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PE®EPAT

PoGoTa micTuTh: 45 CTOPIHOK OCHOBHOI'O TEKCTYy, 36 pucyHKiB, 10 BUKOpHUCTaHUX
TDKEpE.

MerTor0: BHUIYCKHOT KBami(ikaiiifHOT poOOTH € BHUBYEHHS OCOOIMBOCTEN POOOTH
ITPOBUX JIBIKKIB Ta PO3pOOKH BiACOIrOp, METOMIB iX peasisailii, ONTUMaJIbHUX
pillieHb, B TUIaH1 IpOrpaMyBaHH 1 A00pY MPOIYKTUBHUX 1HCTPYMEHTIB.

byno mpoananizoBaHo 6arato iHCTPYMEHTIB PO3pOOKH Irop, irpoOBUX IBUXKKIB, 1X
MIPUHITUT pOOOTH, TIEPEITIK HATAHUX MOKJIMBOCTEH 1 KOHIICTIITIH.

bararo wacy Oysio mpuauIeHO TEXHIYHIM YacTHMHHU, a caMe aHiMallli Ta MalluHi
CTaHIB.

B pesynbrari BuKoHaHOi poOOTH, OyJI0O peanizoBaHO Bifeorpy IiatdopMmep, siKa €

TapHOI0 OCHOBOIO JJIS MTOAATBIIIOTO PO3BUTKY Ta BIOCKOHAJICHHS.
Bineorpa peanizoBaHa BiJIIIOBIIHO BCIM BUMOTaM TEXHIYHOTO 3aBJIaHHS.

3pobiieHO  JIeTalbHUN  OMHC  TPOILIECY  PO3POOKM  BIJIEOTPU, a  TaKOXK,

MIPOJIEMOHCTPOBAaHA i po0ora.
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BCTYII

AKTVaHBHiCTB TCMH.

[Ilo cTocy€eThCSt TEMU PO3POOKH BiZICOITOP, 3 KITBKOX OCHOBHHUX IIPHYMH,
BKJIIOUYAIOYH TEXHOJIOT11, (JiIHAHCH, KYJIBTYPY Ta OCBITY, pO3po0Ka BiJIe0irop €
HAJ[3BUYAHO BAXJIMBOIO Ta AKTyaJIbHOIO TeMOt0. OCh JeTanbHUI OMUC 1UX

€JIEMEHTIB:

TexHoMOr1YHNUN KOMIIOHEHT, IHHOBAITIT Ta TEXHOJOTTYHUI PO3BUTOK: IIIBUIKHIA
PO3BUTOK TEXHOJIOTIH: BIZICOITPH € OJHUM 13 HABAXKIIMBILINX JHKEPEN MPOrpecy B
TexHoJoris1X. ['padiuni nmpoiiecopu, MITYIHHUM 1HTEIEKT, 00UUCITIOBANIbHI
TEXHOJIOT1{ Ta IHTEPAKTUBHI CUCTEMHU PO3BUBAIOTHCS 3aB/ISKH IXHHOMY BILJIUBY.
B3aemosist 3 HOBUMHU TEXHOJOT1AMH: BUKOpUCTaHHS BIpTyaJIbHOI PEaIbHOCTI
(VR), nonoBHeHOi peanbHOCTI (AR) Ta iHIIMX HOBITHIX TEXHOJIOT1H 4acTo €
YaCTUHOIO IIPOLIECY PO3POOKH 1rop, 110 CHpHSIE iX BIPOBAIKEHHIO B Pi3HI chepu

KUTTA.

[HCTpYyMEHTH 111 pO3pOOKH: TOCTYMHICTh Ta MOTYKHICTh ITPOBUX JIBUTYHIB:
HaBITh 1H/I1-PO3POOHUKHN MOXKYTh 3apa3 BUKOPUCTOBYBATH Cy4aCHI IHCTPYMEHTH
po3podku, Taki sik Godot, Unity Ta Unreal Engine, 1110 103BoJisie CTBOprOBaTH

BHUCOKOSIKICHI ITPH 3 MEHIIIMMHU BUTPATAMH.

KoM 10HITI Ta MIATPUMKA: BEJIUKI COUIBHOTH PO3POOHUKIB AUIATHCS 1H(OPMALIEIO

Ta pecypcamu, 110 MPUCKOPIOE IPOIICC HABYAHHS Ta PO3POOKH.
ExoHOMIYHUHN TT1OX11;

3pocTaHHsl PUHKY B1J€0Irop; BIUIMB HA €KOHOMIKY; BIJIE€OITPOBUI PUHOK € OJIHIEIO
3 HaWOLIBIIT MIBUIKO3POCTAIOUUX Tally3ed po3Bar, i Horo mpuOyTKH MEPEBUIIYIOTh

NpUOYTKH KIHOTHAYCTPIi Ta My3UYHOI 1HIYCTPIi, IKIIO B3ATH BCI 1HIIIL.

Po6oTa: Ockinbku 1HAYCTPIs BIICOITOp PO3BUBAETHCS, BUHUKAE Oarato po0odmnx
MICIIb Y PI3HUX 00J1aCTsIX, TAKUX SIK MPOTpaMyBaHHs, JTU3aliH,

3BYKOPEKUCYpPA, MEHEKMEHT 1 MApPKETHHT.

[aai-po3podka: ITigTpumka iHHOBAITIN: [HA1-PO3POOHUKN YaCTO TPUHOCSTH
1HHOBAII1}HI1 171e1 Ta HOB1 METOJIM CTBOPEHHS 1TOp, 110 30aradyye puHOK.



diHaHCOBI MOXKJIMBOCTI: 30UTBIIEHHS TTOMYJISIPHOCTI MUPPOBHUX TIATHOPM
TUCTpUOYIIii irop, Takux sk Steam, Itch.io Ta MOG1TEHI Mara3uHu, CTBOPIOE HOBI

MOXJIMBOCTI JIJI1 MOHETH3AIlli Ta PO3BUTKY 1H1-CTYI1H.

KynbpTypHa xapakrepuctrka Brus Ha KynaeTypy: Irpu sik peHomen
KyJbTYpH: BIJICOITPH CTaJIHM BXKJIMBOIO YaCTUHOIO CY4aCHOT KyJbTYypH,

BIUTMBAIOYH HA KIHO, JiTepaTypy, MUCTEITBO Ta 1HII Hopmu Meia.

CorianbHi acnektu: Bigeoirpu yacto 00’ € IHYIOTH JItOJIeH 3 PI3HUX KYTOUKIB
CBITY, CTBOPIOIOYH CBITOBI CIIIJIBHOTU I'PaBIIiB.

Ocsirta Ta BuxoBanHs: IrpoBi irpu: Bigeoirpu Bce yacTire
BUKOPHUCTOBYIOTHCS SIK  IHCTPYMEHT JIJIsl HAaBYaHHS, JOITOMararoyi BJOCKOHATIOBATH Pi3HI

HAaBHU4YKU, BKIIIOYAar049M KPCATUBHEC MHUCJICHHSA Ta J'IOFiKy.

Po3BUTOK M’SIKMX HAaBUYOK: Irpu MOKpalyoTh KOMaHIHY pOOOTY, CIIUIKYBaHHS Ta

€MOIL[IMHUI 1HTEJIEKT.

CrtyniHb OCBIT, y4acTh y HaABUYaHHI: 0araTo HaBYaJIbHUX 3aKJIAJIB MPONOHYIOTh

KypCH 3 PO3pOOKH BiJI€OITOp, 00 MATOTYBATH CIEIIANICTIB AJIs IHTYCTPii.

[Tpono3uii s crynenTtiB: CTyA€HTH MOXKYTh OTPUMATH NPAKTUYHI HABUYKH, SIKI
€ HaJI3BUYAITHO 1IIHHUMH Ha PUHKY Tpalli, CTBOPIOIOYH BIJCOITPH K TUTIIIOMHI

MPOEKTH.

Hoctyn a0 iHdopmartii: oHnaiH pecypcu: 3aBIIKH HAIBHOCT1 OHJIAWH-
KYpCIB, TyTOpiaiiB, (JOPYMIB Ta IHIIMX HABYAIBHHUX PECYPCIB OyIb-XTO,
XTO Oa)kae HABUYMUTHCS] CTBOPIOBATH B1JICOITPH, HE3AJIEKHO BiJl TOTO, JI€ BOHU

3HaXOOATBhCA Ta CKIJIBKH rpomeﬁ BOHHU MAKOTh.

barato npuuuH poOisaTh po3po0OKy Bijeoirop akTyanbHOW. BoHa moegnye B co0i
HOBITHI TEXHOJIOT1i, 3HAYHUI €KOHOMIYHUI BIUTUB, KYJIbTYPHUMN BILTMB 1 OCBITHI
MOXJIMBOCTI. Bifeoirpu cTatoTh Bce OUIBII BAXKJIMBOK YACTUHOIO HAIIOTO KUTTS,
OCK1JIbKA BOHHU MTPOIMOHYIOTh HOBI MOKJIMBOCTI JIsl TBOPYOCTI, HABUAHHSA Ta

PO3BUTKY MTPOQECIHHUX HABUYOK.



Merta Ta 3agadi JOCHIKEHHS

Po0ota cipsiMoBaHa Ha KOMIUIEKCHE JAOCIHIHKEHHS IPOLIeCy PO3pOOKHU BiZ€OTrpH.
BoHu 0XOIi010Th BeCh IIUKI pO3pOOKH, TOYMHAIOYH BiJl TOYATKOBOTO aHAJI3Y Ta
MPOEKTYBaHHS Ta 3aKIHUYIOUM TECTYBAHHSM 1 JOKYMEHTAII€0. 3aBISKU [[bOMY
MO’KHA OTPUMATH ITHOOKE PO3yMIHHS cieln(iku po3poOKH BiJIEOIrop, a TAKOK
CTBOPUTH SIKICHUH KiHIIeBUH MpoayKT. OOuIBa 111 3HAHHS OYAYTh BaXJIMBUMHU JJISI

MaiOyTHBOI poOOTH MPOdECIMHUX Y 111H ramysi.

MerTor0: 111€i AUTUIOMHOT POOOTH € CTBOPEHHS TUIaT(GOpMEPHOT Biieorpr Ha
OCHOBI irpoBoro aBmxkka Godot. L5 rpa Oyne AeMoHCTpyBaTH CydacHi MiJIX0IU J0
CTBOPEHHSI IBOBUMIPHHUX 1TOp, TaKl SIK IU3aiH IrPOBUX PIBHIB, MEXaHIKA PYXY
MEPCOHAXKIB, IHTEPAKTUBHICTH Ta aHIMallid. JlocnipkeHHs: Oy/ie BUBYATH IIPOLIEC
PO3pOOKH T'pH BiJ 17€1 O 3aBEPIICHOI BEPCii, 30CEPEIKYIOUUCh Ha MOKIIUBOCTSIX

nBrkka Godot.

