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Co3naHue HEUrpoOBOro NMEPCOHAXKA HA UTPOBOM ABHKKe Godot

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHO¥ cTaThe omucaH IMpOIecC HAMMCAHUE MPOTPAMMBI TTOBEACHUS HEUTPOBOTO
nepconaxka (NPC) ma urpoBom asmwkke Godot. B paGore mcmonb3oBalics S3BIK
nporpammupoBarre GDScript u 00BEKTHI B KOHCTPYKTOpE Urp Ha nBmkKe Godot
st co3nanre HeurpoBoi mepcoHaxxk (NPC) a Takke ObUIO OMUCAHO TMOBEJICHUE
HEUTPOBOTO MepcoHaxa. B pesynbraTe paboThl ObLIT CO37aH HEUTPOBOM MEPCOHAK,
HarnucaHHbIi Ha si3pike GDScript Ha urpoBom aBuxkke Godot.
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Abstract

This article describes the process of writing a program behavior of a non-player
character (NPC) on the Godot game engine. The work used the GDScript
programming language and the objects in the designer of the Godot game engine to
create a non-player character (NPC) as well as described the behavior of a non-
player character. As a result of the work, a non-player character was created written
in the GDScript language on the Godot game engine.
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1 Beenenue

1.1. AxmyanvHocmb ucciedo8anus

AKTYyaJIbHOCTBh UCCJIEAOBAHUE 3aKIIFOYAETCS B TOM, UTO CLEHAPHI MOBEACHUS
NPC no3BosisieT co3faBaTh pa3HOOOpa3Hble W YHUKAJIbHbIE CHUTyalldd B WIpE,
KOTOpBIC MOBBIIIAIOT UHTEPEC U BOBICUEHHOCTh Urpoka. Hanmpumep, NPC moxer
OBITH APYKETOOHBIM, BpakICOHBIM, HEUTPATbHBIM, IOMOTaTh WJIK MEIIaTh UTPOKY,
pearupoBaTth Ha €ro JACUCTBUS U BLIOOPHI, 00J1a1aTh CBOMMU LIEJIIMU U MOTUBAMH U
T. 1.

Cuenapuii nosenennsi NPC Ttakxke mo3Bosisier cozmaBath NPC, koTopbie
BEIyT ce0s €CTECTBEHHO M JIOTUYHO B COOTBETCTBUU C UX XaPAKTEPOM, POJIBIO,
cutyanueit u okpyxxkennem. Hampumep, NPC moxeT 6erath, mpsTaThCsi, aTaKOBaTh,
3alIMIIATHCS, PA3rOBAPUBATh, TOPTOBATH, BHIMOJIHATH 3aJJaHUSI U MHOTOE JIPYTO€.
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Cuenapuii moBegenuss NPC Takxke mnpenocTaBisieT pa3paboTUHKaM
TEXHUYECKHUE BO3MOXKHOCTH JUISl CO3JAHMS PAa3IMYHBIX BU3YaJIbHBIX 3(PQEKTOB,
TaKMX KaK JIMHAMUYECKHE W WHTEPAKTUBHBIE aHUMaIH, 3()(PeKThl OCBelIeHUS,
nedopmaiiii 00bEKTOB M MHOTOE JAPYTO€, YTO JIEJIAET €r0 BaKHBIM HHCTPYMEHTOM
1u1st pa3pabotku VFX.

Takum oOpaszom, crieHapuii noseneHuss NPC Ha urpoBom auxkke Godot
OCTaETCS aKTyaJIbHBIM U BaXKHBIM JIJIs1 CO3/IaHUS Ka4eCTBEHHbIX Urp. Ecin y Bac ecTh
JIOTIOJTHUTEIBHBIE BOTIPOCHI HIIM BaM TpedyeTcs Oosee moapoOHas HHpopMaIus, He
CTECHSIUTECH 3a/1aBATh.

1.2. I]env uccneoosanusi

[lenpto pa®OTHI CO3MaHUSI HEUTPOBOTO MEPCOHAXKA HA UIPOBOM JIBHXKOK
Godot.

