_handler: StatusHandler =
$StatusHandler
@onready var modifier_handler: ModifierHandler =
$ModifierHandler
func _ready() -> void:
status_handler.status_owner = self
func set_character_stats(value: CharacterStats) ->
void:
stats = value
if not
stats.stats_changed.is_connected(update_stats):
stats.stats_changed.connect(update_stats)
update_player()
func update_player() -> void:
if not stats is CharacterStats:
return

class_name PauseMenu
extends CanvasLayer
signal save_and_quit

@onready var back_to_game_button: Button = %BackToGameButton
@onready var save_and_quit_button: Button = %SaveAndQuitButton

func _ready() -> void:

back_to_game_button.pressed.connect(_unpause)
save_and_quit_button.pressed.connect(_on_save_and_quit_button_presse

d
flznc _input(event: InputEvent) -> void:
if event.is_action_pressed("pause"):
if visible:
_unpause()
else:

class_name Run

extends Node

const BATTLE_SCENE =
preload("'res://scenes/battle/battle. tscn™)

const BATTLE_REWARD_SCENE :=
preload(res://scenes/battle_reward/battle_reward.tsc
n")

const CAMPFIRE_SCENE :=
preload("'res://scenes/campfire/campfire.tscn™)
const SHOP_SCENE =
preload("res://scenes/shop/shop.tscn™)

const TREASURE_SCENE =
preload(''res://scenes/treasure/treasure.tscn™)

const WIN_SCREEN_SCENE :=
preload("res://scenes/win_screen/win_screen.tscn™)
const MAIN_MENU_PATH =
"res://scenes/ui/main_menu.tscn"

@export var run_startup: RunStartup

@onready var map: Map = $Map

@onready var current_view: Node = $CurrentView
@onready var health_ui: HealthUl = %HealthUlI
@onready var gold_ui: GoldUI = %GoldUl
@onready var relic_handler: RelicHandler =
%RelicHandler

@onready var relic_tooltip: RelicTooltip =
%RelicTooltip

@onready var deck_button: CardPileOpener =
%DeckButton

@onready var deck_view: CardPileView =
%DeckView

@onready var pause_menu: PauseMenu =
$PauseMenu

@onready var battle_button: Button = %BattleButton
@onready var campfire_button: Button =
%CampfireButton
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sprite_2d.material = WHITE_SPRITE_MATERIAL
var modified_damage =
modifier_handler.get_modified_value(damage, which_modifier)
var tween := create_tween()
tween.tween_callback(Shaker.shake.bind(self, 16, 0.15))
tween.tween_callback(stats.take_damage.bind(modified_damage))
tween.tween_interval(0.17)
tween.finished.connect(
func():
sprite_2d.material = null

if stats.health <=0:
Events.player_died.emit()
queue_free()

)
Buxinuuii xoj ¢aiiny pause_menu.gd
_Pause()
get_viewport().set_input_as_handled
0
func _pause() -> void:

show()
get_tree().paused = true
func _unpause() -> void:
hide()
get_tree().paused = false
func _on_save_and_quit_button_pressed() ->
void:
get_tree().paused = false
save_and_quit.emit()

Buxinuuit xox ¢aitny run.gd
save_data.was_on_map:
_on_map_exited(save_data.last_room)
func _change_view(scene: PackedScene) -> Node:
if current_view.get_child_count() > 0:
current_view.get_child(0).queue_free()
get_tree().paused = false
var new_view := scene.instantiate()
current_view.add_child(new_view)
map.hide_map()
return new_view
func _show_map() -> void:
if current_view.get_child_count() > 0:
current_view.get_child(0).queue_free()
map.show_map()
map.unlock_next_rooms()
_save_run(true)
func _setup_event_connections() -> void:
Events.battle_won.connect(_on_battle_won)
Events.battle_reward_exited.connect(_show_map)
Events.campfire_exited.connect(_show_map)
Events.map_exited.connect(_on_map_exited)
Events.shop_exited.connect(_show_map)
Events.treasure_room_exited.connect(_on_treasure_room_exited)
Events.event_room_exited.connect(_show_map)
battle_button.pressed.connect(_change_view.bind(BATTLE_SCE
NE))
campfire_button.pressed.connect(_change_view.bind(CAMPFIRE
_SCENE))
map_button.pressed.connect(_show_map)
rewards_button.pressed.connect(_change_view.bind(BATTLE_RE
WARD_SCENE))
shop_button.pressed.connect(_change_view.bind(SHOP_SCENE))
treasure_button.pressed.connect(_change_view.bind(TREASURE_
SCENE))
func _setup_top_bar():