3a1aul poOOTH:

Amnani3z mnatdopmu Godot Ta 1oro MOXKJIMBOCTEH: - TpoaHaIi3yBaTH MOTO 1CTOPitO

Ta PO3BUTOK.

JlocniauTy OCHOBHI (PYHKITIT Ta MOXKJIMBOCTI JBUKKA, BKIIFOYAIOYH HOTO MOl Ta

1HCTPYMEHTHU.
AHaJi3yBaTH nepeBaru Ta HeJoiku KKy Godot.

CrpoekTyBaTu apXITEKTypy I'PH, BKIIOYAIOYU CTPYKTYPY ITPOBHX CIIEH, KJIACIB 1
00'€eKTiB.

Buznauntu HEOOX1IHI pecypcH IJis TPH.

Po3pobOka 0CHOBHHMX MEXaHIK I'PH, TAKHX K PyX MMEPCOHaXKA, CTPUOKHU, B3AEMOJIIS 3

00’ekTamH.

BuxopucroByBatu BOynoBani MoxiauBocTI Godot nmst peanizanii (Gi3uku rpu.
Po3pobutu aHiMarliitHi mepexoau Ta aHIMaIlii0 TEPCOHAXIB 1 00’ €KTIB.
CTBOpEHHS Ta HAJNAIITYBaHHS IFPOBOTO PIBHSL.

BusiBnenHs Ta ycyHeHHs 0ariB, MiJBUIICHHS IPOIYKTUBHOCTI Ta 3pYYHOCTI



BUKOpPHUCTAaHHA.

JIoKkyMeHTYBaHHS MPOIECy pO3POOKH: MIATOTYBATH JOKIQAHY 1H(POpMAITit0, 1110
OINHCYE KOXKEH eTan po3po0KH I'PH.

- Onucatu npoOaemMu Ta TPYAHOI, 3 IKUMH 31TKHYJIMCS T1]] 4ac po3poOKH, a
TaKOX MPO Te, IK BOHU OYJIM BUPIIICHI.

Orusia JiiTepaTypu:

Orusi miTepatypu A03BOJISIE 3pO3YMITH IOTOYHUN CTaH TOCTIKEHD Y Tally31
PO3po0KH Bifieoirop, 30kpeMa Ha irpoBoMy aBmxKy Godot. Kpim toro, BiH

JoIroMara€ BU3Ha4YUTH OCHOBHI KOHHCHHﬁ, MCTOI[OJIOFﬁ Ta iHCTpYMGHTI/I.

Kuuru ta cratri: Tracy Fullerton's "Game Design Workshop: A Playcentric
Approach to Creating Innovative Games": 1{s kHura ga€ mnoBHe po3yMiHHS
MPOIIECY PO3POOKH IrPOBOTO JU3aliHy, MOYMHAKOYM BiJl KOHIIEMIIIT Ta 3aKIHUYIOUH
MPOTOTUITYBAHHSM 1 TECTYBaHHSIM.

Katie Salen and Eric Zimmerman's "Rules of Play: Game Design Fundamentals”
PO3IJIsiIa€ OCHOBH IMPOBOT0 IM3aliHy, BKJIIOYAIOUH TEOPIIO ITPOBUX CUCTEM,

I'PaBIIiB 1 B3aEMO/IIIO.

Chris Bradfield nanucas kaury "Godot Engine Game Development Projects",
SKHIA MICTHTh IPAKTUYHUN TOCIOHKK 3 po3po0KH pi3HOMaHITHHX irop Ha Godot,

BKJIIOUYAIOYH TUIATPOPMEPH.

Alan Thorn nanucaB «GD Script: Godot 4.0 Beginner's Guide», sika ntonomarae
MOYATKIBIISIM HaBUUTUCS BUKOprcTOBYBatH GDScript, o0CHOBHY MOBY

nporpamyBanHs Godot.

Odimitina nokymenrarttis Godot 1ocTyIHa 3a aapecoro
https://docs.godotengine.org/. Tam MoxHa 3HANUTH JOKIAAHUN OMUC KOXKHOI
byHKIIIT Ta MOXKIJIMBOCTI IBUXKKA, MPUKIIaau Bukopuctanus GDScript 1 Tyropianu

JUUIS CTBOPEHHS 1rop.

GDQuest — e onnaitH-pecypc, SIKUi MICTUTh 0arato Bi€OypOKIB 1 TyTOpiajlaMu

3 pI3HUX YacTHH po3poOku Godot, BKIIOUar4Yu CTBOPEHHS M1aT(GopMepiB.



"Level Up! The Guide to Great Video Game Design" by Scott Rogers: Kanra
NPOTIOHYE MPAKTUYHI TOPAJX Ta METOJM CTBOPEHHSI 3aXOILUTIOIYHX 1 100pe

CIIPOCKTOBAHMX ITPOBUX PI1BHIB.

"The Art of Game Design: A Book of Lenses" by Jesse Schell o6roBoptoe irpoBuii
JIU3aiiH 3 PI3HUX TOUYOK 30pY, IO JOTIOMAarae CTBOPIOBATH 3aXOILTIOI0U1 Ta 100pe

30a1aHCOBaHI1 iIrpOBI1 CBITH.

"Game Testing: All in One" by Charles P. Schultz: [TociGHuK 3 METO/IIB 1

IHCTPYMEHTIB TECTYBaHHS IrOp Ha BCIX €Tarax po3pooKHu.

"Game Engine Architecture" by Jason Gregory: 0XOIlTI0€ apXiTEeKTYpHI aCTeKTH

PO3pOOKH IrPOBUX JIBHKKIB 1 ONTUMI3ALIIT IrOp.

OaHUM 13 HAUMONYJIAPHIIIUX IHCTPYMEHTIB JUIsl pO3pOOKH 1ITOp Y ABOX 1 TPHOX
nuMax € irpouit ABMKOK Godot. Y HpoMy 6arato GyHKIIIH, K1 JO3BOJSIOThH
CTBOPIOBATH ITPU PI13HOTO PIBHS CKJIATHOCTI, & TAKOK OE€3KOIITOBHICTH 1

BIIKpUTHIN BUX1THUH KOJI.



1 OI'JIAd ITPOBOT'O ABU/KKY GODOT

010 GODOT Features Blog Community About Assets Download Docs Contribute

Your free, open-source
game engine.

Develop your 2D & 3D games, cross-platform projects, or even XR ideas!

Download Latest 422

Pucynok 1.1 Godot Engine.

OpHuM 13 HaWMONYJIAPHIIIUX IHCTPYMEHTIB JUIsl pO3pOOKH 1rOp Y ABOX 1 TPHOX
nuMax € irposuit 1Bmkok Godot. Y Hpomy Oarato (QpyHKIIIH, sIKi JO3BOJISIOTh

CTBOPIOBATHU IFPH PI3HOTO PIBHSI CKJIAJHOCTI, @ TAKOK O€3KOIITOBHICTD 1
BIIKPUTHI BUX1THUH KOJI.

1.1 IcTopis Ta po3BuTok Godot

Big cBoro 3acuyBanHs B 2007 polii 10 CbOTOJIHI BiH €BOJIIOI[IOHYBAB 3aB/ISAKU

MIATPUMII pO3POOHHUKIB 1 CIIUTLHOTH. [[eTanbHO pO3TIITHEMO OCHOBHI BIXU
po3Butky Godot.

3acHyBaHHS Ta MOYaTKOBUH po3BUTOK (2007-2013):

Y 2007 pomi, po3pooka Godot po3movanacs Apieiaem Manienem (Ariel Manzur)
ta XyaHoM Jlinbenui (Juan Linietsky). Criouatky n1BUKOK OyB BHYTPILIHIM
IHCTPYMEHTOM JIsl KOMTIaHii, B IKOi BOHU TpaIftoBaiv. Bin He MaB Ha3BHU 1 OyB

PO3POOICHMI SIK IHCTPYMEHT JIJIsl IIIBUAKOTO CTBOPEHHSI MPOAYKTIB JJISI KJTIEHTIB.
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3 2008-2013 pokiB ABM>KOK BUKOPUCTOBYBABCS BUKIIIOUHO JIJIsI BHYTPIIIHIX
MPOEKTIB 1 OYB 3aKpUTHUH JJIsI IIMPOKOTO 3araiy. 3a 1ei yac BiH Ha0yB OaraTto
GbyHKIIH, K1 Oy BUKOPUCTaHI1 JIs CTBOPEHHS] KOMEPILIMHUX 1rop, BKIIOYAI0UH

niaTpumky 2D ta 3D rpadiku, a Takox BOy/I0BaHy CUCTEMY CKPUITYBAHHS.

Biakputuii BUXiTHHUN KO 1 NYOIIYHUAN PENi3:

Ciuenb 2014 poky: Godot 6yB o(iliiiHO BUMYIIEHUH SIK POEKT 3 BIAKPUTUM
BuxigHUM KojoM Ha GitHub min minensiero MIT. Ile Oyno BaKTUBUM KPOKOM,
OCKIJIBKH 11€ I0O3BOJIMIIO PO3POOHUKAM 3 YChOTO CBITY BUKOPUCTOBYBATH,
3MIHIOBATH Ta MOKpanlyBaTH JBIKOK. Bepcist 1.0 Oyia Homepom nepiioro

myOJIIYHOTO pemizy.
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Pucynox 2.1 Godot Engine Bepcii 1.0.

Bepcis 1.0 Bximtoyana ocHOBHI (yHKIIT po3poOku 2D ta 3D, a TakoX MIATPUMKY
GDScript (B1acHoi MoBU ckpuntyBaHHs Godot), cucteMy HOAIB 1 pEJaKTOP CIICHHU.
Ile Oyna mocuTh criiika muatgopma, sika MiCTHIIA BCl HEOOX1THI IHCTPYMEHTH IS

CTBOPEHHSI 1rop.
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YnockoHnanenus ta po3sutok (2014-2017):

Bepcis 1.1 (2015) Bxitoyae HOB1 IHCTPYMEHTH ISl pearyBaHHs, T1IBUILICHHS
MIPOYKTUBHOCTI Ta HOBI (yHKIIIT 17151 po3poOku 2D ta 3D. 3naunum

JIOTIOBHEHHSM CTajla CUCTEMA aHiMalil.

Scene Import Tools Export 2D 3D Script » c & Settings (@

FileSystem e splash.scn e exterior_room.xmi(*) X Scene 5

o) w o+ x b OB W |8 B = o |Edt View & Anchor B + o & @ ¢

res://game/scenes/03_

©
©
©
©
©
©
©
©
©
©

Inspector

B W
e pazuul_motel_bates Q£

Output Debugger Animation

Pucynok 2.2 Godot Engine Bepcii 2.0.

