CEKUIA: IacTpyMeHTH, METOAM AUCTAHIIHHOTO Ta 3MIMIAHOTO HABYAHHS B 3aKJIaJ]aX OCBITH

PETYISIPHO OIIIHIOBATH iX €()EeKTUBHICTD, @ TAKOK BPAXOBYBaTH PI3HOMAaHITHICTh MOTPEO
CTYJACHTIB Ta IOCTYII 10 HOBHX PO3POOOK.

OOroBOpeHHS BUKOPHUCTaHHS BIPTyaJIbHOI Ta JIOMOBHEHOI PEaJbHOCTI B OCBITI
BKa3zye Ha iXHIA MOTeHIian Jjisg TpaHcdopmarlii OKpeMHuX MAXo[iB y HauaHHi. L1
TEXHOJIOT1i MOXYTh 30araTWTh OCBITHIM JOCBIiJI, HaJalOud CTYJCHTaM 1HHOBAIlIKHI
METOJIM HaBYaHHS Ta JIO3BOJIAIOUM iM Bi3yalmi3yBaTH CKJajaHi KoHuermii. E¢exruBHa
iHTerpaniss VR Tta AR y HaBuanbHi mporpamMu Moke 3pOOWUTH BUKIIQJAHHS OLIbII
IHTEpaKTUBHUM Ta €()EKTUBHUM, BITKPUBAIOUM HOBI MEPCIEKTUBHU I OCBITHBOI cdepu,
ajyie BOHA TOB’sA3aHa 3 MpobIeMaMu, TAKUMH SIK 3a0€3e4eHHs JOCTYITHOCTI 00IaIHaHHS
Ta po3po0Ka AKICHOTO OCBITHROTO KOHTEHTY.

Ha 3akinuenns cmig 3a3HauuTH, 1m0 AR-0i0mioTekun BOJOAIIOTH PI3HUMHU
MPOrPaMHUMU XapaKTEPUCTUKAMHU 1 (PyHKI[IOHATTbHUMHU MOXKJIMBOCTSMH, 32 JJOTIOMOTOIO
SKUX YIOCKOHATIOIOTHCS METONWKH BUKIanaHHsA. HaBuanHs 3 BukopuctanHsM VR Ta
AR 3abe3neuye 1HTEpaKTUBHICTh, CUMYJISIIIO Ta CTBOPEHHS BIPTyaJIbHUX HABYAJIBHUX
MaTepiaiiB JJist OUTbII €(PEeKTUBHOTO HABYAHHS.
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Po3BuTOK 1rpoBOi 1HAYCTpPii 3HAYHO MPUCKOPUBCS 3aBISKH MOSABI MOTYKHHUX Ta
BOJHOYAC JIOCTYITHUX PYIIIiB, 110 JI03BOJISIIOTH PO3POOHUKAM CTBOPIOBATH BUCOKOSIKICHI
IrpOBI MPOAYKTH 3 MEHIIMMU 3aTpaTaMu 4yacy Ta pecypciB. OIHHMM 13 TaKuX PyUIiiB €
Godot, axuil BUAUIAETHCA CBOEIO BIAKPUTICTIO, THYUKICTIO Ta MIJITPUMKOIO KUTBKOX MOB
IporpaMmyBaHHs, 30kpema C#.

Godot npornonye 6ararodyHKIIIOHAIBHE CEPEAOBUIIE sl CTBOPEHHS K 2D, Tak 1
3D-irop, Mae mpoCTHIl y BHUKOPUCTAHHI PEJAKTOp Ta TMOTYXHY CHUCTEMY BY3JIB, IO
3HaYHO CHpoIlrye po3pooOky. Bukopucranns C# sk mMoBu mporpamyBanHs y Godot
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BIJIKpUBAE Tepe]l pO3pOOHMKAMU MOXKIIMBOCTI IHTErpalii 3 YK€ iICHyIOUUMH MPOEKTaMU
Ha maTdopmi.NET, 1m0 € BaxxiuBuM hakTopoM it npodeciiftHuX po3poOOHUKIB.

