MHWHUCTEPCTBO HAYKU 1 BBICIIEI'O OBPA3OBAHUA PO

denepanbHOE rOCYIapCTBEHHOE OFOJKETHOE 00pa30BaTEIbHOE YUPESIKICHHUE
_ BbICLICTrO 0Opa3oBaHusL
«[TEH3EHCKHWU I'OCYJAPCTBEHHbBIN YHUBEPCUTET»

TTOJIUTEXHUYECKU UHCTUTYT

Daxyrbmem Kagheopa

BBIYUCIIATEIHLHON TEXHUKHN MOulIDBM

Hampasnenne nmoarotoBku  09.03.04 «IIporpamMmHast UHKEHEPUS»

BAKAJIABPCKASA PABOTA
Ha TEMY

IIporpaMMHO€ UTPOBOE NMPUJIQKEHHE C
HUCNO0JIL30BAHMEM MYJIbTHILIATGOPMEHHOMN
HHCTPYMEHTAJNBbHOM cpeabl Unity

CryneHnt Kocrepes ['puropuit AHapeeBuY
(moamuce, nara) (®UO nonHOCTHIO)
PykoBoaurtenb Kusses B.H.
(moxmuce, nata) (pamunvsi, THALMAIBL)
HopMoxoHTpoJIép Takramkun /[.B.
(moamuce, nara) (amunyst, HHATMAITED)
Paboma oonywena k 3awume (IpoTOKOJ 3aceAanus kKadeapbl OT No
3aBenyromuii kageapou Makapsbrues [1.I1.
(moxmuce) (pamunvsi, THALMAITBT)
Paboma sawuwena c ommemrxou  (nportokon 3acenanus [ DK ot Ne
Cexperaps I'JK [Tornoa H.A.
(moamuce) (amunyst, THALMAITBD)

ITen3a, 2022



denepanbHOE TOCYIAPCTBEHHOE OFOIKETHOE 00pPa30BaTEIbHOE YUPEKICHUE
_ BbICIIEro 00pa3oBaHus
[MEH3EHCKHWU I'OCYAAPCTBEHHbBINM YHUBEP CUTET

[NOJIMTEXHUYECKWUM MTHCTUTYT

Daxyrbmem Kagheopa
BprancauTenbHON TEXHUKU MO u [I9BM
«YTBEpKIAIO»

3aBenyronuii kadeapoit
I1.I1. Makapsrues

«_» 202 r
3AJIAHHUE
HA BBIITYCKHYIO KBAJIMOUKAIIMOHHYIO PABOTY
BAKAJIABPA

1. Crynent Koctepes ['puropuii AnapeeBud rp. _18BII2 ¢akynprera _ BT

<®damuus, UMs, OTYECTBO MOJTHOCTHIO>

2. Tema pa6OTH IIporpaMMHOE  HMIPOBOE  IIPHIOKCHUE C  HCHOJB30BaHHECM

MVHLTHHHaTd)ODMCHHOﬁ HHCTPYMEHTAIBHOM Cpeibl Ul’litV

Tema yrBepskaena npukazom [II'Y Ne_ Ne 320/0  or“18” _anpens 2021

3. PykoBoauTens paboTHI K.T.H., TONEeHT Kadenpsl «MOulI9BM» Kusazes B.H.

4. 3ananue Ha paboTy (Ha3Ha4YeHHE pa3paOOTKU, UCXOIHBIE TaHHBIC U T.11.)

1) Paspabomamv ucpoeoe npunodicenue & oicampe Jocuveckux uep puzzle ¢
UCNONIL3068AHUEM CPedcmE Mylbmuniamgpopmennou pazpabomxu Unity.
2) Cpeoa svinonnenus npunoxcenus. onepayuonnas cucmema Windows 10 u eviue
Hsvikosvle cpedcmea pazpabomxu.: C#, UML
Hucempymenmanvnole cpedcmsa paspabomxu: Microsoft Visual Studio 2019,
Unity 2020.3f1, Microsoft Project, ArgoUML
Texnonozuu paspabomku.: RUP, OOI1
3) Ochosnubie ghynkyuu uepo8020 NPULOHCEHUSL.
@) 8b100p YPOBHSL U HAYAIO USPbL,
0) 3a6epuierue YPOSHsL C PA3HbIMU Pe3VIbmMamamu;
8) co30aHue cOOCMBEHHO20 YPOBHSL NOJIb308AMENEM,
2) npoCMomp CMamucmuKy 3a8ePULEHHbIX Uzp.
5. IlepeueHs noanexanmx pa3paboTke BOIPOCOB
1) Ananus npeomemmuoil 0b1aCcCmMu U NOCMAHOBKA 3A0a4U
2) Ilpoexmuposarue
3) Peanuzayus
4) Konmponv kauecmsa npocpammHo20 obecneverus
5) Oghopmnernue noscHumenvbHolU 3anucKu




6. Kasnennapuslii rpaduk BbIOIHEHUS pabOTHI

O6bem
Ne i/ HaumeHnoBanue 3TanoB paboThl paboThI Cpox Honmres
BBITIOJIHEHHSI | PYKOBOJUTEIIS

1 Ananusz npeomemnoti ooracmu 15% 13.04.2022—
NOCMAaHO8Ka 3a0adu 20.04.2022

2 IIpoexmuposarue 25% 21.04.2022—-
05.05.2022

3 Peanuzayus 40% 06.05.2022—
30.05.2022

4 Koumpone kauecmesa npoepammuo2o 5% 31.05.2022—
obecneyeHus 02.06.2022

5 Ogopmnenue noscHUMENbHOU 3aNUCKU 15% 03.06.2022—
17.06.2022

Jlata Beimaum 3aganus "22" JeKkaops 2021

PykoBonurens OakanaBpckoil paboOThI

(moamuck, gata)

33.IlaHI/Ie K UCIIOJIHCHHUIO ITPUHAI CTYACHT

(moamucek, gata)

PaboTy k 3amuTe 10myCTUTh

Hexan dakynbrera

(moamnucek, gata)




Pedepar

[TosicuutenpHas 3anucka cogaepxut 109 nuctos, 51 pucynka, 18 tabnun, 33

HCIIOJBb30BaHHBIX UCTOYHHUKOB, 3 IIPHIIOKCHU .

UT'POBOE IIPHMJIOXEHHUE, JIOTUYECKAA UWIPA B JXXAHPE
PUZZLE, WINDOWS 10, UNITY, C#, RUP, UML

OO6bekToM pa3pabOTKH SBISETCS UTPOBOE MPUIIOKEHUE C UCIOIB30BAHUEM
CpeACTB MyJIbTHILIATOpMEHHOM pazpadoTku Unity.

Lens pa®oTel — pa3paboTKa UTPOBOTO MPHIIOKEHHUS B YKAHPE JIOTMUYECKUX
urp puzzle ¢ ucnonap3oBaHUEM CPENICTB MYJIbTHILIATGOPMEHHOM paspadboku Unity.
HrpoBoe MpuIIOKeHHWE TO3BOJIIET BHIOpaTh YPOBEHb W HAYaTh UTPY, 3aBEPIIUTH
YpOBEHb, CO37aTh HOBBI YPOBEHb, a TaKXe MPOCMOTPUBATH CTATHCTUKY
MPEABIAYIINX 3aBEPIIICHHBIX UTP.

Pa3paboTka npuinokeHust MpOU3BOAUIACH Ha SI3bIKE TIporpammupoBanus CH#.
B kauectBe cpempl pa3paboOTKHM MCHOJIB30BANACh Cpela MPOTPaMMHPOBAHUS
Microsoft Visual Studio, omeparmonnas cuctema Windows 10. Ipunokenue

npeaHa3HauCHO I Mcnojib3oBanus o ynpasiearnem OC Windows 10.

III'Y 09.03.04 — 08BP182.10 II3

W3m. | Jluct No JTOKYM. Ilonn. | Jlara

Paspab. Kocrepes I.A. IIporpaMMHOE HIpoBoe mpuioxkerue ¢ fJMT. Tlner Jlncros

IIpos. Kusze B.H. HCII0JIb30BAHUEM | | 4 109

Perens. MyJIBTHILIAT(OPMEHHOH

H. xontp. | Taxcrammcnn 1B, MHCTpYMEHTaIBHOU cpenbl Unity. Ipynma 18BI12
IosicHuTENnBHAS 3anKCKa

Yr1Bep. Makapsrues I1LI1.




Conepxxanune
| 2301 (35 1 (<P 6
1  Ananu3 npeIMETHON O00JIACTH U TPEOOBAHUM ...vvvvvvvreeiiiiieeiiiieessiieeessiieeesineeans 8
1.1 Awnanu3 npeIMEeTHOU 00JTACTU U MMOCTAHOBKA 3AMTAUM ....vvveevrreeaireeasinneeannnenns 8
1.2 AHanu3 nporpaMMHBIX MMPOJAYKTOB aHAJIOTUYHOTO HAZHAYCHUS .....vvveervennee 11

1.2.1 UrpoBoe npuiioxkeHue B xanpe jorudeckux urp «Boulder Dash — 30th
ADDNIVETSATYD vttt ss e st ss e e s e e e e me e e ane e e smn e e nnn e e snre e s neeeneas 11

1.2.2 UrpoBoe npuiiokeHue B sxanpe jorudeckux urp «Boulder Dash — Deluxe» 12

1.2.3 UrpoBoe npumnoxxenue B xxanpe jorudeckux urp «Boulder Dash — XLy ..... 13
1.2.4 CPABHEHUE QHATIOTOB .....eeeuvvieririesureessreesssesatesaaseeasssesssseesssessssesssessnsessssessnsns 14
1.3 AHATU3 HETCBOM QAYITUTOPHH ..vvveivreeessrreeesteeesssseesssssnsessssesssssessssessssseessnsees 18
1.4 AHanu3 QYHKIUOHAIBHBIX TPEOOBAHMM ....cuvvrirreeeirierireesireesireeniee e 20
1.5 AHanu3 HEPYHKITUOHATBHBIX TPEOOBAHMM .....eevveeirieiiieniiiesiiesieeeieeesiee e 24
1.6 IlnanupoBaHuEe Pa3paOOTKH M OLICHKA OFOMIIKETA ....uvveeirreeeinirieesireeesineeennneas 25
2  IIpoeKTHPOBAHUE UTPOBOTO TIPHITOMKEHUS ..venvvrearrereereesireesireesseeasieeessneessneens 33
2.1 BpIOOp TEXHOJOTUN U HHCTPYMEHTAIBHBIX CPEJICTB PA3PAOOTKH ... 33
2.2 IlpoexTrpoBaHHE apXUTEKTYPHI IPOTPAMMHOTO OOCCTICUCHHS. ......cvvverevrenes 34
2.3 TlpoexktrpoBaHre UHTEPHEHCA TTOTBZOBATEIS . cunvverereesreessreesseeeaineeseneessneess 36
3 Peanm3aiiust UTPOBOTO TIPHITOIKECHUS «...vvrveererersreanteaseesseessnessseaseesseesseessnessnens 40
3.1 Peanm3arusi KIMEHTCKOW YACTH UTPOBOTO TIPHIIOKCHUS ......evveveerveeveerinernnens 40
4 TecTupoBaHUE MPOTPAMMHOTO MPOJIYKTA .eeevuvvrrressirrrereessssreeeessnsseeeesssssneees 42
4.1 TeCTUPOBAHUE YEPHBIM SIIIHKOM ......veeruveeareresreessseessresssesssesanseesssneesneessneens 42
4.1.1 KNacChl AKBUBATECHTHOCTH ....cceuvvreaueeeesasreeesnseeessseessnnesssassesssasneessnsssessnnsnenns 42
4.1.2 TDAHIUHDBIC YCITOBHS «..uvvveesutreeessteeesssseesssssesesssssessssesssssessssssesssssssessnsssesssssnenns 43
4.01.3 TECT-KEHICBI ..veeuveeiureeaieeestieesieeessaeesstesssesasseeesseeesssesssbessnseesbeeanseeasseeesssesssnenss 43

4.2 OYHKIIMOHAIBHOE TECTUPOBAHHE OeJIbIM SIIITAKOM aaropuTMa

1S 11034 0 XS 12 SO PR PPRR ORI 44
O RN 1 0] o) 4 0 S TP PP PP PSR 44
4.2.2 TIOKPBITHE OTICPATOPOB ..eeeuvrveesurreesssseesssssesesssseessssseesssssssssssesssnsseessnsseessssseenns 46
4.2.3 TIOKPBITHE YCIOBHM ... .vveeuveiesireesineesireessseeasesesseeessneesnreesnneesnesasnessnneeesnneensneens 46

4.2.4 TIOKPBITHE MAPIIPYTOB. ....cevveureasreasreesseessesasneasseesseesseessnsssneasesssesssesssnesseeses 47



7 Y] (55 4 0) 7 107 040 1 PSRRI 47
4.3.1 HTUKIIOMATHUECKAS CIIOKHOCTD ..vvvveeesiurrrrreessssreeessssssseseessnsssseesssssssseessnnsseees 48
4.3.2 METPUKH PA3MEPA TIPOTPAMMBDBL.......veereesriasreasreesseesieessnesseesseessesssesssnesneenes 49
4.3.3 METPHUKH XOJICTEMAu 11 uvveeesurreesssreeesssseesssssesesssseessssesssssessssssessssssssesnsseessssseenns 49
TN ) 1 {01 (533 1 (ST PUPPRPP PP 53
CHHCOK UCTIOTB30BAHHBIX HCTOUHMKOB .. .vveeeuvreeeureeesinseeesssneeesasnesesssneessssseesssnsnenns o4
TTpUTOKEHUE A. TTIOCCAPHI ..vviiiriiiiiiiieiiiiiie sttt e ssiiee e iae et e e b sba e e nnnnee e 58
[Tpunoxenue b. ICXOIHBII KO UTPOBOTO MPUITOKEHHS . ..vevvveenrernsreeanenesnneenineens 60

[Ipunoxenue E. Pe3ynpTarsl TECTUPOBAHUS UTPOBOTO MPUIOKEHUS ...evvvenevriee 97



BBenenue

B  wmame Bpems  uwHMOpPMAIMOHHBIE  TEXHOJOTMHM  BCE  IIUPE
pacmpocTpaHsOTCsl Ha pa3HOOOpasHbie cdepbl denoBeueckor aestenpbHocTH. C
KOKJIBIM TOJOM IO BCEMY MHPY KOMIIBIOTEPHI BCE aKTHBHEE HCIOJIB3YIOT B
Pa3IUYHBIX OTPACISAX YKOHOMUKH, U 3TO KapAUHAIBHO MEHSET KU3Hb JIIOJICH.

He ocraercs B cTopoHE OT 3TOM TEHACHLIMU M Hallla cTpaHa. B Hel Takxke
B3ST KypC Ha MaKCHMAaJIbHOE BHEJIpeHUE MH(OPMAIIMOHHBIX TEXHOJIOTHHA BO BCEX
chepax AeATEIBHOCTU, KOTOPBIM MOANEPKUBACTCS HA TOCYIapCTBEHHOM YPOBHE.
9mas 2017 roma Owuia ytBepkaeHa «CrpaTterus pa3BUTHS HH(POPMAIMOHHOTO
obmectBa B Poccuiickoit ®eneparuu Ha 2017 — 2030 rone». B Helt Obuin
MOCTABJICHBl OCHOBHBIE LENM M 3adauyd NoJuTUKu Poccuiickoit dPenepanuu B
chepe nHGOPMALIMOHHBIX TEXHOJIOTHH, a Takke 00BABIIEH Kypc Ha (hopMupoBaHue
HaIoHaIbHOU mudpoBoit s3xkoHoMuKH [1]. C 3T0i1 ke 1enpro B ToM ke 2017 roay
ObUla TpuHATAa TocydapcTBeHHas mporpamma «lludpoBas skonHomukay. Ona
pU3BaHa 00ECHeYnTh «pa3BuTUe LU(ppoBoil skoHOMUKHK Poccuiickoit denepanum,
B KOTOpOW JaHHBIE B IMGPOBOA (QopMe SBIAIOTCS KIIOUYEBBIM (HaKTOPOM
IIPOU3BOJICTBA BO BCEX c(epax AKOHOMUYECKON AESITeNIbHOCTH, YTO MOBBIIIAET
KOHKYPEHTOCIIOCOOHOCTh CTpaHbl, KAadeCTBO JKU3HU TpaxaaH, OOecrneyuBaeT
9KOHOMHYECKHUI POCT ¥ SKOHOMHUYECKUI CyBepeHUTET» [2].

Ha ceromnsmHuiéi  neHb, WHAYCTPUS KOMIBIOTEPHBIX urp  (Wiu
WHTEPAKTUBHBIX  Pa3BJIICUCHUI) SBJISETCS OJHOW W3 HamboJee AaKTUBHO
pa3BUBAIOLIMXCA W TMEPCIEKTUBHBIX HampaBlieHWl B wmeguamHayctpuu. C
(MHAHCOBOM TOYKM 3pEHUs, OHAa YK€ BIUIOTHYIO MOAXOAUT K cOopam OT
peanu3aiu NpoAYKIMHA KHHOMHYCTPUU. TeXHOIOrun pa3paboTKU JOCTYIHbI JJIsi
BCEX U MO3BOJISIOT AK€ OJTHOMY pa3pabOTUUKy CO3/1aTh CBOIO UTPY, HE mpuderas
K ugyxor momomu. Ceiidac OONBIIMHCTBO MPOEKTOB pa3padaTHIBAIOTCS MPHU
MOMOIIM HWTPOBBIX JBUKKOB — CIICIIMAIBHBIX WHCTPYMEHTOB ISl pa3pabOTKH,
KOTOpbIE 3HAYMUTENIbHO YIPOILAIOT CO3JlaHue NporpaMMmHoi dvactu. OjHaKo,
HECMOTPSI Ha OOJIBIIIOE KOJWYECTBO MHOTO()YHKIIMOHATBHBIX WHCTPYMEHTOB, OT
pa3zpaboTunka BcE paBHO TpeOyeTcsi OYeHb OOJIbIIOE KOJIMYECTBO TPY[a, YTOOBI

CO31aTh JEUCTBUTEIBHO XOPOLIHUM MPOIYKT.
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Ha nanubIif MOMEHT OJHO M3 CaMbIX MOMYJISIPHBIX U 9PGEKTUBHBIX PEIICHUMA
npegocrabiser komnanus Unity Technologies [3], koropas B mrone 2005 ronxa
BBITyCTWIA TUIATPopMy paspabotku st cozmanus 2D u 3D wmrp — Unity.
[Tnarpopma Unity o6namaer MIUPOKUM CIEKTPOM BO3MOXKHOCTEH, yJAOOHBIM U
WHTYUTHBHO MOHATHBI HHTepdeiicom. bompmum npenmymectBoM Unity siBisieTCst
KpocciaropMeHHass pa3paboTka, KoTopas JeiaeT JIETKHM H  OBICTPBIM
NOpTUPOBaHUE UTP MoJ Takue tiargopmel kak Windows, 10S, Android, Windows
Phone 8, a Takxxe pazpabateiBaTh Urpsl 1151 Xbox, PS, Nintendo, Be6-0pay3epoB u
naxe VR.

Takum 00pa3oM, Ha OCHOBAaHWUHW TIPUBCJCHHBIX BBINIE (PAKTOPOB MOMKHO
CIeNIaTh BBIBOJ O TOM, YTO pa3pabOTKa UTPOBOTO MPIIOKEHUS BEChMa aKTyajlbHa

H IICPCIICKTUBHA B YCIIOBUAX COBPCMCHHOI'O O6H1€CTBa.



