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BCTYII

AKTyaJIbHICTb MpodJeMu gociaizkeHnsi. CydacHa irpoBa iHAYCTpIisS € OJHUM
13 HAHO1IBII JUHAMIYHMX Ta KOMEPIIMHO YCIIIIHUX CEIrMEHTIB IJI00aIbHOTO PHUHKY
U(QPOBUX TEXHOJIOTIH, MO 3a 00CITOM JIOXOJIB TEPEBEpITyE KIHOIHIYCTPIIO Ta
MY3UYHY Taidy3b pa3oM y3sTi, a KIJIbKICTh aKTUBHUX TPABLIB y CBITI IEPEBUIIY€E TPU
MUTBsIpAu 0ci6. Cepesr pI3HOMAHITTS ITPOBHUX >KaHPIB OCOOJIMBE MICIE MOCITAI0Th
inkpemenTanbHi irpu (Idle/Clicker), siki 3a ocTaHHE AECATUIITTS MEPETBOPIIIMCS 3
HIIIEBOTO €KCIIEPUMEHTAIBLHOTO (opMaTy Ha MOBHOLIHHUM KOMEPIIAHO YCHIIIHUMA
CErMEHT 13 rJ100abHUM PUHKOM 00csarom 2,5 munbsipaa gonapis CILIA y 2024 poii ta
IIPOTHO30BAaHUM 3pOCTaHHAM 110 6,1 Mimbsipaa nonapis 10 2033 poky. Huszbkuii nopir
BXOAY JUIi PO3POOHHKIB, MiHIMaJbHI BHUMOTH JI0 amapaTHOTO 3a0e3IeyeHHs
KOPUCTYBauiB Ta €(EKTUBHI MEXAaHIKA 3aly4yeHHsI TpPaBIIB pOOJATH LEW KaHp
PUBAOIMBOIO IIAT(HOPMOIO JIJISl TOCHIIPKEHHS IPUHIUIIB ITPOBOI0 IPOEKTYBAHHS Ta
nporpamMHoi 1HxeHepii. BomHodac cTpiMKHII PO3BUTOK BUIBHUX ITPOBUX PYIIIiB,
30kpeMa Godot Engine 13 BIAKpUTHM BUXIIHMM KozioM Ta Jinensiero MIT, crBoproe
HOBI MOXJIMBOCTI JJI1 PO3pOOKH MOBHO(MYHKIIIOHATBFHUX ITPOBUX 3aCTOCYHKIB 0e€3
(dhiHaHCOBUX 3000B's13aHb, 1110 € 0COOIMBO aKTYAJIbHUM JIJIs1 OCBITHIX Ta JOCJI1THUIILKUX
MPOEKTIB. AKTYyaJbHICTh JaHOI poOOTH OOYMOBJIEHa HEOOXITHICTIO CHUCTEMAaTHh3allii
nocBiay 3actocyBanHs pytiist Godot Engine st po3poOku irop xaupy Idle/Clicker,
JOCIIJIKEHHS apXITeKTypPHHUX MAaTEePHIB, CICHU(PIYHUX ISl IHKPEMEHTAIBHUX 1rop, Ta
MpaKkTUYHOI  peamizaiii 30amaHCOBaHOI IrpOBOi  CHUCTEMH 3  ypaxyBaHHSIM
MICUXOJIOTIYHUX ~ MEXaHI3MIB 3aJyuyeHHS TPaBIiB Ta CyYaCHHUX BHUMOT JO
KpocIiaTOpMHUX MOOITBHUX 3aCTOCYHKIB.

O00'exT MOCTiTAKEHHS - TIPOIIEC PO3POOKH TBOBUMIPHHUX ITPOBHUX 3aCTOCYHKIB
xanpy Idle/Clicker 13 BUKOpUCTaHHSIM Cy4acHUX TEXHOJIOTIH 1rpoBOi PO3pOOKHU, L0
BKJIIOYA€E aHAJII3 apXITEKTYPHUX MMAaTEPHIB, METOAIB OalaHCYBAHHS ITPOBOT €KOHOMIKU
Ta MIAXOMAIB J0 Oprasizaiii B3aeMOAii 3 KOPUCTyBadeM y KOHTEKCTI creuupiuHux

BUMOT IHKPEMEHTAJIBLHOTO JKaHpPY .



IIpeamer gocaiazkeHHs - METOIM Ta 3aco0U peati3allii 1IrPOBOT0 3aCTOCYHKY
«Candy Clicker» Ha 6a3i pymriss Godot Engine, 30kpeMa apxiTekTypa IporpamMHoOro
3a0e3MeyeHHs Ha OCHOBI CUCTEMH BY3JIiB Ta CUTHAIIB, aJITOPUTMHU PO3PAXYHKY ITPOBOT
mporpecii Ta TMAacHBHOTO HAKONMUYEHHS PECypCiB, MeEXaHI3MU 30€pexeHHs Ta
BITHOBJICHHSI CTaHy TPH, a TaKOXX MPUHIUIHN MOOYAOBU aJaNTHBHOTO TpadpidHOro
iHTep(delicy 3 BUKOpUCTaHHSIM BOy10BaHMX 3ac00iB Godot.

MeTta gocjizkeHHs - po3poOka MOBHODYHKIIIOHATBHOTO IFPOBOTO 3aCTOCYHKY
«Candy Clicker» 3 Buxopucrannam pyuiss Godot Engine Bepcii 4.x Ta MOBHU
nporpamyBaHHsi GDScript, mo peanizye KiIacuyHl MEXaHIKH 1HKPEMEHTAJIbHOIO
KaAHPY B OPHUTIHAIBHOMY TEMaTHUYHOMY O(OPMIICHHI KOHIUTEPCHKOI TEMATHUKH Ta
3abe3reuye 30a1aHCOBAHUM ITPOBUNA JOCBIJ 13 MOKJIUBICTIO 30€pEKEHHS MPOrpecy
MIDXK CECISIMH.

3aBaaHHA TOCTIIKEHHA:

- npoectu anami3 xaHpy Idle/Clicker irop, ix ki0o4oBHX MeXaHIK Ta
MICUXOJIOTIYHUX MPUHIIUIIB 3a]Ty4Y€HHS TPaBIIiB;

— 3MIMCHUTH TIOPIBHSJIBHUM aHalli3 Cy4YaCHUX ITPOBUX PYIIiB s
JBOBUMIPHOT po3poOku Ta oOrpyHryBatu BuOIip Godot Engine sik I1HCTpyMEHTY
peaizarii;

— JOCIIIUTH apXITeKTypHI ocoOnuBocTi pytrisi Godot, 30kpema cuctemy
BY3JIIB, CII€H, CUTHAJIIB Ta MOBY nporpamyBanHs GDScript;

— CIPOEKTYBATH AapXITEKTypy MpPOrpaMHOTO 3a0e3meueHHs] Ha OCHOBI
KOMITOHEHTHOTO TMIAXOAY 13 3a0€3MeUeHHSIM MOAYIBLHOCTI Ta PO3ITUPIOBAHOCTI;

— pPO3pPOOUTH MaTeMaTUYHy MOJIEIb IrPOBOI €KOHOMIKH 3 €KCIIOHEHIIIMHUM
3pOCTaHHSM BapTOCTI F'€HEPATOPIB Ta JIHIHHOIO MPOTYKTUBHICTIO;

— peanizyBaTi CHUCTEMY IMEPCHUCTEHTHOTO 30€pEeKCHHS irpOBOTO CTaHy 3
BukopuctanHaMm JSON-cepianizaiiii Ta MEXaHI3MOM pO3paxyHKy odaitH-TIporpecy;

— po3poOutu  ajmanTuBHMM  TpadiuHmii  1HTEepdehc  KopucTyBadya,
ONTUMI30BaHUMN AJI €KPaHiB Pi3HOI PO3AUTHFHOI 31aTHOCTI Ta CEHCOPHOTO BBOJY;

- MIPOBECTH TECTYBAHHS Ta ONTUMI3AIiI0 NPOAYKTUBHOCTI 3aCTOCYHKY Ha

nuboBuX miaatgopmax Windows, Linux, Android ta HTMLS.



MeTtoaoJiorisa xociaigxenns. Y kBanaidikaiiiiHiid poO0Ti BUKOPUCTAHO METOIU
00'€KTHO-OPIEHTOBAHOTO MPOEKTYBAHHS Ta MNPOrpaMyBaHHS IJisi CTPYKTYpYBaHHS
KOJIOBOi 0a3u y BHUTJISAI i€papxii KJIaciB 13 YiITKO BU3HAYCHUMH BiAMOBITAIbHOCTSIMU;
MPUHIIMIIN KOMIIOHEHTHO1 apXiTEeKTypH, peajli3oBaHi 4epe3 cucrteMy By3iiB Godot
Engine; MeTomm MaTeMaTHYHOTO MOJACITIOBAHHS JUTsl (hopMaltizarii irpoBoi eKOHOMIKA
Ta BU3HAYCHHS ONTUMAIBHUX MapaMeTpiB OalaHCy; METOAM CUCTEMHOTO aHAI3y IS
JTOCITIKEHHS MPEeIMETHOT 00J1acTl IHKPEMEHTAIBLHUX 1TOP; a TAKOXK eMITIpUYH1 METOIU
TECTyBaHHS, 1110 BKJIIOYAIOTh MOAYJIbHE, IHTErpalliiiHe, cucreMue Ta UX-TecTyBaHHS
JUTst BepudiKallii KOpeKTHOCTI poOOTH Ta OILIHKH SIKOCTI KOPUCTYBAIIbKOTO JOCBIY.

HaykoBa HoBu3HA. Y naHiil poOOTI 3aMpONOHOBAHO KOMIUJIEKCHUM MIJX1M J10
npoexktyBanHs Clicker-rpu Ha 6a3i pymiis Godot Engine, 1110 nmoeaHye TEOpETUUHUIMA
aHai3 MCUXOJIOTTYHUX MEXaHI3MIB 3aJyuY€HHs TpaBlliB 13 MPAKTUYHOIO peali3alliero
30aJ1aHCOBAHOI IrPOBO1 CUCTEMU. ATANITOBAHO apXITEKTYPHI MATEPHU CUCTEMU BY3IIIB
Ta curHainiB Godot 1o crnenudiuHUX BUMOT IHKPEMEHTAJIBHOTO 3>KaHPy, 30Kpema
po3pobiieHo  edeKTHBHY  MOJENb  YIOPaBIiHHS  ITPOBOK0  €KOHOMIKOIO 3
EKCTIOHECHIIMHOI (PYHKIIIEI0 BAPTOCTI Ta JIHIMHOK MPOJYKTUBHICTIO T€HEPATOPIB, a
TaKOX peaji30BaHO MEXaHi3M pO3paxyHKy oduiaiiH-porpecy 3 OOMEKEHHSIM
MaKCUMAaJIbHOTO TMEpioJy HAKONUYEHHS Ta KOe(DIIIEHTOM 3HMXKEHHS MaCHBHOIO
JIOXOJTy JJIs 30€peKeHHSI IIIHHOCT1 aKTUBHOT TPHU.

IIpakTHYHe 3HAYEHHS O/ICPXKAHUX PE3YJIHTATIB MOJISATAE Y CTBOPEHHI TOTOBOTO
0 po3NOBCIOKEeHHS 1rpoBoro mponykry «Candy Clickery, sxuii Moxe OyTH
omyOiikoBaHuid Ha TmaTdhopmax MUGPOBOI AUCTPUOYIIT I MEPCOHATBHHUX
komm'ioTepiB (Windows, Linux) Ta Mob6umbHHX mpuctpoiB (Android), a Takox
3anmymieHuit 'y BeO-Opaysepit uepes HTML5-36ipky. CucremMaTtu3oBaHUM HOCBIT
BukopuctanHs Godot Engine mmst po3poOku irop kanpy Clicker, Bxirouaroun
apXiTEeKTypHI pIIIEHHsS, MeEToau OajlaHCyBaHHS €KOHOMIKM Ta ONTUMI3aIli
MPOJYKTUBHOCTI, MOKE€ OyTH KOPUCHHMM JJisl 1HIIUX PO3POOHUKIB, SIKI MJIAHYIOThH
CTBOPEHHS aHAJIOTIYHUX MPOEKTIB, @ TAKOXK BUKOPUCTAHUMN SIK HABUYAJIbHUI MaTepia y

Kypcax irpoBoi po3poOKH.



Amnpobauisi pe3yabTaTiB gociiakeHHs. Matepianu kBamidikaiiifHoi poOoTH
JIOTIOBIJAJTACS Ha!

Ctpykrypa po6otru. Kpamidikariiina poOoTa CKIaTa€ThCs 3 BCTYIy, 3-X
PO3JIUIIB, BUCHOBKIB, CITUCKY BUKOPUCTaHUX JKepel 13 43 HailMeHyBaHb, 2 J0/IaTKIB,
9 Tabnuib Ta 4 UTrocTparii mo TekcTy. [loBHUI 006CST poOOTH CTAaHOBUTH 77 CTOPIHOK,
3 HUX 58 CTOPIHOK OCHOBHOI'O TEKCTY. Y MEPIIOMY PO3JLJi MPOBEACHO aHANi3 KaHPY
Idle/Clicker irop, nopiBHSUIbHUI OTJIsIA ITPOBUX PYIIIIB Ta JOCIIKEHHS apXITEKTypU
Godot Engine. Y apyromy po3aini 3A1MCHEHO MNPOEKTYBaHHS KOHUEMII TpH,
apXITEKTYpH MPOrpaMHOTO 3a0€3MeUeHHs, MAaTEMaTHYHOI MOJIE1 irPOBOi €KOHOMIKH
Ta aJrOpPUTMIB 30€pexeHHs Mporpecy. Y TPEThOMY pPO3JUTl OMHUCAHO MPAKTUYHY
peanizalilo IrpoBUX MOAYNIIB, TpadidHOro iHTepdeiicy KopucTyBada, a TaKOX

HaBCIACHO PC3YJIbTAaTU TCCTYBAHHA Ta OHTI/IMiSaLIi'l' HpOI[YKTI/IBHOCTi 3d4CTOCYHKY.



PO3/11)11 TEOPETUYHI OCHOBH PO3POBKMU ITPOBUX ITPOEKTIB
KAHPY CLICKER

1.1. Anaui3 :xkanpy Idle/Clicker irop Ta ix ocodsmBocTei

CydacHa irpoBa IHAYCTpiSl XapaKTEepPHU3Ye€ThCS HAA3BUYANHUM PO3MAITTIM
’KaHpPIB Ta MEXaHIK, Cepe/ IKUX 0COOJUBE MicIle TocigaroTh Tak 3BaH1 Idle-irpu abo
Clicker-irpu, 1m0 3a OCTaHHE JCCATWIITTS TEPETBOPUIMCSA 3  HINIEBOTO
EKCIIEPUMEHTAJILHOTO (OpMaTy Ha TMOBHOLIHHUM KOMEPIINHO YCHIIITHUN CErMEHT
punky [1, c. 120]. Incremental game (iHKpeMeHTallbHA Tpa) - 1€ >KaHP BiJIEOIrop,
OCHOBHOIO MEXaHIKOIO SIKOTO € BHKOHAHHS MPOCTHUX TOBTOPIOBAHHUX i, TaKUX SIK
HATUCKAHHS Ha €KpaH a0 KJIaBillly, 3 METOI0 HAKOMTUYEHHS BIPTyaJIbHUX PECYPCIB, SKi
3rOJIOM 1HBECTYIOTHCS Yy TOKpAIlEHHS, IO aBTOMATU3YIOTh a00 MPHUCKOPIOIOTH
NoJaJbIIUKA Mporpec rpaBill. BU3HauadbHOIO PUCOIO LBOTO XAHPY € MOXKIUBICTH
MPOJIOBXKEHHSI ITPOBOTO TMPOTPECy HaBITh 3a BIJICYTHOCTI AaKTHUBHOI ydacTi
KOpUCTYyBaua, 110 ¥ 3yMOBHWJIO TOSIBY albTepHATUBHOI Ha3Bu «idle games» (Bif
anrmicekoro «idle» - OesmisnbHuii, mnacuBHUi). Il yHiIKadbHA OCOOIMBICTH
paarKaIbHO BIJIPI3HSE NaH1 ITPH BIJ TPAAUIIHHUX KaAHPIB, 1€ Mporpec 0e3mocepeHbOo
3aJIeXKUTH BiJl Oe3MepepBHOI B3a€MO/I1 IpaBLs 3 IrPOBUM CBITOM, 1 BOJAHOYAC CTBOPIOE
cnenuiuHy MOJENb 3aJyuyeHHS ayJUTOpii, 3aCHOBaHY Ha MEPIOJUYHUX KOPOTKHUX
CeCisiX 3aMICTh TPUBAJIUX O€3MEePEPBHUX ITPOBUX MapadoHIB.

[cTopiss BUHUKHEHHS )KaHPY 1HKpEMEHTaJIbHUX irop Oepe cBiit movatok y 2002
poIIi, KOJIM aMmepuKkaHCchbkuii po3pooHuk Epik dpenpikcen ctBopus rpy Progress Quest
K CAaTUPUUYHY MapoAil0 Ha POJBOBI IFpH TOTO Yacy, 30kpeMa Ha yucienHi MMORPG,
1110 TOTpeOyBaIH BiJl TPaBIiB 0AraTOrOAMHHOTO TPUH]TY JIJIS TOCSTHEHHS mporpecy [2,
c. 73-86]. Y Progress Quest rpaBellp Jullle CTBOPIOBAB MEPCOHAXKA, MICHS YOro Ipa
MOBHICTIO T'pajia cama 3a cebe: MepcoHaX aBTOMATUYHO JOCHIKYBaB IiJI3eMeIIIs,
OMBCSI 3 MOHCTpaMHM Ta WiABHUINYBaB piBEHb 0€3 MKOJHOTO BTPy4YaHHS 3 OOKY
KopuctyBaua. [lonpu Te, 10 rpa 3aayMmyBajiacs siK >KapT HaJl IrpOBOIO 1HIYCTPI€LO,

BOHA HECIOJIBAHO 3HAWIIA CBOI ayAUTOPII0 Ta 3akjaja KOHIENTyalbHUN



byHaamMeHT nns MaWOyTHBOIO JKaHPY, MPOJEMOHCTPYBABIIM, M0 caM (akT
CIIOCTEPEKEHHS 32 aBTOMATUYHHUM IPOTPECOM MOXKE OyTH JHKEpesoM 3aJ0BOJICHHS
JUTS TIEBHOI KaTeropii KoprucTyBadiB. BaxmBum erarnom y popmyBaHHI KaHPY CTaya
nosisa 'y 2010 poui rpu Cow Clicker, ctBopeHoi reviMauzaitnepom fnom boroctom sik
KPUTUYHUN KOMEHTap IIOJ0 MEXaHIK comianbHuX irop Ha miatdopmi Facebook.
[TapamokcanbHo, ane rpa, 3aayMmMaHa SK Mapojis Ta KPUTHKA, 37100yjia BEIHMUYE3HY
MOMYJISIPHICTh 1 BIIEpIIE MPUBEPHYJIA YBary MIMPOKOI IPOMAJCHKOCTI 10 (PEHOMEHY
1rop 13 MIHIMQJIBHOIO IHTEPAKTUBHICTIO [3].

CrpaBXHBOIO PEBOJIIOIIEI0 B KaHpl crana mosiBa 8 cepnHs 2013 poky
opay3zepnoi rpu Cookie Clicker, ctBopeHoi hpaHIiry3bkuM po3poOHUKOM JKroibeHOM
Trenno. [IpumiTHo, 1110 TIEpIIa Bepcist Tpu OyJia HamMcaHa aBTOPOM MPOTSITOM OJTHI€T
HOUl Ta omyoOnikoBaHa Ha ¢opymi 4chan, ne BoHa MNPOTATOM JIUYEHUX TOJUH
npuBepHysa yBary noHag 50 000 rpaBiiB, a yepe3 MicALb MICH 3aIlyCKy II0OJE€HHA
aynuropis csarana 200 000 ynikaneHux kopuctyBadiB. Cookie Clicker mpononysana
IpaBIsIM HAaTUCKATH Ha BEJUKE 300pa)KCHHsS IMEYWBa Il OTPUMAHHS BIpTyaJIbHUX
NEeYMB, SIKI MOXKHA OyJI0O BUTpAayaTy Ha NpHUI0aHHS PI3HOMAHITHUX «OyAiBEIbY - Bij
KypcopiB 10 (paOpuk, KOKHa 3 SKUX aBTOMAaTHYHO T'€HEpyBaJla MEYMBO 3 TEBHOIO
mBujkicTio. Came Cookie Clicker copmyBana KaHOHIUHY CTPYKTYpY JKaHpy, sKa
BKJIFOYA€ CUCTEMY aKTHUBHOTO KJIIKY, TACUBHOIO IOXOAY Bl MpUA0aHUX F€HEpaTopiB,
1epapxir0 MOKPAIICHb 13 IMPOTPECUBHO 3POCTAIOYOI0 BapTICTIO Ta €(PEKTHBHICTIO, a
TaKOXX MEXaHIKy «IPeCTHXKYy» - JOOpOBUILHOTO CKHJIAHHS MPOTrpecy B OOMIH Ha
MOCTIiHI OOHYCH, 110 TPUCKOPIOIOTH MTPOXO/KCHHS Y HACTYIMHUX ITUKIIAX TPH.

denomenanpHa nonyssipHicTh Clicker-irop 3Ha4HOO MipOIO0 TOSICHIOETHCS iX
3/IaTHICTIO ©()EKTUBHO aKTHBYBaTH CHCTEMH BUHAropoad B JIOJCHKOMY MO3KY,
30KpeMa MeXaHi3MH, TOB'sA3aH1 3 BUPOOJIEHHSAM HelpoMeiatopa qodgaminy. 3 TOUKA
30py HEWpONCHXOJNIOTii, KOXHE HATHUCKaHHS Ha eKpaH, IO CYMPOBOIKYETHCS
Bi3yaJIbHUM 3BOPOTHHUM 3B'SI3KOM Yy BHIJISAI 3POCTAHHS YHCJIOBHX ITOKa3HHKIB,
BUKJIMKA€E MIKPOBUKHI AodamiHy - HEHpoMeniaTopa, BiAMOBIIAILHOTO 32 BiIUYTTS
3aJI0BOJICHHsI Ta MoTuBarllii. el edekt Gpopmye Tak 3BaHUM «TO0PaMIHOBUHN ITUKID

(dopamine loop) - 3aMKHEHMIT JTaHIIIOT i1, OUIKYBAaHHS Ta BUHATOPOH, SIKUI CIOHYKAa€



rpaBIlsl TMOBTOPIOBATH TIE€BHY IMOBEIIHKY 3HOBY 1 3HOBY. JlOCHIIHUMKM B Tay3i
MOBEAIHKOBOI TCUXOJIOTi MpoBOAATh mapaiem MK mexanikamu Clicker-irop Ta
KIIACHYHUMU eKcriepuMenTaMu beppeca CkiHHepa 3 OMEPaHTHOTO OOYyMOBJICHHS.
KirogoBa BIIMIHHICTB TOJISITAE B TOMY, 1110 Ha BIIMIHY B1J1 010JIOT1YHOT MOTPeOH B 1K,
G poBi YKcIa B TPl HE MAIOTh KOIHOT 00'€KTUBHOI LIIHHOCTI, POTE JIOACHKUN MO30K
pearye Ha 1X 3pOCTaHHS Tak, HIOW OTpUMY€E peabHy MaTepialibHy BUHATOPOY.

OxpiMm jodamMiHOBUX MeXaHI3MIB MHUTTeBOi BuHaropoau, Clicker-irpu
MaiCTEpHO €KCIUTyaTyIoTh (DyHIaMEHTaIbHY JIOJICHKY MOTPEOY y BIAUYTTI IPOTpeCy
Ta JIOCSTHEHb. ITpu 1bOTO JKaHPY MPOIMOHYIOTh Oe3MepepBHUN MOTIK IIJIEH PI3HOTO
MaciTady - BiJi KOPOTKOCTPOKOBUX (HAKOIUTU JTOCTATHBO PECYPCIB ISl HACTYITHOTO
MOKpAIIEHHS ) 10 TOBFOCTPOKOBUX (p030J0KYBaTH BCl TUIIM T€HEPATOPIB a00 JOCITTH
ACTPOHOMIYHHMX TIOKAa3HUKIB BUPOOHMIITBA), IO CTBOPIOE 0araToIIapOBy CHUCTEMY
MOTHBAIIIl, 3aTHY YTPUMYBAaTH yBary rpaslis MPOTITOM TpUBaAIOTO dacy. OcoOnmBy
poJib Bijirpae cucrteMa gocsrHeHb (achievements), sika ¢gopmainizye Ta Bizyanizye
Mporpec TpaBlisl, HANAIOYM HOMY KOHKPETHI OPIEHTUPHU JUISl TONAIBIIUX 3yCHIIb.
[Icuxosoru BiA3HA4YaKOTh, 110 B YMOBax cy4yacHoro ctpecoBoro >xurts Clicker-irpu
MPOTIOHYIOTh JOCTYIMHHUHN Ta OC3MEUYHUIM CIOCIO OTPUMATH BITIYTTS KOMIIETEHTHOCTI
Ta YCIIXYy, X04a I1¢ K SBHUIIEC CTAHOBUTH MPEAMET 3aHCTIOKOEHHS 010 MOTCHIIIHHOT
3aJIEKHOCTI BiJ] TAKOTO TUITY po3Bar [4, c. 339-349].

