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Co3naHue KOHTPOJIEp YIpaBJieHHe MEPCOHAXKA HA UTPOBOM aBHKKe Godot
(dacrnb 2)

Yeprawun Anexcanop Muxaiinosuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHHOM crarhe OmMCaH NPOLIECC CO3JIaHME IEPCOHAXa Ul YIPABICHUS OT
nepBoro iuia Ha urpoBoM aBumxkke Godot. B pabote ucmonp3oBaics S3bIK
nporpammupoBanre GDScript 1 KOHCTPYKTOp UTp ISl CO3AAHMUS MEPCOHAXa OT
IEPBOrO JIMIA U KOHTpOJUIep ympaBieHue. B pesynpraTe paboThl ObUI CO3/1aH
NEPCOHAX M KOHTPOJLJIEP YIPABJIEHUE U HallMCaHO mporpamma Ha sizbike GDScript
U UCIOJIb30BaH UrpoBoi 1BHKOK (Godot.
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Creating a character controller using the Godot game engine (part 2)
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Abstract

This article describes the process of creating a character for first-person control on
the Godot game engine. The work used the GDScript programming language and a
game designer to create a first-person character and controller control. As a result of
the work, a character and a controller were created, a program was written in
GDScript and the Godot game engine was used.
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1 Beenenue

1.1. AxmyanvHocmb ucciedo8anus

AKTyaJIbHOCTh ~HUCCIICIOBAHME 3aKJIIOYAaeTCs B TOM YTO TOCKOJBKY
obecrnieunBaeT pa3pabOTYMKOB MOIIHBIM HWHCTPYMEHTApUEM [JIs peaau3aiiuu
yBJIeKaTenbHoTro reimiuies. Godot npenocTaBiseT THOKKE CPEACTBA JIJIsI aHUMALIHH,
yIpaBieHUsl MEPCOHAKEM, a TaK)KE€ BO3MOKHOCTh JIETKOW MHTErpaliu ¢ APyruMu
anemenTamu urpsl. Coznanue nepconaxa B Godot mo3BoJisieT pazpadoTurKaM JIETKO
BOILJIONIATh CBOU UJIEH B )KU3Hb, CO37]aBasi yHUKAJIbHBIA UTPOBOM OIBIT /151 UTPOKOB.

1.2. I]env uccneoosanust
[lenpto paboOTHI CO3MaHMsI KOHTPOJIJIEP YIpPaBICHUE IEPCOHAXKA HTPOBOM
nBmKok Godot.
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1.3. O630p uccredosarnuii

B paGore M. Xondenn ommcwiBaer kak Godot Engine — oTHOCHTENBHO
HOBBIM WTPOBOM JBMXKOK, HosiBUBIIMiICA B 2014 romy M KOHKYpUPYIOIIMM C
BEJIyIIIUMH UTPOKaMU pbIHKAa. UTOOBI MOHATH €€ aKTyalbHOCTb, UCCIEIYIOTCS JBE
OCHOBHbBIE MJIATGOPMBbl OHJIANH-TOPTOBIM U IIUPOKO MCHOJIB3YEMbIE HIPOBBHIE
JMBIKKH: Steam u itch.i0. B 0CHOBHOM 3TH BBIBOJIbI CPABHUBAIOTCS CO CIIPABOYHBIMU
nanueiMu 32 2018 roa. OxaswiBaetcs, nBWKOK (Godot mpuoOpen OrpoMHYIO
aktyanpHOCTh B 2020 romy u Temepb, MOXOXKE, ABISETCA OJHUM W3 BEAYIIHX
UTPOKOB B MHAU-UHIYCTpUH. TOYHBIC TPUUUHBI OMPEACIUTH CI0XkHO. OgHAKO 3Ta
CTaThs AT MHOTO MOJICKA30K JJIs JaJbHEUIITNX UCCAS0BaHUM B 3TOM obacTu [1].

