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PE®EPAT

TekcToBa yacTrHa KBaidikamiiHoi podOTH Ha 3700yTTSI OCBITHBOTO CTYTICHS
Oakanaspa: 57 ctop., 26 puc., 21 mrepern.

Mema pobomu - po3poOka ABOBUMIpHOTO Iuiaropmepa 3 O1YHUM CKPOJIIHTOM
3acobamu irposoro pymrisi Godot 3 peamizaiiero 0a30BUX MEXaHIK KaHPY: KepyBaHHS
nepcoHakeM 3 TpuiioMaMu coyote time, Oydepwu3aliii Ta 3MIHHOI BUCOTH CTpUOKa,
O1YHOTO CKpOJIIHTY KaMepH, MOOYI0BU JI€MOHCTPAI[IHHOTO IrPOBOTO PIBHS, aHIMAIIii
nepcoHaXka 1 30MpaHuX MPEAMETIB Ta MIHIMAIILHOTO ITpOBOTO iHTEp(dEICy.

Ob'ekm  Oocnidxcenuss - TIPpOIEC PO3POOKH JIBOBUMIPHUX IrOp JKaHPY
margopmep 3 OIYHUM CKPOJIHIOM 13 3aCTOCYBaHHSIM Cy4YaCHUX ITPOBHX PYUIIiB 3
BIJIKPUTUM BHXI1JTHUM KOJIOM.

Ilpeomem Oocnioxcenuss - METOAW Ta I1HCTPYMEHTANIbHI 3acO0U PO3pOOKHU
miargopmepa 3 OIYHMM CKPOJIHTOM Ha OCHOBI irpoBoro pymiis Godot Ta MoBHU
nporpamyBanHs GDScript, 30kpema BuxopuctanHs By31iB CharacterBody2D,
Camera2D, TileMapLayer, AnimatedSprite2D, Area2D Ta CanvasLayer s
peamizamii (i3UYHOI MOJEN PyXy NEpCOHa)ka, irpoBOi Kamepwu, PiBHS, aHIMAIld Ta
1HTEepdeicy KopucTyBaya.

Kopomxuii  3micm  pobomu: JlOoCAI)KEHO TEOPETHYHI AaCHEKTH >KAHPY
iaropmMep Ta Ha OCHOBI MOPIBHSJIBHOTO aHaji3y OOIpyHTOBAHO BHOIp IrpoBOTO
pyuisg Godot. Cipo€eKTOBaHO MOJYJIBbHY apXITEKTypy I'PH 3 BUKOPUCTAHHSAM MaTepHy
Singleton (GlobalDataStore) Ta cucremu curnamniB st oOMiny gaHumu. [IpakTuano
peai3oBaHO TMPOCYHYTI MEXaHIKM KEpyBaHHS TEpCOHaxkeM (coyote time,
Oy(Qepusanisa crpubka), IeMOHCTpaliiHui 1rpoBuid piBeHb Ha 0a3l TileMapLayer,
iHTepakTuBHI 00'ekT Ta Tpadiunmii iHTepdeiic kopuctyBada. [IpoBemeHo

KOMILJIEKCHE T€CTYBaHHS PO3POOJIEHOTO NPOrPaMHOI0O 3aCTOCYHKY.

KJTIOUOBI CJIOBA: TUUIAT®OPMEP, BIUHUIT CKPOJIIHT, ITPOBUN
PVIIINA, GODOT, GDSCRIPT, PO3POBKA ITOP, JIBOBUMIPHA TPADIKA,
AHIMAITISL.
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BCTYII

VY cydyacHMX yMOBax CTPIMKOTO PO3BUTKY 1HAYCTpIi BIEOIrop Ta AeMOKpaTh3alii
IHCTPYMEHTIB PO3POOKH MPOrpamMHOT0 3a0e3TMeUeHHsS MUTAHHS CTBOPCHHS SKICHOTO
I'POBOTO0  KOHTEHTY  HE3aJCKHUMHM pPO3poOHMKaMU HaOyBae jemaini  OUIBIION
aKTyaJabHOCTI. IrpoBa IHIYCTpiSd € OJHUM 13 HAAMHAMIYHINIUX CETMEHTIB M00aIbHOT
udpoBoi exoHomiku[1], a xaHp minardopmepa 3 OIYHUM CKPOJIIHTOM, TOMPHU CBOIO
OaraTopiyHy ICTOpil0, HE BTpadae MOMYJISIPHOCTI W 3alUIIAETHCS 3aTpeOyBaHUM SIK
cepem TpaBIiB, TaKk 1 cepex po3poOHUKIB-ToyarkiBmiB. [losiBa BigkpuTux Ta
OE3KOITOBHUX ITPOBUX PYIIIiB CYyTTEBO 3HHU3HWIIA TOPIT BXoAy y cdepy TrehMIeBy,
CTBOPHUBIIM YMOBHU JJii pO3pOOKM MOBHOI[IHHUX ITPOBUX TPOEKTIB 0€3 3HAYHUX
¢dinancoBux BuTpar. Came TOMy TOCHTI/DKEHHS METOMIB Ta 1HCTPYMEHTIB peajizailii
JBOBUMIpHUX IUIaTGOpPMEPIB 13 3aCTOCYBaHHSM CY4YaCHUX BIJKPUTHX PYIIIiB €
aKTyaJIbHUM 3aBIaHHAM Ui (PaxiBIIB y ranaysi iHpopMaiiiHuX TEXHOIOTIH.

Axmyanvuicms 00Cni0dceHHs 3yMOBIIEHA HU3KOIO MPoOIeM, XapaKTEepPHHUX IS
Cy4acHOTO PHUHKY 1HCTPYMEHTIB po3poOku irop. Cepen HUX - HaIMipHA CKIAAHICTH 1
KOMEpITIHHA 3aKPHUTICTh NPOBIMHMUX ITPOBHX PYIIIiB, MO YCKIAJHIOE IX OCBOEHHS
CTyJACHTaMH Ta HE3aJCKHUMH PO3POOHHUKAMU; BIJCYTHICTh YHI(PIKOBAHUX METOAUYHHUX
HIIXOMIB JO TMPOEKTYBAHHS AapXITEKTypU JBOBUMIPHUX IUIaT(OPMEPIB; a TaKOXK
HEJIOCTaTHE BHCBITIICHHS TPAKTUYHUX AacCMeKTiB BUKoOpucTaHHs pytrs Godot s
CTBOPEHHsI 1rop xaHpy Iuiargopmep i3 O1UHUM CKpOTiHTOM. OKpeMUM BUKIIUKOM €
HEOOX1HICTh MOEAHAHHS €(PEKTUBHOI peaiizalii irpoBoi (pi3uKH, CHCTEMHU aHIMaIii Ta
MEXaHIKM CKPOJIIHTY B MeXXaX €JIMHO1, JJOTIYHO CTPYKTYPOBAHOI apXiTEKTYPH IIPOEKTY.

Mema pobomu - po3poOka TBOBUMIPHOTO MiaTopmepa 3 O1YHUM CKPOJIIHTOM Ha
ocHOBI irpoBoro pymrisi Godot i3 peamizaii€l0 MOBHOTO UKy CTBOPECHHS TPH: Bif
MPOEKTYBAHHS apXITEKTypH Ta ITPOBHUX PIBHIB JI0 BIPOBAKEHHS CUCTEMU KepyBaHHS
NEpPCOHAXKEM, aHIMal1i, 30MpaHHs IPEIMETIB Ta IrPOBOTO 1IHTEP(ENCy KOPUCTyBaya.

Ob'exkmom OocnidxcenHss € TPOLECH PO3pOOKH JBOBUMIPHHX IrOp >KaHPY

wiaropmep 3 O1YHUM CKPOJIIHTOM 3aC00aMU CyYaCHUX ITPOBUX PYIIIiB.
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IIpeomemom Oocniddcenns € METOOUM Ta TMPOTPaMHI 3aco0u  peanizarlii
miaropmepa 3 61YHUM CKPOIIHIOM Ha OCHOBI irpoBoro pyuis Godot 13 3acTOCYyBaHHIM
MoBH TiporpamyBanas GDScript.

Memoou oOocniodcenns. 1lin dvac HamucanHs KBamidikaimiitHoi poGotu Oyiau
BUKOPHUCTAaH1 METOJIM CUCTEMHOIO aHali3y Ta MOPIBHJIBHOIO y3arajJbHEHHS MpPH OIJIAI1
ICHYIOUMX pIIIEHb 1 PYIIiB, METOAU OO0'€KTHO-OPIEHTOBAHOTO Ta KOMIIOHEHTHOTO
IPOEKTYBaHHS NpU MOOYA0B1 apXITEKTYpH I'PU HA OCHOBI cUCTEMU By3:1iB 1 cueH Godot,
a TaKoXX METOJH (PYHKIIOHAIBHOTO Ta IFPOBOTO TECTYBAHHS JUISI IEPEBIPKU KOPEKTHOCTI
peai3oBaHUX MEXaHiK.

Hayxosa nosuzna odepoicanux pezynomamis. Y XOA1 TOCHIKSHHS CHCTEMATH30BaHO
HiIXiA 0 TPOEKTYBAHHS Ta peaiizalii JBOBUMIpHOTO 1wiaTdhopMepa 3 OIYHUM
ckpomiaroM 3acobamu pymiis Godot. 3ampornoHOBaHa apXITEKTypa IPOEKTY, IO
IPYHTYETBCSI Ha 1€papxii By3JiB 1 CLIEH 13 BUKOpUcTaHHsAM MoBH GDScript, 3a0e3neuye
MOJIyJBHICTh, JIETKICTh PO3MIUPEHHS (YHKI[IOHATY Ta €()EeKTUBHY B3aEMOIII0 MIX
IrpOBUMH TMiJIcUCTEMaMU - (PI3UKOI0, aHIMalli€lo, KamMeporo Ta iHTepdeiicom - 0e3
HaJMIPHOTO YCKJIaJHEHHS KOAOBO1 0a3H.

lpaxmuuna 3uauywicms odepoacanux pezyromamis. Po3poOnenuit miardopmep 3
OIYHUM CKpOJIIHTOM € [IOBHOL[IHHUM ITPOBHUM MPOEKTOM, LI0 MOXE CIyTyBaTH
METOJIMYHOIO OCHOBOIO JUIS BHBYCHHS NPHHIMUIIB reiiMmaeBy Ha pymii Godot.
CdopMoBaHa apXiTeKTypa Ta peai3oBaH1 IrpoBi MiJICUCTEMU MOXKYTh OyTH aJlaliToBaHi
i po3mupeHi IJjig CTBOPEHHs OUIbII MacmTaOHUX ITPOBUX MPOAYKTIB, a OTpPUMaHi
pe3yJabTaTi - BHKOPUCTaHI Yy HaBYAJbHOMY MIpolieci MIATOTOBKH (axiBIliB y Tay3i
PO3pOOKHU MPOTPAMHOTO 3a0€3MCUCHHS.

Anpobayis pezyromamie ma nyonikayii. OCHOBHI IIOJOXKEHHS 1 pe3yJabTaTH
0akamaBpChKoi pOOOTH JOMOBITAIUCh HAa HAYKOBO-TIPAKTUYHUX KOH(EPEHINIAX, IO
npoxonunu Ha 0asi [lepkaBHOro yHiBepcuUTETy i1H(OpPMaILIiTHO-KOMYHIKAIIHHUX
TEXHOJIOT1H:

1. Curnuk €.0. - «[[UO®POBUN JIBIMHUK MICTA: BIJ] PEAKTHBHOI'O
TI'ACIHHA TTOXEX JI0 [TPOAKTHMBHOI'O MOJIEJITFOBAHHSA». Te3u nomosiui
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Ha VII MixnHaponHiii HaykoBo-TexHIUHIM koH(epeHiii «CyyacHud cTaH Ta
IIEPCIIEKTUBU PO3BUTKY [0T»

2. Curnuk €.0. - «(3ACTOCYBAHHA IT'POBOI'O PYHIIA GODOT ENGINE
JUISL PO3POBKU 2D-IVTAT®OPMEPA 3 BIUHUM CKPOJIIHTOM». Te3n
nonosial Ha VII BceeykpaiHCbKiii HayKOBO-TEXHIYHINA KOH(epeHlii «3acToCcyBaHHs

mporpamMHoro 3abe3nedeHHs B iHGOpMaIiifHO-KOMYHIKAIIITHUX TEXHOIOT1SX)
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1. TEOPETUYHI OCHOBH PO3POBKHU JIBOBUMIPHUX IIJIAT®OPMEPIB
3 BIYHUM CKPOJIIHI'OM

1.1. Irpu xanpy miargopmep: NOHATTSH, KIacuikamisa Ta eBOJIOLIs JKAHPY

[Tnardopmep - 1€ xaHp BiAEOITOp, Y SKOMY OCHOBOIO TEUMILICIO € MePEMIIEHHS
KEpPOBAHOIO MEPCOHAXKA MO PO3TAIIOBAHUX HA PI3HINA BUCOTI MOBEPXHSX, K MPABUIIO 13
3aCTOCYBaHHSM CTPUOKIB JUIsl NOJOJIAHHA MpPIpB, mepemkoy 4u BoporiB. Cama Ha3zBa
KAHPY TMOXOAUTh BiJl cloBa «miatdopMay, amke came IUIaTGOpPMH PI3HOTO THUITY
(HepyxoMi, pyxomi, Ti, IO PYHHYIOTbCS, a00 Taki, 110 3HUKAIOTh 32 MEBHUI 4Yac)
(OpMYIOTH OCHOBY IrpPOBOTO IPOCTOPY.

Bunuknenns margopmepiB nmaryerbcss modaTrkoM 1980-x pokis. IlpwmitHsTo
BBaXaTH, 110 MEPIIMM MOBHOILIHHUM IPEICTaBHUKOM JaHpy ctana rpa Donkey Kong
(Nintendo, 1981)[2], &me mepcoHaxx TEpEeMIIyBaBCsS Bropy IO KOHCTPYKIIIi,
nepecTpulyroun O0YKHU. 3rooM, 3 MOSIBOKO OIYHOTO CKPOJIIHTY, dKaHP 3A1MCHUB 3HAYHUMI
KpPOK yIiepen, IO 3HaWnuio BigoOpaxkeHHs y rpi Super Mario Bros (1985), ska
dakTuuHO chopMyBana KaHOH >KaHpPy 1 crana eramoHoM Ha aecatwmiTta[3]. Tlossa
Takux irop, sik Sonic the Hedgehog, Castlevania Ta Mega Man, nponeMoHCTpyBaia, 110
B MEXaxX OJHOTO J>KaHPYy MOXYTh CIIBICHYBaTH OyXK€ PI3HI MIIXOAH JO TEMITY,
CKJIaJIHOCTI Ta MOJIa4i CIOXKETY.

KnacudikyBatu mnargopmepu MoOKHa 3a KUIbKOMa O3HAaKaMu. 3a HampsIMKOM
CKPOJIIHTY BHUJAUIAIOTH ITpU 3 O1YHUM (TOPU30HTAIBLHUM) CKPOJIIHTOM, 3 BEPTUKAIHHUM
CKpOJIIHTOM, 3 BUIBHUM TIIEPEMIIIEHHSAM KaMepu Yy JBOX HamnpsMKaxX, a TaKOX
OJTHOEKpaHHI MIarGopMepH, y SIKUX PiBEHb MOBHICTIO MOMIIIAETHCA HA OJHOMY €KpaHi.
3a  cmocobom  momaul  rpadiku  po3pizHsoTh  2D-mmardgopmepu,  2.5D
(TICEeBOOTPUBUMIPHI, JI€ IrpoBa MeEXaHIKa JHUIIAEThCS JABOBUMIPHOIO, a 300pa)KeHHs
TpuBUMIipHE) Ta TOBHOIIHHI 3D-mmardopmepu. Okpemo y Oararbox Kiacudikarrisx
BUJIUIAIOTh METPOiABaHli, TOOTO ImaTdhopMepr 3 HETIHIMHUM BEJIUKUM CBITOM 1

NOCTYIIOBUM BIJIKpDHBaHHSIM HOBHUX 3[1I0HOCTEH MNepcoHa)ka, EKIH-IuIarGopMepu 3
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dKIICHTOM Ha 60ﬁOBy CUCTCMY, Ta na33n-nnaT(1)opMepI/I, J€ OCHOBOIO € BI/IpiH_IeHHﬂ

roJ0BOJIOMOK 1111 yac pyxy(Puc. 1.1).

‘ 2D ‘ ‘ 25D | ‘ 3D ‘

[ Exwn-nnaropmep }

BepTHEANLHNIR | ‘ BEiMHWE (Cala-CrponiHT)

3a HanpAMKOM CEpOTiHIY NMNATOOPMEPH 3a reiimnnecm

‘ BinbHwi (GaraToHanpaEneHui) | ‘ O HOEKpaHHWI ‘ [

MeTpoigeania } [ Mazn-nnargopumep }

Puc. 1.1 - Knacudikaris murargopMepip 3a HalIPSIMKOM CKPOJIIHTY Ta BUMIPOM

EBomnroriisi aHpy TICHO TOB'SA3aHa 3 TEXHIYHUM MpOrpecoM. Y paHHId mepion
(1980-T1) mnardhopmepu po3poOIISUTUCE 3 ypaxyBaHHSIM OOMEKEHb apKaJHUX aBTOMATIB 1
KOHCOJICH TOTO 4acy: HEBEJIMKa TMaliTpa KOJIhOpiB, CrpaiiToBa rpadika, mpocTi piBHI. Y
1990-x pokax, 13 pPO3BUTKOM 16-OITHUX KOHCOJIEH, 3'SBUJIMCH CKJIAJHIII PIBHI,
napanakc-QpoH, nuHamiuyHa My3uka. [lepexin mo 3D y kinmi 1990-x (Super Mario 64,
Crash Bandicoot) Ha wac BiACYHYB KiacuuHy (GoOpMyay Ha JIpYruil ITUIaH, MPOTE Yy
2010-x pokax, 13 PO3KBITOM 1H/1-pO3pPOOKH Ta MOBEPHEHHSM MOJU Ha PETPO-ECTETHUKY,
2D-nnaropMepu 3 O1YHUM CKpOJIIHTOM 3HOBY CTaJd OJHUM 13 HANMOMyJISpPHIIINX
xaupiB. CyuacHi npencraBuuku, Taki sik Celeste, Hollow Knight, Shovel Knight, Ori
and the Blind Forest, nemMoHCTpyIOTh, 10 1I€M >KaHp 37aT€H MOEIHATH KJIACUYHY

MEXaHIKy 3 Cy4aCHUM PiBHEM XYy/I0KHbBO1 Ta TeXHIUHO1 peamizauii[6](Puc. 1.2).
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Donkey Kong Super Mario World Cave Story Celeste
Nintendo Nintendo Daisuke Amaya Maddy Makes Games

3apomeHHs XaHpy: BnepLue 16-6iTHa enoxa: BenuKi pisHOMaHITHi MoeopoT fo iHAi-po3pobku: ogHa TounwiA (precision) nnargopmep:
3'aBnnuca cTpubky Yepes nepewkoaun piBHi, KapTa CBiTY, CEKPETHI LWMAXK, TNIOAUHa CTBOPWINA METPOIABAHIIO, WO BiATO4EHa MexXaHika cTpubKa Ta puBeka,
Ha nnarcopmax. MpotoTun KaHpy HeniHinHEe NPOXOMKEHHA Bigpoawna iHTepec Ao xaHpy OMOBiflb NPO MEHTanbLHe 3A0poB'A
T T T T

1981 1990 i 2004 2018

Y
@ @ @ @ @ @ Toc”
} 1985 L1991 P 2017 ac
| ] |
Super Mario Bros. Sonic the Hedgehog Hollow Knight
Nintendo Sega Team Cherry
KaHoH Gi4HOro CKponiHry. LUBmnAakichun nnatgopmep: iMNynse i CyyacHa MeTpoifasaHis: atmocepHuin
CdpopmyBaB eTarnoH KepyBaHHs, MOMEHTYM fIK OCHOBA reiimnneto, neni, GBIT, py4He NpOMasnboBYBaHHs, GOYNG-
neBern-au3anHy Ta gisukn cTpubKa CMycKW, pU3nK/BUHaropoga nogicHa GoroBa cuctema
ApkadHa epa 3orioma epa 8/16-6im IHOi-8i0podxeHHSs

Puc. 1.2 - YacoBa mikana eBOMIOIIT KaHpPy TuiarGopmep

TakuMm 4yuHOM, MOMpPHU MOHAJ COPOKApIUHY 1CTOPitO, KaHp Iiardopmepa 30epirae

CBOIO aKTyaJIbHICTh, MOCTIMHO aJanTyIOYUCh O HOBUX TEXHOJIOT1M Ta CMaKiB ayIUTOPIi.

