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Co3gaHne HEUrpoBOro MEPCOHAXKA HA UTPOBOM ABHKKe Godot (yacTs 2)

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHOI cTaThe OmMCaH MPOIECC HAIMMCAHUS MPOTPaMMEBI IIOBSACHHUS HEUTPOBOI'O
nepconaxka (NPC) ma urpoBom asmwkke Godot. B paGore mcmonb3oBalics S3BIK
nporpammupoBarre GDScript 1 00BEKTHI B KOHCTPYKTOpE UTp Ha aABuxkke Godot
s co3nanus Heurpooro mnepcoHaxka (NPC), a Tarxke ompejeiieHHe CHCTEMBI
KJIAHOB I TIOBEJCHHMS HEHUTPOBOIO IEpCOHaXka. B pesyibTaTe pabOTHI CcO3/aH
HEUTPOBOM TIEPCOHAX, HaAmMCaHHbIH Ha s3bike GDScript 1 BBIIOJHEHUS
MOBEJCHUSI HEUTPOBOI'O IIEPCOHAXKA U OIpECIICHa CHCTeMa KJIaHOB Ha MTPOBOM
nBrkke Godot.
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Creation of a non-player character on the Godot game engine (part 2)
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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 objects in the designer of the Godot game engine to
create a non-player character (NPC) as well as the definition of the clans system,
and the behavior of a non-player character was described. As a result of the work, a
non-player character was created written in the GDScript language to perform the
behavior of a non-player character and a system of clans on the Godot game engine
was determined.
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1 BBenenue

1.1. AxmyanvHocmb ucciedo8anus

AKTYaJnbHOCTb UCCIIEIOBAHUE 3aKII0OYAECTCS B TOM, UTO CIIEHAPUI OBEICHUS
NPC mno3BossieT co3gaBaTh pa3HOOOpa3HbIE W YHUKAJIbHBIC CHUTYalldd B WIPE,
KOTOpBIE MOBBIIIAIOT UHTEPEC U BOBIEUEHHOCTh urpoka. Hanpumep, NPC Moxer
OBITh IPY>KETIOOHBIM, Bpak1€OHBIM, HEHTPAIBHBIM, IOMOTATh WJIA MENIATh UTPOKY,
pearnpoBath Ha €ro JACHCTBUS U BEIOOPHI, 00J1a7aTh CBOMMH IIEJIIMU U MOTUBAMH U
T. 1.
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Cuenapuii nosenenuss NPC taxke mno3Bosisier cosnaBaTb NPC, koTopsie
BEIYT C€Osl €CTECTBEHHO U JIOTMYHO B COOTBETCTBHM C UX XapaKTEPOM, POJIbIO,
cutyauueil u okpyxenuem. Harmpumep, NPC moxer O6eraTh, npsATaThCsl, aTaKOBaTh,
3aIMIIATECS, PA3rOBAPUBATH, TOPrOBATh, BBIIIOJIHATH 3aJaHKUS 1 MHOTO€E JIPYTO€.

Cuenapuii mnoeaenuss NPC Takxe mnpeaocTaBisieT pa3zpaboTdyvkam
TEXHUYECKUE BO3MOXXHOCTH JII CO3JaHMs Pa3IMUHbIX BHU3yaJbHBIX 3((EKTOB,
TaKUX KaK JMHAMUYECKHE W HHTEPaKTUBHbIE aHUMAIUH, YPPEKThl OCBEIICHUS,
nedopMaui 00BEKTOB M MHOTO€ IPYToe, 4TO JAENAET €ro BaXXHBIM HHCTPYMEHTOM
utst pa3padotku VFX.

Takum obpaszom, crieHapmii moBefeHuss NPC Ha urpoBom aBmwkke Godot
OCTAETCS aKTyaJIbHBIM M BaXKHBIM JIJIS1 CO3/IaHUS KaYECTBEHHBIX Urp. Eciin y Bac ecTh
JIOTIOJTHUTEIBHBIE BOTIPOCHI HIIM BaM TpedyeTcs Oosee moapoOHas HHpopMaIus, He
CTECHSIMTECH 3aJ1aBaTh.

