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PED®EPAT

TekcTtoBa uacTvHa KBamiikarjiiiHoi poOOTH Ha 3700YyTTS OCBITHBOTO CTYTIEHs

6akanaBpa: 51 ctop., 1 Tabn., 21 puc., 21 mKxeperno.

Mema pobomu — cripoiijeHHsI poOOTH 3i CTBOPEHHSIM TIepPeIKo/] /I/Isi TPaBLIs 3a
pPaxyHOK MPUHIUIIB irpOBUX CHApSiZAiB Ta po3po0iii JormoMixKHOTOo 3abe3rneueHHs Ais
TOKpallleHHs! e()eKTUBHOCTI reM/In3aiHy.

O6’ekm 00cniddHceHHs — TIPOLeCC CTBOPEHHS aCCeTiB MepelKo/] 3aCHOBaHi Ha
TIOBEH/JiHL]i CHapsAiB

IIpedmem docnidxiceHHs1 — irpoBuit pyiiiv Godot Ta MeTO¥ CTBOPEHHS MJIariHiB
BCepe/HI pyLLis.

Kopomkutl 3micm pobomu: B poboTi rmpoaHani3oBaHO alrOpUTMH Ta METOJU
[/11 CTBOPEHHS aCeTiB IepellKOo/ Ha OCHOBI I0JIbOTY KYyJ/ib B KOHTEKCTI aTak BOpora.
[TpoaHamizoBaHO iHCTpyMeHTanbHi 3acobu [jisT CTBOpDeHHS 11a0/IOHIB —aTak:
BulletUpHell, Danmakufu, Uni Bullet Hell. Po3po6ieHo anroputM CTBOpPeHHs aceTy
MPOrpamMHO peasli3oBaHi K/IHYOBi (PyHKLiOHa/IbHI MOXK/IMBOCTI, 30KpeMa: CTBOPEHHSI
00’exTy 111a6/10HY, 3MiHa TapaMeTpiB 1M1a0/I0HY, TIPU3HAUEHHS CITUCKY TIPaBUJI PYXY
KYJIi, CTBOPEHHS PeCyPCiB [Jisl OMUCY T0JIbOTY KYJIi, 3MiHa MpaBWJ/I OB/ iHKHU KYJIi,
BifjoOpa’keHHs TI0/IbOTY Ky/b Y irpoBoMy mpocTopi. [IpoBesieHO QyHKIlioHabHE Ta
MO/Iy/IbHe TeCTyBaHHS Jo/aTKy. B poboTi BukopucraHo 6i6mioreku Godot Engine Ta
CKPUIT JJji1 Ma/IlOBaHHS [MO03HAa4YeHb Yy TPUBIMIPHOMY MPOCTOPi /g Bisyasi3arjil
111a0/I0HY y pe/IakoTpi.

Cdeporo BUKOpUCTaHHS 3aCTOCYHKY € irpoBui pyiivi Godot 3 BAKOPUCTaHHSIM

3D cueH.

KJ/IFOYOBI CJIOBA: IIABJIOH, ITOBEAOIHKA KYIJII, ACET, OB’€KT
ACETY, CLOEHA, IHCIIEKTOP, IUIAT'TH, GODOT, NODE, IIJIAT'IH,
I[TAPAMETPU.
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BCTYII

AxkmyanbHicmb: 3 TiHATTSIM TOMYJ/SIPHOCTI irop, po3po0/ieHuX He3aieXXHUMU
irpoBUMU CTYZisIMU, TaKOXK 30i/BIIYIOTECSI O BUMOT JOCTYMHOCTI irpOBUX PpYILiiB.
BucokogocTynHi irpoBi pywiii € BifMIHHWM PpillleHHSIM TMOYaTKiBL{iB B irpoBiu
iHaycTpii, abo cTymisiM, sKi 3a MeBHUX pillleHb abo 6r0/PKeTHHX JIiMITiB, He MOXKYTh
J03BOJIUTH €001 po3poOKy BiacHoro pyiiisi. Ha choropHiiiHiéi geHp B (rpos.iii
iHgyctpii gominytoTe yotupu pymiii: Unity, Unreal Engine, GameMaker Studio Ta
Godot. KoykeH py11iit Mae BiacHi 0cob/MBOCTI Ta miepeBary, ase iX Mo€Aye BUCOKa
JOCTYITHICTh Ta MOK/TUBIiCTb ZIOTIOBHIOBATU PYIIIii 0JaTKOBUM 3a0e3meueHHsIM, abo
TJIariHaMM Jj1s1 HOBOTO (DyHKLIIOHATY.

[Tix yac po3pobku rpu, BUHUKAE TEeBHUM eTar, KOJM BUCTyMae roTtpeda y
CTBOPEHHi BOPOKUX aTak. [IpocTum pitieHHsM Oysio 6 cTBopuTH CKpUNT abo acer,
SIKU OU OMKCyBaB CaMy aTaky i BUKOHYBaB iX y cepeioBuilli. Lle BiZHOCUTChsl HaBiTh
JJ1st TakKuX (QyHAaMeHTaIbHUX /il SIK BOPOXKUM TOCTpi: JJocTaTHRO CTBOPUTH 00’ EKT
Ky, TIPUB’SI3aTH TIPOCTHN CKPUIT [0 00’€KTY 3 SIKOTO «BWJIITaE» KyJs i BHUCATH B
MoBe/liHKy Bopora. Ase mpu TmoTpebi Oinblll KOTieCHOI TOBefiKM KyJii (BIUIMB
30BHIIIIHIX CH/I Ha KyJ/i0 abo HeoOXiJHiCTh CTBOPIOBATH KibKa KYJb OJHOUACHO),
BUHUKAE iJiest /17151 TIOLIYKY JIOTIOMi>KHOTO 3a0e3redeHHs, sIKMi CIIPOLLIOE Lieii rmpotiec.

[TpobsieMa, sika Oy/je BUpillieHa [JUM 3aCTOCYHKOM € BiJICYTHICTb TI/IariHy /151
CTBOpPEHHS KyJieBUX Tepemko/ Ansg 3D mpocropiB y pymiii Godot. Ilnarin Oyge
BUKOPHCTOBYBATH TIPUHLUITY irop >kKaHpiB Shmup Ta iCHyrOUMX ajbTePHATUB B iHIINX
PYIIIisSIX /1711 CTBOPEHHSI YHIKa/IbHUX TUITiB 00’ €KTIB /11 CTBOPEHHSI KyJIb i opraHizarfii
IXHBOr0 MOJILOTY Yy peanbHOMy d4aci. IlnariH mparjoBaTMMe BCepeiuH] pefakTopy
pYlilisi i BAKOPUCTOBYBATUCh uepe3 iHTepdelic pyiilis (30kpema uepe3 [HcriekTop).

O6’ekmom 00cCni0xHCeHHs1 € TIPOLleC CTBOPEHHSI CKPUIITOBAHUX aceTiB TPHU 3
(hOKyCOM Ha CTBOPEHHSI Ta MEeHEe/I)KMEeHT KYJIb B IIPOCTOPI.

ITpedmem docnidxcenHs: IrpoBuii pyiiii Godot 3 BOyjoBaHUM (DYHKI[IOHAIOM

JIOTIOMKXHOT'O TTPOrPaMHOT0 3a0e3meueHHs..



Mema pobomu: cnpowjeHHst pobomu 3i CmeopeHHsIM hepellkood 051 2pasys 3a
PAxyHOK NpUHyunie izpogux cHapsi0ie ma po3pobyi 0onomixicHozo 3abe3neueHHs: 041
NoKpaujeHHs ehekmusHOCMi 2etimou3aliHy pigHis.

Memoou oOocnidxcenHsi: Tlomyk aHa/lOTiYHUX DpillleHb B a/ibTepaHTUBHUX
irpoOBHUX PYIIIisX i afjanTariisi NpUHIMTIIB CTBOPEHHS TTE€PEIKO/] Y peJlakTopi abo uepe3
KO[.

Haykoea Hogu3Ha pobomu BU3HAYAETHCS BTi/IEHHSIM TpiopiTeTHO 2D MeXxaHiK y
3D cepezmoBuIlli i BUKOPWUCTAHHSI ICTPYMEHTIB pyllUis [/l CTBOPEHHS HOBUX TUIIIB
00’€KTiB 3 HOBUM (DyHKI[iOHA/IOM.

IlpakmuyHa 3Hauyywucb: BupillleHH TexXHIUHOI BIiJCYTHOCTI Yy PHHKY
noroMikHOro 3abe3neueHns pyiiss Godot, onTUMi3arlisi IpOI[eCy CTBOPEHHS aceTiB
nepelko/ Ta MoKpallleHHs: eeKTUBHOCTI reiM/IM3aiiHy MpHY BTiJIEHHI MepeiKkos, Ta

aTak BOPOTiB.
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1 AHAJII3 IIPEJMETHOI 'A/TY 31

MexaHiKi TIO/IbOTY Ky/lb € OAHHWM i3 K/IIOUOBHX MeXaHiK B 0aratbox jkKaHpax
Bi/leoirop, 30Kkpema B IIBUJKUX irpax siki (OKyCyIOTbCs Ha BUCTPi/iax abo Oyb SKUX
pyxoMux nepeiikos. L MmexaHika 6epe kKopeHi 3 irop epu apkaz (6/13bKo KiHig 1970-x
1o cepeaunn 1980-x). Omieto 3 mepiux irop 3 1i€i epy, sika BK/Tiouana y cebe mogioHy
MeXaHiKy € apkaziHa rpa Space Invaders 1978 poky. ['pu O6yna gy»ke ripocTa: 3 BepXHbOI
YaCTUHU €KpaHy CITyCKa/IMCh IHOIUVIAHETSHU 1 BUCTPIIIOBA/M KYJi B CTOPOHY TI'paBL.
I'paBelfb B CBOIO Uepry KepyBaB MajleHbKUM KopabJiem, sIKHii pyXaBcsl TiJTbKA HamiBo abo
Harpaso 1 BUCTPLIOBAB KYJIIO B CTOPOHY iHOIIaHeTsH. SKIIo KyJis roTparuvissia B BOpora,
ToM momupae. [lo TiK camid forini, SKI0 BOpOr momaje B rpaBls, rpaBeljb TaKOX
romupac. Lle crano 6a30t0 /17151 BUKOPUCTAHHS KY/b SIK MeXaHiKM 3aBZiaBaHHS IIKOJH, SIK
BOpOrY, TaK i rpasLito.

3 4acom pPO3BUTKY irop B TEXHIUHOMY I/IaHi, TAKOX 1 €BOJIiL[iOHyBa/la MexXaHiKa
KyJib Y MeTo/ax ix BTileHHs1X. CepeJi NPUK/Ia/liB MOYKHA 3a3HAYMTH irpy 3 »kaHpy Shmup,
KWW CTaB MNpSIMUM HacaigHUKOM Space Invaders. Llei >kaHp TakoX (POKYCYe€ThCS Ha
MOJILOTI BOPOTIB i iXHiX Ky/Jb 3 BepXHbOI UAaCTMHU eKpaHy i 3ajaui rpaus Oyayuu
TIPiOPITETHO Ha YXWISAHHSA BiJ KyJ/ib 3aMiCThb 3aBJjaBaHHs IIKOAW. Ha CbOroAHINIHIN [1eHb
YKaHp JI0Ci Ma€ HOBi irp, AKi BUITYCKAOTHCS He3aneyKHUMU (iH7i) cTygissMu i 30MparoTh
ayuTopito. JKaHp HaBiThb 3Mir 3pobuTu cBili migkanp Bullet Hell, ge cknagHicTs rpu
30i/bIITyBasIach B KiJibKa pasiB 3a paXyHOK BeJIMKOI KiJTbKOCTi KyJIb i y>Ke Uy T/IMBOTO

yNPaBJIiHHS EPCOHAKEM.

1.1 Hitscan Ta Projectile mocTpisin

B Tou ke yac, >KaHpH IIyTepiB TaKOK MaJid BJIaCHUM TIPOPUB Y BUKOPHUCTAHHSIX
Kynb. OJHUM i3 Takux npopuBiB € Quake — mryTep Bij mepiiioi 0ocobu SKUii CTaB 30JI0TUM
CTaH/IapTOM /IS IITyTePiB Bif| mepIrioro auiis (K MiHIMyM THX, sIKi Opasiv TiepeBary Haf,

IIBU/IKICTIO TpH). TaM MOKHa BU3HAUUTH Te, 1110 TIOCTi/IM ABYX BU/IB: (i3uuHi (projectile)



13

Ta ripoeekiviHi (hitscan). Pi3Huiisg Mi>k HUIMM B TOMY, 1110 hitscan MOCTpiiv Npaito0Th

3a MeTOZIOM YsIBJIeHHS MO/IbOTY KYJIi 10 MPsIMii JIiHii i HaJjlaBaHHS «eeKTy Mo/ JaHHs»
repiomMy 06’ €KTy 1[0 MTOTparvIse I/ poeKiito. L{eli MeTo/ mepKpacHO IMiIX0UTh /s
30poi 3 MBUIKUMM KYJSIMHM, TakKi SIK APOOOBUKH, /a3epHi rapMaTH, ITiCT/I0eTH, iT[,.
@i3uHi MOCTPi/iM B CBOIO Uepry 3amyCKaloTh peanbHUM 00’€KT 10 TIpopaxoBaiit
TPa€eKTOPil I MatOTh TIeBHY TOBEiHKY MPU CTUKAaHHI 3 moBepxHero. Lle migxoauTs asis
30pofi, YKl TTOCTPiJIM MOXKYTh OyTH BIUIMHYTI 30BHIIIIHIMU CHIaMH (KYJIst 3 TPaHATOMETY
rajia€ Imiji BIUIMBOM TpaBiTariii) abo SKII[0 TIOMT CHapsiy TOBUIbHIIIMK (pakeTa 3
PaKeTHHULII).

Came 119 MexaHiKa T0/IbOTy CHaps/IiB cTasia 6a30ro0 s 6aratbox irop 3i 36poeto,
OCKLU/IbKM He TiJIbKM IIyTepd BUKOPUCTOBBYBA/JM L0 JIOTIKY /i1 TIONBOTY (Pi3MUHUX
06’ekTiB. Cepis irop Portal, sika 6y/1a ro/ioBo/IOMKOIO B py1iIii s 1yTepiB (Source),
BUKOPHUCTOBYE hitscan /1711 0CHOBHOT'O iCpyMEeHTY IPH — TMOPTaIbHOI rapMaTtuy. AJie npu
LIbOMY, B TPi ICHYIOTb TepellKOy $Ki 3aJar0Thb MPIMOI ILIKOAMW TPaBLII0 TOCTPLIaMMU:
Typeni siki CTpinsitoTh BUAKUMM hitscan mocTpijiaMd Ta eHepreTWYHi cdepu, sKi €

projectile KyisiMu 1110 JIeTSTh MO 3a/JjaHik TPAEKTOPII.

1.2 Po3BuTOK irpoBoi iHAYyCTpii Ta iHAi-ceKTOpy

Ha mouaTKy >XMTTS BifieoirpoBoi iHAycTpii, po3po0OKo0 irop 3aiiManuch JIMIle
KOMITaHii, sKi 3aliMa/jiCh ITPOrpaMHUM 3a0e3reueHHsIM, OCKI/IbKH Iile He 0Yy/I0 HisIKhX
OuiKyBaHb Ha TMOTeHI[ial BipTyaJlbHUX irop IoJj0 MpUOYTKYy Ha pPHHKY. 3roJi0M,
3’ IBU/IMCh KOMaHil, siKi (pOKyCyBa/ICh BUK/IFOUHO Ha po3po0ili irop Ta mpuiajiB s ix
BifgTBOpeHHi. OfHMM i3 TakuWX KomriaHili Oyma Atari, sika B CBiii yac Oyma riraHtom
Bifleoirop 3 momarHbpO0 KoHcomo Atari 2600. Ane He3abapom micis ycmixy Atari
Bifi0y/1ack Kpu3a BifieoirpoBoi iHaycTpii y 1983 potii (ska Briana B ipubyTKy 3 3.2 MJIp/I.
ponapie go 100 MsH.), TIpUUMHOIO sKOrO Oy/0 TepeHaCHUeHHSI PUHKY
HeJIIL[iH3IIOBaHUMU irpaMM BiJi TPETiX JIML[b MOTaHOI SIKOCTI.

[Ticns kpu3u 1983 poky, kommanii sk Nintendo Ta SEGA miodanu cBiii cTapT B

iHngycTpii, OyBasbHO mifiliMatoun ii 3 3aHerazy. LlJo6 He moBTOpWTH TipoBan Atari,



14

KOMIIaHisIM, sIKi po3po0sisiiiv joMaliiHi KoHcoJti, Taki ik NES (abo Famicom B frosii) Ta
SEGA Mega Drive, Tako>X JOBOJWIOCH JIiLIEH3yBaTH irpy fKi HaAXOAWINA 1O KOMIIaHIH i
JlaBaTU ZI03BiJl Ha BUITYCK irop Ha ixHixX mpuctposix. [IpaBua 6y/u BiZIHOCHO >KOPCTOKI,
BiJ] IKMX BifiOy/IMCh TepIlni Kelcy mipaTcTBa irop B iHAYCTPii, asie 1ie 3a/1a/io CTaHZapT B
po3pobiii irop: cTyzist po3pobJisie rpy, BUZaBellb KOHTPOJIIOE SIKiCTh i BUITyCKAa€e Ha CBOI
nnatgopmi. CbOrofHI Taka MeTOJYKa BUIYCKY irop BHJO03MiHEeHa, OCKIJIbKM Terep
BU/IaBHMIITBA HabaraTo Oi/blIili Hi>K paHiIlle i MarOTh TeHEHI[if0 BUKYIIATH CTYIil /17151
CBOT0 BUJIABHULITBA, 1[0 He 3aBX/IU € BUTIAHUM PillIeHHSM.

3 yacom, iropBa iHAyCTpisS TIIOCTYNOBO pO3MMps/iack i HaOyBana HOBHUX
BJIACTMBOCTEM 1 BUMOT 1I0ZI0 BUITYCKY IPOAYKTY: BIKOBUW PEUTHHI, KOHTPOJIb SIKOCTI,
peljeH3ii, MapKeTWHI, Li/JbOBI ayautopii, Ta iH. [Ipu 0BOMY, [AOCTYIHICTE [0
iHCTpyMeHTiB po3po0KU irop Texx 3miHtoBasachk. Ko B 2000-x pokax, 11106 po3pobutu
rpy Tpeba 0yJsi0 MaTh KOMaHZY TIPOrpaMiCTiB i iHCTPyMeHTH /iJisi po3po0OKHM irop Ha rmeBHi
nnardopmu (abo irpoei pymiii). ChorofHi AOCTAaTHRO CKAayaTH OJAWH i3 TIOMY/ISIPHHAX
pyuiiiB (Unity, GameMaker, Unreal Engine, Godot), i Mo>kHa po6uTH rpy Mpii BUK/TFOUHO
CaMOTYKKH.

3aB/siKY 30i/IbIIIeHHs JOCTYITHOCTI irpOBUX PYIIIiiB, B irpoBiii iHAYCTpii TTOCTYIIOBO
BHUPOCTaB abCOMIOTHO HOBWM CeKTOp: iHAi. ITpu 3 1bOro CeKTopy po3pobJistOThCS
He3aJIeKHUMU CTYIissMA 3 po3poOku (iHO/i HaBiTH TphOMa /IOABMH) i BHAAIOTHCS Ha
nonynspHUX TlaTdhopMax AuCTpuOyLii irop. [ oOCKiibkM KilbKiCcTh  iHfi-irop
30i/bllIyBaach, apajesbHO 3pocTana i ayAUTOPis 3 MOMKUTOM Ha 1ieii ceKTop. € I11aHC,
0 rpaBellb SKWU TIpOHZie MaJsieHbKYy iHZI-Tpy, HaJIUXHeTbCs i 3axoue 3pOOUTH CBOMO

BJIACHY TPY.

1.3 Irposi py1uii i n1arinu

[MomnyisipHiCTh TaKUX irpoBUX py1iiiB K Unity 4yaTCKOBO Oy/ia CripuurHeHa came
BUOYXOM TIOMY/IAPHOCTI iHzi-irop, Ha uomy Unity Technologies i 6epe foxiz 3a paxyHOK
YaCTKY NPOJIaXK T'PH, sika Oyna po3pobiieHa B iXxHbOMY py1iii. Tako)X BeJIMKOO MpeBaroto

L[MX DYLIiB 1l MOXIMBICTh MOAM(IKYyBaTH caM pYILIiii 3a JOMOMOrOH MJariHiB —
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JIOTIOMi>KHOTO 3a0e3reueHHs], SIKe BCTAHOB/IOETLCS BCEpPeIMHY DYIis i /[0/ja€ HOBUMA
dyHKIioHan abo Habip iHCTpymeHTIB /s pyiis. Li riiariHd MoKy Tk 10iaBaTH 5K i HOBi
00’ekt abo icTpyMeHTH [/isi TIOKpallleHHs eeKTUBHOCTI POOOTH 3 pyIlieM, Tak i
CTBOPIOBATH HOBI (DpeIMBOPKHU yCeperHi yJe icHyrouoro ¢pperimBopky. Lli ronomixxHi
TpOrpaMy 3a3BHUYar 3HaXOAATbCS OKPEMOMY PHUHKY, SIKUU BUJIJIEHAW CYTO TIiJ| T/IariHu
ans pywiiB (Unity Asset Store, Godot Asset Library, Bknagka muariHiB gmst Unreal
Engine B Epic Games Store). TakoX € TmariHu, siKi MarOTh BJ/acHi perno3uTopii
(manpuknag B GitHub) abo mnommproroTeesi uepe3 iHmm ratdhopMu B iHTepHETI
(Marasunu irop, apxiBu, TOIIIO).

OpuM i3 TUTIOCIB LUX TUIATiHIB € Te, II[0 BOHM PO3POOIOIOTHCS He3aTeKHUMH
PO3pOOHUKaMH, i TiATPUMYIOTECS KOPUCTyBauaMu pyIilis. BUKOpUCTaHHS TUIATiHIB i
Yyac po3poOKHM irop CU/IBHO 3a0X0UYETHCS, OCKIIbKU 1@ B pa3u CIIPOIIYE TIPOIecc
PO3p00OKM MeBHUX YaCTHH T'PH, 3MEHIITy€ BUTPaueHU uac sikuii 0yB 01 BUTpaueHU Ha
PO3p0OKYy 3 UKMCTOrO apKyllla Ta MOIIYKY iHdopMailii K iMIyieMeHTyBaTh Ifi YaCTUHH
CaMOTYXKKH.

[Ipobnema BWHUKAE KOMU [i/Isl iMIUIeMEHTYBaHHS TIeBHOI MeXaHiKd, Opakye
MOTPiOHMX TI/IariHiB abo icTpeMeHTiB /711 aBTOMAaTH3allii 11boro Tpoijecy. Taka rpobsieMa
icCHye y MeHII TOMyJsSIpHUX pylIisix, Takux sk Godot abo GameMaker. B 6inblocTi
BUTIA/IKIB IOBOJJUTHCSI BKNIOPUCTOBYBATH Te, 1110 € i pOOUTH 11t0 MeXaHiKy BacHOpYY, abo
ITyKaTy ajlbTepHAaTUBH SIKi He TIOHICTIO MiIX0ASTh 10 BUMOT Tpu. AG0 SKII0 3Hali/[eHO
pillieHHs B iHILIOMY IrpOBOMY pYIiIii, JOBOAUTHCA MITPYBaTU MIPOEKT 3 OJHOTO PYILIis B
IHILINM, 10 iHOZI BUMAarae HalmuCaHHS KOAY 3 HYJIS.

