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MHNEPEJIIK YMOBHUX CKOPOYEHb
FPS (First Person Shooter) — nrytep Bij nepiioi ocoou, skaHp KOMITIOTEPHHUX irop, J1e
rpaBellb CIOCTEPirae 3a MOAIIMHU 3 IEPCTIEKTHBH BIACHOTO MEPCOHAXKA.
FSM (Finite State Machine) — ckinueHHUII aBTOMAT CTaHiB, MAaTEMaTUYHA MOJIEIIb
00YHCIIeHb, SIKA ONMKMCYE MOBEAIHKY 00'€KTa yepe3 Hablp CTaHIB Ta MpaBuia Mepexo1iB
MDK HUMH.
GDD (Game Design Document) — irpoBuii 1u3aiiH-T0KyMeHT, (hOpMaTbHUN
TeXHIYHUN JJOKYMEHT, [0 OMKCY€E KOHIICMI1I0, MEXaHIKU Ta BC1 ACTIEKTU
pOo3p0o0JIIOBAaHOT I'PH.
GDScript — moBa nporpamysanHs 3 Python-noiOHuM cuHTaKCHCOM, po3pobicHa
oesnocepenubo s pymiiss Godot Engine.
GPU (Graphics Processing Unit) — rpa¢iuauii nmpoiiecop, cremiaii3oBaHuii
CJIEKTPOHHUMN MPUCTPIid, MPU3HAYECHUN SISl TPUCKOPEHHS onepalliil 3 00poOku Ta
BUBEICHHS 300paKeHb.
HFSM (Hierarchical Finite State Machine) — iepapxiunuii CKIHYUCHHHIH aBTOMAT
CTaHiB, po3mupeHa Bepcis FSM 3 miarpuMKoro BKIaJACHUX CTaHIB.
MIT — nmineH3ist BIAKpUTOTO MPOTpaMHOTo 3a0e3nedeHHst MaccaqyceTChKOTo
TEXHOJIOT1YHOTO IHCTUTYTY, IO HAJIa€ MIUPOKI MTpaBa HA BUKOPHUCTAHHS, KOIIIFOBAHHS
Ta PO3MOBCIOKEHHSI.
NPC (Non-Player Character) — HemigkOHTpOJIbHUI I'PaBIEBI IEPCOHAXK, KEPOBAHHMI
I'POBOIO JIOTIKOIO a00 MITYYHUM 1HTEIEKTOM.
QOL (Quality of Life) — sxicTs B3aemMo/1ii, CYKYITHICT APYTOPSTHUX MEXAHIK, SIKI HE
3MIHIOIOTH KJIFOYOBHX MPABUJI TPH, OJJHAK CYTTEBO ITIIBUINYIOTh 3pYYHICTh Ta
KOM(}OpPT irpoBOro 10CBiTy.
Raycast (Raycasting) — MmeTo1 TpacyBaHHS IPOMEHSI Y TIPOCTOP1 TPUBUMIPHOI CIICHH
JUTSL BUSIBJICHHS TIEPETHHIB 13 TEOMETpicro a0 Kojaiiaepamu.
Vulkan — mixkmiaTdopmuuii HU3BKOpiBHEBUH APl 111 poOOTH 3 TPUBUMIPHOIO

rpadikoro Ta oduucnenuamu Ha GPU, po3po6aenuit Khronos Group sik HacTynmHHK

OpenGL.



BCTYII

B choronieHHi, Bieoirpu SIBISIOTBCS TaKOK X  HEBIJ €MHOI YacCTHUHOIO
MOCSKJEHHOTO JKUTTA MUIBHOHIB JIIOJEM, K 1 mneperyian (QuUIbMIB, Cepialis,
MePECIyXOBYBaHHS MY3UKHU OHJIAWH YW CIIOKMBAHHS JIFOOOTO IHIIOTO IU(POBOro
KOHTEHTY. PUHOK Bii€oirop € ogHUM 13 HAaWOUIbII AUHAMIYHO 3pOCTAIOYUX CEKTOPIB
r100anpHOT IU(POBOI EKOHOMIKHM Ha ChOT'OJIHI, 3@ OI[IHKAMU JOCTITHUIIbKUX areHIIiH,
fioro ob6csr y 2024 poui nepesumuB 282 mupa nonapis CIIA, a mporHo3oBaHa
BapTicTh puHKY 110 2030 poky, 3a pi3HUMHU MiJIpaxyHKamu, KonuBaeTbes Big 600 1o
721 miupa nosapiB pU cepeaHbOpIiYHOMY TeMini 3pocTtanHs noHaa 10% [7]. Taki
MOKAa3HUKM CBiT4aTh MPO T€, IO BiJCOIrpH BXKE HABHO TMEpecTaln OyTH CyTO
PO3BaXKaITLHUM SIBUILIEM 1 TEPETBOPUIIUCH Ha TOBHOIIIHHY KYJBTYPHY Ta TEXHOJIOTTYHY
IHAYCTPIIO, 1110 MOPOJIKYE MOMUT HA IMUPOKUN CIEKTp (axiBLiB — Bl MPOrpaMicTiB i
XYJI0KHUKIB JI0 3BYKOBUX JIM3afHEPIB 1 HAPPATOJIOTB.

Cepen 6araTboX JKaHpIB, IO YTBOPIOKOTH CYYaCHUH TUIACT BIZEOIrOp, 0COOIMBE
Miclie 3aiimMaroTh mryTepu Bin nepinoi ocobu (First Person Shooter, FPS). XKaup Gepe
CBIH TI0YATOK BiJl paHHIX TPUBUMIPHHUX irop movatky 1990-x pokis, tumy Wolfenstein
3D (1992) yu DOOM (1993), 3a moHa TpU AECATUIITTS IEPETBOPUBIIKCH HA OJIHH 13
HAWTIOMYJISIPHIIINX Ta HAUTEXHIYHO BUMOTJIMBIIINX HAIPSAMIB iIrpoBoi po3poOku. Bin
OXOILTIOE MUTBSIP/IM TPABIIIB IO BChOMY CBITY Ta IIOPIYHO F'eHEPYE MUIbSP/IU J0JapiB
JOXOAYy BIJ TpoJaxiB Ta MoHeTH3allii. KItouoBOI0 XapaKTEPHUCTHKOIO >KaHPY €
3aHYpEeHHS TPaBIsl B ICPOBHI MPOCTIP Yepe3 MEepPCHEeKTHBY BiJ MEPIIOi 0coOu, Mo
BUXOJIUTH 3 HA3BU XKAHPY, Ta y MOEIHAHHI 3 PEaKIIMHIMU MEXaHIKaMHu CTPLILOM Ta
JUHAMIYHUM TIEpEeMIIEeHHSIM GOpMYy€e YHIKATHHUN IHTEPaKTUBHUN JOCBIJ.

3pocTaro4uii pUHOK irop 00YMOBITIOE BIIMTOBITHUHM MONUT Ha (axiBIliB i3 IrpoBOT
PO3pOOKH, TOMY TUTaHHS MIATOTOBKU PO3POOHHKIB, 03HAWOMIICHHS 1X 13 CydaCHUMU
IHCTpYMEHTaMH Ta IMIX0JaMHU € OLIBIN aKTyaTbHUM, HiK Oyab-Koiu. OJTHAM 13 TaKUX
IHCTpYMEHTIB € BimkpuTwii irpoBuii pymiii Godot Engine, saxuii 3a ocTaHHI pOKH
JEMOHCTPY€E CTPIMKE 3pOCTAaHHS MOMYJISPHOCTI: KUIBbKICTh 1rOp, BUMYIIEHUX 3 KOro
ngomoMorow y Steam, 3pocna Bim 47 y 2020 poui mo monax 1500 y 2025 [21].

Bigkputuit Buximauit kop, jgineHsis MIT, BiaACyTHICTh posUITI Ta HATUBHA MIATPUMKA



5

Vulkan-pennepepa poonsate Godot Engine npuBadiuBoro miathopMoro sK s 1HIi-
PO3pOOHMUKIB, TaK 1 JIJIsl HABUAJILHUX 1 JOCTIAHUIBKUX MMPOEKTIB.

Mertoto mi€i kBamidikaiiitHoi poOoTH € po3po0Ka MPOTOTUIY KOMIT'FOTEPHOI I'PU
xaHpy FPS 3acobamu pymis Godot Engine Bepcii 4.6+ 13 peanizaiiero 0a30BUX
MEXaHIK JKaHpPy: CHCTEMH KEPYBaHHS IEPCOHAKEM, MEXaHIKH 3aCTOCYyBaHHS
BOTHEMAaJbHOI 30p0i, cUCTEeMU peecTpallii MomKoKeHb Ta Habopy QOL-eneMeHTiB,
110 IMiJIBUIIYIOTh PIBE€Hb 3aHYPEHHS B ITPOBHII IIpOIIEC.

OO0'eKTOM NOCHIIKEHHS € MPOIEC MPOEKTYBAHHS Ta PO3POOKH TPUBUMIPHUX
IPOrpaMHOi ApXITEKTYPH Ta B3aEMO/11i OCHOBHUX IrpoBuX mijcucrem. OcobnuBa yBara
NPUAUIETHCS peaizailii MexaHik, 110 0e3Mocepe/IHbO BIUIMBAIOTH HA ITPOBUM MPOIIEC
Ta KOPUCTYBAI[bKUIA JIOCBiJI, 30KpeMa CUCTEM KEpYBaHHS MEPCOHAXEM, B3aEMOJIIT 31
30po€to, OOpOOKM TOMIKOMKEHb 1 JOMOMDKHHUX MEXaHI3MIB, CIPSIMOBAaHUX Ha
MIBUIIICHHS PIBHS 3aHYPEHHS TpaBlisl B iIrPOBE CEPEIOBUIIIE.

[IpenmeToM HAOCHIIKEHHS BHUCTYNAlOTh METOJH, QJITOPUTMHU, apXITEKTYpHI
naTepHU Ta MPorpaMHi 3aco0m peastizallii KiarouoBux MexaHik FPS-irop Ha 6a3i pymris
Godot Engine. Jlo mpeameTHO1 001aCT1 TOCTIKEHHS HaJeXKaTh MIX0IU 10 TOOYI0BU
CHUCTEM KEpyBaHHS IMEPCOHAKEM 13 BUKOPHUCTAHHSM CKIHUCHHHX aBTOMATIB CTaHIB,
peanizaiiss MOAYJBHOI CUCTEMHU 30pOi, MEXaHI3MIB CTPIILOM Ta PeeCTparlii BIyJYaHb,
opraHizailis B3aeMOii MDK OKPEMHMH IIPOBHUMH KOMIIOHEHTaMH 3a JOIIOMOTOIO
CUTHAJIIB 1 peCypCiB PyIIis, a TAKOXK CIIOCOOM peatizallii TMHaMIYHOT KaMepH Ta 1HIITUX
QOL-mexaHik, 0 MOKPAIYIOTh CIPHHHATTS IrPOBOTO MPOIECY KOPHUCTYBAUCM.

JIJist TOCSITHEHHST TIOCTABIIGHOT METU B POOOTI BHUPIMIYIOTHCA TaKi 3aBIaHHS:
aHai3 TeOPETUUHUX OCHOB kaHpy FPS Ta ormisa kimouoBux MexaHik, mo GpopmMyroTh
JIOCBII TPaBIls; TIOPIBHSUIBHA XapaKTePHUCTHKA CY4YaCHUX IrPOBUX pYMIiiB Ta
oborpyntryBanHs BuOopy Godot Engine; mocmijpkeHHS apXiTEKTYpHOTO TaTepHY
CKIHUEHHOTO aBTOMAaTy CTaHIB CTOCOBHO KEpPyBaHHS IMEPCOHAXKEM; MPOEKTYBaHHS
KOHIIENTYaJIbHOI MOJIEJI1 IrPOBOr0 MPOTOTHUITY Ta CKJIaJaHHS TEXHIYHOTO 3aBJaHHS;
MpakTUYHA peai3allis BCIX KIIOYOBUX miacucteM rpu 3acobamu  GDScript;

TECTYBaHHS MIPOTOTHUITY Ta aHAJI3 OTPUMAHUX PE3yJIbTATIB.
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[IpakTnyHe 3HayeHHS POOOTH TOJSrae y CTBOPEHHI (PYHKIIOHAIBHOIO
MPOTOTUIY TPUBUMIPHOI KOMI'tOTEpHOI I'pu xaHpy FPS 13 peanizopanumu 6a30BUMHU
MEXaHIKaMM, XapaKTepHUMU JUIsl Cy4acHUX IIyTEpiB Bix mepuioi ocodu. Y Mexkax
MIPOEKTY PO3POOIECHO CUCTEMY KEpPYBaHHsS MEPCOHAXEM, MOIYJIbHY CHUCTEMY 30poi,
MEXaHIKy CTpUIbOM a TaK0X KOMIUIEKC JOMOMIDKHUX CHUCTEM, 30KpeMa AMHAMIYHY
KaMepy Ta 1HIII €JIEMEHTH, CIPSAMOBAHI Ha MOKPAIICHHS KOPUCTYBAlIbKOTO JAOCBINY.
Pesynprarom poOOTH € mNporpaMHUN MPOAYKT, SKHH JITEMOHCTPYE MOKIHBOCTI
BukopuctanHs pyumis Godot Engine ayis CTBOpEHHS IHTEPAKTUBHUX TPUBUMIPHHUX
3aCTOCYHKIB 1 MOXKE CIyT'yBaTH OCHOBOIO JJIsi TIOJANBIIOTO PO3BUTKY MOBHOIIIHHOI
rpu. CucreMatn3oBanuii y po06oTi AocBia BukopucTtanHus pyuris Godot Engine, MoBu
nporpamyBanas GDScript Ta apXiTeKTypHUX MaTepHiB PO3pOOKH TPU CTAHOBHTH
NPAaKTUYHY IIHHICTh JJIsl CTYAEHTIB, MOYATKIBIIB-PO3POOHUKIB Ta BCiX, XTO BUBYAE
Cy4yacH1 TEXHOJIOT1i CTBOPEHHS KOMII'IOTepHUX irop. Marepianu poOOTH MOXKYTh OyTH
BUKOPUCTaHl K HaBYAJbHO-METOJAMYHA OCHOBA IIIJ Yac BUKJIAJAHHSA IUCLUILIIH,
NOB'A3aHUX 13 TPOrpaMyBaHHSAM, KOMII'IOTEPHOIO TIpadikoro, MPOEKTYBAHHIM
IpOrpaMHOro 3a0e3MeUeHHs Ta IrPOBOI0 PO3POOKOIO.

3a Temoro kBamidikaiiHo1 poO0oTH O0yJI0 OMy0IiKOBaHO TE3U:

1. BpoBuyk K. P. Po3pobka xomm'torepHoi rpu sxkanpy First Person Shooter
3acobamu pymrist Godot Engine / K. P. bposuyk, B. 0. I'abpyces // Marepianu
koH(pepenrrii. — Teprominb, 2026.

Crtpyktypa pobotu. Kpamidikamiitna poOoTa CKIamaeTbes 31 BCTYIy, TPhOX
pPO3MAiNTiB, BHUCHOBKIB Ta CIUCKY BHUKOPUCTAHHX JDKEpeN. Y TepImoMy po3auli
BUKJIaJICHO TEOPETUYHI OCHOBH po3poOku irop »xkanpy FPS. J[lpyruit posnmin
MPUCBSYCHO TMPOEKTYBAHHIO ITPOBOTO MPOTOTUIY. TpeTiii  po3aial  OMUCYE
Oe3mocepenHio peamizariito mpoekty Ha pymii Godot Engine 4. 3arampHuii oOcsr

poOoTH cTaHOBHUTH 61 CTOPiHKY, CrTUCOK mkepen Hamiuye 40 mo3uIlii.



PO311JI 1 TEOPETUYHI OCHOBHU PO3POBKH IT'OP )KAHPY FPS

1.1 Kaunp FPS: renesuc, kiacudikauisi Ta cydyacHuil cTaH

[IyTepu Big mepioi ocoOu sk caMOCTIMHA >KaHpPOBa Kateropisi chopMyBaIuCh
Ha pyOexi 1980-x — 1990-x pokiB, xo4ya mepeIyMOBH BHHUKHEHHS >KaHPY MOKHA
BiJIIITYKATH ITIE B PaHHIX apKaJJHUX aBTOMAaTax Ta TCKCTOBUX MPUTOHUIILKHX iTpax, Je
rpaBIll0 MPOIMOHYBaNacsi Cy0'eKTUBHA TOuka 30py. Ilepiioro 3HAYYIIOW TPOO, SKY
NPUIHITO BBAYKATH POJIOHAYAIBHIKOM JYKaHPY Y HOro cydacHOMY po3yMiHHI, € Maze
War (1973-1974), mo m03BosisIa MepeMilaTUCh JIAOIPMHTOM Bij mepiioi ocoOu Ta
3HMIIYBaTH cynepHUKiB. OHAK CIpaBKHE HAPOJDKEHHS JKaHPY TOB'SI3aHE 3 BUXOI0M
Wolfenstein 3D Bin id Software y 1992 pomi — rpu, mo Boepiie 3amporoHyBaia
TEXHIYHO TEPECKOHJIWBUNM TPUBHMIPHHM TMPOCTIp, IIBHUIKE IICPEMIIICHHS Ta
MEePECTPUIKO-OPIEHTOBAHUHN TeiMIIIel, cpOpMyBaBIIM THM CaMHM IITaOJIOH IS BCiX
HACTYIMHUX NPEJICTABHUKIB KaHPY.

PeBomnoriitHIM TOIMITOBXOM JjIsl TToAaIbIoro po3Butky FPS crama rpa DOOM
(1993), Takox po3pobisena id Software. Bona He juIe 3Ha4HO MiABUINNIIA TEXHIYHY
IUIAHKY JKaHpPYy, BIPOBAAMBIINM TICEBAO-TPUBUMIPDHUNA PpEHIEPUHT Ha OCHOBI
TpacyBaHHS CEKTOPIB, a ¥ 3ampoBaauiia MepexeBy rpy tuny deathmatch, 3akmapmm
dbyHIaMEHT I BCHOTO KaHpy oHmanH-myTepiB. Quake (1996), HacTymHUNA MPOEKT
Ti€T caMoi CTyil, IEPEHIIOB 10 MOBHOI[IHHOTO TPUBUMIPHOTO PYIIIis, BIIMOBUBIIUCH
BiJl 0OOMEKEHb JBOBUMIPHUX KapT, 1 BBIB Y ITUPOKUIA YKUTOK IMOHATTS PyX-Ha-MUIIIII],
10 ¥ JOHWHI 3aJIMIIAETHCS CTAaHAAPTOM KepyBaHHS Y JKaHPI.

