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BCTYII

AkTyajabHicTb Temu. CydacHa iHAycTpia komm totepHux irop (GameDev) e
OJIHUM 13 HaMOUIBII JUHAMIYHUX CEKTOpIB HUGPOBOI E€KOHOMIKH, IO JEMOHCTPYE
MIOpIYHE 3POCTaHHSA ayAuTOpii Ta 00CsATIB puHKY. OCOOJMBE MiCIe B I €KOCHCTEMI
MOCIJIal0Th JIBOBUMIPHI irpH kaHpy Iiatdopmep. Hespakaroun Ha TpuUBady iCTOPIIO
ICHYBaHHS, 1€ KaHp 3aJMIIAETHCS AKTyalbHUM 3aBISKH THYYKOCTI y TeMMIu3aiiHi,
BHCOKIH 3a]Ty4€HOCTI I'PaBIliB Yepe3 TOUHICTh KEPYBAHHA Ta BITHOCHO HU3bKOMY MOPOTY
BXOJIPKEHHS 7151 He3anexxHuX (indie) po3poOHUKIB.

[Ipouec ctBopeHHs sikicHOro 2D-matdopMepa BUMarae TOHKOTO HaJIalITyBaHHS
irpoBoro mpotecy (gameplay). Ycmix rpu KpUTUYHO 3aJ€XKHUTh Bl MPOEKTYBAaHHS Ta
nmporpamMHoi peatizaiiii 0a30BHX IFPOBUX MEXaHIK: PI3UKHU pyXy MEPCOHAXKA, PO3PAXYHKY
rpaBiTanii, 0OpoOKH KOMi31i, B3a€MOAIl 3 OTOUYEHHSM Ta BOPOTaMH, a TaKOXK IPOBOrO
Oamancy. HaBiTh He3HauHI NMOXMOKM y Ha eTall MPOEKTYBAHHS  3/IaTHI TMOBHICTIO
py¥HYBaTH iIrpoBuUil 10CBia (User experience).

TakuM 4YMHOM, JOCHIIKEHHSI MPUHLIMIIB MPOEKTYBAHHS Ta MPOTrpaMHOI peami3anli
irpoBux MexaHik Miuatdopmepa Ha 0asi pymris Godot € akTyalbHUM HayKOBO-
MPAaKTUYHUM 3aBJaHHSM, IO BIJAMOBIIA€ CYYAaCHUM 3alUTaM 1HAYCTPIi PO3pOOKU
IPOrpaMHOTr0 3a0€3MeUEHHS.

Merta gociizKeHHsI — TEOPETUYHO OOIPYHTYBATH, CIPOEKTYBATH Ta MPAKTUYHO
peani3yBaTH KOMIUIEKC 0a30BUX Ta PO3IMIMPEHUX ITPOBUX MEXaHIK ISl JBOBUMIPHOI
KOMIT IOTepHOT1 Tpu >kaHpy Tutargopmep y cepenosuii po3podku Godot Engine 3a
JOTIOMOT010 MOBH nporpamyBanHs GDScript.

3aBaaHHsl JOCJIIKeHHS — 7 JIOCSTHEHHS TIOCTaBICHOI METH HeoOXiaHO
BUPIIIUTH TaKi 3aBIaHHS: TPOAHAIII3YBATH €BOJIIOIII0, OCOOIMBOCTI Ta YCIIIITHI TATEPHU
reiimauzaiiny 'y oxanpi 2D-mnmatdopmepiB; ¢dopmanizyBaTH TEOPETHYHI ACTEKTH
MPOEKTYBAHHS ITPOBUX MeXaHIK, (Pi3UKH pyXy, TAaWMIHTIB Ta KOJI31{ IJIsl 1TOp IHOTO
TUITY; IPOBECTH MOPIBHSJILHUM aHAJI3 CY4aCHUX ITPOBUX PYILIIiB 1751 po3poOku 2D-irop

Ta oO0rpyHTyBaTH BHUOIp pymnis Godot; CIpOEKTyBaTU apXITEKTypy IFPOBOTO IMPOEKTY,



CTPYKTYPY CIIEHH TMepCOHaXka; MPOTPAMHO pealizyBaTh MEXaHIKd pPyXy, Tpasirtaiiii,
B3aeMoJii 3 00’€KTaMM Ta CHCTEMYy CTaHIB mepcoHaxa (State Machine) Moo
GDScript.

O0’eKkT I0C/iAAKeHHSA — TPolLeC PO3POOKH JABOBUMIPHUX KOMIT IOTEPHHUX 1rop
XKaHpy miaTdopmep.

IIpeamer gociaigskeHHsT — apxiTEKTypHI IMA0JIOHHU, AJITOPUTMHU Ta MpPOrpamHi
3acobu pearizaiii iIrpoBUX MexaHik 1 (i3uku B3aemojii 00’ektiB 2D-mmatdopmepa Ha
6a3i irpoBoro pyuris Godot Engine.

Meromn pocaimxenns. Ilinq yac BukoHaHHA poOOTHM OyauM BHKOPUCTaHI TaKi
METOJY JOCTIPKEHHS: METOAM CHCTEMHOTO aHami3y Ta MOPIBHSHHS — JUIsI BUBYCHHS
ICHYIOUMX aHaJIOTiB, Kiacudikalii MexaHIK Ta BHOOPY 1HCTPYMEHTApil0 pO3pOOKH;
METO/IH 00’ €KTHO-OPIEHTOBAHOIO MPOEKTYBAHHSA — JUIsl (POPMYBAHHSI apXITEKTYPH CLIEHU
MEepPCOHaXKa Ta JiepeBa By3JiB PYIIis;, METOIU KiHIleBUX aBToMaTiB (State Machine) — nmst
MOJICTIOBaHHSI Ta PO3POOKH IMOBEAIHKH ITPOBHUX CYTHOCTEH Ta aHIMallii; MeToau
MaTE€MaTUYHOTO MOJIETIOBaHHS (DI3MYHHUX NPOLECIB — JUIsl PO3pPaXyHKY IapaMeTpiB
1HEepIIii, TepTS Ta MaJIHHS T1J; METOJU €KCIIEPUMEHTAIBHOTO TeCTyBaHHs (TIpodaiiiur,
MJIEHTECTH) — JJIsl BUSIBJIICHHS] TTIOMUJIOK Ta ONTUMI3allli MBUAKOIIT KOJTY.

HaykoBa HOBU3HA OTPMMAaHUX PE3YyJbTATIB TMOJISITA€ Yy CUCTEMATH3AIll MiAXOdIB
710 ajanTarlii KIAaCMYHUX TeiMAn3aiHepChKuX martepHiB 2D-tuardopmepiB (Takux sk
Coyote time ta Jump buffering) mig cnenudiky apXiTeKTypu BY3JIiB Ta CUTHAIIB PYILIs
Godot 4.x, 0 703BOJISIE ONTUMI3YBATH PO3IMOALT OOYUCITIOBAILHUX PECYpPCIB MMia Yac
00poOKM (i3MKH Ta KOJMI31{ y peaabHOMY Yaci.

IIpakTU4He 3HAYEHHS OTPUMAHUX PE3YJIbTATIB MOJSATAE Y CTBOPEHHI TOTOBOTO Ta
ONTUMI30BaHOTO TporpamMHoro maodsony (dpeiimBopky) 2D-mmatdopmepa Ha 0asi
Godot Engine 3 rHyukoro apxiTekTyporo. OnucaHi CKpUNTH, HaJaIITyBaHHS KOJI31i Ta
noOyz0Ba JiepeBa BY3JIiB MOXKYTh OyTH BHKOPUCTaHI IHIMUMHU PO3POOHMKAMH K Oasza
JUISL CTBOPEHHS BJIACHUX ITPOBHUX MPOEKTIB, @ TAKOX y HABYAIBHOMY MPOIEC] MiJ Yac

BUBYECHHS JUCIMILTIH, OB’ I3aHUX 13 TEXHOJIOTISIMH PO3POOKH KOMIT FOTEPHUX 1rOp.



Ctpykrypa Ta 0o6car pod6oru. bakamaBpchka poboTa CKIIaIa€ThCS 31 BCTYITY, IBOX
pO3MLTiB, BHCHOBKIB, CIUCKY BHUKOPHUCTAaHHUX JDKEpEN. 3arajlbHUN 00CAT TEKCTOBOI
qacTHHU cTaHOBHUTH 51 cropinrf komm torepHoro Tekcry. Pobora mMicTuth 2 pucyHku, 1

Tabnuito. CiucoK BUKOPUCTAHUX JDKEpes Halluye 19 HaliMeHyBaHb.



PO3 11 1. TEOPETUKO-METOJOJIOI'TYHI OCHOBA
MMPOEKTYBAHHS IBOBUMIPHUX IT'OP 7 KAHPY INVIAT®OPMEP

1.1. EBosonisi Ta KJII0OY0BI 000, 1MBOCTI kaHpPy 2D-muiardopmepiB B irposiii
ingycrpii

JIBoBUMIpHI mIaThOpMEpH € OJHUM 13 PyHIAMEHTAIBHUX Ta ICTOPUYHO 3HAUYIIIMX
)aHpiB 1HAYCTpii Bigeoirop [8]. IIpoTsirom moHam copoka poKiB CBOTO ICHYBAaHHS IeH
YKaHp TPOKIIIOB NIIAX BiJ MPOCTUX apKaJHUX aBTOMATIB 3 OOMEKCHUMH AUCKPETHUMHU
MO>KJIMBOCTSIMH TICPEMIIIICHHS 10 CKJIQJHUX IHTEPAKTUBHUX CHUCTEM, SKi OIEPYIOTh
IIMOOKMMU  TICHUXOJIOTIYHUMH TIATTEPHAMHM  3aJly4€HHs, PO3BUHEHOIO (DI3UKOI0 Ta
HETIHIMHUM TU3aiiHOM pPiBHIB [2]. AKTYyalbHICTh JOCIIIKEHHS €BOIIOLII LILOTO JKAHPY
3yMOBJIEHa THM, 10 0a30BI MexaHiku 2D-mmatdopmepiB chopmyBanmm camy MOBY
reiMau3aiiHy, a Cy4acHUH pPEHECaHC IH[1-1Irop JAEMOHCTPY€E CTIMKUI MOMHUT Ha HOBI
1HTeprpeTanli KIIACHYHUX MEXAHIK epeMIIIeHHs y pocTopi [5].

EBomromivinuii nuwsix 2D-mmatdopMepiB MOKHA YMOBHO PO3JAUIMTH Ha KUTbKa
KITIIOYOBHX €MOX, KOXKHA 3 SKUX XapakTepus3yBajacs TEXHOJOTIYHHUMH IMPOPUBAMHU Y
cdepi anapaTHOTroO Ta MPOrpaMHOro 3abe3nedeHHs [8].

[epBicHI eleMeHTH BEPTHKAJILHOTO MEPEeMIICHHs 3 sIBHIMCS y Tpi Space Panic
(1980), mpote uepe3 BIACYTHICTb MEXaHIKM CTpUOKa ii 3a3BMYail BBaXKAIOTh JIMIIE
nepeaBicHUKOM JxkaHpy [4]. CrpaBxHIM MOYaTKOM €BOJIIOIIT IIaTGOpMEPiB MPUWHSTO
BBakatn apkamHuii aBromar Donkey Kong (1981) Bim xommanii Nintendo,
cupoektoBanuii Cirepy MisimoTo [8].

VY miit rpi mepcoHax Jumpman (SKui 3rooM cTaB Mapio) ymepiie OTpuMaB
MOXJIMBICTH JIOJIATH TIEPEIIKOU 3a JOTOMOTror0 cTpuoOka [5]. Ha mipoMy erami MexaHika
cTpuOka Oyrna >KOPCTKO JCTEPMIHOBAHOK: TPAEKTOPIS PyXy IMEpPCOHaka B TOBITPI
po3paxoByBajiacs 3a (iKCOBaHOIO Mapadoo0r0, 1 TpaBellb He MIT KOPUT'YBaTH HAIPSMOK

pyXy MicJIsl BIAPUBY BiJI MOBEpXHI [8].
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Puc.1.1. [Xpononociuna wxana esontoyii scanpy 2D-niamgpopmepis

High score culture

HacTtymuuMm TexHooriuHuM Kpokom craB pemi3 Pitfall! (1982) mis koncoui Atari
2600. I'pa mpoaemMoHCTpyBaja  KOHIICHIIIO  JIHIMHOTO  3MIIIEHHS  €KpaHiB
(rOpU30HTAJILHUN CKPOJIHI 1€ He OyB Oe3nepepBHUM, €KpaH IEpeMUKaBCs IpU
JOCSITHEHH1 MEX1), [0 3HAYHO PO3MIMPUIIO MPOCTOPOBUN BUMIpP I'PU Ta BBEJIO MOHATTS
«IrPOBOTO CBITY», IKHI CKJIaIa€ThCA 3 MOCIIJOBHOCTI 30H.

3oJ10THIi Bik cKkpoJiiHr-miargopmepis (1985-1995)

CrpaBxHs peBoJitonis Binoymacs y 1985 pomi 3 Buxogom Super Mario Bros. na
miatgopmi  Nintendo Entertainment System (NES). ['osoBHMM TeXHOJOTIYHUM
JOCSITHEHHSIM CTaB IUIABHUI TOPU3OHTAJIBHUN CKPOJIIHT €KpaHa, KMl pyxaBcs CIiJIOM
3a nepcoHaxeM. ['eiiman3aliHepchKi IHHOBAIlT BKIFOYAJIH:

1. BBenenns iHepiii pyxy (mepcoHax mas a3y po3roHy Ta rajabmyBaHHs) [1].
2. BapiaTuBHICTb BUCOTH CTpHUOKa 3aJI€KHO B1Jl TPUBAJIOCTI YTPUMAHHS KHOMIKH [8].
3. JuuaMiuHu pO3paxyHOK KOJi3i{ y peadbHOMY Yaci [5].

Ha nouatky 1990-x pokiB kommnaHisi Sega 3anpornoHyBaia ajlbTepHATUBHUIN MOTJISA
Ha JkaHp 13 Buxogom Sonic the Hedgehog (1991). ®okyc 3MicTUBCS 3 TOYHOTO
IPOCTOPOBOIO MO3ULIOHYBAHHS Ha KIHETUYHY IIBHJKICTH Ta IMITyJbC (momentum). I'pa
BUMarajga CKJIQJAHIMMUX (I3BUYHUX PO3PAXyHKIB JJIsi B3a€EMOJIII MEpCOHaXa 3

KPUBOJIHIHHUMHU MTOBEPXHSAMU (TIETI1, PAMITH ), 1[0 3MYCHJIO PO3POOHUKIB ONTUMI3YBATH



aJIrTOpUTMH 00poOKH Komi3ii [18].

Kpu3sa xaHpy Ta nepexia y rpuBumipumuii mpoctip (1996-2005)

I3 mosiBoro 32-0iTHUX KoHcouel (Sony PlayStation, Nintendo 64) inaycTpiss MacoBo
nepeopientyBanacs Ha 3D. J[BoBumMipHi miatopmepu cTaiu BBaXKATHUCS 3aCTapiIMMH.
XKaup tpanchopmyBaBcs y TpuBuMipHi cBitu (Super Mario 64, Crash Bandicoot).
[Tpote came B meii mepion Ha moptatuBHUX KoHCosAX (Game Boy Advance) Ta depes
OKpeMi peJi3u Ha CTapliuX KOHCOJIAX TMPOJOBXKYBAaJIM PO3BUBATUCS KOMILUIEKCHI
mipKaHpH, 30KpeMa METPOiIBaHii, K1 3aKJIall OCHOBY JUIsl MaliOyTHHOTO BIAPOIKECHHS
[18].

Inai-penecanc ta cyyacuui eran (2006 — norenep)

[TosiBa 1udpoBoi puctpudyiii (Steam, Xbox Live Arcade) Ta JOCTYMHICT IrPOBUX
pyIIiiB Janu momToBx HOBiM xBwii 2D-mmatdopmepi. Taki npoektn, sk Braid (2008),
Super Meat Boy (2010), Fez (2012) Ta Celeste (2018), moBenu, MO0 JBOBHMipHHIA
OpoCTIp €  1/IeallbHAUM  MalJIaHYuKOM IS TIUMOOKUX  TeWMIU3aiiHEPChKUX
excriepumeHTiB. CydacHi mnatgopMepu poOJsiTh akIEHT Ha CyOMiKCEeNbHIA TOYHOCTI
BBEJICHHSI, 1HTErpallii HapaTUBY B MEXaHIKy Ta BUKOPHCTaHHI CKJIQJHUX aJITOPUTMIB
MpOoLEeIypHOI reHepalii abo cumyALii ¢pizuuHux cepenonuiy [18, §].

Cyuacna xnacudikamis 2D-mmatdopmepiB 6a3yeThbcsi Ha JOMIHAHTHIA 1rpOBi
MexaHin (core mechanic), sika BU3Ha4ae TeMIl rpH, apxiTektypy piBHiB (level design) Ta

BUMOTH JI0 KOTHITUBHUX 1 MOTOPHUX HABUUYOK rpaBiis [8].

Higxanp JloMiHAHTHA ApxiTekTypa Kurwo4vosi
MexXaHika piBHiB pedepencu
Knacuunmit  / Bamanc mik | JliniiiHa abo = Super Mario
Exmen- ctpuOkamMu  Ta  KBa3lIiHIMHA, Bros., Mega

miaaTgopmep 3HUIIEHHSIM JUCKPETHI PiBHI Man, Shovel
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Super Meat Boy,
Celeste, | Wanna
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Braid,

Inside, Fez

Limbo,

Hollow Knight,
Castlevania:
SotN, Ori

1. Cumyasitopu TouHoro crpudka (Precision Platformers)

["'070BHOIO OCOOJIMBICTIO IIHOTO MiPKAHPY € MiHIMI3AIis BUMAAKOBUX (PAKTOPIB
(panmoMy) Ta MakCHMaJIbHE TMIJBUINCHHS BUMOT JI0 MOTOPHOI KOOpJWHAIII TPaBIIs.

