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AKTyanbHICTh 00paHOi TeMU 3yMOBJICHA HE JIHMIIE CTPIMKHUM 3POCTAHHSIM PHHKY
KOMIT'IOTEPHUX 1Irop SIK KIIOYOBOI cdepu po3Bar, ajie ¥ MNOCTIMHUM IOUIYKOM
IHHOBAIIMHUX TIXO/IB Y KIIACHYHUX kKaHpax. Po3poOka 3acTocyHKy B jkaHpi top-down
shooter, 1110 TOTEHLIHHO MO€EIHYE MEPEBIPEH] YACOM MEXaHIKU 3 CYYaCHUMH TPEHIaMH.
Takuif 3aCTOCYHOK Ma€ MOTEHITial He JIUIIE BAUXHYTH HOBE KUTTS B )KaHP Ta TIPUBHECTHU
B HBOT'O CBIXKI 1]1€1, aJie ¥ CIPUATH MOro MOMmyJispr3alili cepe/l IUPOKOTO KoJia TPABIIIB.

006’exTOM Po60TH € MpolIeC po3pOOKHU I'pH B xkaHpi top-down shooter.

IIpeamMeTrom po0oTH € IHCTpyMEHTapiil A1 po3poOKH Ipu B xaHpi top-down
shooter.

MeTtow pobdoTu € po3poOka rpu B xaHpi top-down shooter, sixka momymspusye
YKaHp cepejl TPaBIliB.

KBamidikariitna poboTa ckiamaeTbcs 13 BCTyIy, 4 pO3MLTiB, BHUCHOBKIB Ta
nepemniKy JKepes OCHUIaHHS.

VY BcTyni OOIPYHTOBAHO aKTyalbHICTh TEMH, BU3HAYEHO METY, 3aBJIaHHA, 00’ €KT
Ta MpeaMeT JOCITIKCHHS

VY nepuiomy po3aisii NPOBEICHO ACTAIBHUN aHaTI3 TPEAMETHO1T 001acTl, a TAKOX
MIPOAHAJI30BaHO ICHYIOY1 ITPpU-aHAJIOTH TSl BUSIBIICHHS BJIaJIUX PIIIICHb

Hpyruit  po3ain TpUCBAYEHO PO3POOJICHHIO MOKamiB 1HTEP(HENCiB IrpoBOro
3aCTOCYHKY. Takox y IIbOMY pO3/iai po3pobiieHo cnenudikaiito GyHKI[IOHATBHUX Ta
He(DYHKIIIOHAILHUX BUMOT IO IIPOTPAMHOTO 3a0€3MEUECHHSI.

Kpanidikamiitna pobora BukiajieHa Ha 62 CTOpIHKAaX MAIIMHOMKMCHOTO TEKCTY,
CKJIQJAEThCS 13 BCTYIY, 4 pO3/AUIIB, 3araJIbHUX BUCHOBKIB, MEPENIKY HKepes MOCUIaHHS
3 9 mnaiimenyBanb Ta 0 gopatkiB. [lpausg mictute 11 Talnumb ta 50 pHCYHKIB.

Knrouosei cnosa: I'pa, Godot Engine, shooter, top-down shooter, GDScript, 2D



ABSTRACT
to the qualifying bachelor's thesis
A top-down shooter game
Student of 409 group: Chechinev Roman
Supervisor: PhD, Senior lecturer Kandyba Thor

The relevance of the chosen topic is due not only to the rapid growth of the
computer games market as a key area of entertainment, but also to the constant search for
innovative approaches in classic genres. Development of an application in the top-down
shooter genre, which potentially combines time-tested mechanics with modern trends.
Such an application has the potential not only to breathe new life into the genre and bring
fresh ideas to it, but also to promote its popularization among a wide range of players.

The object of the work is the process of developing a game in the top-down
shooter genre.

The subject of the work is a toolkit for developing a game in the top-down shooter
genre.

The purpose of the work is to develop a game in the top-down shooter genre that
will popularize the genre among players.

The qualification work consists of an introduction, 4 sections, conclusions and a
list of references.

The introduction substantiates the relevance of the topic, defines the goal,
objectives, object and subject of the study

The first section provides a detailed analysis of the subject area, as well as analyzes
existing games-analogues to identify successful solutions

The second section is dedicated to the development of game application interface
mockups. This section also develops a specification of functional and non-functional
software requirements.

The qualification work is presented on 62 pages of typewritten text, consists of an
introduction, 4 sections, general conclusions, a list of references with 9 titles and 0
appendices. The work contains 11 tables and 50 figures.

Keywords: Game, Godot Engine, shooter, top-down shooter, GDScript, 2D
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BCTYII

VY cyuacHOMY CBiTI KOMII FOTEpPHI ITPH MEPETBOPHUIIUCA 3 HEBIIOMOT0 X001 Ha OJHY
3 TIOMiHyI0UuX (pOpM po3Bar, 110 3a 00CATOM PUHKY Ta KyJIbTYPHUM BILTUBOM BIIEBHEHO
KOHKYPY€ 3 KiHemaTorpadom, My3UdHOIO 1HIYCTpi€lo Ta TeaedadeHHaM. L1 quaamivHa
rajiy3b He JIMIIE TeHEPY€E MUTbIPIHI NPUOYTKHU Ta IEMOHCTPYE cTaOUIbHE 3pOCTaHHS, ajie
i 00’eqHye moned pi3HUX Mpodeciii — MporpamicTiB, XYIOKHHUKIB, IU3alHEPIB,
CIICHAPHCTIB, 3BYKOPEXKHUCEPIB, MAPKETOJIOTIB — JIJIsl CTBOPEHHS OJHOTO KOMILIEKCHOTO
npoayKTy. Takuil MUKIMCUMIUTIHAPHUMI MIIX1] CIPUS€E€ CTBOPEHHIO 3HAYHOI KIJIBKOCTI
poOOYHX MICLB T4 CTUMYJIIOE PO3BUTOK CYMIKHUX TaTy3€H.
binbir Toro, irpoBa iHAyCTpis YaCTO BUCTYMAE PYIIIIEM TEXHOJIOTIYHOTO MPOTPECY,
BHUCYBAaIOYM HOBI BHMOIHM JI0 amapaTHOro 3a0e3NeyeHHs, TIpapiyHUX TEXHOJIOTIH,
MITYYHOTO 1HTENEKTY. Pi3HOMaHITTS XkaHpiB Ta IMIATGOPM CBITYUTH MPO IIUPOKE
OXOIUICHHSI ayIUTOPIi Ta MOCTIHHUN MOUTYK PO3POOHMKAMHU HOBUX CIIOCOOIB 3alTy4YeHHS
Ta YTpUMaHHA TIpaBliB. BpaxoBylouu CTIMKY TEHACHIIIO A0 3pOCTAHHS NMPUOYTKIB Ta
BIUTMBY IFPOBHMX 3aCTOCYHKIB 32 MHHYJII POKH, MOXHA BIIEBHEHO CTBEPIKYBAaTH, IO
pO3p0o0Ka KOMIT'FOTEPHUX 1TOP € AKTyaJIbHUM Ta MEPCIEKTUBHUM HANPSIMOM AisUIbHOCTI,
SKUU 1 HaJaJll BiAIrpaBaTUME BKIIUBY POJIb Y TJIOOAIbHIN €KOHOMIIII Ta KYJIBTYPI.
Merta: po3poOka rpu B xaHpi top-down shooter 3a;u1s1 momymsipu3altiii >kaHpy cepe
IpaBIIiB
JInst NOCSITHEHHS TTOCTaBJICHOI METH, HEOOX1THO BUKOHATH HACTYITHI 3aBJIaHHS:
— TMPOBECTHU aHaI3 MPEIMETHOT 00JIaCTI Ta CXOKHUX MPOrPaMHUX 3aCTOCYHKIB;
— CHOPOEKTYBATH TPy B kaHpi top-down shooter;
— oOpaTu TeXHOJIOTI1 Jist po3po0IeHHS TPpH B skaHpi top-down shooter;
— BU3HAUUTHU (PYHKIIIOHAJIBHI BUMOTH JI0 TPU;
— peaizyBaTd MPOrpaMHUHN 3aCTOCYHOK;
— TECTYBaHHs po3pOOJIEHOT0 MPOTPAaMHOI0 3aCTOCYHKY.
006’exT pobdoTH: npoiec po3podKu rpu B xaHpi top-down shooter

IIpeamer podoTH: iHCTpyMEHTapii po3poOKH rpH B xaHpi top-down shooter

2025 p. YeuinboB Poman
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1 AHAJII3 CYYACHHUX ITPOBUX 3ACTOCYHKIB B 7/KAHPI TOP-DOWN
SHOOTER

1.1 Anaui3 npeameTHoi o6aacTi

3 KOKHUM POKOM IMOMYJIAPHICTH KOMIT IOTEPHUX Ta MOOUTBHUX 1TOP 3POCTAE K Y
CBITI, TaK 1 B YKpaini. 3a nanumu pecypcy Exploding Topics(2025) [1,2]:
— YV BcboMy CBITI puOIKN3HO 3.32 MUTBAPIM JIIOJIEH SIK1 TPAIOTh B IrpU

— Ha croroaHimHii JeHb irpoBa IHAYCTPIs KowTye 522.46 MUIbSIpIU A0TAPiB

GLOBAL GAMES THE MOBILE MARKET

MARKET VALUE

Best-selling

UNITED STATES oo O

1. Hogwarts Legacy 6. Diablo4 Top Games Publishers

Top Countries
by Worldwide Consumer Spending
2. Call of Duty: Modern Warfare 3

by Worldwide Consumer Spending

7. Call of Duty: Modern Warfare 2

L Tencent
3. The Legend of Zelda: e
s, Tears of the Kingdom* 8. Star Wars Jedi: Survivor :
gane 4. Marvel's Spider-Man 2 i
o . Marvel's Spider- 9. Mortal Kombat 1 1. NetEase
.2bn ‘
. Mboto
H19%YoY Total 2023 5. Madden NFL24 10. Starfield S
$184bn Best-selling boxed Top Games Publishe
sellingboxed 5 fop Games Publishers.
+0.6%YoY UNITEDKINGDOM - Epeepiawis bt v
Monte Downloaded/ ;
9 Boxed PCgames 1. Hogwarts Legacy 6. Mario Kart 8 Deluxe 1flsachs UL St
$90.4bn $38.4bn 2. EASports FC 24 7. Marvel's Spider-Man 2 2 Sipernicsnidos 9 i
-16%YoY " 2.9b
“52%YoY 3. The Legend of Zelda: ) 3.50yGame ;
Tears of the Kingdom* 8.Call of Duty: Modern Warfare 3 i 2
4. Super Mario Bros Wonder 9. Star Wars Jedi: Survivor 5. EmbracerGroup
S i S FEAD 10. God of War Ragnarok
Best-selling boxed ~
i sl ik
- 1. MonopolyGo $19 o
$9.5bn $174.5bn 1. The Legend of Zelda: 6.Kirby's Return To 1. Honkai StarRal  S1.51m 0k
Tears of the Kingd Dream Land Del Ko $950 0
Global physical game Global digital game X S“'s"M “’ s‘"" :l"‘ e . M"’"‘( 2 . e(‘“‘: | 3. Whiteout Survial * "
revenue (-3.8% YoY) reveria R0 Yo . Super Mario Bros Wonder 7. Momotaro Dentetsu World: Coloforagons sk -
Chikyu wa Kibo de Mawatteru! R T ok
3. Pikmin 4

% 8. Splatoon 3
4. Pokémon Scarlet & Violet
0, .
Total market o 5% BOXED B SaEnal FariasyiGIESH J TOP 10 GAMES ON TIKTOK
revenues 5, Mario Kart 8 Dehnxe 10. Super Mario RPG Somn o
A 95% DIGITAL
1 Fortnite 6. Genshin Impact
(1 billion)

METACRITICTOP 3 2.Grand Theft AutoV (PSS/XSX) 7.Call Of Duty: Warzone 2
(28 bill (9151 million)

(29 billon views)
PCboxed o ) - G
3 Roblox 8. EASports FC24
5 4 1.8 billion) 8:
g \ / C ‘ 94 )
bt Zed saldur’s Gate 3 Asgard's Wrath
e n | | g
AT

(8289 million)

4. Minecraft 9. Mortal Kombat 1
14 billion) (8148 million)

Console
market

10. Marvel's Spider-Man 2
(7692 million)

Pucynok 1.1 — Orusin rimoGambHOTO pUHKY 1TOp

B Tol1 j)xe yac He3BaXkarouu Ha BIJCYTHICTh MAil’Ke BCSIKOTO PO3BUTKY 3a MUHYJI
poku, €Bponeiicbka penepaniss EGDF Bim3nauae, mo Ykpaincbka irpoBa iHIYCTpis €
OJIHIEI0 3 HAWJAMHAMIYHUIIMX Taimy3edl y €Bpomi, a Takox HamiuyBaja noHan 200

kommnanii Ta 5000 crnerianictiB Ta Majna 400 MusIbiOHIB noJapiB goxoAiB y 2023 por [3].

2025 p. YeuinboB Poman
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@R ain

Yuctun npubyTok 3a 2023, MnH rpH KinbkicTb npauiBHuKiB

Retrostyle games Retrostyle games 10

Whale Rock Games Whale Rock Games 1-50

529

Five Systems Development Five Systems Development
Stepico Games 265 Stepico Games
Fgfactory Fgfactory

Oxiwyle Oxiwyle

BidOn Games BidOn Games

AlphaNova AlphaNova

Scythgames Scythgames

< &

Pucynox 1.2 — Ornsig irpoBux KoMnaHii YKpainu

Top-down shooter — € 0fHUM 3 KIACUYHHX XKAHPIB IFPOBHUX KAHPIB, OCOOIHUBICTIO
SKOr'0 € MEPCHEKTHBAa KaMEPHU pO3TallOBAaHOI HAJl I'POBUM MEPCOHAKEM. 3a3BUYail Mae
JTUHAMIYHUHN rediMIUIeH Ta Mae 6araTo miaBUIIB: Bij crokeTHUX myTepiB (Hotline Miami)

no roguelike Bapianiii sik Enter the Gungeon ta Nuclear Throne [4].

Shooter

$8.1Bn

+6.0% YoY

Adventure

$7.7Bn

-13.6% YoY

2024 Total

$51.9Bn

-1.0%
YoY

Other

Battle Royale

Role Playing

Sports

Pucynok 1.3 — HaiinonymnsipHiiii %aHpy Ha KOHCOJISIX

2025 p. YeuinboB Poman
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Shooter

$7.4Bn

+9.6% YoY

Adventure

$5.8Bn

+21.2% YoY

2024 Total

$43.2Bn

+4.0%
YoY

Other

Role Playing

Battle Royale

Strategy

Pucynok 1.4 — HalinonynsipHiIni >kaHpH Ha TIEPCOHAITBHUX KOMIT I0Tepax
1.2 AHaJ1i3 a”HAJIOTIB

3 mepuioro noryisAy kaHp top-down shooter Burisimae aye MpOCTUM B CBOIN
OCHOBI, ajie Ha WOT0 OCHOBI OYJI0O CTBOPEHO 0araTo KyJbTOBHUX Ta MOIMYJISIPHUX ITOP SIKi
OyJle CUJIbHO BIIPI3HAIOTHCS OJTHA BiJ OJTHOI.

Hotline Miami (Dennaton Games, 2012)

Hotline Miami — 1ie kynbroBuii top-down shooter, Bigomuii CBOiM eKCTpeMaIbHO
HIBUJKAM TEMIIOM, BHCOKMM pPIBHEM >KOPCTOKOCTI Ta YHIKaJIbHOK HEOHOBOIO
CTUITICTHKOIO 80-X POKIB y TTOETHAHHI 3 MIKCETb-apT rpadikoro. ['paBers BUCTyIIAa€ B poIIi
0€31IMEHHOTI0 MPOTAroHICTa, IKUI OTPUMYE 3araJKoBi TeJie(OHHI I3BIHKH 3 IHCTPYKIISIMU
010 MacoBUX BOWBCTB. [eliMruiel BuUMarae MIBUAKOTO IJIaHYyBaHHs, O€310TaHHOI
peaxiiii Ta 6araTopa3oBHX CIpOO I TPOXOKEHHS PIBHIB, OCKUIBKH 1 TpaBellb, 1 BOPOTH
TUHYTh BiJl OJIHOTO-JIBOX BJIy4aHb. Ba)JIMBOIO YacCTHMHOIO T'PU € CUCTEMa MAacoK, IO

HAJAI0Th Pi3HI OOHYCH, Ta CIOPPEATICTUYHUHN, (hPAarMEHTOBAHHM CIOXKET.