1.2. I]lenv uccreoosanus

[lenbto pabOTHl CO3/aHMS HEUTPOBOTO IEPCOHAXKA HAa HMIPOBOM JIBUIKOK
Godot.

1.3. O630p uccredosanuii

Uccnenosanue aBTopoB ctathu ['. ['oMmec u nip. npencrasisier coboit padoTy,
HOCBSIIEHHYIO pa3pab0TKe HHCTPYMEHTA J[UId IPOBEIEHUS SKCIHEPUMEHTOB C
oOy4eHUEM C MOJKPEIICHUEM B UTpax. ABTOpbI HCCIEAOBaHUS pa3padaThIBarOT
UHCTPYMEHT Ai4u, KOTOpBII MO3BOJISIET CO3AaBaTh W 3allyCKaTh pPAa3jIHYHbIE
cueHapuu oOy4eHHs ¢ MOJKPEIUIEHMEM B UIpax, ucnoiib3ys miargopmy Unity.
Nuctpyment Aidu mnpenoctaBisieT yAOOHBIM HHTepdeic sl B3auMOACHCTBUSA
MEXIy areHTaMu M Cpeloi, a Takxke g cOopa W aHaiau3a AaHHBIX. ABTOPBI
00CYXX/Ial0T MPEUMYILECTBA U BO3MOXHOCTH MPUMEHEHHUS MHCTpyMeHTa Ai4u B
urpoBoil uHAycTpur. OHU TakKe pPACCMATPUBAIOT MOTEHLUUAJIbHBIE BBI3OBBI U
OrpaHUYEHMs, CB3aHHBIE C €r0 BHEIPEHUEM. B cTaThe nmpeIcTaBiIeHbl Pe3yIbTaThl
UCCJIEIOBaHMsI, BKJIIOYasi MPUMEPbI UCIOJb30BaHUsl MHCTpYMEHTa Ai4u U aHaiIu3
ero 3(Q¢heKTUBHOCTH. ABTOPHI TaKXke OOCYXKITAIOT BO3MOXHOCTH JaJbHEHUIIETO
pa3BuTUs M yayuinieHuss uHCTpymeHTa Aidu. Takum oOpa3oM HcclieZoBaHUE
aBTOpoB cTaThu ['. ['omec u ap. mpencTaBiIsieT UHTEPEC A pa3pabOTUMKOB UTP U
CHELMATUCTOB B 00nacTu oOyueHusi ¢ nojakperieHueM. OHO mpejaraeT HOBBIM
UHCTPYMEHT JJIsl IPOBEJICHUSI SKCIIEPUMEHTOB ¢ O0yYEHHEM C MOJKPEIUVICHUEM B
UIrpax, 4YTO MOXKET NPHUBECTH K YJIYUYIICHUIO KAaYeCTBA M HMHTEIUIEKTYaJbHOCTU
UTPOBBIX MTPOEKTOB [1].