3pocTraouuil MONUT Ha ITPOBUN KOHTEHT, @ TAKOXK HEOOX1THICTh €(PEKTUBHUX Ta
€KOHOMIYHUX IHCTPYMEHTIB pO3poOKH poOIsATh HOCTIHKeHHS MoxkiuBocte Godot Ta
C# nan3BuyaifHo aktyanbHUM. Xoua pymid Godot moctynoBo HaOyBae MOMYJISIPHOCTI,
BIH I1I€ HE HACTLJIBKH IMIMPOKO BUKOPUCTOBYETHCS, SIK 1HIIN pyii, Hampukiaa Unity a6o
Unreal Engine. Bognouac moemnanns Godot ta C# nmae MOXIMBICTH PO3POOHUKAM
CKOPHCTAaTUCS BCiMa TIepeBaraMM Cy4acCHOTO TIPOTpaMyBaHHS, 30KpeMa 00’ €KTHO-
OpIEHTOBAHUM M1IX0/I0M, MPOAYKTUBHICTIO Ta MAaCIITA00OBAHICTIO.

JlocmipkeHHs i€l TeMU TOTIOMOKE PO3pOOHUKAM Kpalle 3p03yMITH 0COOIMBOCTI
BukopuctanHs Godot y 38’5311 3 C#, a TaKOXX OIIHUTH WOTO MOTEHITIaN ISl CTBOPCHHS
KOHKYPEHTOCITPOMOXKHHX ITPOBHX 3aCTOCYHKIB.

MetonaMu TOCHIJKEHHS € aHANi3 nepuioddicepesl ma OOKYMeHmayii — BABYCHHS
odimiiinoi noxkymenTailii Godot, marepianiB moj0 Bukopuctanis C# y mpoMmy pyiii,
HAyKOBUX CTared Ta TEXHIYHUX PECYpPCIB; NOPIGHANbHUL AHANI3 — 31CTABICHHS
MoxkamBocted Godot+C# 3 IHIIMMH TONYISPHUMH 3B’S3KaMU  pPYIIiB Ta MOB
nporpamyBaHHs (Unity+C# a6o Unreal Engine+Blueprints); BuBYCHHS Ta aHami3
TOTOBHUX ITPOBUX MPOAYKTIB, CTBOPEHUX 3 BUKOpUCTaHHIM Godot+C#, nisi BUSBICHHS
3arajJpHUX MIAXOMAIB, KpallUuX MPAKTUK Ta MOXJIMBHUX BJIOCKOHAJICHb; eMAUIpUYHULL
Memoo (MPaKTHUHUN €KCIIEPUMEHT) — PO3po0Ka MPOTOTUITY irPOBOTO 3aCTOCYHKY JIs
MEPEBIPKU MOKIMBOCTEH pyIlisl Ta OLIHKKA MPOAYKTHUBHOCTI; Memoo mecmy8anHs —
nepeBipka MNpane3aarHoCTi, NPOAYKTUBHOCTI, ONTHUMI3alii Ta CTaOLILHOCTI poOOTH
3aCTOCYHKY; Memo0 MOOent08anHs — CTBOPEHHS apXITEKTypu TpH, NMOOyHI0Ba IrPOBHUX
MexXaHIK Ta cucteM Ha ocHOBI C# y cepemoBuii Godot; memoo cnocmepedcenns ma
ananizy pezyromamis — oliHKa e€(eKTUBHOCTI BukopucTtaHHs Godot Tta C# uuiaxom
aHaji3y pe3yJbTaTiB TECTyBaHHS Ta IMOPIBHSAHHS 3 OYIKYBaHUMH XapaKTEPUCTUKAMH;
Memoo y3acanbHeHHs ma GUCHOB8KI6 — DOPMYITIOBAaHHS BHCHOBKIB IOMO JOIIBHOCTI
Bukopuctanis Godot+C# st po3poOKH ITPOBUX 3aCTOCYHKIB.