2025 p. YeuinboB Poman
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Ta6mug 1.1 — Xapakrepuctuku Hotline Miami

Hasga Hotline Miami
IrpoBuii pymriit GameMaker: Studio
[TnaTdopmu PC (Windows, macOS, Linux), PS3, PS4,
PS Vita, Nintendo Switch, Xbox One,
Android
IlepeBaru — 3aXOIUTIOIYMI Ta aJpeHaTiHOBHMA
reUMILICH;

— CHWJIbHA BI3yaJIbHa 1JICHTHYHICTH Ta
aTMoc(epHHI CayHATPEK;

— BHUCOKa peirpadesbHICTh 3aBISKH
CHCTEMI MaCOK Ta OI[IHOK;

— n00pe pealni3oBaHe BIIUYTTS yaapy

Ta JIETAIBHOCTI.

Henomniku — BUCOKHUU MOPIT BXOJXKEHHS;

— IITYYHUH IHTENEKT BOPOTIB 1HOI
TIOTaHO TPAIIIOE;

— CKJIATHUH 7151 pO3yMIHHS CIOXKET;

— rpagika Ta crneuePeKkTu MOXYTb

CIIPUYMHUTH CMUICTITUYHI HanajIu.

OCHOBHI MeXaHIKH — cUCTEeMa MacoK 3 YHIKaJIbHHMH
OoHycaMmu;
— cucTemMa KOMOO Ta OIIHOK 3a CTHJIb

IMPOXOAKCHHA.

ITocunanus CropiHka B Steam

2025 p. YeuinboB Poman
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Pucynoxk 1.5 — Irposuii iporiec Hotline Miami

Enter the Gungeon (Dodge Roll, 2016)

Enter the Gungeon noennye enementu top-down shooter 3 mexanikamu bullet hell
ta roguelike. I'paBenb 00Mpae 0AHOrO 3 KUIBKOX MEPCOHAXKIB 1 CITYCKAETHCA Y JTaOIpUHT,
HAMOBHEHUU BOpoOraMmu, mactkamMu Ta O0ocamu. OCHOBHAa MeTa — 3HAWTH JIETEHIApHY
30poro, 1110 MOXKe BOUTH MUHYJIE. ['pa BUPI3HAETHCS BEIMUE3HOIO KIJTBKICTIO YHIKAJIBHOI
Ta yacTo abCypaHOi 30poi Ta MpEeaMETIB, AKI MOXYTh B3a€EMOJISATA MK COOOIO.
KitouoBor0 MeXaHIKOI € Tepekar, M0 JJ03BOJIAE€ YXWISATHCS BiJl BOPOXKHUX KYJIb.
[TponeypHa renepaiiisi piBHIB 3a0e3Me4y€e BUCOKY PEIrpadesbHICTb.

Tabmuus 1.2 — Xapakrepuctuku Enter the Gungeon

Hasga Enter the Gungeon

[rpoBuit pymriit Unity

[Tnardopmu PC (Windows, macOS, Linux), PS4, Xbox
One, Nintendo Switch

2025 p. YeuinboB Poman
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IlepeBarn

BeJIMKa KUIBKICTh 30p0i, aKTUBHUX
Ta MTACUBHUX MPEIMETIB, BOPOTIB Ta
0ociB;

CHCTEeMa CUHEPrii MK IpeMeTaMu
Ta 30poe€to;

BHCOKA peirpaldeinbHICTh 3aBISIKU
CUCTEMI MpPOLEAYPHOI TreHeparii
PIBHIB;

HasBHICTb JOKAIBHOTO

KOOIIEPATHUBY.

Henomxkn

BHUCOKHI MOPIT BXO/KECHHS;
BUCOKHUM BIUIMB RNG;

0arato Jacy A BIAKPUTTS BCHOTO
KOHTEHTY TPH;

Ty’Ke 1THTEHCUBHI Bi3yasibH1 eexTu

B1JI IEIKUX BOPOTIB Ta 30POi.

OCHOBHI MEXAHIKHU

npolieAypHa reHepaillis piBHiB;
MeTa-Iporpecii;

CUCTEMa CUHETPIN;

JIOKAIBHUNA KOOTIEPATHUB;

MeXaHiKa MepeKary.

Ilocunanusa

CropiHka B Steam

2025 p.

YeuinroB Poman
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Pucynox 1.6 - Irposuii nporiec Enter the Gungeon

Helldivers (Arrowhead Game Studios, 2015)

Helldivers — ne xoomnepatuBHMI TakTHuHuU top-down shooter 3 akueHTOM Ha
KOMaHJIHy B3a€MOJII0 Ta BUKOHAaHHS 3aBJaHb Yy BOpOXXOMY cepenoBuii. ['pasii
BUCTYNAIOTh y poii emTHuX conaaTiB "llekenbHux [lecaHTHUKIB", 1m0 OOprOTHCS 3a
Cymnep-3emiit0 MpOTH 1HOIUIAHETHUX 3arpo3 Ha MPOLEAYPHO T'€HEPOBAHUX IUIAHETAX.
KitouoBoro ocobnuBictio € cuctema "Crpatarem" — BUKJIMK 3 OpOITH PI3HOMAHITHOTO
030pO€HHS, TEXHIKM, OoenpunaciB ad0 MIIKPIIUICHHS 3a JOMOMOTOI BBEIACHHS
CremiaibHUX KoAiB. ['pa BijloMa BHCOKOK CKJIQJIHICTIO Ta HASBHICTIO TOCTIHHOTO
JIPYKHBOTO BOTHIO, 1110 BUMarae KOopAuHaIii Ta 00epexXHOCTI.

Tabmuusa 1.3 — Xapaxrepuctuku Helldivers

HasBa Helldivers

[rpoBuii pymrii Bitsquid (Stingray)

[TnaTdopmmu PC (Windows), PS3, PS4, PS Vita
[TepeBarn — KOOIIEPaTUB JI0 4 IrPaBIIiB;

— yHikaibHa cuctrema Ctpararewm;

— BHCOKa CKJIQHICTD Ta
HaIPY)KEHICTh 3aBJISIKHU JIPY>KHBOMY
BOTHIO;

— TII00ajapHa KaMIaHis, J¢ il TpaBIliB

BIUIMBAIOTH HA X1 BIHU.

2025 p. YeuinboB Poman
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Kiuenrs Tabmmm 1.3
Henoniku — OJHOMAaHITHI Micii;

— BHCOKa 3aJICKHICTL BIJ MM 1HIIUX
I'PaBIIiB;
— OJIHOMAaHITHUM relMIUIeH Ipu Tpi B

COJI0.

OCHOBHI MEXaHIKU — CHCTEMa CTpaTereM;

— cHcTeMa Mmporpecii BiIKPUTTS HOBOT
30poi, CHOPSIKEHHS Ta CTpaTereM;

— Tpu BOpoXki dpakiii 3 yHIKAIbHUMHU
BOPOTaMH Ta TAKTUKAMHU;

— rino0anbHa KOMIIAHIA.

Ilocunanuag CropiHka B Steam

s Reloadifig!

(Thed N '

Pucynok 1.7 - IrpoBuii npornec Helldivers

2025 p. YeuinroB Poman
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Nuclear Throne (Vlambeer, 2015)

Nuclear Throne — me nomynsapuuii roguelike top-down shooter, mis sxoro
BiIOYBA€THCS y MOCT-aMOKATINTUYHOMY CBiTi. ['paBenib oOupae OJHOTO 3 «MYTaHTIBY,
KOXKEH 3 SIKUX Ma€ yHIKaJIbHI aKTUBHI Ta MacUBHI 3J10HOCTI, 1 HAMAra€TbCs MPOOUTHUCS
Kp13b HATOBIIU BOPOTiB 110 «SnepHoro TpoHy». ['pa xapakrepusyeTbes Ay’Ke MIBUIKUM
TEMIIOM, MIHIMAJIICTUYHOIO, aJié BHUPA3HOIO TIKCEIb-apT Tpadikod Ta BHUCOKOIO
CKJIaJIHICTIO. BaxnmBoro MexaHIKow € 30ip pajiaiii 3 IepeMOXEHUX BOPOTIB, sKa
JTIO3BOJISIE OTPUMYBATH P1BHI Ta 0OMPATH HOB1 MyTallli, [0 BIJIMBAIOTh HAa FEUMILICH.

Tabmuusg 1.4 — Xapakrepuctuku Nuclear Throne

HasBa Nuclear Throne
[rpoBuii pymiit GameMaker: Studio
[Tnardpopmu PC (Windows, macOS, Linux), PS4, PS

Vita, Nintendo Switch, Xbox One

[TepeBaru — IIBUIKHHI, IMHAMIYHAN FeHMILICH;

— BHCOKa peirpabesbHICTh 3aBISKH
roguelike enemMentam Ta cucremi
MYyTallii;

— PpI3HOMaHITHI MEPCOHAXKHU 3
YHIKQJIbBHUMHA ~ 3A10HOCTSMHU  Ta

OJTHIEIO AJIbTEPHATUBHOIO (POPMOTIO.

Henonikn — HaA3BHYaliHO BHCOKAa CKJIQOHICTH
JUIs HOBUX TPaBIIiB;

— cuapuuii BuB RNG;

—  MIHIMaJIICTUYHAN CIOKET Ta
rpadika;

— JIesIK1 MyTaIlii KOPUCHIIII, HIK 1HIIT.

2025 p. YeuinboB Poman
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Kineus tabaumi 1.4

OCHOBHI MEXaHIKH

IpoIieAypHa reHeparllis piBHiB;
epCoHaXI1 3 YHIKaJIbHUMH
3110HOCTIMU Ta OJTHIEIO
aTbTEPHATUBHOIO (OPMOIO;
CUCTeMa MyTalliif;

BeJIMKA KUIBKICTh PI3HOMaHITHOI

30poi.

Ilocunanuasa

Cropigka B Steam

Pucynok 1.8 - IrpoBuit npornec Nuclear Throne

[IpoanainizyBaBUIM BUAICH] aHAJIOTH, MOXKHA CKJIACTH MOPIBHSUIbHY TaOJIHULIIO.

Tabmuns 1.5 — [opiBHsuIbHA TAOIHIIS

Kpurepiii Hotline Miami | Enter the | Helldivers Nuclear
Gungeon Throne
[rpoBwii pymiit GameMaker: Unity Bitsquid GameMaker:
Studio (Stingray) Studio

2025 p.

YeuinroB Poman
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Kineus Tabmumi 1.5

15

CknaiHiCTh Bucoka Bucoka Bucoka Jlyxe BUCOKa
OcHoOBHI Macku, kom60 [Tepekar, cuneprii | CtpaTeremu, Myrartii,
MEXaHIK1 30poi Ta | KOMaHIHa 3110HO0CTI
MIPEIMETIB B3a€MO/IisI MIEPCOHAXKIB
Cucrema Po36nmokyBanns | Mera-miporpecisi3a | Po3onokyBanus | Po30iokyBanHs
nporpecii MacoK IIiJI dYac | BHYTPIIIHBOIrPOBY | 30poi, CTparereM | aJbTepHATUBHUX
MIPOXOKCHHS BAJIIOTY i 9ac KOMMaHii | Bepciit
KOMIaHii MIEPCOHAXKIB
MynbTHiuieep Hemae JlokanpHuit 1o 2 | OnmaitH 1o 4 | JlokaneHuit g0 2
IpaBIliB I'paBIliB IpaBIliB

BucnoBku 10 posaiay 1

B nmepmoMy po3aiiai MpoBEAEHO KOMIUIEKCHHMM aHaji3 IMpeIMETHOI 00JacTl Ta

ICHYIOUHMX aHAJIOT1B IFPOBUX 3aCTOCYHKIB 3 METOIO BHUSBJICHHS TEHJICHIIIM Ta OCHOBHHUX

0CcOOJMBOCTEM kaHpy Ta (POPMYBaHHS H1 iX OCHOBI BUMOT JI0 po3poostoBaHoro 113

B nigpo3auni 1.1 po3riisHyTO IrpOBY 1HAYCTPIIO 3arajioM y CBITI Ta B YKpaiHi, Ta

BcraHoBiieHO cTabUIbHMI PICT IFPOBOI IHIYCTPIi Y CBITI 13 3arajJbHUM MPUOYTKOM

B 184 Minbspau 101apiB po3/iieHI MiXK IEPCOHATLHUMHU KOMIT FOT€paMU, KOHCOJISIMH Ta

MOOUTBHUMHU TeNlepoHaMHU.

IrpoBa iHIycTpiss YKpaiHM BU3HAHA K OJHA 3 HaWJAMHAMIYHIIIKUX B €Bporl 3

npubyTkoM B 400 minbitoniB gonapiB B 2023 potii, cepes OUIbII HIXK TBOXCOT KOMITaHiH

3 3araJibHOIO KUIBKICTIO TpaiiBHUKIB 10 5000.

B migpo3aini 1.2 mocniakeHo ICHYROYl aHAJOTH, BHUSBJICHO iX OCOOJIMBOCTI, iX

IepeBaru Ta HEJIOIIKH.

Ha ocHOBI pO3riIsiHyTHX aHAJIOTIB OYJI0 BCTAHOBJIEHO, 110 *aHp top-down shooter

€ QYy’KC THYYKHM Ta MOXKC IMOEAHYBATHUCH 3 OaraTbMa 1HIIUMU JKaHpaMi, IO IIPU3BOJUTH

710 TIOSIBU YHIKQJIBHUX ITPOBHUX CUTYAIli}.

2025 p.

YeuinroB Poman
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2 MOIEJIIOBAHHS I'PU B 7 KAHPI TOP-DOWN SHOOTER
2.1 JocaigskeHHsI Cy4aCHHUX IrPOBUX PyWIiiB

Onwuparource Ha gociimkeHHs irpoux pymiiB Unity [5], Godot Engine [6] Ta
Unreal Engine [7] MoxHa 3poOUTH Taki BACHOBKM ITPO OCHOBHE MPU3HAYEHHSI, IEPEBAru
Ta HEJIOJIIKH KOKHOTO PYIIIs:

Unity

ABTOpamu aociipkeHHs [5] Oyio JaHo Take BU3HAUEHHS irpoBoro pyimist Unity:

Unity — kpocmuiatdopMeHuid cepesia po3poOKH irpOBUX 3aCTOCYHKIB PO3p00JieHa
amepukaHcbkoro kommaniero Unity Technologies y 2005 poui mnpeacTtaBieHUil Ha
BcecBiTHii koH(peEpeHIIii po3poOHUKIB 3 METOIO MOJIETTIIEHHS IIPOIIECY PO3POOKH ITPOBUX
3actocyHkKiB. Unity miaTpumye OUIbII HIXK 25 pi3HUX MWIATGOpM, TaKl SK: NEPCOHATbHI
KOMIT FOTE€pH, ITPOB1 KOHCOJI1, MOO1IbHI TeNe(OHHU.

Unity € myxe MOMyJSPHUM ITPOBUM JBUTYHOM Ha SIKOMY pO3poOJeHO Oe3mid
BIJIOMHUX Ta MOMYJISIpHUX 1rop, Taki sik: Kerbal Space Program, Temple Run, Enter the
Gungeon, Valheim, Ori and the Will of the Wisps, Hearthstone, Pathfinder: Wrath of the
Righteous.

['onoBaumu nepeBaramu Unity cepesl IHIINUX ITPOBUX PYIIIiB €:

- BEJIMKA KUIbKICTh JOKYMEHTAIlll, MOKPOKOBUX TaiiJlIB Ta BEJIUKA CIIbHOTA
chopmoBaHa 3a JA0Br1 poku icHyBaHHs Unity;

— MoBa mporpamyBanHs C# Jerima B BHBUEHI Ha MOYATKOBHUX e€Tamax, IO
3HMKYE TOPIT BXOY A0 PO3POOKHU 1rop;

— JIETKO 3HAWTH aCCETH JIJIsl Ir0p Ta CBOIX MPOEKTIB Yepe3 iICHYBaHHS BEJIIMKOI
CHIJIBHOTH PO3POOHUKIB;

— unity TPOMOBXKYIOTh WIATPUMYBATH Ta PO3BUBATH JIOJAI0UM HOBHU
byHKIiOHAT.

