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PE®EPAT

KBamidikauiitna  pobGota  OakamaBpa  «Po3pobka 2D rpu "V-
NIGHT:REBOOT" ans MmoOuibHUX mpucTpoiB 3acobamu Godot engine»: 35 c.,
4 puc., 22 mxepena, 2 T10JaTKH.

2D TPA, JUBAMH-JIOKYMEHT, KA3YAJIbHA TPA, CIIEHA T'PH,
GDSCRIPT, GODOT ENGINE.

OO6'exT mOCHIKEHHS — MPOIEeC PO3POOKHU KazyalbHUX 1TOP.

[IpeameT mocikeHHs — irpy I MOOUTLHUX NpUCTPOiB Ha ABuryHi Godot
Engine.

MeToau TOCHiKeHHS : ONTMCOBHIA, aHAITi3, EKCIIEPUMEHT.

OcHOBHOIO METOI0 KBamidikaiiiiHoi podoTu € po3poOka kazyanbHoi 2D rpu
U1 MOOUTBHUX MPUCTPOiB 3acobamu Godot engine.

B pamkax kBamidikamiiiHoi poOOTH CTBOPEHO TMOBHOI[IHHUM ITPOBUH
npoaykT — 2D rpy, 3 BUKOPHUCTAHHSIM CY4YaCHUX TEXHOJIOTiH Ta 1HCTPYMEHTIB
po3poOku. [y peainizaiii METH BHKOPHUCTAHO IBUTYH s po3poOku rpu Godot
Engine, moBy niporpamyBanus GDScript, inTerpoBany B nsuryn Godot Engine st
HAITMCAHHS ITPOBOT JIOTIKH.

OTtpuMmaHi pe3yabTaTH MOXYTh OyTH I[IHHUMH JJI8 PO3POOHHUKIB, SKi
MPAIOI0Th HAJ MOJIOHMMHU ITPOBUMHU MPOEKTAMHU, a TaKOK OCOOJIMBO KOPHCHI B
KOHTEKCTI, JI¢ HEOOXIHO IHTErpyBaTH CTpaTeridyHe IUIaHyBaHHSA, KpEaTHBHI

IIXOIA JIO BUPIMISHHS IPOOJIEM 1 3aXOIITIOI0YNI TeHMILISH.



SUMMARY

Bachelor's Qualifying Theses «Development of 2D Game " Y-Night:
Reboot" for Mobile Devices using Godot Engine»: 35 pages, 4 figures, 22
references, 2 supplements.

2D GAME, DESIGN DOCUMENT, CASUAL GAME, GAME SCENE,
GDSCRIPT, GODOT ENGINE.

Object of the study — the process of developing casual games.

Subject of the study — games for mobile devices on the Godot Engine.

Methods of research: descriptive, analysis, experiment.

Aim of the study: development of a casual 2D game for mobile devices
using the Godot engine.

As part of the qualification work, a full-fledged 2D game product was
created using modern technologies and development tools. To achieve this goal,
we used the Godot Engine game development engine, a GDScript programming
language integrated into Godot Engine to write game logic.

The findings can be valuable for developers working on similar game
projects, and are especially useful in contexts where strategic planning, creative

problem-solving, and addictive gameplay need to be integrated.
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BCTYII

CyuacHe cepenoBuIle PO3POOKH MOOUIBHUX IrOp AMHAMIYHO PO3BUBAETHCS 1
CTBOPEHHS 3aXOIUIMBUX APKAJIHUX IFOp BXKE CTANO HEBIJ €MHOIO YaCTUHOIO IHAYCTPIl
MOOUTEHUX po3Bar. Temy 1010 po3poOku MOOUIBLHOI irpu Oysi0 oOpaHO 3 METOIO
JOCTIDKEHHSI TIOBHOTO IMKIY pPO3POOKH MPOIYKTY, MPOSICHEHHS IHU3aifHEPCHKUX
pillieHb Ta MOTEHIITHOTO 3aCTOCYBaHHS BUHAWIEHUX BiTOMOCTEH.

Bubip 1mi€i TeMH MiAKPIMUIIOETHCS CTPIMKO 3pOCTalOYUM 3a OCTaHHI POKH
NOMUTOM Ha MOOUIBHI apKajHl Irpyd. 3 MOMIMPEHHAM CMapT(OHIB 1 TUIAHIIETHUX
KOMIIT I0TEPiB, BIIOYBAETHCS 3MiHA PO3POOHUIIBKIX TPEHAIB B Oik irop kareropii B ta
MOOUTHPHHX apKaJHHUX irop. 3a CTaTHCTUKOIO, MOHAJ 2.4 MBI JIFOJCH I'paloTh B
irpu Ha cBoix TenedoHax. I[lpu mpomy, omepamiiini cucremu 10S Ta Anroid
BCTaHOBJICH]1 Ha MpuOIM3HO 80% aKTUBHHUX MPHUCTPOIB [5]. 3 BOr0o MOXKHA 3pOOUTH
BHCHOBOK, III0 BUITYCK MOOUIRHOI TP Ha OJIHY 3 IUX IaTGopM Moxe OyTu
MOTEHITIMHO IIKaBUM BEJIUKIiN ayauTOPIi.

Bub6ip came Godot Engine 6yB 00yMOBIeHUH HOTO TOCTYIHICTIO, IPOCTOTOIO B
KOPUCTYBaHHI Ta TOTY)KHUMH I1HCTpyYMEHTaMu po3poOku irop. Lleli nBuryH e
MOBHICTIO OE3KOIITOBHUM 3 BIIKPUTUM BHUXITHUM KOJOM 3TiTHO 3 JO3BIJIBHOIO
ninensiero MIT, — Ha mpakTHIll 11e JT03BOJIIE KOMaHJaM pPO3pOOHUKIB, K 0Opaiu
Godot, MoaudikyBaT IBUTYH IiJl 0COOHUCTI MOTPedu Oe3 MmonepeaHiX YMOB, a TAKOK
3allydaTd BEIMKY KUTBKICTh €HTY31aCTiB, $IKl1 MOCTIMHO MOKPAIYIOTh 1€ TBUTYH.
Hampuknan, ans Bumycky oHOBIeHHs 3 Bepcieto 4.0, Oyno 3amydeHo Ounble HiXK
2000 mronei, ssikux B cycniibeTBl Godot HazuBaroTh “contributors™ [15]. Hapasi meit
JIBUTYH Ma€ BEJHKI MepeBard Haj KOHKYPEHTaMH, Cepela SKUX CHUCTeMa CIICH, SKi
OyIyrOThCS Ha BY3Jlax, IO JO3BOJIAE CTBOPIOBATH CKiamHi iepapxii creH. Godot
MIATPUMYE HAUTIOMIUPEHIIII cepel IrPOBUX PO3POOHMKIB MOBH MPOTpamMyBaHHS, TaKi
sk C#, C ta C++, a TakoX Hajae JOCTYN J0 BiIacHOi MoBHU mporpamyBanHs GDScript.
B omHOMYy TpOeKTi MOKXHA KOPHUCTYBAaTHUCh PI3HUMH MOBaMH IPOTPaMyBaHHS, IO

JTIO3BOJISIE PO3POOHUKAM 3 PI3HUM JOCBIIOM PO3POOKH MPAIIOBATA OJWH 3 OJHUM 0€3
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ycknaaness [10, 18]. IIpoctoTa ABUryHa Ta BeJMKa KUIbKICTh HaBUYAJIBHUX PECYPCIB,
SKi CTaldi aKTUBHO CTBOPIOBATHUCh OCTAaHHI 2 POKH, JO3BOJSIOTH HOBaukam 0Oe3
JOCBIY PO3POOKM 1rop 3poOUTH CBOKO TEpHly TIpy 3a JAeKuUibka roauH. B
MpeACTaBleHId POOOTI PO3INIAHYTO LMK PO3POOKH MOOUIBHMX Irop, Ta HaJaHO
iHpopMmanito npo Godot Engine sik moTyxHOi cuiu B po3poOili MPOAYKTIB Ta
Haifuacrime nmoBHOIIHHY 3aMiny Unity Engine.

AKTYanbHICTh JIOCHIIPKEHHS MIAKPECTIOEThCS AaHAII30M CYYaCHOT'O CTaHy
HAYCTpil MOOLIBLHUX irop. ['Mulie BUBYAIOUM HAsSBHY JIITEPATYypy, OyJIO BUPIIICHO
BUSIBUTH OCHOBHI TPOOJEMH Ta MOXIJIMUBOCTI, IO ICHYIOTh y Wi ramy3i. Y
npeACTaBIeHIA poOOTI PO3MIISIAAETHCS MPOLIEC PO3POOKU MOOLIBHUX ITOp 3 aKIIEHTOM
Ha YHIKQJIbH1 BUKJIMKHA Ta MOXKJIMBOCTI, SIK1 HaJa€ )aHp KazyainbHUX irop. O0'ekTroM
JOCJIJDKEHHSI € TIPOIIeC pO3pOOKM KazyaiabHUX irop. Ilpeamer mociimkeHHs — irpu
11 MOOUTEHUX TipucTpoiB Ha Godot Engine.