Amnani3 ctpykrypu tinooi Clicker-rpu 103Bosisie BUIITUTH KiJTbKa KIIFOUOBUX
ITPOBUX MEXaHIK, MO0 (OPMYIOTh AP0 TeMIUICI0 Ta 3a0e3MeUylOTh 3aTy4YeHHS
rpaBist. Ilepmoro Ta HaWOUIBII OYEBHUIHOI MEXAHIKOK € aKTUBHUM KIIIK -
Oe3rmocepeiHs B3a€EMO/Iisl TPABIIS 3 ITPOBUM €JIEMEHTOM, KOKHE HATUCKAHHS Ha SIKUN
reHEPY€E MEBHY KUIbKICTh ITPOBOT BAIIOTH. J[pyroro KpUTUYHO BAKIUBOK MEXAHIKOIO
€ CcHCTeMa TEHEpaTopiB MACHBHOTO JOXOIYy - PI3HOMAHITHUX OO0'€KTIB, SIKi
aBTOMAaTUYHO BUPOOJISIIOTE PECYpCH 3 TUIMHOM Yacy 0e3 ydacTi rpaBlisd. TpeThoro
MEXaHIKOIO € iepapXiuHa CUCTEMA MOKpalleHb (upgrades), sika 103BOJIsI€ M1ABUILYBATH
e(EeKTUBHICTh SK AaKTUBHOTO KJIKy, Tak 1 HacHUBHUX TeHepaTopiB. YeTBepToro
MEXaHIKOI0 € CHUCTeMa MpecTHxky (prestige system) - MOMIHMBICTh JTOOPOBIIBLHO

CKUHYTH BECh HAKOMUYEHUU MpOrpec B OOMIH Ha MOCTIMHI MHOXXHHUKH, II0 3HAYHO
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IMPUCKOPIOIOTh TPOXO/PKEHHST TPpU TpPU TMOBTOPHOMY cTapTi. Hapemri, m'storo
BOXUJIMBOIO MEXaHIKOIO € o(JaifH-porpec - 3AaTHICTb TPH TMPOJOBKYBATH
HAKOIMMYYBaTH PECYPCH HABITh KOJIW JOJIATOK 3aKPUTHH, 1110 3a0e31edye O3UTUBHUAN
JTIOCBIJI IOBEPHEHHS JI0 TPU Ta MOTUBYE PETYJISIPHI KOPOTKI Cecii.

Tabmums 1.1 - TlopiBHANTBPHA XapaKTEPUCTHKA MOMYJSPHUX MPEACTaBHUKIB

xanpy Idle/Clicker
I'pa Pix | [Tnardopmu KirouoBi ocobmmBocTi
Cookie Clicker 2013 | Web, Steam, Mobile | Golden Cookies, monan 15 tumis OyaiBensb
AdVenture Capitalist | 2014 | Web, Mobile, Steam | OdnaiiH-iporpec, MEHeKEpH, TPU JOKAIi1
Clicker Heroes 2014 | Web, Mobile, Steam | RPG-enemenTH, cucrema repois, Ascension
Idle Miner Tycoon 2016 | Mobile VYnpasininas maxTor, Super Managers
Egg, Inc. 2016 | Mobile KoomnepaTuBHi KOHTpaKTH, prestige eggs

Cepen mnpeacTaBHUKIB KaHpY OCOOIMBOI yBaru 3acimyroBye rpa AdVenture
Capitalist, Bunymena cryaieto Hyper Hippo y 2014 pomi, sika crana mepiioro
IHKPEMEHTAJILHOIO TPOI0, IO YCHINIHO pealli3yBaja MOBHOIIHHY CUCTeMY OdiaiiH-
nporpecy ta npodeciiiny Mojies» MOHETU3aIlii 11 MoOUTbHUX Tu1aTdhopM. Ha BigMiny
Bl monepeaHix Opaysepuux Clicker-irop, mo mpaifoBagy JuIle MPU BIIAKPUTIH
BKIaAIl Opaysepa, AdVenture Capitalist BifcTeKyBajia yac, MpOBEACHUIN T'paBlEeM
1no3a Ipolo, Ta HapaxoByBaja BIANOBIAHY KIJIbKICTb PECYpCiB MPH HACTYIHOMY
3aITyCKY, 10 KapJWHAIBHO 3MIHUJIO PUTM B3a€MO/I1i KOpUCTyBaya 3 rpoto. [1le onnum
BKJIMBUM €TanoM eBoJIIOLIl »kaHpy ctaina nosisa rpu Clicker Heroes Bin crymii
Playsaurus, sika ycmimHo iHTerpyBajia MEXaHIK1 IHKPEMEHTaJIbHUX 1rop 3 eJIeMEHTaMU
POJIBOBUX 1rop, cTBopmBIM HoBUiM mmijkadp Idle RPG, mo 3romom craB ogHuM 13
HaUMPUOYTKOBIIINX CETMEHTIB MOOLJIBHOT'O IPOBOT'O PUHKY.

3 eKOHOMIYHOI TOYKH 30py, cerMmeHT Idle-irop nmemoHcTpye Bpaxaroue
3pOCTaHHs Ta KOMEPUIMHMN TOTEHIad. 3a JaHUMH aHaJITUYHUX areHTCTB,
rno6anpanii puHOK Idle-irop y 2024 porti gocsr o6csry 2,5 minbsipaa monapis CIIA,
a TIPOTHO30BAaHWU CEPEeIHBOPIYHMN Temm 3pocTaHHs Ha mepioxm mo 2033 poky
cTaHOBUTH 0513bKO 10,8%, 1110 J03BOJISIE OUIKYBATH JOCSITHEHHSI PUHKOM MO3HAYKH Y

6,1 wMinbspaa gonapiB.  PerioHanbHa CTPYKTypa pPHHKY —XapaKTEpU3Y€EThCS
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JTOMIHYBaHHSIM  A31HCbKO-THXOOKEaHCHhKOTO pEerioHy 3 4acTkoro mnoHan 42%
riobaneHux jgoxodiB. Moaenp Monetm3ainii Idle-irop mnepenbauae, mo 60-70%
BUPYYKHU HAJXOAUTH BiJl TOKa3y pekiamu y opmari rewarded video, Toxi sixk 30-40%
3a0e3MeuyloTh BHYTPIIIHBOITPOBI MOKYNKH. Taka MoOJeNb € 3HayHO M'SKIIO0
MOpIBHAHO 3 arpecMBHUMH TpaKTHKaMHu JAeskux free-to-play irop Ta mo3BoJsi€
KOPHUCTYBavaM IMOBHOIIIHHO HACOJIOPKYBAaTHCS TPOI0 0e3 000B'I3KOBUX BUTPAT.
BaxnuBum  acnekrom — npoektyBaHHs  Clicker-irop €  MaremartuuyHe
OalaHCyBaHHS iTPOBOT €KOHOMIKH, IT[0 TIOTPEOY€E PEeTEIHLHOTO HAJIAIITYBaHHS KPUBHX
3pOCTaHHSl BapTOCTI Ta €(PEKTUBHOCTI PI3HMX eJeMeHTIB rpu. bazoBa Qopmyia

BapTOCTI HACTYIIHOTO PIBHA I'€HEpaTtopa 3a3BHYail Ma€ €KCIOHEHIIWHUN XapakTep:

owned ..
cost_next = cost_base * (rateg owen) , ne rate growth e koedimieHTOM

3pOCTaHHs, 10 TUIOBO cTaHOBUTH Bix 1,07 mo 1,15. Take criBBiAHOIIEHHS rapaHTYeE,
10 Ha TMOYATKOBHUX €Tamax I'pyd BUPOOHHUIITBO 3HAYHO IMEPEBUIIYE BapTICTh HOBHX
MOKYTIOK, CTBOPIOIOYM BIJUYTTSI IIBHAKOTO MPOTPECY, MPOTE 3 HaCOM EKCIIOHEHIIIHE
3pOCTaHHs BUTPAT OPMYE TaK 3BaHI «CTIHW» - TOUKHU, JI€ MOATBIINNA MPOrPeC CyTTEBO
CTHIOBUIBHIOETHCS. MaiicTepHe HaJalTyBaHHS [IUX MapaMeTpPiB € KPUTHIHO BaXKITUBUM
JUISL KOMEPLIMHOIO YCIIXY I'pU: 3aHAATO MBUIKUN IPOTPEC MPU3BOAUTH 10 IMIBUIKOTO
BUYEPHAHHS KOHTEHTY, TOAl SIK 3aHA/ITO MOBUIBHUH - 10 ¢pycTpalii Ta HEraTUBHUX
BITYKiB [5, ¢. 38-51].

[lincymoByroUM TPOBEACHMI aHami3, MOXHAa KOHCTAaTyBaTH, IO JKaHP
Idle/Clicker irop npoHmOB 3HAaYHUN NUISX PO3BUTKY BiJ EKCHEPUMEHTAIbHHUX
CATUPUYHUX IPOEKTIB O MOBHOL[IHHOTO KOMEPLIWHO YCHIIIHOTO CEIrMEHTY IrPOBOi
IHAYCTpli 3 BIACHOK €KOCHCTEMOK TIPKAHPIB Ta YCTAICHUMH MEXaHIKaMH.
KirouoBumu ¢akropamu ycmixy KaHpy € HOro 3AaTHICTh €()EeKTHBHO aKTHBYBATH
TICUXOJIOTIYHI MEXaHI3MU BHUHArOpOAM, HHU3bKUI TOpIr BXOay, IO 3abe3mneuye
JOCTYIHICTD ISl IIUPOKOI ayAUTOPIi, MOKJIMBICTh 1HTErpallii B MOBCAKIACHHE KUTTS
KOpHCTYBaya, a TAKOK THYUYKICTh (pOpMaTy, 110 J03BOJISIE YCIIIITHO MOEAHYBATH 0a30B1
IHKpEMEHTaJIbHI MEXaHIKHU 3 €JIeMEHTaMHU 1HIITUX MOMYJISPHUX kKaHpiB. Po3poOka rpu
«Candy Clicker», mo € mpeamerom naHoi kBaiidikaiiiiHoi podoTu, 0a3yeThcs Ha

aHaJi31 HaAMKpalux MPaKkTUK >KaHPY Ta COpSMOBaHAa HAa CTBOPEHHS 30alaHCOBAHOTO
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IrpoOBOTO JTOCBiy, IO MOEIHYE 3a0OBOJICHHS BiJ MPOrpecii 3 moBaroo 10 Yacy Ta
TICHXOJIOTIYHOTO OJIaronoiy4usi KOPUCTYBada, BUKOPUCTOBYIOUH TIPH IIbOMY CyYacHi
TEXHOJIOT1] IrpoBoi po3poOku Ha 6a3i pymris Godot.

1.2. Orasig irpoBux pywiiB AJist po3pooku 2D irop

IrpoBmii pymriii (game engine) sBIs€ COO0I0 KOMIUIEKCHE MpPOrpaMHe
3a0€e3IeueHHs, 1110 HaJla€ pO3pOOHMKAM 1HTEIPOBaHUHN HaOIp 1HCTPYMEHTIB, 010J110TEeK
Ta CEpPEAOBHIL BUKOHAHHS [JIsi CTBOPEHHS BIJEOIrOp pI3HUX >KAHPIB Ta PIBHIB
CKJIQIHOCT1, CYTTEBO CIPOIIYIOUM IpPOLEC PO3POOKM 3a paxyHOK abcTparyBaHHs
HU3BKOPIBHEBUX TEXHIYHUX ACIMEKTIB, TAKUX K PEHJEPHUHT Tpadiku, 00podka (hi3uku,
YOPABIIHHA NaM'TTIO Ta B3a€EMO/IIA 3 allapaTHUM 3a0€3MEUYECHHSIM PI3HUX MIaThopM
[6, c. 622—-642]. TepmiH «game engine» HaOyB MIUPOKOTO BXKHUTKY TICIS BUIYCKY
kommnaniero id Software rpu Doom y 1993 pori, apxitekTypa sikoi OyJia creriaabHo
CIPOEKTOBAHA IS JIILIEH3YBAaHHSA Ta BUKOPUCTAHHS I1HIIMMH PO3POOHUKAMHM, IO
MOKJIAJIO TOYATOK MPAKTHIIl KOMEPIIHHOTO PO3MOBCIOKEHHS ITPOBUX PYIIIiB SK
camMoCTiiiHMX mnpoaykTiB. CydacHi IrpoBi pymIii BKIIOYAIOTh KIJbKAa KIHOYOBHX
GyHKIIOHATBHUX TIJICUCTEM: pEHAepep A Bidyamizaiii rpadiqHOro KOHTEHTY,
GI3UYHMIM TBUTYH 71 CUMYJISIIIT TOBEAIHKUA O0'€KTIB Ta 3BYKOBY MIJICUCTEMY IS
BIITBOPEHHS ayio.

Bubip irpoBoro pyiiis Jyisi KOHKPETHOTO MPOEKTY € CTPATETIUHUM PIIICHHSM,
110 CYTTEBO BILTMBAE HA BECH MOIAJIBIINN TIPOIEC PO3POOKH, BU3HAYAIOUH JOCTYITHHIA
IHCTpYMEHTAapil, IUIbOBI TUIAaTGOpMU Ta MoOHeNb JineH3yBaHHS. Jlist po3poOku
JBOBUMIPDHHUX 1rop, 10 sKuX HajexuTh 1 npoekT «Candy Clicker», Ha puHKY
MPEACTABICHO IIMPOKUNA CHEKTp pyuIiiB, cepen sikux Buauisitorbess Unity, Unreal
Engine, Godot, GameMaker, Defold Tta Construct. Unity € ogaum i3
HaWMOMYJIIPHIIIUX PYUIiiB Y CBITI, 1110 BUKOPUCTOBYE MOBY C# Ta MpOMOHYE MOJEIb
freemium-sitieH3yBaHHs 3 OE3KOLITOBHOIO MEPCOHAIBHOIO BEPCIEI0 NJIsl MPOEKTIB 13
piuauM goxoaom 10 100 000 nomapis CLLIA. Unreal Engine TpaauiiiiiHo acomitoeTbes

3 TPUBUMIPHUMH MPOEKTAMHU Ta BUKOPUCTOBYE C++ pa3oM 13 CUCTEMOIO BI3yaJIbHOTO
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ckpunrtyBaHHs Blueprints, oqnak aist tunoBux 2D-mipoekTiB skaHpy Idle/Clicker mosxe
BUSIBUTHUCS HAJAMIPHO CKJIATHUM Ta PECYPCOEMHHUM.

GameMaker € cneriani3oBaHUM pyNIIEM JIsi ABOBUMIPHOI pPO3pPOOKH, IIIO
BUKOPUCTOBYBABCS JUIsl CTBOPEHHS TaKWX ycIimHuX MpoekTiB sik Undertale Ta Hotline
Miami, omHak mnepenbavyae TUIATHY MIANUCKY [JI8 TOBHOTO JOCTYIy JO
¢yukionansHocTi. Defold, cnouatky ctBopennmii kommnaniero King ans cepii Candy
Crush, opienToBanuii Ha MOOUIBHI MIaTGopMu Ta BUKOpucToBye MoBy Lua. Construct
JT03BOJISIE CTBOPIOBATH 1rpy O€3 MporpaMyBaHHs 4epe3 CUCTEMY Bi3yallbHUX MO, 110
poOUTHh MOro iJ€aibHUM JIJIsi MPOTOTUITYBaHHS, aje OOMEXKYE MOKIUBOCTI IS
CKJIQJHUX MPOEKTIB.

Tabmuus 1.2 - [TopiBHsUIbHA XapaKTEPUCTUKA ITPOBUX PyLIIiB A1 2D-po3poOku

XapaKkTepucTuka Unity Unreal Engine Godot GameMaker

Jlinensisa Freemium Posiiti 5%  micns | MIT ITignucka
$1M (6e3KO0ImTOBHO)

Moga nporpamyBanns | C# C++, Blueprints GDScript, C# GML

Po3wmip 6a3oBoi | ~50-100 ~100-300 Mb ~20-40 Mb ~15-50 Mb

301pKHu Mb

[Topir Bxoay CepenHniii Bucoxnit Husbkuii Husbknii

AHa3 1aHux TabJuIll J03BOJISE BUIUIMTH KIIOYOB1 qudepeniiondi pakropu
MKk pymnsimu. g npoektiB sxanpy Idle/Clicker oco0nuBo BakauBUMH € po3Mip
0a30B0i 301pKkH Ta mopir Bxoxay [7, c. 86—89]. Godot neMmoHCTpy€e onTHMaIbLHUN OaJTaHC
MDK I[IMMU [apaMeTpaMH, TMpPONOHYIOUYM HaWMEHIIUH po3Mip 30ipKU cepen
yHIBEpCaJIbHUX PYIIIiB Ta MOBHICTIO Oe3komToBHY JjineH3iro MIT 0e3 Oynb-skux
posutti. XKanp Idle/Clicker xapakTepu3yeThcsi IPOCTUMU BUMOTaMu 10 Tpadiku, ane
noTpedye eheKTUBHOI CUCTEMH YMPABIIHHS CTAaHOM TI'pH, 30€peKeHHs] Mporpecy Ta
onTUMI3alii JJIsi TPUBAJIOT POOOTH 3 OOUMCIICHHSIM O(IIaifH-IPOTPeECy.

BaxnuBuMm ¢GakTopoM € TakoX aKTUBHICTh CHIJIBHOTH KOPHCTYBAdiB PYIIIis.
Unity ta Unreal Engine maroTh HalO1IbIII CIIUIBHOTA 3 MUJIBHOHAMH KOPUCTYBayiB.
Godot nmeMoHCTpye JWHAMIYHE 3pOCTaHHS, M0 YAaCTKOBO  TOSICHIOETHCS

po3uapyBaHHIM PO3pOOHUKIB 3MiHAMHU B TOITHIN JiitieH3yBaHHs Unity y 2023 porii Ta
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3arajibHUM TPEHJIOM Ha MiATPUMKY BIJIKPUTOTO MpOrpamMHOTO 3a0e3neueHHs [8, c. 36].
BpaxoByroun Bci ¢akTopu - TEXHIYHI MOKJIHMBOCTI, JIIEH3YBaHHS, MOPIT BXOIY,
po3mip 30ipKH Ta BUMOTH XaHpy - ans peamsaiii npoekty «Candy Clicker» Oymo
o0Opano Godot Engine, 1110 mo€iHy€ HU3bKUI TOPIT BXOAY 3 IOCTATHBOIO MOTYKHICTIO,
O€3KOILTOBHY JIIIEH310, KOMIIAKTHUN po3Mip 30IpKH Ta MIATPUMKY BCIX HEOOX1THHX

mwiatdopm, Bkmrodaroun Windows, Android ta HTMLS.

1.3. Xapakrepucruka pyuwisa Godot ta moBu nporpamyBanus GDScript

Godot Engine € BUIBHUM ITPOBUM PYIIIIEM 13 BIIKPUTUM BUXIJTHUM KOJIOM, IIIO
pPO3NOBCIOJKY€EThCsl Mmia JineHsiero MIT 1 Hagae po3poOHMKaM NOBHOLIIHHHMA
IHCTpYMEHTApIN JJIsl CTBOPEHHS JIBOBUMIPHHUX Ta TPUBUMIPHUX Bijeoirop 6e3 Oynab-
AKUX (P1HAHCOBUX 3000B'A3aHb, POSITI YU OOMEXEHb HA KOMEPLIMHE BUKOPHUCTAHHS
KIHIIEBOTO IPOAYKTY [9, c. 169]. Ha3a pyuia noxoauts Bij m'ecu Cemroena bekkera
«UYekaroun Ha T'omo» (Waiting for Godot), mo cumBodizye ¢inocodiro MOCTIHHOTO
BJIOCKOHAJICHHSI Ta OYiKyBaHHsSI HOBHUX MOXJIMBOCTEH 3 KOXKHHM OHOBIICHHSIM. Pymiii
OyB CTBOpPEHUH apreHTUHCHKHUMHU po3poOHMKamMu XyaHoM JliHienbkuM Ta Apienem
Man3zypom, siki posnoyanu poboty Hajx npoektoM y 2007 poui SIK BHYTPILIHINA
1HCTpyMeHT, a y 2014 poui omyOmiikyBanu BuxigHuil koa Ha GitHub mig BigbHOMO
JIIIEH31€10, 110 JO3BOJIMIIO II100abHIN CIIJILHOTI JOJIYYUTHUCS 10 PO3BUTKY IPOEKTY.

Apxitektypa Godot Engine 6a3yeTbcsi Ha yHIKaJIbHIN KOHIIENIII1 By37iB (nodes)
Ta CIICH (scenes), sika CyTTEBO BIAPI3HAETHCS BiJ MIIXO/IB 1HIIINX PYIIIiB 1 TPOIIOHYE
IHTYITUBHO 3pO3yMiIy MOJENh OpraHizamii NpPOEKTy, A€ KOXEH eJIEeMEHT TIpu
NPEJCTaBICHUNA SK BY30JI Y JACPEBOBUIHIN CTPYKTypi, a TPYNH TMOB'S3aHUX BY3IIiB
bOpMYIOTH CIIEHH, III0 MOKYTh OYyTH TOBTOPHO BUKOPHCTAH1 Ta BKJIAJICHI OJTHA B OJTHY
[10]. By3on (Node) € 6a30BOI0 OJMHUIICID KOMIIO3MIli irPOBOTO CBITY, IO MOXE
MPEACTABIATH IIUPOKUM CHEKTp (YHKILIOHATBHUX €JIEMEHTIB - Bia TpaHchopMalliii
MOJIOKEHHST 70 KOHTpOJIepiB (Pi3WMKH, JDKEpeN 3BYKYy Ta EIIEMEHTIB 1HTepdeiicy,
MPUYOMY KOXKEH THI By3ja YCIAJIKOBYE BJIACTHUBOCTI BiJ OaThbKIBCHKHUX KJaciB Ta

nonae BracHy crnerudiuny QyHkiioHanpHICTh. CiieHa (Scene) siBisie o000 JEpEeBO
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BY3JIIB, 30€peKeHE SIK OKpeMUid (a1 13 po3IUPEHHAM .tscn, 1110 MOXKe (PYHKITIOHYBATH
SK caMOCTIiiiHa irpoBa JioKailisi a00 SIK TOBTOPHO BUKOPHCTOBYBAHHI KOMIIOHEHT Ha
KIITAJIT IEPCOHAKA UM IHTEPAKTUBHOTO 00'€KTA.

Jliist po3poOku qBoBUMIpHUX 1rop Godot Hajae cnenianizoBaHuii HaOip BY3JIIB
13 mpedikcom «2Dy», onTtumizoBaHuX s poOOTH B IIoluHI. ba3oBuM By3noMm €
Node2D, sikuii Hajgae BIaCTUBOCTI MO3UIIiT, TOBOPOTY Ta MaciiTady y JBOBUMIPHOMY
npoctopi. Sprite2D Biznosijae 3a BigoOpakeHHs! pacTPOBUX 300pak€Hb HA €KpaHi Ta
MIITPUMY€E aHIMAI[II0 Yepe3 aTjiaCh CIPANWTIB, MOAYJAIIIO KOJbOPY Ta MPO30POCTI.
AnimatedSprite2D po3mmproe MOXIUBOCTI 0a30BOr0 cripaiiTa, HaJarouu BOYJOBaHY
CUCTEMY TIOKaIpoBOi aHiIMalii 3 MIATPUMKO MHOXHHHUX  aHIMallliHUX
nociaigoBHocTed. CucrteMa  (pI3UMYHOrO  MOJEIIOBaHHS  pealli3oBaHa  uepes
cnemiaiizoBani By3iau: StaticBody2D nns Hepyxomux o00'ektiB, RigidBody2D nmns
JUHAMIYHUX Tl 13 (i3uyHoo cumyisniero ta CharacterBody2D st kepoBaHMX
NEPCOHAXKIB 13 00poOKOI0 31TKHEHB [11, ¢. 54—-60].

I'padiunmii inTepdeiic kopuctyBada (GUI) B Godot peanizoBanuii yepes riiky
BY3JIIB, IO MOYMHAEThCA 3 0azoBoro kinacy Control 1 BKIIIOYAE MIMPOKHUI CIEKTP
TOTOBHX BIJIXKETIB JJISI CTBOPEHHS MEHIO, TIAJIOTOBUX BIKOH Ta iHAMKATOpiB. CHcTemMa
GUI miarpumye aBTOMaTUYHE MAcCIITa0yBaHHS Ta MO3ULIIOHYBAaHHS €JIEMEHTIB Yepe3
MeXaHi3M «siKopiB» (anchors), o 3abe3neuye KOpeKTHE BiA0OpaX)KEHHS Ha MPUCTPOSX
13 pI3HOIO PO3AUIBHOIO 3AaTHICTIO. Button € 6a30BMM 1HTEPAKTUBHUM €JIEMEHTOM, 1110
pearye Ha HaTHCKaHHS Ta MATPUMYE PI3HI Bi3yalibHI cTtanHu. Label 3abe3mneuye
BiJIOOpaKEHHS TEKCTY 3 MIATPUMKOIO PI3HUX MIPUQPTIB Ta aBTOMATUIHOTO MEPEHOCY
psankiB. TextureRect Ta TextureButton m03BONSAIOTH IHTETPYBAaTH PaCTPOBI
300paxeHHs B iHTEepdEC SIK TEeKOPAaTUBHI €J1eMEHTH a00 1HTEPAKTUBHI KHOIIKH.

Tabmuns 1.3 - OcuoBHi Tunu By371iB Godot myist 2D-po3po0ku

Kareropis Byson OyHKIIOHATbHE PU3HAYECHHS

Bisyanizamuis | Sprite2D BinoOpaxkeHHs CTAaTUYHUX 300paKeHb

Bisyanizauist | AnimatedSprite2D | IlokanpoBa aHimMarllisi CpaiTiB

dizuka StaticBody2D Hepyxomi diznuni 06'exT

di3uka CharacterBody2D | KepoBani nepconaxi 3 00poOK0I0 31TKHEHb
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Iarepdetic Button [HTEepakTUBHA KHOIIKA
Inrepdeiic | Label TexcroBa MiTKa
Taimepu Timer Bimix wacy Ta nepioguuHi momii

[Ipencrapiena kinacudikarlis By3iiB IeMOHCTpy€e Moy nbHUH Miaxia Godot, ae
KOXXEH BY30J1 BHKOHY€ YITKO BH3HA4Y€HY POJb, a CKJIaJHA TMOBEIIHKA JOCITAETHCS
KOMITIO3UIIi€l0 TpocTux kKommnoHeHTiB. Jns mpoekty «Candy Clicker» oco6nmBo
peleBaHTHUMU € BY3JIH Kateropiit «IHrepdeiic» Tta «TaliMepn», OCKIIIBKH 1TPH KaHPY
Clicker mepeBaxkHo ckiagatoTbesi 3 enemeHTiB GUI Ta cucreM aBTOMAaTHUYHOIO
HAKOIWYEHHS PECYPCIB.