Tako)X € BapiHT po3poOMTH MOTPiOHWI TUIariH BIACHOPYY, IO J03BOJISIFOTH
po3pobuTu cami rpoBi pyii. HKiio pyiriii Mae BOyi0oBaHi iHCTpyMeHTH AiJisi pO3POOKHU
T7IariHiB, I[iIKOM MOK/TMBO PO3pOOUTH IOTIOMi>KHe 3a0e3redyeHHsT sIKe BHUPpIIITye
KOHKDEeTHY TIpo0/iemMy, A1 IKOI He iCHY€ pillleHb B PUHKY JOIOMi>KHOTO 3a0e3reueHHsI
pyliIisi. Ajie TIpy 1[bOMY, i€} Mporiec BUMarae 6isbIiie 3yCub /IS aHasli3y, po3po0KHy,
KODUTYBaHHIO Ta TeCTYBaHHs TIariHy, OCKiTbKHM pPO3POO/IOETHCS Te, YOr0 B PUHKY

T/IariHIB Malke He iCHYE.
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1.4 AuaJii3 a"Ha/ioris

ITpoGieMa, sika Oyzme BUpilIyBaTHCh B Iii poOOTi € BiJCYTHICTb TuIariHa [ist
CTBODEHHS aCeTiB Tepellko/] Ha OCHOBI projectile Kynb B irpoBomy pyuiii Godot.
[Tpo6sieMa BUHHUKAE 3 TOTO, 1[0 Tpa abo TMPOEKT, Ha Ky OPIi€HTYEThCS TUIAHIT, €
HETUIIOBOIK CYMIIIIIIO KaHpiB Shmup Ta wIyTepiB 3 MepLIOro JWLS 3 >KaHPOBOK)
NepeBaKHICTIO mepuioro. Take MO€JHAaHHS € HETUINOBUM, OCKIIBKM Shmup >XaHp
CKJ1a[Ja€ThCS 3 MepeBayKHO 2D irop, KOy LIyTepu Bij TepIIoro JIULA € repeBaxHO 3D
irpamu (€ irpu siKi icHyroTh B 2D cepefoBuIljax, aje BUKOPUCTOBYHOTH OpuLmnu 3D
cepeJoBMII] Zijis BiflobpakeHHsI rMMOWHY cepejoBUILIA). 3-3a HETUTIOBOCTI MOETHAHHS i
cnetydivyHOCTi )kaHpy Shmup, G6iTBITICTE pillleHb po3paxoByHOThCs Ha 2D irpu, abo 3D
irpamu 3 BU10M 3Bepxy. s i€l mpobieMy Bi3bMeMO MPUIYIIEHHS 1110 Kamepa I'pU He
TPUB’si3aHa 10 TOUKU HaJ 110JieM /i 1/utr03ii 2D rpu, a 1ipyB’s3aHa 0 CaMoro IpaBLs
[J11 BUZY 3 T1epLLOro JIULIA.

AHanoru siki OyayTe po3rasaatacsa OyAyTh BUKODUCTaHI SIK TIPUK/IaAd
3aCTBOCYBaHHS MexaHik Shmup B 2D cepefoBuinax ajs agantauii y 3D cepefoBuilia.
OpuH i3 1ux aHastoriB Oy/ie BUKOPUCTAHO SIK TIPUK/IaZl BTijieHHsI KOHGirypailii aceTiB y
pyurii Godot yepe3 BkiaZKy I[HcmekTopa B pefakTopi pyiuis. ITicias aHamory Oyze
CTBOpPeHHa MpuO/IM3HA TEPMIiHOJIOTIsA A omucy (DyHKI[iOHany MexaHiKH, 00’€KTH Ta
TPOLIeCCH SIKi BUKOHYIOTHCA ITiJ] YaC CTBOPEeHHS Ta BUKOHAHHS aceTy B I'Pi.

BukopucTtaHi aHanoru MawTh OyTH JOMOMDKHMM 3abe3mneueHHsM abo
TOBHOLIIHHUMU irPOBUMM PYLLUISIMH, SIKi KOHLIEHTPYIOTBCSI Ha MeXaHiKa I[OCTPuIy KyJ/Ib Ta
iXHBOMY MeHe/PKMEHTYy IIiJi 4yac nonboTy. OCKilbkM crnenudika >aHpy BHUcarae
niepeBaykHO 2D cepefoBwuiia, /13 sike Oy/ie aHa/li3yBaTHCh Ma€ mpaiffoBat B 2D mpoekTax
He3asleXkHO, Ud MOyKe Tporpama npuroBaTtH 3 3D rpoekramu.

[Topmanbliii po3UIHA OTJISSHYTh TIPUKJIAIN BXKe peasii3oBaHUuX pillieHb y Burasaai 13
70 irpoBoro pyiiist abo ¢ppeliMBBOPKY irpoBOTro pyliilisi i BU3HAUaTh MepeBary Ta HeJI0MiKu

B KOHTEKCTI 3aBJjaHHS.
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1.4.1. Uni Bullet Hell

Uni Bullet Hell — rinarin a5 irpoBoro pyiuis Unity, SiKvii 103BOJIsSiE CTBOPHOBATH
KOMIUIEKCi aTaky Ky/siMy, sIK s 2D, tak i anst 3D. Cepen, PyHKL[iOHaMy € MOK/TUBICTD
Ha/allTOBYBaTU KOMIUIEKCHI Tpa€eKTopil Ta (OpMyBaTH B/acCHi aTakyd 3a JOMOMOIOH0
OTILIiM.

Lle omuH i3 6arathox [13 asist pyuiis Unity, siKi iMIieMeHTYIOTh MeXaHiKH MTOJIbOTY
KYJIb 3 Bi/[HOCHO TIPOCTUM iHTepdeiicoM, Ta A03BOJSIE CTBOPIOBATH IPOCTi BOPOXKi aTaKu
3 [rapaMeTpamMu IUBUAKOCTI, TIPUCKOPEHHS, HarpaB/ieHHS T[0/bOTYy, LIBUAKOCTI
obepTaHHs, TOII[O.

[IpocToTa BUKOPUCTAHHA € BIJHOCHO CEpPeAHbOI), OCKUIbBKM [Jisi 3PYy4YHOIrO
BUKOPUCTaHHA 0CTaTHbO KYIUTH IIariH 3 ctopiHky Unity Asset Store, iHcTamoBaty [13
Ta CTBOPUTH IOTPiOHI 06’€KTH B mpoeKTi. CaM TuIariH € 4yJOBUM PillleHHSIM [IJIs1 TUX, XTO
30pupaeThcs po3pobsitoBaTH irpu Ha pyiiii Unity, nprkiazom € pucyHku 1.1 ta 1.2. Ane
TIPU LIbOMY HEeZ0JIiIKOM € Te, 1110 L{eH T/1arid JOCTYITHUM JIMLLIe /I LbOT0 PYLUis, i KHOro

He MO)XHa BUKOPUCTOBYBATH B iHIIUX PYIIifX.

Puc. 1.1 Jemonctpanisi Uni Bullet Hell 8 3D
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Puc. 1.2 Jemo-cueHa mariny B 2D npocrtopi

1.4.2 BulletUpHell BLAST

AmnasnoriuauM pimeHHsm g pywiss Godot € muiarin - BulletUpHell BLAST —
TIOBHOI[iHe Z0ZiaTKOBe 3abe3reueHHs], sike BUKOHYE (DYHKIIi CTBODeHHsl Tepeliko 3a
JIOTIOMOT0F0 KYJ1b, BUKOPUCTOBYIOUM Habip BiacHUX TUITiB 00’ €KTiB. Cepe/ TAKMX aceTiB
MOJKHA Bi/IHeCTH abCTpakTHI 00’ €KTH IKOPHUX TOUOK, TPUTepPiB, XapaKTePUCTHK KYJb Ta
«11ab/I0HIB» - 00’€KTiB, sIKi 3aliMalOTBCS CTBOPEHHSM KyJib 3a HabOpOM IpaBul,
OTKMCaHUX B MOT0 XapakTepucTukax. O0’eKTH, siKi BKIHOUYAIOThCS Y TJIariH € HaCTyITHUMHU:

Spawnpoint - TOUKa CTBOPeHHs KyJ/ib Ta LieTpoM 00’ekra IabisoHy. AceT mae
XapakTepuCTUKA B OCHOBHOMY ILI[OZ0 CTBOPeHHA KyJib. CTBOpPeHHs KyJ/b MOXKHa
BCTAHOBJIIOBaTHM $IK HA TMEeBHUM TIPOMDKOK Yacy, TaK i Ha TeBHI YMOBH, SKi
BCTaHOBJIIOKOTHCS aceToM TriggerContainer.

TriggerContainer — aceT sKWAW BHW3HAYa€ YMOBU [Jii CTBOPEHHS KYJb 1
TiIK/TF0YAEThCS Yyepe3 1oJjie YMOBM B Spawnpoint. B aceTi MOXHa BUCTaBJ/STH Pi3Hi
YMOBH, TaKi 5K IeBHUM TTPOMI’KOK Yacy, KoJ1i3isi 3 moBepxHeto ¢iznuHoro 06’eeTKa, iT.

e oauH i3 BapiaHTiB CTBOPEHHST KOMITJIEKCHUX I11a0J/I0HIB, OCKIJIbKH Oi/IbIIT KOMITIEKCHI
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TrepelKogy MatoTh TeHIeHL[iF0 3MiHIOBaTH MOBE/IHKY KYJIb /] Yac IMOJbOTY. 3MiHU LIUX
KYJIb 3a/Ie)KaTh BUKJ/IFOUHO BiJl YMOB, sIKi 3a3HaueHi B aceTi.

BulletProp — xapakTepuCTHKH, SIKi BU3HAUYalOTh SIKY [MOBEAIHKY Ma€ KyJis Mif| 4ac
nonboTy. Lle o/jHa 3 HalJjeTa bHIIINX aceTiB T/IariHy, OCKIJIbKY TYIA BK/IHOUAKOTHCS TaKi
oMLl SIK IBUAKICTb TOJBOTY, TPA€EKTOPisi (KA MOXKe $IK i TMPsIMOIO JIiHI€ Tak i
KOPHCTYBAL[bKOI KPUBOIO), MOBe/iHKa TT1i/] YaC 3HUILIEHHS KYJIi, HaBeZIleHHsI Ha TOUKY B
TIPOCTOPI TIifi Uac MoaLOTY, iT]. € OJHUM i3 KJFOUOBUX YaCTHH «111ab/I0HY» aTaku, 00 aceT
Ma€ yBeCh MOTPiOHWI OIMMC /s TOBEAIHKH Ky, K JI/I1 TPOTHUX ITOCTPiMiB, Tak i [0
KOMIUIEKCHUX aTak.

Pattern — 1je ¢yHKI[iOHaJIbHUM aceT KU MOEAHYE yCe paxoM B 0/ivH 111ab/ioH. B
HbOMY BU3HAUaKOThCS KiJIbKICTh KYJIb, UaCTOTA iX CTBOPEHHS, I0YaTKOBa TPAEKTOPIs (sIKa
Bi/Ipi3HSETHCS Bijj MoBe/liHKKU TpaeekTopii B BulletProp), Ta iHii BiacTUBOCTI 1110/0
opradisaijii CTBOpeHHsI KyJjb. Lle € OCHOBHUM efieMeHTOM I11ab/IOHYy TepeiKko/Iy,
OCKIi/IbKH BiH 3B’s13y€ yCi e/leMeHTH B OIHOMY 00’ €KTi i 3aITycKae cam Ipoliec ToJIbOTY.

[InariH Mae BHMCOKY THYYKICTb 3aBASIKM BeJIMKIM KiJIBKOCTI HaJlallTyBaHb
XapaKTepUCTUK TepelikoAu i Mae Oe3KOIITOBHY IeMO-BEPCit0, IKY MOKHA 3aBaHTaXKUTU
3 cauty [3 i BctaHOBUTH B py1int Godot. I3 MiHyCiB MO>XKHa BU/IIJTUTHU Te, 1[0 MJIAriH
nigTpumye nuiie 2D TTpoeKTH, 1[0 He BUPIIIIy€ TOCTaB/IeHy ITpobemy i reBHi 6aru rpu
iMropTyBaHHi 1leMo-Bepcii B HOBIlIi Bepcii pytris. Takok Tpeba 3a3HAUMTH 1110 /IJIs1 TOTO
11100 TTOAMBUTHCH POOOTY aceTy, Tpeba 3aryCTUTH CLIeHY I'PH, 1[0 pOOUTH Meperssj B

peJjakTopl HEMOXX/IUBUBM, K Ha PUCYHKY 1.3.
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Puc. 1.3 lemoHctpauis gemo-Bepcii BulletUpHell B BikHi rpu

1.4.3 Danmakufu

Danmakufu Mo)kHa Ha3BaTHW OJHUM i3 HillIOBUMX irpOBUX PYIUiiB, OCKi/JIbKM BiH
po3pobJieHui B BeIMKUM HarpsiMoOM Ha kanpyu Shmup ta Bullet Hell. 3aBasiku ibomy, y
PYLLIis € Ay’Ke BUCOKA THYYKiCTb CTBOPEHHS MEPELLKO/] Ta aTaK KyJ/ib BOPOra, OCKIIbKA
1]e IOoro OCHOBHUY (yHKILIiOHa/1. HarvicaHHs aTak BiZiOyBa€eTbCsl HalMMCAHHSIM CKPHIITA
CLIeHapIit0, SIKWM iHillia/li3ye BOpPOra, HaZla€ MOMY XapaKTepPUCTHK Ta CIIPauT B I'Pi, MiC/s
YyOro MpOMUCY€ETHCS CLIeHapik aTaky BOpora.

[nst cKpunTiB BUKOPUCTOBYETHCSI BJIACHUM (PPEeVMBOPK, SIKMM 3a TPaMaTHKOIO
cxomgui Ha C. OAuH CKPUNIT MOXe OMUCYBaTH K OAHY KOHKDeTHy araky abo
MOCJTIIOBHICTH aTak, 10 3a/1eKUTh BiJj TUIY CKPUMTA, AKUM uieThcsl. Cepef MiHYCiB:
BigcyTHiii iHTepdeiic pyiis, 1[0 03Hayae€ 10 ycsi po3po0OKa TP Ha I[bOMY PYIIIil
BUKOHYEThCSI B TEKCTOBOMY pefiakTopi abo IDE sikuii BUKOPUCTOBYETBCS [I/Isl HATTMCAHHS
CKpUIITA.

3 1bOr0 BUTIKA€ HacTyrmHa Mpobsema, 110 TMOB’s3aHa 3 3allyCKOM TpH, sKa
po3pobJisieThCsl, 60 HeMae iIHCTPYMEHTIB TiepeBipKU aTaKH ITi/] YaC HallMCAHHSI CKPUIITY,

1110 He € iHTYITUBHUM. AJie SIKII[0 PO3pOOHUK X0ue 3po0uTH Ayxe skicHuit Shmup i mae
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Yyac Ha BUBUEHHS IbOT0 PYIIIit0, 1[el PYyIIii TeXX MOXKHa peKOMEH/IyBaTH, SIK 3000pa’keHo

Ha PUCYHKY 1.4.

Score
i ifufufufdififufufirfis
Graze
DOOOD
¢ Player
02
Spel |
03

Puc. 1.4 emo-ckpunt s pyiis Danmakufu

Buiiie Oyu omvcaHi aHanory, ki HabisbIle MmigxoaaTh mij ik mpoekTy. Koxer
3 UX pillleHb MaXkK CBOI IepeBary, Taki K BUCOKA THYUKICTb CTBOPEHUX aceTiB, Uu
TIPOCTOTa BUKOPUCTAHHS ITiJ] Yac Tpoiiecy po3poOku. Ajie TIpU 1IbOMY, KOXKeH 3 HUX Ma€
i cBOi He/lOMMiKH, SIKi BIIMBAIOTh SIK i Ha pillleHHsI KOHKPeTHOT 1po0sieMu, Tak i Ha pillleHHs
camoro po3pobHMKa Ha BUOip iHCTPKMEHTIB Tepe/i I0UaTKOM CTBOPEHHS TPH.

Y tabmuii 1.1 6ye HaBeieHO TIOPiBHSHHS HaBeJIeHUX aHa/IoOTiB 3a KaTeropisiMu
MPOCTOTH BUKOPHUCTaHHSA, MATPUMKU 3D MpoOCTOpiB, AOCTYMHOCTI (PYHKL[iOHamMy Ta
THYUYKOCTI CTBOpPeHHUX aceTiB. L]i KpUTepii € HaMBa)KJIMBIIIMMU, OCKIJIbKHU LIiJIb IJIATiHY
— Jlerka aBTOMarTu3alliss CTBOPeHHSl aceTiB KyJ/b MiJj yaC IPU 3 BUCOKOK T'HYYKICTHO

KoH(irypariii aTak Ta migrpuka y 3D irpax.



Tabsurs

3Be/leHi pe3y/IbTaTH aHa/Ii3y XapaKTePUCTHUK MeTO/iB pO3po0KH 111ab/I0HIB aTak

Kpurepiii Uni Bullet Hell Bullet Up Hell BLAST Danmakufu
JoCTyIHiCTb JoctynHuii nuiue 3 Heski GyHKil JocTynHuii TOBHUM
dbyHKIioHaTy MarasuHy IUlariHis He/IOCTYIHI y 1leMOo- ¢yHKLiOHan
Unity i He mae BepCii mariny
0e3KOIITOBHOI IEMO-
BepCil
[Tigrpumka 3D |ITigTpumye 2D i 3D |I1ifTpUMYy€THCS /ULLIe [TigTpumyeTbest uie 2D
2D
[TpocroTa CepepHsi, TOTpiOHO CepepHst, IOTPiOHO Bucoka, Tpeba 3HaTH MOBY
BUKODUCTAHHSI  |PO3YMIiTU NIPUHIUITKA | pO30pHpaTHCh B ckpuritiB Danmakufu Ta
CTBOPeHHS 11abJIOHIB  |Ha/lalTyBaHHI TUIIIB BMITH MparitoBaty 6e3
00’€eKTiB Mariny iHTepeiicy
'ayukicTtb Hwusbka, goctyrnHi Bucoka, 3aB1sku Bucoka, 3aBAsiKY BacHiu
aceTiB JI1Ie KiJTbKa MPOCTUX |BeJIMKIM KIJTbKOCTI MOBI HallMCaHHSI CKPUMTIB
Ha/lallTyBaHb. rapameTpiB Ta
HemoxxmuBo pobuty  |Moy/IbHINM cUCTeMi
KOMIIJIEKCHI aTakKH. 11a6/I0HIB
Joromi>kHa BigcyTtHs gonomickHa |HasiBHa moBHa [ToBHUIT HaBUa/ILHUM Gs1OT
JOKyMeHTallid |[ZOKyMeHTaL|is JOKyMeHTaLlis [JIariHy i |BUKOPUCTaHHS PYILIIO 3

HaByYaJ/IbHI Bijieo

JIEMOHCTpALlisiMi POOOTH
KOZy.

1.5 Bu3sHaueHHA BUMOT

22

1.1

3 HaBe/IeHOT'0 aHasli3y aHasIoriB, IXHBOTO (hyHKIIiOHaMTy, COCOO/IMBOCTe pillleHb,

repeBar Ta

HeZloiKiB, 0ysio

cchopMoBaHO

riepesik

(GyHKIIOHaTbHUX

Ta

HedyHKI[IOHA/IbLHAX BUMOT [0 PO3pO0JIIOBA/IHOTO TUIATiHY 3i CTBOpPEHHSI aceTiB

TIeperKo/, Ha OCHOBI TOJIbOTY KYJIb.

@yHKIIIOHa/IbHI BUMOTHU:

1. 6a30Bi 11ab10HU f71s1 CTBOPEHHSI aceTiB Tiepelkoy, (iHis, Kinbiie, Ky0, cdepa) 3
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XapaKTepHUCTUKaMH IT0/I0 KiJTbKOCTi KyJib Ha 111abJI0H, YaCTOTa CTBOPEHHS KYJIb Ta Yac
MI>K KU/IaMH CTBOPEHHS TIOTOKY KY/JIb;

2. omuii Aas TIOKa3y TOUOK CTBOPEHHSI Ky/jb B PeAAKTOpi, JIiHIW /s MOoKasy
TIOYaTKOBOI TPA€EKTOPii Ky/Ib Ta MOX/IMBiCTh 3MiHIOBAaTH BifloOpa)kyBaHHI KOJTip TOUOK
Ta JIiKHiN;Bij0Opa>keHHsT TIOBeAiHKH TOMBOTY Ky/b Oe3rnocepefHb0 y penakTopi (6e3
3allyCKy TpU) 3 MeTOH TeCTyBaHHSI TOBe/iHKM KyJib Ta KOPUTYBaHHs I11ab/0HY
Ge3mnocepeHbO B peJlaKTOPi;

3. MOXX/MBICTh pefiaryBaHHs 111a0/IOHIB B peflakTopi 0e3 BTpyuaHHs B KOZ, I/IariHy,
BUKODHCTOBYIOUM BKJIAZIKy iHCIIEKTOpa B peJaKkToOpi Ta HazaHi abcTakTHi 06’€KTH
T/1ariHa.

HedyHkiioHabHI:

1. uiTKMi1 Mporiec cTBOpeHHs 00’ €KTiB 111a0/I0HIB B peflakTopi (CTBOpEHHS 00’ €KTY,
3MiHa TlapaMeTpiB, Ha3HAUeHHsI 3MiH [JIs1 TIOBEJIHKM KYyJ/Ib TeCTyBaHHS TIOBEJIHKU B
cepeslOBHLLi, KODUT'YBaHHS HelPaBUILHOI MTOBE/iHKH);

2. BUKOPUCTaHH! T/1ariHy 6e3 J0/1aTKoBOI KOHGIrypallii ryiariHy (Jiviiie rpoiiec
BCTAHOBJIEHHS Ta YBIMKHEHHS B PeZIaKTOPI);

3. He3a/lIe)KHICTh Bif iHIIOro AOIMOMIKHOTO TporpaMHOro 3abe3meueHHs /s

BUKOPHUCTAHHS Y BJIACHOMY TIPOEKTi 3 CAMOT'0 TI0UaTKy pO3POOKHU I'PH.

1.6 Indopmaniiina Moje/b NpeMeTHOI ramsy3i

IHdbopmaiiiiiHa Mo/iesib TIpeIMETHOI ramy3i — ysIB/IeHHsS K/TFOUOBHX CYTHOCTel Ta
B3a€EMO3B’SI3KIiB yCcepe[iiHi ITPOrpamMHOro 3abe3reueHHs B KOHTEKCTi IUIariHy 3i
CTBODEHHsI TIepelliKo/, Ha OCHOBi MOBbOTY Ky/b. MeToro moOyaoBu Iii€l Mofeni €
BU3HAUEHHS JIOTiKY TUIariHy, B3aEMOZisl 3MiHHHX Ta 06’ €KTiB y MpoCTOpi Mi>k cob0r0 Ta
HaBKOJIMIIIHIM Cepe/IOBUIIIEM ITiJ] Yac poOOoTH 111ab/I0HY Y TPi.

LleHTpanbHOIO CyTHICTIO € 111a6/10H (Pattern) — abcTpakTHUM 00’ €KT SIKWI TpUMae
B co0i K/04oBy iHQopmaljito mpo cebe Ta KaOUoBUM (YHKIiOHa/ camoro Iab/ioHy.
[1Tabnon Tpumae B cobi iHdopmariito po 06’ekrt, sikmii BiH cTtBoproe (Bullet Scene),

IIBJKICTb CTBOpeHHs1 (Spawn rate), yac Mix mnepiosamu ctBopeHHs1 Ky/ab (Cooldown
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Rate), im’s camoro ma6/i0Hy (He € 000B’SI3KOBUM /111 BU3HAUEHHS), CTaH BimoOpaykeHHs
TOUOK CTBOpEeHHS KyJib y npoctopi (Show Rig), cnrcok noBeiHKY KyJib MiJ| 4ac MOJIbOTY
(Bullet Behviour) i ctan BUKoHaHHS 111a0/I0HY B peaibHOMY Yaci (Display).

Llinb 1m1a6/10HY (He 3a/1e’kau BiJi TUITy CaMoro I11ab/I0HY) Ije CTBOPUTU CITHCOK
KOOpD/IMHAT TOUOK, 3 SIKMX BWIiTAalOTh KYJi i HaZlaBaHHS CTBOPEHHUM KYJISIM CITUCOK
TOBEe/[IHKM KYJIb i/l YaC KO>KHOI HOBOI iTepalii CTBOpeHHs KyJib. B 3ane)XHOCTI Bif TUIY
m1ab/10Hy (/1iHisA, Kinble, Ky6 abo cdepa), BUKOHYIOTHCS 00paxXyHKW KOOPAWHAT TOUOK
JI7IsT piBHOMIPHOTO PO3TMO/IiJIEHHSI TI0 «IJIOMHI» 1mabsoHy. B geskux miabsoHax 3a
KIJIBKICTh CTBOPEHHS KyJIb BiJMIOBiZjae oepeMe ynciio (Amount), KOJM B JeSIKKX 3a Lie
Bi/ITIOBiiae AeTatizallist BepivH 11ab/i0Hy (Ky6 abo cdepa).