['paBentb MOBWHEH BUKOHYBAaTH IMOCHIIOBHOCTI il 13 MIHIMAJIbHUMHU BIKHAMHU IS

TTOMUJIOK.
XapakTepHOIO PHUCOK apXITEKTypH KOJy TaKUX Irop € BHUKOPUCTAHHS
neTepMiHOBaHOTO  (I3UYHOrO  pymmist  (9acTo  CaMONMUCHOTO  a00  CHJIBHO
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MOIM(IKOBAHOTO), OCKIIbKM CTaHmapTHi ¢i3uuHl pymii (Ha kmrtant Box2D) maioth
MIKPOCKOIIIYHI MOXHWOKM dYepe3 HAKOMWYEHHs TMOMUJIOK OKPYTJICHHS 3 IUIaBaI0YOI0
KOMOIO, 1110 HETIPUITYCTUMO IPH MOTPeO1 MiKCeIbHOI TOUYHOCTI Koi3iH [18, 8].

2. Maza-naargopmepu (Puzzle Platformers)

VY mpoMy mijipkaHpi MexaHika cTpuOKa BUCTYNAE HE K TECT Ha IIBUIKICTh PEaKIIii,
a sSK IHCTPYMEHT JUIA TEPEeMIIICHHS MDK €JIeMEHTaMHU MPOCTOPOBOi ab0 JIOT14HOI
rOJIOBOJIOMKH. TeMmn Tpu 3a3BuMYail ynoBUIbHEHUH. PO3pOOHMKM dYacTo BBOASTH
YVHIKaJIbHY MEXaHIKY, SiKa JaMae 3BUYHI MpaBUjia TeOMETpii: 3MiHa mepcreKkTuBu 3 2D B
3D (Fez), BimmoTyBaHHsS 4acy Ha3aj i CTBOpeHHsS BiacHuUX KioHiB (Braid) a6o
MaHInyJAis Gi3UYHUMH BJIACTUBOCTSIMU CBITJIA U TiHI [2].

3. MetpoinBanii (Metroidvanias)

Oco6IMBMIf MifHKaHP, MO MOEIHYE eneMeHTH miatdopMepa Ta Action-RPG. Horo
CYTHICTh TOJISITA€ y BIAMOBI BiJI KOHIEMIII PO3AUIBHUX PIBHIB Ha KOPUCTH €IUHOI,
MacmTabHoi Manu cBiTy. JlocTyn 10 HOBUX 30H OOMEKEHUM BIJICYTHICTIO Y TIEpCOHAXA
NEBHUX 1HCTPYMEHTIB 4d 3A10HOCTEH (HAmpUKIal, MOJABIMHOrO cTpuOKa, puBKa abo
MOKJIMBOCTI PYWHYBAaTU KOHKPETHI THWIU CTiH). JlM3aiiH pIBHIB y METPOIABaHIsAX
Oynyerbest Ha mpuHIMMI HuKIiyHOCTI (backtracking), 3myirytouun rpaBus noBepTaTucs y
BJ)K€ BIJ[BIJIaHI JIOKAIIiil MICIIST OTPUMAaHHS HOBUX anrpeimiB [8].

Jlnst mpoekTyBaHHS €(QEKTHBHUX MEXaHIK y BIACHOMY ITPOBOMY TPOEKTI
HEOOXI1THO JIETaJIbHO MPOaHali3yBaTH CTPYKTYPHI Ta KOHIENTYa bH1 MaTEPHU YCIIIIHUX
NpeJCTaBHUKIB JKaHPY pi3Hux emox: Super Mario Bros., The Legend of Zelda (B

KOHTEKCTI BIUIMBY Ha TOTIOJIOT1IO piBHIB) Ta Hollow Knight.



11

Super Mario Bros.
(KnacnuyHa Mopensb)

B3aemopia: [Jn3aiiH piBHiB: The Legend of Zelda /
AuvckpeTHa JliHiMHKUIA BEKTOP Zelda Il
CTpMBOK = ataKka + pyx 3niBa — HanpaBo | — (répuaHa moaens)

B3aemopin:
IHBEHTapHa
MNpegmeT BigKpHBaKOTL
Lwnax

Au3aiH piBHiB:
EkpaHHa Tononoria
B3aemonoB’A3aHi 30HK

B3aemogisn: Jv3aiH piBHiB:
be3snepepeHa HeniHiHuMA nabipuHT
Bit + maris + air control EkocucTtema cBiTy

Puc.1.2. Ilopiguanvruii ananiz apximexmypHux pitietsb y pepepeHmHux npoEKmax

Super Mario Bros.: ®yHxaMeHT KiHeTUYHOI0 IU3AlHY

I'pa Super Mario Bros. 3amuiiaeTbcst €TalOHOM TOOYIOBU «IrPOBOTO BITUYTTSI»
(game feel). ['oyioBHMIT ypOK HOTO aHaAJOra — HABYAHHS TpaBllsl 0€3 BUKOPUCTAHHS
TEKCTOBUX 1HCTPYKIIIH 3a TOMIOMOTO0 JAu3aiHy mepimoro pisas (Ceit 1-1) [5].

Ieiimau3aiinepcokuii.  narepn «HaBuyanns 4yepe3 mpocrtip»: ['paBenp
3’ABJISIETBCA Y JIIBIM YaCTUHI €KpaHa, a BUIBHUM MOPOCTIp MPABOPYY CTUMYIIOE PyX
ynepen. llepmmii Bopor (Goomba) pyxaeTbcs HA3yCTpid, 3MYIIYIOUM TPaBIL
IHCTUHKTUBHO HATHCHYTHM KHOMNKY CTpuOKa. Po3ramryBaHHs OJIOKIB HajJ BOPOrOM
rapanTtye, 0 HaBITh Y pa3l HEBAAJIOTrO CTpUOKa TpaBellb ad0 BAAPUTHCS 00 OJIOK 1
3HUIIUTH BOpora, abo oTpumae rpud, FKUH JEMOHCTPYE MEXaHIKy 3OUIbIICHHS
MepcoHa)Xka Ta MEXaHIKy JI0JaTKOBOTO KUTTS [5].

®dizuuna Moaenbs Mapio 0a3yeThCcsi Ha YITKOMY po3paxyHKy cui [18]:

1. Teptst 00 MOBEPXHIO: TIEPCOHAXK HE 3YMUHSIETHCS MUTTEBO, IO CTBOPIOE

BIIUYTTS MACH.

2. 3ajiexkHiCTh TPaeKTOPii Big po3roHy: uyuM mBHANIE O1KUTH TMEPCOHAK,

TUM J1ajli ¥ BWINE BIH 3MaTHUN CTPUOHYTH, IO CHOHYKA€ TPaBIl J0 MIATPUMKHU

MOCTITHOTO PUTMY PYXY.
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The Legend of Zelda (BnuiuB Ha miardgopMepu yepe3 NMpPU3MY CHCTEMHOIO
AHU3AIHY)

Xoua cepigs The Legend of Zelda (3a Bumstkom aBoBumipuoi Zelda I1: The
Adventure of Link) nepeBakxHO € MPHUTOTHUIIBKUM E€KIICHOM i3 TONOTrpadiero «BUTIIS
3BEpPXY», i1 CTPYKTYpHI MaTEepHH MaJIM KOJOCAJIbHUU BIUIUB Ha eBomolio 2D-
maTdopMepiB, 30KpeMa Ha MiKaHp METpoiiBaHii Ta nasn-miargopmepis [8, 4].

VY Zelda Il: The Adventure of Link po3poOHuKH Oe3mmocepeiHbO MOETHATN 00HOBY
CUCTEMY 1 JOCTI/HPKEHHS CBITY y JNBOBUMIpHiN nepcnektusi (side-scrolling). ['omoBHUM
naTepHoM, 3arno3ndeHuM i3 cepii Zelda, e xonmemnis «Kimou-3amox» (Key-and-Lock
progression), peaiizoBaHa depe3 TeWMIUICHHI mpeaMerd [19]. fxmo B kiacHaHOMY
wiatopmepl Mepemkoaa A0NAETHCA BUKIIOUHO MEXAHIYHOI MAaNCTEpHICTIO TIpaBLs
(BYaCHUM HaTUCKAHHSIM KHOIKHM), TO IiJ BIUIMBOM Ju3aiiHy Zelda mnepemikona
JIOJIAETbCSI  4Yepe3 IOIIYK CTPYKTYPHOTO €JIEMEHTa IrpoBOi JIOTIKM (HAIpUKIIa,
BUKOPUCTAHHS PYKaBHIlb JUISI TMIAHATTS BAXKKUX KaMEHIB, 110 OJOKYIOThH IaThopmy,
a00 raka JJ1s 3a4eruieHHs 3a JaibH1 ycTynH). Lle neperBopuio miargopmepu 3 YUCTUX
CUMYJIATOPIB Peakilii Ha IHTEeJIEKTyalbH1 JOCTIIKEHHS BIPTYaabHOTO TIpOCcTOpy [4].

Hollow Knight: Cuneprisi 00110B0I cicTeMH Ta IPOCTOPOBOI HABIraIil

Bunymennii y 2017 pomi npoekt Hollow Knight Bix Team Cherry € BepuiuHoio
PO3BUTKY Cy4aCHUX METpPOi/BaHiil. ['pa BUKOPUCTOBYE HAJ3BUYANHO KOPCTKY Ta YyHHY
(responsive) cUCTeMYy KEepyBaHHS IMEpPCOHA)KeM: BIACYTHS TpuBaja ¢asza 1HEpIiHHOIo
PO3TOHY, 3yITUHKA BiJI0OYBA€THCS MalKe MUTTEBO, 110 KPUTUYHO JJIsI CKJIATHUX OOMOBUX
31TKHEHb [18].

Kurouosi marepuu 3ainy4enns rpasis B Hollow Knight:

1. Mexanika «Pogo-stick» (Ctpubok Ha 1BsiXy): I'paBeiib MOke aTakyBaTH BOPOTiB
abo HeOe3neuHi O0’€KkTH (LIMIHK) CHOPSIMOBAHUM BHHU3 YJIapoM TiJ 4ac
nepeOyBaHHs B TMOBITpl. BiyuHuii ynap BIAIITOBXye TIEpPCOHAXKa Bropy,
OHOBITIOIOYHM MOXKJIMBICTh BUKOHaHHS puBKa (dash) abo moagiiiHoro cTpubka 06e3

npu3eMJIEHHsT Ha TBepAy nHoBepxHIO. Lleli marepH moegHye OOHOBY cucrteMy 3
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MEXaHIKOI0 TePEeMIIIEHHs, MEePEeTBOPIOIOYM BOPOTIB Ha JOJATKOBI IIaTHOpMU
[19].

2. Exonomika «Jlymri» (Soul Economy): Pecypc ans JiKyBaHHS Ta BHKOPHCTaHHS
MariyHux 3A10HOCTeH HAaKOMUYYETHCS BUKIIOYHO TiJ] Yac YCHIIIHUX OJMKHIX
aTak Ha BoporiB. Lle cTBOpIo€ MOCTIMHUMN UK PU3UKY T4 BUHATOPOIM: TPABEIb
3MYIIEHUN WTH Ha HeOe3neyHe 30IMKEeHHs 3 BOPOroMm, 1100 OTpUMaTH pecype JJIs
BiJTHOBJICHHS 3710pOB s [2].

3. Tomorpadiunuit Tyman manu: ['paBers norpamise B HOBI 30HU 0€3 OpPIEHTHUPIB.
Jns BiOKpuTTA Manu HeoOxiaHO 3Hailtu kaprorpada Kopuidepa, a mis
B1100pakeHHS BJIACHOTO IMOJIOKEHHS Ha HIM — eKiMmipyBaTH CHEIlaIbHUM aMyJeT.
[le nmocumtoe MOYYyTTSA MEPIIOBIAKPUBAYA Ta 130JL11 y BOPOKOMY CEpEIOBHUIII
[8].

Edextusnicts 2D-1muiatdopmepa BU3HaYa€THCS HE JHIIe rpa@iyHuM opOopMICHHIM
YH CIOXKETOM, a IIIMOMHHOK MaTEMaTUYHOO Ta IICUXOJIOTTYHOIO apXITEKTYPOIO IrpOBOTO
npouecy. MoxxHa BUAUIMTU TpU (QyHAAMEHTAIbHI TelMIn3ailHEpChbKI KOMIIOHEHTH, SIKI
YTPUMYIOTh yBary rpasus [12].

IrpoBe BimuyTTs (Game Feel Ta «Juicey)

[Mousartss Game Feel, ¢popmanizoBane mocnigaukoM CtiBom CBiHKOM, BH3Ha4ae
CyO’€KTMBHE BIAUYTTS KOHTPOJIO HaJa BIpTyalbHUM 00’€kToM. [l mocsrHeHHs
MO3UTUBHOIO ITPOBOTO BIAUYTTS PO3POOHMKM BUKOPHUCTOBYIOTH MPUXOBAHI MEXaHIKH
KOMIICHcaIi JII0AChKoi peakitii [18]:

1. Yac Koiiora (Coyote Time): TumuacoBe BIKHO TPHUBAIICTIO B KUIbKa KaJpiB
(3a3Buuaii 3—6 kaapis ipu 60 FPS), mpoTsirom sikoro nepcoHax Moxe 31HCHUTH
CTpuOOK, HAaBITh SKIIO BiH YXe 3IAIMIOB 13 Kpato TuiarGopmMu 1 (PaKTUIHO
nepedyBae B moBiTpi. Ha3Ba moxoauThs Biag nepcoHaxa mynbThiapMiB Wile E.
Coyote, sikuii 3acTuUraB y TOBITpl mepen maaiHHAM. Ll MexaHika KOMIEHCYe
3aTpUMKy BBeleHHs (input lag) MOHITOpIB Ta MIBUAKICTh peakiii JIOAWHH,

3ano0iraroyu BIIYYTTHO HECIpaBe JIMBOCTI Ipu [18].
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2. bydepuzania crpudka (Jump Buffering): fIkmo rpaBenps HaTHCKae KHOIKY
cTpuOKa 3a KUTbKa KaJpiB JO TOTO, K MEPCOHAXX TOPKHETHCS 3€MJll, CHCTEMa
3amam’siITOBYe 1€ BBEACHHS 1 BHUKOHYE CTPHUOOK aBTOMATMYHO B MOMEHT
npuzemiieHHs. be3 1boro MiKpOKOpeKIIisl mpu3Boauia 6 A0 TOTO, IO MEPCOHAK
«ITHOPYBaB» OW 3aHAATO paHHI KOMaHAM TpaBls, CTBOPIOIOYM BIAYYTTS
HECJITYXHSHOTO KepyBaHHSI.

Cran noroky (Flow State) Ta meTJii 3BOPOTHOI0 3B’A3KY

3riJIHO 3 MCUXOJIOTIYHOIO0 Teopiero Miras UikceHTMirai, CTaH MOTOKY JTOCATAETHCS
TOJ1, KOJIM CKJIQJHICTh 3aBJIaHH 17i€aIbHO BIJINOBIJIa€ PIBHIO HABUYOK KOPHUCTyBaya. Y
maTgopmMepax 1€ peryareThCs FTEOMETPUYHOIO IPOrPECIEI0 CKIaAHOCTI PIBHIB [6].

Irpu Ha xmrant Celeste BUKOPUCTOBYIOTH MHETII0 «MHUTTEBOTO NOBEPHEHHS
(instant respawn): micias cMepTi eKpaH 3racae BChOI0 Ha YACTKy CEKYHIH, 1 TIEPCOHAXK
MUTTEBO 3 SIBIIIETbCA HA T[OYATKy TIOTOYHOI KIMHATW. BiicyTHICTh e€KpaHiB
3aBaHTaXCHHs Ta mTpadiB y BUMIISAL BTpATH MPOTPECy HE JA€ IPABIEBl BUNTHU 31 CTaHY
MOTOKY, TEPETBOPIOIOUM KOXXKHY HEBJIady Ha MIBUAKY ITEpallil0 HaBYaHHS, a HE Ha
MOKapaHHSI.

IIpocroposuii putm (Level Design Rhythm)

Juzaiin piBHIB y TutatrgopMepax aHAJIOTTYHUA CTBOPEHHIO MY3UYHOTO TPEKY.
PosramyBanus 1uiardopM, macTok Ta BOPOTIB 3a7a€ MEBHHUM TeMm pyxy. Po3poOHuku
YepryroTh 30HU BUCOKOI HANpyru (CKJIaIHI CTPUOKH HAJl IIWMAaMU 3 TaWMIHIOM) Ta 30HU
penakcarii (Oe3meuni 1aTGopMu 3 TOYKaMH 30epeKEeHHS abo0 KOJEKIIHHUMH
npeameramu). Konekmiiiai npeamern (MoHetu B Super Mario, nonynuns B Celeste)
4acTO BUKOHYIOTh pOJib Bi3yalibHUX MapkepiB (breadcrumbs), sKi MmiICBIIOMO BKa3ylOTh
TPaBIEBl TPABWIbHY TPAEKTOPII0 CTpuOKa Ta ONTUMAJIBHY Mapadoily TMOJbOTY,

CITPOIIYIOUH MPOCTOPOBY OpieHTalito [8, 15].

1.2. Teoperu4Hi acniekTH reiMau3aiiny Ta gopMasizanis irpoBUX MeXaHIK

[IpoexkTyBaHHS KOMIT'IOTEPHOI TPU BUMArae 4iTKOrO PO3YyMIHHSI TOTO, SIK OKpeMi
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CJIEMEHTH B3a€EMOJIIIOTh MK COOOI0 MJisi CTBOPEHHS IUTICHOTO IrPOBOTO JOCBIY.
Yenmimuuii mnatpopMep HE BHUHUKAE CTUXIHHO; BIH € pE3yJbTaTOM pPETEIHHOTO
MPOEKTYBAHHS, MATEMATUYHOTO MOJICTIOBAHHS Ta 1TEPATUBHOTO TecTyBaHHs. s Toro,
mo0 TpaBellb BiI4yBaB KOHTPOJIb HAJl MEPCOHAKEM Ta OTPUMYBAB 3aJIOBOJICHHS BiJ
MOJOJIAaHHS TIEPEIIKO, PO3POOHUKY HE0oOXiHO QopmaiizyBaTd 0a30Bl IOHATTS
reiMan3aiiHy Ta ajanTyBaTH iX MiJ crnerudiky oopaHoro xkaHpy. Y 1pomMy mnaparpadi
PO3TISAAAIOTHCS KIIFOUOBI TEOPETHUHI KOHIIENITH PO3POOKH 1rop, Taki SK iIrpOBl MEXaHIKH,
IrpoBUi 1MKJI, OajaHC, a TakoX crnenudiyHi natepHu sxkanpy 2D-mmardopmepiB Ta
METOJIU 1X JOKYMEHTYBaHHS.