GDScript € ocHoBHOIO MOBOW mporpamyBaHHsi Godot Engine, crnemiajibHO
pO3pO0JIEHO0 1T  MAaKCUMAaJbHOI IHTErpalii 3 apxXIiTeKTypow pyllis Ta
ONTHUMI30BaHOIO [JIi TUIMOBUX 3aBlaHb IrpoBoi po3podku [12-13]. CunTakcuc
GDScript 3MonenvoBanuii 3a 3pazkom Python - MoOBM 3 MIHIMaJICTUYHOIO
MyHKTyaIli€w, OOOB'SI3KOBUMHU BIACTYNaMH IS BU3HAYEHHS OJIOKIB KOOy Ta
3pO3yMIJTUMHU  KJIIOYOBUMHU CJIOBaMH, 3aBISKH YOMY KOJ YHUTAEThCS Malke SK
CTPYKTYpOBaHUN TEKCT 1 MOX€ OyTH 3po3yMiMi HaBiTh oco0aMm 0e3 TIuOoKoi
TEXHIYHOI MiITOTOBKK. MOBa € TUHAMIYHO THUITI30BaHOIO, X04Ya MOYMHAIOYU 3 BEpCii
Godot 4.0 po3poOHHKHA MOXXYTh BUKOPHUCTOBYBATH OIIIIOHAJIbHI aHOTAIlli TUMIB JJIs
MOKpPAIICHHS MPOAYKTUBHOCTI Ta pAHHBOTO BUSIBJICHHS TTIOMHJIOK.

KitouoBoto ocobmmBicTio GDScript € rmuboka iHTerpariisi 3 CACTEMOIO BY3JIiB Ta
CIICH, [0 BUPAXAETHCS y CICHIAIbHUX CHHTAKCUYHMX KOHCTPYKIISAX IS pOOOTH 3
iepapxieto o0'extiB. KoncTpykmiss extends Bka3zye 0a30Buii Kiac, Bif SKOTO
YCIaJIKOBYEThCSI TTOBEIIHKA. AHOTalls (@onready Bka3ye, 110 3HAYEHHS 3MIHHOI Ma€
OyTu oOuucieHe Micisl MOBHOI MOOYI0BU JAepeBa BY3/IiB CIEHH, 1110 € KPUTUYHUM MPU
OTPUMaHHI MMOCUJIaHb Ha 1HII By3JId. AHOTaILis (@eXport poOUTh 3MIHHY BUAMMOIO Ta
peIaroBaHoO0 B 1HCIEKTOPI BJIACTUBOCTEH BI3yallbHOTO PEAAKTOPA, TO03BOJISIOUN
HaJIAIITOBYBATH MapameTpu 00'ekta 6e3 Mmoaudikaii Koay.

Cucrema curHaiiB (signals) peaiidye MmarepH «crocrepiray» i € OCHOBHUM

MEXaHI13MOM KOMYHIKaIlli Mk By3JIaMH, IO JIO3BOJISIE peaizyBaTH ClIabKO 3B'sA3aHy



17

apXiTEKTypY, B SAKiH 00'€KTU MOXKYTbh pearyBaTu Ha Mojii iHIIUX 00'€KTIB 6€3 MpsIMHUX
3asiexkHocTer [14]. CurHai oroJionryeThbes 3a IOMOMOTOK0 KIIFOYOBOTO CJioBa signal, a
eMicisa 3TiHCHIOEThCsST BUKIMKOM Meromy emit(). IligkmtouenHs oOpoOHWMKA MOXKe
3MIMCHIOBATHCA SK MPOTPaMHO dYepe3 MeToja connect(), Tak 1 Bi3yallbHO uepe3
iHTepderic pemakropa. Y konrtekcti Clicker-rpm cucrema curHaiiB iaeanbHO
HiAXOAUTH JUIsl OHOBIIGHHS 1HTepdeicy mpu 3MiHI ITPOBUX MOKA3HUKIB: OCHOBHUMN
CKPHUIIT €MITy€ CUTHAJIM MPO 3MiHY PecypciB, a eJIeMeHTH 1HTepdelicy aBTOMaTHYHO
OHOBITIOIOTh BIJIOOpaKEHHS.

XKutreBuil 1UKI By3Ja BU3HAYAETHCA HAOOPOM BIPTyaJbHUX METOIB, IO
aBTOMATUYHO BUKIMKAIOTHCA PYIIIEM Ha PI3HUX eTanax iCHyBaHHA o0'ekta. Meton
_ready() BUKJIMKA€TbCS OJHOPA30BO IMMICHs I1HIIaii3allli By3Jla Ta HOro JOYIPHIX
€JIEMEHTIB, 1110 POOUTH HOTO iJ€aIbHUM MICIIEM JUIsl MOYaTKOBOTO HaJalllTyBaHHS.
Meton process(delta) BUkinkaeTbcsi KOKEH Kajp 1 npuiimMae napametp delta - vac, mo
MUHYB 3 TOINEPEAHBOTO KaaApy, SKUH HEOOXiTHO BHUKOPHCTOBYBATH IS
MaciTabyBaHHs pyXy 4d 3MiHH cTany. Meroa _input(event) BUKITUKAETHCS MIPU Oy b~
AK1M MOJI1i BBOY Ta JO3BOJISIE peaizyBaTu THyUYKy 0OpOOKYy KOPUCTYBAI[bKOTO BBOIY
[15, c. 2996-3006].

VYrpaBaiHHS JaHUMH Ta iX TIEPCUCTCHTHE 30€pEKEHHS € KPUTHYHO BaKIIMBUM
acnektoM po3pooku Clicker-irop. Godot namae wkmac FileAccess st pobotu 3
(GalIo0BOI0 CHUCTEMOIO, IO JO3BOJISIE CTBOPIOBATH Ta YMTATU (Galian y AUPEKTOPIi
user://, sika aBTOMAaTHUYHO MAIIY€TbCS Ha BIANOBIAHY CHCTEMHY AMPEKTOPIIO Ha
KOXHIN Tutargopmi. HaltmommpeHinmmM miaxoaoM € cepiamizaiiis JaHux y ¢dopmMar
JSON, 1110 € TFOUHOYUTAHUM 1 TIO3BOJISIE JIETKO HAJIATOXKyBaTh 30epeskeni (haniu i
4ac po3poOKH.

Penaktrop Godot Engine siBisie co60r0 MOBHO(YHKITIOHAILHE I1HTETPOBAHE
cepenouiie po3podku (IDE), mo Bkitodae BizyaldbHUN PENaKTOp CIEH, TEKCTOBUM
peaaKTop 3 IMiICBIYyBaHHIM CHHTAKCHUCY Ta aBTOJOTIOBHCHHSM, a TAKOXK IHTETPOBAHHM
Hanaro/kyBau. LleHTpanbHUM €J1€eMEHTOM € BIKHO MEPEriisiAy CUEHH, 1€ PO3POOHUK
MO3K€ Bi3yaJIbHO PO3MIIILyBaTH BY3JIM Ta HAJAIITOBYBATH iX BIACTUBOCTI Yepe3 MaHelb

iHcnekTopa. OcoOIMBO KOPUCHOIO € MOXKIIMBICTD 3aIlyCTUTH MPOEKT O€3MOCEPEaHBO 3
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penakrTopa, MPUYOMY TMpPU TOMHIKaX PEAAKTOp AaBTOMATUYHO TNEPEXOAHUTH [0
BIIMOBIAHOTO psiaKa koay [16].

Excropt rotoBoi rpu 3A1MCHIOEThCA Yepe3 cUCTeMy IIa0JOHIB €KCIOPTY AJIs
KOXHOI 11boBOI iatrdopmu. st Android Godot renepye mipnucannit APK a6o
AAB daiin, roroBuii 111 Google Play Store. HTMLS5-ekcnopT 103BoJIsSIE 3ammycKaTH
rpy y BeO-0pay3zepi uepe3 WebAssembly Ta WebGL. Bepcis Godot 4.0, Bunyiiena y
oepesni 2023 poky, mpHUHEcC]a 3Ha4HI MOKpAIEHHS, BKJIIOYAIOYM HOBUU peHiepep
Vulkan ta onoBnenuit cuatakcuc GDScript 13 anoTtamisimu @export ta (@onready. s
npoekty «Candy Clicker» BukopuctoByeTbes akTyanbHa Bepcisa Godot 4.x.

CninbHoTa Godot € oiHI€I0 3 HAAKTUBHIIMIKMX cepell iIrpoBux pyiiiB. OdimiiiHa
JIOKYMEHTAIIIsl € KICHOIO Ta BCEOXOIUTIOI0UO0I0, BKIIIOYatoun AeTtanbHuii onuc API Ta
MOKPOKOBI TYyTOpiaJIH, MPUYOMY JOCTYITHA MHOKHUHOIO MOB, BKIIFOUAIOUH YKPAiHCHKY.
Od¢imitanit popym, Discord Tta Reddit 3abe3neuyroTh omepatuBHY JOMOMOTY, a
010mioTexka Asset Library MICTUTH THCAYl TOTOBUX CKpPHIITIB Ta IUIAriHIB I
BUKOPWCTAHHSA Y BJIACHUX MPOEKTAX.

[TincymoByroun, Godot Engine € ontumansauMm Budopom 115t «Candy Clicker»
3aBJISIKM HU3BKOMY TOPOTY BXOJy, JOCTATHIM (PYHKI[IOHAJIBHOCTI, MIHIMaIbHOMY
po3Mipy 30ipKkH Ta MOBHIN Oe3komTOBHOCTI [17, ¢. 156]. ApxiTekTypa By3JiB Ta CIIEH
npupoaHo Bianosinae ctpykrypi Clicker-rpu, ne enementu inTepdeiicy MoxyTh OyTH
peai3oBaHl K He3aJeXH1 CIieHH, 00'eqHaHi depe3 cuctemy curHamiB. GDScript 3
Python-moaiOHUM CHUHTaKCHCOM J03BOJISI€ MIBUIKO Peaii3oByBaTH IrpOBY JIOTIKY, a
BOy/T0BaHi 3aco00u poOOTH 3 (haiiiaMu 3a0e3MeUyr0Th HalIiHE 30epeKeHHS MPOTPECY

rpaBLsl.

1.4 TIlocTaHoBKa 3aaa4i JOCTIKEHHSA

Ha ocHoBi npoBeieHOr0 aHamizy TeopeTuynux 3acan xxkanpy Idle/Clicker irop,
MNOPIBHAJILHOTO OTJISIIY CYYacHHUX ITPOBHUX PYIIIiB AJiE JABOBUMIPHOI PO3pOOKH Ta
JIeTaJIbHOTO BUBYEHHS apXiTEeKTypHUX ocobysmBocTeit Godot Engine chopmyiiboBaHO

OCHOBHY METY JJAaHOTO JIOCIIJKEHHSI, sIKa MOJISIrae y po3po0ili MOBHOPYHKIIIOHATHLHOTO
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irpoBoro 3actocyHky «Candy Clicker» 3 Bukopuctanusm pyiisi Godot Bepcii 4.x Ta
MoBU TiporpamyBaHHs GDScript, 1110 peanizye KilacuyHi MEXaHIKA IHKPEMEHTAIBHOTO
XKaHPy B OPHUTIHAIHLHOMY TEMaTHYHOMY O(OpPMIIEHH! KOHIUTEPCHKOI TEMaTUKHU Ta
3abe3reuye 30a7aHCOBAHUM ITPOBUM JIOCBIJ 13 MOJKJIMBICTIO 30€pEKEHHS IpOrpecy
MK ceciaMd. J{Jsl TOCSTHEHHSI TOCTaBJICHOI METH HEOOXIAHO BUPIMIUTH KOMILIEKC
B3a€MOINOB'SI3aHUX 3aBJaHb, 10 OXOIUIIOIOTh SIK TEOPETHKO-aHATITHUHUHM, TaK 1
MPaKTUYHO-peai3alliiHuM acleKTH PO3pOOKH: MPOBECTH (PopMaizalliio mpeaMeTHOT
0o0JacTl Ta BU3HAYUTU MATEMATHYHY MOJIENb IFPOBOI €KOHOMIKH 3 ypaxyBaHHSIM
EKCIIOHEHIIIMHOTO 3POCTAaHHS BapTOCTI TMOKpAIlleHb Ta JIHIHHOTO 301IbIIECHHS
OPOAYKTHUBHOCTI ~ TEHEPATOpiB;  CHPOEKTYBAaTH  apXITEKTypy  MPOTrPamMHOIO
3a0€3MeUeHHs] Ha OCHOBI cucTeMH BYy31iB Ta cieH Godot 13 3abe3nedeHHSIM
MOJ1yJIBHOCTI, pO3LUIMPIOBAHOCTI Ta IPOCTOTU MIATPUMKH KOJy; PEajli3yBaTu CUCTEMY
NEPCUCTEHTHOTO 30€pEKEHHS IFPOBOTO CTAHY 3 BUKOPUCTAHHIM cepiai3amli JaHuX y
dopmari JSON nis 3a0e3nedeHHs HaAIMHOTO 30€piraHHs MPOrpecy TpaBLs;
po3poOuTu rpadiuHuil iHTepdeiic KopucTyBayda, aIanTOBAHUM IS PI3HUX PO3TIITLHUX
3IaTHOCTEN €KpaHa Ta ONTUMI30BAHMI [JI1 CEHCOPHOTO BBOJY Ha MOOUIBHHMX
MPUCTPOSIX; MMPOBECTU TECTYBAHHS Ta ONMTUMI3AIIO TIPOYKTUBHOCTI 3aCTOCYHKY JJIst
3a0e3Me4eHHs MJIaBHOI pOOOTH Ha LIUJIBOBUX IIaTHOpMaX.

OO0'ekTOM  JOCHIJKEHHSI € TPOLEeC pPO3pOOKM JIBOBUMIPHHX ITPOBUX
3actocyHkiB xkaHpy Idle/Clicker 13 BUKOpHUCTaHHSIM Cy4YacCHMX TEXHOJIOTIH I1rpoBOi
pPO3pOOKH, IO BKIIOYAE aHATI3 apXITEKTypHHUX MATEpHIB, METOMAIB OallaHCYBaHHS
IrpOBOi EKOHOMIKH Ta MiIXO0/IIB 0 OpraHizaiii B3a€MO/Iii 3 KOPUCTYBayeM Y KOHTEKCTI
cnenuiuHuX BUMOT 1HKPEMEHTAJIBHOTO JKaHpy. IlpeameTrom  mociiJKeHHS
BHUCTYIAIOTh METOJU Ta 3aco0u peanizailii irpoBoro 3actocyHkKy «Candy Clicker» Ha
6a31i pymis Godot Engine, 30kpema apxiTeKTypa HpOrpaMHOTO 3a0e3MedYeHHs Ha
OCHOBI CHCTEMHM BY3JIIB Ta CHUTHAIIB, aJITOPUTMU PO3PAXYHKY IrpOBOI mporpecii Ta
MACMBHOT'O HAKOIMWYEHHS PECYpCiB, MEXaHI3MU 30€pEeKEHHsI Ta BIIHOBJICHHS CTaHy
TpH, a TaKOX TMPUHIUNKA TOOYJOBH amanTuBHOrO rpadiuyHoro iHtepdeicy 3
BUKOPHUCTAaHHAM BOy10BaHMX 3aco0iB Godot mis poOoTH 3 eIeMeHTaMH YIIpaBIIiHHS.

MeTo050T14Hy OCHOBY JOCTIIKEHHSI CKJIalaloTh METOJU 00'€KTHO-OPIEHTOBAHOTO
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MPOEKTYBAHHS Ta IPOrpaMyBaHHs, 1110 3a0€3MEUYI0Th CTPYKTYPYBaHHS KOy Y BUTJISIL
lepapxii KJaciB 13 4YITKO BHU3HAUYCHUMH  BIJMOBIIAIBHOCTIMHU; IPUHIIUIH
KOMIIOHEHTHOI apXIiTeKTypH, peaizoBaHi yepe3 cucremy By3niB Godot, e ckianHa
MOBEIHKA JIOCATAETHCS KOMIIO3ZMIIIEID MPOCTUX €JIEMEHTIB; METOJM MaTEMaTUYHOTO
MOJICITIOBAHHS JUIsi hopMaltizarii irpoBoi €KOHOMIKH Ta BHU3HAYEHHS ONTHUMAaTbHUX
napaMeTpiB OajaHCy; a TaKOX eMIIPUYHI METOAM TECTYBAHHS, IO BKJIIOYAIOTH SIK
aBTOMATH30BaHy IEPEBIPKY KOPEKTHOCTI POOOTH OKPEMHX MOAYJIB, TaK 1 pydHE
TECTYBaHHS KOPHUCTYBAIIbKOTO JIOCBIAY HJii BUSABJICHHS MOpoOieM 103a0umiTi Ta
EpProHOMIKH 1HTEep(dECy.

[IpakTuuHe 3HAYEHHS OYIKYBAaHUX pE3yJIbTaTIB JOCHIHKEHHS TOJArae y
CTBOPEHHI TOTOBOTO /IO PO3MOBCIOJKCHHSI IrPOBOTO MPOAYKTY, SIKHH MOXKe OyTu
omyOiikoBaHuid Ha 1aThopmax MUGPOBOI AUCTPUOYIIT I TMEPCOHATBHHUX
KOMIT'IOTEPIB Ta MOOUIBHUX MPHUCTPOiB, a TaKOXK Yy CHUCTEMaTu3alli JOCBITY
BukopuctanHa Godot Engine nnst po3poOku irop skanpy Clicker, mo moxe Oytu
KOPUCHUM JIJIS IHITUX PO3POOHUKIB, SIKI IJIAHYIOTh CTBOPEHHSI aHAJIOTIYHUX MPOEKTIB.
HaykoBa HOBH3HA pOOOTH BU3HAYAETHCS KOMIUJIEKCHUM MIIXOJ0M JI0 MPOEKTYBAHHS
Clicker-rpwu, 1110 MO€AHY€ TEOPETUUHHM aHATI3 TICUXOJOTIYHUX MEXaH13MIB 3aTy4eHHs
IPaBIiB 13 MPaKTUYHOI peaji3allielo 30a1aHCOBAHOI ITPOBOI CUCTEMH, a TaKOXK
ananraiiero apxitektypHux mnarepHiB Godot Engine no cnenugiyHuX BUMOT
IHKPEMEHTAJILHOTO JKaHPY, 30KpeMa po3pOO0KOI0 e(EeKTHBHOI CHCTEMH YTMPAaBIIIHHS
BEJIUKMMHM YWCJIOBUMH 3HAYCHHSMHU, IO BWHUKAIOTH TPH TpHUBAIId Tpi, Ta
ONITUMI3allI€I0 MEXaHI3My PO3paxyHKy odaitH-Iporpecy i 3a0e3MeUYeHHs] Y€CHOTO
HapaxyBaHHS PECypCiB 3a Mepioj BIACYTHOCTI TpaBIlsl O€3 CTBOPEHHS MOXKJIUBOCTEH
JUTSL 3JI0BKUBAHb MIITXOM MaHIMyJIAMii cuicTeMHUM 9acoM. O4iKyBaHUM Pe3yJIbTaTOM
JOCITIJKEHHS € (QYHKIIOHAIBHO 3aBepineHuii irposuii 3actocyHok «Candy Clicker»,
[0 BKJIIOYAE CUCTEMY AKTUBHOTO KJIKY JJIsi OTPUMaHHsS 0a30BOi 1rpOBOI BaJIIOTH,
iepapXir0 TeHepaTopiB MACHBHOTO JOXOY 3 MPOTPECUBHO 3POCTAIOYOI0 BaPTICTIO Ta
e(EKTUBHICTIO, MEXaHI3M 30€peKEeHHs] Ta aBTOMATUYHOTO 3aBAHTAXKEHHS MPOTpecy
MIPU 3alyCKy TpU, Bi3yallbHO NMPpUBAOJUBUHN 1HTEpPEC y KOHIUTEPChKIA TeMaTHIll 3

aHIMaIlisIMU 3BOPOTHOTO 3B'A3Ky Ha Jii KOPUCTyBaya, a TaKOX MIATPUMKY E€KCIIOPTY
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s matopm Windows, Linux, Android ta HTMLS, 1o 3a6e3ne4nTh MakCUMalIbHE
OXOILJICHHS MOTEHIINHOT ayIUTOPii Ta MOXKJIMBICTh AEMOHCTpAIlli pe3yIbTaTiB pOOOTH

y PI3HHUX CepeIOBHILAX BUKOHAHHS.

BucnoBkmu 10 po3aiay 1

VY nepmomy po3auri  kBamiikaiiiHOi poOOTH MPOBEACHO KOMILUIEKCHE
TEOPETUYHE JOCTIIKEHHS MPEAMETHOI 00JIacTI PO3POOKU ITPOBUX MPOEKTIB KAHPY
Idle/Clicker, mo cTBOpuii0o HEOOX1IHE MIATPYHTS JIJIsl MPAKTUYHOI peati3alii irpoBoro
3actocyHky «Candy Clicker» nHa 0a3i pymisi Godot Engine. Awnaniz ictopii
CTAaHOBJICHHSI Ta €BOJIIOLII IHKPEMEHTAIBHOIO KaHPy J103BOJUB BUSBHUTH KIFOUOBI
MEXaHIKM, 10 3a0e3MeUyI0Th 3aly4eHHs TPaBIIB Ta KOMEPIIHHUN yCHIX MPOEKTIB
JAHOTO THUITY, 30KpeMa CUCTEMY AKTUBHOI'O KIIIKY SIK 0a30BOro crnoco0y OTpUMaHHS
pecypciB, i€papXir0 TeHEpPaTOPIB MACUBHOTO JI0XOY 3 €KCIMOHEHIIMHUM 3pOCTaHHSIM
BapTOCTI, MEXaHIKy MPECTIKY JIs 3a0e3NedeHHs JOBrOCTPOKOBOI MOTHBAINI Ta
cucrteMmy o(aiiH-nporpecy, 1o J03BOJISIE€ TPl IHTETPYBATUCS Y MOBCAKACHHE KUTTS
KOopucTyBaua ©0e3 rmoTpeOu Oe3nepepBHOI akTUBHOI  yyacti. JlocmimKkeHHs
MICUXOJIOTIYHUX ACIEKTIB KaHPy BUSABWIO, 110 nomnyisipHicTh Clicker-irop 3nauHOMNO
MIPOIO MOSICHIOETHCS iX 3/IaTHICTIO €(EKTUBHO aKTUBYBATH JO(PaMiHOBI MEXaHI3MH
BUHATOPOAM B JIIOJACRKOMY MO3KY 4Yepe3 IOCTIMHMA TOTIK MIKPOJOCATHEHb Ta
BI3yaJIbHUI 3BOPOTHUU 3B'A30K y BUIJISIAI 3POCTAIOYMX YHUCIOBHX IMOKA3HUKIB, IO
dbopmye Tak 3BaHUM 10PaMIHOBUMN IUKJI 1 CIIOHYKAE TPaBIls OBEPTATUCS 10 TPH 3HOBY
1 3HOBY.

[TopiBHANBHUIN aHai3 Cy4yaCHUX ITPOBUX PYUIIiB JJIsl ABOBUMIPHOI pO3pOOKH,
mo BkmrodaB Unity, Unreal Engine, Godot, GameMaker, Defold ta Construct,
n03BoMB 0o0rpyHTyBatH BuOip Godot Engine sik onTUMajabHOrO 1HCTPYMEHTY LIS
peanizauii npoekty «Candy Clicker» Ha OCHOBI KOMIUIEKCY KPUTEPIiB, cepell sIKUX
BH3HAYAJIbHUMHM CTaJIM TIOBHICTIO Oe3komToBHa JineH3ist MIT 6e3 Oynb-akux posuirti
91 OOMEXEHbh Ha KOMEPIliiHEe BUKOPHUCTAHHS, MIHIMAJIbHUN po3Mip 0a30BOi1 301pKH

cepell yHIBEpCaJbHUX PYIIIIB, HU3BKUN MOPIr BXOAY 3aBIASKU IHTYITHBHIM MOBI
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nporpamyBanHss GDScript 13 Python-mogiOHuUM CHHTaKCHCOM, a TaKOXX AaKTHBHA
CHUIBHOTA 3 SIKICHOIO JOKYMEHTAIIE€I0 YKPaiHChKOIO MOBOIO. [leTanbHe BUBUYEHHS
apxitektypu Godot Engine BusiBUJIO, 110 HOT0 yHIKajgbHa CHCTEMa BY3JiB Ta CIEH
npupoAaHo BianoBigae crpykrypi tumoBoi Clicker-rpu, ne okpemi enemMeHTH
iHTepdeiicy MOXyTh OyTH peani3oBaHi SK HE3aJleKHI KOMIIOHEHTH 3 BIIACHOIO
JIOTiKOI0, 00'€eHAHI yepe3 CHUCTEMYy CHUTHANIB, 10 3ale3mneuye ciabKy 3B'S3aHICTb
MOJYJIIB Ta IPOCTOTY MIATPUMKHU KOy B POIECI PO3BUTKY MPOEKTY.