Hampuxkiami 1990-x 1 Ha mouatky 2000-x pokKiB >XKaHp 30araTtuBcsi HOBHUMH
nimpkaapoBumu Hanpsmamu. Half-Life (1998) Bin Valve mpomemonctpysas, sik FPS
MOX€ TIO€IHYBATH €KITH 13 HApaTUBOM 0€3 TMepepuBaHHS IrpOBOTO MPOIIECY
karcuenamu. Counter-Strike (2000) yBiB y MacoBy CBiIOMICTh TaKTUYHHHA ACTEKT
KOMAaHJHUX IIyTEPiB, J€ KIIOYOBUMU CTAIH HE pePIICKCH, a KOOPAUHALIS Ta CTpaTerisl.
Halo: Combat Evolved (2001) nepeocmucnus sxaHp 1uisi KOHCOI€H 1 mokasas, 1o FPS

Moxe opraniuHo icHyBatu 3a mexamu [IK. Cepis Battlefield (2002—n0 croroani)
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PO3BUHYJIA MOHATTA MAaclITaOHUX OAaraTOKOPHCTYBALIBKUX OWUTB 13 TPAHCIOPTHUMH
3aco0aMu Ta KJIacOBOIO CHUCTEMOIO. JleTanbHillie PO KIFOYOB1 €Taly PO3BUTKY XKaHPY
HaBezieHo B Ta0uii (Tao. 1.1):

Ta6muug 1.1: KimrowoBi etanu po3Butky xaHpy First Person Shooter (1973-2024)

Pik Hazpa / [Tnatdopma | KirouoBa iHHOBAIIIS KaHPY
Po3po6HuK
1973 | Maze War / Po6oua [lepuie nepemitieHHs B IEPIIoi ocoou B
NASA Ames CTaHI{IA 3D-naGipunTi, koHeniisa deathmatch
Imlac

1992 | Wolfenstein 3D | DOS, PC Komepuiiinuii FPS 31 mBuakicHuM

/ id Software PEHKACTHHIOM, CTEJIC-€JIEMEHTH, 11a0JI0H
60iB
1993 |DOOM/id DOS, PC [IceBmo-3D BSP-pymiiii, MepexeBmuit
Software deathmatch, monudikariiina crisbHOTa
(WAD)
1996 | Quake/id DOS, [epruit moBHOIIHAM 3D-pyiii,
Software Windows QuakeWorld-mepexa, 180° ormsa Muieio
1998 | Half-Life / Windows | Be3snepepBuuii HapaTuB 0e3 KaTcieH, Al
Valve NPC-c0103HHKH, CKPHUITTOBI MO11

2000 | Counter-Strike / | Windows Taktnunuii komaugauii FPS, economy-

Valve CUCTEeMa, KACTOMHHI MaIl-KOHTCHT
2001 | Halo: Combat Xbox ITosBHominuuii FPS-reiimiuieii Ha
Evolved / KOHCOJIAX,
Bungie
2004 | Far Cry/ Windows | Binkpuruii cBiT y FPS, peanictuana
Crytek pocnunHicTh, CryEngine

2007 | Team Fortress 2 | Windows, | KomepiiliHe 3apo/KCHHS KaHPY

/ Valve Xbox IEPOMCHKOIO MIyTEPY




2009 | Modern Multi Killstreak-cucrema, kacTOMHI KJ1acH,
Warfare 2 / MacoBa MOMYJspHU3AaIlisl )KaHPY
Infinity Ward

2014 | Overwatch / Multi 3anpoBa/KEHHS CYy4aCHOTO CTaHAAPTY
Blizzard KJIACHYHOT'O T€POUCHKOTO IIYTEPY

Entertainment

2016 | DOOM Multi Glory Kill, push-forward combat, arena-
(rebooted) / id design, nemoncrparrist Vulkan API
Software

2020- | Valorant, CS2, |PC Ability-based arentun, live-service Mozenb,

H4. | Apex Legends esport-exkocrucreMa

[TpumiTka: Tabnuiro CKiI1aIeHO Ha OCHOBI aHAJI3Y BIKPUTHUX JKEPEIT Ta aKaJeMIYHUX
myOJTiKaIii.

CyyacHuii cTaH »JKaHpPY BiI3Ha4YaeTbcsl Horo auBepcudikaiiero Ta
TEXHOJIOT1YHUM yCKJIaJgHeHHsAM. FPS-irpum chorojmHi Mo)KHa MOJUIUTH Ha KUIbKa
OCHOBHHUX HANPSAMIB: apeHa-IIyTepu 13 cumeTpudHuM reimiieeM (Quake Champions,
Diabotical); TakThuHi myTepu, ae KIFOYOBOK € KOMaHIHA B3a€MOJIisS 1 BUCOKA I[iHA
nommiiku (CS2, Valorant, Rainbow Six Siege); HapaTHBHI CHHIJIUICEPHI MIYTEPH 3
aKIICHTOM Ha CIOKET 1 JociipkeHHs cepenoBuia (cepis BioShock, Dishonored,
Deathloop); battle royale — wmacoBi mar4i i3 MOCTIHHO 3BYXXYBaHHM IIPOBUM
npoctopoMm (Warzone, Apex Legends, PUBG); myrepu-poranuku ta aytep-uryTepu
(Borderlands, Deep Rock Galactic). Koxen i3 mux mipkaHpiB ameiroe A0 Pi3HUX
ayJIUTOPid, OJTHAK yCi BOHW 00'€HAHI CIIUIBHAM 3HAMEHHUKOM — MEPCIEKTUBOIO BiJ
MepIIoi 0cOOM Ta IEHTPATLHUM MICIIEM CTPUICIIBKUX MEXaHIK y IrpOBOMY IPOIIECi.

3 HayKOBO-IOCTITHUIIBKOT TOYkK 30py kaHp FPS e mpenmerom akTtuBHOTO
BUBUYCHHA. P0O0TH y cdepi irpoBoi neuxosnorii Ta UX-nu3aitHy BCTaHOBITIOIOTH 3B'SI30K
MDK MeXaHIYHMM au3aiitHoM FPS-irop Ta MCUXOJOTIYHUM CTAaHOM TpaBIf, 30KpeMa
dbenomenoM notoky (flow) — craHy MOBHOIrO 3aHYpEeHHS! Ta KOHILIEHTpaIlii, AeTaIbHO

onucaHoro Mixaem Yukcentmixai. JlocmipkeHHs moka3yioTh, mo FPS-irpu €
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0COONMBO €(PEKTUBHUMM ITHCTPYMEHTAaMU [JIsl BBEJEHHS TpaBUsd y CTaH IOTOKY
3aBAsIKM O€3MepepBHOMY 3BOPOTHOMY 3B'SI3Ky, WYITKIA METI Ta MOCTYHOBOMY
HapoueHHto ckinaaHocti [13]. e poOuTs aHp LIHHUM HE JUIIE K KOMEpPLIMHMMA
MPOJYKT, a M AK 00'€KT aKaJeMIYHOTIO aHali3y B KOHTEKCTI JIFOAMHO-KOMI'FOTEPHOT
B3a€MOJII.

Ananiz Toro, sikuM 4uHOM FPS-irpu yTpuMyloTh TpaBLiB pPI3HOTO pIBHS
HaBUYOK, CBITYHTD, 1110 KIFOUYOBUMU (pakTOopaMu €: 30aaHCOBaHA CUCTEMA HArOPOJIH,
110 J103BOJIsS€E MEHII JOCBITYEHUM TpaBLsIM BITUYTH MPOTpec; BaplaTUBHICTh IIPOBUX
CUTYyaIll}, siKa 3a1o0irac 0JJHOMaHITHOCTI; Ta HAIBHICTh TNIMOOKUX MEXaHIK, OCBOEHHS
AKUX BIIKpUBA€E HOB1 PiBHI MaCTEPHOCTI J1s 1ocBiYeHUX rpaBiiB [1]. L1 npunmumnmu
(bopMyIOTh Te, 110 AU3aWHEPH HA3UBAIOTh «JIETKO HABUMTUCS, CKIAJHO ONaHyBaTH —

MiAX1/1, 1110 € OJTHUM 13 CTOBITIB YCHIIITHOTO FeiMIU3aiHYy.

1.2 Irpogi pyuuii: kiacudikaiisi, mnopiBHsAJIbLHA XapaKTePUCTHKA

IrpoBuii pymriit (game engine) € 1EHTPaIbHUM THCTPYMEHTOM Cy4acHOT irpoBOi
PO3p0OKH. 3 TEXHIUYHOI TOUKH 30pYy PYIIiH ABJISIE COOOI0 TPOTPaMHHI PPEHMBOPK, 110
HajJae po3poOHMKAM Habip TOTOBUX IMiJICHCTEM 1 3a0e3reuye BHUKOHAHHS THUITIOBHX
I'pOBHUX 3aBJaHb. PEHICPUHT JBOBHMIPHOI Ta TPUBUMIPHOI TpadiKu, CUMYJISIIIO
¢i3uKH, BIITBOPEHHS 3BYKY, 0OpOOKY BBEJICHHS, YIPABIIHHS peCypcaMu Ta MEPEKEBY
B3a€EMOJII10. BukopucTanHs pymris 103BOJIsi€E aOCTparyBaTHCh Bil HU3BKOPIBHEBHUX
JeTalield Ta 30CepeAuTH 3yCUJUlsl Oe3mocepeqHhO Ha IrpoBid JIOTIII ¥ AW3aiHI.
JlocnimKeHHsl B Tally31 apXITEKTYPH PYIIIiB MAKPECTIOIOTh, 1110 MPaBUILHE PO3YMIHHS
iXHBOT BHYTPIITHBOT CTPYKTYpU € HEOOXIMHUM JUisi €EeKTUBHOTO BUKOPUCTAHHS Ta
orrumizaiii [16].

3arajom irpoBi py1Iii KIIacH(IKyIOTh 3a KUTBKOMa 03HaKaMu. 3a apXiTeKTYpPHUM
MPUHIIUIIOM BHOKPEMIIIOIOTH PYIINii Ha OCHOBI KOMIIOHEHTHOI CHCTEMH CyTHOCTEU
(ECS — Entity Component System), 1o BUKOpHCTOBY€ Taki pyiii, sk Unity ta Bevy,
Ta pylii Ha OCHOBI i€papxii CLeH 1 By37iB, 10 Akux HanexuTh Godot Engine. 3a

LIUJIbOBUM MPU3HAYCHHSIM PO3PI3HIIOTh YHIBEpPCAIbHI PYIIIii 3arajJbHOrO MPU3HAYEHHS
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(Unity, Unreal Engine, Godot) Ta cneuianizoBaHi, Opi€HTOBaHI Ha BY3bKI 3aBJaHHS
(RPG Maker nns ponboBux irop, Ren'Py mis Bi3yanbHuUX HOBeN). 3a MOJEIUIIO
JUEH3YBaHHs pyllii NOAUIAIOTh Ha KoMepuiiHi 3 posiTi (Unreal Engine, mo crarye
5% Bia moxoay moHaa 1 MiTH goJapiB), KOMepIiiHi 3 pikcoBanoto mianuckoro (Unity),
MOBHICTIO O€3KOIITOBHI 3 BiAKpUTUM KOJ0M (Godot) Ta O€3KOMITOBHI JIJIsl OCBITH.

Ha croroani, HamonyiasipHIIIMMUA Ta HAWYaCTIIIMMH Y BUKOPUCTaHHI € TPH
irpoBi pymrii: Unity, Unreal Engine ta Godot Engine. KokeH i3 HUX Ma€e BHpaKeHi
nepeBaru Ta OOMeEKEeHHsI, [0 3YMOBJIIOIOTH JOLUIBHICTh iX 3aCTOCYBaHHS y PI3HUX
cuenapisx (Ta6. 1.2). [lopiBusibHul ananiz Unity Ta Godot y KOHTEKCT1 HaBUaIbHUX
MPOEKTIB Mokasye, mo Godot 3HaAUYHO 3HUKYE TOPIr BXOJY 32 PaXyHOK MPOCTIIIOTO
cuntakcucy GDScript Ta IHTYITHBHOT CTPYKTYpH TIPOEKTY [2].

Tabnuus 1.2: [TopiBHsIBbHA XapakTepucTrka irpoBux pyuiiB Unity 6, Unreal

Engine 5 ta Godot Engine 4 (ctanom Ha 2025 p.)

Kpurepiii Unity 6 Unreal Engine 5 Godot Engine 4
Jliuensis [TepconanpHa BeskomroBua 10 $1 | MIT — nmoBHicTIO
Oe3komroBHa / Plus | miH noxony; 5% BIIKpUTHH, 0€3
Bix $185/mic POSUITI IOHAT pOsUITI Ta OOMEKEHb

(runtime fee

ckacoBaHo y 2024)

Moga C# ((NET 8) C++ / Blueprint GDScript, C#, C++
CKPUIITUHTY (Bi3yasIbHMIN) (GDEXxt)

[Topir Bxoxy | CepenHiii Bucoxkwuit Huzbkuii
I'padiunnii DX11/12, Vulkan, | DX12, Vulkan, Vulkan, DX12

API Metal Metal (exp.), GL3/ES3
Pennepep ms | URP / HDRP Lumen + Nanite Forward+ / Mobile
3D

[TigTpumka PhysX / Havok Chaos Physics Godot Physics / Jolt

bizukH (4.3+)
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Po3mip ~2-4T1b ~60-80 I'b ~70-120 Mb
IHCTAJIALI]
py1is

JoxymenTaiiis | Biaminna Jlobpa Hobpa ta 3pocrtae

(SIKICTB)

Posmip HaiiGinpia Benuka Cepennsi, 3pocTae
CIUIBHOTH

(2025)
ina gs 0 (mo $200K/pik) 0 (mo $1M nmoxony) | 0 (HeoOMEKEHO)

KOMepII.

penizy (iH11)

ITpumitka: ITlopiBHSAIBHI JaHI CKJIaJA€HO Ha OCHOBI O(iIiHOI JOKyMeHTaIlii Ta
MOPIBHSJIBHUX JOCIIIKEHb [2, 16].

Unity € HaWMOMMPEHINIUM PYIIIEM cepejl 1HIi-pO3pOOHUKIB 1 MaluX CTYyIii
3aBASKM IIUPOKIA JOKYMEHTaIlli, BENUKIA CHIUIBHOTI Ta MIATPUMII MOOUIBHHX
mwiatdopm. [Ipote y 2023 poiri KoMITaHist OT0JI0CHIIA TIPO 3MIHY MOJIEN JTIIIEH3yBaHHsI,
0 CHPUYMHUIO MACOBUH BIATIK PO3POOHUKIB Ta MIJABUIIECHUNM I1HTEpEC M0
anprepHatuB. Unreal Engine Bupi3Hs€ThCS KiHEMATOrpadidHOIO SKICTIO rpadiku Ta
KOMIUIGKCHUM Ha0OpoM 1HCTpyYMEHTIB (30kpema, cucreMoro Blueprint mus
BI3yaJIbHOTO MPOTPaMyBaHHs ), OHAK MPEJ'ABIISI€ 3HAYHO BUIIII BUMOTH JI0 allapaTHOTO
3a0e3nedeHHs Ta MoTpedye riIMbOKMX 3HaHb Bif po3poOHmka. [Toporom Bxomy mms
Unreal € He numie TexHiYHA CKIATHICTh, a ¥ HEOOXIAHICTH POOOTH 3 MACHUBHUMU
PO3MipaMH IIPOEKTIB Ta TPUBAJIL MPOIESCH KOMITLJIAIIII.

Godot Engine 3aiimae o0coOMuMBY HIimly Ha PUHKY: OyIydd TOBHICTIO
OE3KOITOBHUM BIAKPUTHM pymrieM i Jinensiero MIT, BiH mpomoHye cydacHuUi
HaOlp IHCTPYMEHTIB, IOCTATHHO MOTYKHUX JUIsI PO3POOKH 5K 1H/II-IrOp, TAK 1 BEIMKUX
Ta KOMIUICKCHUX TpOEKTIB. 3HakoBa momis 2025 poky — Buxim Slay the Spire 2,
po3pobiienoro Ha Godot micist Toro, sIK CTy/1is BIAMOBUIIACH BiJl IBOX POKIB pOOOTH Ha

Unity, — 3i0paB noHaj 574 TUCSYi OJTHOYACHUX TPABIIIB y Steam Ta MpOJeMOHCTPYBaB
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KoMepuiiHui notenuian pymis [21]. Lle cBiguuth npo Te, mo Godot Bxxe BUNIIOB 32
MEXl CYTO HaBYaJIbHOIO IHCTPYMEHTY 1 € TOBHOLIHHOIO IUIaTQOPMOIO s
KOMEPIIIIHOT pO3pOOKH.

3 apxITEeKTYpHOi TOYKH 30pYy YCI TPU PYUIli peasli3yloTh KOHBEEP PEHACPUHTY
peasprHOTO Yacy, Xxoua BUKOpUCTOBYI0Th pi3Hi API. Vulkan ctaB crannaprom ne-gakto
JUISL cCy4acHUX pyuiiB, ToAl sk DirectX 12 3anuiaeTscs mpeporatuBoro miargopmu
Windows ta Xbox. Godot Engine 4 mnepeiilioB Ha BIIACHUN peHIEpED
RenderingDevice, nodyaoBanuii moBepx Vulkan, mo 3abe3neunsio 3Ha4HUN CTPUOOK
y IPOAYKTUBHOCTI Ta SKOCTI rpadiku MOPIBHSIHO 3 TPETHOIO Bepcieto pymris. CyyacHi
rpadiyHi KOHBEEpH mependavarTh Kiibka CTajidi 0OpoOKu 300pakeHHs: 30UpaHHS
reoMeTpii, TpaHcpopMallilo BEpIIMH, pacTepu3allilo, BUKOHAHHA (PParMEeHTHUX
nieiiepiB, MocT-oOpoOKy — 1 KOXKHA 3 HUX MOXke OyTH HallalToBaHa abo po3lIMpeHa

3aco0amu BiINOBiIHOTO pyiis [24].

1.3 Godot Engine sik niiatdgopma aJisi po3podKu TPUBUMIpHHUX irop

Godot Engine € BiIKpUTHUM IrpOBHUM pYIIiEM, pOo3po0OKa SKOTO Po3Iovaiach y
2007 pomi XyanoMm JliHenpkuM Ta ApiereM MaH3ypoM sSK BHYTPIIIHIN 1HCTPYMEHT
iXHBOT apreHTHHCHKO1 cTyail. Y 2014 pori pymiii 0ys0 omy0IiKOBaHO y BIIKPUTOMY
nocTyri i ainensiero MIT, 1o o3HaMeHyBaJIo TOYAaTOK HOT0 CTPIMKOTO IMOITHPEHHS
y CIIUTBHOTI He3aJeXHUX po3poOHMKiB. YeTBepTa ocHOBHA Bepcisa pymiis, Godot 4.0,
Buiinuia y 2023 pori 1 O3HaMEHyBaJlla KapAWHAIBHY MEpPEepoOKy apXiTeKTypu
pEHIEPHUHTY, CUCTEMHU (I3UKH Ta psAxy 0a30Bux migcucteM. CTaHoM Ha KBiTeHb 2026
POKY aKTyalbHOIO CTaOLIbHOIO Bepciero € Godot 4.6.2.

[TpuHIIMMIOBOIO apXiTekTypHOIO pHucor (Godot € iepapxis CIleH Ta BY3IIiB
(Nodes). Koxna rpa y Godot ckmamaeTscs 3 nepeBa BY3JiB, J€ KOXKEH BY30J €
CaMOCTIMHUM 00'€KTOM 13 BJIaCHUMH BJIACTUBOCTIMH, METOAaMHU Ta curHaiamMu. CiieHu
— e ¢parMeHTH LbOTro JiepeBa, 30€epekeHl AK OKpeMi (ailiu, 1Mo MOXYTh OyTH
MOBTOPHO BUKOPUCTAHI, YCMaJAKOBaHI Ta BKJIaJACHI OJHA B OAHY. Takuil MiAXif

MIPUPOJIHO peajizy€e KOHIEMII0 KOMIOHEHTHOI apXITEKTypH, /i€ MOBEAIHKAa 00'€KTIB
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dbopmyeThbcst yepe3 IXHE Miclie y lepapxii Ta MiAKIOYeH1 cieHapii. Bysnosa
apxitektypa Godot HPUHIIUMIIOBO BIAPI3HSETHCS B MOHOJITHMUX KOMIOHEHTHHX
cucteMm Unity abo ECS-nigxony Unreal Engine, 1 1151 BLAMIHHICTb CYTTEBO BIUIMBA€E HA
crocid MUcIeHHs po3poOHuKa [26].

Just tpuBumipHux irop Godot mpomoHye cremiani3oBaHUl HaOlp BY3JIB:
CharacterBody3D nnsi kepoBaHUX TMEPCOHaXIB 13 BOYJOBAHOK MiIATPUMKOIO
NepeMillleHHs Ta BUABICHHs 31TKHeHb, RigidBody3D nns ¢izuuno cumynboBaHHX
o0'exTiB, StaticBody3D miist Hepyxomoi reometpii, AnimationPlayer Ta AnimationTree
s ynpaBiiHHs aHiMaiisiMu. Cuctema ¢isuku B Godot 4 mepepobOieHa 1
BUKOPUCTOBYE BiacHUM Pizuunuil pymiit Godot Physics, 1o niarpumye JuckpeTHe Ta
HETIIEpEepBHE BUSBIICHHS 31TKHEHBb. KpiM TOTO, pymIili Hajae iHCTPYMEHTH IS 3aIUTY
¢i3uunoi cuenu: RayCast3D nmns tpacyBanns npomeHiB Ta ShapeCast3D s
NEePEeBIPKU MEPEKPUTTIB 00'eMHUX (HOPM.

Moga mnporpamyBanusi GDScript € kmouoBoro yactuHoto ekocuctemu Godot.
BoHa po3po0iisnach 13 aKIleHTOM Ha MPOCTOTY CHHTAKCHUCY Ta TICHY iHTerparito 3 API
pymrist. GDScript 2.0, mo 3'sBuBcs y Godot 4, oTpuMaB TUMI3aIl110, IO TIEPEBIPAETHCS
Ha eTarl KOMITUIAL1, BTaCHUN aCHHXPOHHUN MEXaHI3M uepe3 KI0UOBE CIIOBO await Ta
MOKpAIlleHe aBTOJOTOBHEHHS y penaktopi. 3aBasku Python-mogibHoMy cuHTakcucy
MOBA € JIOCTYITHOFO JIJIsI TOYATKIBI[IB, BOAHOYAC JTO3BOJISIOUH MUCATH CKJIQHI CHCTEMHU
0e3 3aiiBoi cuHTakcu4HOoi rpoMizakocTi. [lopsa 13 GDScript pymriit nigtpumye C# ta
C++ wuepes GDExtension, 1m0 BIAKpUBAaE MOXIUBOCTI i1 TepPOPMAHCHO-
KPUTUYHOTO KOJTY.

