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DenepanbHOE rocyIapeTBEHHOE GIOUKETHOE 00pa3oBaTebHOE YIPEKACHHE
BBICLIEr0 0Opa3oBaHms
«ITEH3EHCKMI TOCY/IAPCTBEHHBIN YHUBEPCUTET»

Daryrvmem Kagheopa
BBIUMCIIUTE/IbHOM TEXHUKH «BBIUHCIIUTENbHAS TEXHUKA»

«YTBEPIKAAION
3apenyrommii kadeapoi
o “= MA. MHuTpOXuH
«Qby» 05 2045 r

3ATAHUE
HA BAKAJIABPCKVYIO PABOTY

1. Crynenr: Pysnses Imutpuit Anexcannposid rp. 21BBII2 ®BT
2 Tewma paGorsi: PaspaGotka urpsi Ha Godot Engine

Tewma yTaepxaera npuxasom ITT'Y Ne 601/0 ot "06" mas 2025r,

HaszHaueHHe pa3pabOTKH, HCXOMHbIE AAHHbIE ¥ T.IL):
oBoe npunoxkenue s nk Ha OC Windows, u yerpoiics Ha OC Android B
coBMecTHMOCTH C mcnonb3osaHueM Godot Engine. Mrpa momkua ObiTe ¢
‘aganTHBHBIM MHTEP(EHCOM, KOTOPhIH KOPPEKTHO O0TOOpa)kaeTcst Ha BCEX
aropmax. VIHTepdeiic HOMKEH BKIOHATh B CeOSt IIABHOE MEHIO, SKPaHbl
Take HUD (heads-up display) mns oroOpaxeHust KiioueBOH HrpoBoii
AKOIl KAK 3MOPOBBE, OuKW, M Apyrue nokasarenu. Heobxommmo obecrednth
i WHTEPEC MIPOKOB, B MpPOEKTe JO/KHbI ObITH  peanu30BaHbl JIEMEHTHI,
eJIbHOCTD, MyTeM BKJIIOYeHHs B ce0s chctemy ciyuaitHoit renepaunn NPC,
u Gonycel. Ynpasnenue B urpe Oyaer AOMKHO ObITh ananTHPOBAHO MOX
TTK nomkHbl HCMONB30BaTCs KiaBuarypa 1 Mbib. Ha Android momxbl
b1 CEHCOPHbIE JNIEMEHTEI YNPABJCHHS, TAKHE KAK BHPTyaJbHble JUKOHCTHKH,
@KHO 0BeCreuHTh MIABHOCTb 1 OT3BIBYMBOCTE YIPABNEHHA, YTOObI MIPOBOH

oM(OPTHBIM Ha JIOOOM YCTPOICTBE.

[paspaboTke BONMPOCOB:

3 MNpEeAMETHONH OONACTH: BBIABUTH JOCTOMHCTBA M HEJOCTAaTKH
MPOEKTOB, MOCTABHTh UTOTOBYIO 3anady. KoHUenTyanu3npoBaTh MPOEKT.
JAHHBIM MTPOBBIM JBHKKOM. Pa3paborarh M MpOTECTHPOBATH MTOrOBOE
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6. KanesnapHslii rpaguk BbINONHEHHs paboThI

O6bem

: Cpok
Ne /n Haumenosakue 31anos paGorst paboTsl
BLITOJIHEHNASA

1 Hsyuenne npeamerHoii obnactn 32| 06.05.25
-08.05.25

2 Amnanu3 TpeGosanuii 32 09.05.25
-11.05.25

3 BriGop TexHonoruii, npumensemsix npy | 30 12.05.25
NPOEKTHPOBAHMH 1 PA3PaGOTKe -14.05.25

4 PaspaGorka apXuTeKTypbl NPHAOKEHUSA 40 15.05.25
-18.05.25

5 Pa3spaborka ocHoBHO} yacTH nporpammsl | 66 19.05.25
v -2205.25

6 Tecruposanue npoexra 70 |  23.0525
-27.05.25

7 Odopmnenue noscHuTenbHOM 3anuckn | 54 28.05.25
-30.05.25

Tara Bhinasn 3ananms 6" mas 2025r
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IlepevyeHb cokpameHuid 1 0003HAYEHUT

Accet — (ot anri. Game Asset) — UrpoBoii pecypc

WNunu — (ot anra. independent) — He3aBUCUMBIE TPOU3BEACHUS

OC — onepanioHHas cUcTEMa

[TK — mepcoHaIbHBINA KOMITBIOTED

I1O — mporpamMmmHoe o0ecreueHue

C++ — I3BIK TPOTPAMMHUPOBAHUS

HUD — (ot anrn. Head Up Display) — yactb Bu3zyanbHOoro uHTepdeiica

IDE — (ot anru. Integrated Development Environment) — unTerpupoBanHas cpena
pazpaboTKu

10S — MoOuIBHAS OllepallMOHHAs CUCTEMa OT KoMrnaHuu Apple

Modern Pixel Art — ctuinb rpaduxu

NPC — (ot aura. Non-Player Character) — mepcoHaxk B urpax, KOTOPBIM He
HaxXOJUTCS MO KOHTPOJIEM UTPOKa

UI — (ot anrn. User Interface) — monbs3oBaTenbckuil uHTEpdEIc

UML - (ot anrn. Unified Modeling Language) — yHUpUUUpPOBaHHBIA S3bIK
MOJICTUPOBaHUS

VK — Poccuiickas connanbHasa ceTh
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BBenenue

Hctopus urpoBoit HHAYCTPUHU Hadaaach B KOHIIE IBAJIIaTOrO Beka Ojaroaaps
MOSIBJICHUIO DJIEKTPOHHBIX BBIYMCIUTENIBHBIX MAllWH, KOTOPBIE HCIIOJIb30BAIUCH
JUTSL pacYETOB CIOXKHBIX HAYUYHBIX 33/1ady. OOpecTu MaccoBOro MOTPEOUTENST PHIHKY
BUECOUTP YIAIOCh TOJBKO B 70-x rogax XX BeKa ¢ MOABICHUEM MEPBBIX apKaJHBIX
aBTOMAaToB. llepBOoM KOMMEpUYECKM YCIIEIIHOW WIPOM CUUTAETCA CHMYJIATOP
HacToJapHOrO TeHHHca «Pongy», koTopas Obula pa3paboTaHa U BBIMYIIEHA

KoMmnaHuen «Atari» B 1972 rony. Ha pucynke 1 npuBeneHo e€ n3o0pakeHue.

Pucynox 1 — «Atari Pong»

[To macmtabam UrpoBasi UHAYCTPUSL COPEBHYETCSI C KUHONPOU3BOACTBOM U
3HAYUTENIHLHO OIIEPEKAET €ro 10 CKOPOCTHU POCTA, TEXHOJIOTHUYECKOMY Pa3BUTHIO, 32
HocIeHNE HEeCKOoNbKo JjeT. [loaromy co3gaHMe urp CTaHOBHUTCS Bce Oosee
NOMyJIsIipHOM cdepoil cpenu pa3pabOTUMKOB MO Bcemy mupy. Paszpaborka urp
TpeOyeT KOMIUIEKCHBIX 3HAHUM U YMEHHI, TO3TOMY SIBJISETCS XOPOLIEH CHCTEMOU
IUIL OCBOCHUS U Pa3BUTHUS HOBBIX HABBIKOB.

Wrpe1 MOI'yT MaHUITYJIUPOBATh BOCIIPUATUEM UTPOKA. Tak Kak OHU HE3aMETHO

3aCTaBJIAIOT Cro IMOBCPUTH BO BCC, UTO IIPOUCXOAUT B UT'PC, TCM CaAMBIM CO3JdaBas
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WJUTIO3UIO peabHOro Mupa. Takum oOpa3oM, OCHOBHONW OCOOEHHOCTBIO BUICOUTP
SIBJISIETCSI ACCOIMATUBHASI CBSI3b FeliMepa C UTPOBBIM IEpCOHaXKeM [ 1].

Jlromu WrparOT B BUJEOUTPHl MO Pa3nU4YHBIM TpuduHaAM. OCHOBHBIMU
MOTHBAMU SIBIISIFOTCS

— MOJYyYE€HHUE 3CTETUYECKOI0 yI0BOJIbCTBUS OT BU3yaIbHOM COCTaBIISIIOLIEH
UTPBL;

— OTBJICYEHHUE OT PYTHUHBHI,

— CHATHE CTpecca;

— TMOJy4YEeHHE IIUPOKOr0 CIEKTpa SMOLUUM OT TMOJOXKHUTENbHBIX 0
OTPULIATENbHBIX;

— PpAa3BIICYECHUE;

—  OTJBIX.

[lo pesynpTaram HCCIEAOBaHUSA, MPOBOJUMBIM HIPOBOM MIaTGopMon u
cepeucoM VK Play, yaanoch BBIACHUTH, Kak BBITJISIAUT TOPTPET TUIHUYHOTO
poccuiickoro reiiMepa. A TakKe Kakue raJKeThl U UTPhI 0OJIbIlIe MPEANOYUTAIOT B
reiimcoo6mectse B Poccun.

BonpmMHCTBO pecnoHAEHTOB, a HUMEHHO 85% urpaeT Ha MOOWMIIBHBIX
ycTpoiicTBax, 63% mOpeanoyuTaroT Urpbl HA KOMIbIOTEpE Wid HOyTOyke, 17% -
BBIOMpAIOT UTpoOBble KOHCONU. CpelHHMil BO3pacT WUrpoKa COCTABISET ABAIIAThH
JIEBATH C MOJIOBUHOM JeT [2].

[lenbto BBIMYCKHON KBanuduKalMOHHOW paboThl sBiseTcs «Pa3paboTka
urpsl Ha Godot Engine». JlJiss ycmemrHOro IJOCTHKEHUS MOCTABICHHOW LeNu
TpeOyeTCsl BBHITIOIHUTD CIAEAYIONINE 3a0auH:

— TPOBECTH aHAIU3 TEMbI, aHAJIOTOB, IOCTAHOBKH 33]1a4H;

—  CIPOEKTUPOBAThH MPUIOKECHHUE;

— PpCaln30BaTb U IPOTCCTUPOBATH IIPUTOKCHHUC.
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1 AHanu3 npeaMeTHO 00J1acTH

1.1 Onucanue urp «Caiig - cKpoJsjiep»

Caiin - ckposnep (or anrn. side-scroller) — 3To BUA KOMIBIOTEPHBIX UTP, B
KOTOPBIX UTPOBOH MPOIIECC OTCIICKUBACTCS BUPTYATbHONH KaMEpOu, pa3MEIIeHHON
cOOKy 1O OTHOLIEHUIO K YPOBHIO, a COJEpXKalluecs B Hrpe NepCOHAXKU
MEPEMEIIAOTCS TOJIBKO 10 TOPWU30HTAIW — BJICBO WM BIpPaBo. TepMuH caiini-
CKposuiep 0003HauaeT cnoco0 BHU3yalbHOM MPE3EHTAllMU UIPhI, a HE KAHPOBYIO
MpUHAIISKHOCTh. CaMBIMU PAaCTIPOCTPAHCHHBIMU XAaHPAMHU UTP, KOTOPHIE HMEIOT
TaHHYIO TIEPCIIEKTUBY, SIBISIOTCS «shoot 'em up», a Takke «beat ’em up».

Ha pucynke 2 nzo6paxkeH 000011eHHbIN TPUMED, BHITIOTHEHHBIN B BUIE UTPbI

caiif - ckpoJuiepa [3].

Pucynoxk 2 — [Ipumep KOMOBIOTEPHON UTPHI CAl]T - CKpPOJLIEepa

1.2 Onucanue MOMyJsIPHbIX )KAHPOB UI'P KCAUI-CKPOJJIEPOB)

Kanpsr «Beat em up» («u30eit ux Bcex») u «Shoot 'em up» («mpuctpenu ux

BCEX») — 3TO BUJICOUTPHI, B KOTOPHIX UTPOK CPAKAETCS C OOJBIIUM KOJTUYECTBOM

Jluct
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BparoB, HCIOJB3ysl IPH OTOM XOJOJHOE WM OTHECTPEIBHOE OpYyKHE. ITO
JUHAMHWYHBIE W TPOCTbIE B OCBOCHUH JKAHPBI, OCHOBHBIM PA3JINYUEM KOTOPBIX
ABJISIETCS THII OPYKHS1, KOTOPOE JOJIKEH MCIOJI30BAaTh UTPOK.