Bepcis 2.0 (2016): dynkirionan i KOpUCTyBalbkuii iHTepherc 3HAaYHO
nmoKpammincs. 3okpema, OyJia J0/1aHa MiATPUMKa Bi3yalbHOTO CKPUITYBAaHHS,
HOB1 HOoM Ju1st U, a Takox MOKpallieHa miATpuMKa eKCIOpTY 1rop Ha pi3Hi

1aTGOPMHU.

Bepcis 2.1 (2016) 30cepeaunnacst Ha MOKpaIlleHH] CTaO1ILHOCTI,
PO3IIMPIOBAHOCTI Ta 3pYYHOCTI BUKOpHUCTAaHH. [[o1ana miATpuMKa IJIariHiB, 11e
JTIO3BOJIUJIO PO3POOHMKAM CTBOPIOBATHU BJIACHI IHCTPYMEHTH JIJIsl JBUKKA.

[TinTpuMka Ta 3HayHe oHoBaeHHs 3D (2018—-2020):

12



Bepcis 3.0 (2018): orpumaina 3Ha4HE OHOBJICHHS 3 YHCJICHHUMHA HOBUMH
dbyukiismu. [Tigtpumka Vulkan, HoBuii 3D penaepep, iHTerpaiis 3 GpiznaHumM

pyuiem Bullet 1 miarpumka C# Oyinu HalBaXJIMBIIIMMU HOBOBBEJCHHSIMU.

e 3po6usio Godot cepiio3HUM KOHKYPEHTOM ISl IHIIUX ITPOBUX JABUKKIB, TAKUX

sk Unity Ta Unreal Engine.

Pucynox 2.3 Godot Engine Bepcii 3.0, Bi3yainbHe CKpUIITYBaHHS.

Bepcis 3.1 (2019) nonana nokparmienss aist 2D 1 3D, HOBI iHCTpyMeHTH 15t
aHiMalli Ta KOPUCTYBAIbKOro 1IHTEepdelcy, a Takox maATpumMKy OpenVR nis
PO3pOOKH BIPTYaJbHUX BIPTYaJbHUX JOAATKIB.

Bepcis 3.2 (2020): mpo1oBkuiia TEHICHIIIIO 0 BJOCKOHAJIEHHSI, T0AaBIINA HOBI
MOJIMBOCTI Juist 2D-animarii, marpumky WebAssembly, nokpamienss amns
pEeHIepUHTa Ta MPOAYKTHUBHOCTI. Y 111l Bepcii Takox OyJu J0/1aHi HOBI

THCTPYMEHTH, 110 MOKPAIIUIIO MTPOIIEC PO3POOKH irop.

AxtvanpHi 3M1HH (2021 Ta namni):

Bepcii 3.3 ta 3.4 (2021): Bynu BHeceHi onTuMi3aliii Ta HOBI (QyHKIII,

13



BKJIFOYAIOYH MIATPUMKY HOBUX IIaTPOpM, HOBI (DYHKIIIT pOOOTH 3 MEpEkKEIO Ta

MOKPAIIEHHs IHCTPYMEHTIB JiJis1 po3po0OKu 2D-irop.

Bepcis 3.5 (2022) Bkitodae HOB1 (DyHKITIT 1t pOOOTH 3 aHIMAIlISIMU Ta
CKPHUIITYBaHHSM, & TAKOX JOJATKOBI MMOKPAIICHHS MPOIYKTUBHOCTI Ta

CTA01JILHOCTI.

(*) Godot 4.3 dev 4 - Godot Engine

[*2D %3D & Script & Assetlib

I, Area2D
a
L}

Gravity
Linear Damp
Angular Damp
Audio Bus
CollisionObject2D
Remove
collision
Input
O Node2D
Transform
Canvasltem
Visibility
Ordering
Texture

Material

— @ icon.svg

Output ® Debugger (1) Sear

Pucynok 2.4 Godot Engine Bepcii 4.0.

Bepcis 4.0 (2023) 1ie noBHa iHTerpattis 3 peaaepuarom Vulkan, mokpaiieHHs
penakTopa, HOBI MOXKIUBOCTI J1st 3D-peniepunra, mokpaiieHa cucTeMa aHiMailii

Ta 6araro 1HIIOrO.

Bepcis 4.1 (2023) B3suta ¢pokyc Ha CTaOIILHOCTI, MPOAYKTUBHOCTI Ta
nonipyBaHH1. [Tokpaieno yaukaenHs Hagiraiii [II Ta MmoxuBicTh Bia'e1HYBaTH

pPETaKTOPU KOy Ta PO3MIIITYBATH 1X HA IHIIUX JUCIUICSX.

Bepcis 4.2 (2023) nonana HeoOXiIHI BUIIPABISHHS OMHJIOK 1 3aXOILIIOK0Y1 HOBI
byHKIIi1, K1 IepeTBopioroTh Godot 4 Ha 11e Kpaluii 1 JOCKOHAMIIINN IHCTPYMEHT
JUUIsL BTUICHHS 171e¥ 111010 irop 1 mporpamM. BigHOBIEHHS Ta MOKpaIeHHs YCiX

ICHYIOUHX CHCTEM.
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Bix moyaTkoBOro BHYTpPIIIHBOTO IHCTPYMEHTY JI0 CbOTOJIHI ITPOBHI TBUKOK
Godot cTaB 0IHMM 13 HAMBIIOMIIIKMX BIIKPUTUX ITPOBUX JBUKKIB y CBITi. BiH €
BOKJIMBUM 1HCTPYMEHTOM JIJIs1 PO3POOHHMKIB ITOp yCiX PIBHIB 3aBIISIKA CBOEMY
MOCTITHOMY PO3BUTKY, BIIKPUTOMY BUX1IHOMY KOAY Ta ciijabHOTI. Godot
MOCTIHO PO3BUBAETHCS 3aBJISAKH IMOCTITHIUM OHOBJICHHSIM 1 TOKPAIICHHSIM, 110
JI03BOJISIE€ IOMY 3aJIMIIATUCS AKTYaJIbHUM 1 €(EeKTUBHUM 1HCTPYMEHTOM JIJIs

CTBOPEHHS irop.

1.2 OcHOBHI MOKJIUBOCTI Ta QyHKIIII ABUKKA

Godot Engine nponoHye po3poOHUKaM Irop LIMPOKHUI BUOIp IHCTPYMEHTIB IS
ctBopenHst 2D Ta 3D irop. Po3rasiHeMo ieTanbHO OCHOBHI (DYHKITT Ta MOKIIUBOCTI

ObOT0 IBHIXKKA.

ApXITEKTYpA CIIEHU, TA HOJIB:

Cuenu: lle BaxxnuBa cTpykTypHa onunuilsl Godot. CrieHa Moxke OyTH OyIb-uuM,

B1Jl 3BUYAHOTO 00’€KTA JI0 CKJIAJHOI IFPOBOI CIIEHU 3 KIJTbKOMAa €JIEMEHTaMH.

[I{o6 5erko CTBOPIOBATH 1€papXidHi CTPYKTYPH, CLIIEHU MOXKYTh B3a€MOJIISITH 3

IHIIIUMU CILIEHAMH.

Honu: € ocHoBHuMu OypiBenbHUM Osiokamu Godot. KoxkHa ciieHa ckiagaeThes 3
HOJIIB, SIKI BUKOHYIOTH pi3H1 pyHKII. 11 pyHKINT BKIIOYAIOTh PEHAEPUHT, 00pOoOKa
13Uk, aHIMaIi10, YIIpaBIiHHS iHTepdericom Toio. TpuBUMIpHI Ta ABOBUMIPHI

ITpU MArOTh Pi3H1 BUJIU HOJIB.
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H AnimationPlayer

O Landing
O Attack
XT
@ StateDebuglabel

Pucynok 2.5 PiznomaniTH1 HojiH, y penakTopi ciied Godot Engine.
[Ipuknanu HOMIB:
Node2D/Node3D: bazosi vHoau i1 2D 1 3D cuieH BiAIOBIIHO.
Sprite: Hon st Bino6paskenns 2D 300pakeHb.
RigidBody/StaticBody: Honu nyist ¢pi3nunux o0'ektiB y 3D CBITI.

Label: Hox mist BimoOpaskeHHS TEKCTY.

HDOFDaMVBaHHSI Ta CKPUIITYBAHH.

MoBu nporpamyBaHHS:

GDScript: OcHoBHa MoBa niporpamyBaHnHs B Godot, cxoxka Ha Python. Bona
CHeliaJIbHO CTBOPEHA JIJIsl IBUJIKOTO Ta €(DEKTUBHOTO HAIMIMCAHHS 1TPOBOT JIOT1KH.

C#: [lintpumka C# 103BOJIsIE BAKOPUCTOBYBATH MOTY>KHI MOAKIUBOCTI .NET

CKOCHCTCMH.

VisualScript — 1e Bi3yanbHa MOBa MPOrpaMyBaHHs, sIKa T03BOJIsAE O€3 HATMCAHHS
KOJly CTBOPIOBATH JIOTIKY T'PH.

[H111 MoBH: 3aBASKU MOAYJISIM € MOXKJIMBICTh IHTETPYBATUCS 3 THIIMMU MOBaMH.

XapaKTEepUCTUKN CKPUIITYBAHHSI:

16



[atyiTuBHuU# cunTakcuc: GDScript Mae npocTuii CHHTaKCHC, IO POOUTH
HaBYaHHs Ta HAIMCAHHsI KOy MPOCTILINM.

[aTerpanis 3 pegakropoM: CKPUIITH JIETKO THTETPYIOTHCS 3 PETAKTOPOM CIIEHH, LIO0
JI03BOJISIE IIBHUJIKO CTBOPIOBATH Ta HAJAIITOBYBATH MOBEAIHKY 00’ €KTIB.

ABTOoMaTHuHE ynpaBiiHHs maM'a1Ti0: Godot 3BUIbHSIE PO3POOHUKIB Bij
HEO0OX1THOCT1 KOHTPOJIIOBATH BUAAICHHS 00'€KTIB, KEPYIOUYH MaM'sITTIO

ABTOMAaTHU4YHO.

Po3pobka 2D irop:

Pucynok 2.6 2D Penaktop Godot Engine.

OCHOBHI MOXJIMBOCTI:

PennepuHr: moTy>xHHIA TBOBUMIPHUN pEHACPEP 3 IIeiaepaMu, OCBITICHHSM,

TIHSAMH Ta epeKTaMu TOCTOOPOOKH.