Cucrema curnainiB y Godot peanizye narepH croctepirada (Observer) Ha piBHI
pymis. KoxkeH By301 MOXE OTroJIONIYBaTH CHTHadd — TMOJIi, Ha SKIi MOXYTh
mignucatucs 1Hmi By3nu. lle 3abe3nedye crmaOky 3B'I3HICTH KOMIIOHEHTIB 1 €
OCHOBHMM MEXaHI3MOM MDKBY3JIOBO1 KOMYHIKallii. J{Jis TpUBUMIpHUX HIyTepiB Ieh
MEXaHi3M O0COOJMMBO BAXIJIMBHI: cUCTeMa 30poi MOXKe BUIPOMIHIOBATH CHUTHAI
MOTPATUISIHHS, Ha SIKUWA MIAMUCYETHCS KOMIIOHEHT 3/I0POB'S 1[1T1, — 1 )KOJEH 13 HUX HE

3Ha€ 0e3MmocepeIHhO MPO ICHYBAHHS HIIIOTO.
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Pennepep Godot 4+ 6azyerncs Ha Vulkan 1 miaTpumye nBa pexumu: Forward+
(17 MOTYXHUX HACTLIBHUX cucTeM) Ta Mobile (onTumMizoBaHuil ajis MOOUTBHUX
miatdopMm Ta ciabmoro 3amiza). Forward+ miarpumye KiacTepHUNM PEHACPHUHT, IO
1103BOJIsI€ €(DEKTUBHO OOPOOJISATH BEJIUKY KUIBKICTh JIXKEPEN CBIT/Ia 0€3 3HAYHUX BTpAT
npoayktuBHocTi. Cucrema wartepiaiiB noOynoBaHa Ha BaseMaterial3D, o
niaTpumye PBR-pennepunr ((hi3su4HO KOPEKTHUU PEHAECPUHI) Ta IIMPOKUNA HaAOIp
napaMmeTpiB MoBepxHi. JlocmikeHHS apXITeKTypu pyUIiB JUisi pPEeHIECPUHTY B
peallbHOMY 4Yaci MiATBEpDKYIOTh, 1m0 BUKopucTaHHs Vulkan mo3Bomsie mgocsraTu
3HAYHO Kpamioro po3noauty HaBaHTaxeHHs Mk CPU ta GPU 3aBasku sBHOMY
yIPaBIiHHIO MaM'ITTIO Ta KoOMaHaHUMHU Oydepamu [25].

3poctanns nomnymnspHocTi Godot BigoOpa)ae MIMPILY TEHICHIIIO Yy IFPOBIii
IHAYCTpIi 10 BUOOPY BIAKPUTHX Ta HE3aJIEKHUX 1HCTpyMeHTIB. 3a manumu GMTK
Game Jam, yactka npoektiB Ha Godot 3pocia 3 19% y 2024 no 40% y 2025 porti [21].
OnutyBaHHS cepea 1HAI-CTYIIM MOKa3ylTh, 10 BIIKPHUTI PyIIii CKOPOUYIOTh ITUKII
po3pobku Ha 20-30% 3aBASKM MPOCTOTI CKPUIITHHTY Ta BIACYTHOCTI JIIEH31MHUX
obmexxens [12]. Li uncna € cBimueHHsM Toro, mo Godot cTae HEe MPOCTO OCBITHIM
THCTPYMEHTOM, a BUPOOHHYOIO TUIaTGOPMOIO MEPIIOro BUOOPY LISl 3HAYHOT YACTUHU
PO3pPOOHHKIB.

1.4 TeopeTH4Hi 3acaau 3aHypPeHHS Ta irPOBOro MOTOKY

[TonsTTs 3aHypeHHs (immersion) € OJHUM 13 LEHTPAJIbHUX Y TEOPii IrpOBOTO
nu3aiiHy Ta irpoBidt mcuxosorii. i 3aHypeHHSIM po3yMieThbCs CyO'€KTUBHUN CTaH
TpaBIIs, IPH IKOMY BiH BiTUyBa€ ce0e «IPHUCYTHIMY Y IrpOBOMY CBITI 1 cClipuiiMae moii
TpU SIK 3HAYYIIl Ta pealibHi B KOHTEKCTI I[bOTO CBITY. 3aHYpeHHs HE € OIHApHUM
SBUINEM — 116 KOHTHHYYM, SIKHW 3aJIeKUATh Bia Oe3miui (pakTopiB: SKOCTI rpadiku,
MEPEKOHIMBOCTI ITPOBUX CHUCTEM, ayAIaIbHOTO JW3aiHy, HAPATUBHUX CJIIEMEHTIB Ta
CaMoro XapakTepy B3a€MOJI1 IpaBIIsl 3 CEPEJOBHILEM.

JI>keHiT Ta cmiBaBTOpU y cBOiil poOoTi 2008 poKy 3amporOHYBaIH i€papXidyHy
MOJIeb 3aHYPEHHS 3 TPHOX PIBHIB: 3ally4€HICTh (engagement), Jie TpaBelb IPUALILE
I'pi CBOIO yBary; 3aXoIljieHHs (engrossment), /ie rpa MOYMHAE IOMIHYBATH Y CBIZIOMOCTI

rpaBIls; Ta MOBHE 3aHypeHHs (total immersion), a0 MPUCYTHICTh — CTaH, IPHU SIKOMY
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rpaBelb «3a0yBaey» Mpo peanbHUid cBiT. i mIyTepiB BiJ Nepioi ocoOu TpeTiid piBEHb
€ HalOUIbII JOCSYKHUM CepeJl YCIX IMPOBUX >KaHPIB came 3aBASKH NEPCHEKTUBI B1J
nepIIoi ocodu, sika MIHIMI3y€ KOTHITUBHY JHUCTaHLII0 MK IpaBUEM Ta MEPCOHAXKEM
[9].

CyMDKHHUM 1 TICHO TIOB'SI3aHUM MOHSATTSIM € KOHIErIis moToky (flow), BBenena
y nicuxosioriuHii Hayii Mixaem Yukcentmixai. [1oTik — 11e cTaH MOBHOT KOHIIEHTpAIIii,
opu SIKOMY CyO'€eKT BHUKOHYE 3aBIaHHS Ha MeXl1 CBOiX 3/110HOCTEH, BiI4yBarOyu
BHYTPIIIHIO Haropojy BiJi caMOro mpoiiecy. Y KOHTEKCTI BiJCOIrop IOCIiIKEHHS
ncuxo(di310JIOrTYHUX peakiii rpaBiiB mig yac npoxoxeHHss FPS-irop — BkitouHo 3
BUMIPIOBaHHSIM €JIeKTpoeHIe(dasorpamMmu, eIeKTpOMIOrpaMy Ta IIKIPHO-TaJIbBaHIYHOT
peaxiiii — JEMOHCTPYIOTh YITKY KOPEJALIi0 MIX Cy0'€KTUBHUMU OI[IHKaMH 3aHYPEHHS
Ta 00'€KTUBHUMH MOKa3HUKAMHK 30yXKeHHS HepBOoBoO1 cuctemu [13].

Jl1ist MOCSITHEHHS cTaHy OTOKY Y FPS-Tpi kputuaanM € 6amaHc MiXk CKIaIHICTIO
3aBlaHb Ta HAaBUYKaMM TpaBls. SIKIIO CKIATHICTh 3HAYHO IEPEBUINYE HABUYKH,
rpaBellb BiA4yBae TPUBOTY Ta (QpycTpamio. SKIIO HABUYKU TpaBls 3HAYHO
NepeBaXaroTh HaJ CKJIAJAHICTIO — BUHUKAE€ HyAbra. MexaHiKd, HI0 T03BOJSIOTH
HiATPUMYBATU 1Iel OanaHc, BKIIOYAIOTh aJallTUBHY CKIAAHICTh, CUCTEMY Iporpecii,
BapiaTUBHICTh CUTYAIlIH Ta YITKUH 3BOPOTHHUH 3B'SI30K Ha il rpaBlisd. AHaJI3 cTpaTerii
yTpuMaHHa TpaBiiB y FPS-irpax mokasye, mo HailOuIbin e(heKTUBHUMU € Ti ITPH, AKi
HAJAI0Th BUIYYTTS MPOTPECy Ta KOMIIETEHTHOCTI IPaBIsIM yCiX PiBHIB MalCTEPHOCTI
[1].

3 Touku 30py peamizanii, 3anypenHs y FPS-tpi gopmyerbcs uucieHHMMU
TEXHIYHUMH pilieHHsIMUA. BulOip mepcrnekTuBU Bij mepuioi ocobu € HaWOLIbII
OYEBUJIHUM 13 HUX, OJJHAK HE MEHII BOKJIMBUMH €: HAsIBHICTh (DI3UYHO JJOCTOBIPHUX
aHiMaIii 30poi Ta pyk MepcoHaXka; peaxilis KaMepH Ha PyX Tija (XUTaHHS TOJIOBH MPHU
pyci, HaXWJI TPU TOBOPOTIi); 3BYKOBHH aHM3aliH, IO BioOpa)kae CTaH IEpCOoHaXa
(muxanHs TIpu Oiry, ymaapHH 3BYK NpPH OTPUMaHHI IIKOAM); Bi3yasbHI e(eKTh
MonaJlaHHs Ta B3aeMOJI1i 31 cepeoBuiieM. CyKynmHICTh LIMX IPIOHUX AeTallel, siKi y

U3aiiH-TepMIHOJIOTT O0'€THYIOThCS TiJ MOHATTSAM «IrpoBuil cik» (game feel a6o



17

juice), Ma€ HEMPONOPLIHHO BEJIUKUI BIUIUB HA COPUMHSTTS I'PU rpaBLEM MOPIBHAHO 31
CKJIQJTHICTIO iX peaizallii.

Konuenuisa «sikocti B3aemonii» (Quality of Life, QOL) B irpoBoMy KOHTEKCTI1
OXOIUTIOE BC1 T1 MEXaHIKH Ta CUCTEMH, 110 HE € YACTUHOK OCHOBHOTO irPOBOT0O LUKIY,
ajie CyTTEBO MOJETIYIOTh a00 30arauyroTh B3aeMOII0 rpasis 3 rpoto. Y FPS-irpax go
QOL-enemMeHTIB BiTHOCATB: «COYOte time» — MOMJIMBICTh MPUTATH i Yac MEPIINX
J07Ie CEeKyHJ 3HaXO/DKCHHS TEPCOHaXy B TMOBITPi, IUIABHE NPUCKOPECHHS Ta
YIOBUTRHEHHS PYXy 3aMiCTh Pi3KOTO CTapTy Ta 3YNMUHKHU, IHAUKATOPH MO aHb, 110
BiJI0OpaKAIOTh HAMPSMOK 3arpo3u, CUCTEMY MIJKa30K 1100 HASIBHOCTI OO€NpHUIiaciB
Ta 3apsaku 30poi. Lli eneMeHTH 3HIKYIOTh KOTHITHUBHE HaBaHTa)KEHHS Ha TPaBI i
JO3BOJISIIOTh OMY 30CEpPEAMTHCh Ha BHKJIMKY CaMOi TpW, a HE Ha IOJOJIaHHI
He3py4yHocTel reimiuieto. [lpaBunbHo peanizoBani QOL-mexaHikM € OJHUM 13
HANUOUIBII MOTY)XKHUX 1HCTPYMEHTIB IS MIABUIICHHS PIBHS 3aHypeHHS 0e3 3MIHU
0a30BUX MPaBUJ TPH.

[lincymMOByIO4UM TEOPETUYHHUI OTJISJ, MOXKHA KOHCTAaTyBaTH, IO YCIIIIHUM
nporotunt FPS-rpu moBuHEH peani3oByBaTH TpU B3aEMOTMOB'S3aHI PIiBHI JIOCBIAY:
TeXHIYHUNA (TOYHE KepyBaHHS, JOCTOBIpHa (i3MKa, KOPEKTHAa peecTpallis
MOIIIKO/KCHB ), TIEPIIENTUBHUHN (peakirisi KaMepH, 3ByKOBI Ta Bi3yasjbHI €pEeKTH) Ta
KOTHITUBHHUH (3p03yMilli MEXaHIKH, YITKUI 3BOPOTHHMIA 3B'SI30K MK TPOIO Ta IPABIIEM).
Cawme 3 IuX TPHOX PiBHIB CKJIAAAETHCS TOW YHIKAJIBHUM IrpOBUH JTOCBI, 3apajH IKOMY

IpaBIli MOBEPTAIOTHCS 110 irop »xaHpy FPS 3HOBY 1 3HOBY.
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PO31JI 2 TIPOEKTYBAHHA IT'POBOT'O ITPOTOTHUITY

2.1 Bumoru a0 npo€KTy Ta KOHUENTYaJlbHA MO/AE/Ib I'PH

Bynp-sixka po3poOka mOporpaMHOTO MPOAYKTY, y TOMY YHCIl IrpOBOTO,
pO3MOYMHAEThCS 31 300py Ta (popmanizaiii BUMOr. Y irpoBiil 1HIYyCTpii OCHOBHUM
JOKYMEHTOM, 1110 (IKCye BHMOTM Ta KOHIICMINIO, € au3aiH-gokymed (GDD) —
BCCOXOIUTIOIOUNH TPOEKTHUN JOKYMEHT, 1110 (YHKITIOHYE JJIT KOMaHId pO3pOOHUKIB
YMOBHHM KPECJCHHSM, TAI0UH 3araJIbHY 1JICf0 Ta HAIIPsIMOK po3poO0KHu. BMicT irpoBoro
JTU3aliH-JOKYMEHTY OXOILUTIOE€ BCi KPUTHUYHI CJIEMECHTH TPOEKTY: MEXaHIKH, CIOXKET,
NEPCOHAXIB, BI3yaJIbHUM CTHJIb, PIBHI Ta JA0CBiA rpaBus [27]. [ns moTtodyHOro
nporotunty GDD BHuKOHYE cripoliieHy, ajie He MEHIII BaKJIMBY (PYHKIIIIO: BiH (DIKCYy€
MEXI1 peaizailii, 3armo0iraroud pO3MHUBAaHHIO 00CSTY MPOEKTY.

KoHuenryainbHa MOJIENb MPOTOTUITY BU3HAYAETHCS TAKUMU XapaKTEPUCTUKAMMU.
Kanp — TpuBUMIipHUH 1ITyTEp Bij MEpIIoi ocoOu i3 oaHUM TpaBieM. L po3pobku —
HAaBUYaJbHUM TPOTOTHI, NPUAATHUN s JeMoHcTpamii 06a3oBux FPS-mexanik i1
MOJIBIIIOTO PO3IMIHUPEHHS. IrpoBHl TIPOCTIp — 3aMKHEHUN TECTOBUM pPIBEHb, SKHM
BKJIFOYA€E PI3HOMAaHITHI JaHmadTHI YMOBU: BIIKPUTI MMPOCTOPHU, HU3BKI UM 3aMKHYTI1
IPOCTOPH, MOXUIUN penbed. IrpoBi 00'€KTH — IHTEPAKTHUBHI MIIICHI 3 CHCTEMOIO
3I0pOB'A, IO pearyloTh Ha TMOMaJaHHS Ta PYWHYIOThCS TPH BUYEPIIAHHI OYOK
MmirtHOCTI. [linboBa mmatdopma — mepconansuuii komm'torep (Windows/Linux), mo
00YMOBITIOETHCS JOCTYITHICTIO 3aC00IB PO3POOKH Ta MUTHOBOT Ay IUTOPII.

OyHKI[IOHAIBHI BUMOTH JI0 TPOTOTHILY MOKHA CHCTEMaTHU3yBaTH 3a
migcuctemamu. CuctemMa KepyBaHHS TEpPCOHaXEM TIOBHHHA 3a0e3leduyBaTu:
MEPEMIIICHAS] Y YOTUPHOX HANpPsIMKaX BIAHOCHO HAMPSMKY TOTJSAY; CTPHOOK 3
ypaxyBaHHSM (i3UKH TpaBiTarlii; Oir SK adbTEePHATHBHHUM PEXHM IMEPEMIIIEHHS 3
ITIIBUIIICHOIO IMBHIKICTIO Ta OOMEKECHHM BHTPHUBATICTIO 200 06€3 TaKOro 0OMeXEHHS,
MPUCI]T 31 3MEHIIEHHSM BUCOTHU KoOJaiijiepa MepCOHaXKa; AMHAMIYHUNA HANIBOPUCIA Y
MICIIIX 13 HHM3bKOIO cTejero. Cucrtema 30poi MOBHMHHA MIATPUMYBATH: MOCTPUT 13

TOYKOI0 BWJIBOTY BiJi MICLS pO3TalllyBaHHsI 30pOi; peecTpaliio nonagaHb METOJ0M
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TpacyBaHHs IPOMEHs; e(EeKT BiAKATy 30poi MpHU MOCTpPLIL; CKIHYEHH] OO€npunacu, ta
CUCTEMY IEepE3apAIKU.

HedyHkiioHanbH1 BUMOTH OXOIUTIOIOTH: MIJATPUMKY YAaCTOTH KaJpiB HE HUKYE
60 FPS na anapatHoMy 3a0e3nedyeHH1 cepeaHbOro Kiacy; yac BIATYKY Ha Jiii rpaBL,
[0 HE TEPEeBHUINYE OJHOI0 KaJpy TMpU CTaHIAPTHIA YacTOTi, MOJIYJIbHICTh
apXITeKTYpH, 10 JO3BOJISIE BIIHOCHO MPOCTO J0/1aBaTH HOBI TUMH 30POi, BOPOTIB YU
I'POBUX MEXaHIK; 3p03yMUIICTh Koy, JokymeHToBaHui GDScript 13 koMeHTapsiMu B
KPUTHUYHUX MICIISIX.

KonnenTyansHa Mojens irpoBoro mpoiecy (core game loop) aJisi MOTOYHOTO
OPOTOTUIY € JIHIHHOIO Ta 30CEepe/KEHO0 Ha OOHOBOMY acmekTi: TIpaBellb
NEPEMINLYETHCS TIO PIBHIO, 3HAXOJUTh Ta ypa)ka€ IUI-MIIIeHI, OTPUMY€E Bi3yaJibHE
miaTBepKeHHs nonananb. L{ukm He mepegbavae yMOB MepeMOTH YW TOpa3KH, II0
BIZITIOBiJIa€ CTATyCy MPOTOTHUITY — HABEJICHI EIEMEHTH € 3aKOHOMIPHHUM MPETCHIECHTOM
IUI PO3ILIMPEHHS MPOEKTY Yy MaiOyTHhoMY. BaxnuBo 3a3HauuTH, 10 BIACYTHICTH
SBHOTO I'POBOTO LIMKIIY € YCBIJOMJIEHUM DpILIEHHSM, a HE YNYLIEHHSIM: B yMOBax
00MEXEHOTO 4Yacy pOo3poOKH KOHIIEHTpallis 3yCHWJIb Ha TEXHIUHIMA SKOCTI 0a30BHUX

MeXaHIK € OUTBII IIHHIIIOK, HIXK TTOBEPXHEBA peajizallis IUpIoro Habopy GyHKIIii.