B ocHOB1I OyAb-fKOro IHTEPAKTHBHOIO MPOJAYKTY JIEKaTh IrpOBI MEXaHIKH. 3
aKaJIeMIvHOT TOYKH 30pY, ITpOBa MeXaHika — 11e Hablp MpaBuil, aITOPUTMIB Ta CUCTEM,
K1 BU3HAYAIOTh, SIK TPaBELb MOXKE B3a€MOJIISITH 3 I'POBUM CBITOM, 1 K LIEW CBIT pearye
Ha 1ii rpaBug. Y koHTekcTi ¢peiiMmBopky MDA (Mechanics, Dynamics, Aesthetics),
MeXaHIKu € 0a30BUM pIBHEM, Ha SKOMY OIlepye pO3pOOHMK. BoHM BKIHOYAIOTH
MaTeMaTU4yHl MOJEJl, CTPYKTYPH JaHHUX Ta alrOPUTMH, SKI IPUXOBAHI BiJ rpaBLs, ajie
0e3rmocepeIHbO BIUIMBAIOTh HA HOTO CipuitHATTS [13, 4].

dopmMarizaiisi MexaHIK O3Ha4ya€ MEpPEeTBOPEHHs aOCTpaKkTHOI 1€l (HampuKIiIa,
«TEepCOoHaX BMi€ CTpUOATH») y YITKHUI HaOIp 3MIHHUX Ta CTaHIB (IIBUIKICTh, TPaBiTallis,
BEKTOp HAmNpsIMKy, MepeBipka 3ITKHEHb 13 3eMiiel0). Y JBOBUMIpPHUX IIaTdhopmepax
0a30Bui HaOIp MeXaHIK 3a3BUYail 0OMEKY€EThCS IEpeEMILIEHHSIM (X01b0a, OIr, pUBOK) Ta
MOJIOJIAaHHSM BEPTUKAIBHUX TepemKko (cTpuOokK, BIACKIK Bim cTiHu). [Ipore came
rOuHa OMpalloBaHHsA IUX 0a30BMX MEXaHIK BIJIPI3HIE MOCEPENHIN MPOEKT BIA
SKICHOTO.

IrpoBuii nuk (Core Gameplay Loop)

BaxuBUM KOHIIENTOM Yy redMu3aiiHi € irpoBuid IMKiI, ado «core loop» — e
MOBTOPIOBAHA TOCTIOBHICTh i, SIKy TpaBellb BUKOHYE TpOTATroM yciei rpu [14].
CtpykTypHO 0a30BHH irpOBHIA IUKJI CKIAJaeThcs 3 Tphox eramiB: «Jlis» (Action) ->

«Peakmis/Buxkmuk»  (Challenge/Reaction) ->  «Haropoma/3BopoTHHIT  3B’SI30K»
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(Reward/Feedback).

st xanpy 2D-mmardgopmepa med MUK MOXKHA JEKOMIIO3yBaTH HACTYITHUM
YUHOM:

1. Amani3 cutyartii: rpaBerb 6aunTh MEePEKoay a00 Bopora Ha eKpaHi.

2. llpuiiHATTA pillleHHS Ta [dis: TpaBellb PO3PAXOBYE TPAEKTOPIIO Ta HATUCKAE
KHOIIKY CTpUOKa y MeBHUII MOMEHT 4acy.

3. Buxonanns wmexaniku: pymiil (y Hamomy Bunaaky Godot) obpoOnsie iHIYT,
3aCTOCOBYE (PI3UUHI CHJIU JI0 TIEPCOHAXKA Ta MEPEMIIILY€E HOTO0.

4. 3BOpOTHMI 3B’A30K Ta HAropoja: MEPCOHAX YCIIIMIHO NPU3EMIISEThCI Ha
HACTynHy IuargopMy (ayaioBizyanbHUil (Pia0eK), IpoCyBarOUuCh OJIMKYE [0
KIHIIS piBHS, 00 30Mpae KOJEKI[INHUN TIPeIMET.

Po3yminHs Ta BianuiioByBaHHs core l0op € KpUTUYHO BAKIMBUM €TaroM. SKIIo
0a3oBa [ig (HAMpUKIaJ, CTPUOOK) HE MPUHOCUTH 33JI0BOJICHHS (BIJCYTHIN Tak 3BaHMIA
Game Feel), To mOBTOpEeHHS IbOTO IUKIIY THCS4Yl pa3iB 3a IPy BUKJIMYE y KOPUCTyBadya
nuiie ¢pyctpartito [12].

IrpoBuii 6anaHc: KpUBa CKJIAHOCTI TA CTAH MOTOKY

IrpoBuii G6anaHc — 1€ MPOLIEC HAJAIITYBAHHS 3MIHHUX TPU 3 METOIO 3a0e3MeUeHHs
ONTUMAJILHOTO PiBHSI BUKIIMKY JUIsl TpaBlid. Mera OanaHCyBaHHS TOJIATA€E B yTPUMAaHHI
rpaBis y crani «mnotoky» (FIow) — mcuxomoriuHoMy craHi, omucaHoMy Mixaem
YikceHT™mixai, KOJM JIOJWHA TOBHICTIO 3aHypeHa B mporec [17]. Cran mnoToky
JOCSITAETBCS  TOJI, KOJH CKIQJHICTh ITPOBHUX BHUKIHMKIB 3pOCTa€ TMPOIOPIIHHO 0
3pOCTaHHsI HABUYOK TPABIISL.

YV mnardopmepax OalaHC peaizyeTbcsi 4Yepe3 JIeBEN-AU3aiH Ta IMapaMeTpu
MepcoHaXka. 3aHAATO BEJIMKa BIJICTaHb MK IUIaTGopMaMu MPU HU3BKIA IIBUAKOCTI
rpaBlisi POOUTH TPy HEMOXKIMBOIO; 3aHAATO Maja — HYAHOIO. bajmaHCyBaHHS TakKOX
BKJIIOYA€ HajamTyBaHHA «pu3uky Ta Haropoam» (Risk/Reward). Hampuximan,
pO3TallyBaHHs I[IHHOTO MpEeAMETa HaJ MPIPBOIO 3MYIILYE TpaBlsl CBIIOMO PU3UKYBaTH,

BUKOPHUCTOBYIOUH CKJIQJIHIII KOMO1HaI1 MexaHik [4].



17

Oco0/1MBOCTI MPOEKTYBAHHA MEXaHIK I IJIAaT(opMepiB

XKanp mmardpopmepiB € yHIKAIbHUM THM, IO BIH TOBHICTIO CIHPAETHCS Ha
MPOCTOPOBE MUCIICHHS Ta MIKPOKOHTPOJIb. Y CHIIIHICTh MPOEKTY 3aJI€KUTh B TOTO,
HACKIJIbKM 1HTYITUBHO 3pO3YMIJIOI0 Ta TMepeadadyBaHOIO € MOBEAIHKa MepcoHaxa [2].
JI71s1 TOCSITHEHHSI BUCOKOI SIKOCTI IMPOBOTO MPOIIECY HEOOXITHO JAETAIbHO CIPOEKTYBATH
HACTYIHI aCTeKTH:

1. ®i3uka ctpudka (Jump Physics)

VY peanbHOMY XHUTTI (Pi3uKa pyxy MIIKOPSETHCS 3akoHaM HpioTOHA, /16 00’ €KT Mae
1HEepIilo, a rpaBiTalisl € KoHcTaHTor. Ilpore y reliMau3aiiHl 1atgomepis
«peanicTuuHay (Pi3uka 4acTo € BOPOroM «IlikaBoi» rpu. Hampukian, y cepii Super
Mario un Hollow Knight rpasiTaiiis € 1uHaMi4HO¥O.

[Ipu npoexTyBaHHI CTpUOKa PO3POOHUK Ma€e BPaXOBYBATH TaKl MapaMeTpu:

1. Jump Force (Ilouamxosa cuna cmpubka): MUTTEBE 3aCTOCYBAHHS CHJIU 110 OC1 Y.

2. Apex (Anoceu cmpudka): HaWBHIIA TOuYKa Tpaektopii. [ mokpaieHHs
VIOPABIIHHS TpaBITALII0 YaCTO THMYAcCOBO 3MEHIIYIOTh Yy TOYIl arorero, IIo
JT03BOJISIE TPABIIEBl TPOXHU «3aBUCHYTH» B MOBITP1 Ta TOYHIIIE PO3PaXyBaTH MiCIIe
PU3EMIICHHS.

3. Variable Jump Height (Bapiamuena eucoma cmpubra): BUCOTa CTpuOKa Mae
3aJeXaTh BiJA TOro, sIK JOBrO TIpaBellb YTPUMY€E KHOMKY. 3 TOYKH 30Dy
nporpamyBanHsi B Godot, 11e peanizyeTbesi NUITXOM 30UIbIICHHS TPaBITALlIiTHOTO
mHOkHHKa (Gravity Multiplier), saxmo rpaBers BiAMycKae KHOMKY CTpUOKa 10
nocsarHeHHs amnorero. lle mepepuBae cTpuOOK 1 MIBUAKO TSITHE MEPCOHA)XKa BHU3,
JIAF0YM TPaBI0 aOCOIOTHHI KOHTPOJIL HAJl TpaekTopieto [1, 2, 17].

B3aemoguist 3 orouennsim Ta koJisii (Collisions)

Konizii — me maremMaTM4yHMA METOJI BU3HAUEHHS NEPETHHY JIBOX OO0 €KTIB Y
npoctopi. Y 2D-mnardopmepax Haituactime BukopuctoByeTbes AABB (Axis-Aligned
Bounding Box) — npsiMOKYyTHI 30HHU 3iTKHEHHS, 5IKi HE 00EPTaIOThCA.

dopmaitizaliist KO3 BUMarae po3ijeHHs iX Ha TUIIH:
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1. Hitboxes (30Hu aTaku): AUISHKH, sIKI 3aBIAIOTh IMKOIW (HAMPUKIIA, 30p0s Tepost
a00 IIUIHN).

2. Hurtboxes (30HM Bpa3nuBOCTI): AUISHKHU TLIA MEPCOHAXKA, K1 MOXKYTh OTPUMATH
HIKOJTY.

3. Environment Collisions (Komi3ii reomeTpii): BU3HA4aIOTh, € € 3eMJIsl, CTIHU YU
crenst. Y Godot aist iboro BUKOpUCTOBYEThCS By30: Tumy CharacterBody2D (a6o
KinematicBody2D y crapux Bepcisx), sskuii Hajjae BOy10BaHI METOIU Ha KIITAJIT
move and slide() ta is_on floor() [7]. BaxxiuBuM acnekToM € HalamTyBaHHS
macok Ta mapiB (Collision Layers and Masks) nnst ontumi3zanii oounciaeHsp, moo
rpaBelb HE NEPEBIPSIB 3ITKHEHHS 3 IEKOPATUBHUMH efleMeHTaMu (ony [16].

3. Taiimiaru: Mexa nika Coyote Time

Opni€ero 3 HAaUMOMIMPEHIUX TPodJieM Y aTgopMepax € JoAchka peakiis. Yacto
rpaBellb HATUCKAE KHOMKY CTprOKa Ha JIOJI0 CEKYHAM Ii3HIIIe, HIXK MePCOHaX 31MIIOB 3
kpato miarpopmu. CyBopa marematuuna Jorika (if not is_on floor: jump = false)
npu3BeAe 10 TOro, IO TMEPCOHAXK MPOCTO BMHajAe, 1 TpaBelb BiA4Yye, MO TIpa «HE
BiJIpearyBajia» Ha MOro HaTUCKaHHS, 1110 BUKJIMKAE CHIIbHE po3aparyBanHs [12].

J1yst BUPIIEHHSI IIHOTO KOTHITUBHOTO IUCOHAHCY TeHMIN3aiHEPH BUKOPUCTOBYIOTh
natepH «Coyote Time» (Ha3BaHuii Ha 4yecTh Koiota 3 mynbTdimsMiB Looney Tunes,
SKUW BUCIB Y TIOBITPI, MEPII HIXK BIIACTH).

AJITOPUTMIYHO 1I€ peali3yeThCs TaK: pO3pOOHUK CTBOprO€ Taiimep (3a3Buyait 0.1 —
0.15 cexynnu, abo 6-8 xaapis pu 60 FPS). Konu nepconax 3anuinae kpait miardopmu,
BiH (hakTM4yHO mepeOyBae B craHi majiHHg, ane taiimep Coyote Time no3Bossie oMy
3IIMCHUTH MOBHOLIHHUMA CTPUOOK, SIKILIO KHOMKA OyJia HATUCHYTa O BUYEPIIAHHS 1[bOTO
yacy. lle poOuTh ympaBiiHHS 3HAYHO M SIKIIUM 1 TIpoOavae IpiOHI MOMUIIKK TPaBILSL
[12].

4. Taiiminru: Mexanika Jump Buffering (bydepusauis crpudka)

Cnopigaernm 1o Coyote Time € marepu Oydepuzartii inmyTy. CuTyalisi: mepcoHax

najgae Ha I1at@opMy, 1 TpaBelb Xoue 3AIMCHUTH CTPUOOK OApa3y B MOMEHT
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npu3eMJIeHHs. SIKIo TpaBenh HATUCHE KHOMKY 3a 5 KapiB 10 JOTUKY 10 3eMJIi, 6a30oBa
JIoTiKa TPOITHOPYE IO Mif0 (a/pKe TMEPCOHaX IIe B MOBITPi), 1 MIiCHT TpHU3EMIICHHS
cTpuOKa HE BIAOYIEThCS.

Mexanika Jump Buffering 30epirae HaTUCKaHHS KHONKH CTpuOKa y mam’sarti (y
Oydepi) Ha KOpOTKUH MpoMiKOK Yacy (Hampukian, 0.15 cekyHam). SIKIo mpoTsarom
[HOTO Yacy MEepPCOHAX TOPKAETHCS 3eMJll, 30epekeHa KOMaHJa BUKOHYETbCS MUTTEBO.
[le 3a0esmeuye inmeanbHy TMJIaBHICTH ((IIOIHICTH) pyXiB TOpPH  IIBUIKICHOMY
MIPOXOJIPKEHHI PIBHIB (CIiipaHax) 1 CTBOPIOE BIAYYTTS BHUCOKOI YYTIMBOCTI KEPYBAHHS
[2].

Po3poOka koHuenT-10KyMeHTauii

[IpoexTyBaHHS BCIX BHUIICONMMCAHMX MEXAHIK HEMOXJIMBE 0€3 HaJIeKHOI
dopmaimizamii y BUMIISAl JoKyMmeHTalli. [lepm HIX HanmucaTu MEpIIMi psiioK KOAY B
Godot, reitmauzaiitnep mae crtBoputu Konment-mokyment (Concept Document) abo
Vision Document, sikuii 3roJloM pO3IIMPIOETHCS 0 MOBHOIIHHOTO JlM3aitH-10KyMeHTa
rpu (GDD - Game Design Document) [4].

KOHIIeNT-10KyMEHT CIIyrye «KOMIIACOM» IPOEKTy. Moro mera — BinmoBicTd Ha
KJIFOUOBI MUTAHHSA 1010 TPH A0 MOYATKY PECYPCOMICTKOIO €TaIy pO3pOOKH:

1. High Concept (Ilimu): KopoTKuii ONKUC IPU OJJHUM-IBOMA PEUCHHSIMH (HAPUKIIA],
«/IBoBuMipHMIT Ta3n-maTdopMep, 1€ TpaBellb Ma€ MaHIMYJIOBATH TPaBITAIIEIO
JUTSL BUPIIIICHHSI IPOCTOPOBUX TOJIOBOJIOMOKY ).

2. Linvosa ayoumopis ma pegepercu: BusHaueHHs TOTO, Ui KOTO CTBOPIOETHCS T'pa,
Ta aHali3 iICHyrO4YUX aHayoriB (Hanpukiaia, Celeste st xapKOpHUX TpaBiiiB abo
Ori and the Blind Forest 1151 npuXuibHUKIB JOCTIKEHHS ).

3. Cmosnu ouzauny (Design Pillars): Tpu-yotupu dyHIaMEHTANIbHI MPUHIIANH, HA
Kl CIHUpaeTbcsi Bech TMpoekT. Hampuxnaa: «Bucoka pauHamika pyxiBy,
«Bincytricts BunagakoBoctei (RNG)», «HuradenpHult mikcemb-apT.

4. Core Mechanics (Onuc 6azoeux mexanik): Ilepenmik ycix MOXXIUBOCTEH TpaBlis

(cTpubOK, pUBOK, aTaka) 3 MOIMEpPeHIM OMUCOM TXHIX MapaMeTpiB (BiJICTaHb PUBKa,
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yac KyJJayHy).

5. Mempuka ceimy (World Metrics): ®opmanizaiist po3mipi. B Godot 2D po3mipu
BUMIPIOIOTHCS B MIKCEISAX. Y KOHLENT-JOKYMEHTI HEOOX1JIHO YiTKO 3a(iKCyBaTH:
po3Mip TUIMTKW TaliceTy (Hampukian, 16x16 abo 32x32 mikcens), BHUCOTY
MEepPCOHAXKa, MAKCHUMaJlbHYy BHUCOTY CTpUOKa y Tailllax, MakCUMaJibHy IIUPUHY
MpoBaILIs, IKY MOKE nepecTpuOHyTH mnepcoHax. lle HeoOXimHo juist Toro, 1100
JeBeN-Au3aiiHep MIr OyAyBaTd piBHI, TapaHTOBAHO 3HAIOUM (HiI3MYHI MOMKIMBOCTI
repos [14].

Hactynaum eranom € ctBopeHHsi TexHiyHoro pauzaiiH-gokymenta (TDD -
Technical Design Document), ne aOCTpakTHI MEXaHIKH OIHCYIOTbCS MOBOIO
apXITEKTYpU MPOTPAMHOTO 3a0e3MeUeHHs: CTPYKTYpH KJIACiB, JIEPEBO BY3JIB PYIIis
Godot (Node Tree architecture), oOpoOka curHamB (Signals) Ta narepHu
nmporpamyBaHHS (HallpuKJiaj, BUKopucTtanHsa State Machine aJis KOHTpOJIIO aHIMaIli Ta
CTaHIB I'PaBIIs).

