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Co3nanme urpol Breakout na urposom asuxke Godot

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHo#l crathe omucaH mpoliecc co3nanusi urpsl Breakout B xkaHpe apkaaa Ha
urpoBoM aBmxke Godot. B mporecce paboTsl ncmoib3oBaiack mporpamma Godot
Uil co3maHusi rpadudeckoro wuHTEpdeiica (MrpoBble OOBEKTHI, WIPOK, Ms,
KUPIHUYK), U HaMKCaH KoJ mporpamMMmbl Ha sizbike GDScript. Pesynbratr paboTh! -
urpa Breakout Ha urpoBom naBuxkke Godot.

Kawuesbie ciioBa: Godot, kommnberotepHas urpa, Breakout, apkaanas urpa.

Creation of Breakout game with the Godot game engine

Cherkashin Alexander Mihailovich
Sholom-Aleichem Priamursky State University
Student

Abstract

This article describes the process of creating the game Breakout in the arcade genre
on the Godot game engine. In the course of work, the Godot program was used to
create a graphical interface (game objects, player, ball, bricks), and the program
code was written in the GDScript language. The result of the work is the game
Breakout on the Godot game engine.

Keywords: Godot, computer game, Breakout, arcade game.

1 BBenenne

1.1 AxkmyanvHocms ucciedosanus

JlaHHasi cTaThsi OMMCHIBAET BO3MOXKHOCTH co3/1aHusi urpbl Breakout Ha
urposoM nBxkke Godot, B xaHpe apkanga. Beibop urposoro asuxka Godot ass
pa3pabOTKu UTPphl OOYCIOBJIEH TEM, YTO ATO OJUH M3 CaMbIX JIETKUX U OBICTPBIX
UTPOBBIX JBWXKKOB Moj juiieH3ued MIT (iIuieH3uss OTKPBITOTO U CBOOOHOTO
POrpaMMHOr0 oOecredyeHus), KoTopblid pa3padarbiBaercst coodiectBoM (Godot
Engine Community.

1.2 Ilens uccneoosarus

Llenwro paboTh! siBHsieTcst pazpaboTka urpsl Breakout B skanpe apkana.

1.3 Ob630p uccrneoosanuii

B pa6ote K.E./lnm, WL.IT Tun OIPELEIIAIOT IICUXOJIOTUYECKYIO CIIOKHOCTD
W YCWIMBAIONINE XapaKTePUCTUKH oOpas3iia caMoi TOMyJIspHOW apKaJaHOU
BUJICOUTPBI, TIOJIOBBIE PA3JIUYUsl B UTPOBOM COJICP>KaHUU U KIIMEHTA, U OMUCHIBAET
COI[MATBHYI0O  CTPYKTYPY  KIHEHTOB  HWIPOBBIX  aBTOMATOB,  OMpEAEseT



[Toctymar. 2023. Nel ISSN 2414-4487

HEMPEABUACHHBIC OOCTOATENHCTBA B3aUMOJCHCTBUS MEXIy JIIOJABMH B HWrpax,
3HAYCHHE COJICPKAHUE UTP ¢ 0COOBIM BHUMaHUEM K HacHIIHIO [1].

C.B.JIéMHUHOB omuChIBAaET MpoIiecC pa3padOTKKU UTphI-IIaTGopMepa B cpejie
Godot Engine [2].

C. ApHomo pa3pabaTbiBaeT W MNPOEKTUPYET BHUIECOUTPY Iuiatpopmepa c
ucnionbzoBanueM Godot Engine. Bupeourpa HazpiBaeTcs «OXOTHHK 3a
MOHETaMu», B KOTOPON UTPOKU YIPABIISIOT MEPCOHAKEM MO0 UMEHHU biaH, 4To0b
cobupaTh MOHETHI, Pa30pPOCaHHbIE B OT/IaJICHHOM Jiecy [3].

2. PaGoumii npouecc

B crarpe ucnonn3yercs mporpamma Godot Bepcus 3.5.1.

MpI co3nanu HOBBIN MpoeKT U Ha3Bamu «Game Breakouty.

Komnreiotepnas urpa «Game Breakout» mpencrasnsieT apkaaHyio Urpy, Tae
MSY [IEPEMEILAETCs 1O CTOJKHOBEHUS CO CTEHOM (Kpasi SKpaHa) WIM KUPIUYOM, U
OTCKaKkuBaeT OT mpensTcTBUs. Llenb urpsl pa3ouTh Bce KUPIUYHM, HE JOMYCTUB
NOMAaJaHus Msiua B I0JI, IO JIOCTHKEHUIO 1IeJIM Urpa 3aBepiiaercs (puc 2.2), eciu
UTPOK HE MONMa MY, MsI4 [IONAIaeT B MOJ, UTPOK TEPSIET KU3Hb.

Pucynok 2.1. UrpoBoii nporiecc

B npaBom yriy skpaHa BBIBOJUTCS OCTaBLIEECS KOJIUYECTBO <(GKUZHEI,

BpeMsI UTPbI, KOJIMYECTBO Pa30OUTHIX/CKOJBKO OCTAJIOCh pa30UTh KUpIUYEH (puc
2.1).
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Pucynok 2.2. Urpa 3akoH4mIIach ¢ moOe bl

B pabGore, Mbl u3MeHWIM HacTpouiku mpoekrta, «Mmena crnos» — «2D
®uszukay (tabmuna 1), «llpunoxkenue» — «3amycTUTh» B cBoMcTBa «I JlaBHas
cueHa» yctaHoBwin 3HaueHue «res://Level/Level 0.tscny. «/lucmneit» — «OKkHO»
B cBoiicTBa «IlonmukcenbHas MpoO3pavyHOCThY» YCTaHOBIEHO «Pa3pemeno» Ha Bkii.