Ha ocHOBI NpOBEIEHOTO TEOPETUYHOIO aHali3y C(OPMYJILOBAHO MOCTAHOBKY
3a/layl JIOCII/DKEHHs, IO BKJIIOYAa€ BHU3HAYCHHS METH, 00'ekTa, MpeameTa Ta
METO/I0JIOTIYHOI OCHOBU POOOTH, a TAKOX KOHKPETHU3AILlII0 3aBJaHb, HEOOXITHUX IS
JIOCATHEHHS TIOCTaBJICHOI METH. BCTaHOBIEHO, 10 PO3poOKa irpoBOrO 3aCTOCYHKY
«Candy Clicker» motpeOye BupilIeHHS KOMIUIEKCY B3a€MOIIOB'S3aHUX 3aBIaHb BiJl
dbopmanizaiii MaTeMaTUYHOI MOJIENl ITPOBOI €KOHOMIKM JO peaii3allii CHUCTEMHU
NEPCUCTEHTHOrO 30€peXeHHs MNporpecy Ta ONTHMIi3alli MPOIYKTUBHOCTI JIs
ITHOBUX TIaThOpM. Pe3ybTaTi TEOPETHUHOTO NOCHTIIKEHHS, BUKIIAJIEH] Y TIEPIIOMY
pO3/All, CTaHOBJSATH METOAOJOTIYHY ©0a3zy sl MPOEKTYBaHHS ApXITEKTYypH
MPOrpamMHOro 3a0e3MeyYeHHs] Ta MPAaKTUYHOI pealti3allii irpoBOr0 3aCTOCYHKY, IO €

MPEIMETOM HACTYTHUX PO3ALTIB KBali(PiKaliiftHOI poOOTH.
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PO31JI 2. MPOEKTYBAHHS ITPOBOTI'O BACTOCYHKY «CANDY
CLICKER»

2.1. Konuenuisi Ta irpoBa MexaHika rpu

Konnermist irpoBoro 3actocyHky «Candy Clicker» 06a3yeTbcs Ha KiIacHUHUX
NPUHIIMIAX 1HKPEMEHTAJIBHOTO JKaHPY, aJalTOBaHUX JO0 OPUTIHAIBHOI TEMaTHUKU
KOHJUTEPCHKUX BHUPOOIB, IO CTBOPIOE BI3yaJbHO NPUBAOIMBUI Ta EMOILIITHO
MO3UTHUBHUM ITPOBUN JIOCBIJl, OPIEHTOBAHWN HA IIMPOKY ayJUTOPII0 KOPHUCTYBauiB
pi3HOro BiKy Ta piBHA irpoBoro jgocsiay [18, c. 239]. LleHTpanbHUM €IE€MEHTOM
IrPOBOTO MPOLIECY € HAKOIMMYEHHS BIPTyaJIbHOI BAIIOTH Y BUTIISAI IyKepok (candies),
K1 TpaBellb OTPUMY€E LUIIXOM HATUCKAHHSA HA OCHOBHHUI 1IHTEPAKTUBHUM €JIEMEHT Y
IIEHTP1 €KpaHa, a 3T0JIOM - 3aBJSKH aBTOMAaTUYHUM I'€HEPATOPaM MaCUBHOTO JOXOY,
110 TPOJIOBXKYIOTh BUPOOJSITU PECYpCH HaBITh 0€3 aKTUBHOI y4acTl KOpHCTyBaya.
Bubip KOHAMTEPCHKOI TEMAaTUKH € CBIJOMHM JIU3aHHEPCHKUM PIIICHHSM, IO
IPYHTYETBHCS Ha aHali31 YCHIMIHUX MPEACTaBHUKIB JKaHPY, 30KpeMa KyJIbTOBOI I'pH
Cookie Clicker, ne BuKoprcTaHHs Bi3yaJIbHO MPUBAOIUBUX Ta ACOLIATUBHO TPUEMHHX
o0OpaziB iK1 CTBOPIOE JOJATKOBUM €MOILIMHUN 3B'I30K 13 TpaBIEM Ta IIiJICHIIOE
3aJI0BOJICHHSI BiJ] IIpoliecy HakonuyeHHs pecypciB. Ha3pa npoekty «Candy Clicker» €
CBIJIOMOIO aJlf031€10 Ha KAaHOHIYHI 3pa3KH )KaHPY Ta 0Jpa3y KOMYHIKY€ MOTEHIIHHUM
KOpHCTyBa4aM >KaHPOBY TNPUHANEKHICTh TPU, MO0 € BAKIUBUM (HaKTOPOM Jis
OPraHivyHOTO 3aJy4YEeHHS LILTLOBOI ayJUTOPIi B YMOBaX HACUUEHOTO PUHKY MOOUIBHHUX
J0JIaTKIB, JIe KOPUCTYBaYl MPUHMAIOTh PIIICHHS TIPO 3aBAHTAXEHHS MPOTATOM KIJTbKOX
CEKyHJ] Ha OCHOBI Ha3BH, IKOHKH Ta NEPIIUX CKPIHIIOTIB.

IrpoBa mexanika (game mechanics) y KOHTEKCTI TeMIU3aiiHy BU3HAYAETHCS SIK
dbopmaiizoBaHa cucTemMa ImpaBui Ta IPOUEAYp, 10 OMUCYIOTh MOKIIMBI Jii TpaBLs, iX
HACJIIKM Ta YMOBH MEPEXO0Jly MDK CTaHAMM ITPOBOI CHCTEMHM, 1 caMe€ MpOayMaHa
apxiTEeKTypa MeEXaHIK BH3HA4Ya€ TIAUOWHY, peirpaOeibHICTh Ta 3AAaTHICTh IpU
yTPUMYBATH yBary KOpucTyBaua IpoTarom Tpusaioro yacy [19]. bazoBoto MexaHikoro

«Candy Clicker» € akTUBHUI KJIK - HATUCKAHHS HA IICHTPAJIbHUI ITPOBUI €JIEMEHT,
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KOXHE 3 SIKMX I'€HepY€ BU3HAUEHY KUIbKICTh LIYKEPOK, 10 AOJAIOTHCS 0 3arajibHOrO
OayaHCy TpaBIsl Ta BIJOOPaKarOThCS Yy BIJAMOBIAHOMY JIUYMIBHHUKY I1HTEpdeEicCy.
[TouaTkoBa e(heKTUBHICTH KJIIKYy CTAaHOBUTH OJIHY LIYKEPKY 3a HATHUCKaHHS, MPOTE LeH
MOKAa3HUK MOKe OyTH 30UIBIIICHUH IUISIXOM NMPU0aHHS CHEIliaIbHUX MOKpaIleHb, 110
peamizye TPHUHIIMI TPOrpecii Ta HaJae TPaBIIO BIAYYTTS 3pPOCTAaHHS BIIACHOI
noTy>)XHOocTi y rpi. KokHe HaTUCKaHHS CyNpOBOKY€ETHCSA Bi3yaJlbHUM Ta, 3a
MOXJIMBOCTI, TAKTUJIBHUM 3BOPOTHHUM 3B'SI3KOM Yy BUTJISAJII aHIMallli MaciiTa0yBaHHS
€JIEMEHTa, MOSBH YUCJIOBOIO 1HIMKATOpa OTPUMAHUX PECYpPCiB Ta KOPOTKOi BiOparlii
Ha MOOUIBHHUX TIPUCTPOSX, IO MIATPUMYIOTH 10 (PYHKIIIFO, OCKUTBKH JOCIIPKCHHS B
rany3i UX-nu3ailHy JeMOHCTPYIOThb, IO MYJIbTUCEHCOPHUN 3BOPOTHUM 3B'S30K
3HAYHO MIJIBUIILYE 33J0BOJIEHHS BiJl B3a€MO/IIi Ta (popMye OLIBII CTIMKI OBEAIHKOBI
naTepHU Y KOPUCTYBaUiB.

Cucrema reHepaTOpiB MACHBHOTO JIOXOAY € Jpyroroo (¢yHIaMEHTAIbHOIO
MexaHikow, mo Tpanchopmye «Candy Clicker» 3 mpoctoi rpm Ha peakuino y
MOBHOIIHHUYM 1HKPEMEHTAIBHHUM JOCBIJ 13 CTpPATETYHUM BUMIPOM, J€ TpaBeilb Mae
NpUIMATH PIMIEHHS MIOJ0 ONTUMAJIBHOTO PO3MOALLY HAKONMHUYEHUX PECYpPCIB MIX
pi3HUMHU TUMamMu 1HBecTHUIliH [20]. YV pi pealizoBaHO i€papXiro reHepaTopiB, KOKEH 3
SAKUX MA€ YHIKaJIbHY BI3yaJIbHy PENPE3EHTALII0 y BUJISI/IL PI3HUX BUJIIB COJIOAOUIIB -
B1Jl IPOCTUX JIbOJISHUKIB Ta KapaMmelll Ha MOYaTKOBUX PIBHSIX 0 BULIYKAHUX TOPTIB Ta
KOHJIUTEPChKUX (aOpUK Ha MI3HIIIUX eTanax Mporpecii, Mo CTBOPIOE BIIUYTTS
PO3BUTKY BJIACHOI «KOHJUTEPCHKOI IMMEpPii» Ta HaJa€ JOBIOCTPOKOBY METYy IS
yTpUMaHHS MOTHUBaIii TrpaBil. KoXEH TreHepaTop XapakTepU3yeThCS JIBOMA
KIIFOUOBUMH TIapaMeTpaMu: 6a30BOI0 BapTICTIO MPHUI0aHHS, BUPAKEHOIO Y ITyKEPKax,
Ta MPOAYKTHBHICTIO, IO BHU3HAYA€ KIIbKICTh I[yKEPOK, SKI JaHUN TeHepaTop
aBTOMATUYHO BHUPOOJILE€ 3a OJUHUINIO 4Yacy Oe3 ydacti rpaBiid. BapTicTh KOXXHOI
HACTYITHOI OJWHUIII TOTO CaMOro THUIy Te€HEpaTopa 3pOCTac€ 3a EKCIMOHEHIIMHUM

3aKOHOM BIJMOBIIHO 10 (HOpPMYyJIH:

Cost(n) = BaseCost X GrowthRate™, (2.1)
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JIe N - KUTBKICTh BXK€ MPUI0aHUX OJIUHUILb,

GrowthRate - € koedirieHTOM 3pOCTaHHs, TUTIOBO BCTAHOBIIEHUM Y J1alla30Hi
Bix 1,10 mo 1,15 mns 3abe3nedeHHs BIMUYTHOTO, ajié HE HAIMIPHOTO 30UTBINIECHHS
BapTOCTI, 110 3MYIIIY€ TPaBIs TMBEPCU(DIKYBATH CBOI IHBECTHUIIIT MK PI3HUMHU TUITAMHU
TeHepaTopiB 3aMiCTh KOHIIEHTpAllli Ha €IMHOMY Haille()eKTUBHIIIIOMY BapiaHTI.

Tabmuis 2.1 - XapakTepucTUKU TeHepaTopiB MacCUBHOTO 10xoAy y rpi «Candy

Clicker»

I'eneparop bazosa BapricTs | [IpogykTuBHICTH (IyKepok/cek) | KoedirieHT 3pocTanus
JIboaaHUK 15 0,1 1,12
Kapamens 100 0,5 1,12
Ilokomanka 500 2,0 1,12
TicTeuko 2000 8,0 1,12
Topr 10 000 30,0 1,12
Konnurepcrka | 50 000 100,0 1,12

Hageneni y Tabmuill mapaMeTpu T€HEpaTopiB € pe3yJbTaTOM I1TEPATHUBHOTO
OayraHCyBaHHS, CIIPSIMOBAHOI'O Ha 3a0€3MeUCHHS TIJIABHOI KPUBO1 IIPOTpecii, 1e KOKEH
HOBUU TUIT TEHEPATOPaA CTA€ JOCTYMHUM MPUOIU3HO Yepe3 PiBHI MPOMIKKH 1TPOBOTO
yacy MpHU aKTUBHIN I'pi, a CIBBIIHOIIEHHS BAPTOCTI 0 MPOAYKTUBHOCTI 3aIUIIAETHCS
NPUOJM3HO OJIHAKOBHMM JUIS BCIX PIBHIB, IO YHEMOXJIMBJIIOE 1CHYBaHHS €IHHOL
JIOMIHYIOYOi CTpaTerii Ta 3a0X04Yy€ Pi3HOMAHITHICTh MIJIXOIB A0 PO3BHUTKY. bazoBa
BapTICTh KO)KHOTO HACTYITHOTO TUITY T€HEPATOpa MPUOJIM3HO y M'ATh Pa3iB MEPEBUIILYE
BapTICTh MOMEPEAHHOTO, TO1 SIK MPOIYKTUBHICTH 3pOCTAE Y HOTUPH Pa3H, IO CTBOPIOE
HE3HAuHYy TepeBary s 1HBECTULINA y OLIbII AOPOT1 T€HEepaTOpu MPHU JTOCTATHBOMY
HAKOMMYEHHI KamiTajy, aje He poOUTh JCLIEBI BapiaHTH MOBHICTIO HEAKTyaIbHUMU
Ha xoAHOMY etami rpu [21-23]. VHidikoBaHUN KoedilI€HT 3pocTanHs BapTocTi 1,12
JUIsL BCIX THUIIB TE€HEPaTOpiB CIPOINYy€E€ MEHTalIbHY MOJENb TpU Ui TpaBUsd Ta
3a0e3neuye rnepeadavyBaHICTh €KOHOMIYHUX PO3PaxyHKIB, BOAHOYAC TapaHTYIOUH,
10 BApTICTh AECATOI OAMHHUII OyAb-IKOTO TE€HepaTopa CTAHOBUTUME HPHOIM3HO

BTpUYi OibIie Bix 6a30BOT BaApTOCTI, & COTOI - y MOHAJ TUCAYY pa3iB, M0 MPUPOIHO
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CIOBUILHIOE TIPOTPECIIO HA Mi3HIX €Tamax 1 CTBOPIOE MOTPEOy y MEeXaHIIll MPEeCTHXY
JUTSl IOBTOCTPOKOBOT'O YTPUMAHHS.

B3aemomist Mi>k MexaHiKaMH aKTUBHOTO KJIIKY Ta IMaCUBHOI T€HEpallii CTBOPIOE
JUHAMIYHUHN ITPOBUM LIMKI, J€ HA paHHIX €Tamax rpaBellb MOKJIA/Ia€ThCd Ha PydHE
HATUCKAHHS JIsl HAKOMMYEHHS ITOYaTKOBOTO KaIliTaly, a 13 pO3BUTKOM 1rpoBOi iMIepii
OaslaHC TOCTYIIOBO 3MIINIYEThCS Y OIK MACHBHOTO JOXOMAY, IO MOXKE B COTHI pasiB
NEepeBUITYBaTH €(PEKTUBHICTh PYYHOTO KIIKY, TpaHCHOPMYIOUM pOJb TpaBUsd 3
aKTUBHOTO «BUPOOHMKAa» HAa «MEHEIKEpa» BIACHOI KOHIUTEPCHKOI IMIIEpIi.
InTepdeiic BimoOpakae MOTOYHMM CTaH 000X JKEpeNn JOXOMAy: 3arajibHUi OanaHc
OHOBJIIOETHCSI Yy peEaJbHOMY 4Yaci, a OKpEMHUH IHIMKATOp IOKa3ye CYyKYyIHY
IPOIYKTHUBHICTh T'€éHepaTopiB y (hopmaTi «X LYKEPOK 32 CEKYHIY.

[{imicHICTh ITPOBOTO JIOCBilY 3a0€3MEUYETHCS TMOCIHIIOBHUM 3aCTOCYBAHHSIM
KOHJUTEPCHKOT TEMATHUKH JI0 BC1X €JIEMEHTIB - BiJ] POHOBUX 300pakeHb Ta KOJIbOPOBOL
NATITPH Y TEIUIMX MACTebHUX TOHAX POKEBOTO, O€KEBOTO Ta KapaMeIbHOTO JI0 Ha3B
reHEepaTopiB Ta TEKCTOBUX IMOBIIOMIICHb. Tumnorpadika BUKOPUCTOBYE 3a0KpYTIICHI
mpudT 6e3 3apyOoK, a BEIMKI YUCIOBI MOKAa3HUKU BIOOPAXKatOThCA y CKOPOUEHUX
dbopmarax (K, M, B) nnsa 36epekeHHss unTaOeIbHOCTI Ha TI3HIX eTamax Imporpecii.
3BYKOBUM JU3aliH JIONOBHIOE Bi3yallbHY €CTETUKY MEJOAIMHUMU CUTHAJIAMH MpU
YCHOIIIHUX 19X Ta HEHaB'S3JIMBOI (DOHOBOK MY3HMKOIO 3 MOXJIMBICTIO BUMKHEHHS

4Cpe3 MCHIO HAJIAIIITYBAaHb.

2.2. ApxiTeKTypa nNporpamMHoro 3ade3neyeHHs

Apxitektypa irpoBoro 3actocyHky «Candy Clicker» cmpoekToBaHa 3
ypaxyBaHHsM crieun¢iku pymist Godot Engine Ta #ioro cuctemu BY3IiB 1 CLIEH, IO
NPUPOJIHO peajizye KOMIIOHEHTHMM TMiaxig Ao opraHizamii koxy. KirouoBum
MPUHIAIIOM € PO3JJICHHS BIANOBIAANIBHOCTEH (separation of concerns), ge irpoma
JIoTiKa, YIpaBIiHHS JaHUMHU, Bi3yallbHE MPEACTaBIECHHS Ta 00poOKa BBOIY 130JIb0OBaHI

Yy BIJOKpPEMJIEHUX MOJYJSAX, SIKI B3a€EMOJIIOTh uepe3 cucremy curdainiB Godot,
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3abe3rneuytoun cnabky 3B's3aHicTh (loose coupling) MK KOMIOHEHTaMH Ta
MOXJIMBICTh MOJM(DIKaIll OKpEMHX YaCTHH 0€3 KaCKaIHUX 3MiH Y CYMDKHHUX MOJIYJISX.

CTpyKkTypa MpOEKTY OpraHi3oBaHa 3a TPUHIMIIOM JIOTIYHOTO TPYITyBaHHS
pecypciB: roJIOBHA CIIeHA main.tscn € TOYKOIO BXOY, KaTaJlor assets MiCTUTh rpadiyuHi
pecypen (mimkatanoru gui, candy, font), romoBHHMI ckpunt main.gd peami3ye Bci
OCHOBHI MeXaHIKH Ipy, a splash.tscn 13 ckpuntom splash.gd 3a6e3neuyroTs crapToBUii
ekpaH Tipu 3amycky. Kondirypamiiinuii daitn project.godot micTuth rio0anbHi
HaJalTyBaHHS TIPOEKTy, a export presets.cfg 30epirae mnpoduil eKCnopTy mJs
Windows, Android Ta HTMLS.

Tabmuusg 2.2 - CTpykTypa 0OCHOBHUX KOMIOHEHTIB MpoekTy «Candy Clicker»

KommnoneHt @ain Tun @OyHKIIIOHATbHE TPU3HAYCHHS

l'onoBHa cieHa | main.tscn Scene Kopenesunii KOHTEWHEp irpoBOTO
inTepdeiicy

IrpoBa siorika | main.gd Script MexaHiku TpH, yIpaBiIiHHSI CTAaHOM

Koudiryparmis | project.godot Config ['mobanpHi HaNAIITYBAHHS MPOEKTY

HanamryBanns | export presets.cfg | Config [Tpodini 30ipku Ju1st 1athopm

EKCTIOPTY

I'padika assets/gui/* Resources | Bizyanbni enementu Ul

iHTEepdeiicy

Crpaiitu assets/candy/* Resources | 300paxeHHs COIOOIIIB

reHepaTopiB

MpudTu assets/font/* Resources | Tunorpadiuni pecypcu

ApxiTeKTypa roJIOBHOI CIIeHHd main.tscn moOy1oBaHa Ha iepapxii By3:1iB Control
13 aJalTHBHUM MaclITa0yBaHHSAM Y€pe3 CUCTEMY SIKOPIB Ta KoHTelHepiB. KopeneBuii
BY30J1 MiCTHThH (poHOBE 300paxkenHs TextureRect, BepxHro manenb ctaTuctuku 3 Label
OaylaHcy Ta MOKa3HMKAa MAcUBHOI TeHepallii, leHTpaibHy KHomky TextureButton i3
300paKEHHSIM I[yKEPKH Ta aHIMAIlI€I0 3BOPOTHOTO 3B'SI3KY, & TAKOXK HUKHIO MMAHEIb
redeparopiB - ScrollContainer 13 VBoxContainer, 1€ KOXEH TE€HEepaTop
npeactaBiennii HBoxContainer 13 300pakeHHSIM, Ha3BOIO, BapTICTIO Ta KHOIKOIO

npuadanus [24].
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Cucrema curHanmiB Godot peanizye mnaTepH «BUIAABELb-TIIMUCHUK» IS
KOMYHIKaIll M) KOMIOHEHTaMH. ['0JIOBHMI CKPHUNT OTOJIONIyE KACTOMHI CUTHAIIU
candies_changed, generator purchased ta cps updated, mo mo3BOJIsIE emeMeHTaM
iHTepdeiicy aBTOMAaTHUYHO OHOBJIIOBATHUCS IMPU 3MiHI CTaHy 0e3 SIBHUX BUKIJIHKIB.
BOynoBani curnanu pressed Ta timeout miJKIIOYAIOTHCA 10 OOPOOHUKIB y (YHKINT
_ready(), 3a0e3medyroud IIEHTpAJi30BaHE HAJAIITYBaHHS B3a€MO3B'SI3KIB  MiXK
KOMITOHEHTaMHU.

VYrpaBiaiHHsS 1100adbHUM CTAHOM pEali30BaHO 4Yepe3 UEHTpali30BaHUUN
cinoBHUK (Dictionary) GDScript y rooBHOMY CKpHIITI, 1110 MICTUTh OaJlaHC ITYKEPOK,
KUIBKICTh T€HEpaToOpiB, MOKPAIEHHS Ta CTaTUCTHKY. JlocTym 3AiMCHIOEThCS uepes
(dyHKLI{-aKcecopy 3 BalliJJalll€l0 JaHUX Ta ABTOMATUYHOIO E€MICIEI0 CHUTHAJIB -
Hanpukiaa, add candies() 36inbmrye 6ananc, reHepye curHan candies changed Tta
nepeBipsie milestone-noka3zHuku. ABTO30€peKEHHSI peayli3oBaHO uepe3 Timer 13
NEepI0IMNYHUM BUKIMKOM (PYHKIIT 30€peeHHs, a py4yHe 30€peKeHHS BUKOHY€ThCS MPU

KOXHIW 3HAUyIIIH aii rpaBIis.

2.3. IIpoekTyBaHHS CMCTEMH NMPOrpecii Ta dajancy

Cucrema nporpecii «Candy Clicker» 3abe3neuye BiAUyTTS pO3BUTKY TpaBLIs
yepe3 OaraTomapoBy CTPYKTYpy IUJIeH - Bl KOPOTKOCTPOKOBUX (HAKOTHMYUTU
pecypcH AJisi HaCTYITHOTO MOKPAIEHHs ) 10 TOBFOCTPOKOBUX (p030JIOKYBaTH BC1 TUITH
rerepatopiB). [IpoekryBaHHsI 06a3yeTbcs HA MaTEeMAaTUYHOMY MOJENIOBaHHI 1rpoBOi
eKOHOMIKHM 3 ypaxyBaHHSAM Teopii moTtoky Mixas YikceHTMixai, 1€ ONTHUMaJbHUN
JIOCBIJT JOCSTAETHCS TP OajlaHC MK CKJIQJIHICTIO 3aBJaHb Ta MOKJIMBOCTSIMU TPABIISL.
KitouoBuM BUKIIMKOM € 3a0€3Ne4eHHS IIJIaBHOT KPUBOI ITPOTPECy, 0COOINBO BaXKIHMBOL
JUIsE MOOUTBHUX 1TOp, JIe TUIIOBA CECls TPUBAE JIMIIE KUIbKAa XBUJIMH 1 rpaBelb Mae
BI[UyBaTH TNPOrpeC HaBITh 3a TaKUH KOPOTKUH MPOMIKOK B3aemomii [25].
Matrematuuna mozaens ekonomiku «Candy Clicker» 6a3yeTncst Ha KacuuHii popmyii
€KCIIOHEHLIIMHOTO 3pOCTaHHsI BAPTOCTI T€HEPATOPIB, L0 € raly3¢BUM CTaHIAAPTOM JIJIst

IHKpEMEHTAJIbHUX 1rop 1 3a0e3nevyye MpUpOJHE CHOBUIBHEHHS MPOrpecy Ha Mi3HIX
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eTarnax 0e3 MTYy4YHHX OOMEXKEeHb a00 «CTiH», Ki O MOBHICTIO OJIOKYBAJIU MPOCYBAHHS

rpaBils. BapTicTh n-01 0JIMHULII FeHEpATOpa pO3PaXOBYETHCA 3a POPMYIIOIO:

C(n) = Cox1™,
(2.2)

ne Co - 6a30Ba BapTICTh MEPIIOT OJUHMIN TeHEpaTopa,

7 - Koe(iieHT 3pocTaHHs (y MPOEKTI BCTAHOBJIEHO 3HayeHHs 1,12 nmns Bcix
THUIIIB T€HEPATOPIB),

N - KUIBKICTh BXK€ MPUI0aHUX OJMHUIIL JAHOTO TUITY, IpUYOMY Taka (hopMmyia
rapaHrye, 10 KO>KHA HACTYITHA OJUHUIA KOIITY€E Ha 12% nopoxye 3a monepeaHto, o
CTBOpIOE Tepe0auyBaHy, ajie BIUYTHY €CKaJlallll0 BUTpAT.

[IpoyKTUBHICTh T'€HEpaTOpiB, Ha MPOTHUBAry BapTOCTI, 3POCTAE JIHINHO

MPOTOPIIIHO IO KIJTBKOCTI PUAOAHUX OJIMHULB 32 (OPMYIIOIO:

P(n) = Py *n,
(2.3)

ne P, - 6a30Ba MpOAYKTUBHICTH OJIHOTO T€HEPATOPA,

n - 3arajbHa KUIBKICTh MPUA0AHUX OJWHHI, IO O3HAYa€, IO JECITh
JBOJISIHUKIB BUPOOJISIIOTH PIBHO B JIECATHh pa3iB OUIbIIE IyKEPOK, HIXX OAWH, 0e3
diminishing returns abo 60oHyciB 3a MacIITal.