Hikue HaBelleHO [lirpaMy KiaciB I1ab/IOHIB 3 OMHUCOM BCiX [OCTYITHHUX 3MiHHUX [IJIST
pefaryBaHHs Ta yci HasiBHi (QyHKIil A7 00paxyHKy KOOpJWHAT i 3amycKy KyJ/ib 3
o6pobnenux koopauHat (Puc 1.5). Ockinbku OO6paxyHKM fiHiMi Ta KyDiB He MarOTh
npocTux QGopmyn 00paxyHKYy, BOHU BHUMaratoTh Oifnbille (QYHKLiA A1 0OpaxyHKy

KOOp/IMHaT.

PatternBase3D

. Amount
+  Spawn parameters
Velocity
Lifetime
Direction
Debug options
« Loading custom bullets

LinePattern3D

RingPattern3D SpherePattern3D . Length
. Line direction
«  Bullet spread direction in XYZ
. spread angle
= Spread mode [positive, negative,
symmetric)

CubePattern3D

Length in XYZ
« Cube rotation in xyz
Defined edges

. Radius
« Sphere rotation in XYZ
« Sphere divisions in XY

Radius
+ Ring rotation in XYZ

Puc. 1.5 [liarpama K/aciB 1ma0/I0HiB jis Ti/1ariHa

Bullet Script — 11e CKpUIIT, iKW aBTOMaTUUHO NPUB’SI3YETHCS [0 KYJIi Mif vac il
cTBopeHHs.CKPUNT BIJIIOBiAa€ 3a IIpU3HAUYeHHs KYJIi XapaKTepPUCTHK i IepeCcyBaHHs Kyl
y 3D npoctopi. Cam CKPUNT € MPUXOBAHUM i He Moyke OyTH BiZipearoBaHuM B [HCTIEKTOPI.
OpHak BNWIMBAaTHM Ha XapaKTePUCTHUKH Ky/i MOXXHa 3a Jomomoror crnucky Bullet

Behaviour sikuit Mae B co6i ciircok pecypcis Tuny BulletMove.
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Criucok siBfsie  coOOK0  TIOCTiZIOBHICTL pyXiB KyJi y TIPOCTOPi MeTOJ0M
TIpU3HavYeHHs HOBMX XapaKTepUCTHK 3 HacTyrHoro Bullet Move. Kosu B crincky Ginbiiie
HeMae JIaHuX, KyJisi aBTOMaTAUYHO 3HUIIY€EThCS.

Bullet Move — 11e abcTpakTHUI pecypc, KM TpUMae B cobi iHpopmariiro 1po
XapaKTepUCTUKU KYyJIi MiJ| yac NeBHOro etary B nocaifgoBHOCTI Bullet Behaviour. Pecypc
Mae B cobi mani mpo mBuaKicTe (Velocity), TpuBamicth 1ji€i moBeginku (Lifetime),
noriuHa 3MiHa A 36iry TpaekTopiii B ofgHy Touky (Converge) Ta ILiib TpaekTopil
nosiboTy Kymi (Aim At). Lieto uimoro Moke OyTH SK i KOHKDETHHM BHEKTOD
HarpaB/ieHHs1, abo iHmit 06’ ekT. ko Converge € MO3UTUBHUM i KYJIi JIETATh B iHILIHM
00’€eKT, TpaekTopil Ky/sb 30iraloTbCst y Miclie3Haxo/ykeHi 11boro 06’ekTy. AOO SKIIO
Converge € XUOHUM, KYJIi IPOTIOPI[iiHO Bi/I/TiTAIOTh Bif| LIEHTPY LIiJIi.

I[Tporjec cTBOpeHHS KYJli, CXeMOIO SIKOi € pUCYHOK 1.6, BinOyBaeThcs y 111abJ10Hi,
Jle iCTaHLIIFEThCS ClieHa KyJTi, sika Oye mitaty. [lo i€l kysi gogarote ckpunt Bullet, no
SKOI TaKOXX J0Aar0Th TocjifoBHicTe BulletBehaviour. ITociifoBHICTE mOUMHAETHCS 3
inpekcy 0, konu BigOyBaeThes nepiuuii pyx Bullet Move. Konu uac Lifetime crnivBae,

CKPWIIT aBTOMaTUYHO 3MIHIOE PyX Y MOC/IIJOBHOCTI i IPOJOB)KYE CBOE ICHYBaHHS.

BulletMove

+ Velocity: float

+ Lifetime: float

BulletBehaviour + AimAt: enum (Node, Direction)

+ Array[BulletMove]

+ AimTarget: Node3D

PatternBase3D + Direction: Vectord

+ BulletBehaviour: Behaviour

+ spawn_bullet()

Bullet

¥ + Velocity: float

var bullet= + AimAt: enum (Node, Direction)
bullet_scene.instantiate()

+ Lifetime: float

+ _ready(}
+_apply_move()

+ calculate _direction()
+ switch_moves(int)

+_process()

Puc. 1.6 IIpouec cTBopeHHd Kyl
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2 3ACOBHU PEAJII3AIIIL 3ACTOCYHKY

2.1 CepepoBuiie po3podKu

Ockinbku poboTa BUKOHYETHCS B paMKax irpoBOrO pyiiis, [Aas poboTH
BUKODUCTOBYBa/IMCS  iHCTPYMEHTH, HajaHi camMuM pyimieMm.  3abe3reueHHs
po3pobuttoeThest Asist pyiist Godot, Tomy 6yAyTh BUKOPHUCTaHi caMe iHcTpymMeHTH Godot.
o 1mx iHCTPYMEHTIB TakKO)X BK/OUaeTbcs i BOymoBaHuii IDE — 3abe3neueHHs, sike
HaZlae po3poOHMKaM iHCTPYMEHTH Jijis HalliCaHHs KOy TIpOTrpaMu 3 iHCTpyMeHTaMHu [I/ist
HarMCaHHs, HaJlaroKeHHs Ta BUTIPaBJ/IeHHs Koy 6e3rmocepejHbO B pyiii. [lsist pobotu
3 pywiem Godot mMoxxHa BUKOpucTOBYBaTv i crtopoHHi IDE Bij iHmmx kommaHiii
(naripuknaz Visual Studio Code), ane came IDE Godot migxoauTh Halikpaiiie, 00 BiH Ma€e
yci moTtpibHi 6ibsioTekn BCTaHOB/EHI B cepe/ioBuIlle i Mae BOy/JOBaHi TOCW/IaHHS Ha
JIOKyMeHTaLlito.

I'padiuHa yacTrHa poboTH rpoBogunack B GIMP — 6e3komToBHOMY TpadiuHOMY
penaktopi. Pobota B mporpami Oysia oOMekeHa J/vilie CTBOPEHHSIM ITHIKTOrPaM HOBHUX

00’€ekTiB Ta popmMaTyBaHHS 3000pakeHb y IOTPiOHMIA rpadiunuii hopmar.

2.1.1 Godot Engine

Godot Engine — o/iviH i3 HaUMOMNY/ISIPHIIIMX irPOBUX PYILIiB HA CbOTOAHIUIIIHIN
neHb, po3pobsienuit Godot Foundation. Py1iiii oTpyMaB Be/TMKUA TIPUPICT MOMYISIPHOCTI
3aB/SIKY AeKiIbKoX ycrimHux iHgi irop (Slay The Spire 11, Buckshot Roulette, Cruelty
Squad). Takoj 3a [J0OMOMOror PpyIlisi MOXHa CTBOPIOBaTHM BJIaCHI MOporpamMy Ta
icTpyMeHTamu /17151 TIOKpaIlieHHs POAYKTHUBHOCTI, 0co6/MBO B po3po0iii irop. OxHuM i3
TaKWX iHCTPYMeHTiB, po3pob/ieHnx Ha pyiiiii € Material Maker — rpadiunuii peakTop
1ieiilepiB Ta TEKCTYP, 11J0 BUKOPUCTOBYE JliarpaMu [jisi CTBOPEHHSI TeKCTYp, aHiMOBaHUX
ulerigepis, 2D aHiMaliiy, Ta iH.

OpHuM i3 mepeBar L[bOro pyilisi € Bigkputuul Kof. Lle mo3Bossie He TiMbKU

TIOBHIiCTIO Oe3KOILITOBHE TIPOrpaMHe 3abe3reueHHs], ajie i ToBHa cBoOoja MoAudikariil
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TIPOrpaMH TIifi B/IacHi moTpeOu. Pyl po3moBciopKyeThCs 3a mitensiero MIT, 110 Hajae
TIOBHUM 0e3KOIITOBHUM AOCTYM A0 Ppilllys. SIKI0 po3poOHUK CTBOpIOE Mouvdikarliiro
pyluisi, abo BUIyCcKae rpy 1[0 po3poOsieHa B I[bOMY pYIIii, BiH Ma€ IMO3HATUUTH
BUKopucTtanHsa MIT iuensii B cBoemy mpoaykrTi. ILle eauHe mnpaBWio 1[OA0
BUKODHUCTAHHS JilleH3ii, sike [a€ MOBHY CBOOOJy /Jisi PO3MOBCHO/I)KEHHS BIACHOTO
MPOAYKTY. 3aBASKU BiAKPUTOCTI KOy Ta HasiBHUM IiaT()OpMaM pO3MOBCHO/I)KEeHHS,
PO3POOHUKM MOXXYThb [JiITUTHCS CBOIMHU TulariHaMu Ta MoAudikaiissMu pyiisi, iHOgi
HaBiTh BHOCUTU BKJIa[| y pO3p0OKY OCHOBHOT'O PYIIIisl.

OKpiM CTBOpEeHHSI irpOBOr0 KOHTEHTY 3a JOIOMOroro camoro pyiuisi, Godot mae
Be/IMKWN iCTpyMeHTIiB [/is1 MOKpallleHHs e(eKTUBHOCTI po3pobku rpu. 1o Takux
iCTpyMeHTIB MO)XHa BiJHECTU: rpaiuHi pefakTOpu TEKCTyp Ta LIel/epiB, peJaKTop
aHiMmarlii, IHCTpyMeHTH TecTyBaHHs, BaacHud IDE, miATprMKa KilTbKOX MOB
riporpamyBaHHs (B TOMY UMCJ/Ii MOBH LieliepiB). TakoxX 3a JOMOMOTOFO MJIariHiB, MOXHa
[l0/laBaTH BJIAaCHUM (YHKL[iOHa/l, HaNpuKaayj iMroptyBaHHa wman 3 rpu  Quake,
CTBOPIOBAHHSI HOBUX THUITIiB 00’€KTiB 3 BacHUM (DyHKIiOHA/IOM, OTNITHMi3allist iHTepdecy
py1isi, po6ota 3 VR, Toirjo.

Godot Mae BenMKy HaBYa/IbHY 0a3y, BK/IFOUAIOUM JOKYMEeHTAIlit0, sKa JeTaabHO
OMUCYE TTOBHUM (DYHKIIiOHA/ PYlisi, BUKOpUCTaHHS PyHKIi GD, pekomeHAallii 111010
BUKODHCTaHHS TIeBHUX 00’€KTiB, Tomio. CrinbHoTa Godot TakoX poOWUTH HaBYabHi
Bifleo [i/1s1 TIOYATKIBLiB, SIKi I0TIOMarar0Th 3aCBOITH PYILii Ta MPUHIMIIY MEBHUX »KaHPiB

irop, SIKOI JIOTIKK Ta HOPM CJ1iJ] JOTPUMYBATHUC [1J1s1 XOPOLLIOI TPU.

2.1.2 Iepapxis 00’ekTiB Godot

Ha Bigminy Big Unity, ge 06’€KTH B CIjeHi iCHYIOTb He3a/1eXXHO OJIUH BiJ| OJJHOTO,
B Godot noBHoIJiliHa iepapxiuHa crcTeMa fie KOyKeH 00’ €KT Ma€e OyTH AOUipHiM [0 iHITIOro
00’ekTy. OcHoBHUM 00’ekToM B Godot € Hozla (Node) — AGcTpakTHUI 06’ €KT STKUM €
6a3oBuUM 006’€KTOM YyCi€l iepapxii pyImist Ta BiJ SKOro MOXOASTb TPYU OCHOBHI HOZM:
Node2D, Node 3D, User Interface. L]i Tpu OCHOBHi HOAM € K/IHOUOBMMH HOJaMH,

OCKiJTbKM BOHH € CljeHaMu a0o0 iHImmx 06’ €KTiB.
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3D & Script . Game & Assetlib

[unsa

nterpolation
Auto Translate
Editor Description

Script

+ Add Metadata

Puc. 2.1 CrBopenHs kyba B Godot

Ockinbku gouipauit Node3D, moxe OyTu powmiienuid B 3D mpocTopi 3aBsiku
B/IaCTUBOCTSIM, HasieXkHuM 3D 06’ektam (po3TaiilyBaHHs, 0OepTaHHs, PO3Mip), BOHO
MOJXKe BBaKaTHUCh SIK OKpeMa cLieHa. [Ipy Takiii MOJy/IbHIM CUCTEMi MOYKHA CTBOPIOBAaTH
KOMIIJIeKCHi Maru 1Py BUKOPUCTaHHi TIPOCTUX 06’ €KTIB, 1110 TTOKPAII[y€ YUUTAEMICTb Ta
pero3abisiTi (MOXK/IMBICTE BHUKOPHUCTAHHS O0’€KTiB B iHIIIMX ClleHapisfx) aceTiB, He
3a/1e)KauM Bifl iHIIUX 00’ €KTIB 1[0 3HAXOASTHCS B CIIEH.

Ha pucynky 2.1 3006paxkeHo clieHy Ky0a, Zie o0cHOBHUM 00’ekToM € StaticBody3D
— 00’€eKT, SKMM TI03HAua€ BIACTUBOCTI (i3WyHMX 00’€KTiB 3 mapamerpamu ¢i3uku
00’€KTa, CTUKaHHSAMM 3 iHITUMH 00’ eKTamu (KoJ1i3ii) Ta TUmoBuX BiiactuBocteid Node3D.
Lleti 06’ eKT BBaXKaeThCS (hi3MUHMM 00’ €KTOM 3 (hiznuHo 000/10HKOI0 CollisionShape3D
Ta Bi3y/ibHOIO 060/10HKOI0 MeshInstance3D.

Houipni 06’ektu  CollisionShape3D ta MeshInstance3D BucTymnatoTh SIK AOAATKOBi
XapakTepucTuku (¢isnuHoro o6’ekta. MeshInstance3D BigmoBizae 3a BisyanbHy
pernpe3uHTailifo Kyba y 3D mpoctopi, 10 pobuth iHOro BUAWMHM Y Tpi, KOJH
CollisionShape3D Biamnogiziae 3a di3nuHy yacTuHY 00’€KTa, Girypyroun sk XiTbokc —
T0OTO HeBUMMA dirypa 3 hi3MuHUMHU BIACTUBOCTSIMH KOJTi3il, 1110 103Bo/IsIE (hisHuHOMY
00’€KTy MOBO/IUTUCH 3a 3aKOHaAMU (i3uKH.

BusHaueHHs1 Girypuy KoJi3ii BaXK/IMBO [I/1s1 Pi3HUX CUTYaLlil: Bijj BU3HaUEHHS 1[0
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dirypu nepetHynmmch 6e3 ¢i3UUHOrO BIUIMBY OJAWH Ha OAHOTO, ab0 BUKOPHCTAHHS
¢i3nuHOoro 06’€KTy $K 30BHIMIHbOI CWIM Ha iHIMK 00°ekt. Llelt mpukmag e
HaMrpocrimo ¢opMoro ¢i3nyHoro o0’e€kTa, SKAM MOXKe  CTHKAaTUCh 3 iHIIUMHU
dbiznuarMU 06’ EKTaMU.

Yci 06’ektt B Godot TaK0>K MOXKYTh TIPUCBOITH CKPUITHU 1T iXHBOTO BUKOHAHHS
B rpi. KokeH 00’€KT MOXXe TIpHUCBOITA COOi /Mille OAWH CKPUIT. SIKI[O CKPUMT Mae
TIOCW/IAHHS Ha iHIIWK 00’ €KT 3 CKPUIITOM (3a3BHYak [IMM BHUCTYMAIOTh AOUipHi 06’ €KTH),
TO O00’€KT MO)Ke BUKOHYBaTH CKDUIIT SIKUHA HaJeXUTb TI0CJaHOMY 00’€KTy.
AJlbTepHaTUBHUM pIillleHHSIM € CUCTeMa CUI'Ha/IiB — MPOLieC repejayi reBHOro CUrHamty
3 O/IHOTO 00’ €KTY B iHIIIMIA.

Lls cuctema mpaljfoe 3a HacTynmHUM mpuHIMnoMm: B ckpunrti Objectl poburcs
curHan Signall, i yepe3 KoJ Ha/ICU/IAETbCSA Ha YCIO CILIEHY B SIKiid 06’ €KT 3HaXOJUThCS.
Tum vacom, iHmmi 06’ekT 3i ckpuritom Object2 3i cinyxauem (listener), sikuii ouikye
Signall. fIkmo Object2 orpmye Signall 3 iHmoro 06’ekTy, Tofi BiH BUKOHYE (hYHKIIitO,
sIKa 3aJie)kasia Bifi bOTO CUTHAJTy.

Godot migTpumye 2D i 3D rpocTopy, 1110 BUMararTh pi3HUX 006’ €KTIiB 3 pi3HOIO
MOBe/IHKOI0 Ha IUIOLMHI. 3 L€l NMPUYMHHU, HEMOXJIMBO PO3MICTUTH CIIPAMUT, KUK €
nouipHiM Bif Node2D y TpuBipHOMY MPOCTOPI, SIKI[0 He HajiaTy i 3D muiowuHi 3 oAHUM
muuieM (Plane) a1 po3TalllyBaHHS CLIPalTYy SIK TEKCTYPH L€l TIOLUHMU.

Habip 00’ekTiB, 3 sikumu Oyze TpaiffoBaTH pO3pOOHMK 3aneXxaTh Bifi CTUTICTUKM abo
’KaHPOBHX BHUMOT TpU. Asie 1le He O3Haua€ 10 g T[IeBHOTO JKaHpy Tpeba
BUKOPHCTOBYBATH Jiuiile TieBHI 06’ ekTu. KomekililiHi KapTKOBi irpu MOXKyTb iCHYBaTH SIK

B 2D, TaK i B 3D cTumicTuiii.

2.1.3 Godot IDE

Godot Mae BOymoBanuii IDE B pyurii, 1[0 [03BOJISI€E THCATH CKPUIITH
6e3nocepenHbo B pyinii rpu (auB. Puc. 2.2). Lle He Tifbku mipubupae 1moTpedy B
okpemomy IDE a5t poboTH 3 pyiitiem, ane i gae yci moTpibHi iHCTpyMeHTH AJist poOoTH 3
rpoto 6e3 icTasmoBaHHS [[0JaTKOBUX 6i0ioTeK um muiariHiB Asist pobotu 3 pyiiiem. IDE

BUKOPHCTOBYETHCS /IS HATIMCAHHS CKPUIITIB, SIKi MOXXYTh OyTH TIPHUCBOEHI 00’ €KTaM,
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CKpUMNTIB 1IenJepiB Ta iHIIMX (aisiiB, sIKi He BigHOCATbCS A0 camoro pyuisi Godot

(HampuWK/a/ pefaryBaHHs json).

Puc. 2.2 Burnsig IDE BcepenuHi pyiiist Godot

IDE mae MiHiMalbHUM iHTep(denC 3 TMaHe/IF0 BiJKPUTHUX CKPUMTIB, (QYHKLISIMU
HasiBHI B CKPWMTI, MOIIYK CJIiB B CKPUMTi, Ta KHOMKU JJs1 MOLIYKYy iH(popMallii B
JOoKymeHTawjii. Ko QyHKLis moxoauTs 3 GyHKLioHany pyuis, IDE BuBeZie KOpOTKUM

onucC QyHKLii Ta 3MiHHI SIKi BOHa MPUKAMaE.

2.1.4 GDScript

GDScript — BnacHa MoBa mnporpamyBaHHs irpoBoro pyuuig Godot. Cam pyuiiid
TakoX MigTpumye C#, ane B OinbIIOCTi BUMaAKiB BUKOPUCTOBYEThCS came GDScript. 3a
CMHTAKCOM, MOBa TIpOrpaMyBaHHS Cxo)kHa Ha Python, 60 O6inbiiiéi  uacTuni
dbopmaTyBaHHSIM (DYHKI[iK Ta TEeBHUMU (PYHKISIMHU, SIKi MepeKouyBaid HarpsiMy 3
Python. Ane mpu 1poMy, B GD € BiacHi ocobauBOCTi, SIKi TOJIETIYIOTE pobOTY 3
00’eKTaMH i pylilieM B3araioMm.

OpHuM i3 Takux 0cob/MBOCTel € BUKOPHUCTaHHS BJIaCHUX aHHOTaliv. Harmpukiag,
JJIs TOTO 11100 BUBECTH 3MiHHY Y ToJie [HcTieKTopa /iyisi Oi/IbIll 3pyYHOTo pe/ilaryBaHHS,
riepes; 00’siBlieHHsSM 3MiHHOI BHUKODHMCTOBYEThCS Ter (@export. lle HaMrpocriiie
BUKOPUCTAHHS Tery [/ BUCTaB/IeHHS 3MiHHOI B ICIIeKTOpP,0CKIJITK iCHYKOTh Bapiaifii

I[bOTO Tery AJisi OUMbII TOUHMX 3HaueHb ((@export_range i BHCTaBJeHHS T€BHOTO
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Jliara3oHy 3MiHHOI, (@export_group Ta (@export_category Ta COPTYBaHHSI 3MiHHUX TI10
(yHKLIiSIM Ta KaTeropisim).

[ BUKOPUCTAHHSI  CKPHUIITY  yCepeAuHi CaMOro pefakropa  pylLis,
BUKOPUCTOBYEThLCA Ter (@tool. Lleit Ter Kake pylilito, 1[0 11el CKPUINT TaKOXX BUKOHYEThCS
BCepe/IvHi pe/lakTopa, II[0 € KOPUCHUM /IJIsl TeCTYBaHHs TTeBHUX CKPUIITIB Ta 00’ €KTiB Oe3
3arycky camoi rpu. lle goromarae po3pobnsth Tiariind g pymiis  Godot
6e3mocepeiHb0 B camomy IDE, TyT ke mepeBipsiTH poOOTY I/IariHy i BOHOCUTH MPaBKU

ycepeiHi OZIHOT'O TIPOrPaMHOTO 3abe3reyeHHs.

2.2 T'padiunui pegakrop GIMP

[Torpe6a B rpacdiuniit Bizyasizaiii Mo)ke BUHUKHYTH HaBiTh KOJIU PO3POOJTIOETHCS
TeXHIYHi pillleHHs sIK TUIariH JJ1s irpoBOro pyiuisi. 3a/1/11 KOM(QOPTHOCTI BUKOPUCTaHHS
TU1ariHy Ta untabesibHOCTi 00’ €KTiB Iy1ariHy, 06’ €KTH MalOTh MaTH TKTOrpaMu (icons)
JJIsl TI03HAUeHHsI iXHbOro (YHKI[iOHa/My i BUJiMeHHs iX TMOMDK iHImX o0’ekTiB. st
CTBOPEHHSI LIMX TMIKTOrpaM, PeKOMEeH/J0BaHO BUKOPUCTOBYBAaTU TpadiuyHUM pefakTop,
SIKUM MOJKe TpaL{f0BaTH 3 MOIMIUPEeHUMHU rpadiuHuMU (haiiyiaMu.

GIMP (GNU Image Manipulation Program) — rpacdiuHuii peakTop 3 BiAKPUTUM
KO/JIOM, SIKWI € a/lbTepHAaTUBHUM PillleHHSIM MOIy/ISIPHUX IpadiuyHuX pelakToOPiB, TaKUX
sk Adobe Photoshop. 3aBsiku BiJKpUTOCTI KOy, TPOrpamy TeX MO>KHa MOJepHi3yBaTu
i 3miHOBaTH TIif BacHUM KomdOpT, IO JoramMara€ BHUIIPAB/ISTA TeXHiuHi abo
TiepCcoHasbHi 1pobiemMu 3 mporpamoro. [lesiki KopucTyBadi, 0COBMBO Ti, SIKi MPAIfiOI0Th
3 Adobe Photoshop, Bke asarnTyBamuch 4o KaaBilllHUX KoMOiHallili 1jiel mporpamu. s
I[LOTO iCHye MeTo/ 3aMiHM KombOiHamii kiaBiit GIMP Ha koMb6iHarjii KmaBiti Adobe
Photoshop.