«ducnnen» — «OxkHO» — «PacTtsxenue» — «Pexum» ycranosieHo Ha 2d.

Tabmuua 1. Umena cinog mis 2D dusnka

Hazpanue Nwms
Layer 1 Static
Layer 2 Kinematic

Tabnuna 2. daiinoBasi CTPYKTypa JaHHBIX, JIJII UTPOBOTO MPOEKTA

I1yTh Onucanue

/.import Karasor ¢aitisl uMopra
/Asset Karayor koHTeHTa
/Asset/Texture Karajor TekcTypbl

/Asset/Texture/Ball.png

Pucynok «Msiu»

/Asset/Texture/Brick.png

Pucynox «xupnua»

/Asset/Texture/Brick_broken.png

PUCYHOK «pa30UThIM KUPITHYY

/Asset/Texture/Clock.png

PucyHnok «4acen»

/Asset/Texture/Paddle.png

PucyHnok «Becno»
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/icon.png

3Ha4yoK IMPHUIIOKCHUA

/Level

Karainor cuenst

/Level/Level 0.tscn

I'maBHas ciieHa

/Object Karajor o0bekTa
/Object/Brick_Red.tscn OOBEKT «KUPTIHY»
/project.godot daiin npoekra

/Script Karajor ckpurra
/Script/Ball.gd CKpUIT «Ms9»
/Script/Brick.gd CKpUIIT «KUPITAD»
/Script/Hud.gd Ckpunt «Hud»
/Script/Level_0.gd CKpUIIT 17151 TTIaBHBINA ClieHa
/Script/Player.gd Ckpunt «1rpok»

Pucynok 2.3UrpoBoit KOHTEHT «4achly, «Pa3OUTHIA KUPITHI, «MSU», «BECIO»

Paszpaboranu kontent (puc 2.3), ucnonn3ys nporpammy Inkscape.

Cozmammu 2D

cueny u HazBaiu «Level O» wu
«/Level/Level 0.tscn» (puc 2.4).

coxpaHwiu  (aiin

B 3Ha4OK NpUII0KEHNS YCTAHOBUIIM PUCYHOK «Pa3OUTBIN KUPITUY.
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Pucynoxk 2.4 Ilycrasa 2D cuena

B cuene «Level 0» no0GaBuii MHOXECTBO OOBEKTOB Pa3HBIX THUIIOB H
pacnoyioKWIM Mo nopsaky (puc 2.5), u B (tabmuie 3) mpelcTaBlieH IMOJTHBIN
CIIUCOK J00aBJIeHHBIX 00bEeKTOB B ciieHe «Level O».
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Pucynok 2.5 Ctpykrypa cuensl «Level 0»

Ta6nuna 3. Ctpykrypa criensl «Level 0»

[TyTh Tun Onucanune

Level O Node2D Kophesas criena
/Timer Timer Taitmep

/Player KinematicBody2D Urpox

/Player/Paddle Sprite PucyHok «Becio»
/Player/CollisionShape2D CollisionShape2D O01aCTh CTOJIKHOBEHHMS
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/Ball

KinematicBody2D

My

/Ball/Ball

Sprite

Pucynok «Msu»

/Ball/CollisionShape2D CollisionShape2D ObmnacTb CTOJIKHOBCHWSI
(«Mstu»)

/Wall StaticBody2D CreHa

/Wall/CollisionShape2D CollisionShape2D Oo6mnacThb CTOJIKHOBCHHSI

(J1eBast cTeHa)

/Wall/CollFloor

CollisionShape2D

Ob6nactp CTOJIKHOBEHHS
(HUKHSSI CTEHA)

/Wall/CollisionShape2D3

CollisionShape2D

Oo0Onactb CTOJIKHOBEHUS
(npaBas cTeHa)

/Wall/CollisionShape2D4

CollisionShape2D

Oo0Onactb CTOJIKHOBEHUS
(BEpxHssl CTEHA)

/Hud CanvasLayer Hutepodeiic «Hud»

/Hud/Cont VVBoxContainer BeptukansHoe
BbIpaBHMBAHHC

/Hud/Cont/AspectRatioConta | AspectRatioContainer |ITpo6en

iner

/Hud/Cont/p_ball

PanelContainer

[Tanens KOHTEWHEPA

/Hud/Cont/p_ball/Cont

HBoxContainer

['opusoHTanbHOE
BBIPABHUBAaHUE

/Hud/Cont/p_ball/Cont/Tex

TextureRect

OO6nacTb pucyHka

/Hud/Cont/p_ball/Cont/Label

Label

O0aacTh Texkcta « Mstuy» Ui
oT4UeTa KOJIMYECTBO
JIOCTYIHBIX «Msu».