TakuM YMHOM, TEOpETUYHE MPOEKTYBaHHA Ta (Qopmanizaiis € 000B’SI3KOBUMU
eTanamu, 10 MepeayroTh MPaKTUYHINA po3poOili. BripoBamkeHHsT TaKMX HEBUIUMUX JISI
3BUYAMHOrO0 KOPUCTYyBaya, aje KPUTHUYHO BaxJMBUX MexaHiK, sk Coyote Time, Jump
Buffering ta BapiaTuBHa TpaBiTallis, 03BOJISI€ TMEPETBOPUTH OA30BHI MPOTOTHUI
miatdomepa Ha MpodeciiHui ITPOBUN MPOAYKT 13 BUCOKMM PIBHEM 3aTy4eHHS TPaBIIs

3, 18, 2].

1.3. OOrpynryBaHHsi BHOOpPY IHCTPYMEHTAJbLHHX 3aC00iB PO3pPOOKM:
NMOPiBHAJILHUI aHAJII3 IrPOBUX PyWIiiB Ta apXiTeKkTypHi ocodauBocTi Godot Engine
[lepexin BiJ eramy KOHLENTYyaJlbHOTO MPOEKTYBaHHS Ta (opmanizaiii irpoBUX
MeXaHIK JI0 X 0e3MmocepeHbOI MPorpaMHoi peasizailii BuMarae o0TrpyHTOBaHOTO BUOOPY
0a3oBoro iHCTpyMmeHTapito po3poOku. CywyacHa IHAYCTpiS KOMII' IOTEPHUX 1rop

MIPOTIOHY€E TIMPOKUU criekTp irpoBux pymiiiB (Game Engines), siki € KOMIUIEKCHUMHU
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IpPOrpaMHUMU CEpPEeIOBUIIAMH, 1110 00 €HYIOTh Y c001 rpadiunuil penaepep, Ppi3udHuit
pyuiii, cuctemy oOpoOKH 3BYKY, IHCTPYMEHTH aHiMalii_ Ta iHTepQeiic 1is HanuCaHHs
irpoBoi Joriku [3, 14]. Jlis po3poOku TBOBUMIPHOTO 1uiaTdopmepa BUOIp peIeBaHTHOTO
pyUIist € KPUTUYHO BAKJIMBUM, OCKUIBKM HAJMIpHA CKIIQIHICTh 1HCTPYMEHTY MOXKE
NPU3BECTH JIO HEPaIllOHAIBHOIO BHUKOPUCTAHHS amapaTHUX pPecypciB Ta yacy
pO3poOHUKA, TOMI K HEIOCTAaTHS (DYHKIIIOHAJIBHICTh — JI0 HEMOXKJIMBOCTI peasizyBaTh
3allJJaHOBaHI TeWMIu3aliHEepChbKI maTepHH (Taki SK CKJIaaHI  (GI3UYHI  KOJI3ii,
OararonrapoBuil mapajiakc abo CUCTEMHU YacTHHOK) [1, 2, 14].

VY nanomy naparpadi npoBOAUTHCS KOMIUIEKCHUM MOPIBHSJILHUN aHAII3 IPOBITHUX
irpoBux pymiiB — Godot Engine, Unity, Unreal Engine Ta GameMaker — 3a KJ1r040BAUMH
KpUTEpIsIMU: apXiTekTypa pobotu 3 2D-rpadikoro, Mojaenb JileH3YBaHHS, CHUCTEMHI
BUMOIM Ta JIOCTYIHI MOBHM INporpamyBaHHa. Ha ocHOBI 1poro anamsy (popMyeTbcs
oOrpyHtyBanHs BHOOpy pymriss Godot nmns peanizaiiii MpOEKTy, a TaKOX JI€TaIbHO
JOCIIJIKYIOTBCSL MOTO YHIKAJIbHI apXITEKTypHI MapagurMu (By3JIOBa CHCTEMa Ta MOBa
GDScript), 1o 3a06e3neuyroTh BUCOKY MIBUIAKICTh MPOTOTUITYBaHHA [ 1, 13].

Kpurepii nopiBHAUIbHOI0 aHAJI3Y iIrPOBUX pyUIiiB

Jlns 3a0e3nedeHHss 00 €KTUBHOCTI BHOOPY IHCTpYMEHTapiio OyJ0 BHU3HAYEHO
4oTUpU (QyHIAMEHTAIbHI KPUTEPIi, sIKi 0e3MocepeIHhO BIUTMBAIOTh HA JKUTTEBUMA ITHKI
PO3pOOKHM 1HII-TIPOEKTY Ta aKaaeMiuHOo1 KBaidikaiiitHoi podoTu [14]:

e Crnenudika peHJIepuHTy Ta poOOTH 3 ABOBUMIPHUM IpocTopoM (2D): HasBHICTH
BujineHoro 2D-pymrisi 4y BukopuctaHHs 3D-mpoctopy 3 OpTOrOHaIBHOIO
MPOEKIIIETO.

e Monenp JiUEH3YBaHHS Ta BIJKPUTICTh BHUXIJHOTO KOAY: (PIHAHCOBI YMOBH
BUKOPUCTAHHS, MpaBa BJIACHOCTI HA KIHIICBUU MPOIYKT, JOCTYMHICTh BHUXITHOTO
KOJy ISl MOU(p1KaITiH.

e CucremMHI BUMOTH Ta ONTHMI3allisl: CIOXXHWBAHHS PECYpCiB IEHTPAIBHOTO Ta
rpadigyHOrO TMPOIECOPIB K CEPEAOBHINEM pPO3POOKH (pEemakTopoMm), TakK 1

CKOMITLILOBAaHUM KiHHeBI/IM MMPpOAYKTOM.



22

e Ekocucrema mnporpamyBaHHsS: JOCTYMHI MOBHU NpPOrpaMyBaHHs, IIBUAKICTH

KOMIUISALIT, 3py4HICTh B3a€EMO/I1 KOy 3 BI3yaJIbHUMU €JI€MEHTaMU PYIIIisl.

AHaJti3 pod6oTH 3 1BOBUMIiPHOI0 rpagdikoro (2D)

Pospobka  kmacmydoro  2D-mmatdopmepa  BuMarae  BHCOKOi  TOYHOCTI
nosurionyBanHs 00’ekTiB  (Pixel-perfect TounicTh), omnTUMI30OBaHOI poOOTH 3i
cipaittamu ta tainceramu (TileSets).

Unity ictopuuno ctBoproBaBcs sik 3D-pymriii. Po6ora 3 2D y Unity peanizoBana
yepe3 BUKOPUCTAHHS TPUBUMIPHOTO TPOCTOPY, J€ JBOBUMIPHI 00’€KTH € TIIOCKHUMU
nosiroHamu (quads), Ha sIKI HATSATHYTI TEKCTYpH, a KaMmepa NEepeBeAeHa B PEXHUM
oproroHasibHOi mpoekiii (Orthographic Camera). Xoua Unity npomnoHye MNOTYXH1
iHcTpyMeHTH 2D-po3po6ku (2D Lights, Sprite Shape), cama apxitekTypa 6a3yeTbcsi Ha
3D-maremartwuii (BUKOPHCTAHHS BEKTOPIB 13 BiCCIO Z, pO3paxyHOK TNIMOWHU 4epe3 Z-
oydep). Lle nomae neBHUX 0OYHMCITIOBAIBHUX HAKIAIHUX BUTpPAT.

Unreal Engine (UE) € ingycTpiaibHUM CTaHIApTOM JUisi CTBOpeHHS AAA-irop 3
peanictuunoro 3D-rpadikoro. Pobora 3 2D y UE peanizoByBanacs yepe3 MOJIYJIb
Paper2D, npote Ha naHuii MOMEHT BiH HE OTPUMY€E aKTUBHOTO PO3BUTKY BiJI KOMITaHii
Epic Games. CrBopennss xkiacuuHoro 2D-mmatdpopmepa ©Ha Unreal Engine
CYNPOBOJIKYETHCS OOPOTHOOIO 31 CKIIaIHOIO (hI3UKOFO PYIIIs, ika onTUMI30BaHa mija 3D-
Macu Ta 00’€MHU, a HE MiJl JUCKPETHY MIKCEIbHY JIOTIKY [4].

GameMaker 3 caMoro moyatky mpO€KTYBaBCS SIK BUKJIIOYHO JBOBUMIPHUN PYUIiil.
Bin mae imeanpHy apxitektypy mis 2D, mparroe 6e3mocepenHbo 3 MIKCEIbHUMU
KOOpJIMHATaMU €KpaHy 1 € CTaHJapTOM JJisi CTBOPEHHSI peTpo-irop (y HbOMY CTBOPEHI
taki xitu, ik Undertale Ta Hollow Knight).

Godot Engine mMae yHikanbHy riopuany apxitekrypy. Ha Bigminy Big Unity, Godot
MICTUTh JiBa aOCOJIFOTHO HE3alieXKH1 peHaepepu: oauH s 3D, 1 oxpemuit s 2D.
Po6ota B 2D-cepenoBuiii Godot BiIOyBa€eThCsl y CIPABKHIX MIKCEIBHUX KOOPAMHATAX
(me mouatok koopauHaT (0,0) 3HAXOAWUTHCA y BEPXHbOMY JIBOMY KyTi ekpana). Lle

JO3BOJISIE JOCATTU MaKCHUMaJIbHOI TOYHOCTI Ta YHUKHYTHU apTe(i)aKTiB SIIAKYBAHHA,
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xapaktepaux s 3D-nmpoexiii. Boynoana cuctema By3mniB TileMap (abo oHOBIeHUM
TileMapLayer y Godot 4.X) Hanae MOTY>KHUN 1HCTpYMEHTapiil JJIs CTBOPEHHS DPIBHIB
maTdopMepa 3 MATPUMKOI aBTOMATHYHOTO TamiHry (Autotiling) Ta HaamITyBaHHSIM
MIOJTITOHIB KOJI31# MpsiMo B pemakTopi pymris [1, 13].

IHogiTnka JileH3yBaHHS

Y KkoHTekcTi 0akajgaBpCbkoi pPOOOTH Ta TOTEHIIMHOTO pei3dy 1HIi-TpH
JIIEH3yBaHHs BIAIrpae BUPIIATBLHY POJIb.

Unity po3MOBCIO/UKYETHCS 3a MPOINPIETAPHOIO JIIEH31EI0 3 MOJEIIIIO ITAMUCKH.
HemonaBui 3miHu B jineHsidHii  momitumi  komnanii  Unity  Technologies
(BopoBakeHHa Runtime Fee — math 3a BCTaHOBJIEHHS TpPU KOPUCTyBadamu)
BUKJIMKAJIM  3HAYHE 3aHENOKOEHHS Cepell HE3aIeKHUX PO3POOHMKIB  LIOJ0
Hernepen0auyyBaHOCT] (PIHAHCOBUX PU3HKIB.

Unreal Engine npomnoHye A0CTYNHY MOJENb: PYLIiil € OE3KOIITOBHUM 1O MOMEHTY,
MOKK Tpa He 3apobuth 1 minbition monapiB CIHIA, micias 4oro CTATYETbCS POSUITI Y
po3mipi 5% BiJ BaIOBOTO JOXOTY.

GameMaker nepeioB Ha CkJagHy OaraTOpIBHEBY CHCTEMY IMIANMKMCOK, 1 XOod4a
0a3oBa Bepcisd cTajla 0E3KOIITOBHOIO JIJIi HEKOMEPLIMHOTO BUKOPUCTAHHS, €KCIIOPT Ha
OuTBIIICTD MIAaT(OpPM BUMAarae (piHaHCOBUX BKJI/ICHb.

Godot Engine kapauHambHO BIIPI3HIETHCS BiJ KOMEPIIMHUX KOHKYpeHTiB. lle
IPOEKT 13 BIAKPUTUM BUXIIHUM KoJaoMm (Open-Source), SIKMH pO3MOBCIOKYETHCS 3a
minensiero MIT [1]. Lle o3navae, 1mo po3poOHHUK OTpUMY€E a0COIIOTHY CBOOOY: PYIIIiii €
MOBHICTIO OE€3KOIITOBHUM JiJIsl OyAb-SKHMX IUJIeH (BKJIIOYAOUM KOMEPIIiiiH1), BI1ICYTHI1
pOSUITI, MIJNUCKA YU MpUXOoBaHi miarexi. KpiMm Toro, HasBHICTh BIAKPUTOIO KOJYy Ha
C++ mo3BoJisie pO3pOOHHKAM CaMOCTIMHO MOAM(IKYBATH SAPO pyIIis mia crenudivyni
noTpeOu CBOTO MPOEKTY [5].

CucreMHi BUMOTY Ta NPOAYKTUBHICTH cepelOBHINA PO3POOKH

He3amexHi mpoekTH dacTo po3poOJsSIOThCS Ha amapatHoMy 3abe3nedeHHi

CEpPEAHBOTO PIBHSI.
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Unreal Engine mae Ham3BUYailHO BHICOKI CHUCTEMHI BHMOTH. 3aIlyCK peIaKTopa
BUMarae 3Ha4yHUX oOcariB ornepatuBHOl mam’sTi (Bix 16 I'b mo 32 I'b) Ta moryxHOI
JTUCKPETHOT BiIeOKapTU. CKOMMIIBOBAHUN MOPOXKHIA MPOEKT TAKOXK Ma€ BEIUKUN
po3mip 6a30BuX OiHApHUX (ailiiB.

Unity 3aiimae npoMiKHY To3uIi0. [Iporiec BIAKPUTTS MPOEKTY Ta KOMITUIALIT KOIY
MOXe 3aiiMaTh 3Ha4YHUK Yac (1HOA1 XBWJIMHHM), 110 YIOBUIBHIOE ITEPAaTUBHUN MpOIIEC
PO3pOOKH Ta TECTYBaHHA APIOHUX 3MiH.

Godot Engine Bupi3Hs€ThCS O€3MpPEIEICEHTHOIO JIETKICTI0. BuKOHyBaHuii aiin
pyuuia Baxxutb MeHie 100 MerabaiiT, He BUMarae IHCTaJALIL B CUCTEMY Ta 3aITyCKAaeThCs
3a Ji4eHl ceKyHAHu. BiH cTaOuIbHO Mpalioe HaBiThb Ha HOYTOYKax 3 1HTETPOBAHUMHM
rpadiyHUMH TIPOLIECOPAMH, 110 POOUTH MOTrO0 i€aJIbHUM JJi pO3pOOKH B OyAb-SKHX
yMOBax. 3aBIKH ONTHMMI30BaHiil cucTtemi 30UpaHHS, 4Yac BiJ] HATUCKAHHA KHOIKU
«Play» 10 3amycky TIpu CKJIaJa€ MEHIIEC CEKYHJIM, IO KapIWHAJIBHO ITiJBHUIIYE
MIPOJYKTUBHICTH Mpalli porpamicta [12, 3].

MoBu nporpamMmyBaHHS Ta apXiTEKTYpa JIOTIKH

Unity BukopuctoBye C# sk enuny odimiiiny MoBy. lle moTyxkHa, cTporo
TUIMI30BaHa 00 €KTHO-OPIEHTOBAHA MOBAa, SKA YYyJOBO MIAXOIUTh MJi MacIITaOHUX
NPOEKTIB, aji¢ BUMarae HalKMCaHHS 3HAYHOTO o0csary «Ooitepmieit-koay» (boilerplate
code) mys mpocTHX 3aBaaHsb [14, 16].

Unreal Engine 6a3yeTtbcs Ha ckiaganomy C++ 3 BJaCHUMHM MakKpOCaMH Ta CUCTEMI
Bi3yalbHOro  ckpuntyBaHHs  Blueprints.  C++  3abe3neduye  MaKCHUMaJbHY
IPOJIYKTUBHICTh, aje Ma€ HAUBUIIMK MOpIr BXOJDKEHHS, Toal sk Blueprints MoxyTh
NEPETBOPUTUCS HAa HECTPYKTYPOBAHUW «CHAreTTi-KOA» TMpH peajizaiii CKIagHOI
MaTEeMaTUYHOI JIOTIKH.

GameMaker BukopucroBye BracHy GameMaker Language (GML), sika 3 pokamu
€BOJIIOIIIOHYBAJIA, aJi€¢ 3QJIMIIAETHCS HIMIEBOIO 1 Majo0 3aCTOCOBYETHCS IM0O3a MEKaMH
[BOTO PYIIiS.

Godot Engine miarpumye nekinbka MoB odimiiino: C++, C# (uepe3 Bepcito .NET)
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Ta BiacHy ckpuntoBy MoBy GDScript. MoxmuBicte BukopuctanHs GDScript s
HAIMCAHHS JIOTIKM BEPXHBOTO PIBHS Ta TEHMIUICIO, 3 OMIIOHAIBHUM BHHECEHHSIM
«BAXKHUX» 00UUCITIOBANIBHUX anropuTMmiB Ha C++, € Baromoro nepesaroto Godot [17].

[TimcymMoByrOUM MOPIBHAJIBHUAN aHai3, MOKHA CTBEPKYBAaTH, IO IJISI PO3POOKHU
2D-nnatopmepa B pamkax OakanmaBpcbkoi pobotu Godot Engine € HaiOuIbII
peJieBaHTHUM Ta pallioHaTbHUM BUOOpoM. BiH Hajae creriani3oBaHUi 1HCTPYMEHTapii
s 2D, BiAPI3HIETHCA BHCOKOIO HMIBUAKICTIO POOOTH, HE OOMEXKYETHCS KOMEPLIHHUMU
JUEH31sIMU Ta J03BoJisse cOKycyBaTucs Ha TeilMmau3aiiHi, a HEe Ha OOpoThOl 3
apxiTekTyporo 3D-pyuiis.

ApxitektypHi nepesaru Godot: Bysinosa (Node) cucreMa Ta KOMIIO3UILisSl CLIEH

Opniero 3 HalBaXIWBIMMX BigMiHHOCTeM (Godot Bijg Takux cucteM, sk Unity, €
BiMOBa Bij KiacuuyHOi apxitektypu «GameObject-Component» Ha KOpHCTH TIHOOKO
lepapxigHoi By3noBoi cuctemMu (Node-based architecture) Ta mnapagurmm «Bce €
cuenoro» (Everything is a Scene) [1, 3, 15].

B apxitektypi Unity (ECS aGo TpaguuiiiHiii KOMIIOHEHTH1), pO3pOOHHUK CTBOPIOE
nopoxHit 00’exkT (GameObject), Ha sikuii «HaBimrye» pizHi komroHeHTH (Transform,
SpriteRenderer, Collider, Rigidbody, kopuctyBampbki ckpuntu). OO’€KT € TPOCTO
KOHTelHepoMm [16].