Uccnenosanue, nposeaennoe . 1. Ynnmann cpaBHuBaeT rpadsl BHI30BOB
JIBYX JIBIJKKOB C OTKPBITHIM HCXOAHBIM KojoM: Godot 3.4.4 u Urho3D 1.8. Xots
WHCTPYMEHTHI CTATHYECKOTO aHAJIM3a MOTYT MPEIOCTABUTh UCCIIEI0BATENS OOIITYTO
KapTUHY 0€3 TOYHBIX MyTel rpacda BHI30BOB, UCIOJIb30BaHUE MPO(YUIMPOBIIMKA,
takoro kak Callgrind, mo3BoisieT uccienoBaTess TakkKe IPOCMAaTPUBATh MOPSIIOK U
4acTOTy BBI30BOB. OJTHU rpaduKH [HalOT MCCIEN0BaTeIb MPEICTAaBICHUE O
KOHCTpyKIuu apurarenei. I'. 1. Yanmann nokaszamm, uro ¢ momorisio Callgrind
aBTOPbl MOTYT TOJIYYUTh BBICOKOYPOBHEBOE IIPENICTABIIEHUE OO0 AapXUTEKType
JIBIKKA, KOTOPOE MOXKHO MCIOJIb30BaTh i €e moHuManus. B Oynymeit padote I
1. YnnmaHH HaMepeHbI MPUMEHUTDb KaK TUHAMUYECKUM, TaK U CTATUYECKUN aHATN3
K JIPYTHM JIBIDKKAM C OTKPBITBIM UCXOIHBIM KOJIOM, YTOOBI TIOHSTH apXUTEKTYPHBIE
mabJoHkl WM WX BIMSHUE HAa TaKWe AacleKThl, KaK MPOW3BOIUTEIHHOCTh U
obcnyxuBanue [2].

P. PoseH. uccnenyer, Kak MOKHO MCIOJIB30BATh COBPEMEHHBIE TEXHOJIOTUU
UTPOBBIX JBWKKOB JUTSI CO3JaHHUS MEXaHHW3MOB BU3YaJIbHOTO BBOJA W OOpaTHOM
CBSI3M, KOTOPBIC CTUMYJIMPYIOT UCCIIEA0BATEIHLCKOE U )KHUBOE MPOTPAMMUPOBAHUE.
P. Po3en cooOmaer 00 ombITe CO3[aHUsI CPEAbl BU3YyAIbHOTO MPOTPaMMHUPOBAHUS
st Machinations, mpeIMEeTHO-OPUEHTUPOBAHHOTO SI3bIKA JIJIST UTPOBOTO JM3aiiHA.
ABTOp wuccienoBarenb JCIUTCS TIEPBOHAYAIBHBIMU BBIBOJAMH O TOM, Kak
aBTOMATU3UPOBATH Pa3padOTKy rpaduuecKux v APEBOBUIHBIX peakTopoB B Godot,
UTPOBOM JIBUKKE C OTKPBITHIM MCXOJHBIM KOAOM. B pe3ynbTaThl mcciieqoBaHue
MOKAa3bIBAIOT, YTO COBPEMEHHBIE TEXHOJOTMHM HWTPOBBIX JIBHIKKOB 00ECTIEUUBAIOT
MIPOYHYIO OCHOBY IS OyAYIIIUX UCCIIEOBAaHUH SI3BIKOB ITporpaMmmMupoBaHus [3].
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2. Pabdounii mpouecc

Pucynok 1. O0bekt urpok «Player.tscn»

Mp1 co3nanu ckpunt u HazBainu «MovementController» u coxpanunu daiin

«res://Player/MovementController.gd».

JIuctunr 2.2. GDScript «MovementController.gd».

O©OoO~NOO U WN B

extends MovementController

func _input(event: InputEvent) -> void:
# Mouse look (only if the mouse is captured).
if event is InputEventMouseMotion and Input.get_mouse_mode() == Input. MOUSE_MODE_CAPTURED:
$Head.input_action(event.relative,
Input.get_vector(&"ui_left", &"ui_right", &"ui_down", &"ui_up")
)

func _physics_process(delta :float) -> void:
self.input_action(delta,
Input.get_vector(&"move_back", &"move_forward", &"move_left", &"move_right"),
Input.get_axis(&"sit", &"jump")

$Sprint.input_action(Input.is_action_pressed(&"sprint"))

Crpoka 1. HacnenoBanme kinacca «MovementControllery.
Crtpoxka 3. OyHKIIHS BBI3BIBACTCS KOT/Ia €CTh BXOJIHOE COOBITHE [4].

Crpoka 4 — 8 m 11 — 15. BeI3biBaeTcs Korja KJIaBUIIHM HaXaThl W, S, a, d,

space, JU1sl IEPEMEIIEHUE UTPOKA.

Ctpoxka 16. Bei3piBaeTcs yckopeHHe UTPOKa HaxaTa kKiaBuina shift.

B Player npukpenuiu ckpunt u coxpanuiu B ¢aiin «res://Player/Player.gd».
CKpUIIT BBIMONHSET TEPEMEIEHHE WIPOKa YIPaBIsEMbId KIaBUATYpPOU

(stuctunr 2.3).

Jluctunr 2.3. GDScript «Player.gdy.