/Hud/Cont/p_ball/Cont/Aspe
ctRatioContainer

AspectRatioContainer

[TpoGen

/Hud/Cont/AspectRatioConta
iner2

AspectRatioContainer

[TpoGen

/Hud/Cont/p_brickBroken

PanelContainer

[Tanens koHTEMHEpA

/Hud/Cont/p_brickBroken/C |HBoxContainer ["opu30HTAIBHBIN

ont BBIPaBHUBAHUA
/Hud/Cont/p_brickBroken/C | TextureRect O0nacTh pUCyHKa

ont/Tex

/Hud/Cont/p_brickBroken/C |Label O0macTh TEKCTa «Pa3OUTHII

ont/Label

KUPITUD.

/Hud/Cont/p_brickBroken/C

AspectRatioContainer

[Tpoben
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ont/AspectRatioContainer

/Hud/Cont/AspectRatioConta
iner3

AspectRatioContainer

[TpoGen

/Hud/Cont/p_time

PanelContainer

[Tanens KOHTEWHEPA

/Hud/Cont/p_time/Cont HBoxContainer ["opu3oHTaIBHOE
BbIpaBHNBAHHC

/Hud/Cont/p_time/Cont/Tex |TextureRect OO6nacTp puCyHKa

/Hud/Cont/p_time/Cont/Labe |Label OOmacTh TEKCTa «BpeMs

I UTPBD).

/Hud/Cont/p_time/Cont/Aspe | AspectRatioContainer |ITpo6Gein

ctRatioContainer

/Hud/PanelContainer PanelContainer OxHO

/Hud/PanelContainer/GridCo | GridContainer Tabnuia

ntainer

/Hud/PanelContainer/GridCo | AspectRatioContainer |ITpo6ein

ntainer/AspectRatioContaine

;

/Hud/PanelContainer/GridCo | AspectRatioContainer |ITpo6ein

ntainer/AspectRatioContaine

r2

/Hud/PanelContainer/GridCo | AspectRatioContainer |IIpo6en

ntainer/AspectRatioContaine

r3

/Hud/PanelContainer/GridCo | AspectRatioContainer |IIpo6en

ntainer/AspectRatioContaine

r4

/Hud/PanelContainer/GridCo | VBoxContainer BeprukanpHoe

ntainer/VVBoxContainer BBIPAaBHUBAHHC

/Hud/PanelContainer/GridCo | Label 3aroj0BoK

ntainer/\VVBoxContainer/Labe

I

/Hud/PanelContainer/GridCo | TextureRect PucyHok mozazaroyioBka

ntainer/\VVBoxContainer/Text
ureRect

/Hud/PanelContainer/GridCo
ntainer/\/BoxContainer/p_bri
ckBroken

HBoxContainer

I'opuzoHTasBEHOE
BbIPABHUBAHUE

/Hud/PanelContainer/GridCo

TextureRect

Pucynox

«Ppa3oUTHIHA
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ntainer/\VVBoxContainer/p_bri
ckBroken/Tex

KUPIIUI»

/Hud/PanelContainer/GridCo
ntainer/\VVBoxContainer/p_bri
ckBroken/Label

Label

TekcToBOe mMOjJE, CYECTUYUK
«pa3OUTBIX KUPIUYECH.

/Hud/PanelContainer/GridCo
ntainer/\VVBoxContainer/p_ti
me

HBoxContainer

I'opusoHTanbHOE
BBIPABHUBAHHE

/Hud/PanelContainer/GridCo | TextureRect Pucynox «Bpewms urpbi»
ntainer/\VVBoxContainer/p_ti

me/Tex

/Hud/PanelContainer/GridCo | Label TekcroBoe moise, «Bpems

ntainer/\VVBoxContainer/p_ti
me/Label

HUI'PBD).

/Hud/PanelContainer/GridCo | AspectRatioContainer |IIpo6en
ntainer/VVBoxContainer/Aspe

ctRatioContainer6

/Hud/PanelContainer/GridCo | Button Kuonka «IIpoa0IKHTH
ntainer/\VBoxContainer/b_res Urpy».

ume

/Hud/PanelContainer/GridCo |Button Knonka «Ilepe3amycTuth
ntainer/\VVBoxContainer/b_res Urpy».

tart

/Hud/PanelContainer/GridCo |Button Knornka «BoIxon Ha

ntainer/\VVBoxContainer/b_ex
it

paboueil cTom.

/Hud/PanelContainer/GridCo
ntainer/AspectRatioContaine
ré

AspectRatioContainer

[Tpoben

/Hud/PanelContainer/GridCo
ntainer/AspectRatioContaine
r7

AspectRatioContainer

[Tpoben

/Hud/PanelContainer/GridCo
ntainer/AspectRatioContaine
r8

AspectRatioContainer

ITpoGen

/Hud/PanelContainer/GridCo
ntainer/AspectRatioContaine
rs5

AspectRatioContainer

ITpoGen
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Jluctunr 2.1. Cxpunrt «Level 0.gd» 3akperennsiit 00bekT «Level 0»

1 |extends Node2D

2

3 |export var balls = 3;

4 |export var brickBroken = 0;

5 |var timeGame = 0;

6 var _status_game =0

7 const GAME_PLAY =0

8 const GAME_OVER =1

9 const GAME_WIN =2

10

11 |export var el_brick = preload(*res://Object/Brick_Red.tscn");

12 |export var gen:Vector2 = Vector2(16, 12)