1.2. Kiiro4osi irpoBi MexaHiku niargopmMepis 3 0iYHUM CKPOJIIHIOM

Xouva Bi3yalibHO MaTopMepu 3 OIYHHM CKPOJIHTOM CIPUHMAIOTHCS SIK MPOCTI
irpH, y iX OCHOBI JIC)KHUTh JOCUTh BETUKUN HAO1p TICHO MOB'SI3aHUX MEXaHIK. SKicTh Irpu
BU3HAYAETHCS HE CTIIBKU KUIBKICTIO IIMX MEXaHIK, CKUIbKH THM, HACKUIBKU JOOpE BOHU
BIJTUYBAIOTHCS IPU KEPYBaHHI, TOOTO HACKUIBKU MEPCOHAXK € «GKUBUM» B pyKaxX IpaBIIs.

ba3oBor0 MexaHIKOIO € TIEpPEeMIIIeHHs] MEePCOHaKa MO TOPU3OHTA. 3BUYAIHO
peani3yeTbcsl KepyBaHHS 3a JOMOMOTO0 Kjasim 31 crpuikamu ado WASD. Baxinusum
napamMeTpoM € HE JIUIIE MAaKCUMaJIbHA MIBUAKICTh PyXY, @ i Te€, K IBHJIKO NEPCOHAXK il
HaOMpae 1 SIK MBUAKO 3yNHUHSETHCA. SIKIIO NEPCOHAXX MUTTEBO JIOCSATAE€ MAKCUMAJIBHOI
IIBUJIKOCTI, KEPYBaHHS BIAUYBAETHCS KOPCTKUM; SIKIIO ) PO3TIH 3aHAATO MOBUIHLHUH,
rpa 3Ma€ThCS COHHOIO. Y OUIBIIOCTI SIKICHUX TIaTQOpMEPIB 3aCTOCOBYETHCSI HEBEIHMKA
1HepIIis, 110 POOUTH PyX MPUPOTHUM.

Crpubok €, MalyTh, HAMBaXJIMBIIIOW MeXaHiKow xaHpy. [Ipoctuit ctpubok
OMHCYETHCS TOYATKOBOIO BEPTUKAIBHOIO IIBHJIKICTIO, MICIS YOTO HAa MEpPCOHaXa Ji€
cuna TsokiHHA. OJHaK y JIACHOCTI peanizaiisi cTpuOKka Habarato ckiaagHima. Y
CyyacHHX MaropMepax 4YacTO BUKOPHUCTOBYIOTbCS MPHUHOMH, SIKI TOKPAIIYIOTh

BIIUYTTS KEpyBaHHsA[7]: 3MiHHA BHCOTa CTpHOKa (UMM JIOBIIE YTPUMYETHCS KiaBilla,
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tuM Buile cTpuOok)(Puc. 1.3), xoitor-taitm[4] (MOXIHUBICTH CTPUOHYTH 1€ KUIbKa
KaJIpiB MICJISI TOTO, SIK MEPCOHAX 31MIIOB 3 Kparo rmiatdopmu), Oydepusailisi BBOIYy[S]
(SIKII0 TpaBellh HATHUCHYB CTPUOOK TPOXH paHiIie MPU3eMIICHHS, CTPUOOK BUKOHYETHCS
ABTOMATHYHO BiJIpa3zy Ticis TOpKaHHS 3emii). 1l mpuiloMu KOMIEHCYIOTh HETOYHICTh

JIIOICKKOT peakilii Ta poOIsITh TPy CIPaBeIUBIIIOKO.

M
/ YMOEHI NO3HA4YEHHA \\

MpumiTka: B anekci EepTHEANEHa CKNagoeEa WeWakocTi vy = 0, —_— - KUDGTKE!HHETHCHHHH
FOPH30OHTANLHA Ve — CTaNa. TPMBANICTL HATMCKAHHA KHOMKW (HHabKUA CTPUDOK)
EM2HAYAE NOYETHORY BEPTHEANEHY LWBKMOKICTE Vay. LOBre HATMCKaHHA
\ {EMCOKVA CTPHOOK)

——P Bexrop WeMAKecTi (V)

Anekc (L0ETHIA |
cTprbok)

l BexTop rpagitaui (d)

\ /

Ve

| Anekc (KOpoTEMI |
cTprbok)

Josee HEMUCKSHHA g-

Hif—-———————3

~
~N

KS}.'ID".‘TN’E HEMUWCKIHHA

N
@

‘ Touka npuzemMneHHA | | Touka npuzemMneHHA
(kopoTEMiA cTpMBOK) (noermi cTpubok)

3emna

MouaTkoea Touka cTpMOKa

Puc. 1.3 - [liarpama Tpaektopii cTpuOKa rmepcoHaxa

dizuka y mnardopmepi piako € peamictuaHoro[6]. Bona apkaana, To6TO Takoro,
sKa 100pe BIAUYBA€ThCSA, HABITh SKILO MOPYIIye 3aKOHU (i3uku. Tak, cuiia TSXKIHHS Y
Super Mario mpubMU3HO y TpW pa3u OUTBIIA 32 3€MHY, & MaKCHMaJIbHAa IMIBUAKICTH
nafiHHs oOMeXeHa IITy4YHO, 00 TMEePCOHaX HE «IPOBATIOBABCS» Kpi3h TOHKI
wiaropmu. TepTs Ta omip MOBITPSI TaKOXK YMOBHI 1 HAJIAIITOBYIOTHCS BUKJIIOYHO IT1]T
BITUYTTS KEPYBaHHS.

Cucrtema KoJli3ii BIMOBiAA€ 3a BU3HAYCHHS 31TKHEHb MEPCOHAXKA 3 OTOUYCHHSM.
Haiivacrime komi3ii peainizyrorbes yepe3 npsiMokyTHi (AABB) abo 6ararokyTH1 ¢popmu,
npuB's3afi 10 crpaiiTiB. Okpema yBara NpUAUIIE€TbCS HAPSIMKY 31TKHEHHS: IEPCOHAK,

KWW 31TKHYBCS 3 OJOKOM 3HM3Y, TIOBUHEH 3YNHUHUTUCH 1 BIACTH, a TOW, L0 31TKHYBCS
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300Ky, JIMIIIE€ BTPATUTUA TOPU3OHTANIbHY MIBUAKICTH. [IOMUIIKY y JIOTIII KOJI31H € OHIEI0
3 HAYaCTIIUX NPUYUH «IMBHUX» 0ariB y miargopmepax.

Kamepa y mnardopmepi 3 OIYHUM CKpPOJIHTOM BUKOHYE (YHKIIO HE JIUIIE
CIIJKYBaHHS 3a TEPCOHAXKEM, a ¥ CTBOPEHHS BIAYYTTA MPOCTOPY. Y OUIBIIOCTI irop
KaMmepa JIeII0 BUIEPEIKAE PYX IPaBIsl Y TOPU3OHTAILHOMY HAMPSIMKY, 100 BiH 0a4uB,
10 Horo yekae mnomnepeny. Yacto 3aCTOCOBYEThCS 3IMIAKyBaHHS PyXy KaMmepu (camera
smoothing) 1 Tak 3BaHi «MepTBi 30HW» (dead zone), y Mexax SKHUX KaMepa He pearye Ha
ApiOHI TmepeMilleHHs TnepcoHaxa. Jlis CTBOpeHHS TIHOWHU BUKOPUCTOBYETHCS
napajgakc-poH: 3aJH1 MIapu TEPEMIIIyIOThCS MOBUIBHINIE, HIK IMEpPeaHi, M0 IMITye
MIEPCIIEKTUBY.

JIOTIOMD>KHUMH MEXaHIKaMH, SIKi MPHUCYTHI Maibke B KOXKHOMY Iuiatdhopmepi, €
30MpaHHs MPEIMETIB (MOHET, KpUCTaliB, OOHYCIB), CHCTEMa OUOK Ta KUTTIB, YCKIIOTHTH
(ToukM 30epeKEeHHs MPOrpecy B Mexkax PiBH:), a TAKOXK B3a€MOJis 3 Boporamu. Boporu
MOXYTh JISITH 3a TMPOCTUMHU aJITOPUTMAMHU: TMATPYIIOBAHHS MIXK JBOMa TOUYKAMH,
nepeciiyBaHHsd TEepCOHa)Xa B MeEXax TIEeBHOI [UCTaHIi, arakd 3 TEBHOIO
nepioanyHicTio. CKIaaHIII ITPH JOAAIOTh €JIEMEHTH HITYYHOTO 1HTENEKTY, POoTe AJIs
KJIACUYHUX IJIaTPOPMEPIB 1IHOTO YaCTO HE BUMATAETHCS.

VYci nepeniueHi MexaHIKM MOBUMHHI OyTH y3rojkeHi MiK cobOoro. Hampuknan,
BHCOTa CTpUOKA Ma€ JAO3BOJISATU MOJOJATH TUIIOBY MPIpPBY Ha PiBHI IUTFOC TIEBHUI 3arac;
IIBUJIKICTh PyXy MOBHHHA BiJMOBIAATH TEMITY TIOSIBH MEPEIKO; PO3MIp MEPCOHAXKa Ma€e
y3TOKYBaTUCh 13 po3mipom TaimiB. CaMme I y3ro/pKEHICTh 1 poOWTH miathopMep

MPUEMHUM Y TPI.

1.3. Orsia cy4yacHuUX irpoBux pyuiiB 1t po3pooku 2D-irop

CyyacHa po3poOKa Irop MNPAKTUYHO 3aBXKIAU BIJOYBA€ThCS 13 3aCTOCYBaHHSIM
ITPOBOTO pYIIisS - CIEMialli30BaHOTO MPOTPAMHOTO CepeloBHINa, sike Oepe Ha cebe
BUPIIICHHS TUIIOBUX 3aJa4y: Bizyaiizaimito Tpadiku, oOpoOKy (Qi3uKu, KepyBaHHS
pecypcamu, OOpOOKYy BBEACHHS 3 MPHUCTPOIB, MPOrpaBaHHS 3BYKY. 3aBISKH PYIII€BI

PO3pPOOHUK MOXKE 30CEPEAUTHUCH HA ITPOBOMY JIM3aifH1 Ta JIOTIIll, HE BUTPAYAIOUYH MiCSII
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HAa HANMCaHHA HHU3BKOPIBHEBOTO Koay. Ha puHKY icHye Benuka KUIBKICTh PYIIIiB,
opieHTOBaHUX K Ha 2D, Tak i1 Ha 3D, sSIK KOMEPILINHUX, TaK 1 3 BIAKPUTUM BHUX1JIHUM
KOZIOM.

Unity € ogHUM 13 HalBIJOMIIIKUX IFPOBUX PYIIiiB y cBiTi. Bin miarpumye 1 2D, i
3D, Mae MOTyXHY CHUIBHOTY, BEJIMKY 010J1I0TEKYy TOTOBUX aCCETIB Ta IUIAriHIB y Asset
Store, moKymeHTaIlito, BEIWKY KUIbKICTh HaBYalbHUX MatepianiB. OCHOBHa MOBa
nporpamyBanHs - C#. Cepen HeIOJIKIB MOXKHA Ha3BaTU BIJHOCHO BEJIUKHUN PO3MIp
30ipOK, HE 30BCIM TIPO30PY MOJIEIh JileH3yBaHHS (0COOIMBO Ticist 3MiHN yMOB y 2023
por1ti)[8], a Takok HAUTHIIKOBICTh MOXJIHUBOCTEH 1Jig HeBelMKUX 2D-mpoektiB. Kpim
toro, Unity He € pylIieM 3 BIAKPUTHUM BUXIJTHUM KOAOM, 1 KOPUCTYyBau HE Ma€ MOBHOIO
KOHTPOJTIO HAJT TUM, ITI0 BiIOYBAETHCS «ITiJT KAITOTOM)).

Unreal Engine - apyruii 3a nonyispHicTIO pymiii. BiH opieHTOBaHMI TTepeBaskKHO
Ha BUCOKOOMOMKeTHI 3D-mipoekTH 1 BijoMuil cBo€ro sikicTio rpadiku. s 2D-po3podku
Unreal Engine takox npunarauii (icHye migcucrema Paper2D), ogHak Ha TpakTHIN
BUKOPUCTAHHS IOTO pyIIis Jjs HeBenukux 2D-mnardopmepiB € HepalloHaJbHUM:
CKJIQJIHICTh HAAMITYBaHHS MPOEKTY, BEIIMKUN PO3MIip 301pOK 1 BUMOTH JI0 amapaTHOTO
3a0e3meueHHs He BIAMOBIAAal0Th MacITabaM 3ajayl.

GameMaker Studio - pymii, sgxuii 0arato poKiB BBaKaBcs (PAKTUYHUM
crangaprom ana 2D-irop. Bin mae mpocTtuit BOyIOBaHHI pEIaKTOp CHIPAWTIB, PIBHIB,
TaiJliB, BIacHy ckpuntoBy MoBy GML, 1 nobpe migxomuth juisi modarkiBiiB. Cepen
HEIOMIKIB - 3aKpUTa EKOCHCTeMa, OOMEXEeHa THYYKICTh Y CKJIQIHIMIAX MPOEKTaX Ta
TJIaTHA JIIEH31s JAJIS TOBHOI[IHHOTO BUKOPHUCTAHHS.

Construct - Bi3yaJdbHUN PYIIiA, OPIEHTOBAHUN HAa THUX, XTO HE Ma€ HaBUYOK
porpaMyBaHHs. 3aMiCTh KOIYy BUKOPHUCTOBY€TbCs cuctema momii. Ile pobuts ioro
3pyYHHUM ISl IPOTOTUIYBaHHS, ajie 0OMEXy€e MOXKIIMBOCTI MPHU peaizallii HETUIOBUX
MEXaHiK.

Phaser - 6i6mioreka a5 po3pobku Opayseprux irop Ha JavaScript. Ii ocHOBHa
nepeBara - OpleHTOBaHICTh Ha BEO 1 MOXKIIMBICTD 3allyCKy I'pu 0e3 BcTaHOBIIEHHS. OHaK
Phaser He € pyuriem y KI1acH4HOMY PO3yMiHHI: y HbOMY HeMae rpaiuHOro pegakropa,

PIBHI Ta CIIEHH CTBOPIOIOTHCS KOJIOM, 1110 30UIBIIYE Yac PO3POOKH.
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Godot - Momoamii, aje MIBHJIKO 3POCTAIOUUN ITPOBUM PYyIIiH 3 BIAKPUTHUM

BUXIJTHUM KoAoM[9], po3noBcromkyeTbes 3a Jinensietro MIT[10]. Bin niarpumye 2D 1

3D, mae neBenukuii posMmip (6muspko 100 MbB), BmacHy ckpuntoBy MoBy GDScript,

ninTpuMky C#, GDExtension qis C++. Godot akTHBHO PO3BUBAETHCS CILIBHOTOIO 1 €

NOBHICTIO O€3KOLITOBHUM, 0€3 posiTi Ta 0OMexeHb. [IopIBHAHHS HaBEAEHO y TaOIHII
1.1.

Tabnuis 1.1 TlopiBHSHHS ITpOBUX PYIIIiB 32 OCHOBHUMHU XapaKTepPUCTUKAMU

Ha3za pymis Jlinensis Mosga [MigTpumk | Posmip pymris
[IporpaMyBaHHsA a2D
Unity Proprietary / C# IToBHa ~1-2Th
Runtime Fee
Unreal Engine | Proprietary C++/Blueprints YacTtkoBa ~10-50 I'b
(Royalty 5%)
GameMaker Proprietary GML/GameMaker | Bigminna ~300 Mb

Construct Proprietary JavaScript/No-code | Bingminna | ~200 Mb (Be0)

Phaser MIT JavaScript/TypeScript | Biaminna ~1 Mb

Godot MIT GDScript/C#/C++ | Bigmiana | ~65-100 Mb

3 omsigy Ha crnenu@diky MocTaBlIeHOl y poOoTi 3amadi (po3poOKa HEBEIMKOTO
2D-nnardopmepa 3 OIYHUM CKPOJIIHIOM), O4Y€BHUJHO, 110 BuUkopuctanHs Unity abo
Unreal Oymo 6 wammumkoBuM. GameMaker Tta Construct MaroTh OOMEKCHHS
JiteH3yBaHHs 1 ekocucteMu. Godot, HaBMakM, MOEIHYE BCl HEOOXI1THI MOXKJIMBOCTI, HE
HAKJIAIAl0ul KOMEPLIMHUX 0OMEXeHb, 1 Ma€ HaTUBHY MIATpUMKY 2D. Ile 1 00ymoBiIto€e

1ioro BUOIp /IS TOJAJIBIIOTO JOCTIKCHHS.

1.4. Irposuii pywiii Godot: apxiTtekTypa, cucreMa By3JIiB I ClieH

Godot - me Oe3KOTOBHUI KpoCIIaTGOPMHUN ITpOBUN Pyl 3 BIAKPUTUM
BUXIJTHUM KOJIOM, Tiepiia Bepcis skoro 3'sBumacs y 2014 porti. Po3pobky posmouas

apreHTHHChKkUN nporpamict Xyan JliHenki me B 2001 pomi s BHYTpIIHIX TOTpeO
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ctyaii, pore y 2014 pori npoekt OyB Bigkputwil mija minensiero MIT[11]. Ha momenT
HamucaHHsl poOOTH akTyanbHOIO € riika Godot 4.X, y sikiii OyJ10 MOBHICTIO TIEPEMUCAHO
penaepep Ha ocHoBi Vulkan, momaHo miATpUMKY CydacHUX TpadidHUX MOXKIUBOCTEH, a
TaKO>X 3HAYHO OHOBJICHO 1HTEpdEiC perakropa.

ApxitektypHo Godot moOynoBaHMiI Ha JBOX OCHOBHMX KOHIEMI[ISIX: BY30I]
(Node) 1 cuiena (Scene). By3on - 11e 6a30BHil €IeMEHT I'pH, IO BIAMOBIJAE 3a MEBHY
GyHKII10: BIAOOpaKeHHsI CIpailTy, mporpaBaHHsl 3BYKY, 0OpoOKy (hi3UKH, KepyBaHHS
kameporo Toufo. KokeH By3011 € 00'€éKTOM IMEBHOTO KIacy, SIKHH YCHaJKOBYe 0a30BHiA
kiac Node. Yci By3lM TMPOEKTY OpraHi3oBaHi y JIEPEBO, Y SKOMY € OJIWH KOpIHb 1
OyIb-siKa KUIBKICTh AOYIpHIX By3idiB. Taka iepapXxisi J03BOJSi€ TMPHUPOIHO OMUCYBATH
CKJIagHI OO0'€KTH: HaAmpHUKIad, TEPCOHAX MOXKe OyTH TMPEeACTaBICHHUN BY3JIOM
CharacterBody2D, no skoro mnpueaHaHo By3iu Sprite2D (mns  300pa)keHHs),
CollisionShape2D (anst dopmu komizii), AnimationPlayer (nns animanii), Camera2D

(s kamepw, 1o caiakye)(Puc. 1.4).