AHIMallisl: aHIMaIliiiHi iepeBa Ta TBIHUHT € YaCTUHOIO BOYJIOBAHOI CUCTEMU JIJIst

CTBOPEHHSI Ta YIIPABIIHHS aHIMAIlISIMH.

dizuka: Tina RigidBody, StaticBody, KinematicBody ta Area2D nintpumyroThcs
17



3a JOMOMOT0I0 (PI3UKH.

TaimManu: THCTpYMEHT JJIsl CTBOPEHHS PiBHIB 13 Tailiamu. BiH miaTpumye

aBTOTANJIM Ta Ma€ PEAAKTOP TAMIICETIB.

[Maprikumi: cuctema, sika CTBOPIOE €(PEKTH YaCTUHOK, TaKi sIK TIOMKEX1, TUM 1

BUOYXH.

£ Animation attack1

A Dummy Player

Pucynox 2.6 [1anens Animanii Godot Engine.

[Tpuknan GyHKITIHA:

CanvaslLayer — 1ie HOJI, IKUi BUKOPUCTOBYETHCS 11 KEPYBaHHS IIapaMH
rpadiku 2D.

Polygon2D — 11e HOJ 17151 CTBOPEHHS CKJIATHKUX (GOPM 1 moJiiroHis y 2D.

TiLeMap — 1e 101aToK, sIKUit T03BOJISIE CTBOPIOBATH Ta KEPYBATH TAHJIOBUMHU

KapTaMH.

Po3pobka irop v 3D:

OCHOBHI IEPCTIEKTUBH:

Pennepunr: Vulkan ue cydacuuii 3D penaepep 3 MOXIUBOCTAMH OCBITJICHHS,

TiHEH, meiaepiB, moctoOpoOku Ta PBR ((izuko-6azoBanmii peHaepuHr).

®izuka: [aTerpanis 3 pizuunum pymriem Bullet, mintpumka RigidBody,
StaticBody, KinematicBody, SoftBody, a Takoxx o0po0Oka 31TKHEHb Ta 00OMEKEHb.

18



Amnimaris: [loTyxHa cucteMa asisi CTBOPEHHS CKEIETHUX aHIMallii, TATPpUMKa

aHIMAIIHHUX JEpeB Ta TBIHUHTY.
Teppeitn: [HcTpymMeHTH JU1s CTBOpEHHS 1 yripaBiiHHA 3D nanamadramu.

IMmopT: MOXHa IMIIOPTYBATH MoJeNi 3 Bitomux (popmari, Takux sik FBX, OBJ 1
Collada.

[Mpuxnanu GyHKITIH:
Spatial: bazoBuit Hox miis 3D crieH.
Meshlnstance: Hox nmns BinoOpaxennst 3D moenei.

Camera: Hon mist HanamtyBaHHst kamepu y 3D cBiri.

lHCTPYMEHTH JUTSI PO3POOKH:

'

Pucynok 2.7 3D Penakrop Godot Engine.

Penakrop cuenu:

IaTyiTuBHMi iHTepdeiic: [Ipoctuii rpadiunuii inTepdeiic perakTopa ClieHU
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pO6I/ITB CTBOPCHHA Ta HAJIAIOTYBAHHA COCHU ITPOCTUM 3aBAdHHAM.

Iepapxii HO/IB: MOXKJIUBICTb CTBOPEHHS CKJIQJTHUX 1€papXiil HOJIB IS
CTPYKTYPOBAHOI PO3POOKH.

Tyncet: pi3HOMaHITHI IHCTPYMEHTH I PO3MIIICHHS 00’ €KTIB, HAIAIITYBAHHS

Play Mode: »» Travel

» double_jump

. —
» jump_start

» attack] === p attack2

BJIACTHBOCTEM 1 KCPpYBaHHA COCHAMM.

Pucynox 2.8 Animation Tree y Godot Engine.

AHIMaItHU# perakTop:
KirouoBi kaapu: [ligTprmMka KIOUOBUX KapIiB JJIsI CTBOPCHHS aHIMAITiH.

Animation Tree — 1ie iIHCTpYMEHT, KU MOXXHA BUKOPHUCTOBYBATH ISl CTBOPEHHSI

CKJIQTHUX aHIMAaIllHUX ITOCIIIOBHOCTEN.

MoXIHMBICTH MJIABHOTO MEPEX01y MIXK aHIMAIlISIMHU BiJloMa K TBIHUHT.

20



Fragmentv @ @ © #i 20

) pos2d = uv.

p
)
* distance_to_center *

Inputt

FLE time v

) rotation_matrix = (ve ( (rotation_ir - (rotation_1index)), ® Normalmap
Ve (c (rotation_in (rotation_index))); ralmap Depth
pos2d = pos2d * rotation_matrix;

pos2d += (0.5, @

position. = pos2d;

Debugger Audio Animation

Pucynok 2.9 Penakrop metinepiB Godot Engine.
Penaxrop mieiiiepis:

Bizyanbnauit penaktop: [HCTpyMEHT i1l HANIMCAHHS Ta PelaryBaHHs MICHACPIB Yy
PEXKUMI peaIbHOTO Yacy.

[Tintpumka GLSL: MosxuBicTs HanucaHHs mekaepiB Ha MmoBl GLSL nost

CTBOPEHHSI CKJIaIHUX TpadiuHux edeKTiB.
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File Edit Search GoTo Debug @ Online Docs &Eeard'u Help {

_Input

s Node

name CharacterStateMachine

AnimationTree

child i
if(child

Pucynok 2.10 Pegaktop CxpuntiB Godot Engine.

[HTerpaiist Ta pO3LMIUPEHHS:
Mopnymni Ta miarisu:

PosmmproBaHicTh: MOXKIIMBICTH J10JaBaTH HOB1 (DYHKIIIT 3@ JJOTTOMOTOI0 MOAYJIIB 1

[JIariHiB.

CrniuibHOTA: aKTHBHA CIUIBHOTA PO3POOHUKIB, KA CTBOPIOE Ta JIIUTHCS

marinamu, o6 3pooutn Godot 6111 GYHKITIOHATBHUM.
ExcniopT Ha pi3Hi miiardopmu:

[Tnatdopmu: IlinTpumytorses irpu Ha Windows, macOS, Linux, Android, i0S,
HTMLS Ta inmux miatdopmax.
HacTporoBaHi HajamTyBaHHs eKCIOPTY: [HCTpyMEHTH TS HaIalTyBaHHS

napameTpiB €KCIOPTY, TAKUX SIK PO3MIP MaKeTy, HaJATYBaHHS Tpadiky Ta 1HIII.

Godot Engine npononye 6aratuii HaO1p (QyHKIIIHA Ta MOXKIMBOCTEH, SKi
J103BOJISIOTH PO3POOHHKAM CTBOPIOBATH sIK 2D, Tak i 3D irpu. Moro npusa6iusa
apXxITEKTypa CIIEHU Ta HOJIB, NOTYXH1 IHCTPYMEHTH JJIsl CKPUIITYBAHHS Ta
porpamMyBaHHS, a TAKOK IIUPOKHUI BUOIp IHCTPYMEHTIB AJi pO3POOKH Ta
PO3IIUPEHHS MPUBAOIIOIOTH PO3POOHUKIB ITOpP 3 pI3HUM piBHEM J0cBiay. Godot

MOCTIHO PO3BUBAETHCS, HATAKOYU PO3POOHUKAM O1IbIIIe IHCTPYMEHTIB 1
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MO>KJIMBOCTEH JJIsi CTBOPEHHS 1rOp HaWBUIIO1 AKOCTI.

[He:

BiarBopenns Bizneo 3 BOymoBanoto marpumkoro Ogg Theora.

Pexum Movie Maker fui 3anucy Biieo 3 MOTOYHOTO MPOEKTY 13 CHHXPOH130BaHUM

ayJ110 Ta 1JIeaJIbHOI0 YacCTOTO KaJIpiB.

HuspkopiBHEBHI TOCTYI 10 CEPBEPIB, IO JI03BOJISIE OOIATH HAKIa HI BUTPATH

JiepeBa CIIeH, KOJIU 11¢ He0OX1THO.
[aTepdeiic KoMaHIHOTO psAIKa IS aBTOMAaTH3AIll1.

ExcniopTyiiTe Ta po3ropTraite MpoeKTH 3a JOMOMOI00 MIaTGOpM MOCTIHHOT

1HTerparii.
Cuenapii 3aBepiieHHs1 000JI0HKH AocTymHI 715 Bash, zsh 1 fish.

JIpyK KOJIbOPOBOT'O TEKCTY Ha CTAaHJAPTHHUM BUX1Jl HA BCIX TIaTGopMax 3a

JOTIOMOT 010 print_rich.
[Tintpumka moayiiB C++, cTaTUUHO TOB’sA3aHUX y O1HApHUH (ailsl 1BUTYHA.
JIBuryH i pegakrop Hanucani Ha C++17.

Moxna ckommintoBatu 3a fonomororo GCC, Clang 1 MSVC. MinGW Ttakox
niaTpuMyeThes. JloOpo3udiiuBe CTaBICHHS 10 MaKyBaJIbHUKIB. Y OLIBIIOCTI
BUIIAJIKIB MO’KHA BUKOPUCTOBYBATHU CUCTEMHI 010110T€KH 3aMiICTh TUX, SIK1 HaJla€
Godot. Cucrema 301pKH HIYOTO HE 3aBaHTaxye. KOHCTPYKIIIT MOKHA MOBHICTIO

BIJITBOPUTH.
JlineH3oBaHo BiMOBIIHO 10 A03Boy MIT.

Binkputunii mporiec po3poOKu 3 BHECKaMHU.

1.3 IlepeBaru Ta Henouiku Godot

Godot Engine, sik 1 KO’K€H 1HIIMH ITPOBUI ABHUYKOK, Ma€ CBO1 CUJIbHI CTOPOHH Ta

ciabki ctoporu. Pazom Mu po3riisitHEMO OCHOBHI ITepEBark Ta HEIOMIKHU I[bOTO
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JIBIKKA.

[lepeBaru Godot Engine:

Biakputnii BuXigHuid Ko 1 6e3KkomToBHICTE: Godot € TPOeKTOM 3 BIAKPUTHM
BUX1JIHM KOJIOM, pO3MOBCIOKeHUM T jinen3iero MIT. Lle no3Boiise
pPO3pOOHUKAM BUKOPHCTOBYBATH, 3MIHIOBATH Ta MOIITUPIOBATH JBUKOK 0€3

00OMEXKEHD.

beskomroBHicTh: Bei dynkiii Godot moctymnHi 0€3KOIMTOBHO, 1 BaM HE MOTPIOHO
IJIATUTH POSUITI UM JILIEH31MHI 300pH.

