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This project focuses on the development of a 2D action role-playing game
(ARPG) using visual programming techniques in the GDevelop5 engine. Given
the growing interest in game development and the increasing accessibility of no-
code platforms, visual programming has become a powerful tool for developers.
By eliminating the need for traditional coding, it allows for the rapid creation of
complex game mechanics through logic-based event systems.

['eiimieB € OJIHIEIO 3 HAWIWHAMIYHINIMX Tally3ed CydacHUX TEXHOJIOTIH, a
METOIM PO3POOKH TMOCTIMHO BIOCKOHATIOKOTHCS. OIHUM 13 TEPCIEKTHBHUX
HaIpsMIB € Bi3yallbHE MPOTpaMyBaHHS — MIiAXIJ, IO Ja€ 3MOTY CTBOPIOBATH
nporpamMHi MOpOAYKTH Oe3 HEOOXIAHOCTI TpaJWuLIMHOrO0 KoJIyBaHHA. BoHO
JI03BOJISIE  PO3POOHMKAM  IIBUAKO  BIPOBAKYBAaTH  IPOBI  MEXAaHIKH,
BUKOPUCTOBYIOUHM 1HTYITUBHO 3p03yMull joriyHi 0goku. Came uei miaxia 0yJio
BUKOpHUcTaHo npu ctBopeHH1 2D ARPG-rpu Ha pymnii GDevelopS.

GDevelop5 — me cywyacHuii iHCTpyMeHT i po3poOku 2D-irop. Bin
MPOTIOHY€ TIOTY>KHY CUCTEMY IO JJIsi CTBOPEHHSI CKJIAIHUX ITPOBUX MEXaHIK.
3aBasku mupokid Oi6mioreni BOymoBaHux ¢yHkiid GDevelopS no3Bossie
peaii3yBaTu Takl acmeKTH Tpu, AK (i3uka o0'€KTiB, aHIMAIlisl MEPCOHAXKIB Ta
KepyBaHHs pecypcami [1].

BizyanbHe mporpaMmyBaHHS — 1€ METOJ PO3pPOOKH, B SKOMY IMpOTpaMHUMN
KOJI TIPEJCTaBJIICHU y BUIIIAI TpadiuyHUX €JIEMEHTIB, JIOTIYHUX OJIOKIB abo
HOJIB, IO CHPOIIYE CTBOPEHHS MporpamHoro 3adesneueHHsa. Lle mo3Bosse
pO3poOHWKAM  TMpalloBaTH 3 IHTYITUBHO 3pO3yMUIMMH iHTepdeiicamu,
3MEHIIYIOYH HEOOX1IHICTh TNIMOOKOTO BOJOIHHSI MOBAMHU MTPOrpaMyBaHHS [2].

BisyanpHe mporpamMyBaHHSA IIMPOKO 3aCTOCOBYETHCS y PI3HHX cdepax,
30KpeMa y CTBOpPEHHI irop, aHimarliid, poOOTOTEXHIKM Ta aBTOMATH30BAHUX
613Hec-mipouieciB. Y cdepi reiimaeBy Taki miargopmu, sk GDevelopS, Unity (3
Bolt) [4], Unreal Engine (3 Blueprint) [5], cTramu momyaspHUMH 3aBISKH
MOJKJIMBOCTI IIBUAKOTO CTBOPEHHSA CKIQJAHMX MeXaHIK. BOHU 103BOJISIOTH
Iu3aiiHepaM, XyJ0)KHHUKaM Ta PO3pOOHMKAM 30CEpEIUTUCS HA TBOPUINA YaCTHHI
npouecy [3].