13 |export var bricks:int = 0; #16 * 12;

14 |func _ready():

15 var b_size:Vector2;

16 var coord:Vector2;

17 var brick:Node2D

18 var tex:Texture;

19 var tex_gradient:Gradient;

20

21 for i in range(gen.x):

22 for j in range(gen.y):

23 self.bricks += 1,

24 brick = el_brick.instance()

25 brick.scale /= 2.0;

26 brick.live = 1

27 b_size = brick.get_node("Brick™).get_rect().size * brick.scale

28

29 coord.Xx =b_sizex *i*2.0+ 32

30 coord.y = b_size.y *j* 2.0 + 28;

31 brick.position = coord;

32

33 tex = brick.get_node("Background").texture.duplicate()

34 tex_gradient = tex.gradient.duplicate()

85 tex.gradient = tex_gradient

36 brick.get_node(""Background").texture = tex

37

38 tex_gradient.set_color(0, Color.from_hsv(float(j) / 12, 0.8, 0.8, 1.0))
39

40 add_child(brick)

41

42 self.update_hud()

43

44 | func dec_defeat():

45 if (self._status_game == GAME_PLAY):

46 self._status_game = GAME_OVER

47 $Hud/PanelContainer.visible = true

48 self.get_tree().paused = true

49 $Hud/PanelContainer/GridContainer/VBoxContainer/Label.text = "Game over"
50 $Hud/PanelContainer/GridContainer/\VVBoxContainer/b_resume.visible = false
51

52 $Hud/PanelContainer/GridContainer/VVBoxContainer/p_brickBroken.visible = true
53 $Hud/PanelContainer/GridContainer/\VBoxContainer/p_time.visible = true
54

55 | func dec_win():

56 if (self._status_game == GAME_PLAY):

57 self._status_game = GAME_W!IN

58 $Hud/PanelContainer.visible = true

59 self.get_tree().paused = true

60 $Hud/PanelContainer/GridContainer/\VVBoxContainer/Label.text = "Level completed”
61 $Hud/PanelContainer/GridContainer/\VBoxContainer/b_resume.visible = false
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62

63 $Hud/PanelContainer/GridContainer/\VVBoxContainer/p_brickBroken.visible = true

64 $Hud/PanelContainer/GridContainer/\VVBoxContainer/p_time.visible = true

65

66 |func update_hud():

67 $Hud/PanelContainer/GridContainer/\VBoxContainer/p_brickBroken.visible = false

68 $Hud/PanelContainer/GridContainer/\VVBoxContainer/p_time.visible = false

69

70 if (self.balls >= 0):

71 $Hud/Cont/p_ball/Cont/Label.text = str(self.balls);

72 $Hud/Cont/p_brickBroken/Cont/Label.text = str("{0} / {1}".format([self.brickBroken, self. brlcks]))

73 $Hud/PanelContainer/GridContainer/\VBoxContainer/p_brickBroken/Label.text

74 | $Hud/Cont/p_brickBroken/Cont/Label.text

75 if (self.balls < 0):

76 self.dec_defeat()

77 if (self.brickBroken >= self.bricks):

78 self.dec_win()

79

80 |[func b_resume_press():

81 get_tree().paused = false

82 $Hud/PanelContainer.visible = false

83

84 |func b_restart_press():

85 get_tree().reload_current_scene()

86 get_tree().paused = false

87 $Hud/PanelContainer.visible = false

88

89 |func b_exit_press():

90 get_tree().quit()

91

92 |func Timer_update():

93 self.timeGame += 1,

94

95 var seconds = self.timeGame % 60

96 var minutes = self.timeGame % 3600 / 60

97 var str_elapsed = "%02d : %02d" % [minutes, seconds]

98

99 $Hud/Cont/p_time/Cont/Label.text = str_elapsed

100 $Hud/PanelContainer/GridContainer/VVBoxContainer/p_time/Label.text = str_elapsed
Jluctunr 2.1. I'naBHbIi 00pabOTYHK CLICHBI.
Crpoxka 3. [lepemennas «balls», KOIMYECTBO TOCTYMHBIX «MSTUEH».
Crpoxka 4. [lepemennas «brickBrokeny, cueTunk pa3OUTBHIX «KUPIUYEI».
Crpoka 5. [lepemenHas «timeGamey, BpeMsl MPOJAOIKUTEIIbHOCTH UTPHI.
Crpoxka 6. [lepeMeHHas «_status game», COCTOSIHUE UTPHI.
Crpoka 7. Koncranta «GAME PLAY», pexxum Urpsl.
Crpoka 8. Koncranta «GAME OVER», coctossHue mnopakeHusi (KOHeI

UTPBHI).

Crpoka 9. Koncranta « GAME WIN», cocTostnre mo0esi.
Crpoxa 11. 3arpyxkaet pecypc «/Object/Brick Red.tscn» 00beKT «Kupmiay.
Ctpoka 12. IlepemeHHass «gen», KOJIMYECTBO MO sYEHKaM [JIs CO3JaHMS

00BEKTa «KUPITAYY.

Crpoka 13. Ilepemennas «bricks», KOMMYECTBO OOBEKTOB «KUPIUY» Ha

CIICHC.

Crpoka 15 — 40. Cozziaet 00BEKTOB «KUPIUY» 10 SUCHKaM.
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Crpoka 15. [lepemennas «b_sizey», pazmep 00beKTa «KUPIHD.