[upoxuit HaGip PyHKIIN 1)1 pO3POOKH TBOBUMIPHUX 1rOp: MOTYKHUN
nBOoBUMIpHUU penaepep: Godot € 0JHUM 13 HAMKpAIIUX THCTPYMEHTIB JJIs
PO3pOOKH IBOBUMIPHUX 1TOp 3 MIATPUMKOIO OCBITIICHHS, TIHEH, MIEH IEpPIB 1
e(eKTiB TOCTOOPOOKH.

[HCTpYyMeHTH /U1 aHiMallii: BOy/10BaHa cCHUCTEMa aHIMallil, sika BKJII0Yae

aHIMalliiHl IepeBa, TBIHUHT 1 HIATPUMKY KIIFOUOBHX KaJIpiB.

['myukicth BUOOpY MOB mniporpamyBanHs: GDScript — 11e B1acHa MoBa
nporpaMyBaHHs, cxoka Ha Python, sika crienianbHO CTBOpeHa JUIs LIBUIKOTO Ta

e(pEeKTUBHOI0 HAMCaHHS 1rPOBOT JIOTIKU.

C#: [lintpumka C# nae po3poOHHUKaM MOKIIMBICTh BUKOPUCTOBYBATH MOTYKHI
mosksmBocTi.cuctemu NET.

GDExtension (C, C++, Rust, D, ...) 103B0JIsIE BAKOPUCTOBYBATH Mailke OyIb-IKYy
MoBy 3 Godot Engine.

VisualScript — e Bi3yanpHa MOBa MpOrpaMyBaHHs, IPU3HAYCHA JIJIS JIFOJICH, SKi

JHOOJISTH MpaIfoBaTH O3 HAMMCAHHS KOTY.

[aTyiTUBHUI 1 3pyuHuii pepakTop: [aTepdeiic: mpocTril y BAKOPUCTaHH1
iHTep(delic pemakTopa JO3BOJISE JIETKO CTBOPIOBATH Ta PearyBaTy CIICHH.

lepapxist HOJIIB: MOKJIMBICTh CTBOPEHHS CKJIQHUX 1€papXiil HOAIB IS
CTPYKTYPOBaHOI PO3pOOKH.

[HTETpaIlis IHCTPYMEHTIB: BKIIIOYAE IHCTPYMEHTH JIJIsl YIIPABIIHHS PECypCcamH,

aHIMaIlil Ta peJaryBaHHs IIEHIepiB.
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[TigTpumka kinbkox miatdopm: Godot MOXkKe eKCIOPTYBATH ITPU Ha Pi3HI
matdopmu, Bkaovaroun Windows, macOS, Linux, Android, 10S, HTMLS ta

1HIII1, 10 JTO3BOJISIE JIETKO PO3IMOBCIOKYBATH TP HA PI3HUX MIPUCTPOSX.

AKTHBHA CIIUTFHOTA Ta JOKyMeHTalis: CoilbHOTa — I1e aKTUBHA, TPY>KHA
CHUIBHOTA PO3POOHHMKIB, SIKa CTBOPIOE BEJIHUKY KUIBKICTh PECypCiB, TYTOpIamiB 1

IUIAriHiB.

JlokyMeHTarlis: 4yoBa JOKyMEHTaIlis, ika BKJIIOYa€e BCi acriekTu podotu 3 Godot,

BKJIIOYArO4M IIPUKIIaJIM KOAY Ta I[CTaJ'II)Hi IIOSICHCHHA.

Henoniku Godot Engine:

OOmexeHHs B po3poo1i 3D:

MosknuBocTi i rpadiku, xoua Godot Mae motyxHuit 3D penaepep, BiH Bce 1ie
HE Ma€ IHCTPYMEHTIB 1 JieTaji3ailii, ki JOCTYIIHI B TaKUX JIBHXKKax, ik Unity abo
Unreal Engine. 3okpema, 11e CTOCY€e€ThCSI BACOKOTEXHOJIOTTYHUX IpapiayHUX

e(eKTiB 1 poOOTH 3 BEIUKUMU CIICHAMU.

[HcTpymenTu: [1opiBHSHO 3 KOHKYpPEHTaMHU, €Kl IHCTpyMeHTH 3D po3poOku

MOXXYTb OyTH MEHIII PO3yMHUMH a00 PO3BUHEHUMHU.
[Tepdopmanc:

Onrumizamis 11l IesIKUX KOMIIOHEHTIB MPOAYKTUBHOCTI MOYKHA 3HAI00UTHCS
OlIbIIIe 3yCHJIb 1T ONTUMI3aIliil, 0COOJIMBO KOJIM MPaIltoe 3 BeMKuMu 3D-

clieHaMu a00 CKJIaJHUMU (PI3UYHUMU 00’ EKTAMHU.

Mo0151bHI TIIAaTHOPMU: Yepe3 MUPOKUIN CIEKTP MPUCTPOIB 1 TEXHIYHUX

XapaKTEPUCTHK, ONITUMI3allis MOOUTHHUX MIATHOPM MOXKE OYTH CKIIQTHOTO.
Monoauii MpoeKT:

Godot € 1ocuTh MOJIOIUM MPOEKTOM, 1 X04a BIH aKTUBHO PO3BUBAETHCS, HOMY BCE
e Opakye nesikux QyHKITIH 1 IHCTPYMEHTIB, SIK1 € y OUTBII 3pUIHX IrPOBUX

JIBIKKAaX.

PozmmproBanicTe: [HTErpanis 3 1esKMMU 30BHIIIHIMUA IHCTPYMEHTaMH Ta

cepBicaMu MOXKe OyTH MEHIII PO3BUHEHOIO.

[Tpo6nemu 3 cymicHICTIO:
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[Tepexoau mix BepcisiMU, 1HOII OHOBJICHHS 10 HOBUX Bepciit Godot BUKITMKAIOTh

npo0JIeMH 3 CYMICHICTIO, SIKi BUMararoTh IepepoOKHU YaCTUHH MPOEKTY.

MeHi11a crijJibHOTA, X04a YJIEHCTBO B CHIJILHOTI IIPOJIOBXKYE 3pOCTATH, KUTBKICTh
UIariHiB, 610J10TeK 1 TyTOpialliB, JOCTYITHUX JJIsi BUKOPUCTAHHSA, BCE IlI€ MEHIIIA,

HIK y OUTBIN BiIOMUX JBUXKaX, Takux sk Unity Ta Unreal Engine.

Godot Engine mae GaraTo mepesar, siki IpUBa0IIOI0Th PO3POOHUKIB, 0COOIMBO
THUX, XTO MPALIOE HAJl ABOBUMIPHUMHU irpamu abo 0aka€ BUKOPUCTOBYBATH
O€3KOIITOBHI IHCTPYMEHTH Ta BIAKPUTHIA BUXIAHUM KoJ. TUM HEe MeHII, BiH Ma€

NesiKl 0OMEeXEeHHS, 0COOIMBO MO0 PO3pOOKH Ta ormrumi3aitii 3D.
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2 ITIPOEKTYBAHHA I'PH

[TepuM 1 OJHUM 13 HAWBAXIIMBILIUX €TaIliB y po3poOIl Oyab-sSKOi BIIEOTPU €
po3poOka koHrmeniii rpu. Po3poOka ocHOBHOI iAei Tpu, KaHPY, MEXaHiK,
BI3yaJIbHOTO CTHJIF0 Ta IHIIMX BaXJHBUX €JEMEHTIB € YaCTHHOKI IIOTO.

PosrnsHeMo neranbHilIe OCHOBHI €Tamy po3pOoOKH KOHIIETIIT TPH.

2.1 Konuenuisi rpu

JInst moyatky M 00epemMo MPOCTy KOHUENIIO JJIs IePIIOl IPH, 100 HABYUTHUCS
BUKOPHUCTOBYBATH IHCTPYMEHTH Ta 3pOOUTH MOYATKOBUN MPOEKT SIKUH MOMIIMBO
OyJe JOMOBHUTH Y MailOyTHbOMY HOBUMH MEXaHIKaMH, pPIBHSIMH, a00 rpapiyHUMU
enemeHTamu. Tomy OCHOBHA KOHUEIIA HOTO NPOEKTY i€ MPOCTHH MiIaTdhopmep

y SIKOMY I'paBelb KEPYE MEPCOHAKEM.

2.2 Po3po0ka reiiMausaiHy

Bci acniekTu CTBOpEHHS 1rpOBOTO JIOCBIY — BiJ MEXaHIK 1 pIBHIB A0 B3a€MOJI11
3 KOPHCTYBa4yeM 1 HapaTHUBY — OXOIUIIOIOThCA redMauzaiiHoM. lle ckiramamii
mpoliec, 1 peTeNbHE IUIaHyBaHHS Ta yBara g0 JeTalied € HeoOXITHUMHU.

[ToroBoprmMo Mpo OCHOBHI €TaM PO3POOKH reUMIN3aNHY.

Pyx mepcoHaxka: nepeMillieHHsl BU3HAYa€ MBUAKICTh PyXy MEPCOHAXKA, a TAKOK

Horo 37aTHICTh Oiratu, CTpUOATH Ta EPEMIIIATUCS THITMMH CTIOCO0aMHu.

Ctpubku BKITIOUYAIOTH CTPUOKH BiJl CTIH, MMOABINWHI CTPUOKU, CTPUOKM HA BUCOTY Ta
JOBXHUHY TOILO. Y HAIIOMY MPOEKTI MU PEali3yeMO MOABINHI CTPUOKH.

Po3poOka piBHIB: CHOYaTKy pO3pOOMMO TECTOBHM pIBEHb, y AKOMY He Oyze

mperpaj, aje Mu 3poOUMO JesiKi €CTETUYHI €JIEMEHTH Ha IIbOMY PiBHI.

2.3 Bubip cTuio rpagiku

Bubip ctumo rpadiku s BIAEOTPU € BAXKIMBOIO YACTUHOIO MPOLECY

PO3pOOKH, OCKUIbKM BiH 3HAYHO BIUIMBA€ HA COPUUHSTTS TpH, ii aTMocdepy Ta
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ITBOBY ayauTopito. Jlms Toro, mo6 BuOpaTH HaWkpamuid CTWiIb rpadiky,

HEO0OX1THO BpaxyBaTH 0arato BaXKJIUBUX (PaKTOPIB.

Kanp rpu:
[TnaTdopmepu: mikcenb-apT ab0 MYJbTAINIHUA CTUJIb YacTO BUKOPUCTOBYETHCA,

1100 MIAKPECIUTH MIPOCTOTY Ta BECETICTh TPH.

RPG: [Ina cTBOpeHHS MUOMIOTO irpOBOTO CBITY MOXE BUKOPUCTOBYBATHUCS OLJIBIII

pPEATICTUYHUMA CTUJTB.