@onready var map_button: Button = %MapButton
@onready var rewards_button: Button =
%RewardsButton
@onready var shop_button: Button = %ShopButton
@onready var treasure_button: Button =
%TreasureButton
var stats: RunStats
var character: CharacterStats
var save_data: SaveGame
func _ready() -> void:
if not run_startup:
return
pause_menu.save_and_quit.connect(
func():
get_tree().change_scene_to_file(MAIN_M
ENU_PATH)

match run_startup.type:
RunStartup. Type.NEW_RUN:
character =
run_startup.picked_character.create_instance()
_start_run()
RunStartup. Type. CONTINUED_RUN:
_load_run()
func _start_run() -> void:
stats = RunStats.new()
_setup_event_connections()
_setup_top_bar()
map.generate_new_map()
map.unlock_floor(0)
save_data = SaveGame.new()
_save_run(true)
func _save_run(was_on_map: bool) -> void:
save_data.rng_seed = RNG.instance.seed
save_data.rng_state = RNG.instance.state
save_data.run_stats = stats
save_data.char_stats = character
save_data.current_deck = character.deck
save_data.current_health = character.health
save_data.relics =
relic_handler.get_all_relics()
save_data.last_room = map.last_room
save_data.map_data =
map.map_data.duplicate()
save_data.floors_climbed =
map.floors_climbed
save_data.was_on_map = was_on_map
save_data.save_data()
func _load_run() -> void:
save_data = SaveGame.load_data()
assert(save_data, "Couldn't load last save™)
RNG.set_from_save_data(save_data.rng_se
ed, save_data.rng_state)
stats = save_data.run_stats
character = save_data.char_stats
character.deck = save_data.current_deck
character.health = save_ data.current_health
relic_handler.add_relics(save_data.relics)
_setup_top_bar()
_setup_event_connections()
map.load_map(save_data.map_data,
save_data.floors_climbed, save_data.last_room)
if save_data.last_room and not
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character.stats_changed.connect(health_ui.update_stats.bind(charac
ter
) health_ui.update_stats(character)
gold_ui.run_stats = stats
relic_handler.add_relic(character.starting_relic)
Events.relic_tooltip_requested.connect(relic_tooltip.show_tooltip)
deck_button.card_pile = character.deck
deck_view.card_pile = character.deck
deck_button.pressed.connect(deck_view.show_current_view.bind("
Deck™))
func _show_regular_battle_rewards() -> void:
var reward_scene :=
_change_view(BATTLE_REWARD_SCENE) as BattleReward
reward_scene.run_stats = stats
reward_scene.character_stats = character
reward_scene.add_gold_reward(map.last_room.battle_stats.roll_go
Id_reward())
reward_scene.add_card_reward()
func _on_battle_room_entered(room: Room) -> void:
var battle_scene: Battle = _change_view(BATTLE_SCENE) as
Battle
battle_scene.char_stats = character
battle_scene.battle_stats = room.battle_stats
battle_scene.relics = relic_handler
battle_scene.start_battle()
func _on_treasure_room_entered() -> void:
var treasure_scene := _change_view(TREASURE_SCENE) as
Treasure
treasure_scene.relic_handler = relic_handler
treasure_scene.char_stats = character
treasure_scene.generate_relic()
func _on_treasure_room_exited(relic: Relic) -> void:
var reward_scene :=
_change_view(BATTLE_REWARD_SCENE) as BattleReward
reward_scene.run_stats = stats
reward_scene.character_stats = character
reward_scene.relic_handler = relic_handler
reward_scene.add_relic_reward(relic)
func _on_campfire_entered() -> void:
var campfire := _change_view(CAMPFIRE_SCENE) as Campfire
campfire.char_stats = character
func _on_shop_entered() -> void:
var shop := _change_view(SHOP_SCENE) as Shop
shop.char_stats = character
shop.run_stats = stats
shop.relic_handler = relic_handler
Events.shop_entered.emit(shop)
shop.populate_shop()
func _on_event_room_entered(room: Room) -> void:
var event_room := _change_view(room.event_scene) as
EventRoom
event_room.character_stats = character
event_room.run_stats = stats
event_room.setup()
func _on_battle_won() -> void:
if map.floors_climbed == MapGenerator.FLOORS:
var win_screen ;=
_change_view(WIN_SCREEN_SCENE) as WinScreen
win_screen.character = character
SaveGame.delete_data()
else:
_show_regular_battle_rewards()
func _on_map_exited(room: Room) -> void:
_save_run(false)
match room.type:
Room.Type.MONSTER:
_on_hattle_room_entered(room)
Room.Type. TREASURE:
_on_treasure_room_entered()



Room.Type.CAMPFIRE:

_on_campfire_entered()

Room.Type.SHOP:

_on_shop_entered()

Room.Type.BOSS:

_on_battle_room_entered(room)

Room.Type.EVENT:

Buxinuuii xoz ¢aiiny shop.gd

class_name Shop
extends Control
const SHOP_CARD = preload("res://scenes/shop/shop_card.tscn™)
const SHOP_RELIC = preload(*res://scenes/shop/shop_relic.tscn™)
@export var shop_relics: Array[Relic]
@export var char_stats: CharacterStats
@export var run_stats: RunStats
@export var relic_handler: RelicHandler
@onready var cards: HBoxContainer = %Cards
@onready var relics: HBoxContainer = %Relics
@onready var shop_keeper_animation: AnimationPlayer = %ShopkeeperAnimation
@onready var blink_timer: Timer = %BlinkTimer
@onready var card_tooltip_popup: CardTooltipPopup = %CardTooltipPopup
@onready var modifier_handler: ModifierHandler = $ModifierHandler
func _ready() -> void:
for shop_card: ShopCard in cards.get_children():
shop_card.queue_free()
for shop_relic: ShopRelic in relics.get_children():
shop_relic.queue_free()
Events.shop_card_bought.connect(_on_shop_card_bought)
Events.shop_relic_bought.connect(_on_shop_relic_bought)
_blink_timer_setup()
blink_timer.timeout.connect(_on_blink_timer_timeout)
func _input(event: InputEvent) -> void:
if event.is_action_pressed("ui_cancel™) and card_tooltip_popup.visible:
card_tooltip_popup.hide_tooltip()
func populate_shop() -> void:
_generate_shop_cards()
_generate_shop_relics()
func _blink_timer_setup() -> void:
blink_timer.wait_time = randf_range(1.0, 5.0)
blink_timer.start()
func _generate_shop_cards() -> void:
var shop_card_array: Array[Card] =[]
var available_cards: Array[Card] =
char_stats.draftable_cards.duplicate_cards()
RNG.array_shuffle(available_cards)
shop_card_array = available_cards.slice(0, 3)
for card: Card in shop_card_array:
var new_shop_card := SHOP_CARD.instantiate() as ShopCard
cards.add_child(new_shop_card)
new_shop_card.card = card
new_shop_card.current_card_ui.tooltip_requested.connect(card_tooltip_pop
up.show_tooltip)
new_shop_card.gold_cost =
_get_updated_shop_cost(new_shop_card.gold_cost)
new_shop_card.update(run_stats)
func _generate_shop_relics() -> void:
var shop_relics_array: Array[Relic] =[]
var available_relics := shop_relics filter(
func(relic: Relic):
var can_appear :=
relic.can_appear_as_reward(char_stats)
var already_had_it := relic_handler.has_relic(relic.id)
return can_appear and not already had_it

RNG .array_shuffle(available_relics)
shop_relics_array = available_relics.slice(0, 3)
for relic: Relic in shop_relics_array:

_on_event_room_entered(room)

var new_shop_relic :=
SHOP_RELIC.instantiate() as ShopRelic
relics.add_child(new_shop_relic)
new_shop_relic.relic =
relic
new_shop_relic.gold_cost =
_get_updated_shop_cost(new_shop_relic.g
old_cost)
new_shop_relic.update(run_stats)
func _update_items() -> void:
for shop_card: ShopCard in
cards.get_children():
shop_card.update(run_stats)
for shop_relic: ShopRelic in
relics.get_children():
shop_relic.update(run_stats)
func _update_item_costs() -> void:
for shop_card: ShopCard in
cards.get_children():
shop_card.gold_cost =
_get_updated_shop_cost(shop_card.gold_c
ost
) shop_card.update(run_stats)
for shop_relic: ShopRelic in
relics.get_children():
shop_relic.gold_cost =
_get_updated_shop_cost(shop_relic.gold_c
ost)
shop_relic.update(run_stats)
func _get_updated_shop_cost(original_cost:
int) -> int:
return
modifier_handler.get_modified_value(origi
nal_cost, Modifier.Type.SHOP_COST)
func _on_back_button_pressed() -> void:
Events.shop_exited.emit()
func _on_shop_card_bought(card: Card,
gold_cost: int) -> void:
char_stats.deck.add_card(card)
run_stats.gold -= gold_cost
_update_items()
func _on_shop_relic_bought(relic: Relic,
gold_cost: int) -> void:
relic_handler.add_relic(relic)
run_stats.gold -= gold_cost
if relic is CouponsRelic:
var coupons_relic :=
relic as CouponsRelic
coupons_relic.add_shop_modifier
(self)
_update_item_costs()
else:
_update_items()
func _on_blink_timer_timeout() -> void:
shop_keeper_animation.play(“blin
k")
_blink_timer_setup()
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class_name BattleOverPanel
extends Panel

const MAIN_MENU =
"res://scenes/ui/main_menu.tscn
enum Type {WIN, LOSE}
@onready var label: Label =
%L abel