1 AHaJIn3 nNpeaAMeTHOI 00J1acTH U TpeOOBaHUM
1.1 Amnaamu3 npeaMeTHOI 00,1aCTH U MOCTAHOBKA 321a4H

Buaeourpa — 310 KOMIBIOTEpHAs IpOrpaMma, IJIaBHAs CyTh KOTOPO# BO
B3aMMOJICHCTBHH 4YeJI0BEKa M KOMIIBIOTEPHOTO yYCTPOMCTBA C IMOMOIIBIO CPEICTB
BBOJIa M BBbIBOJa HMH(GOpPMAIMK, HAIPUMEP MOCPEACTBOM KIABUATYPHI U MBIIIN
IPOMCXOIUT yIPaBICHUE UTPOBBIM MEPCOHAKEM, a IMOCPEIACTBOM MOHHUTOpA HIIH
TEJIEBU30pa UTPOBOE MPUIOKEHHUE COOOIIIaeT TEKYyIee COCTOSHUE UIphl. MrpoBoit
nporecc WM - redMivied  (aHria.  gameplay) ompenenseT, Kak — HIPOKH
B3aUMOJICHCTBYIOT C HTPOBBIM MHPOM, U KaK MUP UTPBI OTBEYAET Ha COBEPIIICHHBIC
WUTPOKAMHU JEUCTBUS.

KoMmmproTepHble UTPel MOTYT OBITH KIACCH(DHUIIMPOBAHBI MO0 HECKOIBKHM
pU3HAKAM:

- KaHp;

- KOJIMYECTBO UTPOKOB U CIOCOO MX B3aUMO/ICHCTBUS;

- BU3yaJIbHOE TPE/ICTABIICHNUC;

- maTdopma.

Her enuuoli knaccudukamum urp Mo KaHpaM, BBHUAY OIPOMHOM
KOMILICKCHOCTH M Pa3HOOOpa3sHy BapHAHTOB B3aWMOJIEHCTBHS DJIEMEHTOB MEKIY
apyr apyrom. Tem He MeHee MHOXECTBO IMPEACTABUTEICH HHIYCTPHH BHICOMID
BBIJICIISIOT CJICAYIOIINE XKAHPbI KOMITBIOTEPHBIX UTp [4]:

- okiiH (action) — B UrpoBOM MPOIIECCe OCHOBHOM aKIIGHT CTaBST Ha
OUTBBI M COPEBHOBAaHMHM HWIPOKAa C HEHMIPOBBIMH IEPCOHAKAMH, JHOO
COPEBHOBaHHH UTPOKA C APYTUMH UTPOKAMH;

- poresbie (role playing game, RPG) — mo3BoJisitoT BXKHUTHCS B POJb U
OTBITPHIBaTh HUTPOBOTO IMEPCOHAXKA, KaK €CIM Obl CaM HIPOK HEMOCPEICTBCHHO
HAXOJUJICS BHYTPH UTPOBOTO MHUPA,;

= crpareruu (Strategy) — TpeOyrOT OT Urpoka BBIPAOOTKH CTpaTeTrHH U
JOCTHKEHUS ONPEIEICHHOM 1IeJIH, a UTPOBOM MPOIECC JAaHHOTO THIIA UTP OOBIYHO
CTPOUTCS Ha COOpPEe HEOOXOAUMBIX PECYPCOB, 3aXBaT TEPPUTOPUI U YHHUTOKCHHUU

0a3bl COIICpHHKA,
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cumyIsTopel  (Simulator) — cuMynMpyrOT OJMH WM HECKOIBKO

IIPOLECCOB pCAJIBHOI'O MHDPA,

NpUKITIOYeHYeCKre urphl (adventure) — xapakTepu3yrOT MOJTHOLICHHBIN

JUTEPATYPHBIA CIOKET, HA KOTOPOM IIOCTPOEH MHUpP HUIPHI, & UIPOBOM IpPOLECC

InpemiaraeT urpoKy peniatb MHOXKECTBO 3a1a4 U I'OJIOBOJIOMOK,

JIOTUYECKUE UTPhl — TPEOYIOT OT MIpoKa M3yUYEeHHE HEKHUX MPaBUII,

MOUCK 3aKOHOMEPHOCTEW ¥ KOMOMHAIIUM C 1IeJIbI0 JJOCTUKEHUS pe3yJibTarta.

ANBTEpPHATHUBHYIO KJIACCU(DHUKAIMIO 110 )KaHPaM Ha OCHOBAHUH COOCTBEHHBIX

uccnenoBanuii npeaaraet A. Kupusnees [5]. OH BeIIenwI Tpu TpyHIbl UIP TIO

KPUTEPHUIO BBITOJIHAEMBIX TEVCTBUN:

UTPHI OOIICHUS: TIOJTy4eHHe HHPOpMAIINK, O0IIIEHNE, U3YUCHUE MUDA;

HUI'PBI IleﬁCTBHﬁ: INEPpCMCIICHUC B IIPOCTPAHCTBC, HCIIOJIB30BAHNC

OpYXKUs U TEXHUKHU;

UTPBI

KOHTPOJIS:

MaTCpUAIIBHBIX CPCACTB.

BuyTtpu

rpyII

3a1al0TCA  T'PAHUIIBI,

KOMaHJOBaHHC,

yIpaBJIeHHE,

OTIPEICIIAIOITNE

pacrpeneneHue

JAJIbHENITY 1O

ACTAIIN3alIUI0 C TIOMOIIBIO YTOUYHAOIOHUX KPUTCPHUCB W C HCIOJIb30BAHUCM

YCTOSABIIUXCA

Ha3BaHUI

KaTeropui.

Taxon

IIoaxoa

Kaxercsas  OoJiee

palluOHAJIBHBIM U CUCTCMHBIM, XOTA U 0oxnee cioxHbIM. Cxema npcacTaBJICHa Ha

pucyske 1.

Action RPG

BosBHE podesoit

RTS

Crparerus-5osBHE

I

I I |

Open RPG

Poaesas Hrpa ¢ OTKPBITEDM MEDOM

Open Action
BOEBHK ¢ OTKDBITBIM MEDOM

Global strategy
[z0GameHas cTpaTerex

[

Cromxer RPG Ceoboaa Apraga Action | g CHMYISITO TIpomece Strategy PesyabraTt
Poaesaz pran BoeBrx * P pon Crparerss *
] I ] | | I ] | ] I I |
MUD MMORPG Slasher Batle Racmg S strategy Global Wargame
CeTeBax TEKCTOBAR CeTeBaz poIsBax Cpazerus BosBaz roEKa Hempayoro KoHTpoIE 1002 ThEX BOSEHAR
1 | I | | 1 1 | 1 ! | |
Parzle Quest Browser's Adventure Platformer Stealth Fighting Racng Economic | [TowsrDefense] | Wargame Cardgame
Ilasa Ksect Epaysepraz psxTion. flmargopusp | | Crprrmocrs | | Hoemmox Tomxa OxomoM Banma: Boermaz Kaprowsas
Education Test Contact Hero Toure Arcade Horror Shooter Sport Stmulator Life Smm Build Control Tactic Logic ‘
Vuebran Bonpocu O6merze Tepofickaz | ||IIyTemects. Apxaza Baceweames ||| Cipezsaka Coopt CEMyaETOD Cra CrporTel [Lo.TE0BOL. TaTem Jlormeck |
oOyd9enHe | 3aragkd | oOmieHHe pons H3y9eHHE | COOHp YEKIOHEHHe P BOXIeHHe | 3a00Ta |cCO3JaHHE |KOHTPONS | TAKTHKA mwiaH

Irpe1 undgopmannn

(moayuerne nEdgopMannm, ofmenne, H3yIeHNe MAPA)

IHrpol geiicTBHii

(nepﬂlemenle. HCOO.IE30OBAHNE OPYVAHA H 'IOIIIKRI)

IHrpsi koHTpOIs

(KOMaHIOBaHNE, YIPaEIeHNE, pacOpeleTeHNe CPeICTE)

Pucynox 1 — Knaccuduxkanus urp no sxaapam Anekcanjapa Kupuzneesa

Kiraccudukanus mo KoJn4ecTBy HTPOKOB:
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- OJIMHOYHBIC (CHHIJILIEEp, aHTII. singleplayer) — paccuuTanbl Ha UTPY
B OJIMHOYKY, IPOTUB KOMITBIOTEPA;

- MHOT'OMOJIb30BaTeIbCkue (aHriI. multiplayer) — paccuutadsl Ha UTPYy
HECKOJIBKHX YEJIOBEK I10 JIOKAJIIbHOU ceTH, MoJieMy i HTepHeTy.

B xnaccudukanum mo urpoBbIM TIaTGopMam BBIIEISIIOT:

- UTPOBBIE KOHCOJIU U TIPUCTABKY;

- NEPCOHATIbHBIE KOMIBIOTEPHI;

- MooOusbHbIe Tenedonbl 1 KIIK.

B kaudecTBe BH3yanbHOro OGOpPMIEHHS WUIpa MOXET JHUOO0 HCHOIb30BaTh
rpadguyeckiue Marepuayibl, MO0 OBITh TEKCTOBOM. Mrpa Takke MOXET OBITh
JBYXMEpPHOM WM TpEXMepHOU. Kpome Toro, CymecTByHOT NPUMEPHI 3BYKOBBIX
UTP, B KOTOPBIX BMECTO BU3YaJIbHOTO MPEACTABICHUS UCTIOIb3YIOTCS 3BYKH.

Ha ocHoBe TmpOBEAECHHBIX HCCIEAOBAHUI OBUIO MPUHATO pPEIICHHE
pa3paboTaTh OJUHOYHYIO UTPY B >KaHPE JIOTMUECKUX UTP C ABYXMEPHBIM CTHIIEM
BU3yanbHOro odopmienus. OcHoBHOM mnargopmoit asisercs Windows 10. Ha
nanHbii MomeHT Windows 10 — camas momyJssipHasi onepanroHHasi CUCTeMa IS
MEPCOHATBHBIX KOMITBIOTEPOB, a JIOTUYECKUE WIrPHl SBIAIOTCS JOCTATOYHO
NOMYJISIPHBIM AHPOM U MO3BOJIAIOT HE TOJIBKO MPHUSATHO, HO U TMOJIE3HO MPOBECTH
BpeMsl. JIByXMepHBIil BU3yaJbHbIN CTHIb MO3BOJIUT COKPATUTH BpEMsl pa3pabOTKH,
o0OecreyuTh OOJNBIIYI0 CKOPOCTh pabOThl WIPbl W YBEIWYUTH JAHANa30H
NOJIEP>KUBAIOLIUX YCTPOUCTB.

[Ipunoxenue JOKHO JaBaThb IOJIB30BATENI0 BO3MOXHOCTH BbIOOpa
urpoBoro ypoBHs. Ilonmp3oBarenb AOMKEH HMMETh BO3MOXKHOCTh HauaTh U
3aBEpPIIUTh YPOBEHb, a TAKXKE BBIUTU M3 MPWIOKEHUSA. Takxke ObUIO MPUHATO
penieHre J00aBUTh JOTOIHUTENbHBIE (PYHKITMOHAIBHBIE BO3MOKHOCTH: TIPOCMOTP
pe3yAbTaTOB MPEAbIAYIIUX UIP M BO3MOXKHOCTH CO3JJaHUHU TOJIb30BATEIHCKOTO
YPOBHSI.

Takum 006pa3oMm, MPUIOKEHNUE UMEET CIIEAYIONINE OCHOBHbIE (DYHKITUU:

- BBIOOD YPOBHS ISl HaYaja Urphl;

- BO3MOXHOCTb 3aBEPUINTh YPOBEHb;

- CO3aHUC IT0JIb30BATCILCKOI'O YPOBHSI,
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- IIPOCMOTP CBEACHUMN CBOUX MPEABIAYIIUX UIP.
1.2 AHaJu3 NporpaMMHBIX NPOAYKTOB AHAJOTMYHOI0 HAZHAYECHH S

B Hacrosimiee BpeMs CHPOEKTHPOBAHO U Pa3pabOTaHO LEJbIA  psij
MPOrpaMMHBIX HUI'POBBIX MPWIOKEHHN B kaHpe «l'onoBonoMka». Paccmorpum
HamOoJiee W3BECTHBIE TMPWIOKEHUS TAaKOTO poJa MW TMPOU3BEAEM Il HHX

CpaBHI/ITGJII)HHﬁ aHaJIn3.

1.2.1 HrpoBoe npujioxeHue B :kaHpe Joruueckux urp «Boulder Dash -

30th Anniversary»

Boulder Dash — 30th Anniversary [6]. JlanHas wurpa SBJISCTCS CaMbIM
HOITYJIIPHBIM UTPOBBIM TipriiokeHueM cepun Boulder Dash, paspaborannoit BBG
Entertainment GmbH B 2016 roxy.

OCOOCHHOCTBIO  JTaHHOTO  TPHJIOKEHHE SBISETCS  OOJNBLIONW  CIHUCOK
JOCTYIHBIX YPOBHEW M BCTPOCHHBIM PENAKTOP KapT. B urpe ectb MHOXECTBO
UTPOBBIX MEXaHWK, HANpsSMYyI0 HE CBS3aHHBIX C OPHUTHHAJIBHOM Ccepuel, Kak
HarpuMep BBIOOP UTPOBOTO MEPCOHANKA.

B urpe ectb HECKOJIBKO BHJIOB HEUTPOBBIX MEPCOHAKEH TOJ| YIpaBICHHEM
KOMITBIOTEPa, KOTOPbIE MOTYT YOHWTh HIPOBOTO MEPCOHa)Xa, M3-32 YErO HUIPOKY
npuAETCS HAYMHATD YPOBEHD 3aHOBO.

CrpaBa BBepXy IMOJIb30BATENb MOXKET TOCMOTPETh KOJIMYECTBO OYKOB, CHU3Y
10 IEHTPY WIPOKY JOCTYNEH Ha0Op HABBIKOB, a CJIBa BBEPXY — KOJUYECTBO
COOpaHHBIX CYHIYKOB M OpHUTMAaHTOB. TaiiMep CBepXy BEIET IMOJACYET CEKYH],
3aTpayeHHBIX HAa TPOXOKIACHUS YPOBHSA. VIKOHKM 3aHMMAlOT MHOTO MeCTa Ha
JKpaHe, a TOTOMY MEIIAIOT MOTPYKEHHUIO B UTPOBOM MPOIIECC.

Bo Bpems urpoBoro mporiecca UAET MOACIYET OYKOB, KOTOPHIE TOIH30BATEb
MOXET TIOJY4YHTh, COBEPIIMB OMpPEAeNEHHOE [EHCTBHE B WIpe. YHUYTOXKHB
COIIEPHUKA B MTPE, COOPAB IICHHBIN MTPEIMET.

CKpUHIIOT UTPOBOTO IMpoLiecca MPEACTaBIEH Ha PUCYHKE 2.
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Pucynoxk 2 — Ckpunmiot urposoro nporecca Boulder Dash — 30th Anniversary

[IpoekT oka3zancs ycHemHbld, OJHAKO, BCKOpE IOCJIe BBIXOAA HUIPHI B
OpoAaxKy, pa3paOOTUYUKU MPEKpPaTHId MOAAEPKKY OOHOBJICHUSMU M TPOEKT

OBICTPO MOTEPSIIT Ay AUTOPHIO.

1.2.2 HUrpoBoe npujioxkeHne B :kaHpe Joruueckux urp «Boulder Dash -

Deluxe»

Boulder Dash — Deluxe [7]. Pa3paborannas Ttakke BBG Entertainment
GmbH B 2021 romy, mo urpoBomy Impoiieccy U HHTep(dEncCy sIBJISETCS KOMHEH
Boulder Dash — 30th Anniversary.

Opnako, HecMOTpss Ha OoJiee MO3AHION JAaTy BBIXOJA, MO CPaBHEHUIO C
aHAJOrOM HE MMEET BCTPOCHHOI'O PENAKTOpPA KapT, B CBOEM PACIIOPSIKEHUN y HEE
MeHbIIe ypoBHell. M3-3a qaHHBIX ()aKTOPOB YMEHBIIAETCS] BOBICUEHHOCTh UTPOKA
10 MEPE MPOXOXKIACHUS UTPBHI.

WNHuTtepdelic BO MHOTO CXO0X C IPEAbIAYIIEH UTPOM CEPUH, 32 UCKIIOUEHUEM
MECTOPACIIOJIOKEHUS] YMEHUW, TElepb OHM PACIOJIAraroTCsi € JIEBOM CTOPOHBI
skpaHa. CrpaBa BBEpXy IOJb30BaTEIb MOXKET NOCMOTPETh KOJUYECTBO OYKOB,
ClieBa BBEPXY — KOJMYECTBO COOpAHHBIX CYHAYKOB W OpmiuiuaHToB. Taiimep

CBECPXY BCACT MMOACUCT CCKYHI, 3aTPAa4YCHHBIX Ha IPOXOKICHUC YPOBHI. HNkoHku
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3aHUMAarOT MHOI'O MCCTa Ha 3KpPaHC, a IIOTOMY MCHIAIOT IIOI'PYKCHUIO B HFpOBOﬁ

npotiecc. CKpUHIIIOT UTPOBOTO Ipoliecca MPEACTABICH Ha PUCYHKE 3.
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Pucynox 3 — Ckpunmiot urpoBoro nporecca Boulder Dash — Deluxe

[Ipoekt omnpoOoBanmM BCEro HECKOIBLKO ThICAY 4YeloBeK. OTCyTCTBUE
pelakTopa KapT, MOCPEICTBEHHO peanu3oBaHHble 3d MOJeM 00ObEKTOB B UTPE U

6BICTpO€ MPCKpPAICHUC ITOAICPIKKHU OOHOBJICHUSIMHU ChII'paJin BaXXHYIO POJIb.

1.2.3 HrpoBoe npusioxkeHune B :kaHpe Joruueckux urp «Boulder Dash -
XL»

Boulder Dash — XL [8] — noruueckas urpa ot ctyauu Catnip Games
Beiiemas B 2013 roma, kak U paHee paCCMOTPEHHBIE aHAJIOTH SABJISIETCS YACThIO
cepuu Boulder Dash.

B oTnuune ot cBOMX aHANIOroB UMEET 00Jiee MUHUMAMCTUYHBINA UHTEpdeiic
— UTPOBOM CUET, BpEMs, KOJUYECTBO COOPAaHHBIX ajIMa30B PACIOIOKEHBI CIIpaBa
BBEPXY M HMKAaK HE MEIIAIOT UTPOBOMY mpoleccy. CaM UTpOBOM MPOIECC HEMHOTO
npoie. 3a OTBEJEHHOE BpeMs B UIpe Ieporo MPEeACTOUT coOpaTh BCE aaMasbl,
KOTOpbIE pa30pocaHsl 10 ypoBHIO. CKPUHIIOT UTPOBOTO MPOLECCA MPEICTABIEH Ha

pucyHke 4.



Gaey

8 - m-«- St Ty
‘_  swgll %1ﬂ“ » % I3

e

Pucynok 4 — Cxkpuniot urposoro nporuecca Boulder Dash — XL

WrpoBoe MpUIOKEHUSI HE CHHCKAIO MOMYJISPHOCTH, TaK KaK OHO SBJISETCS
skckiro3uBoM miatdopmel Nintendo 3DS [9], kpome Toro, B HEM HET pegakTopa

Kapr.
1.2.4 CpaBHeHUEe aHAJIOTOB

PaccmoTpeB mopoOHO KaXKIblii M3 aHAJIOroB, ObUIM BBISIBICHBI OCHOBHbBIE
(GyHKUMH, KOTOpbIE JIOJDKHBI TMPUCYTCTBOBAaTH B KaXKIOM pa3pabaThIBAEMOM
UI'POBOM IPHJIOKEHUH B 5KaHPE T'OJIOBOJIOMKA.

['maBHBIMM  3JEMEHTaMHM, KOTOpPbIE [JOJDKHBI HAaXOAUTHCA B  KaXKIOM
NPWIOKEHUH, SIBIISIIOTCSA:

- UT'POBOM NIEPCOHAX, KOTOPBIM YIIPABJISET UTPOK;

- 3JIEMEHTHI MHTepQelica MO3BONISIOMINE Y3HATh TEKYLIUE JOCTUKECHUS
MIOJIB30BATEIIS;

- HEUTPOBBIE TIEPCOHAXH, CIOCOOHBIE TMpU 3aJaHHBIX YCIOBHUAX
3aBEPLIUTH NIPOXOKIAECHNUE YPOBHS JOCPOUHO;

- OJINH WJIM HECKOJIBKO BapHAHTOB IIPOXOKAECHUS YPOBHS;

- BBIOOP YPOBHS U3 CIIHCKA.
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Wrpa naér nonp30BaTenato MEpCOHaXa, KOTOPBIM TOT MOXKET YNPAaBIATH U
B3aMMOJEMCTBOBAaTh C OOBEKTAMM Ha KapTe€ COINIACHO MIPOBOMY JH3aiiHy
KOHKpETHOro mnpoekrta. WHrepdelic, KOTOpbIA MO3BOJIAECTCS Y3HATh TEKYLIUE
COCTOSIHME UI'pbl. TeKylien cuér, Bpems, MIPOMJCHHOE C MOMEHTA Hayaja yYpOBHS,
KOJIMYECTBO COOpAaHHBIX LIEHHBIX PECYPCOB.