OO WN

extends CharacterBody3D
class_name MovementController

@export var gravity _multiplier := 3.0
@export var speed := 10
@export var acceleration := 8

ISSN 2414-4487
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7 @export var deceleration := 10

8 @export_range(0.0, 1.0, 0.05) var air_control := 0.3

9 @export var jump_height := 10

10 | var direction := Vector3()

11 | var input_axis := Vector2()

12 |varinput_jump := float(0.0)

13 | var fall_down = true

14 | # Get the gravity from the project settings to be synced with RigidDynamicBody nodes.
15 | @onready var gravity: float = (ProjectSettings.get_setting(“physics/3d/default_gravity")
16 * gravity_multiplier)

17

18 | func input_action(delta: float, input_axis:Vector2, input_jump:float) -> void:
19 self.input_axis = input_axis

20 self.input_jump = input_jump

21 direction_input()

22 if self.fall_down:

23 if is_on_floor():

24 if self.input_jump: #Input.is_action_just_pressed(&"jump"):
25 velocity.y = jump_height

26 else:

27 self.velocity.y -= gravity * delta

28 accelerate(delta)

29 move_and_slide()

30

31 | func direction_input() -> void:

32 direction = Vector3()

B8] var aim: Basis = get_global_transform().basis

34 direction = aim.z * -self.input_axis.x + aim.x * self.input_axis.y
35

36 | func accelerate(delta: float) -> void:

37 # Using only the horizontal velocity, interpolate towards the input.
38 var temp_vel := velocity

39 if self.fall_down:

40 temp_vel.y =0

41 var temp_accel: float

42 var target: Vector3 = direction * speed

43

44 if not self.fall_down:

45 target.y = self.input_jump * speed

46 #print("target: ", target)

47 if direction.dot(temp_vel) > 0:

48 temp_accel = acceleration

49 else:

50 temp_accel = deceleration

51

52 if not is_on_floor():

53 temp_accel *= air_control

54 temp_vel = temp_vel.lerp(target, temp_accel * delta)

55 velocity.x = temp_vel.x

56 if not self.fall_down:

57 velocity.y = temp_vel.y

58 velocity.z = temp_vel.z

Ta6muna 1. Criucok nepeMeHHbIN B IUCTUHT 2.3.

Crpoka |Ha3Banue 3nauenue |Onucanue

4 gravity_multiplier|3.0 YMHOXKEHHE Ha YCKOpEHHE CBOOOIHOTO
HaICHUS

5 speed 10 CKOpOCTh

6 acceleration 8 YckopeHue

7 deceleration 10 3amenienue

8 air_control 0.3 ComnpoTuBICHHE BO3IyXa

9 jump_height 10 BricoTa mpbbkka

10 direction Vector3() |BekTop HampaBjieHHE TTEpeMEICHUES
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11 Input_axis Vector2() |Bektop mepeMellieHHe MPH  HaKaThIi
KJIaBHIIIE

12 input_jump 0.0 3HaYCHHUE HAXKATHIA KIIABUIIIE MMPHDKKE

13 fall_down true Ecnu 3naueHune uCTrHA TO UTPOK MAIaeT.

15 gravity B34T0 W3 BCTPOEHHBIM INEPEMEHHBIN
cBoiicTBO «physics/3d/default gravity» wu
YMHOKEHHBIH ~ Ha  gravity multiplier.
Y ckopenue cBOOOIHOTO MaieHUs

Crpoka 18. @ynkuust 00paboTUMK KJIaBHATYpPHBIM BBOJA JIJIsl IEpEMEILICHUE
U TIPBIKOK UTPOKA.

Crpoxka 22 — 27. O6paboTKa NPBIKOK U MAJEHUE UTPOKA.

Crpoka 28. accelerate - OOpaboTka yCKOpEHHE U 3aMEIJICHUE UTPOKA.

Crpoka 29. move and slide - Ilepemeraer Teno Ha OCHOBE CKOpPOCTHU
(nmepemennas velocity) [5].

Crpoka 31 — 34. I'moGanbHas pacnojOKEHHE WIPOKAa YMHOMXKEHHBIM Ha
Ha)KaTbIi KJIaBUATypou W, s, a, d.

Crpoka 38. temp vel — TekyIias CKOpOCTb UTPOKA.

Crpoxka 39 — 40. Ecnu urpok nagaet To ycranasiuBaeM temp vel.y = 0.

Crpoka 41. temp_accel — yckopeHue.

Crtpoxa 42. target — Hanpasnenue (HaxaThlii KJIaBUILIAM JJIsI IEpEMEIICHHE)
YMHOEHHOE Ha CKOpOCTh (speed).