Crpoxa 16. [lepemennas «coordy», pacnonoxeHne 00beKTa «KUPIAY.

Crpoka 17. Ilepemennas «brick», 3xk3eMILIsIp 00bEKTa «KUPITAYY.

Crpoka 18. [lepemenHas «tex», TEKCTypa 00bEKTa «KUPITHY».

Crpoka 19. Ilepemennas «tex gradient», oOBEKTHBIH TIpagueHT OOBEKTa
CKUPIUDY.

Ctpoka 21 — 22. Utepaius no siaeikam.

Ctpoxka 23. CyMMHpYET KOJTMYECTBO CO3TAHHBIX OOBEKTOB «KUPITUIY.

Crpoka 24. Coznaet 3k3eMIUIsp 00BbEKTa «KKHUPITU.

Crpoka 25. YMeHbIIIaeT 00bEKTa «KKUPIUY» B ABA pa3a.

Ctpoxa 26. 3amaem nmepeMeHHoO# «live» 3HaueHne 1 s 00beKTa «KHPIIAD.

Ctpoxa 27. [Tomy4qaem pa3zmep 00bEKTa «KAPITUIY.

Crpoka 29 - 31. Beruucisier pacnoioKeHHe 00bEKTa «KKUPITHY».

Crtpoxka 33 - 34. JlenaeT cBA3b 00BEKTA TEKCTYpa U TPAAUEHT YHUKAIbHBIM
JUTS1 OOBEKTA «KUPITUY.

Crtpoxa 38. 3MeHsieT IBET 00BEKTa «KUPITAYY.

Crtpoxa 40. Jlo6aBisieT 3K3eMIULIp 00bEKTa «KUPITHY» B CIIEHY.

Crpoka 44 u 55. @yHKUMS U3MEHSIET COCTOsSIHME UTphl. [lociae n3MeHeHue
COCTOSIHUE WTPbl Ha TOOEMy WM MOPAKEHUE, CKPHIBAET KHOIKY «IIPOJOJIKUTH
(ctpoka 50 m 61), oToOpaxkaeT craTHCTUKY (cTpoka 52 — 53 u 63 — 64),
U3MEHAET TeKCcToBoe motie (cTpoka 49 u 60), ycraHaBnuBaeT nay3y (ctpoka 48 u
59), otoOpaxaer oOkHO MeHIO (cTpoka 47 u 58), U3MEHSET MEePEeMEHHYIO
«_status_game» (cTpoka 46 u 57).

Crpoka 66 - 73. O6noBasieT unrepdeiic Hud.

Crpoka 74 — 77. IIpoBepsieT yCIOBHS UIPHI, U IIPU BBIIIOJIHEHUS YCIOBUS,
U3MEHSIET COCTOSIHUE UTPHI.

Crpoka 79 — 81. KHoImKa «IpOogoIKUTEY, TPOAOIKAET UTPY.

Crtpoxka 83 — 86. Knomnka «Ilepe3amyctutby, mepe3anyckaeT urpy.

Ctpoxa 88 — 89. KHomnka «BbIX0/1», 3aBEPIIAET UTPY, BHIXOIUT HA pabounii

CTOJI.
Crtpoka 91 — 99. Cuuraer Bpemsi UTPbl B CEKYHJIaX, BEIBOAUT B (opmMare
MM:CC.

B Tabmuue 3, oobexThl «/Bally» u «/Wall» nobasunu B rpynmy «Ball» u
«Wally.
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Paddle

® sprite

Pucynoxk 2.6 [Tanens cBoicTB 17151 00bekTa «/Player/Paddle»

O0bexThl «/Player/Paddle» u «/Ball/Bally, pasmepom «Scale» Obiu 3agaHbl
c koopauHatamu (x: 0.189655, y: 0.189655) u (x: 0.137931, y: 0.137931).
Tekctypa «Becino» u «msia» (puc 2.6).

Y oboux o0bekToB «/Player» u «/Ball» Obl1 3agaH ciioil CTOJIKHOBEHUS
«collision», «layer», «mask» 1 u 2 BKIOYHUTEIBHO. 3aJaHbl KOOPIUHATHI
«Transform — Position» (x: 488, y: 576) u (x: 504, y: 416).

O0bekTy «/Timer» 3amaHo 3HaueHHe «autostarty Ha True, U ycTaHOBIIEH
curHai «timeout» — k 00bekTy «Level 0» B metone «Timer updatey.

Mpbl HapucoBaJid TIpaHUIBI B KpasxX OdKpaHa, o0bekT «/Wall» s
IPEIOTBPAIICHHS BHUIIETOB 00BEKTA «MsI» 3a MPEeIbl MPOCTPAHCTBA dKPaHa.
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Jluctunr 2.2. Cxpunt «Ball.gd» 3akpennennsiit 00bexT «/Bally

1 |extends KinematicBody2D

2

3 |export var speed:Vector2 = Vector2(350, 200);

4 |export var dir_speed:Vector2 = Vector2(-1, -1);

5 |export var acceleration:float = 8;

6 |export var vel:Vector2 = Vector2(0, 0);

7 |export var snap:Vector2 = Vector2.ZERO;

8 |export var dir_up:Vector2 = Vector2.UP

9 |export var stop_on_slope:bool = false

10 |export var floor_max_angle:float = deg2rad(45.0)

