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Bsenenue

[udpoBbie paspieueHrs NPOYHO BOIUIM B TOBCEIHEBHYIO IKU3Hb
COBPEMEHHOTO YeJI0BEKa, OXBaThIBas HE TOJNBKO cepy A0Cyra, HO U 00pa3oBaHUeE.
Cpeayn MHOXECTBA JJIOTHYECKUX UTp ocoboe MecTo 3annuMaeT «2048» — mpocras Ha
NEPBBIA B3I, HO TpeOyIOLas CTPATErHYeCKOro MBIIUICHUSI 1 MaTeMaTHYECKOU
UHTYULIMU TOJIOBOJIOMKa. HecMoTpsi Ha MUHUMaIMCTUYHBIA HHTEpdeiic, 3a Hel
CKpBIBaeTCSl Oorarasi aliropuTMUYECKas OCHOBA, U3yUYEHUE KOTOPOH JAET IEHHBIN
MPAKTHYECKUN OTBIT B pa3pab0TKe MPOrPaMMHOTO OOeCTieueHusI.

AKTyanbHOCTh JTaHHOW pabOThl OMPENENAETCS TEM, YTO peau3alysi Urpbl
«2048» OXBAaTbIBACT  LIMPOKUU CIIEKTp byHIaMEeHTaAIbHBIX 3a7a4
IpOrpaMMHUpPOBaHMS:  pabOTy C  JIBYMEpPHBIMH  CTPYKTypaMH  JaHHBIX,
IPOEKTUPOBAHUE HIPOBOM JIOTUKH, OOpabOTKY IOJb30BaTEIbCKOTO BBOAA U
noctpoeHue rpagpuyeckoro mHrepdeica. Bcé 3to B coBokynmHocTH (hopMHUpyET
CUCTEMHBIN MOJIX0]T K pa3paboTKe — OT apXUTEKTYPhI MOJTYJIEH 10 B3aUMOICUCTBUS
OTJIEIbHBIX KOMIIOHEHTOB POIPAMMBI.

B kauecTtBe OCHOBHOTrO si3bIKa pa3paboTku BeIOpaH Python ¢ Oubimorexoii
pygame, TIOCKOJIBKY JaHHBIH CTEK oOecmeuuBaeT OBICTPYIO pa3paboTKy
rpauyuecKkux MPUIOKEHUH M IIMPOKUE BO3MOXKHOCTU JJiA PabOThl ¢ UTPOBBIM
LIUKIOM W TMOJb30BATEIbCKUM BBOAOM. Jljig peanu3aluyd HU3KOYPOBHEBOU
ONTUMU3ALIMN KIIIOYEBOM ONepaluy CIBUTAa IUIUTOK B paboTe MNpPUMEHSETCs
acceMOJiepHasi BCTaBKa 4Yepe3 MEXaHWU3M B3aUMOJICUCTBUS C JUHAMHYECKOMN

OMOJIMOTEKOM OCPEICTBOM ctypes.



1. IlocTanoBka 3a1a4u.

Llenpto ngaHHOM paboThl sBIsSETCS pa3paboTka rpaduyecKkoil BepcUH
KJIaCCUUeCKOM Urpbl «2048» ¢ ncroib30BaHuEM si3bIKa porpammupoBanus Python,
CJIOXHBIE CTPYKTYPBI KOTOPOTO ObUTH U3YyYeHBI OJ1aroiaps tuteparypsl [ 1], a Takxke
acceMOJIepHOIl BCTaBKU JIJIs1 HU3KOYPOBHEBOM ONTUMHU3AIMU KITIOUEBOM OIMEpAIIHH.
B xone BeITIOTHEHHS pabOTHl HEOOXOIUMO PEATU30BaTh CICTYIONTNI (yHKITHOHAIT:

l. ['enepanust urpoBoro mnoisst 4x4 ¢ HadaJdbHBIM Pa3MEMICHUEM JBYX
CIIy4alHBIX IJIUTOK.

2. VYpaieHue CABUTOM IUTUTOK ITPU MOMOIIM KJIABHATYPHI.

3. ABTOMaTHYECKOE CIUSHHE OJUHAKOBBIX COCEIHHUX IUIMTOK C
MOJICYETOM U 0TOOpaKEHUEM HAOPaHHBIX OYKOB.

4. [TpoBepka ycnoBHil 3aBeplIeHUs] UTPbl — M00O€a MPU JTOCTHKEHUU
uTKU 2048, mopaxxeHne npu OTCyTCTBUH TOCTYITHBIX XOOB.

3. CoxpaHeHue pe3yJbTaToB WUIphl B (ailn Tabauibl PEKOpAOB C
0TOOpaXeHHEM JYUIIEro pe3yJibTara.

B nponecce peanuzanuu mpoeKkTa JOJKHBI OBITh MCIOJIb30BAaHbI CIOKHbBIC
THUIIBI JTAHHBIX — JByMEPHBIC CIUCKU, (aliIbl, a TaKKE MPUHIUIIBI MOYJIHHOTO
nporpaMMmupoBaHus. AccemOliiepHas BCTaBKa BbIMoJiHEHa B cTwie MASM wu
CKOMITMJIMPOBAHA B JUHAMUYecKyro Oubiamoreky uepe3 Visual Studio. Meroauka
COBMECTHOTO HCIOJIb30BaHUS si3blka accemOiepa U si3bika Cu B paMKax OJHOTO
ucxoaHoro ¢aiina Opljia 0OCBOCHA Ha OCHOBE YueOHOTo nocoous [2].

Pexxum paboTel BuaeocuctemMbl — Tpaduueckuii. [loap3oBarenbckuii
uHTep(delric MOCTPOEH Ha OCHOBE IrpaMuecKoro OKHa ¢ KHOIKaMU YIpaBlIEHUS U
IIAHEJIBbIO CYETA.

YcrpoticTBo BBOJIa HH(MOPMAITUN — KJIABUATYPa U MBIIIIh.

OO0s13aTeIbHO HATUYHE 9KpaHa IMPUBCTCTBUA C IIOJICM BBOJd MMCHH UI'POKA.