Take cHiBBIJHOIIEHHS €KCIOHEHIIITHOT BapTOCTI Ta JIHIMHOI MPOAYKTUBHOCTI
CTBOPIOE XapaKTEepHY JJIS JKaHPY AUHAMIKY, ¢ Ha PaHHIX €Tarmax 1HBECTHIT ITBUIKO
OKYTMAarOThCSA, a MPOTPEC BiAIYBAETHCS CTPIMKUM, TOJ1 SK Ha MI3HIX €Tanax KO)KHE HOBE
npuaOaHHs MOTpeOye 3HAYHO OUIBIIOTO Yacy HAKOMUYEHHS, 1110 TPUPOJAHO MIABOAUTD
TpaBIls 70 TMONIYKYy aJbTEPHATUBHHUX CTpaTerii omtumiszaiii abo BUKOPUCTAHHS
MEXaHIKH MPECTUKY.

[TokazHuK e(peKTUBHOCTI IHBECTHIIIi, IO JO03BOJISE€ T'PABLIO Ta PO3POOHUKY

OLIIHUTH ONTUMAJBHICTh PI3HUX CTpaTerii  pO3BUTKY, BH3HAYAETHCA  fK
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CIIBBITHOIIIEHHS MIPUPOCTY MPOAYKTUBHOCTI JI0 BUTpAYeHOI BapTOCTi, TOOTO ROI =

AP . . .. - .
- e AP - 301IbllIeHHS TTaCUBHOI reHepartii Bijx npuadanHs, a C - BapTICTh IIbOTO

Py

npundanHs y mykepkax. [[ns nepmoi oquHuil Oyab-sikoro reHeparopa ROl = o 1
0

MOpIBHAHHA I[bOTO TIOKa3HMKA MK PI3HUMH THUIIAMHA TEHEPATOpPIB JO3BOJISIE
BU3HAYUTH, SKHH 13 HUX 3a0e3Iedye HalKpally BiJjiady Ha MOYaTKOBOMY €Talli I'pH,
npuuomy y «Candy Clicker» 1meil mOKa3HHMK CBIiIOMO BHUPIBHSHUN MDK YyciMa
reHepaTopamHu I YHUKHEHHS JIOMIHYIOUO01 CTpaTerii Ta 3a0X04YeHHS pi3HOMaHITHOCTI
nigxoniB. KoHnemnmist «yacy okymHocTi» (payback time) € mie olHUM KOpPHUCHUM
IHCTPYMEHTOM aHajlizy OajaHCy, 10 BHU3HAYA€ 4Yac, HEOOXIMHUU I TOro, 100
npuadaHuil reHepaTop BUPOOUB KIIBKICTh PECYPCiB, €KBIBAJIEHTHY MOr0 BapTOCTI, 1

PO3paxoBYETHCS 32 (POPMYIIOKO:

(2.4)

ne T - 9yac OKYIHOCTI y CeKyH/Iax,

C - BapTiCTh pUAOAHHS,

P - IpoAyKTUBHICTB y IIyKEpKax 3a CEKyHY.

Jlyist 3a0e3nedeHHst 3I0pOBOi €KOHOMIKM TPH 4ac OKYIHOCTI MEPIIOi OAMHHIN
reHeparopa Mae CTaHOBHUTH BiJ1 30 CEKYH/I 0 KIJIbKOX XBHUJIMH 3aJI€KHO B1J| €TaIly IpH,
a JUIsl MI3HIKUX OAWHMIL TOTO X THUILY - MOCTYINOBO 3pOCTaTH, ajie 3aJMIIaTHCS B
PO3YMHUX MEXax, 1110 HE NEPEBUIILYIOTh TEPIIHHS TUIIOBOTO Ka3yaJlbHOT'O IPABIIS.

Tabmuua 2.3 - AHani3 €KOHOMIYHUX I[OKa3HUKIB T€HEpaToOpiB IpH PI3HIM

KUTBKOCTI MPUI0aHUX OJTHMHHUIID

I'enepatop | Kinbkicts | BapTticts Cymapna Yac OKYITHOCTI
HAaCTYITHOTO MPOAYKTUBHICTb (cek)

JIboAHUK 1 17 0,1 170

JILoasTHUK 10 47 1,0 47

JIpogsaauk | 25 253 2,5 101
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Kapawmens 1 112 0,5 224
Kapawmens 10 311 5,0 62
Hloxomanka | 1 560 2,0 280
Illokonanka | 10 1555 20,0 78
Topt 1 11200 30,0 373

Jlana TaOnMIT TEMOHCTPYE KIFOUOBY OCOOJHMBICTH €KCIIOHCHIIIMHOI MOJIEIIL:
X04ya a0CoJIIOTHA BapTICTh KOXKHOT HACTYMHOI OJIMHUIIL 3POCTA€, Yac OKYMHOCTI JJis
TeHEepaTopiB 13 3HAYHOIO HAKOMMYEHOI0 023010 MOKE OyTH HIKYUM, HIXK JJIs IEPIINX
OJIMHULIb JIOPOKYMX TEHEpPaTOpiB, IO CTBOPIOE HETPUBIAJBHUN MPOCTIp IS
ONTHUMI3allIMHUX PINIEHh TPaBIsl Ta YHHUKAE CHUTYyaIllll, J€ €IWHOIO0 MPAaBUIBHOIO
CTPATETIEI0 € 3aBXKIU KyNyBaTH HAWIOPOXKYMI TOCTYNHHUI BapiaHT. bamaHCyBaHHs
[UX TOKAa3HUKIB 3IIHCHIOBANIOCS ITEPATUBHO Yepe3 CEPil0 TECTOBUX CECii, e
BIJICTEXKYBAJIMCSl peajbHl MaTepHU MPOrpecy Ta yac, HEOOXIAHUM Ui JTOCSTHEHHS
KIIFOUOBUX milestone-noka3HHKIB, 3 MOAAIBIIMM KOPUTYBaHHSAM 0a30BHX MapaMeTpiB
JUTst 3a0€3MeYeHHS IIITbOBOT TPUBAJIOCTI MMPOXOKEHHSI OCHOBHOTO KOHTEHTY TpH [26].

Cuctrema nporpecii «Candy Clicker» Bkitoyae kiibKa mapajieibHUX BHUMIPIB
PO3BUTKY: KUIBKICHMIA - 3pOCTaHHs OallaHCy IyKEPOK Ta MAcUBHOI TeHepauli 3
nojoiaHHsAM milestone-moporiB (mepiia TUCSYa, MIJTBHOH, MUIBSPHA); SKICHUM -
pO30JIOKYBaHHSI HOBHMX THIIIB T€HEPATOPIB Ta IMOKpPAUIEHb, 110 PO3UIMPIOIOTH
MEXaHIYHUI penepTyap rpu; KOJEKIIHHUN - cucTeMa JoCsITrHeHb (achievements), 1o
(bIKCYIOTh BUKOHAHHS CIIU(IYHUX YMOB BiJI TPUBIAIbHUX A0 aMmOimiianx. Odnain-
Iporpeciss € KPUTUYHO BaXIJIMBHM €JIEMEHTOM, IO JO03BOJIAE TPl 3aTUIIATHCS
pEJIEBAaHTHOIO HABITh MiJl Yac BIJCYTHOCTI KOPUCTyBaua, CTBOPIOIOYM MO3UTHBHUM
eMOLIIHUHN TOCBI]] TOBEPHEHHsI Ta BUSBIICHHS HAKOMMMYEHUX pecypciB. [Ipu koskHOMY
3aIlyCKy TPU CUCTEMa PO3pPaxoBYe€ yac, 10 MUHYB 3 MOMEHTY OCTaHHBOTO 30€pEKCHHSI,
Ta HapaxOBY€ BIJMOBIIHY KUIBKICTH I[yKEPOK HA OCHOBI 3a()iKCOBAHOTO TMOKa3HUKA

MacUBHOI TeHepallii 3a GopMyJIoro:

Of flineEarnings = CPS X Of flineTime X Of flineMultiplier,
(2.5)
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ne CPS - 30epexeHnil MOKa3HUK I[yKEPOK 3a CEKYHY,

Of flineTime - 9ac BiACYTHOCTI Y CEKyH/IaX,

Of flineMultiplier - xoediieHT, IO MOXe OyTH MEHIIUN 3a OJWHUIIIO JIJIs
oOMexkeHHs 0(IaiftH-10X0y Ta 30epeKeHHS I[IHHOCTI aKTUBHOT TPH.

V¥ «Candy Clicker» koedimienT odnaitH-renepariiii BcraHoBiIeHO Ha piBHI 0.5
(50% Big AaxkTUBHOI MNPOAYKTHUBHOCTI), IO € KOMIIPOMICHUM 3HA4Y€HHSIM, SKE
3a0be3reuye BiIUYTHY BUHAropojy 3a TNOBEpPHEHHS 10 Tpu, ajie 30epirae 3HAYHY
nepeBary Juisi akTUBHUX TPAaBIIiB, K1 MPUCBAYYIOTh Yac Oe3mocepeHii B3aeMoii 13
3aCTOCYHKOM. MakcuManbHuid niepion  odJaiiH-HAaKONUYeHHsT oOMexxeHund 24
TOJIMHaMM Il 3amoOIraHHsl CUTyallisiM, J€ TpaBellb, SIKU IMOBEPTAETHCSA MICIIA
TPUBAJIOT MEPEPBHU, OTPUMY€E HACTUIBKH 3HAUHY CyMY, 10 BECh MOJAJIBLINI MpOrpec
BTpAYa€e CEHC, a TAKOXK I 3aXUCTY Bl MAHIMYJISALIN 13 CHCTEMHUM YacOM MPUCTPOIO,
X04ya TOBHOI[IHHUN 3aXMCT BiJI YMTEPCTBA BUXOJMUTH 3a MEXI JAHOTO MPOEKTY 1

noTpeOyBaB Ou CEepBEPHOI Baliaallii, HEAOUUILHOT A1 0JIaiiH-TPH.

2.4. Po3po0ka aaropurMiB 30epeKeHHs Ta 3aBAHTAKEHHS NPorpecy

Cucrema 30epexkeHHs Ta 3aBaHTaxkeHHs mporpecy y «Candy Clicker»
CIIPOEKTOBAHA 3 YpaxyBaHHSIM MHOXKHHH CIICHAPIiB - BiJ] HOPMAJIbHOTO 3aBEPILECHHS
poOOTH 10 MPUMYCOBOTO 3aKPUTTS OMEPAIIfHOI CUCTEMOIO Ta PO3PSIKEHHS OaTapel
[27]. ApxiTektypa 0a3yeThCs Ha MPUHIUII HAJAMIPHOCTI 30€pEKEHHS, € KPUTHUUHI
JIaH1 3aIIUCYIOTHCS 3HAYHO YaCTIIIE, HIXK HEOOXI1THO MPH 1eanbHX yMoBax. dopmMar
30epexkeHHs - JSON, oOpaHuii 3a JHOAMHOUYUTAOENBHICTh, CTAaHAAPTU30BAHICTH Ta
KpocIuiaTOopMHYy CYyMICHICTh TIPH HE3HAYHOMY po3Mipi (aimy (Menme 10 kinobaiT).
CrpykTypa TOKyMEHTa BKJIFOYA€E CEKIIii resources (OajlaHC Ta CTaTUCTHUKA), generators
(K1TBKICTH IPUAOAHUX OJMHUII), upgrades, achievements Ta meta (Bepcist popmary,
MITKa 4acy, 3arajibHUi yac Tpu).

Anroputm 30epexeHHs (OpMy€e CIOBHUK MOTOYHOIO CTaHy, cepiallizye Horo

gepe3 JSON.stringify() ta 3ammcye y nupektopito user:// uepe3 FileAccess i3
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CTBOPEHHSAM pe3epBHOI Kotii .bak. MiTka yacy y popmati Unix timestamp dikcyeTbes
JUIsL pO3paxyHKy o(aliH-porpecy NpH HACTyITHOMY 3aBaHTAXKEHHI. AJTOPUTM
3aBaHTaXeHHS BKiIovyae mapcuHr JSON, Bamimariro gaHux i3 crpareriero graceful
degradation (HekOpeKTH1 3HAUCHHS 3aMIHIOIOTHCS Ha 3HAYCHHS 3a 3aMOBUYYBaHHSIM),
BepCcioHyBaHHS (opMaTy dYepe3 TOoJie save Vversion i3 JIaHIFOKKOM MITpamiitHuX
(byHKI# 1715 3BOPOTHOI CyMICHOCTI.

Crparerist aBT030epeKeHHS MOEAHYE nepioandHui miaxia (Timer 3 iHTepBaIoM
30 cekyHn) Ta mojaleBUd (Mpu NpUAOAHHI TEHEPATOPIB, AKTHBALli MOKPAIIEHb,
OTPUMaHHI JIOCSITHEHB), a TAKOXK 30€pexKEeHHS MPU NEPeXo/il y POHOBUI pexuM uepe3
NOTIFICATION APPLICATION_ PAUSED Ta
NOTIFICATION WM CLOSE REQUEST. OOpo0Oka NOMWJIOK peani3oBaHa 3a
MPUHITUIIOM 3aXHMCHOTO MPOTpaMyBaHHSA: MPU HEMOXIIUBOCTI TPOYUTATH (paiin
CUCTEMA 3aBAHTAXKYE pe3epBHY Koo .bak, a mpu ii BIACYTHOCTI 1HIL1aJ13y€ HOBY Ipy

3 MOBIAOMJICHHSIM KOPUCTYBauy.

BucHoBku 10 po3ainy 2

Y  npyromy po3aun  kBamiikamiiiHoi poOOTH  3AIMCHEHO KOMILJIEKCHE
npoekTyBaHHs irpoBoro 3actocyHky «Candy Clicker», 1mo oxonmuiao BCi KIFHOUOBI
aCIeKTH PO3pOOKH BiJ KOHIENTYaJIbHOTO NHU3alHYy ITPOBUX MEXaHIK 0 TEXHIYHOI
apXITEeKTypu TMPOrPAMHOTO 3a0e3MEUYeHHs Ta QJITrOPUTMIB YIPABIIHHS JTaHUMHU.
Po3pobnena koHmemniisi Tpu 0a3zyeThest Ha KiiacuuHuxX npunnmmnax xaupy Idle/Clicker
3 OPWUTIHAIBHOIO KOHJIUTEPCHKOI TEMATHUKOI, 1€ IMCHTPATbHUMU MEXaHIKaMH €
aKTUBHUHN KIIK JIJIsl OTpUMaHHS 0a30BOT BAIIOTH Ta CHCTEMa T'€HEPaTOPiB MaCHBHOTO
JOXOAY 3 IIICThMa PIBHSAMHU TIporpecii Bii HAWMPOCTIMX JBOASHUKIB JO
KOHJIUTEPChbKUX (pabpuk. [leTanbHO ompalibOBaHi MapaMeTpu KOKHOI'O T'e€Heparopa,
BKJIIOYA0YM 0a30BY BapTICTh, MPOAYKTUBHICTh Ta KOE(DIIIEHT 3pOCTaHHS BapTOCTI,
3a0e3neuyroTh 30a7aHCOBaHy KpHUBY IMIpOrpecy, A€ TIpaBelb MOCTIMHO BiAYyBae
PO3BUTOK BJIACHOI «KOHAUTEPCHKOI iMIepii» 0€3 HaAMIpHUX MEpiojIiB cTarHaili adbo

HE3JI0JIaHHUX Oap'epiB.
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ApXITeKTypa TpOrpaMHOro 3a0e3MEYeHHs] CIPOEKTOBAHA 3 BUKOPHUCTAHHIM
KOMIIOHEHTHOTO TMiJX0Ay Ha 0a31i cucteMu By3idiB Ta cieH Godot Engine, mio
3a0e3rnevyye MOAYIbHICTh, PO3IINPIOBAHICTD Ta MPOCTOTY MIATPUMKH Koay. CTpyKTypa
MIPOEKTY BKJIIOYAE TOJIOBHY CIIEHY main.tscn 13 IEHTPaIi30BaHOIO 1IPOBOIO JIOTIKOIO Y
ckpunti main.gd, crapToBwii ekpaH splash.tscn s mpodeciitHOi Tpe3eHTarril
3aCTOCYHKY Ta OpraHi30BaHy i€papXii0 KaTajoriB s rpadiuHux pecypciB, mpUQTIB
Ta KoH(pirypamiitnux @aitmi. Cucrema curHamniB (Godot BUKOPHUCTOBYETHCS SIK
OCHOBHUM MEXaHI3M KOMYHIKAIli MDK KOMIIOHEHTaMH, peali3yloud MaTepH
«BUJABEIb-TIAMUCHAK» IS 3a0e3ledeHHs cla0koi 3B'I3aHOCTI  MOMAYJIB Ta
MO>KJIMBOCTI HE3JIEKHOTO PO3BUTKY OKPEMHUX ITIJICUCTEM.

MaremaTtuyHa  Mojzelib  ITPOBOi  €KOHOMikM  (opMarizoBaHa  4Yepe3
EKCIIOHEHIIIHHY (YHKIIII0 3pDOCTaHHS BapTOCTI reHepaTopiB 13 koeditienTom 1.12 ta
JHIAHY 3aJIEXKHICTh MPOAYKTHUBHOCTI B1JT KITBKOCTI IPUAOAHUX OAUHUILb, IIIO CTBOPIOE
XapaKTEPHY IS )KAHPY TWHAMIKY 3 IIBUIKUM ITOYaTKOBHUM IMPOTPECOM Ta IMTOCTYTIOBHM
CIIOBUTHHEHHSIM Ha Mi3HIX eranax. CucrteMa MepCUCTeHTHOCTI JIaHUX peajli3oBaHa Ha
ocHoBl JSON-cepianizallii 3 aBBTOMAaTUYHUM Ta MOJIEBUM 30€pEKEHHSAM, BaJiAaIll€l0
3aBaHTAXCHUX JaHUX, BEPCIOHYBAHHIM (opMaTy Ta MEXaHi3MaMU BiJIHOBJICHHS MPH
MOMUWJIKaX, L0 TrapaHTye HajAliiHe 30€pekKeHHsI MpOrpecy rpaBls B YCIX CIEHapIsIX
BUKOpUCTaHHA. P03po0JieHl MPOEKTHI PIIIEHHS CTAHOBIATH MOBHOL[IHHY TEXHIYHY
crieru@ikaIio s IPaKTUIHOI peaizailii 3aCTOCYHKY, 10 € MPEAMETOM HACTYITHOTO

po3auty KBam@ikauiifHoi poOoTH.
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PO3J1J 3. PEAJIIBALIA I'POBOT'O ITPOEKTY «CANDY CLICKER»

3.1. Bumoru 10 cucreMu Ta BUOIp IHCTPYyMEHTAIBHUX 32C00iB

Busnauenns Bumor 10 «Candy Clicker» 6a3yeTbces Ha aHami31 crieiu ik >KaHpy
Idle/Clicker, moxnuBocteit Godot Engine Ta oOMexxeHb uiboBUX miatdopm [28, c.
152—-154]. ®yHKIIOHATBHI BUMOTH BKJIIOUYAIOTh MEXaHIKy aKTUBHOTO KKy 3
Bi3yaJIbHUM 3BOPOTHHUM 3B'A3KOM, CUCTEMY T'€HEPATOPiB MACUBHOTO JOXO/TY 3 IIICTbMa
PIBHSIMH IIPOTpecii, aBTOMaTUUHE 30€pEKEeHHS 3 MepioanyHicTiO He piame 30 cexyHa
Ta Npu nepexonl y (GOHOBUH peXHUM, CUCTEMY O(DIalH-IIPOrpecy 3 MiJICYMKOBHM
J1aJI0roM, a Takox 1HTepderic 13 BigoOpaxeHHsM Oanancy, nokaznuka CPS Ta nanemi
reHeparopiB. HedyHkIioHanbHI BUMOTH BHU3HA4YalOTh YacTOTy KaJipiB He Hmkye 30
FPS (60 FPS nHa dyiarManChbKuX IPUCTPOSIX ), YaC 3AMYCKY J0 5 CEKYH]I, PO3MIp MaKeTy
no0 50 merabaiT Ta cnoxkuBaHHs RAM y mexax 150-200 mera6aiit. CyMiCHICTb
oxorutoe Android 6.0+ (95% npuctpoir), Windows Ta Linux 3 OpenGL 3.3+, HTML5
13 WebGL 2.0 y Chrome, Firefox, Safari Ta Edge, a Takox aganTaiito 10 po3AUIbHUX
snatHocTelt Big 480%800 mo 2560% 1440 mikcenis.

OcHoBHUM 1HCTpyMeHTOM € Godot Engine 4.3 i3 BOyIOBaHUM peIaKTOPOM
KOJTy, 1110 3a0e3Mneuye IHTerpallio 3 CHCTEMOIO BY3JIiB, aBTOIOIIOBHEHHS Ta 1HIUKAIIO
nommitok. ['padiuni pecypcu miarorosineni y ¢popmari PNG, tunorpadika 6azyerscs
Ha mpudTi Pusab 13 3a0KpyIIIEHOI0 €CTETUKOK KOHIUTEPCHKOT TEMATUKH, KOJIbOPOBA
najiTpa - Ha MacTeJbHUX TOHAX POXKEBOro, OEXEBOro Ta kapamenbHoro. Crucrema
KOHTpOJI0 Bepciil Git BIACTEXKYE 3MIHU Y TPOEKTI 3 BUKIIOYEHHSAM JUpeKTopii .godot
yepes .gitignore, a .editorconfig 3a6e3neuye yHidikaniro ¢popmatyBanHs koay [29-31].

TectyBanHs BKIItOUae pydHy mepeBipky y pemaktopi Godot Ta TecTyBaHHS
301poK Ha peasibHUX npucTposax: Android - uepes emynsarop Android Studio Ta ¢i3uuni
npucTpoi pizHux karteropiii, HTMLS - y pi3Hux Opaysepax misi Kpoc-Opay3epHoi
CYMICHOCTI, 3 0COOJIMBOIO YBAror 10 CUCTEMH 30€PEIKEHHS Y CIIEHAPIsX IPUMYCOBOTO
3aKpUTTS Ta TpUBAIMX o(uakH-nepioniB. ExcrnopTr HalamToBaHO M KOXHOI

mwiatdopmu: Android (Bepcii SDK, no3somnu, nianuc APK, ikonku), Windows (ikoHka,



36

Metanani), HTML5 (ontumizanis po3Mipy, aJanTUBHUM canvas), TPUYOMY BCi

1abJIOHU 103BOJISIIOTH T'eHepyBaTH 301pKu Oe3nocepennbo 3 intepdericy Godot.

3.2. Peanizanisi OCHOBHUX iIrpOBMX MOYJIiB

Peanizariisi ocHOBHUX irpoBUX MOyJiB 3acTocyHKY «Candy Clicker» 6a3yeThcst
Ha TOJIOBHOMY CKpUNTI main.gd, NPUKPIIUICHOMY 10 KOPEHEBOTO BYy3Jla CILEHU
main.tscn, SKUA BHUKOHY€E pOJIb KOOpPJAMHATOpA BCIX ITPOBHX MIACHCTEM - BiJ
1HIIIami3aIii 3MIHHUX CTaHy Ta OOpPOOKH KOPHUCTYBAlIbKOTO BBOJY JO PO3pPaxyHKY
MACUBHOTI'O IOXO/1y, YIIPABJIIHHS TPAH3AKILISIMU PUAOAHHS T€HEPATOPIB Ta OHOBJIEHHS
rpadiuHoro iHTepdeiicy. 3ocepeKeHHs JIOTIKK B OJHOMY CKPHUITI € MparMaTU4HUM
pIIEHHSIM IS TPOEKTY JaHOTO MaciiTtady, a MOAYJIbHICTh 3a0e3MeuyeThCs
BHYTPILIHBOIO CTPYKTypH3alli€l0 yepe3 GyHKIIOHAIbHI OJIOKM Ta CUCTEMY CHUTHAJIIB
Godot. Iuimiamizamisi irpoBOro cTaHy BHUKOHYyeTbca y (ynkmii ready(), e
BCTaHOBJIIOIOTHCS TIOCHWJIAHHS Ha JodipHi By3nmu iHTepdeiicy uepe3 $NodePath,
3aBaHTAXYETbCS 30epexkeHuid mporpec yepe3 load game() abo iHIMIATI3YIOTHCS
3HAUCHHSA 3a 3aMOBYYBAHHSM, a TaKOX MMIAKIIOYAIOTECI OOpOOHMKM CUTHANIB -
30KpeMa curHan pressed kHomku Kiiky a0 @yHkmii _on_candy clicked() Ta curnan
timeout Taiimepa 0 PyHKIi _on passive timer timeout().

