TexHiyHe 3aBOaHHA

CnewwuHr-cuctema 6oto (pedepeHc: Devil May Cry 4 / Bayonetta), npu notpebi Hagam
[O0CTYyN A0 NpeacTaBHUKIB XaHpy

1. [1BUryH i cepegosuie

Godot Engine: 4.x

Moga: GDScript (qonyckaetbca C# 3a norogpkeHHsiM)
Twn rpu: 3D, third-person

Kamepa: cnigkye 3a nepcoHaxem, 3 M’SiKMM NOBOPOTOM Y HANPSIMKY Ljifi

2. KepyBaHHS

Lis KHonka

Nerkmn ygap LMB/ X
Baxkui ygap RMB /Y
Ctpunbok Space /A
YXuneHHs Shift/ B

Lock-on Middle mouse / RB
MepemiwenHa WASD / Stick

3. basoBa norika aTak

Cuctema KoM0OO 3 NaHLIOXKKIB aTak

Kom00 npoaoBXyeTbCs, AKLWLO HOBWUI iHNYT BBEAEHWU Y BiKHI TANMIHTy
KoxxHa aTaka mae:

Startup

Active frames (hitbox)

Recovery



MepepuBaHHa KOMOO:
YXUNEHHAM
Ctpubkom

OTpI/IMaHHﬂM LKoau

4. Kombo-cucrtema

Nerke kom6o (LMB x N)

Baxke komb60 (RMB x N)
3miwaHi kombo (LMB — RMB)
3aTtpumani ataku (Hold kHonkw)
MoBiTpsiHi kOMBO

Launcher (nigkngaHHs Bopora)

Bumoru:

Komb6o Bu3HavaoTbes Yepes State Machine

MoXxnuBicTb Nerko gogaBatn HOBI aTakm Yepes data-CcTpykTypu

5. Hitbox / Hurtbox

Hitbox akTuByeTtbca Tinbku B active frames

Hitbox npue’sasaHumn oo kictok 306poi

Hurtbox nepcoHaxa nocTinHun



MigTpumka:
Knockback
Launch
Juggle

Wall bounce (onuioHanbHO)

6. Lock-on cuctema

Bubip Hanbnwmxk4oro Bopora B pagiyci

Kamepa dokycyeTbeca Ha Lini

ATaku aBTOMaTU4YHO KOPUrytoTb HanpsiMokK Yy Bik lock-on wini

MoxnuBicTb nepeMmnkaTm Uinb

7. YXNeHHs

YxuneHHs 3 i-frames
MepepwuBae Oyab-aKky aTtaky
KopoTkuii cooldown

MoxnuBicTb Nepexoay B KOHTpaTaky

8. MNoBiTpaHWI 6in
IpaBeLb MOXe:

ATakyBaTu B NOBITpI



YTpumyBaTtn Bopora B NOBITPi

lpaBiTauist 3MeHLLeHa nig Yac NoBITPSAHMX KOMBO

Okpema norika ans nagiHHa nicns komoo

9. CTunesun penTuHr
Ctunb 3pocTae 3a:
PisHoMaHITHiCTb aTak
BeanepepBHi komb0

MoBiTpsiHi kOMBO

Ctunb nagae npu:
OTpumaHHi wkoamn

[MoBTOPEHHI OAHMX | TX CaMmnX aTak

PaHmm:D - C —-B —->A —-S —->SS - SSS

10. ApxiTekTypa (060B’A3KOBO)
CharacterController
CombatStateMachine
AttackData (Resource)
HitboxComponent

LockOnComponent



StyleSystem

AGo cBi 6inbL ONTMMI30BaHWIA BapiaHT

11. Bumoru go sikocTi kogy

KomeHTapi 0CHOBHMM Gnokam yKpaiHCbKOH

Be3 xopCTKO 3aWmnTX TanMIHrIB (TiNbKM Yepes AaHi)
MiHimanbHa 3anexHicTb Big aHimawin

MoxnuBicTb WBMAKO GanaHCUTK napameTpu

12 Bumoru oo Boporis

Ha TBin po3cya, npocTo Hexan Byae nigoaTnveBuM ANs BCiX aTak.

13. Wo mae 6yTn B pe3ynbrari
MpoToTun cueHu:
1 nepcoHax

1 Boporu + 3 Bopora B Kyni (0QHaKoBi, T4S TECTY Tak Ha OOHOMY i Ha Kyri BOPOriB)

[emoHcTpauis:

HasemHi Ta noBiTpsiHi kombo
Lock-on

YXUneHHs

CTnneBun penTuHr