OcHOBHOI0O MeTOr0 KBalidikaliiHoi poboTu € po3podka kazyanbHOi 2D Tpu
U MOOLTBEHEX TIPUCTPOiB 3acobamu Godot Engine. KonkpeTHi 11ij1i BKIIIOYAIOTh:

[IpoBeneHHsl peTeNbHOrO aHanizy HpoOsieM, 3 SKUMH CTUKA€TbCA CydacHa
THAYCTPis MOOLIBHUX IrOP, 3 BAKOPUCTAHHAM SIK HAasIBHOI JIITEpaTypH, TaK 1 BIACHOTO
JIOCBITy pO3pOOHUKIB.

HananHst oOTpyHTYBaHHS KIIOUOBHUX JM3AaWHEPCHKUX PIIIEHb, TPUHUHATHX ITi
gac MpoIrecy po3pooKHu.

AHani3 pi3HOMaHITHUX MOKJIMBOCTEH 3aCTOCYBaHHS pe3yJbTaTiB, OTPUMAHUX
y IIbOMY JIOCIIJKEHHI, 3 IPEJACTaBICHHSM, SIK BUCHOBKH, 3p00JieH1 B KBami(ikaiiHii
poOOTI MOKYTh OYTH BUKOPUCTAH1 I MalOyTHIX cripo® po3poOKH irop.

Ha npakTdHOMy piBHI BHCHOBKH, MPEJCTaBICHI y pOOOTi, MOXYTh OyTH
KOPUCHUMH IS KOJIET-PO3POOHMKIB, TMOYATKIBI[IB Yy Tally3l Ta YCTaHOB, IO
MpaIoTh y cdepi iHPopMaIiifHUX TEXHOJIOTIN Ta MITYYHOTO 1HTEIEKTY. BUCHOBKH
3a pe3yJbTaTaMu JOCTIIKEHHS MOXYTh CTaTH OCHOBOIO ISl KPAIIUX MPAKTHUK Ta

HaJIUXHYTH HA HOBI MIJIXOAN PO3POOKH MOOUTBHUX 1rOP.



1 AHAJII3 CYHACHOI'O PUHKY MOBUJIBHHUX IT'OP

1.1 Cran puHKY MOOiJIbHHX ITOp

CyyacHuii pyHOK MOOUIBHUX IFOp € OJHUM 13 HAJAMHAMIUHIIIUX Ta HAUOUIBII
KOHKYPEHTHHX CEIMEHTIB TeWMIHTYy. 3a OCTaHH1 JECATUJITTS CHOCTEpIraEThCs
BUOYXOBUN PICT MOMYISIPHOCTI MOOUIBHUX 1rop, 1O OOYMOBJIEHO MOIIMPEHHSIM
CMapTQOHIB Ta IUIAHIIETHUX KOMII'IOTEPIB cepell pI3HUX BEPCTB HACEJNCHHs. 3a
JaHuMU  JociixkeHb, 3 2020 poky BHpydka Bil MOOUIBHUX Irop NEpeBUIIMIIA
BUPYUKY BiJ] IrOp HAa MEPCOHAIBHUX KOMIT I0Tepax Ta KoHcosX. [IporHosyerscs, 1o
10 2024 poky riobajibHa BUpYUYKa B ceKTOpl MOOLTBHUX irop csarue 100,54 mutbspaa

nonapiB CIIA, a 10 2029 poky - 164,81 minbspaa qonapis CILHA [1].

1.2 IlonmyasipHi ;KaHPHU MOOLIBHUX ITrOp

Hapasi, cepen MoOUTbHHEX ITOp MOKHA BUAUIMTH KiJbKa OCHOBHHUX JKaHPIB, SKi
KOPHUCTYIOThCSI BUCOKHM TIOTTUTOM:

— irpu B xanpi “xena-xenn’ (Handheld Games): 1li irpu opientoBaHi Ha
KOPOTKHM TeWMIUIed Ta MpOCTOTY ympaBiiHHA. [IpukinagamMu Takux irop
MOXyTh OyTH “Angry Birds”, “Fruit Ninja” Ta “Cut the Rope”;

— irpu B xaHpi “ronoBosiomkn” (Puzzle Games): Lleit xaHp BKItO4Yae B cede
irpy, IO BUMAararTh BiJ TpaBId JIOTIYHOTO MHCICHHS Ta PO3B’S3aHHS
PI3HOMaHITHUX TOJIOBOJOMOK. l[IpuKiamamMu MOMyJISpHUX MPEACTaABHUKIB
poro xaHpy € “Monument Valley”, “Threes!” ta “Candy Crush Saga”;

— irpu B xaHpi “apkamgm” (Arcade Games): Ili irpu Bigpi3HIIOTHCS
BIIMIHHOIO TeUMITJIEHHOIO TMHAMIKOIO Ta BUCOKOIO MBHUAKICTIO Aiid. Cepen
HUX MOXKHA BHIUTHTH Taki xith, sk “Temple Run”, “Subway Surfers” Ta

“Crossy Road”;
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— irpu B kaHpi “crparerii’ (Strategy Games): Lleil xaHp opi€eHTOBaHUN Ha
PO3BUTOK CTPAaTErIYHOTO MHCIEHHS Ta [jaHyBaHHA. [lomynsipHi

MpeACTaBHUKK LBOro >xkaHpy BkMoudaoTh “Clash of Clans”, “Plants vs.

Zombies” Ta “Hearthstone™ [3,7].

1.3 BukopucTaHHA IBUT'YHIB /151 pO3pO0KH MOOLIBHUX irop

Ha cyyacHoMy puHKY icCHye 0O€3J1iy IHCTPYMEHTIB Ta JBUTYHIB JJisi pO3POOKH
MoOUTbHUX 1rop. Godot Engine HaOyB MMPOKOi MNOMYISPHOCTI 3aBASIKA CBOIH
NOTYKHOCTi, THYYKOCT1 Ta aKTHBHIHA CHUIBHOTI PO3POOHMKIB, X04Ya 1 HE HACTLIBKU
YHCNIEHHIH, SK Y KOHKYPEHTIB. Ioro BUKOPHCTAHHS J03BOJISE CTBOPIOBATH SAKICHi Ta
edeKkTBHI MOOUIbHI IrPU 3 PI3HOMAHITHUMU TEHUMIUICMHUMH MEXaHIKaMu Ta
BI3yaJIbHUM O(OPMIICHHSIM.

Onnak, Godot Engine — 1e ynuiie oauH 3 0araTb0X JABUTYHIB, TOCTYIMHUX IS
po3poOKku MOOIIBEHUX irop. Hapasi € nekiabka 1HIIMX MOMYISPHUX JIBUTYHIB:

— Unity - e oauH 3 HAWMOMYJISAPHIIINX ABUTYHIB ISl pPO3POOKH MOOLIBHHX

irop. BiH BHKOPUCTOBYETHCS JJIsi CTBOPEHHS irop pi3HUX JKaHPIB 1 Mae
NOTYXKHI iHCTpYMeHTH 11t 3D- 1 2D-rpadiku;

— Unreal Engine — 1e me ouH NOTYXHUI JABUTYH, SIKU BUKOPUCTOBYETHCS
JUIS. CTBOPEHHS BHCOKOSKICHUX MOOUIBHHX irop. BiH Bimomwuii cBOiMH
Bi3yaJbHUMHU MOKJIMBOCTSIMH 1 THYUKICTIO;

— Solar2D, taxox Bimommii sik Corona SDK, mo3Bomisie po3poOHMKaM irop
CTBOPIOBATH MOOUITBHI 2D-TIpoeKTH;

— Buildbox — oxuH 3 HaHOUTBIT TOCTYITHUX JIBUTYHIB JUISI PO3POOKH irop Ha
Android,

— Fusion 2.5 — ne irpoBuii IBUTYH, SIKHIi BUKOPHCTOBYE CUCTEMY peIaKTOpa

MOJI1M JIJIs IIBUKOTO CTBOPEHHS MOOUIHHHUX 1rop abo T0/1aTKIB;
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— GameMaker Studio 2 - e moTyXKHUI ABUTYH Ui po3poOku 2D-irop, sikuit

MPOINOHY€E MPOCTUI y BUKOPUCTaHHI 1HTEp(dEC Ta THY4YKl MOXIJIHUBOCTI
CKpuITiB [8].

3a gpanumu pizHUX kepen, Unity ta Unreal Engine 3anuimaroThes

HaUMONYJSPHIIIMMU ABUTYHAMH JUIsl pO3POOKH MOOUTBHUX 1TOP.

