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Co3nanne KOHTpoJIep yIpaBJieHHe MePCcOHAaKa HA UTPoBoM ABHKKe Godot

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHOW cTaThe OMHMCAaH TPOIECC CO3MaHUE TMEPCOHAXa ISl yMPaBICHUS OT
IIepBOIo JInIa Ha urpoBoM aBmxkke Godot. B pabore omucan KOHCTPYKTOp UTP IJIA
CO37aHMs MTEPCOHAXKA OT MEPBOTO JIUIIA JIJIs 3aTOTOBKU. B pesynbTate paboThl OBLT
CO3/aH MEePCOHAX M MCIOIL30BaH KOHCTPYKTOp urp Godot.

Kawuessbie ciioBa: Godot, Character, GDScript.

Creating a character controller using the Godot game engine

Cherkashin Alexander Mihailovich
Sholom-Aleichem Priamursky State University
student

Abstract

This article describes the process of creating a character for first-person control on
the Godot game engine. A game designer is in the works to create a first-person
character for a template. As a result of the work, a character was created and the
Godot game designer was used.
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1 BBenenne

1.1. AkmyanvHocms ucciedo8anus

AKTyaJIbHOCTh UCCJEAOBAaHUE 3aKIIOYA€TC B TOM, UTO IOCKOJBKY
oOecrieunBaeT pPa3pabOTYMKOB MOIIHBIM HHCTPYMEHTApUEM IS  peau3aiuu
yBJeKaTeasHOoTo reimiuies. Godot mpenocTaBisieT rTHOKUE CpeACcTBa sl aHUMAIIUH,
yIpaBJeHUs] IEPCOHAKEM, a TaK)KE BO3MOKHOCTH JIETKOM MHTErpaluu ¢ JpyruMHu
anemeHnTamu urpsl. Coznanue nepconaxa B Godot mo3BoJisieT pazpadoTurKaM JIETKO
BOILJIONIATh CBOU UJICH B )KM3Hb, CO3/1aBasi yHUKAJIbHBIA UTPOBOM OIBIT JJIs1 UTPOKOB.

1.2. I]env uccneoosanus
Lenpro paboThl CO3MaHUsI 3aTOTOBKM MIpOKa JJIsl YNPABICHHUS MEpCOHAXa
urpoBoit aBuxok Godot.

1.3. O630p uccredosanuii

Uccnenosanue, nposeaenHoe T. Canmena B OakalaBPCKOW AMCCEPTALNH,
U3y4aeT UHCTPYMEHT pa3pabOTKH BUACOUTP C OTKPBITHIM UCXOIHBIM KojoM Godot
Engine. [TonynsipHOCTH 1 )KU3HECTIOCOOHOCTH HE3aBUCUMOM pa3pabOTKU UTP PaCTyT
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BMECTE C TMOSBICHHEM MHOXECTBA MPOTPAMMHBIX HHCTPYMEHTOB, JOCTYITHBIX
CerofiHd pa3paboTyukaM, B JaHHOM paboTe aBTopa HcciaeAoBarens Oblia
nocesmeHa noreHuuany Godot Engine mms pa3pa®oTku urp, €ro ausaiiny,
byHKIUAM 1 pabodum mporeccaM [1].

Hccnenosanue, nposeneHHoe L. Anaepccon, T. Memnanaep paccmaTpuBaer
BO3MO>KHOCTb CUCTEMBI IEPEMOTKH BPEMEHU B UTPE MO3BOJIUT UTPOKY BEPHYTHCS B
UTPOBOE BpeMs, 4YTOOBI IEpeurpaTb ONPEACICHHBI YpPOBEHb WIM ceaHc. B
JTUTUIOMHON paboTe UCCIeayeTCsl BO3MOKHOCTh pealn3aliii 0000IIIEHHON CUCTEMBI
NEPEeMOTKH BpeMeHH, KoTopasi OyeT BKiItoueHa B ABIKOK Godot [2].