ITponiec crBopenns 2D ARPG y GDevelop5 ckianaBcst 3 KUIBKOX €TalliB.
Cnouatky OyJji0 BU3HAQ4YEHO KJIFOUOBI MEXaHIKU T'pH, 30KpeMa O00HOBY CHUCTEMY,
B3aemozito 3 NPC Ta cucremy piBHIB. [lami Oyso po3pobsieHO TrpadiuHy
CKJIQJIOBY: CTBOPEHI TepcoHaxi, aHiMmaiii Ta ¢oHU. VYci MeXaHikd
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peamizoByBaiucs uepe3 cucremy mofaidi GDevelop5, Mo T03BOJUIO THYYKO
HAJIAIITOBYBATH TOBEAIHKY MEPCOHAXKIB Ta €JIEMEHTH OTOYCHHS 0€3 HaIlMCaHHS
Koay. BaxMBO 3a3HayuTH, U0 MIAXIJ BI3yaJbHOIO HpPOrpaMyBaHHsS 3HA4HO
HNPUILIBUIINB PO3POOKY IpH Ta CIPOCTHB i1 TecTyBaHHS [1].

Po3poOka rpu mouanacs 3 miaHyBaHHA ii apXiTeKTypu. ['oioBHUI Tepoii
OoTprMaB Hallp XapaKTEpUCTHK, SKI BIUIMBAIOTh Ha HOTO OOMOBI 3110HOCTI Ta
PO3BUTOK YIPOAOBX rpu. s peamizaiiii 1uX €JIEMEHTIB BUKOPUCTOBYBajacs
cucTemMa TOMAiM, 10 JIO3BOJISIE CTBOPIOBAaTH CKJIAJHI ~aJrOpUTMU  0e3
TpaauiiiiHoro koayBaHHs. Hanpuknan, cucremMa MITYyYHOrO IHTEIEKTY BOPOTIB
HAJIAIITOBaHA Yepe3 YMOBH Ta TPUTEPH, SIKI pearyroTh Ha JIii TpaBIs.

PesynbTaTom gociipkeHHs crana mnoBHoiiHHA 2D ARPG-rpa, ska
JEMOHCTPYE MOMJIMBOCTI BI3yaJIbHOTO MPOTPAMyBaHHS y PO3POOIN CKIIATHUX
ITPOBUX TMPOEKTIB. BisyalbHe NporpaMmyBaHHs J03BOJISIE CTBOPIOBATH IIiKaBi
MEXaHIKM, HE OOMEXYyH4H pO3pOOHMKA y MOMJIIMBOCTA. Bi3yaibHe
IporpamMyBaHHS MOXKE€ CTaTH BaXKJIMBUM I1HCTPYMEHTOM HE JIMINE IS 1HII-
pPO3pOOHUKIB, a ¥ JJi1 OCBITHIX IIUICH, JO3BOJISIOYM HOBAaYKaM IIBHUIKO
OCBOIOBAaTH OCHOBU CTBOPEHHS 1T0p.

[lepciekTUBM MOJAIBLIOTO PO3BUTKY I[bOTO MIJXOJY BKIJIIOYAIOTH
pPO3LWIMPEHHST (PYHKUIOHAIBHOCTI Bi3yaJbHOTO MpPOTPaMyBaHHS, J0/IaBaHHS
HOBUX MEXaHIK, IOKpAIEHHd TIpadiku Ta ONTHMI3ALI HPOAYKTUBHOCTI.
[Tomanpii  AOCHIIKEHHS MOXYThb OyTH CHpSMOBaHI Ha JIOAAaBaHHSA Ta
JOTPALIOBaHHSA PI3HOMAHITHUX TEXHOJIOTIH, 10 JO03BOJHUTH PO3IMIUPUTH
aynutopito rpu [3].

Takum ynHOM, po3podka 2D ARPG meTomoM BidyaabHOTO MpOTrpaMyBaHHs
Ha pymni GDevelop5 niaTBepania epekTUBHICTh IIOTO MiAX0ay. BiH n03BOMs€E
3HAYHO CKOPOTHUTHU Yac PO3POOKH, 3SMEHIIUTH MOPIT BXOY y cepy reiMaeBy Ta
BIJIKpUBA€E MIUPOKI MOMIJIMBOCTI JIJI1 TBOPYOCTI Ta E€KCIEpUMEHTIB. BizyanbHe
porpamMyBaHHS € MEPCIEKTUBHUM HAIPSMOM, KU MOKE 3HaYHO BIUTMHYTH Ha
MaiOyTHE po3pOOKH 1rop Ta MPOrPaMHOTro 3a0€3MeUSHHS 3arajioM.
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