1.3. O630p uccredosanuii

S. Tepuep mnpencraBisger coOoi paboTy, TMOCBIIICHHYIO pa3paboTKe
aJanTUBHOM CHUCTEMbl OOBEKTOB W aHUMAIMHM I Pa3padOTKU uUrp. ABTOp
UCCJIEIOBAHUS MpeJyIaraeT pa3paboTKy CUCTEMBI, KOTOpasi MO3BOJISIET 0ObEKTaM B
UTpE aNaNnTUPOBATHCA K PA3IMYHBIM YCIOBHSIM U CHUTyalUsM. ODTO IO3BOJISET
co3fgaBaTh Oojiee pealMCTUYHBIE W HMHTEPAKTUBHBIE WIPOBbIE MHpHL. B
UCCJICIOBAHUM TaKXKE€ paccMaTpHUBAaeTCs pa3padOoTKa aJanTHUBHOM CHCTEMBbI
aHUMAIMU, KOTOpasi MO3BOJISIET 0OBEKTaM B WUIPE aJanTHUPOBATHCS K Pa3IMYHBIM
NEUCTBUSIM M COOBITHSAM. OTO TIIO3BOJIIET CO3JaBaTh OoJyice IUIABHBIE U
peaTuCTUYHbIE aHMMalMd TMEPCOHAXKEHM U OO0BEKTOB B HIpe. ABTOp CTaTbu
00CyXaeT MPEeuMyIIeCTBa U BO3MOKHOCTH MPUMEHEHUS pa3pabOTaHHOU CUCTEMBI
B WTpoBoi WHAYycTpuU. OH TaKXKe pacCMaTPHUBACT IMOTCHIIMAIBHBIC BBI3OBBHI H
OTpaHUYCHUSI, CBS3aHHBIE C €€ BHeJIpeHueM. B cTaThe mpeacTaBiieHbl Pe3yabTaThl
UCCIICIOBAHUsI, BKJIIOYas MPUMEPHl HCIOJIb30BAaHUS CHUCTEMbl M aHalu3 €e
a(PeKTHBHOCTH. ABTOP TaKXe 00CYK1aeT BO3MOKHOCTH JIaJIbHEHUIIIETO pa3BUTHS U
YIIYYIICHHS] CUCTEMBI.

S1. TepHep npencTaBisgeT UHTEPEC sl pa3pabOTYUKOB UTP U CIICIIUATIUCTOB B
00JacTH KOMIbIOTEepHOU Tpaduku u aHumaiuu. OHO mpejiaraeT HOBbIE MOIXOIbI
K CO3/IaHMIO JJalITUBHBIX UTPOBBIX OOBEKTOB U aHWMAIIMH, YTO MOKET MPUBECTH K
YIYYIIEHUIO Ka4eCTBA U PEATMCTUYHOCTH UTPOBBIX MPOEKTOB [1].

Uccnenosanne aBropoB crtatbu M. Illarren, WM. Tomwuu, b. O. Hypwuu.
[IpencraBnser co0oil  paboTy, TOCBSIICHHYIO pa3padOTKe IPOrpaMMHBIX
uHTep(deicoB sl opKecTpaluu 0O0JAaYHBIX CEPBUCOB B KOMITBIOTEPHBIX UTpax. B
MCCIICIOBAaHUM MpeajiaraeTcs pa3paboTka MpPOrpaMMHBIX UHTEP(DENCOB, KOTOpPbHIC
MO3BOJIAT OPKECTPUPOBATH OOJAYHBIE CEPBUCHI B KOMIBIOTEPHBIX HIpax. ITO
MOXET BKJIIOYATh B ce€0s yIpaBJIEHUE BBIUMCIUTEIBHBIMUA PECypcaMu, XpaHECHUEM
JAHHBIX, CETEBBIMU COCAUHCHUSMHU W JPYTHUMH OOJAYHBIMH BO3MOXKHOCTSIMH.
[IpeumyiiecTBa ¥ BO3MOKHOCTH TPUMEHEHHS pPa3pabOTaHHBIX MPOTrPAMMHBIX
uHTeppEeHCcOB B  KOMIBIOTEpHBIX urpax. OHUM TaKke paccMaTpUBAIOT
MOTCHIIMAIbHBIC BBI30BHI M OTPAHUYEHUS, CBA3aHHBIC C MX BHEIpeHueM. B ctaThe
MIPE/ICTABIICHBI PE3YyJIbTaThl WCCIIENOBAaHUS, BKIIIOYAsl MPUMEPHI HCIIOJIH30BAHUS
pOrpaMMHBIX HHTEp(DEcoB 1 aHamu3 ux 3P pekTuBHOCTH. TakuM 00pa3oM aBTOPHI
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TakKe OOCYXKJAIOT BO3MOXKHOCTH JaIbHEMILIEro pPa3BUTHUS M YIyYIIECHHUSA
pa3paboTaHHBIX HHTEP(DEICOB.