11 |export var def_pos:Vector2;

12

13 |func _ready():

14 self.def_pos.x = ProjectSettings.get_setting(*'display/window/size/width") / 2
15 self.def_pos.y =416

16

17 |func _physics_process(delta):

18 vel.x = vel.linear_interpolate(dir_speed * speed, acceleration * delta).x
19 vel.y = vel.linear_interpolate(dir_speed * speed, acceleration * delta).y
20

21 vel = move_and_slide_with_snap(vel, snap, dir_up,

22 stop_on_slope, 4, floor_max_angle, false)

23

24 var a:float

25 var coll:KinematicCollision2D

26 var c:Vector2

27 for i in get_slide_count():

28 coll = get_slide_collision(i)

29 ¢ = coll.normal.round();

30 if coll.collider && coll.collider is RigidBody2D:

31 coll.collider.apply_central_impulse(-coll.normal * vel.length() / 100.0)
32 ifcx1=0:

33 dir_speed.x = c.X;

34 ifcy!=0:

85 dir_speed.y = c.y;

36

37 if (coll.collider.name == "Player"):

38 a = (coll.position - coll.collider.position).x;

39 ifa<o:

40 a=a-ceil(a);

41 else:

42 a=a- floor(a);

43 dir_speed.x = sign(a);

44 dir_speed.y -= abs(a);

45

46 if (coll.collider.is_in_group("Wall") and coll.collider_shape.name == "CollFloor"):
47 self.dir_speed = Vector2(0, 0);

48

49 self.visible = false

50 self.position = self.def pos;

51 get_viewport().get_node("Level 0").balls -=1;

52 get_viewport().get_node("Level_0").update_hud();
53

54 yield(get_tree().create_timer(1.0), "timeout")

55 self.visible = true

56 self.dir_speed = Vector2(-1, -1);

57 break;

JIuctunr 2.2. [lepemennsie npeacTaBieHs B Tadauie 4, B crpokax 3 — 11.
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Tabnuna 4. [lepemens 11 nuctunra 2.2

Ha3zBanue Tun 3HayeHue Onucanue

speed Vector2 (350, 200) MakcumanbHas
CKOpOCTh

dir_speed Vector2 (-1, -1) Hampagienne
CKOpPOCTH

acceleration float 8 YckopeHue

vel Vector2 (0, 0) Tekymiast CKOPOCTb

snap Vector2 (0, 0) BexTop npuBsizku k
3emiie

dir_up Vector2 0, 1) Hampagienue
BEKTOpA BBEPX

stop_on_slope bool false CrosaTh 110
CKJIOHAM.

floor_max_angle |float deg2rad(45.0) MaxkcuMabHBIN
yTOJl IpU KOTOPOM
TEJIO CUUTAETCS
MOJIOM WIH
MTOTOJIKOM.

def _pos Vector2 (0, 0) Pacmonoxxenue
Tena o
YMOJTYaHHUIO.

Crpoxku 14 — 15 ycranaBmuBator «def pos» HavanbHOE 3HAYCHHE,
PaCIOJIOKEHHE JITIST OOBEKTA «MSTU.
Ctpoku 18 — 19 BBUMCIAIOT JIMHEWHYIO HMHTEPIONSIIO «vely mexmy

dir_speed * speed oTrHOocutenbHO acceleration * delta, momydueHHOE BBIYHCIICHUE
U3MEHSIET IepeMeHHYO0 vel.

Crpoka 21 mepemMeniaer Teno «Ms4» C 3aJaHHOW CKOPOCThIO «vel» 1o
pa3IMYHBIM CKJIIOHAM.

Crpoka 27 nepebupaeT CIUCOK CTOJKHYBIIHMX TEJl.

Crpoka 29 mostygaeM BEKTOP HalpaBJEHUs CTOJKHOBEHUS TEJIA «MSIU».

Crpoka 31 «MsY» TOJKAET CTOJKHYBUIEECS TEIIO.

Crpokn 32 — 35 oTpaxarT CKOPOCTb HANpaBJIEHUS «MS4» MOCIe
CTOJIKHOBEHHSI.

Crpoka 37 mpoBepseT 00bEKT CTOJKHOBEHHS «BECIION.

Crpoka 38 BeuuTaer «coll.position» (TOuka CTOJIKHOBEHHE) MEXKIY
«coll.collider.position» (pacnosiokeHHEe 00BEKTA «BECI0») MO OCHIO X.
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Pucynok 2.7. HanpaBieHust IBUKEHUIN «MsSIY» MOCIIE CTOJIKHOBEHUS ¢ 00bEKTOM

«BCCIIO»

Crpoku 39 — 42 nepemeHHas «a» nonydaet 3HaueHue ot 0 1o 1.
Ctpoku 43 — 44 BBIYUCISIIOT HaMpaBJieHUE JABMKEHUS 00BEKTa «MsIu» (pUcC

2.7).

CTpOKa 46 onpcaAciiCT CTOJKHOBCHHC 00BEKTa «MSY» CO CTEHOH U

ONpCACIIACT ABJISICTCA JIM CTCHA ITOJIOM.

Crpoku 47 — 57 mocie CTOJKHOBEHHUSI 00BEKTA «MSIU» C TMOJIOM, BEIYUTAET

KOJIMYECTBO OCTABIIUXCS «MSIUCI.