UccnenoBanune aBTopa cratbu WM. 3emmer3 mpeactaBisieT co0oil padoTy,
MOCBSIIEHHYIO U3YYEHHUIO MapancuXoJOrnYeCKUX OTHOIIEHUN MEXAY UTPOKAMHU U
BBIMBIIIIEHHBIMU TiepcoHakamu B urpe Trouble Brewing. ABrop uccinenoBaHus
ONpENeNsieT  NaparncUuXOJOrMYeCKue  OTHOLIEHHWS  KaK  OJHOCTOPOHHHE
IICUXOJIOTUYECKHUE CBS3M MEXAY WHIWBHUJIAMH M BBIMBIIJIEHHBIMH MEPCOHAXaMU,
KOTOPBIE CO3AAIOTCA B MPOLECCE B3aUMOJEHCTBHS C MeAHa-NPOAYKTaMu. ABTOP
aHaM3upyeT (PakTOpbl, KOTOpPbIE BIUSAIOT HAa (HOPMHUPOBAHHE U PA3BUTHE TAKUX
OTHOIIIEHWH, TakWe Kak OMIaTus, HWIACHTHU(PUKAIUS, BOBJICUEHHOCTh H
MPUBS3aHHOCTh. Tak ke aBTOp BbIOMpaeT urpy Trouble Brewing kak oOBekT
UCCIIEIOBaHMsSI, TaK KaK OHA MPEACTABIIAECT COOONW HHTEPAKTUBHYIO HCTOPHUIO, B
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KOTOPOM WIPOKM MOTYT B3aUMOJEHCTBOBATH C PA3JIMYHBIMU BBIMBIIIJICHHBIMH
IIEPCOHAKAMH, KOTOPBIE MMEIOT CBOM XapaKTepbl, MOTHBALMM W LEIU. ABTOD
OIMCBIBAET OCHOBHBIE JIEMEHTHI UT'PBI, TAKAE KAK CIOKET, FEUMIUICH, MEXaHUKU U
JIU3aiiH. ABTOp HCCIIEOBaHUS NIPOBOJNUT KaUECTBEHHOE UCCIIEIOBAHNE, UCIIONb3YS
METO/Ibl HA0JIIO/IEHUS, MHTEPBBIO U aHaJIN3a KOHTEHTa. ABTOp coOMpaeT JaHHbIE OT
12 yyacTHUKOB, KOTOpBIE Urpaiu B Trouble Brewing, u ananu3upyeT ux ¢ HOMOIIbIO
TEMaTHYECKOr0 aHaiuu3a. ABTOpP MHCCIENOBAaHUS IIPEACTABISIET PE3yJbTaThl
MCCIIEIOBAHHSI, BKIIKOYasi OCHOBHBIE TEMBI, KOTOPBIE BBISIBJICHBI B JAHHBIX, TAKHE KAK
TUIIBl TAPANCUXOJIOTMYECKUX OTHOIICHHUH, (DAKTOpBI, KOTOPBIE BIHAIOT Ha HX
dbopMupoBanrue u pa3BUTHE, U IPPEKThI, KOTOPbIE OHU OKAa3bIBAIOT HA WUIPOBOM
OMBIT. ABTOp Takke O0OCYXJaeT BO3MOXHOCTH JAJIbHEHMINET0 pa3BUTUSA H
yIy4dIIeHUs] ucciaenoBaHus. TakuM oOpa3oM Hccle[oBaHHE aBTopa craThu M.
3enMeT3 NpeACTaBIseT MHTEPEC A1 pa3padOTUUKOB UTP U CHEUAIIUCTOB B 00J1aCTH
IICUXOJOTUH M  KoMMyHMKanumu. OHO 1@pemylaraeT HOBBIM B3IV Ha
NIApariCUXOJIOTUYECKUE OTHOLICHHUS MEXIYy MIPOKAMH M  BBIMBIIUICHHBIMU
IIEPCOHAXaMHU B HIPax, YTO MOXKET IIPUBECTH K YIYYIICHUIO KadecTBa H
AMOLMOHAJILHOCTU UTPOBBIX MPOEKTOB [2].