2. Bb10op pemenus.

B mpomecce pa3paboTku JaHHOW WTphl ObLTa BBIOpaHa cpefna pa3padOTKH
Visual Studio Code. Ona mpenocTtaBisieT Bce HEOOXOMMMBIC MHCTPYMEHTHI IS
koMbopTHOU U b eKTUBHON pazpadoTku Urpel «2048y» Ha s3bike Python, nenas
MPOIIECC HAMMMCAHMS KOJIa, OTJIAKA U TECTUPOBAHUS MAKCUMAIBHO yI00HBIM.

Visual Studio Code mogxoauT st pabothl ¢ Python 6arogapst pacmmpeHuto
Python  Extension, koTopoe  o0ecmeunBaeT  TOJCBETKY  CHHTAaKCHCa,
aBTOJIOTIOJITHEHUE M BCTPOCHHBIA OTIAaguuK. J[is KOMIWJISIHUH acceMOJIepHOit
BCTaBKM HCIIOJIB30BAJICS OTHEIbHBIM HMHCTpyMeHT — Visual Studio 2022
Community, TOCKOJIbKY UIMEHHO OHA MOJIJICP>KUBACT CHHTAKCUC __ asm {} U COOpKY
nuHamuyeckor oubmmoreku .dll. CkomnunupoBanHas OUOIMOTEKA MOAKIIOYAETCS
Kk Python-komy mocpencTtBom momaynsi ctypes, U3y4MB €ro u3 Jurepatypsl [3].
Accem0OiepHas BcTaBka peanu3yeT (PpyHkiuio stack row() — omepanuio ciBura
HEHYJIEBBIX JJIEMEHTOB CTPOKH BJI€BO. VIMEHHO 3TOT Imar sIBIsIeTCS OCHOBOM
UTPOBON MEXaHUKH — 0€3 KOPPEKTHOTO CJBUTra CIUSHUE IUIUTOK padoTaTh He
Oyner.

[IpoeKkT CTPpyKTypHpOBaH C HCHOJIB30BAHMEM MOJYJIEH, YTO TO3BOJIIET
JOTHYECKH pa3lelnTh KOJ Ha (QYyHKIMOHAJIbHBIE OJOKH, KOTOpBIE JIETKO
COIIPOBOXAATb.

Pesynbrartel urpel coxpaHsitoTcsi B TEKCTOBBIM (haiim “highscores.txt™ ¢
nomoIeio pyHkiuu save score(). [Ipu 3aBepiieHnu maptuu B (hailyn 3auchIBarOTCS
UMs UTpOKa W HaOpaHHBIA CcuéT, TaONHIlAa XPaHUT O 25 JyUIIUX pe3yJbTaToB,

OTCOPTHPOBAHHBIX 110 YOBIBAHHMIO.



3. Onucanue pa3padoTK NPOrpamMmabl.

B ocHOBy pa3paboTku TOJIOKEH HUCXOASAIIMM MOAX0J — CHavajia
OTpesieNsieTCsl O0IIasi ApXUTEKTypa MPOTrpaMMbl, MOCIE YeT0 KaK/blii KOMIIOHEHT
MOCJIEIOBATENBHO JIETAIU3UPYETCA U PEaU3yeTCsl.

3amycK nporpaMMbl COMPOBOXKIAETCS OTOOPaKEHUEM HKpaHa MPUBETCTBUSA,
r7ie Urpok BBOAUT cBOE nMmsl. Ilociie mepexona B UTpy Ha IKpaHE MOSBISETCA I0JIE
4x4, ma"enb ¢ TEKYIUM CYETOM U JTUYHBIM PEKOPAOM, a TAK’Ke KHOIIKH BO3BpaTa B
MEHIO U Tepe3anycka. YTpaBJIE€HUE OCYIIECTBISIETCS CTPEIKaMH KJIABHATYPbl —
TUTUTKY CIIBUTAIOTCS B BRLIOPAHHOM HaIlpaBJiIeHUH, OJIMHAKOBBIE OOBEAUHSIOTCS, a Ha
OCBOOOMBIIIEECS MECTO JJOOABIIAETCS HOBAs IUTMTKA CO 3HaUYECHUEM 2 WK 4.

Kon pa3doutr Ha 6 HE3aBUCHMMBIX MOJyJIed — Takas CTpPYKTypa HaéT
BO3MOYKHOCTbH JJOpa0aThIBaTh JIO0YIO YaCTh MPOTPAMMBI, HE 3aTParuBasi OCTAJIbHBIE:

1. main.py;

2 logic.py;

3 drawing.py;
4. scores.py;

5 constants.py;
6 stack asm.dll.

Mopnyne Main.py sBIS€TCS TOYKOW BXOAAa — 31€Ch WHHULMAIM3APYETCS
OoubimoTeka pygame, OOBSBISIOTCS BCE NEPEMEHHBIC COCTOSHHUS U 3aITyCKaeTCs
OCHOBHOM IUKJI 00paOOTKH COOBITHA.

Monynbs Logic.py COAEp>KUT BCIO WUTPOBYIO MEXaHUKY: (YHKIIUU CIBUTA,
CIIMSIHUS, TPAHCIIOHUPOBAHMS M PA3BOPOTA MATPHIIBI, a TAKXKE MPOBEPKY YCIOBHIMA
noOebl ¥ TOPAXKEHHUA. 3JeCh K€ MOAKIYACTCS TUHAMUYeckas OuOImoTexa
stack_asm.dll ayepe3 Monynb ctypes.

Monynbs Drawing.py 6ep€T Ha cebsi BCIO BU3yalbHYIO YacTh — OTPHUCOBKY
IJTUTOK, MEHIO, TTaHeU cY€Ta U (PUHATBHBIX SKPAHOB.

Monynes Scores.py oTBedaeT 3a paboTy C (ailioM pPEKOpIOB: YTCHHE

CYHCCTBYIOIINX PE3YJILTATOB U 3allMChb HOBOI'O 110 3aBCPIICHHUH ITaAPTHUH.



Monynb Constants.py IEHTPAIM30BaHHO XPAHUT BCE HACTPOMKH MPOTPAMMBI
— IIBETa, pa3Mephl, OTCTYIBI U MYTh K (haiiiry peKopI0B.

Monyns Stack asm.dll — nuHamudeckas OMOJIMOTEKa, CKOMIMIMPOBAHHAS
u3 C-daitna ¢ accemOnepnoit BctaBkoid B Visual Studio. Peanmusyer dynkuuio
stack row(), koTopas Ha ypOBHE MAIIMHHOTO KOJIa CABUTACT HECHYJIEBBIC JIEMCHTHI

CTPOKHM MaTpHULBI BIIEBO.