1.4 Cran po3po0xu ModinbHuX irop Ha Godot Engine

Godot Engine, xo4a i1 He HacTUIbKU nomyJsipHUl, sk Unity abo Unreal Engine,
ajie Mae psijI IepeBar, ki poOJATh HOTO MOBHOIIIHHOKO 3aMIHOIO IIMX JBUTYHIB JJIs
PO3POOHUKIB:

— OJHI€I0 3 KII0YOBUX ocobnuBocteit Godot € ioro cucrema By3niB. Bee B
Godot, Bixg cmpaliTiB 10 TaliMepiB, € Bysnamu. lle m03BoJsi€ JerKo
OpraHi3oByBaTH Ta NEPEBUKOPUCTOBYBATH KOJI, a TaK0X CTBOPIOBATU
CKJIaJIHI iepapXii 00’ €KTiB;

— intepdeiic Godot € pgyxke IHTYITUBHMM 1 THYYKHM. BiH 103BoJIsIE
pO3pOOHMKAM  JIETKO  HAJIAITOBYBAaTH  pPoOOYE  CEPEJAOBHINE IS
BIJIMOBITHOCTI IXHIM TTOTpebam;

— Godot BukopucroBye GDScript, MOBY mporpamyBaHHs, cx0XKy Ha Python.
GDScript 1ocuTh 3py4HHUI JJI1 HAaBYaHHS, 1 BiH 1I€aJIbBHO MITXOJHUTH IS
IIBUIKOT iTepaltii;

— Godot € MOBHICTIO BiZKpuTUM ABUTYHOM. lle o3Haudae, mo po3poOHUKH
MOXYTh BUIBHO MoauikyBaTh MABUTYH JJIs BIAMOBIAHOCTI IXHIM
KOHKPETHUM MOTpedam.

Ha Bigminy Big Oaratpox IiHmUX ABUTYHIB, Godot Oyio cremiaibHO

po3pobiieHo 3 ypaxyBaHHsAM 2D-refiMiuiero, xoda BiH Takox miarpumye 3D.

— (Godot Mae akTUBHY CIUIBHOTY PO3POOHUKIB, SIKa TOCTIHHO TMPAIIOE HAT

MOJIIMIIEHHSIM JIBUTYHA 1 JIOMOMOT0OI0 HOBUM KOPUCTYBAaydaM;
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Godot mae BOymoBaHW HalaromKyBad, SKHH JO3BOJSIE PO3POOHUKAM
BIICTE)KYBaTH IMOMWIKA B pPEAJbHOMY 4Yacl MiJ Yac BUKOHAHHS TIpH.
HanaromxkyBau Hajmae iHgopmalilo Opo AaKTUBHI OO0'€KTH, BUKIUKU
(GyHKIIH, BUKOHAHHS CKPUIITIB, BUKOPUCTAHHS MaM'sITi Ta 1HII1 apaMeTPH.
Ile nomomarae po3poOHHKAM IIBUAKO 3HAXOJUTH Ta BUIMIPABIATH TTOMUIKU
y CBOEMY KO/,
Godot TakoX MPOMOHYE IHCTPYMEHTH JJII MOHITOPUHTY MPOJYKTHUBHOCTI.
Po3poOHMKN MOXYTh BIJICTEKYBAaTH PI3HI METPUKU MPOAYKTHUBHOCTI, TaKl
sk BukopuctanHs [IITY, BUKOpHCTaHHS TaM'sTi, KUIBKICTh AKTHBHUX
00'ekTiB 1 6araTto 1HIIOrO, 1O POOUTH MOr0 3pYyYHUM CEPEIOBUIIEM IS
PO3pOOKH, TOMY IO PO3POOHUKHA MAOTh MOJIMBICTh ONTHUMI3yBaTU CBOi
irpu 0€3 yCKJIaHEHb;
el JBUTYH TPOIMOHYE Pi3HI METOIM ONTHUMI3allii, Mmo0 JOMOMOITH
PO3pOOHMKAM MOJIIMIIATHA MPOAYKTUBHICTh cBOiX irop. Hampuknan, Godot
migTpuMye  TexHiKy okiro3ii  (occlusion culling), ska momomarae
MOJIIMIIUTH TTPOYKTHUBHICTh, 3aro0iratoud peHJepiHry oO0'€KTiB, sKi He
BUjHO rpaBieBi. Kpim Toro, Godot mpomoHye MIATPUMKY TOPTAIIB s
MOJTIMIIICHHS TTPOIYKTUBHOCTI Y BelMKuX 3D-crieHax.
onHiero 3 HabOupmux mnepeBar Godot € BOygOBaHAa JOKYMEHTAIIIS.
Po3po6HMKN MOXYTh MIBUAKO 3HANTH iH(OpMAIito Mpo Kiacu, METOIU Ta
CUTHAIIM, TPOCTO KJIAIHYBIIM Ha HHUX Yy penakropi. Lle 306imbmrye
IPOYKTUBHICTH Ta CIPOITY€E POOOTY 3 ABUTYHOM;
CUTHAJIM - II¢ TOTY)XHHH MexaHi3M B (Godot, skmii m03BOJIsIE 00’ €KTamM
CIUIKYBaTUCS MiX cO00010. BOHM J03BOJIAIOTH pearyBaTH Ha MOJil, TaKi SK
HATUCKaHHS KHOTIOK, 3ITKHEHHS 00’ €KTiB a00 3MiHU CTaHY,
Godot migTpumye pi3HI THNH PeCypciB, Taki SK 300paKeHHS, 3BYKH,
mpudtu Ta iHII. Imnopt pecypciB B Godot myxe 3py4dHH, i BH MOXETE
HAJAIITYBATH TTAPaMETPHU IMIIOPTY TSI KOKHOTO PECYPCY OKPEMO;
Godot 103BoIsIE TECTYBaTH CBOT1 MPOEKTH Ha MOOUIBHUX MPUCTPOSIX MPSAMO

yepe3 JBUTYH 3aBISIKU MOTY>KHOMY IHCTPYMEHTY Mia Ha3Boio “Remote
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Debug”. Po3poOHHKN MOXYTh B PEKHMMI PEAJIbHOTO Yacy BIICTEKYBaTH 1
aHali3yBaTW CTaH CBO€i TpPHM HAaBITh KOJIM BOHA BUKOHYETHCS Ha
BIJAJIEHOMY MPUCTPOi. Lle 0co0aMBO KOPUCHO ISl BUSIBICHHS MPOOJEM,
Kl BUHMKAIOTh TUIBKM Ha MOOUIbHMX IJIaTopMax, TaKUX SIK MPOCITaHHS
FPS, BuToku nam'sati abo HenmpaBWJIbHA MOBENIHKa iHTepdeiicy [9, 10, 11,
15, 18].

Xoua Godot Engine mae Oe3miu mepesar, € Jeski oOjiacTi, Je BIH MOXeE

nocrynarucs Unity abo Unreal Engine:

— Godot migtpumye 3D, ame ¥Horo MOXIMBOCTI B I ramy3i He Tak
po3BuHeHi, sik 'y Unity abo Unreal Engine. Lle 6yne npoGiemoro s irop 3i
cknagHoro 3D-rpadikoro;

— Godot He Mae BOY10BaHOT MIATPUMKH PO3POOKH Il IrpOBUX KOHCOJIEH;

— mnopiBasiHO 3 Unity, iHcTpymMeHnTH Godot s au3aiiHy pIBHIB B JEAKUX
acreKkTax MEHII PO3BUHEHI,

— mnopiBasiHO 3 Unity 1 Unreal Engine, Godot Mae MeHIe IOCTYIMHHX
pecypciB 1 IariHiB yepe3 MEHIy KUTbKICTh aKTUBHUX KOPUCTYBauiB. Alie
KUIbKICTh HOBHX PO3poOHHKIB Ha GOUOt akTUBHO POCTE, TOMY 3 YacoM
PI3HUIII B IOCTYITHOCTI IJIariHiB Oyae 3MEHIITyBaTHUCh.

VYeci onucani ¢pyHkuii pooasaTe Godot MOTY>KHUM THCTPYMEHTOM [IJIsl pO3POOKH

MOOUIBHUX 1rop, Jal0ud 3MOTY PO3POOHHMKAM JIETKO 3HAXOJIWTH Ta BHUIPABISATH

MIOMMJTKH, @ TAKOX ONTHUMI3yBaTH MPOAYKTHBHICTH CBOiX irop [9,10,11].

1.5 Tenaenuii B po3pooui MoOiJIbHUX irop

BaxnuBo 3a3HaunTH, MO PUHOK MOOUIRHUX IrOp TPOJOBXKYE 3pOCTATH, a
TEHJCHI[II B Taixy3i MBHUIKO 3MIHIOIOThCS. Hampukian, rimep-ka3yaibHi ITPH CTaIH
Iy’)Ke€ TOMyJSIpHUMU B oOcCTaHHI poku. [li irpu xapakTepus3yrTbCsl MPOCTUMHU
MEXaHIKaMU 1 KOpPOTKUMH CEaHCaMH TPH, 10 POOUTH X 171€aIbHO MIAXOISIIUMU JJIs

MOOLTEHUX TIPHCTPOIB [7].
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MoneTH3anis € BaXJIMBOK YaCTUHOIO poO3poOKH MoOUIbHMX irop. Ha
CHOTO/IHIIIHINA IeHb 1CHY€ 0€31114 MOJeJIel MOHETH3alll1l, BKIIOUYAI0UX MPsAMI POJIaxI,
BHYTPIIIHBOIFPOB1 MOKYIKH, peKiIaMy Ta MIANUCKU. BulOip mnpaBuiabHOT Mopeni
MOHETH3AaIlli 3HAYHO BIUIMBAE HA yCIiX I'pu [16].

