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PO3POBKA MIXKILUIAT®OPMHOI KOMIT'IOTEPHOI I'PU KAHPY IDLE
CLICKER «CANDY CLICKER» HA BA3I PYHIISA GODOT ENGINE
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CyvacHa iHAyCTpisi Bimeoirop € OIHUM 13 HAWOUTBII 3pPOCTAIOYUX CETMEHTIB
r00aJbHOrO PUHKY LU(POBUX TEXHOJOTIH: 3a CYKYIHHM o0csiTOM J1I0XO/iB BOHA
TMePEBHUILY€ [OKA3HUKK KiHEMATOrpadidHOI Ta My3HYHOI ramyseil pasoM y3sTux. 3aranbHa
YHCENbHICTh AKTUBHUX KopHCTyBatnB iIrpoBHX MIAT(GOPM y CBITi HAPa3i CTAHOBUTH MOHAT 3
MIpA. oci6. Cepel 3Ha4HOI PISHOMAHITHOCTI iCHYFOYHMX IMPOBHX JKaHPIB OKpeMe Micle
MOCiZAl0Th TaK 3BaHi iHKpemeHTanbHi irpu (anri ldle/Clicker games) — xanp, wo
MPOTATOM OCTAHHBOTO JECATUIITTS €BOJIOLIOHYBAB BiJ HIMIEBOIO0 €KCIIEPUMEHTAIBHOTO
dbopmaty A0 KOMEPIIHHO CAaMOCTIHHOTO PHHKOBOTO CETMEHTY. 3a JaHUMHU Tally3eBOi
aHaMTHUKH, o0cAar rmodansHoro puHKy IDLE irop y 2024 poii csarHyB 2,5 MipA. 10japiB
CIIIA, a nporHo3oBaHi TEMIIA 3pOCTAHHS NepeAdayatoTh JOCATHEHHS Mo3Hauku 6,1 mupa.
uonapiB 10 2033 poky [3]. CykynHICTh XapaKTEPUCTHUK LbOTO KaHPY — 30Kpema, Bl,Z[HOCHO
HU3BKUH TIOPIT BXOAY ISl PO3POOHHKIB MPOTPaMHOr0 3a0e3MneUeHHs, MiHIMaIbHI BUMOTH
710 arapaTHAX pecypcus KIHIICBUX TPHUCTPOIB, a TaKOXK eq)eKTI/IBHl 3 TOUKH 30Dy
MOBEIHKOBOI NICUXOJIOTT MEXaHIKM 3aJlyuy€HHsl Ta YTPUMaHHS ayJuTOpli — BU3HAYa€ HOro
AK MEPCHEKTUBHY JOCIIIHUIBKY MIaTGOpMy ISl BUBYEHHS (PyHIaMEHTAIbHUX MPUHIUIIIB
iIrpOBOTO MPOEKTYBAHHS Ta NPHUK/IATHHX aCIICKTIB IpOrpaMHOT THXKEHepIi.

CTpiMKH#i PO3BHTOK BiIKPUTHX iIpPOBHX PpYIIiB, 30KpeMa Godot Engine, mo
PO3MOBCIOMKY€EThC mia  Jinensieto MIT 3 BIIKpUTUM BHUXIIHUM KOJOM, CYTTEBO
PO3IIKUPIOE TEXHOJIOTIYHI MOXKIIMBOCTI JJISi CTBOPEHHSI MOBHO(YHKIIIOHATBHHUX IFPOBUX
3aCTOCYHKIB 0€3 HEOOX1IHOCTI TOHECEHHSI JIIIEH31ITHMX BUTpAT.