4. OTkyaIKka M TECTUPOBAaHUE.

B xauectBe cpenpl pazpaborku Obul BeiOpaH Visual Studio Code. On
ontuMaeH g padotsl ¢ Python Garonapst yio6HOMY OTIaI4UKy U BCTPOSHHOMY
TepMHHATY. B Xozme OTIajkd TPUMEHSIUCh TaKWe BO3MOXKHOCTH, KaK TOYKa
OCTAaHOBKH, BBITOJHEHUE KOJA IO IIaraM, aHaJu3 COJAEPKUMOTO JIOKAJTBbHBIX W
TI100aTBHBIX TIEPEMEHHBIX.

[TomaroBoe BBITIONHEHHUE KO/Ia TIO3BOJISIIIO OTCIICKUBATH COCTOSTHUE MATPHIIBI
Ha KKJIOM X0y — KaK U3MEHSIOTCS 3HaYEHUS IUTUTOK IMOCJIE ONepaIuii CIBUra U
ciusiHusl. TOYKM OCTaHOBA MCIOJIB30BAIKCH JIJISi IPOBEPKU KOPPEKTHOCTH PAOOTHI
KITFOUEBBIX (QYHKIIUH.

OtnensHO TecTHUpoBaiach acceMOiepHast ¢yHkmus stack row() — s
KKJOTO BapuaHTa BXOJIHBIX JIAHHBIX PE3yJbTaT CPaBHUBAJICS C OXKUJIAEMbIM
BPYYHYIO:

— CTpOKa C HYJISIMU B HaJase;

- CTpOKa C HYJISIMU B CEPEJIUHE;

- CTpOKa C HYJISIMH B KOHIIE;

- MOJIHOCTBIO HyJIEBasi CTPOKa,

- CTpoka 0e3 HyJIeH.

TectupoBanue MPOBOAMIOCH B paboueM MOpsAKE — B Mpoliecce pa3paboTKu

KaXXI0T0 MOAYJIA U ITOCJIC 3aBCPIICHUA HAIIMCAHUA IIPOIPaMMBI B ICJIOM.
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5. Onucanue nporpamMmmal.

5.1 Onucanue MoayJiei.

[Iporpamma cocTOUT U3 6 OCHOBHBIX MOYJIEH, KOTOPBIE YIIPOIIAIOT MPOIECC
pa3pabOTKH U OTIAAKH, YIYUIIAOT YUTAEMOCTh U YCKOPSIIOT COOPKY MPOEKTA.

Monynb main.py siBasieTcsl rnaBHbIM (ailsioM nporpammsbl. [locne 3amycka
WHUIMATU3APYETCS pygame, 3arpykaeTcsi HWKOHKAa W MPHUQTHI, IOCIE Yero
3aIyCcKaeTcs OCHOBHOM ITUKJI 00pabOTKH COOBITHH.

start new game() — c0o31aET HOBYIO MaTpHILy, COpachIBaeT CUéT u Bce uraru
COCTOSIHUS UTPBI, IEPEKITIOYAET IKPaH B PEIKUM UTPHI.

Monynsb logic.py oTBe4aeT 3a BCIO UTPOBYIO MexaHUKY. CoaepKUT QyHKIINH
paboThl C MaTpHUIleH, MPOBEPKH YCIOBUN HUTPHl U MOAKIIOUECHHE acceMOJIepHOU
ONOIUOTEKH.

create_matrix() — UHULUAIU3UPYET UTPOBOE TOJIE: CO3MAET MaTpully 4x4,
3aMO0JIHCHHYIO HYJISIMU, U JOOABJISIET ABE HAYaIbHbIE TUTUTKH.

add_new_tile() — HaxoauT Bce CBOOOHBIC KIICTKU MAaTPHUIIBI M IIOMEIIACT Ha
CIIy4alHYIO U3 HHUX IUIUTKY CO 3HAYEHUEM 2 W 4.

stack() — cIBUTAET HEHYJIEBBIC PJIEMEHTHI KaXKJI0M CTPOKH BJIEBO. Bhi3biBaeT
acceMOnepnyto  (Qynkuuro stack row() w3 guUHaMHYECKONW ~ OMOIMOTEKH
stack asm.dll vepe3 Moaynb ctypes.

combine() — TMPOXOJUT IO KAXKJION CTPOKE U CITMBAET COCETHUE OJTUHAKOBBIC
aieMeHThl. Bo3BpalaeT u3MeHEHHYI0 MaTPUILy U KOJIMYECTBO HAOpaHHBIX 32 X0l
OYKOB.

reverse() — pa3BOpaYUBAET KKy CTPOKY MAaTPHUIILI B 0OPATHOM TOPSJIKE.
Wcnons3yercs s npuBeaeHust xoa0B «BrnpaBo» u « BHU3» K omepaiuu caBura
BJIEBO.

transpose() — TPAHCIIOHUPYET MaTPHILy: CTPOKU CTAHOBATCS CTOJIOIIAMHU.
Hcnone3yercs mia onepauui «Beepx» n «BHU3Y.

move() — BBITIOJHSAET TOMHBIM XOJ B 3aJaHHOM HaIPaBJICHHH,
nocjeoBaTeIbHO TNpUMeHsis  stack, combine, stack ¢ HE0OXOIUMBIMU

npeoOpa3zoBanusMu. Bo3BparaeT HOByI0 MaTpuily ¥ HAOpaHHBIE OYKH.
11



check win() — npoBepsieT HaJIMUKE TUIMTKH cO 3HaueHuem 2048 Ha more.
Bo3sspamaer True npu nodee.

check game over() — npoBepsieT HaTU4YNe CBOOOHBIX KJIETOK U JOCTYIHBIX
x0710B. Bo3Bparaet True eciu x0/10B 00JIbIIE HET.

Monynb scores.py oTBedaeT 3a paboTy ¢ ¢aitinoM TaOIUIBI PEKOPAOB.

load scores() — 3arpyxaer Tabmuily peKkopnoB u3 (Qaitna highscores.txt n
BO3BPAILIAET CITUCOK KOPTEKEH (MMs, CUET).

save _score() — nO0OaBISIET pe3yJabTaT TEKyIIeH MapTUd B TaOIUILy,
COPTUPYET 10 YOBIBAaHUIO U TIEpe3aIichiBaeT (haii.