. Player
CharacterBody2D
Sprite2D CollisionShape2D AnimationPlayer Camera2D
BiaobpaseHHa TexcTypu / Ximboke gnA dhiznyHux ezacmogin Ta | |KepyeanHa aHimauiamm: Bir, cTpubok, Kamepa 3 BiuHum ckponiHrom —

aHIMOBAHOrO CrpaiTa nepcoHaka KOmizii aTaka Ccrigye 3a rpaeLem
[Bnactueocti: | [Bracrueocri: . .A.Himal.l,l_l': | [Bracrusocri:
+ texture — cnpaiT-nucT » shape — CapsuleShape2D * idle — CTOAHHA * Zoom — macLrad
+ hframes / virames — kagpw » disabled — BMMKHEHHA * run — Gir + limit_left / limit_right — mezi
- frame — noTouHKiA Kanp - one_way_collision — 0AHOCTOPOHHA = jump / fall — cTpuBok / NaniHHA - smoothing_enabled — nnagHicTs

0 — eyzon Godot (Mode) — — BigHoweHHA bateko [ gouipwii eyson (Scene Tree) |lMnardopma: Godot Engine 4.x | Moea: GDScript

Puc. 1.4 - Tlpuknan iepapxii By3:iiB ciieHu rpasis y Godot
Cuena y Godot - 1ie 36epexkene y ¢aiin (.tscn abo .scn) nepeBo By3iiB. byab-sika
CIleHa MOXXe OyTH BUKOPHCTaHA SIK CAaMOCTIMHA CIICHA, K MiACICHA 1HIIO1 CIIeH! a00 K
mabJioH ISl CTBOPEHHs Oararbox ek3eMIuiapiB. lle dhakTuyHO 3aMiHIOE KOHIICIIIIIO
npedabiB, MOMMUPEHY B IHIIUX pymisx. Hampukiaz, ciieHa Bopora CTBOPIOETHCS OAUH
pas, a moTiM MoXke OyTH PO3MIIeHa Ha PIBHI Y CKUTBKH 3aBTOJTHO €K3EMILISIpaxX, KOXKEH 3

SKHUX € HC3aJIC)KHHM.
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[Tepemaya indopmarii Mk By3namu y Godot peanizoBaHa dYepe3 CHUCTEMY
curHamiB (signals). CurHan - 1e MNOBIAOMJIEHHS, SKE€ BY30Jl MOXE BHUIIYCTUTU MPHU
HACTaHHI TMEBHOI moxil (HampWKIaa, 3ITKHEHHS, HATUCKAHHS KHOIKH, 3aBEPIICHHS
aHiMarlii). [HON By37IM MOXYTh MiAMUCATHCS HAa 1€ CHUTHAJ 1 BUKOHATHU CBIA KOJ Y
BIMOBIAb. Taka apXiTeKTypa 3MEHUIY€E KOPCTKI 3B'SI3KM MK KOMIIOHEHTaMHU 1 pOOUTH
KOJT THYYKIIITHM.

OxkpeMo BapTo 3a3HaunTH BOyHoBaHy B Godot ¢izuuny cuctemy. s 2D-dizuku
nependayeHo Tpu OCHOBHI Tumu QizuyHux Tt StaticBody2D (mepyxomi Tina,
Hanpukian, criak), RigidBody2D (tima, 1o pyxaroTbecs I BIUIMBOM  CHII),
CharacterBody2D (tina, kepoBaHi Bpy4Hy, Ipu3HadeH1 i nepcoHaxiB)[ 14]. Ocranniit
€ ONTUMAJBHUM JIA TIaTGopMeEpiB, OCKIIBKHA Ja€ MOBHUM KOHTPOJb HAJ PyXOM, ajie
BO/IHOYAC Oepe Ha cebe 00poOKyY KOIi31i 3 OTOUCHHSIM.

Penakrop Godot mae monaynbHy OymoBy. OkpiM CTaHAApTHOTO BIKHA CIIEHU, Y
HBOMY € BOyJIOBaHI IHCTpYMEHTH /s pobotu 3 aHiMamismu (AnimationPlayer),
taiinoBumu kapramu (TileMap)[13], yactunkamu, rpadgiuaumu meinepamu(Puc. 1.5).
CKpuUMNTOBHI penakTop MIATPUMYE TMiACBIUYBAaHHS CHUHTAKCUCY, AaBTOJOMOBHEHHS,

IHTEpaKTHUBHY JOKYMEHTAIIIIO.

33D XK Script X Game & Assetlib

Puc. 1.5 - Inrepdeiic penakropa Godot 4
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Godot Oynye rpy y BUDISIII BUKOHYBAaHOTO (ailily JuIsl IUIBOBOI IIaTgopMHu.

[lintpumyrotecss Windows, Linux, macOS, Android, 10S, Be6 (HTMLS), a takox

KOHCOJI1 uepe3 CTOpOHHI pimeHHs. Po3mip 310paHoi rpu 3arajgoM HEBEIUKH, 1[0 POOHUTH
PYIIi OIPUAATHUM 1 U1 BEO-pO3ropTaHHs, 1 AJIsi MOOUTbHHX IIaT(HOPM.

CyKyIHICTh IIUX OCOOJIMBOCTEN - BIAKPHUTICTb, JIETKICTh, OPIEHTOBAHICTh Ha 2D,

THy4YKa apxiTekTypa - poouts Godot mpuBabIMBUM BUOOPOM SIK JIJISl IOYATKIBIIIB, TaK 1

JUISl JOCBITYEHUX PO3POOHUKIB HEBEJIUKHUX Ta CEPEIHIX MPOEKTIB.

1.5. MoBa nporpamyBanas GDScript ik iHCTpyMeHT peaJtizaiii irpoBoi JIOTiKH

GDScript - ne BrmacHa ckpunrtoBa MoBa pyurisi Godot, po3pobieHa creniaabHO
JUIsl HOTO 1 TICHO 1HTErpoBaHa 3 ioro apxiTektyporo. Cunrakcuuno GDScript Haramye
Python: BiH BHUKOPUCTOBY€ BIACTYNH [JIsl IO3HAYEHHS OJIOKIB KOMY, JWHAMIYHY
TUII3AII0 (3 MOXJIUBICTIO CTaTUYHOI), MAaWTOHIBCHKI KIIIOYOBI cioBa Ha KmTant def
(xoua y GDScript ne func), if, else, for, while. Taka mnomiO6HiCTE POOUTH MOBY
IHTYiTUBHO 3pO3yMUIOI0 ISl THUX, XTO BXke mpaioBaB 3 Python, 1 mpoctoro ans
BUBYCHHS HOBaukam[12].

OcHoBHa nepeBara GDScript - MakcUMMaabHO MPUPOJHA THTErpaLlis 3 pylIieM. YCi
BY3JIM, CUTHAJIM, PECYPCU MPOEKTY JOCTYITHI O€3MOocepeIHh0 3 KoMy, 0e3 HeoOXiJHOCTI
BUKOPUCTAHHS OOTOPTOK, JOAATKOBHUX 010110TeK a00 CKIAIHUX MEXaHI3MIB 3B's3yBaHHS.
3BepTaHHs J0 JOYipHBOTO By3Jia BHIVISAE JIaKOHIYHO (Hampukian, $Sprite2D aGo
get node("Sprite2D")), migkIOYEHHSI O CUTHATY BUKOHYETHCS OJHUM DPSIKOM KOMY
a00 uepe3 1HCIIEKTOP, BJIACTUBOCTI BY3J1iB aBTOMATUYHO 3'SBJISIOTHCS B aBTOJJOTIOBHEHHI.

Koxen ckpunt y Godot npuB's3yeTbcsi 10 KOHKPETHOTO By3J1a 1 PO3LIUPIOE HOTO
NOBEAIHKY. Y CKpUNTI € Habip crhemiaabHuX (QYyHKIIN, K1 BUKIMKAIOTHCS PYLIEM
apToMaTtu4Ho. HaiiBaknusimi 3 HUX: _ready() - BUKJIMKA€ETbCA OJUH pa3 MICHSA TOTO, K
BY30J1 JIOJIAHO y CIIEHY Ta TOTOBHI 10 poboTu; process(delta) - BUKITMKaeTbes moKaapy,
Npu3HaueHa JUIsl JIOTiKM, He ToB's3aHoi 3 (i3ukoro; physics process(delta) -
BUKJIMKA€THCS 3 (DIKCOBAHOKO YACTOTOIO (3a 3amMoBuyBaHHSAM 60 pa3iB Ha CEKyHIY),

BUKOPHUCTOBYEThCSI IS KOAY, IO Tpamioe 3 (i3ukor 1 pyxom; _input(event) -
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BUKJIMKAETHCS TPU OTPUMaHHI moAil BBeneHHs. Ha pucynky 1.6 HaBejeHO mpuKIiIan

CKPHIITY KEpyBaHHS IEPCOHAKEM, PEaII30BAHOTO B paMKaxX pO3poOIeHOT IpH.

ame % character_body_2d X -+

Debug JacksonMoves.gd
1 extends CharacterBodyZ2D
2 @onready var animated_sprite_2d: AnimatedSprite2D = $AnimatedSprite2D
3
&
] const SPEED = 300.0
& const JUMP_VELOCITY = -4080.0
7
™ 8 func _ready():
Q var label: Label = %$Label
10
11 label.text = GlobalDataStore.char_name
12
o~ 13 func _physics_process(delta: float) -» void:
14 if not is_on_floor():
15 velocity += get_gravity() * delta
16
17 if Input.is_action_just_pressed("ui_accept") and is_on_floor():
18 velocity.y = JUMP_VELOCITY
19
20 var direction := Input.get_axis("Walk_Left", "Walk_Right")
21 if direction:
22 if direction < @:
23 animated_sprite_2d.play("Walk_Left")
24 elif direction > O:
25 animated_sprite_2d.play("Walk_Right")
26 veloclity.x = direction * SPEED
27 else:
28 animated_sprite_2d.play("default")
29 velocity.x = move_toward(velocity.x, 0, SPEED)
30
31 move_and_slide()

Puc. 1.6 - Ilpuknan ckpunra Ha GDScript /1t KepyBaHHS IEPCOHAKEM

[TapameTp delta y pyHkIisx process 1 _physics process - 11e 9ac, SKHil IPOUIIIOB
3 MOMNEepeaHbOro BUKIMKY. MHOeHHS Ha delta mpu po3paxyHkax pyxy 3abesmnedye

OJTHAKOBY IIBUJKICTh TPH HA MPHUCTPOSX 3 PI3HOIO MPOMYKTUBHICTIO. SIKIO X Kajip



22
MOBTOPIOETHCS PIIIE, KOXKHE TMEPEMIIIEHHSI CTa€ OLIBIINM, 1 TIEPCOHAXK PYXAETHCA 3
TI€I0 CAMOIO MIBUJIKICTIO.

GDScript  miaTpumye  00'€KTHO-OpPIEHTOBaHE  TPOTPaMyBaHHS:  MOXKHA
OTOJIONTYBATH KJIaCH, YCIaJIKOBYBaTUCh BiJl ICHYIOUHMX KJIAciB pyIIis a0 CBOiX BIACHUX,
NIEPEBU3HAYATH METOJIU, KOPUCTYBATUCh MOIU(iKaTOpaMu AOCTYITy. X04a THITH 3MIHHUX
MOKHA HE BKa3yBaTH, y HoBimmx Bepcisx GDScript pekoMeHay€eThCS BUKOPUCTOBYBATH
cratnyny tumi3zaiito (var speed: float = 100.0), OCKUIbKY 1€ TTOKpAIIy€E YUTAHICTh KOY,
J03BOJISIE  PEAAKTOPY JIOBUTHM TIOMHIJIKM Ha €Tali HalWCaHHS Ta  IIIBUIIYE
MPOAYKTHUBHICTb.

Oxpim GDScript, y Godot MmoxkHa ucatu Ha C#, a TakoX MIAKIIOYATH MOYJIl Ha
C++ uepe3 mexanisMm GDExtension. OgHak Ayis HEBENIUKUX Ta cepenHix 2D-mpoekTiB
GDScript € ontumansHUM BUOOPOM 3 KibkoX Ipu4uH. [lo-mepie, BiH He MOTpedye
KOMITUIALII, [0 NPUCKOPIOE UUKI po3poOku. Ilo-gpyre, BiH OpOCTIIHNA IS
omanyBaHHs. [lo-TpeTe, #ioro TicHa IHTerpaiis 3 pyIIiEM O3HAYae€, MO0 Oarato peuen
peai3yloThCs MEHIIOK KUIBKICTIO KOAYy, HIK aHajoriyHa Jorika Ha C#. 3HU3UTH
npoayktuBHICTE GDScript Moke y ayke HaBaHTOKEHUX MPOEKTAX 13 CKIATHUMHU
O0OYHCIIEHHSMH, MPOTE Y TUIaTGopMepax 1€ MPaKTUUYHO HE 3yCTPIUAETHCA.

Cama MOBa TPOJOBXKYE PO3BUBATUCH pa3oM 13 pyurieM. Y Bepcii 4.x GDScript
OTpYMMaB MIATPUMKY JsIMONA-(YHKITINA, KOPYTHH HA OCHOBI KIIFOYOBOTO CIIOBa await,
MOKpaIleHy CUCTEMY THIIIB Ta iHII MOXIuBOCTI. Lle pobutrs GDScript moBHOIIHHUM
IHCTPYMEHTOM JUIsl peanii3alli SK MPOCTOoi, TaK 1 CKJIAJHOI IrPOBOi JIOT1KH, 1110 TOBHICTIO

BIJIMOBIAA€ 3a71a4aM, MOCTABJICHUM Y JaH1i KBasi(ikamiiiHii poooTi.
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2. AHAJII3 ICHYIOUYMX PIINEHD TA ITPOEKTYBAHHSA APXITEKTYPH
IHHJIAT®OPMEPA

2.1. llopiBHAJILHMI aHATI3 iCHYIOUHX IJIAT(OPMepPiB 3 OiYHMM CKPOJIIHIOM

[Tepmr HiX MPUCTYMaTH 0 MPOEKTYBAHHS BJIACHOI TPH, TOIIIFHO MPOaHATi3yBaTH
KUTbKa TPEJCTAaBHUKIB JKaHPY, SIKI BXKE JTOBEIH CBOIO SIKICTb 1 MOMYJISIPHICTH. Takuit
aHali3 Jla€ 3MOTYy MOOAYuTH, SIKI MEXaHIKU € 0A30BUMHU, a SIKI BUCTYMAIOTh POJ3HHKOIO
KOHKPETHOTO TMPOEKTY, SIKI MIAXOAU [0 JU3ailHy pIBHIB Ta MOAayl CKJIAJHOCTI
BBAXKAIOTHCS BJIAJIMMHU, a SIKI HABIIAKU 3QJIMIIAIOTH y TPABI[IB HETaTUBHI BpakeHHs. J1Jis
aHajiizy oOpaHO YOTHUPHU TpHW pi3HOro mepioay 1 ctwito: Super Mario Bros, Celeste,
Hollow Knight, Shovel Knight(Puc. 2.1).

Super Mario Bros (Nintendo, 1985) € ¢daxTtuuHo eramoHoM xaHpy. |eimruieit
noOyI0BaHO Ha TMPOCTHX, ajie J00pe BIATOYCHUX MEXaHIKaX: TMepeMilIeHHs
BJIIBO-BIIPABO, CTPUOOK 3MIHHOI BHUCOTH, MOXKJIUBICTh CTPUOHYTH Ha BOpPOTa 3BEPXY.
PiBH1 MartoTh JiHINMHY CTPYKTYpY, MOCTYIOBO BBOJSTH HOBI €I€MEHTH (TpyOH, MpIpBH,
pyxomi mnaropMu, BOpOTIB pI3HUX THIIIB), MAIOTh UYITKy dYacoBy Mety. ['padika
cipaifroBa, Tunosa st NES. OcobGnuBicTh 1i€i rpu nossirae y 6e3moraHHoMy OajaHCl
CKJIQJHOCTI Ta y TOMY, SIK JU3ailH pIBHIB HaBYa€ TpaBlsl MEXaHIK 0€3 €IUHOro
HABYAJIBHOTO E€KpaHy.

Celeste (Maddy Makes Games, 2018) - cydacHuii miargopmep 3 akIEHTOM Ha
TOYHICTh KepyBaHHs. /[0 0a30BUX MEXaHIK J10AaHO MOBITpsiHUM puBOK (dash), 3maTHicTh
XBaTaTUCh 3a CTIHM 1 JApamnatucs 1o Hux. [pa crnaBUThCS HaA3BUYAWHO TOYHUM
KEPYBAHHSIM: KOOPJMHATH MEpPCOHAKa OOYMCIIOIOTHCS 3 TOUHICTIO JI0 CYyOMiKCens, 110
poOUTh MOXJIMBUMHU Jy)K€ CKIagHi MaHeBpu. PiBHI KOpOTKi, MOAUIEHI Ha OKpeMi
KIMHATH, Mpu 3arubesi rpaBellb MUTTEBO BIJIPOKYETHCS HA IMOYATKy KIMHATH, IO
103BOJIsiE  0€300J1ICHO eKCIepUMEHTyBaTh. [padika mikcenbHa, aje CTUII30BaHa, 3

BHUPA3HOIO KOJIPHOI HamiTporo. OKpeMo Bi3HAYAETHCS PIBEHBb aydio- Ta CHOXKETHOTO

cynpoBony[6].
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Hollow Knight (Team Cherry, 2017) € npeacTaBHUKOM MiKaHPY METPOIIBaHis.
CBIT TpuU BIAKPUTUH, TOAUIEHUH HA PETriOHH, MTOCTYH JO OUIBIIOCTI 3 SIKUX
BIJIKpUBAETHCS MOCTYTOBO - Y MIpy OTpUMaHHS HOBHX 3[10HOCTEH mepcoHaxa (CTiHY
NoJBIMHOTO CTpuOKa, 3aHypeHHs, Tenenopraiii). bolioBa cucremMa po3BHHEHA:
NEpCOHAXX Ma€ KiJdbKa THWIIIB aTaKd, 3aKJIMHAHHSA, CHCTEMY <JIylD» (BaloTa Ijs
JikyBaHHs 1 Marii). I'padika HamanboBaHa BpydYHY, VY BHPa3HOMY TEMHOMY CTHII.
Hollow Knight nikaBuii TuMm, sIK BiH NMOEAHY€E KJIACHYHI MiIaTGopMepHi MEXaHIKU 3
enemeHTamu ekiH-RPG.

Shovel Knight (Yacht Club Games, 2014) cBimoMO CTWJII30BaHUN TMiJI €pU
8-01THMX KOHCOJIEH, HaBITh 30epiraroud BIANOBIJHI OOMEXEHHs NamiTpu. leimmien
Haragye cymim Mega Man 1 Castlevania: mepcoHaxk aTakye JONAaToOI0, MOXKe
BUKOPUCTOBYBATH 1i SIK TPAMILUIIH, CTpUOAarOYM Ha BOPOTIB Ta 00'€KTiB 3BepXy. I pa mae
HENIHIAHY KapTy 3 BHOOpPOM NOCHIZOBHOCTI MPOXOIKEHHS PIBHIB, KOXXKEH pIBEHb
3aKiHuyeThbest 00em 3 O0ocom. LlikaBo, mo Shovel Knight mokasye, sik perpo-ecteTrnka
MOXKE€ OpPraHIYHO TO€JHYBAaTUCh 13 CyYaCHUM JIM3alHOM PIBHIB Ta YIOCKOHAJICHHIMU

3pYYHOCTI KEpYBaHHS.