Po3pobka MOOUIBHUX IrOp TakOX Mae CBOI BUKJIMKH. Lle BKIIOYae TEXHIUHI
O0OMEKEHHSI MOOUIbHUX MPUCTPOIB, BUCOKY KOHKYPEHIIIIO HA PUHKY, HEOOXIIHICTh
MOCTIHHOTO OHOBJICHHS KOHTEHTY /IS YTPUMAaHHSA IHTEpeCy TIpaBIliB, a TaKOXK
BUKJIMKH, TTOB’s13aH1 3 BUOOPOM MOJI€JII MOHETH3AIl1] POEKTY.

MaiibyTHe MOOUTBHUX ITOp BUIIIAAE Iy>KE OOILSAIOYUM. 3 pOCTOM TEXHOJIOT'1H,
TaKUX K IITYYHUU IHTENEKT, BIPTyajbHA Ta JIOMOBHEHA PEalbHICTh, MOOUIbHI IpU
IPOJOBXKYIOTh PO3BUBATHUCS 1 MPOIMOHYBATH HOBHU Ta 3aXOIUTIOKOYHUN JOCBIT IS
rpasiiB. Kpim toro, 3 pozButkom 5G TexXHOJOTri, MOOUIbHI IrpH, AKI MOTPEOYIOTH
BUCOKOi TPOTYCKHOI 3JaTHOCTI Ta HU3bKOi 3aTPUMKH, TaKi SK MYJIbTHUIUICEPHI
OHJIAMH-ICpH, CTAHYTh Iiie JocTynHimumu [1, 2, 3].

Buxoasuu 3 aHanizy cydacHOro puHKY MOOUTBHHUX Irop, MOXHA 3PO3yMITH, 110
Godot Engine BigkpuBae 3HA4YHI MOXJIHMBOCTI [JIsi po3podbku 2D rpu “V-
NIGHT:REBOOT” nmns MoOutbHUX mnpucTpoiB. lleli aBUTYH BoJIOAlE psiOM
IpPUBA0IMBUX OCOOIMBOCTEH, SKI POOJATH HOTO ileanbHUM BHOOPOM IS IIHOTO
MIPOEKTY.

Godot Engine BiApi3HAETBCA CBOEIO THYYKICTIO, IO JIO3BOJSIE JIETKO
aJanTyBaTHCS JO PIi3HUX BUMOI TpH. MOro MOTYXHICTh JO3BONSE peai3yBaTH
CKIaJHI TEUMIUICHHI MEXaHIKHd, a aKTUBHA CHUIBHOTA PO3POOHUKIB € BEIUKUM
JOKEPEJIOM IMITPUMKH Ta PECypCiB.

Oco0nMBO BaXKIWBO BI3HAYWTH, IO CHCTEMa BY3JIiB, SIKa JIO3BOJISIE JIETKO
OpraHi3oByBaTH Ta IEPEBUKOPUCTOBYBATH KOJ, a TaKOX CTBOPIOBATH CKIIAJHI
iepapxii 00’ekTiB, poOWTH mTporec po3poOKu OuThIl e(HEeKTHBHUM 1 MEHII
TPYJAOMICTKHM.

Kpim Toro, Godot Engine € 0Ge3KOIITOBHUM Ta BIJAKPUTHUM JIBUTYHOM, IO
poOUTH MOro AOCTYNMHHUM MJig BCiX po3poOHUKIB. Lle BiIKpuBae MOMXKJIMBOCTI ISt

PO3pOOKH irop He3aaexKHO Bix Oropkery mpoekty [10, 11, 18].
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2 OPTAHI3ALIA TA JIOI'IKA ITPOEKTY

2.1 Opramni3auisi po60TH HaJ IPOEKTOM

[lepen moyaTkoM po3poOKH Ipu OyJO BUPILIEHO CTBOPUTH AU3AWH-TOKYMEHT
(Game Design Document). 3a3Buuaii, BiH poOUTBCS B AOBiIbHIN (POPMi, TOMY HEMae
CYBOpPUX BHUMOT IIOJ0 HOr0 HamuCaHHS, ajie € 3arajbHl NPUHUUIN 1 IUTl, JJI1 40TO
BIH CTBOPIOETHCA. B HbOMY MaroTh OyTH ONUCaH1 3arajibHa 1/1esl MPOEKTY, KOHIIETIIis,
KJIIOYOB1 MEXaHIKH, CIOKET, IrPOBUI IMKJ, BaXKJIMB1 aCEKTH AJisi po3poOHuKiB. Llei
JOKYMEHT JIOTIOMara€ BCTAHOBUTH 3arajlbHUM HampsM NPOEKTY Ta JO0MOMarae
po3poOHUKaM Tia yac pobotu Hax HuUM. B migposnini 2.1.1 mpeacTaBieHO YacTUHY

HAMKCAaHOTO AM3aiH-TOKYMEHTY, cTBopeHoro s rpu “V-Night” [17].

2.1.1 Inzaiin-noxyment rpu V-Night:Reboot

KopoTkuii ornsan rpu:

V-Night:Reboot — mepenicropis 1o opurinanshoi rpu V-Night, ne romosHa
repoiHs poschigyBana cekpetu koprnopamii V-Corp. Croxer mnpuksena Oyje
KOPOTKHM, aje JOMOBHIOBATHME OCHOBHY ICTOpi0, n¢ Oyno AOmMymieHo Oarato
HegomoBneHoctel. e 6yne 2D-mmargopmep i3 MHIMHUME PIBHAMH, SIKI MATUMYTh
pO3raly’KCHHS, IO HE BIUIMBAIOTh HA CIOKET, 1 CEKPeTHI KIMHATH, B SKHX
IeKAaTUMYTh Haropoau. Ha mnumsixy rtepost crostume 7 BHAIB 3BHYAWHUX
CYNPOTHBHUKIB 1 3 CYMPOTHBHUKH-OOCH, KOXE€H 3 SIKHX Ma€ CBOI OCOOJIMBOCTI
BeZieHHs1 0010 3 rpaBreM. PiBHI OyayTh JOMOBHEHI 1HTEPAKTUBHUMH MPEIMETAMH,
KOpOoOKaM# 3 TKE0, M0 BIAHOBIIIOE 37J0POB'S TPaBIls, a TAKOXK PI3SHUMHU MACTKAMH 1
nepemkonamu. CroKeT TpukBena Oyae TUTaBHO MiABOIWUTH TPABI 0 OCHOBHHX
MOA1l OpUT1HAJIBHOI TPH.

IrpoBuii UK 1 KIIFOUOB1 MEXaHIKHU:
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bir: Ilepconaxx O1KUTh piBHEM, YHUKAIOYU NEPEIIKO/]] 1 TACTOK.

36ip moHert: llepcoHax 30upae MOHETH, CTpUOAIOUM 1 BUKOHYIOUM IHII i,
noAioHo 110 rpu Mapio.

PyiinyBanuss ~ kopoGok:  Ilepconaxx  Moxke  pyiliHyBaTH  KOpOOKH,
BUKOPHCTOBYIOUH KHOIKY aTakH, 3 sSIKHX BUCTPHOYE Tka.

Ataka cynpoTuBHUKIB: IlepcoHakx MoOke aTaKkyBaTH CYNPOTHBHHKIB,
BUKOPHUCTOBYIOUH KHOIIKY yJapy, TaK CaMo BiH MO>K€ BUKOPUCTOBYBATH OJIOK ITif] 4ac
aTaK CympOTHBHUKA.

Bxin y 30uu mianory: IlepcoHak Moke BXOAWTH B 30HH, JIe MPOTPAIOTHCS
J(1aJIOTH.

Mexanika Oiry: [lepcoHaxx Moxe OiraTu Mo piBHIO, YHHKAIOUM MEPEIIKOJ 1
MacTOK.

Mexanika crpubka: [lepconaxx Moxe ctpudbatu A 300py MOHET 1 YHUKHEHHS
MEPEILKO/I.

Mexanika ataku 1 3axucty: IlepcoHax Moke aTakyBaTH, BUKOPHUCTOBYIOUH
KHONIKY ynapy. lle moxke OyTu BUKOpHCTaHO JUisi pyHHYBaHHS KOpPOOOK 1 aTaku
CYNPOTUBHUKIB. ATaku MPOTUBHUKA MOXHa OJIOKyBaTH ab00 YHHUKATH 3a JIOMOMOTOI0
pUBKa Ha3aj.