V¥ Godot 6a3oBoro ogunMIEIO € By3oa (Node). By3on — 11e 00’ €KTHO-Opi€HTOBaHMIA
KJIac, SKUW Mae TMEBHY Ccheliaii3oBaHy (QyHKiio (Hampukian, Sprite2D wmamtoe
kaptuHky, CollisionShape2D Buznauae dopmy 3iTkHeHHs, AudioStreamPlayer
BIJITBOPIOE 3BYK). KOxkeH By30J1 MOKe MaTu Oy/Ib-sIKy KUIBKICTh JOUIpHIX BY37iB. Pazom
BOHU (PopMYyIOTh AepeBo By3iiB (Scene Tree). Konm rijika Takoro aepeBa 30epiraeTbes
Ha JIUCK, BoHa ctae Crenoro (Scene) [1, 17].

Cuena B Godot € d¢yHaaMeHTaTIbHUM OYIBEIBHUM OJIOKOM, SIKUU peanizye
OPUHITUIT KOMIIO3HINT B 00’€KTHO-OpIEHTOBaHOMY TmporpamyBaHHI. CIiieHa MOXKe
NPEJICTaBIISITH OKpeMy 30p0or0, BOpOra, eleMeHT iHTepdeiicy abo Bech IrpoBUN PIBEHb.

Bynb-sKy CTBOpeHy CIIeHy MOKHA 1HCTaHIIIFOBaTH (instantiate) B 1HIINA CIIEH] K €IUHUN
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BY3O0JL.

Jlnst po3poOku  TutatrgopMepa ISl apXiTeKTypa € ifeanbHOw. Hampukmian,
cTBOproeThesl crieHa Player, sika mictuth kopeneBuil By3on CharacterBody2D (1o
BINOBIIa€ 3a KiHeMaTHuHy (i3uky). Jlo HBOro MOUIpHIMU BYy3JIaMH JIOAAIOTHCS
AnimatedSprite2D (animaris), CollisionShape2D (xit6okc rpasust) Ta Camera2D (11106
KaMmepa cliiayBaia 3a rpaBuem). Ll creHa MOBHICTIO 130JbOBaHA Ta CaMOJIOCTaTHS
(inkancynpoBaHa). Ii MokHA MoMicTUTH Ha Oyab-AKuii piBeHb (crieHy Level 1), i Bona
0Jipa3zy MOYHE MpaloBaTU. SKIO HEOOX1THO CTBOPUTH KUJIbKA THUIIIB BOPOTIB, MOKHA
ctBopuTu 0OazoBy cueHy Enemy, a motim HacmigyBatu (Scene Inheritance) Bimg Hei
FlyingEnemy ta GroundEnemy, mnepeBu3Hauarouu JMiIe iXHI  coerudiyHi
XapakTepucTuku (crpaitu un noBeAinky Al). Taka opranizaiiist apXiTEKTypH J03BOJISIE
CTBOPIOBATH HA/3BUYANHO YHUCTHI, MaclITaOOBaHWII Ta MOIYJbHHM KOJ, MOBHICTIO
YHUKAIO4H JTyOJIFOBAHHS.

[lle oHUM apXITEKTYpHUM MaTepHOM, INIHOOKO iHTerpoBaHuM y Godot, € cucrema
CurnaniB (Signals), sika € peami3zaiietro kinacuyHoro natepny Crnoctepirau (Observer).
Curnany J03BOJISIIOTH BYy3JaM CHUIKYBaTUCS MK CO00I0, HE Maro4yu >KOPCTKUX
nocujiaHb OAMH Ha OJHOro. Hampukian, KOaM TrpaBelb TOPKAETHCS IIMIIB, BY30II
Area?D (murnu) rerepye curnan body entered. Ckpunt rpasus ado iHTepdeiicy Moxe
MIJMACATUCS HA IeH CUTHAJI 1 3MEHIIUTH IKairy 3J0poB’s. lle 3abesmeuye cmabky
3B’s13HICTh Koay (loose coupling), 1110 3HAYHO MOJIETUIY€E MIATPUMKY Ta PO3LIUPEHHS I'PU
[15].

GDScript ik IHCTpYyMEHT IIBUAKOTO MPOTOTUITYBAHHS Ta peajizallii irpoBoi JIOT1KU

JInst HamMcaHHs 1rPOBOi JIOTIKM B paMKaX JAHOrO MPOEKTY OyJ0 OOpaHO MOBY
GDScript. Lle BucokopiBHEBa, TMHAMIYHO THITI30BaHA MOBA MPOTPaMyBaHHsI, CHHTAKCHC
K01 Bi3yarbHO Haraaye Python. Bona Oyna po3po0Oiena cnenianbao ais Godot Engine,
110 3abe3neuye yHIKaIbHUN piBEHb ii 1HTerpairii 3 pymriem [13].

Buxopuctanns GDScript qae HU3Ky CyTTEBHUX IepeBar Ha eTarni peasnizaiii iIrpoBUx

MeXaHiK 1aTdopmepa:
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Biocymuicmo 3ampumox na xomninayiro. Ha Bigminy Big C#, xon Ha GDScript
KOMITUTIOETBCSI B OAMTKOM MHTTEBO TiJ Yac 30epexxkeHHs ¢aitmy. Ile mo3Bosse
BIPOBAKYBATH TPUHIMN IBUJAKOTO mnpoTroTunyBaHHs (Rapid Prototyping) —
PO3pOOHUK MOYKE 3MIHMTH MIBUAKICTH CTpUOKA rpaBIls a0 rpaBiTalliio, 1 OApasy K
MIEPEBIPUTH II€ B TPi, HE UCKAIOUM «301PKM» TIPOEKTY.

Cneyianizosani munu 0anux 01s ieposoi mamemamuxu. MoBa MICTUTh BOYJI0BaHi
TUTIA I BeKTOpHOI anreOpu (Hampukian, Vector2 ta Vector3). OOuucieHHS
HaIpsIMKIB, HOpMauiel, mBuakoctent (velocity) ta Bigoutts (bounce) aist 00poOku
KOJII31M 3ailMae MIHIMYM PSIIKIB KOJY 3aBISKA BOYJOBaHUM MaTEMaTHUUYHUM
MeTozaM (TakuM sik move toward, lerp, normalized).

Ticna 63aemoo0isn 3 depesom cyenu. Ockinbku GDScript Hanucanuii crneriaabHO
st Godot, BIH Mae CHHTaKCMYHUN IYKOp Il JOCTYIY JO BY3JIIB CLEHH.
Omnepatop $§ abo nupexktmBa (@onready J03BOJSIOTH MHTTEBO OTPHUMYBATH
MOCWJIAHHS Ha IHIII BY3JIM B 1€papxii, IO pOOUTh MaHIMYJAIII0 00’ €KTaMu
IHTYiTUBHO 3po3yminoro (Hampukiaa, $Sprite2D.play(«runy) BUKIMKAE aHIMAIIIIO
oiry).

Ilocmynosa munizayis (Gradual Typing). Ilounnaroun 3 Godot 3.1 Ta 3
noAanbIIuM TokpamieHHs M y Godot 4.x, GDScript miaTpumMye CTpory THUITIZAIIO.
Po3poOHMK MO’ke BKazyBaTH THIU 3MIHHUX, apTYMEHTIB (YHKIIINA Ta 3HAYEHb, 110
noBepTaroThes (Hanpukiaf, var speed: float = 300.0). Lle nmigBuiye 6e3nexy Koy,
3HWXKY€ KUIBKICTh MOMUJIOK Ha €Tanl BUKOHAHHS Ta ONTHMI3y€ MPOIYKTHUBHICTh
py1isi.

Ynpaeninnsa nam’asmmio Ha ocnosi niopaxyuky nocunanv (Reference Counting).
GDScript aBTOMaTUYHO KEPye TaM’STTIO JJIs1 O1IBIIOCTI 00’ €KTIB (KpIM BY3JIB, SIKi
pO3pOOHUK Mae BUIAIATH SIBHO 3a jgonomorotr queue free()). Lle wmiHimizye
npobnemy «bpiziB» mig yac podotu 36mpaua cmitts (Garbage Collector), sika
4acTo € rnpobiemoro B irpax Ha C# abo Java.

3aBasgku  BOymoBaHOMY  (I3MYHOMY  PYIIIFO Ta METOJaM Ha  KIITaIT
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move and slide() y 6azoBomy kiaci CharacterBody2D, 6a3oBa ¢izuka miatdhopmepa
peali3yeThCs IeCATKOM psiaKiB koxy. Lle BuBUIbHSE yac po3poObHHKa Il (POKYCyBaHHS
Ha CKJIQJHUX Ta YHIKaJbHUX TeHMIM3aliHEPChKUX MeXaHlKaxX: pealis3allii cTaHiB
KiHIleBoro aBromara (State Machine) i rpaBms, HamamTyBaHHI «COyote timex
(MOXKJIMBOCT1 CTpUOHYTH TPOTATOM KUIBKOX (peiMiIB micias magiHHA 3 Iatgopmu),

Ooydepuzarii ctpubdbka (jump buffering) Ta cTBOpEHHS MOBEIIHKHA BOPOXXHUX 00 €KTIB [5,

15].

PO3A1J1 2. ITPAKTHYHA PEAJIIBAIIA IT'POBUX MEXAHIK TA
APXITEKTYPU JBOBUMIPHOI'O IINIAT®OPMEPA Y CEPEJOBHIII
GODOT ENGINE

2.1. ApxiTeKTypa irpoBOro nNpo€EKTy Ta NPOEKTYBAHHS CIIEHU MEPCOHAXKA

[lepexin Bim KOHIENTYaJdbHOTO €Taly TeWMau3aiHy 110 Oe3mocepeHbol
IpOrpamMHOi peasizaiii BHMara€ 4YiTKOTO BHM3HAYEHHS apXITEKTypu MaiOyTHBOTO
irpoBoro mpoekty. CywacHi irpoBi pymri, 30kpema Godot Engine 4-i Bepcii,
MPOTMOHYIOTh BUCOKHM CTYIiHb CBOOOAM B oprasizauli (aitioBoi cuctemMu Ta noOyaoBi
JIOTIYHMX 3B’S3KIB MDK IrpoBUMU 00’ekTamu. OpHak 151 cBOOojma 0e3 HaleXHOI
nonepeaHboi  popmaimizarii MOXKE TPU3BECTH JO HEKOHTPOJIHOBAHOTO 3POCTAHHS
TEXHIYHOTO OOpry, YyCKJIagHEHHs pedakTOPUHTY Ta MpoodsieM 13 MaciTaOyBaHHSAM
npoekty. Jlanuit maparpad mTpUCBSIYEHUN pPO3pOOI 0a30BOI apXITEKTYpH TMPOEKTY,
CTBOPEHHIO OINTHUMAJILHOI CTPYKTYpU KATaJlOTiB, a TaKoX (PyHIaMEHTaJIbHOMY e€Tamy

po3poOku  1atdpopMepa — TPOEKTYBAHHIO CIIEHM TOJOBHOTO IEPCOHAXa 3
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BUKOPHUCTAHHAM BY3710B0Oi cuctemu (Node-cuctemn) pymrist Godot.

OcHOBOIO Oyab-SIKOTO TPOTPAMHOTO 3a0E3MEUEHHS € 3po3yMmija Ta JIOTIYHO
CTpyKTypoBaHa (haiijioBa cuctema. ¥ KOHTEKCTI PO3pOOKH irop, € MPOEKT CKIATAEThCS
HE JIMIIE€ 3 BUXIJHOTO KONy, aje W 3 BEIMKOi KUIBKOCTI MeJia-pecypciB (TEKCTYypH,
ayniodaiau, mpudTH, aHiMaIllli), TpaMOTHa OpTaHi3alis JUPEKTOPId CTae KPUTHUYHO
BaKuBoio [4, 14].

Pymiiii Godot BuKOpHUCTOBY€e BipTyanbHY (DaiiJloBy CHUCTEMY, KOPEHEBHUU KaTajor
SKO1 TMO3HAYaeThesl mpedikcom res:// (Bim ciopa resource). Ha BiaMiHy Bij OaraThbox
IHIIUX PYIIiB, $KI HaB A3yIOTh PO3POOHUKY >KOPCTKY CTpyKTYypy, Godot mo3Bosise
JIOBUIbHY oprani3zaiito. Jljist naHoi 6akanaBpcbkoi poOOTH 0ysi0 00paHO KOMIOHEHTHO-
OpIEHTOBAaHUN MIAXIJl 0 CTPYKTYpPYBaHHsS PECypcCiB, KM 0a3yeThCs Ha TpYITyBaHHI
(aiiiB 3a IXHIM (YHKI[IOHAIIBHUM NMPU3HAYECHHSIM, a HE 3a TUIIOM (hailiry.

CTpyKTypa KaTajoriB MPOEKTY MAa€ HACTYITHUHN 1€papXidHUN BUTIISI:

e res://assets/ — kopeHeBa TeKa Ui BCIX IMIOPTOBAHMX 30BHIIIHIX PECYpCiB,
sKa, y CBOIO Yepry, MOIISEThCS Ha:

o /sprites/ — rpadiuni pecypcu (CripalT-IINTH, TaiaceT, GOHN);

o /audio/ — 3BykoBi edextu (SFX) Ta ponoBa my3zuka (BGM);

o [fonts/ — daiimu mpudTis (.ttf, .otf) anus iHTepdeiicy kopucTyBaya.

e res://scenes/ — teka i 30epeKeHHS IrpOBUX ClieH ((aiyiu 3 PO3MTUPEHHIM
tscn). Ockuibkun  apxitektypa Godot 3aoxouye MOIYJIBHICTb, U JUPEKTOPIS
CTPYKTypOBaHa 3a piBHEM aOCTPAaKITIi:

o /entities/ — cuenu irpoBux cytHocTel (rpaBeis, Boporu, NPC);

o /levels/ — crienu irpoBHX piBHIB Ta TXHIX I1a0JIOHIB;

o /ui/ — cuenu inTepdericy kopuctyBada (rojoBue meHio, HUD, wmeHro
naysu);

o /interactables/ — 00’exTH, 3 AKMMH MOXIJIWBA B3aEMOiS (MPEAMETH IS
300py, YEKIIOIHTH, IEPEMHKAY]1).

e res://scripts/ — rmobGampHa aupexTopis It ckpuntiB Moo GDScript
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(paiimm .gd). Xoua Godot mo3Bossie 30epiraTi CKPUNTH TOPYY 31 CIIEHaMH (110 €

JOPEYHUM ISl CHerupIuHuX BY3JiB), TJIOOAIBHI CHUCTEMH, TaKi SIK CHHIJITOHU

(Singletons) Ta menemxepu ctaHiB (State Managers), po3MILIyIOTbCSL caMme TYT, Y

migKaTanosi /autoload/.

Takuit apxiTeKTypHUM Tiaxidg 3a0e3reuye BHUCOKWN PpIBEHb I1HKAMCYJIAILIi.
Hanpuknan, k1o BUHUKae HEOOX1HICTh MOAU(IKYBATH JIOTIKY a00 30BHIIIHIN BUTJIS
TOJIOBHOT'O T'eposi, PO3POOHUK 3BEPTAETHCS 0 OAHIET KOHKPETHOT AUPEKTOPIi, e 310paHi
BCl TIOB’SI3aHI 3 HHUM PECYpPCH, IO 3HAYHO NPUINBHUJIIYE HABITaIlll0 B YMOBax
pO3pocTaHHd KO0J10BOI 0a3zu. OKpiM TOro, Taka CTPYKTypa iJ€aJbHO MIJAXOJWUTH JUJIsS
BUKOPUCTAHHSA CHUCTEM KOHTpPOIKO Bepciil (Hampukiazn, Git), MIHIMI3YIOUM PHU3HKHU
BUHUKHEHHS KOH(IIIKTIB MU 3IUTTI riIoK (merge conflicts).

VY KaHpi JBOBUMIPHOIO IUIATGOpMEpPa TOJOBHUU TMEPCOHAXK € IEHTPAILHUM
00’€KTOM, uepe3 sSKUU TpaBellb B3a€EMOJIIE€ 3 BIPTyaJIbHUM CBITOM. Ycsi (i3uka rpu,
BiuyTTs ynpasmiHHs (Game Feel), nunamika cTpuOKIB Ta peakilis Ha KOJI31i 3ajexXarh
BiJl TOT'0, HACKIJIBKM TPAMOTHO CIIPOEKTOBAaHA CUCTEMa YIPABIIHHS EPCOHAKEM.

VY pymiii Godot 06’ €KTH KOHCTPYIOIOTHCS IUISIXOM KOMOIHYBaHHS 0a30BHX OJIOKIB —
By31mB (Nodes). Cuena (Scene) sBisie co00w0 ie€papXxidHe JEpeBO BY3IIB, SIKE
30epiraerbcsi 'y GailioBiii cuctemi Ta Moke OyTH IHCTaHI[iioBaHE (CTBOPEHO $SIK
EK3EMIUISIP) B 1HIIMX CIIEHAX HEOOMEKEHY KUIbKICTh pa3iB. /{51 CTBOpPEHHS TOJIOBHOTO
reposi 0yJi0 MPUKUHATO PILIEHHS CTBOPUTH OKpeMy He3zallexkHy ciieHy Player.tscn.

[lepmmM Ta HaBaXIMBIIIIMM KpOKOM € BHOIp KopeHeBoro By3na (Root Node) mms
ui€i cuenu. ®iznynuit pymiii Godot 2D nponoHye Tpy OCHOBHI TUIU (PI3UYHUX T1T IS
nuHaMmiyHuX 00’ekTiB: StaticBody2D, RigidBody2D Tta CharacterBody2D.

StaticBody2D He migxoauTh, OCKUIBKH MPU3HAYCHUM JUISI HEPYXOMOI TeoMeTpii
(cTiHM, miamora).