HeurpoBeie mnepcoHaxku mnoja ynopaBlIeHMEM Kommbiorepa. JlaHHBIE
IIEPCOHAXKU JOJDKHBI BIIMATH HA WIPOBOrO IEPCOHAXa, a TAKXKE Ha MIPOBOMU
poLece, ¢ BO3MOXHOCTBIO JOCPOYHOTO OKOHYAHHSI YPOBHS.

OmuH WM HECKOJIbKO BapUaHTOB IPOXOXKACHUS YpoBHS. Mrpa noimkHa
JaBaTh BO3MOKHOCTh YCIICIIHO 3aBEPUIUTH YPOBEHb.

Bri6op ypoBHs u3 cnucka. MHTepdeiic urpel mnpeaycMaTpUBaeT BBIOOD
KapThI JUUIS IPOXOKICHUS U3 CIIMCKA KapT.

Cpenun kputepueB, 1O KOTOpPbIM Oblla MpOBEACHA CpaBHUTEIbHAsS
XapaKTepUCTHKA aHAJIOTOB, OBLIN BBIJICICHBI CIEAYIOLIHNE:

- yno0cTBO uHTEpdEiica;

- BOBJICYEHHOCTD I10JI30BATENS;

- MPOU3BOJAUTENHLHOCTD;

- (YyHKUIHMOHATBHOCTb.

PaccmoTpum noapoOHO KaXKAbli M3 IPUBEICHHBIX BBIILIE KPUTEPHUEB.

Kpurepuit yno6ctBa uHTepdelica MOKa3blBa€T, HACKOIBKO 3(PPEKTUBHO
KOHEYHBI MOJIb30BaTedb OyJIeT TMOJb30BaThbCsl OCHOBHBIMH  (DYHKLHUSMH,
PEOCTABIEMbIMA UTPOBBIM MPUIOKEHUEM, U HACKOJIBKO OBICTPO IMOJIb30BATENb
Oyner opueHTHpoBaTbcss B mporpamme. Ounenka kputepus or 1 nmo 5.

PacmmudpoBka o1ieHOK KpuTepwsi mpeacTaBieHa B Tabnure 1.

Tabnuma 1 — PacmudpoBka oreHoK kKputepus «Y 1006cTBo uHTEpderica»

Ornenka Onucanue
1 WHaTepdetic MakcnMamsHO HEYI0OCH I UCITOJIB30BaHUS, €TO DJIEMEHTHI
OYEHb TPYIAHO BOCIIPUHUMATH, U OHU MELIAIOT UTPOBOMY IIPOLIECCY.
2 Y no6cTBo uHTEpdEiica Ha HU3KOM YPOBHE, SJIEMEHTHI PACIIOJIOKEHBI B

HOPSAKE, 3aTPyIHSIIONIEM B3aUMOACHCTBUE C HUMH, a TAKXKE dJICMEHTBI
MEMIAI0T BOCIIPUSTHIO HTPOBOTO MPOIIECcCa.

3 Y n06cTBO HHTEpdeEiica Ha yIOBIETBOPUTEILHOM YPOBHE, UMEIOTCS
HEOOJIBIINE 3aTPyJHEHHS TIPH B3aUMOJICHCTBHH C €T0 JIEMEHTAMH, H OHH
HEMHOTO MEIIAlOT BOCTIPUATHIO HTPOBOTO IpoIiecca.




[Tponomxkenue TadaubI 1.

16

Orenka Ormucanue
4 Ymo6cTBO nHTEpdEiica Ha XOPOIIO YPOBHE, UMEIOTCS HE3HAYUTEIILHEIE
3aTpyAHCHUS NIPU B3aUMOJICHCTBHH C €0 JIEMEHTaMU, HO B I1eJI0M HHTepdeiic
HE MEIIaeT BOCIIPHUATHIO HIPOBOTO Mpoliecca.
5 HuTtepdetic MakcHMaIIbHO YIOOCH TSI HCTIOIB30BaHMUS, HET 3aTPYIHEHUH C

BOCIIPUATUCM €T0 3JICMCHTOB M UX B33HMOILCI>'ICTBHCM.

Kpmepm”l BOBJICYEHHOCTH II0JIb30BATEIISI MOKA3BIBACT, HACKOJIBKO CHJILHO

IPOEKT CIOCOOEH 3aXBAaTUTh BHMMaHHWe WUrpoka. OueHka kpurepus or 1 mo 5.

PacuindpoBka oreHok kputepusi mpuBeeHa B TabauIe 2.

Tabnuna 2 — PacmudpoBka oreHoK Kputepusi « BoBIeu€HHOCTh TTOJIb30BATEIIS)

Orenka Ormmcanue
1 HrpoBoe npuioxkeHne He CIOCOOHO 3aXBaTUTh BHUMAHHUE UTPOKA.
2 OTnenbHBIE UTPOBBIE COOBITHS BBl HTPE CITIOCOOHBI 3aXBaTUTh BHUMaHUE
HUI'pOKa, OJHAKO IO MEPE MCIIOJIB30BaHUS NPUITOKCHU ITOJIB30BATECIIb 6LICTp0
TepsieT UHTEpEC.
3 UrpoBoe npuiioxkeHre B LIEJIOM CIPABIISIETCS CO CBOEH 3aa4el, 0JJHaKO
JTAJIEKO HE BCE UTPOBBIE COOBITHS CITIOCOOHBI YJepKaTh BHIMaHUE UTPOKA.
4 UrpoBoe mpuiiokeHue yCIeHo 3aXBaThIBAET BHUMAHUS UTPOKA, HO
HEKOTOPBIE UTPOBBIE COOBITHS HE CIIOCOOHO €T0 YACPKHUBATh.
5 Hrposoe npuiiokeHue KpailHe yCIEIHO yIEP>KUBACT BHUMAHUS UTPOKA.
KpI/ITCpI/Iﬁ MPOU3BOAUTCIIBHOCTU  IMOKA3bIBACT, 6y)1€T JIM BO3HHUKATH

npoOieMbl C BOCIPHUSATHEM HUIPOBOTO MpoOLEcca Ha BCEM CHEKTPE JIOCTYMHBIX

ycTpoicTB. Onenka kpurepusi oT 1 10 5. PacmmdpoBka o1ieHOK mpejcTaBicHa B

tabuue 3.

Ta6nuna 3 — PacmmdpoBka onieHok kputepus «[Ipon3BoAUTEIEHOCTE

Onenka Onucanue

1 JlOCTUrHYTH IPUEMIIEMOTO YPOBHSI BOCIIPUSITUSI UTPOBOTO IIpoLecca
HEBO3MOXHO Ha BCEM JIOCTYITHOM CHEKTPE JOCTYIHBIX YCTPOMICTB.

2 [Ipuemnemslii ypoBEHb BOCIIPUSTHUS UTPOBOTO MPOIECCA TOCTUTAeTCs TOJIBKO Ha
HOBBIX MOIIHBIX YCTPONCTBaXx.

3 [Ipuemnemslil ypoBEHb BOCIPUATHS HTPOBOTO MIpoLecca JOCTUKHUM Ha
YCTpOMCTBax CpeNHEro Kiacca.

4 [Tpo6aeMbl BO3HUKAIOT TOIBKO HA CAMBIX CTAPbIX YCTPOUCTBAX.

5 KomdopTHBI ypoBeHb BOCTIPUSATHS UTPOBOTO MpoIiecca BO3MOXKEH Ha BCEM
CIIEKTPE NOCTYIHBIX YCTPOUCTB.
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Kputepuii  QyHKIHOHATBHOCTH  IOKa3bIBa€T Ha0Op  BO3MOXKHOCTEH
(pyHK1Mil), KOTOpBIE MPENOCTABISET AaHHOE HUrpoBoe mpuioxenue. OlLeHKa

kputepus ot 1 1o 5. PacumdpoBka oneHok nmpuBeeHa B Tadbauue 4.

Ta6nua 4 — PacimdpoBka o1ieHOK KpuTepus « OyHKIIMOHATBHOCThY

Onenka Onucanue
1 [Ipunokenue He MPEeaOCTABISET MUHUMAIBHBIH HA00P HEOOXOTUMBIX (DYHKLUH.
2 OcHoBHBIE (DYHKLIUH TPEACTABICHBI B IPHIOKEHNUH, OJJHAKO UX HCIIOJIb30BaHUE

3aTPyAHUTEIILHO WU OHU IIOXO B3aUMOJECHCTBYIOT APYT C APYTOM.

3 OcHOBHBIE (DYHKITUH MPEACTABICHBI B IPHIIOKEHUH.

4 [Ipunoxenune mpeaocTaBiIsIeT BECb OCHOBHOH (DYHKITHOHAI, a TAaK)Ke Mpe/iaraet

CBOI1 HA0OP ITOTIOTHUTEIBHBIX BO3MOKHOCTEH.

5 [Ipunoxenne TNpPemoOCTaBIICT BECh OCHOBHOW (YHKIIMOHAN, Habop ero
JIOTIOJTHUTENLHBIX  BO3MOXKHOCTEH TPEAOCTABISIET OTIMYHYIO THUOKOCTh B

HCIIOJIb30BAHWUHU NPUIIOKCHUS.

PCSyHBTaTBI CpaBHCHHA IIPOTpaMM-aHAJIOIOB IIO IMPCACTABJIICHHBIM BBIIIC

XapaKTEPUCTHKAM MIPUBECHBI B TAOIHIIE .

Tabnuua 5 — CpaBHUTENIbHASI XapaKTEPUCTUKA MTPOTyKTOB-aHAJIOTOB

Kpurrepui [B)Zg:]df; oth Boulder Dash — | Boulder Dash — iaSpa6aTBIBaeMoe
_ Deluxe XL PUIIOKEHUE
Anniversary

Ynob6ctBo naTEpdeiica | 3 3 4 4

BognedénnocTh 3 2 2 4

MOJIb30BATENS

[IpousBomurensHoCTh | 4 4 5 4
DYHKIIMOHATBHOCTh 4 3 3 4

B pesynbrare cpaBHEHUS TPOrpaMM-aHAJIOTOB MOKHO CKa3aTh, YTO HU OJTHA
U3 PACCMOTPEHHBIX TIPOrpaMM He o0oO0JagaeT BCEM  XapaKTEPUCTUKAMHU,
HEOOXOJMMBIMU ISl YCHEIIHOW peaiau3aluyd MpPOAYKTa Ha pPbIHKE. Y I00CTBO
uHTep(derica HAXOAUTCS HAa XOPOIIEM YpPOBHE CpEIu BCEX MPEICTABICHHBIX
nporpammMm, oxHako umHrepdeiic «Boulder Dash — XLy» oTimumics OTCyTCTBHEM
HETaTUBHOTO BIHUSHUS HA TMOTPYXXEHHE B HWIPOBOM mporecc. Jlydme Bcex B
urpoBoii nporiecc Boiekaer «Boulder Dash — 30th Anniversary», ongHako gaHHoOe

MMPUITOKCHUC TIOKA3bIBACT JIMIIb CpGI[HI/Iﬁ pe3yJibTaT 10 JaHHOMY KPHUTCPHUIO. Bce
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NPUJIOKEHUST TIOKA3aJl XOPOIIYI IPOU3BOJUTEIBHOCTh HAa BCEM CIICKTpE
JOCTYIHBIX YCTPOMCTB, HO cToMT BhiaeauTh «Boulder Dash — XLy, kotopast XoTb
u seisercs skckimo3uBoM Nintendo 3DS, HO Bce ke MOKa3bIBaeT OTIMYHYIO
POM3BOIUTEIILHOCTL. Bosbie Becex (yHkimii npemocrasisier «Boulder Dash —
30th Anniversary», naHHOe MNPHIOKECHHE IpeagaraeT COOCTBEHHBIH PEIaKTOP
KapT, a TaKKe KOJUYEeCTBO YpPOBHEH M MeXaHWK OOJIbIE, YeM Y aHaJIOTOB.
XyImmM TpUIOKEHUEM IO KpUTepHio (QyHKIMOHAIBHOCTH sBisiercs «Boulder
Dash — XL», y KoTOporo peajii30BaHbl HCKIIOYUTEILHO OCHOBHBIC (DYHKIIHH
UTPOBOrO NMPWIOKEeHH. Kakaoe W3 MpeacTaBICHHBIX WIPOBBIX MPWIOKCHUN HE
MOJKET XOPOIIIO yIePKUBATh BHUMaHUE UTPOKa.
Hcxons w3 BBIIICH3IIOKEHHOTO aHajiu3a, ObLJIO MPHUHATO PEIICHUE CO3aTh
CBOE UTPOBOE MPUJIOKEHHUE B )KAHPE JIOTUICCKUX UTP (TOIOBOJIOMKA), JIUIIICHHOTO

HEIOCTATKOB CBOMX aHAJIOTOB.
1.3 AuHajam3 uejieBoil ayIuTOPUH

IleneBoit aymuropuweil mpoekra OBUIO TPHUHATO pEIICHUWE CIenaTh
M0JIb30BATENICH, WUrparolIMe B WUrpbl HA MEPCOHAIBHOM KommbioTepe. ['padux
NoXoaHOCTH urpoBor uuayctpun [10], coprupoBaHHBIN IO UTPOBOM TLIATHOPME,

Bbl MOJKETE YBUJIETh HA PUCYHKE O.

Global Gaming Software Revenue

Platforms
I 3 Consoles B rcC | Handhelds I Phones/Tablets
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Years Source: Open Gaming Alliance

Pucynok 5 — I'paduk 10X0IHOCTH UTPOBOM UHIYCTPHUH 110 UTPOBOM Tu1aThopme
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Kak ™Mbl MOXeM BuJEeTh Ha rpaduke, pbIHOK NEPCOHAIBHBIX KOMIIbIOTEPOB
HaXOAMTCS Ha MEPBOM MECTE IO MPUOBUIBHOCTH CPEAM UIPOBBIX IUIATHOPM U
UMEET MOCTOSHHBIA POCT. A Takke pa3padoTKa O] MEPCOHAIBHBIE KOMIIBIOTEPHI
ObICTpee M TMpolle, YeM IMOJ JpPYrHe CUCTEMbl, M3-3a OTPOMHOr0 MECTa IMOJ
UrpoBoil uHTepderic, 00NbIIOro y1o00CcTBa yIpaBIeHUs KJIABUATYpPOW U MBIIIH, a
TaKkkKe OOJIbIIOW MOIIHOCTU CHCTEM. TakKe pexUM peIaKTHPOBAaHUS YpPOBHS,
KOTOPBIA IUIAHUPYETCS B WIPOBOM MPWIOKEHHUH, JIydllleé BCEr0 peajln3yercs
MMEHHO M0/]1 yIPABJICHUEM KOMIIBIOTEPA.
[IpenocraBiisieMass  WUTpoBBIM  pecypcoB  Steam  [11]  crarucrtuka
pacnpoCTpaHEHUsl OINEPAMOHHBIX CHCTEM JUIsl TMEPCOHABHBIX KOMIIBIOTEPOB

MIPE/ICTaBIICHA HA PUCYHKE 6.

CAMbBIM NOMYNAPHLIA 0onA  OWHAMAKA

Windows

Windows 10 64 bit FER
Windows 11 64 bit 19.59%
Windows 7 64 bit 2.41%
Windows 8.1 64 bit 0.53%
Windows 7 0.12%

Windows 10 0.05%

08X

MacOS 12.3.1 64 bit 0.85%
MacOS 12.2.1 64 bit 0.18%
MacOS 10.15.7 64 bit 0.18%
MacOS 10.13.6 64 bit 0.10%
MacOS 12.1.0 64 bit 0.10%
MacOS 10.14.6 64 bit 0.10%
MacOS 12.0.1 64 bit 0.10%
MacOS 11.6.5 64 bit 0.08%
MacOS 11.6.0 64 bit 0.08%

MacOS 12.3.0 64 bit 0.06%

Linuzx B e
"Arch Linux" 64 bit 0.14%
Ubuntu 20.04.4 LTS 64 bit 0.13%
"Manjaro Linux" &4 bit 0.12%
Ubuntu 22.04 LTS 64 bit 0.09%

Linwx Mint 20.3 64 bit 0.07%

Pucynox 6 — [omymnsipasie OC a1 nepcoHAIBHBIX KOMIIBIOTEPOB



20

Kak ™Mbl MOXeM BHIETH Ha PHUCYHKE BBIIIE, CaMOW NOMYJISPHOM
ONEpPAllMOHHON CHUCTEMOW [IJIi TEPCOHANBHBIX KOMIIBIOTEPOB CpPEIU HIPOKOB
apisiercss Windows 10, ciemom uaer Windows 11 [12]. BmecTe oHM 3aHUMAIOT
6onee 90% priaka OC, BciencTBHE 4Yero ObLIO MPHHATO PEIICHHE pa3padoTaTh
UTPOBOE MIPHIIOKCHHUE IS TUX OTIEPAIIMOHHBIX CHCTEM. B OymyIiem ruranupyeTcst
paszpabortats Bepcun u st apyrux OC, a Taxke it MOOMJIBHBIX YCTPOMCTB O]

ynpasiaeauem Android.
14 Anaan3 pyHKIMOHAJIBLHBIX TPeOOBAHMM

B pesynbrare aHanmmza TpeOoBaHMi 3amaHMs ObLIa CO37aHa aUarpamma

BapHAHTOB UCIIOJIL30BAHUS UTPOBOTO MIPHIIOKEHUS (PUCYHOK 7).

WrpoBoe NpunoxeHne

Hauars urpy \_‘___'___._/

PaclumpuTe

BuﬁpaThprBEHb WrpoeoW NogcyHcTemMon

PaclMpHTE
]

\m

‘ PaclMpHTE
PaclumpuTe puTE_

KapT

Mons20EaTEn

Pacwuputb

m

FIOCMOTDETE pesyNLTaTE
NpenLIaYLLML Urp

Pucynoxk 7 — JluarpaMMa BapuaHTOB UCIIOJIb30BAHUSI UTPOBOIO MPUIIOKEHUS

BuIATA 13

NpUNoXeHWA

CocraBuM crneuu(UKanuoo BapUaHTOB HCIONb30BaHUs «HauaTe wurpy»

(pucyHok 8).
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IIpenenent: Hauate urpy
ID: 1

Kparkoe onucanue:
Hauano urpst

I'maBHBIC aKTEPHI:
ITomp30BaTens.

OCHOBHOI1 TOTOK:

1. Tlonp3oBarenb HaAXXUMAET KHOMKY «BhIOpaTh ypOBEHbY»

2. TlpunoxeHue MpeoCTaBIIsET CIUCOK JIOCTYIHBIX MMOJB30BATENIO YPOBHEH
3. Tlonb3oBarenb BEIOMpPAET U3 CIIHCKA HY)KHBI YPOBEHb

4. Tlomws3oBarens HaxkuMaeT «Hagath urpy»

Pucynoxk 8 — Cnenmdukanus npenenenra «Havuats urpy»

CocraBuM creruuKaIio BApUAHTOB HCTOIb30BaHus «C037aTh YPOBEHBY

(pucyHok 9).