2.2 ApXiTeKTypHi pillleHHSI Ta NATEPH CKIHYEHHOT0 AaBTOMATY CTaHIB

Bubip apxiTekTypHHX ATEPHIB €, MaOyTh, HANOUTBIIT BU3HAYATLHUM PIIICHHIM
y TIPOEKTYBAaHHI ITPOBUX CHUCTEM — MOMMJIKH Ha IIbOMY PiBHI HaJI3BUYAIHO JOPOTO
00XO0AThCS TPU MOAANbIIINA po3po0ii. s cuctemu kepyBanHs nepcoHaxkem y FPS-
Ipi MEHTPATBLHUM apXITEKTYPHUM PIIIEHHAM € BUKOPUCTAHHS CKIHYEHHOTO aBTOMATY
ctaniB (Finite State Machine, FSM). FSM € ogaum i3 HalicTapimux Ta HaOUTbII
no0pe BUBUEHUX MATEPHIB Yy IrPOBiM po3poOii: me y KIACHYHUX apKagHUX irpax,
takux Sk PAC-MAN, moBejiiHKa MEepCOHAXKIB ONMHCYyBajach 4epe3 HalOip CTaHIB Ta

YMOBH EPEX0JIiB MixK HUMH [8].
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dopMalIbHO CKIHUEHHHI aBTOMAT CTAHIB OMUCYEThCA M'SATIPKOIO (S, X, 6, so, F),
e S — CKIHYEHHAa MHOXXMHA CTaHiB; X — ai(aBiT BXIJHUX CUMBOJIB (y IrpoBOMY
KOHTEKCT1 — noAii abo yMoBH); 0: S X £ = S — (QyHKIIS NEPEXO0/IiB; So — MOYATKOBHIA
ctad; F — MHOXMHa KIHIIEBUX CTaHIB. Y NpakTUYHINA peanizamii ajs IrpoBOTO
MepPCOHa)ka KIHIEBUX CTaHIB 3a3BMYail HE ICHY€E — aBTOMAT (PYHKI[IOHY€ HECKIHYEHHO
MPOTATOM ITPOBOI CeCli, HUKIIYHO O0XOA4YM CTAaHU 3aJIEKHO BiJ A1 rpaBLs Ta CTaHy

cepenosuiia (Puc. 2.1).

ATTA
+ ATTACK

¥

DLE

JUMP RUN

Pucynok 2.1: CxeMaTtnyHuit npuKiIag CKIHYEHHOTO aBTOMATY CTaHIB JUIsl TPU

Hns mepconaxxa FPS-rpu BusHauarothes Taki cranu: IDLE — mepconax
HEPYXOMHH, BIICYTHIA >KOAHUN BXimHuil curHan pyxy; WALK — mepconax
nepeMimyeTbess 3 0a3zoBoro MmBUAKICTIO; SPRINT — mepcoHak mepemimniyerbcs 3
MiABUIICHOIO MBUAKICTIO TpW 3aTtucHyTid kmasimi 6iry; CROUCH — mepconax
MpHUCiB, BUCOTAa KOJjaiijiepa 3MEHINEHAa, MBHIKICTH pyxy 3HmwkeHa; MIDAIR —
MepcoHax nepedyBae y MOBITPi micis cTpuOka abo mafiHHSA. YMOBH MEPEXOdiB MK
CTaHAaMHM BHU3HAYAIOTHCS KOMOIHAMISIMH BXITHMX MOJiM (HAaTHUCKAaHHS KJaBilI) Ta
CTAaHOM CepeNoBHIA (HAsABHICTh MIAJIOTH IiJI HOraMH, HAsBHICTh MEPEHIKOAN Haj

TOJIOBOIO Ta 1HIIE).
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[lepeBara FSM mnepen MOHOJITHUM MiAXOA0M (Ji€ BCSA JIOTIKa KEpyBaHHS
MICTUTBCA B OJHINA QyHKUIT update) monsirae y kiibkox acnekrax. [lo-nepire, koxxeH
CTaH € 130JIbOBAHOI0 OJMHMIICIO MOBEAIHKH, 110 3HAYHO CHPOULIYE BIAJIATOJKEHHS —
PO3pPOOHUK 3aBXKIU 3HA€, y SIKOMY cTaHl nepeOyBae mepcoHax 1 yomy. [lo-mpyre,
J0JIaBaHHsI HOBUX CTaHIB He BUMarae monudikanii icHyrounx. Ilo-Tpete, nepexoau
MDK CTaHaMHU € SBHUMH Ta 33JI0OKyMEHTOBAaHHMH, a HE NMPUXOBAHUMHU B JIAHITIOTAX
YMOBHHX OTICPaTOPiB.

Iepapxiunuii aBromat craniB (HFSM — Hierarchical Finite State Machine) €
posmuperasM 6a3zoBoro FSM, ne cTanu MOXYTh MICTHUTH MiAcTaTh. [[J1s1 MOTOYHOTO
OPOTOTHUITY l€EpAapXIYHUNA MIAXIJ 3aCTOCOBYEThCS omocepenkoano: ctan CROUCH
BUBEJACHO B OKPEMHId KOHTPOJUIEP, IO HAKIAJAETHCS TOBEPX ICHYIOUOI MaITUHH
CTaHiB, JO3BOJIAIOYM KOMOIHYBAaTH pEXUM TPHUCILYy 3 IHIIMMU CTaHamu, 0e3
HEOOX1THOCT1 CTBOPEHHS HOBUX crierfianizoBanux craniB, Tunmy CROUCH_WALK uu
CROUCH_SPRINT. HocmimkeHHs y rajgy3i irpOBOro mporpaMyBaHHS BiJI3HAYAIOTh,
mo HFSM e cranmaproM mjisg CKIAQTHUX TMEPCOHAXIB y cydacHUX AAA-irpax, ze
JICpeBO CTaHIB MOKE HaJIIUyBaTH JECATKH PiBHIB [8].

OkpeMor  apXiTEeKTYpHOIO  MPOOJIEMOI0 €  peaiizalilisi JIUHAMIYHOTO
HamiBopuciay. Llg MexaHika BHHMKAae 3 BUMOTH, MO0 MEPCOHAXX HE MIr PamnTOBO
30UIBIIUTA CBIM po3Mip y 3aMKHEHOMY TIPOCTOpl, IO MPU3BOAWIO O 10
«IPOKJILOBYBaHHS» TeOMeTpii piBHA. PimeHHs monsdrae y TMOCTIHHINA mepeBipii
HassBHOCTI TICPEIIIKO/T BHIIIE TOJIOBH ITepcoHaxa 3acobamu ShapeCast3D, 1m0 mpoekTye
00'eMHy (hopMy (Karcysay MOBHOTO 3pOCTy + 0e3nmeyHuil BiICTYI) BrOPY BiJl MOTOYHOT
nmo3ullii mepcoHaxa. Skmo ¢opma mepeTuHae TeOMETpilo, MepeXil y BepTUKaIbHE
MOJIOKEHHS OJI0KY€eThCs, 1 epcoHax 3anuiaethest y crani CROUCH no tux mip, noku
MPOCTIp HAJI TOJIOBOO HE 3BUILHUTKCS, PA30M 3 IIMM, PO3MIp KoJlaiepa mepcoHaxa 3a
MEBHUX YMOB JUHAMIYHO 3MIHIOETHCS, MiJAIITOBYIOUUCH i/l aKTyaJbHUN BUTbHUN
npoctip. Ll neTanp € mpUKIaAOM TOTO, SIK TEXHIYHA HEOOXITHICTH MOXE OyTH
peanizoBaHa y ¢GopMmi MEXaHIKM, 10 OJIHOYACHO BHpIlllye€ TEXHIUHY MpoOjieMy Ta

30aravye irpoBHil JOCBI/I.
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BysnoBa crtpykrypa mnporotuny B (Godot opraHizoBaHa TaKUM UYHUHOM.
KopeneBum By3nom nepconaxka € CharacterBody3D, mo Hagae BOyaoBaHUN METON
move_and slide() mist mepeMillieHHs 3 BUSIBIICHHSIM 31TKHEHb. [[odipHIMU By31aMu €:
KOJI3iiiHA Karcyna, BY30J KamepH, KOHTposuiepu e(eKTIB KaMmepH, KOHTPOJLIEp
MOBEJIIHKU TIEPCOHaXKa, KOHTPOJUIEp 30poi, KOHTEHHEp Il Bi3yally Ta KUIbKa IHIIUX

JTOTIOMDKHUX HOJI.

2.3 IIpoexTyBaHHS cucTeMH 30poi Ta peecTpanii NOIKOAKEHb

Cucrema 30poi €, pa3oM 13 CHUCTEMOIO KEPYBAHHS MEPCOHAXKEM, JIPYTUM
KJIFOYOBUM KOMIIOHEHTOM Oyjb-ikoro FPS-npotorumy. [i mpoexTyBaHHs moTpebye
BUPIIIEHHS KUJIBKOX B3a€EMOTIOB'SI3aHUX TTPOOJIEM: 3BIIKH CTPUISE 30POs; SKUM YHHOM
BU3HAYAETHCSA TOYKA TOMAJAHHS; K IMEepPeaacThcs iHPOpMAIlis PO MOMIKOHKCHHS
I1J11; IKKM YHHOM PEai3yeThCs BIIUYTTS MPABAOIOAIOHOCTI MMOBEAIHKH 30p0i B pyKax
MIEPCOHAXKY.

[epmia kiIr040Ba MPOEKTHA MpoOIeMa — TOYKA BIJILOTY MOCTpily. [CHYIOTH 1Ba
migxoau. [lepmnii — mocTpia 13 MEHTPY €KpaHa: 3 MEHTPY KaMepu BUJIITA€ 00 €KT 3
KOJi3i€r0 ab0 TpacyeTbesl MPOMiHB Y HAMPSMKY TOTJSAY mepcoHaxka. Lled miaxina
IPOCTHI y peanizallii Ta 3a0e3nedye nepeadadyyBaHy TOUHICTh JJIsI TPABIl, OJHAK €
TEXHIYHO HEKOPEKTHHUM: 30p0s, Ky BUJIHO y HIDKHIN YacCTHHI €KpaHa, pO3TalloBaHa
HE B IICHTPI, 1 TOCTPLI BiJ LIEHTPY €KpaHa HE BIJIMOBIJA€E MOJIOKEHHIO CTBOJA. Jpyruii
X110 — IMOCTPLI BiI TOYUKH J1yja 30poi — € TEXHIYHO JOCTOBIPHIIINM, aJIe CKJIATHIITAM
y peamizanii, OCKUIbKM BHMAara€ MpaBUILHOTO OOYHCICHHS HAaNpsSIMKy CTBOJA Y
pocTOpi ciieHu. {151 MOTOYHOTrO MPOTOTUITY OOpaHMI IPYTryud MiAXia K TaKuH, 110
O1TBII TOBHO BIMOBiIa€ 3aBAaHHIO CTBOPEHHS (hI3MUHO JOCTOBIPHOT MMOBEIIHKH.

Peectpariis monagane peanizoBaHa METOJOM TpacyBaHHs mpomeHsi (Raycast).
Raycast — mie omeparttis 3anuTy 10 (GI3UYHOTO PYIIis, SKa BU3HAYAE TMEPIITY TOYKY
MEepPEeTUHY 3aJ1aHOr0 MPOMEHsI 3 Konaiaepamu y cueni [14]. [Ipu mocTpini Bij TOUKHU
nyna 30poi y HampsMKy, OOYMCIEHOMY 3 Opi€HTallli MPUB'SI3KU 30poi, MPOMIHb

TPacCyeTbCS HAa MaKCHUMaJlbHY BIJICTaHb €(EKTUBHOTO MOCTPLTY. SKIIO MPOMIHb
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NepeTHHAE Konaiaep, mo Mae komnoHeHt 310poB's (HitBox a6o HealthComponent),
IbOMY KOMIIOHEHTY HAJCHJIAETHCS CUTHANl a00 BUKIMKAETHCS METOJ OTPUMaHHS
MIOIIKO/KEHb. SIKIO KoJlalaep HE Ma€ KOMIIOHEHTa 3/I0POB'A, PEECTPYETHCS
MOMaJaHHs Y CTaTUYHUM 00'€KT cepelloBUIA 1 BIATBOPIOETHCS BIAMOBIIHHUI eexT
(mexanp ynapy, YaCTUHKH).

Edekr inepuii 30poi (weapon lag) € ognum 13 HaiOuib epexktuBHUX QOL-
€JIEMEHTIB JUIsl ABUIICHHS CIPUMHATTS «Baru» 30poi. [IpuHiun peanizaii nomisrae
y HaCTYNHOMY: 3aMICTh TOTO, I0O Opi€HTAIlisl MPUB'A3KU 30pOi MUTTEBO BiANOBiNana
opieHTalii Kamepu, BOHA OHOBIIOETHCA 3 TIEBHOK 3aTPUMKOIO Yepe3 JHIHHY
iHTepnonsauio (lerp). Ilpu mBuaAKOMY pyci KaMepor MK OpIEHTALI€I0 MOTISAIY Ta
OpIEHTAI[IEIO0 CTBOJIA BUHMKAE TUMYACOBE PO3Y3TO/KEHHS — 30p0si «BIACTAE» BIJ pyXY
TOJIOBH, IO IHTYITUBHO YMTAEThCA SIK 1HEpIiiiHa maca (izuyHoro ob'ekta. CTymiHb
e(eKTy perymreTbCs KoeQilliEeHTOM IHTEpIHOJIAIi: MEHIe 3HAa4YeHHs — OuIblla
1HEepIis, OLIBIIE — MEHIIIA.

Biakat mpu moctpisi (recoil) MpoeKTyeThCs y IBOX BUMIpaX: BEPTUKATLHOMY Ta
TrOPU30HTANIBHOMY. BepTukanpHuil BigKaT € rnepefdadyBaHUM Ta CTaOLIBHUM, IO
JI03BOJIIE JOCBIIUEHOMY T'paBIIEBI KOMIIEHCYBaTu #oro. ['opuM3OHTambHUN BigKat
MICTUTh BHUIAJKOBY KOMIIOHEHTY B MeXaxX 3aJaHOro [iafa3oHy, IO J0Ja€
HernepenoadyBaHocTi. Peanizariisa Bigkary uepes Oe3mnocepeane oOepTaHHS KaMepH €
TEXHIYHO OUTBII TPaBUIBHUM IIIJXOJOM, HDK PO3AyBaHHA KoOja PO3CIFOBaHHS,
OCKLTBKHU TpaBells GI3MYHO OAYUTh MIAHATTS IPUIILTY 1 MOKE CBIIOMO KOMIIEHCYBATH
Bimkat Muiero. Came Taka MOJIENb BiIKATY BUKOPUCTOBYETHCA Y OLTBIIOCTI Cy4aCHUX
TAaKTUYHUX ITYTEPIB.

KommnonenT 310pos's (HealthComponent) mpoekTyeThest sIK HE3aIeKHUM BY3017,
0 MOXe OyTH AoJaHui 10 Oyab-sIKOTO irpoBoro o0'ekta. Bin 30epirae motouHi Ta
MaKCHUMaJIbH1 OYKH 3710pOB's 1 Hajae meToa take damage(amount: float), o 3meHmIye
MOTOYHE 3/I0POB'S Ta BUNpoMiHioe curHanu damaged(amount) ta died(). [Tignucankn
MOXYTh pearyBaTH Ha Il CHUTHAJW: BIATBOPIOBATH aHIMAIII0 OTPUMAaHHS IITKOJIH,
3MIHIOBaTU KOJip matepiany, BimoOpaxkatu Ul-inaukaTop 310poB'ss a00 BUAAISITH

00'eKT mpu 3aruodeni.
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2.4 IIpoexTyBaHHS irpOBOro piBHA Ta iIHTEPAKTUBHUX 00'€KTIB

TecToBHil piBEHb Y KOHTEKCTI MPOTOTUILY BUKOHYE MOJBIMHY (QyHKUIIO: 3
OIHOTO OOKY, BIH € CEpEeJOBHIINEM IS TMEPEeBIPKU BCIX pealli30BAaHUX MEXaHIK; 3
HIIIOT'O — € JIEMOHCTPALIIMHUM MPOCTOPOM, IIO J03BOJISIE€ OLIHUTHU ITPOBUH JTOCBIA Ta
CTaH MPOEKTY B IHuIoMy. EQexkTuBHMI TecTOBUU pIBEHb MOBUHEH MICTUTH
PI3HOMaHITHI T€OMETPUYHI YMOBH: BIAKPHUTI IUISHKH ISl TECTYBaHHsS CTPUILOM Ha
JanbHIM NHUCTaHLIi; BY3bKlI IPOCTOPU JJIsi MEPEBIPKU MEPEMIIICHHS y CTHCHEHHX
yMOBaXx; JIUISHKH 3 HU3bKOIO CTEJCI0 JUIsl TECTYBAaHHS NPHUCITY; PI3HUIT BHCOT AJIS
NEepEeBIPKU MEXaHIKU cTpuOKa Ta peakilii Ha naaiHHs. [IpoexktyBanns piBas y Godot
peanizyeTbesi nepeBakHo depe3 iHCTpymeHT GridMap abo uepe3 po3MillieHHS
Meshlnstance3D By3niB 13 BignmoBigHMUMH Kosaiaepamu  StaticBody3D Ta
CollisionShape3D. GridMap € Ounbll 3pyYyHUM JJsi MPSAMOKYTHHUX PIBHIB Yy CTHIII
apeHu, TOJl K pydYyHE PO3MIIICHHS MEII-IHCTAHI[IH Hajaae OUIbIY THYYKICTh Yy
(dbopMyBaHHI HECTAHIAPTHUX TEOMETPUIHUX PopM. {7151 TECTOBOTO PI1BHS TPUMHITHUN
CIIPOIICHUM TMiaxid, 3 po3MilleHHsIM Yy cieHi o0’ektiB tunmy CSGBoOx3D, Ta
BUOYIOBOIO 3 HUX MPOCTOTO PiBHS.

[HTEepaKTHBHI MIIlIEHI € OCHOBHUMH aKTUBHHMHU 00'€KTaMH TECTOBOTO PiBHS.
Koxna mimens € By3nom StaticBody3D a6o RigidBody3D 3 mouipHiMu By3namu:
Meshlnstance3D ns BizyansHoro nipeactasienns, CollisionShape3D st peectpartii
nonananb Ta HealthComponent nnst 061iky 3m0poB's. [Ipu oTpuMaHHI MOMIKOKEHb
MIIIIEHh MOJKE 3MIHIOBATH KOJIip a00 BiATBOPIOBATH aHIMAIIiIO, IIIO HAaJa€ T'PaBIEBi
Bi3yallbHUW 3BOPOTHMIA 3B'SI30K. [lpu BuYepmaHHi 310pOB'st 00'€KT BHUIATSETHCS 31
crieHH abo MepexoauTh Yy «3JIaMaHMi CTaH 13 3aMiHOI0 Memia. Po3MilieHHs MillleHeH
Ha TECTOBOMY PIBHI MOK€ OXOILUTIOBATH JCKUTbKA PI3HUX CIIEHAPIiB: CTATUYHI MiIIEHI
Ha PI3HUX BIJCTaHSAX ISl TEPEBIPKH JANBHOCTI €(EeKTHBHOTO MOCTPiTy; MIMIeHI Ha
PI3HUX BHCOTaxX, BKJIIOYHO 13 TUMH, IO MOTPEOYIOTH MOCTPLTY JAOropu abo JIOHU3Y;
MIIIEH] 32 YAaCTKOBUMHU YKPUTTAMM JIJIsl IEPEBIPKHU TOYHOCTI cucTeMu Raycast; mimeH1

Yy BY3bKHUX KOPUIOpAX JUIsl IEPEBIPKU NMOMNAJaHb Y CTACHEHUX YMOBaX.
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Cucrtema OCBITJICHHSI TECTOBOTO PIBHS BUKOHYE HE JIMIIE BI3yallbHY, ajie i
BOXUIMBY (PYHKIIIOHATBbHY poJib. [IpaBUIBHO HANAIITOBAHE OCBITICHHS OMOMArae
IpaBLIEBl Kpallle OPIEHTYBATHUCS B IrpOBOMY IPOCTOPI, IIBU/IILIE 3HAXOJUTU KIIFOUOBI
00'eKTH Ta OIIHIOBATH BiACTaHb 10 Iuie. Kpim Toro, ocBiTieHHs Oe3mocepeHbo
BIUIMBAE HA 3arajibHE COPUHHATTA ClIEHH, GOopMyr0dn aTMocdepy Ta MiIKPECITIOI0UH
ocobnmBocTi otoueHHs. [rposuii pymiit Godot Engine 4+ nigTpumye cy4acHy CUCTEMY
JMHAMIYHOTO OCBITJICHHS 3 BHKOPHCTaHHSM peHzaepepa Forward+, mo 3abesmeuye
KOPEKTHY poOOTY JKepes CBITJIa Ta TiHel npu 30epeKeHH1 BUCOKOT TPOYKTUBHOCTI.
3aBasIKM 1IbOMY HaBiTh BIIHOCHO TIPOCTI CIIGHH MOXYTh BUTJIAJATH 3HAYHO
peanicTuyHie 6e3 HeOOXITHOCTI BUKOPUCTAHHS CKJIAAHUX METOJIB MOMEPEIHHOTO
3amiKaHHs OCBITJICHHS. /[ TecToBOTO piBHS OYJI0 MPUMHSTO PIlIEHHS BUKOPUCTATU
mxepeno cBitina tuny DirectionalLight3D, sike imiTye COHsiUHE OCBITJIGHHS Ta
3abe3reuye piBHOMIpPHE OCBITJICHHsI BCi€l ClieHU. Takui miaXiJ A03BOJISIE CTBOPUTH
IPUPOJIHE OCBITJICHHS BIAKPUTOTO MPOCTOPY Ta 3a0€3MEUUTH UiTKE BiIOOpakKeHHS
00'eKTIB HE3aJIe)KHO BiA IXHBOTO poO3TallyBaHHS Ha piBHI. JlogaTkoBo Oyio
HAJIAIITOBAHO TEHEepalilo TiHEeW, M0 JIO3BOJIMJIO MIABUIIUTH TIUOMHY CLIEHU Ta
MOKPAIIUTHU Bi3yaJibHE CIIPUNUHATTS HABKOJIUIITHBOTO CEPEAOBHIIIA.