Cepen HenomnikiB Unity MOXKHA BUIUIUTH:

— MOJIITUKA JIILIEH3yBaHHS,

— pPO3MIp MPOEKTIB;

2025 p. YeuinboB Poman
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- MoTpiOHA J0JaTKOBA ONTUMI3AIlIS BETUKHUX MTPOCKTIB;

- st HoBadkiB Unity MoOke MoKa3aTUCS CKIAJHUM 4Yepe3 BEIHKY KUTbKICTh

& unity

Pucynok 2.1 — Jlorotun Unity

GYHKITIH.

Godot Engine

B nocnimkeni [6] aBTopamu Oyjio HaBeIEHO Takli OCOOJMBOCTI, MEpeBaru Ta
HeZoJ1KH irpoBoro pymris Godot Engine:

Godot Engine — 1e mOBHICTIO OE3KOIITOBHUM ITPOBUI PYyIIil 3 BIIKPUTUM
BUXIJTHUM KOJOM, 1[0 CTPIMKO PO3BUBAETHCS 3aBISKU 3yCHIUISIM BETUKOT Mi>KHAPOIHOT
CHJIBHOTH.

Horo dinocodis momsrae y HagaHHi T'HYYKOro, iHTEPOBAHOTO Ta BiIBHOTO
IHCTPYMEHTY IJi1 pOo3pOOHUKIB yciX piBHIB. (Godot BUPI3HSIETHCS CBOEID YHIKAJIBHOIO
apXxITeKTyporo, MoOyA0BaHOIO HA CHUCTEMI CIIEH Ta BY3JiB, fKa JO03BOJISIE 1HTYITHUBHO
KOHCTPYIOBATH IFPOB1 00'€KTH Ta JIOTIKY.

Xoua pymIii € MOTYXHUM IHCTpYMEHTOM 1 17151 3D po3poOKu, HOTo 1CTOPUYHOIO
CWJIOIO Ta OJIHIEIO0 3 KIIFOUOBUX TIEPEBAr BBAKAETHCS MEPITOKIacHa miaTpuMka 2D.

bararo iHcTpyMeHTIB Ta miaxojaiB st 2D iHTerpoBaHi 0€3MmocepeHbo B SIPO
pylis, mo pPoOUTH MPOIEC CTBOPECHHS ABOBUMIPHUX ITOp HAA3BHYAWHO 3PYYHHM Ta

e(hEeKTUBHUM.

2025 p. YeuinboB Poman
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Jlerka Bara caMoro pemaktopa, rmpocta A BuBueHHs: MoBa GDScript Ta moBHa

BIJICYTHICTh JIIEH31HHUX IJIaTeXKiB poOisaT Godot 0coOMMBO TPUBAOIUBHUM IS 1H/II-

PO3pPOOHUKIB Ta OCBITHIX IILJIEH.

['onoBuumu nepeBaramu Godot Engine €:

- BigcyTHICTb JieH31MHIX 0OMEKEHB;

- HU3BKUU nopir Bxoay uepe3 Moy GDScript;

- rapHa ontumizaris s podotu 3 2D;

- MaJuil po3Mip pyIIid Ta MPOEKTIB;

- IIBUKO3POCTAaI09Ya aKTHBHA CITUTLHOTA.

Cepen nenomnikiB Godot Engine MokHa BUIITUTH:

- [Npmri 3D moxkuBocTi y nopiBHsiHHI 3 Unity ta UE;
— HEPO3BUHEHA MMITPUMKA KOHCOJIEH;

- MEHIIUI BUOIp TOTOBHUX ACETIB;

- Ounblle KOMIaHii BUKOpUCTOBYIOTH Unity Ta UE, sK Hacimigok MeHIIe

BakaHciil 1ig Godot-po3poOHUKIB HAa pUHKY TIparl.

[Tpuknaau irop Ha Godot:
- Cassette Beasts — nokpokoBa RPG 3 BIAKpUTUM CBITOM.
— The Garden Path — cumynsitop xutts 3 armochepHoro 2D rpadikoro.

— Kingdoms of the Dump — petpo-rpa y ctuni SNES, ctBopena 3 110608’ 10

¢anaramu RPG.

2025 p.
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-
GODOT

Game engine

Pucynok 2.2 — Jlorotunt Godot Engine

Unreal Engine (UE)

B nocnimkeHi [7] aBTOpU ONMHUCYIOTh MOXJIMBOCTI BUKOPUCTAHHS 1HCTPYMEHTAPIIO
Unreal Engine Taxk:

Unreal Engine, po3poOiiennii kommnaniero Epic Games, € ogHuUM 13 CTOBMIB
Cyd4acHOI irpoBoi 1HAYCTpIi, CHHOHIMOM II€PEOBHUX TEXHOJIOTIH Ta BUCOKOOIOKETHUX
AAA-TIpOEKTIB.

[eli pyuiiid ciaBUTbCS CBOIMU HENEPEBEPIICHUMH MOXIMBOCTIMU y cdepi 3D-
rpadiku, 3abe3nedyroun (OTOPEATICTUUHUN PEHIEPUHT B PEATbHOMY 4aci 3aBISKH
TaKUM TEXHOJIOTISIM, SIK TJo0anbHEe OCBITJIEHHS Lumen Ta cucTema BipTyaiai30BaHOI
reomeTpii Nanite.

Xo4a OCHOBHOIO MOBOIO TIporpamyBaHHs € C++, 1110 BUMarae TJMOOKUX 3HAHb,
Pyl TakoXX NPOMOHYE YHIKaJbHY Ta MAY>KE€ PO3BUHEHY CHUCTEMY BI3YalbHOTO
ckpunityBanHsa Blueprints. Bona no3Bonsie nuzaiiHepam Ta XyJAO0KHHUKAM CTBOPIOBATH
CKJIaJIHYy ITPOBY JIOTIKY Ta 1HTEPAKTUBHICTH 0€3 HANMCAHHS OJHOTO PSIKa KOy, IO

3HAYHO MPUCKOPIOE 1Tepallii Ta MPOTOTUITYBaHHS.

2025 p. YeuinboB Poman
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Unreal Engine Takoxx Mmae 0a3oBi iHCTpyMeHTH i 2D po3poOku, ane BOHU
ICTOpUYHO € MeHII npiopuTeTHUMH 17151 Epic Games 1 MOCTYMalThCsl 32 THYUYKICTIO Ta
3pyuHiCcTIO cnerianizoBanuM pimeHHsM Unity Ta Godot. BuGip Unreal Engine 3a3Buuaii
OoOTpyHTOBaHMM TMMOTPeOO0 y HaBumik sikocti 3D-rpadgiku abo mpu  po3poOil
MacIITaOHUX MPOtKTIB, J¢ HWOro KOMIUIEKCHUM IHCTpYMEHTapiil Ta omTuUMI3allii s
BHCOKOHABAHTAXKCHUX CIIEH CTAIOTh BUPIMIATHHUMHU.

['onoBaumu nepeBaramu Unreal Engine e:

- Cucrema Blueprint 103BoJis€ HIBUKO pealli30BYBaTH IrPOBY JIOTIKY;

- rapHa onTtumizailis i poooTu 3 3D 00’ exTamu;

— BEJIMKA CIIUIbHOTA;

— OE3KOIITOBHA JIIIEH31s A0 TOCATHEHHS 10X0y B 1 MUJIbIMOH JI0J1apiB.

Cepen nenonikiB Unreal Engine MoxxHa BUIIIUTH:

- opienTaiig Ha 3D rpadiky 3anunimio pyiriit 6e3 eeKTUBHUX THCTPYMEHTIB
1151 podotu 3 2D rpadikoro;

- UE notpebye notysxuoro I1K nns kompopTHOi podoTH;

- BEJIUKHUU pO3MIp TTPOEKTIB.

Irpu, ctBopeni B Unreal Engine:

- Fortnite — oaMH 13 HABIZOMIIIMX OAaraTOKOPUCTYBAI[bKUX HIYTEPIB.

Hellblade: Senua’s Sacrifice — mpukiaa rimOoKkoi Bi3yajabHOI Ta HAPATUBHOI
poboTH.

- Gears 5, Street Fighter V, Final Fantasy VII Remake, The Matrix Awakens
(memo UEY).

2025 p. YeuinboB Poman
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UNREAL

ENGINE

Pucynok 2.3 — Jlorotun Unreal Engine

BuildBox

Buildbox — 11e komepiiitHuii pymIiii, OpieHTOBaHUM HacamIiepe ] Ha po3poOKy 1rop
6e3 mporpaMyBaHHS. MlOro OCHOBHAa MeTa — 3pOOMTH CTBOPEHHS irop JOCTYITHHM IS
KOPHUCTYBauiB, K1 HE MaIOTh TEXHIYHOTO JOCBIAY. 3aB/ISIKM CUCTEMI MOOY/I0BH JIOT1KU Ha
ocHOBI 0J10k1B drag-and-drop, po3pOOHUKHN MOXKYTh IIBUIKO CTBOPIOBATH MIPOTOTHUITH Ta
MOBHOLIIHHI 1TPH.

Buildbox miarpumye ekcnopT Ha pi3Hi miatdopmu, Bkiodaroun Android, 10S,
Windows. CepenoBuiiie po3poOKH IHTYITUBHE Ta 3py4YHE, 3 MONEPEIHHO HATAIIITOBAHUMU
1abJI0HaAMU 1 MEXaHIKaMHU.

Xoua pymiiid ieanbHO MIAXOMUTh JJIA CTBOPEHHS KazyanbHuX 2D irop, ioro
MO>KJIMBOCTI OOMEXEH1 MpHu peanizauii CKIaaHuX irop ado crnenudiynoi goriku. Kpim
TOTO, TOBHUM (PYHKITIOHAT JOCTYITHUM JIUIIIE Y TUTATHIN BepCii.

['onoBaumu nepeBaramu Buildbox e:

- IPOCTOTa BUKOPUCTAHHS Ta BIJCYTHICTh MOTPEOU y MpOrpaMyBaHHi;

- IBUKA OOy 10Ba irop 3aBasaku drag-and-drop inTepdeticy;

- BOYZI0BaHI 1IA0JIOHU Ta aCETH JJIsI MOYATKIBIIIB;

- MiITPUMKA MYJIBTHILIAT(HOPMHOTO EKCITOPTY.

Cepen nHenonikiB Buildbox MoxHa BUIIINTH:
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oOMexeHa (PyHKIIOHANIBbHICTh y 0€3KOIITOBHIH Bepcii;
BIJICYTHICTh THYUYKOCTI JIJI peajizalii CKJIaJHol JIOT1KH,
BiJTHOCHO BHCOKA BapTICTh MiAMUCKY;

HE MAXoAuTh 11t 3D-po3poOKu.

Irpu, ctBopeni B Buildbox:

Color Switch — rinepka3syanpHHii XiT, 1110 cTaB BipycHuM y 2016 pori.
The Line Zen — 111e 0JIMH NpUKIa] MPOCTOI, ajie 3aXOIUTIOI0YO0l IPH.

Phases — cTuibpHa apkaia 3 MIHIMAJTICTUYHUM FEUMILICEM.

BallFlipper | A

Add New 3D World

Add New 2D World

Add New Ul Screen

StartUl Game Ul
Game Over  #
Load
3D World *

Complete

Pucynox 2.4 — Iurepdetic BuildBox

GameMaker Studio 2

GameMaker Studio 2 — e noryxuuii 2D-opieHTOBaHUH PyIIiH, 10 MOETHYE B

co01 MPOCTOTY BUKOPUCTAHHS 3 MOXKJIMBICTIO THYYKOTO TTPOTrpaMyBaHHS.

Horo ocHOBHOIO OCOOJIMBICTIO € MIATPUMKA SIK B13yaJbHOTO IPOrpaMyBaHHS, TaK 1

BiacHoi MoBu GameMaker Language, 110 103BOJIsIE CTBOPIOBATH CKJIAJHY JIOTIKY AJIs

MPOEKTIB OYIb-SIKOTO PIBHSL.

GameMaker Studio 2 KOpUCTY€TbCS TOMYJISPHICTIO CEpel 1HI1-PO3POOHUKIB Ta

MaJIMX CTYAlM, 0COOJIMBO 3aBISKA HU3bKOMY MOPOTY BXOAY 1 BUCOKIM MPOTYyKTUBHOCTI

pu cTBOpeHH1 2D-irop.

2025 p.
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Irpu Ha GameMaker Studio 2 MarTh TapHYy ONTHUMI3AIliI0, @ PYINA MIATPAMYE

eKCTopT Ha pi3Hi miatdopmu, Bkirodaroun [1K, koHcom1 Ta MOOLIBHI IPUCTPOT.

Ocnosni nepeBaru GameMaker Studio 2:

npocTa MoBa nporpamyBanHs GML;
MIATPUMKA SIK KOJy, TaK 1 BI3yallbHOTO IPOrpaMyBaHHS;
cTabibHa 1 mBUIKA podoTa 3 2D-Tpadikoro;

OaratoriaT@OpMHICTh 1 AIKICHUH €KCITOPT.

Henoniku pymris:

miaThopM;

IIaTHa J'IiI_IeHSi}I 3 JOJAaTKOBMMM BHUTPATaAMHW Ha CKCIIOPT A OKPCMHX

oOMeskeHa marpumka 3D;
MeHIIe BOY/IOBaHUX THCTPYMEHTIB JIJIi KOMaHIHOT pO3pOOKHU;

3acTapuiuil iHTepQeic A JessKUX KOPUCTYBaYiB.

Binowmi irpu, crBopeni Ha GameMaker Studio 2:

2025 p.

Undertale — kynpToBa 1H71-RPG.
Hyper Light Drifter — crunbnnii action-RPG.
Katana ZERO — neoHoBuii ekmieH-miaThopmep.

Hotline Miami — nunamiunuii top-down shooter.

Pucynok 2.5 — Inrepdeiic GameMaker Studio 2

YeuinroB Poman
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Construct

Construct — 1e IirpoBuid pyIIii, 1o cremiam3yerbes Ha 2D-po3poOii Ta
OpIEHTOBAHMN Ha KOPHUCTyBadiB 0e3 TMTMOOKHMX 3HAaHb MporpaMmyBaHHA. BiH imeanbHO
1JIXOUTh JIJI1 HOBAUKiB, OCBITHIX IPOEKTIB Ta 1H1-PO3POOHHUKIB, K1 IPArHyTh MBUJIKO
CTBOPHUTH ITPOBUH MPOTOTUIT A00 TTOBHOLIIHHY TPY.

OcHoBHOIO ocoOnuBicTI0 Construct € Bi3yainbHa CHCTEMa IO, SKa JTO3BOJISE
CTBOPIOBATH JIOTIKY TPHU 3a JOIMIOMOTOI0 YMOB Ta A1 6€3 HeoOXiIHOCTI nucatu Koj. Lle
3a0e3reuye HU3bKUM MOPIT BXOAY 1 MIBUIKE HABYAHHS HaBITh JJIA THX, XTO HIKOJHU HE
IPOrpaMyBasB.

Pymmiit mpairtoe npsiMmo B 6pay3epi ado yepe3 HACTIIbHUM 3aCTOCYHOK, IO JO3BOJISE
TECTYBAaTHU Py B PEKUMI pEeaJIbHOTO Yacy 0e3 koMnusli. Takox BiH NIATPUMY€E €KCIIOPT
y HTMLS, Android, 10S, Windows, WebGL Ta 1xm11 matdopmu.

Cepen nepepar Construct MokHa BUJIUIUTH:

- cCUCTeMa MO/IIi, 110 J03BOJIsIE CTBOPIOBATH irpu 0€3 KOAY;

- 3py4HHi iHTepdeiic 1 Bi3yanbH1 IHCTPYMEHTH;

- MO>KJIMBICTh poOOTH B Opay3epi;

- IIBUJIKE TECTyBaHHS Ta TPOTOTUITYBaHHSI.