[Ipenenent: Co3gaTh ypoBeHB
ID: 2
Kpartkoe onucanue:

[Monk30BaTenb co31aET COOCTBEHHBIN YPOBCHb

I'maBHBIC aKTEPHI:
ITons30Barenn

OCHOBHO ITIOTOK:
1. Tlomp3oBarenb HAKUMAET KHOTIKY «Peaakrop kapT»
2. Tlonw3oBarens HakumaeT «Co31aTh HOBBIH YPOBEHBY

3. HpI/IJ'IO)KeHI/IC IMOKa3bIBACT MCHIO CO3JIaHUEC HOBOI'O YPOBHSA

Pucynox 9 — Cnienmdukanus npenenenta «Co3aaTh YPOBEHBY

CocTaBuM Cl'IeI_[I/Iq)I/IKaHI/IIO BAapUAHTOB HCIIOJIb30BAaHHA «HOCMOTpeTB CBOH

NpeIbIIyIIne pe3yabTaTe (pucyHok 10).

[Ipeuenent: IlocMoTpeTh CBOM NPEABIIYIINE PE3YIHTATHI
ID: 3
Kpatkoe onucanue:

ITonp30BaTeNb NPOCMATPUBAET PE3YIIBTATH CBOMX IPOLUIBIX UTP

I'taBHBIE aKTEPBL:
ITonp30BaTens

[Ipenycnosue:
[Tonp30BaTeNp 3amycTriI NPUIIOKEHUE

OCHOBHOM ITOTOK:
1. B riaBHOM MEHIO HTPOBOTO MPHIIOKEHHUS OTKPHIBACTCS CITUCOK MPOIUIBIX UTP TTOJTH30BATEIIS

2. Tlonw3oBarens AHAJIN3UPYET JaHHBIX CBOUX MNPOIUIBIX UT'D

Pucynok 10 — Cneuunduxanus npeneaenra «I[locmorpers cBOM npeabayme

pe3yJIbTaThI»
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B pesynpraTe anammza TpeOoBaHMI Oblla TaKXKe CO3JIaHA JUarpaMmma

BapHUaHTOB MCIIOJIb30BAHUS UTPOBOH MMOJACUCTEMBI (PUCYHOK 11).

Wrpoeas nogcucTema

m

nepcoHaxem

BKMHHUTL

BaaumogencTEORaTE C
OOLeKTaMH

MonezoBaTens

BKMHYNATH BKMHYKTL
BrniounTh

1
MONEWHYTE KaMEHE

W1 HEWrpOBRE: NepCoHaen

Pucynok 11 — JIluarpamma BapuaHTOB HCTOJIb30BAHUS UTPOBOM MOJCUCTEMBI

CocraBuM crnenuduKanuoo BapuaHTOB HCMONb30BaHus «CobpaTh TOPT»

(pucyHok 12).

[peuenent: Cobpats TOPT

ID: 4

Kpatkoe onucanue:

UrpoBoii mepcoHax Mo yIpaBiIeHHEM MOI30BaTeNsI COOMPAET TOPT

I'naBHBIC AKTCPBhI.

ITonp30BaTens

[penycaosue:

Ilonw3oBaTenn 3aIllyCTUJ YPOBCHb

OCHOBHOM ITOTOK:

1. Tlonw3oBaresb HAXOAUT HA UTPOBOM ToJIe KiIeTKy “Topt”

2. Tlomb3oBarenb, WUCHONB3YSl 3JEMEHTHI YIPABICHUS IIEPCOHAXKEM, pa3MellaeT IepcoHaka Ha

HY>KHOH KJIETKE

3. Urpoas moacucremMa 3aMeHsIeT KIETKy “TopT” Ha MyCTYIO KJIETKY, a MOJIb30BATEINI0 3aCUUTHIBACT

cOOp TOpTa M HAYKCIISIET OUKH.

Pucynok 12 — Cnemudukanus npeuenenata «CodpaTts TOPT»
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CoctaBuM crnenu@UKaIMi0 BapUAHTOB HCIOIB30BAHUA «YTIPaBIICHUE

nepcoHaxkem» (pucyHok 13).

[Ipenenent: YnpasieHue nepcoHakeM

ID: 5

Kpatkoe onucanue:

[Tonp30BaTeNb yIpasisieT UTPOBBIM IIEPCOHAKEM

I'maBHBIE aKTEPHI:

ITonp30BaTens

[Ipenycnosue:

ITonp3oBaTenn 3aIllyCTUJ YPOBCHb

OCHOBHOM ITOTOK:
1. Tlonp3oBarens HAKUMAET KHOMNKHU YIIPAaBIECHUS
2. Cucrema aHanM3UPYET HAXKATBIE KHOMKU

3. Cucrema MeHSET COCTOSHHE UTPOBOW KapThl, B 3aBUCUMOCTH OT BBOJA

Pucynox 13 — Cnenudukanus nperneeHTa « Y mpaBieHUE TEPCOHAKEM)

bonee moapoOHOe omumcaHne (GYHKIMOHHPOBAHHUS IIPEIEASHTOB MOYKHO
NpeACTaBUTh B BHUJE AMArpaMmbl JestenbHocTh. Ha pucynke 14 mpeacraBieHa
JuarpaMma  JeATeJIbHOCTH i1 BapUaHTa MCIOJb30BAHUS  «YIIPABJICHUE

IICPCOHAKCM».

Monk3oBatens Wrpoeas noacucTema

v

3anycKaeT yposeHs |- s{3arpyxaer yposeHs

HaxumaeT kHonky
Ha KnaEWaType

{

Hawan g=onky ynpasnesus MpogepAeT Gainv NK
> |HawaTbil CTPENKM (BBEPX.
BHA3, BNEBO, BNPaso)

Haxan kHonky BeiATH
L Aa Het
P —

MposepsAeT Obin Mk

Haxar Shift
Shift ke Hakar,

MposepseT gocTynHal Shift Hawat
M kneTka AnA 1
nepemalLeHis

TpoBepreT A0CTyNHa
nw kneTka AnA OomDel
¥

—  KneTkare aucwrna—(> l

Knerxa gocryna

| fneTxa ve ocTyne,

Mepemellast KneTea gocTyna
NepcoHaKa Mrpoka v
Ha KeTky

CoznaeT kneTky
"Gomaa"

Pucynok 14 — Jluarpamma AesITeIbBHOCTH JJI IpeUeeHTa « Y IpaBIeHue

ICPCOHAKCM»
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Jlnst BapuanTa ucnosib3oBanusi «CbecTh TOPT» ObLIA COCTaBIIEHA TUArpaMma

HOCHGHOB&TGHBHOCTH,HpCﬂCTaBﬂeHHaﬂlﬂlpHCYHKC15.

Hrpogoe
Monezo0BaTenks P
NMpUNoMEHKE

Monszo2aTens Ha¥MMaeT HauaTe YPOBEHE >

| Jarpy®aceT ypoB&Hb Ha 3KPaH NoNb3I0saTens
{-\.

Ha¥uMMaeT KHONKKW yNpasneHua

B1zyansHo oToOpa®asT NepeisuseHme

MepeMewasT Nnepcodaxa 4a Gnox ¢ TopToM

YOanAeT KNeTky TOPTa C BM3yansHoH KapTel

Pucynok 15 — JI[uarpamMma nociie1oBaTeIbHOCTH BapUAHTa UCTIOIb30BaHUS

«Cpectb TOPT»

B pesynbrate aHanuza (QyHKIMOHAIBHBIX TpeOOBaHUN OBUIM YCHEUIHO
BBISIBJIEHBI OCHOBHBIE (DYHKIIMM pa3zpadaTeiBaeMoro npuioxkenus. [lpu stom s
pa3pabaTbiBaeMOro MPUIOKEHUS OblJJa TOCTPOEHAa JuarpaMma BapUaHTOB
WCIIOJIb30BaHUs, a TAKXKE 11 HEKOTOPBIX BBISBIECHHBIX BAPUAHTOB MCIIOJIb30BAHUS

OBLITM COCTaBJICHBI CTICTIM(UKAIIHH.
1.5 Amnann3 HepyHKIUOHAJIbHBIX TPeOOBAHU

ByayT wucmosnb3oBaHbl CleayroIHe TexHonoruu paspadorku: RUP [13],
OOII.

B kauecTtBe MHCTpyMEHTa CO37aHUSI UTPOBOTO MPHIOKEHHUS ObLI BBHIOpaH
MeXIIaThopMeHHasi cpefa pa3paboTku KommbioTepHbIX urp Unity. Wrposbie
CIICHApWH JIOJDKHBI OBITH HAMKCAHBI Ha s3bIKe TporpammupoBanus C#, B cpene
nporpammupoBanus Microsoft Visual Studio 2019. Busyanbsnas gyacts co3maércs ¢

MOMOIIIBI0 MHOTO(YHKIIMOHANILHOTO Tpaduyeckoro peaakropa Adobe Photoshop.
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NPWIOKEHUE JIOJDKHO OBITh OTJIAXKEHO € JOJDKHO YCHENIHO padoTaTh MO
ynpasienueM OC Windows 10. Jlns mnpoektupoBaHus Oropkera Oyner

ucrnoiyib3oBaH Microsoft Project.
1.6 IlnanupoBaHue pa3padoOTKHU U OlleHKA 0I0/IKeTa

OCHOBHOI 1EIBI0 CTPYKTYPHOTO TUIAHUPOBAHUS SIBJISIETCS ONUCAHUE
COCTaBa M B3aWMOCBSI3M TEXHOJOTWYECKUX OIEpalyii, KOTOpble TPeOyIOTCS IS
pealiMzanuu TpoekTa. Takke Ha 3TOM 3Tane HEOOXOAMMO ONpPENeNUTh WU
IPEIBAPUTEILHO OICHUTH MPOIOIKUTEIbHOCTH padoT [14 — 18].

CTpyKTypHOE TUIaHHPOBAHUE MOKHO Pa3/IeIUTh Ha CICAYIOIINE ATAIbI:

- pa3OueHne MpoeKTa Ha COBOKYITHOCTh OT/IEIbHBIX pAa0OT, BHIIIOJIHEHNE
KOTOPBIX HEOOXOUMO JIJISl pean3aliy MPOEKTa;

- MIOCTPOCHHUE CETEBOTO rpaduKa, OMUCHIBAIOIIETO TOCIEI0BATEIBHOCTD
BBINIOJIHEHUS padoT;

- OIICHKAa BPEMEHHBIX XapaKTePUCTUK pPabOT M aHAIM3 CETEBOTrO
rpaduxka.

Pe3ynpTatoM CTPYKTYpHOTO IUJIAaHHPOBAHUS SIBISIETCS CETEBOM rpaduk —
OPUEHTUPOBAHHBINA Trpad, BEPIIMHAMH KOTOPOTO SIBISIOTCS pabOTHI MPOEKTa, a
JyraM¥u BPEMEHHBIC B3aUMOCBSI3H.

OH 1oJKeH YJIOBIETBOPSTH CIEAYIOUIMM CBOMCTBAM:

— KXol paboTe COOTBETCTBYET TOJILKO OJIHA BEPILINHA;

= HU ofHa paboTa HEe MOXKET OBbITh HayaTa, NOKa HE 3aKOHYATCS BCE
HETIOCPEICTBEHHO MPEAIIECTBYIONIHNE el padOoThI;

— HU OoAHA paboTa, KOTOpas HEMOCPEACTBEHHO CJIEAYET 32 HEKOTOpPOu
paboTo, HE MOXKET HAYaThCs 10 MOMEHTA €€ OKOHYAHUS;

- HayaJlo M KOHEIl IMpoeKTa (Bexu) 0003HAaueHbl paboTamMHu C HYJIEBON
IPOAOKUTEIBHOCTHIO.

JUJis1 OLIEHKH CTOMMOCTH U TPYAOEMKOCTH IMPOEKTa HEOOXOJUMO IPOBECTH
NpaBWJILHOE TUTAHUpOBaHME. J[1s1 3TOro OBUIM OmMpeAeNeHbl 3aJaud U PECYpPCHI,
KOTOpbIE HEOOXOIMMBI HJsl CO3JaHHMS HUIPOBOrO MpuiIokeHus. B Tabmune 6

MMPCACTABJICHBI 3a/la4, KOTOPBIC IIPCACTABIIAIOT 3TAIIbl CO3AaHUSA ITPOCKTA.



Tabnuna 6 — [lepedyens 3a7a4 npoekTa

Ha3Banue 3agaun

Hauano

AHaju3 TpedGoBaHMA

AHanu3 aHaJOTUYHBIX PEIIECHUN

AHanu3 npaBmI IPOBEACHUS
COPEBHOBAHUI

[IpuHATHE OKOHYATENBHOE PEIIEHUS

Amnanu3 TpeboBaHui 3aBepiueH
Bb160p cpencTs peann3anuu MpoeKTa

AHanu3 BO3MOXHBIX TPOrpaMMHBIX
CpeZCTB

Br16op mporpaMMHOTO CpeacTBa [T
peanuzanuu

Br10op cpencts 3aBepiieH
Peasm3anust npoexkTa

Pa3paboTka cTpyKTyphl JaHHBIX

Pa3zpa0oTka UTpoBOTro NpHI0KeHNs

[IporpamMmupoBaHue JOTUKU
IIPUIIOKECHUA

Pa3pabotka penakropa KapTt

PaspaﬁoTRa moJb30BaTECJIbCKOI'0
uHTepeiica

PaspaboTka makeTa nHTepdherica
TIPUIIOKEHHUSI

Bepcrtka npuioxenus
Peanuzanus mpoekra 3aBepiieHa
Ortiaaagka

TecTupoBaHue NOIB30BATEIHCKOTO
uHTepdeiica

Hcnpasnenue ommobok
TectupoBaHue 3aBepieHO

BHeapeHne NporpaMMHOro cCpeAcTBa B
CUCTEMY NPOBeIeHUsI COPEBHOBAHMIA
ropoaa

BHeapenune nporpaMMHOTro cpeacTBa

Ionck n ncnpasieHus OMUOOK NMPH
BHEIPEHUH

Bnenpenue 3aBepuieHoO

Konen mpoexra

3 Ta6JII/ILIBI, HpG,Z[CTaBJICHHOP'I BBIIIC BUAHO, YTO I pCAJIUM3allUH IIPOCKTA

HE00XO0MMO BBINIOJIHUTH 28 3aaa4. CMCOK pecypcoB MpeACTaBiIeH Ha Ta0IuIe /.

JmaTenbHOCTh
0 nueit
10 xuei
6 el

3 nHeit

1 nenun
0 guen

8 nmeit

6 nueit

2 nHen

0 guen
12 nHeit
2 nHen

10 nHel
3 nHen
7 nHen

10 xHei

4 nuen

6 el
0 mueit
13 mHei

3 mHel
10 guen
0 guen

15 mHei

10 guen
5 nHen

0 mueit

0 mueit

Haugano
BT 01.03.22
Bt 01.03.22
BT 01.03.22

Cp 09.03.22

I1x 14.03.22
I1x 14.03.22
Br 01.03.22

Br 01.03.22

Cp 09.03.22

Ur 10.03.22
Bt 15.03.22
Br 15.03.22
Yt 17.03.22

Ur 17.03.22
Bt 22.03.22

Yr 17.03.22

Yr 17.03.22

Cp 23.03.22
Cp 30.03.22
Yr 31.03.22

Ur 31.03.22
Bt 05.04.22
ITx 18.04.22

Bt 19.04.22

Bt 19.04.22
Bt 03.05.22

ITx 09.05.22
ITx 09.05.22

Oxonuanue [lpeaniecTBeHHUKU

Bt 01.03.22
IIn 14.03.22
Bt 08.03.22

IIt 11.03.22

I1x 14.03.22
I1x 14.03.22
Yt 10.03.22

Br 08.03.22

Ur 10.03.22

Yr 10.03.22
Cp 30.03.22
Cp 16.03.22
Cp 30.03.22

ITn 21.03.22
Cp 30.03.22

Cp 30.03.22

Bt 22.03.22

Cp 30.03.22
Cp 30.03.22
IMn 18.04.22

[Tx 04.04.22
ITx 18.04.22
ITx 18.04.22

ITn 09.05.22

[T 02.05.22
ITx 09.05.22

ITx 09.05.22
ITx 09.05.22

6;10

12

14

12

17
15;18

19

21
22

23
25

26
27
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Tabnuna 7 — Cnucok pecypcoB MPOEKTa

CranmapTHas CraBka

Ha3Banue pecypca Tun
CTaBKa CBEPXYPOUHBIX

Teimsaiinep- TpynoBoii 300,00 P/4 350,00 P/a
IpOrpaMMHCT
[TporpamMmuct Tpynosoit 200,00 P/q 250,00 P/q
Juzaiinep Tpynosoit 150,00 B/q 200,00 P/q
Komnsrotep MatepualibHbIH 400,00 P
WHuTepHet 3atpathl

Haznauenue PECYPCOB 110 3aJa4aM IIPCACTABJICHO B Ta6JII/IH€ 8.

Ta6muma 8 — HaznaueHnue pecypcon

Ha3zpanue 3amaun Tpynozarpatsl JmuTenbHOCTH
Hauano 0y 0 mueit
AHanu3 TpedoBaHUI 524 10 nHeit
AHalu3 aHAJIOTHYHBIX PEeIICHUN 244 6 mHeit
Tetimousavinep-npoepammucm 24y
Komnvromep 1
Hnmepnem
AHanu3 npaBuI IPOBEACHUS COPEBHOBAHUI 244 3 nHeit
Tetimousavinep-npoepammucm 12y
Ilpoepammucm 12y
Komnviomep 1
[IpuHsATHE OKOHYATEIBHOE PELLICHUS 44 1 neHn
Tetimousavinep-npocpammucm 2y
Ilpoepammucm 2y
Amnanu3 TpeboBaHuUi 3aBepLICH 0y 0 nueit
Bb16op cpeacTB peanuzauum npoexkTa 64 4 8 nneit
AHamM3 BO3MOXHBIX IPOTPAMMHBIX CPEJICTB 48 4 6 nHeit
Teimousaiinep-npoepammucm 24y
Ilpoepammucm 24y
Komnvromep 2
Hnmepnem
Br160p mporpaMMHOTO CpeacTBa JUIS peaTu3anui 16 4 2 nHen
Tetimousaiinep-npozpammucm 8u
IIpoepammucm S8u
Komnvromep 2
Hnmepnem
Br16op cpezncTs 3aBepuieH 04 0 nueit
Peanu3zauus npoekra 176 u 12 puei
PazpaboTtka CTpyKTYpBI TaHHBIX 16 4 2 mHe
Tetimousavinep-npocpammucm 16y
Komnvromep 1
Hnmepuem
Pa3paGoTka UrpoBOTro NMPUJIOKEHHUS 80 u 10 aueit
IIporpamMmupoBaHHe JIOTUKA TTPUIIOKEHUS 24 g 3 nHen
Tevimousaiinep-npozpammucm 24y
Komnviomep 1
HUnmepuem

Pa3zpabotka pegakTopa Kapt 564 7 nueit



[Tponomxkenue TabaUIIbI 8

HasBanune 3amaun
Tevimousaiinep-npozpammucm
Komnviomep
HUnmepuem
Pa3zpadorka noJib30BaTe/ibCKOro HHTEpQeiica
PaspaboTka Makera nHTepdeiica MPUIOKESHUS
Jluzaiinep
Komnvromep
Hnmepnem
Bepctka mpuoxeHus
Ilpoepammucm
Komnvromep
Hnmepnem
Peanuzanus npoekra 3aBepiieHa
Otaagka
TecTupoBaHue MOIH30BATENLCKOTO HHTEPDeiica
Tetimousatinep-npoepammucm
Ilpoepammucm
Jluzatinep
Komnviomep
Hnmepnem
Hcnpasienne ommbok
Teimousaiinep-npozpammucm
IIpoepammucm
Komnvromep
Hnmepnem
TectupoBaHue 3aBepIICHO

BHenpeHue nmporpaMMHOro cpeicTBa B CHCTEMY
TpoBeIeHUsI COPEeBHOBAHUIA ropoaa

Brenpenne nporpaMMHOTO CpecTBa
Teimousaiinep-npoepammucm
Ilpoepammucm
Komnvromep
Hnmepnem

IMounck u ucnpaBieHus OMIMOOK IIPH BHEIPEHUN
Tetimousatinep-npozpammucm
IIpocpammucm
Komnvromep
Hnmepnem

Buenpenue 3aBepiieHo

Konern npoekra

Tpynozarparsl
56u
1

80 u
324
32y

48 g4
48 u

Ou
104 4
24 g
4,8 u
124
7.2y

80 g
32y
48 u

0y
120 4

80 1
40y
40 u

40 g
20u
20y

0y
0u

28

JIMATEeIIbHOCTD

10 nuen
4 nHen

6 mHel

0 muei
13 pueit
3 guen

10 naen

0 guei
15 nuei

10 gueit

5 nueit

0 guei
0 nuei

W3 mpeacraBieHHBIX TaOMUI[ BHUIHO, YTO pealu3alMei NpoekTa OyayT

3aHUMaTbed | FCﬁMHHSaﬁHep-HpOFpaMMI/ICT, nmporpamMmmucTa H 1 }IH3aI>iH€p,

KOTOPBIM JJI1 pa0O0ThI HY’KHbI KOMIIBIOTEPHI U JOCTYIT K HHTEPHETY.