<10  MEBE® TIBE

Puc. 2.1 - CkpiHimoru aHani3oBaHuX miardopmepin

[TopiBHSIHHS aHAII30BaHUX 1TOP 32 HU3KOIO KPUTEPIiB nmogaHo y Tadmuin 2.1.
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I'pa Tun Kamepa Cruib Oco01uBi Craagni
PiBHIB rpagiku MeXaHIKH CTh
Super JIinHiiiH1 biuna, 3 ConpaiitoBa, | Ctpubok Ha [Tomipna
Mario BUIEPEIKEHHAM | 8-01T BOpOra
Bros
Celeste | Kimuaru biuna, nepexin | [likcenbHa, PuBok, Bucoka
MIXK KIMHaTaMHM | cyyacHa Ja31HHA 110

CTIHAX
Hollow | Bigkputuii | BinsHa HamanroBana | [Toasiiiauii Bucoka
Knight [ cBiT CTPHUOOK,

OoiioBa

cucrema
Shovel |Jliniitai 3 | biuna CrnpaiitoBa, | Ctpubok-ynap, | [Tomipaa
Knight | Bubopom peTpo OorioBa

cucrema

Ha ocHoBi mpoBeieHOr0 aHai3y JJIs BIACHOTO MPOEKTY 0OpaHO MIiAX1J, OJU3bKUI
70 KJIACHUYHOTO: JIHIMHI piBHI 3 OIYHUM CKpOJIIHIOM, Hallp 0a30BUX MeXaHIK (pyX,
cTpuOOK, 30MpaHHS NPEIMETIB, BpaxyBaHHsS 3ITKHEHb 3 HeOe3leKaMu), CIpanToBa
rpadika. CKIagHIIIUX €JEMEHTIB Ha KINTaJT MOJBIMHOIO CTpUOKa, pUBKa YU OOKWOBOT
CHUCTEMHU Yy MIHIMaJIbHIA Bepcii Tpu HE mependadeHo, MPOTe apXiTeKTypa MOBHHHA

JO3BOJIATH JIOJIATH 1X y MailOyTHhOMY 0€3 IepenuCcyBaHHs KOY.

2.2. llopiBHAJILHUI aHAJI3 iIHCTPYMeHTIB po3po0dku 2D-muiardopmepis

VY migpo3aum 1.3 OyB HajgaHuil 3arajdbHUM ONIAN ITpOBHX pyuIliB. Temep xe
HEOOXITHO TMPOBECTH JCTajbHIIIEC TIOPIBHSIHHSI CcaMe€ 3 TOYKH 30py PO3pOOKHU
2D-nnardopmMepa, OCKUIBKH 3arajibHa OLIHKa MOXKJIMBOCTEW pyIIisl 1 HOro MPUAATHICTD

JUTSI KOHKPETHOT 3a7a4i - pedl pi3Hi. Y MeXKax IhOro MOPIBHSHHS BPaXxOBYIOTHCS TaKi
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KpUTEpii: HASBHICTh HATUBHHUX 2D-MOXIUBOCTEH, MIATPUMKA TaWIOBUX KapT, (izuka
st 2D, iHcTpyMeHTH poOOTH 3 aHIMalisMH, CKJIQJHICTh BHUBYEHHS, LlIHA Ta YMOBH
JIIeH3YBaHHs, aKTUBHICTh CIUIBHOTH 1 JOCTYIHICTh JOKYMEHTAIII.

Unity Ha MOMEHT HamucaHHS POOOTH 3aJUIIAETHCS OAHUM 13 HAUMOMYISPHIIINX
PYILLIiB 3arajibHOTO MPU3HAYEHHS. Y HbOMY € mijcuctema 2D, ska BKItoYae cripaidlTOBUN
penzaepep, dizuky Box2D, inctpyment Tilemap myis poOoTv 3 TaWJIOBUMHU KapTaMu,
cucreMmy adiManiii Mecanim. Bce 1e moTyxHe, aje pealizoBaHe JAeIIO OOXigHUM
HUIAXOM: BHYTpPIIIHBbO Unity 3amuInaeTbCs TPUBUMIPHUM pyllieM, y sikomy 2D - me
OKpeMHUH pexuM pOOOTH 3 OPTOTOHAIBHOIO Kamepor 1 Miiackumu cropaiiramu. lle
o3Hayae, 1o 0a3oBa 30ipKa MPOEKTY BCE OJIHO TATHE 3a coOoro moBHMM 3D-ctek. s
HeBelmmkoro 2D-mmardopmepa 1ie HaIMIIKOBO. [[iHOBHMIT acleKT TaKOXK € BaKJIMBHUM:
oe3komToBHa Bepcis Unity Personal migxomuth juisi HempodeciitHOro BUKOPUCTaHHS,
aje 1cTopis 31 3MIHOK YMOB JilleH3yBaHHs y 2023 porl nokasaina, 0 YMOBU MOXKYTh
3MIHIOBATUCh HECTIOAIBAHO.

GameMaker Studio criemianbHO cTBOpeHuit mig 2D 1 Mae ayxe sSIKICHY peatizallito
OCHOBHHUX MOTped muiatopmepa: BOyIOBaHUIN PEAAKTOP CIPANTIB 1 TAiIiB, TPOCTa aje
nocratHs (i3uka, ckpuntoBa MoBa GML, opieHTOBaHa caMe Ha IrpoBY JIOTIKY. ¥ HbOMY
ICTOPUYHO PO3pOOJIEHO BENIMYE3HY KUIBbKICTh ycmimHux 2D-irop, cepen sikux Hotline
Miami, Undertale, Hyper Light Drifter. Oqnak exocuctema GameMaker € 3akpuroro,
Ji1eH31i Ha TOBHOIIIHHE BUKOPUCTaHHS 1iaTHi, a GML sik MoBa MeHIII yHIBepCasbHa,
Hi>K GDScript a6o C#.

Construct 3 - Bi3yaJIbHE CEpelOBHINE, y SIKOMY 3aMiCThb MPOTpaMyBaHHS
BUKOPUCTOBY€EThCS cucTteMa Event Sheets. Lle poOuts iloro Haa3BU4aitHO MIBUIKUM IS
MPOTOTUITYBAaHHA TMPOCTUX TuIarGopMmepiB, ajie OOMEXKye THYUYKICTh TPH peasizaiii
HecTaHAapTHUX MexaHik. Construct opieHTOBaHUM IMEpEeBaXHO HA OCBITHI I Ta
HeBeNuKl Opay3epHi irpu. Takox BIH € XMapHUM CEPBICOM 3a MIAMUCKOIO, 1[0 MOXKE HE
BJIAIITOBYBATH YaCTHUHY PO3POOHUKIB.

Phaser - JavaScript-6i6mioreka mns Be6-irop. Ii ocHOBHa mepeBara - MOKIMBICTB
3aImycKy rpH mpsMo B Opay3epi 6e3 BctanoBieHHs. OnHak Phaser He Mae MOBHOIIIHHOTO

penakropa: piBHi, 00'€KTH, TTOBEIIHKA - BCE II€ OMUCYEThCS KojoM. s mmatdopmepa e
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o3Hauae, 1o abo MOTpiIOHO BUKOPUCTOBYBATH CTOPOHHI penakropu (Hanmpukiag, Tiled) 1
3aBaHTaXyBaTu ix ¢opmaru, abo MUcaTu BJIACHY cUcTeMy piBHIB. Lle 301ab11ye oOcsr
pOOOTH 1 YCKIIATHIOE CYyTPOBIJT TPOEKTY.

Godot, sx Oysi0 cka3zaHO paHille, € BIAKPUTUM pyIIieM. Y KOHTEKCTI 2D-po3polOku
BIH Mae psj nepesar: 2D-penaepep € HaTUBHUM, a He T0Oyq0BaHUM noBepx 3D, 1o nae
KpaIly MpOAYKTHUBHICTh Ha CIIa0KMX MPHUCTPOsiX; BOymoBanuii penakrtop TileMap (a y
Godot 4 - TileMapLayer) 103BoJsi€e CTBOPIOBATH PiBHI O0€3MI0CEPEIHBO Y pelakTopi 6e3
noTpebu y CTOPOHHIX 1HCTpyMEHTax; (pi3uyHa CHUCTeMa MPOIOHYE CIeliaJbHUI Kiac
CharacterBody2D 3 BOynoBanum Metonom move and_slide(), onTumizoBaHUM came IS
margopmepiB; AnimationPlayer Tta AnimatedSprite2D namoTh AB1 ajdbTepHATHBHI
MoJIeNl peanizalii aniMarid. Po3amip camoro pemgakropa ctanoBuTh 6mm3bko 100 Mb, Bin
MOBHICTIO NIEPEHOCHHMH 1 HE TOTpeOy€e BCTAHOBJICHHSI.

[lincymoBytouM, MOXXHA 3a3HaYUTH: JUIsl HeBequkoro 2D-rutardopmepa, sKui
po3polisieTbest Yy Mekax KBamidikamiiiHoi poOotm, pymiii Godot 3abesmeuye
ONTHMAaJbHE TOEAHAHHA MOXXJIMUBOCTEH, MPOCTOTH 1 yMOB JileH3yBaHHsA. JKomeH 3
KOHKYpPEHTIB HE Ma€ TepeBarn OJHOYACHO 3a BciMa Kputepismu, mpore Godot He

IMOCTYITA€THCA iM 3a JKOIHHUM 3 THX, IO € BAXXIIMBUMHA CaMC IJIA ObOI'0 KJIaCy HpO€KTiB.

2.3. O0rpynryBanHs BuOopy irposoro pyuisa Godot s peanizanii npoexTy

Xoua y monepeIHboMy MiJIpo3/a1il BXe chOpMYyIbOBAHO 3aralbHUIl BACHOBOK PO
JTOIIbHICT BUOOPY Godot, y 1boMy MiIpO3/iiai HEOOXiJIHO HABECTH JCTaJIbHIIIE
OoOrpyHTYBaHHS caM€ y KOHTEKCTI nocTasiieHoi 3anadi(Puc. 2.2).

[To-nepiue, minensiitai ymoBu. Godot po3mnoBcromKyeThes 3a Jinensiero MIT, mio
€ OHIEI0 3 HAWBUIBHIIIKX JIIEH31H 3-oMiXK BigomuXx. Lle o3Hauae, mo pymrii MoxxHa
BUKOPUCTOBYBAaTH 0€3 0OMEXEHb SIK JIJIsi HaBUAJIbHUX, TaK 1 I KOMEPIIMHUX LiJieH, 6e3
CIUTaTU POsITi, 0€3 000B'SI3KY PO3KpUBATU BUXIAHHUM KOl CBO€T Tpu. Bynb-sKkuil MpoeEKT,
po3pobnenuit y Godot, MOBHICTIO HaJIEKUTh Horo aBTopy. Lle 0coOauBO BaXKIUBO NS

KkBai(iKaIiiHOI poOOTH, KA MOXKE Y MaOYTHHOMY OyTH PO3IIHMPEHA Ta OMYOJ1KOBaHA.
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ITo-npyre, HatuBHA opieHToBaHICTh HAa 2D. Y Godot 2D 1 3D peaini3zoBaHi 5K JiBa
napajieJibHI peHAepepHu 3 BIACHUMH Habopamu By3:iB 1 cBoeto (izukoro. Lle ne «3D 3
BUMKHEHOIO TJIMOMHOIO», a came 2D y mpupomHOMy CEHCl: OPTOrOHaIbHI KOOPIWHATH,
IIJIOYMCIIOBI TMIKCENi, ONTUMI30BaHa ImijcucTeMa BigoOpaxkeHnHs. s miardopmepa e
03Hayae Kpaury NpoayKTUBHICTb 1 MPOCTINTY OPraHi3alio KOy.

[To-Tpete, HasBHICTDH BCIX HEOOXITHUX THCTPYMEHTIB «3 KOpOOKU». Y pemakTopi
pyuuisa Bxe €: TileMap nns noOynoBu piBHIB 3 TailiiB, AnimationPlayer nis animartii,
CharacterBody2D 3 roToBoro JIOTiKOIO PyXy 1 KOmi3ii s mepcoHaxkiB, Camera2D 3i
3MIQJKYBaHHAM Ta oOMmexeHHsMmH, ParallaxBackground mis mapamakc-dony, Area2D
JUIS. 30H B3aeMojii (Hampukiaz, MoHeTH abo Tpurepu)[13]. Peamizamis aHajgoridyHoi
(GYHKITIOHATHHOCTI B IHINIUX PYIISX YacTO BUMaraja O JOJAaTKOBHUX IUIAriHIB a0o
HAIMCAHHS BIACHOTO KOJY.

[To-yeTBepTe, mpoctora BuUBYeHHA MoBU GDScript. Sk Oymo mnokazaHo y
nigpo3aim 1.5, GDScript 3a cunaTakcucoMm Haragaye Python, He BuMarae KOMMIAIIT,
HaJa€ IPSIMUN TOCTYN J0 BCIX MOXJIMBOCTEH pylis. Y Mexkax KBajidikaniiHoi podotu
IIe O3Hayae, [0 3HaYHA YacTWHA Yacy Oyle BUTpadeHa HE Ha OOpPOTHOY 3 MOBOIO 1 ii
0COOJIMBOCTSIMH, a Ha BJIACHE ITPOBY JIOTIKY.

[To-n'are, nerkicte camoro pyuris. IHcransiis Godot mossirae y 3aBaHTaXKeHH1
OJTHOTO BUKOHYBaHOTO ¢aiiny posmipom mpubauzno 100 MB[9] 1 He mnotpebye
peecTpallii 00IIKOBOTO 3aIMCy, aKTUBAIII1 JIIIIEH31i YU OKPEMOTO MPOIIECY BCTAHOBIEHHS.
e poOutk pywiid nOpuAATHUM I PoOOTH HA MaJOBUMOINIMBOMY alapaTHOMY
3a0€e3IeueHHI, 110 TeX € IUIFOCOM JIJIs CTYJIGHTCHKOTO MPOEKTY.

[To-mocre, akTUBHICTH cnIbHOTH. [JokymenTartiss Godot BeeThCsl aHIMIMCHKOLO,
YaCTKOBO TEpEeKJIaJieHa IHIIMMHA MOBAaMH, JOCTYITHA OHJIAMH 1 Yy BUIVISAI JIOKAJILHOTO
daiiny. AxktuBHa cruinbHOoTa Ha Reddit, Discord, ¢opymi 1 B YouTube pobuth momryk
BIJIMOBIZCH HA THUIOB1 3amuTaHHs npocTuM. KinbKIiCTh TyTOpialiB 3pociia 0COOIUBO

micist 2023 poky Ha T JiEeH31MHUX cynepedok HaBkosio Unity.
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NMigexszia MIT
BineHe eMEopucTaHHA Doz poRnTi
MpoEET NOBHICTI0 HANEXWTE SETORY
[caponeHs KOMEDUINHE 33CTOCYEAHHA
AKTMEHA CninbHoOTa o Hatwexwi 2D

OokymenTauia, Reddit, Discord, YouTube Cwpenmuwi 20-peHnepep i dizvka
JpocTaHHA nicnA 2023 (einxda eig Unity) CpTOroHaneHi KOCROMHAETH { NiEceni
MpocTyi nowyE signoeigen | TyTopianis Kpawa npoayETHMEHICTE NnaTdopmepa

GODOT

IrpoEwd pywin onA
2D-nnardoprmepa

TNerkicTe pywia [HCTPYMEHTH «3 KOpODKEME
~100 ME, ooMs EMECHYESHMNA drain B . TileMap - AnimationPlayer
Bes peecTpayil Ta akTHEALIT NiLeHaii | \ GCharacterBody2D - CameraZD

MigeoamTe AnA ckpomHono MK MNpoctoTa GD Script ParallaxBackground - AreaZD
CnmTakcwc cxoeni Ha Python
Eez EomninAyiil, mpruui gocTyn o AP
QoY C HE IFPOB NOTiYi, HE HE MOoE

Puc. 2.2

3Benena aiarpama nepesar Godot A MPOeKTy

CykynHICT, HaBEICHHX apryMeHTiB pobuth BuOip Godot He mpocTo
NPUHHATHUM, a ONTUMAJIBHUM I KOHKPETHOI 3a/1adi - po3poOku 2D-mnardgopmepa 3

O1YHUM CKPOJIHIOM y MeXax KBamiikariitHoi pobotu 6akanaBpa.

2.4. IIpoexkTyBaHHS 3arajibHOI apXiTeKTYpPH IpH

[lepm HDK TEepexoAUTH 10 peanizaiii, HE0OXIJHO CIPOEKTYBaTH 3arajibHy
apXITEKTypy TpH: sIKi CIeHH OydyTh CTBOPEHI, K BOHH B3a€EMOJIIIOTH MK CO0OI0, 5K
30epiraroThCs MI0OANbHI JaH1, yepe3 siKi KaHaiu B110yBa€ThCsl OOMiH 1H(OPMAIIIEIO M1K
KOMIIOHEHTaMHU. J{oOpe mpoaymaHa apXiTeKTypa €KOHOMHTb 4Yac Ha MI3HINIMX eTarax
PO3pOOKH 1 3HAYHO MOJIETIITYE BHECEHHS 3MiH.

B ocHOBI apXiTeKTypu JEKUTH l€papXis ClieH. [0JIOBHOIO (CTapTOBOIO) CIIEHOIO
POEKTY € Main, sika 3aBaHTa)Xy€ TOJOBHE MEHIO. 3 TOJIOBHOTO MEHIO TPaBEIlb MOXKE
nepeit 10 crenu koHkpetrHoro piBHA (Levell, Level2 1 tak pgami), mepenisiHyTH
TaOIUII0 pe3yabTariB a0 BUUTH 3 rpu. KokeH piBeHb € CAMOCTIMHOIO CIIEHOI0, Y KN

NpUCYTHI: exk3eMIuLsip cueHu rpasug (Player), po3miuena 3a nonomororo TileMap kapra
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PIBHSI, €K3eMIUIAPU CIIEH MpeaAMeTiB (MOHETH, cepiisi, OOHYCH), €K3EeMIUISIpH CIEH
BOPOTiB Ta HEOE3IeK, Touka (piHinry piBHA, a Takoxk By3oa HUD - inTepdeiic rpaBus.

Cuena rtpaBus (Player.tscn) BuHeceHa y camoOCTiWHUN (aiim 1 TOBTOPHO
BUKOPHUCTOBYETHCSI Ha KOKHOMY piBHI. lle 103Bojsie onmuH pa3 peanizyBaTH JIOTIKY
KEepyBaHHS MEPCOHAXKEM, a TIOTIM MPOCTO JIOJIaBaTH TOTOBY CIICHY T'PABIS y OyIb-sIKUH
piBeHb. AHAJOTIYHO CIICHHM MOHETH, BOPOra, pyXoMoi IuiarGopMu Ta IHIIUX 00'€KTIB
MPOEKTYIOTHCSA SIK OKpeMi 6araropa3oBo BUKOPHCTOBYBaHi CIICHH.

[mobanpHi nani rpu (iM'st epcoHaka Ta paxXyHOK) 30epiratoTbes y crieniaJbHOMY
o0'ekti GlobalDataStore, peanizoBanomy 3a nomoMoror Mmexanizmy AutoLoad[17].
AutoLoad y Godot - 11e pexuM, y SIKOMy CKPUINT aBTOMaTHYHO 3aBAHTAXKYETHCS MPU
3aIyCKy 1 3aJUIIAE€ThCS B MaM'siTI MPOTATOM YChOTO CEaHCY, JOCTYIHUN 3 OyIb-iKOi
cuenn. daktuuHo 1€ peanizalisa natepHy Singleton. Y 6a30Biii Bepcii GlobalDataStore
BIJIMOBIJA€E 3a 30epiraHHs IMEHI NEepCOHa)ka Ta MiJIPaxXyHOK 310paHuX NpEeIMETIB;
PO3IIMPEHHS JI0 TOBHOI[IHHOTO MEHEKepa 31 CTAaHOM J>KUTTIB 1 MEPeXOoJaMHu MIXK
PIBHSIMH BIJTHECEHO /10 IEPCIEKTUB PO3BUTKY.