MyTtepu: BumaratumyTts peanmicTUYHOr0 abo0 ¢GyTYPUCTUYHOTO CTHIIIO, 100

MIJKPECTUTH TUHAMIYHICTh Ta HANPY>KEHICTh IPH.
[{inb0Ba ayiuTOpIs:
Hitu: [Ipocti Ta ApyKH1 IEPCOHAXK] 3 BECEIIUM, SICKPABUM 1 MYJBTAIIHUM CTUJIEM.

[TigmTku: Moxke OyTH OUIbII CTWIIBHMM Ta €KIIH-OPIEHTOBAHUM, 3 aKLIEHTOM Ha

JieTai Ta Bi3yalibH1 €EKTH.

Hopocmni: Peanictuunnii ab0 Xyn0oXKHINA CTUIIb, IO MiJIKPECITIOE€ TITHOUHY CIOXKETY

Ta CEpHO3HICTh TEMH.

Takox cmij BpaxoBYBaTH PECypCH Ta MOMKIMBOCTI KOMaHIM PO3POOHUKIB,
HAMPUKJIaA SKII0 KOMaHJa PO3POOHUKIB JyXe Malia, TOJI TIKCEeIb-apT ado
npoctuid 2D cTuiab Moxke OyTH OUTbII JOCSKHUM, OCKUIBKM BOHM BHUMAararoTh
MEHILIE PECYpCiB Ta yacy Ha po3poOKy. ADOO SIKIIO KOMaHAa pO3pOOHMKIB BEJIMKa,
TO 1 MOXJIMBOCTI B Hei TexX OyayTh BelMKl, 3 AeTanbHO 3D rpadikoro,

aHIMaIlisIMH Ta criereeKTaMH.

[Ile Tpeba BpaxoByBaTH IIJILOBI TIATGOPMHU Ha AKUX Oyae pOCIIPOCTPOHSITHCS Tpa.
Sxio e MoOUIBHI IPUCTPOT, AJIE HUX MOTPIOHO MEHII pecypciB, TOOTO MPOCTUM
CTUIb a0o0 MiKcenb apT miaiiae Haiikpamie. Axmo e Koncomi ta IlepconanbHi
Komn'torepu, BOoHU MOXYTh MIATPUMYBATH OLIbII CKIaaHy rpadiky, Tomy 3D abo

BUCOKOSIKICHUH 2,5D cTHIIb MOXe OyTH JOLTBHUM.

SIki came € ctrnl rpadiku?

[Tikcenn-aprT:
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[lepeBaru: Hoctanbriynuii cTuiib, JErKiCTh CTBOPEHHSI Ta ONTHUMI3AIlis, BUCOKA
POTYKTUBHICTb.

Henomiku: Moske BUTISaTH CTAPOMOTHO, OOMEKEHHS y IeTaji3arii.

[Tpuknaxn: Stardew Valley, Celeste.

Celeste Stardew Valley

Y. WW

.
-
.
3
g
2
£
g
g

Salixiapose s

Pucynok 3.1 [puxnan I[likcens Apty, Ha npukiazi ivai irop Celeste, Stardew Valley.

PyyHa a”iMaiisg a0 MyIbTANTHUNA JTU3AWH:

[TepeBaru: 6apBucTUii 1 MPUBAOIUBUHN, TIIIXOAUTH JJIS IIUPOKOTO 3araiy.

Henoniku: [ns cTBopeHHs aHIMaliid moTpiOHO OaraTo 3ycuib, 1 1€ MOXe OyTu
BAXXKO MiATPUMYBATH.

Hollow Knight 1 Cuphead € nBoma npukiiagamMu 1s0ro.
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Cuphead Hollow Knight

JuxtaposeJS

Pucynox 3.2 [lpuknag mynsTsimiHoi/MaasoBaHoi rpadiku 3 irpamu Cuphead, Hollow Knight.

PeagicTuyHuii CTHIIG:

[lepeBaru: Bucoka neramizaiiis, TiAXOAUTH JJII CEPUO3HHUX IrOp 3 TIUOOKUM
CIOKETOM.

Henomniku: ontumizailis ckjiajHa Ta BUMarae 0arato pecypcis.

[Tpuknagu: Red Dead Redemption 2 1 The Last of Us.
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The Last Of Us: Part 1 X : : Dead Redemption 2

T

JuxtaposeJS

Pucynox 3.3 I[puknaa Peamicruunoro ctuto rpadiku 3 irpamu RDR 2 ta TLOU.

XVYI0XKHINA CTUIB:

[lepeBaru: yHIKaaAbHUM BUTJISJ, MOXJIMBICTh BUIUIMTUCA, 17€aTbHUM IS

CTBOPEHHS 0CO0IMBO1 aTMOchepH.

Hemonmiku: MOXyTh HE MIAIATH JUIsi BCIX JKaHPIB, BUMAaraloTh BHCOKO1

MaCTEPHOCTI.

Journey, Ori and the Blind Forest, € npukiagom.
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Joumey |

Ori and the Blind Forest

Pucynok 3.4 [Ipuxnan Xynoxxuboro ctuitto, Journey ta Ori and the Blind Forest.

Low Poly:

[lepeBaru: CTUIBHUI BUIJISA, MEHILI BUMOTH 10 MPOJYKTUBHOCTI Ta MPOCTOTA

CTBOPEHHS MOJIEIIEM.

Henomixu: Jns cepito3Hux abo peayiCTUYHUX 1rOp MOXKe OyTH HEMPUUHATHO

3aHaJITO MaJIO JeTajIeH.

[Tpukmnanu BrimouaroTh Bomb Rush Cyberfunk i Risk Of Rain 2.
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Risk Of Rain 2 Bomb Rush Cyberfunk

JuxtaposelS

Pucynox 3.5 [puknag Low Poly crumo, Bomb Rush Cyberfunk ta Risk Of Rain 2.

Cel-shading:

ITepearu: CTuib, SIKMM BHUTJIAJAE SK KUBHH KOMIKC a00 aHIMe, Ma€ SCKpPaBHH 1

BUPA3HUN BUTJISL.
Henomniku: Moxe He TIAIATH AJI BCIX KaHP1B, BUMAarae MeBHUX HABUYOK.

[Tpuknagu: The Legend of Zelda: Breath of the Wild, Borderlands.
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Borderlands 3 The Legend Of Zelda: Breath Of The Wild

L.
JuxtaposeJS

Pucynok 3.6 [Ipuxman Cel-Shading ctumio, Borderlands 3 Ta TLoZ:BotW.

Kanp rpu, UUIbOBa ayAUTOpIs, PECYpPCH KOMAHAMW Ta TEXHIYHI MOXKJIUBOCTI
MOBUHHI OyTH BpaxoBaHi IiJl Yac BUOOpy cTIO rpadiku. € nepeBard Ta HeI0MKU
KOXKHOTO CTWJIO Tpadik, 1 BUOIp MPAaBUIBHOTO CTUIIIO TpadikKu MOXKE CYTTEBO
BIUTMHYTH HA yCHiX rpu. BpaxoByroun Bci 111 €I€MEHTH, Mij] Halll TEPIIUi TPOEKT
MIIXOUTh CTUJIb MKCETh apT, TOMY 3yIMUHUMOCS He Hemy. {5 nboro mu Oynemo
BHKOPHCTOBYBaTH OE3KOIITOBHUI HaOip acceTiB mia Ha3Borw Legacy Fantasy
Bundle mig aBTopctBoM Anakolisa Ha Itch.io.
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Pucynok 3.7 Acceru Legacy fantasy game asset by Anakolisa.
3 PO3POBKA I'PHU
3.1 CTBopeHHs irpOBUX CLEH

BukopucranHs ClieH i opraHi3ailii KOHTEHTY Ta JIOTIKM TPU € OJIHIEI0 3
ocHoBHUX KoHIenmii Godot. CuieHu MOXYTh MICTUTH OYyIb-SKi €JIEMEHTH TpH,

BKJTFOYAIOYH TIEPCOHAXKIB, BOPOTiB, IPEAMETH, iHTep(eiic KoprucTyBada TOIIO.

CrtBopenHs irpoBux cueH st Godot ckiamaeTbest 3 KUIbKOX OCHOBHHMX €TalllB:
CTBOPEHHSI HOBOi CILIEHM, JOJIaBaHHS Ta HaJAIITyBaHHS BY3JiB, CTBOPEHHS
OKpEMHUX CIEH JUIsi TEPCOHAXIB 1 1HTErpamis LUX CIEH y OCHOBHY CIICHY.
HanamtyBanHst ynpaBiiHHS TEPCOHAXKEM 1 KaMepH, 110 CTEXKUTh 3a HOr0 pPyXxowm,
TaKoX € BaxIuBUMH. Llel mpouec 103BoJII€ OpraHi3yBaTU CTPYKTYPY I'PU TaKuUM

YUHOM, 1100 OYJI0 JIETKO KepyBaTH MPOEKTOM 1 HOTO TIPOJIOBKYBATH.

¥ Godot criena ckinanaerscsa 3 HAOOPY BY3IiB, K1 po3TaiioBaHi B iepapxii. Koxxen
BY30J BHKOHY€ CBOIO (YHKLIIO Ta Npu3HadeHHS. CKIagHl CTPYKTYpU MOKHA

CTBOPHTH, 30€piratouu CIIEHH SIK OKpeM1 (haiiiu Ta BKIAJAal0uu X OAHa B OJIHY.
Bysnu:

Node — 11e 6a30BHii CIEMEHT, SIKHH MOXXE MATH JIOYIPHI BY3JIM Ta BUKOHYBATH

MEBHI PYHKIII.

Node2D: BUKOPUCTOBY€ETHCA Il JABOBUMIPHHX ITPOBHX E€JEMEHTIB, TaKHX SIK

crpaiiTu, 06J1acTi 31TKHEHB TOIIIO.
Control — e MotyJib, SIKHI BUKOPUCTOBYETHCS JUTsl CTBOpPEeHHS eneMmenTiB Ul
Sprite — 1e By30.1 TSt Bi1oOpaXKeHHsI 300paXKeHb.

CollisionShape2D — ue By3o011, sikuii MO’KHA BUKOPUCTOBYBATH JIJISi BU3HAYCHHS

(opMH 31ITKHEHHSI B IBOMIPHOMY MPOCTOPI.