OkpiM OCHOBHOTO JDKepeia CBITJIA, JJIsS MOKPAIICHHS 30BHINTHBOTO BHUTIISAY
PIiBHS 70 CITUCKY 00’ €KTIB TECTOBOTO PiBHS TakoxK BBiimuIa Homa WorldEnvironment.
JlaHuii KOMIIOHEHT BIATOBiAA€ 3a TI00AIBHI TapaMeTpu CepeOBHUINA Ta JTO3BOJISE
3aCTOCOBYBAaTH pPI3HOMaHITHI €(eKTH MOCTOOpPOOKH 300pakeHHs. BukopuctaHHs
WorldEnvironment nae 3Mory 3Ha4HO MiJBHUIIUTHU SKICTh Bi3yamizaiii 0e3 BHECEHHS
3MiH 10 OKpEeMHX 00'€KTIB CIICHH.

Y Mexax poOOTHM HaJ TECTOBMM pIBHEM IUIAHYBajlOCS CTBOPUTH TPOCTHIMA
¢dboHOBHIT TIpOCTIp 13 HEOOM, SKUH 3a0e3redyBaB OM MPUPOHE 3AMTOBHEHHS CIICHU Ta
ycyBaB e(eKT MopoxHedl 3a MeKaMH irpoBoi 30HU. ISl 1[bOTO TapHO MIIXOIUTH
BOymoBaHa cucrema Sky, mo TeHepye mporeaypHe HeO60 Ta ¢GopMmye OUIBII
MPaBIONOA10HE OCBITICHHS OTOUYECHHSI.

Jns miacuieHHst atMocdepu TakoX MoxkHa (uKopuctatd eext 00'eMHOro

tymany (Volumetric Fog). Ha BimMiHy B 3BUYallHOTO TyMaHy, SIKHil JIUILIE TPUXOBYE
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BinjaneHi 00'ekTH, 00'€eMHMI TyMaH B3a€EMOJIE 31 CBITJIOM Ta CTBOPIOE MOMITHI
CBITJIOB1 MPOMEHI W M'SKl MEPEXOAM MK OCBITJICHUMH Ta 3aTIHEHMMH JUISHKaAMU
cuenu. Lle mo3BoJise 3podouTH cepeoBuIle OUTbII TMTUOOKUM Ta Bi3yalbHO HACUYCHUM.

Jlo1aTKOBO, JJIs MOKPAIIEHHS Bi3yaJIbHOTO JIOCBiTY TaKOX MOXHA BUKOPHCTATH
eextu SSAO (Screen Space Ambient Occlusion) Ta SSIL (Screen Space Indirect
Lighting). Texnonoria SSAO Bianosigae 3a GopMyBaHHS M'IKMX KOHTAKTHUX TIHEH Yy
MICISIX CTHKY TMOBEPXOHb Ta JAPIOHUX JeTajieil reoMerpii. 3aBISKU LBOMY 00'€KTH
BUTJISIAIOTh MEHII TUTACKUMHU Ta Kpallle IHTETPYIOThCS B HABKOJUIIHINA IPOCTIp.
Edexr SSIL, cBoeto yeproro, Mozentoe HenpsiMe BIIOUTTS CBITIA BiJl MOBEPXOHb,
J0JIAI0YH CIICH1 OLTBII MPUPOAHE OCBITICHHS Ta MOKPAIIYIOUH Mepeiady KOJTbOPiB MK
o0'extamu [28].

Cykynne Bukopuctands DirectionalLight3D, cucremun WorldEnvironment,
npoiieaypHoro Heba, 06'eMHoro tymany ta epexrieB SSAO 1 SSIL no3Bouisie cTBOpUTH
BI3yaJIbHO TMpPUBAOJMBUN TECTOBUM pIBEHb 3 JOCTaTHIM pIiBHEM JeTaiizailii Ta
peanmicTUyHOCTI, 3a0e3nmeuyroun  KOM(OpPTHE CHPUMHSATTS ITPOBOrO  MPOCTOPY,
MOKpAIYIOYM HaBIraiio rpaBlsi Ta BOJHOYAC JEMOHCTPYE MOXIMBOCTI Cy4acHOi

cuctemu peHnepunry Godot Engine 4.
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PO3/ILI 3 PEAJIIBAILA ITPOBOT'O MPOEKTY HA PYIIII GODOT
ENGINE

3.1 HajnamrTyBaHHS cepe0BUIIA PO3POOKH TAa CTPYKTYPa NPOEKTY

CepenoBuiile po3poOKH JJisi TOTOYHOTO MPOEKTY OazyeTbest Ha Godot Engine
Bepcii 4.6+ Pymriit noctynHuit it 3aBaHTakeHHs sK standalone-BukonyBanuii aiin
0e3 HeoOXITHOCTI I1HCTaJsALil, 10 € Ie oJHiel mepeBaroro (Godot MOPIBHSHO 3
KOHKYPCHTaMH, SIKi TMOTPEeOyIOTh OKPEMHX IaKeTHHMX MCEHEKepiB a00 BEIMKHX
iHCcTansaTopiB. IlpueMHUM OOHYCOM SIBISETHCS ILIE€ TAKOX T€, IO PYIIIH MOXXHA
OE3KOIITOBHO 3aBaHTAXUTH uepe3 minardopmy Steam. Jlns po3pobku GDScript-komy
JIOCTaTHLO BOYJIOBAHOTO PENAKTOpa BCEPEIMHI PYIIis, OJHAK MpHU OakaHHI MOXHA
BUKOPUCTOBYBATH 30BHIlIHIA penakrop, Tuny Visual Studio Code 13 po3mmpeHHsIM
godot-tools, 1110 Ha/la€ aBTOIOTIOBHEHHS Ta MiJICBIYYBaHHS CHHTAKCHCY.

Crpyxkrypa npoekty y Godot € daiinoBoro: yci pecypcu — ciierH (.tscn), criieHapii
(.gd), mem-daiinu (.glb/.obj), TekcTypu Ta 3ByKH — 30epirarotbes y (haiyioBiit cuctemi
1 BimoOpaxkaroTees y naneni FileSystem penakropa. PekoMeH10BaHOIO MPAKTHKOIO €
opraHizailis pecypciB 3a (DyHKI[IOHAJTbHUMHU TAlKaMH: /scenes JJisd IrPOBUX CIICH,

/scripts mist ckpuntiB GDScript, /assets st MemniB Ta TeKCTyp, /audio A 3ByKOBUX

datinis (Puc. 3.1).

Pucynok 3.1: 300paxeHHs iepapxii JUPEKTOPIN MPOEKTY
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[lepmiM Ba>KJIMBUM KPOKOM B PO3pOOIIil € HajamTyBaHHs npoekty. Jns FPS-
MPOTOTUIY KIIOUOBUMH HaJAlITYBaHHAMU €: mpuB's3ka i BBoay (Input Map) ta
CTBOPEHHS TOJIOBHOI ciieHu. Input Map Bu3Havae 1ii 1110 MOXKe BUKOHYBAaTU IEPCOHAK,
BIJIMOBIJTHO HATUCHYTHX KJIABIIL, JJI MPOEKTY OYJI0 CTOPEHO Many BBOAY 3 ISIMU THITY
Forward, Backwards, Left ta Right mis 6e3nocepennboro pyxy, Jump, Sprint ta
Crouch ms mprkky, 0iry ta npuciganas BiamosigHo, Use, Aim, Reload Ta Interact

IUTsl B3aeMO/IT 31 30po€to Ta irpoBumH npeameramu (Puc. 3.2).

B Project Settings (project.godot)
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Pucynok 3.2: Input Map npoekty

Hactymaum kpokoM crtana koH]irypamis ¢izuku, mockiibku Godot Hamiuye
JEKUTbKa (PI3BUYHUX PYIIiiB, KOXEH 3 SKUX Ma€ CBOI OCOOJMBOCTI MpU POOOTI 3
¢izngyauME 00’ exTamu. st IpoeKTy OYII0 BUPIMICHO BUKOPHUCTOBYBATH MOJeib JOlt
Physics, mo Bumae kpalili MOKa3HUKU IIBUAKOMII B IMOPIBHSAHHI 31 CTaHIAPTHUMU
HajamrTyBaHHIMH [29].

3a muM Oyma CTBOpeHa TMepiia OCHOBHA CIIEHa, B SKi B MOJAIBIIOMY
PO3MICTIIINCH OO0’ €KTH TECTOBOIO PIBHS Ta caM IroBui mnepcoHax. Ha mouartky

MEePCOHAX MPEACTaBIsiB 13 ce0e MaKCHMMalbHO MNPOCTY KOHCTPYKIIO 3 0a30BHX
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HEOOXITHUX KOMIIOHEHTIB, TUITYy KOJIi31i Ta KaMepH, Ta HOJI KHTEHHEPIiB, BMIILIAI0YHX B

co01 peanizoBaHl B MOJAJIBIIOMY KOHTPOJUIEpU NEpcoHaxka, kamepu Ta 30poi (Puc.
3.3).

Pucynok 3.3: BmicT irpoBoro nepcoHaxy

3.2 Peauizanis cucTteMH KepyBaHHA NepcoHaxkeM Ha 0a3i FSM

Peanizamist ckinueHHoro aBroMary craniB y GDScript st cuctemu KepyBaHHS
IepcoHaXeM Moke OyTH 3JiHCHEHa KUIbKOMa croco0aMu: Yepe3 enum Ta match-
BUpa3, yepe3 OKpeMi KIacu-CTaHu abo yepe3 BY3JI0BY i€papXiio CTaHiB. Y MOTOYHOMY
MPOTOTHUIl 3aCTOCOBaHM KOMOIHOBaHWMW mnpuHnui: CTBOpeHO OCHOBHHH FSM
KOHTPOJUIEp Ta 3araJiIbHUi KJAaCc PyXy, HAa OCHOBI SIKOTO CTBOPEHO MOYIpHI CTaHH,
KOXEH 3 IKUX Ma€ YHIKATbHUHA (DYHKITIOHAT, iM’ 51 Ta MPUB’ A3KY /10 YHIKAIBHOTO BY3JIa
(Puc. 3.4). Takwmii migxin OysI0 BUKOPUCTAHO JJIsl CIIPOIICHHS CHIPUWHSATTS CUCTEMH Ta

JUTS1 JIETILOTO 1i PO3LIMPEHHS 32 MOTPEOH.
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O Ill"Il = | | I".

O Sprint
O Jump
O Falling

Pucynoxk 3.4: lepapxis cTaHiB pyxy nepcoHaxa
Indopmariitnoro 6azoro ans FSM xontposuiepa € tak 3Banuit InputPackage,
MaKeT JaHHUK B IKOMY 3alIUCY€ThCS MOTOUYHUN CITUCOK /1M K1 HAMaraeTbCsi BUKOHATU
nepcoHax. CMCOK OCHOBYETHCSI Ha BBO/I1 3 KJIaBlaTypy Ta MHUIILI, SKUH B CBOIO YEPry
CPUMMAIOTHCS Ta IHTEPIPUTYETHCSI KOHTPOJIJIEPOM BBOY, III0 KOHBEPTYE CUPHI BBIJ
B Ha3BH [ii, Ta qomae ix B InputPackage. Takox B Iie# mMakeT JaHHUX MEPEIAETHCS

HAMpPsIMOK PYXY MEPCOHAXY Ta KOOPAMHATH MoJIoKkeHHs kamepu (Puc. 3.5).

[ Online D

e InputPackage
~ actions : Array[String]
» item_actions : Array[String]
» input_direction : Vector2

crouch : bool

* crouch_just_pressed : bool

* crouch_just_released :

~ camera_basis : Basis = B
Pucynoxk 3.5: Bmict InputPackage
Bceepennai FSM  konTposiiepa posnucaHui CHUCOK PYXiB TEepcOHaXka 3
MPUB’SI3KOK0 1X /10 KOHKPETHUX OO’€KTIB CIEHH, TOAl AK 0a30BUN KiIac pyxy
MepcoHaka MICTHUTh enum «MOVEeS_Priority» mo BHU3HAYA€ MPUOPITET BHKOHYEMHUX
niii. Take po3auieHHS MOTpiOHE N7 MPaBUIBHOTO COPTYBaHHA NI MK co00Ofo,
MOCKUTBKM pyX TMEpcoHaka Moke OyTtu HemependadyBaHuM. lloTounuii cTaH
30epiraeTbes y 3MiHHIA current_move. 3a mepexig MK cTaHaMH BiamodimaroTh
ctBopeni ¢ynkmii update() Ta switch_to(), sxi mopiBHIOIOTE il B CITUCKY, 0OUPAIOTh

caMHil 3HAUMMUH CTaH, Ta aBTOMATHYHO HOTO akTUBYIOTH (Puc. 3.6).
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func update(input : InputPackage, delta : float):

var relevance = current_move.
if relevance != "okay":
switch_to(relevance)
int("Actions: ", input.actions)
s(input)
current_move.update(input, delta)

1c switch_to(state : String):
current_move.on_ te()
current_move = moves[state]
current_move.on_enter_state()
current_move.m
print("State: ",

Pucynoxk 3.6: ®ynkuii update() ta switch_to()

Meton update() BUKIMKAETHCS KOXEH (i3MYHMIA Kaap 1 € OCHOBHUM MICIIEM
00OpOOKH JIOTIKH CTaHy: JUIS CTaHIB PyXy, M0 MPUKIATY, BIH BHKIMKA€ KaCTOMHUU
meton velocity by input() sikuit 3unTye BXigHHI BEKTOP PyXY, 3aCTOCOBYE IPaBiTaIlif0
SIKITO TIEPCOHAX Y MOBITP1, 00UKCIIIOE Oa)kKaHy IMIBUAKICTh BIAMOBIAHO IO MOTOYHOTO
cTany Ta Bukimkae move and slide(), OHOBIIIOIOUM MO3UIIIIO MMEPCOHAXKA B MPOCTOPI.
[Ipy KOXHOMY BHUKIWKY, METOJ TE€pEBIpsSI€ YMOBH TMEPEXOMiB Yy TMOPAIKY
MPIOPUTETHOCTI: HAWBHUIIIA NMPUOPITET MAIOTh CTaHW TMPHXKKY Ta MaJIHHS, MalOuu
3MOTYy TMepepBaTH 1HII CTaHW PyXiB, 3a HUMH WAyTh OUIBIIICTH CTaHIB KJIABIII
BBEJICHHA. SIKIIIO MOTOYHUN CTaH BIAPI3HSETHCS BiJl OOYHMCICHOTO HOBOTO CTaHY,
BUKJIMKAEThCS MeTox SWitch_to(state), 1o BukoHye [ii, MOB'sA13aHi i3 BXOAOM Y CTaH,
tumy on_exit_state() ra on_enter_state() (Puc. 3.6).

JluHaMiYHHMIA HAITIBIIPUCIT € TEXHIYHO HaWCKIagHImow0 yacTuHoo FSM. s
CIPOIIEHHS peatizailii Bs JIOTiKa MpUcigaHHs Oya BUBEJCHA B OKPEMH KOHTPOJUIEP
MMC (Movement Mode Controller), B 3agady sKoro BXOIWTh MOHITOPHHT Ta
Moaudikailis CTaHiB IepcoHaXka. Taka peamizallis 3HAYHO CIIPOCTHIIA IMIUIEMEHTAIIIIO
MIPUCITaHHS B CTAHU PYXY, OCKUTBKH B IHIIIOMY BUTIAJKY Oyii0 O TOTPIOHO CTBOPIOBATH
KoITii iCHyroYMX cTaHiB 3 igMiHEuMH 3HadeHHsamu, tany WALK _ CROUCH, mo
CYTTEBO 30UIBIINIIO O KIJTBKICTh CTAHIB Ta MOCKJIAHUIO O JOTIKY mepexoaiB. Pazom 3
MM BIJJOKpPEMJICHHS MPUCIJIaHHS JO3BOJMJIO peai3yBaTh OUIbII I1KaBUH MEXaHI3M

caMoro MpUCiNy SK TAaKOro, Ta BUIPABUTU JIeKUIbKa Hemepeabauenux OariB. CyTb
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MOMMJIOK 3aKJII0Yaach B IPOCOYYBaHHI EPCOHAXka yepe3 00’ €KTH KapTH, IpU cpooi
BCTAaTU 3 NpPUCIAY MiJ CTEJIEl0, JJIs BUIPABIEHHS MpoOiemMu Oyrna JoJaHa HOJA
ShapeCast3D 1o Tpacye hopMy BiIOBIAHY KoJaiaepy NEPCOHAKA Y BEPTUKATLHOMY
MOJIOXKEHHI, a IUJIb TPacyBaHHS — TOYKa OE3MOCEePEeIHhO HaJ| TOJOBOIO MEpPCOHaXkA.
Sxmo ShapeCast3D.is colliding() moBeptae true mpu crpoOi mepexoay 31 CTaHy
CROUCH y STAND, cran 3Mintoetbest Ha PARTIAL 3amicTs BepTukansHoro. Bucora
konaiaepa y crani PARTIAL e mpoMi>KHOO MI>K BUCOTOIO ITOBHOTO 3POCTY Ta MIPUCITY
1 OOYMCIIIOETHCSI HAa OCHOBI MaKCHMAJIbHOT'O BUIBHOTO MPOCTOPY, IOCTYIHOIO Yy

notouHii mo3utii (Puc. 3.7).

Pucynok 3.7: Bizyaunizanis konaiigepa nmepcoHaka B pisHUX CTaIAX IPUCITY
[InaBHa 3MiHAa BHCOTH KOJaiiepa € BaXIWBOIO ACTAIUIIO peaiizallii. 3aMicTh
MuUTTEBO1 3MiHUM 3Ha4eHHS height y CollisionShape3D, BucoTa iHTEpIIONIOETHCS KOKEH
KaJip 3a qomoMororo lerp(). AHaIOTIYHO THTEPIOIIOETHCS 3MIIICHHS By3J1a KAMEPH 10
BEPTHUKAJ1, 10 3a0e3Medye MmIaBHe 3HIKSHHS TOYKU OTJISy Mpu npucinanxi. bes miei

THTEPIOJAIIT Bi3yaJIbHAM MEPEXi BUTIAAaB OU PI3KUM 1 pyWHYBaB OW 3aHYpEHHS.
OO6pobOxka cTpubka y pamkax FSM 3acmyroBye okpemoro posrisay. Ctpubok

iHiiroeTres numie ko is_on_floor() € true Ta He aktuBoBanuii ctran CROUCH (abo
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PARTIAL 3a ymM0OBH BUIBHOrO IpOCTOPY HaJ rosioBoro). Ilpu iHimiamizamii ctpuOka
noToyHu cran nepeBoauThess y JUMP, a BepTukanbHa KOMIIOHEHTa BEKTOpA
mBUAKOCTI BcTaHOBIOEThC piBHOIO JUMP_FORCE. [lo mpoxoakKeHHIO JesKOro
KOPOTKOT'O MPOMIXKKY 4acy, CTaH NpUxKKy 3MiHI0€eTbea ctanoM FALLING, micnst yoro
NIEPCOHAX TIOYMHAE MA/IaTH, JTOTIOKU He pu3eMinThes Ha miiory (Puc. 3.8). Ilepexin
31 ctany FALLING Ha3zan y Oyab-sikuii Ha3eMHUI CTaH BiIOYBA€THCS TPU HACTYITHOMY

BUKIUKY 1S_on_floor() == true, 110 1 BU3HaYa€ MpU3EMIICHHS.

func on_enter_state() -> void:
mmc.is_jumping = true
player.velocity.y = JUMP_FORCE

func on_exit_state() -> void:
mmc.is_jumping = fal

func default_lifecycle(_input: InputPackage) -> String:

(S than(MAX_JUMP_TIME) and player.velocity.y <= 0:
return "fall"

return "okay"

func update(_input: InputPackage, delta: float) -> void:

player.velocity.y -= gravity * delta

player.move_and_slide(

Pucynok 3.8: HactuHa Koy ctany «Jump»

3.3 Peagqizanisi cuctemu 30poi ta pisuuHux eekTin

Ha BiamiHy BiI CHCTEMH KepyBaHHS IEPCOHAXKEeM, IO 0a3yeTbCs Ha
CKIHUEHHOMY aBTOMATi CTaHIB 13 (hIKCOBAaHUM HAOOpOM CTaHIB Ta MEXaHI3MOM
MpIOpUTETIB, CUCTEMA 30pOi pearnizoBana yepe3 okpeMy FSM 3i 3HayHO CIpoIeH0I0
apxiTektyporo. Take pimeHHS OOyMOBJICHE XapakTEpPOM TMOBEIIHKH 30poi:
MOCITITOBHICTh 1i M € 3Ha4HO OUIbII TepeadadyBaHOIO Ta JIHIMHOIO, HIX PyX
MEepPCOHaXKa, TOMY BHKOPHUCTAHHS CKJIAAHOI CHCTEMH TMpiopureTiB Oymo O
HAJUTAIIKOBHUM. SIKIIO Mi] 9ac KepyBaHHS MEPCOHAKEM OJHOYACHO MOXYTh BUHUKATH
JIECATKU YMOB, SIK1 BIUIMBAIOTh HA BUOIp MOTOYHOIO CTaHy (OIr, CTpUOOK, MIPUCITAHHS,
nepedyBaHHS B MOBITP1 TOWIO), TO JJIsi 30p0i KUTBKICTh MOXIJIMBUX CIIEHAPIiB 3HAYHO

MeHIla. Y OUIbIIOCTI BUIAJIKIB 30pos mnepedyBae y cTaHl O4IKyBaHHS, CTPUILOU abo
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nepe3apsiiki, a MepexoJAd MDK HHUMH BiIOyBalOTbCS 3a YITKO BHU3HAYCHUMU
MIpaBUIIAMH.