[lepbiMu 3HaunMMbIMM urpamu cranum «Kung-Fu Master» B 1984 rogy m
«Renegade» noznuee B 1986. B nannbix urpax npeodiagaet ropojickas atmocdepa,
CLIEHApUH CIO’KETA ONMCBHIBAET MECTh KPUMHWHAIBHOW cpene. JlaHHBIM CcueHapui

CTaJI OCHOBOM JIJI1 MHOKECTBA MPOM3BEACHHI BrocaeacTsuu. Ha nzobpaxxenun 3

MOKa3aH CKpUHIIOT U3 urpsl Renegade.

Pucynok 3 — Urpa Renegade 1986 rona.

B 0CHOBHOM 3TH UTpbI UMEIOT UKCEJBHBIN CTUJIb U IBYyXMEPHYIO IpauKy,
HO 00Jiee COBPEMEHHBIE K3EMIUISIPHI EPELUTH Ha TPEXMEPHOE OKPYKEHHUE.

PaspabateiBaeMas urpa B xaHpe Beat em up OyzaeT coaepaTh JIOKALMIO C
OECKOHEYHO MOSBIIAIOIIMMUCS BparaMu, KOTOpble OyAyT HAaHOCHTh YPOH WUIPOKY,

MbITasACh €TI0 YHUYTOXKUTD.
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1.3 AHaIM3 aHAJIOTMYHBIX pelleHuH

Jns aHanu3a aHAJIOTMYHBIX MPOEKTOB OBUIM BHIOPAHBI CIEAYIOIIUE WIPHI:
«Punch kick duck» [4], «Untill we die» [5], a Takxxe «Mother Russia Bleeds» [6].

«Punch kick duck» - urpa B xanpe «Beat ’em up», pazpadorannas [llorHom
Koynmanom u wusnannas ero kommanued «Pipsqueak Gamesy. M3nauanbHO
nosiBuiack Ha miatdopme 10S 25 suBaps 2023 roxa. [To3auee, 11 depans, ctana
JOCTYIIHA JJIs YCTPOMCTB Ha cucteMe Android.

Hrpa umeet mpoctoe ynpapiieHHe. 3aja4a UrpoKa 3aKI04aeTcs B IOTOHE 32
OYKaMH, KOTOPbIE HAUUCIIAIOTCS 32 CKOPOCTh U KOJIUYECTBO MTOBEP)KEHHBIX BPAroB.
Urpa crapryer ¢ TOro, 4TO MEPCOHAK OECKOHEUHO OEKUT MO TOPU30HTAIHU B OJHY
U3 CTOPOH, a 3aTe€M BCTYNaeT B CPAXKEHHUE, HCIOJB3Ys Uil KaxIoro Bpara

ONpeIeNICHHbI 00EBOM MPUEM.

Ha pucynke 4 n3o0paxeH UrpoBOil POIIECC ITOM UTPHI.

Pucynok 4 — «Punch kick duck»

['maBHBIM HENOCTATKOM WIPHI  SBISAETCS €€  YpOBEHb  CJIOKHOCTH.
HemnoaroroinenHoMy UTPOKY OyI€T TPYAHO BIUTHCA B UTPOBOM MPOIIECC, TOITOMY

IMPaKTHYCCKN BCC YPOBHHU 6y,7_'[yT CJIOKHBIM MCIBITAHHUCM OJI HETO.
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«Untill we die» - urpa B xaHpe «shoot 'em up» c sneMeHTamMu U3 xKaHpa
ctparerud. OCHOBHasl Lenb - 3ammTa 0a3bl. B poin 0a3pl BBICTYNAeT CTaHUUSA
METPO, a CpakaTbCsl WIPOKY NPHUAETCS C Pa3IMYHBIMU BparaMu, KOTOpbIE IIO
CLIEHAPHIO 3aHECEHBl METEOPUTAMH.

«Untill we die» Obuta paspaborana u uzgana Poccuiickoit crynueit «Pixeye
Games». M3nauanpHo, 11 mas 2021 roga Oblna BbINyIIEHA AEMOHCTpAalMOHHAs
Bepcust urpsl. [lonHoueHHsiit penus aist maatdopmel Windows coctosiicst 3 UroHs
2021 rona.

Wrpa nuMeeT BBIIAIOIIMIICS BU3yalbHBIM CTUIb, aTMOC(hEpy Jareps, a TaKxe

IMOCTOSSHHO HapacCTaromyro CJIO0KHOCTb UT'PhI.

Ha pucynke 5 nokazan ¢gparmMeHT u3 opUIIMaIbLHOTO TpEHIepa Urpsl.

Pucynok 5 - «Untill we die»

CozmarensM HE yAaJIOCh 3aWHTEPECOBATh AYIUTOPUIO, U3-3a YEro
TabHEHIIas pa3paboTKa IPOeKTa BCKOPE ObLT MPUOCTAHOBIICHA.

K HengocTaTkaMm UTrpbl MOKHO OTHECTH:
— OTCYTCTBHE B PEIIU3HON BEPCUU BO3MOKHOCTH COXPAHCHUI;
— IUIOXO pealln30BAHHASA UTPOBasi SKOHOMUKA;

— MajJo€ KOJIHNYCCTBO KOHTCHTA,
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— HEYJIOBIIETBOpUTEINbHAS peann3anus Joruku nopeaeHuss NPC;

— OTCYTCTBHE TMOJJEPKKH OOHOBJICHUAMH MPAKTUYECKU Cpa3y Mocie
penusa.

«Mother Russia Bleeds» urpa B xaHpe «Beat ’em up» pa3paboTaHHas
Opannysckoit crynueit «Le cartel studio» u wu3nanHas OJHUM U3 CaMbIX
KpYIMHEUINX U3AaTEIbCKUX areHTCTB st HHAU-Urp - «Devolver Digitaly.

Urpa Obuta BeimyiieHa S5 ceHTs0ps 2016 roma mis miardpopm Windows,
macOS, Linux. [lo3gHee mosBuaach Ha UTPOBBIX KOHCOJAX, TakuX kKak Xbox One,
Playstation 4, Nintendo Switch.

['eiimmieli OCHOBBIBA€TCSI HAa MHOXECTBE OOEBBIX CTOJIKHOBEHUH C
MPOTUBHUKAMHU PAa3HOM CTEMEHU CIIOAKHOCTU HA OTJIMYHBIX APYT OT Apyra ypOBHSIX.
Ctunsb urpel - CCCP anbTepHaTUBHON PEATTBHOCTH.

B urpe peanuzoBaHa cucTeMa KOONEPATUBHOIO MPOXOXKACHUS C APYTUMU
JO0JIbMU, YTO MO3BOJISIET KaXK/IbIN pa3 MO-HOBOMY IIPOXOAUThH YPOBHHU.

Ha pucynke 6 mpeicTaBlieH CKPUHILIOT UTPhl ¢ OPUIHUAIBHOM HWHTEPHET-

CTpaHUIIbI CTYyANH pa3pabOTUUKOB [6].

Pucynok 6 - «Mother Russia Bleeds»
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HUrpa uMeeT NpOTUBOPEUMBBIA CIOKET, MO3TOMY MOKET IOKa3aThCs s
MHOTHUX UTPOKOB CIIMIIKOM X€CTOKOH. MrpoBoil mponecc, B CBOIO OUEpEib, KAXKETCA
MOHOTOHHBIM HECMOTPS Ha pa3Hoo0pa3zue ypoBHEM.

BriBoz 110 niepsomy paszueiny.

B sTOM pasnmene mpeAcTaBiieH aHAIM3 aHAJIOTOB pa3padaThIBAEMOUM HIPHI.
PaccmoTpens! Tpu poekTa, MPOBEAEH aHAIU3 X MTPEUMYIIECTB U HENOCTATKOB. Bee
MPEACTABIICHHBIE UTPBI MOIYUYMIN TPEUMYIIECTBEHHO MOJIOKUTENbHBIE OLIEHKU KaK
OT IPO(PECCUOHANILHBIX PEIICH3EHTOB, TaK U OT UTPOKOB. OCOOEHHO BaKHO YUECTh UX
CUWJIbHBIE CTOPOHBI M OOpaTUTh BHUMAHUE HAa MOMEHTBI, KOTOPbIE MOJb30BaTENd

OTMETWJIH, KaK TPEOYIOIINE YIyUIICHHS.
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2 IIpoekTupoBaHue

2.1 TpeOoBaHusi K NPHJIOKEHUIO

[IpunoxeHue 10MKHO JEMOHCTPUPOBATH CTAOMIBHYIO padOTy U KOPPEKTHBIN
3ayCK KakK Ha HACTOJbHBIX KOMITbIOTEpPAX, TAK U HA MOOUJIbHBIX YCTPOUCTBAX.

2.1.1 ®yHKuMOHANIbHBIE TPEOOBAHUS

OyHKIMOHANIbHBIE TPEOOBaHMS MPEACTABISAIOT COOOM MepeyeHb KPUTEPUEB,
OTPXKAIONIUX OKUJIaHWS TOJIb30BaTeNed OT mporpaMMHoOro obdecrnedenus. OHuU
JNETATU3UPYIOT Ha0op (GYHKIUMA W BO3MOXKHOCTEH, HEOOXOIUMBIX s
YIOBJIETBOPEHUSI KOHEUYHOro mnotpedutens. DyHKIMOHAIbHbIE TpPeOOBaHUS K
pa3pabaTbiBaeMOMY TMPUIOXKEHUIO CHOPMHUPOBAHBI B pPE3yjibTaTe HU3YUYEHUS
MpeIMETHON 00IacTH.

[Ipunoxxenue AOIKHO 0OeCIeUNBATD JIJIsl TTOJIH30BATEIS:

— UTPOBOM MHTEpeENiC;

— WUTPOBOE MEHIO;

— WUTPOBOE MEHIO May3bl;

— BO3MOXHOCTbH YMNPABJICHUS MEPCOHANKEM C KIABHATYpPhl M MBIIIbIO, U C
CEHCOPHOT0 PKpaHa MOOUIILHOTO YCTPOICTBA;

— BO3MOXHOCTb B3aUMO/JICUCTBUS C UTPOBBIMU OOBEKTAMHU;

— COXpaHEHHEe UTPOBOTO MPOTpecca;

— 3arpy3Ka UTpOBOTO Mporpecca U3 COXPAHECHUSI.

2.1.2 HedyHkunoHanbHble TPEOOBAHUS

Hedynkunonanbusle TpeOOBaHMS — HSTO HE CBSI3aHHBIE C IOBEJACHUEM
MPUJIOKEHUST XapPAKTEPUCTUKU U OTPAHUYEHUS, KOTOpbIE MPUIIOXKEHUE OJKHO
obecnieunBath. HedyHkiMoHanbHbIe TpeOOBaHMS OXBATHIBAIOT TAKWE ACHEKThI
KadyecTBa MPOJAYKTa KaK: MPOU3BOJUTEIBHOCTb, 0OE€30MaCHOCTh, YAO0OCTBO
UCIIOJIB30BaHUS.

PazpabaTpiBaeMoe TMPUIOKEHUE JOJKHO YAOBIECTBOPSTH CIEAYIOIIUM

He()YHKIIMOHAILHBIM TPEOOBAHUSIM:
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— pa3paboTka NpUIIOKEHUS OyAeT OCYIIECTBIEHAa C MCIOJIb30BAHUEM
urpoBoro asumxka «Godot Enginey;

— TpWIOXKEHHE ITOHKHO padoTaTh Ha omeparuoHHOW cucteme «Android
12.0» n HOBEE;

— MPUIIOKEHUE JOJKHO padoTaTh Ha omnepainuoHHou cucteme « Windows
10» u HOBeEE.