Uccnenoanne aBropoB crtatbu M. Illarren, WM. Tomwmu, b. O. Hypwuu.
[TpencraBisieT uHTEpEC AJIs pa3padOTUYMKOB KOMITBIOTEPHBIX UIP U CIIELIUATIUCTOB B
oOnactu 001auHbIX BeIUUCIeHUNH. OHO MpeaiaraeT HOBbIE MOJAXOAbI K OPKECTpaluu
00JIauHBIX CEPBUCOB B KOMITBIOTEPHBIX UIPax, 4YTO MOXKET MPUBECTHU K YIyULICHUIO
IIPOU3BOJAMUTEIBHOCTH U BO3MOKHOCTEH UTPOBBIX IPOEKTOB [2].

Uccnenoanue aBropos ctateu U. WM. llarnanto u ap. npeacraBisieT co0oi
paboTy, TOCBSIICHHYIO pa3padOTKe IByXMEepHOW wurpel Ha 060a3ze Android c¢
UCIIOJIb30BaHWEM HeueTkod Joruku g NPC  (HemepcoHaxkeil). ABTOpBI
UCCIIEIOBaHMsI pa3pabdaThIBAIOT ABYXMEPHYIO UTPY Ha 6a3e Android, koTopas numeer
JKaHp TPUKIIOYEHHs M JKIIeHa. Mrpa cocTOMT u3 Tpex ypOBHEH, KaXKAbld M3
KOTOPBIX HMMEET pa3jIMyHble MPENATCTBHS M BparoB. B uHcciegoBaHUM Takxke
IIpUMEHseTCs HedeTKas JIoruka Juist NPC, koTopast HO3BOJIIET UM UMETh Pa3IndHbIC
YPOBHHM arpeccuu, MHTEJUIEKTa U CKOPOCTHM B 3aBUCHMOCTH OT CUTyallMd. OTO
MO3BOJIIET CO3[aBaTh 00Jiee MHTEPECHbIE U Pa3HOOOpa3HbIE ClieHapuu B urpe. B
IPEUMYIIECTBA U BO3MOXXHOCTH IPUMEHEHUs Pa3pabOTaHHON UIpbl U HEUYETKOH
gorukn aiug NPC. OHM Takke paccMaTpuBarOT IOTCHIMAIBHBIE BBI3OBBI U
OTpaHUYEHUS, CBS3aHHBIC C UX BHEAPEHHUEM. B cTaThe MpeaCcTaBIEHBI PE3YIIBTATHI
UCCIJIEIOBaHMsI, BKIIOUasi IPUMEPBI UTPOBOIO Iporecca U aHaiu3 3(pHEeKTUBHOCTU
HeueTko Joruku s NPC. ABTOpbl Takke OOCYXJAlOT BO3MOXKHOCTH
JanbHEHIIero pa3BUTHS U YJIydlleHus pa3paboTaHHOW urpel. Takum oOpazom
uccinenoBanne apTopos crateu M. WM. [llarmanTo m ap. npencTaBisieT HHTEPEC IS
pa3pabOTYMKOB JBYXMEpPHBIX Urp Ha 0aze Android u crnenuajucToB B 00JIaCTH
He4yeTKOoH Jioruku. OHO mpejiaraeT HOBbIE MOAXOAbI K CO3/IaHUIO IBYXMEPHBIX UTP
C HCMOJIB30BaHUEM HeueTKOM JTOrukH Juisi NPC, 4TO MOKET IPUBECTH K YITyUIICHUIO
WHTEPAKTUBHOCTH U Pa3HOOOPA3HOCTH UTPOBBIX MIPOEKTOB [3].

2. PaGouwnii mpouecc

Pucynok 1. Heurpogoii nepconax Balloon
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HeurpoBoii mepcoHax He KOHTPOJIHUPYETCS UTPOKA (YETOBEK), a YIIPABIISAECTCS
ONpeAEeICHHON 3aJJaHHON TporpaMMHON [4].

Jliist Hayasia paboThl co3Aaliv MPoeKT U Ha3Banu ero «Boy with Slingshot.
Mgl co3pganu HeurpoBod mepcoHaxk (puc 1) m HazBanmum ero «Balloon», 1ens
HEUTPOBOTO TIEPCOHAXKA HalajaaTh Ha urpoka W Ha Building. A uenp urpoka
samuTuTh Building u nmobeauts npotuB Balloon. UTtoOwsl 3TOro padorano Mbl
CO3/1aTu HEeCKoJIbKo BHYTpH «Balloon» 00beKTOB:

CollisionShape3D — tun CollisionShape3D, dhopma chepa, paauyc 2.5.

CollisionShape3D2 - tun CollisionShape3D, Bwicora 1.2, pagmyc 2.
Pacnionoxenue y: -4.