Henomniku pymmris:

- 3QJICKHICTh BiJl BEOTEXHOJIOT1H, 1110 BIUIMBAE HA TPOIYKTUBHICTh Ha JACSKUX
MPUCTPOSIX;

- O0OMeKeHICTh (PYHKIIH y O€3KOIITOBHINA BEpCIi;

- MEHIII€ MOKJIUBOCTEH JIJIsl BEIMKUX MPOEKTIB 13 CKJIATHOIO JIOTIKOIO;

- oOMexxeHa miarpumka 3D.

Binowmi irpu, crBopeni Ha Construct:

- The Next Penelope — inHOBaIIliHa TOHOYHA apKaja.

- Mighty Goose

- Airscape: The Fall of Gravity — muiatdopmep 13 3MIHHOIO TpaBiTaIli€lo.
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% Construct - [Ghost Shooter : Layout 1] = ‘ [ > )
File | (ol ™ v[ Home | Project | Layout Objects | Events | -85 x
Objects lags Grid selection
D Array paste /\( % A Edit grid i Select all
3 Snap-to moving [y Unselect all
@ Insert object  Addtag  Toggle grid Snap-to resizing [ Invert selection
Cat
Ghost Shooter : Layout 1 ¥ X
Properties R X | Objects . | Layers 3 x
7}'}1 D = PRTALD av
= Layer Properties - Tiledila‘ckg.“ @
Name Lighting =) ul
3
= Display * ©
Transparent o || -
3D layering [ o= | E- s
Background Il VebBlack = 3 g
Scroll X 0% Bullet
Non-layout
Scroll Y 0%
Scroll X Rate 100% =
Scroll YRate  100% =
Zoom X 100% Mouseedke
Zoom Y 100%
ZoomXRate  100% -
Zoom Y Rate 100% Monster
Opacity 100%
Fitter [Jwebwhite
Force own textu [ m
Sampling (use Application s+ Explosion
< ? » % Layout Editor /4 Event Sheet Editor 4 » <« i + <1 || Project | Animator | Layers
Construct, idle 100% |1473,22 NUM
L

Pucynok 2.6 — Inrepdeiic Construct
Ha ocHOBI BciX BUILIE NEpETIYEeHUX 0COOIMBOCTEM, IEpeBar Ta HEAOIIKIB KOKHOTO

irpoBoro pyurisi, Godot Engine, € Haiikpamum BapiaHTOM JJisi BUKOHAHHS TTOCTABIICHOT

MCTH.

2.2 Cnenudikanisa BUMOT 10 NPOrPaMHOI0 3a0e3neYeHHs

IIpu3HayeHHs cuCTEMH

[rpoBuil 3aCTOCYHOK CTBOPEHMI JIs1 HaJJaHHS KOPUCTYBavyy YHIKAJIBHOTO JIOCHTILY
I'pU Ta PO3MOBCIOKEHHS Ta MOMYyJspU3allii jKaHpYy cepel 3BUYAlHOIo KOpHUCTyBaya,
CTBOPEHHSI BEJIMKOI CIUIBHOTH 3a1[1KaBJIEHOT B TPI.

IMorom:xeHHs: Ta CTAHAAPTH

— Po3poOka BefeThes 3 BUKOpUCTaHHAM irpoBoro pyiris Godot Engine

— [TinTprMKa aHTMIMCHKOT Ta YKpAaiHCHKOT MOB

Mexi npoexkTy

— Po3po6ka 0 THOKOPUCTYBAIBKOTO 3aCTOCYHKY s TiaTopmu Windows

- Peanizaiiisi OCHOBHOTO IrpOBOIO LIUKITY
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— BripoBajiykeHHs cructeMu MeTa-nporpecii

- He Bkitoyae po3poOKy MynbTUILIEEPA, MATPUMKH 1HIIKX IIATHOpM
Cdepa 3acTocyBaHHA

IrpoBwii 3acTOCYHOK pO3paxoBaHUi Ha 4OJOBIKIB Bia 18 10 25 pokis, fKi:
— 3arikaBjeHi B KOMIT IOTEPHUX irpax

- Matots 6a30Bi HaBuuku podotu 3 [IK

3arajnbHa CTPYKTYpa i CKJIAJ CHCTEMH

- IrpoBuit pymriii: Godot Engine

- ®opmar 30epexeHHs ganux: JSON

DyHKIII cucCTeMH

B3aemonis 3 inTepgeiicom

KopuctyBau Moxke B3aeMOJIIATH 3 IHTEpPEHCOM KOPUCTYBaya, HATUCKATH KHOIKU

JUTSl TIOYATKY TPH, 3MIHM HaJlalITyBaHb, MEHIO allTPEN/IiB Ta BUXO1Y 3 TpU

KepyBanus nepconaxem
['paBenb MOXKe KepyBaTH IIEPCOHAKEM Ta 30UpaTH MPEIMETH 3 BOPOTIB
IinBuieHHs piBHS

I'paBenib Moke oOMpaTH cepell YOTHPbOX anrpeiiB adbo 30poi SKi BIH OTPUMYE

TICIIS T ABUIIICHHS PIBHSI.

IIpuadanusa mera anrpeiais

['paBenb MOKe 3aXOJUTH B MEHIO METa alrpeiiiB Ta KymyBaTH iX 3a BAJIIOTY

3apo0JieHy mij yac rpu

3miHa HaTAIITYBaHb

FpaBeuL MOXC BiI[I(pI/IBaTI/I MCHIO HAJIAaITYBaHb, 3MIHIOBATH 3HAYCHHS B HbOMY Ta

30epiratv a00 CKacOBYBAaTH 3MIHU

2025 p.

Bumoru 1o indopmaniitHoro 3ade3ne4eHHs
xepeJia i 3micT BXiagHOI iH(popmanii

BBig rpaBus, kKoHpirypatiiinuii daiin, gaitnu pyuis
HopmaTuBHo-10BigKoBa iHGopMmanin

Buytpimsi ID, cTpykTypu JaHUX 17151 XapaKTepUCTUK
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Bumoru 10 cnoco0iB oprani3aiii, 30epeskeHHs Ta BeeHHs iHGopmauii

Jlani moro4yHoi cecii B mam’sATi, MeETa-NIpPOrpecis Ta HaJAIITyBaHHS B
KoHITypaliitHoMy Qaiini

Bumoru 10 TexHiyHOro 3a0e3neyeHHs

MinimainbeH1 cucteMHl Bumoru: Windows 10 64-bit, 4GB RAM? DirectX 11, 4GB
Disk Space, Intel Core 2 Duo E6320 (2*1866) or equivalent

Bumoru 10 nporpamHoro 3a6e3ne4eHHst

- ApxiTtektypa: Ha 6a31 Godot Engine

— Cucremne I13: Windows 10+, HeoOximHi O010J10TEKH cepeaoBUIIA
BUKOHAHHS, IpaliBEpH

— Mepexese 113: He BUMaraerncs

- [13 Benenns Ib: He BUMaraeTbcs

- Moga 1 Texnozoris: Godot Engine, GDScript

Bumoru 10 30BHilIHIX iIHTEpdeiiciB

- InTepdeiic kopuctyBaua: ['omoBHe menro, HUD, meHwo nays3u, MeHIO
NIJBUILIEHHS P1BHSA, EKpaH Pe3yJIbTaTiB, MEHIO HalAIlITyBaHb, MEHIO aNrpeiiiiB

— Amnapatuuii intepdetic: Knapiarypa, Muiiia, MOHITOp, HABYIITHUKH

— [Tporpamuuii inTepdeiic: API Godot Engine

BaacTuBocTti nporpaMHoro 3ade3ne4eHHs

— JloCTyTHICTD: MATPUMKA 0a30BUX MPUCTPOIB BBEACHHS

— CympoBoKyBaHiCTh: MoaynbHICTh, YUTA0ETHLHUN, KOMEHTOBAaHUN KO,
BUKOPUCTAHHS CUCTEMHU KOHTPOJIIO Bepciit Git

- [Tepenocumicts: [TinTpumka Windows 10+ 64-bit

- [IponyktuBHicTh: CtabinbHa yactoTa KanapiB B 60 FPS Ha miHiMambHUX
HaJIAIITyBaHHSX, 3aBAaHTAXKCHHS TPH JI0 5 CEKYH/T

— Haniiinict: ABTOMaTU4YHE 30€pEXKEHHS TaHUX, PE3EPBHI KOMIi

- besneka: 3axuct ¢aiiiny 30epexeHHs Bl peAaryBaHHS KOPUCTYBayeM,

BIJICYTHICTh 300py JaHUX TPaBIIs
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BucHoBkmu 10 po3aiay 2

VY npyromy po3auin AOCHIPKEHO cydacHi irpoBi pymiii, Taki sk: Unreal Engine,
Godot Engine, Unity, BuildBox, GameMaker Studio 2, Construct. [IpoBeneno anami3 ix
repeBar, HeIOJIKIB Ta 0COOJMBOCTEH, CIUpaAIOUUCh Ha SIKUM Oyjio BUOpaHO IrpoBUMA
pyunit Godot Engine st peanizartii 2D rpu Ha OCHOBI TaKUX TIEpeBar:

— BHCOKa onTuMizalio aisg 2D-rpadiku;

— 3py4yHuUl BOYJIOBaHUU PEAAKTOP:;

— MIATPUMKA BJIAcHOI MpocToi MoBU mporpamyBaHHsi GDScript, cxoxoi Ha
Python;

— BIJIKPUTHUH BUXIJTHUM KOJ 1 BIICYTHICTb JIIICH3IMHUX IJIATEXKIB,;

— AaKTUBHA CIUIBHOTY PO3POOHUKIB;

— KpoCIUIaT(OPMEHICTH 1 THYUYKICTh Y HAJNAIITYBaHHI €KCIOPTY MPOEKTIB.

OxpiMm TexHIYHUX TepeBar, pymiid Godot 3a0e3neuye KOPOTKHUM UK PO3POOKH
3aBJISIKY IIAPOKUAM MOKITUBOCTSIM JIJIsl POTOTHUITYBAHHS Ta TECTYBaHHS IrPOBUX MEXaHIK,
10 € KPUTUYHO BAKIIMBUM Y TIPOIIECI CTBOPEHHS ITPOEKTA.

ChopmoBano cnernu@ikailito BHUMOT 7O PO3pPOOJIIOBAHOTO  MPOrPAMHOTO
3a0e3MeUeHHs], 0 J03BOJIMJIA YITKO BHU3HAUWTH TPH3HAYCHHS ITPOBOTO 3aCTOCYHKY,
Horo meTH, “oro (yHKIIOHAJIbHI Ta HEPYHKI[IOHAIBHI BUMOT, OMKMCAHO OCHOBHI ITPOBI
MEXaHIKH, BUMOTH JI0 KOPUCTYBALbKOTO 1HTEep(deicy, MPOAYKTUBHOCTI Ha HAAIHHOCTI

3aCTOCYHKY.
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3 MOAEJIOBAHHSA APXITEKTYPU I'PU B ’KAHPI TOP-DOWN SHOOTER

3.1 CTBOpeHHs cHeHApiiB BUKOPUCTAHHA CUCTEMH

JIJis mOYaTKOBOTO BHM3HAUYEHHS BUMOT JI0 PO3POOJIIOBAHOTO 3aCTOCYHKY Tpebda

CTBOPUTHU JIEK1JIbKA CIIEHAP1iB BUKOPUCTAHHS.

Cuenapiii BUKOpUCTaHHS — II€ TMOCHITOBHICTh il Ky Oylae BHUKOHYBaTH

KOpHUCTYBa4d JJIA JOCATHCHHSA MOCTAaBJICHO1L MCTH, X BUKOPHUCTOBYIOTH IJIs1 BU3HAYCHH:A

K1 QYHKI[IT TOBUHHA BUKOHYBATH CUCTEMA, 11 PYHKIIOHAIbHUX Ta HE(DYHKIIIOHATbHUX

BHUMOT.

Tabmuusg 3.1 — Cuenapiii 3MiHM HaJIaIITyBaHb

Use Case Section |Description

Use Case Name 3MiHa HaJIAIITYBAaHb TPH
Scope System

Level User-goal

Primary Actor ['paBenb

Stakeholders and
interests

I'paBens: bakae HamamTyBaTH Ty4HICTh 3BYKIB, MY3HKH, ITapaMeTpH rpadiku
a00 KepyBaHHA 111 KOMPOPTHOI I'PH.

Preconditions

I'pa 3amymieHa.
['paBens 3HaxoauTHCS B ['0710BHOMY MeHI0 a00 BUKIMKaB MeHIo nmay3u mij yac
TPH.

Success guarantee

3minu 30epexeHi B KoHpirypariitnomy daiti.
3MIHH 3aCTOCOBAHI 10 IOTOYHOT cecil

Main Success 1. I'paBeunr obupae nyHkt "HamamryBanus" B ['ogoBHOMY MeHio a0o
Scenario
MeHro naysu.
2. Cucrema BijoOpakae eKpaH HaJlalITyBaHb 3 PI3HUMH KaTErOpisIMU.
3. T'paBeupb nepexoaAuTh 3MIHIOE 3HAUEHHS Oa’kKaHUX MMapaMeTpiB.
4. TI'paBeup miATBEpKYE 3MIHU, HATUCKAIOUN KHONIKY "30epertu".
5. Cucrema 30epirae HOB1 3Ha4€HHs HAJIAIITYBaHb Yy (aiini KoH}iryparii.
6. Cucrema 3acTOCOBYE 3MiHH.
7. Cucrema noBepTae TpaBld 10 TONEPEIHBOTO EKPaHy.
Extensions S0 xopucTyBau Ha Kpolli 4 HaTUCHYB KHONIKY «CKacyBaTH», TO CUCTEMa He

30epirae BHECEHI 3MiHU Ta IOBEPTAE TPABIS 10 MONEPETHBOIO EKPaHY.

2025 p.
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Kineup ta0amm 3.1

Special Requirements 3MiHM TY4YHOCTI TIOBMHHI 3aCTOCOBYBATHUCh MHUTTEBO IS
3BOPOTHOT'O 3B'SI3KY.
HanamryBanHs MaroTh 30epiraTucs Mi>K iIrpOBUMH CECIsIMHU.

IaTepdeiic HamamTyBaHb Ma€ OyTH IHTYITHBHO 3PO3YMIJIUM.

Technology and Data Variations |HamamryBanus 36epiratotbcst y daitmi JSON.

List ) )
HanamryBanHs 3ByKy: 3arajbHa Ty4YHICTh, T'YYHICTH MY3HKH,

TY4YHICTh €(EKTIB.

Tabmuusg 3.2 — CueHapiit KyIiBili METa anrpeiiiB

Use Case Section  |Description

Use Case Name KymiBis meTa anrpeiiis
Scope System

Level User-goal

Primary Actor ['paBenp

Stakeholders  and |I'paBens: bakae moxpammTy XapakKTepUCTUKU 11 MAOYTHIX CECiif.
interests

Preconditions I'pa 3amymena.
I'paBerb 3HAXOANUTHCA y BIATIOBITHOMY MEHIO METa-IIPOTpecii.
['paBenb Ma€ JOCTaTHHO BHYTPIIIHBOITPOBOI BATIOTH

Success guarantee | OOpaHuii rpaBIeM anrpein npuadaHuil Ta aKTUBOBAHUHN ISl BCIX HACTYIMHHUX
cecii.

BapricTh anrpeiiny cnircana 3 6anaHCy BaTlOTH TPaBIIs.

Cran meTta-niporpecii 30epexeHo.

Main Success 1. T'paBenb nepexoauTh 10 MEHIO MeTa-nporpecii 3 ['o1oBHOTO MeH:o.
Scenario 2. Cucrema BifoOpaxkae IOCTYIHI Ui KyHiBIl anrpeiad, ix oOImuc,
BapTICTh Ta NOTOYHUN OajlaHC BaJIIOTH IPaBIISL.

I'paBenb 0OMpae MOKpaleHHs, ke 6axae IpuaOaTH.

Cucrema BiJ100pakae BIKHO MIATBEPIKEHHS MOKYNKHU 3 JAETAISIMHU Ta
BapTICTIO.

I'paBenp migTBEpAKY€E MOKYIIKY.