Monyns drawing.py oTBedaeT 3a OTPUCOBKY BCEX 3JIEMEHTOB IparuecKkoro
uHTEpPeiica.

draw _text centered() — yHuBepcanbHas (pyHKIMS BBIBOJA TEKCTA TOYHO IO
[EHTPY MEePEAAHHOTO MPSIMOYTOJILHUKA.

draw_menu() — OTPHUCOBBIBAET SKpaH IJIABHOTO MEHIO: 3arojIOBOK, MOJIe
BBOJIa UMeHH, KHONIKY «T'PATby u mnamky omuOKy Mpu MmyCTOM UMEHHU.

draw _board() — oTpUCOBBIBAECT UTPOBOE MOJIE: IJIs1 KAXK0M KJIIE€TKU MaTPUILIbI
PUCYET MPSMOYTOJIbHUK HY>KHOTO 1IBETA U BHIBOJUT 3HAYCHUE TUIUTKH 1O HIEHTPY.

draw hud() — OTpUCOBBIBAECT BEPXHIOIO MAHEb: UMSI UTPOKA, TEKYIITUHN CUET,
JY4IIUi pe3yIbTaT U KHOMKH YITPaBJICHUS.

draw_game() — oObequHsET BBI3OBBI draw_hud() u draw_board(), a Taxxe
oToOpakaeT (PMHANBHBIN SKpaH MOOeAbl MU MOPAKEHUS.

Monynb constants.py IEHTPAaTN30BaHHO XPAHUT BCE HACTPOUKHU MPOTPAMMBI
— I[BETA IUIUTOK, pa3Mephbl OKHA U STYEEK, OTCTYIIBI U MyTh K (aitmy pexopos. He
COJIEPXKUT PYHKIUH.

5.2 Pa3padorka pyHkuuu Ha s13bIKe Assembler.

OyHKIMH, pean30BaHHbIC Ha S3bIKE acceMOiiepa, BHIMOIHIIOTCS ObICTpee
paboTaroT HAMPSAMYIO C PETUCTpaMu Tpoleccopa. B kauecTBe paszpabarbiBacMoii
dbyHkuu Obla BHIOpaHA oOmepainusi CABUTA AJIEMEHTOB CTpoku — stack row().
Onucanue (pyHKIIMU BBIIOJHEHO Ha si3blke C, a BBIYMCIIEHUS MIPEACTABISIOT COO0M

acceMOJIepHy10 BCTaBKy B ctuiie MASM, npu n3y4eHN KOTOPOTO UCTIOIH30BaIach
12



autepatypa [4]. ns peanuzanyum uCTIONb3yeTCsl KIIFOUEBOE CJIOBO _ asm, a caM KOJT
pacmonaraercsi B QUTYPHBIX CKOOKax.

AcceMmOnepnast BcTaBka HaxomuTcs B ¢yHknum —stack row() daiina
stack _asm.c. OHa IPOXOUT TI0O MaCCHUBY TOW, COOMPAET BCE HEHYJICBBIE DJIEMEHTHI
BO BpeMeHHbIN Oydep, mocie yero C-KoJ 3amoHsIeT OCTaTOK HYJISIMU U KOTTUPYET
pe3yibTaT 00paTHO:

#include <string.h>

__declspec(dllexport) void stack row(int* row, int size) {

int temp[16] = {0};

int pos = 0;

nt 1;

__asm {
mov esl, row
lea edi, temp
xor ebx, ebx

XOI' €CX, eCX

loop_start:
cmp ecx, size
jge loop end
mov eax, [esi + ecx * 4]
test eax, eax
jz skip
mov [edi + ebx * 4], eax
inc ebx
skip:
inc ecx
jmp loop_start
loop_end:

mov pos, ebx
13



}

for (1
temp[i] =0

}

memcpy(row, temp, size * sizeof(int));

= pos; 1 <size; i++) {

b

Ha PUCYHKC 1 MMpCACTaBJICHA CXCMaA NAaHHbIX.

Mone30eaTents -«

h

YCTpORCTED OnepauMoHHaR
P pau MoHWTOP
BEOOA cucTeMa
A
¥
[Nporpamma

Pucynok 1 — Cxema JaHHBIX
Ha pucynke 2 mpenacraBieHa cxeMa PEeCypCOB CHUCTEMbl — amlapaTHbIE U

MPOTPaMMHbBIE PECYPCHI.

-

~

N O

AnnapaTHeie pecypckl MporpaMMHEEe pecypckl
Knaeuarypa Muie Python 3.13 pygame
BBOJ X000B KHOMEW MEHH MHTEpPNPETATOP rpacnka, codbITHA

MoHuTop Ouck ctypes stack_asm.dlil
BBOL rpaduem highscores txt ecizoe .dil asm-ontnuoreka
MNporpamma 20438

main.py, logic.py, drawing.py ..

Windows / O35
ONepaLMOHHAR CUCTEMA

Pucynok 2 — Cxema pecypcoB CUCTEMBI
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Ha pucynke 3 mpezacraBieHa cxema padOThl CUCTEMbl — UTPOBOM LIMKI OT

3allyCKa JO 3aBCPIICHUA.

Hauwano

v

WHULMANK3aLMA pygame
OKHO, WPKAITEL, UEOHES

v

JEPEH MEHHD
EBOJ MMEHW WIpOoKa

¥MA eeneHo?

Hosan urpa
create_matrix, scrore = 0

v

A

B MEHID . PECTAPT
NedcTere wrpoka

MNoGena vNuv nopaseHne?

JpaH fwvHana
WIN / GAME OWER

h 4

3annce peropaa
cave_score()

A
Hoeas urpa? A

KoHey

Pucynoxk 3 — Cxema paboThl CCTEMBI
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Ha pucysnke 4 npezicraBieHa uepapxudeckas CTpyKTypa nporpaMMsl.

main.py
TOuKa BXOAA

logic.py drawing.py SCOres.py constans.py stack_asm.dll
WrpoEan Nnoruka OTPUCOBKA pexopas! HACTPOWEM accembnep

Pucynoxk 4 — Uepapxuueckasi CTpyKTypa MporpaMMsl

Ha PUCYHKC 5 IMpCaAcCTaBjICHAa CXCMa BSaHMOHCﬁCTBI/IH mporpaMmbl — Kak

MOy OOMEHUBAIOTCS JaHHBIMU MEXTy COOOM.

constans.py
logic.py + drawing.py
o .
main.py
¥ "
stack_asm.dll SCOres.py

Pucynok 5 — Cxema B3aMOAECICTBUS IPOrPaMMBbI
[Tonydaercs, 4To KaxK/1ble MOYJIU UTPhI B3AUMOCBSI3aHbI MEXIAY CO00M U

00pa3yIoT MOJHOIIEHHYIO MTPOrpamMmy.