Mexanika 30upanHs npeameTiB: [lepcorHak Moxe 30upaTH MOHETH Ta 1KY, IO
BUCTPUOYE 3 KOPOOOK.

Mexanika mgiamory: IlepcoHax Moke BXOOUTH B 30HH, J€ MPOTPAIOTHCS
J(1aJIOTH.

Mexanika puBka: [lepcoHak Mae 37aTHICTh 31HCHIOBATH Pi3KUH CTPHUOOK Yy
OiK HampsMKy cBoro morisay. Lle mae oMy 3mory mBHIKO W e(PEeKTHBHO IOJaTH
nepenmkoau. PUBok Moxke OyTH aKTHBOBaHHMM MEBHOIO KHOMKOM. Ll MexaHika momae
J0JTATKOBHM PIiBEHb CKIAAHOCTI Ta cCTparerii B Tpy, BHMarar4m BiJ] TPaBIIiB
IIBUIKOTO pearyBaHHs Ta TUTAHYBaHHS CBOIX JiH.

Onuc OTOYEHHS 1 TEPCOHAXKIB!
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— wMiclieM Jii Tpy BHUCTYNA€ HIYHE MICTO HEJAIEKOro MaiOyTHBOTO,

imeHoBane sk Pulse City. I'paBenb pa3oM 3 repoiHel0 3MOXKE MPOWTH
OUIBIIY YaCTUHY MICTA, Bil OKOJHUI 0 CAMOIO LEHTPY MICTA;

— TOJIOBHOIO T€pOiHEI0 BUCTYyMae MoJioja JiBuMHa Ha iM's Kepa, ska Bimoma

CBOIM 3yXBaJIUM XapaKTEPOM 1 3aJIUIIKOBUM IMIJIJIITKOBUM MaKCUMAaIi3MOM,

— TMPOTUBHUKOM TOJIOBHOI T€pOiHI BHUCTYIA€ TOJIOBHE YHPABIIHHS MOl

Pulse City, sike OesmocepenHbO yopaBisieTbes Kopropaiiero V-Corp,

3aMIIIaHOI0 B MPOTUIPABHIN AISUIBHOCTI.

2.2 llousaitra cuenu B Godot

Cuena — e ocHOBHUM OyniBenbHUN 010k y Godot. Bona npejacrasisie co60ro
BIpTyaIbHUN TIPOCTIP, B IKOMY PO3MIIIYIOTBCS 00’ €KTH, TIEPCOHAXK], KAMEPH Ta 1HIII
enementu Tpu. Koxna rpa B Godot cknamgaerbcs 3 ofHiel a00 AEKUTBKOX CIIEH, SIKi
MOXXYTh OyTH 3aBaHTaXEH1 Ta BUBeAcHI Ha eKkpaH. CIIEHH MOXYTh MICTUTH 1€papXito
By31iB (Node), sika BU3Ha4Yae B3a€MO3B’SI3KU MK 00’ ektamu [19].

[Ticast cTBOpeHHs CIIEHW MO’KHA JI0JIaBaTH JI0 HEi BY3/IM Ta HAJAIITOBYBATH iX
BiaactuBocTi. Bei o0’ektm B creHi € By3namu (Nodes). Bonm moxyte OyTu
rpadiyHUMH  00’€KTaMH, KaMepaMmH, CBITJIaMH, KoOJIaiiiepaMu Ta  IHIIMMH
enemenTtamMu. KokeH BYy30J1 MOXKE MaTH JIOYIpHI BY3JIHM, IO CTBOPIOE 1€papXiio.
BrnacTtuBOCTI By3711B MOYKHA HAJaIlITOBYBATH Yepe3 1HCIEKTOP BiIacTUBOCTEH. Takox
KOXHa clleHa Mae ofauH KopeHeBui By30d (Root Node). BiH € romoBHuM By310M

crieHu. Bci iHII1 By37M B CIIEHI € TOYIPHIMU By3JaMu KOPEHEBOTO By3ia (puc. 2.1).
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CHARACTERBODY2D

COLLISIONSHAPE2D

ANIMATEDSPRITE2ZD

ANIMATIONPLAYER

LIGHTOCCLUDER2D

Pucynok 2.1 — CTpykTypa ClIEeHU TOJIOBHOT'O Iepost

CharacterBody2D: cnemianizoBanmii  By3on  (izuunHoro Tina mua 2D
MEPCOHAXIB, SIKUM J03BOJISIE OOPOOIATH TEepEeMIlIeHHS 00’ €KTiB B (PI3MYHOMY
npoctopi. BOymoBaHi MeTOAM IBOTO KJIAacy JIO3BOJISIIOTh THYYKO HaJallITOBYBaTU
NOBEAIHKY IrpOBUX TepoiB. 3a3Buyail B  ITPOBUX CIlEHAaX Il  BY301
BUKOPHUCTOBYETHCS SIK TOJIOBHUH.

CollisionShape2D: By3on, sikuii Hamae yciM 00’€kTaMm aOCTPaKTHOTO KJacy
CollisionObject2D dhopmy A BUSBICHHS CTUKIB 3 IHIIMMHU 00’ €KTaMH TIiJ 4ac TPpH.

AnimatedSprite2D: By3on, sikuii 103Bossie cTBOproBaTH mpocTi 2D-animarii.
AHimariii CTBOPIOIOTBCS 3a JOMOMOro pecypey SpriteFrames, skwii 103BOIISIE
iMmoptyBatu (aiiau 300paXkeHb JUTsl HaJIaHHS KaJApiB aHIMaIlil CIIpaulTy.

AnimationPlayer: By3om nans TOpOCYHYTOro HaNaITOBYBaHHS —aHIMAIlH,
HAIPUKJIa1, MOXHA HAJIAIITYBAaTH Yac MEPEX0/ly OJHI€T aHIMaIlil Ha 1HITY, 3MINTyBaTH
iX g OUThII IUIABHOTO IIEpeXoay Ta Mae Oarato BOYJOBaHHX METOMAIB Ta
BJIACTUBOCTEH, SIK1 JO3BOJISIOTH MPOrpaMicTaM MPAIOBATH HAJl MTOBEIIHKOIO IIPOBHX
repois.

LightOccluder2D: By3o01, sikuii BUKOPUCTOBYETHCS JUIsl 3aTIHEHHS CBITJA, LIO0
BUNPOMIiHIOETbCST Bi By3idiB Light2D, cTBoproroun TiHi. DakTUUHO BHUCTyMHae SK

dbopma, sika Onokye cBitio [19, 21, 22].
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2.3 Opramni3zanist 30epexeHHs JaHUX

B Godot Engine nema TpaauiiiHoi 0a3u maHUX, 3aMICThb IIbOTO, YCI JaHl Ta

JIOT1Ka MPOEKTY OpPraHi3oBaHi B BY3JId Ta NOOYA0BaH1 HA HUX CLIEHHU.

RES://
ADDONS DIALOGUE_MANAGER
ANDROID » BUILD [— PLUGINS
BOSSES BOSS_1—>BOSS_2|—>BOSS_3
DECORATIONS
SERGEANT POLICE_OFFICER| TURRET PATROL
DIALOGUES
ENEMY_MOB'S CANNON CHEF [— DRONE_THROWER MINE
INTERACTIVE_ITEMS BOXES —>| DOORS FOOD MONEY
LEVELS
LIGHTS
MAIN_HERO
NEUTRAL_NPC'S HUMANS ANIMALS
TILES
PLATFORMS DRONES
CITY_SPRITES GREEN_ZONE STREET_BAR OBJECTS BUSINESS CENTER
TRAPS ELECTRIC_TRAPS * MINES BACKGROUND
TRANSPORT
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Pucynok 2.2 — CTpyKkTypa 1aHUX IPOEKTY
30epexeni AaHi mpoekTy rpu “V-Night” po3MmillieHi B JUPEKTOPISIX, sIKI CTPOTo
MOJUIEHI MO THUIaM IrpOBUX pecypciB Ta 00’ekTiB (puc. 2.2). B Ilux aupextopisx
PO3MIIIEH] yC1 IrPOB1 AKTUB:

— nupekropis Addons MICTUTH CXOBHIIE ISl TOJaHUX aKTHBIB 3 010JII0TEKH
AssetLib, ne iHmi po3poOHMKM Ta EHTY3laCTH PO3MINIYIOTh CBOI
KOPUCTYBAIlbKi PO3IIUPEHHS Ta AOAATKH, IO JO3BOJSE KOPUCTyBauam
OTpUMATH JOCTYNl JO TOTOBUX TEXHIUYHUX pimieHb. Po3mupeHHs, ske
BUKOPHUCTOBYEThCS B mpoekTi “V-Night”, e rorosa mianorosa cucrema, Jie
PO3POOHUKHU MOXKYTh IIBUAKO KOH(MIrypyBaTH J1ajloTH MK MEpCOHAKaMHU
Ta BUCTAaBJIATH Pi3HI MapamMeTpu, HAMpPHUKIAJ, MBUAKICTh IPYKyBaHHS
TEKCTy, Tay3H Ta iHIIIE,