2.1.3 Cuctemusble TpeOOBaHUs

CuctemHuble TpeOOBaHUS — HTO CHIEUUPUKAIIUN U XapAKTEPUCTUKHU, KOTOPHIM
JIOJKHO COOTBETCTBOBATh YCTPOMCTBO, Mg OOECreyYeHUs KOPPEKTHOM padoTh
MPUIIOKEHUSL.

s oneparmonHo cucteMbl « Androidy:

— wmozens nporeccopa — «MediaTek Helio G36» miau aHaIOTHYHBIN;

— rpaduueckuii yckopurenb — «PoverVR GE8320» unu anHanoruuHbli;

— olepaTuBHAas MaMsATh — 3 rurabaiTa;

— MecTo Ha aucke — 120 merabair.

s oneparmonHoit cucteMbl « Windowsy:

— wmopensb nporeccopa — «KAMD Athlon 300GE» nnu aHaaoTHYHBIH;

— HHTETPUPOBAHHOE BUCOSAPO WU JTUCKpeTHas Buaeokapta — «AMD
Radeon Vega 3» unu ananoruusas;

— olnepaTuBHAas NamsTh — 4 rurabaiTa;

— Mecto Ha aucke — 120 merabaiir.
2.2 OCHOBHOI1 KOHIENT UTPbI

Kanp urpsl - «Beat ’em up» ¢ a3neMeHTaMH BBIKUBAHUS.

Bug urpsr - «Side — scroller».

[elictBue paspabaTbiBaeMOil HUIpbl OyJEeT MPOXOJUTh B CPEIHEBEKOBOM
(douTe3uiinoM Mupe [15]. OOmuii xynoxectBeHHbIN cTiiib — «Modern Pixel Arty.

Bri6op MMUKCEIIbHON rpaduku MO3BOJISIET 3KOHOMUTH pecypcebl
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MPOM3BOJIUTEIIPHOCTA CHCTEMBI W SBISETCS MPOCTBIM B HCHOJHEHUH. Hrpok
YIpaBIseT MEPCOHAKEM, KOTOPBIN JOJIKEH CPaXaThCsl C Bparamu.

W3HayanbHO TJIaBHBIM TepOM Wrphl MOSIBISETCS B CEpPEIUHE YPOBHA,
OJTHOBPEMEHHO C HUM ITOCTETIEHHO BO3HUKAIOT BOJIHBI BParoB ¢ KaX 0 U3 CTOPOH.
3amaua WIrpokKa MPOACPKATHCS KaK MOXXHO JIOJbIIEe, TeM CaMbIM IOBBIIIAS
KOJIMYECTBO «IIPOKUTHIX» UTPOBBIX CYTOK. TaK k€ UTPOK MOXKET COOMPATh MOHETHI
C TIaBIITUX BParoB.

[IpoekT paszpabaThiBaeTCa ISl OMEpPallMOHHBIX cucTeM «Windows» u

«Android» Ha urposom nBuxkke «Godot Enginey.
2.3 UML gunarpaMMa BapHAHTOB MCII0JIb30BAHMS.

JlnarpamMma BapHaHTOB MCIIOJIb30BAHUS HATJISIHO OTOOpakaeT B3aUMOCBS3b
MEXK]y TI0JIb30BaTeNIeM U (DYHKIIMOHATBLHOCThIO cucTeMbl. OHA MO3BOJISIET OMUCATh
CUCTEMY Ha KOHIENTYyaJlbHOM YPOBHE U WCHOJIB3YETCA i Cleuu(puKanuu
BHEITHUX TpeOOBaHUM K cucteme [7].

B mpeacraBneHHOW auarpaMme BapHaHTOB MCMOJIb30BAaHUSI HAa PUCYHKE 7
3a()MKCUPOBAHbI KIIIOYEBbIE HWIPOBBIE (YHKIMM U HEOOXOAMMOE KOJIUYECTBO

3JeMEeHTOB UHTEepdeiica.

include extend
Hauartb
------- Wrpatb raTbcA
urpy p ; [euratsc
i ATakosartb
OTKpbITL MEHIO '
nayabl
Actor E B3auMOAeACTBOBATL
i C 00beKTamu
. i N T
LIATY B FNaBHOE : B3aumoaeACTBOBATL
Buixon --- C HE Urpoebiu
MEHI0
nepcoHaxammu

Pucynok 7 - UML nuarpamma BapuaHTOB MCIIOJIb30BAHUSA
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BriBoz 110 BTOpOMY pasaeny.

Bo BTOpoMm paznene 6bu1u c(hOpMUPOBAHBI KIIFOUEBBIE TPEOOBAHUS K CHCTEME.
B Heli gaHO omucaHWEe OCHOBHOTO KOHIIENTA WIPhl U BHIOpAH XyH0>KECTBEHHBIN
CTWIb. B COOTBETCTBUM € 3TUMH TPEOOBAHMSIMU COCTABJIEHA JIMarpaMMa BapUaHTOB

HCIIOJIB30BAaHMS IIPUITOKCHUS.
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3 Peanu3zanusa

3.1 Bb100op HHCTPYMEHTOB pa3padoTKH

WrpoBoil IBHKOK MpeICTaBISIET CO00 MporpaMmMHOe 00eclieueHre, B COCTaB
KOTOpPOro 00s13aT€IbHO BXOJUT MHOXECTBO KOMIIOHEHTOB ISl CO3JaHUs U
MOCHEAYIONIETO0 PEJAaKTUPOBaHUSL Urp. TakuMH KOMIIOHEHTaMH  SIBIISIFOTCS
KOMIUIEKCHBIE CUCTEMBbl PEIaKTUPOBaHUsI rpadUKu, 3BYKOBOTO COMPOBOXKICHUS,
peanuzanuu noBeAeHUs (U3NYECKUX OOBEKTOB, CUCTEMbl AHUMHUPOBAHUS, H
uHTerpupoBaHHas cpena paspadotku (IDE) nns nporpammupoBanusi. OCHOBHBIMU
ONpPENENAIONMMHA  [PU3HAKAMU HUTPOBOTO  JIBMXKKA  SIBJISIIOTCSIT  MEXAHU3MBbI
OTPUCOBKHU, MO3BOJIAIONIME BECTU Pa3pabOTKy Cpa3y HAa MHOXKECTBE Pa3TUUYHBIX
m1aTGopM M YCTPOMCTB, a TaKXKE€ HAJIUYME CHUCTEMbI YIIPABICHUS JaHHBIMHU.
brnarogapst 3ToMy 3HaYUTEIBHO YIPOUIAETCS MPOoIecC pa3paboTKU Urp.

Game Maker (u3nHavanbHO Animo, Game Maker (10 2011) u GameMaker:
Studio), npeacraisieT co00W UTPOBOM BHXKOK, CO3/IlaHHbIA Mapkom OBepmapcom
B 1999 roay. Ilocne mectoid BepcHUM KOHCTPYKTOpPA Pa3BUTHE MPOJOJKUIOCH B
kommanuu YoYo Games [8]. OH npeaHa3HaueH A pa3paO0TKU UTP U MpeaiaracT
croco0 onmepupoBaHUS dIEMEHTaMU UHTepJelica, KOTOPBIN ABISETCS YHUKATbHBIM
COYETaHUEM MPOCTOTHl BU3YyallbHOTO mnporpammupoBanus (Drag & Drop) [9] u
paCUIMPEHHBIX BO3MOXHOCTEH, MPEJOCTaBIsEMbIX BCTPOCHHBIM COOCTBEHHBIM
a3pIkoM cueHapueB Game Maker Language. COOCTBEHHBIH A3BIK SBJISIETCS TJIABHBIM
HEJIOCTaTKOM  JIaHHOTO  pEIIEeHHs H3-3a  CBOEM  CIIOXKHOCTU.  JIBMXKOK
cnenuanu3upyercss Ha 2D-mpoekTax, HO Takke mojjaep:kuBaeT 0a3oBblie 3D-
(yHKIIUU, XOTS WX BO3MOXHOCTH HE CpPaBHATCA C TAaKUMH HW3BECTHBIMU
matdopmamu, kak Unity unu Unreal Engine.

Game Maker npenocraBisieT OECIIaTHYIO BEPCHUIO C OMpEAEICHHBIMU
OTpaHUYCHUSIMU, HANpUMEpP, pa3paboTka Urpbl Tojdbko moxa miatdopmy Opera
GX.games [10], HO [ pacCHIMPEHHBIX BO3MOXKHOCTEH U MPO(PECCHOHATHLHOTO

YPOBH:A pa6OTBI AOCTYIIHBI IIJIATHBIC ITOAIINCKU.
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Unity, mo CTaTUCTUKE WCIOJIb30BAHUS, TMOMYISIPHEUIINNA JBUKOK IS
pa3paboTku uHau-urp [11], mpeactaBiaeHHbIN U BbITyIIEHHbIH KoMIanueil Unity
Technologies B utone 2005 roxa [12]. HecMoTpsi Ha MPOTUBOPEUUBYIO MOJIUTUKY
KOMIaHUU, JBUXKOK SIBISETCS OJHUM U3 JUAUPYHOMMX B Mupe. OH MOCTOSHHO
pa3BuBaeTcs, 00J1ajlaeT MUPOKOU (PYHKIIMOHAIBHOCTHIO U OAXOAUT JJIsl CO3JJaHUS
UTp Pa3IMYHOrO MacliTada, HayuHAsg OT MPOCTBIX MOOWIBHBIX MPUIIOKEHUU U
3aKaHYMBasi ~ KPYNHBIMM  MpoeKTamMu. B KkauecTBe  OCHOBHOTO  sI3bIKa
nporpammupoBanus Unity ucnonb3dyeT C#, a Takke MNpengaraeT UHTYUTUBHO
MOHATHBIA BU3YAJIBHBIA PENAKTOP € KOMIIOHEHTHOW cuctemMoi. (OCHOBHOM
po0JIeMOii TAaHHOTO PEILICHUS SIBJIIOTCSA BBICOKUE 3aTPAThl TPOU3BOIUTEIBHOCTH.

Unreal Engine — BTopoii 110 NOMyIsipHOCTH UCTIOIB30BAHUS UTPOBOM JBUKOK,
pa3pabotannbiii komnanueir Epic Games B 1998 romy [13]. IlepBoHawanbHO
co3gaBajics g pa3pabOTKU IIyTEPOB OT MEPBOTO JMIA, HO CO BPEMEHEM CTall
YHUBEPCAIbHBIM UHCTPYMEHTOM [IJISl UTP CaMbIX Pa3HbIX XKaHPOB. basupyetcs Ha
C++. PaboTaeT Ha MHOKECTBE ONIEPALIMOHHBIX CUCTEM U YCTPOUCTB. Ero MoayspHas
apXUTEKTypa Ha OCHOBE B3aMMOCBS3aHHBIX KOMIIOHEHTOB YIIPOIIAET IOPTUPOBAHKE
MpoeKkToB Mex 1y miatdpopmamu. Kpome Toro, Unreal Engine mpeayiaraet mumpokue
BO3MOXXHOCTH B 0071aCTH TpauKu, 3ByKa U CETEBBIX TEXHOJOTHM, YTO JIETAET €ro
OIHUM U3 CaMbIX MONYJSIPHBIX JBWKKOB B HHIAycTpuu. C TOYKH 3peHUs
MPAaKTUYECKOr0 NPUMEHEHHs B pa3pe3e JaHHOTO MPOEeKTa, O0apbepoM CiIy»Kat
M30BITOYHOCTh, CIIOKHOCTh U TPEOOBATENBHOCTh K CUCTEME.

Godot engine - 3TO COBpEMEHHBIN UTPOBOM JBHKOK C OTKPBITHIM HUCXOHBIM
KOJIOM, KOTOPBII COYETAET MPOCTOTY OCBOEHUS JAHHOT'O MHCTPYMEHTA C MOILITHBIMU
BO3MOXHOCTSIMHU 11 co3aanus 2D u 3D wurp [14]. Ero rimaBHoOe mpenmyImecTBo B
TOM, YTO OH IIOJTHOCTBIO OecIuIaTeH.

brnarogapst mponyMaHHOM apXWUTEKType, OH obecneunBaeT 3((HEKTUBHYIO
paboTy ¢ IByXMepHOU rpadukoii 0e3 JIUIIHUX 3aTpaT IPOU3BOIUTEILHOCTH.

Godot yBepeHHO 3aHUMAET CBOIO HUIIY KaK ONMTHUMAIbHBIA HHCTPYMEHT ISt

UH]IU - Pa3pad0TKU U SKCIIEPUMEHTAIbHBIX MTPOEKTOB.
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Jns peanuzanuu 3alyMaHHOTO ITPOEKTa ObLI BEIOpaH UrpoBoit ABMKOK Godot
CO BCTPOCHHBIM B HEro s3bIkoM mporpammupoBanusi GDScript. Ha pucynke 8

MoKasaH ero uHTepdeiic.