3B'130K MK KOMIIOHEHTaMH peanizoBaHo depe3 curHanu[18]. Hanpukman, komu
rpaBellb CTUKAETHCA 3 MOHETO, ClIeHa MOHETH BUIyckae curHai collected, Ha sxuit
pearye GlobalDataStore, sikuii 3011b11y€e paxyHok 1 mosigomiiie HUD mipo HeoOXiAHICTh
oHoBlieHHs. Takuii miaxin 3ade3neuye ciaabKuil 3B'A30K MK KOMIIOHEHTAMH: MOHETA HE
3Ha€, XTO camMe Ha Hel mianucaHui, 1 He 3anexuTh Biag peamzanii HUD ab6o

GameManager.
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| (cTapToBa cueHa)

IFBAHTEHYE A
¢ 3dBIHTIHYE E Lma“mwc—
; v
MainMenu
GameOver
A
: : A
\;.I . N !_m-lz : ZSEIHTIEYE .
4 : (i gami...) i
[ GameManager
{AutoLoad / Singleton)
* MOTOYHWA PAXYHOK RShRERRRb ! :
* KiNbKICTS HMTTIE e f e R
* MOTOYHWH PIBEHE
* HAWKpalMA pesynstar . . e i
+ afiepexenna (ConfigFie) £ maGansHIA GOCTYT [ CUrHanM v
* MEpEeXi] MBK CUBHAMM oo .
e = < i Leveld (cuena piexn)
Player TileMap Coins (xn)
Nerewpa: L =
CTaproea cusHa (Main) Enemies (xn) HUD Finish

Metio | aonomixHi CLEHK
:l Irpoei piesi (Level, Level2..)
GamelManager (AutoLoad / Singleton) L* CoinsCnemies — cusHan colfected — Gamelanager — HUD [oHosnessa paxyrky)

KomnoHeHTu (BYENW) piEHA

- - - emofansHul Accmyn / cuaHanu

Puc. 2.3 - 3aranpHa apXiTeKkTypa rpy y BUIJIAIL JlarpaMu CLICH

CTpyKTypa Marok MpoeKTy TIAHYETHCS HACTYITHOIO: Y KOPEHI 3HAXOMSTHCS MAIKH
scenes (yci cieHu .tscn), scripts (ckpuntu .gd), assets (BcepeauHi sKoi - sprites, sounds,
music, fonts, tilesets). ®aiin project.godot 3 HamamTyBaHHAMH 1 aina
AutoLoad-ckpunTiB - y kopeHi. Takuil MO TOJIETIIYE OPIEHTAII0 Yy TPOEKTI Ta

HIATPUMY€E HOTO BIOPAIKOBAHICTh TPU 30UIBIIECHH] KUIBKOCTI (pailiiB.
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res:// (kopiHb npoekTy)

H

scenes/ scripts! assets/ project.godot

Player/ Levels/ Enemies/ urr ‘

Player.gd

| e [

‘ sprites/ sounds/ music/ tilesets/

Flayertscn | ‘ Levell tscn ‘ Enemy.sen | | HUD tsen |

Nerenpa:

Levat2 tscn | Goin.tsen | GameOver.tscn L] kopiue npoary

lonoswa nanks (scenes, seripts, assats)

Niananka [ waitn gtsen s ga 7 godoty

Puc. 2.4 - CtpyKkrypa nanok npoexTty

[ToTik BUKOHAHHS T'PU TJIAHYETHCS TaK: 3alyCK PYLIis 3aBaHTaXxye clieHy Main, y
AKIA  BIJOOpaxkaeTbcsi ToJMIOBHE MeH. Ilpu HaruckanHi kHonku «I'parm»
3aBaHTAXKYEThCA CIIEHA mepiioro piBHsA MeToaoM get tree().change scene to file(). Ilix
yac rpu ctaH BiacTexxye GlobalDataStore, a y 6a30Biii Bepcii micias IPOXOIKEHHS PiBHS
KEepPYBaHHs TIOBEPTAETHCSA JO TOJOBHOTO MEHIO. [lepexiym Mik KiTbkoMa PiBHSIMH Ta
eKpaH 3aBepIICHHS T'py NepedaueHi IK HanpsM MOAANBIIOTO PO3BUTKY.

OnucaHa apxiTeKTypa € MOAYJIbHOIO, IO JI03BOJISIE Y pa3l HEOOX1THOCTI JI0aBaTH
HOBI pIBHI, HOBI TUIIM BOPOTiB, HOBI MEXaHIKU 0€3 BTpy4YaHHs y BKe HamucaHui kof. Lle
BIJIMOBIJA€ MPUHIUIY BIJKPUTOCTI/3aKPUTOCTI 1 POOUTH MPOEKT MPUAATHUM JUIS

NOJAJIBIIOrO PO3BUTKY.

2.5. IIpoekTyBaHHA irpoBHUX PiBHIB Ta irpoBoro inrepgeicy KopucryBaia

[IpoekTyBaHHS pIBHIB € THM €TaloOM, Ha SKOMY TEOPETHYHI KOHIICTIITil
NEPETBOPIOIOTHCS. HA KOHKPETHE IrpOBE HAMOBHEHHA. Y i poOOTI IUIAHYETHCS
CTBOPUTHU HEBEJIMKY CEpPII0 PIBHIB, SIKI MOCTYNOBO BBOAATH I'PABI Y MEXAHIKU TpH 1
30UThITYIOTh i1 CKIaaHICTh[20]. OpieHTOBHO TependadeHo TPHU PiBHI, OCKUIBKUA TaKOi
KITBKOCTI JIOCTaTHBO JJISI JIEMOHCTpAIlil apXiTeKTypH, TpH I[bOMYy HE BHHHKAE

HaJIMIpHOTO 00CATY KOHTEHTY, 3 IKMM CKJIaTHO BIIOPATUCH Y MEXKaxX OfHIel poOOTH.
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[lepmmii piBeHb BHUKOHYE pOJIb HABYAJIBHOTO. BiH KOpOTKHH, CKIIaa€ThCs
NEPEBAXHO 3 PIBHUX AUISHOK, MICTUTh KlJIbKa MOHET, OIHY a00 JIB1 IPOCTiI HEOE3MEKH,
KUTbKa MaJCHBKHUX TPIPB, SAKI MOXKHA TEPECTPUOHYTH 0a30BUM CTPUOKOM. 3aBHaHHS
LOTO PIBHS - JIaTH TPaBLIO 3BUKHYTH JI0 KEPYyBaHHA, BINUYTH (PI3UKY MEpCOHAXKa,
no0ayuTH, K MpaIoe 30MpaHHs MPeAMETIB 1 BijoOpaxkeHHs paxyHky(Puc. 2.5).

Hpyruil piBeHb J0ma€ OUTBbIIE PI3HOMAHITTS: BEPTUKAIbHUN pyX (migiiomMu Ta
CIyCKHM), KUIbKa pIBHIB IuIarGopMm, pyxoMi MmiaaTdopMu, MPOCTilll BOPOTH, SKi
NaTpyimioloTh MEeBHY AUIAHKY. TyT yxe BiJ TpaBls MOTpiOHA MEBHA BIPABHICTH, aje
PIBEHb BCE I1I€ JUIIAETHCS MPOXOIUMUM 0€3 3aHAITO CKIaJHUX MAaHEBPIB.

TpeTiii piBeHb BHCTYINA€ SK MiJICYMKOBHI: BIH TO€AHY€E BCl BHUBYEHI paHille
€JIeMEHTH, JTo/la€ OUIbIe TPIPB 3 TOCTPUMHU KpasiMH, OUIbIIIE BOPOTIB, YEPry€e TiCHI
TIISHKA 3 BIAKPUTHMHU TPOCTOpaMU. 3aKIHUYEThCS PIBEHBb (PIHIMIHOK TOYKOO, IO
CHUMBOJII3Y€ MEPEMOTY.

[Tpuniunu noOyn0BH PIBHIB, HA SIKAX CIIiJl HATOJIOCUTHU:

- KOXKHA HOBa MEXaHiKa BBOAMUTHCS y OE3MEUHOMY CEpEOBHUII, /e TpaBellb MOXE
EKCIIepUMEHTYBAaTH 0€3 MOKapaHHs;

- BI3yaJpHI IIJIKa3Ku (HAMpUKiIad, MOHETH, PO3KIAJCHI B3JIOBX OUYIKYBaHOT
TpaEKTOpPIi CTpUOKa) JOMOMAratoTh I'PaBLIO IHTYITUBHO PO3YyMITH, IO BiJ HHOTO
BUMAra€eThCs;

- Hepaana crnpoba He MOBHHHA O3HAYaTH BTPATH BEITUKOTO MPOTpecy: KOHTPOJIbHI
TOYKM PO3CTABISIIOTHCS TaK, 100 TOBTOPHE TPOXOMKEHHS MIISHKA He

BHCHa)KyBaJIO.

VMOEHI NO3HAYEHHRA!

O — Mosers (sBupaeTLon) A — HeBesnexa (wanu) Il — nrerdopus  3eumn _ Mouemkoas Touxa (CTAFT) _ Kiryeaa Towes (GIHILL

Q00O O O O
*gnm

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, >
Harpam pyxy epaeus

Puc. 2.5 - KonuentyansHUA €CKi3 TIEPIIIOTO PiBHS.
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IrpoBuit inTepdeiic kopuctyBaua (HUD - Heads-Up Display) npoektyeThcs
MIHIMQJTICTUYHUM, 1100 HE BIJIBOJIKATH BiJl OCHOBHOTO MpOIECY Tpu. Y BEPXHHOMY
JIBOMY KYTI PO3MIIIY€EThCA 1HAUKATOP MOTOYHOTO paxyHKy y (opmati «Ouku: O» 3
OHOBJICHHSIM TIiJT Yac TpU. Y BEPXHBOMY IPAaBOMY KyTi BiJIOOpaKa€ThCs KUIBKICTh
KUTTIB, 10 3aJUIIWINCh, y BUISAMI PSALY MaJEHbKUX TMIKCENIB-CepAeib. Y IEHTpI
BEPXHHOI YACTUHM 3a MOTPEOM PO3MINIYETHCS Ha3Ba PIBHSA, SIKa 3HUKAE 4Yepe3 KUTbKa
CEKyH]I MiCJIsl MOYaTKy PiBHS.
OCHOBHI €KpaHH, OKpIM IrpoBOro, BKIt04atoTh(Puc. 2.6):
- TOJIOBHE MEHIO: Ha3Ba rpu, KHONKHU «I patny, «HanamryBanusy», « Buxiny;
- eKpaH May3W: BUKJIHMKAaeThcs kiasimero Esc, mictuth kHOmKH «IIpomoBxutmy,
«Ilepezamyck piBHSM», «[ 07T0BHE MEHIOY;
- ekpan Game Over: MOBIAOMJICHHS MPO BTpaTy JKUTTIB, (IHAIBHUN paxyHOK,
KHOIIKH «CrpoOyBaTH 3HOBY», «I 0JIOBHE MEHIO;
- ©€KpaH TepeMOrHd: TMOBIIOMJICHHS TIPO TMPOXOHUKEHHS OCTAaHHBOTO PIBHA,

N1JICYMKOBUI paxyHOK, KHOMKHU «I'paTu 3HOBY», «I 0JIOBHE MEHIOM.
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1. TONOEHE MEHID 2. IrpoEMid HUD
Fieete 1 LA R
HA3BA IPH
i Irpoea obnacte
(irpoeniA Nnpouec)

HanawmyeaHHA

3. Expan nayam

4. Ekpan Game Over

n MAY3A

DIHANSHWA paEXyHOE

0

MpogoEXKRTA

MepesamycTUTA piBEHbL

Cnpobysamm sHOBY

FonoEHE MeHo

YMOEHI NOSHAYEHHAL

— AKTWEHE EHONKS | | — Kuonka escogyicomnanks - — Maxens HUD {2epxkA canyTa)

Puc. 2.6 - Wireframe-cxemMu 0CHOBHUX €KpaH1B iHTEpdeHcCy.

Konboposa namnitpa iHTepdercy y3romkyerbes 3 rpadiuaum ctuiiem rpu. [Hpudt
00Hpa€eThC MOHOIIMPUHHMM a00 CTHIII30BaHUM M1 MIKCENbHY rpadiky, 1100 OpraHiyHo
MOEHYBAaTUCh 31 crpaiTamu. Po3mip TeKCTy nocTaTHi i 4YMTa0ENbHOCTI Ha
TunoBoMy posmupenHi ekpany (1920x1080), npu ubomy HUD He noBuHeH 3aiiMatu
oinpie Hix 10 BiICOTKIB IJIOMII €KpaHYy.

Okpema yBara MNpUIUIAETbCS HaBiramii KiIaBiaTypor. YCi MEHIO TOBHUHHI
NIATPUMYBATH KEpyBaHHS K MUIIEIO, TaK 1 KiaBiaTyporo (cTpuiku + Enter), ocKUIbKH
rpa B LIJIOMY OpPI€EHTOBaHA HA KEPyBaHHS 3 KJaBlaTypu 1 BUMAaraTH Mepexo/iB Ha MUIITY
MDK MEHIO 1 TeiiMIIIeeM Oyiio 6 HEe3pydHO JJisl TPaBLs.

[TimcymoBytouH, CHOpPOEKTOBaHA CXeMa piBHIB 1 iHTepdeicy dopMye IIiTicCHE

YSIBJICHHSI TIPO T€, SIK BUIVISAATUME TOTOBA T'pa, K1 €KpaHU MOOAYUTh TpaBellb 1y SKii
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MOCJIIIOBHOCTI, sIK Oy7le OpraHi3oBaHO Nepexia Mix HUMU. Lle cTBoproe HafiliHy OCHOBY

JUISL IEpeXoly A0 eTamy Oe3nocepeaHbol peatizailii, OMMCaHoi y TPEThOMY PO3ILII.
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3. PEAJII3BALIA TA TECTYBAHHSA INVIAT®OPMEPA 3 BIYHUM
CKPOJIIHI'OM

3.1. HanamryBaHHS cepeloBHINA PO3POOKH Ta CTPYKTYpPH NpoekTy B Godot

Po3poOka rpu po3mMOYMHAETHCS 3 MIATOTOBKH poOodoro cepemonumia. Godot
3aBaHTAXKYEThCS 3 OPIIIHHOIO CalTy SIK OJAWMH BUKOHYBaHHU (haill, SKuii HE TOTpedye
BCTAHOBJICHHSI B cucteMy. [nsi pobotu Oyno Bukopuctano Godot 4.6 (cranmaptHy
30ipky 31 ckpunrtyBaHHsM Ha GDScript, 6e3 pgomarkoBux 3anexHoctedt C#).
BukonyBanuii (aiin pyuis po3MIMIEHO Yy 3pYy4HIH Nammi, Opy MEpLIIOMY 3allyCKy
BITKPUBAETHCSI MEHEXKEP MPOEKTIB, Y SIKOMY CTBOPIOETHCS HOBHI MPOEKT.

ITin yac cTBopeHHs NMpoekTy BkazaHo Ha3By (HalfRealProject), muisax mpo mankw 1
oOpano penaepep Forward+[21]. g ABOBUMIPHOI rpH 3 HEBUOATIMBOIO Ipa(iKoro LEer
peHIepep € Ieo HaITUIIKOBHUM, 1 peHaepep Compatibility Texx mOBHICTIO 3a10BOJTHLHUB
Ou mnorpedbu mnpoekrty, mnpore Forward+ o0paHo sK cTaHAapTHUM BapiaHT 3a
3aMOBYYBAHHSM, 1110 HE CTBOPIOE KOJHUX MPpooiem it 2D 1 npaioe cTabuIbHO.

[Ticnst cTBOpeHHS MPOEKTY BUKOHAHO ©a30B1 HajalmTyBaHHsA y BikHI Project
Settings (Mento Project / Project Settings). ¥V po3zaini Display / Window BcTaHOBiI€HO
0a3oBy po3nuibHy 3aartHicTh 1280 nHa 720 mikcemiB. lle He o3Hawae, mo rpa
3ayCKaTUMEThCS TUIBKH Y TAKOMY BIKHI, HI€ThCSI PO JOTIYHY PO3AUIBHY 3AaTHICTh, 10
SKOI NPUB'SI3YIOTHCS TMO3MIII €1eMeHTIB. [ mikcenbHOI rpadiku y HalallTyBaHHSAX
IMIIOPTY TEKCTYp BUMKHEHO ¢inbrparnito (pexkum Nearest), OCKUIbKH 1HAKIIE CIIPANUTH

PO3MUBAIOTHCS PU MAaCIITAOyBaHHI.



General
Filter Settings

Application
Config
Run
Boot Splash
Accessibility
General
Display
Window
Mouse Cursor
Audio
Buses
Internationalization
Rendering
Locale
GUI
Common
Fonts
Theme
Rendering
Textures
Renderer
Viewport
Anti Aliasing
Environment
2D

Input Map

Localization Globals
Size
Viewport Width

Viewport Height
Mode

Initial Position Type

Initial Position

Initial Screen

Resizable

Borderless
Stretch

Mode

Aspect

Scale

Scale Mode
Handheld

Orientation
V-Sync

V-Sync Mode

Plugins

Import Defaults

Close

2]
(2]

1280
720
Windowed
Center of Primary Screen
x 0
0
0
On
On

disabled
keep
1.0

fractional

Landscape

Enabled

Q,  Advanced Settings

Puc. 3.1 - Bikno Project Settings 3 06panrmu napameTpamu

o O L

<

<

<>

<> O
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HanamryBanns BBeneHHsi BUKOHaHO y Project Settings / Input Map. CtBopeno

yotupu aii: move left (mpus'a3zana no knapimi A), move right (kmasima D), jump

(kmaBima Space) Ta pause (xnaBima Escape). Taka mpus's3ka m03Bois€ y KOIi

3BCPTATUCh HC N0 KOHKPCTHHX KJ'IaBiIII, a 10 Ha3B I[ifI, 1o pO6I/ITL KCPpYBaHHA JICTKO

3MIHIOBaHUM 0€3 MepenucyBaHHs JOriku. [list pause 3ape3epBoBaHa 1Jii MalOyTHHOTO

MEHIO TIay3H 1 Ha TIOTOYHOMY €TaIrl Y KOJIi He 3aJisHa.



®
Genera Input Map

Filter by Name

move_left

& A (Physical)
move_right

& D (Physical)
pause

By Escape [Physical)
jump

1By Space (Physical)

Loc

al

Zation

Globals

Plugins Import Defaults

Action

Close

Q

Filter by Event
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B Clear All
Add Show Built-in Actions @

Deadzone

02 2 + T
i@
02 2 + T
i @
0.2 2 + @
i@
0.2 = =+ @
i @

Puc. 3.2 - Bikao Input Map 3 HanamroBaHUMH JTiSIMU.

I'moGanbHMil cTaH rpu BuHeceHO B okpemuil ckpunt GlobalDataStore.gd, sikuii

nigkmodeHo y pexxumi AutoLoad (Project Settings / Globals / Autoload). 3aBnsku

bOMY OO'€KT ICHY€ NPOTSATOM YChOTO CEAaHCY 1 JOCTYNHUW 3 Oydb-sKOi CLIEHH 3a

iMeHeM. Came BiH BUKOHYE POJIb TOTO INIOOAJIBHOIO CIHIVITOHA, 10 OyB CIPOEKTOBAHMIA

y migpo3aim 2.4.