X. Makens. B COBpEMEHHBIX YCIOBHSIX BCE OOJIbIIE pa3pad0TYNKOB BUIECOUTP
npuOeraroT K HCIOJb30BAHUIO BHEIIHUX HUIPOBBIX JABMXKKOB, IOCKOJIBKY OHHU
CHOCOOCTBYIOT 3KOHOMHUHU PECypcoB KoMmIaHuu. [IpuHSATHE pemieHus o BbIOOpE
MOJXOJSIIEr0 JIBMXKKA JJI1 KOHKPETHOTO MPOEKTa MPEACTABISIET COOO0M CIIOKHYIO
3ajady, 3aBUCSIIYI0 OT Pa3MYHbIX (PAaKTOPOB, TaKMX KaK MacmTad MpoeKTa U
kKejlaeMass BHU3yallbHas TOYHOCTh rpaduku. OAHMM M3 HOBEHIIMX WIPOBBIX
JBUKKOB, KOTOPBIM Bce 0OJIbIIEe pa3pabOTYUKOB MPEANOYUTAIOT, aBisgercs Godot
Engine. Tem He MeHee, ero craTyc M BO3MOXKHOCTH, OCOOEHHO B 00JIacTH
TpEXMEPHOMH pa3paloTku, OCTaloTCs OTHOCHUTEIIBHO HE0CTaTOYHO
UCCJIEJOBAaHHBIMU I10 CPABHEHHUIO C O0JIE€ PacIpOCTPAaHEHHBIMU ABUKKAMU, TAKUMU
kak Unity. B cBf3u ¢ 53TUM BO3HHMKJIA HEOOXOAUMOCTh OIPEACIUTH
nenecoodpasHocth npuMeHenus Godot Engine npu pa3paboTke TpeXMEpHBIX UTP.
[leapt0 [aHHOTO HCCIENOBaHUS CTajJ0 MPOBEAEHUE TIJIyOOKOro aHaiu3a
MCIIOJIb30BaHUS 9TOTO JABMKKA B TPOIIECCE CO3/IaHUS TPEXMEPHOU STIOHCKOW UTPHI
PUUYHM-MAKOHT. MaDKOHT MpeacTaBisieT co00M CYHIECTBYIOLIYIO HACTOJIbHYIO
UTPY, AHAJIOTUYHYIO TIOKEpYy, HO Oojiee CIIOXKHYI0 U Oojee MOIXOMSIIY s
TPEXMEPHOM peanuzaiuu [3].
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2. PaGoumii npouece

Character_godot - Godot Engine

+ &

Create Koot Noade

Pucynoxk 1. Uatepdetic konctpykrop urp Godot

Ms1 cozpanu mpoekT u HazBanu «Character godot» a 3atem co3ganu 3D
CIIEHY U coxpaHuiu B (aitn «res://Level/Main.tscn» B clieHe NpUICTIHIA CKPUIIT U
HazBanu ero «res://Level/Main.gd».

«Main.gd» BBITIOTHSET MepexBaT Kypcopa i yNpaBieHHE MepcoHa)ka OT
TPEThEro JIMIIA U OXuJaeT BBOJ kiaBuaTypbl «ESCy» st 3aBeprieHue Urpbi
(;muctunr 2.1).

Jluctunr 2.1. GDScript «Main.gd».

1 extends Node3D

2

3 @export var fast_close := true

4

5 func _ready() -> void:

6 Input.set_mouse_mode(Input. MOUSE_MODE_CAPTURED)

7 if 10S.is_debug_build():

8 fast_close = false

9 if fast_close:

10 print("** Fast Close enabled in the 'L_Main.gd' script **")
11 print("** 'Esc' to close 'Shift + F1' to release mouse **")
12 set_process_input(fast_close)

13

14 | func _input(event: InputEvent) -> void:

15 if event.is_action_pressed(&"ui_cancel"):

16 get_tree().quit() # Quits the game

Crpoka 3. Eciu npaBjia, To BKJIro4aeTcss 00padoTky BBoja (cTtpoka 12), a 9
CTPOKE YBEAOMJISIET uYepe3 OKHO OTJaJKH Tojb3oBatens, kiaBuma ESC mms
3aBEPIICHUS UTPBHI.