[Ticns mIBUAKOI HACTPOWKK TPOEKTY MH MOXKEMO IIOYaTh CTBOPIOBATH Haj
NepIIOI0 CIIEHOIO:
[Tepuioro crieHoro Oyje Hail TECTOBHM piBEHb, TOMY CTBOPIOEMO HOBHUM BY30J1
“Node” Ta HazuBaemo Horo testlevel, momaemo 10 HBOTO JOYIpHIN BY30I
“TileMap”
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VY BnactuBocTAx By3iy TileMap nmomaemMo TekcTypy BiAmOBinaiouy 3a HaOip
TalIiB, 3 SAKUX MM IOTIM OyaemMo poOUTH O0’€KTH y HaAIIOMY piBHI, 3 HaIlIUM
HabopoMm acceTiB miei dain HazuBaeThes Tiles.png, momaeMo HWOro Ta Ie OJUH
daiin mix HazBoro Background.png.

if Setup ' Select 4 Paint

.. Tilespng

KA e *
3] o+

e s00% @
%+

o + ot Polygon 0

® Output Debugger SearchResults Audio Animation Shader Editor TileSet TileMap

Pucynok 4.1 Mento TileSet y Godot Engine.

Jam Mu penaryeMo po3Mip TaillliB y BJIaCTUBOCTAX Taisicety, Ha 16x16
mikcemB. [licnst mboro Mu Moxemo ooparu Oynp skuit Taitn y mento TileSet ta y
BJIACTUBOCTSAX KOXHOTO Taiiay, y Bkimaami Physics Mu MoxkeMo jo0jaBaTH CBOi

KOJI1311, 1100 1HII1 00’ €KTHU YU TPaBellb MOTJIM Ha HUX CTOSITH, 200 BIIUPATUCS.

Layer 0

Pucynok 4.2 Mentw TileMap y Godot Engine.
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[Ticist mboro Mu Mokemo repertu y MmeHto TileMap ta oOpatu oiuH, 4M JeKUIbKa
a00 HaBITh TMATTEPH TaillliB, Ta MaJIOBAaTH iX MPSMO HA HAII HOBIA CIIEHI,
HaBEPXY I[bOTO MEHIO MH TaKOX MOXXEMO OOMpAaTH IIapH Ha SKUX MH MAaTIOEMO IIi
Tailiu. Y 11poMy Habopy TaliIiB € qyke 0arato BizyaldbHUX 00’ €KTIB (POHY 3 SIKHX

MU MOXKEMO CTBOPUTH PUEMHUHN 0YaM MEHU3ax JiCy MikK ropaMu.
Tatinamu 3 daiiny Background.png mu MoxkeMo HaMaloBaTu (POH HAIIIOTO PIBHIO.

TakuM 4YUHOM MU CTBOPHJIM TECTOBUH PIBEHb Yy SIKOMY MOKE 3HAXOAUTHUCH HaIlll

IICPCOHAXK.

Pucynok 4.3 Orisig roTOBOTO TeCTOBOTO piBHA y 2D ciieHi.

Jlani Haila nijab e CTBOPEHHS MEPCOHAXY SKUM OyJie KepyBaTH rpaBelb.
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3.2 Po3po0Oka nmepcoHaxa

Jpyroio creHoroo Oyae MNepcoHaXk KEpOBaHHWM TpaBleM, Uil LbOTO MH B
peaaxkTopi ciieH ctBopuMo HoBuit By301 “CharacterBody2D” Ta nepelimenyemo

roro Ha Player, Ta nogamo 1o uHporo Child Node mijg HazBoro Sprite.

% Create New Node — O *
Favorites: search:

Node

Matches:

O Node

Viodulate

ontainer
O Node @® GraphElement

O Node3D I GraphNode

¥ AnimationTree O MNode3D

B AnimationPla...

Description:

Node: Base class for all scene objects.
~ n

% RemoteTransf...

Cancel

Pucynok 4.4 Penakrop cuien Godot Engine.
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@ Sprite2D

Animation

Region

Pucynok 4.5 BnactuBocTi By3na Sprite y BikH1 Inspector, Godot Engine.

VY BlacTUBOCTAX By3Ja Sprite 101a€EMO TEKCTYpY HAIIOTo nepcoHaxy. Jlo By3iy
Sprite nomaemo mouipHiii By3on CollisionShape2D, 1meit By3on BiAnoBiiae 3a
KOJI31I0 HAIIOro TpaBIsl 3 JAPYTUMH O0’€KTaMH Y CBITI. Y BJIACTHUBOCTSIX
CollisionShape2D obupaemo (popmy, 10 HaIIOi TEKCTypHU Kpalie BChbOTO MiTINAIe
CapsuleShape2D.

3.3 PeaJizanist irpoBoi Jioriku Ta Qizuku

Honamo kamepy ska Oyae CIIKYBaTH 3a HalIMM MEPCOHAXKEM, IS I[bOTO
CTBOPUMO HOBHUU AouipHii By3on Camera2D Ta Bkirouemo napamerp Current y
BJIACTUBOCTSAX I[LOT'0 By3J1a, TAKOXK HAJIAIITYEMO SIK TUIABHO BOHA Oy/ie CIIJKYBATH,

Ta MPU3HAYMUMO i HAIIIOTO MEPCOHAXKA K I[1Th.
Jlam HaMm moTpiOHO PO3POOUTH JIOTIKY IEPCOHAKY.

JIJist moyaTKy J01aMO CKPUIT JI0 HAIIOi CLIEHW MEPCOHAXY, JIJIS IbOTO Y PeAAKTOPI

CIIEH HATUCKAaeEMO KHOTIKY JI0JIJaTH CKPUNT Ha oOpaHiii cieHi Player.
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ds CharacterBody2

var speed : float = 200.0

sprite : Sprite2D = $5pritezD
* animation_tree : AnimationTree = $Animatior

state_machine : CharacterStateMachine sCharacterStateMachine

Pucynok 4.6 mouyatkoBuii ko ckpunty Player.

KOMaHza @export JI03BOJIIE HaM 3MIHIOBAaTH 3MIHHY 3a JOIOMOTO0 Inspector, He
MiHSIOYM Koj mporpamu. CTBOproeMO HOBY 3MiHHY Speed Ta HamaeMo i
3HavyeHHs. [le 3HaueHHs1 Oyjie BIAMOBIIATH KIJTLKOCTI MIKCENIB SIK1 TpaBellb MpOnIe

3a CEKyH]Y.

func _ready():

screen_size = get_viewport_rect().size

Pucynox 4.7 ®ynkiia _ready.

Takox mu maemo ¢yHkiiro _ready, sika OHOBIIOETHCS IMiJI Yac TOTO SIK JBUKOK
3arpyxae Node, TOMy MU MOXX€MO BUKOPUCTOBYBATH ii JJIsI TOTO 1100 3MIHUTH

pO3Mip BIKHA I'PH.

JIJi HaCTYIHOTO KPOKY HaMm MOTpiOHO Ha3HAYMTH Hamomy npoekty Input, Godot
Mae CBi cranmapTHuil Input ang TectyBaHHA, ajge HaM MOTPIOHO 3pOOUTH CBOI
yVHIKQJIbHI METOJIM [IJII KOXXHOTO eJeMeHTy, Oyap To pyx abo araka. Y
HaJlalITyBaHHIX MPOeKTy Yy Bkiaami Input Map 3anucyemo up, down, left, right,
jump Ta KokeH pa3 Hatuckaemo kHonky Add. Hatuckaemo Ha + mopsin 3 MeToioM
Ta HATUCKAEMO BIAMOBIAHI KJABINIl JJIsi I[OTO BBOJY, HAMPUKIAI JaBalTe

BukopuctoByemo WASD Ta Space aiis uporo.
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ysics_process(delta):

is_on_floor():

velocity.y += gravity * delta

direction = Input.get_vector("left", "right", "up", "down")

if direction.x != B && state_machine.check_if_can

velocity.x = direction.x * speed

else:

velocity.x = move_toward(velocity.x, O,

Pucynok 4.8 @yHkii (i3uku Ta pyxy rpaBIs.

Tyr mMu Takox MoxemMo noxatu komanau play() abo stop() ame Mu He
BUKOpHUCTOBYeEMO AnimatedSprite2D Ta OyaemMo poOUTH aHIMAIlll0 OKPEMO Y
Animation Tree.



tting("physics/2d/default_gravity")

Pucynok 4.9 3minHi rpaBiTallii Ta CHHXpOHi3allisl HAJIAIITYBaHb MTPOEKTY.

Jlonamo 3MiHHY TpaBiTalii Ta HagamMo il 3HaUEHHS HaJAIITyBaHb MPOEKTY, 1100

MU MOTJIM Y Oy/Ib SIKMl MOMEHT 3MIHUTH i1 6€3 3MiHU KOJTY.

3.4 PoOoTa 3 aniMmalicio

[linroToBka aHiMalliii: cro4atky MU 3poOumo 0a30Bi aHIMaIlii 3a JOMOMOTOIO

AnimationPlayer, 1106 notim goaatu ta 3B’s13aTH ix y AnimationTree.

[Tounemo 3 Idle animamii, animanis sxa OyJae rpaTd KOJH NEPCOHAX CTOITh Ha

MICIIi Ta HIY0TO He pole.

Animation idle v B Edit @&

Pucynok 4.10 AnimationPlayer 3 npuknanom animarii Idle.

Jns mouaTky J0Ja€EMO HEOOXIJTHI TPEeKW Jia aHiMailii, 1e texture, hframes, Ta
frame.

Texture BiamoBizae 3a TeKCTypy adiMmarii, hframes BiamoBigae 3a KUIbKICTh

rOpU30HTAIBHUX KaJpiB y aHiMallii, Ta frame BiAMoBigae 3a KOXKEH Kaap aHiMmallli
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Ta KOJIX BiH OyJie MPOrpaBaTUCh.
JlomaemMo KITH09 10 TPEKY TeKCTYPH Ta JOJAEMO TEKCTYpY HaIloi aHiMaIrii.

Taxox nomaemo kimou a0 hframes Ta 3a1aeMo KiIbKICTh TOPU3OHTAIBHUX KaJIpiB
Hamoi aHiMarii, y Bunaaky 3 Idle, e 4 xagpu. 3amaemMo JOBXKUHY aHIMaIlli, 1e
TakoXX 4 Kajapu, Ta OJaEMO KOXKEH Kaap aHiMmallii okpemo uepe3 Inspector 3
oOpanum Sprite2D. Takum yumHoM wmu 3pobwnu Idle animamito, Mo 1BOMY
MPUKIAAy MU TakOoXX poOMMO aHIMaIllii mia Ha3BaMu: jump_start, jump end, run,
double jump. B nesxkux Bumaakax Ham MOTPIOHO HATHCHYTH KHOMKY Loop mo0
Hallla aHiMaIlis MOBTOpIOBajacs HAMPHKIHINL. TakoxX 3MiHOIO TIOBKUHM aHIMAIlll MU
MOKEMO KEepyBaTH il CKOPOCTHIO.

Mu MoOXeMO TMOJUBUTUCA Ta TEPEBIPUTH KOXKHY aHIMAIlIO0 3aBISKU IUICEPy
aHiMaIlii o0 BAOCKOHAIIOBATUCS PE3YIbTATOM HAIIOi pOOOTH.

