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BeepeHue

CoBpemeHHas UrpoBasa UHAYCTpUA TpebyeT OT Pa3paboTUMKOB HE TONIbKO TBOPUYECKOro Noaxoaa,
HO W rNYyBOKUX MHXKEHEPHbIX 3HAHUI: aPXUTEKTYPbI UTPOBbIX NPUNOXKEHUIN, NAaTTEPHOB
NPOEKTUPOBaHUSA, PU3NYECKOrO MOAENNPOBAHUA, UCKYCCTBEHHOTO MHTE/IEKTA, ONTUMMU3ALUN
NPOu3BOAMTENLHOCTU U PaboTbl C BHEWHUMM cepBucamun. AucumnamHa «Pa3paboTka UrpoBbix
NPUNOXKEHUI» OPUEHTUPOBAHA Ha POPMUPOBAHME NPAKTUYECKMX HABbIKOB CO34aHMA UMP C
MCMNO/1b30BaHMEM OTKPbITbIX M AOCTYMHbIX UHCTPYMEHTOB — npexKae Bcero Godot Engine
(nMueHsna MIT), a Takske Unity Personal ana obpasoBaTesnbHbIX Leneun.

N1abopaTopHbIM NPAKTUKYM COCTOUT U3 7 paboT, NOCTPOEHHbIX MO NPUHLNNY HAapacTaloLwen
CNOXHOCTW: OT 3HAKOMCTBA C ABUXKOM U KOMNOHEHTHON MOAENbIO 40 peanm3aumm
3aKOHYEHHOro UrPOBOTro NPOEKTa ¢ NybanKaunen bmunaa u TEXHMYECKOMN AOKYMEHTaLMMW.
Karkaaa pabota BKAOYaeT TeopeTnyeckoe 060CHOBaHWE, NPUMEp BbINONHEHUA U BAPUATUBHbIE
3a4aHuA TPEX ypoBHeW (6a30BbIn, cpeaHUN, NPOABUHYTbIN), YTO NO3BOAAET aA4aNTUPOBATb KypcC
nog, pasHblii YpoBEHb NOArOTOBKU CTYAEHTOB. MIToroBasa atrectaums — 3awmMTa KOMMJIEKCHOro
npoekTa (/1P Ne7) c gemoHcTpaument paboTatoLen Urpbl U NpeseHTauuu.



NabopartopHana pabota N2l. 3HAaKOMCTBO C UTPOBbIM ABUXKKOM. Game Loop U KOMNOHEHTbI
1. Uenb pabotbi

YctaHoBuTb Godot Engine (nnm Unity), co3aaTb MMHMMAaIbHbIN MPOEKT, peasin3oBaTb UTPOBOWA
LMKA M KOMMNOHEHTHYHO CTPYKTYpPY.

2. dopmupyemble KOMNETEHLUN U UHAUKATOPDI

e MK-3 (pa3paboTKa): 6azoBOE yMmeHUe co34aBaTb CLEHbI U CKPUMTBI.

e [MK-9 (nokymeHTUpOBaHMe): obopmMaeHMEe OTYETA O CTPYKTYPE NPOEKTA.
3. TeopeTuueckoe o6ocHoBaHUe
3.1. UrpoBoi ABMKOK U apXUTEKTYpA

e MrpoBoii ABMXKOK NpeaoCcTaBAsAET roToBble NOACUCTEMbI: PEHAEPUHT, GU3UKY, BBOA,
ayamo.

e Godot Engine ncnonb3yet KoHLenuuto cueHbl (Scene) n yanos (Node). CueHa — 310
AepeBo y3108B. Kaxablil y3en BbINONHAET onpeaenéHHyo GyHKUMIO (CNpaiT, KoAnum3us,
CKpunT).

e Game Loop — OCHOBHOM LMK UTPbI, KOTOPbLIN 0bpabaTbiBaeT BBOA, 06HOBAAET
COCTOAHME U peHaepuT Kagp. B Godot ocHOBHbIMM MeTogamu
asnatoTca _ready() (Bbi3biBaeTcA Npu BXxoae B cUeHy) U _process(delta) (Bbi3biBaeTca
Karkabl Kagp c aprymeHTom delta — Bpema mexay Kagpamu).

3.2. KoMnoHeHTHbI noaxoga,

e BmecTo rnyboKoro HacneL0BaHMA UTPOBble 06bEKTbI CTPOATCA U3 KOMMNOHEHTOB (y37108).
Hanpumep, nepcoHax MoXeT UMeTb
y3nbl Sprite2D, CollisionShape2D, MovementComponent (Nosb30BaTeNbCKUI CKPUNT).

e  CkpunTbl NUwWYyTCcs Ha GDScript (A3bIK, NOXoXuit Ha Python) nnu CH.

4. 3apaum pabotbl
1. YcraHoBuTb Godot Engine (4epe3 odpuumanbHbIli calT unm Steam ana obpasoBaHus).
2. Co3paaTb HOBbIM MPOEKT, HACTPOUTD FN1aBHYHO cLEeHY (KopHeBou y3en Node2D).

3. [JobasuTb aouepHMe y3nbl: Sprite2D (TeKcTypa nepcoHaka)
n CollisionShape2D (NpsMOoyrosibHUK KONn3nm).

4. HanucaTb CKpUNT AN8 YyNpaBAeHUA NePCOHaXKeM C MOMOLLbIO K/1aBULL-CTPENOK C
ncnosb3oBaHnem _process(delta).

5. Peann3oBaTb NpOCTENLLYIO CUCTEMY KOMMNOHEHTOB: OTAE/IbHbIEe
ckpunTtbl MovementComponent n HealthComponent, npukpennéHHble K NepcoHaxy.



6. OdopmuTb OT4ET B Markdown c onncaHmem aepesa y310B U KNtoYeBbiX GparmeHToB
KoAa.

5. Mpumep NpakTUYECKOro BbinonHeHUA (6a30BbiA ypOBEHbD)

[Oepeso y3nos:

Player (CharacterBodylD)
— spritezn (TexcTypa)
— collisionShape2d (Konnwzwa)

L— MovementComponent (ckpunT)

Kogp, ckpunta y3na MovementComponent (GDScript):

@export war speed 1= 284
func move{character: CharacterBody2D, delta: float):
wvar imput Vector(

Input.get_axis("move_left", ove_right™),

Input.get_axis("move_up", ove_down™)

3

character.velocity = input * speed

character.move_and_slide()

OCHOBHOM CKPUNT NEepCcoHaxKa:

1‘9.',""&5._}' var movement ¥MovementCon

func _process(delta)

movement .move(self, delta)

6. BapuaHTbl UHAMBUAYANbHDIX 334aHNIA
ba3oBbliii ypoBeHb (1-5)

1. Peanus3oBaTb NepemelleHMe KBagpaTa Nno cTpesikam, 0TobparkaTh TEKyLLME KOOPANHATDI
B KOHCOAMN.

2. [o06aBuUTb CNpaiT BMECTO KBaZpaTa, HaCTPOUTb 30HY BUAMMOCTM Kamepbl.

3. Co3paaTb ABa HE3aBMCMMbIX 0OBEKTA, yNpaBaseMblX pasHbimu Knasuiwamu (WASD u
CTpenkn).

4. PeannsoBaTb NOBOPOT CNpaiiTa B CTOPOHY ABUXKEHMUA.

5. [Ho6asuTb KomnoHeHT HealthComponent c nepemeHHOM 340p0BbA U
meTogom take_damage().

CpeaHuii ypoBeHb (6-10)



8.

9.

10.

Peanusosartsb LifecycleComponent, Kotopbiit norupyet
BbI30Bbl _ready(), _process(), _exit_tree().

Co3pgaTb cucTemy Teros (rpynn) u NPoBepKy CTONKHOBEHUI
yepes get_tree().get_nodes_in_group().

HacTpouTb MMNOPT aHMMaLMK U3 CNPAUTOBOro NKCTa Yepe3 AnimatedSprite2D.
PeannsoBaTb NNaBHOE ABUXKEHME C yCKOpeHnem/3amegneHunem (aHanor lerp).

ﬂ'06aBMTb BO3MOXHOCTb CMEHbI YNpaBaeHUA (C KNaBUaTypbl Ha MbILLIb) Yyepes CUrHanbl.

MpoaBuHyTbIN ypoBeHb (11-15)

11.

12.

13.

14.

15.

Co3aaTb CMCTEMY KOMMOHEHTOB, 3arpy*kaembix 13 JSON-KoHbUrypaumm (paiin
onpeaensaeT, KAaKMe KOMMOHEHTbI MPUKPENNUTD).

PeannsoBaTb pefaKkTop KOMMOHEHTOB B MHCMEKTOPE C MOMOLLbIO @export_group.

HanucaTb CKpMNT, KOTOPbLIN BbIBOAUT B peasibHOM BpeMeHU rpad BbI30OBOB _process Bcex
ob6beKToB.

NHTerpmposaTb 6a3oByto cuctemy cobbiTuiA (LUMHA cobbITUiM) Ans obmeHa
COOBLLEHNAMMU MeXKAY KOMMOHEHTaMU.

Co34aTb MMHMMA/IbHYIO A@MOHCTPALMIO MyNa 06BEKTOB Ha Npumepe Yactu, (6e3
npoounmpoBaHua — ato byaet B J/IP6).

7. MetoauyecKkue ykasaHuA

Mpwu yctaHoBKe Godot Ha OC Astra Linux / Peg OC pekomeHAayeTcs CNoNb30BaTh
Bepcuio U3 oduumanbHoro penosutopua nnu Flatpak.

[ns nposepku paboTbl _process(delta) BbiIBogMTb 3HaYeHWe delta B KOHCOND.

TununyHan owmnbKa: 3abbiTb 406ABUTHL KONN3NIO — NEPCOHaXK byaeT NPOoXoANTb CKBO3b
cTeHbl. Y6eauTbea, 4To KOpHeBoM y3en numeet Tun CharacterBody2D.

8. KoHTponbHble BONpOCHI

1.

2.

YT1o TaKoe UrpoBoi UMKN? Kakue aTanbl OH BKAOYAET?

Ons yero Hy»keH napameTp delta B _process(delta)?

B yém otnmumne _ready() ot _process()?

YTo Takoe y3en (Node) u cueHa (Scene) B Godot?

Kak opraHn3oBaTb KOMMNOHEHTHbI noaxoa B Godot?

Kakune cnocobbl B3anMoAeNCTBMA MeXKAY KOMMOHEHTaMM Bbl 3HaeTe?
Kak pobasutb cnpanT K y3ny?

YT1o penaet metog move_and_slide()?



9. Kak HacTpouTb 06paboTKy BBOAa Yepes Input.get_axis()?

10. Kakune orpaHMyeHns HakNaablBaeT ucnosb3oBaHune _process() ana dusmkm?

9. TpeboBaHUA K OTYETY

OT1yéT B popmaTte PDF nan Markdown, cogeprKaLumi:

e CKpPWHLOT gepeBa Y3108 FNMaBHOM CLEHbI.

e JluCTnHr KOAda CKpuUnTa ABMXeHNA N KOMMNOHEHTA 340P0BbA.

e CKpuHWOT paboTatoLLero npoekTa.

e BbiBOAbI 0 NpogenaHHoM pabore.

10. Kputepuun oueHnsaHusa

. ba3zoBbin CpeaHuit MpoABMHYTbIN
Kputepumn
(makc. 5) (makc. 8) (makc. 10)

YCTaHOBKa U cO34aHMe NpoeKTa 1 1 1

Peanusauuna asuxkeHuA 2 2 2
KOMMoHeHTHaA apxnTekTypa 1 2 2
[ononHuTenbHble TpeboBaHUA 0 5 3

(Tern, aHnmayma, KoHdUrypaums)

KauvecTBo oTuéTa 1 1 1

OTBETbl HAa BONPOCHI 0 0 1




NabopartopHana pabota N22. KoHeuHblit aBTOMaT a8 ynpasaeHUa aHumauueit n Al

1. Uenb pabotbi

PeannsoBaTb KOHEYHbIN aBTOMAT (State Machine) ans nepcoHaka, ynpasaaioLLero

coctoaHuamu «ldle», «Walk», «Jump».