Ctpoka 44 — 46. Ecnu uUrpok BECHUT Ha BO3JyX€ TO NPBIKOK (Haxkara
MPBDKOK) YMHOKEHHOM Ha CKOPOCTH (speed).
Crpoka 47 — 50. Ecnu ectb nedcTBUS CWIbl (HaXaThI KJaBUILAM IS

nepeMeIeHne) T0O YCKOpeHne, HHaue — 3aMelJIeHuE.

Crpoka 52. Ecnu urpok He Kacaercs Ha HOJL.

Crpoka 53. ConpoTuBiIeHUE BO3TyXaA.

Crpoka 54. JIunelinast ”HTEpHOJISIIUS OT «temp_vel» (CKopocTh) 10 «target»
(manpasiienue), o Becy temp_accel * delta (3amepxka mo BpemeHm).

Crpoka 55 — 58. M3MeHsieM CKOpOCTh UTPOKA.

Msb1  cozmanu  ckpunt u HazBam «Head» wu coxpanunmu B daiin
«res://Player/Head.gd» u nmpukpenuinu o0sexty «Head.

CKpunT BBITIOJHAET BpalICHHE KaMepbl YIPaBISEMbIH KypcopoM (JTUCTHUHT
2.4).

Jluctunr 2.4. GDScript «Head.gd».

extends Node3D

@export_node_path("Node3D") var cam_path := NodePath("Camera™)
@onready var cam: Node3D = get_node(cam_path)

@export var mouse_sensitivity := 2.0

@export var y_limit :=90.0

var mouse_axis := Vector2()

var rot := Vector3()

var joystick_axis := Vector2()

P OoO~NO U wWNPRE
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11 # Called when the node enters the scene tree for the first time.
12 | func _ready() -> void:

13 mouse_sensitivity = mouse_sensitivity / 1000

14 y_limit = deg_to_rad(y_limit)

15

16 | func input_action(mouse_axis: Vector2, joystick_axis: Vector2 = Vector2.ZERO) -> void:
17 self.mouse_axis = mouse_axis

18 self.joystick_axis = joystick_axis

19 camera_rotation()

20

21 | # Called every physics tick. 'delta’ is constant
22 |func _physics_process(delta: float) -> void:

23 if self.joystick_axis != Vector2.ZERO:

24 self.mouse_axis = self.joystick_axis * 1000.0 * delta
25 camera_rotation()

26

27 | func camera_rotation() -> void:

28 # Horizontal mouse look.

29 self.rot.y -= mouse_axis.x * mouse_sensitivity

30 # Vertical mouse look.

31 self.rot.x = clamp(self.rot.x - mouse_axis.y * mouse_sensitivity, -y_limit, y_limit)
32 get_owner().rotation.y = self.rot.y

33 rotation.x = self.rot.x

Crpoka 3. cam_path — I[1yTb 00BEKT KaMephI.

Crpoka 4. cam — [lonmydyeHue 00beKTa KaMephl.

Crpoka 5. mouse_sensitivity — MHTEHCUBHOCTD TepeMeEIleHre Kypcopa JIst
BpaIeHUE KaMephl.

Crpoka 6.y _limit — MakcuMalIbHBIN yToJ BpallleHue KaMephl.

Crtpoka 7. mouse axis — Hamnpasienue kypcopa.

Crtpoxka 8. rot — Tekyiue BpaliieHue Kamepsl.

Crpoka 9. joystick axis — Hampapiienue JKoHCTHKA.

Crtpoxka 13. mouse_sensitivity genennsiii Ha 1000.

Crpoka 14. y limit. [IpeobpazoBanue rpaaycsl B paguaHbl.

Ctpoka 16 — 19. @yHKIMS NPUHUMAIOIINI BBOJ MBI U JKONUCTHK.

Crpoka 21 — 25. Tonbko ans joystick axis ucrnomnbzyercs Jyisi BpalieHUue
KaMephl B 3aBUCHUMOCTH HA)KATON HAINPABJICHUE IKOWCTHUKA.

Crpoka 29. Bpanienue kaMepsbl 10 OChIO y TTOJIYYEHHBIM Kypcopa MO OChIO X
YMHOXEHHBIA Ha mouse_sensitivity.

Ctpoka 31 Bpamienue kaMepbl 1O OChIO X MOJYYEHHBIM Kypcopa MO OChI0 Y
YMHOXEHHBI Ha mouse_sensitivity, C orpaHUYeHUE YTroJi Bpaiienue y limit.

Crpoxa 32. Bpamienue no ocwsto y oo0bekta «Playery.

Crpoka 33. Bpamenue no ocbio X o0bekta «Heady.

