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1. Game Creator

GAME CONCEPT + GDD: CTBOPKOEMO BJ/IACHY I'PY
Temn:
e lllo take Game Development

e Game Designer, Developer, Artist, Sound Designer
e )XaHpw Bigeoirop

e 2Di3D

e Game Loop

® Game Mechanics

e Llinb rpasus

® [lepcoHax i CBIT

e [lepelukoau it Haropoam

® YMOBW nepemoru

@ OcHoBu Game Design Document
MpakTnka: CTBOPHEMO KOHLIEMLLit0 BNACHOT rpy i 3anoBHIOEMO crnipoLeHnii GDD.
Pesynetat: BnacHuii Game Concept: XaHp, repoi, CBiT, OCHOBHa MexaHika I Ljifb rpu.
GODOT: 3HAMOMCTBO 3 GAME ENGINE
Temu:

e Lo Take Godot

e |HTepdheiic Godot

e Project



e Scene

e Node

® Inspector
o 2D-pexum
® Sprite

e Camera

e CTpyKTypa NpoekTy
MpakTyKa: CTBOPEHHS NEPLLOro NPOEKTY Ta NepLUOT irPOBOT CLEHN.
Pesynbtat: neplunii BnacHuii Godot-npoexT.
GODOT: CLIEHW 1 OB'EKTU
Temu:
® Scene Tree

e Nodes Ta iX npu3Ha4yeHHA

Parent / Child

Node Types
e [nstancing
® Resources

e OpraHizauis Game Project
MpakTuKa: CTBOPEHHS 6a30BOro piBHA 3 AekilbkoMa 06'ekTamu.

PesynbraTt: CTpyKTYpOBaHWii irpoOBUiA piBeHb.

2. W GDScript — nporpamyemMo BnacHy rpy

GDSCRIPT: 3MIHHI, TUTTN OAHNX 1 OMEPATOPU
Temu:
e lllo Take Kopg,

e GDScript
® 3MiHHi

e Tunn gaHnx
e Numbers
e Strings

e Boolean

e Oneparopu

@ 3MiHa 3Ha4YeHb
MpakTuka: CTBOPIOEMO NapameTpu nepcoHaxa ii 06'ekTiB rpu: health, speed, score Towo.
Pesynbrar: y4eHb po3yMie, sik 36epiratv Ta 3mMiHoBaTV gaHi B rpi.
GDSCRIPT: YMOBW V1 GAME LOGIC
Temu:
e if/else



IMopiBHAHHA

JorivHi onepatopu
® YMOBMU
e Game Logic

® Peakuis 06'ekTiB Ha pi3Hi cuTyau,i
MpakTuka: CTBOPIOEMO JI0TiKy — SKLLO rpaBeLb 3pobus X — BigbysaeTbca Y. Hanpuknag: health =0 -
Game Over.
PesynbTtar: nepLlua caMOoCTiiHO CTBOpEHa irposa forika.
GDSCRIPT: WKW, MACVBW TA CTOBHUKIN
Temu:
e [llo Take umKn

e for

e while

e Array

® EflemMeHTU macusy

e JlogaBaHHSA Ta BUOAIEHHA efleMEeHTIB

Dictionary

Key / Value

e [lepebip macusiB 3a JOMOMOroH LUK/IB
MpakTuka: CTBOPOEMO CMNCOK NPeaMETIB Yy rpi Ii 06p06IEMO M0ro 3a AONOMOTOH LMK/IIB.
Pesynbrart: yueHb po3yMie, sik 36epirati il 06po6nAaTn Habopu AaHKX Y Tpi.
GDSCRIPT: ®YHKLJI TA CTPYKTYPA KOAY
Temu:
e Functions

® Parameters

e Arguments

e Return

e [10BTOpHE BMKOPUCTAHHS KOay
e OpraHizauisi kogy

o CTpyKTypa ckpunta
MpakTuka: CTBOPOEMO BNACHI OYHKLT 415 irpoBuMX Ajli:
e take damage()

e collect_item()
e add_score()

e open_door()
PesynbTtat: yuyeHb He MPOCTO KOMItOE KOA, a PO3yMi€ MOro CTPYKTYypY i MOXe CTBOPUTY BNACHY (OyHKLO.
GDSCRIPT: INPUT, EVENTS | SIGNALS
Temu:



e Input

e Events

e Signals

® Peakuid Ha gji rpasus

e Bszaemogis Mk o6'ekTamm

e [lepefaya nogin mMix cueHamm
MpakTnKa: HaTUCKaHHA KHOMKN — OO6'eKT pearye — BigbyBaeTbCs Aisl.
PesynbTtar: nepLua NnoBHOLHHA B3aEMOAiSt MK 06'eKTamMu.
MINI GAME: 3BUPAEMO MEPLLY Py
Temu:
e 3actocyBaHHA GDScript Ha npakTui

e Player Input

e Score

e Collectibles

e Timer

® YMOBW nepemoru
e Game Over

e OOG6'egHaHHA PI3HNX MEXaHIK
MpakTnKa: CTBOPHOEMO NPOCTY rpy, Hanpuknag: «36epun sikomora 6inblue MoHeT 3a 30 cekyH/».
BrKOpPMCTOBYEMO 3MiHHI, YMOBW, LKW, MacusK, oyHkuii, Input i Signals.

Pe3yneTtar: neplua 3aBepLUeHa MiHirpa.

3. Big koay A0 cnpaBXHbOT rpu

INTERACTION: B3AEMO/IA OB'EKTIB
Temn:
e Player Interaction

e Trigger
® Area

Collision Detection

Signals Ha npakTuui

e B3aemogida 3 npegmetamu
MpakTyka: repoin NigxoauTb 40 NpegMeTa — HaTUCcKae KHOMKy — npeameT 3MIHIETbLCA abo 3anyckae fito.
Pesynbtat: npauioya cuctemMa B3aemog;i.
SCENES & REUSABLE OBJECTS
Temu:
® OKpemi cueHun

e Reusable Objects

e Instancing



e 3B'A30K CLeH

e OpraHizauis Game Project
MpakTuka: CTBOPIOEMO 06'EKTU, AKi MOXHA GaratopasoBo BUKOPUCTOBYBATU Ha PiBHI.
PesynbTtat: BNnacHuii Habip reusable game objects.
CHARACTER: CTBOPEHHA MrEPOHA
Temu:
e CharacterBody

e Sprite

® Animation
e Idle

e Walk

® Run

e Jump

e Input
MpakTuka: CTBOPEHHS KEPOBAHOIO NepCoHaXa.
PesynbTar: repoli pyxaeTbes NO PIBHIO.
CHARACTER: AHIMALJJI TA KEPYBAHHSA
Temu:

e AnimationPlayer / AnimationTree

® Hanpamok pyxy
e 3MiHa aHimaLljii
e CTraHu nepcoHaxa
® [1naBHICTb pyxy

@ 3B'A30K pyxy W aHimauiin
MpakTnka: NoB'A3YEMO PyX NepcoHaxa 3 aHimalismu.
PesyneTtart: noBHoLiHHMI animated character.

4. Physics + Level Design

PHYSICS & COLLISION
Temu:
e Game Physics

e Gravity

e Collision

e Static / Dynamic Objects
e Floor

e Walls

e Platforms

e Trigger Zones



MpakTnKa: CTBOPEHHS (PI3NKK PIBHS.
PesynbTtart: repoii XoguTb, CTprbae Ta B3aeMOZAI€ 3 (Di3NYHVIM CBITOM.
LEVEL DESIGN
Temu:
e CTpyKTypa piBHA

@ Spawn Point

e [lepewkoau

o Cekpetn

e Haropogu

e Checkpoint

® HanpsiMok pyxy rpasus

e CknafgHicTb
MpakTuka: CTBOPEHHSI MOBHOL,IHHOTO PIiBHSI.
Pesynetar: Playable Level.
COLLECTIBIES & GAMEPLAY LOOP
Temu:

e Collectibles

e [lpeametn

e BoHycu

® Ouku

e Timer

® Llinb piBHA

® YMOBW nepemoru

e Gameplay Loop
MpakTyka: pyx — 36ip — nepewkogn — Haropoga — 3aBepLUEHHS PiBHA
PesysnbTart: NOBHOUHHA irpoBa neTns.