Moayns  00poOKM  aKTHMBHOTO  KJIKy  peaiizoBaHuii y  yHKIil
_on_candy clicked(), sika mpu KOXKHOMY HATHCKaHHI Ha IEHTPaJbHY KHOIKY 13
300paxxeHHsIM LyKepKU 30UIblllye OamaHc Ha 3HadeHHs click power, OHOBIIIOE
BinnoBigHUK Label iHTepdeiicy Ta 3amyckae Bi3yajbHY aHIMaIil0 MaclITaOyBaHHS
KHOMKK 4Yepe3 kiac Tween - KHOMKa 3MeHIyeTbes A0 90% po3mipy 1 IUIaBHO
MOBEPTAETHCS O HOPMAILHOTO CTaHY, CTBOPIOIOYM BiTYYTHUM TaKTUIBLHUN BIATYK.
Jlo1aTKOBO MU KOKHOMY KIIIKY T€HEPYEThCS IUIaBAlOYMM TEKCTOBUM 1HAMKATOP 13
KUIBKICTIO OTPUMAHMX IyKEPOK, PEasi30BaHUM SK JUHAMIYHO CTBOPIOBAHHUI BY30.I
Label 3 animamiero pyxy Bropy Ta IMOCTYIIOBOTO 3HUKHEHHS, SKUH aBTOMaTUYHO
BUJIAJISIETHCS 3 JIepeBa CLICHM IICIIS 3aBEPIICHHS aHIMaIlll JJid 3armo0iraHHsl BUTOKY

mam'sTi.
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Moyib TacCHBHOI TeHeparlii pecypciB 3abe3mneuye aBTOMaTUYHE HAKOIMTUYCHHS
IIyKEPOK BIAMOBIIHO JI0 CyMapHOi MPOIYKTUBHOCTI BCIX MPHA0AHUX IeHEPaTOPiB 1 €
KIIIOYOBHM eJIeMEeHTOM, 1110 TpaHcopmye «Candy Clicker» 3 mpocToi rpu Ha peaxirito
y TIOBHOIIIHHUHN 1HKpEMEHTAJIbHUM A0CBia. TexHiuHa peanizallis 0a3yeTbCs Ha BY3Jl
Timer, HanamToBanoMy Ha iHTepBan crpamtoBanss 0,1 cexkynau (100 miticexkyHm), 10
3a0e3nevyye IJIaBHE Bi3yajbHE OHOBJICHHS JIUMJIbHHKA OallaHCy TpH BUCOKHX
MOKAa3HHWKaX TACMBHOI TEHepallli 3aMiCTh PHUBKOMOAIOHOTO 30UIBIICHHS pa3 Ha
cekyHay [32, c. 134]. Ilpu koXHOMY CIpalfoBaHHI TaiimMepa (QyHKLISI-OOPOOHUK

pPO3paxoBye MPHUPICT pecypciB 3a HopMyIIOL0:

increment = total cps * delta time,

(3.1)

ne total cps € cymapHOIO MPOAYKTHUBHICTIO BCiX T'€HEpPATOPIB y I[yKEpKax 3a
CEKYH/IY,

delta time nopiBHIO€ iHTEpBATY TaliMepa, MIiC/Is YOTO 1ei MPUPICT T0JAETHCS 10
MOTOYHOTO OaJlaHCy Ta OHOBJIIOETHCS B1IOOpaKEHHA B iHTEp(dEiici.

BaxxnuBuM acmnekToM peanizailii € BUKOpPUCTaHHs yucioBoro tumy float nms
30epiranHs 0ajgaHCy IYKEPOK, IO JO3BOJISIE KOPEKTHO 0OPOOISTH APOOOBI 3HAUCHHS
MPUPOCTY HA PAHHIX €Tarnax TPy, KOJU MPOAYKTUBHICTh TEHEPATOPIB MOKE CTAHOBUTH
YaCTKU OJMHMII 3a CEKYH]y, BOJHOYAC BiIOOpakeHHs y 1HTEep(eiici BUKOHYETHCA 3
OKPYTJICHHSIM JIO IIUJIOTO Yuciia Juisl 3a0e3MedeHHs] YuTabeIbHOCTI Ta BiAMOBIIHOCTI
IHTYITUBHUM OYIKYBaHHSIM TPaBIIS MO0 TUCKPETHOI MPUPOIU «ITYKEPOK» SIK IrPOBOT
BaJIFOTH.

Monynbs ynpaBiiHHS Te€HEpaTopaMu peaiidye JOTIKy mpuadoaHHs, OOJIKYy Ta
po3paxyHKy €(EKTHBHOCTI IIECTH THUIIIB I€HEpPaTOPiB MACUBHOTO JOXOIY, KOXKEH 3
SAKUX MPeICTaBICHNI 3anucoM y ciioBHUKY GDScript 13 mosnsiMu asist 6a30Boi BapTOCTI,
MPOIYKTUBHOCTI, KOE(QIII€HTa 3pPOCTaHHS Ta TMOTOYHOI KUIBKOCTI MpUI0aHUX
onuauie. DyHkIliss buy generator(generator id) BUKOHY€E TpaH3aKIliIO MpUI0aHHS,

sKa BKJIIOYAE MEPEBIPKY AOCTATHOCTI OanaHCy JJIsl MOKYNKHU 3a MOTOYHOIO BapTICTIO,
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BIJIHIMaHHSI BapTOCTI BiJ OajaHCy, 30UIBIICHHS JIYWJIbHUKA MPUI0AHUX OJWHHUIIb,
IepepaxyHOK BapTOCTI HACTYIMHOI OJHMHHMII 3a EKCIIOHCHIIHHOI (OPMYJIOI Ta
OHOBJICHHSI CYMapHOTO IMOKa3HWKA MacuBHOI reHepairii. CTpyKTypa TaHUX KOXKHOTO
reHepaTopa OpraHi3oBaHa HACTYITHHUM YHHOM, IO HAOYHO JIEMOHCTPYE IMapaMeTpH
irpoBOro OanaHcy:

Tabmuns 3.1 — [MapameTpu peanizaliii reHepaTopiB y CKpunTi main.gd

I'eneparop base cost base cps growth Tun By3na Ul

JIbonsHuK 15 0,1 1,12 HBoxContainer
Kapamens 100 0,5 1,12 HBoxContainer
Illokonanka 500 2,0 1,12 HBoxContainer
TicTeuko 2 000 8,0 1,12 HBoxContainer
Toprt 10 000 30,0 1,12 HBoxContainer
Konaurepcrka 50 000 100,0 1,12 HBoxContainer

Kosken psiok maHen reHepaTtopiB y iHTepdeiici GopMyeTbes TMHAMIYHO MPU
1HIIai3a1ii ClIeH! 4Yepe3 ITepallilo Mo MacuBy KOHQIrypailiii reHepatropis, A€ IJs
KOXHOTO enemeHTa cTBoproeThesi HBoxContainer 13 qouipHimu By3namu TextureRect
JUTSL IKOHKH coJtoiontiB, Label jist Ha3BU Ta MOKa3HUKIB BApPTOCTI i MPOTYKTUBHOCTI,
a TakoX Button st 37MiiCHEHHS TOKYIIKH, TPUYOMY CTaH KHOIIKH TPHIO0AHHS
aBTOMATUYHO OHOBJIIOETHCS TPU KOXKHIM 3MiH1 OaJlaHCy Yepe3 MepeBipKy JOCTATHOCTI
KOIIITIB 13 BIJIMOBIHOIO 3MIHOIO Bi3yaJIbHOTO CTaHy BiJl aKTUBHOTO JI0 HEAKTUBHOTO,
[0 HaJa€ TPABIIO MUTTEBHM 3BOPOTHHUM 3B’SI30K MPO JIOCTYMHICTH Ti€i 4M 1HIIOL

MOKYTIKM 0€3 He0OX1AHOCTI HATUCKATH Ha KHOMKY Ta OTPUMYBATH BiAMOBY (puc.3.1).



39

N ey P
-» Marasuy .33"\

\

WET LU EY UE]
+4/c Mpokauatu (600)
pis. 4
Kekcuk

3 +8/c
pis. 4
NepsHnk
+6/c
piB. 2
MoH4YMK
+15/¢

piB. 3

Pixok

+10/c

piB. 1

LLOK. pi>KoK
+20/c

pis. 1

Paay»x. pbXok
He KynneHo

Puc. 3.1 — Cucrema reneparopiB HaCUBHOTO JOXOAY Ha €Tarl akTUBHOI
nporpecii rpu

Monyns 30epexeHHs Ta 3aBaHTAXEHHS TMPOTpecy peanizye aaropuTMu
NEPCUCTEHTHOCTI JaHUX, OMKUCaH1 y MApo3auIl 2.4, uepes napy B3a€MOI0NOBHIOIOUHX
dbynkiii save _game() Ta load game(), mo onepyroTs (aitnamu y qupexTopii user:// 3
BukopucTanHaMm kiacy FileAccess Ta natuBHOi miaTpuMku JSON y GDScript.
Oynkiis save game() popMye CIOBHUK 13 MOTOYHUM CTAHOM YCIX ITPOBHUX 3MIHHUX,
BKJTFOYAIOYH OalaHC IyKEPOK, MACUB KUTHKOCTEH MPUAOAHUX T€HEepaTOpiB, 3HAUYCHHS
click power, miTky vacy 30epexeHHs y ¢dopmari Unix timestamp depe3 BUKIUK
Time.get unix time from system() Ta Bepcito gopmaTy 30epe’KeHHs, MICls YOoro
cepianmizye meit cioBHUK Y JSON-psimok yepe3 JSON.stringify() Ta 3amucye y daitn
savegame.json. Oynkiis load game() BUKOHY€E 3BOPOTHY OTMEparlito: BiKpUBae (aiin
st untanHs, napcuth JSON-BMicT yepe3 JSON.parse string(), Bamigye HasBHICTH
00OB’SI3KOBUX TIOJIIB Ta BIAMOBIAHICTH THUIIB JaHMX, IHIATI3y€e ITPOBUM CTaH
3aBaHTAXXCHUMHU 3HAYCHHSIMH Ta pO3paxoBye odIaliH-MPOrpec Ha OCHOBI PI3HUII MIXK

MOTOYHHUM YacoM 1 30epe’KeHO0I0 MITKOI0 4yacy. OcoOnuBy yBary mpuaiieHo oopoOiii
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MIOMUJIOK: KOKHa orepailisi paioBOro BBOAY-BHUBOY MEPEBIPSETHCSA HA YCIIIIHICTD,
npu noMuitl napcuary JSON moBepTaeThesi TOPOXKHIN CIOBHUK, a MPU BIICYTHOCTI
OKpEMHUX TOJIB Yy CTapillluX BEpCisix 30epeKeHHsS BHUKOPUCTOBYIOTHCA 3HAUEHHS 3a
3aMOBUYYBaHHSIM, 1110 3a0e3Meuye 3BOPOTHY CYMICHICTh NMPU OHOBJICHHSX TpH [33, c.
5470].

Monynbe po3paxyHKy o¢iaiH-Iporpecy € Crheuu(iuHuM KOMIIOHEHTOM,
xapaktepHuMm s kaHpy Idle, mo 3a0e3mnedye HapaxyBaHHS pecypciB 3a Mepioj
BIJICYTHOCTI TpaBlisl Ta CTBOPIOE TMO3UTHUBHUM €MOIIIMHUNA JTOCBiJ MOBEPHEHHS [0
3acTocyHKy. [Ipu 3aBaHTaxeHH1 30€pEKEHOr0 MPOTPECY CUCTEMA BUTATYE MITKY 4acy
OCTaHHBOT'O 30€pEeKEHHsI Ta OOYMCIIIOE PI3HUIO 3 MOTOYHUM CHCTEMHHUM 4YacoM Yy

CEKYHJIax, MICIIsl YOTO 3aCTOCOBYE (popMyy:

offline _earnings = saved cps * elapsed seconds * offline multiplier,

(3.2)

ne offline_multiplier BctanoBineno Ha piBHiI 0,5 175 30€pekeHHs MepeBaru
aKTUBHOI I'PU HaJl MACUBHUM HAaKOIIMYECHHSIM.

Makcumanbauil iepios; oduaitH-HapaxyBaHHsa oOMmexeHuit 86400 cekyHmamu
(24 romunum) uepe3 koHcTpykiito min(elapsed seconds, 86400), mo 3amodirae
OTPUMAaHHIO HETPOINOPLIMHO BEJIMKUX CyM IpHU TPUBAIUX IEpepBax Ta YaCTKOBO
3aXMIIA€ BIJI MaHINYJALIN 13 CUCTEMHUM YacoM MpUCTporo. PesynpraT odmaiin-
HapaxyBaHHs BIJOOPAXKAETHCS y CHELiaIbHOMY J11aJJOrOBOMY BIKHI IPHU 3aIyCKy I'pH,
o 1H(OPMYE TpaBIs MPO KUIBKICTh HAKOMUYCHUX 32 Yac BIJICYTHOCTI IyKEPOK Ta
TPUBAJICTh OQJailH-NIepioy, CTBOPIOIOYM €(EeKT NPHUEMHOrO CIOpPOpHU3y Ta
MOTHBYIOUH PETYJISIPHE MOBEPHEHHS 70 3aCTOCYHKY.

Moaynb ynpaBiiHHS aHIMALISIMU Ta Bi3yalbHUMU e(hekTaMu 0a3y€eThCsl Ha Kiacl
Tween, skuii y Godot 4.x 3a0e3nedye mporpaMHy 1HTEPIOJISIIiFO BIACTUBOCTEHN BY3JI1iB
13 TATPUMKOIO PI3HUX KPUBUX MPHUCKOPEHHS, MOCIIJOBHOIO Ta MapajelbHOTO
BUKOHAHHS aHIMaIlli 1 aBTOMAaTUYHOIO YIPaBJiHHS YXUTTEBUM IMKJIOM. AHIMAIIis

HATUCKaHHS Ha OCHOBHY KHOTIKY pe€aJli30BaHa SIK MMOCIIJOBHICTh IBOX TBIHIB: MEPIINNA
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3meHmye scale 1o Vector2(0.9, 0.9) mpotsrom 0.05 cexynau 3 kpuoro EASE IN,
npyruit noseprae 10 Vector2(1.0, 1.0) mpotsirom 0.1 cexynau 3 kpuBoro EASE OUT,
0 CTBOPIOE €(EKT «IPYy>XKHHHOTO» HaTHCKaHHS. [[naBaroui 4MCIOBI 1HAMKATOPU
peali3oBaHl uepe3 JAMHaMIuHe CTBOpeHHs BY3miB Label 13 ogHOYacHOIO aHIMAINIEIO
3MimIeHHs mo oci Y Ha 50 mikcemniB Bropy Ta 3MeHIieHHs npo3opocTi Bix 1.0 mo 0.0
npotsiroM 0.8 cexyHau, Micis YOro By30JI aBTOMATHUYHO BUAAISETHCS YEPE3 BUKIUK
queue_free(). Moayns (opmaTyBaHHA BEIUKUX YHCEN BUpIINIYyE CIEUUGIUHY s
IHKPEMEHTAJIbHUX 1rop Npo0sieMy BIJIOOpa)KEHHS YHMCIOBUX 3HA4Y€Hb, IO MOXYTb
csiraTH MUIBMOHIB, MUTSP/IIB T4 HABITh OUIBIINX MOPSAKIB BEJIMUYMHU TIPU TPUBAIIN
Ipi, € CTaHJAPTHE YHUCJIOBE IMPEACTABICHHS CTa€ HEYMTAOEIbHUM Ta BUXOJUTH 32
ME3K1 BIJIBEICHOTO JIJIs HhOTO MPOCTOPY B iHTEpPerici. Dynkiis format number(value)
peanizye KackaaHy MEpeBIPKY Jiama3oHy 4Yuciia Ta MOBEPTAE CKOPOUEHUU PSIIOK 13
BIINOBITHUM cy(dikcoM: 3HaueHHs1 MeHiue 1000 BigoOpaxatoTeesa 6e3 3MmiH, Big 1000
10 999999 ckopouyroThesa 3 cydikcom «K» (kio), Bl MuIbiloHa 10 MUIbspla 13
cydikcom «M» (Mera), BiJ MUTbApa 10 TpuibiioHa i3 cydikcom «By» (billion), a nms
e OUIBIIMX 3HA4YeHb BUKOPUCTOBYIOThCS cydikcu «T», «Qa», «Qi» Ta i

BIJIMTOBIJTHO 10 IPUMHSTOI Y KaHP1 KOHBEHIIT CKOPOUEHHS BETMKHUX yucen (puc.3.2).

@., 5'1;33}&-#'6:"!4" 7 ‘53:.’:04‘!" '”", &
(4 i

Puc. 3.2 — BigoOpaxeHHs 6anaHCy IIyKEpOK 13 3aCTOCYBaHHSIM CKOPOUYEHOTO

dbopMaTy BETUKUX YHCEIT

Kosxne ckopoueHe 3HaueHHS B1JJOOpa)Ka€ThCsl 3 OJTHUM JECATKOBUM 3HAKOM IS
30epexeHHs iHpopMmaTuBHOCTI, Hanpukiaa 1 500 000 BimoOpakaeThes sk «1.5My, 1110
3a0e3mnedye KOMITAKTHE, ajle JOCTaTHhO TOYHE YSBJICHHS MPO MacITad HAaKOMUYSHUX
pecypciB Ta J03BOJISIE TPABIIO BIJICTEKYBAaTH MPOTpeC HABITH MPU ACTPOHOMIUHHUX

3HAYCHHAX OaJlaHCy.
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Monaynb CTapTOBOTO €KpaHy peali3oBaHUM Yy Okpemid cieHi splash.tscn 13
npukpimieHuM ckpuntom splash.gd Ta 3abesneuye mnpodeciiiHy Mpe3eHTAIllo
3aCTOCYHKY TIpH HOTO 3ammycKy, BigoOpa)karo4u JIOTOTHII TPU Ta Ha3BYy 3 aHIMAIIIEIO
IJIABHOTO 3°SIBJICHHS MPOTSATOM MEPIIUX CEKYH]I MICIS CTapTy MpOrpamu, Miciis 40ro
aBTOMATUYHO 3IIMCHIOETHCS TEPEXiJ] MO TOJOBHOI IrpOBOI CIIEHH Yepe3 BHUKIHUK
get _tree().change scene to file("res://main.tscn"). CtapToBuUii €KpaH BUKOHYE TaKOK
GbyHKITIOHATBHE MTPU3HAYCHHS, MACKYIOUH Yac, HEOOX1THUHM SIS 1HIMami3aIii iIrpoBUx
pecypciB Ta 3aBaHTaXKCHHS 30€PEKEHOTO MPOrPeCy Ha MOBUIBHIMIMX MPHUCTPOSX, IO
3a0e3nedye CHPUWHATTS MHUTTEBOIO 3allyCKy HaBiTh NMpU (AKTHUUHIA TPUBAJIOCTI
iHimamizamii y Kiabka cekyHa [34, c. 9154]. B3aeMojis MK yciMa ONHMCAaHHUMHU
MOAYJISIMHA OpTaHi30BaHA 3a NPHHIMIIOM OJHOHAMPABICHOTO IOTOKY JaHUX, ¢
dbynkuii Mmonudikalili cTaHy HEHTpaTi30BaHO OOPOOJISIOTHCS Yy TOJIOBHOMY CKPHIITI, a
OHOBJICHHS 1HTEp(ENCYy BHUKOHYETbCA SIK PEaKilisi Ha 3MiHY CTaHy 4epe3 CHUCTEMY
curHaiiB abo OesmocepenaHi BUkIUkU (PyHKui oHoBieHHs Ul, mo 3a0e3neuye
nepen0ayyBaHICTh TMOBEAIHKM CHCTEMH Ta CIPOINY€E JIarHOCTUKY MOMUWJIOK TpU

TECTyBaHHI.

3.3 Po3podka rpagiuHoro inrepgeiicy KopucryBaua

I'padpiunmii inTepdeiic xopuctyBaua (GUI) irpooro 3actocynky «Candy
Clicker» € OCHOBHMM KaHajlOM B3a€MO/IIi rpaBls 3 IFPOBOI0 CHUCTEMOIO, OCKIIBKU Y
xanpi Idle/Clicker, Ha BinMiHy Bij irOp 3 TPUBUMIPHHUM iTPOBUM CBITOM 200 CKJIaTHOIO
(GI3UYHOI0 CUMYIIAIIEI0, BECh ITPOBUI JTOCBIJ] OTIOCEPEAKOBYETHCS BUKIIOYHO Yepes
€JIEMEHTH 1HTepPEiCy, a TOMY SKICTb iX MPOEKTYBAHHS Ta peajizallii 6e3rnocepeaHbo

BU3HAYAE PIBEHb 33JIOBOJICHHS KOPHCTyBaua Ta MOro Oa)kKaHHS MOBEPTATUCS N0 TPU

(puc.3.3).
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Puc. 3.3 - 3aranbpHuil BUTIIA TOJOBHOTO irpoBOTO 1HTEpdeiicy 3acTocyHKy «Candy

Clicker» npu niepiiomMy 3arycky

I'padiunmii inTepdeiic kopucryBaya «Candy Clicker» moOyaoBanwmii Ha iepapxii
By31iB Control y Godot Engine, ne kopeHeBuid By30J1 CLEHHM main.tscn 3aiiMae BCIO
obnacte BikHa 4yepe3 HanmamTyBaHHs sikopiB ANCHOR BEGIN ta ANCHOR END,
3a0e3Mneuyrourd aBTOMaTUYHE MAacIITa0yBaHHS NOpPH 3MIHI PO3AUIBHOI 3JaTHOCTI.
ba3zoBa poszauibHa 37aTHICTH Bu3HaueHa sk 720x1280 mikcediB 13 PEXUMOM
stretch mode = canvas items Tta stretch aspect = keep width, mo rapantye
30epexeHHs MPOMOPLIi HA MPUCTPOSIX 13 PI3HUM CITIBBIJHOIIEHHAM CTOpiH. DOHOBE
ohopMIICHHS peaizoBaHe gepes TextureRect 13 HaJIaIITyBaHHIM
STRETCH_KEEP ASPECT COVERED pns moBHOro 3amoOBHEHHS €KpaHa 0e3
CIIOTBOPEHHS, a TMOBEpX HBOro po3MimeHo HamiBopo3opuii ColorRect nns
3a0e3MeueHHs] KOHTPACTy Ta YNTA0EeTbHOCTI TEKCTOBUX €JIE€MEHTIB.

Bepxwus nanens intepdericy (VBoxContainer) mictuth Label 6anancy mykepox,
odpopmienuit mpudTom Pusab i3 konTypHOIO 00BOIKOIO Yepe3 LabelSettings, Ta Label
NOKa3HWKAa TMacuBHOI reHepamii y ¢opmaTi «X I[yKepoK/cek», MpuiuoMy oOuaBa

€JIEMEHTH BHKOPUCTOBYIOTh (yHKI0 format number() I CKOPOYEHOTO
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BiIOOpakeHHs BEIMKUX 3HadeHb 13 cydikcamu K, M, B. llentpanpna o0sacth
BIJIBEJIcHA IIiJ] KHOIKY KIIKYy, peaji3zoBaHy sk TextureButton i3 300pakeHHIM
CTHITI30BAHOT I[yKEPKH, A€ CTAaHW HATHCKAHHA OOpPOOJISIIOTHCS MPOTPaAMHO Uepes
aHIMaIlito MaciTaOyBaHHS 3aMiCTh 3MIHU TEKCTYPH JIJIsl O1IBII IJIABHOTO Bi3yaJIbHOTO
3BOPOTHOTO 3B'A3Ky. [l03UIII0HYBaHHS KHOMKH 3I1ACHIOETHCS Yepe3 SKOpi Ha LEHTP
eKpaHa, a BJIACTUBICTH ignore texture size 3abe3medye KOPEKTHE MacIiTaOyBaHHS
300pak€HHS BIJMOBIIHO J0 JIOCTYITHOTO IIPOCTOPY.

Tabmuusg 3.2 — Iepapxis By3niB GUI ronoBHOI clieHr main.tscn

By3son Tun bartpkiBchkHid [Ipu3naueHnns

Root Control — Kopeneswuii koHTeHEP ClICHH
Background TextureRect Root ®oHoBe 300pakeHHS
TopPanel VBoxContainer | Root bananc ta nokasnuk CPS
CandyButton TextureButton | Root KHomka akTHBHOTO KITIKY
ShopPanel ScrollContainer | Root [Tanens reneparopis
GeneratorList VBoxContainer | ShopPanel Crucok eneMeHTIB MarasuHy
FloatingText Label Root [1naBaroyi iHAUKATOPH KITIKY

[Tanens MaraswHy reHepaTopiB peamizoBana sk ScrollContainer 13
BEPTUKAJILHOIO TMPOKPYTKOI, ycepeauHi sikoro posmimieHo VBoxContainer
(GeneratorList) 3 modipHIMH eJ€MEHTaMHU [l KOXKHOTO THIy TEHeparopa,
chopmoBanumu auHaMivyHO y QyHkuii _ready(). KoxkeH renepaTop mpencraBieHUn
HBoxContainer i3 ikonkoo cosogoiiiB (TextureRect 64x64), nBoma Label nisg nazpu
Ta XapaKTePUCTUK, JIYWIHBHUKOM NPUI0AHUX OIWHUIIL Ta KHOMKOK MOKYIKH 3
JMHAMIYHO OHOBJIFOBAHOIO BapTICTIO. AJAnNTHBHE MacIITaOyBaHHsS 3a0e3MedyeThCs
KoMOiHali€o riodanbHOro MacimtabyBaHHsa (canvas items, keep width) Ta
JIOKQJILHOTO MO3UIIOHYBAHHS Y€Pe3 CUCTEMY SIKOPiB: BEPXHs MaHEb 3aKpilljieHa J0
BEPXHBOTO Kparo, MaHeIb Mara3suHy - 10 HIKHBOTO, KHOTIKA KITIKY - BITHOCHO IICHTPY
[35, c. 5809].