CereBoii rpaduk MpeAcTaBiIeH Ha pucyHke 16.
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Pucynox 16 — CereBoii rpaduk

[To nanHOMY TpaduKy BUIHO 3a7a4H, YTO HEKOTOPHIE 3a7a4H BBITTOJHIIOTCS
napauIesbHO.

KanenmapHoe riaHHpOBaHUE TPOBEIEM C TIOMOIIIBIO CHCTEMbI
ynpasienusmu npoekramu Microsoft Office Project 2007,

Ha pucynke 17 npejcraBieH CIMCOK 3a1a4 U3 TaOIUII 8, BHECCHHBIH B

Microsoft Project. Hauanom mpoekra 6b1a npunsita nata 01.03.2022.
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ﬂ Hazeanune zagaun ¥ Dawtenshoctt™  Hawano ¥ Okonuanne ¥ lNpeguiectsenn ¥ Hassanuna ~
ez Hauano 0gnei Br01.03.22 Br01.03.22
4 AHanu3 TpeboBaHMi 10 gHeil BT 01.03.22 MH 14.03.22
AHaNW3 aHaNorMuHbIX PELIEHMA 6 aHeid Br01.03.22 Br08.03.22 1 refmamaaiHep-npe
AHanus Nnpasnn NpoBeeHnA COpeE 3 gHed Cp09.03.22 Mr11.03.22 3 FefmamaaiHep-npo
NpUHATHE OKOHYaTENBHOE DELLEHK 1aexbp MH14.03.22 MH14.03.22 4 Fefman3aiHep-npt
AHanwa TpeGoBaHWIA 3aBepLUEH 0 oHeid MMH14.03.22 MH14.03.22 5
4 Brifop cpefCcTe peanuIalMu NpoeTa 8 pHel BT 01.03.22 4r10.03.22
AHANWI BO3MOMHDBIX NPOrpaMmHbIX 6 aHeid Br01.03.22 Br08.03.22 1 Fefman3aiHep-npt
Bbibop NporpaMMHOro cpeacTea osn 2 aHeid Cp09.03.22 47110.03.22 8 refmamaaiHep-npe
Bribop cpeacTe saBeplueH 0 gHed Y110.03.22 4710.03.22 9
4 Peanu3iauma NpoexTa 12 gHeid  Br15.03.22 Cp 30.03.22
PazpaboTHa CTPYKTYPbl AaHHbIX 2 oHeid BT 15.03.22 Cp16.03.22 6;10 refmamaaiHep-npe
4 PazpafoTHa MTPOBOTO NPUAOHEHMS 10 gHeit YT 17.03.22 Cp 30.03.22
MporpamMmMUpoBaHKeE NOTHKK NPk 3 oHeid 4T17.03.22 MH21.03.22 12 Fefman3aiHep-npt
Pa3zpaboTka penaKTopa KapT 70Heid Br22.03.22 Cp30.03.22 14 refmamaaiHep-npe
4 PazpafoTHa NONLI0BATENBCKOTO MH 10 gHeit YT 17.03.22 Cp 30.03.22
PazpaboTka MaKeTa MHTepdeiica 4 Hei Y117.03.22 Br22.03.22 12 OwnzaiiHep;Komnbo
BepcTha npUunoseHna 6aHed Cp23.03.22 Cp30.03.22 17 Mporpammuct;Kome
Peannsauna NpoexTa sasepLlieHa 0 gHed Cp30.03.22 Cp30.03.22 15;18
4 OTnagka 13 gHeil Yt 31.03.22 MH 18.04.22
TecTHpoBaHWE NONbLIOBATENLCHOMD 3 aHed YT31.03.22 MH04.04.22 19 FedmamaaiHep-npe
McrnpaeneHue ownGoK 10 gHed  Br05.04.22 MH18.04.22 21 FedmamaaiHep-npo
TecTMpoBaHWE 3aBEpLUEHD 0 oHeid MMH18.04.22 MH18.04.22 22
4 BHegpeHHe NporpammHoro cpecrea 15 gHeid  Br19.04.22 MH 09.05.22
BHegpeHWe nporpaMmmHoro cpeact 10 gHed  Br19.04.22 MH02.05.22 23 FedmamaaiHep-npo
MOKMCK M MCNPABNEHMA OLWWBOK NpK 50Hei  Br03.05.22 MH09.05.22 25 refimamzaiHep-npe
BHenpeHWe 3aBeplUEHD 0 oHeld MH09.05.22 MH09.05.22 26
HoHey npoexTa 0 gHel MH09.05.22 MH09.05.22 27

Pucynox 17 — 3agaun npoekra B cpeae Microsoft Project
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Ha pucynke 18 mpencraBnena muarpamma ['aHTa, OCTpOeHHass B Cpene

Microsoft Project Ha ocHOBe BBEJICHHBIX JaHHBIX.
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Pucynok 18 — luarpamma ["anrta

N3 cocraBmeHHOTO ceTeBOTO Tpaduka MOXKHO CHAENaTh BBIBOJ,

qTo

KPUTHYECKUN MyTh MPOXOAMUT Yepes 3anauu 1, 3, 4, 5, 12, 14, 17, 18, 19, 21, 22,
23, 25, 26, 27, 28.
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Ha pucynke 19 npencrasnen 0630p mpoekta. M3 pucyHnka BUgHO, 4TO 001Iast

JUTUTEIBHOCTh TMpoekTa coctabisieT 50 mHel, a mnpesarnosaraeMbie 3aTpaThl —

135 320 py6.

Natel
Hayano: Br 01.03.22 OKOHY aH W Mu 09.05.22
Ea3 wavano: HA Ea3. okoHYanne: H4
DART. HaYano: HA DAKT. OKDHYAHWE: HA
OTenoH. Havana: 0 pHel OTHNOH. OKOHYIHHA: 0 gHen
ANUTeNEHICTE
Tekyuw Wi NNaH: 50 aHeR OcTagw anca: 50 oMen
BEA30EA NNaH: 0 gueR? O AKT HUBCKAA" 0 oHad
OTimoHaHWe: 50 gHeR MpoweHT 338 P &HM: 0%
TpynoaaTpare
Tewuwi nnax: 5184 OCcTagWwMech: 5164
Ba30BELIA MNaH Owu D3N HUBCKME 0w
OTHNOHEHHE ! 5164 MPousHT 338 8pL & HI: 0%
JaTparwu
Tery uwi NNaH: 135 320,00 & OCTaEWNeCR: 135 320,00 B
B330BuA NNaH 000E D30T HueCKMe 0,008
OTimonaHue: 135 320,00 2

COCTORHWE 3aMadi COCTOAHNE pBCcypca

Ewe He HavaTele 3a0aum 28 TpyOooBel€é peCYpPChL 4

BeinonHAK WHECA 3agayr ] TpyOooewleé pecypcH C NpEs. AoC 0

336 EpW eHHBI & 3303490 0 M at epHancHelie pecypobl: 1

Wroro sagau: 28 HToro pecypcos: 5

Pucynok 19 — O630pHBIi OTUET MPOEKTa

[IpuBenem rpaduxu pecypcoB. Ha pucynkax 20 — 22 mnpeactaBieHb
rpaduku TpyJIoBBIX pecypcoB «I'elimMauzaiinep-nporpamMmucty», «IIporpamMmmucty,

«Juzaiitnep».

Pucynok 20 — I'padux pecypcoB amns pecypcea «I eiimanzaitHep-mporpaMMucT»
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[Mapz2 Anp 22 (e 22
07 [ 14 [ 21 [ 28 | 07 | 14 [ 21 | 28 | o4 | 11 | 18 | 25 | 02 | 08 | 16 |

Pucynok 21 — I'paduk pecypcoB st pecypea «IIporpammuct

[Map 22 Anp 22 [ Man 22
ST %8 [ o7 [ W& ] 3 [ % | 04 ] 11 [ 78 ] % [ 02 [ 05 ]

Pucynok 22 — I'padux pecypcoB amns pecypea «Jlnuzaitnep»

Ha ocnoBe IMPONU3BCACHHLIX OLICHOK CTOMMOCTH M CPOKOB IIPOCKTAa MOKHO
caciaarb BbBIBOA O €Io AKOHOMUYECKOM HCHGCOO6p33HOCTI/I, a TaKiK€ HHM OJIHH

TPYJIOBOM pecypc He MPEBBIIIAET HOPMY HArPY3KH.
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2 IIpoekTHpOBaHME UTPOBOIO MPHUJI0KEHUS
2.1 BbIOOp TEXHOJIOTH U MHCTPYMEHTAJIBLHBIX CPeCTB Pa3padoTKu

B npounecce pa3paboTku NpUIIOKEHHS OBLIO PEHIeHO HCIOIb30BaTh
meronosioruto RUP. Pa3paboTka mpuiioxeHusi B COOTBETCTBUU C METOJ0JIOTHEH
RUP HocuT wurTepaTuBHBIM  xapaktep. Ha kaxmoit wurepamuu  mnepen
pa3pabOTUYMKaMHM CTaBSITCS OMNpPEACNICHHbIE 1€, KOTOPbIE JOJIKHBI OBITH
JOCTHUTHYTBI K €€ KOHIy. B pe3ynpTaTe B KOHILIE Ka)KIOW HWTEpalMu JOJKHA
MOJIYYUTHCSL MPOMEXKYTOUHas (PYHKIMOHAIbHAs BEpCcHUsl pa3padaThIBAEMOro
nporpammHoro obecneuenus. B merononorun RUP cymectByroT 4 OCHOBHBIX
¢da3pl, Kaxknaas M3 KOTOPBIX MOXKET BKIIIOYaTh B ce0S OJHY WJIH HECKOJIBKO
uteparui [19]:

- daza Havama mpoekTa — QopmupyeTcs oOlee BUJICHHE MPOEKTa U
HKOHOMHUYECKOE 0OOCHOBAHUE;

- yTOYHEHHWE — aHajiu3 NpPeIMETHOM o00JacTH U MOCTPOEHHUE
aApXUTEKTYPHI MIPOJIYKTA;

- MOCTPOEHUE — peann3alys OCHOBHOTO (PYHKIIMOHAJIA TPOIYKTa;

- BHEJpEHUE — TOoJlyueHHe (UHAIBHON BEpCUU TPOAYKTa U €ro
nepenaya 3aKazuuky, (aza BkiIro4YaeT B ceOsi OeTa-TECTUPOBAHHME M YCTpaHEHUE
BBISIBJIEHHBIX B €r0 MPOIECCE OIMOOK, a TAK)KEe 00yUEHUE MOJIb30BATENEH.

Kaxnas daza 3aBeprmaeTcsi BeXoW, Ha KOTOPOM KoMaHAa pa3pabOTYMKOB
OLICHMBAET BBITIOJIHEHHE MTOCTABJICHHBIX LI€JIeH U MPUHUMAET KPUTHUECKH BaXKHbIE
pelIeHus 0 X0/ JajdbHenIe paboThl Ha/l MPOAYKTOM.

Br16op B mosb3y JaHHOM METO0JIOTHH MPOAUKTOBAH PSOM €€ TOCTOUHCTB.
C onno#t croponsl, meroaosoruss RUP oOecneunBaer rulKocTh Tmpoiiecca
pa3pabOTKU U TO3BOJIAET OBICTPO BHOCUTH KOPPEKTHUBHI B MPOEKT B Ciydae
BBISIBJICHUST B HEM OIIMOOK WJIM M3MEHEHUs TpeOoBaHUM K pa3pabaTbiBaAEMOMY
PUIOKEHUIO.

Jlns aHanu3a TpeOOBaHMM, a TakKe MOJEIMPOBAHUS CTPYKTYPHI NMPOEKTA B

COOTBCTCTBHUU C IIPpHUHIOUIIAMU RUP 65110 PCUICHO HCIIOJIB30BATH JHAI'PAMMBI Ha
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s3bike MoaenupoBanuss UML [20]. [Ins mocTpoeHusl auarpaMM HCIOJIb30BaIOChH
cpeactBo UML-monenupoBanus ArgoUML.

Ha stane miaaupoBanus mpoekTa ObLUTO PEIIeHO UCTIONB30BaTh MPUIIOKCHHE
Microsoft Project. Ono mo3Boisger obOccrneunts 3(HPEKTUBHOE YIIpPaBICHHE
IPOEKTOM Ha BCEX CTaausAx ero BeimosiHeHus. Microsoft Project mpemocrapiser
BO3MOXXHOCTh  BBIMIOJHUTh  CTPYKTYPHU3AIMIO  TPOEKTa, COCTAaBUTh  €Tr0
KaJCHIapHBIA IJIaH, a TaKKe paccuuTaTh 3aTpaThl TPYAOBBIX, MaTEPHATBHBIX U
JIEHEKHBIX PECYPCOB B TpoIiecce paboThI HA IPOSKTOM.

JIist  co3maHusi WTPOBOTO TMPHIIOKEHUS OBLUIO PEIIEHO HCIOJIb30BaTh
wiatpopmy paspabotrku Unity, a Taxke cpemy nporpammupoBanusi Microsoft

Visual Studio 2019, ¢ ucnons3oBaHueM s3bIKa IporpammupoBanus CH.
2.2 IlpoekTHpOBaHWE APXUTEKTYPbI IPOrPAMMHOIO0 o0ecriedeHn st

BbUlO TPHUHATO pelIeHWe CO37aTh OCHOBHOW aOCTpaKTHBIA  KJacc
ynpasieHus: urpoBeiMu o0bekTamu (AbstractObjectController), kotoperit nmeeT B
cebe 0a30BYI0 JIOTWKY YIPaBJICHHUS M CO3JaHHS OOBEKTa, B HEM PEaM30BAHBI
takue MeToabpl kak CanMove (mpoBepka BO3MOXKHOCTH mepemernieHus), Move
(mepemerenne), PushObject (Tonkanue oObekTa), a TakKe TaKOW aOCTPaKTHBIM
meron kak MovementLogic (oruka mnepemerneHus OOBEKTa MO HIPOBOMY
noiio) [21]. Bce kmaccel  ympaBiieHHST HUTPOBBIMH ~ OOBEKTaMH  JOJKHBI
HACJIeIOBAaThCs OT JAHHOrO Kiacca M pealn3oBbiBaTh Meton MovementLogic.

JlnarpaMma KJ1accoB MpejCcTaBiIeHa Ha pUCyHKe 23.

Attemptul ¥
struct

Pucynox 23 — Jluarpamma Kjiaccos
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OmnwucaHue KJIaCCOB UTPOBOTO MPHUIIOKEHHUS MPEICTABICHBI HUXKE.

MenuController u UlController — ato kiaccel orBeuaromiue 3a nHTEpdeic
UTPBIL.

AbstarctObjectController — »53t0 aOcTpakTHBI KJacC, OT KOTOPOTO
HACJICAYIOTCSl  KJIACChI, OTBEYAKOIIME 32 UIPOBBIC  OOBEKTHI, HMECIOIIHE
BO3MOYKHOCTh IT€PEMEIIAThCs IO UTPOBOMY OJIIO.

PlayerController — sato kiacc ynpaBiaeHHs UTPOKOM, COJCPKHUT Pealin3aIlnuio
yIIpaBJICHUS TOJIH30BATEIEM UTPOBOTO ITEPCOHAXKA.

EnemyLeftController — sto xiacc ynpaBieHUS TPOTHBHUKOM JIEBOTO THIIA,
COZCPIKUT PeaTM3aIlHI0 JOTHKH MePEMEIICHHUS JICBOTO THIIA, a TAKXKE pealln3alus
JIOTUKH YOUICTBA UTPOBOTO NEPCOHAKA.

EnemyRightController — »T0 kacc ympaBieHHS NPOTHBHHKOM IIPaBOrO
THUIA, COIACPKMT pEaTH3alnio JIOTMKH IEPEMEIIEHUST MPaBOro THIIA, a TaKXKe
peanu3aiiys JOTUKH YOHICTBA UTPOBOTO MEPCOHAXKA.

StoneController — 3To kiacc ynpaBiieHUS KaMHEM, COJCPIKHUT PeaTH3aIiuio
JIOTMKH TAJCHUS, a TAK)KE pealn3alnio JOIMKH yOUHCTBa UTPOBOT0 MEPCOHAKA H
HEKOTOPBIX IPYTHX 0OBEKTOB CIICHBI.

BombController — sTo kmacc ynpasienuss 60M00#, COACPIKUT pean3ainio
JIOTMKH TTAJICHUS U B3PbIBa.

CakeController — sto kmacc ynpaBiieHHUS TOPTOM, COACPIKUT PEaTH3aAIHIO
JIOTMKH MAJCHUM, peaTu3aIliio IOTUKU ChEICHHU.

Objectinitializer — sTo KiTacc, B KOTOPOM peain30BaHO MPABHILHOE, C TOUKH
3pEHHs. UTPOBOI JIOTHKH, CO3aHUE M yAaJeHUE UTPOBBIX 00BEKTOB.

MapController — »sTo kiacc ynpaBieHHE HWIPOBOM KapTOW, CHCPKUT
peau3aIiio JIOTHKUA 3arpy3Kd UTPOBOM KapThl, MOJyUYeHHUsS] OOBEKTOB Ha KapTe W
nepeMeIleHusl 0ObEKTOB Ha KapTe.

FileUtils — sTo kiacc, comep ainii JOTHKY pacro3HaBaHHS (ailjioB KapT
UTPOBOTO MPHIIOKEHHSI.

DataScript — aTo kiace, conepskaiuil JaHHbIC 1711 PaOOTHl UTPOBOM JIOTHKHU:
npedabbl 00BEKTOB, KOJBI UTPOBBIX OOBEKTOB, KOJbI UTPOBBIX PEKHMMOB, OCIbIC

CIIMCKH IICPCMCUICHU .
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MapEditorController — 3To kiacc ympaBieHHsi JOTHKOW peaaKTopa Kapr,
COZCPIKUT PEaTM3AIMI0 Pa3HBIX PEKUMOB PEIAKTHUPOBAHUS, UMIIOPTA U IKCIIOPTA
UTPOBOU KapThl.

MapEditorUl — sto kmacc, orBeuaromnuii 3a untepdeiic cueHsl «Pemakrop
KapT».

GameEventController — 310 k1acc, oTBeUaroIHii 32 UTPOBBIC COOBITUS U UX
BBIBOJI Ha HHTEPQEIC MOIb30BATEIS.

Statistics — sTo Kiacc, OTBedYalOUIWiA 3a COXpaHEeHWEe HH(OpPMAIUU O
HOMBITKAX TOJIb30BATEIS.

UserAttempt u AttemptUl — 310 cTpykTypsl, Xpausiuue B cebe AaHHBIE O
TIOMBITKAX ITOJIB30BAaTEIsl M OOCCIICYMBAIONINE TMPABWIbHBIA €€ BBIBOJ Ha

uHTep(delic B ITABHOM MEHIO UIPbI.
2.3 IlIpoexTupoBaHue uHTepdeiica Moab30BaTEsA

Ha ocHOBe BBISBICHHBIX (PYHKIMOHAIbHBIX TpeOOBaHMI ObLT pazpaboTaH
uHTepdelic urpooro npwioxkenus [22]. OH BKitouaeT B ceOs TJIABHOS MEHIO HTPHI,
MEHIO BbIOOpa YpOBHS, a Takke HHTep(eic UrpoBOro mpolecca u uHTepdeiic
pPEAAKTUPOBAHUS YPOBHS.