® ® Playertscn - My game v0.1 I’2D 3D K Script X Game & AssetLib

CueHa ° )] ® % Player X % o 3 WHcnextop

D d B - WA A HOP oA E &

% CharacterBody2D

Grounded

Moving Platform
Collision
CollisionObject2D
Remove

ema
Collision

bles/predmet.tsc I Input
O Node2D
Transform
CanvasItem

Visibility

Ordering

Texture

Material

O Node
k-street-files
Process

361804 ® OTnagumk (4) Ayamo AHMMauus PeaakTop wweiigepos = Physics Interpolation

Pucynok 8 — Uurepdeiic Godot Engine

3.2 ApxuTeKTypa NPUJI0KEeHHUS

[Tocne 3amycka MpUIOKEHUST UTPOK MOMAAaeT B MEHIO C IBYMsI BApUAHTaMU
BBIOOpA: HayaTh UTpy W BbIxoJ. [Ipu HakaTUU Ha KHOMIKY «BBIXO/» MPUIIOKEHUE
3akpoetcs. [Ipyn HaxkaTuM Ha KHOIKY «HauyaTh UTPy» CIIEHA MEHIO MEHSIETCSl Ha
CIEHY YpOBHS, T€M CaMbIM 3allyCcKas WUIPOBOW MpOllecC, pealrn30BaHHBIA C
MOMOIIBI0O CKPUNTOB. CKPUINT MPENCTABISIET COOOM KOMIAKTHYIO MPOTrpaMmy,
MpeHA3HAYCHHYIO JIJIs BBITIOJIHEHUS onpeieNIeHHON 3aauu. CKpUNT aKTUBUPYETCS
0 3anpocy, o0pabaThIBaeT JaHHbBIE, 3aTEM PeaN3yeT HEeOOXOUMbIE ONepaluu U
3aBepiIaeT CBoO paboTy. Huke mnpuBeneH mepeyeHb HCHOJB3YEMBIX B HIpe
CKPUIITOB C UX KPATKUM ONHUCAHUEM.

Cxpunt Player.gd — ckpunt 1 WUrpoBOro IMepcoHa)xa € MEXaHUKOU
IBIDKEHUS U CHCTEMOU aHUMAaIAH.

Cxpunt Bg.gd — ckpunt asist paboThl MOJBUXHOTO (hOHA.
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Cxpunt Collectibles.gd — ckpunt jy1st co3jaHUsI UTPOBBIX MPEIMETOB.

Ckpunrt Coin.gd — cKpunT s CO3JaHUS M BOCHPOU3BEIECHUS JIBHIKCHHM
UTPOBOTO MpEAMETA.

Ckpunt Stats.gd — ckpunt mis o0paOOTKM U BbIBOJAAa B HHTepdeiic
M0JIB30BATEIS IOKAa3aTeNel YpOHa, 310pOBbs U BEIHOCIUBOCTH.

Ckpunt Enemy.gd — poauTenbCkuii CKpUNIT, B KOTOPOM OMHMCAHO MOBEJIEHNE
Bparos.

Cxpunt Mushroom.gd — Hacineayemsblii CKpUNT MEPBOro Bpara, B KOTOPOM
XpaHUTCS CUTHAJI JJId NEepeladyd JaHHBIX U COCTOSHUSA TOJIyYeHHE YpOHa,
0e3/1eiCTBUS U CMEPTH.

Ckpunr Flying eye.gd — Haciexyemsplii CKpUNT BTOPOro Bpara, B KOTOPOM
XpaHUTCS CUTHAJI JJId NEepeladyd JaHHbIX U COCTOSIHUSA TOJIyYeHHE YpOHa,
0e3/1eiCTBUS U CMEPTH.

Cxpunt Mob_health.gd — ckpunt nns oOpadotku u BeiBosia B U mokazaTeneit
3J10pOBbsI BParos.

Cxkpunt Menu.gd — ckpunt i OTOOpaKEHUS U peanu3aluu
(YHKIIMOHATBHOCTH MTyHKTOB IJTABHOTO MEHIO.

Cxpunt Manager.gd — ckpunt Jyist pabOThI Iay3bl U BHI30Ba €€ MEHIO.

Ckpunr Lantern2.gd — ckpunt 1y1st paboThl HCKYCCTBEHHOT'O TUHAMUYECKOTO
OCBEILICHHUS.

Cxpunt Global.gd — ckpunt s 00paOOTKH TI00ATBHBIX MEPEMEHHBIX
BHYTPEHHHMX CUCTEM UTPHI.

Cxpunt Day night.gd — ckpunT aJist cMeHbI BpEMEHH CYTOK 110 TailMepy.

Ckpunt Damage text.gd — ckpunT g nokasza KOJIMYeCTBa €JUHULl YpPOHa
1I0CJIE HAHECEHHUS yapa.

Ckpunt Damage box.gd — ckpunt Ay paboThl KOJUTU3UHA BO BPEMSI aTaKH.

Ckpunr Signals.gd — MexaHu3M U1l TOJTYy4YEHUS U HAHECEHUS YPOHa.

Ckpunt Spawner.gd — CKpUNT 11 TOSBJIIEHUS BparoB Ha UTPOBOM YPOBHE 110

OIIPCACICHHBIM IIPpaBUJIaM.
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Cxpunt Resources.gd — ckpunt st oOpaboTKu riao0albHOM MepeMeHHOU
«MoHeT», 1 BBIBOJIa UX KOJIMYECTBa Ha MHTEp(EC MoIb30BaATEI.
Cxpunt Ilpu paspaboTke wurpsl OyAe€T HCMIOIB30BaH OOBEKTHO —

OPUEHTUPOBAHHBIN MOXOJ MTPOTPAMMHUPOBAHUS.
3.3 UcnoJib30BaHHMe UTPOBBIX ACCETOB

CoBpeMeHHass UrpoBasi MHAYCTPUS IIMPOKO MPUMEHSIET TOTOBBIE aCCEThHI
(IpenBapUTEIBHO CO3JaHHBIE PECYpPChl) C MLEJIbI0 ONTUMH3ALUUM M YCKOPEHUS
npoiiecca pa3pabOTKU UTPOBBIX MPOEKTOB. K HUM OTHOCSTCS: MOJEIHU, TEKCTYPHI,
aynuodaiiibpl, a TakkKe MporpaMMHbIe CKpUNTHI. Mcmosb3oBaHWe MMOJOOHBIX
pelieHuid TpuoOpeTaeT o0coO0yr aKTyaJbHOCTh B  YCJIOBHUSIX OHOKETHBIX
OTPAaHUYCHUM U CIKATBHIX CPOKOB pa3pabOTKu

[Ipu peanuzanuu npoekta ObUT TpuMeHeH AudepeHITUPOBAHHBIN MOIX0]T K
UHTETpallMd  TOTOBBIX  PEIICHUII. Jlnst  BU3yalbHBIX  KOMIIOHEHTOB
MPEUMYIIECTBEHHO HCIIOIB30BAIUCh pecypchl ¢ caita itch.io [15]. B wactHOCTH,
aBTOPCKHI KOMIUJIEKT, COJIEPKAIIUM CIIPAUTHI - paCTPOBBIE IpaPUUECKUE O0BEKTHI
[16], urpoBoro nepcoHaxa, 3agare (OHBI U Pa3TUIHBIC ICKOPATUBHBIE SJIEMEHTHI.
3BYKOBOE€ COMPOBOXKIEHHUE (POPMHUPOBAIOCH C MOMOIIbIO OUOINOTEK pixabay.com
[17].

KitoueBbIM 3TanoM paboThl ¢ acceTaMu CTall TIIATENbHBIM OTOOP MO ABYM
OCHOBHBIM KPHUTEPUSIM: CTHJIMCTHYECKAs] COTJIACOBAHHOCTh C XYJO0KECTBEHHOMU

KOHUEIMIIMEN MPOEKTa U MPO3PAYHOCTD JINLIEH3UOHHBIX YCIOBUM UCITOIb30BaHUS.
3.4 I'/1aBHBIN YPOBEHDb UIPbI

[Tocne HaxkaTtusi HA KHOMKY UrpaTh, UTPOK MOMAJAET HA TJIaBHBIA YPOBEHb.
OH npexacrasusier coboil mnatdopMmy, JaHamadT KOTOPOl COCTOUT U3 TalJIOBOU
rpauKy, Ha KOTOPOU pacmoaoXeH UTPOBOM MEPCOHAXK, 3aAHUHN (OH, a TAK)KE UHBIC
JIeKOpaTUBHBIC AyeMeHThI. [IpuHIMn TalnoBoi rpadku OCHOBaH Ha COCTABJICHUU
LETOCTHBIX H300paXEHU U3 TOBTOPSIIOIIUXCA W  CTaHJAPTU3UPOBAHHBIX

(parMeHToB, YTO MO3BOJISET ONTUMHU3UPOBATH UCIIOJIB30BAHUE PECYPCOB.
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Jnst co3gaHus WUIIO3UM TIyOMHBI M YCTPAHEHHsT MOHOTOHHOCTH (pOoHa
npumeHsiercs 3(Q(exT napajiakca — CMEIIEHHUS BUAUMOrO MOJIOXKEHHS O00BEKTa.
Peanu3oBaH yepe3 aCHHXPOHHOE NIEPEMEIICHHE TPEX (POHOBBIX CIIOEB: YEM JabIlIe

CJIOM, TEM MEJIEHHEE OH JIBMXKETCS. PUCyHOK 9 neMoHCTpupyeT co3aanue 3 dexra.

(*) bg.tscn - alone warrior 2D 33D K Script X Game & AssetLib
CueHa 2 o o (o} O B bg*) X 2% VHcnextop
+ @ ounetp: ums, T H @ 0 O B v N A HOG [ Bua @ Sprite2D E &

® Sprite2D

O B

: | y Offset
L BackgroundLayer3 L Animation

Region
O Node2D
Transform
Canvasltem
Visibility
Ordering
Texture
Material
O Node
] Process
Q13 A J Physics Interpolation
Auto Translate

Editor Description
Shooter - Central City
Script

+ Ao6aBuTe MeTaZjaHHble

BKNOUNTL UNW UUTL HVKHIOK NaHens «AHuMauums» (Option+N)

®BubiBog Omnaguuk  Ayano AHumauma Pe,

Pucynok 9 — Peanuzanus a3¢gdexra napamiakca

B nensx ycuieHus: 3cTETHYECKON COCTABIAIONIEH MPOEKTa, HA YPOBEHb ObLIU
n00aBIEHBI IEKOPAaTUBHbBIC SJIEMEHTHI, TAKME KaK 3/IaHKe C aHUMaIlue, mopTai, u3
KOTOPOTO MOSIBIIAIOTCA Bparu U (poHapH, KOTOPHIE 3aKUTAIOTCS MPU HACTYILJICHUU
TEMHOI'0 BPEMEHU CYTOK. Tak ke B UTrpe peain30BaHa CUCTEMA CMEHBI THS U HOYMU.
B nmuctunre 1 nmokasaHa nporpaMMHas peajin3amus CMEHBI JHA U HOYH.

Jluctunr 1. ®yHKIMY peanru3aliuy CMEHbI BDEMEHU CYTOK.

func on day night timeout():
match state:
MORNING:

morning state()
EVENING:

evening state()
if state < 3:

state +=1
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func

func

20)

func

else:
state = MORNING
day count += 1
set day text()
day text fade()

morning state ():

var tween = get tree().create tween()

tween.tween property(light, "energy", 0.2, 20)

var tweenl = get tree().create tween()
tweenl.tween property(pointlight, "energy", 0, 20)

evening state():

var tween = get tree().create tween()

tween.tween property(light, "energy", 0.9, 20)

var tweenl = get tree().create tween()
tweenl.tween property(pointlight, "energy", 1.5,

day text fade():
animPlayer.play("day text fade in")
await get tree().create timer(3).timeout
animPlayer.play("day text fade out")

3.5 IIporaronnct

['maBHBI TEPOM MPOEKTa BBIMOIHAECT KIOYEBYIO POJIb  IOJHOCTHIO

YHOPaBISIEMOI0 UTPOKOM IICPCOHAKA ABJIAACH HECHTPAJIbHBIM 3JICMCHTOM B paMKax

CHUCTEMHOT0 UTPOBOTO Tpoiiecca. Kak 0CHOBHOI UTPOBOI aBaTap, OH 00eCIeunBaET

HCTIOCPCACTBCHHYIO CBA3b MCIKAY HIPOKOM W HUTPOBBIM MHUPOM UYCPEC3 CUCTCMY

B3anMoOAeHCTBUA. [IepCOHaX OTHOCHUTCS K apXETHUITy «KJIACCHYECKOro repos» [19],

4TO OompeacisICT €ro 0a30BBIC XAapaKTCPUCTHUKHU U BO3MOKXHOCTH.