Konbopora manitpa noOyjoBaHa Ha TEIJIUX MACTEIBHUX TOHAX KOHIUTEPCHKOL
tematuku (#FSE6CC, #FADADD) 3 akuenramu kapamenbHoro (#D4A574) ta

mokoJyiagHoro (#7B4B2A) kKonbopiB, a TEKCTOBI €IEMEHTH B1IOOPAKAIOTHCS OLTAM 13
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TEMHOI0 KOHTYPHOIO OOBOJKOIO Il YMTAOENIbHOCTI Ha Oyab-skoMy ¢oHl. KHomku
reHEepaTOpiB 3MIHIOIOTh KOJIp 3aJeXHO BIJI JIOCTYIHOCTI TOKYIKH - 3€JICHUM
(#4CAF50) npu nocratapoMy Oananci ta cipuit (#9E9E9E) nmpu HepocTaTHIX KOImTax
yepes moaudikartito BaactuBocti modulate. Tumnorpadika 6azyerbes Ha mpudTi Pusab
13 nudepentiiioBanum po3mipom: 48—64 mikcen ans 6anancy, 24-32 nus MoKa3HUKA
CPS, 18-24 nns xapakTepuUCTHK reHepaTopiB. [HTEpaKTHBHI €1E€MEHTH CIIPOEKTOBAH1
3 ypaxyBaHHSIM MiHIMaJIbHOI o0Onacti J0TUKY 48%48 miKcemiB 3TiIHO 3
pekoMmenpauiamu  Material Design, a ScrollContainer 3a0e3neuye 1HepUiHHY
IPOKPYTKY ECTOM IPOBEJCHHS HAa CEHCOPHUX €KpaHaX Ta KOJIECOM MHIII Ha
JECKTOIHUX MIaThopMax.

Peanizaiis Bi3yadbHUX MEpPEXOJIIB Ta CTaHIB 1HTepdeicy 3ade3neuye IIaBHYy
3MIHY BiJIOOpa)XEHHSI €JIEMEHTIB MPH 3HAYYIIUX ITPOBUX TMOJISAX, IO CTBOPIOE
BIIUYTTSI )KUBOCTI Ta IHTEPAKTHUBHOCTI 3aCTOCYHKY 3aMICTh MEXaHIYHOTO OHOBJICHHS

CTATUYHUX YUCJIOBUX MOKA3HUKIB (puc.3.4).

|
i

A%
#

.

|
COMINCG SOON |

Puc. 3.4 — MoganbHe BIKHO HaJallITyBaHb 13 3a3HAYEHHSIM BEPCii 3aCTOCYHKY

Ta aBTOpa

[Tpu npuadanHi HOBOTO TeHEpaTopa BIAMOBIAHUIN €IEMEHT Y IMaHell Mara3uHy
BUKOHY€E KOPOTKY aHIMAIlilo0 MiICBIYyBaHHS uyepe3 3MiHy KOJIbopy (POHOBOT MaHen i Bij

0a3o0BOro J0 ﬂCKpaBiHIOFO Bi,Z[TiHKy 3 HoJaJbIIMM IIJIABHUM IIOBCPHCHHAM,
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peaiizoBaHy uepe3 kiac Tween 13 1HTepHoAlie0 BiacTuBocTi modulate By3na
PanelContainer. OHOBJEHHS JIYWJIBHUKA KUIBKOCTI MNpUAOAHUX TEHEpaTopiB
CYMPOBOIKYETRCS aHIMAaIli€r0 MacTadyBaHHA BiamoBigHoro Label Big HOpMamsHOTO
po3Mipy a0 30UIBIIEHOTO Ta Ha3aj, IO aKIEeHTYe yBary TIpaBlld Ha 3MiHI Ta
HiATBEP/DKY€E yCHIIMIHICTh TpaH3akiii. [ianor BigmoOpaxkeHHs oduaiiH-porpecy mpu
3allyCKy TpU peasli3oBaHUi sk okpemuii By3osn PanelContainer i3 meHTpoBaHUM
pO3TallyBaHHSIM Ha €KpaHi, HAIMIBIPO30PUM 3aTEeMHEHHSIM ()OHY Ta MOCIIJOBHOIO
aHIMAIlI€I0 TIOSIBM TEKCTy 3 1H(OpPMAIE0 TMPO TPUBAIICTH oduaiiH-niepiogy Ta
KUIBKICTh HAapaxOBAaHUX LYKEPOK, IO CTBOPIOE €(EeKT MPUEMHOTO CIOPHpPHU3Y Ta
MOTHUBY€E pETyJsipHE IOBEPHEHHS J0 3acTOCyHKYy [36, c. 3403]. Ilepexim mix
CTapTOBUM €KpaHoM splash.tscn Ta TOJIOBHOIO IrpoOBOIO CIIEHOK main.tscn
peaizoBaHUil yepes MIIaBHE 3aTyXaHHs 300paKeHHS CTApTOBOTO €KpaHa 3 MOJaIbIIINM
3 MBJICHHSIM ITPOBOr0 1HTEpPEiiCy, 0 MAaCKye MOMEHT 3aBAHTAKEHHS PECYpCIB Ta

1HII1aTi3al1i1 IrPOBOT0 CTaHy 1 CTBOPIOE MpodeciiiHe BpaXKeHHS BiJl MPOIYKTY.

3.4 TectyBaHHA Ta ONTUMI3ALisA POAYKTHBHOCTI

TectyBanns «Candy Clicker» opranizoBano 3a 6araTopiBHEBOI METOOJIOTIELO,
IO OXOIUTIOE MOAYJbHE, 1HTerpauiiiHe, cuctemMHe ta UX-tectyBaHHs. MoaynbHe
TEeCTyBaHHS 30cepe/kKeHe Ha Bepudikaiii MaTeMaTHYHUX PO3PaxyHKIB IrpoBOi
ekoHOMIkM: (yHKIis calculate cost() mepeBips€TbCs MOPIBHSAHHAM 13 €TaJOHHUMH
3HAYCHHSMH JIsl TPAaHUYHUX BUIMAJIKIB (HYJIbOBA KUTBKICTh OJIUHUIIb, BEJIMKI 3HAYEHHS
JTYWIBHHUKA 3 KOHTpoJeM nepenoBHeHHs float), dynkiis total cps - Ha TOYHICTH TTPU
Manux 3HadeHHsX mnpoayktuBHocTi (0.1 mykepkwu/cex), a format number() - Ha
MTOBHOMY J1arma30H1 BiJl OJUHUIIH 10 TPUILHOHIB, BKIIOYAIOUN TPAHIYHI TIEPEXO0IA MK
nianazoHamu [37-39].

TectyBaHHs cucTeMu 30€peKEHHs BKIIOYa€e TepeBipKy save game() Ha
cTBOpeHHs (aitry y user:// 3 BamigHO JSON-CTPYKTYypOIO Ta KOPEKTHOIO MITKOIO
Unix timestamp, a Takox load game() y MHOXHUHI CIE€HapiiB: 3aBaHTAKCHHS

KOpekTHOTO (hailry, BiACYTHICTh (aimry (iHimiamizamisi 3a 3aMOBYYBAHHSM),
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nomkokeHud JSON (oO6poOka 6e3 aBapiiiHOTO 3aBEpIICHHS) Ta cTapilia Bepcis
dopmary (mirpamis pganux). OdrnaliH-mporpec TECTYe€TbCS 4Yepe3 IITy4HY
Moaudikaiio MITKH Yacy 3 mepeBipkoio ¢opmynu offline earnings = saved cps X
elapsed seconds X 0.5 Ta oomexxeHHs1 86400 cexyHIaMH.

[aTerpaiiine TecTyBaHHS MepeBipsie MOBHUI UK IPUAOAHHS TeHepaTopa - Bij
HATUCKAHHS KHOIKH JIO 3MEHINIEHHS OanaHcy, 30UIbIIIEHHS JTIYMIbHAKA, TIEPEPAXyHKY
BapTOCTI 32 €KCMOHEHI[IIHOI0 (opMyoro, oHoBieHHS CPS Ta BimoOpakeHHs 3MiH B
1HTEepeicl MpoTIroM OAHOro Kaapy. TecTyeTbcsa BIAMOBAa TpaH3aKUli Mpu
HEJIOCTaTHbOMY OasiaHci 0e3 3MIH CTaHy, a TAKOXX KOPEKTHICTh JIAHIIOTa MOAIN mpu
3MiHI OajlaHCy BiJl MACHMBHOTO TailiMepa - OHOBJICHHS BIJIOOpa)KEHHA, MEpeBIpKa
JIOCTYITHOCTI KHOIIOK Ta 1HII[IFOBAaHHS aBTO30€pPEKECHHS.

Tabnuusg 3.3 — Pe3yabpTaT TECTYBaHHS HA MIUJIBOBUX TUTaTPOpMax

[Tnardopma FPS RAM, Mb 3amyck, ¢ 36ipka, Mb | Cratyc
Windows 10/11 60 85-110 1,2-1,8 28 [potineHo
Linux (Ubuntu 22.04) | 60 80-105 1,0-1,5 30 [Ipoitneno
Android 10+ | 55-60 120-160 2,5-3,5 22 [Ipoiineno
(cepenHiii)

Android 8 |30-45 140-180 3,5-5,0 22 [Ipoitneno
(OromKETHMI)

HTMLS5 (Chrome) 58-60 — 2,0-3,0 15 [poiineno

CucteMHe TeCTyBaHHS Ha IUIBOBUX IIaTdOpMax MiJATBEPAWIIO BIAMOBIIHICTD
3aCTOCYHKY BHU3HA4YeHHM He(QyHKIIOHAJLHUM BHMOTAM: YacTOTa KaJpiB CTaOLIHHO
yTpumyeThes Ha piBHI 60 FPS Ha HacTuibHUX cuctemax Ta 55-60 FPS Ha MoO11bHUX
MIPUCTPOSX CEPETHHOTO CETMEHTA, CTIOKUBAHHS MaM'sIT1 3aJTUIITAETHCS B Mexkax 85—180
Mera0aiT, yac 3alycKy He MEpEeBUIye 5 CEeKyH]I Ha >KOJAHIA KOHQIryparllii, a po3mip
30ipok He nepeBulrye 30 MerabalT sl HACTIILHUX MUIAaTGopM Ta 22 MerabalTH 1Jisl
Android. UX-tecTyBaHHS, TPOBEICHE MUISXOM CIIOCTEPSKEHHS 3a TPYIOI0
KOpUCTYyBauiB 0€3 TomepeaHiX I1HCTPYKIHA, 3aCBIIYUIIO IHTYITHBHY 3pPO3yMUIICTh

0a30BOi MEXaHIKU KKy, X04a YaCTHHA TECTYyBaJbHUKIB MOTpeOyBaia J01aTKOBOIO
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yacy Juisl YCBIIOMJIEHHSI CUCTEMU TeHepaTopiB. Ha oCHOBI 3BOPOTHOIO 3B'A3KY OyJI0
301JIBIIIEHO PO3MIpP Ta KOHTPACTHICTh KHOTIOK MPUI0aHHS, 10JJaHO TEKCTOBY I1JIKa3Ky
IIpU NIEPIIOMY JOCATHEHHI JOCTaTHHROTO OadaHCy Ta MOCHIICHO Bi3yallbHy BIJIMIHHICTb
MDK aKTHBHUMH Ta HEaKTUBHUMU CTaHAMU eJeMeHTIB Marazuny [40, ¢. 575-585].
OnTumizallis MPOAYKTUBHOCTI BHKOHYBajacs 3a JOMOMOIOI0 BOYIOBAHOTO
npocaiinepa Godot (Debugger — Monitors), sikuii BUSIBUB, III0 OCHOBHUM JIXKEPEJIOM
HABAHTAXKEHHA € YaCTOTa OHOBJICHHA TEKCTOBHX ejeMeHTIB Label, a He irpoBa jorika.
Jlns miHIMI3alil 3aCTOCOBAHO CTPATErilo MUCKPETU3allii OHOBJIEHb - TEKCT OallaHCy
OHOBITIOETHCS JIUIIE TIPU 3MiHI BiI0OpakyBaHOTO 3HaueHHA micisg format number().
VYrpaBninHs nam'sTTIO 3a0€3Me4y€eThcs BUAAICHHAM TUIABAIOYUX 1HAMKATOPIB Yepes
queue_free() y callback 3aBepiiennst Tween Ta 101aTKOBUM MPUMYCOBUM OUYHUIIIEHHSIM
npu TepeBuilieHHl nopory y 50 omHouacHMX By3idiB. Jnsi eneMeHTiB iHTepdeicy
BUMKHEHO I'€HEepalilo MIM-piBHIB Ta 3aCTOCOBaHO Lossless-cTUCHEHHS TEKCTYP.
OnTuMizamiss  €HEpProcloXKMBaHHS  peali3oBaHa 4Yepe3  HajallTyBaHHS
Engine.max fps na 30 FPS ans mob6ineaux mnatdopm ta 60 FPS s HacTinbHUX,
sumkeHHs Physics Ticks Per Second no wminimymy ((di3uyHuil ABUTYH HE
BUKOPUCTOBYETHCSI) Ta aBTOMATHYHE NPU3YNUHEHHS TalMepiB MpPHU MEePexol Y
dbonoBuit pexxum [41-43]. IlizcymMoByrO4H, 3aCTOCYHOK BiJMOBIJIa€ BCIM BU3HAYECHUM
BUMOTaM: MOJYJbHE TECTYBaHHS TMIATBEPAWIO KOPEKTHICTh MaTEeMaTHIHUX
pPO3paxyHKIB €KOHOMIKH, TECTYBaHHS TMEPCUCTEHTHOCTI BepH(IKyBaJIO HAIINWHICTH
30€peKEHHS B YCIX CIEHApisix, a KOMIUIEKC ONTUMI3AIlIMHUX pillleHb 3a0e3IeunB
e(deKTHBHE BUKOPHUCTAHHS PECYPCIB Ta MiHIMAIbHE EHEPTOCIIOKUBAHHS HA MOOUTBHHIX

MPUCTPOSIX.
BucHoBkmu 10 po3aiay 3

VY tpeTromy po3auti kBasidikariiHoi poOOTH 3A1MCHEHO PAKTUYHY peasTi3alliio
irpoBoro 3actocyHKy «Candy Clicker» na 6a3i pymiss Godot Engine Bepcii 4.3 3
BUKOPUCTaHHAM MOBHU mporpamyBanHHs GDScript, mo oxomnuna MOBHUA IHMKI
pPO3pOOKH BiJ BUSHAYEHHS CUCTEMHHUX BUMOT Ta HAJAIITYBaHHS 1HCTPYMEHTAIHLHOTO

Cepe/oBHUINA JI0 TECTYBaHHS T'OTOBMX 301pOK Ha BCIX IIILOBHX IulaTdhopMmax Ta
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onTUMIi3aIli MPOAYKTUBHOCTI i1 3a0e3neueHHs KOMGOPTHOTO KOPHUCTYBAILbKOIO
JIOCBI]TY.

Busnaueno ¢yHKIIOHANBHI Ta HEPYHKIIOHATIBHI BUMOTH JI0 3aCTOCYHKY, IO
BKJIIOYAIOTh peai3alil0 MEXaHIKM aKTHUBHOTO KJIKYy, CHCTEMH IIECTH THIIIB
reHepaTopiB MAacHUBHOTO JOXOJy, aBTOMATHUYHOTO 30€peKeHHsS Mporpecy 3
nepioguuHicTIoO He pigme 30 cexyHA, po3paxyHKy odaiiH-HaKOMMYEHb Ta
aganTuBHOro rpadiyHoro iHTepdeiicy. HedyHkIioHaTbHI BUMOTH BH3HAYaIOTh
cTabUIbHY 4acToTy KajapiB He Huxk4e 30 FPS, cnoxuBaHHs onepaTUBHOI 1aM’ ST 10
200 merabaiT, yac 3amycKy J0 5 CEKyH] Ta po3Mip IHCTaJsiiHOrO makery o S50
Merabaiir. OOrpyHTOBaHO BUOIp 1HCTPYMEHTAJIbHUX 3acC00IB PO3POOKH, 30KpeMa
BOymoBaHoro pemakropa (Godot sk OCHOBHOTO CEpEAOBHINA HAMMCAHHS CKPHIITIB,
dbopmary PNG mns pactpoBux pecypceiB, mipudty Pusab mns tumorpadiunoro
o OpMIIEHHS Ta CUCTEMHU KOHTPOIIIO Bepcii (it [u1sl BIACTEKEHHS 3MIH Y MPOEKTI.

PeanizoBaHO OCHOBHI IrpOB1 MOAYJIl 3aCTOCYHKY: MOAYJIb 1HIIiai3alli CTaHy y
¢bynkmii ready() 13 3aBaHTOKEHHSM 30€PEKEHOTO MPOTPECy Ta MiAKIIOYEHHSIM
OOpOOHUKIB CHUTHAJIB; MOAYJb OOpPOOKM aKTHUBHOTO KIIKy 3 aHIMall€r
MaciTabyBaHHs KHOTKK 4Yepe3 Kiac Tween Ta reHepariero IriaBalouux TEKCTOBUX
1HIUKATOPIB; MOMAYJb TACHUBHOI TeHepallli pecypciB Ha OCHOBI By3na Timer 3
inTepBanom 0,1 cekyHIW AJsl TUIABHOTO OHOBIICHHS OallaHCy; MOJIYJb yTIpPaBIiHHS
reHepaTopaMH 3 pealizami€lo TpaH3akKlii npuadaHHS Ta EeKCIIOHCHI[IHHUM
nepepaxyHKoOM BapTOCTi; MOJYJib 30€pEKEHHS Ta 3aBaHTaXKEHHS MPOTrpecy Ha OCHOBI
JSON-cepiamizaii 3 BadiJami€r0 JaHUX, OOPOOKOI TOMHIIOK Ta CTBOPEHHSIM
PE3ePBHUX  KOI; MOIYJb pO3paxyHKy odraidH-iporpecy 3 OOMEKECHHSIM
MaKCUMaJIbHOTO mepioay 24 roauHamu Ta KkoedimieHTom 0,5 BiI aKTUBHOT
OPOAYKTHBHOCTI; @ TaKOX MOJYJb (OpMaTyBaHHS BEJIUKHUX YHUCEN 13 KAacKaJHOIO
cucremoro cydikci K, M, B, T aJ1s1 koMnakTHOTO BiJJ0Opa)KeHHsI 3HaY€Hb Oy 1b-SIKOT'O
MOPSIJIKY.

Po3po6neno rpadiunuii iHTepdeiic KopucTyBaua Ha OCHOBI l€papXii BY3IiB
Control 13 BUKOpHUCTaHHSIM CUCTEMHU KOPIB Ta KOHTeiHepiB Godot s 3abe3neueHHs

aJIaNTHBHOTO MAacIITa0yBaHHS HA €KpaHaxX Pi3HOT po3aiunbHOI 3maTHOCTI Big 480x800
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no0 2560x%1440 mikceniB. IHTepdeiic BKIIOYAaE BEPXHIO IMaHENb CTATHUCTUKH 3
BIJIOOpaKeHHSAM OallaHCy Ta IMOKAa3HWKA IMAaCHUBHOI T'eHepallii, EeHTpaJbHy KHOIKY
kiiky Ha ocHoBl TextureButton i3 aHiMOBaHMM 3BOPOTHUM 3B’S3KOM, Ta MaHEIb
Mara3uHy TeHepaTopiB 13 BEpPTHKaIbHOIO NPOKpyTKoo uepe3 ScrollContainer.
KonbopoBa mamitpa moOynoBaHa Ha TEMJIUX MACTEIBHUX TOHAX KOHIUTEPCHKOT
TEMaTUK{, a IHTEPAKTHBHI E€JIEMEHTH CIPOEKTOBAHI 3 ypaxyBaHHSIM MiHIMaJIbHOI
obnacti noTuKy 48x%48 mikcemiB s KOMGOPTHOTO BUKOPUCTAHHS HA CEHCOPHHX
eKpaHax MOOLIBHUX MPUCTPOIB.

[IpoBeieHO KOMILJIEKCHE TECTYBAaHHS 3aCTOCYHKY, L0 OXONWJIO MOJIYJIbHE
TECTYBaHHS MAaTE€MaTUYHMX (YHKUIA IrPOBOI EKOHOMIKHM, TECTYyBaHHS CHCTEMHU
30epeKeHHs] Ta 3aBAHTAXKEHHSI MPOTPECY Yy MHOXKHHI CLEHapliB BKIIOYAIOYH
MOIIKOJIKEH1 (paitniv Ta crapimn Bepcii opmary, IHTerpaiiifHe TeCTyBaHHS B3a€EMO/IIT
MIK MOJYJIIMH, CUCTEMHE TecTyBaHHs Ha tuiargopmax Windows, Linux, Android ta
HTMLS, a takoxx UX-TecTyBaHHS JIJIsl OLIIHKU 1HTYITUBHOCTI 1HTepdeiicy. Pe3ynbTaTu
MIITBEPIUIIN BIJTIOBIIHICTh 3aCTOCYHKY BCIM BH3HAUCHHM BHUMOTAM: 4YacTOTa KaJipiB
crtaHoBuTh 60 FPS Ha nHacTinbHuX cucremax ta 30—60 FPS Ha MOOUTBHUX IPUCTPOSIX,
CIIO’KUBaHHS mam’sTi He nepeBuinye 180 merabaiit, yac 3amycky ckinanae Bia 1,0 g0
5,0 cexyHn 3anexHO B iaTdhopmu, a po3mip 30ipku He niepeBuiiye 30 Merabaur.

3aCTOCOBAaHO KOMIUIEKC ONTUMI3AIIMHUX pIlIEHb JJi1  3a0e3MeyeHHs
e¢(EeKTUBHOTO BHKOPUCTAHHS CHUCTEMHHUX PECYpCIB: IHUCKPETH3aIlll0 OHOBIICHb
TEKCTOBHX €JIEMEHTIB 1HTep(elcy Uisi 3MEHIIECHHS HAaBAHTAKEHHS Ha pEHAepep,
yOpPaBIiHHSA JUHAMIYHMMHU BYy3JaMH IUIaBAIOUMX I1HAMKATOPIB 13 MPUMYCOBHUM
OUHIIEHHSM TIPH TIEPEBUIIIEHH] TOPOTOBOTO 3HAYCHHS, ONTUMI3AIIIIO IMITIOPTY TEKCTYP
13 BAMKHEHHSIM HEMOTPIOHMX MiM-pIBHIB, HANAIITYBAaHHA LITLOBOT 4YacTOTH KaipiB 30
FPS st MoOimbHEX TUTaT(GOPM Ta 3HUKEHHS 9aCTOTH OHOBJICHHS (DI3UYHOTO IBUTYHA.
CyKynHICTb IIUX 3aX0/11B 3a0e3neuunsia MiHIMaJIbHE €HEPTOCIIOKUBAHHS HA MOOUTBHUX
MPUCTPOSX, IO € BAXIUBUM (DAKTOPOM JJISi TIOZUTUBHOTO CIIPUHHSITTS 3aCTOCYHKY
KOpPHUCTyBa4aMH Ta MOTro KOHKYpPEHTOCIPOMOXXHOCTI Ha mmiargopmax udpoBoi

JTUCTPUOYIII.
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BUCHOBKHA

VY kBamidikamiiHiii poOOTI 3MIHCHEHO MOBHUN IHMKJI PO3POOKH IrpoOBOTO
3actocyHky «Candy Clicker» sxanpy Idle/Clicker na 6a3i pymrist Godot Engine Bepcii
4.3 3 BUKOpHCTaHHSM MOBHU mporpamyBanHs GDScript, 1m0 0XOnuB TeOpeTUUHE
JOCTIKEHHS TIPEeIMETHOI 00J1acTi, IPOEKTYBAHHS apXITEKTYPH Ta IrPOBUX MEXaHIK,
MPaKTUYHY peaji3allilo MporpaMHOro KOJy, po3poOKy rpadidHoro intepdeicy
KOPHCTYBay4a, a TAKOK KOMILJICKCHE TECTYBaHHS Ta ONTHUMI3allil0 TPOAYKTUBHOCTI Ha
nipoBux mwatdgopmax Windows, Linux, Android Ta HTMLS.

VY nepmomy po3aini nposeaeHo anami3 xxanpy Idle/Clicker irop, 1o 103BoJMB
BUSIBUTH KJIFOYOB1 MEXAHIKH 3aTyYEHHS I'PaBIIiB - aKTUBHUH KJIIK, TACUBHY T'€HEPALIIO
pecypciB, cHCTeMy IMOKpalleHb Ta oQiailH-porpecito, a TaKoX BU3HAYUTH
MICUXOJIOT1YH1 MPUHIIMIIH, 1110 3a0€3MeUyI0Th TPUBAJIE YTPUMaHHS ayJUTOpii, 30KpeMa
TEOpit0 MOTOKYy YiKCeHTMiXal Ta MEXaHI3MH BaplaTUBHOIO  MiAKPIIUICHHS.
[TopiBHSIBHUY aHaJI3 CydaCHUX ITPOBUX PYIIIiB JUIsl ABOBUMIpHOi po3podku - Unity,
Unreal Engine, Godot Engine, GameMaker, Defold ta Construct - go3BonuB
oOrpynryBatu Bubip Godot K ONTUMAILHOTO IHCTPYMEHTY JIJISl peaizallii MPOEKTY
3aBJSIKA BIAKPUTOMY BHUXITHOMY Konay 3 jiuensiero MIT, BiACYTHOCTI posuiTi Ta
(d1HaHCOBUX 3000B'13aHb, KOMIAKTHOMY pO3Mipy AucTpuOyTHBa, BOyAOBaHIil MOBI
GDScript 13 Python-1mogi0HUM CHHTaKCHCOM, TTOTYKHIHA CHCTEMI BY3JIIB Ta CIIEH IS
KOMITOHEHTHOI apXITEKTypH, a TAKOK HATUBHIN MIATPUMII €KCIOPTY Ha BCl LILJIOBI
mwiatdopmu. Jlocmmkeno apxitektypHi ocobmuBocti Godot Engine, 30kpema
1epapXxiuHy CUCTEMY BY3JI1B, MEXaH13M CUTHAIIIB JJIs CTA0KO3B'13aHOT KOMYHIKaIllii MK
KOMITOHEHTaMH, CUCTEMY PECYPCIB Ta IHCTPYMEHTH MO0y 10BU rpadiyHuX iHTEpPEiCIB
Ha ocHOBI Kkiacy Control.