GIMP € xopoIlor ajbepHaTHBOIO il KOPHUCTYBauiB, SIKi He XOUyTh pOOUTH
nignucky Ha cepBicu Adobe, XOuyTb 3€KOHOMWUTU TpOLli, ajie He XOUyTb BTpauaTH
MO>XK/IUBICTh pefilaryBaTH ()OTO Ha BULL[OMY piBHi. Ha CbOro/iHillIHIl [ieHb, albTePHATHB
MJIaTHUX TpOrpaM CTa€ Bce Oisibllle, CTBOPIOIOUM KOHKYPEHIIiI0 KOMIIaHisIM, sKi

JIOMiHyBa/ii TIeBHUMHY PUHKaMH i po301Barouy cTarHailito B po3Butky I13.
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2.3 Git Ta KOHTPOJIb Bepcii

CucreMa KOHTPOJIIO BePCiM - Ile K/IFOUOBHM iHCTPYMEHT y MpoIieci po3poOKu
TIPOrpaMHOTO 3a0e3reuyeHHs], He 3a7ie’Kauk Bifi0yBa€eThCsl B KOMaH/[i UM iHUBiya/bHO.
BoHa [03Bosisie 30epiraTy iCTOpit0 3MiH y TPOEKTIi, BifcmigkoByBaTd MoudbikKarlii,
TIOBepTaTUCS ZI0 ToTlepe/IHiX Bepciii Koy, i eeKTUBHO OpPraHi3oBYyBaTH CITiBITPal[l0 MiXK
Ki/ibkoMa po3poOHuKamu. [nasi po3pobky mofibHOro mporpaMHOro 3abe3mneueHHs,
0Cc00/IMBO MporpaM 3 BiIKpUTHM KOJZIOM, JaHi MPOEKTH MalOTh Ie€peBary 3a paxyHOK
BK/IAJiB 3 iHIIMX pO3pOOHMKIB. fKIIO OAWH PO3pOOHMK BUK/IACTh CBOKO TMPOrpamy B
peroxuTopii, iHImMi po3pOOHMK MOKe BHECTH CBili BK/AJ, B TOJA/bIIy PO3POOKY
TIporpaMu 3a ZI0TIoMororo Moudikariiii abo Jo1aBaHHSIM KOMEHTapiB 0 BXKe iCHYI0UOoro
KOZy.

Bi/bIIiCTE CHCTEM KOHTPOJIIO BEpCiM  C/iAKYHOTh 3a npuHiunom Git —
PO3MOA1/IBHOI0 CUCTeMOIO KOHTPOJIIO BepcCi€to rporpamu. [1if yac miAroToBKU NpoexkTy
[l CACTEMH KOHTPOIO, CTBOPIOETHCSI PEIIO3UTOPik MpOrpaMy — JUPEKTOpii mporpamMu
SKi CJIYTYIHOTh OCHOBHORO MAarikor nporpaMu. 1o OCHOBHOI Mariku Pero3uToPito TaKOX
JofarThest cuctemHi (ai, Taki sk README.md pgiss KOpOTKOro Omnucy Ta
JOKyMeHTallii TporpaMu Ta .gitignore 1o [o03Bosise irHopyBaTH 0i0/iOTeKH IpH
Jl0/laBaHHi (alsIiB 0 perno3uTopiro.

I[Ticnsi cTBOpeHHs JIOKaIbHOTO PEeI03UTOPit0, PO3POOHHUK MOXKe BHOCUTU HOBI
(daiiu [0 pero3uTopito, 3MiHIOBaTU iX Ta BUAQIATA 3 perno3uTopito. KojkHa 3miHa B
pero3uTopii MoBUHa MTOMiUaTHCh KOMITOM [I/Is1 TTi/ITBep/I)KeHHs 3MiHU (HarlpyKaaJ KOMIT
BU/IQJIEHHS 3aCTapi/INX CKPUITIB) Ta KOMEHTAapeM [I0 KOMITY [I/ii KODOTKOT'O OMUCY 3MiH.
LIporo mJocTaTHbO A5 iHAMBiAyanbHOI po3pobku I13 Ta KOHTPOJIIO TTPOrpaMy Ha BUTIAZI0K
akio [13 nmepecrane npaijroBaT MeTOIOM [OBEPHEeHHS 10 MUHYJIOI BepCil Iporpamu.

[Inst TPYTIOBUX TIPOEKTIB, Ppero3uTopiii MyO6siKyeThbcsl Ha calTax XOCTHHTY
perno3uTopiiB (3a3Buuatii 1ie GitHub, ane € afibTepHaTUBH) i HA/IAIITOBYOTHCS TTapaMeTpU
JIOCTYITHOCTI. Bij 1{MX rapameTip 3a/1e)KUTh, XTO Ma€ JOCTYII 10 PErI03UTOPit0 Ta Ma€e

TpaBa BHOCHMTH KOMITH [10 pero3uTopito. Bigomotro npakTukoro € gpopkinr (forking) —
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Birany)keHHs TIpOTpaMM Ha TIeBHOMY KOMITi y OKpeMy TiJIky /[Aas pO3pOo0KH
asnbTepHaTUBHOI Bepcil I13 mapasenbHO 3 IHIIMMK TiiKaMd. Taka MNpakTUKa [JO3BOJISIE
TecTyBaTH TeBHi GyHKIiT [13, po30UTTs 3aB/jaHb MiXK UleHaMA KOMaH/IU Ta 3/TUTTS T1/T0K
y HOBY Bepcito rporpamd. Lle mo3Bosisie mBuKo po3pobroBary 113 y Komanzi, i mpu
1IbOMY (POKYCYBaTUCh Ha iHAUBIya/JIbHUX 3aBAAHHSIX.

Hna mouatky pobotu 3 Git, JOCTaTHBO 3aBaHTAXUTH cepefosuille Git Ha
KOMIT’F0Tep Jie MPOBOUTHLCS poboTa. Asie He BCi 3MOXKyTh KOM(OPTHO TipaijtoBaTH 3 Git
yepe3 TepMiHaJl, ocKinbku Git mpaiftoe uiiie uepe3 KoMaHau 6e3 iHTepdeiicy.

st oporo € Ba BapiaHTH pillleHb: CKauyaTH 3aCTOCYHOK /111 KOHTPOJIFO BEPCil SIK
GitHub Desktop abo Sourcetree, un fogaty inTepdec Ao 3BuuaiiHoi Bepcii Git. Lazygit
— 1le TIPOTPaMHUI MaKeT, sIKMM siBfsie co0or0 000/0HKY — Git uepe3 iHTepdeiic B
TepMiHasi. [Iporpamu Takoro many HasuBatoTh TUI (Terminal UI) nmporpamamu.

Lle migxopasite pillleHHs /11 THX, XTO X0ue OifbIlle KOHTPOJTIO HaZl PeTIO3UTOPiEM
Git, ajle He Xx04e BCTAaHOBJIFOBAaTU [OAATKOBI mporpamu. Hagiraijis mo iHTepdecy
BiZiOyBa€THCS 3a JOMOMOTO0 K/IaBiaTypH 3 MifIka3kaMu B HIDKHIM yacTuHi iHTepdeiicy.

Ha pucyHky 2.3 3006paxkeHo iHTepdeiic lazygit.

Puc. 2.3 Intepdeiic lazygit B TepmiHarti
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[Tin vac poboTM BUKOTOBYBaBCsS came Iieii Habip Tiporpam ajisi po3poOKu
IPOTOTUMNHOI Bepcil miarivy. /[lyig HanMcaHHA C€amoro IUIariHy Ta TeCTyBaHHS
3a0e3mneueHHs y [ili BUKOPUCTOBBYBaBCs irposuii pyuriti Godot Bepcii 4.6 Ta
BOyaoBanuii IDE st HarvcaHHs Koy niporpaMu. I'padiunuii qu3aiid mikrorpam OyB
3po6neHuii B rpadiunomy pepaktopi GIMP 3 mapameTpaMy KoMOiHalli¥i K/1aBilll, CX0XU3
3 Adobe Photoshop. [ KoHTpomrO Bepciii Ta BUMyCK IMepioi TpobHOI Bepcii
3acTOCyHKy Oysio BukopuctaHo Git 3 makeToMm lazygit A/ KoMbOpPTHOTO KOHTPOJIHO
TMPOEKTY.

Cnig 3a3HaumT 10 yci BuKopucTaHi I3 obupanvch 3a TIPUHLIATIOM JIEKOI
JOCTYTTHOCTi Ta MOK/TMBOCTi MoM(iKyBaHHS MPOrpam, OCKIJIbKY 1je a€ Po3pobHHUKaM
OisTbITIe KOHTPOJIFO HaZl CaMOF0 TIpOrpaMoro 6e3 6roIKeHTHX a0o0 MireH3iHHIX 00MeKeHb.
Cam pymiii Godot 6yB oOpaHuii 3aBSIKM BeJHKiM TIOTY>KHOCTI PYIIisi Ta BiIHOCHO
IIBUAKOMY 3pOCTaHHi 3abe3meueHHs1 cepej; po3poOHUKiB. CTBOPeHHs I[bOTO ILIaTiHy

BBa>Kd€THCA [AK BKJ/Id/[l IK B DPO3BUTOK I13 Ha PUHKY T/1ariHiB 3dCTOCYHKY.
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3 IIPOEKTYBAHHSA TA PEAJII3AIIISA CUCTEMUA

3.1 ApxiTeKkTypa cCUCTeMH

[Tix wac po3pobku TporpamHoro 3abe3neueHHs, Oy/i0 TIPUJiNEHOTYBary Ijo/0
apXiTeKTypH TUIAriHy /I TI0JaJIbIIIOr0 MaciiTaOyBaHHS ITPOTpaMH i BTiIeHHS HOBMX
byHkuin. Ane ockinbkyd 13 icHye Bcepe/lMHi irpoBOro pylilis, KO)Xe€H KOPUCTyBau
MaThMe [OCTYyI [0 KoAy Tiporpamu. [lisi nporo Oyno obpaHo Bapiallito KIacU4YHOI
OaraTopiBHEBOI apXiTeKTYpH, 0 OCHOBHi 00’ €KTH, 3 AKUMH Oy/le TIpaIffoBaTH po3poOHUK
OyAyThb JIEKOJJOCTYITHI Ta CTBOPeHHi 3 MeHI0 00’ ekTiB Godot. [Tpu 11boMy, 06’ €KTH, SIKi
BUKOHYIOTb OCHOBHi 0OOpaxyHKW Ta JIOTiKy TulariHy OyJyTh «IpUXOBaHi», TOOTO
HeZIOCTYTIHI uepe3 MeHI0 00’ €KTiB i BUMaraTuMyTh MPSIMOTO BTPYYaHHS B KO/, TUIariHy
[J1s1 3MiHU TIOBeIiHKU. Takok OyZie CTBOpeHHO 3MiHHi-pecypcH, siKi He OyAyTh JOCTYIHI
yepe3 MeHI0 00’€KTiB, asie MOXYTb OYTH A0ZaHi /10 111a0/I0HIB Ha CLieHi K 3MiHHi, 1110
BIJIMBATUMYTb Ha MOBE/IiHKY 00’ €KTa.

Takui migxig MigXOOWTh 3a PaxyHOK MOJYJIBHOCTI TUIAriHy i MO’K/IMBOCTI
Jo/laBaTy HOBi 00’ ekTu Ta 3MiHHi. Lle Oyze 3a0xouyBaT KOJ1abOPATUBHICTD TIPOEKTY, fe
iHII po3poOHMKM 3a Oa)kaHHSM Ta MOJK/IMBOCTI MOXKYyTb BHECTU CBOi 3MiHHi (HOBUIA
(dyHKLIiOHas /11 KYJIb, TPUTE€PU MEPEXOMiB MK CTaHaMH, iTA). TakuM UMHOM, mporpama
MaTHMe /IBa PiBHS JOCTYMHOCTI: IPOCTUM Ta CKIaAHUNA. B ripocTomy piBHI po3poOHUK
BUKOPHCTOBYE 00’€KTH Ta 3MiHHi siKi BiH /10/laB B TIPOEKT i KOPUCTYETHCS JinIlle HUMU. B
CBOIO Uepry, CK/IaJHUI piBeHb 03HaUaTHMe CTBOPEeHHsI HOBUX 111a0J/I0HIB, pO3IIMPEHHs
byHKIiOHa/y y>Ke iCHyrouMx 00’€KTiB Ta 3MiHHMX Ta KOMIiTU B PeroO3WUTOpil TIiariHy
(mmB. Puc. 3.1).

36epirannas iHdopMmaliii Mpo CTBOpeHi 00’€KTH 3a JOIMOMOIOI TUIAriHy OyayTh
30epiraTucsi JIoKasbHO B MPOEKTi, OCKIJTbKKA PO3POOHUK CTBOPHMB iX Ha MPOCTOMY DiBHI i
BUKOPUCTOBYE iX JIMilie B CBOEMY TIPOeKTi. JleMo-ciieHu Oy1yTh CTBOPEHi Ha CK/IaZIHOMY
piBHi, OCKiJIbKM BOHM OyZyTh JO/aHi 10 PEro3UTOPit0 B SKOCTi MpoOHKX ab0 HaBUaTbHUX

Li/IeN.



CrnagHui

pieH:
PenoauTopii

Kon nporpamu

of'ekTiB

MNpocTHit piBeHs

3miHa KOAY WatnoHie

Hapaunn kogy >

nporpam

3MiHa dyHrUioHany
AMIHHAX

KoHTpontBaxHR

CTBOPEHHRA 06'eHTIB B
cueHi
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Mydniuni ob'ekTn

PecypeH amMiHHIX

3uina nyBniuHux
napameTpis 06'exTia

]

BEepCii nporpamu ‘

KoMITH B penoanTopin

TecTysaHHA
noBefikkm 8
penakTopi

Puc. 3.1 [liarpama piBHIB JOCTyIly [0 IpOrpamMmu

3.2 JliarpaMa BUKOPUCTaHHA IJIATiHY

[lix yac Mope/nrOBaHHS TMPOrpamMy, BaXK/IMBO BU3HAUMTH ITOBEJIHKY KiHLIEBOTO

KOpHCTYyBaya IJIariHy i MeToZii CTBOPeHHs 00’ €KTiB 3a I0NTOMOT'00 HaJJaHUX iCTPYMEHTIB

miz; yac po3poOKu Tpu. B BUMAAKY 1IbOTO MPOEKTY, KiHI[EBUM KOPHUCTYBaueM € pOo3pOOHUK

rpu abo refiMausaiinep. [xHs 3ajaua — CTBOPUTH MEPeIIKOAY, AKa Oy/e CTPLIATH Ky

Ha TII€BHOMY iHTepBaJIi 3 BHM3HAUYEHOIO H_IBI/I'E[KiCTI-O Td HAIIPpABJIEHHSM. Bonn

BUKOPHCTOBYBaTUMYThb 00’ €KTH 111a0/I0HIB, Ha/laHi TJIariHOM /IJ1 CTBOPeHHs 00’ €KTiB Ha

CLIeHI.

[Tic/ig BU3HaUeHHsI KiHL[eBOrO KOPMCTyBaua Ta WOro Liijied, CBTOPHETLCS Aiarpama

TOBe/IiHKM KOpPHUCTYyBaua ITiJl YaC CTBOpeHHs MoTpibHoro acety rpu. Llg pgiarpama

OMUCYyBaTUMe HACTYITHUM CLIeHapii:

1. BigkputTtsa MeHio 06’€eKkTa 1m1ab0Hy Ta [jo/jlaBaHHs Horo y crieHy. Twurt 11ab/oHy

3a/7IeKUTh BiJ| BUOpaHOTO 00’ €KTY 3 MEHIO.

2. Po3wmiliieHHst 06’€KTy 111a0J/IOHY Y CIieHi Tpu

3. 3MmiHa napaMeTpiB YaCTOTU CTBOPeHHs Ky/b IpylaMd 1 TPUBA/IOCTI MIX

repiojlaMu CTBOPEHHS IPYII KYJ/Ib

4. TojaBaHHs TIOC/TiZIOBHOCTI TIOBEIiHKM KYJIb TIi/l Yac IMOIbOTY 3a He0OXiJHOCTI B

YHIKa/IbHIW MTOBEiHL]i TTOBOTY

5. lopaBaHHg pyXiB KyJii y TMeBHMM Mepioj i HaJallTOBYBaHHSI MapaMeTpiB
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LIBUKOCTI Ta TPAEKTOPIl MOJILOTY pa3o 3 TPUBAJIICTIO TIepioay.
6. TectyBaHHs1 pob60TU 111a00HY Y Ail
7. S0 po3poOHUK 3a/I0Bi/IbHEHUI pe3y/bTaTOM POOOTH i B ClieHi HasBHI yci

OarkaHi 111a6/10HH, pO3POOHUK 3aKiHUY€E MPOIeC CTBOPEHHS MTEePeIKo/I,.

HacrynHa fiarpama Bi3ya/ibHO MOKa3ye TPOL[eCC CTBOPEHHS TepeLlKo/, KYJib BiJl
CTBOpEHHS TIepIIIoi Mepelikou KyJib [0 3aBepiiieHHs poO60TH 3 TiariHoM B KOHKpPeTHil
cueHi. Llg miarpama € Ba)K/TMBOIO, OCKIJIbKM BOHA OMUCYE MOBEeJIKY rerMMan3arHepa sK

KiHL[EBOFO KOPpHUCTYBa4ad nnariHy i OCHOBHUM JIOTIUHHUM IMponecomM BHKOPUCTAHHSA

TIPOJIYKTY:

CTBOPEHHA HOBOTD
LabnoHy

h 4

BucTaenexua
XBPAHTEPHCTHR
LabnoHy

h 4

TBOPHIBATHH HOPHCTYBANLH
NoBeaiHKy Kyni?

CTBOpEHHA
NoCNiA0BHOCTI
NOBEQiHKH HyMb

MpU3HAYEHHA HOBMX
pyxiB ANR KyNb HA
HOMHHA nepioa

3anoBinsLHWA pesyneTar?

MoTpitHI We wabnoHu?

Puc. 3.2 [Jiarpama roBeiiHKMU BUKOPHUCTAHHS IJ1ariHy
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3.3 Peasnizanis cucremMu

[Ticsist Toro sIK OyZia BU3HaUeHa apXiTeKTypa IporpamMH i rnmoBe/liHka KOPUCTyBaua
TIPUBUKOPUCTaHHI TI/IariHy, MOXXHa po30MpaTU Te3HiUHy YacTUHY PO3POOKH TIPOEKTY.
[Tnarin cknafaeTbcs 3 AByX dactuH: Illabsonu i kyni. IlabsoHun — 1je 00’€KTU SIKi
JIOCTYIIHI /11 CTBOPEHHI B CL|eHi T'pY 1 3aMMar0Th pPOJIb PO3MILLEHHS TOUYOK, 3 SIKMX
BWIITaTUMYTh KYJIi, CTBOPEHHSI CaMUX KYJIb 1 IPUCBOEHHS IM CKPUIITIB ITOBE/IHKU.

B cBorO uepry, yacTvHa KyJib CKIaZa€TbCS 3 CKPUITY KYJIi, SKUA aBTOMaTUYHO
TIPUCBOIOETHCA CTBOPEHIM KyJi, TOCIIIOBHOCTI TMOBEAIHOK Ky/b, Ta Cami JaHHi
TIOBe/IiHKU KYJIb, SIKi TPUMAaIOTh YCIO TOTPiOHY iH(opmalito npo nepecyBaHHs. CKpUIIT
KyJii OyZie 3aiiMaTHCh repecyBaHHSM KYJIi, /10 IKWM BiH MPHU3HaUeHW Ha OCHOBI /IaHUX 3
aKTWBHOI'O Ha JJaHWM Tepiof pyXy Ky/Ii.

YBech npoekT 6yB Hamucanuii y BOygoBaHoMy IDE pyiirist Godot 3 iHdopwmatiieto,
B3SITMH 3 OQILIINHOI JOKyMeHTaLii Mpo MoBY rporpamyBaHHsl GDScript Ta opraHi3oBHUM
BCepe/IiHi Pero3uTopisi TpH, [e po3po0/toBaBcs TiariH. KoHTposb Bepciii TIpoeKTy

BUKOHYBABCS 3a AoroMororo Git uepes iHTepdeiic lazygit.

3.3.1 Ininiamizanisa miariny
15 IouaTKy poOOTH 3 My1ariHoM, Tpeba CTBOPUTH ITyCTUM TUIATiH Yepe3 BK/IaAKy Project
> Project Settings > Plugins > Create New Plugin. ITicist 3arnoBHeHHs iHbopMmaLliii mpo
Ha3BYy, KODEHEBUM CKDHIIT, aBTOPA Ta BEPCIitO IIAriHy, B JUPEKTOPIi TP CTBOPIOETHCS
narnika addons. L aupekTopist 30epirae yci nuiariam, ki AoAaHi /[0 POEKTY. Y cepeanHi
1[i€] MarnKy TaKO>K CTBOPUTHLCS TallKa CaMoro T/1ariHy, ycepeuHi Kol Oyzie KopeHeBuUi

CKPWIIT, K Ha PUCYHKY 3.3.
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# plugin.cfg

Puc. 3.3, Aupekropis naridy B namnii addons

KopeHeBurl CKpUIIT T/1ariHy Mae Ty Ke Ha3By, L0 i Ha3Ba CaMOro I/IariHy, ajae 3a
OakaHHsM, i1 MokHa 3MiHuTH. CKpunT € fouipHiM kKmacom Bif EditorPlugin, mjo gae
HioMy HacniiyBaHHs ycix moTpibHux GyHKIiN 7151 po60TH BCcepeAuHi py1ilis. AHHTOTALIis
@tool o3Hauae, 1[0 CKpUNT Oy/ie MpaifoBaTh Oe3rmocepeiHLO B pefjakTopi pyis. Lo
aQHOTAL[i}0 TAaKO)X MaroTh YyCi CTBOpPeHi Kjacu B IUIAriHi Jjs1 MOJK/IMBOCTI TeCTyBaHHS
pobotu II3 BcepeauwHi mporpamMu Ta 3aZlOBiTIbHEHHsS OJHOTO 3 BHUMOT TIPOEKTY:
Be3nocepeHe BUKOpHCTaHHS (QYHKI[iM T1ariHy BcepeAwHi pyiiis 0e3 HeoOXigHOCTI

3aryCcKaTH rpy.

3.3.2 PatternBase3D

[Ticns mouaTKoBOI iHiasti3zallii TiariHy, TOYMHAETbCS PO3poOKa OCHOBHOTO
mabmony — PatternBase3D. Ile 6aTbKiBChbKM Kjac, SIKMM Ma€ ycCi OCHOBHi JaHi Mpo
11a6/I0H Ta OCHOBHY TOBeJiHKYy I1a0/0HY mif yac Woro poboTu. 3aBAsSKU 1bOMY,
BUXO/IUTh MO/Ty/IbHa CUCTeMa I11abJIOHIB, Bif AKOro WAYTh AOUipHIi K/Iacu.