— nupektopis Android 30epirae B co01 (aiinm, HEOOXiTHI IJIsI EKCIOPTY
npoekty Ha 1iatdopmy Android Ta daiinu miaridiB. 3aBAsSKH IUTariHam
PO3pOOHMKM  MOXYTh  HaJalITyBaTH OOpPOOKY  BHYTPINIHBOITPOBHX
TpaH3aKIliK, MOKa3 peKJIaMu Ta 1HIIIE;

— manka Bosses 36epirae B co0i crpaiitu Ta rotoBi cueHu aist “NPC” (non-
player character), siki BUCTYIalOTh OCOOJIMBO CKJIATHUMH CYIIEPHUKAMH JIJISI
TpaBIIs;

— nupektopis Enemy mobs € cxoBumem sl yCix IrpOBHUX IPOTHBHUKIB
rpaBid. B mifi pupexTopii 3HAXOMSITHCS Ie 8 IMaroK, 3a KOYKHOI 3 SKHUX
3akpirieni Qaitmm ogHoro 3 “NPC”;

— gupekTopis Interactive items 30epirae BCi irpoBi MpeAMETH, 3 IKUMU Oyie
B3aEMOJISITH TpaBenb. Hampukmam, paBepi, $AKi BiIKpUBAIOTHCA 32
JIOTIOMOTOI0  KHOTIKH, KOpPOOKH, 3 SAKHX BHUIAAa€ 1Ka, L0 BITHOBIIOE
3JI0POB’S TPABIIA Ta IHIIE;

— B Levels 3HaxomsaTecsi cieHM 3 MOOYAOBaHMMHU ITPOBUMH pIBHAMHU Ta
IHITMMU CIICHaMHU, TIOB’ SI3aHUMU 3 HAMH,

— B mami Lights 30epiraroTbcs ClieHH 3 HAJAIITOBAHUMH JKEPEIaMU CBITIIA;
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— B Main_hero 3HaxonuThes clieHa 3 MEPCOHAKEM TpaBls, KaMepa, CLEHHU 3
BI3yaJIbHUMH €(peKTaMu Il TOJIOBHOI'O Iepos;

— B nanui Neutral NPC’s € nBi aupexropii st Jiroaeit Ta TBapuH. TBapuHuU
BUCTYNAIOTh JEKOPAIlisIMU Ta OKUBJISIIOTH CBIT HABKOJIO I'paBlls, & HE IrPOBI
MEPCOHAXK1 JIOJEH B3a€EMOIIOTh 3 TPABLIEM;

— manka Platforms 306epirae cuienu 3 miargopmamu, mo sskum Oyzae ctpudaTu
rpaBellb;

— gupektopisa City sprites MICTUTBh B 001 BC1 ClIpaiiTh JeKOpaliil Micta s
ITPOBUX PIBHIB;

— Traps 30epirae clieHH 3 I'POBUMH CTATUYHUMU NacTkamu (puc. 2.3).

Pucynok 2.3 — CepenoBuiiie po3poOKu

[Ticast CTBOpEHHS CIIEH MEPCOHaXIB Ta ITPOBUX OO0 €KTIB yepra AiMmIia I0
nporpamyBanss. Jns 2D-tumardopmepa “V-Night” O6ymo Bupimeno oOpaTtu MOBY
nporpamyBanHs GDScript. GDScript — e BHCOKOpiBHEBa, 00’€KTHO-OpPIEHTOBaHA,
IMIIepaTHBHA MOBa MPOrpaMyBaHHS, CIELiaJibHO cTBOpeHa s naBuryHa Godot
Engine. Bona Gyna po3po0ieHa TakKuM YHMHOM, 1100 OyTH MPOCTOIO B PO3YMIHHI ISt

HOBAYKIB-IIPOTPaMICTIB, aje MpU LbOMY HI B YOMY HE MOCTYMAaTHCS IHIIUM MOBaM
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MpOrpaMyBaHHs B MOTYKHOCTI Ta MOXJIMBICTI po3mmupeHHss GDScript BracHUMHU
(YHKUISIMH, KIIACAMH Ta MOAYJISIMU.

Takox 1 iHTErpoBaHa MPSAMO B JBUTYH MOBa TpOTrpaMyBaHHs 3a0e3medye
BiAMIHHY mpoaykTuBHICTh 3aBaskud JIT(Just-In-Time)-komnimsamii. Tlpuknagom
OCHOBHHUX METOJIB I[I€l MOBHM MpPOTPaMyBaHHSA, 3 SIKUMU OJpa3zy 3yCTPidarOThCs
porpaMicTU-HOBAYKHU € METOJIH: _ready(), _process(delta) Ta
_physics_process(delta).

Meron ready() BHUKJIMKA€eThCS OJIMH pa3 MpH CTBOPEHHI By3Ja, 3a SKUM
3aKpIMJIEHUHA CKpUNT. 3a3BU4Yail MOro BHUKOPHUCTOBYIOTH ISl 1HILIaJi3allli 3MIHHUX,
3aBaHTa)KEHHS PeCypciB a00 HalAIITyBaHHS KOMIIOHEHTIB.

Meton process(delta) BUKIMKA€ETbCS HA KOKHOMY KaJIpi Ta JI03BOJISIE 3aBISKU
IIbOMY OHOBJIIOBaTH CTaH By3ya. Ilapamerp delta sBisie coOOrO 3HAUCHHS PI3HUIL
Jacy MK MUHYJIUM 1 ITOTOYHUM KaJpoM. AJie el MeTo ] IOTPiOHO BUKOPUCTOBYBATH
U1 OOpOOKM JIOTIKM, SKa HE 3aJeXHUTh BiJ (I3WKH, HANPUKIAL, I OOpOOKH
porpaBaHHs aHIMAIIii.

Meton _physics_process(delta) Takox BUKJIMKA€ThCS Ha KOKHOMY Kajpi, aie
BiH CHHXPOHI30BaHu# 3 (izuyHuMu oduucieHusMu. Tomy 3HaucHHs delta B manomy
Meroal € moctiiHuM. Ile no3Bonse oOpoONATH (I3MYHY JIOTIKY, HANpHUKIa,
nepeMillieHHs, CTUKaHHS 00’ €KTiB, TpaBitarito Ta inme [23].

Jlns  nmaHoi TpU CKPUINT TOJOBHOTO Te€pos Ma€ MICTUTH OOpOOKY
KOPHUCTYBAI[bKOTO BBEJEHHS JIs TEPEeMIlieHb Tepos; caMi TIepeMillleHHS B
JBOMIPHOMY TPOCTOpi; MPOTpaBaHHS aHIMAIlii 3aJeXHO BiJA TOTO, IO POOUTH
MEPCOHAX B JIAaHWW MPOMDKOK Yacy; rpaBiTalliio, CHIIy SKOI MOKHA HaJaIllTOBYBAaTH
JUTSL PI3HUX CHUTYallild, 0 YPI3HOMAHITHIOE TPY; KUIBKICTh OJIMHUIIb 3I0POB’S TEPOS,
gka OyJe TMOCTIHHO 3MIHIOBATHUCH MPOTATOM IPOXOJDKEHHS pPiBHs; (YHKIIT Iiis
OTpUMaHHS IWIKOAM Ta BITHOBJICHHS 37I0pOB’s; OOpOOKY eneMeHTIB 0or i3
CylnepHUKaMH 1 00poOKy B3aeMO/lii 3 HABKOJMIIHIM cepenoBuiieM. s CKpUNTiB
CYyHEpHUKIB OYyJI0O BHPIIIEHO 3pOOUTH 30HY, B SKi TrpaBelb OyJe CTAaHOBUTHUCH
MOMITHUM JUTIsl HUX, Ta Oy/Je MOYMHATHCH MEPECITiIyBaHHS TPABIS 3 METOI0 TOYaTH

aTaKyBaTH MOTr0 SIK TUTBKU BIH BUSBUTHCA B 30H1 ypaxxeHHs. /[ 1pOro CcynepHUKam
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TakoXX MOTPIOHO Hajxatu (GI3UYHI BIACTUBOCTI JUIsl B3a€EMOIi 3 OTOUYYIOUUM
CEpeZIOBUIIIEM, CTBOPUTH OOPOOKY YyCiX CHUTyallid, B SIKUX MOXXYTh OMUHUTHUCS HE
IrpOBI1 EPCOHAXKI MIJ] Yac Cecii.