Godot — e 6araroriarGOpMHUIT BIIKPUTHI ITPOBHE pyIIiH, 1o miarpumye 2D
ta 3D rpadiky. Bin Hanae po3poOHUKaM 1HTYITUBHO 3p0O3yMUIHI iHTEPQENC Ta MOTYXKH1
THCTPYMEHTH JIJIs1 CTBOPEHHSI ITPOBUX MPOEKTIB Pi3HOI CKIaAHOCTI. OIHIEI0 3 KIIFOUOBUX
ocobmBocTeit Godot € Horo cucrema By3IiB, sIKa JT03BOJISIE OyyBaTH CKJIQTHI CIICHU
IUISIXOM KOMO1HYBaHHSI POCTUX KOMITOHEHTIB.

[Tounnaroum 3 Bepcii 3.0, Godot iHTerpyBaB miaTpuMKy MoBU C#, 1110 103BOJIsIE
pPO3pOOHMKAM BUKOPHUCTOBYBaTH MEpEeBarv Ii€i MOBHM, TaKl SIK CTaTWU4YHA TUIII3allis,
00’ €KTHO-OpI€HTOBAHE MPOTpaMyBaHHs Ta Oararta ctaHaapTHa 6i6mioTeka. s podoTu 3
C# y Godot He0OX1AHO BCTAHOBUTH BIJAMOBIAHY Bepcito pymiid 3 miarpumkoro.NET Ta
HaJIAlITyBaTH cepefoBuIlle po3poOku, Hampukiaa, Visual Studio abo Visual Studio
Code.

GDScript € BmacHor0 MoOBOW crieHapiiB Godot, creriagbHO PO3POOJICHOIO ISt
IIBUIKOI Ta Jierkoi iHTerpamii 3 pymiem. Jlocmimkenns [2] mokasye, mo GDScript
3abe3mneuye Kpamuil JOCTyl 10 OCHOBHUX (YHKINN pymris, Tomi sk C# neMoHCTpye
BUIIY MPOAYKTUBHICTh Ta THYYKICTh y BEJIMKHUX MpoekTax. Bubip mixk C# ta GDScript
3aJIeKUTh BiJl MOTPEO MPOEKTY Ta AOCBIAY pO3POOHUKA.
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Po3po0ka irop y Godot 3 Bukopuctannasim C# BKITIOYa€ KijTbKa KIIFOYOBUX €TaITiB:

Hanawmyeannsa npoexmy. CTBOPEHHS HOBOTO TPOEKTYy 3 TiaTpumkoro CH,
HaJaITYBaHHS CepeIOBUILA PO3POOKH Ta MiJKIIOYCHHS HEOOX1THUX 010J110TeK.

Po3pobka ieposoi noeiku. CTBOpeHHs CKpUNTiB Ha C# 1711 BU3HAYEHHS MMOBEIHKH
irpoBux 00’€KTiB, 0OPOOKHM MOiil Ta B3aEMO/IT Mi’K KOMITOHEHTAMH.

Bzaemoois 3 eyznamu. OTpuMaHHs AOCTYIY A0 BY3JTiB CIIEHH, X BIACTUBOCTEH Ta
METO/IIB uepe3 ckpuntu Ha CH#.

Tecmyeannsi ma HanazooddcenHs. BuxopucTtanHs BOyIOBaHUX 1HCTPYMEHTIB
Godot 11 TecTyBaHHS IrPOBOTO TIPOIIECY Ta HAIATOKCHHS KOJY.

JleTaJIbHUI ONMHC ITUX eTamiB mojaaHo B [1].

[Ipaktnunuit npukiaa ctBopeHHs rpu Ha Godot 3 BukopuctanHsM C# MoxHa
3HaiTH y Kypci «Learn 2D Game Development with Godot 4.3 and C# from Scratch»ua
wiatpopmi Udemy [3], B sKOMy € MOKPOKOBiI IHCTPYKIIii IMOAO PO3POOKH TpH,
MOYMHAIOYH BiJ] HAJIAITYBAHHS MPOEKTY J0 peatizallii IrpoBOi MEXaHIKU Ta IyOJiKaiii
TOTOBOTO MPOJIYKTY.