Lli gouipHi K/ack MaTUMyTb Ty CMy TOBeZiHKY o ¥ PatternBase3D, asne
MaTUMYTb Di3Hi (hopMHU pO3Mill[eHHsI TOUOK CTBOPEHHSI KyJ/ib Ta MeTOAu 0bpaxyBaHHS

KOOpJHWHAT IUX TOUoK. CXeMy K/aciB 3000pa)keHO Ha PUCYHKY 3.4.
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PatiernBase3D

+ scene: BulletScene
+ float: SpawnRate

+ float: CooldownRate

t + siring: PatternName
CubePattern3D + bool: ShowRig LinePattern3D
+ Vector3: Length + bool: Display + float: Length
4+ bool: Edges + color: DebugColor + Vector3: LineDirection
+ Vector3: CubeRotation +_ready() + Veclor3: SpreadAxis
+_ready() + _process(delta): + flact: ApreadAngle
+ verlicies_base(): Array[Vector3] + _selup_timer() + enum: SpeadMode (“symmelric”, "positive”, “negative”)
+ verticies(Vector3):Array[Vector3] + method(void): start_pattern + _ready():
+get_edge_points():Array[Vectord] + stop_pattern() + points_on_line(Vector3, Vector3, int): Amray[Vector3]
+ apply_rotation(Array[Vector3]): Array[Vector3] + _on_spawn_timeout{} Ge_crt«:nlge_veaor_around_ax'\sweclora. Vector3, float):
+ _rotate_vector_around_axis(Vectord, Vectord, float): Vectord + spawn_full_pattern{) + calculate_direction(Vectord): Vector3
+ points_on_line(Vector3, Vector3, int): Array[Vectora] + calculate_direction(Vector3): Vector3 + calculate_spread_direction(int): Vector3
+ calculate_direction(Vector3): Vectord + spawn_bullet(Vector3) + _update_editor_visualization()
+_update_editor_visualization(): + method(void): _update editor_visualization
HIngPa{tern:iD HingPi}arn!D

+float: Radius + float: Radius

+ Vector2: Divisions + Vector3: RingRotation

+_ready() +_readyl)

+ calculate_sphere_vertices(float, int, Vectord, Vectord): Amay[Vector3]: + calculate_ring_vertices(float, int, Vectord, Vector3): Array[Vector3]:

+ _update_editor_visualization(): + _Uupdate_editor_visualization():

Pruc. 3.4 PosivpeHa fiarpamMa K/aciB 111a0/10HiB

PatternBase3D posmnoginenuii Ha Tpu Kareropii: TectyBaHHs (Debug), [Tocunanns
Ha 00’ekT KyJii (Reference) Ta cami mapameTpu 6a3oBoro 1abaoHy (Spawn). B kareropii
TeCTyBaHHSI HasiBHi JiBa JIOTiUHi 3MiHHI [/ Tieper/isify TOYoK B cueHi (Show Rig) i
3anycky pii 1mabsoHy B cepegoBuili (Display). Takok HasiBHa 3MiHHa KOJIbOPY
BijobparkenHst rpacdip 1mabsoHy Ha cijeHi (Debug Color). B kareropii mocumraHHs Ha
00’ €KT TIPUCYTHS JIMIIIe O/IHA 3MiHHa, siKa rpuiiMae Node3D 00’ €KTH 1/ BUKOPHUCTaHHSI
B IKOCTI KyJii. OCHOBHOIO KaTeropi€r € Spawn, B IKOMY IPUCYTHI 3HaU€HHS [j1s1 YaCTOTU
cTBOpeHHs KyJib (Spawn Rate) Ta mpomixkky yacy Mixk motokamu Kyib (Cooldown Rate).

®dyukilisa _ready() € BOymoBaHorwo ¢dyHKIier0 GDScript, sika BUKIMKAETLCS ITiJ] Yac
iHimizarii 06’€kTy, B AKOMY 3HaXOUTHLCS CKPUIT (3a3BUYaii TTPU TTEIIIOMY KaJpi CLIeHH).
@yHKIis BUKOHye TMOYaTKOBY MIiATOTOBKY CKPHUIITY, 30Kpema BCTaHOBJIEHHS
BHYTPIIIHBOrO TaiiMepy Ta (yHKLis 3aBaHTakeHHs1 debug_loading(). Lis dyHkuis
TiJK/IF0Ya€e CKPUIIT 3 Ma/IFOBaHHS JIiHIM Ta TOUOK y MPOCTOPI, TPUCBOIOE 1 10 JOUiPHBOTO
00’€eKTa, Ta BUKOPUCTOBYE (PYHKIIIT LIbOTO CKPUMTY /sl MaFOBaHHS TOUOK 3a JI0TTIOMOT'OF0

dyHk1ii _update_editor_visualization().
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func debug_loading() -> void:
var DebugDrawerScript = preload("res://addons/bullet_cutter_3d/debug_drawer.gd")
debug_drawer = Node.new()
debug_drawer.set_script(DebugDrawerScript)
add_child(debug_drawer)

func _ready() -> void:
debug_loading()
_setup_timer()

if Engine.is_editor_hint():
_update_editor_visualization()

_update_editor_visualization() - 1e ogHa 3 ronoBHUX (YHKIM Kiacy, sKa
3aliMaeTbCsl BiloOpa)keHHSIM TOUOK Ta JiiHiM 1m1abmoHy y mipocTopi cieHu. DyHKIis
BUKOHYEThCS TUIbKHY 3a Y MOBH sIKIIo Show Rig ctae no3utuBHMM. ba3oBa Bepcist
TiTUAIIAE yoKe iCHYI0Ui TOUKH, SIKIT[0 BOHU Oy CTBOpPeHi paHiiie. @yHKIlist 6epe CricoK
y>Ke iCHylOuMX TOYOK Ta JIiHiM Ta BUJanse iX 3 cijeHW 3a pgoriomororo .clear() Ta
free_queue(). Ileii meTos € 6a30BOI0 (YHKIIi€I0 OUMIIIeHHS 3aliBUX abo 3acTapiinx

TOYOK, 1110 BUKOPHUCTOBYETHLCA 1 B IOUIPHIX Kjlacax.

func _update_editor_visualization() -> void:
if not Engine.is_editor_hint():
return
# Clear existing visualization
for line in _editor_lines:
if is_instance_valid(line):
line.queue_free()
for point in _editor_points:
if is_instance_valid(point):
point.queue_free()
_editor_lines.clear()
_editor_points.clear()

if not show_rig:
return

_process() Takox € ¢pyHKUi€er0 pyiis Godot, sika BUK/TMKA€ETbCS KOXKeH Kazp. B
PatternBase3D, QyHKI1]isi BAKOPUCTOBYEThCS /11 BipaXyHKY BHYTPIllIHiX TaliMepiB, sIKi
CiAKYOTECA PyHKLi€0 _on_spawn_timeout(). B 3anexxHocTi Big yactora Spawn Rate
JIOPiBHIOE HYJIIO, 111a0/I0H BUCTPE/IOE YCIO TPYIy KyJb i CTapTy€ BifipaXxyHOK HOBIO
Tanmepy Ta yacy Mk rpynamu Ky/ab Cooldown Rate. @yHkuis _process() BAKOHY€TbCS
Ti/IbKY 3a OZIHI€T 3 IBYX YMOB: SIKIIIO 111a0/I0H TpaL{l0€ BCepeUHi 3amyiiieHoi rpu abo ctaH

Display € no3utrBHUM. SIKII10 yMOBU He 3a[J0Bi/IbHI, 1|51 QYHKILisl iIrHOPYETHCS.
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func _process(delta: float) -> void:

if Engine.is_editor_hint() and global_transform != _last_transform and show_rig:
_update_editor_visualization()
_last_transform = global_transform

if Engine.is_editor_hint() and not display:
return

# Simple "Auto-fire" for testing/preview

if display or not Engine.is_editor_hint():
if _spawn_timer.is_stopped() and _cooldown_timer <= 0:

start_pattern()
# We still need to count down the cooldown before the next burst can start

if _cooldown_timer > O:
_cooldown_timer -= delta

Kosu tatimep Cooldown gocsirae Hy/1t0, (yHKIIisI 3ayCKae KyJIi 3a JOMOMOTOkO
dbynkuii  spawn_full_pattern(). Cama dynkuis spawn_full_pattern() mpoxoautb uepe3
CIMCOK iCHYFOUMX TOYOK I11ab/I0OHy i 3amyckae dyHKIito spawn_bullet(), sika poOuTh
00’eKT Kyi sikuii OyB Bu3HaueHuii B Bullet Scene, mpr3Hauae fiomy ckpunt bullet.gd Ta
Ha3Havae Kyqi nocmifoBHicTe pyxiB BulletBehaviour. Lleit mpoiiecc BigOyBaeThcsi 3

KOKHOIO CTBOPEHOIO KYJIeH0 B I'PYIIi, SKi 3’IBJIAIOTHCA 31 IIBUAKICTIO Spawn Rate:

func spawn_bullet(origin: Vector3 = global_position):
if not bullet_scene: return

var bullet = bullet_scene.instantiate()
bullet.set_script(bullet_script)

# Give it a fresh behaviour so each bullet tracks its own index independently

var b := BulletBehaviour.new()

b.BulletMoves = Behaviour.BulletMoves # shared array ref is fine, moves are read-only
bullet.behaviour = b

get_parent().add_child(bullet)
bullet.global_position = origin

PatternBase3D mae paouipHi Kjacu mab/ioHIB, sIKi BiJITOBial0Th 3a CTBOPEHHS
KyJ/Ib BIIPO/IOBXK JIiHii, Ki/ibLis, KyOa Ta cdepu. Li 06’eKTH € €AHUM, 1110 AOCTYTIHI /15T
JI0/laBaHHSA 10 ClleHH uepe3 MeHio 006’ ekTiB. Lli mouipHi 06’ €KTH BUKOHYIOTh Oi/IBIITICTD
byHKLIiM 0aTBbKiBCBKOTO KJ1acy, pa3oM 3 MoaudikaLissMu byHKIIiT

_update_editor_visualization() Ta BiacHi QyHKIIii /151 pO3paxyHKy KOOPJAUHAT TOUOK.
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3.3.3 LinePattern3D

[Mepium 3 mgouipHix kiaciB € LinePattern3D — 11ab/ioH, sIKAM CTBOPIOE KYyJIi
BIIPOZIOBXK TpsiMoi JiiHiT y 3D mpocrtopi. OkpiM 3HaueHb, sika Oy/iu ycrmagKoBaHi 3
PatternBase3D, kjac Tako)K Ma€ BJacHI 3HaueHHs1 Ay ToOygoBuW JiiHil. Llumu
3HauUeHHsSIMU € BeKTOp HampaiieHHs Direction Ta fgoBxkuHa jiHil Length. Takox s
KJIaCy HasiBHI JIaHHI /Ji1 PIBHOMIDHOTO PO3KHAY Ky/b, L0 € TOTEHL[IMHUM MeTOA0M

po3iIMpeHHst PyHKLiOHaTy y MaliOyTHIX BepCisix MPOJYKTY.

3 Perspective - ba

Puc. 3.5 LinePattern3D y pezakTopi

1151 BUKOPHCTaHHS 1[bOT0, TaK i iHIITKMX JOYipHiX 111a0/10HIB, TOTPiOHO TIpoBeCTH
PO3paxyHKH KOOD/JMHATiB TOUOK, 3 SIKW3 OyAyTh CTBOPIOBATHCh Kymi. [y 1bOTO

bepyTbcs AaHHi 3 Kateropii LinePattern3D.

end_pos = global_position + line_direction.normalized() * length

Llst popmyna obumcstoe KiHellb Bifipi3ka MeTOIOM /10/laBaHHs 100yTKY BEKTOpPY Ha
JIOB)KMHY JiHii Ta MoyaTKOBOi TOUYKM, yMM BuUcTymnae global_position sik KoopjuHaTa
1eHTpY 11aboHy. [Tic/ist o6paxyBaHHS, BiZIOMO TOUKY MOYATKY Ta KiHeLls BiZipi3Ky.

OcHoBHoto (yHKIIi€er0 Kacy LinePattern3D asisi o6unc/ieHHsI TOUOK 111a0/I0Hy €
points_on_line(). ®yHKLis mpuiiMae MoYaTOK Ta KiHeLlb BiZIPi3Ky pa3oM 3 KiJIbKiCTIO KYJIb

B 111a0/10Hi (1110 BU3HAUa€ThCS 3HaUeHHsAIM Amount kiacy PatternBase3D).
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AKIo KiNBKICTb TOYOK [JOPIBHIOE HYJIIO, TO (PYHKLis irHOpyeThcs. B iHmomy

BUTA/IKY, SIKIIIO KiJIbKiCTb TOUOK Oifibliie HyJIsl, TO3ULIii 06paxoByIOTHCS 3a LIUKIIOM:

for i in range(num_points):
var t = float(i) / float(num_points - 1) # 0.0 to 1.0
points.append(start.lerp(end, t))

@OyHKIiS TPOXOAWUTh uepe3 Habip uwucen Bif Hy/AsS [0 YMC/IA KiJIBKOCTI TOYOK
(num_points) Ta MpPOpPaxoOBY€ BiHOCHY MO3ULIK0 TOUKM BIPOAOBXK JiHil. Harpuknazn,
SIKIL[O Y JIiHII BCbOI'0 TPY TOYKH, [IBi TOUKM CTarOTh ITIOYaTKOM Ta KiHLIeM BiJpi3Ky. Asie
TPeTs TOUKa CTa€ IMOCepPeAMHi, OCKi/IbKM BOHA IpOMopIjiiHa Oy/e CTOSTH Ha I[eHTpi
BiZIpi3Ky.

[Ticnsi ¢hoopMyBaHHS HOBOT'O CITMCKY, TOUOK, 3aIllyCKAa€TbCs [OAATKOBA JIOTiKa
_update_editor_visualization(), sska BUKOHY€ J/IOTiKy OaTbKiBCBKOTO KJacy, ITiC/s SIKOi
(bYHKI[isI Ma/TFOE HOBi TOUKM Ha MICI[IX KOOP/IMHAT 3i CITUKY TOYOK, 1[0 0YJI0 OTPUMaHO

paHitiie.

3.3.4 RingPattern3D

Ha Bigminy Big  LinePattern3D, sikuii Mae BnacHi QyHKLii 3 pyYHUMH
obpaxyHKamu KoopauHat, RingPattern3D mae nuiiie ofgHy (yHKIiIO sfKa 0OUHCTIOE
KOOpJWHATH TOUOK METO/IOM 00epTaHHsI TOUKU HaBKoJj10 ocert XY Z. Knac 6epe pazmyc
Kiselis (Radius) Ta rpagycu o6epranss y 3D npoctopi (Ring Rotation).

I[Mporjec 06paxyHKy KOOpMHAT TOUYOK BiI0yBa€TbCSI HACTYITHUM UYHMHOM:

1.CTBOpeHHsI HOBOT'O CIIMCKY TOUOK /ijisi 30epekeHHsI KOOPAWHAT i BUKOPUCTaHHS
TIpU 1100Y/I0Bi TOYOK CTBOPEHHS KY/Ib.

2. KouBeprarjis 3HaueHHS o0epTaHHsA Kilblid 3 TpajyciB B pafiiaHd 3a

dbopmynoro 3.1.

(3.1)

JTIT
rrrrrr =
180°

ne rad — Tpaaycu obepTaHHSI KiJibI|l B pafiiaHax (30epiraeTrbCs B 3HaUeHHi

Vector3), a — rpasyc obepTaHHs B rpajycax.
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1. CTBOpPHOETHLCSI MaTpHIis 06epTiB y TPUBIPHOMY TIPOCTOPi po3Mipom 3 Ha 3:

var basis = Basis()
basis = basis.rotated(Vector3(1, 0, 0), rot_rad.x) #Rotate around X
basis = basis.rotated(Vector3(0, 1, 0), rot_rad.y) #Rotate around Y
basis = basis.rotated(Vector3(0, 0, 1), rot_rad.z) #Rotate around Z

Je rot_rad — rpajiycu obepTaHHs B pajjiaHax

2. 11 KO>KHOI TOUKW B KiJIbI[i, BUKOHYIOTBCSI O0OpaxyHOK JIOKaIbHOTO KyTa

BIJHOCHO TUIOIIUHU XY

for i in range(num_vertices):
# Angle for this vertex (in radians)
var angle = (2.0 * PI * i) / num_vertices
# Local position on the ring (in XY plane initially)
var local_pos = Vector3(
radius * cos(angle),
radius * sin(angle),
0.0

3. 'nobanbHUI KyT 06paxoBy€eThCSI METO/IOM CYyMU [JOOYTKY JIOKaZbHOTO KyTa Ha

MaTpHUIf0 06epTaHHS i T7100abHOT MO3UILlii 11a0J/I0HY .

var world_pos = basis * local_pos + position
ring_points.append(world_pos)

B pe3y/ibTaTi OTpUMayeThCsl CIMCOK KOOPWHAT KiflbLis, K1l 00epHeHH HaBKOJIO
ocier XYZ, 3 pafiycoM Ta JAeTali3alli€t0 BepLIMH BU3HAUYEHUX KIJbKICTIO KYJ/b B
111a6,10Hi.

B3sTtuii criicok moTiM o6pobsoetbes dyHKIjiero _update_editor_visualization()

[J/151 Bidyasi3anil B peJjakTopi.



46

¢ Perspective 5
o

Puc. 3.6 RingPatter3D 3 11oCcTynoBUM CTBOPEHHSIM KYJIb

3.3.5 CubePattern3D

CubePattern3D — 1jH oAMH i3 ABYX KOMIUIEKCHUX I11aO/IOHIB, SIKUW CTBOPHOE
abcrpakTHuii Ky6 3 8 BepiliHaMM SIK OCHOBHHUMHU KYJISIMU Ta OLIiOHA/IbHUMU TPaHsIMH, SIKi
BUITYCKAIOTh KYJII B 3a/1€)KHOCTI Biff IX KiZIbKOCTI. KiJIbKICTB KYJIb BUITYII|eHUX 3 FPaHi
HafpsiMy 3ajeXXuTh Bij BeseurHd Amount kiacy PatternBase3D. Takox KyO moxkHa
obepraru y 3D npcoTopi 3a moromororo BesleuriHA Rotation Degrees (Vector3).

I3 ycix ¢iryp B muiariHi, Ky6 € HAaKOMIUIEKCHIIIIUM Yy BUKOHAaHHI, OCKibKHA B
obpaxyBaHHSI KOOPJWHAT BKJIIOUAIOTLCS TOYATKOBI mo3wiiii 8 BepimH, 12 TpaHei
B/PKOBX SIKMX POMIILYFOThCSI TOUKW Ta 06epTaHHs [JUX TOUOK HaBKOJIO oceit XYZ. Ane
TpU [IbOMY KJIaC BUKOpUCTOBYE (GyHKILit0 points_on_line() 3 LinePattern3D.

CriouaTKy, 00paxoBYIOThCS 8 BepIIIMH Ky0a MeTO/JOM CTBOPEHHSI CITUCKY BepIIH

Ta [0[aBaHHS TOYOK /|0 CIIMCKY 3 BiZICTYIIOM, L]0 JOPIBHIOE TTOJIOBHHI JOBXUHU:

# Bottom face (z = -hal_length.z)

verts.append(Vector3(-hal_length.x, -hal_length.y, -hal_length.z)) # 0
verts.append(Vector3( hal_length.x, -hal_length.y, -hal_length.z)) # 1
verts.append(Vector3( hal_length.x, hal_length.y, -hal_length.z)) # 2
verts.append(Vector3(-hal_length.x, hal_length.y, -hal_length.z)) # 3

# Top face (z = +hal_length.z)

verts.append(Vector3(-hal_length.x, -hal_length.y, hal_length.z)) # 4
verts.append(Vector3( hal_length.x, -hal_length.y, hal_length.z)) #5
verts.append(Vector3( hal_length.x, hal_length.y, hal_length.z)) # 6
verts.append(Vector3(-hal_length.x, hal_length.y, hal_length.z)) # 7
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[1Jo6 3pobuTH 1eHTp Kyba MaTh Ti K KOOPAWHATH IO i I[eHTp IMaboHy, TIpH
BU3HAUEHHI BEPIIWH TOUYOK, MPUWMAETHCA BiACTYM, JOBXWHOK 3 TIOJIOBUHHU JOBXXWHU
Ky0Oa B30BX oci. [Ile ofiHOO MPUYMHOIO0 BUKOPUCTAHHS MTOJIOBYH JIOBXKHH AIJIs1 BiJICTYITiB
30epiraHHs JOBKUHHU CTOPiH Ky0a /10 BesleurH, 3aflaHuX B IHcriekTopi (quB. Puc. 3.7).
3cyB Ky0a 70 1IeHpTY 111a0/I0Hy pOOMTh 3MiHH B IOB’KWHAX CTOPiH Oi/bII HATYPaTbHUM i

KOMGbOPTHUM J1J1s BUKOPHCTaHHS 111a0/I0HY Ta pe/ilaryBaHHS B PYILIil.
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Puc. 3.7 [lemoHCTpariis LieHTpasti3ariii Kyba /0 Hy/IbOBUX KOOPIHUHAT

[Ticnss BU3HAUeHHsI BepIIMH Ky0a, Ta TIO3UTMBHOMY 3HaueHHs BifjoOpa>keHHsI Ta
oOpaxyHOK rpaHeid Ky0Oa. OCKi/JIbKM, B)Ke BiJOMO BepIIMHA Ky0a 3 TMOIepegHix
o0OpaxyHKiB, /i1 oOpaxyBaHHS TOYOK B3/I0BXK TI'DaHell, BUKOPUCTOBYETbCA (YHKIis
points_on_line() Ta folaBaHHS TOUOK BEPILINH, /10 CITUCKY TOUOK CTBOPEHHS KYJIb.

[nst obpaxyBaHHs1 o0epTaHHsA Kyba BUKOPHCTOBYEThCS (PyHKILii apply_rotation(), 1o
CTBOPIOIOThH CITMCOK TTIOBEPHYTHX TOUOK Ta OKpeMe 00epTaHHs I[UX TOUOK HaBKOI0 XYZ
yepe3 (yHKIii rotate_around_axis(). ®@yHkiiis rotate_around_axis() BUKOHY€ OCHOBHI
obpaxyHKu obepTaHHS KyOa, METOJOM KOHBepPTaIlii I'pa/[yCiB y pajJjiaHy Ta HOpMaJti3ariil
KyTiB 06epTanHs. [Tic/ist Hopmartizariii Ta KOHBeTparlil KyTiB, BAKOPHCTOBYEThLCS (homyJia

Pogpireca:
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@,?90006 £ kivwwwwwssysey €k V1 — vvvvyyyy (3.2)

ne k — Bicb 0bepTaHHs, V—BeTOPY  , - KYT IIOBEPHEHHs BEKTOPY HaBKOJIO
ocCi.

OOpaxyHOK BUKOHYETHCS 3a TPUHLMIIOM ObOepTaHHsS IMPOEKI]ii BeKTOopa Ha
TpajlyCiB I10 TUIOIIVHI, ITI0 TIepIIeHAUKYIsspHa oci K. s hopMy/ia BUKOpHCTOBYEThCS TIPU
peHjlepax KowmIT'toTepHOi rpadiku, 0co0aMBO, KO BUKOHYIOTHCA TPUBHUMIPHIi
obeptaHHs 06’ekTiB. [Tic/st BUKOHAHMX 00paxXyHKiB, K/IaC OTPUMY€E HOBHM CITHMCOK TOUOK

I1s1 Bizyanisargii uepe3 _update_editor_visualization().

H i i
:
® F.

Puc. 3.8 CubePattern3D y Pegakropi

3.3.6 SpherePattern3D

SpherePattern3D — 1ie Apyruii KOMIJIEKCHUM 111a0710H, sIKMM Oepe /1Ba UMca Ajist
BHM3HaUeHHs Ki/IbKOCTI pO3pi3iB Mo BepTHKali i ropusoHTati cepu (Divisions: Vector2)
B ZI0JlaTOK /10 paziycy cdepu (Radius). et mabmoH, sk i RingPattern3D, Mae BLOTO JIAII
ofHYy (YHKLiIO, OCKi/IbKY [/1s1 pO3paxyHKy C(hepu TaKO)X BUKOPHUCTOBYETHCS OJHA

dbopmysa chepruuHux koopauHar (aus. @opm. 3.3 -3.7):
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XX = FFVVVVVVYVYVVSSSSIT (3.3)

YY = FFVVSSSSVVVVSSSSTT (3.4)

77 = FrVWWYovry (3.5)
Je X, V, Z — KOOpJMHAaTH TOUKH sikKa 00paxoByeThbcs, 6 — 1e n00yTOK T Ha

Bi/IHOIIIEHHS HOMepY BEpIIWHU BiJIHOCHO KiJTbKOCTI TOPU30HTa/bHUX TpaHel, a ¢ -
n00yTOK 21 Ha BifIHOIIEHHS HOMepYy BepIIMHM Bi[HOCHO KiJTbKOCTi BepTHKAIbHHUX

rpaHemu:

V= Qri—sﬁ* JTIT (3.6)
rr= @@ 2T (3-7)
Ty

Jle i — 11e HoMep BepIIMHU Bi/IHOCHO OZJHOTO 3 PO3pi3iB MO FrOPU30HTAaI (X) Ta
BepTuKaii (y). r;, - KIJBKICTb pO3pI3iB MO TOPU30HTAlI, ir, - KiJBKICTb pO3PI3iB 110
BepTUKaJIl.