5. Boporu i1 MexaHiku

ENEMY & SIMPLE Al
Temu:
e NPC

e Enemy

e OcHosu Al

e Patrol

e Detection

e [lepecnigyBaHHs

e PeakLljs Ha rpaBLs



MpakTuka: CTBOPEHHs1 Bopora 3 6a30B0 NMOBEAIHKOH0.
PesynbTart: BOpor caMOoCTIHO pearye Ha rpaBLs.
COMBAT SYSTEM
Temn:

e Attack

e Damage
e Health

e Death

Invulnerability

e Player vs Enemy
MpakTrKa: CTBOPEHHSI 60NOBOT MEXaHIKN.
PesynbraT: rpaBeLb MOXe atakyBaTuh BOPOriB i oTpuMyBaTy damage.
GAME MECHANICS & PROGRESSION
Temu:
e Core Gameplay Loop

e Rewards

Challenges

e Progression

Difficulty
o KomOiHaLis mexaHikK

e Win/ Lose Conditions
MpakTuKa: CTBOPEHHS | PO3LLMPEHHS BNacHOT gameplay mechanic.
PesynbraTt: yyeHb Jofa€e 40 rpy BNacHy MexaHiky i cucteMy nporpecii.

6. Game Systems

Ul & HUD
Temu:
e Game Ul

e HUD

e Health Bar
e Score

e Timer

e Buttons

e Menu

e Pause

e Game Over

e Victory Screen



MpakTuka: ctBopeHHA Ul HaBYanbHOI rpu.
Pesynetar: rpa oTpMMy€e NOBHOLHHWI iHTepdelic.
GAME STATES & GAME MANAGER
Temu:

e Game States

e Start Game

e Playing

e Pause

e Game Over

e Victory

® Restart

e Game Manager

e [lepexig M cTaHaMu
MpakTtuka: Start — Play — Pause — Win/Lose — Restart
Pesynbrar: NOBHWIA LUK TPW.
INVENTORY, SAVE & GAME SYSTEMS
Temu:
® Inventory

e |tems

Checkpoints

Save / Load

e 30epexeHHs nporpecy

e Game Data
MpakTuka: goaaemMo A0 rpu ogHy abo Aekinibka CUcTeM 3a/1eXXHO Bif, CKIaAHOCTI NPOEKTY.
Pesynetart: rpa oTpuMye 6a30BYy CUCTEMY Nporpecy Ta 36epeXxeHHs.
GAME AUDIO, ART & Al
Temn:
e Game Audio

e Music

e Sound Effects
e Game Assets
e Sprite / Tileset
e Background
e Visual Style

@ Al Ansi CTBOPEHHS KOHLENTIB i1 assets
MpakTuka:
® [10[aEMO 3BYK;

® nigbupaemo assets;



@ CTBOPHEMO abo afanTyeMO Bi3yaslbHWIA CTUNMD;

@ 3a 6akaHHSAM BUKOPUCTOBYEMO Al /151 OKDEMUX ENTEMEHTIB.
Pesynbtar: rpa oTpMMYE B/1aCHWiA BidyasibHWUIA | 3BYKOBUIA CTU/Tb.

7. BnacHuii Game Project

GAME STUDIO: CTBOPKOEMO TA MONIPYEMO B/IACHY TPY
Temu:
e KoHuenuis

® [lepcoHax
e PiBeHb

® MexaHiku
e Boporu

e Ul

® Assets

® 3ByK

e Testing

e Debugging
e Balance

e Difficulty
e Feedback
e Polish

e AHimauii
e Edvektun

e Screen Shake / Transitions

e GitHub
MpakTuka: y4eHb 3aBepLUye BfIacHy rpy, TECTYE ii, 3HaxoauTb | BUnNpasnse 6arun, gogae piHanbHi
noKpaLleHHs Ta 3aBaHTaxye NPOEKT Ha GitHub.
PesyneTtat: rotoBa hiHasibHa BEPCis B/IACHOT IPyi.
HILLEL GAME CREATOR SHOWCASE: ®IHA/IbHE 3AHATTA — MNPE3EHTALLIA BNACHWX ITOP
KOXeH yyeHb:

® 3anyckae CBOH rpy;

® rokasye gameplay;

® [1eMOHCTPYE F0/I0BHY MeXaHiKy;

® [0Kasye nepcoHaxa Ta piBeHb;

@ po3noBifgae NpPo Haliljikagille pilleHHs;

® rokasye, Lo 6yno HaiCKNaaHILWNM.
Be3 okpeMoi npeseHTaL,ii — rosioBHe 3anyCTUTK rpy i nokasartu i HaXKBO.



Pe3ynbTat: BNacHa rotoea rpa i gocsig, i ny6niyHoT geMoHCTpaLlil.

0 B KOHUe Kypca BbINOSIHAETCA ,CI,I/II'II'IOMHbII7I MPOEKT.
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