KitouoBoro ocobnupicTio FSM 30poi € ii nuHamiuHa ctpyktypa. SAkmo y FSM
MEePCOHAKA TMEPENTiK CTaHIB BU3HAYAETHCSA I 4Yac PO3POOKH Ta 3aJIMIIAETHCS
HE3MIHHMM, TO JJisi 30poi Halip cTaHiB (OpMYyeEThCs O€3MOCepeHbO i Yac
3aBaHTAXKEHHSI KOHKPETHOro ek3emIuiipa 30poi. Becepenuni FSM BukopucToByeThes
CJIOBHUK CTaHIB, KM MOYaTKOBO € mMOpokHIM. Ilicis eximipyBaHHS 30poi BiH
ABTOMATHUYHO 3aIIOBHIOETHCS CTaHAMH, BU3HAYCHUMH Y BiIITOBITHOMY pecypci 30poi.
Taxuit minxig 703BOJISIE KOXKHOMY BHLY 30p0i MaTu BIIaCHUI Ha01p CTaHIB, iX KUIbKICTh
Ta HalMEeHYBaHHs 0e3 He0OXITHOCTI 3MIHIOBATH KoJ1 camoi FSM.

[loniOHe pimenHs 3abe3neyye BHCOKHI piBEHb MacIITA00OBAHOCTI CUCTEMH.
Hanpuknan, 1 mpocToi BOTHENMAIbHOT 30poi MOXke OYTH JOCTAaTHBO JIMIIE TPhOX
0a30BUX CTaHIB, TOAI SK JUIS OLIBII CKJIATHUX 3pa3KiB 30poi MOXIMBO J0JATH
JIOJIATKOBI CTaHM, TaKl K 3MiHa PEXKHUMY BOTHIO, aJbTEPHATHUBHI THUIH CTPiILOH,
HeperpiB, 3apsJKaHH MO OJHOMY INMAaTpoHYy abo crerianbHi aHiMaliiHi ctanu. [Ipu
npoMy OaszoBa peanizamis FSM 3anuinaerbcsi HE3MIHHOIO, a BCi OCOOJIMBOCTI
MOBEIIHKM BU3HAYAIOTHCS JIUIIE JAHUMHU KOHKPETHOT'O pecypcy 30poi.

Ha Binminy Big FSM mepconaxa, ne BUOIp HACTYIMHOTO CTaHY 3A1HCHIOETHCS
IIUISIXOM TIEPEBIPKHU CIMUCKY MOKJIMBUX CTaHIB BIAMOBIIHO JI0 iXHBOTO MPIOPUTETY, Y
FSM 306poi norika nepexo/iB BU3HaA4a€Thes 0e3mocepeIHh0 BecepeauHi ctaniB. Koxen
CTaH CaMOCTIIHO BUPIIIY€E, KOJH 1 10 IKOTO 1HIIIOT0 CTaHy HEOOX1THO MEePEKIFOUUTHCH,
Ta 3a AKuX yMoB. Lle crporye peanizaiiito Ta MiJIBUINYE THYYKICTh CHCTEMH, OCKUTBKH
pi3HI BUIU 30pOi MOXKYTh peali3oByBaTH BJIACHY JIOTIKY poOoTu 6e3 BITUBY Ha 1HIII
KOMITIOHEHTH. KpiMm Toro, Takuii miaxia MOKpailye YnTabenbHICTh KOAY, OCKUTBKH BCS
JIOTiKa, TTOB's3aHa 3 KOHKPETHOIO JI€I0 30p0i, 30CePEIKYETHCS B OJHOMY MICIII.

Jlyist TecTyBaHHSI CUCTEMU OyJIO CTBOPEHO pecypc micronera. Pecypc mictuth yci
OCHOBHI XapakTEePUCTUKHU 30p0i: Ha3BY, TPUBUMIPHY MOJIENIb, MAKCUMAIbHY KUTBKICTh
Ha0OiB y Mara3uHi, BEJIMYMHY 3aBJaHOI IIKOJMU Ta CIUCOK JOCTYIHHX CTaHIB.

@aKTUYHO PECypC BUCTYMAE KOHTEHHEPOM JaHUX, AKUN OMUCYE BMICT Ta MOBEIIHKY
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KOHKPETHOTO €K3eMILIsipa 30poi uu nmpeaMera, Ta Moxke OyTH JIETKO 3aMIHEHHM 1HIIINM

pecypcoM 0e3 3MIHU OCHOBHO1 JIOTIKH cuctemH (puc. 3.9)..

Transform View E @ B
@ Pistol.tres
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Max Ammo
Current Ammo
Spread
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Name
Item Model
am Open Scene
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States Array[ItemState] (size 3)

Size: 3
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Pucynok 3.9: Pecypc 30poi cTBOpeHO1 I TECTYBaHHS MEXaHiK CTPLILOU

Jlns micronera Oyso pearizoBaHo Tpu 6a3oBi ctanu: Firearmldle, FirearmFire Ta
FirearmReload. I[poro HabOpy mOCTaTHBO IS peasi3allii MOBHOIO IUKIY pOOOTH
MPOCTO1 BOTHENANIbHO1 30poi. KoXeH 3 cTaHiB ONucye OKpeMuil TaTepH MOBEIHKH, 31
CBOEIO JIOTIKOIO TIEPEeMUKAHHA MDK 1HIIMMHU CTaHamu. Pa3oMm Il CTaHW YyTBOPIOIOTH
3aBepIleHy MOJENb MOBEIIHKK 30poi Ta JEMOHCTPYIOTH MOKIIMBOCTI PO3pOOJIEHOT
cuctemu auHaMigHoi FSM.

Cran Firearmldle € 6a30BuM cTaHOM CIIOKOTO, B IKOMY 30po0si iepeOyBae OuIbIny
YJacTHHY 4Yacy. Y IIbOMY CTaHI BH3HA4YEHO JBa MOXKJIMBI mepexoau. SKmo rpaserb
HATUCKA€ KHOTIKY BUKOPWCTAHHA (J1iBa KHOMKA MHUIII) Ta 3a YMOBH, IO B MarasuHi
MPUCYTHI NATPOHU, BIAOYBAETHCS MEpPEXi] A0 CTaHy CTpUILOU. SKIIo * Ooenpunacu
BIJICYTH1, CUCTEMa BUBOAUTH MMOBIJIOMJICHHS PO HEOOXIIHICTh nepe3apsanku. [pyruii

MOXJIMBUN TMepexiJl MOB'SI3aHWIl 13 HATUCKAHHSAM KJaBilll mepe3apsaku. Ko
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MOTOYHA KUIBKICTh MATPOHIB Yy Mara3uHl MEHIIA 332 MAaKCUMAaJbHO JOMYCTHMY,
AKTUBYETHCS CTaH NEpe3apsaKu.

Cran FirearmFire BianoBinae 3a BukoHaHHs noctputy. [1ix yac oro akTuBanii
3 Mara3vHy BIIHIMA€TbCSI OJMH TMATPOH, IWICJIS YOr0 BHUKOHYEThCA IIEpEBIpKa
MomnaJaHHs 3a JIONOMOIol TpacyBaHHs mpomeHs (Raycast). Jlng mporo BcepenuHi
MoJiei 30poi PO3MIIIYEThCS CIelialbHui By3os-mapkep Muzzle, sxuit Bu3Havae
TOUKY BHIBOTY Kysi. MOro rio6ambHa MO3HINS BHKOPHUCTOBYETHCS K IMOYATOK
MPOMEHsI, a HamNpsAMOK OOYHMCIIOETHCS Ha OCHOBI OpieHTallii cTBoja 30poi. 3a
nornoMororo $hiznyHoi cucreMu pyuriss Godot BUKOHYETHCS MOLIYK NEPIIOro 00'eKTa, 3
AKUM TIEPETUHAETHCA MPOMIHb. Y pa3l YyCHIIIHOTO MOMAaJaHHS y TOYlll MEPETHHY

CTBOPIOETHCS MPOCTHH Bi3yaabHHUH eekT y BUTIIAAI uepBoHOro kyoa (Puc. 3.10).

P Input

Pucynok 3.10: JlemoHcTparlist mpare3qaTHOCTI MEXaHiK CTPUTbOn
HesBakaroum Ha MNPUMITUBHICTH peamizaiii, Takuid MiAXiA 3HAYHO CHPOIIYE
TEeCTyBaHHS MEXaHIKM CTPUIbOM, OCKUIBKH JO3BOJIIE Bi3yaJlbHO KOHTPOJIOBATH
TOYHICTh TPACYBaHHS MMPOMEHSI Ta KOPEKTHICTh BU3HAUEHHS MICIISI TIOTIAJaHHS .

Cran FirearmReload Binnosinae 3a nepesapsuky 36poi. Foro norika BpaxoBye
0CcOo0MBOCTI poOOTH BOTHEMATBbHOI 30poi. SIKIIO B Mara3wHi 3alMIIaeThes xoda O
OIMH TIATPOH, TICIS TEepe3apsAKd Mara3uH 3alOBHIOETHCS O MAaKCUMAaJIbHOT

MICTKOCTI. SKIo * Mara3wH OyB MOBHICTIO MOPOKHIM, BiH 3aps/KAETHCA HA OJHUH
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NaTPOH MEHIIE BiJl MAaKCUMaJbHOIO 3HaueHHs. Taka MOBEIIHKA IMITye peajibHy
KOHCTPYKII[1}0 OUTBIIOCTI Cy4acHOT CTPUIELBbKOI 30poi, J1e MpH YaCTKOBIM mepe3apsiail
OJIMH JOJIATKOBH MAaTPOH MOXKeE 3anumaTics B naTpoHHuKy (Puc. 3.11).

func on_enter() -> void:
print("Reloading")
var item = controller.current_item

if item.current_ammo == 0:
item.current_ammo = item.max_ammo - 1
else:

item.current_ammo item.max_ammo

controller.item_fsm.sw t:h_tmg"idle"l

Pucynok 3.11: Jlanka koay Jy1st cTaHy miepe3apsaku 30poi

OkpeMHM €JIEeMEHTOM CHCTeMH € peamizamis edekty weapon lag, o
BUKOPUCTOBYETHCS IS TIJBUILCHHS BIIUYTTS Baru Ta iHepilii 30poi. Moaens 36poi
pPO3TalIOBYETHCA BcepenuHl gomoMibkHOTOo By3na Node3D, sxuéi € mgodipHiM
€JIEMEHTOM KaMepH rpaBllsi. 3aMiCTh MUTTEBOTO MOBTOPEHHS BCIX MOBOPOTIB KaMepu
1Iel By30JI IJIaBHO THTEPIIOIIOE CBOIO OPIEHTAIIIIO JIO IIUIbOBOTO MOJIOKEHHS KaMEPH.

VY KOXHOMY KaJipi BUKOHYEThCS OOYHMCIICHHS HOBOi Opi€HTaIlii By3ma 30poi
IUISIXOM IHTEPIOJIAIIi MK HOTO MOTOYHHUM TIOJIOKEHHSM Ta TOJIOKCHHSIM KaMepH.
Bracmimok mporo 30posi cligye 3a pyXamMH TpaBlsl 3 HEBEIUKOI 3aTPUMKOIO,
CTBOPIOIOYM €(eKT 1HEePIIHHOCTI. IHTEHCUBHICTD 3aIi3HEHHS PETYIIOETHCS OKPEMHUM
Koe(DiIieHTOM, IO J03BOJISE€ JIETKO HANTAIMITOBYBAaTH MOBEAIHKY PI3HUX BUIIB 30pOi.
JIJist eTKuX MICTOJIETIB MOKE BHKOPUCTOBYBATHCS MiHIMallbHa 3aTPUMKA, TOM1 SIK
Ba)KKa 30p0si MOXKE MaTH OUTBIN BUPAKEHUN e(DEKT 1HEepIIii.

3ampomnoHOBaHa apXIiTEKTypa MO3BOJSE JIETKO PO3MIUPIOBATH cucTteMmy. Jls
CTBOPEHHSI HOBOTO BHIYy 30pOi JOCTaTHRO CTBOPUTH BIAMOBITHUN pecypc i3
HEOOXITHUMU XapaKTepucTUKamMu Ta HabopoM ctaHiB. [Ipu mbomy FSM aBTOMaTH4YHO
MIJUIAIITOBYEThCS MM CTPYKTYpY HOBOi 30poi, 1o 3abe3leuye BUCOKY
MacIITa0OBaHICTh PIIICHHS Ta CHPOIILYE MOAANbBIILY NIATPUMKY MPOEKTY. PazoM 3 ium

PO3pO0IECHUM KOHTPOJUIEP30POi1 03BOJISIE peali3oByBaTH HE Juile 30poro, a H
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IHTEPAaKTUBHI NPEIMETH K TaKi: 30por0 OJIMKHBOrO 000, IHCTPYMEHTHU, PO3XITHUKH,

KBECTOBI MNpCeaAMCTH Ta IMPCAMCTHU 3 YHIKKaJ'IBHI/IMI/I BJIACTUBOCTAMM Ta MMIPHU3HAYCHHAM.

3.4 Iunamiuna kamepa ta QOL-mexaHiku

JluHamiyHa Kamepa € OJIHUM 13 KJIIOYOBHMX €JIEMEHTIB, 10 BIUIMBAIOTh Ha
KoM(opT CHpPUUHATTS Tpu Big mnepmoi ocobu. HapiTh 3a HAIBHOCTI SIKICHO
peaizoBaHOr0 KepyBaHHS MEPCOHAXKEM BIJICYTHICTh JI0JJaTKOBHUX Bi3yalbHUX €(EKTIB
MOXKe pOOWTH TIepecyBaHHsS HEMPHUPOJAHMM Ta «Iiackum». CamMe TOMy B pamKax
OpOTOTUITY OYyJI0 peasli3oBaHO HaOIp JJOMOMDKHHMX e(eKTiB, M0 TMOKPallylTh
Bi3yaJbHE CHOPUUHATTS pPYyXy Ta CTBOPIOIOTH BIAUYTTS (I3MUHOT HPHUCYTHOCTI
NepCOHa)Xka B IrPOBOMY CBITI.

ApXITeKTYypHO cHUcTeMa po3JilyieHa Ha ABa He3anexHi moayii: EffectController
ta FOVController. Take po3aieHHs J03BOJIS€ 130JI0BATH JIOTIKY PI3HHX Bi3yalbHUX
e(eKTIB Ta CIIPONIY€e NOMATBITY TIATPUMKY cucTeMu. OOHIBa KOHTPOJIEPH MPAIIOIOTh
HE3JIC)KHO OJIMH BiJI OJHOTO Ta MOXYTh OYTH BiIKIIOUEH1 a00 3aMiHEH1 0€3 BILIUBY
Ha poOOTY IHIIMX KOMIIOHEHTIB KaMEPH.

Monyns EffectController BianoBinae 3a nokanbHi eeKkTH pyXy KamMepH, a came
HaXWJI KaMepH ITiJT Yac pyXy B CTOpoHH (camera tilt) Ta KoJIMBaHHS KaMepH ITiJl 4ac
xonp0u (head bob). Jlani edhexkTr HE BINTMBAIOTH HA IrPOBY MEXaHIKy Ta BUKOHYIOTh
BUKIIFOYHO Bi3yalibHY (YHKIIII0, TOKPANTYIOYH BIIUYTTS PyXy MEPCOHAXKA.

Edekt Haxuiy kamepu peaizoBaHUid 4epe3 aHalli3 JOKAIbHOTO HAMPSMKY PyXy
nepcoHaxka. SIKIo rpaBellb PyXaeThCs JIBOPYY abo MpPaBOpPydY BIIIHOCHO CBOTO
MOTOYHOTO HANPSIMKY TOTJISIAY, KaMmepa IJIaBHO HAXWJISETHCS y BIATOBIIHUHN OiK
HABKOJIO oci Z. BennunHa HaXWTy 3aJIeKUATh Bil HAMPSMKY PyXy Ta IHTEPIIOTIOETHCS
70 TIOYATKOBOT'O MOJIOKEHHSI MICJsI MIPUIUHEHHS OOKOBOTO NMEPEMILICHHS. 3aBAsSKU
TUIaBHIN IHTEPIOJALIT pyX KaMepH BUTIIAIA€ IPUPOTHO Ta HE CTBOPIOE TUCKOMDOPTY
st rpaBust (Puc. 3.12). Jlocuth mpoctuil B peainizallii, Takui epeKkT poOUTh

nepecyBaHHs OUIbII TUHAMIYHUM Ta JOAA€ BIIUYTTS 1HEPUIi M1 Yac 3MIHU HAIPSIMKY

Pyxy.
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func _update_tilt(delta: float) -> void:
if not mmc.is_walking:
vert.rotation.z = lerp(vert.rotation.z, 0.0, tilt_speed * delta)
return
var input_x = mmc.input_direction.x
var target_roll = -input_x * tilt_max_angle

vert.rotation.z = lerp(vert.rotation.z, target_roll, tilt_speed % delta)

Pucynok 3.12: Jlorika ¢yHKIIT HAXUTY KaMepH IpU MepecyBaHH1

Hpyrum edexrom, peanizoBanum y EffectController, € head bob — neBenuke
NEPioINYHE KOJTMBAHHS KaMEpH, 110 IMITy€e IPUPOJTHUIN PYX TOJIOBH JIFOJIMHU ITiJT Yac
xoap0u abo Oiry. Peamizarisi 6a3yeTbCcsi Ha CUCTEMI MapKepiB, SIKI PO3MILIYIOThCS Y
BIZIMIOBITHUX CTaHaX pyXy nepcoHaxa. [loku mepconax nepedyBae y CTaHaX XOJIbOU
a00 0iry, KOHTpoJIep OTpUMYE 1HGOPMAITIIO BT ITUX MAapKEPIB Ta 3aCTOCOBYE 3MIIIEHHS
KaMepH 110 BepTUKAJIbHIM 1 TOpU30HTaNIbHIN OcaX. B 1HIIMX cTaHaX, HAMPUKIIA IT1]T 4ac
CTOSIHHS, CTpHOKa ab0 majiiHHs, €hEeKT aBTOMATUYHO BiKITFOYAETHCS.

BukopucrtaHHs OKpeMHUX MapKepiB JO03BOJISIE THYYKO HAaJIAlITOBYBATH
noBeIiHKy head bob s pi3HHX pexumiB nepecyBaHHsA. Hampukian, 1 Xoanou
MOKE€ BUKOPHUCTOBYBATHCSI MEHIIIA aMILUTITyla KOJIMBaHb, TOM1 SIK JUIsl Oiry — OibIa.
3aBSKH IIbOMY BI3YaJIbHO MIKPECTIOETHCS PI3HUIISA MK PI3HUMU IIBUIKOCTIMH PYXY
epCOHaXa.