RigidBody2D xkepyeTbcsi BuKIOUHO (i3uuHuM pynieM. Pyx Takoro o06’ekrta
peami3yeTrbcsi uepe3 3actocyBaHHs cui (forces) Ta immynbciB (impulses). Xoda 1ie

pealicTUYHO, Ui KJIacM4HOro Iuiatdopmepa Takuil miaxig € XuOHuM. ['paBiesi
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noTpiOeH TOYHUM, apKaJHUM 1 MUTTEBHM KOHTPOJb HaJ TEPCOHAXKEM: 3JaTHICThH
MUTTEBO 3yMUHATUCA, MIHSITH HalpsSMOK PyXy B MOBITp1, irHOpYyBaTH iHepuio. Jlocsartu
1poro 3a gonomoror RigidBody2D Bkpaii ckiagHO 1 BUMarae mocTiiHOTO «JIaMaHHS
(b13MYHUX 3aKOHIB PYIIIis.

CharacterBody2D (skuit y mnomepeanix Bepcisix Godot 3.x wMaB Ha3By
KinematicBody2D) € inmeanmbHuM BuOOpoM g Hamoro 3aBaaHHs. Lleit Byzou
CTBOPEHHI CHeIalIbHO AJIs IEPCOHAXIB, AKUMH KEepY€ IrpaBellb a00 MTYYHHUIN 1HTEIEKT.
Bin He migkopsieThCs TIIOOANBHIM CHUJl TSDKIHHS aBTOMATHYHO 1 HE pearye Ha iHI
¢13uuHi Tina 0e3 SBHOrO NPOrpaMyBaHHS. 3aMICTh I[bOTO PO3POOHUK Ma€ MOBHHIA
KOHTPOJIb HaJl BEKTOpPOM MIBUAKOCTI (BiactuBicTh velocity). IlepemiteHus
3MIACHIOETBCS 32 Jomomoroto BOyaoBaHoro wmetony move and slide(), sxuit
aBTOMAaTUYHO PO3paxoBy€ KOJMi3li, KOB3aHHS B3JOBX CTIH Ta 3abe3nedye IUIaBHY
3YNUHKY MPU 31TKHEHH1, TOBEPTa04u 1HPOPMAIIIIO PO HOPMaJi TOBEPXOHb.

[lepexin po3pobHukiB Godot y 4-it Bepcii Big KinematicBody2D 1o
CharacterBody2D 3HauHO cpOCTHUB pO3pOOKY miIatdopmepiB, OCKUIbLKH HOBUN BY30J1
B)K€ MICTUTh BOYJOBaHI BJIacTUBOCTI velocity Ta HampsiMky Bropy (up direction), ski
paHilie J0BOJWIOCA MEepeaBaTu AK apryMeHTu y ¢yHkuito nepeminieHHs. Came Ha 6asi
CharacterBody2D OyayeTbces JoriKa HaIIoro MpoTaroHicTa.

[Ticns BcranoBnenHsi CharacterBody2D sik kopeHeBOro Bys3ia, HMOro HEOOXiITHO
pPO3LIMPUTH JOYIPHIMU KOMIIOHEHTaMH, $KI BIANOBLAATUMYTh 3a BI3yalll3allilo,
BU3HAUCHHS (I3UYHUX MEX, CIIOCTEPEKEHHS Ta aHIMariio. 3TigHO 3 NPUHIMIAMU
KOMIIO3HI1Iii, CIIeHa TpaBIlsl OyJia CIIPOEKTOBaHA 3 BAKOPUCTAHHIM HACTYITHOI 1€papXii:

Bizyaaizauisi: By3oa Sprite2D

Ockinbku 6azoBuii By30a1 CharacterBody2D € nuie abcTpakTHOIO MaTeMaTUYHOIO
TOYKOIO y MPOCTOPI, BIH MOTPeOye rpadiyHoro npeacrapieHHs. s 1poro sk oUipHIi
By3011 nomaetbest Sprite2D. 1leit koMmoHeHT BimoBigae 3a peHaepuar 2D-TekcTypu Ha
eKpaH.

VY KOHTEKCTI Cy4acHOrO MPOEKTYBAHHS 1MOp 3aMICTb BUKOPUCTAHHS JI€CATKIB
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okpeMux (ailyliB il KOKHOTO Kajpy aHiMmaiii BUKOPUCTOBYETHCS €IUMHHM apKyIIl
cupaiitiB (Sprite Sheet). Y BmactuBocTsix Bysna Sprite2D B posmimi  Animation
HaJIAITOBYIOThCS MapaMmeTpu Hframes (KiapkicTh KajpiB mo ropu3oHTami) Ta Vframes
(KITBKICTH KaJIpiB 1Mo BepTukaii). e m103BoJise pymrir0o aBTOMaTUYHO Hapi3aTh TEKCTYPY
Ha OJIHAKOBI CETMEHTHU. 3MIHA BJIACTUBOCTI frame /03BOJIsIE MIBUAKO MEPEMUKATUCS MK
KajipaMu aHiMallii (0ir, CTpuOOK, MaIHHS).

Takox BaXJIMBUM €TaloM € HajamryBaHHsS napamerpa Offset (3mimenns). Jlns
mwiaTopMepiB HaMKpaIow MPaKTUKOK € BCTAHOBIEHHS TOYKA MpuB’sizku (Origin)
BHM3Y M0 1eHTpy mojeni (Bottom-Center), a He no nentpy mac. lle 3HauHO crporrye
MaTeMaTU4H1 PO3paxyHKH MPU PO3MIIIECHH] IEpCOHaXa Ha MOBEPXHI (IT1]171031), OCKUIbKH
KOOpJIMHATH 00’e€kTa OyAyTh TOYHO BIAMOBIAATH KOOPAMHATAM TOYKH JIOTHUKY HIT
MEepPCOHaXa 3 3eMIICIO.

O0poodka 3itkHenb: By3oa CollisionShape2D

Jlnst Toro, o0 rpaBelb He MPOBAIIOBABCS KPi3b TEKCTYPH Ta MIT B3a€EMOISATH 3
nepemkoiaMu, pi3MuHOMY PYLIiI0 HEOOX1AHO HaAaTH 1H(OPMALI0 PO FEOMETPIIO T
nepcoHaxa. 3a e Bianosinae By3on CollisionShape2D.

BuOip npaBuibHOi ¢opmu (Shape) nns miarpopmepa € KPUTHUHO BaXKJIMBUM
apXITeKTYypHUM pimieHHsM. Moxe 3aatucs, mo npsaMokyTHuk (RectangleShape2D) e
JIOTIYHUM BHOOPOM Il JTBOBUMIPHOTO CIIPaiTy, MPOTE HA MPAKTHUINl MPSIMOKYTHI
KOJIaliJIepy BUKJIMKAIOTh NPOOJIeMy «UIIUIIHHS 3a KyTu» (corner snagging). Ilix dac
nepeMilieHHs o piBHIO, ckianeHomy 3 TaitmiB (TileMap), imeansHO piBHA TOBEPXHS 3
noryisiyy (pi3UYHOTO pyHIis CKIANAEThCS 3 MIKPO-CTUKIB. [IpsiMmokyTHHMI Komaiinep 3
HOTO rOCTPUMH KyTaMH YacTO 3a4ilTa€ThCs 3a Ii CTUKH, BUKJIIMKAIOUN PANTOBI 3YITUHKU
rpaBus (jitter).

Tomy 1715 po3pobku 1aHoi rpu Oys0 06pano popmy kancynu (CapsuleShape2D). i
3a0KpyTJieHa HIDKHS 4YacTHHA JI03BOJISIE TEPCOHAXY IUIABHO KOB3aTH TIO MIKPO-
HEPIBHOCTAX Ta aBTOMATHYHO 3IIAJUKY€ MIAMOM Ha HEBEIMKI MEepenIkoan (HampuKIiaj,

CXOJIMHKH BHUCOTOIO B OJIMH TIKCEJb), 110 3HAYHO Mokpainye 3araabHuii Game Feel.
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BepxHs yacThHa Karcyiau aHAJOTIYHO 3aro0irae 3aCTpAraHHIO TOJIOBU MPHU CTPUOKAX y
BY3bKi TyHEIII.

Kontpouas nous 3opy: Byzoa Camera2D

Hactynmuum kommnonentoMm cueHu € Camera2D. Bona 3a0esmnedye BifCTEKEHHS
MIPOCTOPOBOIO TIOJIOKEHHSI MepcoHaXka. [IpUKpimieHHsS KaMepu sIK JIOYIpHBOTO By3Jja
Oe3nocepeIHbO J10 TPaBId 3MYIIY€E ii aBTOMAaTUYHO HACHiAyBaTH Horo TpaHcdopmariii
(pyx mo ocsix X T1a Y).

OnHak ’K0pcTKa NMPUB’sI3Ka KaMEPU CTBOPIOE TUCKOM(OPT AJIst 30pY I'paBLisl: KOKEH
HallMEHIIUH PyX MEPCOHAXa MUTTEBO LIEHTPYETHCS, 110 TPU3BOAUTH A0 JAE30pi€HTAI].
Jns BupimeHHs wie€i npodsnemu y By3ni Camera2D Oyno HanalTOBaHO KiJIbKa
KJIIOYOBHX BJIACTUBOCTEM:

Position Smoothing (3rmamkyBanHst mo3uili): AkTuBamis i€l QyHKIIi 3Mymrye
KaMepy CJIiIyBaTy 3a TPaBlIEM 13 MEBHOIO 3aTpUMKOIO (lerp-iHTepriosiis), mo poOuTh
pyX Kamepu KiHeMaTorpadiuHuM Ta M’ SIKUM.

Drag Margin (MeptBa 30Ha): byno cTBOpeHO «HEBUIUMY KOPOOKY» B LIEHTpI
expana. [loku rpaBens pyxaeTbcsi B MeXkax 1€l 30HU, KaMepa 3aIMIIAETHCSI HEPYXOMOIO.
Kamepa nounnHae pyx nuiie TOJi, KOJIHM NMEPCOHaX HaOMMXKaeThCs A0 KpaiB expaHa. Lle
0COOJIMBO BAXJIMBO 111 YaC BUKOHAHHS cepii MIBUJKUX KOPOTKUX CTPUOKIB — Kamepa He
cTpubae Bropy-BHU3 pa3oM 13 T€POEM, 3HIKYIOYM HABAHTAKCHHS HA BECTUOYISPHUMN
anapar rpasug (motion sickness).

Limits (O6mexenns): s 3amo0iranHs BUXOAY KaMepH 3a MEX1 CIPOEKTOBAHOTO
PIBHSI BCTAaHOBJIIOIOTKCS KOPCTKI MaTtematuuHi JimiTH (Left, Top, Right, Bottom).

OcTaHHIM KIJIIOYOBHM €JIeMEHTOM cleHu € AnimationPlayer. Ha Bigminy Bijg
npocTimoro By3ia AnimatedSprite2D, AnimationPlayer € moTyXHUM IHCTPYMEHTOM,
10 J03BOJIsIE aHIMYBaTH aOCOJIIOTHO OY/Ib-SIKY BJIACTUBICTH OYJIb-SIKOTO By3Jia B CIIEHI
(HampuKIaz, 3MIHIOBAaTH PO3MIp KoJalziepa Mia 4ac MPHUCIAaHHS TPaBIls, MOMYJIIOBATH

KOJIIp CTIpalTy Mpu OTPUMAaHHI IKOJU a00 BIATBOPIOBATU 3BYK KPOKY Ha KOHKPETHOMY

KaJIpi).
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B AnimationPlayer ctBoproroTbcsi okpemi aHimarii (6ir, cTpubOK, magiHHs, CTaH
cnokoro). KoxkHa animaiiist MicTuTh Ki1ro4oBi kajpu (keyframes), mpuB’si3ani 10 4acoBoi
mikanu. Brnactusicts frame By3na Sprite2D aHiMyeTbest IUIIXOM CTBOPEHHS TUCKPETHOT
(discrete) mOpi>KKH 3HAYCHB.

Ha erami npoekTyBaHHS 3aKiIaa€ThCs PYyHIAMEHT JIJIsi MPOTPAMHOTO YIPABIIHHS
nuMu  adimarisMu. Iarerpamis ckpunty (GDScript) 3 AnimationPlayer no3Bonuth
mizHime peanizyBatu marepH «CkindeHHuit aBromar» (Finite State Machine, FSM),
KUY TapaHTyBaTUMe, 1[0 TpaBellb HE 3MOKE BIATBOPUTHU aHIMAIIIIO OITY, 3HAXOSIYUCH Y
MOBITPI1 M1 Yac CTpUOKa.

[IpoekTyBaHHS apXITEKTYpH Ta MOOY0Ba CLIEHHU TOJIOBHOTO NIEPCOHAXKA € 0a3UCoM,
Ha SKOMY IPYHTYe€TbCS BCA TOJanbllia po3poOKa JBOBUMIPHOro Iuiatdopmepa.
Buxopucranus komnoHeHTHOi Node-cuctemu pymnist Godot [103BOJMIO CTBOPUTH
THY4YKy, 130JIbOBaHy Ta MaciTaboBaHy cyTHiCTh rpaBusg. BubGip CharacterBody2D
3a0e3neyye TOYHUI KOHTPOJIb HaJ KIHEMAaTHKOIO 00’€KTa, BUKOPUCTAHHS KalCyJIbHOI
KOJI131i HIBEJNIOE MPOOJEeMHU 3acTpsiraHHs, a HaJallTyBaHHS KamMepu 31 3TJ1aKyBaHHIM
3HAYHO MIABHUIILYE €proHOMIUHICTH 1rpoBOro mpoiecy. Po3pobiena daitioBa ctpykrypa
Ta 1€papxisi BY3JIIB TOBHICTIO IIJATOTOBJICHI JO HACTYNHOTO €Tanmy — HaluCaHHS
nporpamMHoro koay Ha MoBi GDScript mis immuiemenTarlii Gi3M4HUX 3aKOHIB Ta 0OPOOKH

KOPHUCTYBAIIbKOT'O BBOLY.

2.2. IIporpamua peasnizanisi 0a30BUX Ta PO3MIUPEHNX ITPOBUX MEXaHIK MOBOIO
GDScript

Ha erani mnpaktuuHOi peanizaimii JBOBUMIpPHOTO IuiaTgpopMepa KIHOYOBUM
3aBJAHHSAM € TPAHCIAIISA TCOPETHUHUX MATEMATUYHUX Ta (PI3UYHUX MOJENEH irpoBOTO
nporiecy y mporpaMHuii koi. s 3abe3reueHHs] THYYKOCTi, CTaOUIBHOCTI Ta BUCOKOI
MPOYKTUBHOCTI BUKOPUCTOBYETHCSI 00’ €KTHO-Opi€HTOBaHA cKpumntoBa MoBa GDScript,
iHTerposana B pyiiit Godot 4. ba3oBuM By3710M 151 CTBOPEHHSI KEPOBAHUX MEPCOHAXKIB

y cyuacHux Bepcisx pymrisi € CharacterBody2D, sxuit Hamae posmmupeHuit API s
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00pOoOKM KiHEMaTHUHUX 3ITKHEHb 3a JomoMoroi meroay move and slide(). Y mpomy
naparpadi po3risAaeTbes apXiTEKTypa Ta MPOTPaMHUNA KOJ KIIOUYOBUX CHUCTEM TPHU:
NepeMIIleHHs, TpaBiTallii, B3a€EMO/I1i 31 CBITOM Ta YIIpaBIIiHHS cTaHaMmH [3, 4].

Y xnacuuHuX TaTpopMepax MUTTEBUH TEpexif BiJ CTaHy CIOKOIO 10
MaKCUMAaJIbHOI IIBUKOCTI CTBOPIOE BITUYTTS «IITYYHOCTD» Ta KOPCTKOCTI YIPABIIHHS.
Jns  3abesneueHHss opraHiyHoro irpoBoro jaocBiny (Game Feel) HeoOximHO
IMIUIEMEHTYBAaTH MEXaHIKU MPUCKOPEHHS (1HEpIil) Ta ralbMyBaHHS (TEPTS).

3 MaTeMaTUIHOI TOYKH 30pY, MBHIKICTH rpaBill $V_x§ mae miHiliHO HaOMIKATUCS
70 1UTbOBOI mBHIKOCTI $V_{target}$ 3 mMeBHUM KpOKOM, SKHW 3aJI€KUTh BiJl Yacy
nooynoBu kaapy (delta), mo0 3a0e3nmeunTy HE3AICKHICTh (PI3UKH BijJ YAaCTOTH KaJpiB
(FPS). ¥ GDScript amnst 1boro BUKOPUCTOBY€EThCS BOy10BaHa (yHKIIisI move toward().

Jlictuar 2.1 pemoHcTpye 0a30BY CTPYKTYpY HalalITyBaHHA KOHCTAHT Ta
peaizalliio TOPU30HTAIBHOTO PyXYy B IIUKJ1 _physics process(delta).

(GDScript)
extends CharacterBody2D

class_name Player

const MAX_SPEED: float = 300.0
const ACCELERATION: float = 1200.0
const FRICTION: float = 1600.0

func _physics_process(delta: float) -> void:

var direction := Input.get_axis(«move_left», «<move_right»)

if direction !=0:
# Peamizantis iHepIii (TPUCKOPEHHS)
velocity.x = move_toward(velocity.x, direction * MAX_SPEED,
ACCELERATION * delta)
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else:
# Peamnizaist TepTs (raJibMyBaHHS)

velocity.x = move_toward(velocity.x, 0, FRICTION * delta)

Oynkiis Input.get axis() moBeprae 3HaueHHs Bif -1 10 1. SIKio rpaBers HaTUCKAE
KJIABIITy PYyXy, OOUHCIIOEThCS BEKTOp HampsMmky. DyHkiis move toward Oe3nedHo
IHTEPIIOJIIOE MOTOYHY MBHAKICTH velocity.x mo 6axkanoi (direction * MAX SPEED),
BukopuctoByroun ACCELERATION * delta six kpok. SIKI10 BBiJ BIJCYTHIH, IITHOBOIO
mBuKicTIO cTtae 0, a kpokoMm — noka3Huk TepTs FRICTION. Takwuil miaxijg rapaHTye,
110 MEPCOHAX HE 3yNMUHATUMETHCI MUTTEBO, @ MPOIiJIe MEBHUM rajdbMIBHUM NUIAX, IO €
KPUTUYHUM I TIaTGOpM, SIKI BUMAraroTh TOYHOCTI (HalpuKIaJ, KpykKaHl piBHI, 1€
3HaueHHs1 FRICTION mokHa AMHAMIYHO 3MEHIITYBaTH ).