MexaHi3M aTakud TpaBls CTBOPEHO TaKUM YHHOM, 1100 BiH OyB J1OCUTh
YyTJIMBUM, 11100 IpaBelb PO3yMiB, KOJIM caMe€ BIAOYAEThCS araka CyNpOTMBHHKA Ta
MaB 4Yac Ha BXKUTTS 3ax0JiB 3axucty. s 1poro, kpiM (QyHKIIIOHAIBHOT poOOTH
NOTpIOHO MpoBecTH pOOOTYy HaJA BI3yalbHOI YacTHMHOW aHimauii araku. Jlus
YPI3HOMAHITHEHHS! HABKOJHUIIHHOTO CEPElOBUIIA CTBOPEHO JACKLIbKAa CKPUITIB JJIs
peamizaiii GyHKI[IOHATBHUX CTATUYHUX MACTOK, JITAIOUMX APOHIB Ta JIIOACH, SKi

HACEJIAIOTh MICTO.
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3 TECTYBAHHSA TPOCKTY

3.1 BunpaBJieHHS JIOTIYHUX IOMUJIOK KOIY

[Ticns HamucaHHS KOAY Ta CTBOPEHHS MEPIIOro 1 TECTOBOTO PiBHS MOYAIUCH
TECTH B PSKHMMI HAJIArOJDKCHHS B CAaMOMY JIBUTYHI. {711 1IbOTO B CKPHIITaX IrPOBUX
nepcoHaxiB Oyiu mpornucani cTpoku print() 1uist BUBOLY 1H(OpMAIlli B TEpMIiHAT TIPO
CTaH 3MIHHUX-TIEPEMUKAYiB, SIKI KOHTPOJIOIOTh MOBEAIHKY IITYYHOI'O IHTEJICKTY Ta
reposi, SKAM Kepye rpaBemb. Lleii MeTox Halaro[KyBaHHS HA3UBAETHCA
“noryBanssam’” [21,22]. Bxke mia yac mepuinx irpoBUX TECTIB BUSBWIUCH MPOOJIEMU B
JIOTILI TOBEAIHKMA HE IrPOBHX NMEPCOHAXIB Ta iX MepeMilleHHsM. BusBuioch, 1o
IpaBellb MOXKE B3arajli YHMKAaTH KOHTAKTy 3 CYIPOTHBHHKAMHU Ta MPOXOJWTH PiBCHb
OesnocepeHbo, 0e3 3aiBUX 3ycuiib. [ BUpieHHS 1€l mpoOiIeMHu 10CTaTHBO OyII0
MIABUIIATH  IIBUJKICTh TEPEMIIIEHHS CYNPOTHBHUKIB, 1100 BOHU 3aBXIU
Ha3/IOTAaHsUIM TPABI 1 BAMYIIIYBaJIU HOTO MOYMHATH 3 HUMHU O1i.

BpaxoBytouu, 1o rpa € miarpopmepomM, JaHamadT B Hill BUCTyNae B SIKOCTI
0araThbO0X OCTPOBIB PI3HOTO PO3MIPY, MK SIKMMH 3HAXOASATHCS PYXJIHUBI IIATGOPMH,
3aBISKH SIKUM T€pOod MOKe pyxXaTuch gam [21]. Ase SKIIO BOPOXKHMM TEPCOHAXK
3HAXOJIMBCSI HA Kparo MPIpBHU, a TPaBellb CBOIM yIapOM BHUILITOBXYBaB MOTO B MpPIPBY,
TO BOPOXKHUH MEPCOHAX MPOCTO MOYMHAB JICTITH B MPIpBY BHU3 0€3 KiHIA. PimeHHsIM
i€l mpoOJieMr CTajgo CTBOPEHHsS KO3l Mia piBHEM, JUIsl SKOi OyB CTBOpPEHUU
CKPHWIIT, SIKHH BpaxoBYBaB 3aBIsiku BOymoBaHoMy curHany body_entered(Body:
Node2D), mo skio 00’€KT, SIKHH MOTPANMB B 1[I0 00JacTh, 3HAXOAUTLCSA B TPYII
“player”, To piBeHb NOYMHAETHCS 3 OCTAHHBOI TOUKH 30EpPEIKEHHsS, a SKIO0 00’ €KT
BiTHOCHUTBCS JI0 TPYIH “€NemIies”, To BUKJIIMKAE€ThCS BHYTpimHIN MeTo queue_free(),
KU O€3MeYHO BHUIAJISIE BY30JI CYITPOTHBHUKA.

JIns mokpaiiieHHsT 60MOBOro LMKy B rpl OyJlO BUPINIEHO 3MIHUTH MOMEHT,
KOJIM TpaBellb OTPUMY€E WIKOAY I 4Yac aTaku OJUAKHBOrO 000 CYNpPOTHBHHUKA.

3aBasiku BOynoBaHoMmy curHainy frame changed() By3na AnimatedSprite2D Oyio
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HaJallITOBAaHO, 110 LIKOAY IpaBelb Oyae OTpUMYBAaTH TOAl, KOJU B aHIMAalli aTaku
HacTaHe 4 KaJap, a HEe NEepIIMid 3a 3aMOBUYBAHHSM, Ta TIpaBellb MPU LbOMY Oyne

3HAXOJIUTHUCH B 30H1 ypaKEHHS.

3.2 OcobauBocTi aganTauii 4J MOOIJILHUX NPUCTPOIB

[Ticns mpoBenenHs ycmimHuX irpoBux tectiB B Godot Engine, nmouanucs tectu
Ha MOOUIBHUX TpuUCTposiX. s 1poro OyB CTBOPEHHH TECTOBMM KOPHCTYBALIbKUN
iHTEepdeic s MOXIIMBOCTI Ipu Ha cMmapTdoHax, Ta B HajamTyBaHHAX Godot OyB
3aBaHTaXKEHHUM 1mabioH exkcrnopTy it miargopmu Android. 3aBasiku IHCTPYMEHTY
nija Ha3Boro “Remote Debug 7, onucanomy B neprioMy po3aiii, IpH iHiIaIi3alii rpu
Ha cMapT(oHax CepeaHBOro I[IHOBOI'O [1ala30Hy BUSBUIIOCH, 110 CEPEIHS 4acToTa

KaJIpiB Ha TIEPIIOMY PiBHI HE mepeBuIye 25 oauHUIb (puc. 3.1).

Monitors

Monitor 25 Proces 1.02 ms

Memory

Output ® Debu ) SearchResults Audio Animation Shader Editor

Pucynok 3.1 — MoHiTOpH HajlaroPKeHHS

st BupimieHHS TpoOJieMH HU3BKOI YacTOTH KaapiB MOTpiOHO Oymo
MpPOaHai3yBaTl BCi PO3MIIEHI HA CIIEHI BY3JIM Ta T, CKUIBKH PECYpCiB BOHU
BUKOPUCTOBYIOTh. HalmpocTimuM MeTOJAOM TaKoro aHaji3y CTajJio TO0YeproBe
BUMKHEHHS BY3JIIB, K1 PO3MIIICH] Ha CIICHI, 3aMTyCK I'PH B PEKMUMI HAJIAr0>KEHHS Ha
cMapTQoHi, Meperiisi MOKAa3HWKIB YacTOTH KaJapiB Ta 3Ha4deHHS (yHKIi Process.
BaxxnuBo nuBUTHCH HE TUIBKM Ha TOKAa3HUK YacCTOTH KaJApiB, a 1 Ha IHTEpBaJbHI

3HAYEHHS! MIXK KaJ[paMu, sIKl 03HA4ar0Th 4ac, 3a AKUW 3aBepIIyIOThCs (DyHKIIIT Process
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ta physicsS_process. InTepBanm MK KaapamMu TpU 4YacToTi KaapiB 60 CTaHOBHUTH
npu6an3Ho 16,67 MidiceKyH]I.

Insx0oM ONMUCAaHUX BHILE TECTIB OYJ0 BUSABICHO, U0 HAOUIbLIE HA YACTOTY
KaJIpiB Ha mepiioMy piBHI BrumBaB By30d DirectionalLight2D. DirectionalLight2D —
1€ BY30J], SKMA MOJIETIOE HECKIHYEHY KUIbKICTh MapajielibHUX TPOMEHIB, SKI
OXOIUTIOIOTh BCIO ClIeHy. Takuil THUI OCBITJIEHHS 3aCTOCOBYETbCA ISl IMITaIlii
COHSIYHUX a00 MICSIYHMX MPOMEHIB. AJjie yepe3 BHUCOKI rpadiyHl HaJlalITyBaHHS
IIbOTO BY3Ja, BiH Iy)K€ CWJIBHO BIUIMBaB Ha MPOJYKTHBHICTh I'PH HA MOOUIBHUX
TPUCTPOSIX.

Hani Oyno 3’sicoBaHoO, 110 MOOYAOBaHUN TEPIINI PIBEHb JJIsi TPU € 3aHAITO
BEJIMKUM, TOMY OyJI0 MPUNHATO PINIEHHS 3MIHUTH CTPYKTYpPY PIBHIB, 3pOOUTH iX
HabaraTo MEHIIMMU 3 MOCTIHHUMHU OE3IMIOBHUMH TepeXoaaMu Mix HUMHU. OnucaHuit
B MIEPIIOMY PO3/iIi MeTO/] onTuMi3altii mmig Ha3Borw “occlusion culling” we mpaittoe B
2D mpoekrax, TOMy JJIs1 TIOKpAIEHHS MPOAYKTUBHOCTI TPy OYJI0 BHPIMICHO 3MIHUTH
CKpUIITH HE€ IrpOBUX TMEPCOHaXIB, a camMe 3pOOWTH CHCTeMY BIJCIKaHHS 13
3aCTOCYBaHHSM MIPOTPAMHOTO KOJY.