3a AuHAMIYHY 3MIHY KyTa OISy KaMepu BIINOBITA€ OKPEMUU MOJYIIb
FOVController. Moro ocroBHOO 3axaueto € 3Mina 3Hauenus nous 30py (Field of View,
FOV) 3anexxHo Bil TOTOYHOTO pEXUMY TepecyBaHHS MepcoHaxa. [[ns oTpumaHHs
iHbOopMaIlii mpo 3MiHy CTaHIB BUKOPUCTOBYETHCS CHCTEMa CUTHAIIB BiJl KOHTpoJepa
pexumiB pyxy Movement Mode Controller (MMC). Ilicnst oTpuMaHHS CHUTHAy
KOHTpOJIEp BU3HAaUae HeoOXx1aHe 1u1boBe 3HaueHHs1 FOV Ta 3amyckae npoliec miaBHO1
iHTepmosAIii. JIJIsT KO)KHOTO PeXHMY PyXy MOKe OyTH BH3HA4YCHE BJacHE 3HAYCHHS
nmons 30py. Hampuxman, mim wac 6iry FOV nemo 301mbITyeThes, CTBOPIOIOYHU
JOTATKOBE BITUYTTS MIBUAKOCTI. [Ipu mepexonai y mpucia, HaBIaku, KyT OTJISIY CTa€
TPOXU BYXKYUM, IO MIJKPECIIOe OUIbll OOEpPEeKHUM XapakTep IMepecyBaHHS.
JlonaTkoBO MOKYTh BUKOPHUCTOBYBATHCSl CHEllajbHI 3HAYEHHS [UJIs 1HIIMX CTaHIB,

3okpema st naginus (Puc. 3.13).
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¢ fov_controller.gd

Multiplier Sprint
Multiplier

Multiplier Fall

Curve Default

Curve Sprint

Curve Fall

Time Default
Time Sprint
Time Crouch

Time Fall

Pucynok 3.13: HamamtyBaHHS MYJIBTHILTIKATOPIB Ta KPUBKX IS PI3HUX CTaHIB

Oco06nMBICTIO peaiti3allii € BUKOPUCTAHHS OKPEMUX KPUBHUX THTEPIOJISINT JIs
KoxHOTO pexuMy pyxy (Puc. 3.13). Ile mo3Bossie He uIne 3MIHIOBaTH KIHIICBE
3HaueHHs FOV, a il KOHTpOII0BaTH XapakTep nepexo iy Mixk cranamu. Hanpuxan, min
gac Tepexoay 3 XOoap0M Ha OIr 3MiHa MOJIA 30py BiAOYBA€ThCS JTOCUTH IIBHJIKO,
MIIKPECIIOI0UN  pi3Ke TMPUCKOPECHHS TepcoHaka. BoaHowac mpu  majiHHI
BUKOPHUCTOBYETHCS OUTBII BUCOKE 3HAUCHHS Yacy 3MiHU KyTa OIJISAY, IO CTBOPIOE
BpPaXEHHS IMOCTYIIOBOI0 HAOOPY MIBHUIKOCTI3 IJIMHOM Yacy.

[Moennanns  EffectController Ta FOVController mo3Boinisie  cTBOpUTH
KOMIIJIEKCHY CUCTEMY JHHAMIYHOI KaMEPH, JI€ KOKeH €(EKT BUKOHYE BIIACHY 3aJady.
Haxun xamepu migkpeciroe HanmpssMok pyxy, head bob momae BimuyTTs KpoKiB Ta
KOHTaKTY 3 TTOBEPXHEI0, a TuHaMigHa 3MiHa FOV Bi3yanbHO niepenae 3MiHy MIBUIKOCTI
nepecyBanHs. Pazom mi MexaHikum (OpMyrOTh OUTBIN TJIABHUA Ta TPUEMHUN

KOPHUCTYBAIIbKHIA JTOCBiT 0€3 BHECEHHS 3MiH O OCHOBHOI irpOBO1 JIOTIKH.
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3.5 TectyBanHs Ta pe3yJibTaTH

TecTyBaHHS IrPOBOTO MPOTOTUITY BIAPI3HAETHCA Bl TECTYBAHHS TPAJAULIMHOTO
MIPOrpaMHOro 3a0e3neyeHHs y Kulbkox acnekrax. llopsa nepdopmaHc-TecTyBaHHAM
(un nocsiraeThesl MUIBOBA YAacTOTa KaJpiB) Ta 13 (PYHKI[IOHAJIbHUM TECTYBAaHHSM (4u
KOPEKTHO MPalOI0Th MEXaHIKK), I'POBUN MPOTOTHUI OTPEOYy€E IrPOBOr0 TECTYBAaHHS
(playtesting) — cy0'eKTHMBHOI OILIIHKK TOTO, YM € IrPOBUH JIOCBI MEPEKOHIMBUM Ta
NPUEMHUM. YCl TPU aCHeKTH TECTYBaHHS € HEOOXITHUMH JIJIsi TTIOBHOIIIHHOI OIIHKU
OPOTOTHUTTY.

[lepdopmanc-TecTyBaHHS IPOBOAUIIOCH IIIJITXOM BHMIpIOBaHHS YacCTOTH KaJIpiB
3a JIOTIOMOT'010 BOY10BaHOTO MOHITOpa nmpoayKTuBHOCTI Godot (Debug > Monitor) Ha
anapaTHoMY 3a0e3nedeHH1 TectoBoi MammHu (Tab. 3.1).

Tabnuus 3.1: CucteMHi XapaKTUPUCTUKH TECTOBOT MAIIMHU

OC: Windows 11 Pro x64

I[Iporecop: Intel(R) Core(TM) i5-9300H CPU @ 2.40GHz (2.40 GHz)
I'padiuna mara: NVIDIA GeForce GTX 1660 Ti (6 I'b)

O3IT: 16,0 I'b

CxosBuiie: 1,61 TB

KmtouoBumu wmetpukamu nepdopmancy e: 3aBantaxkeHHs CPU ta GPU vy
BimcoTkax (Puc. 3.14); yac penaepunry kaapy (frame time) B MiicekyHaaX; KUTbKICTh

draw calls 3a kaap; mikoBe cnoxxuBanusa nam'sti (Puc. 3.15).
p

4 Clear @ Autostart Measure: Frame Time (ms) ¥ @ Fitto Frame @ Linked Frame #: 1205 -

Pucynoxk 3.14: Tlepdopmanc TectyBanHs — BuMiptoBarHs Harpy3ku Ha CPU ta GPU



Monitor

M;J

710.1MiB  Text

Pucynox 3.15: Ilepdopmanc TecTyBanHs — BUMiproBaHHs fps Ta po3xoay mam’siti

ODyHKIIIOHAIBHE TECTYBAaHHS CHCTEMH KEPYBAaHHS IEPCOHAKEM IPOBOJIUIOCH
IUISIXOM CHUCTEMaTUYHOTO MPOXO/KEHHS BCIX CTaHIB CKiHueHHOro aBromara (Finite
State Machine, FSM) Ta nepeBipku KOPEKTHOCTI MEPEXOAiB MK HUMHU. J[J11 KOXKHOTO
CTaHy TMepeBipsUIach MPAaBUIBHICTH POOOTH JIOTIKM KEpyBaHHS, BIAMOBIIHICTD
aHIMaIlili TOTOYHOMY CTaHy MEPCOHa)Ka Ta BIJACYTHICTh KOHQJIKTIB MK OKPEeMUMHU
MEXaHIKaMH.

Jlist TpoBeNeHHST TECTyBaHHS PO3pPOOJEHOTO MPOTOTUITY OYyJIO CTBOPEHO
OKpPEMHU TECTOBUM PiBEHB, MPU3HAYCHUHN ISl MIEPEBIPKU BCIX peasli30BaHUX ITPOBHX
MexaHiK. PiBeHb MOOyI0BaHO 3 BUKOPHUCTAHHSAM 0a30BUX I'€OMETPUYHHUX NMPUMITHBIB
turty CSGBox3D, mo nmo3Bonmio mBUAKO chOpMyBaTH HEOOXITHI E€JIEMEHTH
OoTO4YeHHs 0e3 cTBOpeHHs ckiaguux 3D-moxmeneii. Ha moBepxHi 00'ekTiB Oynu
HaKJIAJeHl MPOCTI MaTepiaiu 3 TEKCTYpOrO OETOHY HJisi TOKpAIIEHHS Bi3yaJbHOTO
CIPHUMHSTTS CEPEIOBHUIIA Ta MOJICTIICHHS opieHTAaIlli i yac TectyBanHs (Puc. 3.16).
Koudirypamiss piBHS BKIIOUanga piBHI MaWJaHYMKH, CXWJIM PI3HOTO KyTa HAXUIY,
BY3bKI TIPOXOJH, TYHEJl 3 PI3HOK BHUCOTOI CTENi, BEPTUKAIbHI TMEPEHIKOAA Ta

CHEIiaTbHO MiATOTOBJICHI JUISHKY TSI TIEPEBIPKH pOOOTH CUCTEMH CTPLIHOH.
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Pucynok 3.16: CTBOpeHHi1 BcepeInHi pylilisi TECTOBUN PiBEHb

TecToBi clieHapii OXOTUTIOBAJIA MEPEMIIICHHS Y BCIX MOXKJIMBUX HaIpsIMKax 13
MEePEBIPKOIO BIAMOBIAHOCTI aHIMaIlld pyxXy MmorodyHomy ctaHy FSM, BuxkoHaHHs
CTpUOKIB K Ha PIBHIMA MOBEPXHI, TaK 1 MiJ Yac pyxy IO CXUJaX PI3HOTO HaXHUIY,
NPUCITaHHS y PI3HOMAHITHUX T€OMETPUYHUX YMOBAX, BKIIOYHO 3 MPOXOHKCHHIM
gyepe3 TyHeJl pi3HOi BHCOTH. Jl0JIaTKOBO TMEpeBIpsUIUCS TEPEexXoau MDK Oirom Ta
MIPUCIAHHSIM Ta poOOTa MEXaHi3My JUHAMIYHOT'O HAITIBIIPUCITY, SIKMH aBTOMAaTUYHO
aKTUBYETHCS ITiJ] Yac CIpoOM MepCcoHaXKa IMAHATUCS ITiJT HU3bKOIO CTENIE0.

Oco0nuBy yBary 0yJo MpUALUICHO TepeBipIli KpaitHIX BUMA/IKIB, K1 MTOTSHIIIITHO
MOXYTh CHPUYHHATH TOMWIKKH B Jorimi FSM. [lo Takux crieHapiiB Hajexaiu
OJIHOYACHE HATMCKAaHHS KJIaBilll CTpUOKA Ta MPUCITaHHS, CIIPOOa BUKOHATH CTPUOOK Y
ctani PARTIAL, a Takox mNpu3emlieHHS TMeEpCOHaka Oe3MocepeHhbO y CTaH
npucimanas micis ctpuOka. IlepeBipka NHUX BHITANKIB JO3BOJMIA TEPEKOHATUCS Y
CTaOUTBHOCTI POOOTH aBTOMAaTa CTaHIB Ta BIICYTHOCTI HEKOPEKTHUX MEPEXOJIB MikK
HUMU.

OyHKIIIOHAJIBHE TECTYBaHHS CUCTEMH 30poi OyJo CHpsMOBaHE Ha MEPEBIPKY
KOPEKTHOCT1 poO0TH MexaHi13My Raycast Ta MoB'a3aHHX 13 HUM MIJICUCTEM. 30KpeMa,

TECTyBaJlaCh MPABWIbHICTh (POPMYBaHHS HANpsAMKY TMOCTPUIy NpPU PI3HUX
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MOJIOKCHHSIX KaMepH Ta 30poi, KOPEKTHICTh BU3HAYCHHS TOUYKH 3ITKHCHHS ITPOMEHS 3
o0'eKTaMHM CIIEHM, a TaKOX BIIOOpaX€HHsS BI3yaJbHUX €(EKTIB MonagaHHs
Oe3mocepelHbO B TOuYKax KOHTakTy. OkpeMo mepeBipsjach cucTeMa OOJIKY
Ooempunaci, BKJIIOYHO 3 BHUTPAayaHHSM MATPOHIB MiJ Yac cTpuabOu. Takox
MIPOBOJWIIMCH TEPEBIPKH HAa MPEAMET MOMJIMBOCTI BUHUKHEHHS HEKOHCHUCTCHTHHUX
CTaHiB, HANpHUKIAJ] CIpoOM CTpUILOM MiA Yac mepe3apsAkd abo mepe3apsiiku Mpu
MOBHICTIO 3alIOBHEHOMY Mara3uHi.

Oco0nuBYy yBary mpHUIUICHO TeCTyBaHHIO Raycast y CKIIaqHUX T€OMETPHYHUX
cutyalisix. byno nepeBipeHo MoBeAIHKY CUCTEMHU ITiJ1 YaCc CTPUILOU B3/IOBXK IMOBEPXHI
CTIHM MiJ MIHIMAJIbHUM KYyTOM, IOCTPUIIB 4Yepe3 BY3bKI OTBOPH MK 00'€eKTaMu Ta B
TOYKH TIEPETUHY JIBOX IOBEPXOHb. Taki cIieHapii JO3BOJWIM OI[IHUTH TOYHICTH
peecTpallii mMomnajgaHh 1 TMEPEeKOHATHCS Y BIICYTHOCTI MOMWJIOK, TMOB'SI3aHUX 13
TeOMETPUYHIUMH OCOOTMBOCTSAMU CIICHH.

Oxkpim dopmanbHOTo (HYHKI[IOHATBEHOTO TECTYBaHHS, TPOBOAMIIOCH playtesting,
AKUN € MeHII (popMajli30BaHUM, aje HaJ3BUYAMHO BaXJIMBUM METOJOM OI[IHIOBAHHS
SIKOCT1 irpoBOTO MpoToTUIy. [1i1 9ac KUIbKOX IrPOBUX CECii OIIHIOBAINCH CY0'€KTUBHI
BITUYTTS BiJ B3aeMOIi 3 peasli30BaHUMHU MEXaHIKaMH. 30KpeMa, aHalIi3yBaJiOCh,
HACKUTBKM TPUPOJHUM Ta YyWHHM CIPUHAMAETHCS KEPYBaHHS IEPCOHAXKEM, YU
3abe3reuye cucTeMa pyxXy JOCTaTHIM piBEHb KOHTPOJIO HaJl MEPCOHAKEM Ta YH HE
BUHHUKAIOTH TPYHOIIII ITiJT YaC BUKOHAHHS CKJIaIHUX IMOCITOBHOCTEH JTii.

Takox oIliHIOBajach SKICTh peaiizallii cTpiIbOM Ta 3arajbHE BITIYTTS BiJ
BUKopucTanHs 30poi. IlepeBipsuioch, WM € crTpinpba JOCTaTHRO TOYHOKO Ta
nependavyBaHoO0, Yn 3a0e3redye BoHA HEOOXITHUN PIBEHb 3BOPOTHOTO 3B'SI3KY JIJIS
TpaBIsl, a TAKOXX HACKUIBKM TOMITHHUMH Ta JOPEYHUMHU € peaii3oBaHi e(eKTu
MOKPAIICHHS BIMUYTTS pyXy, 30kpema weapon lag, head bob Ta camera tilt. Oxkpemo
aHANI3yBaJIOCh, YW HE BHUKJIMKAIOTh 3a3HA4CHI €(PEKTH HAIMIPHOTO Bi3yaJbHOTO
HABaHTaXXEHHS a00 TUCKOMQOPTY i Yac TPUBAJIOI TPH.

Ha ocHOBI mpoBeneHOro TecTyBaHHA OyJI0O BHUSIBIEHO Ta YCYHEHO KUIbKa
TeXHIYHUX MpoOsieM. OJHIEI0 3 HAWOUIBII CYTTEBUX CTaja HaJMIpHA 1HTEHCHUBHICTb

edexty weapon lag y moyaTkoBiii peanizailii. Uepe3 3aBenke 3HaYCHHS KoedilieHTa
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3ria/KyBaHHs 30posl IOMITHO BiJicTaBajia BiJl pyXiB KaMepH, 10 HEraTUBHO BILIMBAJIO
Ha TpoUeC MNPULUIIOBAHHS Ta YCKJIAQJHIOBAIO TouHy cTpuib0y. Ilicns cepii
€KCIIEpUMEHTIB NapameTpu edekTy Oyiu BiKaiiOpoBaHi 10 piBHS, KUl 3a0e3neuye
BIIUYTTA Baru 30poi 0€3 BTpaTu KEPOBAHOCTI.

[Ile omHiero mpobieMO0 CTaja HaaMIpHA aMmIUIITyAa Ta yactora edekty head
bob. Ilig yac TecTtyBaHHsS OyJI0 BCTAHOBJIEHO, 1[0 IHTEHCUBHI KOJUBAHHS KaMepH
MOXYTh BHUKIHKAaTH AUCKOM(OPT y YaCTHHM KOPHUCTYBAdiB, OCOOJHMBO ITiJ dYac
TPUBAJIOTO MEPEMIIIEHHS NepcoHaxa. s yCyHeHHs UbOTO HEAOJIIKY MapaMeTpu
edekTy OyJu CKOPUTOBaHI IMIIIXOM 3MEHIIIEHHS aMILTITY/IH Ta YaCTOTH KOJMBAHb.

KpiMm TOro, TectyBaHHs BHSIBUJIO HEAOJIKM Yy T[OYATKOBIMA peamnizamii
nuHamiuHoro HamiBrnpuciny. [loyarkoBe momnoxkenHs kamepu B craHi PARTIAL ne
3a0e3mnedyBajo J0CTaTHOT BUJMMOCTI ITiJ1 Yac MPOXO/KEHHS Yepe3 HU3bK1 TyHEel Ta
1HII1 oOMexeH1 npocTopu. [licis ananizy pe3ynbTaTiB TeCTyBaHHS OyI0 CKOPUTOBAHO
BUCOTY pO3TalllyBaHHS KaMepH B IIbOMY CTaHi, II0 MOKPAIIWIO OIJIAJIOBICTh Ta
3arajbHUN KOMQOPT NepecyBaHHs.

Pesynbratu mpoBeneHOi po3poOKM Ta TECTyBaHHS CBiAYaTh MPO YCHILIHY
peanizallifo BCiX 3alJJaHOBaHMX MeXaHIK. CTBOpEHUH MNPOTOTUI JIEMOHCTPYE
noBHICTIO (yHKIioHANbHUI FPS-xkoHTponep 13 kopekTHO peanizoBanoro FSM-
CHUCTEMOI0 KEPYBaHHS IEPCOHAXKEM, JOCTOBIPHOIO TOBEIIHKOI 30poi, HamilHOIO
peecTpalli€ro momajgaHb 3a gomnomoror Raycast ta Habopom pomatkoBux QOL-
MEXaHIK, fKi CYTTE€BO TOKpPAIIYIOTh CIPUUHATTA ICPOBOTO MPOIECYy Ta pPiBEHb
3aHYpPEHHS I'paBLs.

CtBOpeHMI TeCTOBUH PiBEHb 3a0e3medye AOCTATHIO KUIBKICTh CIICHAPiiB IS
KOMITJIEKCHOI OI[IHKA POOOTH BCIX peasi30BaHUX MIJICHCTEM Ta MIITBEPIKYE iXHIO
Mpare3 aTHICTh y PI3HUX YMOBax ekcruryatarii. OTpuMani pe3yabTaTd J03BOJISIIOTH
3pOOUTH BUCHOBOK, 1[0 PO3POOJIECHUM MPOTOTHUII € TEXHIYHO CTA0LTLHOI0 OCHOBOIO JIJIS
MOJIAJbIIOTO PO3BUTKY MPOEKTY Ta MOXKE OYTH BUKOPUCTAaHUH SK (QyHIaMEHT AJs

CTBOPEHHS MOBHOILIIHHO1 T'pu *kaHpy FPS.
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BUCHOBKH

Pe3ynpraToM  BUKOHaHHS  KBamidikamiiiHoi poOoTH €  po3poOieHuit
($yHKIIOHAIBHUI TPOTOTUI KOMIT'IOTepHOI rpu xaupy First Person Shooter na pymrii
Godot Engine 4, o peaiizye noBHHI HaO1p KIIOYOBUX MEXAHIK skaHpy Ta Habip QOL-
€JIEMEHTIB JJIs MIJBUILEHHS PIBHS IrPOBOrO 3aHYPEHHS.