['paBitaimiss y saBoBuMipHoMy Tmpoctopi (Godot OOYHMCIIIOETHCS SIK TOCTIHHE
30UIBIIICHHST BEKTOpa IIBUAKOCTI MO oci Y (HampsMoKk BHU3). [ y3roJKeHOCTI
MPOEKTY 3 I00ATBbHUMHU HaNAIITyBaHHSAMM PYIIIis, 3HAYEHHsSI T'paBiTallli OTPUMYETHCS
oesmocepenHbo 3 ProjectSettings.

Ctpubok — 11e HalBaXKJIMBIIIA MeXaHika Oyab-skoro ruargopmepa. Llo6 Hanatu
IpaBIf0 OlbIIE KOHTPOIIO, 0a30BUM CTPUOOK (HAZaHHS MUTTEBOTO IMITYJIbCY
JUMP _VELOCITY mo oci Y) Oyno po3MIMPEHO MEXaHIKOI «BaplaTUBHOI BUCOTHU
cTpuOka». Bona monsrae B TOMy, II0 BHCOTa TMOJBOTY MEPCOHAXKA 3aJICKHUTHh BiJ
TPUBAJIOCTI YTPUMaHHS KHOIIKH CTPUOKA.

(GDScript)

var gravity = ProjectSettings.get_setting(«physics/2d/default_gravity»)
const JUMP_VELOCITY: float = -450.0
const JUMP_CUT_MULTIPLIER: float = 0.5

func handle_gravity_and_jump(delta: float) -> void:

# 3acTocyBaHHS T'paBiTallii, SIKIIO IEPCOHAX HE Ha MiI031



37

if not is_on_floor():

velocity.y += gravity * delta

# Inimiamizaris ctpuOka
if Input.is_action_just_pressed(«jump») and is_on_floor():
velocity.y = JUMP_VELOCITY

# IlepepuBanHs cTpuOKa (MexaHiKka yTPUMaHHS KHOIIKH)
if Input.is_action_just_released(«jumpy») and velocity.y < 0:
velocity.y *= JUMP_CUT_MULTIPLIER

[IporpamHa  5orika  BaplaTUBHOIO  CTpUOKa  OOpOOJIA€ETBCA ~ YMOBOIKO
Input.is_action_just_released(«jumpy). Ilepesipka velocity.y < 0 rapanTye, II0 MH
o0pi3aeMO IMITyJIbC JIMIIE TOJ1, KOJM IMepcoHax pyxaeThcs Bropy (y Godot Bich Y
HalpaBjeHa BHU3, TOMY pyX Bropy € BiJ’€MHHMM). SIKIIO TpaBelb BIANYCKa€ KHOIKY
3apaHo, BEpPTUKaJbHA IIBUJKICTh MHOXHThCS Ha 0.5 (koedilieHT 00pi3aHHs),
3MYUIYIOYM NIEPCOHA)Ka MIBMJIIIE BTpAyaTH 1HEPLII0 MiANOMY 1 MOYMHATH majiHHA. Lle
JI03BOJISIE 3MIIMCHIOBATH SIK BUCOKI CTPUOKM JJIS TIOJIOJIAHHS BEJMKHUX TEPEIIKO, TaK 1
KOPOTKI «MIKpPO-CTPUOKW» HJisi yXWJeHHs Bix BoporiB. [licias Bcix maHimynsmiin 3
BeKTOpoM velocity, 000B’A3KOBO BHKIMKaeTbcsa Meton move and slide(), saxuit
aBTOMATHUYHO PO3PAXOBYE KOJi311 Ta OHOBIIIOE cTaH is_on_floor().

31 30UIBIIEHHSM KIJIBKOCTI MEXaHIK (pyX, CTpUOOK, aTaka, OTPUMAHHS IIKOJIH)
BUKOPHUCTAaHHA Kackaay yMoBHuX omeparopiB if/elif/felse y  physics process
OPU3BOJIUTH JI0 YTBOPEHHS «CIAreTi-KOAy», SKHH CKIAQJHO pO3LIMPIOBAaTH Ta
nigrpumyBati. Jig  BUpIMIEHHS 11€1  apXiTEeKTypHOi MpoOJieMH B MPOEKTI
iMuteMeHToBaHO natepH «CkinueHuui aBromat» (Finite State Machine, FSM).

Cytb FSM nonsirae B ToMy, 110 00’ €KT MOKe 1epedyBaTH JHIlIE B OHOMY 3 YiTKO

BU3HAYEHUX CTAHIB y KOHKPETHUM MOMEHT 4acy, 1 MepexoJd MK HUMHU CTPOro
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g peamizanii FSM y GDScript BUKOPHUCTaHO KOHCTPYKIIIO enum Ta OmepaTop

3icTaBJIeHHS 13 11adb;10HOM match.

(GDScript)
enum State { IDLE, RUN,
var current_state: State
@onready var anim_player
func update_state()
match
State.IDLE:
anim_player.play(«idley)
if velocity.x
change_state(State.RUN)
elif not

change_state(State.FALL)

State.RUN:

anim_player.play(«runy)

if velocity.x
change_state(State.IDLE)

elif velocity.y
change_state(State.JUMP)

elif velocity.y >
change_state(State.FALL)

State.JUMP:

anim_player.play(«jump»)

JUMP, FALL, HURT }
= State.IDLE

= $AnimationPlayer

-> void:

current_state:

1= 0:
is_on_floor():

== 0:

< 0:

and not is_on_floor():
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if velocity.y >= 0:
change_state(State.FALL)

State.FALL:
anim_player.play(«fally»)
if is_on_floor():
if velocity.x == 0:

change_state(State.IDLE)
else:
change_state(State.RUN)

func change_state(new_state: State) -> void:
if current_state I= new_state:
current_state = new_state

# Tyt MOXHa JAO0JaTH JIOTIKYy NpU BXoAl B HOBUW cTaH (enter state logic)

Taka JAEKOMITO3UIlISI JIOTIKM JO03BOJISIE TMOBHICTIO 130JII0BaTH Bi3yalbHY CKJIaJIOBY
(BuKJIMK aHIMamiii dvepe3 AnimationPlayer) Bim ¢i3uuHnX pospaxyHkiB. Meron
update state() BHKIMKaeTbCS B KIHII IUKIY _physics process TICIs PpO3paxyHKY
KOJI31i. ABTOMAT CTaHIB rapaHTye, IO aHiMalis OIry HIKOJM HE BIATBOPUTHCA Yy
noBiTpi, a cran HURT 3Mo0ke TUMYacOBO MEPEXONUTH YIIPABIiHHA Ha ceOe, ITHOPYIOUH
THITYT TPaBIISL.

OO0’€KTHO-OPIEHTOBAHMM MIAX1J JO MporpamyBaHHS 1rop BHUMarae ciaaOKoi
3B’s13H0CcTi  kKommnoHeHTIB (Loose Coupling). [lns peanizamii 3060py mpenMeTiB
(Hanpukiaa, MOHET 4M KJtouiB) y Godot onTUManbHUM apXITEKTYpPHUM PILICHHSAM €
BUKOpucTaHHs marepHy «Croctepirauy (Observer), skuil y pyInii peanxizoBaHuil yepe3
Curnanm (Signals).

Komnekiiini mpeamMeT NMpOEKTYIOThCS K OKpeMl clieHH Ha 0asil By3na Area2D,
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sxkuil Mae 30Hy komizii CollisionShape2D. 3amicTh TOrO, 100 rpaBelb KOKHOTO KaApy
NepeBipsAB, YN HE TOPKHYBCA BIH MOHETH, MOHETa cama BIACTEXKY€ MPOHUKHEHHS

qy>KOP1THOTO (PI3UYHOTO TiJIa y CBIM TpUTep.

(GDScript)

# Cxpunt Coin.gd (M AKITIOYeHUH hi () Area2D)
extends Area2D
signal item_collected(value: int)
@export var coin_value: int = 10
func _ready() -> void:

# JluHamiuHe TIAKITIOYEHHS CHUTHATY JI0 TJIOOAJIbHOrO MEHEIKepa TIpH

self.item_collected.connect(GameManager._on_item_collected)

func _on_body_entered(body: Node2D) -> void:
#  IlepeBipsemo, 4Mm TUIO, MO YyBIMNUDIO B 30HY, € ['paBuem
if body IS Player:
emit_signal(«item_collectedy, coin_value)

i [IporpaBanus 3BYKY/aHIMaIlii 3HUKHEHHS

queue_free()

VY upomy koni meron _on_body entered € ciyxadem curnany body entered camoi
Area2D. Omneparop is B GDScript Oe3nedyHo mnepeBipsie MPUHAIEKHICTh 00°€KTa A0
kinacy Player. Ilpum ycmimHii nepeBipli NpeaMeT TEHEepye BIACHUM CHUTHam
item_collected, mnepenmatoun HOMIHANI mpeaMera, 1 BUKIHKae queue free() s
0e3MeyHOro BUAAJIICHHSI CBOTO BY3Ja 3 ONEPATUBHOI MaM’SATi B KiHI[I TOTOYHOTO Kajpy.
['mo6anbumii cuarnTon GameManager oTpuMmye 1€ CHTHAJd 1 OHOBJIIOE TpadiyHMIA
inTepdeiic (HUD) Ta BHYTPIIIHIO CTATUCTUKY PIBHSL.

Jns  opranizamii  00HOBOI CHCTEMHM Ta HAHECEHHS IIKOAM peaiai30BaHO
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KOMIIOHEHTHUHM MIAX1J 13 BUKOPUCTAHHSIM cremiamizoBaHux 3o0H: Hitbox (3ona, 110
3aBaae mkoau) Ta Hurtbox (30Ha, 10 oTpuMye€ MIKOAY).

VY xjacwuHuX MaaTgopMmepax MeXaHika 3HHINEHHS BOpOra 4acTo 0a3yeTbcs Ha
CTpuOKy #omy Ha TrojoBy (aHamor Super Mario). Jns mporo Bopor (By3oia
CharacterBody2D) mictuth aBi1 Area2D:

e Hurtbox (BpazimBa 30Ha, po3MillleHa Y BEpXHIM YaCTUHI BOpOra).
e Hitbox (po3miniena mo KOHTypy BOpOTa, 3aBAa€ KON TPABIIIO).

Komu rpasens Bxoauts y Hurtbox Bopora, nmepeBipsieThCsi BEKTOP M iHHS.

# Ckpunrt Enemy.gd

func _on_head_hurtbox_body_entered(body: Node2D) -> void:

if body IS Player:

# llepeBipsiemo, 4Yu TpaBelb MNajae BHU3 (IMIBUAKICTD Y TO3UTHUBHA)

if body.velocity.y > 0:

die()

body.bounce_off_enemy()

i Meron y CKPHUITI rpaBUs TUTSt BIJILITOBXYBaHHS

func die() -> void:

# Buxknuk edeKTiB cMepTI

queue_free()

VY ckpunti rpaBisg Meton bounce off enemy() Hamae mepcoHaXXKYy 3BOPOTHUM
BepTukanbHui iMnynec (velocity.y = JUMP_VELOCITY * 0.8), cTBOproiouM BIAUyTTSI

MPYXKHOCTI MPHU 3HUILEHHI CYNMPOTUBHUKA Ta TO3BOJISIOYM T'PABII0 BUKOPUCTOBYBATH
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BOPOTIB SIK TPAMIUIIHH JIJIs1 TOCTYITY IO CEKPETHUX 30H PIBHSL.

[Tporpamua peamizamisa irpoBux mexaHik MoBoio GDScript y cepenosumi Godot
Engine pno3Bonmia CTBOPUTH CTaOUIBHY Ta OINTHUMI30BaHY CHCTEMY KepyBaHHS
NepCOHaXeM. 3acTOCyBaHHS BOYJAOBAaHHMX MaTeMaTHYHUX (PyHKLIA (Takux SK
move toward) 3abe3rmeunsio miaBHe HaJallTyBaHHS KIHEMAaTHKH, a IHTETpallis maTepHy
«CKIHUEHHHI aBTOMAT» BUPIIIMIA MPOOJIEMYy MACIITA00BAHOCTI JIOTIKM CTaHIB I'PaBIIs.
ApxiTekTypa, moOynoBaHa Ha B3aeMOil uepe3 By3nu Area2D Ta MexaHi3M CHTHAIIB,
3BeJIa JI0 MIHIMyMYy J>KOPCTKY 3aJIeKHICTh KJIAClB, TapaHTYIOUM THYYKICTh MpHU

MOJAJILIIOMY JI0/IaBaHH1 HOBUX THIIIB IPEAMETIB Ta BOPOTIB JI0 IFPOBOTO CBITY.

2.3. KoncTpyroBaHHs irpoBoro nmpocropy 3a gonomoror incrpymenry TileMap
Ta IN3aiiH piBHIB

[Ticnst ycmimHOi mporpaMHoi peanizaiili 0a30BUX ITPOBUX MEXaHIK Ta CTBOPEHHS
KOHTpoOJIEpa TOJIOBHOTO TIEPCOHAKA, HACTYIMHUM KPUTHYHUM €TalloM PO3pPOOKH
JIBOBUMIPHOTO TutatropMepa € KOHCTPYIOBAHHS IrpOBOTO MpocTopy. IrpoBuit mpoctip
(a00 piBeHb) BHCTYNA€ HE JIMIIE BI3yalbHUM (oHOM, aje U Oe3nmocepeaHiMm
CEpellOBUIIEM, 3 SKHUM B3a€EMOJIIIOTH yC1 PO3poOJIeHI panime wmexaHiku. Jlis
3a0€3MeUYeHHs] BUCOKOI MPOJYKTUBHOCTI, THYYKOCTI Ta HIBUIKOCTI iTepalliil y mpoiieci
neBen-nu3aitny B pymii Godot Engine BUKOPUCTOBYEThCS NapaaurMa CiTKOBOTO
(TaitioBOTO) KOHCTpYyIOBaHHS. Jlanuii maparpad NpHUCBSYCHUN aHANI3y Ta MPAKTHYHIN
peaizalii mpolecy CTBOPEHHs piBHIB 3a jonoMororo iHcTpyMeHTIB TileSet Ta TileMap,
HaJallITyBaHHIO (PI3UYHOI B3a€MOJIII 00’€KTIB Yepe3 CUCTEMY IIapiB Ta MAacOK KOJII31d
(Collision Layers and Masks), a Takoxx apxiTeKTypHii oprasizaiii iHTepdency
kopuctyBaua (UI/HUD) 3 BUKOpHCTaHHSIM NPUHILIMITIB CI1a0KO1 3B’ A3HOCTI.

OcHOBH CITKOBOTO KOHCTpYyrOBaHHs: BukopucTtanHs TileSet ta TileMap

VY cydacHiii po3poOIii JBOBUMIPHHMX IrOp BUKOPHUCTAHHS BEIMKHX MOHOJITHHX

300paxeHb sl CTBOPEHHS ()OHY Ta T€OMETpil piBHS € BKpal Hee(PEKTUBHUM IT1IX0I0M
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3 OIVIAly Ha CIIOYKMBAHHS ONEPATUBHOI Ta BiJ€ONaM ATi. 3aMiCTh I[OTO 3aCTOCOBYETHCS
MeToJ TalmiHry (tiling), skuii mossirae y po30OUTTI Bi3yallbHOTO MIPOCTOPY HA TUCKPETHI
KOMIPKH OJHAKOBOT'O po3Mipy — Taiiu (tiles).

VY cepenosumti Godot Engine mel migxim peami3yeTbesl dyepe3 B3aEMOIIO JTBOX
KIIIOUOBUX KOMIIOHEHTIB: pecypcey TileSet Ta By3na TileMap (abo TileMapLayer y
HOBITHIX Bepcisix Godot 4.x).

Pecypc TileSet Bukonye ponb 6a3u manux abo 6i6mioTexu pparmentiB. Ha erami
MIJTOTOBKH TpadiuHUX acCeTiB IMIOPTYEThCS TEKCTYpHUM atiac (spritesheet) — equne
300paKe€HHsI, [0 MICTUThH YC1 MOKJIMBI €JIEMEHTU OTOYEHHS: OJIOKM 3eMJll, MIaThopmH,
JIEKOPaTUBHI €JIEMEHTH, ITUMH TOIIO. BUKOPUCTaHHS €IMHOTO aTiiacy JO3BOJISE PYIIIO
onTuMi3zyBaTu Tpoiiec BiaMmanboByBanHs (Draw Calls), Bimmpasisitoun rpadigHoMy
npoiiecopy iHdopmalliro npo BCro rpadiky piBHS 3a OJUH BUKIHUK. Y HaJalITyBaHHSIX
TileSet Oynmo Bu3HaueHO 0a3z0BUMl po3Mmip KoMipku (Hampukiaa, 16x16 abo 32x32
TMiKCeJl), IO BIJIMOBIIA€ METPHUII IrPOBOTO CBITY Ta PO3MipaM T'OJIOBHOTO Te€posl.

Oxpemy yBary mia yac HajamryBanHs TileSet Oyno npunauieHo cucreMi «Tepaiin»
(Terrains) — posmmpeHoMy iHCTpyMeHTy aBToTaiminry (Autotiling) y Godot 4. Ils
CHCTEeMa JI03BOJISIE aBTOMATU3YBaTH MPOIEC MATIOBAHHS CKIAQIHUX CTPYKTYp, TAaKHX 5K
macuBu 3emii. [lnsxom HamamTyBaHHS OITOBMX MAacoK IS KOXKHOTO —Tailry
(BU3HAUEHHA CYCIJIHIX TailniB 3a mpaBuiamMu 3x3 Minimal abo 2x2), pymiiif caMOCTiiTHO
oOupae npaBuiIbHUM rpadiuyHuil pparMeHT (KyTOBUHM, HEHTPAIbHUI, OOKOBUI) 3aJI€KHO
BiJl KOHTEKCTY. Lle ckopoTHIIO Yac Ha MPOEKTYBAHHS PIBHIB y KiJIbKA pa3iB, J03BOJISIIOUH
30CepeIMTHCh 0e3MoCcepeIHhO HAa apXITEeKTypl reMMIu3aiiHy, a He Ha py4YHOMY Mmia0opi
NpaBUIBHUX KYTOYKIB IJIAT(HOpM.