AHaI3yl04u TPOIEC PO3pOOKH IrpPOBOrO 3aCTOCYHKY MOXKHA BUJIUIATUA Taki
acCIeKTH: apXxiTekTypa By3iiB y Godot no3Bossie €(EeKTUBHO OpraHi3oByBaTH KO Ta
CTPYKTYpY T'PH; OCHOBHI MEXaHIKH (PyX, B3a€EMOIisl 3 00’ €KTaMu, (i3HKa) peani3yoThCs
yepe3 ckpuntu C#, AK1 IHTETrpyIOThCS 0€3M0CEPEAHBO 3 By3JIaMU CLIECHHU.

[IpakTryH1 pekomMeHaalli po3poOKH IrpOBOro 3aCTOCYHKY Ha 0cHOBI Godot + C#:

1. HanamryBanusi  cepenoBuiia  po3pooku. BukopucrtoByiite Godot4 3
niaTpumMkor0. NET (ckadatn mokHa 3 odiriiiHoro caiity). BeranoBiTe.NET SDK Ta
HajamryiTe cepeposuiie po3podku (Visual Studio, VS Code abGo Rider).
Buxopuctosyiite C# 10 abo Buiie, 11006 oTpuMaT TOCTYI J0 CyYaCHUX MOXJIMBOCTEH
MOBH.

2. ApxiTekTypa npoekTy. Bukopucrosyiite natepH By3miB (Node System): koxkeH
00’ekT Mae OyTM OKpEMHUM BY3JIOM, IO CIPOILYE PO3POOKYy Ta HaIAroIKEeHHS.
Po3ninsiiTe nOriKy Ha OKpeMi Kjach Ta KOMIIOHEHTHU JIJIsl TIOJIETIICHHS TECTYBaHHS Ta
moaudikarii. BukopucroByiite aBro3zaBaHTaXyBaHi (autoload) ckpunTH IS
MEHEIPKEPIB CTaHiB (HANpUKIad, s 30epeKeHHS TaHUX TPaBIs).

3. Pobora 3 C# y Godot. BukopuctoByiite partial-kmacu ta inTepdeticu, mob
Kpale CTPYKTypyBaTH Koj. MiHIMI3yHTe BHUKOPHCTaHHS await’ B IrPOBHX IIMKJIAX,
OCKUTBKHM 1€ MOXKE BIUIMHYTH Ha NPOAYKTUBHICTh. BukopucroByiite 'Signals’ s
B3a€EMO/IIi MIX BY3JIaMH, 3aMICTh O€3MOCEPEIHbOr0 BUKIMKY METOAIB. JloTpumyiitecs
ACMHXPOHHOTO MiAXOAY Mpu poOOTi 3 pecypcaMu (3aBaHTaKEHHS TEKCTYp, 3BYKIB
TOIIO).

4. I'padika Ta animariisi. Bukopucrosyiite TileMap s moOynoBu piBHIB y 2D-
irpax. BukopucroByiite AnimationPlayer s ckiaagHMX aHIMallid MEPCOHAXKIB.
OnTuMizyiTe CipailTh Ta TEKCTYpH, YHUKAIOUU HENOTPIOHUX MPO30PHUX IMIKCEIB.

5.®i3uka Ta KepyBaHHSA TMepcoHakeMm. Jlms  pyxy  BUKOPHUCTOBYHTE
"CharacterBody2D" a6o "CharacterBody3D" 3amicts 'KinematicBody', ockiibku BOHH
MaroTh OHOBIIEHY (i3uky B Godot 4. BukopucroByiite ‘MoveAndSlide()" mist peanizarii
IUTABHOTO PyXy mepcoHaxiB. Bpaxosyiite Delta Time (‘delta’) mast y3romkeHOCTI
HIBUAKOCTI pyXy He3anexHo Bif FPS.

6. Ontumizanis npoaykTuBHOCTI. MiniMizyite Bukianku GetNode()' — kpaiie
KeIIyBaTU BY3JM B NoJisiX Kjacy. BuxopuctoByiite Object Pooling st moBropHOro
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BUKOPUCTAaHHS O00’€KTiB  (Hampukiajg, cHapsaiB abo  BoporiB). OOMmexyiite
BUKOPHUCTaHHS "process()’ s BaKKUX OOYMCIICHb, BUHOCSYH iX y OKpeMi MeToau abo
‘Timers'. Bukopucroyiite Multi-threading ("Thread”, "Task’) mist 06poOku GoHOBHX
IIPOIIECIB.