HrpoBeie XapakTEpUCTUKU ITIEPCOHAKA:

—  X0ap0a;

—  Oer;

—  KPaTKOBPEMCHHOC YCKOPAIOIIECC CKOJIbKCHHUC,

—  TpW BapuUaHTa aTaKH;

—  OJIOKMpOBAHME aTAKYIOIIHUX yAapOB BParos.

BI/I3yaIH)HOC HCIIOJIHCHUC IIPpOTAaroHnucCra, a HMCHHO I[H3&I>iH H 1OIBCTOBas

majanurpa KOCTIOMdA, HAJIWYUC MIIUTa W KIHMHKa COOTBCTCTBYIOT (1)3HTCBI/II\/,IHOI\/'I

Jluct

[1ry1.090301.40.001 13

Hzm.

Jluct Ne nokym. Ionnuce | Hata

25




CTWJINCTUKE WUIPbl U noguepkuBaeT ero. Ha pucynke 11 mpencraBmena mojnenb

IpoTaroHucTa.

(*) Player.tscn - alone warrior I"2D 13D XN Script X Game & AssetLib
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Pucynoxk 11 — Mogaenb urpoBoro nepconaxa.

3.5.1 TexHnueckas peanusanus TJIABHOTO repos

[Tpu co3manuu MpoTaroHUcTa OBLIO PEIIEHO MHOXKECTBO 3adad. Hampuwmep,
peanuzaiusi CUCTeMbl (U3UYECKOrO0 B3aUMOACHCTBHUS MEXKIYy OOBEKTaMH,
OCHOBAHHAasI Ha CTIEIMATU3UPOBAHHBIX 30HAX KOJITM3UH. JlaHHas cucteMa BKIIOYaeT
TPH TUIA B3aUMOICHCTBYIOIMNX 00JACTEH: CTOTKHOBEHUS, MOJyYEHUSI U HAHECEHUSI
YpOHa.

Ocoboe BHUMaHHE YJEICHO MEXaHU3MY HAHECEHHUS M TMOJy4YeHUs ypOHa,
KOTOPBIM peann30BaH 4epe3 CUCTEMY B3aUMOJCHCTBYIOIIMX TPUTTEPHBIX 30H. Bee
MEPCOHAXHU B UTPE OCHAIIEHBI IAHHBIMU 30HAMU, KOTOPbIE MTOCTOSIHHO aAKTUBHBI U
OTCIIEKUBAIOT MEPECEUEHUs C 00JIacTAMM IpYyrux nepcoHaxeil. Hanecenue ypona
MPOUCXOJIUT UCKIIOYUTEILHO B MOMEHT IepecedeHus 00JiacTeil, YTO MCKIIoYaeT
JI0’KHBIE cpabaThIBaHUA U 00ECIIEYMBAET TOYHOCTh UTPOBOTO Mpolecca. Ha pucynke

12 nmokasaH npouecc co31aHus KOJUIU3HA.
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Pucynok 12 — Pabora ¢ KOJUTM3UsIMU UTPOKA.

3.6 Peannusauus Bparos

CoBpeMeHHblE HWrpbl TpeOyIOT NPOJYMAHHOTO IOBEAEHUS HEUTPOBBIX
nepconaxei (NPC), B uactHocTH BparoB [20]. OT HUX 3aBUCUT AUHAMUKA UTPOBOTO
npouecca. B gaHHOM HMIpoBOM NpPOEKTE A peaju3allid I[OBEICHHS BparoB
UCIIOJIB3YETCSl CUCTeMa CcOoCTOsiHUM, BcTpoeHHas B (Godot Engine. OcHoBY
COCTAaBJISIET KOHEYHBIM aBTOMAT - MaTeMaTudeckas adCTpakUus, MOJENb, KOTOpas
MOKET HaXOJUThCA TOJBKO B OJHOM M3 KOHEYHOIO YHMCIIA COCTOSHHUMA B Ka)AbIi
KOHKPETHBII MOMEHT BpeMeHU. B pa3pabarbiBaeMOM NMPUIIOKEHUH HCHOJIb3YETCs
IIECTh BO3MOYKHBIX COCTOSIHUMA:

— 0e3IelicTBHUE;

—  araka;

— IIPECIIEIOBAHMUE;

— IOJIyYeHHUE YPOHa;

— CMEpTbh;
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— BOCCTAHOBJICHHE.

MexaHu3m MEepeKIIOYEHNs] COCTOSHUN PEAIN30BaH C MOMOIIBIO CETTEpa -
MEPEMEHHOM State, KOTOpass aBTOMAaTHYECKHU BBI3BIBAET COOTBETCTBYIOIINE METOBI
— 00paboTuMKM 0OpH HU3MEHEHHHM 3Ha4YeHus. B HavyaJlbHOM COCTOSIHUM
MpEeCIeIOBaHUs, IEPCOHAX HEMPEPBIBHO OTCIIECKHUBAET MO3ULIMIO TJIABHOTO TEPOs
yepe3 Tria00albHYI0 TMEPEeMEHHYIO, BBIUMCISET HAIMpaBICHHE JBWKECHHUS U
COOTBETCTBYIOIIMM 00pa3oM OpPHEHTUPYET MOJENb Bpara M ToukKy araku. [lpu
OoOHapy»XEHUM UTPOKA B 30HE HAHECEHHS ypOHA MPOUCXOAUT MEPEXO]T B COCTOSIHUE
aTaKy ¢ BOCIPOU3BEICHUEM aHUMAIIUH.

[Ipy mnomy4eHHW ypOHa aKTUBUPYETCA COCTOSIHUE IMOJYYEHUS YpPOHA C
apdexToM oTOpachiBaHUs, pPEaTU30BAaHHBIM Yepe3 TBUH — aHUMAIMIO, KOTOpas
MOCTENIEHHO YMEHBIIAET CKOPOCTh OTCKOKA A0 HYJIS.

Jns  poOaBiieHUsT HEMPENCKa3yeMOCTH IMOBEICHUI0 MPOTUBHHUKA Obliia
peain30BaHa cllydailHasi BapUATUBHOCTb CKOPOCTH NEPEIBUKEHHS, BbI3bIBAEMas
yepes3 MepruoguvYecKuil BEI30B _On_run_timeout.

Cucrema B3aUMOJICMCTBUS C UTPOKOM OPraHU30BaHA YE€PE3 CUTHAJIBI.

Curnanel — 93T0 BcTpoeHHbIH B Godot MexaHM3M JieJerupoBaHus,
MO3BOJISIIOIIUN OJTHOMY UTPOBOMY OOBEKTY OTCIICKMBATh U3MEHEHUS B IPYTOM, HE
YCTaHABIIMBAasA MEXIY HUMU NPSIMOW 3aBUCUMOCTH. [IpH BXOXKJIECHUU B 30HY aTaKu
reHepupyercs curHai enemy_attack ¢ nmepenaueit 3HaueHus1 ypoHa.

VYnanenue mojenud Bpara ¢ YpOBHS MNPOUCXOIUT IMOCIE 005S3aTEIBHOTO
3aBEpIICHUs aHUMAaIlMi CMEpPTHU 4yepe3 BbI3oB queue free. B nuctunre 2 mokaszaHa
MporpaMMHasi peajin3anus COCTOSHUMN Bpara.

JluctuHr 2. ®yHKINUHA COCTOSHUM Bpara

func idle state():
velocity.x = 0
animPlayer.play("Idle")
state = CHASE

func attack_state():
velocity.x = 0
animPlayer.play("Attack")
await animPlayer.animation_ finished
state = RECOVER

Jluct
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func chase state():
animPlayer.play("Run")
direction = (player - self.position).normalized()
if direction.x < 0:
sprite.flip h = true

SAttackDirection.rotation degrees = 180
else:

sprite.flip h = false

SAttackDirection.rotation degrees = 0

velocity.x = direction.x * move_ speed

func damage state():
velocity.x = 0
damage anim()
animPlayer.stop()
animPlayer.play( "Damage")
await animPlayer.animation_ finished
state = IDLE

func death state():
velocity.x = 0
animPlayer.play("Death")
await animPlayer.animation_ finished
queue_ free()

func recover_ state():
velocity.x = 0
animPlayer.play("Recover")
await animPlayer.animation_ finished
state = IDLE

3.7 llonb30BaTenbCKUM HHTEP(eiic

Pa3zpaboTka mosib30BaTeNbcKOro nHTepdeiica BIIETCS KPUTUUECKU BaXKHBIM
aCIeKTOM CO3/IlaHMsI BUJIEOUTP, HEMOCPEACTBEHHO BIHMSIONIUM Ha YyA00CTBO
B3aMMOJEUCTBUA UTPOKa ¢ MpoAaykToM. Ha pucyHke 13 nmokazan npouecc co3aaHus
untepdeiica g Urpoka, KOTOPbIA CO3/IaH ¢ MOMOIIbI0 HOAOB. Holbl win y31bl1 —
(dbyHIaMeHTallbHasl €IUHULIA VISl CO3JJaHUSI CIIEH B UTPOBOM JIBHIKKE. Y 3JIbI MOTYT
BBITIOJTHSATD Pa3IuyHble QYHKIUU: XPAHUTH JJAHHBIC WJIK TPEAOCTABISATH KOMIIOHEHT
BHYTpPH CLICH.

Cocrasnsromue naTepderica:

—  OCHOBHOE MEHIO (KHOIIKHY CTapT U BbIXO/]) C aHUMAIIUEH Mepexoia MEexX 1y

CIICHAMM;
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— wurpoBoii HUD (cuetumk KkojiuuecTBa JHEH, MOHET, I[OKa3aTelu
BBIHOCJIMBOCTH, 3J0POBbS HWIPOKAa M BParoB, a TAaKXKE KHOMNKH YIIPABJICHUS JIsS
MOOUJIBHBIX YCTPOMCTB);

—  cucTeMy nay3bl (KHOMKHU MPOIOIKEHUS UTPhI, COXPAHEHUS U 3arpy3KH, a

TaK)K€ BBIXO/IA).

Player.tscn - alone warrior 2D ¥3D XK Script X Game & AssetLib
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Pucynok 13 — HUD mns urpoka.

BriBoa o tpeTbeMy paszeiny.

[IpoBeneH aHanu3 pa3IMUYHbBIX HHCTPYMEHTOB pa3padOTKU U B COOTBETCTBUU
¢ 3amanueM co3nana 2D urpa B xxanpe «Beat ’em up». IrpoBo# mmpouecc BKIFOYAET
yIOpaBlIE€HUE TEPCOHAXKEM, C BO3MOXKHOCTBIO aTakh U B3aUMOJCUCTBUSL C
OKpPY>KEHHEM, a TakKe€ COXpaHEHHEeM U 3arpy3kod mnporpecca. [IpoTuBHHMKHU
peanu3oBaHbl C MOMOIIBID (PYHKIMUM MpeciaeAoBaHUs MPOTATOHUCTA U HAHECEHUS
ypOHa MpU KOHTAKTE, KOTOPHIN B CBOIO OYEPE]Ib OTPAkKAETCA Ha COOTBETCTBYIOIEM

aJeMeHTe nHTepdeiica.
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pazpaboTKkH TH000Tr0 IMporpaMMHOro obecrnedeHus. OHO MOKa3bIBAET COOTBETCTBHUE
MPOIyKTa YCTAaHOBIEHHBIM TpeboBanmsaM. [IpeacTaBiseT co0oi CuCTEMaTHISCKUAN

IPOIIECC

4 TecrupoBanue

T@CTI/IpOBaHI/IC SIBIISIETCS 00S13aTEILHBIM KOMIIOHEHTOM >KHU3HEHHOTO OUKJIa

BepubUKAITIT

n Bajldyaanuu

(GyHKITMOHATBHBIX

pa3pabatbiBaemoro npoaykra. Habop TectoB npeacrasiex B Tabnuie 1.