AKTyaJ'IBHiCTB MPEICTABICHOTO  JOCTIMKCHHS ~ BH3HAYAETBCA  KUIBKOMA
B3a€MOIIOB'I3aHMMH YMHHUKaMU. [o-mepiue, icHye 00'ekTHBHA [OTpebda y crcTeMaTh3ail
Ta y3aralbHCHHI MPAKTHIHOTO JOCBiTy 3aCTOCYBAaHHS PYIIIis Godot Engine y xoHTtekcTi
po3poOku irposux npoaykris xaupy Idle/Clicker. To-apyre, HenocTaTHBO HOCIIKCHUME
3aJIMIIAIOTBCS  ApXITEKTYpPHI MAaTepHU NPOEKTYBAHHA MPOrpPaMHOro 3abe3NedeHHs,
cnetudiuni st IDLE irpoBux cucrem. Ilo-Tperte, mpakTuuHa peainisaiis 30anaHcoBaHOi
IrpoBOi crcTeMU MOTpedye 1HTErpalii 3HaHb 13 CyMDKHUX Tally3ed — 30KpemMa, BpaxyBaHHS
TICUXONIOTTYHUX MCXaHI3MIB 3aly4CHHS Ta YTPUMAHHS TPAaBLiB, a TaKOXK JOTPHUMAHHS
CYyYaCHUX BUMOT JI0 KpocmaaThOpMHOI CYMICHOCTI 3acTocyHkiB [1]. MeToro mocmiikeHHs
€ po3poOka TOBHOQYHKIIIOHAIBHOTO IrpoBoro 3actocyHky «Candy Clickery 3
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BUKOPHCTAHHAM pymm Godot Engine Bepcii 4.x Ta MmoBu mnporpamyBanHs GDScript, 1110
peani3ye kiacuuHi mexaniku IDLE >xanpy B OpI/IFIHaJIBHOMy TEMATHIHOMY O(bopMneHm
KOHIMTEPCHKOI TEMATHKU Ta 3abesredye 30anaHCOBAHUN ITPOBUH HOCBLY i3 MOMKIIHMBICTIO
30epeKeHHs porpecy Mixk cecisimu [4].

Amnani3 KaHPY Idle/Clicker moxa3zaB, 1m0 BiH IPYHTY€ThCS Ha M'SITH KJIFOYOBUX
MeXaHIKaxX: aKTHUBHHMHA KIIIK (6e3nocepenH51 B3a€MOJISl TPABLSL 3 ICPOBHM EICMEHTOM),
CUCTeMa TeHEepaTopiB MAacHUBHOIO JOXOAY, l€papXiuHa cHUCTeMa IMOKpalleHb, CUCTEMa
npecTiky Ta oduaidH-nporpec. QDCHOMCHAIbHA MOMYISPHICTD JKAHPY MOSCHIOETHCS
3[ATHICTIO e(DEKTHBHO aKTHBYBATH CHUCTEMH BUHArOpOIM MO3KY 4epe3 «1o(paMiHOBHIL
LUK/I» Ta 3aJOBONBHATH (yHIAMCHTAIBHY JIOACHKY MOTpeOy y BIAUYTT mporpecy.
[TopiBHANBHUN aHaNI3 aKTyaJbHUX IHCTPYMEHTAJIbHHUX 3acO0IB JJisi IBOBUMIPHOI irpOBOi
po3pooku — Unity, Unreal Engine, GameMaker, Defold ta Construct — no3Bonus
obrpyutyBatu BuOip pyiris Godot Engine sik TeXHOJIOTIYHO ONTUMAIBHOIO PIIIEHHS IS
miIell [Ja”Horo MAOCHIUKEHHS. BuzHavanbHUMH KpI/ITeplﬂMI/I TaKkoro BHOOpPY CTajM:
BIIKPHUTICTh  BHXIJHOTO KOy Ta pO3MNOBCIOKCHHs mix ominensiclo MIT, 1mo
YHEMOXIIMBIIIOE ~ BHHUKHEHHS  POSUITI-3000B's13aHb; HAsBHICTH  BOYJIOBAaHOi  MOBH
nporpamyBanas GDScript i3 cuHTakcucoMm, TUMONOTiYHO Onm3bkuMm g0 Python, mo
3a0e3redye HU3bKHUI TIOPIT OCBOEHHS;, a TAKOK HATUBHA MMIATPUMKA MYJIbTHILIATPOPMHOTO
excropty Ha Windows, Linux, Android ta HTML5 [2].