16



6. PykoBoaCcTBO MoJIb30BaTeJIs.

[Iporpamma main.py npeaHazHadueHa misa urpel B «2048». YmpamieHue
WHTYUTHUBHO MOHSITHO U HE TPEOYET CIeMAIbHBIX HAaBBIKOB.

«2048» — xiaccuueckas JOrM4yeckas roJIOBOJIOMKA, TI€ UTPOK CABUTAET
TUTUTKY Ha TioJie 4%4, noOuBasich ux ciausHus. rpoBoe moje mpeacTaBisieT co0oit
CETKy M3 IIECTHAAUATH KJIETOK, YaCTh KOTOPBIX 3aHATA IUIUTKAMHU C YHUCJIOBBIMU
3HaueHusMH. [Ipu caBure B J1I0OOM HAMpaBlICHUHM BCE IUIMTKH CMEHIAIOTCA K
BBIOPAaHHOMY Kparo MOJIA, a OJMHAKOBBIE COCEJIHUE IUIUTKHU CIMBAIOTCS B OJHY C
YABOCHHBIM 3HAYEHUEM — MPHU 3TOM UIPOKY HAYUCIIIIOTCS OUKM. [locne kaxmoro
X0/la Ha CJIy4ailHy10 CBOOOIHYIO KJIETKY J00aBIsSETCA HOBas IJIUTKA CO 3HAYECHUEM
2 wim 4. Eciu Ha moye mosBISETCS IUIMTKAa cOo 3HadeHuem 2048 — wurpok
nobexaaet. [lopakeHrne HacTymaer Tora, Korja Ha MmoJjie He 0cTaéTcs CBOOOHBIX
KJIETOK Y HU OJIMH XOJ] HEBO3MOKEH.

6.1 3acraska.

[Ipu 3amycke mporpaMMbl OTKPBIBAETCS 3KpaH NpUBETCTBUSA. Irpok BBOIUT
CBOE UM B I0JI€ BBOAA — 10 12 cuMBOIIOB. ECu noJie OCTaBUTH MyCTHIM U HaXKaTh
kHonKy «I'PATB» wnu xinaBumry Enter, nosButTcs kpacHas Haanuch «Mms He
MOXeET ObITh MycTbIM!». JIJisi Hayana WUrpsl HEOOXOAMMO BBECTU MMS M HaXaTb
kHONIKY «MI'PATb» wmnm knaBumy Enter. Ha pucynke 6 mpencraBieH sKpaH

IIPUBCTCTBUA.

17



Game 2048 = O X

UIrPATb

Pucynok 6 — ['maBHOE MEHIO C M0JIeM BBOJIa UMEHHU
Ha pucynke 7 npeacTtaBieH npuMep MOSBICHUS IUIAIIKYU [IPU IIyCTOM BBO/IE

HNMCHH.

Game 2048 = X

UIrPATb

Pucynok 7 — [1namika ommOKu mpu mycTOM UMEHU
Taxum o6pa3om, IpeaCTaBICHHbBIC HA PUCYHKaX 6 U 7 CKPUHIIIOTHI
JEMOHCTPUPYIOT HAJIMYKE MOJIHOIICHHOMN 3aCTaBKU B pa3pabd0TaHHOM UTPOBOM

IIPUIIOKECHUH.
18



6.2 Hrposoe moJre.

[Tocne BBoma nmenn u Haxkatust kKHonku «MI'PATDB» oTkpeiBaercs urposoe
nosie 4x4. B BepxHe# yacTh dKpaHa 0TOOPAKAIOTCS UM UTPOKA, TEKYIITUH PEKOPI,
tekymmii cuét u kHonku «B MEHIO» u «PECTAPT». Ha pucynke 8 npencraBieHo

HUI'POBOC II0JIC B HAYAJIC IMTAPTHH.

) Game 2048 = ] X

B MEHIO
PECTAPT

Pucynok 8 — UrpoBoe mnoJie B Ha4yajie UTPhI
VYrpaBieHue OCylIECTBISIETCS CTPEIKaMU KiaBuaTypsl. [Ipy kaxaom
HAKaTUU BCE TUTUTKU CABUTAIOTCS B BHIOPAHHOM HAIPaBIICHUH, OJITMHAKOBBIC
COCETHUE CIMBAIOTCA, @ HA CBOOOIHOE MECTO J00aBsieTcst HoBas TuiMTka. Ha

PUCYHKC 9 MMpCACTABJICHO UTPOBOC II0JIC B IIPOLICCCC UT'PHI.
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) Game 2048 = m] X

B MEHIKO
PECTAPT

Pucynok 9 — UrpoBoe mnoJie B mporiecce urp

Knonka «PECTAPT)» cOpachiBaeT TEKyIIyI0 NapTUIO U HAYMHAET HOBYIO.
Knomnka «B MEHIO» Bo3Bpaiaer Ha 3KpaH NPUBETCTBUSA, IIPU 3TOM TEKYIIHN
pe3yabTaT CoXpaHsieTcs B TabIHIly peKOpIOB.

6.3 IloGexa m mopaxkeHue

Ecnu B nporecce urpsl Ha 1moJie MOsIBJISIETCS TUTUTKA co 3HaueHueM 2048,
urpa 3aBepiraercs mooemoi. Ha axpan BeiBogutTces coodmienue «IIOBEA!
3€JIEHOTO 1IBETA ¢ UTOrOBbIM cuéToM U KHonkoi « HOBAS UT'PA». Pesynbrar
aBTOMAaTHUYECKU coxpaHsercs B Tabiuily pexopaos. Ha pucynke 10 npencrasieHn

9KpaH MmooOeIbI.
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4 Game 2048 - X

NMOBEOA!