I'maBHOEe MeHIO mpencraBieHo Ha pucyHke 24. Ha wem pacmomaratorcs
CJIETyIOLIUE JIEMEHTHI: 1 — TEKCT IIaBHOrO MeHIo, 2 — KHonka «Urpatby», koTopas
MEPEHOCUT MOJIb30BaTENsl B MEHIO BbIOOpa YpOBHS, 3 — KHomka «Bbidtn», 4 —
TEeKCToBasi MHGOpMaNKs O TOCIHeAHEH TOMBITKE UIrpoka, 5 — TEKCToBas
uHpopManmsi o Jydmied moneiTke wurpoka. KhHomka «BeiiiTu» 3akpbIBaet
NPUIOKEHUE, TOrJa Kak Mpu HaxaTtuu KHONkU «UrpaTe» moib3oBaTens
NEPEeHOCUT B MEHIO BbIOOpa ypoBHs. Takke Ha TJTaBHOM MEHIO MPOrpaMMbl
M0JIb30BATENb MOKET MMOCMOTPETh PE3YIbTaThl CBOCH CAMOW YCHEIIHOW MOMBITKU
U CBOEH TMOCIEIHEW NOMNBITKH, €CJIH I0Jb30BAaTENb €LIE HE JeJal IOIMbITOK

COOTBETCTBYIOIIIUE OISt OYAYT paBHbI HYJIIO.
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Last Attempt Menu Best attempt

2 Play

3 Exit

Pucynoxk 24 — I'maBHOE MEHIO UTPOBOTO MIPUIIOKEHUS

ITocne Toro kak moJib30BaTeNb Haxayl KHONKY «Mrpare», oH momanaer B
MCHIO BbIOOpa ypoBHs (pucyHok 25). Ha Hem pacronararorcs Cleayronme
aneMmeHThl: 1 — kHonka «Hazan», 2 — TeKCTOBBIN OJI0K BEIOOpA YPOBHS, 3 — MAHEIb,
I7le BBIBOJSTCS KHOINKHM BblOOpa ypoBHs, 4 — kHomka «HauaTe ypoBeHb», 5 —
kHomka «PenaktupoBaTh ypoBeHb». [locne Haxxkatus kHonku «HauyaTh ypoBeHBY
II0JIB30BATENsl NEPEHOCUT B BBHIOPAHHBIM Ha NaHENWM 3 YPOBEHb B pEXUME
crangaptHon wurpel. [locie Haxkatusa kHonku «PemakTupoBaTh ypOBEHB)»
M0JIb30BATENsl MEPEHOCUT B BBHIOpAaHHBIM Ha MaHENW 3 YpPOBEHb B pEXKUME
penakTupoBanus ypoBHs. Haxatue kHonku «Ha3zam» Bo3BpamaeT moyib30BaTels B

I'’ITaBHOC MCHIO.

Return to Select the level
menu

Panel of levels 3

Flay Edit

Pucynok 25 — MHTepdeiic rmaBHOTO MEHIO BO BpeMsl BBIOOpa YPOBHS
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[Tocne Toro kak monp30BaTeNb Hakan KHONKY «HawuaTe ypoBeHB» OH
MIOTIaJJaeT HETIOCPEICTBEHHO HAa YPOBEHb, TJIe pacrojaraercsi nHTepdeiic urpoBoro
nporecca (pucyHok 26). Ha Hem pacmojararorcs ClACAyIONIUE 3JEMEHTB: 1 —
KHOTKa «MeHio», 2 — TEKCTOBBIN OJIOK ¢ nH(OpMaIuen 0 KOJINYECTBE COOPaHHBIX
TOPTOB, 3 — TEKCTOBBIH OJIOK ¢ HHPOPMAIHMEH O KOJUYCCTBE OCTABIIHMXCS
MPOTUBHUKOB, 4 — TEKCTOBBIN OJOK ¢ MH(OpMaIMeld 0 KOJUYECTBE OCTABIIUXCS
O60M0, 5 — UTpoBOE TOJIE, T HEMOCPEACTBEHHO MTPOXOIUT UTPOBOH mporecc. [Ipu
HaXKaTHHW KHOMIKH « MEHI0» YPOBEHb 3aKaHYMBACTCS U OTKPBIBACTCS TJIABHOE MEHIO
npwiokeHusi. Ha urpoBom moje pacronararoTcsi pa3Hble UTPOBBIE OOBEKTHI, C
KOTOPBIMH MOXKET B3aWMOJICHCTBOBATh HWIPOBOM MEPCOHAX IO YIPaBICHUEM

IIOJB30BATCJIA.

Return

To Menu Cake Enemy Bomb

Game Map 5

Pucynox 26 — MaTepdeiic Bo BpeMst UrpoBOro mpoiecca

ITocne Toro kak 1moap30BaTeNb HaXkasl KHONKY «PenakTupoBars ypoBEHb» OH
NOMaIaeT HEMOCPEACTBEHHO Ha YPOBEHb, I/I€ pacioiaraercsa uHrepdeiic urpoBoro
mporecca B PEeXUME peldakTUpoBaHusi ypoBHsS (pucyHok 27). Wntepdetic
aHAJOTMYEH TaKOBOMY B pexuMe npoctol urpsl. Ha HeM pacnosararorcs
cieaywomme sjaeMeHTel: 1 — kHomka «MeHo», 2 — TEKCTOBBIM OJOK ¢

uHpopMaIeil 0 KOJWYECTBE COOpAHHBIX TOPTOB, 3 — TEKCTOBBINM OJIOK C
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uH(popMaIEell 0 KOJIMYECTBE OCTABIIMXCS MPOTUBHUKOB, 4 — TEKCTOBBINA OJIOK C
uHpopMmalell W KOJMYECTBE OCTaBIIUXCA OOMO, 5 — wurpoBoe moie, rae
HEMOCPEJICTBEHHO MPOXOAUT WUIPOBOM Tporecc, 6 — BHIMAMAONIAA CIUCOK,
COJIeprKaIlliii BCE UTPOBBIC 00BEKTHI pHIokeHus. [Ipu HaxkaTnu KHOMKY «MEHI0»
YPOBEHb 3aKaHYMBAETCS U OTKPBHIBACTCS IMIaBHOE MEHIO MpuiiokeHus. Ha urposom
MOJIE PacIoJyiaralOTCS pa3Hble UTPOBbIE OOBEKTHI, C KOTOPBIMH MOKET
B3aMMOJICHCTBOBATh UTPOBOM MEPCOHAX IO YIIPABICHHUEM IOJb30BaTeNs. Takxke,
MpU HAXaTUU JIEBOM KHOMKU MBIIIM, HA MECTE paCMOJOXKEHUs Kypcopa Oyner
MOSIBJISITECS. UTPOBOM OOBEKT, BHIOpAHHBIN B BBIMAAarolieM crnucke 6. Bo Bpems
UTPOBOTO MPOIIEcCa UTPOK MOXKET MCIOJIb30BaTh OOMOBI, KOJTUYECTBO JOCTYIMHBIX
O0MO yKazaHO B TEKCTOBOM OJioKe 4, MpU HCHOJIb30BaHUU OOMOBI, OOHOBJICHHAs

I/IH(i)OpMaHI/I}I O JOCTYIIHOM KOJIMYCCTBC Cpa3y KC BLICBCTUTCA B JTAHHOM onoxe.

Return

To Menu Cake Enemy Bomb

Object
Selector

Game Map 5

Pucynox 27 — nTepdeiic Bo BpeMsi peJakKTUPOBAHUS KapThl

Takum  00pa3oM  CHPOEKTUPOBaHHBIM  rpaduueckuii  uHTEpdeiic

YAOBJICTBOPACT BCCM (1)YHKI_II/IOHaJ'IBH131M Tpe60BaHI/IHM HUI'POBOI'0 IMPUIIOKCHUA.
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3 Peanu3auus uMrpoBoro NpuJI0:KeHust
3.1 Peanu3aums KJIMEHTCKON YaCTH UTPOBOr0 NPHUJI0KEHUS

PazpaboTka WrpoBOro NpPUIOKEHHS TMPOU3BOAMWIACE Ha si3bike CH ¢
UCIIONIb30BaHUEM cpeabl  mporpammupoBanus  Microsoft Visual Studio u
MYJIBTUILIATGOPMEHHOM  WMHCTpyMeHTanbHOM  cpeasl  Unity.  Jlmarpamma
KOMIIOHEHTOB, OTpakalpouiass CTPYKTypy [pPOrpamMMbl, MPEACTABIEHA Ha

pucyHke 28.

Follow.cs
CameraFollow.prefab UlICentroller.cs
PlayerController.cs «<—»”7 Player.prefab % P /1%
4 g MenuController.cs
EnemyLeftController.cge?---—T _ EnemyLeft.prefal \_\
VoS f% DataScript.prefab % DataScript.cs
EnemyRightController. <----§‘ EnemyRight.prefab NS [E
MyGame.exe .. .
GameEvent — GameEvent
4 Controller.prefab| Controller.cs
=== Bomb.prefab A o , I

AbstractObje
% Controller.cs ;{7

BombController.cs

i MapController.prefab |
0 E A I MapController.cs
CakeController.cs  |&--— Cake.prefab L K P ' N e

Y MapEditor o~
% 5 S i | Controller.prefab, MapEditorController.cs
StoneController.cs <—---- Stone.prefab i‘/ ! i B P
i 7 H ObjectInitializer.prefab
Menu.unity l/ ! .‘
Game.uni MapEditor.unity
% ty % v ObjectInitializer.cs

Pucynox 28 — JIluarpamma KOMIOHEHTOB UTPOBOTO MPUIIOKESHHUS

T 3 My (i B

Ornucanue KOMIIOHEHTOB MPEJICTaBIeHO B Tadwmile 9.

Tabmuma 9 — KoMIoHEHTHI HTPOBOTO MPUIIOKECHUS

KoMnoHeHT Hasnauenue

AbstractObjectController.cs | ®aiin abcTpakTHOTO Kilacca, peanu3yronmii 6a3oBoe
yIpaBiieHHE 00bEKTaMH CLIEHBI.

PlayerController.cs daiin kiacca, peau3yOUHMNA YIPABICHHE UTPOKOM.

EnemyLeftController.cs daiin knacca, peaqu3yrOLIUi YIIPaBIeHHE BPAaroM JICBOro
THIIA.

EnemyRightController.cs daiin ki1acca, peanu3yonri yIpaBieHHe BparoM mpaBoro
THIIA.

BombController.cs daii KIacca, pealu3yIoLHii ypaBieHue 6o0MOaMH.

CakeController.cs daii Kacca, peaau3yONIHi yIIpaBIeHHE TOPTOM.

StoneController.cs Daiin kacca, peaqTu3yIoNINi yIpaBleHue KaMHEM.

Player.prefab Prefab-aiin, comepskarinii 00bEKT CIICHBI — HTPOKA.
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Kommonent

Haznauenue

EnemyLeft.prefab

Prefab-cgaiin, conepkamimii 0ObEKT CIICHBI — Bpara JEBOT0
THIIA.

EnemyRight.prefab

Prefab-cgaiin, conepkarmii 0ObEKT CIICHBI — Bpara npaBoro
THIIA.

Bomb.prefab

Prefab-daiin, comepskaiuii 00beKT CIIeHbI — OOMOY.

Cake.prefab

Prefab-daiin, cogeprxainii 00bEKT CIICHBI — TOPT.

Stone.prefab

Prefab-daiin, comepskaiuii 00bEKT CIIEHBI — KAMEHb.

CameraFollow.prefab

Prefab-c¢aiin, conepkarmmii 0ObEKT CIIEHBI — YIIPaBICHUE
KaMepOH.

DataScript.prefab

Prefab-daiin, conepikalimii 00EKT CIICHbI — UTPOBBIC JIAHHBIC.

GameEventController.prefab

Prefab-aiin, comepskarnii 00bEKT CIEHBI — YIIPABICHHE
UTPOBBIMH COOBITHSIMH.

MapController.prefab

Prefab-aiin, comepskarmii 00bEKT CIEHBI — YIIPABICHHE
KapToHu.

MapEditorController.prefab

Prefab-cgaiin, conepkarmmii 0ObEKT CIIEHBI — YIIPaBICHUE
pEeaKTOPOM KapT.

Objectlnitializer.prefab

Prefab-cgaiin, conepkarmmii 0ObEKT CIIEHBI — YIIPaBICHUE
WUTPOBBIMU OOBEKTAMHU.

Menu.unity daiin crierst UNity, coaepikaliiyii JOrUKy MEHIO.
Game.unity daiin crenst Unity, coaeprkaniuii JOTHKY UTPBL
MapEditor.unity daiin criensl Unity, coaep kaniuii JOTMKY peaKTopa KapT.
Follow.cs daiin Kj1acca, peayin3yIoNi YpaBJIeHUE KaMepo.

UlController.cs

@aiin Ki1acca, peain3yolni YIIpaBIeHUE UTPOBBIM
uHTepercoM.

MenuController.cs

@aiin Knacca, pealu3yoIui yIPaBJICHHE MEHIO UTPHI.

DataScript.cs

@Dailn KJacca, CoJep Kallnil UTPOBBIEC TaHHBIE.

GameEventController.cs

@aiin Knacca, peanu3yolui yIpaBIeHHEe HTPOBBIMU
COOBITHSIMH.

MapController.cs

daiin Kj1acca, peasin3yIolni ypaBieHUe KapTOu.

MapEditorController.cs

Qa1 KJ1acca, peaIM3yOLINI YIIPABIECHUE PEJAKTOPOM KapT.

Obijectlnitializer.cs

daiin Kiacca, peaiM3yIolni yIpaBieHUE UTPOBBIMU
00BEKTaMHU.

MyGame.exe

VcnionmusieMslii (haiia UTpoBOTo MPHUIIOKEHHUSI.

Bce JaHHBIC O CTAHAAPTHBLIX M ITOJBb30BATCIBCKUX KapTaX XpPaHATCA B BHIC

daiinoB, Kaxa0W KapTe COOTBETCTBYET CBOM (paiin orpezaesneHHOro (opmara.

JlanHbie B 3TOM (hopmaTe COCTOAT U3 JIBYX OJIOKOB: Oiioke MH(pOpMAIMU O KapTe U
Omoke camoil kapTel. B mepBoMm Onoke comepkutcs uHpopmanus 06 UMEHU U
pa3Mmepe KapThl, a BO BTOPOM OJioKe — MH(OpMaIKs O PacroIoKeHUU O0BEKTOB.
CraHgapTHBIC KapThl XpaHATCA B JUPEKTOPUH HWIPOBOTO TPWIOKCHHUS B
maps/official, a co3mannbie moab30BaTeieM KapThl xpaHsrcs B maps/unofficial.

Hrposoe npuioxenue padoraet mox ynpasienuem OC Windows 10 u Beiiie.

JIMCTUHT KIIMEHTCKOM 4acTH MPOrpaMMBbl IPEACTABIIEH B PWIOKEHUU b.



42

4 TecTupoBanue NpOrpaMMHOIO MPOAYKTA
4.1 TecTrnpoBaHHMe YEePHBIM AMINKOM

TectupoBaHue Y€PHOTO SNIMKA WM MOBEICHYECKOE TecTupoBanue [23] —
cTpareruss (METO/A) TECTHUPOBAaHUSA (PYHKUIMOHAIBHOIO TIOBEACHUS OOBEKTa
(mporpamMMsbl, CHUCTEMbI) C TOYKH 3pPEHHMsS BHEIIHET0 MHpa, NpPU KOTOPOM HE
UCIIOJIb3YETCsl 3HAHUE O BHYTPEHHEM YCTPOMCTBE (KOZE) TECTUPYEMOTO OOBEKTa.
WNuade roBops, TECTUPOBAHUEM UYEPHOTO SIIMKA 3aHUMAIOTCSI TECTHUPOBIIMKHU, HE
UMEIOIINE TOCTYI K HCXOJHOMY Koay npuiokeHus. [lon ctparerueil mnoHumaroTcs
CUCTEMAaTU4YECKUE METOABl OTOOpa M CO3JaHUs TECTOB JUIsl TECTOBOro Habopa.
Crparerusi MoBEACHYECKOTO TECTa HUCXOJUT W3 TEXHUYECKUX TpeOOBaHHM M HX

cnenudukanui.
4.1.1 Kinaccbl JKBUBAJIEHTHOCTH

Kraccer skBuBasieHTHOCTH [24] — 3TO TexHuka TectupoBanus [10, koTopas
JICTUT BBOJMMBIC JaHHBIC HA KJACcChl DKBUBAJICHTHBIX APYr IPYTy 3HAYCHH, HA
0a3e KOTOPBIX CO3/Al0TCS TeCT-KeHChl. BblIo mpuHATO perieHue cHopMHpPOBAThH
KJIAcChl  OKBHBAJICHTHOCTH Ui  (QYHKOMH  00paboTku  KapThl.  Kiacchel

9KBUBAJICHTHOCTHU IPUBCACHBLI HA Ta6J'II/III€ 10.

Tao6mnia 10 — Kiaccel 5KBUBaJIEHTHOCTH

[TpaBmibabIe KO Henpasunbsubie KO
Pasmep xaptsl | 3-1024x3-1024(1) 0-2x0-2(2), 0-2x1025-00(3), 1025-
00x0-2(4), 1025-00x1025-90(5)
Crpykrypa [Mon6mok umeet id u koin- | [Togoiok He umeer id 1 KoJI-BoO,
BO, pa3/ieNieHHbIX “X”’(6), pazneneHHbIx “X” (8), moadIoKu

noa0s0ku pazaenensl “”(7) | He pazaenensl “|”(9)
Conepxanue | Hudpa (10), Ipsmas gepra | Ocranshoe (13)

(11), byksa “x” (12)
Xots 6wl oguH 010K 100x1 | Het 6moka 100x1 (15)
(14)

Takum oOpazom ObUIH CHOPMUPOBAHBI KJIACCHl SKBHBAJICHTHOCTU IS

GbyHKIIUU 00paOOTKH KapThI.
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4.1.2 I'panuvHbIE YCJIOBHUSA

I'pannunoe ycioBus [25] — 3TO mporecc TeCTUPOBAHUS MEXKITY KpPalWHUMU
KOHIIAMH WJIU TPaHUIIAMHA MY pa3jellaMu BXOJIHBIX 3HaUeHUH. Takum 00pa3om,
OTH KpalHWE 3HAYCHHWS, TaKWe KaK HadaJbHOC-KOHEYHOE, HIDKHEE-BEpXHEe,
MaKCHMaJIbHOe-MHHUMaJbHOe, 3HaueHue Just Inside-Just Outside, Ha3wIBaroTCS
IPaHUYHBIMH  3HAYCHUSMH, a TECTHPOBAaHUE HA3BIBACTCA  «TPAHHYHBIM
TECTUPOBaHUEMY. | paHMUYHBIC YCIOBUS JJIS 33JaHHOTO aJiTOPUTMa MPHUBEACHBI Ha

tabmure 11.

Tabmuua 11 — I'pannyHbIe yCIOBHS

["panu1Ib
Pusnyeckue OTtpuiarenbHoe 4nciio 00bekToB (P1)
Jlornueckue Otpunarensubiit 1D (JI1)

Texnonoruueckue | Pasmep kaptol 60oabmie 1024x1024 (E1)
[Tpon3BOJIbHBIE Her 6noka 1x100 (IT1)

Takum 06pazoM ObLTH CHOPMUPOBAHBI TPAHUYHBIE YCIOBUS NSl QYyHKIIUU

00pabOTKH KapThl.
4.1.3 Tecrt-Kelichl

IIo paHec 3aJaHHbIM KJIaCCaM S3KBHBAJICHTHOCTH W I'PaHUYHBIM YCIIOBUAM

OBbLTH CO3JIaHbI TECT-KEHChI ISl UX MPOBEpKH (Tabmuia 12).