370 HUCToNb3yeTcss 0OHAPYKEHHE CTOJKHOBEHUE TPEIATCTBHUE.

Balloon — tunm CSGSphere3D, pamnyc 2.5, BKIIOYMIN CTOJKHOBEHUE H
yKa3aJld CJIOW CTOJIKHOBEHHE 2, a cioil Macka 1, 3, 4. DTo BU3yanu3upyeT popmy
MEepPCOHAXKA.

Target — tun Marker3D, pacnonoxenue y: -6. ITO HCHOIB3YyETCS IS
MOSIBJICHUE O0BEKTOB B HAYAJIBHOW TOYKH YTOOBI IIEPCOHAXK MOT COPOCUTH MPEIMET
4YTOOBI HAIMAaIaTh HA UTPOKA.

Timer — tun Timer. DTo 11 33ePKKH MEX /Ty MMOSBICHNUE HOBBIX 00OBEKTOB
JUTSl aTaKy Ha UTPOKA.

Detect_target — tun RayCast3D, Target Position y: -100 (pacnionoxenue
KOHEYHOM Touke), cioi crojkHoBeHHUE 1, 2, 4, Collide With — Areas Ha On (Ot10
BKJIIOYACT ISl CTOJIKHOBEHHE 00beKTa TuIa Area3D). DTo 11 HaBeIeHHE Ha 11EITb.

Weapon — tun Node3D, pacnionoxenue y: -4. 910 Habop CpeACTB MPOTUB
UTPOKA.

Balloon_Gen_D... - Tur Node3D. B nanHoM citydae BBIOpaH OJUH CpEJICTBA
MIPOTHUB MTPOKA.

B neurpoBoro mepconaxka Balloon comepxwutcss Habop 3 jaeiicTBue, 3TO
nepemerieHue (state move), atakoBarh (state attack), pemats (state_solve).

Jluctunr 2.1. O6paboTYHK COCTOSIHHE.

func _process(delta):
if self.state_move 1= """
call(self.state_move)
if self.state_attack !=""
call(self.state_attack)
if self.state_solve 1= """
call(self.state_solve)

~Noohs wWN

B state move (mepemeniaTbCs) CONEPKUT 2 COCTOSIHUE — 0O€3 JeHUCTBUE U
st move to (rmepeMeleHue).

B state attack (aTakoBaTh) cOAEpKHUT 2 COCTOSIHUSI — 0O€3 JACHUCTBUS U
st _shoot (aTakoBath).
B state solve (pemarenb) comepKuT 3 cocTosiHUS — 0Oe€3 NEeUCTBUS U

st select target (akTuBHBI mTOWCKM TpPOTUBHMKA) U st attacked (akTmBHOE
npeciaeoBaHuEe MPOTUBHUKA).

N3nauanbHoe cocrosinue Balloon naxomutcs st select target (uckath u
HaXOAUTh MPOTUBHUKOB).
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Ecnu Balloon ne 3naet Ally u Enemy (Ilepemennas Is_enemy u Is_friends)
TO BBI3bIBaET MeTo get list target()

B Metoze get list target ¢ Hayasio B TeKy1Iuii ciieHe 00BeKTh Mob moydaeT
CIIMCOK WMIPOBBIX W HEUTPOBBIX IMEPCOHAXKEH, a 3aTeM MpPOBEPsSET OTHOIICHHUE K
JPYTUM MEepCOoHa)kaMm, JJIsl 9TOr0 MCIOJIb3yeTCs CUCTEeMa KJIAHOB, U J0OaBIIIET B
criicok Is _enemy u Is_friends.

Kak Tonpko Balloon cocraBun crnucok Is enemy u Is_friends. Balloon
HAXOJUT OJMKAMIIANA IO PACIOJIOKEHUE 1€, JJIS 3TOTO BBI3BIBACTCS METOJI
get prey with threat. MakcumanpHBIA pagnyc HaXOXACHHUE OMMKAWIIMANA 11E7Th
1000.

JUiss  TpoxoKIeHWs 10 CHUCKY Is enemy, mporpamMma MpOBEpSIET
is_instance valid u cpaBauBaer null, 4To0BI M30€kaTh OMMOKK €clii OOBEKT HE
CymecTByeT (WM OCBOOOXKICH W3 TaMATH). A 3aTeM HAaXOAWUT O KanWIIui
(HammenbIel) nuctaniuii Mexay Balloon u npyrum nepconaxam.

B pesynbrare Balloon BeiGupaet Haubosee Onvkaidiige ey s HarnaaeHue

(puc 2).