VY apyromy po3/iii CIPOEKTOBAHO KOHIICTIIIIO IPU B KOHAUTEPCHKIN TeMaTHIII 3
OpUTIHAIBHOIO Bi3yalbHOIO CTUJIICTUKOIO Ta II1CTbMA TUIIAMU I'€HEPaTOPIB ACUBHOTO
noxony - Keneiika, Mapmenanka, Kexcuk, Jlensank, [Torunk Ta Pixkok - KOXKeH 3 SIKUX
Ma€ yHIKaJIbHY 0a30By BapTIiCTh, MPOAYKTUBHICTh Ta Bi3yaJbHY peNpe3eHTAIlIIo.

Po3pobnieHo apxiTeKkTypy MporpamMHOTO 3a0e3leueHHs Ha OCHOBI KOMIIOHEHTHOTO
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MIXO0AY 13 [EHTPAII30BaHUM T'OJIOBHUM CKPUNITOM main.gd, CUCTEMOIO CUTHAJIB IS
KOMYHIKaIlii MK MOJYJISIMA Ta CJIOBHHUKOM Dictionary 11l ynpaBiaiHHS TJI00aJIbHUM
ctanoM. dopmanizoBaHO MaTEMaTUYHY MOJICITh IFPOBOi EKOHOMIKH 3 €KCIIOHEHITIHOIO
dbynkuiero Baptocti reHeparopiB C(n) = Co X 1*n 13 KoedimieHTOM 3pocTaHHs r = 1.12
Ta JIHIHHOIO MPOAYKTHBHICTIO P(n) = Po X n, mo 3abe3nedye 30amaHCOBaHUNA TEMIT
nporpecii 13 MOCTYNOBUM YIOBUIBHEHHSIM Ha Mi3HIX eramax rpu. CHpoeKTOBaHO
CUCTEMY TEPCUCTEHTHOro 30epekeHHs Ha ocHoBl JSON-cepiamizanii 3 3amucoMm y
JTUPEKTOPIIO User://, MEeXaHI3MOM pE3€pBHOTO KOMIIOBaHHS, BaJlJalllel0 JaHUX 3a
npuniunom graceful degradation, BepcioHyBaHHSM (opmaTy Ta CTpPATETIEIO
aBTO30epEKEHHSI, IO MOEIHYE NepioauyHm (KoxkH1 30 ceKyH/) Ta MOAIE€BUM MiIXOH.
Po3pob6ieno anroputM po3paxyHky oduaitH-tiporpecy 3 gopmyroro offline earnings
=saved cps x elapsed seconds % 0.5 Ta 0OMeKEHHSIM MaKCUMAaJIbHOTO Tepioxy 86400
CeKyHJ1aMH (24 TOuHN).

VY TperboMy po3Miii 3A1MCHEHO MPAaKTUYHY peai3allil0 BCiX CIPOEKTOBAHUX
cucteM. BusHaueHno ¢yHKIIOHaIbHI Ta HE(YHKIIIOHATBHI BUMOTH JIO 3aCTOCYHKY,
OOTpyHTOBAHO BUOIp 1HCTPYMEHTAJIbHUX 3aco0iB Ta HaJAIITOBAHO CEPEIOBUIIIEC
pPO3pOOKH 3 CUCTEMOIO KOHTpOJIO Bepciit Git. PeanizoBaHO OCHOBHI irpOBI MOMYi:
iHimam3amis crany y ready() 13 3aBaHTaXeHHSIM 30€peKEHOro mporpecy; oopooka
aKTUBHOTO KJIIKYy 3 aHIMalli€lo MacirtaOyBaHHs dYepe3 Tween Ta TeHepalli€ro
IJIaBAIOYMX 1HAMKATOPIB; MAacUBHA reHeparliss Ha ocHoBl Timer 3 iHTepBamom 0.1
CEKYH/]IU; YIIPaBJIIHHS T'€HepaTOpaMu 3 TpaH3aKIisIMU IPUA0aHHS Ta €KCIIOHCHI[IHHUM
nepepaxyHKoOM BapTOCTI; 30epeKeHHS Ta 3aBaHTAKCHHS qyepes
JSON:.stringify()/JSON.parse_string() i3 FileAccess; popmaTyBaHHS BETMKUX YHCET 13
KackagHowo cuctemoro cydikcie K, M, B, T. Po3pobieno agantuBHui rpadiuHuii
iHTepdeiic Ha iepapxii By3nmiB Control 13 cHCTeMOIO SIKOpIB Ta KOHTEHHEPIB IS
MacitaOyBanHs Big 480%x800 mo 2560x1440 mikceniB, 110 BKJIIOYAE BEPXHIO MMaHEIb
CTaTUCTHKH, LIEHTpalIbHy KHONKY TextureButton, maHens mara3uHy reHepaTopiB Ha
ScrollContainer Ta MmomanbHi nianord. KombopoBa mamiTpa moOynoBaHa Ha TEIUIUX

MacTeJIbHUX TOHAX KOHJAUTEPCHKOI TeMaTWKH, TUmorpadika 0azyeTrbcs Ha MmIpUPTI
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Pusab, a iHTEepakTHBHI €JEMEHTH CIPOEKTOBAaHI 3 MIHIMAJIbHOIO 00JIACTIO JOTUKY
48x48 mikceniB 3rigHo 3 pekoMeHaarismMu Material Design.

KoMmmiekcHe TecTyBaHHS MIATBEPAMIIO BiAMOBIAHICTH 3aCTOCYHKY BCIM
BU3HAYEHUM BUMOTaM: 4acToTa KajapiB ctaHoBUTh 60 FPS Ha HacTimbHUX cucTeMax Ta
30-60 FPS Ha MOOITBHUX MPUCTPOSX, CIOKHBAHHSI mam'sTi He mnepeBuirye 180
Merabait, gac 3amycky - Big 1.0 mo 5.0 cexyna, po3mip 30ipku - g0 30 merabaiur.
MonynpHe TecTyBaHHS BepuU]IKyBajo KOPEKTHICTh MATEMAaTHUYHUX PO3PAXYHKIB
€KOHOMIKH, TECTYBaHHS NEPCHCTEHTHOCTI MIATBEPAWIIO HAIIMHICTh 30€pEKEHHS B
yCiX cueHapisx, a UX-TecTyBaHHS J103BOJIUIIO MTOKPAIIUTH IHTYITUBHICTH IHTEpP(EHCY.
3aCTOCOBAaHO KOMIUIEKC ONTHUMI3AlIfHUX pIIIEHb: JAMCKPETH3allisl OHOBJIEHb
TEKCTOBUX €JIEMEHTIB, VYIpPABIIHHA JAWHAMIYHUMH BYy3JaMH 3 TPUMYCOBHM
ouuIeHHsM, HanamrtyBanHa Engine.max fps va 30 FPS nns Mo6unbHUX TIaThOpPM,
BUMKHEHHS MII-PiBHIB Ta ONTUMI3alis (DI3UYHOTO IBUTYHA.

Takum 4rHOM, yCi TOCTaBJIEH] 3aBJaHHs KBaJl(iKalliHOI poOOTH BUKOHAHO B
noBHOMY 00cs3i. Pe3ynbratoM € roToBUI O PO3MOBCIOKEHHSI ITPOBUM MPOIYKT
«Candy Clicker», sxuii Moxe Oyt omyOiikoBaHWid Ha mnaTdopmax UHUPPOBOT
auctpuOymii st Windows, Linux, Android Ta y Be6-Opaysepax uepes HTMLS-
30ipky. CucremaruzoBanuil gocBija 3actocyBaHHs Godot Engine nnst po3poOku irop
xanpy Idle/Clicker, BkiItoyaroum apXiTEeKTypHI pIIIEHHSA, METOAU OalaHCyBaHHS
€KOHOMIKM Ta ONTUMI3aIli MPOJYKTUBHOCTI, MOXE OYTH BHUKOPUCTAHUN SK
MPaKTUYHUN MOCIOHUK ISl pO3pOOHHUKIB aHAJIOTTYHUX MPOEKTIB Ta K HABYAIBHUN

MaTepian y Kypcax irpoBoi po3poOKH.
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JTOJATKH

Homatoxk A
extends Node2D

## Candy Clicker — ocHOBHa JIOTiKa TPH
## Candy1 y neHTpi: KJIiK Ja€ MyKEPKHU, IMTpoKayka — OLIbIIe 3a KITIK.

## Candy2—6 y Mara3uHi: Kynyen/npokadyen — Jal0Th MACUBHUHN JT0XI1J.

# Llykepku (BaytoTa)

var candy count: float = 0.0

# Candyl: cuna kiiky (CKUIBKY JJa€ OJMH KJTIK)
var candyl level: int=1

var candies per click: int=1

# Candy2—11: piBenb 0 = He KyIuIeHO, 1+ = KyIUICHO 1 J1a€ MMACUBHUN JTOX1]1

var candy levels: Array[int] = [0, 0, 0, 0, 0, 0, 0, 0, 0, 0]

# IlacuBHuit noxi7 3a cekyHay (cyma Big ycix Candy2—11)

var passive _income per second: float = 0.0

# ba3oBi 1iHU

const CANDY1 UPGRADE BASE: int= 10
const CANDY2 BASE: int =50

const CANDY3 BASE: int =120

const CANDY4 BASE: int =300

const CANDY5 BASE: int =700

const CANDY6 BASE: int = 1500

const CANDY7 BASE: int = 3000
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const CANDY8 BASE: int = 6000
const CANDY9 BASE: int = 12000
const CANDY 10 BASE: int = 24000
const CANDY 11 BASE: int = 48000

# [lacuBHUI 10X1] 3a piBeHb (IIyKepok/c 3a onHy nokynky) — Candy?2..Candy11
const PASSIVE RATE: Array[float] = [0.5, 1.0, 2.0, 3.0, 5.0, 10.0, 20.0, 40.0, 80.0,
160.0]

# Ha3zeu nykepok y marazusi (Candy2..Candy11)
const CANDY NAMES: Array[String] = ["XKeneiika", "Mapmenaaka", "Kekcuk",
"Jlensuuk", "Ilonumk", "Pixok", "lllok. pixok", "Pamyxk. pixok", "CrakaHuuk",

"Tlmom6ip"]

# 1llnsix 30epexenns (user:// — mamnka JaHuX TPU Ha TIPUCTPOT)
const SAVE PATH: String = "user://candy_clicker save.json"
const AUTOSAVE INTERVAL: float =30.0
# MakcumyMm o¢iaiin-yacy juist HapaxyBaHHs (7 IHIB), 100 YHUKHYTH MEPETIOBHEHHS
[P 3MIiHI TOJIMHHHUKA
const MAX OFFLINE SECONDS: float = 7.0 * 24.0 * 3600.0
var autosave timer: float = 0.0

Honaroxk b
# By3mu
@onready var candy button: TextureButton = $CanvasLayer/CandyButton
@onready var label candy: Label = $CanvasLayer/TopBar/Margin/CandyLabel
@onready var shop scroll: ScrollContainer =
$CanvasLayer/ShopPanel/Margin/ScrollContainer
@onready var shop vbox: VBoxContainer =

$CanvasLayer/ShopPanel/Margin/ScrollContainer/VBox
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@onready var click particles template: CPUParticles2D =
$CanvasLayer/ClickParticles

(@onready var settings_button: TextureButton = $CanvasLayer/SettingsButton
@onready var settings_overlay: Control = $CanvasLayer/SettingsOverlay

@onready var settings backdrop: Button =
$CanvasLayer/SettingsOverlay/BackdropButton

@onready var settings_close button: TextureButton =

$CanvasLayer/SettingsOverlay/Center/WindowBox/CloseButton

# Ilyn emiTepiB YacTMHOK: KOXXEH KIIIK 3alycKae CBId BUOYX, IOIMEpPEeaHI He
TIePEPUBAIOTHCS

var click particles pool: Array[CPUParticles2D] =[]

var _click particles_index: int = 0

const CLICK_PARTICLES POOL_SIZE: int= 12

# Knomnkwu, neitdnu ta psaaku marasuty (Candyl..Candyl1)
var shop buttons: Array[Button] =[]
var shop labels: Array[Label] = [

]
var shop rows: Array[Control] =[]

# AHIMalls LEHTPAIbHOI LIYKEPKH

var _idle tween: Tween

const IDLE SWAY ANGLE: float = 0.045 # panmianu (~2.5°)
const IDLE SWAY DURATION: float= 1.4

# Drag-to-scroll Marasuny: 3aTUCHYB 1 IOTATHYB Bropy/BHU3 (MHUIla a00 Majelp)
var shop drag pos: Vector2 = Vector2.ZERO
var _shop drag active: bool = false

const SHOP DRAG THRESHOLD: float=10.0
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func ready() -> void:
_load_game()
_build_click particles pool()
candy button.pressed.connect(_on_candy clicked)
settings button.pressed.connect(_on_settings button pressed)
settings _backdrop.pressed.connect(_on settings backdrop pressed)

settings _close button.pressed.connect(_on_settings close pressed)

# 30upaeMo psAKd, KHOMKKA Ta Jjeibmu 3 wMarasuHy (CandylRow
Candyl1Row)
for 1 in range(1, 12):
var row = shop vbox.get node or null("Candy%dRow" % 1)
if row and row is Control:
shop rows.append(row as Control)
var hbox = row.get node or null("HBox")
if hbox:
var Ibl = hbox.get node or null("Label")
var btn = hbox.get node or null("Button")
if 1bl:
shop labels.append(1bl)
if btn:
shop_buttons.append(btn)

btn.pressed.connect(_on shop button pressed.bind(i))
_update passive()
_update_ui()

_start_candy idle animation()
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func input(event: InputEvent) -> void:
# Drag-to-scroll Mara3uHy: 3aTHCHYB Yy CIIUCKY 1 MOTSTHYB Bropy/BHHU3 (MUIIIa
a00 maselb)
if not shop_scroll.visible or not
shop scroll.get global rect().has point(_shop get event position(event)):
if event is InputEventMouseButton or (event is InputEventScreenTouch
and not (event as InputEventScreenTouch).pressed):
_shop drag active = false
return
# Muma
if event is InputEventMouseButton:
var mb := event as InputEventMouseButton
if mb.button_index == MOUSE_BUTTON_LEFT:
if mb.pressed:
_shop drag pos = mb.global position
_shop drag active = false
else:
if _shop_drag active:
get viewport().set_input as handled()
_shop drag active = false
return
if event is InputEventMouseMotion:
var mm := event as InputEventMouseMotion
if mm.button mask & MOUSE BUTTON MASK LEFT:
if not _shop_drag_active and
_shop drag pos.distance to(mm.global position) > SHOP DRAG THRESHOLD:
_shop drag active = true
if shop drag active:
_shop apply scroll delta(mm.relative.y)
get viewport().set_input as handled()
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return
# Tau (Tenedon)
if event is InputEventScreenTouch:
var st := event as InputEventScreenTouch
if st.index !=0:
return
if st.pressed:
_shop drag pos = st.position

_shop drag active = false

else:
if shop drag active:
get viewport().set_input as handled()
_shop drag active = false
return

if event is InputEventScreenDrag:
var sd := event as InputEventScreenDrag
if sd.index != 0:
return
if not shop drag active and shop drag pos.distance to(sd.position) >
SHOP DRAG THRESHOLD:
_shop drag active = true
if shop drag active:
_shop_apply _scroll delta(sd.relative.y)
get viewport().set_input as handled()

func shop get event position(event: InputEvent) -> Vector2:
if event is InputEventMouse:
return (event as InputEventMouse).global position
if event is InputEventScreenTouch:

return (event as InputEventScreenTouch).position
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if event is InputEventScreenDrag:
return (event as InputEventScreenDrag).position

return Vector2.ZERO

func _shop apply scroll delta(delta_y: float) -> void:
var vbar := shop_scroll.get v_scroll bar()
var max_scroll := vbar.max_value if vbar else 0.0
shop_scroll.scroll vertical = clampi(int(shop scroll.scroll vertical + delta vy),

0, int(max_scroll))

func process(delta: float) -> void:
candy count += passive income_per second * delta
_update_ui()
_autosave timer += delta
if autosave timer >= AUTOSAVE INTERVAL:
_autosave timer = 0.0

_save game()

func _start candy idle animation() -> void:

# ToiimaHHs BITIBO-BIPABO B CIIOKO1

candy_button.rotation = IDLE SWAY ANGLE

_idle tween = create tween()

_idle_tween.set loops()

_idle tween.tween_ property(candy button, "rotation", -
IDLE SWAY_ ANGLE,
IDLE SWAY DURATION).set ease(Tween.EASE IN OUT).set trans(Tween. TR
ANS SINE)

_idle tween.tween_property(candy button, "rotation", IDLE SWAY ANGLE,
IDLE SWAY DURATION).set ease(Tween.EASE IN OUT).set trans(Tween. TR
ANS SINE)



func on candy clicked() -> void:
candy count += candies_per_click
_play candy click animation()
_emit_click particles()

func play candy click animation() -> void:

# EdeKT HaTUCKaHHS: TPOXH CTUCKAETHCS, IIOTIM ITOBEPTAETHCS

var tween := create_tween()

tween.tween property(candy button, "scale", Vector2(0.88,
0.05).set_ease(Tween.EASE OUT).set trans(Tween. TRANS BACK)

tween.tween_ property(candy button, "scale", Vector2(1.0,
0.14).set_ease(Tween.EASE OUT).set trans(Tween. TRANS ELASTIC)

func play button press animation(btn: Control) -> void:

var tween ;= create _tween()

tween.tween_property(btn, "scale", Vector2(0.88,
0.05).set_ease(Tween.EASE OUT).set trans(Tween.TRANS BACK)

tween.tween_property(btn, "scale", Vector2(1.0,
0.14).set_ease(Tween.EASE OUT).set trans(Tween. TRANS ELASTIC)

func build click particles pool() -> void:
click particles_pool.clear()
click particles_pool.append(click particles template)
var parent := click particles template.get parent()
for 1 in range(CLICK _PARTICLES POOL SIZE - 1):
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0.88),

1.0),

0.88),

1.0),

var dup: CPUParticles2D = click particles template.duplicate() as

CPUParticles2D

dup.emitting = false
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parent.add_child(dup)
click particles pool.append(dup)
JlonaTroxk B
func emit click particles() -> void:
# KoxeH KK — OKpeMHii emiTep 3 myiy, mob 6arato KIiKiB HE MepepUBaIn
OJIUH OJTHOTO
var center := candy_button.global position + candy button.size * 0.5
_click particles_index = (_click particles_index + 1) %
click particles_pool.size()
var emitter: CPUParticles2D = click particles pool[ click particles index]
emitter.position = center

emitter.restart()

func on_settings button pressed() -> void:
_play button press animation(settings_button)

settings overlay.visible = true

func on_settings backdrop pressed() -> void:

settings overlay.visible = false

func on_settings close pressed() -> void:
_play button press animation(settings close button)
await get tree().create_timer(0.1).timeout

settings_overlay.visible = false

func on shop button pressed(candy index: int) -> void:

# candy index: 1 = Candyl (cuna kiiky), 2..6 = Candy2..Candy6
(KynuTH/TIpOKayvaTy)

if candy index == 1:

_buy candyl upgrade()



else:

_buy or upgrade candy(candy index)

func buy candyl upgrade() -> void:
var cost := get candyl cost()
if candy_count >= cost:
candy count -= cost
candyl level +=1

candies_per click = candyl level

func buy or upgrade candy(candy_index: int) -> void:
var idx := candy_index - 2 # 0..4 nns Candy2..Candy6
if 1dx <0 or idx >= candy levels.size():
return
var cost ;= get candy cost(candy index)
if candy count < cost:
return
candy count -= cost
candy levels[idx] +=1

_update passive()

func get candyl cost() -> int:

return CANDY1 UPGRADE BASE * candyl level

func get candy cost(candy index: int) -> int:
var idx := candy_index - 2
if idx <0 or idx >= candy _levels.size():
return 0
var level := candy levels[1dx]

var base ;=0
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match candy index:

2:

base = CANDY2 BASE

3: base = CANDY3 BASE
4: base = CANDY4 BASE
5: base = CANDYS5 _BASE
6:
7
8
9

base = CANDY6 _BASE

: base = CANDY7 BASE
: base = CANDYS8 BASE
: base = CANDY9 BASE
10: base = CANDY 10 _BASE
11: base = CANDY11 BASE

if level == 0:

return base

return base * (level + 1)

func update passive() -> void:

passive_income per second = 0.0

for 1 in range(candy levels.size()):
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var rate: float = PASSIVE RATE[i] if i < PASSIVE RATE.size() else

0.5

passive income per second += candy levels[i] * rate

func get passive rate(candy index: int) -> float:

var idx := candy_index - 2

if idx <0 or idx >= PASSIVE RATE.size():

return 0.0
return PASSIVE RATE[idx]

func get candy name(candy index: int) -> String:

if candy_index == 1:
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nn

return
var idx := candy index - 2
if idx <0 or idx >= CANDY_ NAMES.size():
return "llykepka %d" % candy index
return CANDY NAMESJidx]

func get candy description(candy index: int) -> String:
# Ilepmmii paok — Ha3Ba, Ipyruii — edekT/piBeHb (popMar THUC/MIH s
BEJIMKUX YHCEIN)
if candy index == 1:
return "Cuna KKy \n+%s 3a KITiK" %
_format candy count(float(candies_per_click))
var idx := candy_index - 2
if 1dx <0 or idx >= candy levels.size():
return ""
var name_str := get candy name(candy index)
var level ;= candy levels[idx]
var rate ;= get passive rate(candy index)
if level ==0:
return "%s\nue kyreHo" % name_str

var add := level * rate

return "%s\n+%s/c\npiB. %d" % [name str, format candy count(add), level]

func get shop button text(candy index: int) -> String:
if candy_index == 1:
return "IIpokavaTtu (%os)" %
_format_candy count(float( get candyl cost()))
var idx := candy_index - 2
if idx <0 or idx >= candy _levels.size():

nn

return
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var level := candy levels[1dx]
var cost ;= get candy cost(candy index)
var cost_str := format candy count(float(cost))
if level ==0:
return "Kynutu (%s)" % cost_str

return "IIpokauatu (%s)" % cost_str

func _is_shop row_visible(row_index: int) -> bool:
# Candyl1Row=0, Candy2Row=1 3aBxau Buaumi; Candy3Row=2 Buauma sKIo
kyrieHo Candy?2, Toiio
if row_index <= 1:
return true
var prev_candy idx := row_index - 2 # candy levels[0]=Candy2, Tomy psimok
2 (Candy3) Binkpuaetbes npu candy levels[0]>=1
if prev_candy idx <0 or prev_candy idx >= candy levels.size():
return true

return candy_levels[prev_candy idx]>=1

func format candy count(value: float) -> String:
# Kopotkuii popmart: onna nudpa micns kpanku; Big 1000 — "X. X tuc"
var n := int(value)
ifn < 1000:
return str(n)
ifn<1_000 000:
# Bin 1 tuc: "10.0 tuc", "612.0 Tuc" — onna nudpa micas Kpanku
var thousands :=n/ 1000.0
return "%.1f tuc" % thousands
ifn<1 000 000 000:
var millions :=n/1 000 000.0

return "%.1f muH" % millions
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ifn<1 000 000 000 000:
var billions :=n/1 000 000 000.0
return "%.1f mup" % billions

var trillions :=n/1 000 000 000 000.0

return "%.1f tpa" % trillions

func update ui() -> void:

label candy.text = "Ilykepku: " + format candy count(candy count)

for 1 in range(shop rows.size()):

shop rows[i].visible = is shop row visible(i)

for 1 in range(shop_labels.size()):
if 1 <shop labels.size():
shop labels[i].text = get candy description(i + 1)
for 1 in range(shop buttons.size()):
if 1 <shop buttons.size():
varidx :=1+ 1
shop buttons[i].text = get shop button text(idx)
shop_buttons[i].disabled = candy count <

_get shop button cost(idx)

func get shop button cost(candy index: int) -> int:
if candy index == 1:
return _get candyl cost()

return _get candy cost(candy index)

func save game() -> void:
var data: Dictionary = {

"candy count": candy count,
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"candyl level": candyl level,
"candy levels": candy levels.duplicate(),
"saved at": Time.get unix time from system()
b
var json_string := JSON.stringify(data)
var file := FileAccess.open(SAVE PATH, FileAccess.WRITE)
if file == null:
push error("Candy Clicker: He Bmamocs 36epertu 1py: %s" %
error_string(FileAccess.get open_error()))
return
file.store string(json_string)

file.close()

func load game() -> void:
if not FileAccess.file exists(SAVE PATH):
return
var file := FileAccess.open(SAVE PATH, FileAccess.READ)
if file == null:
push_error("Candy Clicker: He Baanocst BiAKpuTH 30epexeHHs: %s" %
error_string(FileAccess.get open_error()))
return
var json := JSON.new()
var parse_err ;= json.parse(file.get as text())
file.close()
if parse_err = OK:
push_error("Candy Clicker: momuiika yutanHs 30epexeHHs (HeBaIAHUI
JSON)")
return

var data: Variant = json.get data()

if typeof(data) != TYPE DICTIONARY:
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return
candy count = float(data.get("candy count", 0.0))
candyl level = int(data.get("candy1 level", 1))
candies per click = candyl level
var arr = data.get(""candy _levels", [])
for 1 in range(candy levels.size()):
if 1 < arr.size():
candy levels[i] = int(arr[i])
else:
candy levels[i] =0
_update passive()
# OdmnaitH-TIporpec: HapaxyBaTd IMAcHBHUN JOXijJ 3a 4Yac, MOKU Ipa Oya
3aKpHTa (32 CHCTEMHHM 4acoM)
var saved_at: float = float(data.get("saved at", 0.0))
if saved at > 0.0:
var now = Time.get unix_time from_system()
var elapsed: float = now - saved at
elapsed = clampf(elapsed, 0.0, MAX OFFLINE SECONDS)

candy count += passive income per second * elapsed

func notification(what: int) -> void:
if what == NOTIFICATION WM CLOSE REQUEST:
_save game()
# Ha Android/iOS: 36epiratu npu nepexonai y ¢on (Home, nmepemuxaHHs
JIOAATKY)
if what == NOTIFICATION_APPLICATION PAUSED:

_save game()