Taomuna 12 — TecT-KeNChI

Ne | KOTY

BxonHble naHHBIE

Brixoaueie qanaele

1 ]1,6,7,10,11,12,14

1x3
1x1]100x1|1x1
1x3

Ycneniso

1x1]100x1|1x1025
1x2

2 126,7,10,11,12,14 1x2 HexoppekTHbIii pazmep
1x1]100x1 KapThl
1x2

3 |3,6,7,10,11,12,14 1x2 HexoppekTtHsbiit pazmep

KapThbl

4 14,6,7,10,11,12,14

1x1025
1x1]100x1
1x2

HexoppexTHblii pazmep
KapThl
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Ne | KDITY BxonHble taHHBIE Brixogurie nanaeie

5 15,6,7,10,11,12,14 1x1025 HexoppekTtHbiit pazmep
1x1|100x1|1x1025 KapThl
1x1025

6 |1,8,7,10,11,12,14 13 HenpaBunbHbrit
11]2001|11 (dopmar KapTbl
13

7 11,6,910,11,12,14 1x3 HenpaBunbHbrit
I1x1100x11x1 dhopmat KapThl
1x3

8 |11,12,13 dasx| HemnpaBunbHbrii

(dbopmar KapThbl

9 |1,6,7,10,13,12,14 1x3 HenpaBunbHublit
Ix1100x11x1 (dbopmar KapThl
1x3

10| 1,6,7,10,11,13,14 13 HenpaBunbHbrit
11]1001|11 (dopmar KapTbl
13

1111,6,7,10,11,12,15 1x3 Her 6moka urpoka
1x1]2x1|1x1
1x1

12 | @1 1x-3 Ommoka
1x1]100x1|1x1
1x3

13 | 11 -1x3 Omnbxa
1x1]100x1|1x1
1x3

14 | T1 1x1024 Ommoka
1x1]100x1|1x1
1x3

15 | I11 1x3 Omnbxka
1x3
1x3

Takum 06pa30M OBLIH ONPCACICHBI BXOIHBIC W BBIXOJIHBLIC 3HAYCHUA JIA

TCCTUPOBAHUA I'PAHUYHBIX YCJIOBI/Iﬁ H KJIACCOB 3KBHBAJICHTHOCTH.

4.2 @OYyHKUMOHAJIbHOE TeCTUPOBaHUE OeJIbIM SIUKOM AaJropuTMAa

nepeaBUKEHUs
4.2.1 Aaroputm

B kauecTBe TecTMpyeMOro ajaropurMa ObUIO MPUHATO pEIIEHUE B3ATh
(YyHKUHIO MEepeMEeNIeHUs UTPOBOro IMnepcoHaxka. MCXOaHBIM KOJ MNpeacTaBiIeH B

jacTtudre 1.



45

Jluctunr 1 — UcxonHbli KO airOpUTMa TIEPEMEIICHHS TIEPCOHAXa

/// <summary>
/// OyHKUMS NepenBUXeHMS

/// </summary>
/// <param name="moveDirection">HamnpaBjeHmue IBuxeHusa</param>

/// <param name="offset">BekTop-CMelleHVE OTHOCUTEJILHO TeKYyIeHh

nosuumumu</param>
private void Move (string moveDirection, Vector3 offset)

{

if (Direction != moveDirection)
Direction = moveDirection;

int obj = Map.GetObj (Position + offset);

//ECJ'H/I Ha TOM MeCTe Kylda Mbl IOBMXeMCHd e€CTb O6"beKTI:>I, KOTOPEBIE MEL

MOXeM TOJIKaTh, TO IHETAaeMCHS MX TOJKHYTH
if (obj == IDBomb || obj == IDStone)

{
var go = Initializer.listOfObjects[Position + offset];

PushObject (go, offset);
}

//ECiy Ha TOM MeCTe KyIla MH IBMXEMCH €CTb OOBEKTH, KOTOPHE M

MOXEM CBHECThb, TO I[EITAEMCHS MX CBECTb
else if (obj == IDCake)

{
Event.EatDiamond () ;
Initializer.KillObject (Initializer.listOfObjects[Position +

offset]);
}

base.Move (offset) ;

}

Cxema asiropuT™ma MpejcTaBiieHa Ha pucyHke 29.

Hauano

moveDirection
Offset
Direction
Map

Direction!=mbo-
veDirection,

Het
c
Obj=Map.
GetObj
| ;
b 4
d
obj==IDBomdt.___
Het
h ) * g

]

La

¥ e

Direction=move
Direction

EatDiamond Na—< obj==IDCake 4—— PushObject
KillObject

| Y i

base.Move

]

h 4

Kownewy

Pucynox 29 — Cxema anroputrma rnepeMenieHus mepcoHaxa
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Takum o00pa3zom OBUIO TPHUHATO pEHICHHUE MPOTECTUPOBATH AITOPUTM
nepeMeneHrs] TMepcoHa)ka MO KapTe. bbbl TMpHUBEACH JHMCTUHT alropuTMa

(muctuHT 1) M cocTaBiieHa cxema ajaropurMa (pucyHok 29).
4.2.2 TlokpbiTHE ONIEPATOPOB

Kputepun mokpbiTHsi — omnepatopoB [26] moapasymeBaeT  BBINOJHEHUE
KaXJIOro oreparopa NnporpaMmbl IO KpaWHEW Mepe OAWMH pa3. YUuThIBas

BBIIICHU3JIOKCHHOC YCJIOBHUC, OblIa COCTaBJICHA Ta6n1/1ua IIOKPBITHA OIICPATOPOB

(Tabmuma 13).

Ta6muma 13 — [TokpeiTHE OnIEpaTOPOB

Onepatopsl | BxogHbele 1aHHbIE BrixogHbIe 1aHHBIC
aecfqi moveDirection=Direction, VYcemex
obj=IDBomb
achi moveDirection!=Direction, VYemex
obj=IDCake

Takum oOpazoM Oblia cocTaBjieHa TaOJWIAa TOKPBITUS OINEPaTOpPOB, TIIE

KaXbIH orepaTtop ObUT JOCTUTHYT XOTsI OBl pas.
4.2.3 IloxpsbiTHE YCI0BHI

3anuchIBaeTCsl YUCIO TECTOB JIOCTATOYHOE AJIsi TOTO, YTOOBI BCE BO3MOKHBIE
pe3ynbTaThl KaKJIOT0 YCJIOBHUSI B PEIICHUHM ObUIM BBIIIOJIHEHBI MO KpailHEW mepe
OIVWH pa3 [27]. YuuThiBas BBIIIEH3IOKEHHOE YCIOBUE, OblJIa COCTABJICHA Ta0IHIIA

HOKPBITUS YCIIOBUH (Tabmuia 14).

Tabnuna 14 — [TokpsiTHE yCIIOBUIA

YcnoBusa Bxonunle maHHbIEe Brixoanbie JaHHBIC
b-T,d-T moveDirection=Direction, Vcemex
obj=IDBomb
d-F,d-F,j-T | moveDirection!=Direction, Ycnex
obj=IDCake
b-F,d-F,j-F | moveDirection!=Direction, obj=4 [lepenBmxeHue He
YJ1aJ0Ch
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Takum 06pa3om OblIa cocTaBIeHa TAOIUIIA TOKPHITHS YCIOBHM, TIE KaXKI0€

yCIIOBUE OBLIO TOCTUTHYTO XOTs OBI pas.
4.2.4 TlokpbiTHE MAPLIPYTOB

B cootBercTBHU ¢ 3THM KpuTepueM [28] HE0OX0AUMO COCTaBHUTH TECTHI TaK,
YTOOBI PE3YJIbTAThl KAXJOTO YCIOBHUS BBIMOJHSJIUCH XOTS Obl OJMH pa3,
pe3yibTaThl KaKJIOTO PELICHUS TaK >K€ BBINOJHSAJIUCH XOTA Obl OAMH pa3, u
Kbl OlepaTop JOJKEH ObITh BBINOJHEH XOTA Obl OJMH pa3. YUUThIBas 3TO

yclIoBHE ObLIa COCTaBJICHA Ta0JIMIIa TOKPBITHS MapiIpyToB (Tabmauma 15).

Ta6mmma 15 — ITokpeiTHE MapIIpyTOB

YcaoBus Bxonaupie maHHbBIC BrixoaHbie faHHbBIC
abecdfgi moveDirection=Direction, VYcemex
obj=IDBomb
abecdjhi moveDirection=Direction, VYemex
obj=IDCake
abecd;ji moveDirection=Direction, obj=4 [lepenBmkeHue He
Y1aJ0Ch
abcdfgi moveDirection!=Direction, Yemex
obj=IDBomb
abcdjhi moveDirection!=Direction, VYcemex
obj=IDCake
abcdji moveDirection!=Direction, obj=4 [Mepensmxenue He
YJ1aJIOCh

Takum oOpa3oM OblIa COCTaBJieHa TaOJMIlA TMOKPBITHS MaplIpyTOB, TJe
KOKJ0€ YCIOBHE BBIMONHIOCH XOTS OBl OMWH pa3, KaXAbId oOmepaTop ObLI

JIOCTUTHYT XOTS OBbI pa3 M KaXKJ0€ PEIICHUE BBITIOIHIOCH XOTS OBl pas.
4.3 MeTpuKkH KoAa

Metpukamu  koza [29]  Ha3BIBAIOTCS ~ HEKOTOPBIC  KOJMYCCTBCHHBIC
BEJTUYHMHBI, IO3BOJIAIONINE MOJICYUTATh, HACKOJIBKO KO MPOrpaMMbl 00JIaaeT TEM
WIH WHBIM  CBOWCTBOM. CyIIecTByeT OrpPOMHOE  KOJUYECTBO  CaMBIX
pa3HOOOpa3HBIX METPUK, WMEIOIUX pas3InyHOoe Ha3HadueHue. Hawmboiee
W3BECTHBIMH SIBJISIFOTCS CIICAYIONINE TPYIITBI METPUK:

- MeTpHUKH pazMepa rporpammbl (SLOC-meTpukn);
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- METPUKU CJIOXHOCTH II0TOKa YNPAaBJIEHUS MporpamMMm (METPUKHU
Xoucreaa ¥ HUKIOMATUYECKAs CII0KHOCTB).

Jist  pganHoro Meroaa OyIOyT BBIYMCIEHBI TPU TPYIIBl  METPHUK:

LIUKJIOMATUYECKast CJIOKHOCTb, METPUKM pa3Mmepa IpOorpaMMbl U METPUKHU

XoJcrena.
4.3.1 HukjomaTu4yecKkasi CJI0KHOCTh

[MuknomaTtrueckass ciaoxHOCTh mporpammel [30] — cTpykrypHas (wiau
TOMOJIOTHYECKAS) MEpPa CIOKHOCTH KOMIIBIOTEPHOI MPOrpaMMBbl.

[Ipy BBIYMCICHUU IUKIOMATHUYECKON CIIOKHOCTH UCIONb3yeTcs rpad
NOTOKa YIPaBJICHUS NPOrpaMMBbl. Y3ibl rpada COOTBETCTBYIOT HEIEIUMbBIM
rpynnaM KOMaHJl MPOTpaMMbl, OHH COEAMHEHbl OPUEHTHUPOBAHHBIMU pEOpamu,
€CJIM TpyIIia KOMaH[, COOTBETCTBYIOIIAsl BTOPOMY Y3Jy, MOKET OBITh BBIIIOJIHEHA
HEIMOCPEJICTBEHHO II0CJ€ TpPyINIbl KOMaHJ IepBoro ysiua. llukiaomarnueckas
CIIO)KHOCTh MOXXET OBITh TaK)K€ BBIUMCIIEHA ISl OTACNbHBIX (DYHKIMI, MOayJseH,
METOJIOB WJIU KJIACCOB B IpeiesiaX MpOrpaMMBl.

Jlns  moxacu€ra  MUKIOMATUYECKOH  CIIOKHOCTH  OBUI  COCTaBJICH
ynpasisitonuii rpad nporpammsl  (pucyHok 30) 1O MpeacTaBIEHHOMY paHee

ArOpUTMY (pUCYHOK 29).

[s],
Direction |

i : i ion!=m ir ion
moveDirection

moveDirection
.

> —pFfeeq
x

Pucynox 30 — Ynpasnstomuii rpad mporpamMmbl
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Ha ocHoBe nannoro rpaga Obljia BRIYMCIIEHA UKIOMAaTHYECKas! CII0KHOCTh
IPOrpaMMHOI0 KOJa!
- KonunuectBo ayr
E =13;

- KonnuecTBo BEpInH

N =10;

- KonmdecTBo KOMITOHEHT CBSI3HOCTH
P =1;
- [{ukmomMaTH4ecKas CJI0KHOCTh
CC=FE—-N+2P=13-10+2 =5.

Taxum 00pa3oM UKIOMaTHYecKas CJI0KHOCTh anroputma CC = 5.
4.3.2 MeTpuKHU pa3Mepa nporpamMmmbl

JlaHHblE METPUKM NPEACTaBIAIOT COOOW TMOACYET KOJIMYECTBA CTPOK
IIPOTPaMMHOI0 KOJa, a TaKXEe 4YHUClIa CTPOK C KOMMEHTAapUsAMHU. Bbeluuciaum
METPUKH pa3Mepa MPOrpaMMbl i MPUBEACHHOTO BBILIE MPOTPAMMHOTO KOJa.

Pe3ynbTaThl mpeacTaBieHsl B TabuIe 16.

Tabnuma 16 - MeTtpuku pazmepa nporpaMmmbl

Mertpuka KomnmuecTBo
KosmdecTBo cTpok Koja 28
CTpoKH-KOMMEHTapUu 8

Taxoke BerancaIUM MpoIrieHT komMmeHTapueB. OH paBeH (8 / 28) * 100 = 29.
DTO CBUACTEIBCTBYET O JOCTATOYHOM KOJIMYECTBE KOMMEHTApHEB B KOJE IS €T0
XOpONIETO  TIOHMMAaHWS TPU  OTCYTCTBHUM  HM30BITOYHBIX  KOMMEHTApHUEB,

NEPETONHAIONINUX TPOrPAMMY.
4.3.3 Metpuku XoJicTeaa

Merpukn XoJicTena TMpelIararoT pa3yMHbIA IOAXOX K  PELICHUIO
CIEAYIOLIMX 3a/1a4:
- MpeicKa3aHue yCIOBUN, HEOOXOMUMBIX I TMPOrPAMMHUPOBAHUS IO

MNPCIIOKCHHBIM ITPOCKTAM;
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— OIpe/ieTICHNEe HOPM MEePBOHAYANBHBIX OIIHUOOK;

= KOJIMYECTBEHHAs] OIIEHKA S3BIKOB MporpamMmMmupoBanusi u 3ddexra
MOJTyJIbHOCTH;

- 00OCHOBaHME METOJIa M3MEPEHHS DPA3NIUYUNl MEXIy IporpaMMamu,
HAMMCAHHBIMU CHIEIUATICTAMH Pa3HOTO YPOBHSI.

B ocHOBe BBIYHCICHUS METPHK XOJICTEAA JIGKUT KOHIIEHIIHS, COTJIACHO
KOTOPOW aJrOpPUTM COCTOUT TOJBKO M3 OMEpPaTOpPOB U OMEPaHIOB (IIPOBEPSETCS
PACCMOTPEHHEM TPOCTHIX BBIYUCIHUTEIBHBIX MAaIMH C (QopMaToM KOMaHs,
COJCpKAIlMM JBE 4YacTH: KOJ OINepalud H aapec omnepanna). OmnepaHabl —
NepEeMEHHbIe WM KOHCTAHTBI, UCTIOJIb3yEMbIe B JAHHOW peajn3aliil ajJropUTMa.
OmnepaTopbl-KOMOMHAIIMK CHMBOJIOB, BIIHMSIONIMNE HAa 3HAYCHHUE WU TOPSIOK
OTIEPaH/IOB.

Jnst  BelUMCIeHUsT METpuUK  XoJcTeaa HeoOXoaumo  u3Meputh 4
XapaKTepUCTHKH nporpammsr [31 — 33]:

- YHCIIO0 YHUKATBHBIX OMEPATOPOB,;

- YHCIIO YHUKAJIbHBIX OMIEPAH/IOB,;

- o0l11ee YUCIIO ONEepPaTOPOB;

- o0l11ee YUCII0 ONEepaHI0B.

C menpi0 BBIYUCIICHUS O3TUX XapaKTEPUCTUK OBUIM COCTaBJICH CIIOBApPh

orrepatopoB (Tabmuma 17).

Ta6nuna 17 — CrioBapb onepaTopos

Omneparop No Kou-Bo
if 1 3
2 6
= 3 3
== 4 3
| 5 1
1= 6 1
; 7 7
else 8 1
+ 9 3
Bcero 9 28
nl N1
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A Tax>ke OBUT COCTABJICH CIIOBAph onepaHaoB (Tadmuia 18).

Tabmuma 18 — CnoBapb onepanioB

Onepann No Kou-Bo

Direction 1 2
moveDirection 2 2
obj 3 4
IDBomb 4 1
IDStone 5 1
go 6 1
IDCake 7 1
Position 8 3
offset 9 3
Map 10 1
Initializer 11 3
listOfObjects 12 3
GetObj 13 1
Event 14 1
EatDiamond 15 1
Bcero 15 28

n2 N2

Takum 00pa3oMm, YMCI0 YHUKAIBHBIX OIepaTOpoB mporpamMmel N1 = 9, gucio
YHUKaIBHBIX OINEpaHioB TporpamMmbl N2 = 15, oOmiee YUCIO OmepaTopoB B
nporpamme N1 = 28, oGmiee uncio onepanaoB B mporpamme N2 = 28.

Ha ocnoBe meTpuk XoicTena MOKHO BEIYMCIUTD LEIBIN P XapaKTEPUCTUK
nporpamMmbl. PacCMOTpUM HEKOTOPBIEC U3 HUX:

- CJIOBaph MporpaMmsi (N):

n=nl+n2;
- nnrHa nporpammbi(N):
N = N1+ N2Z;
- o0obeM nporpammsl (V):
V=N x log,n;

- CIIO’KHOCTH mporpammsl (D):
D = (nl1/2) % (N2 /n2);
- OLIEHKA MHTEJUICKTYalbHBIX ycriwmid (E):

E=DxV.
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Paccunraem cioBapb nporpaMmsl:
n=12+7 = 24.
PaccunrtaeMm JuMHY IpOrpamMmBsl:
N = 36+ 12 = 56.
Paccuntaem 00beM MporpaMmel:
V = 56 * log,24 = 256,8.
PaccuntaeM Cl10XKHOCTh IPOIPaMMBI:
D =0O/2) = (28/15) = 8,4.
PaccuntaeM OLIeHKY HHTEIIEKTYaIbHBIX YCHUIIHI:
E =84 x 256,8 = 2157,96.
[Tomy4yeHHbIE XapaKTEPUCTUKU MMOKA3BIBAIOT, YTO MPOTrPAMMHBIN KOJI UMEET
JIOCTaTOYHO BBICOKMM YpOBEHb KadecTBa M yAO0OCTBa JJs JajibHEHIIEH

MOJJEPHKKH.
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3akioueHue

B xonme BbIMOMHEHUS BBIMYCKHOM KBaTM(UKAIIMOHHOW paboThl OBLIO
pa3paboTaHo UIPOBOE IPUIOKEHHUE C UCII0JIb30BAHUE CPEICTB
MyJIbTUILIATGOPMEHHOM pa3paboTku Unity.

Ha »stane ananuza TpeOoBaHUM U NpPeIMETHOW OOJAacTU ObLI BBINOJIHEH
aHaJIM3 TPOTPaAMMHBIX TMPOAYKTOB AaHAJIOTMYHOTO Ha3HAYEeHHs, B pe3yJbTaTe
KOTOPOTO OBLIN BBISIBIIEHBI UX OCHOBHBIE JIOCTOMHCTBA U HEJJOCTATKH, ONPECIICHbI
byHKIMOHANBHBIE W HEPYHKIMOHAIbHBIE TpeOOBaHUSA K  CO37aBAEMOMY
MPUIOKEHUIO U TPOU3BEICH aHAINU3 1IEJIEBOU ayAUTOPHUH.