Ha etami npoekTyBaHHS CIPOEKTOBAHO KOHIIETILIIIO IPH B KOHIUTEPCHKIiil TeMaTuIli 3
11 Tunamu renepaTopiB macuBHoro poxoxy — JKeneiika, Mapmenanka, Kekcuk, Jlensnuk,
[Tonunk, PiKOK Ta 1H. — KOXKEH 3 SIKUX Ma€ YHIKaJbHYy 0a30BYy BapTICTh 1 MPOTYKTUBHICTb.
ApXiTeKTypa OpOrpaMHOTO 3abe3nedyeHHs MoOyJ0oBaHA HAa KOMIIOHEHTHOMY MIAXOAl 13
[CHTPaJIi30BaHKUM TOJIOBHMM CKpunToM main.gd ta cucremoro curHamiz Godot mis
c1abKo3B's13aHOI  KOMyHiKamii Mik Moayisamu. DopmanizoBaHO MaTeMaTUYHY MOJEINb
IrpOBOi €KOHOMIKH 3 €KCIIOHEHIIIHHOIO (yHKITiEr0 BapTocTi TeHepaTopiB C(n) = Co X 1™ i3
koedimieHToM 3poctanHs r = 1.12 Ta miHifiHOWO npoaykTuBHicTIOP(N) = Py X n, mo
3a0es3rnedyye 30aJaHCOBAaHUI TeMH MpOrpecii 3 MOCTYNOBHM YIIOBUIBHEHHSM Ha TMi3HIX
eramax rpu[3]. CrnpoekToBaHO cHCTEMY 30epeIKCHH nmporpecy Ha ocHoBi JSON-
cepianizaii 3 3aMCOM Y XUPEKTOPIIO USEr: I, MexaHi3MOM BamigaIii JaHUX 3a TMPHHITAITOM
graceful degradation ta crpareriero aBT036epe>1<eHH51 IO MOETHYE MepiouIHUN (KOXKHI
30 cexyHm) Ta HOL[IEIBI/II/I HII[XOI[I/I

Y mporeci peamizanii po3poOneHO anroput™M OGhIaiH-Iporpecy 3 OOMEKCHHIM
HAKOIMYCHHS, MOAYy/Ib (POpPMATyBaHHs BEIMKHMX HYHCE] Ta OCHOBHI IrPOBI MEXaHIKH
3acobamu GDSCrlpt IHTepcbeHc CTBODCHO Ha 0a3i cucremu By3maiB Godot i3
3a0€3CYCHHAM aJaNTHBHOCTI Ta 3pY4HOCTI BHKOpHCTaHHs. IIposenene TECTyBaHHS
MiATBEPAMIO CTaOUIBHICT POOOTH 3aCTOCYHKY Ha pIsHHX IuaTgopmax Ta Horo
BiJINOBIHICTh 33J]aHUM BUMOTaM. BUWKOHaHO ONTHUMI3aIif0 TPOMAYKTUBHOCTI, IO
3a0esmednno eeKTHBHY POOOTYy Ta HHU3bKE CHeprocmoxuBaHHsi. HaykoBa HOBu3HA
nojisirae 'y IOEAHAHHI apXiTeKTypHux miaxonis Godot i3 mexanikamu IDLE irop, a
MPAaKTUYHE 3HAYEHHS — Yy CTBOPEHHI TOTOBOTO IrPOBOTO MPOAYKTY, HPUIATHOTO [0
BUKOPHUCTAHHS Ta MOJAIBIIIOTO PO3BUTKY.
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Cy4acHuil  pO3BHTOK LM(POBUX TCXHOJNOTIH  CYNPOBOKYETHCS —AKTHBHHUM
BIPOBA/DKEHHAM KPUITOBAIIOT Yy pi3HI cdepu eKOHOMikH. PUHOK HU(POBUX aKTHBIB
JICMOHCTpPY€ CTIHKE 3POCTAaHHS, IO 3YMOBIIIOE MiJBUIICHHH IONHUT HAa MPOrpaMHi 3ac06u
JUIST aBTOMAaTH3allli MPOIECiB TOPTiBIl Ta aHaJn3y puHKy. V 3B’S3Ky 3 LUM pPO3pOoOKa
Be03aCTOCYHKIB JIJIi aBTOMAaTH30BAHOTO TPEUIMHTY € aKTyallbHUM HaIpsIMOM JOCHIIKEHb
y Talry31 mporpamHoi iHxeHepii [4].