JIuctunr 2.3. Ckpunt «Player.gd» 3akpennennsiii 00bekT «/Player»

©o0o~NO Ok WN PR

extends KinematicBody2D

export var gravity_force := 100.0
export onready var gravity = (ProjectSettings.get_setting("'physics/2d/default_gravity") * gravity force)
export onready var gravity dir = (ProjectSettings.get_setting("physics/2d/default_gravity vector") * gravity)

export var speed:Vector2 = Vector2(500, 400);
export var dir_speed:Vector2 = Vector2(0, 0);
export var acceleration:float = 8;

export var vel:Vector2 = Vector2(0, 0);

export var snap:Vector2 = Vector2.ZERO;

export var dir_up:Vector2 = Vector2.UP

export var stop_on_slope:bool = false

export var floor_max_angle:float = deg2rad(45.0)

export var mouse_pos:Vector2 = Vector2(0.0, 0.0)
func _ready():
self.mouse_pos.x = ProjectSettings.get_setting("display/window/size/width™) / 2

func _input(event):
if event is InputEventMouseMotion:
self.mouse_pos = event.position

func _physics_process(delta):
var pos_X = mouse_pos.x - self.position.x
speed.x = max(10, abs(pos_x * 10.0));
dir_speed.x = sign(pos_x) * sign((max(20, abs(pos_x)) - 20) / 20)

if not is_on_floor():
vel += gravity_dir * delta

vel.x = vel.linear_interpolate(dir_speed * speed, acceleration * delta).x
vel.y = vel.linear_interpolate(dir_speed * speed, acceleration * delta).y

vel = move_and_slide_with_snap(vel, snap, dir_up,
stop_on_slope, 4, floor_max_angle, false)
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Jluctunr 2.3. [lepemeHHble npeacTaBieHbl B Tabnuie 4 B ctpokax 7 — 14.

Crtpoka 16 mepemeHHasi «mouse pos» - KOOPAUHATHI Kypcopa.

Ctpoku 20 — 22 monydeHue pacrnoIoKEeHUsI Kypcopa.

Ctpoku 25 — 27 BBIYUCISIOT CJIE0BaHHE O0BEKTA «BECIO» 32 KypCOpPOM
1o ocu X.

Ctpoxu 29 — 30 BBIYUCIISIOT NOMAIaHUE 0OBEKTA «MASTd» B «BECIION.

Ctpoku 32 — 33 BBIUUCIISIOT U TOJTYYaIOT CKOPOCT.

Crtpoku 35 — 36 mepemenaroT Tejio «BECI0» € 3aJaHHON CKOPOCThIO «vely.

O0bexTy «/Hud» 3ameneno coiictBo «Pause Mode» Ha «Processy.

Jluctunr 2.4. Cxkpunt «Hud.gd» 3akperniennslii 00bekT «/Hudy

1 |extends CanvasLayer

2

3 [func _input(event:InputEvent) -> void:

4 if event.is_action_pressed(“ui_cancel”) and $"..". status game ==
$"..".GAME_PLAY:

5 if ($"..".get_tree().paused):

6 $"..".get_tree().paused = false

7 $PanelContainer.visible = false

8 else:

9 $"..".get_tree().paused = true

10 $PanelContainer.visible = true

JIuctuHr 2.4. BeinosHAET nay3y UTPbl U OTKPBITUS OKHA MEHIO.

Crpoka 4 event.is_action_pressed mpoBepsieT HaXKaTue KHOMKH KiiaBuiia Esc
U cpaBHHMBaeT _status game B koHcTante GAME PLAY.

Crpoka 5 npoBepsieT cocTosiHue nay3bl B 00bekTe «Level 0».

Ctpoxka 6 u 9 u3MeHsieT coctosiHue naysnl B 00bexTe «Level 0»

Crpoka 7 wu 10 wu3MEHSET COCTOSHUE OTOOpakKeHHE OKHA MEHIO
«/Hud/PanelContainer.
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Pucynox 2.8. [Tarens cBoiicTBa 151 00BEKTA «/Hud/Cont»

O6nwekty «/Hud/Cont» 3agano coiicTBa «Size», «Anchor», «Position» (Puc

Pucynok 2.9. [1anens cBoiicTB 1151 00bekTa «/Hud/PanelContainer»

O6wekt «/Hud/PanelContainer/GridContainer/VboxContainer» coaepx uT
HECKOJIBKO JTIOYEPHUX OOBEKTOB — 3 KHOIKH «IIPOJOJIKUTEY, IEPE3ayCTUTDH,
«BBIXOJI», BCE UMEIOT CBSI3b CUTHAJIOM BBI30Ba K 00BeKTy «Level O».
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Pucynox 2.10. BeigeneHsbiit 00beKT
«/Hud/PanelContainer/GridContainer/VBoxContainer/p brickBroken/Tex»

I[Iyte  «/Hud/PanelContainer/GridContainer/VboxContainer»  COAEpKUT
CYCTYHKH, KOHEYHBIN Pe3yJIbTaT 3aBEPIICHHBIA WIPbl, 3 KHOIKHU JIEHCTBUS (pHC
2.9).

O6nekty «Label» nonsa Text 3nauenue «0».