CuyérT: 9264

HOBASA UT'PA

Pucynok 10 — OkHO moGes
Ecnu Ha mone He ocTaércst cBOOOIHBIX KICTOK M HU OJMH XOJ HEBO3MOXKEH,
urpa 3aBepinaercs nopaxenreM. Ha skpan BeiBoauTcs coodmenne « GAME
OVER» kpacHoro 1igeta ¢ uToroBeiM cu€tom u kHonkod «K HOBAS UT'PA». Ha

PHUCYHKC 11 IIpCACTABJICH OKPaH ITIOPAKCHUA.

1 Game 2048 = X

GAME OVER

CyérT: 748

HOBASA UTPA

Pucynok 11 — OkHo nopaxeHus
DKpaHbl TOOEIbI U TOPAKEHUS PEaIM30BaHbl B BUE MOJHOLICHHBIX

(bUHATBHBIX 3aCTABOK, JIOTHUYECKH 3aBEPIIAIOITUX UTPOBOM ITUKIL.
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6.4 Tabauua pekopaos.

[Tpu noOene, mopakeHUW WK MEPEX0/ia B MEHIO Pe3yIbTaT UTPhl C UMEHEM
MI0JIb30BATEIsI 3aHOCUTCS B TAOJHUITY PEKOPAOB, OTCOPTUPOBAHHAS 110 YOBIBAHUIO
OUYKOB MT'PbI XpaHsias Ton 25 urpokos. Ha pucynke 12 npencrapiena tabiuia

PEKOPJIOB.

Pucynox 11 — Tabnuna pexop10B

Tabnuua pekopICMEHOB — KIIFOUEBOM aCNEKT UTPbl, JOOABISAIOMINNA YyBCTBO

azapTa u CTPCMJICHUA Ha6paTI) KaK MO>KHO OOJIbIIIE OYKOB.
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3akiouenue

B xozxe BbIMonaHEHMsI KypcoBoil paboTsl Oblia pa3paboTaHa MporpaMma —
KOMIbIOTepHast urpa «2048, peann3oBaHHast Ha A3bIKe IporpammupoBanus Python
C UCTOJIb30BaHUEM OMOIMOTEKH pygame U acceMOJIEpHON BCTaBKU. J|aHHBIN POEKT
MO3BOJIMJI 3aKPEMUTh U YIIIyOUTh KIIIOYEBbIE HABBIKUA Pa3pabOOTKHU MPOTrpaMMHOIO
o0ecriedyeHus, a TakXke TMPOJEMOHCTpUpPOBal 3(P(PEeKTUBHOE MPUMEHEHHUE
COBPEMEHHBIX MHCTPYMEHTOB Il PELICHUS IPAKTUYECKUX 3a/1a4.

OCHOBHBIE TOCTHKEHUS U PEaTM30BaHHbBIE (DYHKITHH:

1. Peanin3oBaHa nosjHas urpoBas MEXaHUKa, BKIHOYAIOIIAs:

— QJITOPUTM CABUTIa INIMTOK BO BCEX YETHIPEX HAIIPABJICHUSX;

— CIIMSIHUE OJIMHAKOBBIX IUIMTOK C MOJACYETOM OYKOB;

— I'eHepaluIo HOBBIX IUIMTOK MOCIE KaXI0ro X0Aa.

2. IIpumeHeHbl HU3KOYPOBHEBBIE ONITUMHU3ALINN

— peanu3anus onepamuy CIBUra CTpoKU Ha YpoBHE accemoOliepa;

— TMOJKIIOYEHHE TUHAMUYECKON OMOIMOTEeKH uepes ctypes;

— paboTa ¢ perucTpamu npolieccopa HanpsAMyIo.

3. Pazpabotan rpaduueckuii moab30BaTenbCKUil HHTEp(dEic:

— 9KpaH MPUBETCTBHSI C BBOJIOM UMEHU UTPOKA;

— HarJsiIHOE OTOOpPa)KEHHWE UIPOBOTO TOJs C ILBETOBOM HWHIUKALMEH
IUTUTOK;

— IMaHeJb TeKYLIEro cY€Ta U JUYHOTO peKopaa.

4. Peasin3oBaHa cuCTEMa COXPAHEHUS PE3YJIbTAaTOB:

— 3aIUCh PE3YyJIbTATOB B (pailyl TAOIHIIBI PEKOP/IOB;

— XpaHEeHHe U 0TOOpaKEHUE JIyUIIEero pe3ybTaTa CECCUU.

Brinonaennas pabora mpoieMoHCTprpoBaia 3QpGeKTHBHOCTH CBsI3kH Python
U accemoOiiepa st pa3paboTku jJorudyeckux urp. [IporpamMmma ycrnemmHo peanusyer
BCE OCHOBHBIE (PYHKIIMM Kjaccuuyeckoll wurpel «2048», coueras mOpu 3TOM
BBICOKOYPOBHEBYIO JIOTHUKY Ha Python ¢ HU3KOypOBHEBOI ONITHMHU3AIMEN HA YPOBHE

MamuHHOrO Koja. IIpuoOperéHHble B XO0J€ pabOThl HABBIKM HMMEIOT Ba)KHOE
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3HauUeHUE IS JaibHeHIero mpodeccuoHaIbHOTO pocTa B 00JacTU pa3pabOTKU

IMporpaMMHOIO oOecIeYeHMS.
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Ipunoxenue A. JIMCTUHT MPOrPaMMBbI.

dajiis1 main.py

import pygame

import os

from constants import *

from scores import *
from logic import *
from drawing import *

def main() :

pygame.init ()

screen = pygame.display.set mode ( (SCREEN WIDTH,
SCREEN HEIGHT))

pygame.display.set caption("Game 2048")

icon path = os.path.join(os.path.dirname( file ),
"icon.png")
if os.path.exists (icon path):
pygame.display.set icon(pygame.image.load(icon

path))

clock = pygame.time.Clock ()

fonts = {
"x1": pygame.font.SysFont ("Arial", 110,
bold=True),
"lg": pygame.font.SysFont ("Arial", 50,
bold=True),
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"md": pygame.font.SysFont ("Arial", 26,
bold=True),
"sm": pygame.font.SysFont ("Arial", 22,
bold=True),
}

btn start = pygame.Rect (100, 340, 200, 55)
pygame.Rect (270, 10, 120, 35)

btn menu
btn restart = pygame.Rect (270, 52, 120, 35)
btn new game = pygame.Rect (100, 310, 200, 50)

state = "MENU"

nmn

user name =

show error = False

matrix = create matrix()

score =0

best score = max((s for , s 1in load scores()),
default=0)

game over = False

won = False

score saved = False

running = True

while running:
screen.fill (BG COLOR)

mouse pos = pygame.mouse.get pos ()

for event in pygame.event.get () :
if event.type == pygame.QUIT:

1f not score saved and score > O:

27



save score (user name, score)

running = False
if state == "MENU":
if event.type == pygame.KEYDOWN:
if event.key == pygame.K RETURN:

if user name.strip():

matrix = create matrix ()
score = 0
game over = won =
score saved = False
show error = False
state = "PLAYING"
else:
show error = True

elif event.key ==
pygame.K BACKSPACE:
user name = user namel[:-1]
show error = False
elif event.unicode.isprintable ()
and len (user name) < 12:
user name += event.unicode

show error = False

if event.type == pygame.MOUSEBUTTONDOWN
and btn start.collidepoint (mouse pos) :
if user name.strip():
matrix = create matrix ()

score = 0
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game_ over = won = score_saved

False
show error = False
state = "PLAYING"
else:
show error = True
elif state == "PLAYING":
if not game over and not won and
event.type == pygame.KEYDOWN:
direction = {
pygame.K UP: "Up",
pygame.K DOWN: "Down",
pygame.K LEFT: "Left",
pygame.K RIGHT: "Right",
} .get (event. key)
if direction:
matrix, gained = move (matrix,
direction)
score += gained
1f score > best score:
best score = score
1f not score saved:
1f check win(matrix):
won = True
save score (user name,
score)

score_saved = True
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elif
check game over (matrix):
game over = True
save score (user name,
score)

score saved = True

1f event.type ==
pygame . MOUSEBUTTONDOWN :
if

btn menu.collidepoint (mouse pos) :

if not score saved and score >

save score (user name,
score)
state = "MENU"
elif
btn restart.collidepoint (mouse pos) :

if not score saved and score >

0:
save score (user name,
score)
matrix = create matrix()
score = 0
game over = won = score saved =
False

elif (game over or won) and
btn new game.collidepoint (mouse pos) :
matrix = create matrix ()

score = 0
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game_ over = won = score_saved

False

if state == "MENU":
draw menu (screen, fonts, user name,
btn start, show error)
elif state == "PLAYING":
draw game (screen, matrix, score,

best score, user name,

fonts, btn menu, btn restart,

btn new game, game over, won)

pygame.display.flip()
clock.tick (60)

pygame.quit ()

if name == " main ":
main ()
daiia logic.py

import ctypes
import os
import random

from constants import GRID SIZE

"stack asm.so"

31

lib name = "stack asm.dll" if os.name == "nt" else



_1lib path =

os.path.join(os.path.dirname (os.path.abspath( file ))
, 1lib name)

_1lib = ctypes.CDLL( lib path)

_lib.stack row.argtypes =

[ctypes.POINTER (ctypes.c int), ctypes.c int]

_lib.stack row.restype = None

def add new tile(matrix):
empty cells = [(r, c¢) for r in range(GRID SIZE) for
c in range (GRID SIZE) if matrix[r][c] == 0]
1f empty cells:
r, ¢ = random.choice (empty cells)

matrix[r][c] = random.choice([2, 4])

def create matrix():

matrix = [[0] * GRID SIZE for  1in
range (GRID SIZE) ]

add new tile(matrix)

add new tile(matrix)

return matrix

def stack(m):
result = [row[:] for row in m]
for row in result:
c row = (ctypes.c int * GRID SIZE) (*row)
_lib.stack row(c row, GRID SIZE)
row[:] = list(c_row)

return result
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def combine (m) :
gained = 0
for 1 in range (GRID SIZE):
for j in range (GRID SIZE - 1):
if m[i][3] '= 0 and m[i][]j] == m[i][J + 1]:

m[i] [J] *= 2
m(i][j + 1] = 0
gained += m[i] [7]

return m, gained

def reverse (m) :

return [row[::-1] for row in m]

def transpose(m) :

return [list(row) for row in zip (*m) ]

def check game over (matrix):
if any(0 in row for row in matrix):
return False
for 1 in range (GRID SIZE):
for j in range (GRID SIZE - 1):
if matrix[i][]J] == matrix[i][] + 1] or
matrix[j][1i] == matrix[] + 1][1i]:
return False

return True
def check win (matrix):

return any (matrix[r][c] == 2048 for r in

range (GRID SIZE) for c in range (GRID SIZE))
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def move (matrix, direction):

old = [row][:]

total gained =

if direction =

f

Oor row 1in matrix]

0

"Teft":

matrix = stack(matrix); matrix,

g

combine (matrix); total gained += g; matrix =

stack (matrix)

elif direction == "Right":

matrix = reverse (matrix); matrix

stack (matrix); matrix,

total gained += g; matrix = stack(matrix);

reverse (matrix)

elif direction == "Up":

matrix = transpose (matrix);
stack (matrix); matrix,

total gained += g; matrix = stack(matrix);

transpose (matrix)

elif direction == "Down":

matrix = transpose (matrix);

reverse (matrix); matrix = stack(matrix);

g = combine (matrix);

matrix =

g = combine (matrix);

matrix =

matrix,

combine (matrix); total gained += g; matrix =

stack (matrix); matrix = reverse (matrix);

transpose (matrix)

if matrix == old:

return matrix, O

add new tile (matrix)

return matrix,

total gained

34

matrix

matrix

matrix

g



®daiia drawing.py

import pygame

from constants import *

def draw text centered(surface, font, text, color,
rect) :
rendered = font.render (text, True, color)
x = rect.centerx - rendered.get width() // 2
y = rect.centery - rendered.get height() // 2

surface.blit (rendered, (x, Vy))

def draw menu (surface, fonts, user name, btn start,
show error) :
title = fonts["x1"].render ("2048", True, TEXT DARK)
surface.blit (title, (SCREEN WIDTH // 2 -
title.get width() // 2, 60))

surface.blit (fonts["sm"].render ("Breagure mmMmsa:",
True, TEXT_DARK),
(SCREEN WIDTH // 2 - 55, 220))

pygame.draw.rect (surface, COLORS[O], (80, 248, 240,
45) , border radius=6)