Accetu npoekty (cnpait nepconaxa fsm_ex chara02.png, Habip kaapiB MOHETH

y manui CUBE, raiinoBi Texctypu wafu A4.png Tta A.png) pO3MIIIEHO Yy KOpEHi

npoekty. [Ipu nmomaBaHHI 300pa)k€Hb PyIIi aBTOMAaTUYHO CTBOPIOE (aljid IMIIOPTY

Amport, sKi 30epiraloTb HaJaITyBaHHS QUIbTpaLli 1 CTUCHEHHS HJs KOXKHOTIO

300pakeHHa. Ha 11poMy TiArOTOBKa CepefoBHINA 3aBepIleHa 1 MOXKHA TIEPEXOAUTH J10

peasizailii OCHOBHUX KOMIIOHEHTIB I'PH.
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3.2. Peajiizanisi cucreMH KepyBaHHS MEPCOHAKEM Ta irpoBoi piznku

[Tepconaxk TpaBmsl peamizoBaHO sIK OKpemy cieHy (character body 2d.tscn) 3
kopeHeBuM By3joMm Tuily CharacterBody2D[14]. Lleit tunm oGpaHo Tomy, 0 BiH Ja€
NOBHUHM KOHTPOJIb Haja pyxoM (Ha BiaMiHy Bia RigidBody2D, sikuii pyxaeTrbcst cam mif
JIE€0 CUIT) 1 oJHOYacHO Oepe Ha ceOe BUSIBICHHS 31TKHEHB 3 OTOYEHHSM, IO CYTTEBO
CIPOIUILYE KOJI.

Jlo KOopeHeBOro By3Jia MPUKPIIUIEHO Takl Ao4ipHi By3nu: AnimatedSprite2D nns
BiJIoOpaxkeHHs1 aHiMoBaHoro crpaiity, CollisionShape2D 3 kancynbHo0 Gopmoro Komi3ii
(CapsuleShape2D), a Takox Label, sikuit BUBOIUTH HaJl IEpCOHAXKEM HOTO IM's. VY CIieH1
OpUCYTHI Takok By3nu AnimationPlayer 1 AnimationTree, 3apesepBoBani aJis
MaOyTHROTO 3MIITyBaHHS aHIMalllid, MPOTe Ha TOTOYHOMY eTami poboua aHiMallis
peamizoBaHa uepe3 AnimatedSprite2D. Kamepa (Camera2D) npuegHyerbcst a0

MEPCOHaXKa BXKE Yy TOJIOBHIM IrpoOBiH CIIEH1, PO 110 WAETHCS Yy mipo3aiii 3.3.

& choracter_body 2d tscn - HalfRealProject - Godot Engine - - X
Scene Project Debug Editor Help 2D 13D JSeript JXGame & Assetlib > & & @ Forward+ v
Scene  Import OMainGame O EnterName S character_body.2d X O SceneBebe  + i 37 Inspector  Signals  Groups

+ @ Filter Nodes Qa i ox|e @0 B 4 h|® a H O 0| | View E @ = < a
250 o 150 10 50 o ;

% CharacterBody2D I
® AnimatedSprite2D
O CollisionShape2D

Filter Properties

Jackson

FileSystem  History

¢ ) res/NacksonMoves.gd
g o o A
Fiter Files Q ok

# Favorites:
B res://
B CUBE
] Apng
& character_body_2d.tscn
@i CoinoCube.tscn
& coino_cube.gd
£ Coin_label.gd
i EnterName.tscn
% enter_name.gd
&8 fsm_ex_chara02.png
% GlobalDataStore.gd
@ icon.svg
# JacksonMoves.gd
@i MainGame.tscn
@ SceneBebe.tscn
£ scene_bebe.gd
5 wafu_Ad.png

Outeut Dehiacer  Audin  Animation  Shader Eeditor B 4RO ctable

Puc. 3.3 - Ctpykrypa clieHH nepcoHaxka y pelakTopi.

Ha xopeneBuii By3on mnpukpimieHo ckpunt JacksonMoves.gd, sxuii peamizye
Joriky pyxy. OkpiM 6a30BOro nepemiiieHHs i cTpuOKa, y HbOTO BiJ] MOYATKY 3aKIaJ€HO

TPU NPUHOMH MOKPAIICHHS BIAYYTTS KEPYBaHHS, OMMCAaH1 TEOPETUYHO y Miapo3al 1.2:
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coyote time, Oydepuzarito cTpuOKa 1 3MiHHY BUCOTY cTpuOKa. [ToBHHIT KO HaBEACHO Y

Jictunry 3.1.
extends CharacterBody2D

@Gonready wvar enimated sprite 2d: AnimetedSprite2D = $hnimatedSpriteZD
@onready war lakel: Label = £Label

const SPEED = 300.0

const JUMP VELOCITY := -400.0
const GRAVITY := 920.0

const COYOTE_TIME := 0.1

const JUMP BUFFER_TIME := 0.1
const JUME _CUT := 0.5

war coyote timer := 0.0

war jump buffer timer := 0.0

func _ready() -> woid:
add_ to_group ("player™)
label.text = GlobalData3tore.char name

func _physics_process(delta: float) -> woid:
if not is_on floor():
velocity.y += GEAVITY * delta
coyote_timer -= delta
elge:
coyote_timer = COYOTE _TIME

if Input.is_action_Jjust_presased("jump"):
jump_buffer timer = JUMP_BUFFEER_TIME

elze:
jump buffer timer -= delta

if jump buffer timer > 0.0 and coyote_timer > 0.0:
velocity.y = JUMP WVELOCITY
coyote_timer = 0.0
jump buffer timer = 0.0

if Imput.is_action_just_released("jump”) and wvelocity.y < 0.0:
wvelocity.y *= JUMP _CUT

var direction := Input.get_axis("mowve_left™, "mowve_right")
if directicn !'= 0.0:

velocity.® = direction * SPEED
elze:

velocity.®x = move toward(wvelocity.x, 0.0, 5SPEED)

move_and slide()
update_animation(direction)

func update_animation(direction: fleoat) -» woid:
if directicn < 0.0:
animated_sprite 2d.play("move_left")
elif direction > 0.0:
gnimated sprite_ 2d.play("move_right™)
elae:
animated_sprite 2d.play("defaunltc")

Jlictunr 3.1 - Ckpunt kepyBanHs nepconaxxeM JacksonMoves.gd



42

Po36epemo kmrouoBi momentu. Koucrantu SPEED, JUMP VELOCITY Ta
GRAVITY BuneceHo okpeMo, OO0 iX jerko Oyino MiAjamTyBaTH MiJ BIAYYTTS TPH.
JUMP VELOCITY wmae Big'emHe 3HaueHHs, ockuibku y (Godot Bick Y HampaBieHa
BHU3: 11100 MEPCOHAX CTPUOHYB yropy, HOro MBUAKICTH MO Y Ma€ 3MEHIIUTHUCH.

@®yukuig _physics process() BUKIHMKAETbCS 3 (PIKCOBAHOIO YacToToro (60 pa3iB Ha
cekyHay). Cmoyarky, SIKIIO TMEPCOHaXX HE Ha 3eMJIl, J0 BEPTUKAIBHOI IIBHIAKOCTI
JOJIA€ThCSl  CKJIajoBa rpasitallli, moMHO)keHa Ha delta, 1 3MeHIIyeTbCcs TaWMep
coyote timer. SIKIO TEepCOHaXX HA 3€MJI, IIEH TallMep IMOMOBHIOETHCS 10 TOBHOTO
3Ha4YeHHS. 3aBISKHU [[bOMY CTPUOOK J03BoJIeHUH 1m1e TpoTsirom 0.1 cekyHau micis Toro,
SIK TIEPCOHAX 31MIIIOB 3 Kparo miargopMu, 110 1 € ehekToM coyote time.

Bbydepuzariis crpubka mparroe depe3 Ttaiimep jump buffer timer[15]: npwm
HAaTHCKaHHI KJIaBilIl BiH BCTAHOBJIIOETHCA Y MakCUMyM, a Jiajili TIOCTYIIOBO
3MeHIyeThesl. CTpUOOK BUKOHYETHCS TOJI1, KOJIM 00M1Ba TaiiMepu goaarHi. Lle o3Havae,
10 HaBITh SKIIO I'PaBeIlb HATUCHYB CTPUOOK HA YACTKY CEKYHIM paHiIlle TPU3EeMIICHHS,
HaMIp He TyOUTHCs, a CIIPAlbOBYE OJIpa3y MicCiis KOHTAKTY 3 3€MJIEIO.

3MmiHHa BHCOTa CTpHOKa peajizoBaHa Yepe3 TMEPEeBIPKY BiAMYCKaHHS KJIABIIIIL:
SKIIO TPaBellb BIJMYCTUB CTPUOOK, MOKU MEPCOHAXK IIE PYXAETHCS Bropy, BEpTUKAJIbHA
mBUAKICTE MHOXHUTbCS Ha koediuieHT JUMP CUT, 100TO mnigiioM BKOpPOUYYETHCS.
KopoTke HatrckaHHs Ja€ HU3bKHM CTPUOOK, YTPUMAaHHS - TTIOBHUH.

lopuzoHTaneHuil pyx oTpuMyeThcsi uepe3 Input.get axis(), mo moBeprae
3HaYeHHs B -1 mo 1. VY pa3l pyxy HIBHUAKICTb BCTAHOBIIOETHCS MPSAMO, y pasi
BIJICYTHOCTI BBOJY IUIaBHO TacHThCS yepe3 move toward(), 1o ae HEBEIUKY THEPIIIIO
npu 3ynuHii[19]. OctanHim Bukiaukaerbess move and slide(), sikuit mepemiilye TiI0 1
00poOmsie 3iTkHeHHs. Y ready() TepCcOHaXX MOmaeThes a0 Tpymu «player» (ue
3HaJ0OUTHCS MOHETaM JIsl OTO BITI3HABAHHS) 1 HAJl HUM BHUBOJIUTHCS 1M'sl, 30€pEKEHE Y

100aJTbHOMY CXOBHUIII.
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& HalReslProject (DEBUG
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Coins amount =1

JacksonName

Puc. 3.4 - CkpiHIIOT IrpH: MEpCOHAX HA PIBHI 3 MIAMUCAHUM HAJ HUM 1M'IM

3.3. Peauizanisi MexaHiku 0iYHOIO CKPOJIIHIY KaMepHu

biunmii ckponinr kamepu y Godot peamisyerbesa 3aBasku By3ny Camera2D. VY
TOJIOBHINA IrpOBIA CIIeHI BIH JOAAHMNA SK AO4YIpHIA By3os mepcoHaka. OCKUIbKU
KOOpJIMHATH JOYipHBOTO By3jJa BIJHOCHI JI0 OaTbKIBCHKOTO, KaMepa aBTOMAaTHYHO
3QJIAINAETHCS HA TiH camiil MO3UIIT BIAHOCHO TPaBIA 1 MOKa3y€e 00JacTh CIICHN HABKOJIO
HbOr0. CaMe Tak 1 mpairoe O1YHUI CKPOJIIHT Yy TPi: MEPCOHAK PYXAETHCS B3IOBX PIBHSI,
a KaMmepa CIIIJIy€ 32 HUM.

[IpocTe mapeHTyBaHHS BXKE Ja€ POOOYMI CKPOJIHT, MPOTE I SKICHIIIOTO
pesynbTary By3osi Camera2D Mae KiJibka BAXKIIMBUX NTApaMeTPiB, sIKI HAJAIITOBYIOTHCS B
iHcniekropi. BrnactuBicte Position Smoothing BMukae 3rmiamkyBaHHS: KaMmepa HeE
«TPUIIMIIAEY» A0 MO3ULIT TPaBLs JKOPCTKO, a HA3/I0TaHsA€ MOro 3 HEBEIUKOIO 3aTPUMKOIO,
10 Bi3yaJIbHO MPUEMHIIIIE TIPH Pi3KKUX 3MiHax HanpsMKy. [TapameTpu Limit (Left, Right,
Top, Bottom) 3agaroTh Mexi, 3a SKi KamMepa HE BUXOAWTH, 100 Ha Kpasx PIBHSI HE

3'IBIISIIACh IMOPOKHA o0Jy1acTh mo3a KapToOrO.
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Inspector Signals Groups
E @ : € o
# Camera2D v 2
Filter Properties Q Y
o Camera2D

0.0
Offset

0.0

Anchor Mode Drag Center

Ignore Rotation On

Enabled On
2.0
Zoom Fs)
2.0
Process Callbac Idle v
Limit On
Left -10000000C
Top -10000000
Right 10000000 &
Bottom 10000000 &
Smoothed On
Position Smoothing On
Speed 5.0
Rotation Smoothing On
Drag
Editor

Puc. 3.5 - HanamryBanns By3na Camera2D B iHCIIEKTOPI.

Crnig 4ecHO 3a3HAUUTH, MO Tapanakc-QoH, ONMUCaHUN SK OaKaHUU €IeMEHT Y
nigpo3aun 2.4, y TOTOYHIA Bepcii Tpu HE peai3oBaHUil: (OH CIEHU CTAaTUYHUM.
JonaBanHs OararomapoBoro nmapamakcy d4epe3 Bys3nu ParallaxBackground i

ParallaxLayer € npupogHuM HampsiMOM MOAAJIBIIOTO PO3BUTKY MPOEKTY 1 HE OTpedye
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3MIHM BX€ HAIUCaHOI JIOTIKM PyXy 4YH KaMepH, OCKUIbKM Tapajlakc pearye Ha

NepPEMIILICHHS] KaMepU CaMOCTIHHO.

3.4. Po3po0ka irpoBux piBHiB 3aco0amu pegakropa TileMap

PiBenb rpu po3poOneHO 3 BUKOPUCTAHHSIM BOYIOBAaHOTO peJaKkTopa TalIOBHX
kapT. ¥ Godot 4 as uporo BUkopuctoByeThes By3oun TileMapLayer[13], sxuit nmpuiiiios
Ha 3MiHy MoHoJniTHOMY TileMap 3 momepeaHix Bepciii 1 JO3BOJSE TPUMATH KOXKEH IIap
KapTU OKPEMHM BY3JIOM.

PoGora mounHaeThcs 31 cTBOpeHHs pecypey TileSet, mo wictute Habip
JOCTYMHHUX JJIi PO3MILIEHHS TailiB. Y MPOEKTI Talau (HOPMYIOTHCS 3 TEKCTYpHOTO
arnaca wafu A4.png. Penakrop aBTOMaTH4HO Hapi3zae aTjiac Ha Talu 3a CITKOO, MicCis
4Yoro JUisi TMX TaijiiB, Ha SKUX IMOBMHHI MpaloBaTh (PI3MYHI 3ITKHEHHS, y BKJIAJIII
Physics momaerbcsi komiziiiHa (opma (3a3BUYail MPSAMOKYTHHK, IO 30ITAa€EThCS 3

taitsiom). Came 111 OpMH 3roJIOM HE TA0Th MEPCOHAXKY MPOBAITIOBATUCH KPi3b 3€MITIO.

"2D ©3D K Script XGame & Assetlib O n m ia o & Forwards v
O MainGame X O EnterName % character_body_2d O SceneBebe  + i 1 Inspector Signals Groups

¥ |0 0B x4 A|® aR A # | & Vew E o <> a
- 1« TileMaplLayer v 2

Filter Properties Q

Collision Layer
i 2 3 4
5 6 7 8

Collision Mask

" H: :
5678

Bl

Collision P 1.0

PhysicsM < [ ~
Jackson
3 + Add Element
Terrain Sets

Navigation Layers
Custom Data Layers
Resource

Local to Scene On

Tile Sources Patterns Path £ resy/MainGam

o5 If Setup % Select . Paint & i Name
@W*‘f“—‘“-p”g o © 1000 s ! . L . Rendering

Physics

Collision Enable Oon

Name

Use Kinematic B On
T . ; !u!.. % Collision Visibilit Default
s p— Physics Quadra 16 @
0 O ..I |l I i'mm.. T e
Margins
o ..HH ..W”.I o
0 A —-!E Transform
Separation e Hold Ctritoc A : ==
T+ I 0 Py Hold Shift te P | +/ CanvasItem
Output Debugger Audio Animation Shader Editor  TileSet TileMap & 262stable E T Visibility

Puc. 3.6 - Bikno penakropa TileSet 3 HanamToBaHUMU TaiIamMHu.
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ITicis migroroBkm TileSet kapTa MamoeThcst Oe3M0OCepeHBO y BIKHI peakTopa:
obupaetrbcsi TileMaplLayer, y HWXHIA MaHell AaKTUBYETbCS PEXKHUM MaJIOBaHHS,
oOupaerbcs MOTPIOHMU Tailn 1 HUM «papOyerbes» obnmacts piBHA[16]. ocTymHi
PEXKUMU OJIMHUYHOTO PO3MIIIEHHS, JIIHI1, TPIMOKYTHHKA 1 3aJIMBKU. Y TOTOYHINA Bepcii
rpu piBeHb moOynoBaHO Ha omHomy mapi TileMapLayer 3 komizisimu, sxuii ¢popmye i
don, 1 TBepmy moBepxHto. [lomin kapTu Ha okpemi mapu (IekopatuBHul (PoH Oe3
KOJI3IA 1 OKpeMHi 1map TBEpAuUX IUIATGOPM) € MOXKIMBUM  PO3IIUPEHHSIM,

nependaueHuM apXiTeKTYpOro.

"2D ©3D X Script &LGame & Assetlib O n . @ i ® Forward+ v
O MainGame X O EnterName % character_body_2d O SceneBebe + i I Inspector Signals Groups
x| & 0SB v WA|® R OP[a | P Vew EwH <>
250 4 TileMapLayer v L
Filter Properties (SR §
Collision Layer
N 2 3 4
5 6 7 8
Collision Mask
= m
i 2 3 4
5 6 7 8
CollisionP 1.0
PhysicsM < [ ~
+ Add Element
Terrain Sets
Navigation Layers
Custom Data Layers
Resource
Local to Scene On
Path £ resi//MainGam
Name
Rendering
. . i 3 A § = = .
Tiles Patterns Terrains % (f » O & t & o 6 < | @ T EE | BE W Physics
5 Collision Enable On
E wafu_A4.png Use Kinematic B On
Collision Visibilit Default
Physics Quadra 16 $
Navigation On
O Node2D
Transform
1 </ CanvasItem

Output Debugger Audio Animation Shader Editor  TileSet TileMap & 462stable X 7T Visibility

Puc. 3.7 - CkpiHIIOT mpoIIeCy MaTFOBaHHS PIBHS y PEAAKTOPI.

OxpiM TailniB, Ha PiBHI PO3CTABJIEHO T'OTOBI e€K3eMIUIsIpH clieH. ClieHa MOHETH
(Coin.tscn) nepetaryetbes 3 maneni FileSystem Ha poGody 061acTh, 110 aBTOMaTHUIHO
CTBOPIOE 11 €K3EMIUISP; Y TOJOBHIN CIIEHI TaKUX €K3eMIUIApiB Tpu. [lepcoHak Takox
JOJAHUN [K €K3EMIUISP CBOEI CIIEHU, 10 J03BOJISIE OJMH pa3 OMHCATU HOro JIOTIKY 1
IOBTOPHO BHUKOPHCTOBYBaTH Oe3 ayOirOBaHHS KOMy. 3arajibHa CTPYKTypa TOJIOBHOI

cuenn MainGame Taka: kopenesuii Node2D wmictuts TileMapLayer (reomeTpist piBH:),
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EK3EMIUIAP IIEPCOHAXKA 3 JOYIPHHOIO KAMEPOIO, TPU EK3eMIUIAPH MOHETH Ta Iiap

CanvasLayer 3 JTIYMJILHUKOM 310paHUX MOHET.

Coins amount =4

Jackson Son

Puc. 3.8 - ['oToBwi1 piBeHb I'pH Y peaaKTOPI.

3.5. Peasizanisi cuctemu aHiMauliii mepcoHaka Ta irpoBux 00'eKTiB

Amnimarii y rpi peamizoBaHo uepe3 By3on AnimatedSprite2D[12], skuii mo6pe
IXOIUTH JIJIsI TIOKQIPOBUX CIIPAUTOBHUX aHIMAIlIH 1 € MPOCTINIUM y HAJIAITYBaHHI, HIXK
AnimationPlayer. IlokanpoBi HabGopu 30epirarorbcsi y pecypci SpriteFrames, 1o
MICTUTh KOJIEKI[II0O IMEHOBAaHUX aHIMallii, KOKHa 3 BJIACHOIO MIBHJKICTIO 1 MparopiemM
IUKJIIYHOCTI.