Tabnuna 1 — GyHKIIMOHATBHOE TECTUPOBAHUE UTPHI.

XapaKTEPUCTUK

Hzm.

Juct

Ne nokym.

Iloamuce

JlaTa

Ne | HazBaHue JleiicTBus OxuaeMbIi
pe3yJibTaT
1 | JBuwxkenue. s [1K: naxarue kinaBuin «Ay, | ['maBHbIN repou
«D», cTpenku BIIEBO, CTPEIKH | IEPEMEMIACTCS B
BIPABO. 3aJJaHHOM
Jlnst MOOWUJIBHBIX YCTPOMCTB: | HAIIPaBJIEHUU,
HAO)KATUE  COOTBETCTBYIOIIUX | aBTOMATHYECKHU
KHOTIOK Ha TAYCKPUHE. pa3BOpPaYMBAsIChH B
CTOPOHY JIBUKECHUSI.
2 | Araxa. Jnsa IIK: naxatue xknaBumu | [lepconax
«Space». MIPOUTPBIBAET
JInst MOOWUIIBHBIX YCTPOMCTB: | aHUMAIIMIO aTaKH.
HA)KATUE  COOTBETCTBYIOLIUX
KHOTIOK Ha TAYCKPUHE.
3 | Hanecenue ITonoittu x Bpary u atakoBaTh. | Ilepconax
ypoHa MPOUTPBIBAET
AHUMAalUK AaTaKu |
HAaHOCUT yPOH Bpary.
Jluct
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Ne | HazBaHue JleiicTBus O>xugaeMbIi
pe3yJibTaT
4 | Ilonyuyenne ITomoittn Kk Bpary u nonyuduts | Ilepconax
ypoHa yaap MPOUTPBIBAET
AHUMAaLHIO
noy4deHust ypona. Ot
KOJINYECTBA 3/I0POBbS
OTHUMAETCSA
YUCIICHHOE 3HAYCHUE
ypOHa.
S | biokupoBanue Hna 1IK: naxarue xknaBumu | [TepcoHax
yJapoB «S» MPOUTPHIBAET
Jlnst MOOWUIIBHBIX YCTPOMCTB: | aHUMAIIUIO
Ha)XaThU€  COOTBETCTBYIOUIUX | OJIOKMPOBAHUSI. Ot
KHOTIOK Ha TAYCKPUHE. KOJINYECTBA 3/I0POBbS
OTHUMAETCSA
YUCIICHHOE 3HAYCHUE
YpOHa, pa3AeieHHOE
Ha JIBa.
6 | CkoibKeHue Hna 1IK: naxarue knaBumu | [TepcoHax
«S» + «A» nm «Dy. MIPOUTPHIBAET
Jlnst MOOUIIBHBIX YCTPOMCTB: | aHUMAIIUIO
HA)KATUE  COOTBETCTBYIOIIUX | CKOJIBXKECHUS u
KHOTIOK Ha TAYCKPUHE. KpPaTKOBPEMEHHO
yCKOpsieTcs.

Hzm.

Juct

Ne nokym.

Iloamuce

JlaTa
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HazBanune

JleiicTBus

OXxunaeMeIi

pe3yabTar

ber

Jna ITK: Haxatue kiaBuin « Ay,
«D», cTpenku BIEBO, CTPEIIKU
BrpaBo + kinaBuiu «Left Shifty.
Jlnst MOOUIIBHBIX  YCTPOMCTB:
HA)KATUE  COOTBETCTBYIOLIUX

KHOIIOK Ha Ta4YCKPHUHC.

[Tepconax
MIPOUTPHIBACT
aHuManulo Oera WU

YCKOPSIETCA.

CmepTh urpoka

[Tomyuuts oT Bpara 120 equaun

ypoHa

[Tepconax
MIPOUTPHIBAET
AHUMAIMIO CMEPTH, U
urpa TMepexoguT B

I'’IaBHOC€ MCHIO

[Tay3za

Hna 1IK: Haxatue KiIaBUIIH
«esc».

Jlnst MOOUIIBHBIX YCTPOMCTB:
HA)KATUE  COOTBETCTBYIOLIUX

KHOIIOK Ha Ta4YCKPHUHC.

Urpa
OCTAHABJIIMBACTCA U
MOKA3bIBAET MEHIO

nay3bl

10

Coxpanenue

3arpyska

u

Jns TIK: HakaThe KiaBUIIU
«esc». 3aTeM Ha)kKaTUE€ KHOMKH
«coxpanuth». Ilocne  wero
CHOBA 3alTH B MEHIO Iay3bl H
Ha)kaThb KHOIKY «3arpy3UThy.

JInst MOOUIBHBIX  YCTPOMCTB:
HaKaTue COOTBETCTBYIOIINX

KHOIIOK Ha Ta4YCKPHHC.

Cozpmaercst  ¢aitn ¢
JTaHHBIMH, a 3aTEM ITH

JAaHHBIC 3arpy>KaroTCH.

Hzm.

Juct

Ne nokym.

Iloamuce

JlaTa
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No | Ha3BaHue JlecTBus OxungaemMbIn
pe3yJibTaT
11 | [longOupanue ITonoiTn BIIIOTHYIO K MOHETE. | MoOHeTa
MOHETBI MOJICKAKUBAET, a
3aTeM IIJIABHO
HCYE3aeT. Momnera
3aMMCBIBACTCS B
COOTBETCTBYIOIIUI
aJeMeHT uHTepdeiica.
12 | YouiictBo Bpara | Hanectu Bpary cmepTenbHbI | Bpar — mpourpsiBaeT
yaap AHUMALUI CMEPTH U
MCUYE3a€eT C YPOBHS
13 | Beixon B rmaBHoe | Haxxath KHONKY «BBIXOI» B | OTKpBIBAETCS TIIABHOE
MEHIO MEHIO Nay3bl MEHIO.
14 | Beixog u3 urpsl | Haxxate kHONKY «BbIXOA» B | [Iprioxenue
IJIaBHOM MEHIO 3aKpbIBACTCS.

IMOJIHOC COOTBETCTBUC MCIKAY OXKUIAACMBIM W PCAJIBHBIM IMOBCACHUCM ITPOIPaMMBIL.

[ToaTBepamnace pabOTOCIIOCOOHOCTh BCEX JJIEMEHTOB IpoekTa. Bce TecToBbie

BriBoa mo ueTBepTOMy pasneiy.

B pesynbrare npoBenenus (GyHKIIMOHAIBHOTO TECTUPOBAHUSI YCTAHOBIIEHO

COCHapuu ObLIH HpOﬁHCHBI, KPUTHUYCCKHUX OIMOOK HE BBISBIICHO.

Hzm.

Juct

Ne nokym.

Iloamuce

JlaTa

[1ry1.090301.40.001 13

Jluct

34




5 Be3onacHOCTD KU3HEAEATEILHOCTH

s obecrieueHust 6€301MacHOCTH KU3HHU U 3J0POBBS CIICIIUATIHNCTOB, BKIIOYas
pa3pabOTYMKOB M NPOYHX KATETOPUH PaOOTHUKOB, MPOBOAIINX 3HAYHTEIHHOE
KOJIMYECTBO BPEMEHH 3a CPEJACTBAMH BBIYMCIUTEILHON TEXHHKH, pa3paOOTaHbl H
BHEJIPEHBI COOTBETCTBYIOIINE HOPMATHBHBIC JOKYMEHTHI M TIpaBWja MO OXpaHe
Tpyna. HecobmromeHne MaHHBIX PEKOMEHIAMN MOXET MPHUBECTH K HETATHBHBIM

MOCJHEACTBUSM Kak (PU3UYECKOT0 XapaKTepa, TaK U K yuepoy UMYIIECTBY.
5.1 IlpaBuiia u TexHuka 6e3onacHoctu npu padore ¢ IIK

[Ipr B3aUMOJEUCTBUM C KOMIIBIOTEPHOM TEXHUKOW IOJIb30BATEIb MOXKET
MOJIBEPraThCs BO3JCHCTBUIO Pa3IUYHBIX (PaKTOPOB MPOU3BOJCTBEHHOU CpEIbl,
BKJTIOYAS:

— MOTEHIMAIbHYIO ONACHOCTh BO3rOpaHus 000py10BaHHUS;

— PHCK OPAKEHUS 3JIEKTPUUECKUM TOKOM;

— BEpOSITHOCTh MEXAHWYECKHUX MOBPEKICHUN;

— IIyMOBOE BO3JICHCTBHE;

— JJIEKTPOMAarHUTHOE BO3JICVCTBHUE.

Jns  MHHMMHM3alMd ~ yKa3aHHBIX PUCKOB HEOOXOOUMO  COOJIIOACHHE
YCTaHOBJICHHBIX MPaBHJI SKCILTyaTal[iy U OpraHu3aluu pabodyero Mecra.

OaHMM 13 BaXKHBIX aCIIEKTOB SIBJISIETCS OPraHU3alus OCBEIIEHHOCTU pabouei
30Hbl. YPOBEHb OCBEIIECHHUS] JODKEH OBbITh JOCTAaTOYHBIM, HCKIIIOYAIOIIUM
nosiBJieHue OJMKOB Ha SKpaHe MOHHMTOpAa M IIOMAJaHHE CBETOBOTO IOTOKa
HEIMOCPEJICTBEHHO B IIa3a pabotatouiero. IlpenmodyrurensHo coueraHue
€CTECTBEHHOTO M HCKYCCTBEHHOT'O OCBEIIECHMs, MPU 3TOM SPKOCTh HE JOJIKHA
BBI3BIBATH AUCKOM(opTa.

PabGouee mecTo AOMKHO OBITH 0O0OPYIOBAHO 3PrOHOMUYHOUN Mebenbio. CTyl
JIOJIKEH UMETh BO3MOKHOCTh PETYJIMPOBKH MO BBHICOTE U YTy HAKJIOHA CIIMHKH, YTO
MO3BOJISIET COXPAHATh ONTHUMAJIBHYIO MO3Y:

— BBIIPAMJIICHHBIC HOI'H,

Jluct
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—  CTYIHH, MMOJHOCTHIO KOHTAKTUPYIOIIUE C TTOJIOM;

— CIHHA IJIOTHO MPUJIETaeT K CIIMHKE CUICHBSI.

Monutop cieayer pa3Meniatb Ha PacCTOSHUU BBITSIHYTOM PYKH, C YIJIOM
HakJIoHa 7KpaHa mnopsaka 30 rpagycoB. Takoe pacrosiokeHue CrocoOCTBYET
CHWKEHHMIO Harpy3Kd Ha T[IO3BOHOYHBIA CTOJO, MBIIIILI II€M U BEPXHUX
KOHEUHOCTEW, a TakKe IOMOTaeT MPeJOTBPAaTUTh pPa3BUTHUE XPOHUUYECKUX
3a00J1eBaHUI OMOPHO-BUTATENBHOTO AIIAPaTa.

Karteropuuecku 3ampenieHo HCHOJIb30BaTh TEXHUYECKHUE YCTPOMCTBA B
cllyyae HaJlUuusl BUIUMBIX TOBpexkAcHUU. PaboOTHHK 00s13aH cUCTEMaTHUYECKU
MPOBEPATH UCIIPABHOCTh 000PYIOBaHUS U HE OCTABJISITH €r0 B pab04eM COCTOSTHUU
0e3 mnpucmotrpa. [ yMEHbIIEHUS YPOBHS BJIECKTPOMAarHUTHOTO W3Iy4YEHUs
MOHUTOPBI PEKOMEHIYETCSl YCTaHABIIMBATh 3aJIHEW CTOPOHOU K CTEHE, pacrojiaras
pabouue MecTa BAOJb NEPETOPOOK.

Jnst npounakTUKY IEPEyTOMIICHUSI U CTPECCOBBIX COCTOSIHUN HEOOXO0IUMO
OpraHU30BBIBaTh PETYJSIPHBIE TMEpephiBbI B TedeHue padodero aHsa. [lpu
CTaHJapTHON BOCBMUYACOBOW CMEHE CyMMapHasi MPOJOJKUTEIIBHOCTh MEPEPHIBOB
JIOJDKHA COCTaBISATH OT TPHUALATA MHUHYT 10 MoayTtopa uacoB. Kpome Toro,
PEKOMEHAYETCSl  MPOBEACHUE  KPATKOBPEMEHHBIX  (PU3KYJIBTYpPHBIX  May3,
HaIpaBJICHHBIX Ha paccliabJeHue MBI, NPOo(UIAKTUKY 3a00J€BaHUN a3 U
yIy4llIeHHe O0IIEro CaMOuyBCTBUSI.