name surface = fonts["md"].render (user name, True,
TEXT LIGHT)

surface.blit (name surface, (SCREEN WIDTH // 2 -
name surface.get width() // 2, 256))
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if show error:
err = fonts["sm"].render ("Ma He MOxXeT OBITH
nycremm! ", True, ERROR COLOR)
surface.blit (err, (SCREEN WIDTH // 2 -
err.get width() // 2, 302))

btn color = (170, 152, 130) 1if not
user name.strip() else PANEL_ COLOR

pygame.draw.rect (surface, btn color, btn start,
border radius=12)

draw text centered(surface, fonts["md"], "UI'PATH",

TEXT LIGHT, btn start)

def draw board(surface, matrix, fonts):
for row in range (GRID SIZE) :
for col in range (GRID SIZE):
value = matrix[row] [col]
rect = pygame.Rect (
col * CELL STEP + GRID OFFSET X,
row * CELL STEP + TOP RESERVE,
CELL SIZE,
CELL SIZE,
)
color = COLORS.get (value, TILE BIG)
pygame.draw.rect (surface, color, rect,

border radius=6)

if value != 0:
font = fonts["sm"] if wvalue >=

1024 else fonts["md"]
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text color = TEXT DARK if value <= 4
else TEXT LIGHT
draw text centered(surface, font,

str (value), text color, rect)

def draw hud(surface, score, best score, user name,

fonts, btn menu, btn restart):

surface.blit (fonts["sm"].render (f"Urpok:

{user name}", True, TEXT DARK), (10, 5))

surface.blit (fonts["sm"].render (f"Pexopn:

{best score}", True, TEXT DARK), (10, 28))

surface.blit (fonts["sm"].render (f"Cuér: {score}",

True, TEXT DARK), (10, 51))

for button, label in [ (btn menu, "B MEHK"),
(btn restart, "PECTAPT")]:
pygame.draw.rect (surface, PANEL COLOR, button,
border radius=6)
draw text centered(surface, fonts["sm"], label,

TEXT LIGHT, button)

def draw end overlay(surface, fonts, title,
title color, subtitle, btn rect):
overlay = pygame.Surface ((SCREEN WIDTH,
SCREEN HEIGHT), pygame.SRCALPHA)
overlay.fill ((255, 255, 255, 180))

surface.blit (overlay, (0, 0))
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title surface = fonts["1lg"].render (title, True,
title color)

surface.blit (title surface, (SCREEN WIDTH // 2 -
title surface.get width() // 2, 200))

sub = fonts["sm"].render (subtitle, True, TEXT DARK)

surface.blit (sub, (SCREEN WIDTH // 2 -
sub.get width() // 2, 265))

pygame.draw.rect (surface, PANEL COLOR, btn rect,
border radius=10)
draw text centered(surface, fonts["md"], "HOBAA

MI'PA"™, TEXT LIGHT, btn rect)

def draw game (surface, matrix, score, best score,
user name, fonts,
btn menu, btn restart, btn new game,
game_ over, won):
draw hud(surface, score, best score, user name,
fonts, btn menu, btn restart)

draw board(surface, matrix, fonts)

1f won:
draw_end overlay(surface, fonts, "IOBEIA!",
140, 0),
f"Cuér: {score}",
btn new game)

elif game over:
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draw_end overlay(surface, fonts, "GAME OVER",
(160, 0, 0),
f"Cuér: {score}",
btn new game)

daiia scores.py

import os

from constants import HIGHSCORES FILE

def load scores():
scores = []
1f not os.path.exists (HIGHSCORES FILE) :
return scores
try:
with open (HIGHSCORES FILE, "r", encoding="utf-
8") as file:
for line 1n file:
if "|" in line and "VMa" not in line:
parts = line.split ("|")
if len(parts) >= 4:
name = parts[2].strip()
value = parts[3].strip()
if value.isdigit () :
scores.append ( (name,
int (value)))
except Exception:
pass

return scores

def save score(user name, score):
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if score == 0: return

all scores = load scores|()

all scores.append((user name, score))

all scores.sort (key=lambda item: item[1l],

reverse=True)

with open (HIGHSCORES FILE, "w", encoding="utf-8")

as file:

file.write (" === TABJIMIIA PEKOPIOB 2048
===\n\n")

separator = £"+{'-" * S5}+{'=-" * 22}+{'-" *
12} +\n"

file.write (separator)

file.write (f"| {'WM':<3} | {'Vmsa
nosb3oBaTenga': <20} | {'Cuer':<10} |\n")

file.write (separator)
for index, (name, value) in
enumerate (all scores[:25], 1):
file.write(f"| {index:<3} | {name[:20]:<20}
| {value:<10} |\n")

file.write (separator)

daiiu constans.py

SCREEN WIDTH = 400
SCREEN HEIGHT = 550

GRID SIZE = 4
CELL SIZE = 80
CELL STEP = 85

GRID OFFSET X = 35
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TOP_ RESERVE = 160

HIGHSCORES FILE = "highscores.txt"
COLORS = {

O: (158, 148, 138),

2: (238, 228, 218),

4: (237, 224, 200),

8: (242, 177, 121),

16: (245, 149, 99),

32: (246, 124, 95),

64: (246, 94, 59),

128: (237, 207, 114),
256: (237, 204, 97),
512: (237, 200, 80),
1024: (237, 197, 63),
2048: (237, 194, 46),

BG_ COLOR = (187, 173, 160)
PANEL COLOR = (143, 122, 102)

TEXT DARK = (119, 110, 101)
TEXT LIGHT = (249, 246, 242)
TILE BIG = (60, 58, 50)
ERROR COLOR = (200, 60, ©60)
BEST COLOR = (98, 175, 98)

®daiia stack_asm.dll

#include <string.h>
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__declspec(dllexport) void stack row(int* row, int

size) {
int temp[l6] = {0};
int pos = 0;
int 1i;
__asm {

mov esi, row
lea edi, temp
Xor ebx, ebx

XOr ecx, ecx

loop start:
cmp ecx, size

jge loop end

mov eax, [esi + ecx * 4]
test eax, eax

Jz skip

mov [edili + ebx * 4], eax

inc ebx
skip:
inc ecx

Jmp loop start

loop end:

mov pos, ebx
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for (1 = pos; 1 < size; i++) {
temp[i] = 0;
}

memcpy (row, temp, size * sizeof (int));
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