Byzon TileMap 6e3nocepenHbo BiANOBIIAE 3a PO3MIIICHHS TalIiB Ha cieHi. J{is
3a0e3nedeHHs] eekTy TIMOMHM (Mapajakcy) Ta BIJOKPEMIJICHHS 1HTEPAKTUBHUX
CJIEMEHTIB BIJ JCKOpaTWBHUX, apxiTekrypa TileMap Oyna poszmiieHa Ha Kijbka
noriuyaux mapis (Layers):

e Background (®on): Illap nns nexkopaTUBHHMX e€JE€MEHTIB (CTIiHU Ieuep,
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JAJeKl JepeBa), K1 He MaloTh (DI3UIHUX BIIACTUBOCTEH.

e Foreground/Action (OcuoBHmii map): Illap, mo MiCTUTH 1HTEPaKTUBHY
reOMETPII0 PIBHS — MIJJIOTY, CTiHM, mnaTdopmu. Came s nporo mapy B TileSet
reHepyroTbes nodironn kodiziit (Collision Polygons).

e Decorations (/lexopamii): Ilap mist apiOHuUX AeTaneil moBepX reoMerpii
(TpaBa, KaMiHHS, TOKAKYUKH).
®izuuna apxitektypa npocropy: Collision Layers Ta Masks
VY rpi xaHpy miaTGopMep Ha €KpaHi OJJHOYACHO MOXKYTh 3HAXOJUTHUCH JIECATKU

00’€KTIB: TpaBellb, PI3HOMAaHITHI BOPOTH, PYXOMl IIaTQPOpPMHU, CHAPSAH, MPEAMETH
KOJICKI[IOHYBaHHsI (MOHETH) Ta HeOe3neuHi 30HU (mmnu). SKmo BCl 11 00 €KTH
O0OpOOISATUMYTHCS B €IMHOMY (DI3UYHOMY MIPOCTOP1, BUHUKHE TIPOOIeMa HaJTUIIIKOBUX
OOYHUCIIEHb Ta JIOTIYHUX KOH(IIIKTIB (HampHKiaa, BOPOTHM MOYHYTHh 30MpaTh MOHETH
rpaBiis, a00 MOHETH OyayTh BIJIIITOBXYBATU OJHA OJHY).

Jns BupimenHs 1iei mpoOiemu (izuunuit pymiiii Godot mpomoHye cucremy
¢13uunnx mapis (Collision Layers) Ta macok (Collision Masks). B ocHOBI 111€i cuctemu
JeXUTH Mo01TOBa apudmetnka (bitwise operations), Jie KOXKEH II1ap € OKpeMUM OITOM y
32-01THiH MiTOYMCENbHIN 3MIHHIN.

KoHnuenrtyanbHa pi3HMIST MDK IIUMU MapaMeTpamMud € (yHIaMEHTAIbHOI IS
apXITEKTYpH TPH:

1. Layer (Lllap) Bu3Hauae, unMm € ned 00’ekT. (BiamoBiny Ha nurtanHs «/[e s
3HAXOJIKYCh?»).

2. Mask (Macka) Bu3Hauae, 3 4uM I1iei 00’ €KT MOXKE CTUKATUCS a0 1110 BIH MOXKE
ckanyBatu. (Binqnosins Ha nmutanus «1Lo st 6auy?»).

Y wMexax po3po0IIOBAHOTO MPOEKTY OYJI0 PO3pOOJICHO Ta IMIUIEMEHTOBAHO
HACTYMHY MaTpUI0 (Pi3UYHUX B3a€EMOIN:

e Layer 1 (World/Environment): Hanmexuts By3my TileMap (xomi3ii 3emiti Ta
cTiH). Macka: mopo>kHs (CBIT CTATHYHUM 1 HI 3 YUM aKTHBHO HE B3AEMO/IIE).

e Layer 2 (Player): Hanexurts By3nmy CharacterBody2D ronoBHoro repos.
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Macka: 1 (World), 3 (Enemies), 4 (Collectibles), 5 (Hazards). Ile o3nauae, 1o
rpaBellb CTOITh Ha 3eMJIi, OTPUMYE MOIIKOKEHHS BiJ BOPOTIB Ta IIUIIB, 1 MOXE
30MpaTH MOHETH.

e Layer 3 (Enemies): Hamexuts Boporam. Macka: 1 (World), 2 (Player).
Boporu He 6auaTh MOHETH (MPOXOASATH KPi3b HUX) 1 HE 31MITOBXYIOTHCS 3 1HITUMU
BOpOraMHu, IO 3alo0Ira€e 3acTpSTaHHIO BEJIMKUX TPYMH CYNPOTUBHUKIB Y BY3bKHX
poXojax piBHS.

e Layer 4 (Collectibles): HanexuTh 1HTEpaKTUBHUM MpeaMeraM (MOHETH,
anteuku). Bysnu Area2D. Macka: 2 (Player). Ilpeameru uekaroTh JuIIe Ha
NEPETHUH 3 TLIIOM I'PABIIS.

e Layer 5 (Hazards/Hitboxes): CnemiasibHuil map sl 30H YpaKeHHS
(HampukJiiaz, o0JIacTh aTaku rpaslisi a00 BOTHSIHA MMACcTKA).

Taka cyBopa Tumizaiis (pi3MYHUX MIAPIB 3HAYHO ONTUMI3YE PO3PAXYHKU (PI3UUHOTO
pyuiist (Broad Phase Ta Narrow Phase ko:mi3iii). 3amicTh TOTO, 1100 MEPEBIPSATH MEPETUH
MOJIITOHIB MOHETH Ta CYNPOTHBHUKA KOXKHOTO KaJipy, PYIIill ITHOPYE 110 Mapy Iie Ha
eTami TMepeBipku OITOBUX MAaCOK, IO € OIepalielo CKIaJaHHs, SKa BUKOHYETHCS
MPOIIECOPOM 32 OJUH TaKT. [le KpUTUYHO BaXKJIMBO [Jis1 30epekeHHs cTtadbuibHuX 60 FPS
Ha MOOUTbHUX TIpUCTPOsiX a0o cnabkux [1K.

Opranizauis inrepgeiicy kopucrysaua (UI/HUD)

Bynp-sika cyyacHa rpa moTpedye CHCTeMHU 3BOPOTHOTO 3B’s3Ky 3 TpaBiieM — Heads-
Up Display (HUD). ¥V mmardgopmepi 10 0a3oBHX elneMEHTIB iHTep(deicy Hamexarh
iauKkarop 310poB’s (Health Bar) ta miunnbHuk 316panux npeametiB (Score/Coins).

[IpoextyBanns iHTepdeiicy y Godot 0asyerbcsi Ha cucteMi By3niB Control, siki
MaroTh BJIACHI MpaBmiia Mo3uilioHyBaHHs (Anchors Ta Margins), 0 afanTyrOTbCs i
pi3H1 po3mmpeHHs ekpaHa. g Toro, mo6 enementu Ul 3anumanucs CTaTHYHUMH Ha
eKpaHl He3aJIe)KHO BiJ pyXy BipTyanbHoi kamepu Camera2D, ska ciigye 3a rpaBleM,
Becb HUD 0OyB po3mimenuii Bcepeauni cneniansHoro By3na CanvasLayer. Lleit By3on

CTBOPIOE OKPEMHM MPOCTIp BIAMAIbOBYBAHHS, SKUW ITHOPYE TJIO0AIbHI KOOPIAWHATU
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CBITY 1 3aBXK/JY MPUB’A3aHUM JJO KOOPJUHAT BIKHA MPOTPaMH.
Crpykrypa Ul B mpo€eKTi BUTIIAIAE HACTYITHUM YHHOM:

1. By3on CanvasLayer (nazsanuit HUD).

2. Bcepenuni vporo — MarginContainer AJi CTBOpEHHS BIJICTYIIIB BiJl KpaiB ekpaHa

3. VBoxContainer (BepTUKaJIbHHI KOHTEHHEP) JJIsi BIOPSAKYBAHHS EJIEMEHTI

3BEPXY BHU3.

4. Jlns  3m0poB’st  BuUKOopuctaHo By3on TextureProgressBar. Binm  mo3Boss

BUKOpHUCTOBYBaTH BiacH1 rpadiyni accetu (Under, Over, Progress) 3amicTh cTangapTHU

CHUCTEMHHX CMYT, III0 OTIOMArae miATPUMYBATH Bi3yadbHUIN CTUIIb TPH.

5. lna munnpHuka MoHeT BukopuctaHo HBoxContainer, BcepeauHi
3HaxoasaThes TextureRect (ikonka MoHeTH) Ta Label (TekcTOBUIt TIYNIBHUK).
HalickimagHimuM apXiTeKTYpHUM 3aBIaHHsAM pu ctBopeHH1 Ul e cniociO nepenayi

naHux Bij rpasug 1o iHTepdeiicy. XKoperke 38’ a3yBanns (Tight Coupling), konu ckpunt
rpaBllsl HalpsIMy IIykae By30J iHTepdericy get_node(«/root/HUDy).update health(), €
aHTUnaTepHoM. Skuio piBeHb 3aBaHTaxyeTbcss 0e3 HUD (manpukman, mig dyac
KaTCIIeHH ), CKpUIIT TpaBilsd BugacTh noMmwiky (Null Reference Exception) 1 rpa aBapiiino
3aBEPIIUTH POOOTY.

Jlnst yHUKHEHHS 1hOro OyJia 3acTOCOBaHA KOHIIEMIlS MOAIEBO-OPIEHTOBAHOTO
porpamMyBaHHS 3a JOIOMOTOI0 CHCTeMH curHaiB (Signals) — peamizaiiii KJIaCHYHOTO
natepHy «Cnoctepirau» (Observer Pattern) y Godot. ¥V ckpunti rpaBus (Player.gd)
Oyno 3azaeximapoBaHo BiacHi curHanu: signal  health changed(current health,
max_health) Ta signal coin_collected(total coins).

Komm rpaBenp OTpuMye  TONIKO/DKEHHS, BIiH JIMIIE €MITye CHTHAI:
health changed.emit(hp, max hp), He TypOyr4uch mpo T€, XTO HOrO MPOCIYXOBYE.
Cxpunt HUD, y cBor0 uepry, manucyeThCcsl Ha Il CUTHAIW MIPH 1HILIATI3allii CIIECHU Ta
aBTOMAaTU4YHO OHOBMIOE cTaH TextureProgressBar Ta tekct Label. Taka apxitektypa
3a0e3nedye abCOTOTHY MOTYJIBHICTh Ta O€3MEeKy KOY.

Ipakruunuii (u3aiin nepmoro piBHs (Level Design)
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[Ticns HamamTyBaHHA I1HCTPYMEHTapil0 OyJ0 poO3pOoOJIEHO MPOTOTHUII TMEPIIOTro
(maByasibHOTO) piBHA. JlM3aiiH piBHSA crnHpaeTbes Ha  GUI0CODiI0  «HEBUIUMOTO
Hapua"Hm» (Invisible Tutorial), monynspu3oBany Ki1acHaHUMU ITpoekTamu Nintendo.

PiBeHb YMOBHO MOJIIJICHO HAa TPU 30HHU:

1. be3neuna 3o0Ha (Safe Zone): 3ona cTapty. TyT Hemae BOporiB un HeOe3IeEK.
[lepemkonu HanmamToBaHI Tak, MO0 TpaBellb HE MIT MPOCYHYTHUCS BIIEpel, HE
3acBOIBIIM 0a30By MeEXaHIKy CTpuOKka (IepecTpuOHYTH uepe3 sIIMK) Ta
MoABIMHOTO cTprOKa (BUCOKa 1iaTdhopma).

2.30Ha BBEJCHHS 3arpo3u: 3 SBISETbCS TMEPIINA CYNPOTHBHUK, aje BiH
3HaXOJUThCSI B 130JIbOBaHIM siMi a00 Ha HIKHBOMY piBHI. ['paBenp Moxe
criocTepiraTé 3a oro marepHamu pyxy (State Machine Patrol), 3anummatouucs y
Oesmerni, Ta 00paTu CTpaTerirto — BCTYNUTH B O1if (CTpuOHYTHM Ha roJjioBy) abo
OO1UTH.

3.3ona Bukiuky (Challenge Zone): KomOinyBanHs wMexaHik. ['paBiito
HEOOX1JTHO 3/IIMCHUTH TOYHUN CTPUOOK HAJ MO0 3 IIUIaMH, YHUKAIOUU CHApSIIB
BOpOTa.

Bukopucranns TileMap Ta cuctemu Kojii3iid J03BOJUJIO IIBUIKO ITEpyBaTHU IeH
nporec. [Iposenenns mieittectiB (Playtesting) Bka3ano Ha Miciis, /i€ TpaBIll HAWYACTIIIE
pOOJSATH TOMUWJIKH, TICJISI YOTO TOTIOJNOTIS PiBHS OyJia MUTTEBO BiJIpearoBaHa MUISIXOM
CTUpaHHsS ab0 J0/JaBaHHS HOBUX TailliB 0€3 HEOOXITHOCTI MEepPEenucyBaTH MPOrpPAMHUIA
KOJ uu nepedy0ByBaTu Ckiaani 3D-mozerni.

KoHcTpytoBaHHs irpoBOT0 MpocTOpy Ta iHTep(deiicy KopucTyBaya € HEBIJl €MHOIO
YaCTUHOIO pO3pOOKH MOBHOLIIHHOTO irpoBOro NpoAykTy. Bukopucranus By3miB TileMap
ta TileSet y pymii Godot 3a0e3meumsno BHCOKY HIBUAKICTH MOOYAOBHU pIBHIB Ta
ONTUMaJbHE BUKOPHUCTAHHS CHCTEMHHUX pecypciB 3aBasku OatuaumHry TekcTtyp (Texture
Batching). HamamryBanus ¢izuunoi B3aemonii depe3 cuctemy Collision Layers Ta
Masks rapaHTyBajgo KOPEKTHY 130JIS1I1F0 IFPOBUX CYTHOCTEH Ta 3armo0iriio BHHUKHEHHIO

JIOTIYHMX KOJII31i. BrpoBaKeHHs IMO/11€BO-OPIEHTOBAHOI apXITEKTYpH 3a JOMOMOTOIO
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curaniB s kepyBanHs Ul (CanvasLayer, TextureProgressBar) moszBonuio mocsartu
MaKCHUMaJIbHOI THYYKOCTI Ta MOJIYJIBHOCTI KOy, 110 BiAMOBIa€ Cy4aCHUM CTaHAapTam

PO3pOOKH MPOTPAMHOTO 3a0€3MEUECHHS.
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BUCHOBKHA

Y xoxi BUKOHaHHS poOOTH OyJi0 BHUKOHAHO YCI TIOCTaBJICHHI 3aBJaHHS:
MIpOaHaII30BaHO €BOJIIOIII0, OCOOJIMBOCTI Ta YCHIIIHI MAaTepHU TeUMAN3alHY y JKaHPi
2D-ninardopmepiB; ¢GopManizoBaHO TEOPETUYHI ACHEKTH MPOEKTYBaHHS IMPOBUX
MeXaHIK, (I3UKH PyXy, TaMMIHTIB Ta KOJI31M IJIs irop IbOTO THUITY; MPOBEJICHOHO
MOPIBHSUIBHUM ~ aHalli3 CydYacHUX IrpOBUX pymlIiiB s  po3poOku 2D-irop Ta
oOrpyHToBano BuOip pymris Godot; CIpOEKTOBaHO apXITEKTypy ITPOBOTO TMPOEKTY,
CTPYKTYpY CIIEHM NEpCOHaXa; MPOrpaMHO peaii3oBaHO MEXaHIKM pyXy, IpasiTaiii,
B3a€EMOJii 3 00’€KTaMM Ta CHUCTEMYy CTaHIB ImepcoHaxa (State Machine) MoBoro
GDScript.

Takox JOCHIDKEHO TEOPETHYHI, METOJOJOrIYHI Ta TMPaKTHYHI AaCIEKTH
IIPOEKTYBAHHS 1 peani3alii JBOBUMIPHOI KOMII'IOTEPHOI TpH JKaHpy MaaTdopmep.
[TinTBEpIXKEHO AaKTyalbHICTh JKaHPY, SKUH, MPOUIIOBIIN EBOJIOMINHUN MIIAX BiJ
apkagaux aBroMatiB (Donkey Kong) no cyuacnoro inai-perecancy (Celeste, Hollow
Knight), mponoBxkye QopMmyBatu MOBY redMau3aiiHy. 3aBISKH  YCIHIIIHOMY
TEOPETUYHOMY aHaji3y Ta OOIPYHTOBAHOTO BHUOOpY IHCTpyMEHTaJIbHUX 3aco0iB, OyJO
CTBOPEHO CTIHKY, MOJIYJIbHY apXITEKTypy MPOEKTY.

[IpoexT Oa3zyBaBcsi Ha BCEOIUHOMY aHami3l 1CTOPIl JKaHPy, SKUH TMOJIJICHO Ha
KJIFOUOBI €MOXHU: BiJl IEPBICHUX €JIEMEHTIB BEpTUKAIBHOTO TiepeminieHHs (Space Panic)
Ta 3apomxeHHs ctpubka (Donkey Kong) 10 «3050TOro Biky CKpodiHT-I1aThOpMeEpIB»
(Super Mario Bros.) Ta cydacHoro eramy, A€ IOMIHYIOTh CKJAJHI MiKaHPH, SIK-OT
METpOi/IBaHIl Ta CUMYJIATOPU TOYHOTO cTpuOKa. byna po3pobiieHa yiTka Kiacugikaris
2D-nnardopmepiB 32 JIOMIHAHTHOIO MEXaHIKOIO (KJACUYHHUI EKIIEH, CUMYJIATOP
TOYHOTO CTPUOKA, Ma3i-tuiatrgopmep, METPOIABaHIA).

Ha erani oOrpyHTyBaHHsS BUOOpY 1IrpOBOT0 pyllisi OyJ0 MPOBEACHO MOPIBHAIBHUI
ananiz Godot Engine, Unity, Unreal Engine ta GameMaker 3a xpurepisimu 2D-
apXiTEKTypH, JLEH3yBaHHs, CACTEMHUX BUMOT Ta MOB IIPOTpaMyBaHHS.

Bub6ip Godot Engine Bu3HaHO HaiOUIbII palliOHAJILHUM 3aBISKA PO3TISHYTUMHU Y
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pOOOTI KIIFOUOBUMHU TIEPEBATAM:
[TpakTiuHuit po3nia poOOTH MPOAEMOHCTPYBAB YCHIIIHY peaii3alliio CKIaTHUX

MEXaHIK Ta MOAYJIbHOI apXiTeKTypH, 0 BIJMOBIIa€ CYYaCHUM CTaHAapTaM PO3POOKH.
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