7. PoGora 3 xopuctyBanbkuM inTepdeiicom (Ul). Bukopuctosyiite Control Nodes
mia ctBopeHHs THyukoro Ul Anantyiite iHTepdeic mia pi3HI po3MipH €KpaHiB 3a
nonomororo Container’ Ta "Anchor’. BukopucroByiite "Theme' mist cranmaptuzarii
Ul-enemeHTIB (KHOMIKH, MTaHEN, PUDTH).

8. O6pobka BBemenHs (Input System). BukxopuctoByiite Input Map ans
HAJAIITYBaHHS YNpaBIIHHS 3aMICTh JKOPCTKO 3aKOJOBAaHMX KiaBiml. BpaxoByiite
HIATPUMKY KOHTPOJIEPIB Ta CEHCOPHOIO VIPABIIHHS, SIKIIO T'pa OpIEHTOBaHA Ha
MOOLITBHI TPUCTPOI.

9.30epexenns nanux. Buxopuctopyiite JSON abo Binary daiinu mus
30epekeHHs nporpecy rpasis. s ckiaaHux 30epexeHb BUKOpUcToBYHTe SQLite abo
Godot FileSystem API. BpaxoByiite mudpyBaHHs JaHUX, SKIIO MOTPIOHO 30epiratu
Yy TIMBY 1H(OpMAaILiIO.

10. debarinr Ta TectyBanHs. Bukopuctoyiite Godot Debugger nyist BiacTexeHHs
MOMIIOK Y KoJii. BuBoasTe BaxkiuBy iHpopmartito uepes "GD.Print()’ mix gyac po3pooxu.
Bukopucrosyiite Unit-tectu (GUT — Godot Unit Test’) mms mepeBipkd JIOTIKH.
[lepeBipsiiTe mpoayKTUBHICTH yepe3 Profiler, mo6 ontumisyBaru pecypceu.

11. Excniopt rpu. Hamamryiite aBromaruune 30upanns (CI/CD) mis TecTyBaHHS
rpu Ha pizHux miargopmax. Buxopucrosyiite Godot Export Templates 1y1st cTBOpeHHs
KpociiargpopMeHux Bepciid. OnTumizyiiTe po3mip NakeTy HUIIXOM BUIAJICHHS 3ailBUX
peCypciB Tiepes] eKCIIOPTOM.

JloTpUMyIOUHCh LIMX PEKOMEH 1AL, MOYKHA 3HAYHO MOKPALIUTH MPOTYKTHUBHICTb,
SKICTh KOAY Ta 3py4HicTh po06oTH 3 Godot + C# mipu po3poO1i irpoBUX 3aCTOCYHKIB.

[IpakTyHe 3HAUEHHS OJIEP>)KAHUX PE3YNbTATIB Y JAHOMY JOCIIJKEHH] MOJSATrae B
TOMY, IO OTPUMaHl pe3yJabTaTH [I03BOJIAIOTH CTBOPUTH POOOUMU TPOTOTHN TpU 3
BukopuctanHsiM Godot ta C#, 1m0 Moxke OyTH OCHOBOIO JIJISl TIOJAIBIIIOTO PO3BUTKY Ta
KOMEpLIMHOTO BUKOpUCTaHHs. [IpakTmyHa peamnizamiss MATBEPIKYE €(PEKTUBHICTh
IbOTO MIAXOAY JJIs 1HA1-PO3POOHUKIB Ta MaIMX CTYAINA. J{oChiKeHHsT TEMOHCTPYE, SIK
Godot Ta C# MoxHa €(pEKTUBHO BMKOPUCTOBYBATH Jisi HIBUIKOI PO3pOOKH 1rop i3
3aCTOCYBaHHSIM 00’ €KTHO-OPIEHTOBAHOTO TMiX0my. BUCBITIEHI pekoMeHAaIli 010
BubOopy C# uun GDScript 10MoOMOXyTh pO3pOOHUKAM OOpaTH HaMKpale pillieHHS s
iXHIX poekTiB. OTpUMaHi pe3yJbTaTh MOXYTh OyTH BUKOPUCTaH!1 y HaBYaJIbHUX Kypcax
Ta MOCiOHMKaxX 3 PO3pOOKH Irop, 30KpeMa y Mporpamax yHIBEPCHUTETIB a00 OHJIaWH-
kypcax. Kopa, po3poOnenuii mijg yac AOCTIHKEHHsS, MOXKE CIIyryBaTd IIa0JIOHOM JIJIst
nouatkiBiiB y Godot + C#.