Uccnenosanue aBTopoB ctathl M. A. Hopromman u zip. npencrapisieT co0oit
paboTy, MOCBSAIICHHYIO pa3paboTke HeurpoBoii mepconaxka (Non-Character Player,
NCP) ¢ wuCHoiap30BaHHMEM alrOpUTMa CaMOOOY4YeHHUs JJs MCKYCCTBEHHO-
WHTEJUIEKTYalIbHBIX WIp. ABTOpPBI HCCleNOBaHus omnpenensaror Heurposon
IIEPCOHAXa KaK CYIIHOCTb B WUIPE, KOTOpas HE SABISETCA NEPCOHAKEM, HO UMEET
BIUsIHME Ha UrpoBoil npouecc. Hanpumep, HeurpoBoii nepcoHaxeM MOXKET ObITh
KUBOTHOE, PACTEHHE, MPEIMET WM COObITHE. ABTOPHI aHAIU3UPYIOT Pa3IUYHbIC
tunbl U (QyHkuuu HeurpoBoil mepcoHaxed B urpax. ABTOpPBI HCCIIEIOBaHUS
MPUMEHSIIOT aJTOPUTM CaMOOOydeHHs g pa3paboTku HeurpoBoii mepcoHaxa,
KOTOPBIM MOXET aJallTUPOBATHCS K ITOBEICHHUIO UIPOKA U OKPY’KAIOLIEH Cpele.
ABTOpBI HCIOJIB3YIOT METOJ] OOYy4EHHs C MOJKPEIJICHHUEM, KOTOPbIH IMO3BOJISIET
HeurpoBoil nepcoHa)y y4uTbCS Ha OCHOBE CBOMX JEHUCTBUU M UX IOCIEICTBUM.
ABTOpBI HCCIEIOBAaHUSI BBIOMPAIOT MCKYCCTBEHHO-MHTEIJIEKTYaJbHbIE UTPhI Kak
OOBEKT HCCIENOBaHUS, TaK KaK OHHM MPEJCTaBISAIOT COOOM WIrpbl, B KOTOPBIX
VCKYCCTBEHHBI WHTEJUIEKT WIPAET BaXXKHYK0 POJIb B CO3JAHUM HMHTEPECHOIO U
CJIOKHOTO WI'POBOTO ONBITa. ABTOpBI ONKMCBIBAIOT OCHOBHBIE XapaKTEPUCTUKU H
IMPUMEPBl TaKUX MUIp. ABTOPBl HMCCIECAOBAHUS TNPEACTABISIOT PE3YyJIbTAThI
UCCJIEIOBAHMSI, BKJItOUas MpUMEphl pa3paboTaHHbIX HeurpoBoil mepcoHaxeil u
aHanu3 ux J(PEeKTUBHOCTU. ABTOpPBl TaKXKEe OOCYXIAIOT BO3MOKHOCTH
JaTbHEHIIEero pa3BUTUS U yIyUIlEHUs pa3pad0TaHHOTO aropuT™Ma CaMOOOyUYEHUSI.
Taku oOpa3zoM uccienoBanue aBTopoB ctatbl M. A. Hopromman u ap. npeacraBisieT
UHTEpeC ISl pa3palOTYMKOB UIP M CIEHMAIMCTOB B OOJACTH HMCKYCCTBEHHOIO
uHTeliekTa. OHO TpemiaraeT HOBBIM moaxod K paspaborke Heurpopoit
NEPCOHAXEW C HCIOJIb30BAHMEM aJITOpUTMa CaMOOOYUYEHUS ISl MCKYCCTBEHHO-
WHTEJUIEKTYaJIbHBIX UTP, YTO MOXKET IPUBECTH K YJIYUILIEHHIO HHTEPAKTUBHOCTH U
CJI0’KHOCTH UTPOBBIX MTPOEKTOB [3].
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2. PaGoumii npouecc

YrobOsl ompenenuth HeurpoBoro mepcoHaxka Ally m Enemy, B sx3eMIusip
Kjacca MainScene (raBHBIN clieHa), cogepxkutcs meto init_clans (JIuctunr 2.1)
KOTOPBIN MbI 3a/1aIH M OIPEACIIAIN Ki1aHbl (Ta0. 1).

Taomura 1. Kinagsr

Hcxonnblii rpynna| OtHoienue | OOpaTHoe Lenesori  rpymnna
IMCPCOHAXKa OTHOIICHUC IIEepCoOHAXKa

City Enemy Enemy Balloon

Player Enemy Enemy Balloon

Player Ally Ally City

EvilCube Enemy Enemy Balloon

EvilCube Enemy Enemy Player

EvilCube Neutral Neutral City

JIucturr 2.1. Maummanusanus KJIaHOB.

1 func init_clans():

2 if not self.clans.is_empty():

3 return

4 self.clans["Player"] = Clan.new()

5) self.clans["Player"].setAlly("Player")

6 self.clans["Player"].setAlly("City")

7 self.clans["Player"].setEnemy("Balloon")
8 self.clans["Player"].setEnemy("EvilCube")
9

10 self.clans["City"] = Clan.new()

11 self.clans["City"].setAlly("City")

12 self.clans["City"].setAlly("Player")

13 self.clans["City"].setEnemy("Balloon")

14 self.clans["City"].setNeutral("EvilCube")
15

16 self.clans["Balloon"] = Clan.new()

17 self.clans["Balloon"].setAlly("Balloon")
18 self.clans["Balloon"].setEnemy("Player")
19 self.clans["Balloon"].setEnemy("“City")

20 self.clans["Balloon"].setEnemy("EvilCube")
21

22 self.clans["EvilCube"] = Clan.new()

23 self.clans["EvilCube"].setAlly("EvilCube")
24 self.clans["EvilCube"].setEnemy("Player")
25 self.clans["EvilCube"].setEnemy(“Balloon™)
26 self.clans["EvilCube"].setNeutral("City")

ITepconax B urpe onpenensercs 6azoBoi kiracc Mob base.