[Ticsis BUKOHaHHS 00pPaxXyHKIB yCiX BepiliiH c)epu Ta 3aHECCeHHsI KOOPAWHAT [0
CIMCKy TOYOK, _update_editor_visualization() oHOBmIO€ BifOOpakeHHS TOUOK B
pejaKkTopi.

Ili yoTnpu [AodipHi 1MIA0/IOHKW € CTAapTOBOIO TOUKOIO B PO3p00OIli MOAYIbHOI
cuctemu 11absoHiB. Came Ifi UOTUpH 1IaOIOHW € HAMMPOCTIIIMMHU 111a0/I0HaMU TpU
po3pobiii irop >kaHpy Shmup i MOXXyTh OyTH BUKODUCTaHi Io3a MeXXaMU >KaHPY TpU.
IlepeBara 1ii€i cucTeMy lie BUCOKA THYUKICTb, fIKa [03BOJISIE CTBOPHOBATH BEJIUKY
KUIbKICTh YHIKQ/IbHUX aTakK, BUKOPUCTOBYIOUU MIHIMYM pecypciB.

[Tpu LbOMY, CJTiJl 3ayBaXKUTH, 1[0 OJIHUX iHCTPYKIIili IIOZI0 3aITyCKy KYJIb OyBae

He/IOCTaTHBO 1100 3MYCUTH 3arajiaHi KyJii pyXxaTUcCh I10 CLieHi.

3.3.7 Cucrema noBejiHKHU Ky/1b

Sk Oysi0 3a3HayeHO paHillle, KO)KHA aTaka YW TepelIko/a CKalaZaeTbesi 3 ABYX
KOMIIOHEHTIB: 11ab/l0Ha Ta TOBeAiHKU KyJsib. Taka MOAy/TbHa CHCTeMa CIIPOEKTOBaHA
Aans Toro, 106 Mo)kHa Oyso jierko 3amMiHIOBaTHM yacTUHM aceTy 6e3 HeoOXigHOCTI

CTBOpIOBATU aceT HaHOBO. [1lab0HHA YacTUHA CTi/Iye 3a MiClieM CBTOPeHHS i IIIBUAKOCTI



50

CTBOPEHHsI KYJib, KONM TOBEJIHKOBa YaCTWHA BiJIMOBi/la€ 3a BjaCHe MOBEAIHKY CamX
KyJ/Ib, LIBUJKOCTiI iXHBOTO MOJILOTY Ta HarpaB/ieHHs IXHbOTO MOJbOTY. [ToBeJiHKOBUI
MO/Ty/Ib KOMIIJIEeMeHTY€ 111ab/loOHHUI MOAy/ib, 00 came TIOBe[iHKa Ky/i BIUIMBAE Ha
OCHOBHY po00Ty 111ab/i0Ha TPU3HAUEHHSIM BJIACTUBOCTeN KyJli, SIKY CTBODIOE I1aOJIOH.
[ITabsioH Mo)ke TmpalffoBaTd 0e3 [A0AATKOBOTO Ha/aIlITyBaHHS I11ab/IOHIB y ClieHi
(BuKopHcToBytourd 0a3oBy dafault moBezinky). Ilpu 1jbOMy, pecypcH TOBeJiHKUA He
MO>XYTb ICHYBaTU He3a/Ie)KHO y CLIeHI, OCKI/IbKM BOHU He OINUCYIOTh KYJIi, 10 SKUX BOHU
TpYB’13aHi.

CuctemMa TIOBe[iHKA Ky/b CKJIAJA€TbCS 3 TPbOX UAaCTHUH: CKPUNT KYJIi
(bullet_script), cnucok nocaigoBHocTi ToBeZiiHku (Bullet Behaviour), Ta pecypcu
noeiHku (Bullet Move). CKpurit KyJii BifirioBifla€ 3a moeaHaHHsA IMab0Hy i Ky
MeTO/JOM IIPUB’AA3yBaHHS CKPUIITY 1 CIIMCKY IOC/IIJOBHOCTI IMiJi YyaC CTBOPEHHS KYJIi.

CniMcok moc/iJOBHOCTI BiZITIOBiAa€ 3a OpraHisaliito pyxiB KyJib Ha MIPOTA3i il iICHyBaHHS.

3.3.8 Pecypcu BulletBehavior Ta BulletMove

Pycypcu B Godot — 11e abcTpakTHi 00’ €KTH, 5Ki MatOTh GYHKITioHas 30epiraHas
JAHHUX i BUKOHAHHS KOJy. BOHM BMKOPHCTOBYIOTHCSA SIK 3aMiHIOIOUi 00’€KTH, SIKHUX
MO>KHA MiHATH SIK 3HaueHHs. Haripukaz, sSIKII[0 y IepCcoHarka € pecypc 30poi 3 Koziom,
SKWM [IO3BOJISIE CTPIJIATH Ta IepepsiiKaTh 30p0or0, pO3POOHUK MOKe CTBOPUTH I0UipHi
pecypcu sKi HacaifyloTh 1jeli KOA i MaroTb KOHKpeTHi 3HaueHHs 30poi. Pecypcu
J03BOJISIIOTh POOWTH CHUCTEMH MOJYJbHUMH, [/isi CTBOPEHHS HOBOTO THUIY 00’€KTY,
JIOCTaTHBO YHaC/IiyBaTh peCcypC 3 HOBUM 3HaYeHHSIMHU.

B KOHTEKCTi 1[bOr0 I/1aTiHy, peCypcHy CTaloTh KOHTeliHepaMH, sIKi TpUMatoTh B cobi
iH(popMaLitf0 Mpo MOBeAIHKY KyJii TijJj yac TOoJbOTy. 30Kpema, 3a Lie BiJAMNOBiJat0Th
pecypcu BulletBehaviour ta BulletMove. BoHu € He3anexHUMH OAWH BiJ] OJHOTO
pecypcaMu, TOMy BOHM 00M/IBa HaCIiAyt0ThCA Biff 6a3oBoro Resource, 1110 BiZiToOBiziae 3a
camy JIOTiKy peCcypciB. €WHNU 3B’ 30K SIKHW BOHU Mal0Th, 1€ CaM CITUCOK MOC/IiJOBHOCTI
BulletBehaviour sikuii npuiimae nuiie 3HadeHHsi BulletMove. Ockinbkyd pecypcu Mo
BJIACHIW CYTi € KOHTeMHepaMM [Jisi JAHHUX, iX MO)XKHa BUKODHMCTOBYBAaTU SIK OKpeMi

3HaueHHs ab0 3MiHHi, IKi MO’KHa OpraHi30BYBaTH B iHIIIUX pecypcax.
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BulletMove B cBoto uepry, € 6i/ibIl KoMIIeKCHAM pecypcoM HixX BulletBehaviour,
OCKIi/IbKH 11ei pecypc MiCcTUTb B c0bi iH(opmaliito po MoBe[iHKY KYJIi ITiJ] 4ac TIeBHOTO
niepiony. Pecypc B cobi Mae iHdopmartjito nmpo mBuikicts (Velocity), uac meBHOTo
niepiogy moBexiku Kysi (Lifetime), Ta ocobnuBy Bapiaiiifo s THIy Harpsamy Ky
(AimAt). Lls 3miHHa Mae nuiiie /iBa 3HaUeHHsI: HalpaB/IeHHs Ha iHIMM 00’ €KT B CLieHi
(Node) abo HampaB/ieHHs1 110 BekTopy (Direction).

Tun  HampaB/ieHHS  BU3HAya€Thbcsi 3a  jgomomorow  ¢yHKUil  Godot
_get_property_list(). LIt dyHKIis TOBepTa€e CMUCOK 3HaueHb 00’ €KTY, SIKi BUAUMi B MEHIO
IncriekTopa 00’ekty. Lo  GyHKI[iF0 MO)XKHa BHUKOPHCTOBYBAaTH [jis  Oifbiioi
iHTepaKTUBHOCTI 3 [HCIEKTOpOM Ta [0 aBaHHs HOBUX (DYHKLIiM 10 3HaueHb. B ckpunTi
BulletMove 3HaueHHs 11i/1i Ha 00’ €eKT (Aim_target) Ta BekTop HarpaByeHHs1 (Direction)
He MaroTb Tery (@export. L]i nBa 3HaueHHSI MO’KHa BBa)KaTW TPUXOBAHUMH, OCKIIBKH
BOHM He BiflobpakatoThCs B IHCIiekTopi. Ajte mpu 1[boMY, B GYHKIIiT _get_property_list()
MO>XHa BUCTaBUTH YMOBY Ha [IOAaBaHHS LIMX MapaMeTpiB, 3ajie)Kauy BiJl TUITy HanpsMy

Kymi AimAt i sogaBaTi noTpibHe T0/Ie 3a/eXKHO BiZj 0OpaHOTO TUITY:

func _get_property_list():

var properties =[]
# Show Aim_target only when aim_at is "Node"
if aim_at == "Node":
properties.append({
"name": "Converge",
"type": TYPE_BOOL,
)]
properties.append({
"name": "Aim_target",
"type": TYPE_OBJECT,
"usage": PROPERTY_USAGE_EDITOR,
"hint": PROPERTY_HINT_NODE_TYPE,
"hint_string": "Node3D"
b
# Show direction only when aim_at is "Direction”
if aim_at == "Direction":
properties.append({
"name": "direction",
"type": TYPE_VECTORS,
"usage": PROPERTY_USAGE_DEFAULT | PROPERTY_USAGE_EDITOR
)

return properties
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Lle n03BOJIAE 3MIHIOBAaTU I0JI1 B IHCIEKTOPI TPsMO IIiJ 4YaC Ha/lallTOBYBaHHS
00’eKkTy, 10 pOOWUTH Ha/MAIITYyBaHHSA TIOBeAiHKM KyJ/i OifbIl 3pyuHHM 3aB[sKU
KOMITAKTHOCTI MOJied. IHTepakTUBHICTh T0J/iel BBeZIEHHS € y>Ke KODUCHUM NPUMOMOM,
OCKLU/IbKY 1je [J03BOJISI€E 3alMCyBaTh BeJIMKY KUIBKICTH IMapaMeTpiB IIpU JIMILe KiTbKOX

noJisix abo miATpUMYyBaTU MOAYJIbHICTE 00’ €KTIB.

3.3.9 Ckpunr kyi Bullet.gd

Came Bullet.gd € 3B’s3yr0urMM CKpUIITOM MiXK 11abJIOHOM Ta TOC/IiZIOBHICTIO
TIOBe/[iKM TIi/l YaC CTBOpPEHHs Tpoljecy Kysi. Ssk Oyso 3a3HaueHO paHillle, CKPUIIT
nipuB’si3yeTbcs pa3oM 3 BulletBehaviour o koxkHoi Kyni mig uac ii iHitiasnizarii. Cam
CKPUNT Ma€ AOCTYI [0 LbOT0 CIMCKY MOC/IiJOBHOCTI i came Y 1[bOMY CKPHUIITI MPOXOAUTD
norika obpaxyBaHHsSI TpaEeKTOpil TMOJILOTY i camMoro mepecyBaHHS Ky/b. JlBoma

ocHoBHUMM (GyHKLisiMU € _process() Ta calculate_direction():

func _process(delta: float) -> void:
if behaviour == null or behaviour.BulletMoves.is_empty():
return

# Recalculate direction every frame if homing
if move.aim_at == "Node" and move.Aim_target != null:
if move.Converge:
move_dir = (move.Aim_target.global_position - global_position).normalized()
else:
move_dir = (global_position - move.Aim_target.global_position).normalized()

global_translate(move_dir * delta * move.velocity)
rotate_y(move.rotation_speed * delta)

_move_age += delta
if _move_age >= move.lifetime:
_move_index +=1
if _move_index >= behaviour.BulletMoves.size():
queue_free()
return
switch_moves(_move_index)
_move_age = 0.0

Y @yHKiii _process() BiZioyBa€TbCsi OCHOBHA JIOTiKa OCHOBHOT'O PYXY, fie CITOYaTKY
TiepeBipsieTbCA UM TIPUCYTHI JaHi y mabmoni. fAkijo 1m1absoH Mae fKich 3HaueHHs
BulletMove, 3amyckaeTbCst OCHOBHa JIOTiKa. SIKIIIO KyJTi Li/IIThCS B SIKiKCh 00’ €KT, TO e

J0/laTKOBA TiepeBipKa Ha 30kHiCTh TpaekTopili ooty (Converge). Skimo Converge €
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TIO3UTHUBHUM, TO KYJIi 30iratoThCsi B OZIHY TOUKY, sIKa 3a3BUYaii € LIEHTOPM 00’ €KTY, 710
SIKOI BOHU LiAThCs1. AJte sikiio Converge € HeraTUBHUM, TO KYJIi HaBIaKu, po30iratoThest

Bi/Il LIEHTPY Ha/laHOI TOUKH, aJie NP LIbOMY JIETATh B ii CTOPOHY, SIK Ha PUCYHKY 3.6.

% Perspective g
..

Puc. 3.6 Pi3nuug soriuaux 3HayeHb Converge

[ mepecyBaHHSI Camol KyJii y TIPOCTOpL € ABa MeTOAuU: 3MiHa KOOpPJAWUHTAT 4M
BUKOPHMCTAHHS 30BHilIHIX crl. Obu/[Ba BapaHTU MalOTh CBOI 3aCTOCYBaHHS Ta TiepeBaru
B MeBHUX CUTYallisiX. SIKILIO Ky/isl Ma€ NafaTv BHU3 TiJ] CUJIO0 rpaBiTaLlii (Harpukiaz
rapmata), A0 s L€l 3aAaui Kpaije TiJiiiile MeTOJ 30BHIIHIX CWI, e Ky/as €
MUHAMiuHUM 00’ €KTOM 3i cBOiM 06’€MOM Ta Macoxo.

Ha 1ieit guHamiuHMii 06’ €KT HaK/IaAat0ThCs CUJTH TSDKIHHS Ta CHJIa CaMOT0 3aMyCKy
Kymi 106 3MmycuTtH ii pyxiTHCh. MeTox 3MiHM KOOPAWHAT MiAXOJUTH MJIs Oi/IbII
MPSAMOJIIHIMHUX KyJ/b, 0 SIKUX He [iF0Thb 30BHIIIHI CW/IM 1 MawTh BJACHI TpaBWiIa
repecyBaHHs. SIKII0 YMOBHO, pakeTa, sika JIETUTb IO MPSIMIM JIiHiI, pyXa€TbCs 3a
JIOTIOMOT'0F0 MeTO/ly 3MiHU KOOpAMHAT. MeTo/ 3MiHU KOOPAMHAT MiXO0AUTh [JIs1 KY/Ib,
AKi JIeTSTh 3a TepeA0auyBaHOK KOOPAWHATOIO, KOJM MeTOJ, 30BHIIIIHIX CHAI Ma€ CBil
e/leMeHT BUIMaJKOBOCTI.

[TepecyBanHsi Kynb B ckpunrti Bullet.gd BUKOpHCTOBYeTbCS MeETOLOM 3MiHHU

KoopauHat uepe3 ¢yHKIito global_translate(). ®@yHkiiis npuiiMae 3HaueHHs1 Vector3, Ta
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npuMiHse il SK BifgcTynm Bijg opuriHambHOI To3uilii 06’ekta. Ockinbku _process()
BUK/IMKAETbCS KOXKeH Kajip, 11 (QYHKI[isi poOuTh i/Mr03it0 pyxarodoro o0’e€KTa, KOIM
HacTipaBZli KO>KeH KaJ[p TIPUMIHSETbCS BiJICTYN BiJ MOYaTKOBOI TO3MIfii 00’ekTa. s
3acTocyBaHHs 1€l ¢yHKiii Oeperbcs M00yTOK BekTopy HarpsiMy Direction (abo
move_dir gKkirio 11i/utto € inmmii 06’ekT), unco delta 1170 o3Havae yac 3 MepIoro Kajpy
Ta Ta IIBUJIKICTb KyJi Velocity:

[Ticnst Toro sIK BMKOHA/MWCh yCi MOTPiOHI Aili A7 mMpecyBaHHS, BUKOHYETHCS
30i/Ib11IeHHS TIPOMZIEHOT0 Yacy TIifi uac [jbOro Pyry 3a JJoroMoror move_age += delta.
SIki110 move_age JoCAT 3HaUeHHs yacy Aii pyxy, BiOyBaeTbCs iepexi/| Ha HaCTYITHUM
pyx. [To-miepiiie ifekc pyxy 30i/IbIITYETHCS HA OWH i BiI0yBa€eThCsI MepeBipKa pO3MipKy
CITMCKY MOC/IiTOBHOCTI. HKII0 YMC/I0 iHAEKCY BXOAUTh 10 LIbOI'O CITUCKY, 3aIlyCKa€e€TbCs
byHKLis 3MiHK pyxy switch_moves(), e 3aCTOCOBYIOTbCS HOBi 3MiHU A1 PyXY KYJIi i
repepaxoBYIOTbCS HarpaB/ieHHs KyJii uepe3 ¢yHKito calculate_direction(). ITicsist Toro
K 3MIHMBCA pyX KyJi, yac repiofy move_age CKUAYETbCA A0 HyJA 1 IipoLec
TOYMHAETHCS 3aHOBO.

®yHkiis calculate_direction() € Apyror0 0CHOBHOIO (DYHKIIii€t0 CKPUTITY KY/Ii, sIKa
Oepe Ha cebe 0OpaxyHOK HOBOI TpaekTOpii MosboTy. Y dyHKIIT € ABi ymMoBH: I1epiiia
repeBipsi€ TUIT HarpaB/eHHS MDK BEKTOPOM 1 L/UIr0. AKI0 TUIIOM HarpaB/ieHHS €
BEKTOpP, TO HalpaB/ieHHsSM CTa€ HOPMasli30BaHUM BEKTOp, SIKWW BU3HAaYeHUM B
BulletMove. HopMmari3aliisi — 1je mpoliecc ripuBeieHHsI BEKTOPY /10 PiBHOMPOIOPLIIMHUX
3HaueHb MeTOJOM /[IiJieHHS1 KOMIOHeHTiB XYZ BeKTOpa Ha WOro [JOBXKUHY, 11100
3aro6irTi HepiBHOMIPHOI IIIBHUAKOCTI T10 JliaroHassM, abo siK B BUTIAZKY 111abJI0HY, 11100

KYyJ/Ii MaJii CBOIO BJIaCHY Tpa€ekTopito (auB. Puc 3.7).
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Y

‘#’1

Puc 3.7 Hopmanisauis Bekropa

B iHIIoMy BuMa/iKy, SIKII[0 TATIOM HarpaB/ieHHs € 00’ €KT, pO3pax0BY€ETbCS BEKTOP
METOZIOM Pi3HMLIi L[eHTPY Li/Ti 06’€KTa, B SIKY JIETUTh KYJIsl Ta CAMOTO PO3TalllyBaHHS Ky,
Mic/iss 4oro BEeKTOp HOpMasli3yeTbcsl. TakiM UMHOM BUXOJAWTH IO yci Ky OyayTh
36iraTvcs B L[eTpi LiJIi, 32 YMOBH SIKII[O Y Lii/li HeMa BIaCHOI Kouti3ii abo pyxaeTbcs (SKII0
Coverge € o3UTUBHNUM). TaKM MeTO/IOM MOXKHA iMiTyBaTH «BUOYX» 111a0JI0HY, SIKIIIO

Ha3HAUWTH LU0 11aboHy camoro cebe.

func calculate_direction() -> void:
if move.aim_at == "Direction":
move_dir = move.direction.normalized()
else:
if move.Aim_target != null:
# Fly toward the target
move_dir = (move.Aim_target.global_position - global_position).normalized()
else:
# No target — shoot inward toward pattern origin (null sentinel behaviour)
move_dir = (global_position — get_parent().global_position).normalized()
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4 TECTYBAHHSA TA BUBHAYEHHSA IVIAHY PO3BUTKY

TecTyBaHHs TUlariHy 3a3BUYaii BiOyBa€ThCsl TIPSMO I1iJ YyaCc PO3POOKK CaMOro
3abe3neuenHs. Pymriti Godot [03BO/siE aKTUBHO TeCTyBAaTH KOJ yCepeAuHi Mporpamu
3aB/SIKM BJIaCHMM IHCTpyMeTaM i TeCTyBaHHA. [J0 LIbOrO TaKOK BK/IFOUAETHCH i
aHHOTaLlisl @tool, 1110 A03BOJIsI€ 3aMyCKaTH KO, ycepeauHi pefjakropa pyuis. Lis dyHkiis
KOPUCHA He Ti/IbKU [/l CaMoro relM/in3aiiHy, ajie i 703BoJIsi€e aKTUBHO BUIPaB/ATH Oaru
MiJ| yac BHeCeHHsI HOBUX (YHKILIiNA.

OpHUM 13 MpUK/Ia[iB € TeCTyBaHH IiJl yac 3MiHM TIOBeJIHKM TIeBHOI MeXaHIKH.
SIK1110 Ha TIOYaTKy PO3pOOKK TMpOorpaMu, OFHA 3 YaCTHH MPOrpaMy BUKOHYBaIaCh OJHUM
YMHOM (JorycTUMO, OOpaxyHOK HarmpaB/ieHHsI TI0/bOTY 0OOpaxoByBaBCsS B KOZi
1ab/10Hy), TIpU CTBOPEHHI HOBOT'O KOJy UM aJiariTallii CTaporo KOy MoyKe TIPHU3BEeCTH [0
neBHUX KOH(IKTIB 3i crapyuM KojoM (TeBHi (YHKIii He TpaioiTh abo MpaioiTh
HEKOPeKTHO). B Takux Burajkax O0yso BU3Haue€HO MeTO/i aKTUBHOT'O TeCTYBAaHHSI aceTiB
TI7IariHy ITi/] 9ac po3po0OKH.

Sk mpuknaz, Oye B34TO Kelic Mirpariil o0OpaxyHKY HaripaBJieHHS [0JIbOTY KYJIi.
[Tepen  ctBopeHHsiM  KoHienTiB  BulletBehaviour Ta BulletMove, @dyHkiis
calculate_direction() 3Haxogunace y PatternBase3D, sika mana [0JaTKOBi AaHi, sIKi
BiJMOBiJlan 3a LIBUJKICTb, HarlpaB/ieHHSI PyXy, Ta >KUTTS Kyni. Lliei cucremu Oysio
JOCTaTHBO [I7Is1 CTBOPEHHS MPOCTUX 111a0/I0HIB aTak, 60 Takuii mpoljec He BUMaras Bif
cebe momymnbHOCTi. IIpobnema BUHUK/IA B TOTpeOi 1iei camoi MOAY/IBHOCTI TTiC/s
niepersisifly refimruieto Shmup irop, fe ataku 0y KOMILJieCHUMU i 6aratocTyrieHeBUMH.
[3-3a 1iei mOTpeOM B MOAYNIBHOCTI TIOBEQiHKM Ky/i, CTBOPHIMCH KOHIIETITH
BulletBehaviour ta BulletMove.

[Tepes mouaTKOM MirpyBaHHSI KOJTy, C/i/i 3p0OUTH TECTOBY CIieHy, B sIKiii MOYKHa
BibHO pO3MilllyBaTH I1a0/IOHKM aTak i KopuryBaTH 3po0seHi mI1ab/0HM ITiJ uac
TecTyBaHHA. CljeHa He ITOBUHHA MaTH Ha/ITO CKJ/IaJHOM), JOCTaTHLO MaTH IJIOLIUHY, 10
sIKili MO>XKHA MepeCcyBaTHCh IepCOHa)XeM B T'Pi (SIKILO BiH €) i pO3MITKU /1Jis1 3aMiprOBaHb.

