Icnonb3oBaHMe
MHCTPpYMeHTapuma Godot Engine
01A pelweHna 3aaa4 reMMmaesa

CrenaHeHKo ApTem Kupunnnosuny

NHCTUTYT MHPOPMALMNOHHbIX TEXHONOTUN U TEXHO/IOTUYECKOTO
obpa3oBaHmA

4 KypcC



AKTYa/IbHOCTb

3aknto4yaeTcs B noTpebHocTn bonblioro Konunyecrtsa IT-cneunanmncros,
3aHUMaIOLLIMXCA CO30aHMEM KOMMbIOTEPHbIX UTP, MOCKOJIbKY

NnocTeNeHHO pa3paboTKa KaxKaon BUAEOUTPbl CTAHOBUTCA MACLLUTAOHbIM
npoLeccom



[lpeameT nccnegoBaHUA

Godot Engine — oanH 13 HOBbIX UTPOBbLIX ABUKKOB, KOTOPbIA UMEET
bonbline nepcneKkTmBbl pa3BuTUa 6iarogapa cBoen AOCTYNHOCTHU



Lenb

Pa3paboTka AEMOHCTPALMOHHOMN BEPCUN KOMMbIOTEPHOMU UTPbI C
NMOMOLLLbIO MHCTPYMeHTapua Godot Engine



SENER]Y

1. letanbHO NpopaboTaTb CIOMKET N NEPCOHAXKEN KOMMNbIOTEPHOW UTPbI.

2. MpoaymaTb naeto, Kak urpa Aon*KHa NPOXOAUTLCA U HA KaKue

YPOBHMU (r/1aBbl, MMUCCUKN) OHA byaeT pa3aeneHa.

3. PaspaboTaTb An3aH NepCcoHaXKeM U OKPYKEHUSA, 3BYKOBbIE

3P PeKThI.

4. PeannsoBaTb naeu Urpbl C NOMOLLbIO UTPOBOTrO ABUMKKA.



[NaBHble COCTAaBAAIOLWME KOMMBbIOTEPHbIX UMP

1) WUrpoBas mexaHuKa
2) WUctopwus
3) XyOoXeCTBEeHHbIN CTUb

4) TexHonorus



CYLLHOCTb UTPOBbIX ABUMKKOB

[1aHHbIE NHCTPYMEHTAPUM CYLLECTBEHHO YNPOLLLAIOT NPOU3BOACTBO
BUOEOUTP N NpeacTaBnatoT n3 ceba Habopbl bMBAMOTEK, KOTOpbIE
noaaepXunBaroT paboTy ¢ rpadunyeckomn, 3ByKoBon U GU3NYECKOMU
COCTAB/IAOLEN CO34aBAEMOro NPOAYKTa, YNpaBieHUEM C NMOMOLLbIO
YCTPOMCTB BBOAA AAaHHbIX, MCKYCCTBEHHbIM UHTENINIEKTOM,
MHTEPPENCOM, a TaKKe CeTEBbIMU 31EMEHTAMM



OcHoBHble PyHKUMM Godot Engine

co3gaHue 2D- u 3D-urp;

3KCNOPT NPOEKTOB HAa MHOXECTBO UFPOBbIX N1AaTGOPM;
nogaeprkka paboTobl € A3biIKamum nporpammmpoBaHmna C# n C++;
Haan4me cneumanbHOro CKPUNToBoro A3bika GDScript;

paboTa co cueHamMn 1 y3namm;

HaAnuYmMe BCTPOEHHbIX PeaaKTopoB A5 PaboTbl C aHUMALMUAMU U
3BYKOM;

BO3MOXXHOCTb BHeApeHMA HOBOTro GyHKLMOHANA C MOMOLLbIO
MOAYNEN;
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KOHLENT BTOPOro ypoBHA BUAEOUTPbI
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CKPUHLLOT KOMMbOTEPHOW UTPbI

LifePath (DEBUG)
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