BukopucTaHHs ~aBTOMATH30BaHMX TOPrOBHX CHCTEM [03BOJSE€  3abeslednty
OesrepepBHI MOHITOPHHI PHHKY, OIIEpaTHBHE pearyBaHHs Ha 3MiHU LiH Ta MiHIMi3yBaTH
BIUTHB JIOJCEKOTO (aktopy. CydacHi MAXOAH 0 PO3POOKH HMPOTPAMHOr0 3a0e3MeUCHHs
nepeadayaroTh BUKOPUCTAHHSA MOJYJIHOI apXITEKTYPH, 1110 CIIPHSIE MIABUIICHHIO SKOCTI Ta
MaciTaboBaHOCTI cucTeM [1].

Meroro poOoTH € po3poOka KpUNTOBATIOTHOTO BebO3acTocyHKy PointC, sxuii
3a0e3nedye aBTOMATH3alIl0 TOPTOBUX OMepaliid 13 BUKOPUCTAHHSAM Cy4YaCHMX TEXHOJIOT1H
BeOPO3POOKH Ta J03BOISE KOPHCTyBadam e(eKTUBHO yIPABJISATH TOPTOBUMU CTPATETISIMHU.

Jnst peanisanii KITi€HTCHKOI YaCTHHH BUKOPUCTaHO (peiiMBOpK Angular, sKwmid
3a0esnedye CTBOPCHHS OJHOCTOPIHKOBHX 3aCTOCYHKIB 13 BHCOKOIO MPOAYKTHBHICTIO Ta
3PYYHOI0  CTPYKTYPOIO KOMIIOHEHTIB. Bukopucranus wmoBu TypeScript no3BossIE
M1IBUIIUTH HAIIHHICTh MPOrPaMHOro KOJIy Ta CIPOCTUTH HPOLEC p03p061<1/1 [1].

CepBepny yactuHy peanizoBaHo Ha miatdgopmi ASP.NET Core 13 3aCTOCYBaHHAM
apxitektypu Model-View-Controller, mo 3abe3neuye p03)11neHH;1 O13HEC-JIOTIKH,
iHTepdeiicy KopucTyBada Ta 06p06KI/I naHux. Takuil MigXiAg A03BOJIAE€ MiABUILIUTH
THYYKICTh CHCTEMH Ta CIIPOCTUTH 1I ojanblIe MaciTabysanHs [2].

Y mpotieci NPOEKTyBaHHS Oy10 BH3HAYEHO OCHOBHI (DYHKIIOHAIbHI KOMIOHCHTH
CHCTEMH: MOJYIIb yHPABIIHHS KOPHCTYBaYaMH, MOJIyJlb TOPrOBUX 00TiB, MOTyJIb OOPOOKH
PUHKOBHX JJaHUX Ta MOAYJb iHTerpaii 3 API KPUTITOBAFOTHHX OipK. BI/IKOPI/ICTaHHH API
maTpopmu Binance 103Bossie OTpUMyBATH aKTyalbHi JaHi y PEKUMi PEalbHOTO Yacy Ta
BUKOHYBAaTH TOProBi oneparii [3].

ApXITEeKTypa 3aCTOCYHKY 0Oy/10BaHa 3a MPUHIUIIOM KJII€EHT-CEPBEPHOI B3aeMOIT 13
BukopuctanusiM REST APL Ilepenasa namux spiiicHioetscst y ¢opmari JSON, mo
3abe3reuye e(peKTUBHY BBaCMOILIIO MDK KOMIIOHEHTaMH cuctemu. Jlns 36epe>KeHH5[
iH(popmalii BUKOPUCTAHO PeNAliifHy 0a3y AaHMX, KA MICTUTH JaHi PO KOPUCTYBAiB,
HaJalTyBaHHA OOTIB Ta ICTOpIIO TOProBUX omneparii [2].

OcolmuBy yBary MHpHAUICHO MHUTAHHAM iHQOpMALiiHOI Ge3meKH. Y 3aCTOCYHKY
peanizoBaHO MeXaHi3MHU aBTeHTHiKailil 3 BukopuctanuHsim JWT-TokeHiB, 1o 3ade3neuye
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