BriBoa no nATomy paszgeny.

B nmanHoMm paszmene ObUIM PACCMOTPEHBI OCHOBHBIE PEKOMEHIAIUU U
UHCTPYKIIMHU, pEryaupyronme 0Oe30MacHyl0 3KCIUTyaTalMi0 MEepPCOHATbHBIX

KOMIIBIOTEPOB U MOOUJIBHBIX YCTPOUCTB.
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B pesynbprare

3aK/JIo4YeHue

BBITIOJTHEHUS pal0OThl ObLIa YCIEIIHO pealu3oBaHa

MOCTaBJIEHHAs 1eb — pa3padboTrka urpsl Ha Godot Engine.

B mporecce pa3paboTku:

—  MPOBENEH aHAIU3 MPEAMETHON 00JIaCTH U CYIIECTBYIOIIUX aHAJIOTOB;

—  BBIIIOJHEHO MPOECKTUPOBAHUE CTPYKTYPbI IPHUIIOKECHUS,

- OCYHICCTBJICHA ITPOTpaMMHas pcajin3anusi,

— HPOBCACHO KOMINICKCHOC TCCTHUPOBAHUC.

B xo1e nmporpaMMHOii peanu3anuu NpoeKkTa ObUTH OCBOEHBI:

— TexHonoruu paspadotku urp B Godot Engine;

—  OCHOBBHI IporpamMmmupoBanusi Ha GDSript;

—  [OpUHIUIBL paboThl ¢ 2D - rpadukoii;

—  OCHOBBI UTPOBOTO JIN3aiTHA.

B IMCPCIICKTUBE TNIAHUPYCTCS YCOBCPIICHCTBOBATh MEXAHU3M COXPAHCHUA U

3arpy3Ku Urpbl, 100aBUTh HOBbIE 3G ()EKTHI, paCIIUPUTh AYJUO COMPOBOXKICHUE U

BU3YAJIbHYIO COCTABJ/IAIOIIYIO, 3a CUCT HMCIIOJIb30BAHUA COOCTBEHHBIX YHUKAJIbHBIX

pecypcoB. Ocoboe BHMMaHuE OyAET yAEIEeHO MPOLECCY PaCIpOCTPaHEHUS! UTPHI B

Pa3IMYHbIX MarasuHax HpHJ’IO)KCHHfI.
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daiin bg.gd

extends ParallaxBackground
var speed = 100
func process(delta):

scroll offset.x -=speed * delta

®aiin coin.gd

extends CharacterBody2D

var

gravity

ProjectSettings.get setting("physics/2d/default gravity")
func ready() -> void:

var tween = get tree() .create tween()

tween.parallel () .tween property(self, "velocity",
Vector2 (randi range (-200, 200), -300), 0.5)
func physics process(delta: float) -> void:

if not is on floor():

velocity.y += gravity * delta
else:

velocity.x = 0
move and slide ()

func on detector body entered( body):
if is on floor():

var tween = get tree() .create tween()

tween.parallel () .tween property(self, "velocity",
Vector2 (0, -300), 0.3)

tween.parallel () .tween property(self, "modulate:a", 0,
0.5)

await get tree() .create timer (0.5) .timeout

Global.gold += 1
queue free ()

®aiin collectibles.gd

extends Node2D
var coin preload = preload("res://scn/collectibles/coin.tscn")
func ready():

Signals.connect ("enemy died",Callable

" on_enemy died"))
func on enemy died (enemy position, state):

if state != 4:
for 1 in randi range(1l,5):
coin spawn (enemy position)
await get tree() .create timer (0.2) .timeout

func coin_ spawn (pos):

var coin = coin preload.instantiate ()
coin.position = pos
call deferred("add child", coin)

(self,

[1ry1.090301.40.001 13
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®aiin enemy.gd

extends CharacterBody2D
class name Enemy
enum {
IDLE,
ATTACK,
CHASE,
DAMAGE,
DEATH,
RECOVER
}
var state: int = 0:
set (value) :
state = value
match state:
IDLE:
idle state()
ATTACK:
attack state()
DAMAGE :
damage state ()
DEATH:
death state ()
RECOVER:
recover state()

@onready var animPlayer = $AnimationPlayer

@onready var sprite = $SAnimatedSprite2D

var gravity
ProjectSettings.get setting("physics/2d/default gravity")
var player = Vector2.ZERO

var direction = Vector2.ZERO

var damage = 20
var move speed = 150
func ready() -> void:

state = CHASE
func physics process (delta) :

if not is on floor():
velocity += get gravity() * delta
if state == CHASE:
chase state()
move and slide ()
player = Global.player pos
func on attack range body entered( body: Node2D) -> void:
state = ATTACK
func idle state():
velocity.x = 0
animPlayer.play ("Idle")
state = CHASE
func attack state():
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func

func

func

func

func

func

func

100)

velocity.x = 0
animPlayer.play ("Attack")
await animPlayer.animation finished
state = RECOVER
chase state():
animPlayer.play ("Run")
direction = (player - self.position) .normalized()
if direction.x < 0:
sprite.flip h = true

SAttackDirection.rotation degrees = 180
else:

sprite.flip h = false

SAttackDirection.rotation degrees = 0
velocity.x = direction.x * move speed
damage state():
velocity.x = 0

damage anim()
animPlayer.stop ()
animPlayer.play ("Damage")
await animPlayer.animation finished
state = IDLE
death state():
velocity.x = 0
animPlayer.play ("Death")
await animPlayer.animation finished
queue free ()
recover state():
velocity.x = 0
animPlayer.play ("Recover")
await animPlayer.animation finished
state = IDLE
_on_hitbox area entered( area: Area2lD) -> void:
Signals.emit signal ("enemy attack", damage)
damage anim () :
direction = (player - self.position) .normalized()
velocity.x = 0
if direction.x < 0:
velocity.x += 200
elif direction.x > O:
velocity.x -= 200
var tween = get tree() .create tween()
tween.tween property(self, "velocity", Vector2.ZERO, 1)
_on_run_ timeout () -> void:
move speed = move toward(move speed, randi range (120, 170),

@aiin flying eye.gd

extends Enemy

func on mob health no health() -> void:
Signals.emit signal ("enemy died", position, state)
state = DEATH
Jluct
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func on mob health damage recieved() -> void:
state = IDLE
state = DAMAGE
®aiin lantern_2.gd

extends PointLight2D

@onready var timer = S$Timer
var day state = 0
func ready():
Signals.connect ("day time", Callable(self,
" on time changed"))
light off ()
func on timer timeout () :
if day state == 3:
var rng = randf range (0.5, 2)
var tween = get tree() .create tween()
tween.parallel () .tween property(self, "texture scale",
rng, timer.wait time)
tween.parallel () .tween property(self, "energy", rng,
timer.wait time)
timer.wait time = randf range (0.5, 3)

func on time changed (state, day count):
day state = state
if state == 0:
light off ()
elif state ==
light on()
func light on ():
var tween = get tree() .create tween()
tween.tween property(self, "energy", 1.5,
randi range (10,20))
func light off ():
var tween = get tree() .create tween()
tween.tween property(self, "energy", 0, randi range (10,20))

®aiin level.gd

extends NodeZD
@onready var light = $DirectionalLight2D
@onready var pointlight = $PointLight2D
@onready var day text = $CanvasLayer/DayText
@onready var animPlayer = $CanvasLayer/AnimationPlayer
@onready var player = S$Player/Player
enum {

MORNING,

DAY,

EVENING,

NIGHT
}
var state: int = MORNING
var day count: int

Jluct
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func ready():
Global.gold =
light.enabled
day count = 0
set day text()
day text fade()
morning state()
func on day night timeout():
match state:
MORNING:
morning state()
EVENING:
evening state ()
if state < 3:
state += 1
else:
state = MORNING
day count += 1
set day text()
day text fade()
Signals.emit signal ("day time", state, day count)
func morning state ():

0
= true

var tween = get tree() .create tween()
tween.tween property(light, "energy", 0.2, 20)
var tweenl = get tree() .create tween()

tweenl.tween property(pointlight, "energy", 0, 20)
func evening state():

var tween = get tree() .create tween()
tween.tween property(light, "energy", 0.9, 20)
var tweenl = get tree() .create tween()

tweenl.tween property(pointlight, "energy", 1.5, 20)
func day text fade():
animPlayer.play ("day text fade in")
await get tree() .create timer (3).timeout
animPlayer.play ("day text fade out")
func set day text ():
day text.text = "DAY "+ str(day count + 1)

®aiin manager.gd

extends Node
@onready var pause menu = $"../CanvasLayer/PauseMenu"
@onready var player = $"../Player/Player"
var game paused: bool = false
var save path = "user://savegame.save"
func process( delta: float) -> void:
if Input.is action just pressed("ui cancel"):
game paused = !game paused
if game paused == true:
get tree() .paused = true
pause menu.show ()
else:
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get tree() .paused = false
pause menu.hide ()
func on resume pressed() -> void:
game paused = !game paused
func on quit pressed() -> void:
get tree() .paused = false
get tree().change scene to file("res://menu.tscn")
func on menu button pressed() -> void:
game paused = !game paused
func save game () -> void:
var file = FileAccess.open(save path, FileAccess.WRITE)
file.store var (Global.gold)
file.store var (player.position.x)
file.store var (player.position.y)

func load game () -> void:
var file = FileAccess.open(save path, FileAccess.READ)
Global.gold = file.get var (Global.gold)
player.position.x = file.get var (player.position.x)
player.position.y = file.get var (player.position.y)
func on save pressed() -> void:
save_ game ()
game paused = !game paused
func on load pressed() -> void:
load game ()
game paused = !game paused

®aitn mob_health.gd

extends Node2D
signal no_health ()
signal damage recieved ()
@onready var health bar = SHealthBar
@onready var damage text = $DamageText
@onready var animPlayer = $AnimationPlayer
@export var max health = 100
var health = 100:
set (value):

health = value

health bar.value = health

if health <= 0:

health bar.visible = false

else:
health bar.visible = true
func ready():
damage text.modulate.a = 0
health bar.max value = max health

health = max health
health bar.visible = false

func on hurt box area entered( area: AreazD) -> void:
await get tree().create timer (0.05) .timeout
health -= Global.player damage
damage text.text = str (Global.player damage)
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animPlayer.stop ()
animPlayer.play ("damage text")
if health <= 0:
emit signal ("no_health")
else:
emit signal ("damage recieved")

®aiin mushroom.gd

extends Enemy

func on mob health no health() -> void:
Signals.emit signal ("enemy died", position, state)
state = DEATH

func on mob health damage recieved() -> void:
state = IDLE
state = DAMAGE

®aiin player.gd

extends CharacterBody2D
enum {
MOVE,
ATTACK,
ATTACK2,
ATTACK3,
BLOCK,
SLIDE,
DAMAGE,
CAST,
DEATH
}
const SPEED = 300.0
const JUMP VELOCITY = -600.0
var gravity
ProjectSettings.get setting("physics/2d/default gravity")
@onready var anim = SAnimatedSprite2D