Pe3ynbrati  AOCHIKEHHST JOMOMOXYTh ITPOBUM pO3pOOHUKAM, CTYIEHTaM,
BUKJIaJ]ayaM Ta €HTy31lacTaM Kpaile 3p0o3yMiTH 0coOauBoCTI Bukopuctanus Godot + C#
Ta €()eKTUBHO 3aCTOCOBYBATH iX y BIACHUX MPOEKTAX.

Buxopucrtanusi Binkpuroro pyiniss Godot Tta MoBu C# crpusie po3BUTKY
HE3JIC’)KHOT PO3POOKH ITOP Ta CTBOPEHHIO €KOHOMIYHO €(PEKTUBHHUX ITPOBUX MPOTYKTIB
6e3 minen3iitanx oomexxkeHnb. Godot y moeananH1 3 C# € eeKTUBHUM 1HCTPYMEHTOM JIJISI
pO3poOKK IrpoBUX 3acTOCyHKIB. Pymriii Godot 3a0e3mnedye 1HTYITUBHO 3pO3yMisie
cepeloBuUllEe, MOTYXHI MOkJuBOCTI st 2D ta 3D rpadiku Ta miaTrpuMky Oararbox
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miargopM. IHTerpanis moBu C# 103BOssIE pO3pOOHUKAM BUKOPUCTOBYBAaTH 00’ €KTHO-
OpIEHTOBAaHUM MIAX1J, TOKpAIIeHy NPOAYKTUBHICT, Ta Oaratuii (yHKIIOHA
cranaptHoi 616mioTeku. NET.

Y  pocnipkeHHI po3poOSieHO poOOYMi  TPOTOTUIl TPU, IO MIATBEPIUIIO
MOXJIHMBICTh e(peKTuBHOTO BuKopuctanHsi Godot + C# pams CTBOpeHHsA irop.
JlocmiKeHHST Ha/Ta€ IPAKTUYHI PEKOMEH ALl 00 onTuMi3allii Koy, Bubopy Mixk C#
ta GDScript, a Takok HalKpamux MPakTHK poOoTH 3 pymrieM. OTpUMaHi pe3ylbTaTu
MOXXYTh OyTH BHKOPHCTaHI y HaBUaJIbHMX MaTepiaiax, Kypcax 3 IrpoBOi po3poOKH Ta
IS TTOJANBIINX HAYKOBUX JOCII1KEHb.

Pymiiii Godot y moennanni 3 C# € mepcrneKTUBHUM BHUOOPOM JJisi pO3POOKHU SIK
1H/1-1TOp, TaK 1 KOMEPIIMHUX MPOEKTIB, 3a0e3Meuyroun O0agaHc MK MPOAYKTHBHICTIO,
MPOCTOTOI0 BUKOPUCTAHHS Ta BIAKPUTOIO €KOCUCTeMOI0. OTprUMaHi BUCHOBKU MOXYTh
OyTH OCHOBOIO ISl MOAAIBIINX MOCTiPKeHb moao mpoxyktuBHOcTi C# y Godot,
MOPIBHSHHSA 3 1HIIMMH PYUIiSIMA 200 BIPOBAKEHHS JTOAATKOBUX TEXHOJOTIH, TAKUX SIK
MTYYHUHN THTEJIEKT YM 0araTOKOPUCTYBallbKl CHCTEMHU.
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