2. KomneTteHuumn

MK-2 (apxutekTypa), NMK-3 (paspaboTka).

3. TeopeTuyeckoe 060cHOBaHUe

3.1. NatrepH «CocToAHue» (State)

Mo3BosAeT 06bEKTY MEHATb CBOE NOBeAEHME NPU USMEHEHUWN BHYTPEHHETO COCTOAHMA.
Kaskaoe cocTosiHMe MHKancyanpyeTcsa B OTAE/bHbIN Knacc.

B urposbix guxkKax FSM (Finite State Machine) ncnonb3syetcs gns ynpasneHus
aHMmaumen, Al, Ul.

3.2. Peanusauyua FSM B Godot

BasoBbIit Knacc State ¢ metoaamm enter(), update(delta), exit().

MalunHa cocToAHMM COAOEPHKUT CCbINIKY Ha TEeKYyLLee COCTOAHNE U obecneuunBaet
nepexoasbl.

CurHanbl unm npsmoe ycnosue (Hanpumep, is_on_floor) MIHULUMPYIOT CMEHY COCTOAHMA.

4. 3apaum paborbl

1.

2.

4.

5.

Co3pgatb 6a30BbIN Knacc State ¢ BUPTyanbHbIMU METOAAMMU.
PeannsosaTb coctoAHMA ldleState, WalkState, JumpState ansa nepcoHaxka.

HacTpouTb nepexoabl: NpU HaxKaTUn Knasui AsuxKeHus - Walk, npu npbixkke = Jump,
npu npusemnedumn - ldle.

Jo6aBuTb aHMMaLUUK AN1A KaXkaoro coctoaHua (Yepes AnimationPlayer).

Cospatb npoctoro Bpara (NPC) ¢ FSM ansa naTpy/iMpoBaHua MexXay ABYMSA TOYKaMM.

5. Mpumep BbinonHeHUA (6a3oBbii)

ba3osbiit Knacc State:



class_name 5tate

extends Mode

func enter(}:

pass

func update(delta):

pass

func exit():

pass
CoctosiHue Idle:
extends 5tate
func enter():
parent.animation_player.play(”idle")}
func update(delta):
if Input.get_awxis(“"move_left™, "move_right"} 1= @:
transition.emit{"Walk™)

FSM (Ha y3ne nepcoHaxa):

var states = {}

var current_state = null

func _ready(]):
for child in get_children()}:
if child is State:
states[child.name] = child
child. parent = self
child.transition = _on_transition
current_state = states["I1dle"]

current_state.enter()
func _on_transition{state_name):
current_state.exit()

current_state = states[state_name]

current_state.enter()

6. BapuaHTbl UHAMBUAYANbHDBIX 338aHUN
basosbiii (1-5)
1. Tonbko ldle u Walk (6e3 npbixkKa).
2. [HobasuTb coctoaHume Attack no HaxkaTuio npobena.
3. Peanusosatb FSM ana NPC: natpyanpoBaHue Ba1eBO-BNPaBo.

4. Wcnonb3oBaTb AnimationTree BMeCTO NpPAMOro Bbi30Ba aHMMaLUN.



5. Caenatb 0TNaA04YHbIN BbIBOA, TEKYLLLETO COCTOSIHUA HA SKPaH.
CpeaHuii (6-10)

6. Jdob6asutb coctosHue Crouch (npucegaHme) c USMeHEHNEM KONNU3UN.

7. PeanusoBatb nepapxmyeckyto FSM (cynepcoctosHus: Ground, Air).

8. Cos3pgaTb Bpara c Tpemsa coctoAaHMamM: Patrol, Chase, Attack.

9. WHTerpupoBaTb TaMepbl AN5 3a4EPHKKN NEPEXon0B (Hanpumep, nocsie ataku).

10. Ucnonb3oBaTtb @export ANA HACTPOMKU CKOPOCTENM 1 rPaHUL, NAaTPY/IMPOBaHUA.
MpoasuHyTbIN (11-15)

11. PeanunsoBaTb FSM yepes StateChart (BM3yanbHbIA KOHEYHbI aBTOMAT) C
ncnonblosaHunem StateChart addon.

12. HanucaTb cucTemy CTeKoBbIX cocToAHMM (Pushdown Automaton) ans meHto 1 nays.
13. lo6aBUTb COCTOAHMA Ha OCHOBE AaHHbIX U3 JSON.
14. Co3gaTtb pegaktop FSM B oTaenbHOM cueHe ANA HAacTPOMKKN Nepexoaos.

15. Peann3oBaTb MallMHYy COCTOAHUI, YNPaBASEMYIO NOBeAeHYEeCKMMU aepeBbamm (BT) —
cBa3b ¢ J/1P4.

7. MeTtogunyeckue ykasaHuA
e [1nAa aHuMmaumm ncnonblosatb AnimationPlayer u metog, play().

e [lepexoabl yaobHO peann3oBbiBaTb Yepes CUrHan transition, ammtupyembiin 13
COCTOAHUMN.

e [1na NPC naTpyanpoBaHUs MCNonb3oBaTb move_toward() M npoBepKy AOCTUNKEHUS
rpaHuy,

8. KOHTponbHble BONpoOChI

1. Kakue npeumyuiectsa AaéT natrepH «COCTOAHUE MO CPABHEHUIO C YCIOBHLIMM
onepatopamn?

2. Kak B Godot opraHM3oBaTb AOCTYM U3 COCTOAHMA K POANTENIbCKOMY OOBEKTY?
3. Yem oTtnmyaetcs _process(delta) B coctoaHum ot _physics_process(delta)?

4. KaK usberkaTb Ay61MpPOBaHUA KOAA B COCTOAHUAX?

5. YTo Takoe nepapxmyeckmini KOHeYHbIh aBToMaT?

6. KaK CMHXPOHM3MPOBATb aHMMALMIO C MEPEXOA0M COCTOAHWNIA?

7. Kak peanunsosaTb 3anpeT Ha CMeHY COCTOAHWUA BO BPEMSA aHUMaLumn?

8. MoxHo nm ncnonb3osatb FSM gna UI? Mpusegute npumep.



9. Kakue anbTepHaTuBbl FSM cywecTByioT (noBeaeH4Yeckme aepesbs, Utility Al)?
10. Kak otnagntb FSM B Godot (BM3yanusaums TEKYLLETrO COCTOAHNSA)?

9. OTuér
e [lnarpamma COCTOSHWUM C NePexoaamm.

JINCTUHIM KNaccoB COCTOAHMM U MALLMHbI.

CKpuHWOTbLI aHMmauum n NPC.

BbiBog 0 npumeHmmocTtn FSM.

10. Kputepum oueHnsaHua (makc. 10 6annos)

Kputepuii Bannbl
Peanunsauus 6a3osbix coctoaHui (Idle, Walk, Jump) 3
KoppeKTHble nepexoabl MexKay COCTOAHUAMM 2
AHUMaLNA ONA KAaXKA0ro COCTOAHKUA 1
FSM pgna NPC c natpyanposaHuem 2
OT4YET M OTBETbI Ha BOMPOCHI 2




NabopartopHana pabota Ne3. dusuka, Konamsmm n o06pabotka BBOAA
1. Uenb pabotbi

Co3paTthb cueHy ¢ naatpopmepom, UCNONb3YIOLLYI0 PU3NUECKNIA ABUKOK U abCcTpaKumio
BBOAA, HACTPOUTb KONNU3UK U c60p NpeaMmeToB.

2. dopmupyemble KOMNETEHLUN U UHAUKATOPDI

e [MK-3 (pa3paboTKa): ymeHue HacTpamBaTb GU3NUECKUE TENA, C/ION KONNU3UIA U
obpabatbiBaTb BBOA.

e [K-6 (aaHHbIe U MHTErpauua): noHMMmaHue 06paboTKku cobbiTHiA BBOAA M abcTpaKumm
ynpas/nieHus.

3. TeopeTnyeckoe ob6ocHoBaHUKe
3.1. dusunyeckue tena B Godot

e CharacterBody2D — ynpaBnsemoe pusunyeckoe Teno, npegHasHavyeHHoe ansa
nepcoHaxei. Mpeaocrasnsaer meroabl move_and_slide() » move_and_collide(), He
pearupyeT Ha rpaBUTaLIUIO aBTOMATUUYECKU (€€ HYXKHO peanin3oBaTb BPYUHYIO).

e StaticBody2D — ctaTuuecKkoe Teno (3emna, nnatpopmbl), He ABUraeTca, UCNONb3yeTcA
ANA KONNUsun.

e RigidBody2D — nonHocTbio pusnueckoe Teno, nogunHAeTca 3aKoHam pu3nku (cuna
TAXECTU, UMNYbCbl). Ucnonb3yeTca AnA AMHAMUUYECKUMX 06BEKTOB (ALWMUKN, 6OUKHM).

e Area2D — o06nacTb, He y4acTByloW,asn B GU3UYECKOM OTTa/IKUBAHUM, HO
o6HapyxuBalowan nepeceyeHus (Tpurrepbl). Ucnonb3lyerca ANA MOHET, 30H
nopakeHus, TPUrrepoB Kamepbl.

3.2. Konnusunu: chom n macku

o Kaxablit pusmnuecknin o6beKT umeeT cnoii (butosaa macka, 32 6MTta) u macky (c
KaKMMM CIOSIMU OH CTA/IKUBAETCA).

e Hacrtpoiika uepes3 MHCNEKTOP: HaNnpUMmep, UTPOK — CN0i 1, Bpar — cno 2, npegmeTr —
cnoi 3. Macka Urpoka MoXKeT BKIKYaTb €/10i 2 1 3, 4To6bl CTaAKUBATbLCA C Bparamu u
cobupartb npegmeTbl.

e Area2D ucnonb3yet curHanbl body_entered, body_exited u area_entered gnsa
ob6HapyKeHua nepeceyeHuUn.

3.3. O6paboTtka BBoga u InputMap

e InputMap — BcTpoeHHasa abcTpakuusa. eicreuam (Hanpumep, move_left, jump)
COMOCTaBNAIOTCA KNaBuLK (KnaBuartypa, reiimnag, Mbillb).

e BKopge ucnonb3syerca Input.is_action_just_pressed("jump") Bmecto npoBepKu
KOHKPETHOM K/1aBULLK.



PemannuHr (nepeHasHauyeHMe) MOXKHO caenatb Yepes npoeKT -=» Input Map naun
nporpammHo yepes InputMap.action_add_event().

3.4. [paBUTaLMA U NPDbIXKKU

DOna CharacterBody2D rpaBuTtauuio peanusytot gobasneHuem velocity.y += gravity *
delta.

MpbiXKOK: ycTaHoBKa velocity.y = jump_velocity, ecan nepcoHax Ha nony
(is_on_floor()).

4. 3apaum pabortbl

1.

2.

7.

Co3patb cTratuueckyo nnatdpopmy (StaticBody2D) ¢ npamoyronbHoOM Konnmsmen.
Co3patb nepcoHarka (CharacterBody2D) co cnpaiiTom, KONNU3Uet U CKPUNTOM.
PeanusoBatb ABUXKEHUE BNEBO-BNPaBO, FPAaBUTALUIO U NPbIXKOK.

Hactpoutb cnou Konamswmii: urpok (cnoi 1), nnatpopmol (cnoit 1), moHetbi (cnoii 2).

Co3aartb moHety (Area2D) c curHanom body_entered, KoTopbiit yBennumnBaeT cHET U
yAansaeTr MOHerTy.

Hactpoutb InputMap ana aeicreuit: move_left, move_right, jump. Jo6aButb
BO3MOXXHOCTb NepeHa3HayeHMA KNaBuLl Yepes pan KoHUrypauum.

OTobpakaTb TeKywWwMit CYET Ha aKpaHe (Label).