VY TeopeTuuHiil yacThHI POOOTH CHCTEMAaTH30BaHO 3HaHHs mpo kaHp FPS:
IPOCTEKEHO EBOJIIOIII0 JKaHPY BIJ paHHIX NPUKIAAIB PaHHBOTO TPUBUMIPHOTO
PEHIEPUHTY JIO0 Cy4YacHHX MYJbTUIUIATQOPMHHUX TaWTIiB, MPOaHATI30BaHO
IPKaHPOBY JUBEPCUQIKAIIIO Ta CyYaCHUM PUHKOBUM CTaH. 3/1IHCHEHO MOPIBHAIbHUN
aHami3 KiIo4oBux irpoBux pymiiB — Unity, Unreal Engine ta Godot Engine — 3a
KPUTEPISIMU JIILIEH3yBaHHS, TIOPOTY BXOAY, TEXHIYHUX MOKIUBOCTEH Ta JOLUIBHOCTI
BUKOPUCTAHHS Y HaBUAJIBbHUX 1 TOCTIIHUIIBKUX MTpoekTax. O0rpynToBano Budip Godot
Engine 4.6+ sx mmardopmu mis peanizaiii NpoTOTHIY. PO3IIISHYTO TEOpETHYHI
3acalid IrpOBOTO 3aHYPEHHS Ta KOHIEMIII0 MMOTOKY cTocoBHO FPS-irop, mio
chopMyBajo TEOPETUYHE MIAIPYHTSI IJIs MPOEKTHUX pimeHb y yacTuHi QOL-MexaHik.

VY npoekTyBanbHINA YaCTHHI pO3pO0JIECHO KOHIENTYaIbHY MOJIENb MPOTOTHUITY Ta
chopmynbOoBaHO (YHKIIOHAIBHI Ta HEQYHKI[IOHAIBHI BHUMOTH JO CHCTEMHU.
Crpo€ekTOBaHO apXiTEKTYPy CUCTEMH KEPYBaHHS ITEPCOHAXKEM Ha OCHOB1 CKIHUEHHOTO
aBTOMATy CTaHIB 13 ciIMOMa CTaHaMH Ta PO3Taly’KEHOK CHCTEMOIO YMOB IEPEXO/IiB.
AnantoBano marepH FSM nmns poOoTM 3 OUHAMIYHOIO BHCOTOIO CTENl uepe3
ShapeCast3D 3anutu — OpuTiHAJIBHE TEXHIYHE PIMIEHHS, 10 BUPINIyE MTPoOIieMy
MIPOCTOPOBUX OOMEXeHb 0e3 po3mupeHHs Habopy 0a30Bux craHiB. CIpO€KTOBAHO
cucrteMy 30poi 3 peecTpaliero momajaHb Bl TOYKH AyJa Ta MEXaHi3M Iepenadi
MOIIKOKEHb Yepe3 cIa003B's1I3aHNI KOMIIOHEHT 310POB'S.

VY mpakTHUHIA YacTHHI peasli3oBaHO BCi CIPOEKTOBAHI MiJCUCTEMHU 3ac00aMu
GDScript 2.0. Cuctema kKepyBaHHs TIEPCOHAXKEM KOPEKTHO 0OpoOJsie BC1 BU3HAYCHI
CTaHU Ta TPAHUYHI YMOBU Mepexo/iiB. 30posi peani3oBaHa 3 IHEPILIE€I HABEJACHHS Ha
OCHOBI slerp-iHTepmoJALil Ta BIAKATOM KaMmepu Ipu noctpiil. JluHaMiuyHa Kamepa

BKJIIOYAE TpU HezanexxHux edextu: camera tilt, head bob Ta Binkat. TecToBuil piBEHb
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MICTUTh IHTEPAKTUBHI MIII€HI 3 KOMIIOHEHTOM 3JI0pOB's, 110 pearyoTh Ha MOMaJaHHs
Ta pyiHytoTbea. [IpoBeaeHo pyHKiioHanbHE, nepdopMaHc- Ta IrPOBE TECTYBaHHS, Ha
OCHOB1 SIKOTO BHECEHO psJ KOPUTYBaHb NApaMmeTpiB ISl MOKPAILIEHHS IIPOBOTO
BIIUYTTS.

[lpakTriuHe 3HAaueHHS OTPUMAHUX pE3YNbTAaTiB TOJATAaE Yy CTBOPEHHI
JOKYMEHTOBAHOTO, CTPYKTYPOBAHOTO MPOTOTHUITY, 1[0 MOXE BUKOPHUCTOBYBATHCH SIK
HaBYAJIBHUI Marepian y Kypcax IrpoBoi po3poOku. CucTeMaTH30BaHUM JIOCBI[
3actocyBaHHsi Godot Engine 4.6+ nns po3poOKu TPUBUMIPHUX LIYTEPIB — 30KpeMa
apxitekTypHi pimeHHs moao FSM, peamizamii Raycast Big Touku nmyma ta QOL-
MEXaHIK Kamepu — 3adikcoBaHUM y il pobOTI 1 Moxke OyTH BIATBOPEHUU Ta
PO3MIMPEHUN IHITUMHU PO3POOHUKAMH.

Hanpsimu nojansiioro po3BUTKY MPOTOTUITY BKIIIOUYAIOTH: peaii3alliio BOPOTiB
13 Al Ha ocHOBI iepapxiuHoro FSM a6o nepeBa moBeiHOK; BBEICHHS IIOBHOI[IHHOTO
IrpOBOI0 LUKJIY 3 YMOBaMHU IEPEMOTHU Ta MOpa3KH; po3poOKy CHCTEMHU Iporpecii Ta
JU3aiiH TIOBHOIIIHHMX ITPOBUX PIBHIB; pealizallilo MYJIbTHIUICEPHOTO PEKUMY
3acobamu Multiplayer API Godot; posmupenHs apceHany 30poi 3 yHIKaJbHHUMHU

MeXaHiIKaMu JJISL KOJKHOTO BUAY, BIIPOBAIZKCHHSA aJalTUBHOI CUCTEMU CKJ'IaI[HOCTi.



48

CIIMCOK BUKOPUCTAHHUX /JT’KEPEJI
1. An Analysis of How First-Person Shooting Games Retain Players of All Skill
Levels. Proceedings of the 2nd International Conference on Social Psychology and
Humanity Studies. 2024. URL. https://www.researchgate.net/publication/377603985
(mata 3BepuenHs: 20.03.2026).
2. Alybaev A. Comparative Analysis of Unity and Godot for 2D Game Development.
Preprints. 2025. URL.: https://www.preprints.org/manuscript/202511.1981 (nara
3BepHeHHs: 22.03.2026).
3. Bradfield C. Godot 4 Game Development Projects: Build Five Cross-Platform 2D
and 3D Games Using One of the Most Powerful Open Source Game Engines. 2nd ed.
Packt Publishing, 2023. 452 p.
4. Godot Engine official documentation. ShapeCast3D. URL:
https://docs.godotengine.org/en/stable/classes/class shapecast3d.html (mara
3BepHeHHs: 25.03.2026).
5. Godot Engine official documentation. CharacterBody3D. URL.:
https://docs.godotengine.org/en/stable/classes/class_characterbody3d.html (naTa
3BepHeHHs: 25.03.2026).
6. Godot Engine official documentation. RayCast3D. URL.:
https://docs.godotengine.org/en/stable/classes/class raycast3d.html (naTa 3BepHeHHS:
25.03.2026).
7. Grand View Research. Global Video Game Market Size & Outlook, 2025-2030.
2025. URL.: https://www.grandviewresearch.com/industry-analysis/video-game-
market (mara 3Bepaenns: 10.04.2026).
8. Jagdale D. Finite State Machine in Game Development. International Journal of
Advanced Research in Science, Communication and Technology. URL.:
https://www.ijarsct.co.in/Paper2062.pdf (nata 3BepHenns: 15.03.2026).
9. Jennett C. et al. Measuring and Defining the Experience of Immersion in Games.
International Journal of Human-Computer Studies. 2008. Vol. 66, No. 9. P. 641-661.
10. Linietsky J., Manzur A. et al. Godot Engine. Version 4.6. Godot Foundation,
2024. URL: https://godotengine.org (nata 3BepuerHs: 01.04.2026).



49

11. Mhatre T., Samel M., Chaudhari U., Banekar S. LostDune: A 2D Platformer
Game Using Godot 4 Engine with Finite State Machine Architecture. IRE Journals.
2026. Vol. 9, No. 8. URL.: https://doi.org/10.64388/IREV918-1714549 (narta
3BepHeHHs: 20.03.2026).

12. MoldStud Research Team. Future Trends in Game Design with Godot Engine
Advantages. MoldStud, 2025. URL.: https://moldstud.com/articles/p-the-future-of-
game-design-why-you-should-start-using-godot-today (nata 3Bepaenns: 05.04.2026).
13. Nacke L., Lindley C. A. Flow and Immersion in First-Person Shooters:
Measuring the Player's Gameplay Experience. Proceedings of the 2008 Conference
on Future Play. Toronto: ACM Press, 2008. P. 81-88.

14. Newcastle University. Physics — Raycasting Introduction. Game Technologies
Masters Course Notes. URL:
https://research.ncl.ac.uk/game/mastersdegree/gametechnologies/physicstutorials/1ra
ycasting/Physics%20-%20Raycasting.pdf (nara 3Bepaenns: 18.03.2026).

15. On the Relevance of the Godot Engine in the Indie Game Development Industry.
arXiv. 2024. URL: https://arxiv.org/pdf/2401.01909 (nara 3Bepuenns: 12.04.2026).
16. Politowski C. et al. SyDRA: An Approach to Understand Game Engine
Architecture. Entertainment Computing. 2025. Vol. 52. Art. 100832. URL.:
https://www.researchgate.net/publication/381307371_SyDRA_An_Approach_to_Un
derstand_Game_Engine_Architecture (gara 3Bepuenns: 13.04.2026)

17. Tatarchuk N. Advances in Real-Time Rendering in Games. SIGGRAPH 2025.
URL.: https://advances.realtimerendering.com/s2025/index.html (nata 3BepHEeHHS:
15.04.2026).

18. Toward Real-Time Scalable Rigid-Body Simulation Using GPU-Optimized
Collision Detection and Response. Mathematics. 2025. Vol. 13, No. 19. DOI:
https://doi.org/10.3390/math13193230.

19. Ullmann G. C. et al. A Cross-Platform, WebGPU-Based 3D Engine for Real-
Time Rendering and XR Applications. Proceedings of the 30th International
Conference on 3D Web Technology. ACM, 2025. DOI:
https://doi.org/10.1145/3746237.3746305.



50

20. Vanhove S. Learning GDScript by Developing a Game with Godot 4: A Fun
Introduction to Programming in GDScript 2.0 and Game Development Using the
Godot Engine. Packt Publishing, 2024. 378 p.

21. Ziva [pseudonym]. 5 Engineering Decisions That Made Godot the Fastest-
Growing Game Engine. DEV Community. 2026. URL.: https://dev.to/ziva/5-
engineering-decisions-that-made-godot-the-fastest-growing-game-engine-Shgh (nara
3pepHeHHs: 14.04.2026).

22. Ziva [pseudonym]. Why Godot's Architecture Makes It the Best Engine for Al-
Assisted Development. DEV Community. 2026. URL.: https://dev.to/ziva/why-
godots-architecture-makes-it-the-best-engine-for-ai-assisted-development-5e8f (nara
3pepHeHHs: 14.04.2026).

23. Flow and Immersion in First-Person Shooters: Measuring the Player's Gameplay
Experience. Semantic Scholar. URL: https://www.semanticscholar.org/paper/Flow-
and-immersion-in-first-person-shooters:-the-Nacke-
Lindley/6407964757e4236ffbcf7789a541fe22¢c6b06031 (nata 3BepHEHHS:
16.03.2026).

24. Emerging Trends in Graphics Rendering Pipeline. International Journal of
Computer Technology. 2025. URL.: https://zenodo.org/records/17183463 (mata
3BepHeHH:: 20.03.2026).

25. Towards a Modern and Lightweight Rendering Engine for Dynamic Robotic
Simulations. arXiv. 2024. URL: https://arxiv.org/html/2410.05095v1 (narta
3BepHeHH:: 20.03.2026).

26. Godot (game engine). Wikipedia. URL:
https://en.wikipedia.org/wiki/Godot_(game_engine) (mata 3Bepaenns: 15.05.2026).
27. Game design document. Wikipedia. URL.:
https://en.wikipedia.org/wiki/Game_design_document (mara 3Bepuenns: 15.05.2026).
28. Screen-space effects (SSAO, SSIL, SSR, SSS). Godot Engine 4.6 documentation
in English. URL:

https://docs.godotengine.org/en/stable/engine_details/architecture/internal_rendering



51

_architecture.html#screen-space-effects-ssao-ssil-ssr-sss (nara 3BepHeHHS :
15.05.2026).

29. Using Jolt Physics. Godot Engine 4.6 documentation in English. URL.:
https://docs.godotengine.org/en/stable/tutorials/physics/using_jolt_physics.html (nata
3pepHeHHs: 15.05.2026).

30. Godot Engine official documentation. Using CharacterBody2D/3D. URL.:
https://docs.godotengine.org/en/stable/tutorials/physics/using_character_body 2d.ht
ml (nara 3BepHenHs: 15.05.2026).

31. Godot Engine official documentation. Signals. URL:
https://docs.godotengine.org/en/stable/getting_started/step _by_step/signals.html
(mata 3BepHenHs: 16.05.2026).

32. Godot Engine official documentation. GPUParticles3D. URL.:
https://docs.godotengine.org/en/stable/classes/class gpuparticles3d.html (mara
3BepHeHHA: 16.05.2026).

33. Godot Engine official documentation. Decal. URL:
https://docs.godotengine.org/en/stable/classes/class decal.html (nata 3BepHEeHHS:
18.05.2026).

34. Godot Engine official documentation. Input and InputMap. URL:
https://docs.godotengine.org/en/stable/tutorials/inputs/inputevent.html (ara
3pepHeHHs: 19.05.2026).

35. Godot Engine official documentation. Tween. URL.:
https://docs.godotengine.org/en/stable/classes/class tween.html (aTa 3BepHeHHS:
21.05.2026).

36. Godot Engine official documentation. AudioStreamPlayer3D. URL.:
https://docs.godotengine.org/en/stable/classes/class _audiostreamplayer3d.html (gaTa
3BepHeHHs: 16.05.2026).

37. Godot Engine official documentation. GridMap. URL.:
https://docs.godotengine.org/en/stable/classes/class gridmap.html (mata 3BepHeHHS:

21.05.2026).



52

38. Swink S. Game Feel: A Game Designer's Guide to Virtual Sensation. Morgan
Kaufmann Publishers, 2009. 376 p.

39. Rogers S. Level Up! The Guide to Great Video Game Design. 2nd ed. John Wiley
& Sons, 2014. 512 p.

40. Sherif A., Sherif Y. Game Development with Godot 4.x. 2025. URL.:
https://arxiv.org/abs/2504.01598 (narta 3Bepuenns: 21.05.2026).



AOJAIKH

extends Node3D
class_name PlayerModel
@onready var player = $".."

@onready var mmc : MovementModeController = SMMC

@onready var moves = {
"idle™ : $States/Idle,
"walk" : $States/Walk,
"sprint” : $States/Sprint,
"jump" : $States/Jump,
“fall" : $States/Falling,

var current_move : State

func _ready():
current_move = moves["idle"]
for move : State in moves.values():
move.player = player

move.mmc = mmc

func update(input : InputPackage, delta : float):

var relevance = current_move.check relevance(input)

if relevance != "okay"":
switch_to(relevance)
print("Actions: ", input.actions)

mmc.check_modes(input)
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current_move.update(input, delta)

func switch_to(state : String):
current_move.on_exit_state()
current_move = moves|[state]
current_move.on_enter_state()
current_move.mark_enter_state()

print("State: ", state)
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class_name State

extends Node

var gravity = ProjectSettings.get("'physics/3d/default_gravity")
var player : CharacterBody3D

var mmc : MovementModeController

@export var animation : String
var move_name . String

var enter_state time : float

var has_forced_move : bool = false

var forced_move : String =

static var moves_priority : Dictionary = {

"idle™ 1,
"walk" 2,
"sprint” : 3,
"jJump" : 10,
“fall"* : 10,
¥
# __ lifecycle

static func moves_priority_sort(a: String, b: String) -> bool:

return moves_priority[a] > moves_priority[b]

func top_action(input: InputPackage) -> String:
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input.actions.sort_custom(moves_priority_sort)

return input.actions[0]

func check_relevance(input: InputPackage) -> String:
if has_forced_move:
has_forced_move = false
return forced_move

return default_lifecycle(input)

func default_lifecycle(_input: InputPackage) -> String:

return "implement default_lifecycle in: " + animation

func update(_input: InputPackage, _delta: float) -> void:

pass

func on_enter_state() -> void:

pass

func on_exit_state() -> void:

pass

func check_floor() -> String:

return "fall" if not player.is_on_floor() else

# _ timing management

func mark_enter_state() -> void:

enter_state_time = Time.get_unix_time_from_system()

func get_progress() -> float:
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return Time.get_unix_time_from_system() - enter_state_time

func works_longer_than(time: float) -> bool:

return get_progress() >= time

func works_less_than(time: float) -> bool:

return get_progress() < time

func works_between(start: float, finish: float) -> bool:
var p = get_progress()
return p >= start and p <= finish

#  speed management

func mode_speed(base_speed: float) -> float:
assert(mmc != null)

return base_speed * mmc.speed_multiplier

func _apply_vertical(velocity: Vector3, delta: float) -> Vector3:

velocity.y = -gravity * delta if not player.is_on_floor() else 0.0

return velocity

func velocity by input(input: InputPackage, delta: float, speed: float) -> Vector3:

var velocity = player.velocity

var horizontal = Vector3(velocity.x, 0.0, velocity.z)

var direction = (input.camera_basis * Vector3(
input.input_direction.x, 0.0, input.input_direction.y

)).normalized()

horizontal = horizontal. move_toward(direction * speed, 15.0 * delta)
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velocity.x = horizontal.x
velocity.z = horizontal.z

return _apply_vertical(velocity, delta)

func apply_deceleration(delta: float) -> Vector3:
var velocity = player.velocity
var horizontal = Vector3(velocity.x, 0.0, velocity.z)
horizontal = horizontal. move_toward(Vector3.ZERO, 20.0 * delta)
velocity.x = horizontal.x
velocity.z = horizontal.z

return _apply_vertical(velocity, delta)
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extends Node3D

@onready var mmc = $"../PlayerModel/MMC"
@onready var camera : Camera3D = $Vert/Camera
@onready var fov_controller = $FOVController

@onready var player_controller = $".." as CharacterBody3D

@export var mouse_sens : float = 0.15

@export var camera_fov : float = 80

var _cam_height : float = CAM_STAND_Y
var cam_follow_speed : float = 20.0

const CAM_STAND_Y : float=0.5

const CAM_CROUCH_Y : float = 0.05

var rot_x : float
var rot_y : float
var rot_x_min : float = deg_to_rad(-80.0)

var rot_x_max : float = deg_to_rad(80.0)

var start_fov : float

var target_fov : float

var current_curve : Curve
var transition_time : float

var progress : float = 1.0

func _ready():
camera.fov = camera_fov
start_fov = camera_fov

target_fov = camera_fov
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progress = 1.0
Input.mouse_mode = Input. MOUSE_MODE_CAPTURED

func _physics_process(delta):

_update_camera_transform(delta)

func _process(delta):
if progress < 1.0:
progress += delta / transition_time
progress = clamp(progress, 0.0, 1.0)

camera.fov = lerp(start_fov, target_fov, current_curve.sample(progress))

func _unhandled_input(event):
if event is InputEventMouseMotion and Input.mouse_mode ==
Input. MOUSE_MODE_CAPTURED:
rot_y -=deg_to_rad(event.relative.x * mouse_sens)
rot_x -= deg_to_rad(event.relative.y * mouse_sens)

rot_x = clamp(rot_x, rot_x_min, rot_x_max)

func request_fov_transition(new_target: float, curve: Curve, time: float) -> void:

If new_target == target_fov:

return
start fov = camera.fov
target fov = new_target

current_curve = curve
transition_time = max(time, 0.001)

progress =0.0

func _update_camera_transform(delta: float) -> void:
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var target_y = lerp(CAM_CROUCH_Y, CAM_STAND Y,
mmc.crouch.current_ratio)

_cam_height = lerp(_cam_height, target_y, cam_follow_speed * delta)

var anchor_interp =
player_controller.camera_controller_anchor.get_global transform()

global_position = anchor_interp.origin + Vector3.UP * _cam_height

global_rotation = Vector3(rot_x, rot_y, 0.0)
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