Msb1 co3ganmu  CKpUNT W Ha3BaiuM «Sprint» W coXpaHuiaum B (Qaiin
«res://Player/Sprint.gd» u mpukpenuian o0beKTy «Sprint.

CKpHUIIT BBINOJHSIET yCKOPEHUE UTPOKA HAXKATOM KIIaBUATypOu (JIUCTUHT 2.5).

Jluctunr 2.5. GDScript «Sprint.gd».

extends Node

@export_node_path("MovementController") var controller_path := NodePath("../"")
@onready var controller: MovementController = get_node(controller_path)

@export_node_path("Node3D") var head_path := NodePath("../Head")
@onready var cam: Node3D = get_node(head_path).cam

@export var sprint_speed := 16
0 @export var fov_multiplier := 1.05

P OO~NO U wWNPRE
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11 @onready var normal_speed: int = controller.speed
12 @onready var normal_fov: float
13 |varinput_sprint := float(0.0)

15 | func _ready() -> void:
16 if self.cam is Camera3D:
17 normal_fov = cam.fov

19 |func input_action(input_sprint:float):
20 self.input_sprint = input_sprint

22 | # Called every physics tick. 'delta’ is constant
23 | func _physics_process(delta: float) -> void:

24 if can_sprint():

25 controller.speed = self.sprint_speed

26 if self.cam is Camera3D:

27 cam.set_fov(lerp(cam.fov, normal_fov * fov_multiplier, delta * 8))
28 else:

29 controller.speed = normal_speed

30 if self.cam is Camera3D:

31 cam.set_fov(lerp(cam.fov, normal_fov, delta * 8))

33 | func can_sprint() -> bool:
34 return (controller.is_on_floor() and self.input_sprint #Input.is_action_pressed(&"sprint")
35 and controller.input_axis.x >=0.5)

Crpoxka 3. controller_path — ITyts o0bekTa «Player».

Crpoka 4. [Tonyuenue oobekta «Player».

Crpoxka 6. [1yte 00bekTa «Head».

Crpoka 7. [lonyuenne o0bekTa «Head».

Crpoka 9. sprint_speed = 16 — CkopocTh npu HaxxaToM KjiaBuiien shift.

Crpoka 10. fov_multiplier := 1.05 — Vckaxenue nose yroa o030pa KaMepsl
IPU YCKOPEHHOM JIBHKEHHE.

Crpoka 11. normal speed — HopMmanbHas ckopocTh 0€3 yCKOPEHHOM
JIBIKEHUE.

Crtpoka 12. normal fov — HopmanbHas mosie yron o630pa kamepbl 0e3
YCKOPEHHOM JIBUKEHUE.

Crpoka 13. input sprint — 3HadueHue Hakatod KimaBuied shift, mms

YCKOPEHHOM JIBUKEHUE.

Crtpoxka 15 — 17. YcranoBka nepemeHHoi normal_fov mis mosydenue yroiu
0030pa KaMepbl 0€3 YCKOPEHHOM JIBHKCHHE.

Crpoxka 19 — 20. O6paboTurk BBOJA AJi1 YCKOPEHHOM JIBUKEHUE.

Crpoka 24. ITpoBepka cmiocOOHOCTb UTPOKA YCKOPSITCA.

Crpoka 25. YBenuuuBaeM CKOpPOCTh J0 sprint_speed.

Crpoka 26 — 27. H3mensem yroa o030pa Kamepbl MPU YCKOPEHHOM
JIBMDKEHUM €CJIM ATO BO3MOYKHO.

Ctpoka 29. 3amenisieMm CKOpOCTh 40 HOPMaJIbHBIA CKOPOCTb.

Crpoka 30 — 31. Msmensem yrom o0030pa KaMephl NMPU HOPMAIbHOU
JIIBIDKEHUH €CJIM DTO BO3MOXKHO.

Ctpoka 33 — 35. ITpoBepsieTcs KacaeTcsl 1 UTPOK Ha IOJI M HaXKaTo KJIaBHUIla

shift.
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o Character_godot (DEBUG)

Pucynok 2. UrpoBoii mporiiecc

3 BoIiBOAbBI
B nanHoe crathm ObUTa co37aHa MTpa KOTOPHIH UTPOK MOXKET YIPABISTH

KOHTPOJJIEPOM, MepeMeIIaTbcs U Npbirate. B pe3ynbraTe paboThl ObLT HamMcaH
ckpunt Ha si3eike GDSCript, ¢ momomipl0 KOTOPOTO HMIPOK MOXKET YIPABISTh,
IIepEMEIAETCs, IPhITaTh U BPaIlaTh KaMepy.
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