Jlns  mepcoHaka MIATOTOBICHO TPM OCHOBHI  aHIMaIllli, SKI peajbHO
BUKOPUCTOBYIOThCSI B Jiorimi: default (cran cmokoro), move left (pyx miBopy4) i
move right (pyx mnpaBopyu). Kaapu Bupizatorbest 3 amiaca fsm_ex chara02.png.
[TepemukanHs MK aHIMAIisIMU BUKOHYEeThCA y (yHKIIT update animation() ckpunta
nepcoHaka (AMB. JMICTUHT 3.1): 3a€XKHO BiJ HANPSMKY PYXy BHKJIMKA€TbCS BIAMOBIIHA
aHiMallis, a 3a BIICYTHOCTI pyxy mporpaerbes default. Meron play() 3amyckae animartiro
JIMIIIEe TOAi, KOJIM BOHA ITI€ HE BIATBOPIOETHCS, TOMY BHKJIMK IIOKQIPy HE MMPU3BOAUTH 10

MOCTIHHOTO TEePe3aycKy.
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Puc. 3.9 - Bikno SpriteFrames 3 animariisiMmu rnepconaxa.

Monera mae BIacHy aHimallito oobepranHs. Bona moOymoBaHa Ha CrpaidiTOBOMY
JuCTl coin_sheet.png, sKkuil MICTUTH BICIM TOCTIAOBHUX KaApiB. Y peaakTopi
SpriteFrames 11 kaapu BupizaloTbes 3a aonoMororo o00'extiB AtlasTexture (koxkeH
OMHCYE MPSMOKYTHY 0oOnacTh jmcta po3mipoM 48 Ha 48 mikceniB) 1 00'€IHYIOTbCS B
onny aHiMamito default 3 yBIMKHEHOIO UMKIIYHICTIO Ta aBro3amyckoM. Kanapu
BIJITBOPIOIOTHCS TIO KOJIy: MOHETa TOCIIJIOBHO IOBEPTAETHCS BiJ TMOBHOI JHUIILOBOI
CTOPOHHM JI0 TOHKOTO pedpa 1 Ha3aj, 10 CTBOPIOE MEPEKOHJIMBE BpAXKEHHSI OOEpTaHHS y
npocTopi. 3aBAsSKM aBTO3aIyCKy aHIMAllisl CTapTye oJipa3y MpH IMOsBI MOHETH Ha PIBHI,
0€3 KOTHOTO JOJATKOBOTO KOJY.

Bapto okxpemo 3ragaru, 1mo BUIMISA 30MpaHOTO MpeaIMeTa 3MIHIOBABCS Y MPOIIeci
po3podOku. Ha panHpboMmy etami sk mpeAaMmeT s 300py BHKOPHCTOByBajach MpoOCTa
o0epToBa MOJENb-3arMTyIlKa, sIKa CIyTryBajla JIMIIE JJIsl MEPEBIPKM CaMOi MEXaHIKU
30UpaHHs 1 poOOTH JNUMIIBHUKA. 3arniynika Oyia 3pydyHa TUM, IO J03BOJsIa IIBUAKO
HAJIaroAINTH JIOTIKY 3ITKHEHHS Ta HapaxXyBaHHS OYOK, HE BIJBOJIKAIOYHCHh Ha XYJOXKHIO
yactuHy. Ilicis Toro sk MexaHika Oyla BIAIpalbOBaHa, 3anIylIKy 3aMiHEHO

MOBHOIIHHOK) aHIMOBaHOIO MOHETOIO 3 BJIAaCHMM Ha0OpOM KaJipiB OOEpTaHHS, IO
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Kpalie BIAMOBia€ Bi3yalbHIH MOBI KaHpy 1 poOUTH MeTy 30UpaHHS IHTYITUBHO
3pO3yMUIOIO Ui TpaBlls. Taka MOCHIAOBHICTH (CHOYaTKy MpOCTa 3ariyllika, MOTIM
¢GiHanbHUI acceT) € THUIOBOK MPAKTUKOIO ITEPaTUBHOI PO3POOKH, KOJIU CIIEPILY

NEePEeBIPSAETHCS MPALe3aTHICTh MEXaHIKH, a BXKE MOTIM JJOBOJUTHCS ii 0(OpMIICHHS.

O MainGame X O EnterName % character_body_2d O SceneBebe(*) =+ ¢ i1 Inspector Signals Groups

* 2@ 2B % Wh|® a# e || v E m H i ¢ o
o s 1000 1500 2 @ AnimatedSprite2D3 v
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E ¥ DO B T | B | @ 300FPS « am» » | @ ®E|B @] | e > @ | FameDuaton: x10 J o @ ® Visibility
. Ordering
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@ default Material
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Process
Physics Interpolation
Auto Translate
Editor Description
Seript # coino_cub  ~
6 7 8 ¢ 10 u + Add Metadata
i) 13 14 15 16 17
Output Debugger Audio Animation Shader Editor ~ SpriteFrames & 46.2stable ¥ T

Puc. 3.10 - Animaniist 06epTaHHSI MOHETH.

Cni 3a3HaYuTH, 10 OMKMCAHE y LBbOMY MIAPO3LIT € TMPOEKTHUM 3aTyMOM. Y
0a30Bill peanizallii, HaBeACHIN y po3aiuTl 3, BTUIGHO OAWH JEMOHCTpAIIHUI PIBEHB 1
MIHIMAJIbHUN 1HTEp(]EiC 3 JIUUIBHUKOM MPEAMETIB, TOJMl SK PEIITY 3allJITAHOBAHUX

PiBHIB Ta €KpaHiB BUHECEHO B MEPCIEKTUBU PO3BUTKY.

3.6. Peasizanis cucremMu 30MpaHHs NpeaMeTiB, 00J1iKy 040K Ta irpoBoro

inTepdeiicy

Cuctema 30upaHHs PeIMETIB TOOYI0BaHA 3a IPUHITUIIOM «OJUH MPEAMET - OJHA

cueHa». Monetry peanizoBaHo creHoro Coin.tscn, KOPEHEBHM BY3JIOM SKOI €
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AnimatedSprite2D (BiH ke BiAmoBimae 3a aHiMamio oOepranHs). o HBOrO
npukpimieHo By3on Area2D[14] 3 pgouipHbOIO Kpymiow  (opmMoro  Komizii
(CircleShape2D). Tunr Area2D o6pano Tomy, IO BiH HE OJOKYy€ pyX T'paBIls, a JIHIIC
bikcye akT nepeTuHy 3 HUM Yepe3 curHai body entered.

Jloriky 300py mictuTh ckpunt coin.gd (mictunr 3.2). Ilpu Bxomi Tiia y 30HY
NEPEeBIPSAETHCS, UM 1€ TpaBellb (3a HAJIEKHICTIO J0 TPyNu «player», 3 3amacHOIO
nepeBipkor0 3a iMeHeM By3ia). [Ipamopens is collected 3axuinae BiJi TOBTOPHOTO
crparfoBaHHs. SIKIIIO yMOBa BHKOHAHA, MOHETa TMOBIJOMIISE€ TIOOAThHE CXOBHIIE PO
301p, BUMycKae BiacHuM curHai collected (3anuimeHuit AJ1s1 MOKIIMBOTO M1AKITHOUYEHHS

3BYKY 44 €(eKTy 330BHI) 1 BUAAISIE ceOe 3 TaM'sTi.
eXtends AnimatedSpriteil
gignal collected
war ia collected := false
func _on_area_ 2d _body entered(body: Hode2D) -> woid:
if is_collected:
return
if body.is_in_group("player") or body.name == "CharacterBody2D":
is_collected = true
GlobalData3tore.add coin()
collected.emit ()
quene_free ()

Jlictunr 3.2 - Cxpunt 360py MoHeTH coin.gd

[Timpaxynkom 3i0paHux MoHeT 3aiimMaeThcsi ciHmITOH GlobalDataStore[17]
(mictunr 3.3), peamizoBaHuii uyepe3 AutoLoad. Bin 30epirae im's mnepcoHaxa
(char name) Ta KiUTBKICTH 310paHMX MOHET (coins count), sKa MO CyTI € paxyHKOM
rpaBi. [Ipu 3MiHI paXyHKy CIHIJITOH He 3MyIIye 1HTep(deiic onutyBaTu cede 1moKapy,
a BUIlycKae curHai coins_changed, Ha skuil manucyroTbed 3alikaBiieHl By3iu[l8].

Mertog reset() 0OHYIsIE paXyHOK Ha CTapTi HOBOT TpH.
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extends HNode
3ignal coina_changed (new_count)

war char_name: 3tring = "Michael Jack3on"™
war coins_count: int = 0

func add cocin(amount: int = 1) -> woid:
coins_count += amount
coins changed.emit (coins_count)

func reset() -»> woid:

coins_count = 0
coins changed.emit (coins_count)

Jlictunr 3.3 - I'moGanwsHe cxoBuie nanux GlobalDataStore.gd

Taka moOymoBa peainizye CHpOEKTOBaAHUMN y miapo3ain 2.4 cimaOkuil 3B'SI30K MIX
KOMIIOHEHTaMU: MOHETa HE€ 3Ha€ mpo 1HTepdeic, iHTepdeiic He 3Hae Mpo MOHETY,
o0u/IBa CIUIKYIOTHCS TUIBKH Yepe3 CIHIITOH. 3aBASKU IIbOMY JOAABaHHS HOBOTO THITY
penMeTa 3BOJUTHCS IO CTBOPEHHS HOBOI ClIEHH, 0€3 3MIHM HasIBHUX CKPHUIITIB.

IrpoBuil 1HTEpPEHC HAa MOTOYHOMY €Talll CKJIAJA€THCS 3 JIYUIbHUKA 310paHHUX
moHeT. lle By3om Label, posmimenuit y mrapi CanvaslLayer TOIOBHOI CIICHH
(CanvasLayer rapanrtye, 10 €JI€MEHT HE 3QJICKUTh BiJ TOJIOKCHHS KaMepu 1 3aBXKIU
JUIIaeTbess Ha wicii  ekpana). Ckpunt miuminbHuka (mictuHr 3.4) y  ready()
MIJMUCY€ETHCS HA CUTHAJ CXOBHUIIA 1 OJIpa3y BUCTABJISE MOYATKOBE 3HAYCHHSI, MICIISI 4OTO

OHOBITIO€ TEKCT JIMILE NMPU (GAKTUYHINA 3MiHI1 PaxyHKY.
extends Label
func _ready(}) -» wvoid:
zlobalDataStore.coins_changed.connect (_on_coins_changed)
_on_coins_changed (GlobalDataStore.colns_count)
func _on_coins_changed (new_count: int}) -»> woid:

text = "Coins: " + str(new_count)

Jlictunr 3.4 - Cxpunt niuunsHuka MmoHeT Coin label.gd
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Michael JackSon
et
P

Puc. 3.11 - JliunsIbHUK MOHET y TPi.

OxpeMoro yacTuHOIO iHTep(elicy € eKpaHH1 CIIEHU 1o3a piBHeM. [ 0JI0BHE MEHIO
(SceneBebe.tscn) MICTUTh KHOINKHU 3allyCKy I'pH 1 BUXOAY; 1X OOpOOHHKM HaBEACHO Yy
mictunry 3.5. KHonka 3amycky Belie Ha €KpaH BBOJAY IMEHI, KHOIKA BHUXOMY 3aBEpIIYyE
rpy. Y MeH IpuCyTHS Tako KHomka HardMode, 3apesepBoBaHa mia MaiOyTHIN

CKJIQIHIIINI peXUM, KU MOKU HE peasi30BaHo.
extends NodelD

func _on_start_button_pressed() -> wvoid:
get_tree().change_scene_to_file("res://EnterName.tscn")

func on_guit button 3 pressed() -> wvoid:
get_tree().quit()

Jlictunr 3.5 - Ckpunt rooBHOTO MeHI0 scene bebe.gd
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HardMode

Quit RIGHT NOW

Puc. 3.12 - TosioBHE MEHIO TpH.

Expan BBOay imeHi (EnterName.tscn) 103BoJisi€ TpaBIfio 3a7aTh iM's IEPCOHAXKA,

sIKE€ 3roJIoM BijoOpaxkaeTbcss Hajg HuM y rpi. I[lome BBomy LineEdit 1 kHomka

HiATBEpKEHHST 00pOOISIOThCST CKpUNTOM enter name.gd (mictunr 3.6): BBeAeHE iM's

30epiraeTbcst 'y cxoBuile (TOPOKHE 1M'S 3alvIIaE 3HAUYEHHS 32 3aMOBYYBAHHSIM),

pPaxyHOK CKUJAEThCS MeEToAOM reset(), Micis 4YOro 3aBaHTaXYyeTbCs I1rpoBa ClEHA

MainGame.

extends NodelD
Genready war line_edit: LineEdit = £LineEdit

func _on_char name button _presged() -> woid:
wvar entered := line_edit.text.strip edges(]
if entered !'= "":
GlobalData3tore.char name = entered
GlobalDataStore.reset ()
get_tree () .change_scene_ to file("res://MainGame.tscn™)

Jlictunr 3.6 - CkpunT expaHa BBOIy iMeH1 enter name.gd
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accept

Puc. 3.13 - Exkpan BBOIy IMEH1 IEpCOHAXA.

Ilepexim  Mix  clleHaMHM B yCiX  BHUIAJKaX  BUKOHAHO  METOJIOM
get_tree().change scene to file(), sk i TutanyBanock y miapo3aini 2.4. 3aranbHui MOTIK
IpU TaKUi: TOJIOBHE MEHIO, €KpaH BBOIY IMeH1, irpoBuUi piBeHb. CHCTEMH KHUTTIB,
exkpaniB Game Over 1 IEPEeMOry, a TaKoX MEePEXOJIIB MIXK KIJIbKOMa PIBHSIMHU, ONKCAH1 y
po3aun 2, y MOTOYHIM Bepcii HE peasi3oBaHi 1 BUHECEHI y TEPCIEKTUBU PO3BUTKY,

OCKUIbKHU I'pa o0y J0BaHA HABKOJIO OJHOTO JEMOHCTPAIIHHOTO PiBHSI.

3.7. TectyBaHHS PO3p00JIeHOI IPpH

TectyBaHHS BMKOHAHO y TpH eTamu: (pyHKIIOHAJIbHE (TEepeBipKa MPaBUIHHOCTI
po0OOTH MexaHiK), TPOAYKTUBHE (OIlIHKAa KaJpOBOi YaCTOTH 1 CIIOKMBAaHHS PECypCiB) 1
cTal1abHe (BUSBIECHHS 3001B ITPU TPUBAJIOMY BUKOPHUCTAHHI).

OyHKIIOHATIbHE TECTyBaHHS IPOBEJACHO 3a 3a3Aalieri/ib CKJIaJeHUM HabOpoM
TecT-keiciB. KoxkeH omucye mit0, o4yikyBaHUM 1 (haKTHUHHM pe3yyibTrar Ta CTaTyc.

Pesynprartu HaBeneno y Tabmwumi 3.1.
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Tabmuis 3.1 Pesynbratu QyHKIIIOHATEHOTO TECTYBaHHS

Tecr-keric OuikyBaHUM pe3ynbTaT DakTUYHUN Craryc
pe3yabTar
3amyck rpu 3 rosioBHOrO | BigkpuBaeThes ekpan | 3aBaHTaxyerbes | [Ipoitneno
MEHIO BBOJIY IM€HI nepunii piBeHb
2 | IligTBepmxeHHs iMEeHi 3aBaHTAXKYETHCS [pairroe [IpolineHo
piBEHb, IM'S HaZI KOPEKTHO
NIEPCOHAKEM
3 [TopoxxHe T0o1€ IMEH1 3anumaeThes iM's 32 | 3anumiaeThes 3a | [IpoitaeHo
3aMOBYYBaHHSIM 3aMOBYYBAaHHSIM
4 Pyx nmpaBopyu [Tepconax pyxaerncs, [Ipamroe [Ipoitneno
aHIMaIrist move right KOPEKTHO
5 Pyx miBopyd [Tepconax pyxaerncs, [Ipamroe [Ipoitneno
aHiMarist move_left KOPEKTHO
6 Crpubok 3 3emii [Iepconax [Ipamtoe [Ipoitneno
MIHIMAETLCA 1 IMaae KOPEKTHO
Hazaj
7 | 3minHa Bucorta crpubka | KopoTke HaTuCKaHHS [Tpamroe [Ipoitneno
Jla€ HU3bKHUM CTPUOOK KOPEKTHO
8 Coyote time CtpubOoK MOXKIMBUI [Tpamroe [Ipoitneno
0.1 c micng cxomy 3 KOPEKTHO
Kparo
9 | bydepuzarisa crpudka Panne HaTrcKaHHS [Ipamroe [Ipoitneno
CIpalbOBY€E MPH KOPEKTHO
PU3EMIICHHI
10 306ip MOHETH MoHerTa 3HHUKae, [parrroe [Ipoiineno
JTYWIBHAK +1 KOPEKTHO
11 | 3axuct Bix mOoABIHHOTO Mosera He [Ipamroe [Ipoiineno
300py HapaxoBY€ThCA JBIUl KOPEKTHO
12 | CkupaHHs paxyHKy Ha Hogsni1 3ammyck [Ipamroe [Iponneno
CTapTi MTOYMHAETHCA 3 HYIIS KOPEKTHO
13| CnigyBaHHs Kamepu Kamepa tpumae [Ipamroe [Iponneno
NEPCOHAXKa y Kajapl KOPEKTHO
14 Buxin 3 rpu Knonka Quit 3akpuBae [Ipamroe [Iponneno
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3d4CTOCYHOK KOPCKTHO

VYci TecT-keicH YCIIITHO TPORACHO. Y X011 PO3pOOKH BUSBICHO 1 YCYHEHO KiTbKa
npoOJieM: JTIYMJIbHUK MOHET CIIepIIy OMHUTYBaB CXOBHUIIE LMIOKAAPY Yy _process, o Oyno
3aMIHEHO Ha TIOJ[IEBE OHOBJICHHS uepe3 CUTHai; 30ip MOHETH HE MaB 3aXHCTY BiJ
MOBTOPHOTO CIIPALIOBAHHS, Yepe3 II0 B OKPEMHUX BHUIIAJKaX MOXIJIHMBE Oya0 MOJBIHHE
HapaxyBaHHs, IO BUIIPABICHO mpamopieM is collected; paxyHOK He CKHIABCS MiX
3alyCKaMH, TOMY JAOAaHO BUKJIMK reset() Ha cTapTi Ipu.

TectyBaHHS MPOAYKTHBHOCTI BHUKOHAHO 3allyCKOM TIpH Ha JBOX MPUCTPOSIX
pi3HOro kiacy. Pesynsratu HaBeaeHo y Tabmui 3.2.

Tabnuus 3.2 Pe3ynbrat TeCTyBaHHS IPOAYKTUBHOCTI

[Ipucrpiii Kondiryparis Cepenniit [Ipocanku FPS
FPS
HoyT6yx 1 Intel 15-10210U, 8 I'b RAM, 144 He 3adikcoBano

inTerposana Intel UHD

HoyT6yxk 2 Intel 13-7100U, 4 I'b RAM, 60 He 3adikcoBano
inTerposana Intel HD 620

O6uaBi cucremu crabuipHO TpuManu 144 kanpiB 3a cexkyHay. CroKMBaHHS
nam'sTi JUIIAIoCh y Mexax omm3pko 50-70 Mb, 1o € myxe CKpOMHUM TTOKa3HUKOM,
3YMOBJIEHUM MPOCTOTOO CIIEHH 1 HEBEJIUKOIO KIJIBKICTIO 00'€KTIB.