5. Mpumep NpaKTMUYECKOro BbinoHeHUA (6a30Bbi YPOBEHD)

CTPYKTypa CLeHbl:

text

Main (Node2D)

|— Player (CharacterBody2D)

| | Sprite2D

| |— CollisionShape2D (RectangleShape2D)

| L— Player.gd

|— Ground (StaticBody2D)

| L— CollisionShape2D (RectangleShape2D)

|— Coin (Area2D)

| | Sprite2D

| |— CollisionShape2D (RectangleShape2D)



| L— Coin.gd

L— Ul (CanvasLayer)
L—ScorelLabel (Label)

Kop urpoka (Player.gd):

gdscript

extends CharacterBody2D

@export var speed = 300
@export var jump_velocity =-400

@export var gravity = 1200

func _physics_process(delta):
# pasumayus
if not is_on_floor():

velocity.y += gravity * delta

# NopusoHmManvHoe dsuXeHue
nmn

var direction = Input.get_axis("move_left", "move_right")

velocity.x = direction * speed

# Mpoiicok
if Input.is_action_just_pressed("jump") and is_on_floor():

velocity.y = jump_velocity

move_and_slide()
Koa moHeTtbl (Coin.gd):
gdscript

extends Area2D



signal collected

func_on_body_entered(body):
if body.name == "Player":
collected.emit()
queue_free()
FnaBHbI CKPUNT cueHbl (c6op cuéTa):
gdscript

extends Node2D

var score=0

func _ready():
SUl/ScorelLabel.text = "Score: 0"
for coinin get_tree().get_nodes_in_group("coins"):

coin.collected.connect(_on_coin_collected)

func_on_coin_collected():
score +=1
SUlI/ScorelLabel.text = "Score: " + str(score)
InputMap (npoekt -» Input Map):
e move_left: Knasuwa A, cTpenKka sBneso
e move_right: kKnaBuwa D, cTpenka BnpaBo
e jump: npoben
6. 3apaHuUA ANA UHAMBUAYANLHOTO BbINOJIHEHUA
ba3oBblii ypoBeHb (BapuaHTbl 1-5)

1. PeanusoBatb nnatdpopmep c ogHOM NAaTPopMoi, NPbIXKKOM U cobopom 3 MoHeT.
OTo6paXkaTb KOAMYECTBO CO6PaHHbIX MOHET.

2. [o6aButb amkywytoca nnatpopmy (AnimationPlayer unum _process c
nepemeLLeHMem), No KOTOPOU UrPOK MOXKET e34UTb.



Hactpoutb pa3naunyHble TUNblI NOBEPXHOCTEN: TpaBa (06bluHOE TpeHue), Nép,
(ymeHbleHHoe TpeHue). Ucnonb3oBatb move_and_slide() ¢
napameTtpom floor_max_angle.

PeannsoBaTb ABOIHOM NPbIXKOK (A,0NONHUTENbHDIN NPLIXKOK B BO3AyXe).

[Do6aBuTb Bpara, KOTOPbI ABUMKETCA BIEBO-BNPABO U HAHOCUT YPOH NPU KacaHUMU
(ymeHblueHMe 300p0BbA UrPOKa).

CpepHwmii ypoBeHb (BapuaHTbl 6-10)

6.

10.

Peann3oBaTb cUCTEMY YCKOPEHUA: UTPOK MOXKET pa3beraTtbca, yaepKMBasa KnaBully
Shift (ysennueHue speed nocreneHHo).

Co3patb 30Hy «wmnno» (Area2D), KoTopas ybuBaeT UrpoKa Npu KacaHUU u
nepesanycKaeT ypoBeHb.

MHTerpuposaTtb Camera2D c crnaxkusaHmem (drag margins), utobbl Kamepa cnegosana
32 UITPOKOM, HO He BbIXOAMNA 3a FPAHULLbl YPOBHA.

PeanunsoBaTb NnogHMMaeMble NpeaMeTbl (anTeuku), KOTopble BOCCTaHAB/AMBAIOT
3aoposbe (3a0poBbe oTobpakatb Ha Ul).

HacTtpouTtb nepeHasHauyeHue Knasuw yepes Ul: KHonKa «YnpasaeHue» -> Bbibop
OEeNACTBUA -> HaXKaTue KnasBuLK -> coxpaHeHue B user://input_map.cfg.

MpoAaBuHyTLIN ypoBeHb (BapuaHTbl 11-15)

11.

12.

13.

14.

15.

PeanunsoBaTb cucTemMy KOHTpoAnnepa (reimnaga) c nogaepkou Bubpauuum npu
nonyuyeHuu ypoHa. Ucnonb3osaTtb Input.get_joy_axis().

Co3paTtb «pusnyeckme» NoBYLKKU: nagatowme KamHu (RigidBody2D) ¢ paspyweHnem
nnatpopm.

BHeApuUTb cUCTEMY AMHAMMUYECKOT0 U3MEHEHUA rpaBuTauumn (Hanpumep, nepesopoT
ypoBHsA Ha 180°).

PeanusoBatb 3anucb M BocnpoussegeHue Beoga (replay system): noruposatb
AEUCTBUA UFPOKA M NPOUTrPbIBaTb UX ANA AEMOHCTPALUMN.

Caenatb MHOromnoJ/ib30BaTe/IbCKYHO JIOKA/IbHYIO Urpy (ABa UrPOKa Ha 0AHOM
KnaBuaTtype) ¢ pasHbiMu Habopamu Knasui.

7. MeTtoaunyeckue yKasaHUA NO BbINONHEHUIO

Bcerpa nposepsaiTte, uto ana CharacterBody2D BkatoueHa onuus Snap to Floor, utobbi
n36erKaTb 3a/IMNAHUA HA HAK/IOHHbIX NOBEPXHOCTAX.

Ona asmxkywmnxca naatpopm ucnonb3ynte AnimatableBody2D naun
06biuHbIii StaticBody2D c nepemelwieHnem uepes Koa, HO He 3abbiBaiiTe
nHdopmmupoBaTb GpusnuecKunii ABUKOK yepe3 move_and_slide().



[Ona c60pKU cUEHbl C MHOXXEeCTBOM MOHET UCMOb3YNATE rpynny coins U nogkaloyaiire
CUTHan B UUKne.

Mpun HacTpoiike cNOEB KONNM3UIA: UTPOK (cnoit 1), Bparu (cnoii 2), moHeTbl (cnoit 3),
nnatdopmbl (cnoii 1). Macka Urpoka A0o/1KHa BKAKOUYaTb cnou 1 u 2, Ho He 3 (4To6bl He
CTaNKUBaATbCA C MOHeTamun PpuU3nYecku, a cpabartbiBan curHan Area2D). MoHeTa —
Area2D c mackoi 1.

8. KOHTpO/bHbIe BONPOCHI

1.

9.

10.

B yém pasHuua mexay _process(delta) n _physics_process(delta)? Mouemy ¢pusunky
obpabatbiBaloT BO BTOpOM?

Yro genaetr metoa move_and_slide() u Kakne napameTpbl OH NnpMHUMaeT?

Kak HacTpouTb cnou Konamsmii, 4ytobbl MoHeTa cpabaTtbiBana TO/IbKO NPU KacaHUU
UrpoKa, HO He Bpara?

Kak peanusosatb gBUXKyLLytoCcA NaaTdopmy, YTO6bl UrPOK He COCKaNb3biBasl C HEE?
Yro Takoe InputMap 1 Kak nporpammHo a06asutb HoBOe aeicreme?

KaK coxpaHUTb Ha3HaYeHHble KNaBULLK MeXAY 3anyCKamu Urpbi?

Kakue curHanol ectb y Area2D?

Kak peanusoBaTtb c6op npegmetoB 6e3 UCNoONb30BaHUA CUTHANOB (Hanpumep,
yepes get_overlapping_bodies())?

Mouyemy nocne NpbiXKKa MHOTAA NPOUCXOAUT ABOUHOMN NPbIXKOK? KaK 3T0 UCnpaBuTh?

Kak caenatb TaK, Uto6bl Kamepa He oTobparkana 06n1acTb 3a Nnpegenamm yposHA?

9. Tpe6oBaHMA K OTUETY

OTtuét B popmate PDF/Markdown, cogepawymii:

Cxemy cueHbl (gepeBo y310B) U onucaHUe CN0EB KONTU3UNA.
JINCTUHIU CKPUNTOB UrPOKa, MOHETbI U F1aBHOM CLEHbI.

CKPMHLUOTbI, AeMOHCTPpUpYIOLWMe ABUKEHUEe, NPbIXKOK, C6op MOHeTbl U U3MEHeHHne
cuéra.

OnucaHue npouecca nepeHasHa4eHnA Knasuil (ECHM peanusoBaHo).

BbiBOoAbl 0 paboTe pn3nKM n 06paboTku BBOAA.

10. Kputepum oueHnsaHuma (makcumym 10 6annos)



Kputepwnii basoBbii CpepHuii MNpoaBuHYTbIM
[BUXKeHMe 1 NPbRKKN NepcoHaXa 2 2 2
KoppeKTHasa paboTa Konnmsum ) ) 5
(nnatdopmbl, cTeHbl)

C60p MOHeT U oTObparkeHue c4éta 2 2 2
[lononHUTeNbHbIe MEeXaHUKU (4BUK. 0 ) 5
nnatpopmbl, Néa, yCKOpeHUe, KOHTpoAnep)

MepeHa3HaueHne Knasuw / nogaeprKka 0 1 1
reimnaga

KauecTBO OT4éTa M OTBETbI HAa BONPOCHI 1 1 1
MakcumanbHbIii 6ann 7 10 10

MpumeyaHue: 015 NOAYyYEeHUA OYEeHKU «OMAUYHO» Heob6Xo00UMO 8bIN0AHUMb 8ce Kpumepuu
cpedHe20 uau NnpodeuHymMo20 YpPOoBHs.



NabopartopHas pabota Ne4. Urposoii Al: nOMCK NyTH No HaBUraunoHHou ceTke (NavMesh)

1. Uenb pabotbi

PeanusoBatb noBeaeHue Bpara, KOTOpbIi NpecieagyeT UrPoKa, UCNosb3ys anroputm A* Ha
HaBuraymoHHom ceTke (NavMesh). lo6aButb cuctemy Bbibopa peiicteua (Utility Al) Ha
OCHOBE COCTOAIHUSA.

2. bopmupyembie KOMNeTEHLUN

MK-2 (apxuTekTypa): npoekTuposaHue cuctembl Al c ucnono3osaHuem FSM, Utility Al
M HaBurauum.

NK-3 (pa3paboTKa): peannsauma HaBUraLMOHHbIX areHToB, HacTpoitka NavMesh.

MK-6 (aaHHbIe U MHTErpauma): aHan3 CI0XKHOCTU anroputma A* NnpUMeHUTEeNbHO K
MrpoBbIM MUpPaM.

3. Teopetnueckoe o6ocHoBaHue

3.1. HaBuraumoHHas cetka (NavMesh)

NavMesh — 3To noauroHanbHoe npeacraBneHue npoxogumoii obnactu. B Godot
co3paérca ¢ nomouwbio y3na NavigationRegion2D, BHYTpu KOTOPOro pUcytoTca
nonuroHbl (unn umnoptupytotca us TileMap).

Anroputm nomcka nytu (A*) BbinonHAeTca Ha rpade NoIMroHoB. ITO 3HAUUTENIbHO
6bicTpee NONUKCeNbHOro NOUCKa.

Y3en NavigationAgent2D npukpennaeTca K A4BUKyLLeMycA 06beKTy (Bpary) u
npeaocTaBAfseT MeToAabl: set_target_position(), get_next_path_position().

3.2. Anroputm A*

OueHusaet ctoumoctb nytu: f(n) = g(n) + h(n), rae g — peanbHaa ctroumocTb OT cTapTa
00 n, h — 3BpucTuka (eBkangoso paccroaHue uam MaHxaTTeH).

B NavMesh agpuctuka — paccrosHue Ao uenu.