[Tepemennas target attack momydeHHbIN BOo3BpaTOM BbI3OBa get list target.
Onpenensier 1eib HarajaeHue.

Ecnu 3nauenme target attack He mycTo, TO mepekirodaer state move B
cocTogHue St move to.

CocrostHue st move to BBINOJHSAET MNPOCTOE JACHCTBUE NEPEMEIICHHE
Balloon, ecnu target _attack met (null), To He BBIOTHSIET HUYETO.

Meton relay race BBIMONHSET MACWCTBHS YTOOBI TMeEpenaTh JAPYroro
JIPY>KECTBEHHBI TiepcoHax (Hampumep, napyroii Balloon) komanmy Hamanath
npoTuBHUKA. Eciu 3TOT nepcoHaxk umeer cocrosiHue State_solve == "st_attacked"
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to Ally Oyner slave.state solve "st_attacked" a oror self.state solve =
"st_select_target".
Jluctunr 2.2. Metop relay race.

1 func relay_race() -> bool:

2 if self.target_attack == null:

8 return false

4 var slave = null

5 slave = self.find_ally_to_defence(self.target_attack)

6 if is_instance_valid(slave) or slave == null:

7 return false

8 if slave !=self and ((slave.target_attack == null and slave.state_solve == "st_select_target™) or
9 slave.state_solve == "st_attacked"):
10 slave.target_attack = self.target_attack

11 self.target_attack = null

12 if self.state_solve == "st_attacked":

13 self.state_solve = "st_select_target"
14 slave.state_solve = "st_attacked"

15 else:

16 slave.state_solve = "st_select_target"
17 return true

Meron find ally to defence naxomut Ommxaimmii mo crucky ls friends,
Ally KoTOpbIii OJIFKE BCETO K IeJTM IPOTUBHUKA. ApryMeHT threat — mensb (JIucTHHT
2.3).

Jluctunr 2.3. Metop find ally to defence.

1 func find_ally_to_defence(threat:Node3D):

2 var dis:float = 0.0

3 var dis_prev:float = 0.0

4 var obj_prev:Node3D

5 obj_prev = self._get_friend(0)

6 dis_prev = obj_prev.global_position.distance_to(threat.global_position)

7 for i in range(len(self.Is_friends)):

8 if self.Is_friends[i] == null or not is_instance_valid(self.Is_friends][i]):
9 continue

10 dis = self.Is_friends][i].global_position.distance_to(threat.global_position)
11 if dis <=dis_prev:

12 dis_prev = dis

13 obj_prev = self.ls_friends][i]

14 return obj_prev

B cocrosinue st select target, BeI3piBaeT metoj detect target, eciam Bo3par
OBLJT UCTUHHBIN, TO MEPeXoauT B cocTosiHue st shoot u3 neiictBuga state attack, a
nericTBus state move B 0e3 melcTBus, To ecTh Balloon He mepememtaercs. Ecnu
detect target Bo3paiaeT J0b TO JEUCTBHS State attack mepexomuTt B COCTOSIHHE
0e3 aeicTBus.

B detect target BbImoONHAET TpOBepsAET CTOJKHOBEeHHE Jyu Detect target
00OBEKTa Ha OOBEKT, KOTOPBIA CTOJIKHYJCA C NpUHAAJIEKAIMMN K KiIaccam
Building_base u Mob_base, u ipoBepsieT siBisieTcs JI KJIaH TPOTUBHUK. APTyMEHT
target MCTOJIb3yeTCs JJIsl TIPOBEPKH KOHKPETHBIM OOBEKT, yKa3aHHBIM B target.
Bo3sBpaiaer nctuHa eciiv O0BEKT SBISECTCS MPOTUBHUK U MIEPCOHAK.

B coctostnue st shoot BBINOJMHAET MOCHUIAET 2 MOCIEI0BATEIbHBIN CUTHATA
start_shooting u end_shooting.

Mps1 Ha3BaM HECKOJIBKO €10 cToikHOBeHui /it 3D Physics (Tabu. 1, puc

3).
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Tabmuma 1. Cnoii cronkHoBeHuit 3D Physics

Cnou HasBanue
1 Static

2 Mob

3 Items

4 Object

Pucynox 3. Cnoi#i cronkHoBenuit 3D Physics

3 BoiBOAbBI
B pesynbrare paboThl co37aH HEUTPOBOM MEPCOHAXK M HAMMCAH Ha S3BIKE

GDScript, onpeneneHo MoBeACHNUE U JICHCTBHE HEUTPOBON TIEPCOHAK.
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