CrabinibHe TeCTYBaHHS MOJIATANIO Y TPpUBAIiM rpil 3 0aratopa3oBUM Iepe3anyCcKoM
(mOBepHEHHS B MEHIO, HOBHM BBiJl IMEHI, MOBTOPHE MPOXOMKEHHA). 3a Ied yac He
BUSBIICHO KpalliB, BTPAT MPOAYKTHUBHOCTI 3 YaCOM YU BUTOKIB MaM'sTi: MOKa3HUKU

CIIOXKMBAHHS 3aJTUIIATUCH CTAOUTBHUMU, aHIMAIII1 Ta JIYWIBHUK MpaloBaiu 6e3 3001B.
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Puc. 3.14 - Cxpinmot BkJ1agku Monitor y Godot

[TincymoByrouM, MOXKHa CTBEPJXKYBaTH, 10 po3polsieHa rpa € (yHKIIIOHAIBHO
Mpare3aTHOI0 y MeKaxX peali3oBaHOro o0csary, CTa0lIbHO TPAIIOE Ha IIIHOBUX
OPUCTPOSIX 1 KOPEKTHO BHUKOHYE BCl peani3oBaHl MexaHiku. BusBineHi mig dac
TEeCTyBaHHS JpiOHI HEJOJIKH YCYHEHO, a 3aKJIaJIeHa apXiTeKTypa J03BOJIs€ HAPOIIyBaTH
¢yHkmioHan (KUTTS, JOOJAATKOBI PpiBHI, Mapanakc, 3ByK, OoioBa cucrtema) 0e3

MCPCIIMCYBAHHA HAJABHOI'O KOIAY.
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BUCHOBKU

VY mpoueci BUKOHaHHS KBaliikaniiHoOi poOOTH MOCTABIEHY METY OCATHYTO:
po3po0IeHO ABOBUMIpHUH Tutaropmep 3 OIYHMM CKPOJIHIOM 3aco0aMu IrpoBOTO
pyuris Godot 3 peanizairiero 6a30BUX MEXaHIK KaHPY.

Y TeopeTHuHIM YacCTHHI JOCHIPKEHO TOXO/DKEHHS 1 €BOJIOLII0 JKAHPY
wiaropmep, MpoaHaIi30BaHO KIIIOYOBI ITPOBI MEXaHIKU, cepell SIKUX OCOOIMBY yBary
NPUJIITICHO CTPUOKY Ta IOTIOMDKHHUM IMpHOMaM Ha KIITalT coyote time. Po3mistHyTO
apxitektypy Godot, iioro cuctemy By3mdiB 1 cieH, a Takok MoBy GDScript. Bukonano
MOPIBHSUTBHUM aHami3 icHyrouux miargopmepiB (Super Mario Bros, Celeste, Hollow
Knight, Shovel Knight) Ta iHCTpyMeHTIB iX po3poOKH, Ha OCHOBI SIKOTO OOIPYHTOBAHO
BuOip Godot 3aBasku BIAKpUTIH Jdinen3ii, HaTuBHIN miaTpumil 2D i mpoctoti GDScript.

VY npakTuyHIA YacTHHI peali3oBaHO CHUCTEMY KepyBaHHS NEpPCOHakeM Ha 0asi
CharacterBody2D 3 apkagHoro (hi3uyHOI0O MOACIUIIO Ta MNpuioMaMu coyote time,
Oydepuzariii 1 3MIHHOT BUCOTH CTpUOKA, HAJAIITOBAHO OIYHUN CKPONIHT KaMmepu 3i
3MNIaJKYBaHHSAM, poO3po0JeHo 1IrpoBuil piBeHb 3acobamu penakropa TileMap,
peanizoBaHO cHCTeMy aHimarliii depe3 AnimatedSprite2D, 30upanHs MOHET dYepe3
Area2D, a Takox mioOanbHe cxoBuile ctany GlobalDataStore (AutoLoad-ciHmToH) 1
NOJI€BUN ITpOBUN 1HTEpPPEHC 3 JIIYUIBHUKOM MOHET, TOJIOBHUM MEHIO Ta E€KpPaHOM
BBOJIy IMEHI MEpCOHaXA.

TecTyBaHHS MIATBEPAWIIO KOPEKTHICTh POOOTH peasli3oBaHUX MexaHik (yci 14
TECT-KEUCIB MPONUJEHO), CTa0lIbHY MPOAYKTUBHICTh Ha piBHI 60 KaJpiB 3a CEKyHAY Ha
JIBOX TECTOBUX IMPHUCTPOSX, BIJICYTHICTh KpaIlliB 1 BUTOKIB MaM'sITi TIPH TPUBATIN TPI.
[ToOynoBana apxiTeKTypa € MOIYJbHOK: JI0JlaBaHHS HOBUX IPEIMETIB YU PIBHIB HE
BHUMAarae mepenucyBaHHs HassBHOTO KOIY.

Cepen cBijoMHX OOMEXKEHb IIOTOYHOI Bepcii CHiJ 3a3HAYUTH  OJUH
JEMOHCTPALIIHUI PIBEHb, BIJICYTHICTh CUCTEMH KHUTTIB, Hapajiakc-(hoHY, 3BYKOBOIO
CyIpoBOay Ta 30epexeHHs nporpecy. [lepcrnekTuBr pO3BUTKY OXOIUTIOIOTH PO3IIMPEHHS
KOHTEHTY, OJJaBaHHS HOBUX MeXaHIK (MOJBIMHUI CTpUOOK, pUBOK), mapayiakc-(poHy 1
3BYyKy, peamizamito 30epexenHs uepe3 ConfigFile, nokamizamito Ta 30ipKy s

MOOUTBHUX TIIAT(HOPM.
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JIOJIATOK A
MPE3EHTAILIISA 10 3BITY

' D ) OEPXKABHWA YHIBEPCUTET

IH®OPMALIMHO-KOMYHIKALIMHUX TEXHONOT A

‘ ﬂ H I HT HABYAIIbHO-HAYKOBUW IHCTUTYT IHGOPMALIMHUX TEXHOIONN

KA®E[LPA IHOOPMAL|IAHI CUCTEMU TA TEXHOIOTI

[Mnatdopmep 3 GiYHMM CKPOMIHIOM Ha OCHOBI
irpoBoro pyuia Godot

BukoHaB ctygeHT 4 kypcy

rpynu IC-42

CuTHuK €BreH Onerosuy

KepiBHuk poboTu

Kangnpgat TexHiuux Hayk, CeHbkoB Oner BikTopoBuy

Knis — 2026

MeTa, 00'ekT Ta NnpeamMeT AOCNiAKeHHS

MeTa po6oTtu

Poapo6ka gBoBMMipHOro nnatdopmepa 3 GiYHMM CKpONiHIOM Ha OCHOBI irpoBoro pyLwis Godot i3 peanisauieto NOBHOMO LNKIY
CTBOPEHHSI IPU: Bifl NPOEKTYBAHHS apXiTeKTypu Ta irpOBUX PiBHIB 4O BNPOBaKEHHS CUCTEMU KEPYBaHHS NMepCOHaXeM,

aHiMaLii, 36MpaHHa NpeaMeTiB Ta irpoBoro iHTepdelicy KopucTyBaya.

O06'eKT gocnimxeHHs

Mpouecu po3pobkn ABOBUMIPHUX irop aHpy nnatdopmep 3 Gi4HUM CKPOomniHroM 3acobami cy4acHUX irpoBMX PYLLITB.

lMpeameT gocnigxeHHA

MeToau Ta nporpamHi 3aco6u peanisadii nnardopmepa 3 6iYHMM CKpPONIHIOM Ha OCHOBI irpoBoro pyluis Godot i3

3acTocyBaHHSIM MOBW nporpamysBaHHs GDScript.



3aBpaHHs1 poboTu

3aBaaHHA pobotun

1.  [Jocnigntu TEOPETUYHI OCHOBM XaHPY Ta KITHOYOBI irpoBi MeXaHikn
2.  BukoHaTu nopiBHANbHWIA aHani3 pyLwiiB i obrpyHTyBaTh BUbip Godot
3. CnpoekTyBaTV MoayrbHY apxiTeKTypy rpu, piBHi Ta iHTepdeiic

4, PeanisyBaTu Ta NpoTecTyBaTh nnatdopmep 3 BiYHUM CKponiHrom

XKaHp nnatcgopmep: knacudikauia

BeprukansHii ‘ ‘ Biunnit (cailg-cxponini)

NNATQ@OPMEPU

3a redimnneem

3a HanpAMKOM CKpOniHry

p— i H o | } [ }
Merpoigearin Masn-nnargopuep

Puc. 1 - Knacugbikayis nmamaeopmepie 3a HarnpaMKOM CKPOJIiH2y ma euMipom

MepLnii npeactaBHk — Donkey Kong
(1981)

KaHoH 6iuHoro ckponiHry saknas Super
Mario Bros (1985)

IHpi-BiopomxeHHs 2010-x noBepHyno
2D y Ton XaHpiB

O6panuit Hanpsam: 2D, GivHui
(ropu3oHTarnbHWUIA) CKPOTIHK, MiHiHI
piBHi
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KnrouyoBi mexaHikn nnatdgopmepa

Coyote time
Ctpubok nossoneHuii we ~0.1 ¢ nicns cxony 3 Kpato
nnatcopmu

Bydepusauisa BBony
PaHHe HaTWcKkaHHS cnpalboBye aBTOMaTUYHO MpuU
NpU3eMneHHi

3MiHHa BUCOTa cTpMbKa
YuM J0BLLE TPUMATU KNaBilly — TUM BULLMIA CTPUGOK

cTpuGoK)

IMpumiTka: B anexci sepTikansHa cxiaaoea WanaKocT vy = 0,
FOPH3IOHTANGHA Vx — CTANa. TPMBANICTL HATHCKAHHA KHOMKN
[BU3HANAE NOMATKOBY BEPTUKANBHY WBHAKICT Vey.

Anexc (aoerni l
cTpubox)
Vi

YMOBHI NOIHASHHR

. KopoTke Hamuckakin
(vinabnih CTPHGOK)
[osre HaTUCKaHHA
(scowmi cTpHGoK)

—> Bexrop wawakocT (V)

l BexTop rpasitauli (¢)

Mouamcosa Toua crpubKa

A 4
Jemnn

‘ Touka npHseMneHHA
(KopoTwi CTpHGOK)

" Toura npusemneta
(noermit cTpubok)

Puc. 2 - Tpaekmopia cmpubka: Kopomke ma 0os2e HamucKaHHT

[MopiBHAHHA irpoBUX pyLUIiB

Pywii Niuensin MoBa MigTpumka 2D Po3amip
Unity Proprietary / Runtime Fee C# MoBHa ~1-2Tb
Unreal Engine Proprietary (Royalty 5%) C++ / Blueprints YacTkoBa ~10-50 I'b
GameMaker Proprietary GML BigmiHHa ~300 MB
Construct Proprietary JS / No-code BigmiHHa ~200 Mb
Phaser MIT JS/TS BiaminHa ~1 MB
Godot MIT GDScript / C#/ C++ BiominHa ~65-100 MB

65



O6rpyHTyBaHHsa BUbopy Godot
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NiueHsisa MIT — BinbHe BUKOPUCTaHHSI 6e3 pOSINTi, NPOEKT MOBHICTIO HANEXWUTb aBTOPY

HatueHuin 2D — okpemuii peHaepep i ¢isuka, a He «3D 3 BUMKHEHO rMUBUHO»

IHcTpyMeHTH «3 KOpoOku» — TileMap, Camera2D, CharacterBody2D, Area2D, ParallaxBackground

MpocTora GDScript — cuHTakcuc, cxoxuid Ha Python, 6e3 komninsuii, npsmuii goctyn ao API

JerkicTb pywia — oguH darin ~100 MB, 6e3 peecTpalii Ta BCTAHOBMNEHHS

AKTMBHa cnifibHOTa — JOKyMeHTaUljs, hopymu, 3pocTaHHa nicns 2023 Ha Tni cynepevok Unity

3aranbHa apxiTeKktypa rpu

Main
cra
,7 (craproea cuewa)
sassumaye & L

Li e sssanrancye-
i

GameOver
H A
H we | T
GameManager H

» noTousMiE paxyHoK

» Hadpauh pesyneTar

toBamu ocryn § curarm
> sbepexenns (ConfigFie)

Leveld (cuena pisnn)

Player TieMap Goins (xn)

Nerenpa: — f
Crapross cusna (Main) Enermies (xn) HuD Finisn

Puc. 3 - 3azarnbHa apximekmypa 2pu y au2nsadi Oiacpamu cyeH

CraproBa cueHa Main — rofloBHe MEHIO — irpoBi
piBHi

KoxeH o6'ekT (rpaBeLb, MoHeTa) — okpeMa
GaraTopazoBa cleHa 3amicTb npedabis

MobanbHuii ctaH — AutoLoad-ciHrnToH
GlobalDataStore

O6MiH AaHMMM — Yepes cUCTEMY CUrHanis
(cnabkuii 3B'A30K KOMMOHEHTIB)

MogaynbHicTb: HOBI PiBHI i1 MexaHikv foaarTbCs
6e3 nepenncyBaHHs Kogy



KepyBaHHs1 nepcoHaxem Ta pi3mka

- [lepcoHax — Ha By3ni CharacterBody2D: noBHWIN KOHTpPONb
Hap pyxoM i B6ynoBaHa o6pobka Konisili

- move_and_slide() nepemillye Tino Ta pearye Ha 3iTKHEHHS 3
OTOYEHHSAM _ __acisoname

- Input.get_axis() 4ae nnaBHWin pyx 3 HEBEMMKOLO iHepLieto | i

- PeanisoBaHo Bci Tpu npuiiomn game feel: coyote time,

bydbepusallilo Ta 3MiHHY BUCOTY CTpubKa

h Kamepa Camera2D — AOCHIPHIM BY30I rpasLiA, 3i Puc. 4 - Cmpykmypa cuyeHu rnepcoraxa y pedakmopi Godot

3rNamKyBaHHAM i Mexamu Limit

PiBeHb, Tannu ta aHiMauii

=B o

sl

— - PiBeHb nobynosaHo Ha Byani TileMapLayer

Sperames 2 Bisprte -

posi - (Godot 4) 3 konisiamu 3 atnaca Tannis
i B - AHimauii nepcoHaxa — Jepes
— pre— £ ot AnimatedSprite2D: default, move_left,

E Y EIBllc woms S ambb|m® e s 5 @ @ o Vebity

@ @ @ T move_right
® R8N
V)V

a & ‘ . . e He e — 6Ge3 nepesanycky LWokaapy

Oupit Debugger Audo  Anination  Shader Edor | SprsFrames. aszume X T

© detou

EdiorDescription

serot Seomoc - O6epTaHHﬂ Ta aBTO3amMyCKoM

+ Adaeason

- play() 3anyckae aHiMaLito nuile SIKLLIO BOHa

(
& @
\ \ ?T"i‘,,.”“‘“‘ - MoHerta — Area2D 3 nokagpoBoto aHiMalieto

Puc. 5 - Kadpu obepmanHsa moHemu y pedakmopi SpriteFrames



30upaHHA npeamMeTiB Ta iHTepdenc

- MoHeTa dhikcye JOTUK rpaBus curHanom body entered;
npanopelb is_collected 3axuiuae Big noaginHoro 3bopy

- GlobalDataStore paxye MoHeTuM Ta 36epirae imM's; Npu 3MiHi

Jackson Son
%

BUNYycKae curHan coins_changed

- HUD y CanvasLayer nignucaHuit Ha curHan — OHOBMIETLCA
nofieso, a He Liokaapy

- TornoBHe MeHIo Ta ekpaH BBOAY iMeHi; nepexoaun Yepes

get_tree().change_scene_to_file()

Puc. 6 - JlivunsHUK MoHem ma iM's nepcoHaxa y 2pi

Cnabkull 38'a30k: MOHema He 3Hae ripo HUD, HUD He 3Hae rnpo MmoHemy
— obudea crifKyrombcs fuwie 4yepes CiHaImoH.

11

TecTyBaHHA PO3pPOONEHOI rpun

ETanu Ta pe3ynsratu

dyHKUioHankHe: yci 14 TecT-KeliciB NpoiigeHo (pyx, cTpubok, coyote/Gydep, 36ip MOHET, Kamepa, CKUAAHHS PaxyHKY)
MpoayktuBHe: cTtabinbHi 60—144 FPS Ha aBox K, cnoxuBaHHs nam'ati 50-70 Mb

CrabinbHe: KpalliB i BUTOKIB Nam'sTi Npy TpyBanii rpi 3 nepesarnyckamy He BUSIBIEHO

BusiBneHo Ta yCyHeHO

- JiunnbHYK oNUTYBaB CXOBULLE LLOKaApY — 3aMiHEHO Ha MoAIiEBE OHOBMEHHS Yepes curHan
- MoHeTa Morna HapaxoByBaTUCh ABiYi — [JofaHo npanopeLb is_collected

- PaxyHok He ckupaBcs Mix 3anyckamy — JofaHO BUKNWK reset() Ha cTapTi rpu

12

68



BucHoBKK

- MeTty poboTu gocsarHyTo: po3pobneHo ABOBUMIpHUIA nnaTdopmep 3 GiYHUM ckponiHrom 3acobamu pywia Godot 3
peanizauieto 6a30BUX MexaHiK XaHpy

- PeanizoBaHo kepyBaHHsA nepcoHaxem Ha CharacterBody2D 3 apkagHoto dizukoto Ta npuitomamm coyote time,

Bydbepusallii i 3MiHHOT BUCOTU CTpUGKa

- HanawTtoBaHo Gi4YHWI CKpOniHr kamepu, piBeHb Ha TileMap, aHimalii, 36MpaHHa MOHET, rmobarnbHe CXoBULLE Ta NOAIEBUN

iHTepdeiic
- TecTyBaHH$ NiATBEpAMIO KOPEKTHICTb MeXaHik, cTabinbHy NpoayKTUBHICTL Ta BiACYTHICTb BUTOKIB Mam'aTi

- ApxiTeKkTypa MoAynbHa — [oAaBaHHS HOBUX PIBHIB i MexaHiKk He BUMarae nepenvcyBaHHs Koay
MNepcneKTUBU pO3BUTKY

Cuctema XuTTiB Ta ekpaHun Game Over / nepemori, Kirbka piBHIB i nepexoamn Mix HUMK, napanakc-hoH i 3ByKOBUIA CynpoBif,

HOBI MexaHiku (MoABinHUI cTpUBOK, prBOK), 36epexeHHs Yyepes ConfigFile, nokanisauisa Ta 36ipka ang MoGinbHUX NNaThopM.

Anpobauif pe3ynbraTtiB AOCNIAKEHHSA

13

OCHOBHI NOMNOXEHHS i pesynkTaTy kBanigikauiinHoi po6oTy gonosiganuck Ta 6ynu ony6nikoBaHi y 36ipHUKaxX Te3 HaCTyMHKX

HayKOBO-MPaKTUYHUX KOHdepeHLjit:

1. Curmux €.0. - «I_[I/I(DPOBHfI D,BII7IHI/IK MICTA: BIJ PEAKTHBHOI'O TACIHHA IIOXEX JO ITPOAKTHBHOI'O
MOJIEJIFOBAHHSI». Te3u momoBini Ha VII MikHapoaHiii HaykoBo-TeXHiuHilt KoH(epeHIli «CydJacHHI cTaH Ta IepCIeKTHBH
po3Butky loT»

2. Curauk €.0. - GACTOCYBAHHS I'POBOT'O PYIIIA GODOT ENGINE JUUISI PO3POBKU 2D-IUIAT®OPMEPA 3 BIYHUM
CKPOJITHTOM». Tesu pgomosimi na VII BceykpaiHChKiit HaykoBO-TeXHIUHIH KoH(epeHIii «3acTOCyBaHHA POrPaMHOTO

3a0e3retdeHHs B iHPOPMALIifIHO-KOMYHIKAIiIHIX TeXHOIOTisIX»

14
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Adakyro 3a yBary!
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