Cuctema nepeBipsie HassBHICTb IOCTATHBOT KIJIBKOCTI BAJIIOTH Y TPABLIS.
Cucrema cricye BapTiCTh anrpeiiia 3 anaHcy rpasiis.

Cuctema po30JIOKOBYe anrpeis, poossdu HOro JIOCTYNHUM s

BUKOPUCTaHHS B Tpi.

9. Cucrema oHOBIIOE 1HTEPPEIC, BiTOOpakaroUr HOBHI OajaHC BATIOTH

Ta CTaTyC anrpeiaa.

B w

el AN

Extensions Skmio Ha Kpolui 6 B rpaBls HEIOCTaTHHO BAIIOTU CHCTEMa BUBOAMTH BIKHO 3
MOBIJOMJICHHSIM Ta HE BHOCUTB 3MiH JI0 OalaHCy KOPUCTyBaya.

SIK1110 anrpeii1 MakKCUMalbHOTO PiBHS CHCTEMA BiJI0M0akae oro HeAOCTYTHUM
IUTS B3aEMOIiT
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Special Requirements

Yitke BimoOpakeHHS e(pEeKTy KOXKHOTO TMOKpALIeHHS Ta HOro
BapTOCTI.

bananc MOHeET rpaBiis Mae OyTH 3aBKIH BUJUMHUM y MarasuHi.
ITporpec MeTa-nokpaiieHb Ma€ HaliHO 30epiraTucs.

List

Technology and Data Variations |lani mera-niporpecii 30epiratotbes B popmari JSON

Tabmuus 3.3 — Cuenapiii mo4aTKy rpu

Use Case Section

Description

Use Case Name

ITouarok rpu

Scope System

Level User-goal

Primary Actor I'paBenp

Stakeholders and |I"paBens: baxkae mouaru rpy
interests

Preconditions I'pa 3amymiena.

I'paBens 3HaXOAUTHCS B I 0JIOBHOMY MEHIO.

Success guarantee

IrpoBwii piBeHb CTBOpEHUH Ta 3aBaHTAKESHUI
Ilepconax rpaBLs 3’ IBUBCS HAa IrPOBOMY IOJI1
UI kopekTHO BitoOpakaeTbes

I'pa mounHae criaBHUTH BOPOTIB

Main Success Scenario

1. I'paBens obupae omnuito «Ilouatu rpy».

2. Cucrema oYMHAE 3aBaHTAXXEHHS PECYPCIB PiBHS.

3. Tlicns  3aBepiieHHS  3aBaHTAXEHHS  CHCTEMa  PO3MIIIYE
MepCOHaXka, BOPOTIB.

4. Cucrema 3aIyckae irpoBuii Taitmep

5. Cucrema aKTUBY€ K€pyBaHHs ITEPCOHAXKEM IS IPaBIIS.

Cuctema BimobOpaxae HUD 3 HeoOXimHOI0O iH(pOpMAIIi€lO.

Extensions

[ToMunka 3aBaHTaKEHHSI PECYPCIB: CUCTeMa BioOpa)kae MOBITOMIICHHS

IIpO MOMUJIKY Ta MOBEPTAE I'paBLsA A0 I'OJIOBHOTI'O MCHIO

Special Requirements

Yac 3aBaHTaKEHHS Ma€ OyTH MIHIMAJIbHHUM.
XapakTepuCTUKH TEepCOHa)ka MalCh BpaxoBYBaTH Npu0aHi MeTa

anrpenau

2025 p.
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Technology

Variations List

and Data

[IpouienypHa renepaiist piBHS 1103a MEKaMU 30Py TpaBIs

CnaBH BOPOTiB 3aJISKUTH BiJI IrPOBOTO TaliMepy

Tabmuis 3.4 — Cuenapiii mpouecy rpu
Use Case Section Description
Use Case Name [Ipouec rpu
Scope System
Level User-goal
Primary Actor I'paBenp
Stakeholders and |I'paBens: baxkae nepemortu, 3apoOUTH BaTIOTY ISl allTPEN/IiB
interests
Preconditions I'paBens mouas rpy
I'paBenib Kepye nepcoHaxeM
Ha xapTi npucyTtHi Boporu
Success guarantee I'paBenb kepye mepcoHakeM
Cucrtema aBTOMaTHYHO aTaKy€e BOPOTiB Ta TeHEPY€E HOBHUX
Boporu 3uuiytotbes, 3anumatoun micis cede XP abo npeameTu
Main Success 1. TI'paBenb pyxaeThCsi HATUCKAKOUM KJIABIIIN KEPyBaHHS
Scenario 2. Cucrema aBTOMaTH4HO aTaKy€e BOPOTiB
3. T'paseus mindoupae XP
4. Tlpu nocarxeni neBHoi KiibkocTi XP rpaBens niABUILY€E piBEHb
5. Cucrema CTaBUTH I'py Ha May3y Ta BUKJIMKAE MEHIO 3 4 BapiaHTaMH
HOBHX PiBHIB JIJIs1 ICHYI0UO1 30p0oi a00 mpeAMETIB UM JUIsl OTPUMAHHS
HOBHX MpEAMETIB uu 30poi
6. I'paBenp oOupae BapiaHT
7. Cucrema BiJTHOBIIIOE TPy
['paBers mpo10BKYE pyX Ta O1i1 MOBEPTAIOUHCH 10 KPOKY 1
Extensions 3nopoB’st rpaBisg gocsarae 0 — CucrtemMa BUBOJIWTH TOBIJOMIICHHS PO
Mopa3Ky Ta MOBEPTA€ IPaBLIs J0 TOJIOBHOT'O MEHIO
Special Requirements | ['pa He MOBHHHA IJIABHO MPAIIOBaTH MPU BEJIMKINA KIJIBKOCTI BOPOTIB
MosxiBi anTrpel i TOBUHHI BUITAIaTH BUITAIKOBO
Technology and Data | IIpouenypHa renepartisi piBHs 1103a MeXaMH 30py T'paBIst
Variations List CrnaBH BOPOT'IB 3aJIEXKUTh Bijl IrPOBOTO TaliMepy
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs

I'pa B xanpi top-down shooter

Tabmuis 3.5 — Cuenapiii 3aBepiIeHHS TPH

Use Case Section

Description

Use Case Name

3aBepKEHHS TpU

Scope System

Level User-goal

Primary Actor I'paBenb

Stakeholders and |[I'paBenb: Buxutu npotsrom 30 XBUIMH
interests

Preconditions | IrpoBuii mporiec aKTUBHUN

| I'paBenib xuBHiI

| IrpoBuii TaliMep nokasye yac meHmui 3a 30:00

Success guarantee

. Taitmep nocsirae 30:00
. Cuctema reHepye HeepeMOKHOTO TPOTHBHHUKA

| I'paBents BMHpae

Main Success Scenario

1.

“wok w N

['paBerb IpOJOBKYE rpaTu

IrpoBuii Talimep nocsirae 3HaueHHs 30:00

CucreMa reHepye HEepeMoKHOT0 BOpora

Bopor BOuBae rpasis

Cucrema 3ynMHs€ IrpOBHI Mpolec Ta IOBEpPTAae TIpaBLs a0

T'OJIOBHOT'O MCHIO

Ha ocHOBiI CTBOpeHUX CIIEHApiiB BUKOPUCTaHHs Oyze po3poOJieHO iHTepdeiic

CHUCTEMU Ta OCHOBI MEXaHIKH TPH.

3.2 Po3po0ka giarpam KJaciB Ta BUKOPUCTAHHSA CUCTEMU

UML-giarpaMu € 3py4yHUM CHOCOOOM 3MOJIETIOBATH (DYHKIIOHAN 3aCTOCYHKY Ha

MOYaTKy PO3POOKM MPOEKTY Ui OUTbII AETaIbHOrO YSBJICHHA HOro (pyHKIIOHATY Ta

oomexxeHb. Cepen ycix UML-aiarpam ciiiji BUIUIATH JiarpamMu KJaciB Ta BUKOPUCTaHHS.

Jliarpama KJiaciB ONMCye KJacu ski OyayTh HasBHI B 3aCTOCYHKY, iX 3MiHHI Ta

METO/IHM SIK1 111 KJIacK OYTyTh BUKOPUCTOBYBATH.

JliarpamMa BUKOPUCTAaHHS OMUCY€E MOKIIUBOCTI KOKHOTO aKTOPa MPEACTABICHOIO B

cucTeEMI
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
I'pa B xanpi top-down shooter

ceSpear

Player

+ speed: float
+Level: inl
+hpeint

+ damage: int

+ knockback: int

+ attack_size: fioat
+ target Vector?

+ angle: Vector2

£ _ready(): woid
# _physics_process(delta): void

+ enemy_hit{charge): void

# _on_timer_timeout(): void

Cepen HaBeZieHUX Ha Jilarpami KJaciB 3B’s13KiB MOKHA BUAUIUTH TPU OCHOBHUX:

+ movement_speed: float
+hp:int

+maxhp: int

+ exp: int

+ collected_exp: int
+iceSpear_ammao: int
+iceSpear_baseammo: int
+iceSpear_attackspeed: float
+icaSpear_level: int

+ enenny_close: List

+ collected_upgrades: List
+ upgrade_options: List

+ amar: ind

+ speed: float

+ spell_cooldown: float
+=zpell_size: ind

+ additional_attacks: int

EnemySpawner

+ spawns: Amray[Eneny]

+ time: ind

# _on_timer_timeout(): void

+ get_randonn_position(): Wector2

Enenny

+ movement_spesd: float
+hpeint

+ experience: ini

Xp Gem

# _ready(): void
# _physics_process(defta): void
+ death(): woid

#_on_hurt_box_hurt{): woid

HurtBox

# _ready(): void
#_physics_process(defta): void

+ movement(): void

+ attack(): void

+ get_random_target(): Vector2D

+ calculate_experience(exp): void

+ calculate_experiencecapl): int
+set_expBansetv,setMax\): void

+ LevelUp(): void
+upgrade_characterjupgrade): void

+get_randaon_item(): Noda

#_on_area_entered(area): void

# _on_disable_timer_timeout(): void

>

HitBox

+ damage: int

+ tempdisable(): void

woid

+on_disable hit_box_tiner_timeout():

Pucynok 3.1 — [iarpama knacis

L

+ expenence: int
+ target: Viector2
+ speed: int

+ Sprite: img

# _ready(): void
# _physics_process{delta): void

+ collect(): int

# _on_snd_collected_finished(): woid

— acouiamis: BigHoueHHs kinacy Enemy go kinacy Xp Gem;

34

— arperairisi: BigHomeHHa MK EnemySpawner Ta Enemy nipu sikomy Enemy €

yacTUHOI EnemySpawner

EnemySpawner He 3HHKaE;

npy  BUAAJICHHI

kimacy Enemy xiac

— kommno3uilis: BigHomeHHs MK IceSpear, HitBox, HurtBox Ta Player mpu

SIKOMY IIPHM BUHHIIIEH] OCHOBHOI'O KJjacy Player Bcl moB’si3aHl KJIACH TEX
Yy 1] Yy y

OyIyTh 3HUIICHI.
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
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fl'paseu,b\

M

rMoyatok rpu

Include

Kyniena anrpeigis g
FONOBHOMY MEHID

BGUBCTBO
BOpOriB

Buxig, 3 rpu

B
Extend

BMKNMK MEHID nay3u
nig 4ac rpu

3MiHa HanawTyBaHb
B FONOBHOMY MEHH

TTTTrerExtend- ..o Extlend

OTPUMAHHS 040K
LOCBigy 32

A/
BOMBCTEA CKUAAHHA NpUAGAHWX

ANk “Extend ___
4 anrpeniis

Extend

Mepernag Bcix Include

Include OTPUMAHUX anrpeniis

MpPOLOBKUTH
30epexeHHn 3MiH

MiABMLLEHHA PiBHA

cepen TpboX

BapiaHTie

Pucynok 3.2 — /liarpama BapiaHTIB BUKOPUCTaHHS
Ha npencrapneniii giarpaMi BAKOPUCTaHHS MOKa3aHO BC1 MOXJIMBI 111 3 CUCTEMOIO
K1 KOPUCTYBau MO>K€ BUKOHYBATH, HasIBHI J1BA OCHOBHUX THUIIU 3B’ SI3KIB:
— 1include: nogaTkoBa 1ig € 000B’ I3KOBOIO;

— extend: mis sika He € 00OB'I3KOBOIO, a00 JCKITbKA BapiaHTIB.

3.3 MoaenoBanHs iHTepdeiicy KopucTyBaua JJisl I'PH B :KaHpi top-down

shooter

UI a6o IaTepdeiic kopucTyBaya € KPpUTUIHO BAKIMBUM KOMIIOHEHTOM OYb-SIKOT
BIJICOTPHU, BHCTYIAIOUM MOCTOM MDK TpaBIleM Ta ITpOBUM CBiTOM. BiH oxoruitoe Bci
Bi3yasibHI €JIEMEHTH, 3a JIOTIOMOTO0 SIKUX TPaBeilb OTPUMYE 1HPOPMAIIiIO Ta B3AEMOJIIE 3
TpOI0: MEHIO, 1HIUKATOPW 37I0POB'S Ta PeCypciB, KapTH, IHBEHTap, JIAJIOTOBI BIKHA,
KHOTIKM Ta 1HIN ejleMeHTH kepyBaHHs. EdextuBnuit Ul He numie Hagae HEOOXITHY
iH(opMaIlit0o BYACHO Ta 3pO3yMijo, aje W CIpHUsiE€ 3aHYPEHHIO B ITPOBUM IMpOIIEC,

nigKpecatoe atMochepy Ta CTWIb TPH, 1, [0 HAWTOJOBHIIIE, POOUTH B3aEMOJIIO
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
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IHTYiTHUBHOIO Ta TpueMHoro. [loraHo cmpoekToBaHUil 1HTepdeiic, HaBmaKu, MOXE
BUKJIMKATH PO3JpaTyBaHHs, YCKJIAJAHIOBATU TeHMIUIEH Ta pyHHYBaTH BpaKEHHS,
HE3aJIeKHO BIJ SKOCTI IHIIMX acHekTiB Tpu. ToMy MOJENIOBaHHS Ta pETEIbHE
npoekTyBaHHs Ul € HeBi1'€eMHOIO YaCTHHOIO TIPOLIECY PO3POOKH.

I'os10BHE MeHIO

['o70BHE MEHIO SIK OCHOBAa KOXKHOI I'pU CIIyTY€ MOYAaTKOBOIO TOYKOIO B3a€MOIIT
IpaBIs 3 TPOIO JI0 SIKOTO TpaBellb MOTpaIUIsie 0Jpa3y Micis 3alycKy rpu. B ronoBHomy
MEHIO B1JI0YBA€THCS BCSI HaBIrallisl MiX 1HIIMMU BIKHAMU a00 QyHKIIISIMUA, TAKUMU SIK:

— Ilouarok rpu;

— MeHmo HanamTyBaHs;
— MeHto anrpeiis;

— Cnucok aBTOpiB;

— Khnonka Buxoay 3 rpu.

OCHOBHMMH BHMMOraMH JI0 TOJIOBHOTO MEHIO € IHTYiTHBHA 3pO3yMLIICTb,
aHIMOBaHUM 3a/IHIN (OH Ta MpUEMHA, CTIOKIITHA My3HKa SIKa MAKPECIUTh atMochepy Ta
CTHJIb TPH Ta JOTIOMO>KE TPaBIIO TIHOIIIE 3aHYPUTHUCH B iIrPOBUI TPOIIEC.

Takox, qyxe 6arato po3poOHHUKIB J0Ja€ JO TOJOBHOTO MEHIO HOBHHH IOJIO iX

HOBUX IrOpP, OHOBJICHB, TOIIO.