B Mob base coaepxutcs nepemennas id_clans kotopsiii uaeHTUGULIHUPYET
NEepPCOHAKAa MNPUHAMIEKHOCTh KiaHaMm. Ilpu wHunmanuzaumu B MainScene
COJIEP>KUTCST MeTO[| init _clan KOTOpBI ycTaHaBIMBAET COOTBETCTBYIOIIMM KiaH
Kaxgoro nepconaxa. [lo unee ecnu, Hanpumep, nepconax Balloonl arakoBan Ha
Balloon2 (u3nauansHo Ally) To mMoryT crtath kak Enemy, HO B JaHHOM ciydae
HEJOCTaTKM MOTyT ObITh 4TO YycTaHoBKa kiaH Balloon kak Enemy wmoxer
pacnpocTpaHsTCS KaK Ha BCEX MepCcoHaxkel, oTHocsmmiics k Balloon a He
OTAEJbHBIA KOHKPETHBIN ITIEPCOHAXKA.
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A Taxke B Mob base comepxutcs health nns ompenenenus ypoBeHBb
3n0poBbe TepcoHaxka. [lpum wunHMIManuzanuu Mob base, NpUKpeIUIsieT CUrHal
sig_damage KOTOpbIi OyIeT BhI3bIBATh MeTO action _damage eciu OyneT mepcoHax
aTakoBaH, TO TEPSET OYKO 370pPOBbE, €CIIM CUTHal sig damage He MOJKIIOYEH, TO
HEPCOHAX HEYSI3BUM.

B Balloon u urpoka ouko 310poBse ykazano 100.

Ecnu neurpoBoii nepconax Balloon atakoBan (nmosryden curnain sig_damage,
Hanpumep, Player atakoBan Balloon (puc 3) u Balloon HaunHaeT B 0TBET aTakoBaTh
Player) TO BBI3BIBacTCS MeTOn reaction damage (MpUKpEIIEH K CHTHATY
sig damage). Koropsiii reaction damage 3amaer attacking (mepeMeHHas
YKa3bIBAIOIIUI UCTOUYHUK aTaKy MEPCOHAXKA), U IEPEXONUT B COCTOSIHHE state_solve
B st_attacked. Ecnu ouko 3mopoBbe nocturueTt 10 0, To 00beKT yaansercs (QyHKuus
queue_free).

Pucynok 1. Balloon arakyer Player

Cocrosiaue st _attacked ¢ Hawayo MBITaeTCS MONYYUTH CIIMCOK TEPCOHAXKU
(get_list target) a 3aTem HaxoauT Ommxkaimmil Ally KOTOpbI OJIMKe K aTaKyHOIIHMA
npotuBHuka (find ally to defence) m oTmpaBnsieT KOMaHIy arakoBaTh, a caM
Balloon moxer npomomkutsh B coctosiHue st select target. B octanpHOM cimyuae
coctosiaue st attacked mmeet cxoxecTs st_select target.
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¢ Perspective

Ba §Fo
Bla §F o
O City ®
e Building_0 EFoe
O Env
@ WorldEnvironment

“#- DirectionalLight3D ©

FileSystem

W Favorites:

B res://

O6bexT Building 0 (puc 2) mo tunmy CSGBox3D. Nmeer 6a30BbIii Kiacc
Building base, MbI 3aanu ouko 310poBse 1000.