Sximo TpaBens € Ha TEBHOMY BiIJIaJieHH1 BiJ HE IrPOBOTO IEpPCOHAXKA,
Hanpukiaan, B 500 oauHUIB, TO MNpOMHMCaHUNW Koa B (YHKIISIX Process Tta
physics_process 1ux mepcoHaxiB mpocTo He Oyae 00pOOIATHCH 3aBASKH KIIOYOBOMY
CIOBY pass. 3MiHa HalalmTyBaHb TIJI00AJBHOTO CBITJA, 3MiHA CTPYKTYpPH PIBHIB Ta
ONMTUMI3allisg Ha PIBHI KOAY J03BOJIMJIA JOCSATTH MOTPIOHOTO PIBHS MPOTYKTUBHOCTI
rpu. IlokazHuku B (QyHKII ProcesS BCe OJHO IHKOJU TEPEBUINYIOTh 3HAUYCHHS B
16,67 wmimicexkyHna, ajie Taki PiAKICHI CTPUOKM LHOTO TOKA3HHWKA € HOPMAaJIbHUM

TIPOIIECOM.
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BUCHOBKH

VY kBamidikaniiHii poOoTi po3pobieHo Ta peanizoBano 2D rpy "V-
NIGHT:REBOOT" nnst mo6uibHUX npucTpoiB Ha Godot Engine, saxuil Bipi3HAETHCS
CBO€I0 THYYKICTIO, MIO JO3BOJISIE JIETKO QJanTyBaTHCA 1O PI3HUX BHUMOT TpH.
[loTyXHICTh JBUTYHa JO3BOJISIE peali3yBaTH CKJIAJHI TeHUMIUIEHHI MEXaHIKd, a
aKTHMBHA CIJIBHOTA PO3POOHMKIB € BETUKHUM JIKEPEJIOM MIATPUMKHU Ta PECYPCiB.

Cucrema By3miB Godot Engine g03Boiii€ JIeTKO OpraHi3oByBaTH Ta
NEPEBUKOPUCTOBYBATU KOJ, & TAKOK CTBOPIOBATH CKJIAJIHI 1€papxii 00’ €KTIB, pOOUTH
nporec po3pooKu O1IbI €(PEKTUBHUM 1 MEHIII TPYIOMICTKUM.

VY nporeci po3pobku Oynu pO3TIISTHYTI OCHOBHI KOHIIEMINI Ta THCTPYMEHTHU
Godot Engine, mo mo3Boimin eheKTUBHO peai3yBaTH irpOBI MEXaHIKH Ta TU3aiH
rpu.

Ornucani B poOOTI METOI1 ONTUMI3allil Ta HAIArOKEHHS JO3BOJIMIHN MMPOBECTU
TECTYBaHHS Ta HAJIarOJPKEHHS I'pU.

Tox, pesynbratoM KpamidikalliiiHOI poOoTH € po3pobiieHa Tpa 3acobamu
Godot Engine 4 nis MOOLIBHHX IIPHCTPOIB.

s pobora Oyme KOpPHCHOIO ISl ITPOBUX PO3POOHMKIB Ta CTYIEHTIB, SKi

IIKaBJISATHCS PO3POOKOI0 MOOUTBHUX iTrOp.
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JTOJATOK A

YacruHa Koay rpaBus

extends CharacterBody2D

class_name PlatformerController

signal jJumped(is_ground_jump: bool)

signal hit_ground()

signal health_changed(new _health)

# Set these to the name of your action (in the Input Map)
## Name of input action to move left.

@export var input_left : String = "move_left"

## Name of input action to move right.

@export var input_right : String = "move_right"

## Name of input action to jump.

@export var input_jump : String = "jump”
@onready var anim = get_node("AnimationPlayer")
@onready var anim_sprite = get_node("AnimatedSprite2D")
#@onready var anim_effects = get_node("Effects")
@onready var save_game = get_tree().get_nodes_in_group(*SaveGame")
#PLAYER PARAMETERS

@export var attack_range = 50

@export var attack _damage = 10

var health

@export var max_health = 100

var hurt = false

var old_health = max_health

var can_punch = true

var can_move = true

var interacting_with_panel = false

var punch_cooldown = 0.5

var punch_timer = 0.0

var is_attacking = false

var fall_timer = 0.0

var fall_delay timer =0.0

#bounce variables

@export var bounce_y =500

@export var bounce_x = 5000

@export var bounce_x_damage_area = 3500
@export var bounce_y damage area = 300
@export var shot_bounce_y = 550

var is_bouncing = false

var is_bouncing_y_axis = false



@onready var enemies = get_tree().get_nodes_in_group(*'enemies")
@onready var boss = get_tree().get_nodes_in_group("boss™)
const DEFAULT_MAX JUMP_HEIGHT =70
const DEFAULT_MIN_JUMP_HEIGHT = 35
const DEFAULT _DOUBLE_JUMP_HEIGHT =35
const DEFAULT _JUMP_DURATION =0.3
var original_collision_layer
var original_collision_mask
var coins =0
func _ready():
health = max_health
old_health = max_health
add_to_group("Player")
if is_coyote_time_enabled:
add_child(coyote_timer)
coyote_timer.wait_time = coyote_time
coyote_timer.one_shot = true

If is_jump_buffer_enabled:
add_child(jump_buffer_timer)
jump_buffer_timer.wait_time = jump_buffer
jump_buffer_timer.one_shot = true

func _physics_process(delta):

if health < old_health and not hurt:
if is_attacking:

anim.stop()
Is_attacking = false
anim.play("hurt™)
hurt = true

old_health = health

If not can_punch:
punch_timer += delta
If punch_timer >= punch_cooldown:

can_punch = true
punch_timer = 0.0

var target_velocity = Vector2.ZERO

If interacting_with_panel:
return

if lcan_move:
return

if fall_delay_timer > 0:
fall_delay_timer -= delta

if not is_attacking:

If Input.is_action_pressed(input_left):
target_velocity.x = -max_acceleration
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elif Input.is_action_pressed(input_right):
target_velocity.x = max_acceleration
else:
If not is_bouncing:
target_velocity.x =0
velocity.x = lerp(velocity.x, target_velocity.x, 0.6)
velocity.y += acc.y * delta
If not is_bouncing:
if velocity.x < 0:
$AnimatedSprite2D.flip_h = true
#anim_effects.flip_h = true
elif velocity.x > 0:
$AnimatedSprite2D.flip_h = false
#anim_effects.flip_h = false
if is_coyote_timer_running() or current_jump_type == JumpType.NONE:
jumps_left = max_jump_amount
if is_feet_on_ground() and current_jump_type == JumpType.NONE:
start_coyote_timer()
# Check if we just hit the ground this frame
if not _was_on_ground and is_feet_on_ground():
current_jump_type = JumpType.NONE
if is_jump_buffer_timer_running() and not can_hold_jump:
jump()
hit_ground.emit()
Is_bouncing = false
Is_bouncing_y_axis = false

# Cannot do this in _input because it needs to be checked every frame
if Input.is_action_pressed(input_jump):
if can_ground_jump() and can_hold_jump:
jump()
var gravity = apply_gravity _multipliers_to(default_gravity)
acc.y = gravity
# Play the animations
If not is_attacking and not hurt and not interacting_with_panel:
if abs(velocity.x) > 10 and is_feet_on_ground():
anim.play(*'run")

#if not hurt and not is_bouncing:
#anim_effects.play("walk_effect")
#anim_effects.show()

if abs(velocity.x) < 50 and is_feet_on_ground():
anim.play("idle")

#anim_effects.visible = false

if not is_feet_on_ground():
if velocity.y < O:
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anim.play("jump")
#anim_effects.visible = false
else:
If anim.current_animation != "hurt" and fall_timer <=0 and
not is_bouncing:
anim.play(*"fall")

else:
# xon 111 00pabOTKU MONTYYEHHUs] YpOHA U OTCKOKA UTPOKa
iIf health < old_health and not hurt:
hurt = true
#anim_effects.hide()
bounce_player(enemies)
old_health = health
if health <= 0:
respawn()
_was_on_ground = is_feet_on_ground()
if Ican_move:
return

move_and_slide()
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JIOJIATOK B

IHocuiiaHHsA HA IHIII CKPUNITH NPOEKTY

JleTaJibHO O3HAMOMUTHUCH 13 CKpUINTAMH TPU MOXKHA MO 3a3HAYECHOMY
IIOCUJIAaHHIO:
https://drive.google.com/drive/folders/10togZDkvwegalLiMZczvbbi7Vb9kvQO0lg?us

p=drive_link
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