Hnst yporo keiicy Oysno 3po6sieHO HeBeNMKY CiTuacTy IUIOL[MHY 3 TiepelkojamH i
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noj0aHo iHTepdetic 7s eperysily CTaTUCTHK AiebariHry BcepejuHi rpy, sik Ha pUCYHKY

4.1.
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Puc. 4.1 BikHO rpu B CLieHi /i1 TeCTyBaHHS

4.1 InTepdeiic CTaTUCTUK Y Tpi

InTepdeticu ana nepersisly TeCTyBalbHUX CTaTHCTUK MOXKe JoroMaratd y
GaraThbOX BWIA[KaX, Bifi TeCTyBaHHs TeBHHUX MeXaHIK TPH, fK py3 IepCcoHa)ka, Tak i
3arajibHa CTabibHICTh rpy. OJHUM i3 MPUK/IA/iB TECTOBUX iHTep(eiCiB € KOHCOMb —
BIKHO TepMiHaJly ycepeiuHi I'pH, sIKa [103BOJISIE TIeper/isiiaTy neBHy iHdopMallito y rpi
abo HasallITOBYBATH IeBHi TTapaMeTpH, siKi He[JOCTYTHI B 3BUYalHUX Ha/AlTYBaHHSX ITif
cebe. Asie OCKiZIbKY MPOEKT ZIOBOJIi Ma/Iiii TI0 pO3MipaM i He Ma€ IIMPOKHX HasallTyBaHb
Ha /IaHOMY eTarli po3po0iii I'pH, A0CTaTHbO MPOCTO MaTH HeBeJIMKe BiKHO [I/Is TTOKa3y
0a30BUX CTAaTUCTHUK: CTaH MEPCOHAXY, IIBUKICTh MePCOHAXa, Ha KUK 00’ €KT TUBUTHCS,
FPS, Ta iH.

[Ipuknaz HaBe[jeHO Ha PUCYHKY 4.2.
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Puc. 4.2 Bikao koHcoJti B Team Fortress 2

Inst po3pobku TimariHy, mofiOHI BiKHA [03BOJIAIOTH BU3HAUWTH, HACKIIBKU
PYCYPCHOMICTKi TIpOIleCH CTBOpPeHHsI Ky/ib MOXyTh OyTu. Taki 11absioHu sK JiiHiA Ta
KiJIbIle He 3aliMal0Th 0araTo HaBaHTa)KeHHS Ha POOOTY TPH, KO KOMIUIEKCHI aTakH sK
cdepa Ta Kyb 1pu BeJIMKOMY HaBaHTa)KeHi Ky/ib MOXKYTh TToHU3UTU FPS HaBiThk Ha 20
KaJpiB, 1110 [/1s1 [IesTKUX JieBaiiciB Moxke OyTH KaTacTpo(hiuyHO BTPATOI MPOJYKTUBHOCTI
I'PU i MOXKe HeraTUBHO IJIMHYTH Ha Bpa)KeHHs BiJl TPU.

Crip 3ayBayKUTH 1110 He B YCiX BUIMAJKaX pe3yabTaTh MOXKYTh OYTH OJJHAKOBI, AesKi
KOMIT’ FOTEPU MOXKYTh MaTH Ipo0ieMH 3 00p0OKO0 BeTMKOI Ki/IbKOCTi 06’ €KTIiB, KO/U
iHIIII MOXKYTb He MaTu npobsieM B3arasi. ToMy peKoMey€eThCsl IPOBOAUTH TeCTYBaHHS 3
iHIIIMMHK KOpUCTYBayaMu, 6a)kaHo i yac Bifjeo3B’s13Ky. Takum uuHOM, po3pobHUK Oye
GaunTH peakilito iHIIMX KOPUCTYBadiB Ha TPy ab0 MPOAYKT i BUHOCTUTH ME€BHi BUCHOBKH

3 TeCTyBaHHH.

4.2 Pe3ysbTaTH TeCTyBaHHA

[Ticnst BUMpaB/ieHHs yCix BimoMux 6ariB B ruiaridi, 6y/io BfaliToBaHO HEBeTMKHH
orJyigf nepewikos y rpi. Ilepiue 1mjo ciij MOMITHUTH, Lie peCypCcO3aTpaTHICTb MEBHUX
m1absoHiB. CdepuuHi 1m11a6/10HN BUSBUINCH HAOLTBII TSHKKUMU 7151 00pOOKH, OCKITBKU

1[i Girypy € HalKOMIIEKCHIIIIMMY i MatOTh HalbisIbIlle KYTiB, 3 AKX MOXYTh BH/IiTaTH
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Kymi. ITepexig Mk Kynsmu BifOyBaeTbcss 0e3 mpobsieM i He BHUHHKAIOTH JIOTiUuHi
TIOMUJIKY, SIKi BIVIUBAIOTh Ha IPY.

TecTyBaHHS B peZlaKTOPIi MPOMIIIM Kpallje HiXK Y IPi, OCKUJIbKM KOXXeH pa3 KoJiv
BHOCSATBCSI 3MiHM y I1a0/I0H, CKPUNT aBTOMAaTUUYHO KOperye o0 AifHI pyxu KyJib
criBraZiaii ouikyBaHuUM. Lle o03Hauae Te, IO OCHOBHOIO IPOOEMOIO TIIATiHy €
ONTHMIi3allig Ta BUCOKO3aTPATHICTb CTBOPEeHHS BeJIMKOI KI/IbKOCTI KyJib. OCKIJIbKY TI/1ariH

po3paxoByeThcs Ha 3D mpocTip, mpobJieMa onTyuMi3aiiii € KpUTHYHOIO.

4.3 I11aH 11 HACTYMHUX PO3PO0OK MIariHy

[narin, sikuii 6yB po3pob/ieHui Tif] uac i€l po60TH BBa)KAETbCS TIPOTOTHUIIOM JIJIst
TiepeBipKY MOXJ/IMBOCTI BTiJIeHHsI PillieHHs [jis iCHYrouoi rpo6sieMu. [Ijist TPOTOTUITHOTO
TJIariHy JOCTaTHbO MaTH Jikile 0a30Bi QyHKIiI sKi OyAyTh BTiFOBaTH OCHOBHHM
¢dyHkiioHa3 I13. Ase SIKIIIO MPOEKT TPOJOBXKUTH CBOH PO3pOOKYy y MaliOyTHHOMY,
MO>KHa [PUBEPHYTHU [I0 yBaru HaCTYIIHI MeXaHIKU:

1. lopgaBanHs1i HOBUX omiik Agnsi BulletMove — oOCKiJIbKM CHUCTEMO KOHTPOJIIO
MOBeJiHKA KYJIb € MOJYJIbHOI, € CEHC PO3LIMPUTH (DYHKL[iOHa/ CKPUIITY KyJi Ta
Jo/iBaHHI HOBUX JaHuXx 0 BulletMove. BHeceHHs efleMeHTy BUIaJKOBOCTI [0 KYJIb,
obepraroya MIBU/IKICTb KYJib, TOIIIO.

2. CTBOpeHHs 111ab6JI0HIB 3 iHIIMX 111a0/I0HIB — ZiesiKi aTaKy MOYKYTh CTBOPHOBaTH
HOBI aTaku [i/1s1 OLTBIIIOT THYUYKOCTI Meperiko . Hampukiiazi, CTBOPeHHsI HOBUX Ki/lbLIeBUX
111a6/10HIB B3/I0BXK JTiHil.

3. Jlazepu sIK HOBUU THITy KyJIb MOKYTh MaTH BJIaCHUM TUII [I0BEIiHOK, OCKI/IbKU
BeJIMKa yacThHa Shmup irop Tako>k BUKOPHMCTOBYIOTB Jla3epH B IKOCTI aTtak. OnTumisariii
Ta BUMpaB/IeHHs HOBUX Ta CTapux OariB s Oi/LII THYUKOTO Ta TPHUEMHOTO

BHUKOPHUCTAHHA M/1ariHOM.
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BUCHOBKHA

Y mpoulecci BUKOHaHHA  AWIUIOMHOI poboTh Oy/0 CTBOPEHO TOBHOL[iMHMIA
MPOTOTUII IUIAriHy /i1l CTBOPEHHS aCeTiB aTak Ta IepeLlKOo/ Ha OCHOBI MOJIbOTY KYJ/Ib AJ1s
pywiiss Godot Engine. Ilig yac BUMKOHaHHSI MpOeKTy OyJi0 MpoaHaai30BaHO aHasoriuHi
pimenHst ayist 2D Shoot “em up irop, BUsB/IEHO CH/IBHI CTOPOHH pillleHb, 0OpaHO
ONTUMaJIHI iIHCTPYMEHTH /IS BUPIIlIeHHsI PO0/IeMU, CIIPOEKTOBAHO apXiTEKTYPY I/IariHy
Ta peasii3oBaHO (PYHKI[iOHA/IbHI KOMITIOHEHTH 3 BUKOHAHUM TeCTYBaHHSIM.

1. IIpoBeieHO aHasi3 pillieHb [jist iHIUX irPOBUX PYIIIiB /7151 CTBOPEHHS 111a0JIOHIB
aTak, 1110 /I03BOJTJIO Kpallje 3p03yMiTH TIPUHLIAITKA POOOTH MeXaHiKH, OUiKyBaHi JIOTiuHi
TIPOLIECH TIi/l YaC CTBOPEHHS aCeTiB Ta CKPUMTIB Ta OCOOMBOCTI PillleHb SIKi [OTIOMOTJTH
chopMosoBaT  (PyHKLiOHaZbHI  Ta  HeyHKL[iOHaJbHi BUMOTHM  TPOrPaMHOTO
3abe3reyeHHs.

2. IIpoBezeHO OrJisif Ta TEXHOJOTIH, IKi BAKOPUCTOBYBAaTUMYThCS /1J1s BUPILLIEHHS
nipobsiemu. Byno obpaHo irpowuii pyiiii Godot Engine, ockinbku miarid po3po0roeTbest
caMme /il LIbOTO irpoOBOrO pyilisg i Mae yci HeoOXifgHi iHCTpyMeHTH [/si CTBOpPEHHS
TJIariHYy.

3. Po3pobsieHO apXiTeKTypHYy CTPYKTYpY IUIariHy 3a TIPUIILIUIIOM /[BOX piBHIB
B3a€eMO/Iii 3 TUIariHOM Ta ZIBOX OCHOBHHX KOMITOHEHTIB aceTy: 11ab/IoHy [Jjisi CTBOpEHHS
MICbh /151 KyJ/Ib Ta CUCTEMU MEHe)KMEeHTY MOBe/IHKH KYJIb i/l 4aC IXHbOI0 MOJIbOTY

4. PeasizoBaHO OCHOBHY (DYHKL[iOHa/bHICTb: CTBOPeHHs 00’€KTiB I11ab/IOHIB y
CLleHi, IleperyisiZi TOYOK CTBOPEHHs KYJib Y peJakTOpi, CTBOPEHHs IOC/IiJOBHOCTI
TIOBe/IiHKM KYJIb Ta peasti3allis MOybHOI CHCTeMHU 111a0/I0HiB.

5. TlpoBeseHO TecTyBaHHsI TIariHy Oe3rmocepeJHRO B irpoBOMYy pyImii Ta
CepeJIOBMIIli TPW TIiJi yac pO3pOOKH TIuiariHy. IlnariH 3amoBibHSIE yCi BUMOTH
TIPOrpaMHOTO 3abe3redyeHHs sIKi Oy CTBOPeHHI Ha TIOYaTKYy MPOEKTY.

6. Po3po6sieHo 1/1aH po3ipeHHst PyHKIiOHATy TIIariHy Ha HAaCTYIIHI Bepcii ripu
MOKMBOCTI po3BUTKY [13 y MaiibyTHboMy. ['0n0BHOIO Mici€o IbOrO TIIaHy 1ie

[0/laBaHHs1 HOBUX (PYHKILiM [0 y>Ke iCHYI0UMX Ta ONTUMI3allisi TU1ariHy.
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7. 3arasnom, yci mocta/ieHHi 3az1aui 0ys10 BUKOHaHO. Pe3ynbTaTom poboTu cTaB
TIPALIFOFOUMI MTPOTOTHI TJIaTiHy, SIKUH MO)KHa BUKOPHMCTOBYBATU TIPU PO3po0iii irop 3

MexaHikamu Shoot "em up y 3D.

Po6orta npoiiiiia anpobatiito. 3a i pesysibraTamu 0y/10 ory0/1iKoBaHO HACTYTIHI
Te3U JOTOBi/eN:

1. KonomanoB [1.0., Xyzik Bb.O. Po3pobka muiariHy ajis irpoBoro pyiiisi 3
BiIKpUTUM KoaoM. Martepianu II BceykpaiHCbKOI HayKOBO-TeXHiIUHOI KOH(epeHLii
“BUK/IMKM Ta pilleHHs B MpOrpamHiv iwxeHepii”, 26 mucromaga 2025 poky, Kuis,
HeprkaBHUl YHiBepcUTeT iHpopMaljiliHO-KOMyHiKalliiHUX TexHoJIoTii. 36ipHUK Te3. —
K.: AYIKT, 2025. C. 396-398.

2. Konosanos [1.0., Xyzik B.O. Po3pobka mariHy s irpoBoro pyiisi 3
BiIKpUTUM KofoM. Marepianu VII BceykpaiHCbKOI HayKOBO-TeXHiUHOI KOH(epeHLil
“3acTocyBaHHSI TIpOrpaMHOTO  3abe3reueHHs B  iHopMalliiHO-KOMYyHIiKalliiHAX
TexHoJorisx”, 23 kBiTHs 2026 poky, KuiB, [lep>kaBHuUl YyHiBepcuUTeT iH(pOpMalliliHO-

KOMYHiKalliiHux TexHovioriii. 36ipHuk Te3. — K.: IYIKT, 2026. C. 166-169.
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JTOJATOK A. IEMOHCTPAIIMHI MATEPIA/IA

' ‘ OEP)XABHUIN YHIBEPCUTET

IHO®OPMALINHO-KOMYHIKALIINHNX TEXHONOT N

‘ D. H I HT HABYA/TIbHO-HAYKOBWIA IHCTUTYT IHOOPMALINHNX TEXHOMOT IV

KA®E[PA IHXEHEPIi MPOrPAMHOIO 3ABE3MNEYEHHSA

Po3pobka niarivy gns irpoBoro pyLwisa 3 BiAKPUTAM KOAOM

BuKoHaB CTyAeHT 4 Kypcy

rpynu Ma-44

KoHoBanos AMutpo OnekcitoBuy
KepiBHUK poboTu

JoueHT Kadoeapu IM3, gokTop dhinocodii (PhD) Xyaik borgaH OnekcaHgpoBmy
Kuis — 2026

META, OB’€KT TA MPEAMET AOC/IIKEHHS

MeTa po6OTHK: CMPOLLEHHS NPOLILECY CTBOPEHHSA NepeLuKo, 415 rpasLs
3a paxyHOK BUKOPUCTaHHS NPUHLMNY irpOBUX CHapAAiB.

OG’eKT AoChnifpKeHHA: Tnpouec CTBOPEHHS aceTiB («HabopiB»)
nepeLuKoq, AK1in 6asyeTbCsl Ha NOBEAIHLI CHapA4iB.

MpegmeT gocnigXeHHA: irpoBuiA pywin Godot Ta METOAN CTBOPEHHS
nnariHis BCepeauHi pyLuia.



3AZIAUI KBATIDIKALIIHOT POBOTW

1. Jocnigntn aHanorn ansa BUBYEHHSA METOAIB YNPaB/iHHA Ky/1siMU
(cHapspamu);

2. po3pobuTun cTpykTypy N3 3 onncom nosepiHkM Po3po6HMKa, PIBHIB

[OCTyny Ta B3aemMogii nnarida 3 pyLiem;

3. CTBOPUTK NPOTOTUMHY BEPCIIO N1ariHy 45 AeMoHCcTpaLii poboTu

KOHLIENTY;

4. npoTecTyBaT/ PO3po6/eHe NporpamHe 3abe3rneyeHHss Ta CTBOPUTH

nnaH Ha MarbyTHI peBi3il MPOeKTY.

AHAI3 AHANOTIB

Uni Bullet Hell

Bullet Up Hell BLAST

Danmakufu

Bullet Cutter 3D (anacHa
PpO3pO6Ka)

JocTynHicTb [ocTynHuii nuwe 3 Leski coyHKuji [oCTYnHMIA NOBHWIA dpyHKLioHaUT | [lOCTYMHUIA NOBHICTIO 3aBAAKM
hyHKUioOHaTY MarasuHy niariHis He[OCTYMHI y AeMo- BiIKpUTOMY KOOy

Unity i He mae gemo- | Bepcii nnariny

Bepcii
Migtpumka 3D |Migtpumye 2D i 3D MigtpymyeTbea nnwe | MigTpumyeTbea nvwe 2D NigTpumka 3D NpocTopiB

2D

MpocTota CepegHs, NoTpi6HO CepepHsi, NoTpiGHO Bucoka, Tpeba 3HaTV MoBYy Hu3bka, yci (oyHKLiT LIaGrony
BMKOPUCTAHHA | pO3YyMIiTU NPUHLMIN po3bpuparunch B ckpunTiB Danmakufu Ta BMiTn [OCTYMHI B OAHOMY O6'eKTi

CTBOPEHHSA LWab/oHiB

HasnawTyBaHHi TMnis
06'ekTiB NNarivy

npautoBatn 6e3 iHTepdelicy

THyuKiCcTb aceTiB

Hu3bka, AOCTYNHI
mLie KinbKa npocTrx
HalaLTyBaHb.
HeMoxmBo pobuTn
KOMI/IEKCHI aTaku.

Bucoka, 3aBAsKN
BESINKIlA KifIbKOCTi
napameTpiB Ta
MOZY/bHIV cucTemi
LwabnoHis

Bucoka, 3aBAAKV BfiacHiii MOBI
HanucaHHs CKpUNTIB

Bucoka, 3asKn1 MOAY/bHil
cricTeMi 06'exTiB | napamMeTpiB

JornomixHa
AOKYMeHTauis

BigcyTHA gonomMikHa
[OKyMeHTauis

HasBHa noBHa
LOKyMeHTaLis nnariHy
i HaBYasIbHI Bieo

MoBHMIA HaBY&aUTLHWIA Gror
BUKOPUCTaHHS pyLUilo 3
AeMoHcTpauisiMu poboTi Koy i
MUTaHHAMU 4151 NepeBipkn 3HaHb

JonomMixHa JoKyMeHTaLis Ha
CTOPIHL NPOEKTY
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BUMOT' AO NPOIrPAMHOIO 3ABE3INEYEHHA

®yHKLiOHaNbHI:

1. HasABHICTb 6a30BMX LLAGMOHIB
A1 CTBOpPEHHS aceTiB
nepewukoq (NiHis, Kinbue, Ky6,
cchepa);

2. HasiBHICTb ONUiA ONA nokasy
TOYOK CTBOPEHHS Ky/1b B
pefakTtopi;

3. BijOOpaXKeHHS NoBeniHKN
NnonboTy Ky/b 6e3nocepeiHbo y
pefaktopi (6e3 3anycky rpu) ois
TeCTyBaHHS,;

4. MOX/IMBICTb pefaryBaHHs
WwabsnoHIiB B pefakTopi 6e3
BTPYYaHHA B KO, naariHy.

HedyHKLiOHa/bHi:

1.npovec cTBOpPeHHA 06’eKTIB LWABMOHIB
B peflaKkTopi (CTBOPEHHS 06’EKTY, 3MiHa
napamMeTpiB, TeCTYBaHHA Ta
KOpUryBaHHs);

2. BMKOPUCTaHHA nnariHy 6e3 AoAaaTkoBol

KOHdpirypaduji nnaridy (nmwe npouec
BCTaHOB/IEHHA Ta YBIMKHEHHS B
pepakTopi);

3. He3aU/1eXHICTb Bif, iHLLIOro A0MNOMIKHOIO

nporpamMHoro 3abesneyeHHs 41
MOX/IMBOCTiI BUKOPUCTAHHA Yy MyCTOMY
MPOEKTI.

MPOrPAMHI SACOBW PEANISALLII

i’

9.0 0

Q
Godot: N ) GIMP: Git:
* Pywiii Ana pospobiky irop; * A/lbTepHaTUBHUI * Cuctema KOHTpOsIo
* B/IcHUi IDE; _ 3 rpachiuHuii peaakTop; BepCil;
* GDScript (MogudikoBaHwii * BigKPUTWI KOZ; * (pyHKL{iOHaN ANS
P_ython); . * Yy OUNSIOMHOMY MPOEKTI iHAMBIAYaIbHUX Ta
* BigkpuTuii Koa. BMKOPWCTOBYBABCS /151 rpyrnoBux pooir;
[m3aiiHy nikrorpam * BWKOPUCTaHHS CUCTEMHUX
(icons). thaiinis ona gokymeHTawi

(README.md).

66



PenosuTopiit

OMNmc NOBEAIHKU POPOBHINKA

Groopess Hogoro
wabnowy

BUCTaBneKHA
xapaiTepueT:
wabnony

GreoprosaTu KopCTyEan
nosepikey kyni?

Craoperi
nocainoaKocri
nosezi Ky

TIpHaHaYeHH HOBHX
pyxis 4 kyns Ha
KOXMA Nepion

3anoeinkui pesynerar?

oTpi6H

orinc

PIBHIB B3AEMOAII

Koa nporpamn

Crnagnui
pigeHs

MpOCTHit pieHs

LWabnokw o6'exTis

| CTBOpEHHA 06'exTiB B

3mika nyBniukHKx

My6nissi o8'exrn

I

3uika Koay wat;
Hanashn Koy |
nporpami
3MiHa dyHKUioHany
SMIHHIX
Bepciit nporpamy
K & penosuTopii

napameTpis 0G'exTie
Pecypcw auiHix I

Tectysanin
noseikKH 8
penaxTopi
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OMNnmc KNACIB WWABJTIOHIB

PatternBase3D

+ scene: BulletScene
+ float: SpawnRate
+ float: GooldownRate

+string: PatternName

CubePattern3D + bool: ShowRig LinePattern3D

+ Vectord: Length + bool: Display +float: Length

+ bool: Edges + color: DebugColor + Vector3: LineDirection
+ Vector3: CubeRotation +_ready() + Vector3: SpreadAxis
+_readyl) +_process(delta) +flaot: ApreadAngle

+ verlicies_basa(): Array]Vectord] + _selup_timer() +enum: SpeadMode (‘symmetric’, ‘posive”, negatie’)

+ verticies(Vector3) Array[Vector3] +method(void): start_patiern + _ready)

+get_edge_points(:Array[Vector3] + stop_pattern() +points_on_line(Vectord, Vectord, int): Aray[Vectord]
+_rotate_vector_around_axis(Vector3, Vector3, float).
Vector

+ spawn_full_patter() +_update_editor_visualization():

+ apply_rotation(Array[Vector3): Amay[Vector3] +_on_spawn_timeout()

+_rotate_vector_around_axis(Vecor3, Vectord, float): Vector3

+ points_on_ine{Vector3, Vector3, int): Aray[Vecior] +spawn_bullet(Vector3)

+ _update_editor_visualization(): + method(void): _update_editor. visualization

SpherePattern3D RingPattern3D

+fioat; Radius + float; Radius

+ Vector2: Divisions + Vector3: RingRotation

+ _ready(): +_ready()

+calculate_sphere_vertices(float, int, Vector3, Vector3): Array[Vector3]: + calculate_ring_verticesifloat, int, Vector3, Vector3): Array[Vector3):

+_update_editor_visualization(. +_update_editor_visualization()

EKPAHHI #OPMI

O

JemoHcTpauis WwabnoHy B
pefakropi

Behaviour

Bullet Moves

Burnisig WwabnoHy y rpi

. —)

o

o

PatternBase3D

& Debug

HanawtyBaHHg
006’ekTy B IHCnekTopi
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AMNPOBAUIA PE3SYNBTATIB AOCNIOXEHHA

* KoHoBav10B [1.0., Xygaik 6.0. PO3POBKA MJAIMHY 14 IrPOBOIO
PYWIA 3 BIAKPUTUM KOOOM. Matepianu Il BceykpaiHCbKOi HayKOBO-
TEXHIYHOT KOHhepeHLUiT “BUKNKA Ta piLLEHHS B NMPOrpaMHiii iHXeHepii”,
26 nuctonaga 2025 poky, Kuis, [lepaBHuii YHiBepcUTET iHhopMaLliiiHo-
KOMYHIKaLinHMX TexHonorin. 36ipHuk Te3. — K.: AYIKT, 2025. C 396-398.

* KoHoBavioB [.0., Xygaik 6.0. PO3POBKA MJIAMHY 1A IreoOBOIro
PYWIA 3 BIAKPUTM KOAOM. Matepianu VIl BceykpaiHCbKOT
HayKOBO-TEXHIYHOT KOHpepeHLii “3acTocyBaHHA NporpaMHOro
3abe3neyeHHs B iHhopMaLiiiHO-KOMYHiKaLiiHUX TeXHOOriSAX”, 23 KBITHSA
2026 poky, KuiB, [lepxaBHU YHiBepcUTeT iHdhopMaLliiHO-
KOMYHIKaUiiHMX TeXHO/IOorii. 36ipHUK Te3. (MogaHo A0 APYKY).