@onready var animPlayer = $AnimationPlayer
@onready var stats = $Stats
@onready var Leafs = S$Leafs
@onready var smack = S$Sounds/Smack
var state = MOVE
var run = 1
var combo = false
var attack cooldown = false
var damage basic = 10
var damage multiplier = 1
var damage current
var recovery = false
func ready() -> void:
Signals.connect ("enemy attack", Callable (self,
" on damage recieved"))
func physics process (delta):
Jluct
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if not is on floor():
velocity += get gravity() * delta
if velocity.y > 0:
animPlayer.play("fall and doublejump")
Global.player damage = damage basic * damage multiplier
match state:
MOVE :
move state ()
ATTACK:
attack state()
ATTACKZ:
attackZ state()
ATTACK3:
attack3 state()
BLOCK:
block state()
SLIDE:
slide state ()
DAMAGE :
damage state()
CAST:
cast state()
DEATH:
death state ()
move and slide ()
Global.player pos = self.position

func move state ():
var direction = Input.get axis("left", "right")
if direction:
velocity.x = direction * SPEED * run
if velocity.y == 0:
if run == 1:
animPlayer.play ("walk"™)
else:
animPlayer.play ("run")
else:
velocity.x = move toward(velocity.x, 0, SPEED)
if velocity.y ==
animPlayer.play("idle")
if direction == -1:
$AnimatedSprite2D.flip h = true
SAttackDirection.rotation degrees = 180
elif direction == 1:
SAnimatedSprite2D.flip h = false
SAttackDirection.rotation degrees = 0
if Input.is action pressed("run") and not recovery:
run = 1.5
stats.stamina -= stats.run cost
else:
run = 1
if Input.is action pressed("attack"):
if not recovery:
Jluct
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stats.stamina cost = stats.attack cost
if attack cooldown == false and stats.stamina >

stats.stamina cost:

func

Input.action release ("attack")
state = ATTACK

if Input.is action pressed("slide") and velocity.x != 0:
if not recovery:
stats.stamina cost = stats.slide cost

if stats.stamina > stats.stamina cost:
Input.action release ("slide")
state = SLIDE
elif Input.is action pressed("slide") and velocity.x == O0:
if not recovery:
if stats.stamina > 1:
state = BLOCK

attack state ():

stats.stamina cost = stats.attack cost

damage multiplier = 1

if Input.is action pressed("attack") and combo == true and

stats.stamina > stats.stamina cost:

func

true:

func

func

func

Input.action release ("attack")
state = ATTACK2

velocity.x = 0

animPlayer.play ("attack")

await animPlayer.animation finished
attack freeze()

state = MOVE

block state ():

stats.stamina -= stats.block cost

velocity.x = move toward(velocity.x, 0, SPEED)

animPlayer.play ("block")
if Input.is action just released("slide") or recovery ==

state = MOVE
slide state():
animPlayer.play("slide")
await animPlayer.animation finished
state = MOVE
attack2 ():
combo = true
await animPlayer.animation finished
combo = false
attackZ state ():
stats.stamina cost = stats.attack cost
damage multiplier = 2
if Input.is action pressed("attack") and combo == true and

stats.stamina > stats.stamina cost:

Input.action release ("attack")
state = ATTACK3
animPlayer.play ("attack2")
await animPlayer.animation finished
state = MOVE
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func attack3 ():
combo = true
await animPlayer.animation finished
combo = false
func attack3 state():
damage multiplier = 3
animPlayer.play ("attack3")
await animPlayer.animation finished
state = MOVE
func attack freeze ():
attack cooldown = true
await get tree() .create timer (0).timeout
attack cooldown = false
func damage state ():
animPlayer.play ("damage")
await animPlayer.animation finished
state = MOVE
func cast state():
pass
func death state ():
velocity.x = 0
animPlayer.play ("death")
await animPlayer.animation finished
queue free ()
get tree().change scene to file.bind("res://menu.tscn").call
_deferred()
func on damage recieved (enemy damage) :
smack.play ()
if state == BLOCK:
enemy damage /= 2
elif state == SLIDE:
enemy damage = 0
else:
state = DAMAGE
damage anim()
stats.health -= enemy damage
if stats.health <= 0:
stats.health = 0
state = DEATH
func on stats no stamina() -> void:
recovery = true
await get tree() .create timer (2).timeout
recovery = false
func damage anim () :
velocity.x = 0
self.modulate = Color (1, 0, 0, 1)
if SAnimatedSprite2D.flip h == true:
velocity.x += 200
else:
velocity.x —-= 200
var tween = get tree().create tween()
Jluct
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tween.parallel () .tween property(self, "velocity",
Vector2.ZERO, 1)

tween.parallel () .tween property(self, "modulate", Color(1l,
1, 1, 1), 0.4)
func steps{():

Leafs.emitting = true

Leafs.one_shot true

®aiin predmet.gd

extends Area?2D
func on body entered(body: Node2D) -> void:

if body.name == "Player":
var tween = get tree() .create tween()
var tweenl = get tree().create tween()
tween.tween property(self, "position", position-
Vector2 (0, 25), 0.3)
tweenl.tween property(self, "modulate:a", 0, 0.3)

tween.tween callback (queue free)
body.predmet += 1

®aiin spawner.gd

extends NodeZ2D
@onready var mobs = $".."
@onready var animation player = SAnimationPlayer
var spawn_count = 0
var mushroom preload = preload("res://mobs/mushroom.tscn")
var flying eye preload = preload("res://mobs/flying eye.tscn")
func ready():
Signals.connect ("day time",Callable(self,
" on time changed"))
func on time changed (state, day count):

spawn_count = 2
var rng = randi_ range(2, 5)
if state == 1:

for 1 in (day count + rng):
animation player.play ("spawn")
await animation player.animation finished
spawn_count += 2
if spawn count == day count + rng:
animation player.play("idle")
func enemy spawn() :

var rng = randi_ range(1l,2)
if rng ==

mushroom spawn ()
elif rng == 2:

flying eye spawn|()
func flying eye spawn() :
var flying eye = flying eye preload.instantiate ()
flying eye.position = Vector2 (self.position.x,591.78)
mobs.add child(flying eye)
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func mushroom spawn () :
var mushroom = mushroom preload.instantiate()
mushroom.position = Vector?2 (self.position.x,591.78)
mobs.add child (mushroom)

daiin stats.gd

extends Canvaslayer

signal no_ stamina ()

@onready var health bar = SHealthBar
@onready var stamina bar = $Stamina
@onready var health text = $"../HealthText"
@onready var health anim = $"../HealthAnim"
var stamina cost

var attack cost = 10

var block cost = 0.5
var slide cost = 20
var run _cost = 0.3

var max health = 120

var old health = max health
var stamina = 50:
set (value) :
stamina = value
if stamina < 1:
emit signal ("no_stamina")
var health:
set (value) :
health = clamp(value, 0 ,max health)
health bar.value = health
var difference = health - old health
health text.text = str(difference)
old health = health
if difference < 0:
health anim.play("damage recieved")
elif difference > 0:
health anim.play("health recieved")
func ready():
health text.modulate.a = 0
health = max health
health bar.max value = health
health bar.value = health
func process(delta):
stamina bar.value = stamina
if stamina < 100:
stamina += 10 * delta
func stamina consumption () :
stamina -= stamina co
func on health regen timeout () -> void:
health += 1
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IMpuiaoxenue B

(O6s3aTenbHOE)

Pazpabotka urpst Ha Godot Engine

[IpesenTanus

Hzm.
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JlaTa
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BbIMYCKHAA KBATMONKALMOHHAA
PABOTA HATEMY: PASPABOTKA UT'Pbl HA
GODOT ENGINE

BBEAEHWE

Llenb paboTbl — paspaboTka urpel Ha Godot Engine.

3asaun:

e 3anyck B pexume nosnHom coBmectumocTu Ha Android 1 Windows

o Co3pgaHue nHTepdenca

e AzanTaums ynpasaeHWs Moz pas/ivyHble TUMbl ONepaLMOHHbIX CUCTEM
e Co3zaHue cnctembl ciyyanHon reHepaumm NPC

ObbekT nccnegoBaHus — paspaboTka urp

MpeaMeT nccnesoBaHWA — rotoBas Urpa paspabotaHHasi Ha Godot Engine

Jluct
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BBEAEHWE

WcTopus urposoit unayctpum:

e 3apogunack B XX Beke C apkagHbIMU
aBTOMaTamu.

e Kommepueckuii npopsis — urpa Pong (Atari,
1972).

CoBpeMeHHble Urpbl COMEPHUYAIOT C KMHO MO
maclwTtabam.

MoTtpebHocTu reiimepos:

e JcTeTuyeckoe YAOBO/NILCTBUE.

e OTBneYeHMe OT PyTUHBI.
e CHaTue cTpecca.

e [lonyyeHue smouuin.

TEOPETUYECKWME OCHOBDbI

Caiia-ckponnep (Side-Scroller)

l/Irpa c bokoBbIM BN OM KaMepbl, rae
NnepcoHaXu ABUTratoTCA TOJIbKO MO

ropusoHTa/u (BNeBo/BMNpaBo).
[NonynspHble XaHpbl: /%

e Shoot 'em up (wyTepbl).

e Beat'em up (panTuHrm).
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AHAJIN3 AHANTOTUYHbBIX PELLEHUW

Until We Die

XaHp: shoot 'em up c anemeHTamm
cTpartermm

PaspaboTtumk/mnsgatens: Poccuiickasn
ctyams Pixeye Games

,[I,aTa BbIXOoJa: 3 MIOHA 2021

AHAIN3 AHANTOTUYHbIX PELLEHU

Punch Kick Duck

XaHp: Beat 'em up

PaspaboTunk/msgatens: Pipsqueak Games

,[],aTa BbIXO/Za 25 AHBApPA 2023
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AHAIN3 AHANOTUYHbBIX PELLEHWM

Mother Russia Bleeds
XaHp: Beat ‘'em up

PaspaboTtuumk: Le Cartel Studio / usgatens:
Devolver Digital

/laTta Bbixoza: 5 ceHTAbps 2016

BblBO/ bl

e [lnoxoun 6anaHc.

e HepoctaTouHas nogzepxka nocne
penusa.

e Masnoe konmMyecTBO KOHTEHTA.

Hzm.

Juct

Ne nokym.

Iloamuce

JlaTa
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BbIBOP NHCTPYMEHTOB PA3PABOTKH

e becnnatHbin
e OnTumMusMpoBaH aAna paboTbl Ha
MaJIOMOLLHBIX YCTPOMCTBAX.

. ﬂpOCTB OCBOEHUNHN.

KOHUENMUWA PASPABATBIBAEMOTI O NPOEKTA

[lelicTBue pa3pabaTbiBaemom
Urpbl — CpeiHEBEKOBBI
b3HTE3NNHBIW MUP.

ObLWNIN XyA0XKEeCTBEHHbIV CTU/b
— «Modern Pixel Art».
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UML ANATPAMMA BAPUAHTOB NCIMOJZIb3OBAHUA.

Actor

include extend
Hauarts
------------ UraTbCA
i : De

ATakosaTb

H
H
OTKPLITE MEHIO
naysbl
H

B3anmogeicTeosaTh
b=== C oOBexTamm
'

P
I
'
'

H
1
H H
H
:
Brfiry B manHoe : B3aumogeicTeoparts
Boixon i fe-- C HE UrpoBbirM
nepcoHaxamu

MPOLECC PASPABOTKMU

Mrposble XxapakTepucTuku
nepcoHaxa:

Xoabba.
Ber.

KpaTkoBpemeHHoe

yCKOpSifoLLee CKO/IbXEHe.

Tpv BapvaHTa aTaku.

BrokupoBaHue aTakyoLmx

YAapoB Bparos.

Hzm.

Juct

Ne mokym. [omnuce

JlaTa
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MPOLECC PASPABOTKWU

Tunbl B3aMMOAeNCTBYOLWMNX
KONNU3NN

o CTonkHOBEHMS.
o [lonyyeHwue ypoHa.

o HaHeceHue ypoHa.

NMPOLUECC PASPABOTKMW

CocTosiHus:

o bBesgencrame.

o ATtaka.

o [lpecnepoBaHue.

o [lonyyeHwue ypoHa.

o CwmepThb.
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3AKJTFOYEHUE

<

<

<

<

MpoBeséH aHanM3 NpeAMeTHON 061acTH U CyLLeCTBYIOLLMX aHA/I0MOB.
BbinosHeHO NpoeKkTUpOBaHMe CTPYKTYpPbl MPUNOXKEHUS.
OcyuiecTBNeHa NporpaMMHasn peasnmnsaums.

M poBeAeHO KOMN/1eKCHOE TECTUPOBaHUE.

Hzm.

Juct

Ne nokym.

Iloamuce

JlaTa
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puiaoxenue I

Pazpa6otka urpst Ha Godot Engine

CxpuHIIOTHI pa3pabOTaHHOU UTPHI
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Pucynok 2 — Havano urpsl
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[1Tay 3 a

MpoodonNXuMThb
CoxpaHUTHL
3arpysumTb

Boixon

o

Pucynok 3 — MeHro nay3bl

Pucynok 4 — [losiBnenue Bpara rpuba
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PucyHok 5 — biiokupoBanue ataku Bpara

Pucynok 6 - Cxonbxenue
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Pucynok 7 — [losiBneHue BTOporo Bpara

Pucynok 8 — Artaka
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Pucynok 9 — ber

Pucynok 10 — Cmepts
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