[Iyte «/Hud/Cont» comepxuT mnaHenb WHOOPMAlMK CUETYHMKOB CIIpaBa
sKkpana (puc 2.9).

Tabmuna 5. Ctpykrypa ciiensl «Brick Red»

[IyTh Tun Onucanue

Brick_Red StaticBody2D «Kuprmay
/Background Sprite don

/Brick Sprite Texctypa «Kupnna»
/Light2D2 Light2D VIcTOYHHK OCBEIICHHUS
/CollisionShape2D CollisionShape2D O05acTh CTOJKHOBCHHS
[Area AreazD OOGnacthb
/Area/CollisionShape2D?2 CollisionShape2D OO0nacTh CTOJIKHOBEHUS
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Pucynok 2.11. I3mMeHeHne TEKCTYPBl «KUPITHUI»

O6nekT «/Brick» B cBolicTBa Texture 3aad myTh K U300paKeHUIO 00OBEKTa
«xupnua», B Scale 3anano 3nauenue ( x: 2, y: 2).

Pucynok 2.12. 3agaHHo B CBOMCTBE 3HAUYCHHE I'PAJUEHTA, LIBET KPACHBIN JJIs1
obOwekTta «/Backgroundy, a cepriil rpanireHTHBIN 1151 00BEKTA
«Light2D2»

O6nekty «/Light2D2» B cBolictBe Texture 3agaH TUI TpaJUCHT, IBETA JJIs
nepBoil Touku (0.292969, 0.292969, 0.292969, 1) — TemHbIN cepblii, AJi1 BTOPOU
touku (0.894531, 0.894531, 0.894531, 1) — cBemblit cepsiii (puc 2.11 cnpasa). B
nanenn «Light2D» B cBolictBa «Mode» BbiOpaHo «Mix», Shadow — Enabled
3agaHo «Bxmy». Scale 3agano (x: 19, y: 7.125).

Oo6bexT  «/CollisionShape2D» B cBoiictBe  Shape BblOpaH  TuUIl
«RectangleShape2D» wu 3amaHo Extents 3nauenue (608, 228). B o0bekTe
«/Area/CollisionShape2D2» cBoiictBy Extents 3amano 3nauenue ( 684.001, 304 ).

OO0bekty «/Area» 3aman curHan «Area2D — body entered», nyTth B
«Brick Red» Be13piBaeMerilt Mmetosiom «Body entered».

Oo0pvexT «Brick Red» mmeer 3akpemniennbiii ckpunt «Brick.gd» (auctunr
2.4).
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Jluctunr 2.5. Cxkpunt «Brick.gd»

1 |extends StaticBody2D

2

3 |export var live = 3;

4

5 |func coll_break(body):

6 self.live -=1;

7 iIf (self.live <=0):

8 get_viewport().get_node("Level 0").brickBroken += 1;
9 get_viewport().get_node("Level 0").update_hud();
10 queue_free()

11 pass

12

13|func Body_entered(body):

14 if (body.is_in_group("Ball")):

15 self.coll_break(body)

JIuctunr 2.5. Crpoxka 3. Ilepemennas live — KOJIWYECTBO KU3HH OOBEKTa
«KUPIUY», TOCJE yaapa msiya BheUMTaeTCs live mo gocTikeHus: 0, «KUPIAY
yAAIAETCS.

Crpoka 13 ¢yunkius Body entered npunumaeT curnai ot oObekTa «/Areay,
u onpexaensier rtpynny «Bally, BeBbBaeT ¢dynkuoo coll break. Curnan
BBITIOTHSETCS KOT/1a O0BEKT «MSIU» CTATKUBACTCS C OOBEKTOM «KUPITUYY.

Crpoka 5 d¢ynkuus «coll break» BbeimonHsieT npecTBUe pa3OUTHIN
«KUPOUY», BeIUUTAA live, TpoBepseT JOCTIKEeHUs epeMeHHoH live 3nauenus 0.

3 BuiBoabI

B nanHoOl crathe ObLT ommcaH XOJ pa3paOOTKH UIPHI B JKaHpPE apkKajna
Breakout. Pa3pabotan crienapuiit urpbl, moj1o00paHbl pUCyHKHA, UTPOBOM KOHTEHT U
peann3oBaHa MPOrpaMMHasi COCTABIISIONIAS UTPBI.

bubuaunorpagpuyeckuii Cnucox

1. Dill K. E., Dill J. C. Video game violence: A review of the empirical literature
/I Aggression and violent behavior. 1998. T. 3. Ne. 4. C. 407-428.

2. lémunoB C. B. Cosznanue wurpel-tuiatdpopmepa B cpene Godot Engine
//Martepuansl XXII Bcepoccuiickoil Hay4yHO-TPAKTHYECKOW KOH(pepeHIuu
MOJIOZBIX YUYCHBIX, aCIIMPAHTOB U CTYACHTOB, C MCKAYHAPOJIHBIM Yy4aCTUCM B T.
Hepronrpu, nocpsimenHoit 30-netHemMy roOunero TeXHHUYeCKOro HHCTUTYTa
(bumuana) CBOY um. MK Ammocosa. 2022. C. 220-225.

3. Arnomo S. et al. Perancangan game platformer pemburu koin menggunakan
godot engine //Computer and Science Industrial Engineering (COMASIE).
2022. T. 6. Ne. 4. C. 109-117.