B ortnnune ot Building base u Mob_base nMeer pazHbie 0a30Bble KJIacChl,
Mob _base wumeer ©6azoBbii kiacc CharacterBody3D (kimacc  kotopble
npeaHa3HaYeHBbI ISl KOHTPOJIS Mmosib3oBarens. Ha Hux BooOIe He BiuseT Gu3nKa;
JlJist ApyTUX TUTIOB TEN, TAKUX KaK MEPCOHAX MITU KECTKOE TEJI0, OHU TaKHe ke, KaK
cratuueckoe Teno. OgHAKO y HUX €CTh JBa OCHOBHBIX NIpuMeHeHus [4]) a
Building_base umeet 6a3oBsbriit kiacc Node3D.

Building base u Mob base He nTpeaycCMOTPEHO MHOKECTBEHHBIC
HacleqoBanue Ha si3pike GDScript [5].

UtoOsl onpenenuTs MpuHAIIEKHOCTh Kitaccam Building base u Mob_ base
MBI MIPEYCMOTPENH (PYHKITUIO i1S_unity (JTUCTHHT 2.2).

Jluctunr 2.2. [lposepka npunannexHocth Building base u Mob base.

func is_unity(obj:Node):
if is_instance_of(obj, Mob_base) or is_instance_of(obj, Building_base):
return true
return false

A wWN PR

Knacc Bullet base onpenenser 0OBEKTOB KOTOPBIM MpU MONAAAHUU
NIEPCOHAXH TEPSIET OYKO 3I0POBBE.

B Bullet base comepxutcs nmepemerHass damage KOTOPHI BBHIYUTAET OYKO
3I0POBBE, U Subject KOTOpOE MO3BOJISAECT UICHTU(DUIIMPOBATH ATAKYIOIIHM, YTOOBI
MPOITYCKATh ce0s (HE «ITOBPEXKAATHY CaMOM ce0s).

Meron is vulnerable cpaBHmBaeT Teno u subject (arakyrommii) a 3arem
MpoBepsieT MpUHAAICKHOCTh Kiacca Building base m Mob base. Bosspamiaer
JIOTUYECKUH THII.
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Merton is_attackable Toxe camoe kak is_vulnerable HO TonbKO OTCceuBaeT
CTOJIKHOBEHHE TEJIO CaMOl ce0sl M aTaKyIOIIHIA.
Jluctunr 2.3. Merons! is_attackable u is_vulnerable.

1 func is_attackable(body:Node3D) -> bool:

2 if self.subject != null:

3 if self.subject == body:
4 return false
5 if self == body:

6 return false

7 return true

8 func is_vulnerable(body:Node3D) -> bool:

9 if self.subject != null:

10 if self.subject == body:
11 return false
12 if Root.is_unity(body):

13 return true

14 return false

Merton attack otmpasisieT curnani sig_damage KOTOpbIi ObLT CTOJIKHOBEHHUE C
IIEPCOHAKEM.

Pucynox 3. O6wekt Bullet

CSGSphere3D — Busyansnas ¢opma, CollisionShape3D — Oo6nacthb
crosikHoBeHnue, Bullet — tun RigidBody3D, cnoii cronkHoBenue 4, a macka — 1,
2,4,

Area3D — [neTeKTOphl CTOJKHOBEHHME KOTOPBIM OyayT OOHapy»XuBaTh
CTOJIKHOBEHHME MePCOHAXKa U OTIpaBiATh curHai sig damage. CollisionShape3D —
00J1acTh cTOJIKHOBEHUE (puc 3).

3 BuiBoabI

B nmanHoe cTaThu co37aH HEUTPOBOM MEPCOHAX M OMHUCAHO OTHOIICHUE K
JIPYTUM TiepcoHaxaM. B pesynbrare paboThl ObUT CO37]aH HEMTPOBOM MEPCOHAK,
KJIaHbI (OTHOIIICHUE K JPYTUM MIEPCOHAKaM), a TaK K€ ObLIO OIpesesieH 0a30BbIi
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KJIacC, KOTOPBIA MO3BOJIIET TPAMOTHO CIPOEKTHUPOBATH CTPYKTypa KJIACCOB IS
NEPCOHAXA U ONPEAETUTh HA0OP MOBEIECHUS HEUTPOBOTO NIEPCOHAXKA.
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