Godot ckpbiBaeT getanu A*, HO CTyAEHT A,0NXKEH NOHMMATb NPUHLMN.

3.3. Utility Al (cuctema nonesHoctu)

AnbtepHatnea FSM gnsa cnoxHoro nosegeHus. Kaxkgoe aeicteue oueHuBaeTcs no
«none3HocTU» (score) Ha OCHOBE TEKYLL,Eero COCTOAHUA MUpa.

BbibupaeTca geiictBue ¢ Hanbonbluel nonesHocTblo. Hanpumep, Bpar
Bbluncnset: score_chase = 1.0 / distance, score_attack = (health >30?0.8:
0.2), score_flee = (health < 20 ? 0.9 : 0.0).

B paHHOWM paboTe npepgnaraerca npocrana Utility Al, paboTarowan napannenbHo ¢ FSM
WU BHYTPU Heé.



4. 3apaum pabotbl

1.

MocTpouTb HaBUraLMOHHYIO ceTKy B Godot: ao6asutb NavigationRegion2D,
HapUCOBaTb NOJITOHbI, OXBaTbiBaloOLWMeE NO.

Co3patb Bpara (CharacterBody2D) c NavigationAgent2D, cnpaiiTom u Konnusuei.

PeanusoBaTb B CKpUnTe Bpara: nosayyeHue uenum (nosmumua Urpoka),
obHoBNeHMe target_position y areHTa, nepemeLueHue no get_next_path_position().

[Do6aBuTb npenAaTcTBuA (CTeHbl) U ybeauTbea, UTo Bpar 06xoauT ux.

Peanusosatb npoctyto Utility Al: Bpar BbibupaeTt mexxay aencrsmamm
«npecneaosBaTby», KaTaKOBaTb», KOTCTYNUTb» HA OCHOBE 340POBbA U PACCTOAHUA 40
WUrpoOKa.

Bu3yannsmnpoBaTtb 0TAaA0UHbIM NYTb (HaNpMUmep, pUCOBaTb IMHUIO A0 CeayloLei
TOUKM NyTH).

5. Mpumep NpaKTMUYECKOro Bbino/HEHUA (6a30Bbii YPOBEHD)

CTpYKTypa CueHbl:

text

Main (Node2D)

|—— NavigationRegion2D

| L— NavigationPolygon (nonuroHbl nona)

|— Player (CharacterBody2D)

|— Enemy (CharacterBody2D)

| | Sprite2D
| | collisionshape2D

| |—— NavigationAgent2D

| L— Enemy.gd

|— Obstacles (StaticBody2D) — cTeHbl

Kopg spara (Enemy.gd):

gdscript

extends CharacterBody2D

@export var speed = 150



@export var attack_range =50

@export var flee_health_threshold = 30

@onready var agent = SNavigationAgent2D
var target_player = null

var health = 100

func _ready():

target_player = get_tree().get_first_node_in_group("player")

func _physics_process(delta):
if not target_player:

return

# Utility Al: ebibop delicmeus
var distance = global_position.distance_to(target_player.global_position)

var action = choose_action(distance, health)

match action:
"chase":
chase(delta)
"attack":
attack()
"flee":

flee(delta)

func choose_action(distance, health):
var score_chase = 1.0 / max(distance, 1.0)

var score_attack = 0.8 if distance < attack_range else 0.0



var score_flee = 0.9 if health < flee_health_threshold else 0.0

var best = "chase"
var best_score = score_chase
if score_attack > best_score:
best = "attack"
best_score = score_attack
if score_flee > best_score:
best = "flee"

return best

func chase(delta):
agent.target_position = target_player.global_position
var next_pos = agent.get_next_path_position()
var direction = (next_pos - global_position).normalized()
velocity = direction * speed
move_and_slide()
# Mosopom cnpalima e cMopPoOHy d8uxceHus
if direction.x !=0:

SSprite2D.flip_h = direction.x <0

func attack():
# YcnoeHo: HAOHOCUM YpPOH, ecnu 8 duana3oHe
if global_position.distance_to(target_player.global_position) < attack_range:
target_player.take_damage(10)

# Talimep 3a0epxcku amaku (MmoxcHo dobasums cooldown)

func flee(delta):

var direction = (global_position - target_player.global_position).normalized()



velocity = direction * speed * 1.2 # 6bicmpee y6e2aem
move_and_slide()
Bu3yanusauma otnagouHoro nytu (o6asutb B Enemy.gd):
gdscript
func _draw():
if agent.get_current_navigation_path().size() > 1:
var path = agent.get_current_navigation_path()
for i in range(path.size() - 1):
draw_line(path[i], path[i+1], Color.RED, 2)
6. 3ap4aHMA ANA UHAUBUAYANbHOIO BbINOJIHEHUA
ba30Bblii ypoBeHb (BapuaHTbl 1-5)

1. PeanusoBaTb Bpara, KOTOpbIii NpocTo npecneayet urpoka no NavMesh (6e3 Bbibopa
peiictBua). lo6aBUTb CTeHy-NpenaTcTBUe.

2. [o6aButb ABYX BPAros C pas/IM4HbIMM NapameTpamm ckopoctu. Hactpoutb nsberanue
Apyr apyra yepes NavigationAgent2D c napametpom avoidance_enabled.

3. Co3paaTb NaTpy/AMpyloLWero Bpara, KOTOpblii XOAUT MeXAyY ABYMA TOUKaMU, a Npu
NonaaaHWM UrPoKa B NoJIe 3peHUA NEPEKIOYAETCA B PEXXUM NPecnesoBaHusA.

4. PeanusosaTb oTO6pakeHue 340p0BOro Bpara (3eN1€Hblii) U paHeHOro (KpacHblit) B
3aBMCMMOCTH OT 34,0PO0BbA.

5. HactpouTb oTnagouHyio Busyanusauyuio NavMesh (B peaaktope BKaouutb Visible
Navigation).

CpepHwmii ypoBeHb (BapuaHTbl 6-10)

6. PeanusoBatb guHamuuyeckoe o6HoBneHMe NavMesh npu yHUUTOXKeHun npenaTcTBmuA
(Hanpumep, Urpok coéusaet cTeHy).
Ucnonb3osatb NavigationRegion2D.bake_navigation_polygon() B paHTaiime.

7. [o6aBuTb rpynny Bparos ¢ KOOpAMHaLUMel: eCan 0AuH Bpar 06Hapy»Xun Urpoka,
OCTa/ibHble NOJIY4aloT yBeAOMAEHME (CUrHAN) U TOXKE HAUMHAIOT NpecneaoBaHuUe.

8. BHeapwuTtb noBegeHueckoe gepeso (Behavior Tree) c nomouwbio nnarnHa Beehave nam
CaMOCTOATENIbHOM peanusauum ana spara (cocroanusa: Patrol, Chase, Attack).

9. PeanusoBaTb Bpara-iyyHUKa: OH OCTAHAB/IMBAETCA HA AUCTAHL UM U CTpensaeT
cHapagamu (nyn o6vekTos us J1P6).

10. Co3partb Utility Al c Heckonbknmu pakTopamm: paccToAHME A0 UrPOKa, YPOBEHb
3A0pPOBbA Bpara, KOANYECTBO COO3HMKOB N06AM30CTU.



MpoaBuHYTLIN ypoBeHb (BapuaHTbl 11-15)

11.

12.

13.

14.

15.

Peann3oBaTb CUCTEMY TaKTUUYECKOrO YKPbITUA: Bpar ULLLET 6auniKaiiwmnii y3en ¢
TEerom cover, KOraa 340p0Bbe HU3KOoe, U ABUNKETCA K Hemy.

MHTerpupoBaTb HaBurauuio ana netaowmnx sparos (B 3D ¢ NavigationRegion3D).

HanucaTb KacTOMHbIW CKPUNT ANA AMHaMuuyeckoro noctpoeHns NavMesh Ha ocHoBe
KapTbl BbICOT (41 NpoLeaypPHO reHepUpyeMbIX ypPOBHeiA).

PeanusoBatb anroputm «rpynnosoro nosegeHusa» (flocking) c ucnonososannem
NavMesh gna Tonnbl Bparos.

Co3patb cuctemy Al, 06yuaemyio c NOMOLLbIO NogKpenneHna (oYeHb yNpPoLWEHHO:
Bpar 3anOMMHAaET NO3ULIUK, TAe UFPOK YACTO NOABAAETCA, U NATPYUPYET UX).

7. Metoauyeckue ykasaHuA

[Ona noctpoeHna NavMesh B Godot: co3aaiite NavigationRegion2D, B MHcneKTope
oTkpoiite NavigationPolygon, Haxxmute New NavigationPolygon, 3atem Haxkmute Add
Polygon 1 HapucyiiTe nonauroHbl no noay. MoXHO ucnonb3oBaTb KHONKy Bake
NavMesh u3 TileMap (ecam ypoBeHb Ha Taiinax).

Y6eaurecnb, uTo y Urpoka u eparos ectb y3en CollisionShape2D. Hasurauusa He
pabotaet 6e3 KONNU3UNA.

Mpwu asukeHun no get_next_path_position() Bpar moxkeT octaHaBAMBaTbCA, €U
ANCTAHUMA 4,0 cneayloweit TOUKU MeHbLLe onpeaenéHHOro Nopora. 3To HOPpMasbHo.

Ona susyanusaumm nytu srknoumte Debug - Visible Collision Shapes nau
ucnonbsyute _draw().

TunuuHana owmnbKa: Bpar He 06Xo04UT CTEHbI, NOTOMY UTO NoAUroHbl NavMesh
nepeKpbIBaloT cTeHbl. Cnegute, YyTo6bl HABUraLMOHHAA CETKA He 3aX0AUNa BHYTPb
npenATcTBUiA.

8. KOHTponbHble BONpOChI

1.

Y10 TaKOe HaBUraLMOHHaA ceTKa U nouemy oHa 3¢pPpeKTUMBHEE NONUKCEeNbHOro NOMCKa
nytu?

Kak paboTtaet anaroputm A*? Kakasa aBpuctuka ucnosnbayerca B 2D-urpax?
Yto genaert NavigationAgent2D? Kak nonyuntb cneaylowyto TOUKy nytn?
Kak 06HoBuTb NavMesh guHamunuecKku, ecam urpok nocTpoun cTeHy?

B uém otanume Utility Al or KoHeuHoro aBTomara? NMpusegute cueHapunm, rae Utility Al
NyJwe.

Kak peanusoBaTtb nsberaHme npenarcreuii Heckonbkumm Bparamm (local avoidance)?

Kak Bu3yanusmposaTtb Tekywmii nytb B Godot ana otnagku?



8. Kakue napameTpbl BIMAKOT HAa Ka4eCTBO U CKOPOCTb MOUCKa NyTU B NavMesh?

9. MokHo nm ucnonbsoatb NavMesh gnsa 3D-urp? Kakue y3nbl ANA 3TOro HYXKHbI?

10. Kak peanusoBaTtb cuctemy «npuoputetos» aeicraui 6e3 Utility Al (Hanpumep, uepes

B3BELLEHHble c/lyyaiiHbie Bblibopbl)?

9. TpeboBaHuA K OTYETY

OTYET fONKEH BKAOYATD:

e CKpPMHLWIOTbI peaaKkTopa C HAPUCOBAHHOM HAaBUTaLMOHHOM CeTKOM (NOAUrOHbI).

e JlnctuHr Koga Bpara ¢ pyHKUMAMM BbibOpa AelcTBUA N NepeMeLLeHUS.

e CKpuHWOTLI/BUAEO, AEMOHCTPUPYIOLLUE Npec/ieaoBaHne U 06Xo4 NPenATCTBUNA.

o Tpadumk nnu tabnmua, NOKasbIBaKOLWLAA BPEMA NOUCKA NYTU ANA Pa3HbIX pa3Mepos

KapTbl (Heobs3aTeNbHO, HO NooLypAeTca).

e AHanus BbibpaHHOro noaxoga Al: nouemy umeHHo Utility Al/FSM.

10. Kputepum oueHmnsaHmna (makcumym 10 6annos)

Kputepnii basoBbii CpepHuii MpoaBuHYTbIM
MNoctpoeHune NavMesh u nepemelyeHue 3 3 3
Bpara K uenm

06x0p4, cTaTUYECKUX NPENATCTBUIA 2 2 2
Peanusauusa Utility Al (uan 2 2 5
AONONHUTENbHbIX COCTOAHUM)

[OunHamnueckoe o6HoBneHne NavMesh / 0 2 1
KOOpAWHaLUA rpynnbl

MoseaeHueckoe aepeso / yKpbitua / 0 0 1
flocking

OTYET 1 OTBETbI HAa BONPOCHI 1 1 1
MakcumanbHbIA 6ann 8 10 10




NabopartopHana pabota Ne5. CoxpaHeHUe cOCTOAHUA UTPbl U MHTerpauma ¢ REST API

1. Uenb pabotbi

Peann3oBaTb cucTeMy coOXpaHeHUA/3arpy3Kku UrpoBsoro nporpecca (No3uuma UrpoKa, oOuKkHm,

nmHBeHTapb) B JSON-daiin. Hactpoutb oTNpPaBKy MrpoBbiX CO6bITUIA Ha BHewHUA REST API u

oTobpaxeHue Tabaunupl Angepos, nonydyeHHou yepes HTTP-3anpocol.

2. dopmupyemble KOMNETEHLUN U UHAUKATOPDI

MK-3 (pa3paboTKa): ymeHue cepuann3oBaTb faHHble, paboTatb ¢ paiinosoii
cucremoid, sbinonHAaTb HTTP-3anpocbl.

MK-6 (aaHHbIE M UHTerpauma): MHTerpauua c 061auHbIMKU cepBUCaMM, MOHUMAHME
K/IMEHT-CepPBEPHOro B3aMmopaeincTems.

MK-9 (aokymeHTHMpOBaHUeE): onucaHue popmata coxpaHeHUit U API-3HANOUHTOB.

3. Teopetnueckoe o6ocHoBaHue

3.1. CoxpaHeHue u 3arpysKa COCTOAHUA

B Godot gaHHble MOXXHO COXpaHATb B TeKcToBoMm (JSON, ini) uam 6uHapHom popmare.

FileAccess — ocHOBHOI1 Knacc ana pabotbi ¢ ¢paitnamu. Mytb user:// ykasbiBaet Ha
No/Ib30BaTe/IbCKYIO0 AUPEKTOPUIO (Ha KaXAaoi nnatdpopme CBOI, HO YHUBEPCA/IbHYIO).

Cepuanusaumsa: npeobpasoBaHue C/I0BapA UM NONb30BATE/IbCKOTO 06bEKTa B CTPOKY
JSON uepes JSON.stringify().

Decepuanusauyma: JSON.parse_string().

3.2. UHTerpauma c REST API

Y3en HTTPRequest B Godot BbinonHAeT acuHXpoHHble HTTP-3anpocbl (GET, POST, PUT,
DELETE).

CobbiTne request_completed curHanusupyer o 3aBepLueHnu 3anpoca.
TunuyHbIE SHANOUHTDI:

o POST /scores — oTNpPaBUTb pe3ynbTaT UrPoKa.

o GET /leaderboard — nonyuntb CNUCOK nyylunx pe3ynbTaTos.

Mo3KHO Ucnoab3oBaTb 6ecnaaTHble TeCcToBble
cepsucbl: mockapi.io, jsonplaceholder.typicode.com, nunm amynuposaTtb N0KaNbHO
yepes npoctont HTTP-cepsep (Python http.server unm FastAPI).

3.3. ®opmart AaHHbIX COXpPaHeHusA
Mpumep JSON:

json



"player_name": "Hero",

"score": 1200,

"position": [150, 300],

"inventory": ["sword", "potion"],

"level": 2

}

4. 3apaum pabotbl

1.

Pa3paboTaTb CTPYKTYPY AAHHDbIX 411 COXPAHEHUA: OYKM, NO3ULMUA UTPOKA, CNMUCOK
cobpaHHbIX NnpeaMeTOoB.

Peanu3oBatb GpyHKUMIO save_game(), 3annCbIBaIOLLYIO TEKYLLEe COCTOAHUE
B user://savegame.json.

PeanusoBatb pyHKumio load_game(), BoccTaHaBAMBalOLWYO COCTOSIHUE NPU 3anyCKe
Urpbl.

Co3paTb 3HANOMHT Ha TectoBoM REST APl (M1 nokanbHOM amynauumn) ana npuéma
peKkopAos.

Hactpoutb otnpasky POST-3anpoca ¢ pe3y/ibTaTOM UrPOKa NPU OKOHYaHUU YPOBHA
WU CMepTHU.

MNonyuntb Tabnauuy nnaepos uepes GET-3anpoc 1 otobpasutb B Ul (Hanpumep,
B VBoxContainer c AMHaMM4eCcKu co3gaBaembiMu MeTKaMu).

Ob6ecneunTb KOPPEKTHYIO 06paboTKY OWINBOK ceTu (Talim-ayT, He4,O0CTYNMHOCTb
cepBsepa).

5. Mpumep npaKkTUyecKoro BbinoHeHUA (6a30BbIA YpOBEHD)

CTPYKTypa AaHHbIX COXPAaHEHUA U MEeTOADI:

gdscript

extends Node

var save_path = "user://savegame.json"

var player_data = {

"score": 0,

"position": Vector2.ZERO,



"inventory": []

func save_game():
var data_to_save = {
"score": player_data.score,
"position": [player_data.position.x, player_data.position.y],
"inventory": player_data.inventory
}
var file = FileAccess.open(save_path, FileAccess.WRITE)

file.store_string(JSON.stringify(data_to_save))

func load_game():
if FileAccess.file_exists(save_path):
var file = FileAccess.open(save_path, FileAccess.READ)
var content = file.get_as_text()
var json = JSON.parse_string(content)
if json:
player_data.score = json.get("score", 0)
player_data.position = Vector2(json["position"][0], json["position"][1])
player_data.inventory = json.get("inventory", [])
OTnpasKa peKkoppaa Ha cepsep (POST):
gdscript
func submit_score(player_name, final_score):
var http = HTTPRequest.new()
add_child(http)
http.request_completed.connect(_on_submit_completed)
var body = JSON.stringify({"name": player_name, "score": final_score})

var headers = ["Content-Type: application/json"]



http.request("https://mockapi.io/scores", headers, HTTPClient. METHOD_POST, body)

func _on_submit_completed(result, response_code, headers, body):

if response_code == 200:

print("Score submitted")

else:

print("Error: ", response_code)

MNonyuyeHue Tabaunupl nnpepos (GET):

gdscript

func fetch_leaderboard():

var http = HTTPRequest.new()

add_child(http)

http.request_completed.connect(_on_leaderboard_received)

http.request("https://mockapi.io/leaderboard")

func _on_leaderboard_received(result, response_code, headers, body):

if response_code == 200:

var json = JSON.parse_string(body.get_string_from_utf8())

display_leaderboard(json)

6. 3apgaHua ana nHAnBMNAyaabHOro BbinoJIHEHUA

ba3oBbiii ypoBeHb (BapuaHTbl 1-5)

1.

4.

5.

PeanusoBatb coxpanenue/sarpysky TOJ/IbKO O4YKOB U NO3UL NN UTPOKA. an 3arpyske
BOCCTaHaB/NBaTb NO3ULAIO.

[Do6aBuTtb B cOxpaHeHUe uma UrpoKa (Yepes ananor BBoAa NpPU NepBom 3anyckKe).

OTtnpasnAaTb pekopga, Ha https://postman-echo.com/post (TecroBblii 3x0-cepsep) u
BbIBOAWUTb OTBET B KOHCONb.

OTo6parkatb Tabauuy nmpepos us nokanbHoro JSON-daina (6e3 cetn) — cumynauus.

Do6aBuTb aBTOMaTUYECKOE COXpaHeHue Kaxkable 30 ceKyHa (Talimep).

CpepHwmii ypoBeHb (BapuaHTbl 6-10)



6. PeanusoBaTb cOXpaHeHMe HeCKObKUX cnoToB (slot 1, slot 2, slot 3) ¢ BbiIbopom uepes
Ul.

7. WUcnonb3oBaTtb WwWndpoBaHMe coxpaHeHui (npocteiiee XOR ¢ KNOYOM) AN 3aLMUTDI
OT pefaKTUPOBaHUA.

8. HacTpouTb aBTOONpeEaeneHne HeA0CTYNHOCTU CETU: eC/IN 3anpocC He yaancs,
COXPaHUTb PEKOPA B IOKA/IbHYIO oYepeab U NOBTOPUTb NPU C/IeAyloLwem 3anycke.

9. J[Aob6asuTb B Tabnuuy anaepos naruHauuio (3arpyska cieayowmx 5 sanucei no
KHOMKe).

10. PeanusoBatb uHTerpauymio ¢ AHgekc.Cloud Functions: Hanucatb npocTyto PyHKLMUIO Ha
Python, kotopasa npuHumaet POST u coxpaHset B Object Storage, passepHyTb
nokanbHo B Docker.

MpoAaBuHYTLIN ypoBeHb (BapuaHTbl 11-15)

11. Peann3oBaTb CUHXPOHU3ALMIO COXPAHEHWNIA MeXKay YCTPOMCTBAMM: NPU 3arpy3Ke urpbl
npoBepATb, eCTb /I Ha cepBepe 6osee HOBaA Bepcua (no timestamp) u npepnaratb
3arpysurb eé.

12. BHepgputb OAuth-aBTopusauuio (Yepes cepsuc tTuna Firebase unu Keycloak) ana
NPUBA3KU PEKOPAOB K aKKAYHTY.

13. PeanusoBatb cuctemy aoctukeHuii (achievements), Kotopblie xpaHATca Ha cepsepe U
CUHXPOHU3UPYIOTCA.

14. Co3paTtb cobCcTBEHHDbIN MUMHUManbHbIN 63KeHa Ha Node.js/Express (uam FastAPl) c
XpaHeHuem peKopaos B SQLite, pa3BepHyTb ero B IokanbHoM Docker-koHTelHepe,
CBA3aTb C UrPON.

15. UnTerpuposatb WebSocket-ysegomneHus (uepe3 Godot WebSocketClient) ana
06HOBNEHMA TabnuLbl INAEPOB B pea/ibHOM BpeMEHU NPU NOAB/IEHUN HOBOTO

pekopaa.

7. Metoauyeckue yKkasaHuA
e B Godot 4.x FileAccess 3ameHun ctapbiit File. Ucnonb3yiite FileAccess.open().

e [Ona otnagku HTTP-3anpocos BKkAOUUTe B pegaKktope MpoeKkT - HacTpoiku >
OTnaaKa - YaanéHHas otnagKa = Pexxum unum ucnonb3yiite print() 8 o6paborumke
CUrHana.

e pu pabote c HTTPRequest He 3abbiBaiiTe yaanaTb y3en Nocne 3aBepLUeHuUs, YTobbl
nsbexxatb yreuek: http.queue_free() nunm remove_child(http).

e Mock-cepBep s TECTUPOBAHMA MOXKHO NOAHATb KOMaHAoM Python: python -m
http.server 8000 u nomectutb leaderboard.json B Ty ke gupekropuio, Ho ana POST



notpebyetca 6onee cnoXxHbli 06paboTunk. Ucnonb3yirte mockapi.io (6ecnnatHo go
1000 3anpocos).

B JSON KoopAauHaTbl XpaHUTe B BUAe maccusa [X, y], nockonbKy Vector2 He
cepuanusyertca HanpPAMYyIo.

8. KOHTpO/bHbIe BONPOCHI

1.

10.

Kakue cnocobbl xpaHeHUs aaHHbIX B Godot cywecTBytoT? B uém npeumyuiecrsa JSON
nepep, 6MHapHbIM popmaTom?

Kak npasunbHo paboTatb ¢ FileAccess? Yto o3Hauaet nytb user:// ures://?
KaK BbINno/IHUTb acMHXPOHHbIN HTTP-3anpoc B Godot? Kak o6paboTtaTtb oTBeT?

Yro Takoe CORS 1 noyemy npu 3anpoce K cTopoHHemy APl moXKeT BOSHUKHYTb
owmunbKa?

Kak cepuanusoBatb nonb3oBaTtenbcKuit Knacc (Resource) 8 JISON?

KaKkue aaHHble He cnegyeT COXpPaHATb B OTKpbiTom BuAe? Kak ux sawundposatb?
KaK peann3oBaTb NOBTOPHYIO OTNPaBKY 3anpoca Npu ownbke cetn?

KaK oTanumnTb owmnbKy cepBepa ot owinbku cetn B HTTPRequest?

Kak B Godot oTob6pa3utb guHamuueckuii cnucok (Leaderboard) ¢ npokpyTtKoit?

Kakue mepbl 6€30MacHOCTU HYXKHO NPUHATbL NPU OTNPaBKe PeKOPAOB, YTO6bl UTPOK He
nogaenan c4ér?

9. TpeboBaHUA K OTUETY

OTUYET [ONKEH copepKaTb:

OnucaHue popmarta JSON ana coxpaHeHUA urpbl.
NuctuHrn GyHKuMit coxpaHeHua/3arpy3ku n HTTP-3anpocos.

CKPMHLLOTbI yCNELHOW OTNPaBKU peKkopaa (MOXKHO U3 KoHconu 6pay3sepa ana mock-
cepBsepa).

CKpuHWOT Tabanubl nngepos, otobparkaemoii B urpe.

AHann3 noTeHuManbHbIX ﬂpOGI’IEM (3ap,ep)KKa CeTn, oTcyTtcremne COGAMHGHMH).

10. Kputepuu oueHmnsaHusa (makcumym 10 6annos)

Kputepwnii basoBbii CpepHuii MpoaBuHYTbIM

daiin)

CoxpaHeHue U 3arpy3Ka coctoaHua (JSON,




Kputepwnii basoBbii CpepHuii MNpoaBuHYTbIM
OTtnpaska POST-3anpoca ¢ peKopaom 2 2 2
OTo6parkeHue Tabauupl nnpepos (GET) 2 2 2

O6paboTKa owmnboK cetn / ouepeam 0 1 1
LndpoBaHue / MHOrononb3oBaTeNbHOCTb / 0 1 5

obnauHaA cMHXpPOHM3aUMA

OTYET 1 OTBETbI HAa BONPOCHI 1 1 1
MakcumanbHblii 6ann 8 10 10




NabopartopHaa pabora N26. MpopunuposaHue n ontumusauyus. Nyn obvekTos
1. Uenb pabotbi

BbifBUTb Y3KOE MECTO NPOU3BOAUTE/IbHOCTU B UTPOBOM cueHe (YacToe co3gaHue/ypaneHme
06EKTOB) M YCTPAHUTb €ro ¢ NoMoLLblo NaTTepHa «Myn o6beKTos» (Object Pool). Mposectn
npod¢unmposaHue, cpasHUTb FPS 1 Bpemsa Kagpa 40 M nocie onTMMusaumm.

2. bopmupyembie KOMNeTEHLUN

¢ [K-2 (apxuteKTypa): Bbi6OpP M peanusaumua natrepHa Object Pool gna ynpasneHus
NamaTblo.

e MK-3 (pa3paboTKa): ucnonb3oBaHMe BCTPOEHHOro npoduamposLmuKka Godot ans
aHaN13a NPOU3BOAUTENbHOCTH.

3. TeopeTuyecKkoe o60cHOBaHMe
3.1. NarrepH Object Pool

e Lenb: nepencnonb3oBatb paHee CO3AaHHble 06bEKTbI BMECTO UX YHUUTOXKEHUA U
NOBTOPHOrO CO3AaHUA.

o TpumeHMM ANA YACTO UCNO/b3YEMbIX 06BEKTOB: NY/N, OCKONKMU, YaCTULbI, MOHETbI,
Bparmu.

e OcHoBHble onepauuu: get() (M3B1eUb HEAKTUBHbIN 06BEKT U3 Nya, aKTUBMPOBATb U
BepHyYTb) U release() (aeakTusmnposaTtb U BepHyTb B nyn).

3.2. NpodunmuposaHue B Godot

e BcTpoeHHbI NnpodMAnpPOBLLUK: OTNaaKa - MoHUTOpbI (FPS, Bpems Kaapa,
KOJINYeCcTBO 06EKTOB, NaMATb).

¢ MorKHo nporpammHo 3amepAaTb FPS uepes Engine.get_frames_per_second() u Bpems
06paboTku Kagpa.

e  UHcTtpymeHT Performance (knacc Performance B GDScript) npeaocrasnser
meTpuKu: get_monitor(Performance.OBJECT_COUNT).

3.3. Npo6bnema 6e3 nyna

e [pu cnaBHe 100 nynb B CEKYHAY U UX yAANIEHUM KaXKAblii Kaap Bblaenaerca HoBas
nNamaATb, PacTET HarpysKa Ha cbopLumnK mycopa (GDScript ynpaBaseTca aBTOMaTUYECKM,
Ho co3aaHue/ypaneHue y3nos Tpebyer 3atpar).

e MapeHune FPS 0cob6eHHO 3ameTHO Ha MOBUbHDLIX ycTpoiicTBax u B web-cbopkax.
4. 3apaum pabotbl

1. Co3paTtb TECTOBYIO CLLeHY, B KOTOPOI no Taimepy (Hanpumep, 0.05 ceK) cnaBHUTCA
06beKT (Nyna nam yactTruua), KOTopblii NnepemeLLaeTca No 3KpaHy U uepes 1 ceKyHay
yaansaetca (queue_free()).



7.

3ameputb FPS u Bpemsa Kaapa (4epe3 npopunmpoBLmK
n Engine.get_frames_per_second()) npu Harpy3ke 50—-100 oaHOBpeMeHHbIX 06BbEKTOB.

PeanunsoBatb Nyn 06beKTOB: NpeaBapuUTe/IbHO cO3A4aTb pool_size sk3emnnApos,
caenartb ux HeakTuBHbIMM (visible = false, process_mode = DISABLED).

MNepepaboTtatb cnaBH: BMecTo instantiate() 6paTb 06bEKT U3 Nyna, aKTUBUPOBATD,
3a4aTb NO3ULMIO U CKOPOCTb.

Bmecto queue_free() Bo3BpawaTb 06bEKT B Ny (AeaKTMBMpPOBaTh).

MoBTOPUTL 3aMepbl NPOM3BOAUTENLHOCTM M CPAaBHUTb pe3ynbTatbl (Tabanua FPS
po/nocne).

Odopmutb BbiBOAbI 06 3P PeKTUBHOCTU Nya.

5. Mpumep npakTUUeCcKoro BbinosnHeHUA (6a30Bblii YpoBEHD)

CueHapuii cnasHa 6e3 nyna (anA Tecta NpoM3BOAUTENBHOCTH):

gdscript

extends Node2D

@export var bullet_scene: PackedScene

var timer: Timer

func _ready():

timer = Timer.new()

timer.wait_time =0.05

timer.timeout.connect(_spawn_bullet)

add_child(timer)

timer.start()

func _spawn_bullet():

var bullet = bullet_scene.instantiate()

add_child(bullet)

bullet.position = Vector2(100, 100)

# Yepes 1 cekyHOy ydaaumeo



bullet.get_node("Timer").start(1.0)

# B cyeHe nynu:
func_on_timer_timeout():

queue_free()
Peanusauusa nyna:
gdscript

extends Node2D

@export var bullet_scene: PackedScene
@export var pool_size =50

var pool =[]

func _ready():
foriin range(pool_size):
var bullet = bullet_scene.instantiate()
bullet.active = false
add_child(bullet)
pool.append(bullet)
# Tailimep cnasHa
var timer = Timer.new()
timer.wait_time = 0.05
timer.timeout.connect(_spawn_from_pool)
add_child(timer)

timer.start()

func _spawn_from_pool():
var bullet = get_from_pool()

if bullet:



bullet.active = true
bullet.position = Vector2(100, 100)

bullet.get_node("LifetimeTimer").start(1.0)

func get_from_pool():
for b in pool:
if not b.active:
return b

return null # nya ucuepnaH (MoxcHo pacwupume)

func return_to_pool(bullet):
bullet.active = false
bullet.velocity = Vector2.ZERO
bullet.visible = false # ecau Hy»HO

B ckpunTe nyaun:

gdscript

var active = false

var speed =300

func _process(delta):
if active:

position += Vector2(speed * delta, 0)

func _on_lifetime_timeout():
get_parent().return_to_pool(self) # podumenb — meHedxcep nyna
UsmepeHue FPS:
gdscript
func _process(delta):

if Engine.get_frames_per_second() < 30:



print("Low FPS!")
6. 3apaHuA ANA MHAMBUAYANbHOTO BbINOJ/IHEHUA
ba3oBbiit ypoBeHb (BapuaHTbl 1-5)
1. Peanusosatb nyn gna 30 nynb, cpasHUTb FPS npu cnasHe 20 nynb B CEKYHAY.

2. CpenaTtb Nyn AN BParoB, KOTOpPble NOABAAKOTCA U3 TOUKU CNAaBHA U ABUXKYTCA K
UrpOKYy.

3. [,06aBuUTb B Ny BO3MOXKHOCTb AMHAMMUYECKOTO paclumpeHus (ecnm o6beKTbl
3aKOHYUNIUCb, CO34aTb HOBbINA U A06aBUTb B NyAn).

4. BblBECTM Ha 3KPaH OT/IaZl0MHYI0 MHPOPMALIUIO: KOIMYECTBO aKTUBHbIX 06 BHEKTOB,
pasmep nyna, Tekywui FPS.

5. U3mepuTb Bpems BbINOJIHEHUA _process B NpodUanpoBLLMKE 40 U nocne
onTMMM3aLUN.

CpeaHuii ypoBeHb (BapuaHTbl 6-10)

6. PeanusoBatb nyn, paboTatowmii C pasHbIMU TUNaMK 06bEKTOB (Nyan, Bparu, 4acTuLbl)
yepes eAUHbIN MeHeAKep, Ucnonb3ylowuii cnosapb: {type: pool_array}.

7. [o06aBuTb 06bEKTY 06paTHDbI OTCHET BpeMeHU KU3Hu 6e3 oTaenbHoro
y3na Timer (ucnonb3oBatb nepemeHHylo lifetime u ymeHbLwaTtb B _process).

8. Mposectn npodpuanposBaHune c UCNONb30BaHUEM BCTPOEHHOTO Npodaiiniepa u CHATb
CKPUHLWOTbI rpadmuKoB. CpaBHUTbL Memory usage.

9. PeanusoBatb nyn ana apdeKToB yacTuy, (Hanpumep, B3PbiB NPU YHUUTOXKEHUMU Bpara).

10. BusyanusmnpoBartb pa3HuULYy B NPOU3BOAUTENbHOCTU B BUae rpaduka (FPS vs
KO/IMYecTBO 06EKTOB) ANA ABYX NOAXOAOB.

MpoaBMHYTLIA ypoBeHb (BapuaHTbl 11-15)

11. Co3paTb YyHMBEpPCANbHbIN NN C NOAAEPKKOWU NpeABapUTeNIbHOrO BbiAe/NIeHMA NaMATHU
M K3LWMPOBAHUEM 3K3EeMNNAPOB cLeHbl (Mcnonb3ya PackedScene.instantiate()).

12. UHTerpmupoBaTthb Ny € CUCTEMOM 06bEKTHO-COBbITUMHOIO MeHeaKepa, aBTOMaTUUECKH
BO3BpaLyalowero o6beKTbl Npu BbiXoAe 3a rpaHULLbl 3KpPaHa.

13. PeanusoBatb nyn, paboTalowmii B MHOroNnoTOYHOM peXKume
(ucnonb3zya WorkerThreadPool ana ¢oHoBO NOAroTOBKM 06bEKTOB).

14. NpodununposaTtb Mrpy Ha MO6MNBLHOM YCTPOICTBE (MM IMYNATOPE) U CPABHUTD
3¢ PeKTUBHOCTb NyNa B YCNOBUAX OFPaHUYEHHOW NaMATH.

15. PaspabortaTtb nnaruH ana Godot, KOToOpbIi aBTOMATUUECKU
3ameHser instantiate() u queue_free() Ha nyn yepes aHanus rpada cueHbl (cuctema
acnekKros).



7. MetoanyecKkue ykasaHuA

DOna npodunmnposaHua oTKpoiiTe okHo OTnagka - MoHutopbl. lo6aBbTe FPS, Bpemsa
Kaapa, Konnuecteo o6veKTOB.

Ucnonb3ayiite print(Performance.get_monitor(Performance.OBJECT_COUNT)) gna
OTCNEXMUBAHUA KOIMYECTBA Y3/10B.

Mpu TectTuposaHum 6e3 nyna nerko nonyuntb nageHme FPS po 15-20. B nyne FPS
[OJI’KeH 0CcTaBaTbCA 0Kono 60.

He xpaHuTte B nyne 06beKTbI C aKTUBHbIMM Talimepamu unmn o6paboTkon _process,
€C/IM OHU HeaKTUBHbI — OTK/IlOUalTe ux uepes set_process(false) unm process_mode =
PROCESS_MODE_DISABLED.

Ona cueHbl nynu ybegutech, uTo eé KopHeBoW y3en — CharacterBody2D unu Area2D,
4YTO6bI KONIIM3UM OTKAIOYANIUCD BMECTE C aKTUBHOCTbIO.

8. KoHTponbHble BONpOCHI

1.

2.

B uém 3aKkntouaerca npobiema 4acToro co3pfaHuA U yaaneHmus o6beKkToB B urpax?

Kak pabotaet natrepH Object Pool? MpuBeaute npumepbl CNONb30BaAHUA.

Kakune meTpuKu npomsBoamTeNIbHOCTU HYXKHO OTC/I€XKMBATb NPU NPOPUANPOBAHUN?
Kak B Godot oTKnOuUNTb y3en TakK, UTo6bl OH He TpaTUA pecypcbl Ha 06paboTky?

Kak nsmeputb Bpems BbiNnOIHEHUA OTAENbHOTO pparmeHTa Koga B GDScript?
Mouemy nyn o6veKTOB He Bceraa a¢pdekTuseH (overhead Ha ynpaBneHue nynom)?

B KaKu1X ciyyasx Ayyilie UCNoib3oBaTb Ny, a Korga — 06bluHOe co3aaHue 06beKToB?
Yro TaKkoe cboplumKk mycopa B GDScript M Kak nyn nomoraet CHU3UTb ero Harpysky?

KaK npoTtectupoBaTb NPOU3BOAUTENbHOCTb HA LieneBoii niatdopme (Hanpumep,
Web)?

10. Kak aBTomaTtnyecku BO3BpaALLATb 06beKTbI B nyn npu sbixXxoae 3a rpaHuULbl 3Kpa|-|a?

9. Tpe6oBaHMA K OTYETY

OTUYET [O0NMKEH BKAIOYATDb:

Cxemy paboTbl nyna (guarpamma nocsneaosaresibHOCTH).
JInCTMHIM KnaccoB nyna v cnaBHa.

Ta6nuuy c samepamum FPS u BpemeHu Kagpa (He meHee 3 3amepoB ANA KaXKaoro
nogxopa).

CKpUHLWOTbI NPOGUNAMPOBLLMKA 4,0 U NoC/e ONTUMU3aLUMN.



e BbIBOAbI O NPUPOCTE NPOU3BOAUTENBHOCTU U MPUMEHMMOCTU Ny/a B aHHOM

cueHapuu.

10. Kputepum oueHnBaHuma (makcumym 10 6annos)

Kputepwnii basoBbii CpepHuii MNpoaBuHYTbIM
Peanusauua cnaBHa c yganeHuem (6e3 5 5 5
nyna) n 3amep FPS

Peanusauua nyna o6vekTos (6asosoro) 3 3 2
Mepexopa Ha ucnonb3oBaHUe Nysa BMECTO 5 5 5
co3paHua/yaaneHus

[AnHamunueckoe pacwmpeHue nyna / 0 1 1
noAaAep’KKa pasHbiX TUNOB

AHaNn3 NPOM3BOAUTENBHOCTU (Tabaunubl, 1 5 2
rpaduKu, npoPUANPOBLIUK)

OT4YET 1 OTBETbI HAa BONPOCHI 1 1 1
MaKcumanbHbIii 6ann 9 11 10




NabopartopHana pabota N27. KomnaeKcHbIW UrpoBoii npoekT. Moarotoska 6unga m
AOKYMeHTauuu

1. Uenb pabotbi

Pa3paboTaTb 3aKOHUEeHHYI0 MUHU-Urpy (2D nnatdpopmep / top-down shooter / apkaga) c
MHTerpaumen Bcex M3yueHHbIX MeXaHUK: ynpasneHue, pusmnka, Al Bpara, cuctema
coxpaHeHui, nyn ob6bekTos, Ul (MmeHl0, HacTpoiku, Game Over). 9KcnopTuposatb 6ung noa
Windows u Web. Moarotosutb TeXHUYECKYI0 AOKYMEHTALUIO U NY6/MUYHO 3aLLUTUTD NPOEKT.

2. dopmupyemblie KOMNETEHLMU U UHAUKATOPDI

¢ MK-2 (apxuTeKTypa): NpoOeKTUPOBAHUE UTFPOBOI APXMTEKTYPbI C UCNO/Ib30BAHMEM
U3y4YeHHbIX NaTTEPHOB.

e [MK-3 (pa3paboTKka): nonHOLEHHaA peannsaumnsa Urposoro npoekta Ha Godot/Unity.
e [K-6 (aaHHbIe u uHTerpaumn): nnuterpaumna c REST API, paboTa c coxpaHeHuamu.

o [K-9 (aoKymeHTUpOBaHMe): noarotoBka Game Design Document, MHCTpPYKLUUM NO
cbopKe, apXUTEKTYpPHOI Anarpammbil.

3. TeopeTnyeckoe ob6ocHoBaHue
3.1. XXM3HEeHHbI LUK pa3paboTku urpbl

e KoHuenuusa = Mpototun -> Alpha (ocHoBHble mexaHuKK) = Beta (nonanpoBsKa,
6anaHc) - Penus.

e B pamKax nabopatopHoit paboTbi peannsyerca MMHUMAIbHO YXM3HECNOCOOHbIN
npoAayKT (MVP), rotoBblii K ny6anMkaumum.

3.2. ApXuTeKTypa UrpoBoro nNpoeKTa
o PaspeneHue Ha cueHbl: MainMenu, Game, Settings, GameOver, Leaderboard.

¢ Wcnonb3oBaHue aBTo3arpyrkaembix CMHrNTOHOB (autoload) ana rno6anbHoro
coctoaHuAa: GameManager, SaveSystem, AudioManager.

e [MatTepHbl: State Machine (coctoaHua urpoi: MENU, PLAYING, PAUSED, GAMEOVER),
Object Pool, Observer (curHansi), Singleton.

3.3. 9KCNopT NpoeKTa
e Godot: MpoeKT = IKcnopTt - Ao6asuTtb nnarpopmy (Windows Desktop, Web).

e [OnaWeb notpebyerca HacTpouTtb wabaoH HTML (MmoKHO cTaHAapTHbIN). MoaaepkKa
WebGL.

e YNaKoBKa pecypcoB: ONTMMMU3ALMA TEKCTYP, CXKaTUe 3BYKOB.

3.4. TexHMuYeCKaa AOKYMEHTauus



¢ Game Design Document (GDD): KoHuenuus, }XaHp, Lenesas ayautopus, ynpasseHue,
MeXaHUKMH, apT-CTU/b.

. PVKOBOACTBO no c6opKe: KaK CKOMNMUINpPOBaTb NPOEKT U3 UICXOAHUKOB, KaKue
3aBUCMMOCTU HYXKHBDbI.

e ApXuUTeKTypHaa guarpamma: guarpamma Knaccos/y3nos, cxema B3aMmoaencremusa
CLEH U CUHTITOHOB.

4. 3apaum pabotbl

1. CnpoekTupoBaTb U peann3oBaTtb MUHU-UrPY (BbIGpaTb KaHp: nnatdopmep, WwyTep,
apKaga, roJ1oBo/IoMKa). MuHMManbHble TpeboBaHuA:

o YnpaBneHue nepcoHaxkem (Knasmatypa / mbilb).
o ®usnyeckne Konamsum (cteHbl, nnatpopmbl, Bparu).

o AlxoTta 6bl ogHOro TMna spara (naTpyamposaHue/npecnegoBaHue C
MCNO/Ib30BaHMEM HAaBUTaL MU WU NPOCTON IOTUKM).

o Cuctema coxpaHeHua/3arpy3km (ouKku, no3muma, HBEHTapb/nporpecc
YPOBHSA).

o MNyn o6beKToB (CHapAagbl, Bparu, a¢pdeKTbl).

o Ul: rnaBHOe MeHI0, HAaCTPOMUKM (TPOMKOCTb, ynpaBaeHue), 3KpaH Game Over,
oTobpaxkeHue cuéra/KusHei.

2. WUHTerpupoBaTtb Tabauuy nngepos vyepe3 REST APl (oTnpaBKa peKopaa, nonyyeHue
Tona).

3. 3kcnopTtuposaTb npoeKT nog Windows (BbinonHaemblii .exe) u Web (HTMLS5).
4. MoAroToBUTb AOKYMEHTALMUIO:

o GDD (1-2 ctpaHuupbl).

o ApPXUTEKTYpPHYIO Auarpammy.

o  WUHCTpyKUuMIO NO 3anycKy U3 MCXOAHUKOB U U3 bungaa.

5. MMposecTu Ny61UUYHYIO 3aLMUTY: AeMOHCTpauua urpbl (live unm sanuco), npeseHrayms
(10-15 cnaitgoB), oTBETbI HAa BOMPOCHI MO APXMTEKTYPE, NATTEPHaM U peanunsauuu.

5. Mpumep npaKTUUECKOro BbinoaHeHUs (6a30Bbiii ypOBEHb)

KoHuenuusa urpbl (npumep): Space Defender — top-down shooter, urpok ynpasnser
KOCMUYECKUM KOpabiém, yHUUTOXKaeT Bparos, cobupaet 60Hycbl. Mocne cmeptu
oTo6parkaerca okHO Game Over ¢ BO3MOXXHOCTbIO BBECTU MMA U OTNPABUTb PEKOPA.,

CTpyKTypa aBTO3arpyaembiX CMHINTOHOB (autoload):



¢ GameManager.gd — coctosaHue urpbl (score, lives, TeKyw,an cueHa),
meTtoabl game_over(), load_next_level().

e SaveSystem.gd — coxpaHeHue/3arpy3Ka nporpecca (NyuLmnii cYér,
pa3610KMpOBaHHbIE YPOBHMU).

e AudioManager.gd — ynpaBneHue my3biKoii U 3ByKaMMU.

e LeaderboardManager.gd — HTTP-3anpocbi ana Tabauubl Anaepos.
Mpumep GameManager:
gdscript

extends Node

enum GameState { MENU, PLAYING, PAUSED, GAMEOVER }
var current_state = GameState.MENU
var score=0

var lives =3

signal score_updated(new_score)
signal lives_updated(new_lives)

signal game_over_signal(final_score)

func add_points(points):
score += points

score_updated.emit(score)

func decrease_life():
lives -=1
lives_updated.emit(lives)
if lives <= 0:

game_over()

func game_over():



current_state = GameState.GAMEOVER
game_over_signal.emit(score)
get_tree().change_scene_to_file("res://scenes/GameOver.tscn")
OCHOBHas UrpoBas cueHa:
e MWUrpok (CharacterBody2D) c aBuxkeHuem, ctpenb6boii (nyabi nynb).
e Bparu (Hasurauma NavMesh unm npocrasa noruka gsu>KeHus).
o CnaBHep Bparos ¢ MICNONb30BaHUEM Nyna.
e C6op moHet/60HYycoB (Area2D).
Myn o6beKToB ana nynb (cornacHo J1P6):
gdscript

extends Node

var bullet_pool =]
var bullet_scene = preload("res://scenes/Bullet.tscn")

var pool_size = 30

func _ready():
foriin range(pool_size):
var b = bullet_scene.instantiate()
b.active = false
add_child(b)

bullet_pool.append(b)

func shoot(origin, direction):
var bullet = get_from_pool()
if bullet:
bullet.active = true
bullet.global_position = origin

bullet.direction = direction



CoxpaHeHue nporpecca (nyywmii cyér):
gdscript
func save_best_score(score):
var data = {"best_score": score}
var file = FileAccess.open("user://best_score.json", FileAccess.WRITE)

file.store_string(JSON.stringify(data))

func load_best_score():
if FileAccess.file_exists("user://best_score.json"):
var file = FileAccess.open("user://best_score.json", FileAccess.READ)
var json = JSON.parse_string(file.get_as_text())
return json.get("best_score", 0)
return0
JKcnopT:

¢  Windows: MpoekT = 3Kkcnopt - Aobasutb Windows Desktop = Bbibpatb nyTb =
3KCNopT NpoeKTa.

e Web: Jo6asutb Web - Hactpoutb CtpaHuya HTML (MoXXHO ocTaBuUTb No
yMmonuaHuio) - IKcnopr. Pesynbrat: panabl .html, .wasm, .pck.

6. 3apaHunA ANA UHAUBUAYANILHOTO BbINOIHEHUA (BApUATUBHOCTb)
ba3oBblii ypoBeHb (KaHpbl 1-5)

1. 2D nnatrdopmep: 1 ypoBeHb, 3 Bpara (naTpynb), 5 MoHeT, coxpaHeHUe OYKOB U
nosuuum nNpu 3arpyske.

2. Top-down shooter: 2 Tuna Bparos, nyn nyab, Tabavua ampepos (nyywme 5
pe3ynbTaTos).

3. Apkaga (Pong-nogo6Has): ynpasneHue pakeTKoi, Al npoTUBHUKA, COXpaHeHue
peKkopaa mexay ceccuamm.

4. TonosonomKa ¢ GU3MKOM: NepemeLaemMble ALLNKK, COXpaHeHue nporpecca no
YPOBHAM.

5. Knukep (ldle-urpa): HakonneHue pecypcos, coxpaHeHue B JSON, 60HycCbI.

CpegHuit yposeHb (6—10)



10.

Mnatpopmep ¢ HECKONBKUMU YPOBHAMMU: MEHIO BbibOpa YPOBHSA, COXpaHEHUe
NPOAEeHHbIX YPOBHE.

Shooter c npoKauKoii: O4KM ONbITa, yAyULLIEeHUA (CKOPOCTPENbHOCTb, YPOH),
COXpaHeHMe XapaKTepPUCTUK.

MUrpa c npoueaypHoOi reHepaumen ypoBHA: KapTa reHepupyeTca CaydaintHo,
COXpaHeHue cupa reHepauuu.

MHorononb3oBaTeNbCKas I0KaibHaA uUrpa (2 Urpoka Ha o4HOM KnaBuaTtype):
ynpaBs/ieHMe pa3HbIMU KNaBULLAMMU, PEXUM KVS» MU KKOONepaTUB».

MUrpa c BHYTpUUIrpOBbIM MarasMmHOM M BUPTYaibHOM BaZIlOTOMU: NOKYNKa CKUHOB,
coxpaHeHue 6anaHca B JSON, cMHXpOHU3aUMA ¢ cepBepom (ONUUOHANbHO).

MpoaBuHyTbIN ypoBeHb (11-15)

11.

12,

13.

14.

15.

MonHoueHHbIN rogue-lite: chyyaitHana reHepauMa KOMHaT, COXpPaHeHUe nporpecca
NEePMaHEHTHbIX YyYLUEeHUNA.

MUrpa c nogaeprkKoii remnaga (XInput): nonHasa HacTpoiiKa ynpasaeHus, Bubpauus.

[ecKronHasa urpa c uHTerpauyumein Steam APl (Mam aHanorom) anAa AOCTUKEHMUII U
o6nauHbIX coxpaHeHui (uepe3 GodotSteam).

KnueHT-cepBepHasn urpa c aBTopusaumeir: ceoii 6akeHg Ha Node.js / FastAPI,
WebSocket ansa peanbHOro BpemeHu.

C6opka u nybaukauma Ha itch.io / VK Play: HacTpolika meTagaHHbIX, Tpeiinepa,
CTpaHUUbI.

7. Metoau4yeckue ykasaHuA

Ona aBTo3arpy3Kku (cuHrnToHoB) B Godot: MpoeKT - HacTpoiiku npoeKkra - Autoload
-» pob6aBuTb ckpunt (Hanpumep, GameManager.gd).

Ucnonb3ayiite SceneTree.change_scene_to_file() ana nepexoga mexay cueHamu.

OnAa npepoTBpalLeHUA NOTepU AaHHDbIX NMPU 3aKPbITUKM UTPbI
Bbi3biBaiiTe save_game() 8 NOTIFICATION_WM_CLOSE_REQUEST unu B _notification().

Mpu 3kcnopTe B Web yuture, uto HekoTopbie GpyHKUUM (HaNnpumep, AOCTYN K
dannosoit cucreme user://) pabotator orpaHmyeHHo (ucnonbayerca IndexedDB,
COXPaHAETCA MeXay ceccuamm).

[Ona TecTMpoBaHUA Ha pa3HbIX Naatdopmax MCNonb3yiiTe yaanéHHyo otaagky (Godot
nossonsAeT otnaxusatb Web-Bepcuio uepes bpaysep).

B OTUET BKNOUUTE BUAEO-AEMOHCTPpaumio (ccbinka Ha YouTube nam sctpoeHHbli
nneep), Tak KaK CKPUMHLLOTbI He NepenaloT AUHAMMUKY.

8. KoHTponbHble Bonpochl (411 3aWmTbl)


https://itch.io/

1. Mouemy Bbl BbIGBpPanu MMeHHO 3Ty apXUTeKTYpy? Kakue anbTepHaTUBDLI
paccmatpusanu?

2. Kak B Ballem npoeKTe peasin3oBaHa CMCTEMa COXpPaHeHU? MOXXHO /11 BOCCTAaHOBUTb
AaHHble nocne cb6oa?

3. KaKue natrepHbl NPOEKTUPOBaAHUA Bbl NPUMEHWUAU U 3a4eM?
4. Kak Bbl ONTUMMU3UPOBAAUN NPOU3BOAUTENILHOCTb (MY, OTAOXKEHHAA 3arpy3Ka, LOD)?
5. Kakue TpygHOCTM BO3HUKAM Npu 3KcnopTe nog Web? Kak ux pewuwmnn?
6. Kak obecneumnBaetcsa 6e30nacHOCTb pEKOPA0B (3aWwmTa oT NoAAENKuU)?
7. KaKue meTpMKM KauecTBa Koaa Bbl npoBepann?
8. Kak Bbl opraHu3oBanm paboTty B KomaHge (ecnm 6bi1a KOMaHAHaA pa3paboTka)?
9. Kak 6bl Bbl MacluTabupoBanu NPoeKT, ecnm 6bl HYXXHO 6bl10 A,06aBUTL ceTeBYIO Urpy?
10. KaKkue ypoKu Bbl U3B/IEK/IN, 3aBEPLUMB ITOT NPOEKT?
9. Tpe6oBaHUA K OTUYETY (pacLumMpeHHbIN)
OTYET A0/13KEeH BKOYATD c/ieaylolue pasaensi:
1. Game Design Document (GDD)
o HasBaHwue, }KaHp, KpaTKoe onucaHue.
o Uenesasa nnatpopma (Windows, Web).
o OCHOBHble MeXaHUKU U ynpaB/ieHue.
o ApT-CTU/b, 3BYKOBOE COMPOBOXAEHME.
2. ApXuTeKTypa NpoeKTa
o Junarpamma cueH v aBTO3arpyKaembiX CUHI/ITOHOB.
o OnucaHue KAKoUeBbIX KNaccos/CKPMNTOB (UTO 3a UTO OTBEYaerT).
o Cxema B3aumopaeiicTBUA CUrHaNoB.
3. Peanusauma KoueBbiX MEeXaHUK
o ®usuKa un ynpasneHue (MUCTUHT Koaa).
o Al Bpara (nMcTuHr, o6ACHEeHUe anropuTma).
o Cuctema coxpaHeHuit (popmat JSON, nuctuHr).
o Myn o6beKToB (AUCTUHT, aHanu3 apdeKTUBHOCTH).
o WHTterpauusa c REST APl (AUCTUHT, CKPMHLLOTbI 3anNpocos).

4. Ul n nonb3oBaTenbCKUi onbIT



o CKpPMHLUOTbI FN1aBHOro MEHI0, HacTpoeK, IkpaHa Game Over.

o O60cHOBaHME Pacno/IOXKEHUA 31eMEHTOB.

5. TectupoBaHue n oTnagKa

o KaKue TecTbl npoBoaunu (pydyHoe, moaynbHoe).

o HalpgeHHble oWKOBKM U MX UCNpaBieHKe.

6. MHcTpyKuma no cbopke u 3anycky

o KaK KNoHUpoBaTb Peno3uTopmii.

o KaK oTKpbITb B Godot 1 3anycTuTb U3 peaaKTopa.

o Kak akcnoptuposatb 6ungpl nog Windows u Web.

7. Pe3ynbTtaTbl 3aWMUTHI

o Ccbl/IKa Ha BUA,E0-4eMOHCTPaLMUIO.

o Cnanpbl npe3eHTauum (BCTPOUTb B OTYET UIU NPUNOKUTb OTAENbHO).

o BblBOAbI M CAMOOLEHKA.

10. Kputepum oueHmnBaHma (makcumym 30 6annos)

MNpoaBuHyTbIi (11—

Kputepwmii ba3sosbliii (1-5) CpeaHuii (6-10) 15)
PaboTtocnocobHocTb Windows (3 Windows + Web (5 Windows + Web +
6unpgos 6anna) 6annos) Linux (6 6annos)

NMonHoTa mexaHuK

MuHumym 3
obsasaTtenbHble

4-5 mexaHuK (8

Bce 6
obsA3aTenbHbIX

MeXaHUKu (6 6annos) mexaHuK (10
6annos) 6annos)
MpombiwneHHbIN
MaTrepHbI,
basoBoe CTUNDb,
KauectBo Koaa u aBTO3arpyska,
cobnogeHue HOKYMeHTaumA
QAPXUTEKTYPbI KOMMEHTUPOBaHME .
ctuna (3 6anna) dyHKUMiA (6
(5 6annos)

6annos)




MNpoaBuHyTbIi (11—

Kputepwmii bas3osblii (1-5) CpeaHuii (6-10) 15)
OTnpaBKa OTtnpaBKa + + 0bpaboTKa
UHTerpaumna c REST .
API pekopaa (2 nonyyeHue tona (3 owun6b0oK, opnaiH-
6anna) 6anna) pexum (4 6anna)
JAOKymeHTauuA
(GDD, apxuTteKTypa, 3 6anna 4 6anna 5 6annos
MHCTPYKLMA)
Mpe3seHTauma u
P 4 2 6anna 3 6anna 4 6anna
3awmTa
BoHyc: ny6anKauusa
Ha naatpopme +1 +2 +3
(itch.io / VK Play)
MaKcMmanbHbli
20 28 38 (c 6oHycamum)

6ann



https://itch.io/