SETTINGS

A gl

Pucynok 3.3 — MakeT roJ1oBHOr0 MEHIO
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I'pa B xanpi top-down shooter

MeH10 niIBUILIEHHS PiBHS

Ileit ekpaH aKTUBYETbCS O€3MOCEPEAHBO IIiJT Yac IrpoBOi cecii, KO MEepCOHAK
IpaBIIA HAKOIAUYeE NOCTATHHO XP U1 OTpUMAaHHS HOBOTO piBHs. Moro ¢pyHKIis monsrae
B HaJlaHHI I'PaBII0 MOXJIUBICTH OOpaTH THUMYACOBI amrpeiau ado HOB1 3A10HOCTI, SKI
OynyTh IISATH JUIIE MPOTATOM IOTOYHOI IrpoBOi cecii. 3a3Bu4ail MPONOHYETHCS
0oOMeXEeHHI BUIMAaIKOBUN BUOIp 3 KUIBKOX BapiaHTIB, IO € KIFOUOBOI MEXAHIKOIO AJIs
xaHpiB roguelike Ta survivors-like, mo3BoJsitouM CTBOPIOBATH YHIKaJIbHI KOMOIHAIi

30poi ab0 MpeaMeTiB IMijT yac KOKHOTO 3a0iry.

Level Up

PucyHok 3.4 — MakeT MeHIO iBUIIICHHS PIBHSA

MeHo meTa-anrpeiais

Ha BigMiHy Bij eKkpaHy MiJIBHIICHHS PIiBHS, 116 MEHIO 3a3BMYail JIOCTYMHE 1032
OCHOBHHUM ITPOBHUM IPOLIECOM, HaiyacTille 3 TOJ0BHOIO MeHIO. BoHO mpu3Hauene aiis
CHUCTEMH JIOBIOCTPOKOBOI mporpecii. TyT rpaBers Moke BUTpadaTh pecypcH 3apoOieHi
mij 4ac irpoBUX ceciid, Ha po30JIOKyBaHHS MOCTIMHUX anrpeniB, siKi BIVIMBATUMYTh Ha
BCl HacTymHi irpoBi cecii. Ile Moke OyTu migBUILEHHS O0a30BUX XapaKTEPUCTHK
BIIKPUTTSI HOBUX MEPCOHAXIB, pPO30JOKYBaHHS HOBOI 30poi uM 3a10HOCTEH, abo 1HIII
rio6anpH1 60oHycH. MeTa Iboro MEHI0 — MOTUBYBATH I'PaBLs 10 TOBTOPHUX MPOXOIKEHb

Ta JJaBaTH BIIYYTTS MOCTIHHOTO PO3BUTKY.
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
I'pa B xanpi top-down shooter

Pucynok 3.5 — MakeT MeHIO MeTa-anrpeiiiB
MeH0 HAJIALUTYBaHb
OcHOBHE NMPU3HAYEHHS LIOTO MEHIO — HAJIaTW IPAaBLEBI KOHTPOJIb HaJ PI3HUMU
napameTpamu rpu. TyT KOpUCTyBa4 MOKE 3MIHIOBAaTH HAJIAITyBaHHS Tpadiku, 3BYKY,
yOpaBIiHHSA, MOBHM 1HTepdeiicy Ta IHII OMIii, [0 BIUIMBAIOTH HAa KOMQOpT Ta
JOCTYIHICTh rpy. HasgBHICTH J0Ope MpOoAyMaHOT0 MEHIO HANAIITYBaHb € BaXJIUBOIO AJIs
3a0€3MEeUYCHHs] TIO3UTUBHOTO KOPHUCTYBAIILKOTO JIOCBIAY Ha PI3HUX KOHQITYypaIisiax

oOJiaTHaHHS Ta JJIS TPaBIIIB 3 PI3HUMHU BIO00AHHSIMU.

PucyHnok 3.6 — MakeT MEHI0 HaJalTyBaHb
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
I'pa B xanpi top-down shooter

Expan BuOopy nepcona:xa

Ileit expaH 3a3BuYail 3'ABISETHCS TEepel] MOYATKOM HOBOI IrpoBOi cecii 1 J03BOJIsE
rpaBLEBi 06pATH IIepPCOHAXKa, SKMM BiH 6y/e rpatu. Moro QyHKIis — HagaTy iHGopMario
PO JOCTYITHUX MEPCOHAXIB, 1XHI YHIKAJIbHI CTAPTOB1 XapaKTEPUCTUKH, 3/110HOCTI abo
0oco0uBOCTI. I'paBers Moke OPIBHATH Pi3HI BapiaHTH Ta 0OpaTH TOTO, YMil CTUJIb TPU
HoMy HaMOUIbINE MiIXOMUTh. Y NMEAKUX irpax Il eKpaH TaKOXXK MOXE CIyryBaTh IS

nepernsiay Bxe po30JOKOBaHUX MEPCOHAXKIB Ta iXHIX IapaMeTpiB.

Character Character

Character
image
Character
Character stats
Character description

Pucynox 3.7 — Maket meHto BUOOPY MepcoHaka

Onucani exkpaHu 1HTepdency KOpUCTyBada BITITPalOTh KIOUYOBY pOJb Y
dbopMyBaHHI 3arajlbHOr0 BpPa)K€HHsI Bl Tpu Ta 3a0e3nedyeHHi KoMpOpPTHOI B3aeMOli
rpaBls 3 ITPOBUM CBITOM. ['0JIOBHE MEHIO BHUCTYINA€ CTAPTOBOIO TOYKOI, 3 SKOi
MOYHMHAETHCS TOCB1JI KOPUCTYyBaya, TOMY MOTO IHTYITUBHICTb, Bi3yajbHa PUBAOIHUBICTh
1 My3UYHHM CYNPOBiJI 3HAYHOIO MIPOIO BIJIMBAIOTH HA IMEPIe BPXKEHHS PO rpy. MeHto
MIBUIIEHHS PIBHS BBOJUTH €JIEMEHT TAaKTUYHOTO BUOOPY IiJl 4ac OO0, MO3BOJISIOUU
IPaBIIO MiJUIAIITOBYBAaTH CTWJIb TPH MijJ KOHKPETHY CUTyallito. MeHio MeTa-anrpeiiin
J0Jla€ TUOMHU W JOBrOCTPOKOBOI MOTHBAIli, 3a0e3Meuyioyr MOCTYNOBE 3POCTAHHS
CHJIH TIEPCOHAXKA 1 BIAKPUBAIOYM HOBI MOMJIMBOCTI.

MeHi0 HanamTyBaHb € HEOOXIAHUM JJIA afanTallii rpy Mmija pi3HI TEeXHIYHI YMOBHU

Ta 1HAWBIyalIbHI BIOAOOAHHS TPAaBIIIB, IO ITiIBUIIYE 3aTalibHY TOCTYMHICTh I'pu. Expan
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BHOOPY TIEPCOHAXA Ta€ 3MOTY O3HAWOMHUTHUCS 3 YHIKAIBHUMHA OCOOJMBOCTSIMHU ITPOBUX
repoiB, CIPHUAIOYN PI3HOMAHITHOCTI TeUMILICIO Ta MIABUIICHHIO IHTEPECY /10 TOBTOPHUX
ITpOBHX ceciif. Y CYKYITHOCTI BCI 111 €JIEMEHTH 1IHTepdeiicy He JIUIIe BUKOHYIOTh TEXHIUHI
GyHKITT, a i MIKPECTIOTh aTMocdhepy Ta CTUITb TPH, POOJISTUN KOPUCTYBAIIBKUM TOCBIT

[UJIICHUM, TIPOTyMaHUM 1 3aXOTUTIOIOYHM.
BucHoBkmu 10 po3aiay 3

VY TpetboMy po3aiii 0ysi0 po3po0IeHO I’ SITh I€TabHUX CIIEHAP1iB BUKOPUCTAHHS
CUCTEMHU, Kl ONMHCYIOTh Jii KOPHCTyBauya MiJ 4ac B3a€MOJIl 3 IFPOBUM 3aCTOCYHKOM.
KoxeH cueHapiii OXOIUTIOE OKpeMY TIIKY B3a€MOJIli, BKJIIOYAIOYM 3alyCK T'pH, BUOIp
MEPCOHAXKA, IPOXOJKEHHS PIBHIB, IM1JIBUILICHHS PI1BHS, YIIPABIIHHS HAIAIITYBAaHHSIMHU Ta
nporpecoM rpabis. Lli cueHapii cayryrOTh OCHOBOIO [JIsi TMOJAJBIIOT PO3POOKHU
rpadiuHoro iHTepdency KopucTyBaua Ta peajizailii OCHOBHUX IIPOBUX MEXaHIK.

Ha ocHOB1 BU3Ha4YeHUX CIieHapiiB OyJ0 CTBOPEHO AlarpaMyd BUKOPUCTAHHS, SIK1
HAOYHO JIEMOHCTPYIOTh KIHOYOBI (PYHKIII1, JOCTYIIHI KOPUCTYBavy, Ta B3a€EMO3B’ SI3KH M1K
rpaBieM 1 mijgcucreMamu rpu. lle mo3BoiMio Kpale CTPyKTypyBaTH apXiTeKTypy
3aCTOCYHKY Ta BU3HAYUTHU (DYHKIIIOHAJIbHI BUMOTH J0 KOYKHOTO 3 MOAYJIIB.

Takox Oyyio po3pobiieHO JiarpaMu KJ1aciB, M0 BiIOOPAKAIOTh JIOTTUHY CTPYKTYPY
pOrpamMu, BKITIOYAIOUHN KIIACH, iX aTpuOyTH, METOU Ta 3B’ A3ku Mixk HUMH. Lle cripusiio
O1JIBIII YITKOMY PO3YMIHHIO TOTO, SIK 1aH1 OylyTh OpraHi30BaHi y Ipl Ta IKUM YHHOM Oye
peaizoBaHO OCHOBHY JIOT1KY 3aCTOCYHKY.

Po3pobisieno Mokanu iHTepeiciB roJIOBHOTO MEHIO, €KpaHy MiABUILIEHHS PIBHA,
MEHIO METa-Mporpecii, MEHIO HAJIAIITYBaHb Ta BiKHAa BUOOPY MEpPCOHaXKa JJIs iIrpOBOTO

3actocyHKy. [1{o m03BoIMIIO Kparie 3p03yMITH B3aEMOJI1I0 KOPUCTYBayda 3 TPoro.
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I'pa B xanpi top-down shooter

4 KOAYBAHHA I'PA B ’)KAHPI TOP-DOWN SHOOTER
4.1 CTBOpEeHHS rOJIOBHOT0 Iepost

KoxHa rpa mouynHaeThCsl Ta 3aKIHYYETHCS ITPOBUM TMEPCOHAXKEM SIKUM Kepye
rpaBelb Ta CIOCOO0AMU IKMMHU I'PaBELlb MOXKE B3aEMOJISITH 3 IFPOBUM CBITOM, CaMe 4epes

1€ CTBOPEHHIO TOJIOBHOTO MEPCOHAXKA CII1J] MPUILITUTH OCOOJIMBY yBary.

% Player O O
@ Sprite2D ®
¥ Camera2D 0]
[ CollisionShape2D v
x walkTimer %o
"o HurtBox Na X oo
O Attack ot
0O, EnemyDetectionArea M s
O GrabArea NG
O CollectArea N @
7 GUILayer ®

O Control ©
ED ExpBar % @
N Yo i
I % K
I % K
I % K
& Gold F @

Pucynox 4.1 — Criucoxk By3J1iB rpaBus
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B Godot Engine Bcs cuctema CkiiaaeThes 3 By3JiB sIKi BUKOHYIOTh IEBH1 (DYHKIIII,
cepell HUX € BY3JIM 3€JICHOT0 KOJbopy sl poboTHu 3 2D-clieHamMu, 4epBOHOTO KOJIbOPY
st pob6otu 3 3D-crieHamu, 3eNeHi AJis CTBOPEHHS KOPUCTYBAIbKOTO 1HTEepdeicy Ta 01l
K 0a30BI.

Sprite2D — By30J [Ji 3a/1aHHsI CHIPAaTy a00 KAPTUHKH ITPOBOTO MEPCOHAKY.

Camera2D — By30J kKamepu € o9ipHIM elleMeHTOM By3na Player 1 uepes 1ie Oyne
MOCTIIHO PyXaTUCh 3a TPaBLEM.

CollisionShape2D — notpiOeH a4 B3aeMOIii rpaBLsl 3 BOPOraMu Ta MPEeIMETaMU.
be3 komizii crpaliT nepcoHa)xka HE MOKE B3a€EMOJIISITH 3 BOPOTaMH Ta MpeIMeTaMu, 1110
IPU3BOJUTH 0 HaKJIaaHHS UX CIPANTIB OAUH HA OJTHOTO.

WalkTimer — notpibeH a1t aHIMallli TOJIOBHOTO repost, KoxxHi 0.2 ceKyHiu Qppeiim
aHiMallii 3MIHIOEThCS

HurtBox — Bukonye cxoxy ¢yHnkitiro, mo 1 CollisionShape2D, ane Ha BiaMiHy Bif
HbOTO pearye TuUibkd Ha HitBox 1 mpu 31TKHEHHI SIKUX Oy/l€ HAHECEHO MOIUKOKEHHS
rojJoBHOMY repoto abo Bopory. Mae DisableTimer sikuii BuMUKae OTpUMaHHS
nomkokeHb Ha 0.5 cekyH[ 1 3amycKaeTbes MpU OTPUMAHHI MOLIKOKEHb CIYTYHOUH
TailMepOM HEBPA3JIUBOCTI.

Attack — € By3J10M SIKHI BIJIIOBIJIa€ 32 BCIO 30pOI0 I'PpaBIIs Ta Ma€ JBa TalkMepa IS
KOXHO1 30pOi 5Kl BIANOBIAAIOTH 32 MPOMIKKHA MI>K aTaKaMH.

EnemyDetectionArea — 3amucye KOXXHOTO BOpora SIKMWA € B IIii 00xacTi s
MOJIaJIBIIIOTO BUOOPY BUIIAAKOBOTO BOPOTa 3 IIbOTO CITUCKY JIJISl aTaKH.

GrabArea ta CollectArea — noTpiOHI JUIsl B3a€EMOJIE 3 IPEIMETaMH Ta OYKaMU
JIOCBITY SIK1 BUTIJIat0Th 3 BOporiB. [Ipenmern ski yBiinum B GrabArea mo4nHarOTh CBIN
pyx 1o rpasig, a B CollectArea BoHM MiIOMParOTHCS IPABIEM Ta 3HUKAIOTh 3 KapTH.

GUlLayer — By301 rpadiuHoro iHTepdeiicy KopucTyBada sSIKHil BKIIOYaE B ceOe

MOJIOCY PiBHSI, PIBEHb Ta MEHIO BUOOPY anrpeiay Mics MiABUIIEHHS PIBHS.
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func _ready() -> void:
attack()
set_expBar(exp, calculate_experiencecap())

Persistance.gain_bonus_stats(self)

func _physics_process(delta: float) -> void:

movement()

Pucynox 4.2 — OcnosHi ¢yskiii Godot Engine

B Godot Engine € 181 0CHOBHI1 ()yHKIIIT SIKI BAKOPUCTOBYIOTHCSI B KO)KHOMY BY3JIi:
_ready Ta _physics process. _ ready BUKOHYe€TbCA NpHU 3aBaHTaXEHI By3na, a
_physics_process koxHui ppeiim ado 60 pasziB Ha CEKYHTY.