BUCHOBKW

1. MpoBeAeHO 03HANOM/IEHHSA 3 ICHYHUYMMIK TEXHOJTONSAMW Ta METOANKaMM
PO3pPOOKN MnepeLlKkos B INPOBUX PYLUIAX, BUAISIEHO TXHI CUMNbHI Ta crabki
CTOPOHU; )

2. Po3po6sieHo cxemy B3aemopjii po3pobHMKa 3 nnariHom B irpoBOMy pyLUit
Ha OCHOBI IBOX PIBHIB AOCTYMNY, 3 BK/KYEHHAM O0CTYNy A0 PENO3UTOpI0
Ta ONUCY UUVKITy BUKOPUCTaHHSA NariHa;

3. CTBOpEHO MpOTOTUMNHY BepCio nnariHy Ta onybnikoBaHa B OKPEMOMY
peno3unTopil NPOEKTY;

4. MNMpoTtecToBaHO NNariH Nig 4Yac npouecy Au3ailiHy Bopora Ta CTBOPEHO
nonepeaHiin nnaH nokpalleHb A5 HACTYNHUX BepCiii nporpamu.

13
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JOAOATOK b. JIICTUHI'U ITPOT'PAMHUX MO YJIIB

debug_drawer.gd

# Props to https://www.youtube.com/@ AecertGaming for
this piece of code

@tool

extends Node

func line(pos1: Vector3, pos2: Vector3, color =
Color.WHITE_SMOKE, persist_ms = 0):
var mesh_instance := MeshInstance3D.new()
var immediate_mesh := ImmediateMesh.new()
var material := ORMMaterial3D.new()

mesh_instance.mesh = immediate_mesh

mesh_instance.cast_shadow =
Geometrylnstance3D.SHADOW_CASTING_SETTING_O
FF

immediate_mesh.surface_begin(Mesh.PRIMITIV
E_LINES, material)
immediate_mesh.surface_add_vertex(pos1)
immediate_mesh.surface_add_vertex(pos2)
immediate_mesh.surface_end()

material.shading_mode =
BaseMaterial3D.SHADING_MODE_UNSHADED
material.albedo_color = color

return await final_cleanup(mesh_instance,
persist_ms)

func point(pos: Vector3, radius = 0.05, color =
Color.WHITE_SMOKE, persist_ms = 0):
var mesh_instance := MeshInstance3D.new()
var sphere_mesh := SphereMesh.new()
var material := ORMMaterial3D.new()

mesh_instance.mesh = sphere_mesh

mesh_instance.cast_shadow =
GeometryInstance3D.SHADOW_CASTING_SETTING_O
FF

mesh_instance.position = pos

sphere_mesh.radius = radius
sphere_mesh.height = radius*2
sphere_mesh.material = material

PatternBase3D.gd

@tool
extends Node3D
class_name PatternBase3D

var bullet_script =
load("res://addons/bullet_cutter_3d/bullet
behaviour/bullet.gd")

var bullet_move: BulletMove =
load("res://addons/bullet_cutter_3d/bullet
behaviour/default_move.tres™)

material.shading_mode =
BaseMaterial 3D.SHADING_MODE_UNSHADED
material.albedo_color = color

return await final_cleanup(mesh_instance,
persist_ms)

func square(pos: Vector3, size: Vector2, color =
Color. WHITE_SMOKE, persist_ms = 0):
var mesh_instance := MeshInstance3D.new()
var box_mesh := BoxMesh.new()
var material := ORMMaterial3D.new()

mesh_instance.mesh = box_mesh

mesh_instance.cast_shadow =
Geometrylnstance3D.SHADOW_CASTING_SETTING_O
FF

mesh_instance.position = pos

box_mesh.size = Vector3(size.x, size.y, 1)
box_mesh.material = material

material.shading_mode =
BaseMaterial 3D.SHADING_MODE_UNSHADED
material.albedo_color = color

return await final_cleanup(mesh_instance,
persist_ms)

## 1 -> Lasts ONLY for current physics frame
## >1 -> Lasts X time duration.
## <1 -> Stays indefinitely
func final_cleanup(mesh_instance: MeshInstance3D,
persist_ms: float):
get_tree().get_root().add_child(mesh_instance)
if persist_ms == 1:
await get_tree().physics_frame
mesh_instance.queue_free()
elif persist_ms > 0:
await
get_tree().create_timer(persist_ms).timeout
mesh_instance.queue_free()
else:
return mesh_instance

var deafult_behaviour: BulletBehaviour =
load("res://addons/bullet_cutter_3d/bullet
behaviour/deafult_behaviour.tres")

var _spawn_timer: Timer

@export_category("Debug")

(@export var pattern_name: String

@export var display: bool = false:
set(value):



display = value
if not display:
stop_pattern()
_update_editor_visualization()
@export var show_rig: bool = true:
set(value):
show_rig = value
_update_editor_visualization()
@export var debug_color: Color = Color.RED:
set(value):
debug_color = value
_update_editor_visualization()
@export_category("References")
@export var bullet_scene: PackedScene =
preload("'res://addons/bullet_cutter_3d/default_bullet.tscn")

@export_category("Spawn")
@export var Behaviour: BulletBehaviour
var amount: int = 8:
set(value):

amount = value

_update_editor_visualization()
@export var one_shot: bool = false
@export_range(0,999) var spawn_rate: float = 1.0
@export_range(0,999) var cooldown_rate: float = 1.0
@export var velocity: float

func _get_property_list():
var properties = []
if not is_class("SpherePatten3D"):
properties.append({
"name": "amount”,
"type": TYPE_INT,
"usage":
PROPERTY_USAGE_DEFAULT |
PROPERTY_USAGE_EDITOR
)

return properties

var _time_acum := 0.0

var _cooldown_timer: float = 0.0

var _bullets_spawned := 0

var _editor_lines: Array[MeshInstance3D] = []
var _editor_points: Array[MeshInstance3D] =[]
var end_pos

var points

var dir

var _next_spawn_time: float = 0.0

var debug_drawer: Node

func debug_loading() -> void:
var DebugDrawerScript =
preload("res://addons/bullet_cutter_3d/debug_drawer.gd")
debug_drawer = Node.new()
debug_drawer.set_script(DebugDrawerScript)
add_child(debug_drawer)

var _last_global_position: Vector3 = Vector3.INF
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func _ready() -> void:
debug_loading()
_setup_timer()
if Engine.is_editor_hint():
_update_editor_visualization()

func _setup_timer() -> void:
_spawn_timer = Timer.new()
add_child(_spawn_timer)
_spawn_timer.timeout.connect(_on_spawn_timeo
ut)
_spawn_timer.one_shot = true # We will manually
restart it

func start_pattern() -> void:
if _spawn_timer.is_stopped():
_on_spawn_timeout()

func stop_pattern() -> void:
if _spawn_timer:
_spawn_timer.stop()
_bullets_spawned = 0
_cooldown_timer = 0 # Optional: Reset cooldown
so it's ready to go again

func _on_spawn_timeout() -> void:

if spawn_rate <= 0:
# --- INSTANT BURST MODE ---
spawn_full_pattern()
_spawn_timer.start(cooldown_rate)

else:
# --- GRADUAL MODE ---
if _bullets_spawned < amount:

spawn_single_bullet(_bullets_spawned)
_bullets_spawned += 1
_spawn_timer.start(spawn_rate)
else:
# Burst finished, start cooldown
_bullets_spawned = 0
# Start next burst immediately
without cooldown delay
_spawn_timer.start(0.0) #
Changed from cooldown_rate to 0.0

func spawn_full_pattern() -> void:
for p in points:
spawn_bullet(p)

func spawn_single_bullet(index: int) -> void:
spawn_bullet(points[index])
pass

var _last_transform: Transform3D

func _process(delta: float) -> void:
if Engine.is_editor_hint() and global_transform !=
_last_transform and show_rig:
_update_editor_visualization()
_last_transform = global_transform
if Engine.is_editor_hint() and not display:



return

# Simple "Auto-fire" for testing/preview
if display or not Engine.is_editor_hint():
if _spawn_timer.is_stopped() and
_cooldown_timer <= 0:
start_pattern()
# We still need to count down the cooldown before
the next burst can start
if _cooldown_timer > 0:
_cooldown_timer -= delta

func spawn_bullet(origin: Vector3 = global_position):
if not bullet_scene: return

var bullet = bullet_scene.instantiate()
bullet.set_script(bullet_script)

# Give it a fresh behaviour so each bullet tracks its
own index independently

var b := BulletBehaviour.new()

b.BulletMoves = Behaviour.BulletMoves # shared
array ref is fine, moves are read-only

bullet.behaviour = b
LinePattern3D.gd

@tool
@icon("res://addons/bullet_cutter_3d/icons/line_icon.png")
extends PatternBase3D

class_name LinePattern3D

#--- LINE
@export var length: float = 2.0:
set(value):

length = value
_update_editor_visualization()

@export var line_direction: Vector3:
set(value):
line_direction = value
_update_editor_visualization()

#--- SPREAD (ANGLE-BASED)
@export var spread_axis: Vector3 = Vector3.UP:
set(value):
spread_axis = value.normalized() if
value.length() > 0 else Vector3.UP
_update_editor_visualization()

@export var spread_angle: float = 0.0: # In degrees
set(value):
spread_angle = value
_update_editor_visualization()

@export var spread_mode: String = "symmetric": #
"symmetric”, "positive", "negative"
set(value):
spread_mode = value

_update_editor_visualization()

var spawn_rate_discrease: float = 0.0
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get_parent().add_child(bullet)
bullet.global_position = origin

func _update_editor_visualization() -> void:
if not Engine.is_editor_hint():
return
# Clear existing visualization
for line in _editor_lines:
if is_instance_valid(line):
line.queue_free()
for point in _editor_points:
if is_instance_valid(point):
point.queue_free()
_editor_lines.clear()
_editor_points.clear()

if not show_rig:
return

func _exit_tree():
show_rig = false
_update_editor_visualization()

func _ready() -> void:
debug_loading()
super()
points = points_on_line(global_position, end_pos,
amount)
if Engine.is_editor_hint():
_update_editor_visualization()

func points_on_line(start: Vector3, end: Vector3,
num_points: int) -> Array[Vector3]:
var points: Array[Vector3] =[]

if num_points <= 0:
return points

if num_points == 1:
points.append(start.lerp(end, 0.5))
return points

for i in range(num_points):
var t = float(i) / float(num_points - 1) #
0.0to 1.0
points.append(start.lerp(end, t))

return points

func _rotate_vector_around_axis(vector: Vector3, axis:
Vector3, angle_degrees: float) -> Vector3:

nn

Rotates a vector around an axis by the specified



angle (in degrees).
Uses Rodrigues' rotation formula.
if axis.length() == 0 or angle_degrees ==
return vector

var axis_normalized = axis.normalized()
var angle_rad = deg_to_rad(angle_degrees)

# Rodrigues' rotation formula:

# v_rot = v¥*cos(0) + (kxv)*sin(0) + k*(k-v)*(1-
cos(0))

var cos_angle = cos(angle_rad)

var sin_angle = sin(angle_rad)

var term1 = vector * cos_angle

var term2 = axis_normalized.cross(vector) *
sin_angle

var term3 = axis_normalized *
axis_normalized.dot(vector) * (1 - cos_angle)

return term1 + term2 + term3

RingPattern3D.gd

@tool

@icon(""res://addons/bullet_cutter_3d/icons/ring_icon.png")

extends PatternBase3D
class_name RingPattern3D

#--- RING
@export var radius: float = 1.0:
set(value):

radius = value

if is_node_ready():
_update_editor_visualization()

@export var ring_rotation: Vector3:
set(value):

ring_rotation = value

if is_node_ready():
_update_editor_visualization()

func _ready() -> void:
super()
debug_loading()
points = calculate_ring_vertices(radius, amount,
global_position, ring_rotation)
if Engine.is_editor_hint():
_update_editor_visualization()

func calculate_ring_vertices(radius: float, num_vertices:
int, position: Vector3, rotation: Vector3) -> Array:
var result: Array =[] # local array instead of

CubePattern3D.gd
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func _update_editor_visualization() -> void:
super()
end_pos = global_position +
line_direction.normalized() * length

if not Engine.is_editor_hint() or not show_rig:
return

points = points_on_line(global_position, end_pos,
amount)
for i in range(points.size()):
var point = points[i]

_editor_points.append(debug_drawer.point(point,
0.05, debug_color, 0))

var axis_start = global_position

var axis_end = axis_start +
spread_axis.normalized() * length * 0.5

_editor_lines.append(debug_drawer.line(axis_start
, axis_end, Color.YELLOW, 0))

modifying points directly

var rot_rad = rotation * PI/ 180.0

var basis = Basis()

basis = basis.rotated(Vector3(1, 0, 0), rot_rad.x)
basis = basis.rotated(Vector3(0, 1, 0), rot_rad.y)
basis = basis.rotated(Vector3(0, 0, 1), rot_rad.z)

for i in range(num_vertices):
var angle = (2.0 * PI * i) / num_vertices
var local_pos = Vector3(
radius * cos(angle),
radius * sin(angle),
0.0
)
result.append(basis * local_pos +
position)

return result # — actually return it

func _update_editor_visualization() -> void:
super()

if not Engine.is_editor_hint() or not show_rig:
return
points = calculate_ring_vertices(radius, amount,
global_position, ring_rotation)
for point in points:

_editor_points.append(debug_drawer.point(point,
0.05, debug_color, 0))



@tool

@icon("res://addons/bullet_cutter_3d/icons/cube_icon.png"

)

extends PatternBase3D
class_name CubePattern3D

#turned out more complex than I expected lol

#--- LINE
@export var length: Vector3:
set(value):

length = value
_update_editor_visualization()

@export var edges: bool:
set(value):
edges = value
_update_editor_visualization()
#idk about that one, maybe implement later
#@export var faces: bool:
#set(value):
#faces = value
#_update_editor_visualization()

#--- ROTATION
@export var rotation_deg: Vector3:
set(value):
rotation_deg = value
_update_editor_visualization()

func _ready() -> void:
#loading the editor stuff
debug_loading()

super()

#define if we want add edges
if edges:
points = get_edge_points()
else:
points = verticies(global_position)
if Engine.is_editor_hint():
_update_editor_visualization()

func verticies_base() -> Array[Vector3]:

# Returns an array of 8 verticies based on the
lengths set on xyz

var verts: Array[Vector3] =[]

# Halving the length to center the cube
var hal_length = length / 2

# Define all 8 vertices as LOCAL OFFSETS (not
world positions)

# This is important so rotation happens around
origin (0,0,0)

# Bottom face (z = -hal_length.z)

verts.append(Vector3(-hal_length.x, -hal_length.y,
-hal_length.z)) #0

verts.append(Vector3( hal_length.x, -hal_length.y,
-hal_length.z)) #1

verts.append(Vector3( hal_length.x, hal_length.y,
-hal_length.z)) # 2

verts.append(Vector3(-hal_length.x, hal_length.y,
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-hal_length.z)) # 3

# Top face (z = +hal_length.z)

verts.append(Vector3(-hal_length.x, -hal_length.y,
hal_length.z)) #4

verts.append(Vector3( hal_length.x, -hal_length.y,
hal_length.z)) #5

verts.append(Vector3( hal_length.x, hal_length.y,
hal_length.z)) #6

verts.append(Vector3(-hal_length.x, hal_length.y,
hal_length.z)) #7

return verts

func verticies(origin: Vector3) -> Array[Vector3]:

# Taking the verticies we made and apply the
rotation to them

var base_verts = verticies_base()

var rotated_verts = apply_rotation(base_verts)

# making a separate array for the points we rotated

var world_verts: Array[Vector3] =[]

for vert in rotated_verts:
world_verts.append(origin + vert)

return world_verts

func get_edge_points() -> Array[Vector3]:

# Generates extra points based on ammount of
bullets we point in BasePattern3D

var verts = verticies(global_position)

var edge_points: Array[Vector3] =[]

# Define the 12 edges as pairs of vertex indices
var edges_list = [

# Bottom face edges

[0, 1],

(1, 2],

(2, 3],

(3, 0],

# Top face edges
[4, 5],
[5, 61,
[6, 71,
[7, 4],

# Vertical edges
[0, 4],
[1, 5],
[2, 6],
(3, 71,
]

# For each edge, generate points along it
for edge in edges_list:
var start = verts[edge[0]]
var end = verts[edge[1]]
var points_on_edge =
points_on_line(start, end, amount)
# Skip the first point on subsequent edges
to avoid duplicates at corners
if edge_points.size() > 0:



points_on_edge =
points_on_edge.slice(1)

edge_points.append_array(points_on_edge)
return edge_points

func apply_rotation(vertices: Array[Vector3]) ->
Array[Vector3]:

# Apply rotation to vertices around the anchor
point (0,0,0 in local space)

var rotated: Array[Vector3] =[]

for vertex in vertices:
var v = vertex

# Rotate around X axis
if rotation_deg.x != 0:
v = rotate_around_axis(v,
Vector3.RIGHT, rotation_deg.x)

# Rotate around Y axis
if rotation_deg.y != 0:
v = rotate_around_axis(v,
Vector3.UP, rotation_deg.y)

# Rotate around Z axis
if rotation_deg.z != 0:
v = rotate_around_axis(v,
Vector3.FORWARD, rotation_deg.z)

rotated.append(v)

# Returning it back to verticies()
return rotated

func rotate_around_axis(vector: Vector3, axis: Vector3,
angle_degrees: float) -> Vector3:

# Rotates a vector around an axis by the specified
angle (in degrees).

# Uses Rodrigues' rotation formula.

# Skipping if there's a zero
if axis.length() == 0 or angle_degrees == 0:
return vector

# Normalizing and converting to radeons
var axis_normalized = axis.normalized()
var angle_rad = deg_to_rad(angle_degrees)

# Rodrigues' rotation formula:
# v_rot = v¥cos(0) + (kxv)*sin(0) + k*(k-v)*(1-

cos(0))
var cos_angle = cos(angle_rad)
var sin_angle = sin(angle_rad)
SpherePattern3D.gd
@tool

@icon("res://addons/bullet_cutter_3d/icons/sphere_icon.pn
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var term1 = vector * cos_angle

var term2 = axis_normalized.cross(vector) *
sin_angle

var term3 = axis_normalized *
axis_normalized.dot(vector) * (1 - cos_angle)

return term1 + term2 + term3

func points_on_line(start: Vector3, end: Vector3,
num_points: int) -> Array[Vector3]:

# Generates evenly spaced points between start
and end (same as LinePattern3D)

var line_points: Array[Vector3] =[]

if num_points <= 0:
return line_points

if num_points == 1:
line_points.append(start.lerp(end, 0.5))
return line_points

for i in range(num_points):
var t = float(i) / float(num_points - 1) #
0.0to 1.0
line_points.append(start.lerp(end, t))

return line_points

func _update_editor_visualization() -> void:
super()
if not Engine.is_editor_hint() or not show_rig:
return

var verts = verticies(global_position)

# Draw corner points
for vert in verts:

_editor_points.append(debug_drawer.point(vert,
0.05, debug_color, 0))

# Draw edge points if enabled

if edges:
var edge_pts = get_edge_points()
for pt in edge_pts:

_editor_points.append(debug_drawer.point(pt,
0.03, debug_color, 0))
points = edge_pts

g")
extends PatternBase3D



class_name SpherePattern3D
var div_limit: int =5

@export var radius: float = 2:
set(value):
radius = value
_update_editor_visualization()

@export var divisions: Vector2i = Vector2(5,5):
set(value):
if value.x < div_limit: value.x = div_limit
if value.y < div_limit: value.y = div_limit
divisions = value
_update_editor_visualization()

func _ready() -> void:
super()
debug_loading()
points = calculate_sphere_vertices(radius, amount,
global_position, divisions)
if Engine.is_editor_hint():
_update_editor_visualization()

func calculate_sphere_vertices(radius: float, amount: int,
origin: Vector3, div: Vector2i):

var sp_rot: Vector2 = div

var sp_points = []

var sin_tethra

var cos_tethra

var phi

var sin_phi

var cos_phi

var vert = Vector3.ZERO
BulletMove.gd

@tool
@icon("res://addons/bullet_cutter_3d/icons/bullet_icon.png
Il)

extends Resource

class_name BulletMove

@export var velocity: float = 0.0
@export var lifetime: float = 1.0
@export var rotation_speed: float = 0.0

@export_enum ("Node", "Direction") var aim_at: String =
"Node":
set(value):
aim_at = value
notify_property_list_changed()
var Aim_target: Node3D = null:

set(value):
if aim_at == "Node":
Aim_target = value
direction = Vector3.ZERO
else:

Aim_target = null
var Converge: bool = true

76

for lat in range(0, sp_rot.x):
var tethra = (lat/sp_rot.x) * PI
sin_tethra = sin(tethra)
cos_tethra = cos(tethra)

for lon in range(0, sp_rot.y):
phi = (lon/sp_rot.y)*2*PI
sin_phi = sin(phi)
cos_phi = cos(phi)

vert.x = origin.x + radius *
sin_tethra * cos_phi

vert.y = origin.y + radius *
cos_tethra

vert.z = origin.z + radius *
sin_tethra * sin_phi

sp_points.append(vert)

return sp_points

func _update_editor_visualization() -> void:

super()

if not Engine.is_editor_hint() or not show_rig:

return

points =
calculate_sphere_vertices(radius,amount,global_position,di
visions)

for point in points:

_editor_points.append(debug_drawer.point(point,
0.05, debug_color, 0))

var direction: Vector3:

set(value):
if aim_at == "Direction":
direction = value
Aim_target = null
else :

direction = Vector3.ZERO

func _get_property_list():
var properties = []
# Show Aim_target only when aim_at is "Node"
if aim_at == "Node":
properties.append({
"name": "Converge",
"type": TYPE_BOOL,

1))
properties.append({
"name": "Aim_target",
"type": TYPE_OBJECT,
"usage":
PROPERTY_USAGE_EDITOR,
"hint":

PROPERTY_HINT_NODE_TYPE,



"hint_string": "Node3D"
)
# Show direction only when aim_at is "Direction"
if aim_at == "Direction":
properties.append({
"name": "direction",
"type": TYPE_VECTORS,
.0

Bullet.gd

@tool
extends Node3D
class_name Bullet

var behaviour: BulletBehaviour # replaces single ‘move’

var _move_index :=0
var _move_age := 0.0
var move: BulletMove

var move_dir: Vector3

func _ready() -> void:
if behaviour == null or
behaviour.BulletMoves.is_empty():
queue_free()
return
move = behaviour.BulletMoves[0]
calculate_direction()

func calculate_direction() -> void:
if move.aim_at == "Direction":
move_dir = move.direction.normalized()

else:
if move.Aim_target != null:
# Fly toward the target
move_dir =

(move.Aim_target.global_position -
global_position).normalized()
else:
# No target — shoot inward
toward pattern origin (null sentinel behaviour)
move_dir = (global_position -
get_parent().global_position).normalized()

BulletBehaviour.gd

@tool

@icon("res://addons/bullet_cutter_3d/icons/bulletbuh_icon.

png")
extends Resource
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"usage":
PROPERTY_USAGE_DEFAULT |
PROPERTY_USAGE_EDITOR

)

return properties

var _age :=0

func switch_moves(ind: int) -> void:
move = behaviour.BulletMoves[ind] # « no
“var’, assigns to instance variable
calculate_direction()

func _process(delta: float) -> void:
if behaviour == null or
behaviour.BulletMoves.is_empty():
return

# Recalculate direction every frame if homing
if move.aim_at == "Node" and move.Aim_target
1= null:
if move.Converge:
move_dir =
(move.Aim_target.global_position -
global_position).normalized()
else:
move_dir = (global_position -
move.Aim_target.global_position).normalized()

global_translate(move_dir * delta *
move.velocity)
rotate_y(move.rotation_speed * delta)

_move_age += delta
if _move_age >= move.lifetime:
_move_index +=1
if _move_index >=
behaviour.BulletMoves.size():
queue_free()
return
switch_moves(_move_index)
_move_age = 0.0

class_name BulletBehaviour

@export var BulletMoves: Array[BulletMove] =[]
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