Crpoka 6. [lepexBaThiBacT Kypcop B IICHTP MMO3HIIMA OKHO W CKPBIBAET €O

Kypcopa.
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Ctpoka 7 — 8. Brikimouaer 00paOOTKy BBOJA €CIIM Wrpa 3amylieHa 0e3
OTJIAJKH.
Crpoka 14 — 16. Oxunaet 06padboTka BBoa, KiaaBuina ESC st 3aBepiieHus

UTPBI.

Mt co3nanu o0bekT CSGBox3D u Hazpanmu «Planey, 3amanu Size x: 67,y: 1,
z: 50. U Bxmrounnu cronkHoBeHue «Use collision» Ha On.

Pucynok 2. Tekcrypa

B manenu cBoiicTBa, Mbl co3ganmu Marepuan (Geometrylnstance3D —
Geometry — Material Override), u 3amanu 3Hauenue 1Betr (Albedo — Color)
#ababab, u uzoOpaxenue tekctypy neperammin B Albedo — Texture u 3amanu
sHauenne UV1 — Scale x: 50, y: 50, z: 50 (puc 3).
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Mp1 co3panu atMocdepy B urpe, co3aaB 00bekThl «Env» no tuny Node, u
00bexT WorldEnvironment u DirectionalLLight3D
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B WorldEnvironment, mbi 3ananu Background — Mode B 3nauenue Sky, u B
sky — Sky, B Sky Material coznanu «Procedural Sky Material», a B «Procedural Sky
Material» 3aganu sky — Top Color B #62748c. 310 3a1aeT BHEIIHUM BU HEOO.

B WorldEnvironment, B cBoiictBe Glow mb1 Britouniu (Enable Ha on) sto
BKJIIOUYaeT (P PeKT cBeUCHUE.

B DirectionalLight3D 3anmanu 3nauenue Transform — Rotation x: -60, y: -90,
Z: -90. D10 HampaBJIeHHE UCTOYHUK CBETA.

Ms1 co3mamu o0bekT CharacterBody3D nazBamu «Player» u coxpaHunm B
daiin «res://Player/Player.tscn» u 3amanu cBoiictBo Transform — Position x: -1, y:
2,z:3.5 (puc 4).

Pucynok 4. I'maBHas cuena «Main.tscny.

Jlns cronkHoBeHUsi, Mbl co3fanu 00bekT CollisionShape3D u Ha3zBanu
«Collision» u 3aganu B cBoiicTBe Shape cozganu «CapsuleShape3Dy.

Coznanu 00bekT Node3D u nazsamu «Head» u 3amanu Transform — Position
x: 0, y: 0.64, z: 0 B HeM co3ganu oa o0bekT Camera3D u Ha3Banu ero «Cameray.
Coznanu Node u Ha3Banu «Sprinty (puc 5).
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Pucynok 5. O0bexT urpok «Player.tscny.

YroObl HACTPOUTH YIIPABICHHUE KIIABUATYPhI HTPOKA MBI JOOABUIIN B CIIHCOK
move_back, move_forward, move_left, move_right — ympaBieHue nepemenicHue
UTPOKa, jump — MPBDKOK UTPOKA, Sit — CIYCK BHU3 UIPOKa, SPrint — yCKOpEHHUE
urpoka (puc 6).
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8 5B Project Sattings (project.godot)
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Pucynok 6. OKHO HACTPOMKH YIIPABIECHUE KOHTPOJIJIEPA UTPOKA

3 BeiBoanl

B nanHoe ctaTthu ObuTa CO3/1aHa 3arOTOBKAa WUTPhI, TJI€ COAECPKUTCSI OOBEKT
UIpOKa U KOHTPOJUIEp yIpaBlieHHE U TEKCTypa mosia B pesynbpraTe padore ObLIO
MPECTaBJICHO 3ar0TOBKA, MOJI, UTPOK, OOBEKT.
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