B Bunazaky 3 roJoBHMM rpaBLEM IpH 3aBaHTaxkeH1 By3ia Player Oyae BUKOHaHO
dbynkuii attack() sika BimoBijae 3a 3ammyck TaiimepiB 30poi Ta set_expBar sika 3anmoBHIO€E
noJsiocy HoBoro piBHs. dyHkiis movement() B _physics_process nepesipse€ Kl KJIaBilln
KJIaBlaTypH HaTHCKAa€E TPaBEellb Ta pyXa€ HOro y BiAMOBITHUN HAMIPSIMOK.

func movement():
var x_mov = Input.get_action_strength("right") - Input.get_action_strength("left")
var y_mov = Input.get_action_strength("down") - Input.get_action_strength("up")
var mov = Vector2(x_mov,y_mov)
if mov.x > 0:

sprite.flip_h true
elif mov.x < O:
sprite.flip_h = false
if mov != Vector2.ZERO:
if WalkTimer.is_stopped():
if sprite.frame >= sprite.hframes - 1:
sprite.frame = @
else:
sprite.frame += 1
WalkTimer.start()
velocity = mov.normalized()*movement_speed

move_and_slide()

Pucynok 4.3 — @ynkuis movement()
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move and slide() € BOymoBanoto ¢ynkimiero Godot Engine mis mepemimieHHs
CJICMEHTIB.

func attack():
if iceSpear_level > 0:
iceSpearTimer.wait_time = iceSpear_attackspeed * (1-spell_cooldown)
if iceSpearTimer.is_stopped():

iceSpearTimer.start()

Pucynok 4.4 — @ynkiis attack()

Oynkiis attack() BimoBigae 3a nepeBipKy HasIBHOCTI 30poi B TpaBlisl Ta 3aIlyCKae
TaliMepu KOKHO1 30poi.

func _on_ice_spear_timer_timeout() -> void:
iceSpear_ammo += iceSpear_baseammo + additional_attacks
iceSpearAttackTimer.start()

func _on_ice_spear_attack_timer_timeout() -> void:
if iceSpear_ammo > 0O:
var iceSpear_attack = iceSpear.instantiate()
iceSpear_attack.position = position
iceSpear_attack.target = get_random_target()
iceSpear_attack.level = iceSpear_level
add_child(iceSpear_attack)
iceSpear_ammo -= 1
if iceSpear_ammo > 0:
iceSpearAttackTimer.start()
else:

iceSpearAttackTimer.stop()

Pucynok 4.5 — Taiimepu 30poi
_on_ice spear timer timeout() BiAMOBiJa€ 3a MBHUAKICTH aTaku 30poi, A01ae
KUIBKICTh CHAPAJIIB SIKI MalOTh OyTH 3amylieH1 0 3MIHHOI iceSpear ammo Ta 3aIycKae

iceSpearAttackTimer.
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_on_ice spear attack timer timeout() BiamoBizae 3a MPOMIKOK MiX CHapsigaMu
Ta Mae ¢QyHKIi0 get random target() sika oOupae OFHOTO BOpOra 31 CIHMCKY THX XTO

yBiimoB 10 EnemyDetectionArea

4.2 CTBOpEeHHS BOPOTiB Ta CIABHEPY BOPOTiB

% Enemy_kobold_weak J ©®
® Sprite2D ®
O collisionShape2D >

HE AnimationPlayer

o HurtBox MNa X oo

™ HitBox o e

Pucynox 4.6 — Criucok By371iB BOPOTiB
Koxxen Bopor ckiajaerbcsi 3 KapTUHKM a0 cropaiity, dhopmu Koi3ii, By3ia
aHIMarli Ta XiTOOKCY JUIi HAHECEHHS IOIIKOKEHb Ta XEPTOOKCY JJII OTPpUMAaHHS

IIOIIKOJKCHb.

func _physics_process(_delta: float) -> void:
var direction = global_position.direction_to(player.global_position)
velocity = direction*movement_speed

move_and_slide()

if direction.x > 0.1:
sprite.flip_h = true

elif direction.x < -0.1:
sprite.flip_h = false

func death():
var new_gem = exp_gem.instantiate()
new_gem.global_position = global_position
new_gem.experience = experience
loot_base.call_deferred("add_child"”, new_gem)

gueuve_free()
func _on_hurt_box_hurt(damage: Variant) -»> void:
hp -= damage

if hp <= 0:
death()

Pucynok 4.7 — Criucok By371iB BOPOTiB
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B ¢ynkiii _physics_process BOpor oTpumye ri1o0aibHy MO3HUIIIF0 TOJIOBHOTO T€POS
Ta pyxaerbes a0 Hei. B ¢ynkuii death(), sika BUKIMKA€ETHCS KOJIM 30POB’ Sl BOpOra CTae

MEHIIIE€ HYJI, CTBOPIOETHCS IPEIAMET SIKUX MOTIM MOXe OyTH MiTiOpaHuii TpaBleM.

func _on_timer_timeout() -»> void:
time += 1
var enemy_spawns = Spawns
for 1 in enemy_spawns:
if time >= i.time_start and time <= 1.time_end:
if i.spawn_delay_counter < i.enmy_spawn_delay:
i.spawn_delay_counter += 1
glse:
i.spawn_delay_counter =0
var new_enemy = i.enemy
var counter =0
while counter <= i.enemy_num:
var enemy_spawn = new_enemy.instantiate()
enemy_spawn.global_position = get_random_position()
add_child(enemy_spawn)
counter += 1

Pucynok 4.8 — Ko aiig EnemySpawner
B By3m EnemySpawner € 1Bi ¢QyHkuii: _on_timer timeout() Ta
get random_position(). on_timer timeout() Gepe CIUCOK BOPOTIB Ta CTBOPIOE iX Ha
BUIIAJIKOBIH MO3MUIIIT 11032 MEKaMu eKpaHy rpaBiid, a get random_position() 3HaXOIUTh

110 BUIIAJIKOBY MO3UIIIIO.

£ enemy_spawner.gd

Pozmip: 1 A
Time Start 0 &3
Time End 60 &3
= | Enemy - [in1]
Enemy Num 1 =
Enmy Spawn Delay 1 =
Resource

Pucynox 4.9 — Cniucoxk Boporis B Enemy Spawner
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Time Start Ta Time End BiamoBimaroTh 3a MOYATOK Ta KIHEHHL IMOSBU IIEBHUX
BOPOTIB, € OCHOBHUM METOJIOM JUISI CTBOPEHHS PI3HUX XBUJIb BOPOTiB

Enemy MicTuTh Bopora sikoro 0yjie CTBOPEHO

Enemy Num — kiJIBKICTh BOPOTiB K1 OyAYTh CTBOPEHI 32 OJUH UK

Enemy Spawn Delay — mpomixkok 4acy B ceKyHAaX Mi’k CTBOPEHHSIM BOPOTiB
4.3 CTBOpeHHS CUCTEMH MiABHIIEHHS PiBHA TA CIIUCKY anrpeiais

Cucrema MiABUIICHHS PIBHSA € Jy’K€ BaXKJIMBOIO YAaCTUHOK OyAb SIKOi T'pH 3
YKaHpPOM Ipg, BOHA HA/IA€ BIAYYTTS PO3BUTKY Ta MOKPAIY€ KOPUCTYBaLbKUN JOCBI. JlJist
peanizarii miei cuctemu B By3i1 Player € Taki metoau:

func calculate_experience(gem_exp):
var exp_required = calculate_experiencecap()
collected_exp += gem_exp
1f exp + collected_exp >= exp_requlired:
collected_exp -= exp_required-exp

exp_level += 1

exp = 0
exp_required = calculate_experiencecap()
LevelUp()

else:

exp += collected_exp
collected_exp = 0O
set_expBar(exp, exp_required)

Pucynoxk 4.10 — Calculate Exp
Meron calculate experience() moTpiOeH it pO3paxyHKY OTPUMaHUX OUYOK
JOCBITY, TIIBUIIIEHHS PIBHS TPABILS TIPH TOCSTHEHI MOTPIOHOTO 3HAYCHHS Ta OHOBJICHHS

rpadiqHOro BiIOOPAKEHHSI OTPUMAHUX OYOK JIOCBINY.
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func LevelUp():

soundLevellp.play()

Lvl_label.text = str("Level: ", exp_level)

var tween = levelPanel.create_tween()

tween.tween_property(levelPanel, "position”,Vector

tween.play()

levelPanel.visible = true

var options = 0

var optionsmax = 3

while options < optionsmax:
var option_choice = itemOtions.instantiate()
option_choice.item = get_random_item()
upgrade0ptions.add_child(option_choice)
options += 1

get_tree().paused = true

Pucynox 4.11 — Calculate Exp
Meton LevelUp() BUKIHMKAETBCSA IPH JIOCATHEHI IMOTPIOHOTO 3HAYECHHS OYOK
JOCBIy Ta BIANOBiAa€e 3a TOSBY MEHIO 3 BuOopoMm anrpeiga. Bcepeguni
BUKOPHUCTOBYETHCS PyHKINA get random_item() JJ1s1 OTpUMaHHS BUTIAJKOBOTO MpeMeTa

a00 30poi 31 CIUCKY YCIX JOCTYIMHUX anTpPen/IiB.

func get_random_item():
var dblist = []
for 1 in UpgradeDb.UPGRADE:
if i in collected_upgrades:
pass
elif i in upgrade_options:
pass
elif UpgradeDb.UPGRADE[i]["type"] == "item":
pass
elif UpgradeDb.UPGRADE[i]["prerequisite"].size()> @:
for n in UpgradeDb.UPGRADE[i]["prerequisite"]:
if not n in collected_upgrades:
pass
else:
dblist.append(i)
else:
dblist.append(i)
if dblist.size() > @:
var randomItem = dblist.pick_random()
upgrade_options.append(randomIten)
return randomItem
else:

return null

Pucynox 4.12 — Merox GetRandomlItem
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4.4 CTBOpeHHﬂ roJIOBHOIo0O MEHIO, MCHIO IIAYy3H, IIOPAa3KH Ta HAJIAILITYBaHb

o % &
a
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a B
a N
a B
. % &
a
8
a N
o % &
a
B8
a
L B
a
& B
H B

Pucynox 4.13 — Ciucok KOMIOHEHTIB B KOKHOMY MEHIO
JIist moyaTky peasnizanii MeHIo nay3u noTpiOHo 3aiitu B [Ipoexkr->HanamryBanHs
npoekty->KapTa BBeneHHs-> nojatu HOBY aito (ESC). logaBim HOBY ni0 T HA3BOIO
«Pause» Ha knaBimry ESC Mu 3M0%KeMO BUKOPUCTATH ii B KOJII Ta peasli3yBaTH MEHIO

nay3H.

func _process(delta: float) -> void:
testEsc()

func testEsc():
if Input.is_action_just_pressed("Pause") and lget_tree().paused:
PauseMenu.show()
get_tree().paused = true
elif Input.is_action_just_pressed("Pause") and get_tree().paused:
PauseMenu.hide()
get_tree().paused = false

Pucynok 4.14 — Crincok KOMIIOHEHTIB B KO)KHOMY MEHIO
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OyHkiist _process € BOynoBaHowo ¢yHkiiero B Godot Engine sika BUKIHKAETHCS
KOYKHUIM Kazp 1 BUKOHYE€ byHKII1I0 testEsc(), 3a JIOTIOMOT OO
Input.is_action_just pressed("Pause'") Mu mepeBipseMO YM HATUCHYB T'PaBEIh KIIABIIIY
ESC 1 axmio knaBimia Oyja HaTUCHYTA 1 'pa HE CTOITh Ha May3i, TO BUKIUKAETHCS MEHIO

nay3u Ta 3a JornoMororo get tree().paused = true rpa CTaBUTHCS Ha May3y.

| Byson I

R\ CUrHanm [=] Mpynu

PINLTpYBaTH CUTHANN Q

= BaseButton
B+ button_down()
=+ button_up()
C+ pressed()
+1 ../..: _on_resume_pressed()

[+ toggled(toggled_on: bool)

Pucynox 4.15 — CTBOpeHHs CUTHATIB
CrBopuBiu ckpunt B PauseMenu Ta BUALIMBIIN OJHY 3 KHOIOK JJIsl B3aEMO/II1 B
MEHIO may3u Tpeba B mpaBoMy MeHI0 BuOpatu Byson->pressed(). CtBopeHi (yHKIil

NOTPiOH1 /1St pOOOTH KHOTIOK.

func _on_resume_pressed() -> void:

PauseMenu.hide()
get_tree().paused = false
func _on_settings_pressed() -> void:
SettingsMenu.show()
PauseMenu.hide()
func _on_exit_pressed() -> vodid:
get_tree().paused = false
get_tree().change_scene_to_file("res://Utility/menu.tscn")

Pucynok 4.16 — Jlii, u1o Bi10yBarOThCs MPU HATUCKaHH1 KHOTIOK
Oynkiis  on resume pressed() IPUXOBY€E MEHIO May3H Ta TOHOBJIIO
OyHkuist _on_settings pressed() Moka3ye MEHIO HaJIalITYyBaHb
Oyukuis _on_exit pressed() MOHOBIIOE TPy Ta 3MIHIOE CLIEHY Ha T'OJIOBHE MEHIO
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func _on_volume_value_changed(value: float) -> void:

AudioServer.set_bus_volume_db(0,value)

func _on_check_box_toggled(toggled_on: bool) -> void:

AudioServer.set_bus_mute(0,toggled_on)

func _on_button_pressed() -> void:
main.SettingsMenu.hide()

main.PauseMenu.show()

Pucynok 4.17 — @yHK1Ii MEHIO HANAILITYBaHb
B MeHI0 HajlamTyBaHb € OJIMH Claiiep A 3MIHM T'y4HOCTI Ta ouH checkbox mis
npuOupaHHs 3BYKy. BuKopucTaBmM cuUrHaium A B3a€MOAIl 3 IIUMH €JIEeMEHTaMH
orpumano JBi pyHkuii on volume value changed Ta on check box toggle B sikux 3a

JIOTIOMOT 010 AudioServer.set bus volume db 3MIHIOETBCS T'YYHICTb, a

AudioServer.set_bus mute npudbupae 3ByK.

LONE
SURVIVAL

Pucynok 4.18 — I'onoBHE MEHIO
['onoBHE MeHIO BUKOHYE (YHKIIi HaBiraumii rpaBls MDK PI3SHUMHU CLEHAMHU.
CTBOpUBILIM ~ CHUTHaIM JUIS B3a€EMOAIl 3 KHONKAa Ta BUKOPHUCTABIIM  KOJ
get tree().change scene to file("res://World/world.tscn") mis mepexoay MK clieHaMH

Ta get tree().quit() quist BUXOAY 3 TpU OYJIO peasli30BaHO HaBIrallito rpaBIis.

2025 p. YeuinboB Poman



52
Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
I'pa B xanpi top-down shooter

4.5 CTBOpeHHs MEHIO anrpeiais

O Menu
B skillTree %
O Speed

P

£

21 Upgrade

4

21 Upgrade2
24 Upgrade3

n Iy In Iy

£
[+ ER < E < EO <
@ © 0 0@ @O0 OO 600 0 0 0

£

21 Upgrade4
O MaxHp
O Armor
O AddProjectiles
O SpellSize
@ Gold r

= Button B

Pucynok 4.19 — Crincok KOMITOHEHTIB B MEHIO allrpeiIiB
SkillTree BinmoBimae 3a OOpoOKYy KyIUIEHMX anrpeuiB, iX 30epexeHHs Ta
TIJIBUIIICHHS XapaKTEPUCTHK Ha iX OCHOBI.
Bysmu Speed, MaxHp, Armor, AddProjectiles Ta SpellSize € okpemumu rimkamu
K1 BIAMOBIAAIOTH 32 CBOIO MEBHY XAPAKTEPUCTUKY, B CEPEIUHI LIMX BY3JIIB € YOTUPHU
KHOIIKH TPY HATUCKaHHI Ha sIKi OyJie KyIyBaTUCh alrpeil Ta 3HIMaTUCh 30JI0TO.
By3son Gold Bianosigae 3a BijoOpa)keHHs 3arajibHOT KIJIBKOCTI BAIIOTY B TPaBIId, a

Button npu HATHUCKAaHHI OBEpTa€E IrpaBLsl 10 I'OJIOBHOI'O MCHIO.
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£ upgrade.gd

MName ) Speed1
Texture o E v
Cost o 10 ¢
Movement Speed £ 100
Max Health 0.0
Armor 0.0
Additional Attacks 0.0
spell Size 0.0
» Resource (1 3MIHa)

Pucynok 4.20 — ITons anrpeiiga
B xoxxHOrO anrpeiizia € Ha3Ba, TEKCTypa, BapTICTh Ta KJIAC XapaKTEPUCTHUK B IKOMY
BHCTABJICHI BC1 XapaKTEPUCTHUKHU SIKi Ja€ anrpeiil, Bce 1e JO3BOJISE 3MIHIOBATH TEKCTYPY
anrpeiy Ha KO>)KHOMY eTarl JJisl Kpalloro po3yMiHHS IPOrpecy IpH, a TAaKOXK JO3BOJISE

CTBOPIOBATHU PI3HI T'JIKUA PO3BUTKY.

func _ready() -> void:
Lload_data()

func save_data():
config.save(PATH)

func set_datal():
config.set_value("Player", K "gold",gold)
config.set_value("Player","skill_tree",skill_tree)

func set_and_save():
set_datal()
save_datal()

func load_data():
if config.load(PATH) 1= OK:
set_and_savel()
gold = config.get_value("Player”,"gold",1080)
skill_tree = config.get_value("Player","skill_tree",[])

Pucynok 4.21 — ®yHkIii By3ia save data

2025 p. YeuinpoB Poman



54
Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
I'pa B xanpi top-down shooter

By3on save data BHKOpHCTOBYETHCS miisi 30€piraHHS MaHUX MK ITPOBUMHU
cecisiMH, BCcepeuHl By3Ja € ABl 3MiHHI: gold s 30epiranHs BamoTu Ta skill tree ms
30epiraHHs COUCKY KYIIJICHUX anrpeiiiiB.