@onready var continue_button:
Button = %ContinueButton
@onready var

class_name BattleU|
extends CanvasLayer
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Buximuuii ko ¢aiiny battle_over_panel.gd
main_menu_button: Button = %MainMenuButton
func _ready() -> void:
continue_button.pressed.connect(func(): Events.battle_won.emit())
main_menu_button.pressed.connect(get_tree().change_scene_to_file.bind(MAIN_MEN

)

Events.battle_over_screen_requested.connect(show_screen)
func show_screen(text: String, type: Type) -> void:

label.text = text

continue_button.visible = type == Type.WIN

main_menu_button.visible = type == Type.LOSE

show()

get_tree().paused = true

Buxinauit kox daiiny battle_ui.gd
discard_pile_view.card_pile
= char_stats.discard

@export var char_stats: CharacterStats : set = _set_char_stats
@onready var hand: Hand = $Hand
@onready var mana_ui: ManaUl = $Manaul
@onready var end_turn_button: Button = %EndTurnButton
@onready var draw_pile_button: CardPileOpener = %DrawPileButton
@onready var discard_pile_button: CardPileOpener = %DiscardPileButton
@onready var draw_pile_view: CardPileView = %DrawPileView
@onready var discard_pile_view: CardPileView = %DiscardPileView
func _ready() -> void:
Events.player_hand_drawn.connect(_on_player _hand_drawn)
end_turn_button.pressed.connect(_on_end_turn_button_pressed)
draw_pile_button.pressed.connect(draw_pile_view.show_current_view.bind("Dra
w Pile", true))
discard_pile_button.pressed.connect(discard_pile_view.show_current_view.bind(
"Discard Pile™))
func initialize_card_pile_ui() -> void:
draw_pile_button.card_pile = char_stats.draw_pile
draw_pile_view.card_pile = char_stats.draw_pile
discard_pile_button.card_pile = char_stats.discard

Buxinauii xox daiiny hand.gd
class_name Hand
extends HBoxContainer
const CARD_UI_SCENE := preload("res://scenes/card_ui/card_ui.tscn™)
@export var player: Player
@export var char_stats: CharacterStats
func add_card(card: Card) -> void:
var new_card_ui := CARD_UI_SCENE.instantiate() as CardUlI
add_child(new_card_ui)
new_card_ui.reparent_requested.connect(_on_card_ui_reparent_requ

ed()

ested)
new_card_ui.card = card

func _set_char_stats(value:
CharacterStats) -> void:

char_stats = value

mana_ui.char_stats =
char_stats

hand.char_stats = char_stats
func _on_player_hand_drawn() ->
void:

end_turn_button.disabled =
false
func _on_end_turn_button_pressed() -
> void:

end_turn_button.disabled =
true

Events.player_turn_ended.e
mit()

func enable_hand() -> void:
for card: CardUl in get_children():

card.disabled = false
if card.is_hovered():

card.card_state_machine.on_mouse_enter

func disable_hand() -> void:
for card: CardUl in get_children():

card.disabled = true

func _on_card_ui_reparent_requested(child:
CardUlI) -> void:

child.disabled = true

child.reparent(self)

var new_index :=
clampi(child.original_index, 0, get_child_count())

move_child.call_deferred(child,
new_index)

child.set_deferred("disabled”, false)

new_card_ui.parent = self

new_card_ui.char_stats = char_stats

new_card_ui.player_modifiers = player.modifier_handler
func discard_card(card: CardUl) -> void:

card.queue_free()

Buxinauit kox daiiny main_menu.gd

get_tree().paused = false
continue_button.disabled = SaveGame.load_data() == null

func _on_continue_pressed() -> void:
run_startup.type = RunStartup.Type. CONTINUED_RUN
get_tree().change_scene_to_packed(RUN_SCENE)

func _on_new_run_pressed() -> void:
get_tree().change_scene_to_packed(CHAR_SELECTOR_SCENE)

func _on_exit_pressed() -> void:
get_tree().quit()

extends Control

const CHAR_SELECTOR_SCENE :=
preload("res://scenes/ui/character_selector.tscn™)
const RUN_SCENE =
preload("res://scenes/run/run.tscn™)

@export var run_startup: RunStartup
@onready var continue_button: Button =
%Continue

func _ready() -> void:



