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AHHOMayusA. B 0aHHOU cmamee codeprumcsa mamepuasn ob anzopumme npecsie-
008aHUA U2POKA 8pax0ebHbIM KOHUMOM Ha A3biKe po2pammuposaHus GDScript.

Knroueeswie cnoea: Godot Engine, GDScript, anezopumm, npecnedosaHue, chase.

BeepeHue. MeToa npecnenoBaHmaA B Urpax 06bIYHO O3HAYAET CTpaTernto, Koraa
MIPOBOM NMEPCOHAXK UM UTPOK 3aHMMAETCA MOMCKOM U NpeciefoBaHMEM APYroro
06beKTa, UFPOKa AN Lean. IToT MeTog, 0BbIMHO MPUMEHAETCA B LWYyTepax, SKLWEeH-Urpax
WAW Urpax Npo BbIXXMBAHMeE, B YacTHOCTM Roguelike, rae nrpoku AoaxKHbI HAXOAWTL U Npe-
cnepfoBaTb CBOMX MPOTUBHUKOB MM HA0BOPOT ANA AOCTUNKEHUA Lean uam nobegpbl,
4yTO M ByaeT pacCMOTPEHO aanee.

OcHoBHas YacTb. o cnosam Matika dennnm ns YoYo Games, Urpokam MHTEpPECHbI
NPOCTbIE KOHUEMNUUM U He3aMbIC/I0BaTbIN FEMMMIEN, YTO XapaKTepM3yeT 6ONbLUMHCTBO
Buaeourp ¢ 2D-rpadukon [1]. Mo aToM NprMyYnHE NnonynapHOCTb *KaHpa Roguelike BHOBL
HauYMHaeT pacTu.

Roguelike-urpbl oTanyaoTCA OT APYrMx CAy4aiHOM reHepauuen ypoBHen n nep-
MaHEHTHOM CMepTbIO NePCOHa)Ka C NOAHOM NoTepen nporpecca. Ho y AaHHOrOo XaHpa
€CTb M ApYyrue, CBOMCTBEHHbIE TONIbKO €My, YepPTbl, KOTOPbIE MPOMUCAHbI B TaK Ha3blBa-
emoi bepanHckon NHTepnpeTtaumm [2]. B nogobHbIx Urpax BpaXkeckue toHUTbI (boesble
eaMHNLbI) CNy4arHbIM 06Pa30M NOABAAOTCA B KKOMHATe» NoA3eMesba U NpecieayoT
CBOIO LLe/1b — YHUUTOXKEHUE UrPoKa. MOHCTpbI C/ieAyHOT 3a/10’)KEHHOMY B HUX pa3paboT-
YMKOM aNIFOPUTMY, NPOABUTaACh K UTPOKY U ornbas BcTpevaromeca npenatctama. Mpo-
aHanuM3Mpyem meTtog npecsiefoBaHuA Ha npumepe Godot Engine.

Godot Engine — 370 yHUBepcanbHbin 2D 1 3D nrpoBoi ABUMKOK, CNPOEKTUPOBAH-
HbIW 415 NOALEPKKM BCEX BUAOB NPOEKTOB. (04,0 onMpaeTca Ha Napaanurmy o6beKTHoO-
OPMEHTUPOBAHHOIO NPOrPaMMMPOBAHUSA. [TOHMMAHME TaKUX MOHATUM, KaK Kiaccbl M 06b-
€KTbl, TOMOXeT 3PpPEeKTUBHO KOANPOBaATb. Pa3paboTKa Urp ocyLLLECTBAAETCA NPU MOMOLLN
cneumanbHO CO34aHHOIO U BCTPOeHHOro B Godot si3blka NporpamMmmMpoBaHmUA C NETKUM
cuHTakcmcom — GDScript [3].

GDScript —3T0 BbICOKOYPOBHEBbIN, 06 bEKTHO-OPUEHTUPOBAHHbIN, UMNEPATUBHbIM
A3bIK NPOrPaMMMUPOBAHMA C NOC/Ie40BaTENbHOM TUNKN3ALUMEN, co3aaHHbIN ana Godot.
OH MCcnonb3yeT CUHTAKCUC Ha OCHOBE OTCTYMNOB, aHAN0MMYHbIM TaKOMY A3bIKY, Kak Python.
Ero uenb — onTMmmn3npoBaTb U TECHO MHTerpmpoBaTb ¢ Godot Engine, obecneumnBasn
60nbLyt TMOKOCTb NPU CO34aHUN KOHTEHTA.
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Mepenaém K peanmsaumnmn aaroputma npecnegosaHms. [1na Hayana Heobxoammo
3a4aTb OPUEHTALMIO K C/leZlyloLLeN TOYKE NMYTK U, NPU HEOBXoAMMOCTHN, NepeBepHyTb
CNpanT, 4ToHbl KOPPEKTHO OTOOPA3UTL ABUNKEHME, B 3aBUCMMOCTM OT €ro Hanpas/e-
HuA. [aHHble gencTema byayT oTpaxkeHbl B GyHKUMAX chase() n update_sprite_orien-
tation(), npeacTtaBneHHbIX Ha pUcyHKe 1. B nepsoi GyHKUMM NpoBepAeTca, ecin 0b6b-
€KT He JLoCTUT CBOEN LLenIn, TO NepemeHHan vector_to_next_point nonyyaet Hanpasne-
HUEe ABUMKEHUS K Cieaylowen TouKe NyTu, BblYMTasA M3 NMO3ULMKN areHTa ero TeKkyliee
rnobanbHoe nonoxeHune; mov_direction ycTaHaBAMBaeT HanpaBAeHME ABUKEHMA K C/e-
AyoLEen TOUKe, Nocae Yero Bbi3biBaeT cneaytowan GyHKuma update_sprite_orientation().
B eé Tene nposepAeTcA OpUeHTaLMA B NPOCTPAHCTBE M, B 3aBUCMMOCTMN OT Hanpasne-
HUA ABUMKEHWA, NepeBopavYMBaETCA BIEBO WM BNPABO AN KOPPEKTHOro oTobpake-
HUA ABUXKEHUA (0OBEKT NOBEPHYT NINLOM K LLenNn).

ion() - global_position

te.flip_h:

ectio H d_sprite.flip_h:
animated_sprite.flip_h = fal

PucyHoK 1. — dyHKuuum chase() n update_sprite_orientation()

Cneaylowmm warom peannsaumm ctaHosatca ¢yHKkumMmM _on_PathTimer_timeout()
n _get_path_to_player(), npeactaBneHHble Ha pucyHKe 2. B Tene nepsoit GyHKUMM
npoBepAeTcs, cylecTByeT i 06beKT player(urpok). Ecnm aa, To Bbi3biBaeTcA GyHKLMA
_get_path_to_player(), KoTopasa ycTaHaBAMBaeT NO3ULMIO UTPOKA B KAYeCcTBe LeseBom
NoO3NLWUM ANA NEPEMELLEHMA K HEMY, MHAYe TaMMepP OCTaHAB/IMBAETCA U ABUNKEHUE
npekpauiaetcs (ycTaHaBAMBaeTcA B Hy/ieBoe HanpasneHue — Vector2.ZERO).

func _on_PathTimer_timeout() -> void:
if is_instance_valid(player):
_get_path_to_j ()

else:

PUCYHOK 2. — ®DyHKLUM
_on_PathTimer_timeout()
n _get_path_to_player()

path_timer.stop()

mov_direction = Vector2.ZERO

func _get_path_to_player() -> void:

navigation_agent.target_position = player.position
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BbiBog,. A3bik GDScript cxox ¢ Python, noatomy nérok B ocBoeHUM 1 No3BonAeT
6bIcTpO pa3pabatbiBaTb NPOrpammHble NPOAYKTbI. Micxoaa U3 3Toro, BUAHO, YTO CO34aTb
anNropuTm nNpecnenoBaHUA Ha ABUXKKe 040 A0BOIBHO NPOCTO.
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