Oynkiis  ready Buxiaukae load data() skxa mepeipse ¢ain  KoH)Iry
player data.cfg Ha HassBHICTB ITiCJI YOTO OTPUMYE JIaH1 3 HHOTO 3a KitoueM Player 3 moss
gold Ta skill tree, abo moBepTae aedonTHe 3HaYeHHS. KO 3 KOHPIrypauiiHuM Qaitiom
BUHUKJIM TTOMUJIKH, QyHKIIS set and save() cTBOproe HOBUM (haifsl Ta 3aMKUCy€ B HbOTO
BKa3aH1 3HAUCHHSI.

func _ready() -> void:
load_skill_tree()

func set_skill_tree():

skill_tree = []

for each_branch in get_children():
var branch = []
for upgrade in each_branch.get_children():

branch.append(upgrade.enabled)

skill_tree.append(branch)

SaveData.skill_tree = skill_tree

SaveData.set_and_savel()

func Lload_skill_tree():
if SaveData.skill_tree == []:
set_skill_tree()

skill_tree = SaveData.skill_tree
for branch in get_children():
for upgrade in branch.get_children():
upgrade.enabled = skill_tree[branch.get_index()][upgrade.get_index
get_total_stats()

Pucynox 4.22 — @ynkuii By3na skill_tree
B By3mi skill tree nBi ocnoBHux ¢ynkuii: set skill tree ta load skill tree. B

¢ynxuii set_skill tree 3a qormomororo noIBIHHOTO LKKIIA BiAOYBAETHCS TPOXOKEHHS IO
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BCIX JOYIpHIX €JeMEHTax, iX 3amuCc B CIOHCOK Ta 30epekeHHS IMX [aHuX B
KoH(irypamiitHomy daiii, s GyHKIsS MoTpiOHa JIJIi BCTAHOBJIEHHS 0a30BUX 3HAUYCHBb
nuis apesa anrperaiB. yukiis load_skill tree() 3untye nani 3 kKoHdirypartiitHoro gaitry
Ta MO3HAYyae anrperu K KyIuieHi, Micis 4oro BUKIMKae GyHkIiio get total stats() sika
MPOXOJIUTH O BCIM T'JIKAM Ta Paxye BCl XapaKTEPUCTUKH KYTJIEHUX aNTpenIiB Ta J01a€
1X IrpaBIIO
func is_upgradable() -> bool:
if get_index() ==
return true
elif get_index() > 0:
if get_parent().get_child(get_index() - 1).enabled == true:
return true
else:
return false

return false

func _on_pressed() -> void:
if skill.cost <= SaveData.gold and is_upgradable() and not enabled:
saveData.gold -= skill.cost
enabled = true
get_parent().get_parent().set_skill_tree()
get_parent().get_parent().get_total_stats()

Pucynok 4.23 — ®yHk1ii By31a upgrade
Oynkiisa 1s_upgradable() BiAMoBimae 3a MOXKIUBICTh KYIUTU alTpen], anrpein
MOXHa KYMHUTH SIKILO 1€ TIepIIni piBeHb B Tl a00 BC1 MUHYJII PiBHI anrpeiga Oynu
KyIUICHI, B 1HIIUX BHUMAAKaX anrpeii KynmuTtu HeMoxiauBo. DyHkiis on pressed()
BUKJIMKAETHCS KOJIM TPaBEIlh HATUCKAE HA anrpeiij] Ta BU3HAYAE Y JOCTATHHO KOIITIB y
TpaBI Ta YU MOXKHA KyIHUTH anTpPel, IMICAsS YOro BUYUTAE TIOTPAUYCHI KOIITH Ta
Bukinkae Qyskiii set skill tree() Ta get total stats() mist mepepaxyHKy KYyIUICHHX

anrpenIiB Ta 3arajJbHUX XapaKTePUCTUK OTPUMAHMX BiJl BCIX allPen/IiB.
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4.6 CTBOpeHHs KepiBHUITBA KOPUCTyBaya

3MiHa HAaJIAIITYBaHb I'PU:
Jli 3MiHM HaJamTyBaHb TP MOTPIOHO:
1. mepeOyBarouu B TOJIOBHOMY MEHIO a00 BMKJIMKABIIM MEHIO Iay3u Mij] yac
rpu, BUOEpiTh MyHKT «HanamTyBaHH"»;
2. y BIKHI HaJalITyBaHb OyAyTh TOCTYITHI HACTYITHI KaTeropii:
— 3BYK: 3arajibHa I'y4HICTb, TYYHICTh MY3UKH, TYUHICT €(EKTIB;
— rpadika: pexuM BiKHA, pO3JILIbHA 3/1aTHICTh, 0OMexeHHs FPS;
— KepYBaHHA: IPU3HAYCHHS KJIABIII PyXYy, aTaKu.

3. 3MIHITh OaXkaH1 IapaMeTpu;

4. nst 30epekeHHs 3MIH HATUCHITh KHONIKY «Hazam;

Volume
@

Play Mute
640x360

Upgrades
Up

Options

Down s

Pucynok 4.24 — 3miHa HajamTyBaHb
KyniBJs anrpeiigis:
{06 kynuTH anrpeniu J1j1sl TOJIOBHOTO reposi MOTPiOHO:
1. y TOTOBHOMY MEHIO 00€PITh MYHKT «ANTpeiam;
2. mepe BaMH 3’ SIBUTHCS CITUCOK JIOCTYITHUX allTPEHIiB 3 ONMKUCAMHM, BapTiCTIO

Ta MOTOYHUM OaJIaHCOM BHYTPIIIHBOITPOBOI BAJIIOTH;
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3. BuOepiTh OakaHe TOKpPAIICHHs, IIICIAS YOTr0 CHCTeMa IIOKaKe BIKHO
i ATBEPKCHHS,

4. HatucHiTh «IlixTBEpIUTIY;

5. amnrpeiad, o AOCITIN MaKCUMAaJIbHOTO PiBHS, OyayTh BiiOoOpakaTUCS SIK

HEJIOCTYITHI.

Gold: 9292

Play

Upgrades

Opﬁons
Exit

Pucynok 4.25 — KymniBng anrpeiinis
IToyaTok rpu:
[Io6 po3movaTy HOBY iIrPOBY CECiI0 MOTPIOHO:
1. y TOTOBHOMY MEHIO HATHCHITH KHOTIKY «Ilouatu rpy»;
2. cucTema MoYHe 3aBaHTAKCHHS PIBHS;
3. micys 3aBepIEHHS 3aBaHTAXCHHsI Ha €KpaHi 3’ IBUTHCS IEPCOHAXK TPaBILId, a
TaKO>X BOPOTH;
4. yBIMKHETbHCS ITPOBUH TailMep, KEpyBaHHS CTaHE aKTUBHUM;

5. iaTepderic HUD BinoGpa3uth iH(dOpMaliito po 370poB’sl, yac.

Pucynok 4.26 — [TouaTok rpu
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IMpouec rpu:

OcHOBHI Aii 5IKi rpaBellb MOKE€ BUKOHYBATH TI1]] 4ac IPU:

l.

2
3.
4

rpaBellh Kepye MepCOHaKeM 3a JormomMororo kinasim WASD;

CUCTEMa aBTOMATUYHO aTaKye BOPOTiB y pajiyci Jii;

rpaselp mijaoupae XP, 110 Bunamae 3 BOPOris;

Py HAKOMWYEHHI JOCTaTHBOI KUIbKOCTI XP TpaBelnb OTpuMye HOBHUI
piBEHb;

rpa MPU3YNUHAETHCS, 1 3 SBISETHCA MEHIO BHOOPY OAHOTO 3 TPbhOX
BapiaHTIB;

rpaBellb 00Mpae OMH 3 TPHOX BaplaHTIB HATUCKAIOUU HA HUX;

I'pa BiIHOBIIOETHCS;

MPOIIEC MMOBTOPIOETHCS 0 3aBEPILICHHS TP a00 MOPa3KHU.

Level up!

N\, lceSpear Level: 2

AnadditionIce Spear is thrown

Tome Level:1

size of spells an additional 1o% of their

P Armor Level:1

Reduces Damage By 1 point

Pucynox 4.27 — I[linBuiiieHHs piBHS

3aBepuieHHSA TPU:

I'pa 3aBepiIyeThCSA B TPHOX BUIIAJIKAX:

l.

2.

2025 p.

[Topaska

— SKIIO 370POB’S TPaBLs JIOCSTAa€ HyJS 3’SBISETHCSA MOBIIOMIICHHS TPO
HOpa3Ky, 1 CUCTEMA MOBEPTAE IPaBLIS 1O TOJIOBHOI'O MEHIO.

[Tepemora

— TaiMep rpu pocsarae 30 XBUINH;
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— TIpa CTBOPIOE HEIIEPEMOKHOTO BOPOTa;
— TpaBellb BMUPAE 1 CHCTEMA MTOBEPTAE TPABIISI JO TOJIOBHOTO MEHIO.
3. Buxin rpaBis 3 rpu
— TpaBellb BUKJIMKAE MEHIO nay3u Hatuckaroun ESC;
— TrpaBellb HaTHCKA€E KiaBinty « BuiiTh 3 rpuy»;

— TI'pa noBCpTae€ rpaBusd J0 roJIOBHOI'O MCHIO.

Game Paused!

Game Over!
Resume

Exit | Settings
| Exit

Pucynok 4.28 — 3aBepiiieHHs Tpu
B3aemopnist 3 MeHI0 ay3u:

1. mix yac rpu HaTUCHITH Kiasimy ESC;
2. rpa 3ynuHUTKCS 1 TIepe]1 TPABIEM 3’ IBUTHCS MEHIO May3H;
3. B MEHIO Nay3u € YOTUPU OCHOBHI KHOIIKH:

— TPOJOBXHUTH TPY;

— 3MIHA HaJlalTyBaHb;

— BHXIJ 3 TPH.
4. 11t MPOIOBKEHHSI TPU HATUCHITH KHOTIKY «IIpOTOBXKUTH TPY»;
5. AJig 3MiHM HaJIalITYBaHb HATHCHITH KHOMKY «3MiHA HAJAIITYBaHby, 3p00ITH

MOTPiOHI 3MIHU Ta HATUCHITH KHOMIKY «Hazany;

6. IUIsl BUXOy 3 TPY HATUCHITH KHONKY «Buxij 3 rpm».
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Game Paused! Settings

Resume

Settings

Exit

Pucynox 4.29 — B3zaemopis 3 MeHI0 may3u
BuchoBku 10 posainy 4

VY detrBepTOMy pO3/iTi po3p00IECHO OCHOBHUI (PYHKIIIOHAN T'PU, CTBOPEHO CIICHY 3
TOJIOBHUM TEPCOHAKEM, BOpOramu, 30pO€l0, CHaBHEPOM BOPOTIB Ta MEHIO BUOOPY
anrpeiaiB. Po3poOneHo kox s B3aeMOJI€ BCIX LUX €JIEMEHTIB MDK c000K0 Ta
KopuctyBaueMm. CTBOPEHO 1HTYITMBHO 3pO3yMUIMI KOPHUCTYBAllbKUW 1HTEp(]eEic sKwuii
JI03BOJIUTH TPABITIO 3pYyYHO B3AEMOJIISITH 3 TPOIO.

Ha ocHoBi po3poOneHuX B TPEThOMY PO3JAUII CIIEHApIiB BUKOPUCTAHHA OyJi0
CTBOPEHO KE€PIBHUIITBO KOPUCTYBaYa B IKOMY JI€TAIBHO OMHCAHI JIii AKi KOPUCTYBad Ma€e
BUKOHATH JIJIs1 IOCATHEHHS 0a)KaHOTO Pe3yNbTaTy, 1€ JOTIOMOKEe HOBUM KOPHCTYyBadyaM,

K1 I1Ie He 3HalloMi 3 IrpaMu Kpaiile 3p03yMiTH 0 OTPiOHO poOOTH B Tpi.
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BUCHOBKHA

Y Xxonmi BUKOHaHHA KBali(ikamiiHoi poOoTHM OakanaBpa OyJI0O JOCSITHYTO
MOCTaBJICHOI METy, BUKOHABIIIM HACTYIHI 3aBJaHHS:
— TPOBEIEHO aHaJII3 MPEIMETHOI 00JIaCTI Ta CXOXKHMX 3aCTOCYHKIB,
— CHOPOEKTOBAHO TPy B kaHpi top-down shooter;
— 0o0paHo TeXHOJIOTI JyIsl po3pobJIeHHS I'pH B kaHpi top-down shooter;
— BHU3Ha4YeHO (PYHKIIIOHATILHI BUMOTH JI0 TPH;
— peani3oBaHO IPOrpaMHUM 3aCTOCYHOK;
— TMPOTECTOBAHO PO3POOIECHOTO MPOTrPAMHOTO 3aCTOCYHKY.

B niepriiomy po3iisii mpoBeIeHO TOCIKEHHS 1ITPOBOi 1HYCTpIi B CBITI Ta Y KpaiHi
3 METOIO BU3HAUYEHHSI CaMUX MOIYJISIPHUX ITPOBUX JKaHPIB Ta mIaT(GopmM, BCl OTpUMaHH1
JaH1 0yJI0 BUKOPUCTAHO ISl BUOOPY TEMATUKH T'PU Ta OCHOBHOI ayIMTOPIl Ha SIKYy BOHA
po3paxoBana. Takoxk OyJi0 MPOBEACHO aHaN3 ICHYIOUMX ITPOBHX 3aCTOCYHKIB IS
BU3HAYECHHS BAAIMX PIlIE€Hb, MEXAHIK Ta 3arajlbHUX TEHCHIIIHN B JKaHPI.

B npyromy po3nuii mpoBeneHO JOCHIIKEHHS ICHYIOYHMX ITPOBUX PYIIIiB SIKi
MOXYTh OyTH BUKOPHUCTaHI1 JIJIsi pO3POOKHU I'pH, iX 0COOJIMBOCTEM, IEpeBar Ta HEMOJIKIB,
Ha OCHOBI SIKUX OyJ10 IpUITHATO piieHHs! BUKopucTtoByBaT Godot Engine sik Halikpaiie
pitmeHHss ans crBopeHHst 2D-rpu. Po3poOrieHo crenudikaiiiro BUMOT JI0 1TPOBOTO
3aCTOCYHKY, 110 BIANOBIAAIOTh HOBITHIM CTaHJIapTaM Ta TEHJEHLISAM IrpoBOi 1HAYCTpIi
Ta Ha OCHOBI SIKUX OYyJIM CTBOPEHI OCHOBHI MEXaHIKH I'pU Ta KOPUCTYBAIbKHI 1HTEpGEC.

B TtperboMy po3nini po3poOsieHO IT'STh CILIEHApiiB BUKOPUCTaHHS CHUCTEMU
KOPHCTYBa4eM JIJIsl KPaIIoro po3yMiHHS 0OMEKEHb CUCTEMH Ta 3a/1a4 SIKUX KOPUCTyBad
3ax04e JOCATTH rparodd B Tpy. CTBOpeHO MOKamu iHTEpPEHCiB 3 MeTaTbHUM OMUCOM
(GyHKIIIH SIK1 BOHU BUKOHYIOTb.

B yeTBepTOMy po3iii po3po0aeHO OCHOBHUM IrpoBHil mporiec 3 QYyHKIIAMU 115
KepyBaHHSAM TEPCOHAKEM, aBTOMATUYHOIO aTakolo 30poi, BOPOTiB, MEHIO MiABUIIICHHS
piBHsA. CTBOPEHO KEPiBHUIITBO KOPUCTYBaua I JOTIOMOTTH KOPUCTyBadaM sKi BIIEpIIe

IparoTh B IPy.
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