Animation run

Pucynok 4.11 mieep animariii 3 npuKIagoM aHIMaIlii run.

TaK SIK Halll IEPCOHAXK MOXE PYXaTHUCS B JIB1 p13HI CTOPOHU HaM MOTPiIOHO 3poOUTH
¢dyHkuit0 ska OyAe MeperopraTd CHOPAMT HAIIOTO NEPCOHa)Xa Yy MPaBHIIbHY

CTOpOHY. BiAMoBiqHO 3HAUEHHIO 3MIHHO1 HAMPaBIEHHS MU IIEPETOPTAEMO CIIPAMT.
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acing_direction():

Pucynox 4.12 ®yukiiis neperopTanHs CpanTy nepcoHaxa.

Hanamryemo AnimationTree, st 1iporo g0/1aMo0 By30s AnimationTree 10 Hamoro

MEPCOHAXa, Ta 3B’ sKeMo Horo 3 AnimationPlayer y BnacTuBoCTSIX.

AktuByemo Ham  AnimationTree Ta Temep Ham TOTPIOHO  3poOUTH
CharacterStateMachine, me By3on skuii gornomorae AnimationTree 3po3ymiTu

CTaTyC MepCOoHaXka, Ta BiMOBITHO 3MIHIOBATH HOTO.
Oo6upaemo pexxum AnimationNodeStateMachine y BinactuBoctsx Tree Root.

VY BepxHIl YacTHHI €KpaHy BIIKpUBaeMo penaktop AnimationTree, HaTHCHYBIIU

Ha By30,1 AnimationTree 1 BuOpaBiuu BkiIaaky AnimationTree.

Hatrkaemo mpaBo0 KHOIKOIO MHILI B PEIAKTOPI CTaHIB 1 JOJA€EMO HOBI CTaHH.

HasuBaemo ix jump_start, jump end, double jump.

Y  BIAaCTUBOCTAX KOXHOTO CTaHy OOHMpaeMO BIJMOBIAHY aHIMAIllO 3
AnimationPlayer.

3'eHaeEMO CTaHW, HATHCHYBILY MTPaBOIO KHOMKOIO MUIII HA BY3J1l OAHOTO CTaHY 1

MEPETATHYBIIH 0 1HIIOTO CTaHy, III00 CTBOPUTH MEpPeXij.

Hanamryemo yMOBU nepexo/ly y BIaCTUBOCTSIX Mepexoy (BUOpaBILIU CTPUIKY MIX

CTaHaMHU).
HNonaemo BlendSpacelD, 111 hyHKIIist 103BOJISAE TEPEXOIUTH HAM MK CTaHAMH.

[lepeiiMeHOByeEMO HOro Ha moOve, peaaryeMo KJalHyB Ha 1KOHKY MaiiBLd,
CTBOPIOEMO TOYKHM aHIMaIliii y IMEeHTpi Ta Ha Kpasx, mob0 mnpu 3HadyeHHi 0

nporpaBaiucs aHimariis idle, a va 1 ta -1 animaris run.
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Play Mode: s+ Travel

Pucynok 4.12 AnimationTree 3 mpuKkiazoM HaJalITyBaHHS 0a30BHX aHIMaIliil.

Pucynok 4.13 HanamtyBaHHs mepexo(iB aHIMalliil Ta CTaTyClB MEPCOHAKA.

Bucrasnsemo nmapamerp Blend Ha npyry omitiro.

IToBepHEMOCS 110 CKPHUIITY HAIIOTO TpaBlsd, Ta JojgaeMo (YHKINI aHIMarlii Ta
CharacterStateMachine.

var animation_tree : AnimationTree = SAnimationTree

@onready var s > . CharacterStateMachine = jCharacterStateMachine

func _ready():

animation_tree.active = true

Pucynok 4.14 HeoOxiani ¢pyHnkuii 1y podotu AnimationTree.

CrBopumo HoBuii aouipHidi Node ta Ha3zBemo ioro CharacterStateMachine, ta

A00a€MO CKPHUIIT 10 HBOTO.
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CtBOopuMO 3MiHHY states 70 sikoi JoJamMo macuB State, CTBOpUMO CKpUNT State, Ta
Ha3BEMO MOro KJjac.

Tenep Ham NOTPiIOHO BIATBOPUTH Pi3HI states I KOXKHOI MO3UIIIT irpoka, Crepiie
ne oyae GroundState sikuii 103BOJIUTH HAM MEPEBIPUTH YU 3HAXOIUTHCS TPaBELb

Ha 3eMJ11, aaii ctBopumo AirState Ta LandingState.

ds Node
ame State

ar can_move : bool = true

ateMachinePlayback

(delta):

e_input(event : InputEvent):

Pucynok 4.15 Kounctpykuis ¢aiiny State.gd

3anoBHI0eMO (aiin State.gd sik BkazaHo y MaitoHKy 4.15, Ta

1HIIT TIO IPUKJIATY 3 PUCYHKY.
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* landing_animation_name : String = "landing"
ar ground_state : State

1ic _on_animation_tree_animation_finished(anim_name):

if(anim_name == landing_animation_name):

next_state = ground_state

Pucynox 4.16 Ctpykrypa LandingState.gd

3anoBHioemo  ckpunt  CharacterStateMachine  ¢ynkmisimu  switch_states;
check if can move; input; Ta y ¢pynkuii ready() poOumMo mepeBipKy AOUIPHIX

CKPHUIITIB Ta JOCAHYEMO aHimallito. [lepeBipsemo Haiil aHimariii.

3.5 TecryBanus

Jliist Toro o0 kparie po3ymitu poboty Hamoro CharacterStateMachine 3po6umo
Debugl.abel sikuit Oyae nmoka3zyBatu HaMm y SIKOMY state 3apa3 HaXOJUThCS TPaBEIlb.

Jlns iboro goj1aeMo HOBUH JodipHii 10 ciienn Player, Node mix Ha3zBoro Label, Ta
HazuBaemo ioro StateDebuglabel. Jlomaemo 3miHHy state machine Ta

MPUKPEIUISIEMO 10 PYHKIIII _process TeKCT “‘state: ™.

:_machine : CharacterStateMachine

func _process(delta):

text = "state: " 5 g

Pucynok 4.17 StateDebugLabel

Tenep MijJ yac TEeCTyBaHHS MU OyZeMo Oa4MTH CTaH HAILIOTO MEPCOHAXy B KOl Y

pearibHOMY Yaci.
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Pucynok 4.18 Mipka crany nepconaxa CharacterStateLabel
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BUCHOBKH

B xoni BukKOHaHHS IUIUIOMHOI poboTh Ha Temy "Po3poOka Bimeorpu
mwiarpopmepa Ha irpoBoMy ABIKKY Godot" Oyno BHSIBIEHO, MO pO3poOKa
B1JICOITOP € OJTHIEI0 3 HAUTIEPCIEKTUBHIMIMX 1 HAHO1IBII JMHAMIYHO PO3BUBAIOTHCS
chep iHmycTpii posBar. lle MiATBEPIKYEThCS MOCTIMHUM 3POCTAHHSAM PHHKY,
3pOCTalOUOI0 MOIMYJISIPHICTIO BIIEOITOP Cepel MIUPOKOi ayauTopili Ta pO3BUTKOM
TEXHOJIOT1H, K1 JO3BOJISIOTH 1H/1-PO3POOHMKAM CTBOPIOBATH ITPH.

Po3po6iieH0 KOHIEMII0 TpH, MEXaHIKW, Bi3yalbHHMH CTWiIb. lle mocmykuio
OCHOBOIO JUIsl IOJANbBIIOI PO3POOKH TPH, a TAaKOX JO3BOJMIO BU3HAUYUTU LI Ta
3aBJIaHHS IPOEKTY.

CtBOpeHO JeTalbHUNM TelUMIu3aiiH, 1€ J03BOJMJIO 3a0€3MeUYUTH IUIICHICTh
IrpOBOTO MPOLIECY Ta YHUKHYTHU CYIIEPEUHOCTEH y MEXaHIKax TPH.

OOpaHo Ta BCTAHOBJIEHO CTHJIb rpadiKy, SIKUW BIAMOBIIA€ TEMATHULIL TA KaHPY TPH.
[TikcenbHa rpagika A03BOJISIE TOCATTH BUCOKOT ECTETUYHOI SIKOCT1 IIPH 30€pe’KEHH1
MIHIMAJIbHUX amnapaTtHux pecypciB. Y Godot Oyino CTBOpEHO IrpoBi CIIEHH, fK1
BKJIFOYAIM CEPEJOBUINE, MEepCOHaXIB 1 00’ektu. Po3poOka cuctemMu CTaHIB
nepcoHaxka (State Machine): Cuctema cTaHiB TepcoHaka e()EKTUBHO Kepye
aHIMallisIMU Ta MEepexXoJaMu MK PI3HUMH JISIMU MEPCOHaXa, TAKUMU SIK X0J1b0a,
0ir 1 ctpuOok. IHTerpamis aHiMauii Ta JIOTIKM: BUKOpUCTaHHS AnimationTree y
MOETHAHHI 31 CKPUMNTAaMU JUIsl KEpyBaHHS aHIMAII€l0 Ta JIOTIKOK MEPCOHaXKa
3a0€3Me4YmsIo THYYKICTh 1 NPOCTOTY YIpaBiiHHA irpoBuM mnpouecom. Lle narno
MO>KJIMBICTh CTBOPIOBATH CKJIQ/IHI aHIMAIlIHI CUCTEMU Ta 3a0e3MeuyBaTH IIBUIKI
MIEPEX0IM MK CTaHAMH.

Godot Engine BusBUMB ce0e MOTY>KHHUM 1 YHIBEPCAJIbHUM I1HCTPYMEHTOM [IJIst
PO3pPOOKH BIZICOITOP, SKUM TMIAXOAUTH K JOCBIAYEHOMY, TaK 1 TMOYATKIBISAM
po3poOoHuKaMm. Bin npuBaOnuBUNA AJisI CTBOPEHHS SK 1HAI-ITOp, TaK 1 OUIBII
MacIlITaOHUX MPOEKTIB 3aBSKH CBOEMY BIIKPUTOMY KOAY, OaraTomy (yHKIIOHATY
Ta aKTUBHIM CHiIbHOTI. TakuM YHMHOM, ITUIZIOMHA POOOTa pPO3MOBLIA IIPO TE
HACKIJIbKY Ba)KJIMBO BUKOPUCTOBYBATH CTPYKTYPOBAaHUHN MAXIJ ISl TPOCKTYBAHHS
Ta peanizamii IrpoBHUX MPOEKTIB, Tpa € XOPOIIO OCHOBOI ISl IMOJATBIIIOTO

PO3BUTKY.
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