Bb10 OCyllIEeCTBIIEHO TUIAaHUPOBAHHUE pa3paOOTKU MPUIOKEHUS U OLEHKA
Oromkera. PesynbpTaThl TUIAaHUPOBAHMS TMOKA3aiM, 4YTO OOIIAs JJIUTEIHHOCTD
npoekTa coctaBisger S50 gHEH, a mpenanonaraeMble 3aTpaTbl Ha pean3aluio —
135 320 pyOme#t, 4TO CBUAETEIHCTBYET 00 IKOHOMHYECKOW IIeIeco00pa3HOCTH
JAHHOTO MPOrPAMMHOI0O MTPOEKTA.

Ha sranme mnpoekrtupoBaHus ObLla cOCTaBileHa pa3zpaboTaHa apXUTEKTypa
UrpoBOro npuioxenus. [Ipunoxenue 0bUT10 pa3padOTaHO C TOMOIIBIO IATHOPMBI
paspabotku Unity 2020.3.8f Ha s3eike C# ¢ HCHOIB30BAaHHUEM CPE/IbI
nporpammupoBanust Microsoft Visual Studio 2019.

BbII0 BBITIOTHEHO TECTHPOBAHUE WIPOBOTO MpriiokeHus. OHO Mokazalio
KOPPEKTHOCTh ero pabotThl. Takke paccuyuTaHbl HUKIOMATUYECKAs] CIOKHOCTh U
METPUKHU IPOTPAMMHOI0 KOJa JJIS OLIEHKH €ro KauyecTBa.

B nanbueiimeMm mianupyetrcss 100aBUTh B NPUIIOKEHHE HOBBIE WIPOBBIC
MEXaHUKH, a TaKXe MOPTHUPOBATh MPHIOKEHUE I0J MOOMIbHBIE YCTPONCTBA U
ormyosmkoBath B Steam u Google Play.

Takum oOpa3oM, B XOJi€¢ BBINOJTHEHHUS BBITYCKHOM KBadu(UKAIMOHHOU

pa6OTBI OBLTH YCIICITHO BBIINTOJIHCHBI BCC IMTOCTABJICHHLIC 3aa4u.
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RUP (Rational Unified Process) — metomonorus pa3paboTKu MPOrpaMMHOTO

oOecrieyeHus, B OCHOBE KOTOPOM JICKHUT UTEPATUBHASI MOJIEb Pa3padOTKHU.

UML (Unified Modeling Language) — s1i3b1k Tpadu4ecKoro OMMCAHUS IS
O00BEKTHOTO MOJICIUPOBAHUS B 00JIaCTH pa3pabOTKU MPOrPaMMHOTO OOecredeHus,
MOJICTUPOBaHUsI ~ OM3HEC-TPOIECCOB,  CUCTEMHOrO0  IMPOCKTUPOBAHHUS U
OTOOpPaKEHUS OPTaHU3AIMOHHBIX CTPYKTYD.

Ieiimmieit  (MrpoBoii  mpolecc, HrpoBas mojacucTema, gameplay) -
KOMIIOHEHT WTIPbI, OTBEYAIOIINI 3a B3aMMOJICMCTBUE WUTPhl U UTrpoka. [ edmmuen
ONMCBHIBAET, KaK UI'POK B3aWMOJECHCTBYET C UTPOBBIM MHUPOM, KaK UI'POBOM MHP
pearupyeT Ha JEHCTBHUSI UTPOKA U KaK ONpeneseTcss Habop NEUCTBUMA, KOTOPBIM
MpeJaracT UrpoKy Urpa.

Bugeonrpa — 3T0 KOMIBIOTEpHAsi MporpaMmMa, IJIaBHas CyTh KOTOPOW BO
B3aUMOJICCTBUY YEJIOBEKA U KOMIIBIOTEPHOI'O YCTPOWCTBA C MOMOIIBIO CPEICTB
BBOJIa M BBIBOJIa WMH(MOPMAIMHU, HAMPUMEP TOCPEJCTBOM KJIAaBHUATYPHl M MBIIIH
MPOUCXOUT YIPABIECHUE UTPOBBIM MEPCOHAXKEM, & MOCPEACTBOM MOHUTOpPA WIIU
TEJIEBU30Pa UTPOBOE MPHUIIOKEHUE COOOIAET TEKYIIEE COCTOSHUE UTPHI.

Ul (User Interface) — wunTepdeiic, oOecrneynBamIMi Mepeaady
uHpOpMaIIMK MEXAYy TIOJb30BATEIEM-UEJIOBEKOM U MPOTPaMMHO-aNNapaTHIMU

KOMIIOHCHTaMH KOMHBIOTCpHOﬁ CHCTCMBEI.



Hpunoxenue b

UCXOJIHBIN KOJ UTPOBOI'O NPUJIOXKEHUSA

(pexomMenyemoe)
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Jluctunr b.1 — ®aiin AbstractObjectController.cs

using System.Ling;
using UnityEngine;

namespace Game.ObjectsControllers

{

public abstract class AbstractObjectController : MonoBehaviour

{

protected int objId;

public int ObjId
{

get => objId;

protected set => objId = value;
}

protected int[] moveWhitelist;

public int[] MoveWhiteList
{
get => moveWhitelist;
protected set => moveWhitelist = value;

}

protected ObjectInitializer Initializer;
protected MapController Map;
protected GameEventController Event;

//How long it will take to pass 1 block in milliseconds
protected const int RunSpeed = 100;

protected bool IsDead = false;

public virtual bool IsDead
{
get => IsDead;
protected set { IsDead = value; }

}

protected int x;
protected int y;

public int X

{
get => x;
protected set
{

gameObject.transform.position = new Vector3(value, Y,
x = value;

}

public int Y

{
get => vy;
protected set
{

gameObject.transform.position = new Vector3 (X, value,
y = value;

public string startDirection;
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protected string direction;

//this property needs to change sprite when we change direction
public virtual string Direction

{

get { return direction; }

set { direction = value; }

}

public Vector3 Position
{
get => gameObject.transform.position;
protected set
{
gameObject.transform.position = value;
X = (int) wvalue.x;
y = (int) wvalue.y;

}

protected void Initialize()

{
Initializer = FindObjectOfType<ObjectInitializer>();
Event = FindObjectOfType<GameEventController>();
Map = FindObjectOfType<MapController>();

X = (int) Position.x;
y = (int) Position.y;
direction = startDirection;

}
protected abstract void MovementLogic () ;

protected virtual bool CanMove (int[] whitelList, Vector3 offset)

{
return whiteList.Contains (Map.GetObj (Position + offset));

}

protected virtual void Move (Vector3 offset)

{
Map.MoveObjToPosition (this, Position + offset);

}

protected virtual void PushObject (AbstractObjectController obj,
Vector3 offset)

{
Map.MoveObjToPosition (obj, obj.Position + offset);

}

}

JIuctunr B.2 — ®aiin BombController.cs

using System.Ling;
using UnityEngine;
using static DataScript;

namespace Game.ObjectsControllers

{
public class BombController : AbstractObjectController

{

private int time = 0;

private bool speed = false;
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void Start ()
{

Initialize();

objId = IDBomb;

MoveWhiteList = WhiteListBomb;
}

void Update ()
{
if (!Event.isGameStopped)
{
MovementLogic () ;

}

protected override void MovementLogic ()
{
if (CanMove (MoveWhiteList, Vector3.down) ||
_speed && CanMove (WhiteListBombWhenFall, Vector3.down))

_time += (int) (Time.deltaTime * 1000);
_speed = true;
if (_time >= RunSpeed)
{
_time = 0;
Move (Vector3.down) ;
}
}
else if (_speed)
{
Initializer.KillObject (this);
}
}

private void Explode ()
{

var a = GetMatrix();

foreach (var di in new[] {-1, 0, 1})
{ foreach (var dj in new[] {-1, 0, 1})
{ if (lal2 + di, 2 + dj])
{ foreach (var dx in new[] {-1, 0, 1})
{ foreach (var dy in new[] {-1, 0, 1})
{ if ((di + dx) * (di + dx) + (dj + dy) * (dj +
dy) > 2 * di * di + 2 * dj * dj)
{ al2 + di + dx, 2 + dj + dy] = false;
}

}

for (int 1 = 0; 1 < 5; i++)
{
for (int j = 0; j < 5; J++)
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Vector3 position = Position + Vector3.down * (i - 2)
+ Vector3.right * (3 - 2);
Map.CleanCell (position) ;

}

private bool[,] GetMatrix()
{
bool[,] toReturn = new bool[5, 5];

for (int 1 = 0; 1 < 5; i++)

{
for (int j = 0; j < 5; J++)
{

Vector3 position = Position + Vector3.down * (i - 2) +
Vector3.right * (3 - 2);
int obj = Map.GetObj (position);

if (BlackListForExplosion.Contains (obj))
{

toReturn[i, j] = false;

}

else

{

toReturn[i, j] = true;

}

return toReturn;

}

private void OnDestroy ()
{
if (!Event.isGameStopped)

Explode () ;
}

protected override bool CanMove (int[] whiteList, Vector3 offset)
{
bool playerHold = ! speed && Map.GetObj (Position + offset) ==
IDPlayer;

return !playerHold && base.CanMove (whitelList, offset);

}

JIuctunr B.3 — ®aiin CakeController.cs

using UnityEngine;
using static DataScript;

namespace Game.ObjectsControllers
{ public class CakeController : AbstractObjectController
{ private int time = 0;
private bool speed = false;
void Start()
{



Initialize();

objId = IDCake;

MoveWhiteList = WhiteListDiamond;
}

private void Update ()

{
if (!Event.isGameStopped)

{

MovementLogic () ;
}
}

protected override void MovementLogic ()

{
if (CanMove (MoveWhiteList, Vector3.down) ||
_speed && CanMove (WhiteListDiamondWhenFall, Vector3.down))

_time += (int) (Time.deltaTime * 1000);
_speed = true;
if (_time >= RunSpeed)
{
_time = 0;
Move (Vector3.down) ;

_speed = false;
}

protected override bool CanMove (int[] whitelList, Vector3 offset)

{
bool playerHold = ! speed && Map.GetObj (Position + offset) ==
IDPlayer;

return !playerHold && base.CanMove (whitelList, offset);

}

Jluctunr b.4 — ®aiin EnemyLeftController.cs

using UnityEngine;
using static DataScript;

namespace Game.ObjectsControllers

{
public class EnemyLeftController : AbstractObjectController

{

private int time = 0;
void Start()
{

Initialize();

objId = IDEnemyLeft;
MoveWhiteList = WhiteListEnemy;
}

void Update ()

{
if (!IsDead && !Event.isGameStopped)

{
DeathLogic () ;
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MovementLogic () ;

}

protected override void MovementLogic ()

{
_time += (int) (Time.deltaTime * 1000);

if (_time >= RunSpeed)
{
_time = 0;
switch (Direction)
{

case "up
if (CanMove (MoveWhitelList, Vector3.up))

{

Move (Vector3.up) ;
}
else

{

Direction = "left";

}

break;

case "down":
if (CanMove (MoveWhiteList, Vector3.down))

{

Move (Vector3.down) ;

}

else

{

Direction = "right";

}
break;

case "right":
if (CanMove (MoveWhitelList, Vector3.right))
{
Move (Vector3.right) ;
}
else

{

Direction = "up";

}
break;

case "left":
if (CanMove (MoveWhiteList, Vector3.left))

{
Move (Vector3.left);

}

else

{

Direction = "down";

}

break;

}

private void DeathLogic ()

{
// TileBase tile = Map.GetTile (Map.WorldToCell (Position));



//

// 1f (CanDieBy.Contains(tile.name))
/7 A

// IsDead = true;

// )

}

Jluctunr B.5 — ®aiin EnemyRightController.cs

using UnityEngine;
using static DataScript;

namespace Game.ObjectsControllers

{
public class EnemyRightController : AbstractObjectController

{

private int time = 0;

private void Start ()
{
Initialize();
objId = IDEnemyRight;
MoveWhiteList = WhiteListEnemy;
}

private void Update ()

{
if (!IsDead && !Event.isGameStopped)

{
DeathLogic () ;
MovementLogic () ;

}

protected override void MovementLogic ()
{
_time += (int) (Time.deltaTime * 1000);
if (_time >= RunSpeed)
{
_time = 0;
switch (Direction)
{
case "up":
if (CanMove (MoveWhiteList, Vector3.up))
{
Move (Vector3.up) ;
}
else
{
Direction = "right";

}
break;

case "down":
if (CanMove (MoveWhiteList, Vector3.down))
{
Move (Vector3.down) ;

}

else

{

Direction = "left";

}
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break;

case "right":
if (CanMove (MoveWhitelList, Vector3.right))
{
Move (Vector3.right) ;
}
else
{

Direction = "down";

}

break;

case "left":
if (CanMove (MoveWhiteList, Vector3.left))

{
Move (Vector3.left);

}
else

{

Direction = "up

}

break;

}

private void DeathLogic ()

{
// TileBase tile = Map.GetTile (Map.WorldToCell (Position)) ;

//

// 1f (CanDieBy.Contains(tile.name))
/7 A

// IsDead = true;

// 0}

}

Jluctunr b.6 — ®aiin PlayerController.cs

using System.Ling;
using UnityEngine;
using static DataScript;

namespace Game.ObjectsControllers

{
public class PlayerController : AbstractObjectController

{

//These two integers means milliseconds
private int time = 0;
private const int WaitBeforeRun = 200;

private int bombCount;
public override string Direction
{

get { return direction; }

set { direction = value; }
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void Start ()
{

Initialize();

objId = IDPlayer;

MoveWhitelList = WhiteListPlayer;

_bombCount = 9;

Event.bombCount.text = bombCount.ToString();
}

void Update ()
{
if (!IsDead && !Event.isGameStopped)
{
MovementLogic () ;
DeathLogic () ;

}

protected override void MovementLogic ()
{
// bool up = Input.GetKey (KeyCode.UpArrow) ||
Input.GetKey (KeyCode.W) ;
// bool down = Input.GetKey (KeyCode.DownArrow) | |
Input.GetKey (KeyCode.S) ;
// bool right = Input.GetKey (KeyCode.UpArrow) ||
Input.GetKey (KeyCode.D) ;
// bool left = Input.GetKey (KeyCode.UpArrow) ||
Input.GetKey (KeyCode.A) ;
bool shift = Input.GetKey (KeyCode.LeftShift);
if (shift)
{
if (Input.GetKeyDown (KeyCode.UpArrow) &&
CanMove (WhiteListBomb, Vector3.up))
{
SpawnBomb (Position + Vector3.up);
}
else if (Input.GetKeyDown (KeyCode.DownArrow) &&
CanMove (WhiteListBomb, Vector3.down))
{
SpawnBomb (Position + Vector3.down) ;
}
else if (Input.GetKeyDown (KeyCode.RightArrow) &&
CanMove (WhiteListBomb, Vector3.right))
{
SpawnBomb (Position + Vector3.right);
}
else if (Input.GetKeyDown (KeyCode.LeftArrow) &&
CanMove (WhiteListBomb, Vector3.left))
{
SpawnBomb (Position + Vector3.left);
}
}

else 1if (Input.GetKeyDown (KeyCode.UpArrow) &&
CanMove (MoveWhiteList, Vector3.up))
{
Move ("up", Vector3.up):

}

else i1if (Input.GetKey (KeyCode.UpArrow) && CanMove (MoveWhitelList,
Vector3.up))
{
if (_time >= WaitBeforeRun)

{
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if (_time - WaitBeforeRun >= RunSpeed)
{

Move ("up", Vector3.up):
_time = WaitBeforeRun;

}

_time += (int) (Time.deltaTime * 1000);
}

else 1if (Input.GetKeyUp (KeyCode.UpArrow))
{
_time = 0;

}

else 1f (Input.GetKeyDown (KeyCode.DownArrow) &&
CanMove (MoveWhiteList, Vector3.down))

{

Move ("down", Vector3.down) ;

}

else if (Input.GetKey (KeyCode.DownArrow) &&
CanMove (MoveWhiteList, Vector3.down))

{

if (_time >= WaitBeforeRun)

{
if (_time - WaitBeforeRun >= RunSpeed)

{
Move ("down", Vector3.down) ;
_time = WaitBeforeRun;

}

_time += (int) (Time.deltaTime * 1000);
}

else if (Input.GetKeyUp (KeyCode.DOwWnArrow) )
{

_time = 0;

}

else if (Input.GetKeyDown (KeyCode.RightArrow) &&
CanMove (MoveWhiteList, Vector3.right))

{
Move ("right", Vector3.right);

}

else if (Input.GetKey (KeyCode.RightArrow) &&
CanMove (MoveWhiteList, Vector3.right))
{

if (_time >= WaitBeforeRun)

{
if (_time - WaitBeforeRun >= RunSpeed)

{
Move ("right", Vector3.right);
_time = WaitBeforeRun;

}

_time += (int) (Time.deltaTime * 1000);
}

else if (Input.GetKeyUp (KeyCode.RightArrow))
{



_time = 0;

else if (Input.GetKeyDown (KeyCode.LeftArrow) &&

CanMove (MoveWhiteList, Vector3.left))

{
Move ("left", Vector3.left);

}

else 1f (Input.GetKey (KeyCode.LeftArrow) &&

CanMove (MoveWhiteList, Vector3.left))

}

{

if (_time >= WaitBeforeRun)

{
if (_time - WaitBeforeRun >= RunSpeed)

{
Move ("left", Vector3.left);
_time = WaitBeforeRun;

}

_time += (int) (Time.deltaTime * 1000);
}

else 1f (Input.GetKeyUp (KeyCode.LeftArrow))
{
_time = 0;

}

private void DeathLogic ()

{

}

// TileBase tile = Map.GetTile (Map.WorldToCell (Position)) ;
//

// 1f (CanDieBy.Contains(tile.name))

// A

// GEC.DiedScene () ;
// IsDead = true;
/7 }

protected override bool CanMove (int[] whitelList, Vector3 offset)

{

}

/177
/117
/77
/77
/177

int obj = Map.GetObj (Position + offset);
bool toReturn = false;

if (PlayerCanMove.Contains (obj))

{

var go = Initializer.listOfObjects[Position + offset];

toReturn = base.CanMove (go.MoveWhiteList, offset + offset);

return toReturn || base.CanMove (whiteList, offset);
<summary>

OYHKUUSA NepelBUXeHNS

</summary>

<param name="moveDirection">HamnpaBjeHue IOBuxeHMA</param>
<param name="offset">BekTop-CMelleHE OTHOCUTEJILHO TeKyllel

nosuuumu</param>
private void Move (string moveDirection, Vector3 offset)

{
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if (Direction != moveDirection)
Direction = moveDirection;

int obj = Map.GetObj (Position + offset);

//Eciy Ha TOM MeCcTe KyOa Mul OBUXEMCHS €CTb OOBEKTH, KOTOPHIE M
MOXeM TOJIKaThb, TO IIBEITaeMCA UMX TOJIKHYTHb

if (obj == IDBomb || obj == IDStone)

{

var go = Initializer.listOfObjects[Position + offset];

PushObject (go, offset);
}

//ECiy Ha TOM MeCTe Kyla Mb IBMXEMCH €CTb OOBEKTHE, KOTOPHE M
MOXEeM CBECTb, TO METAEMCS VX CBHeCTb
else 1if (obj == IDCake)
{
Event.EatDiamond () ;
Initializer.KillObject (Initializer.listOfObjects[Position +
offset]);
}

base.Move (offset) ;

}

private void SpawnBomb (Vector3 position)
{
if (_bombCount > 0)
{
Event.SpendBomb () ;
_bombCount--;
Map.SetObj (IDBomb, position);

}

JIuctunr B.7— ®aitn StoneController.cs

using UnityEngine;
using static DataScript;

namespace Game.ObjectsControllers

{
public class StoneController : AbstractObjectController

{

private int time = 0;
private bool speed = false;

void Start ()
{
Initialize();
objId = IDStone;
MoveWhiteList = WhiteListStone;

}

void Update ()

{
if (!Event.isGameStopped)

{

MovementLogic () ;

}



protected override void MovementLogic ()
{
if (CanMove (MoveWhiteList, Vector3.down) ||
_speed && CanMove (WhiteListStoneWhenFall, Vector3.down))

_time += (int) (Time.deltaTime * 1000);
__speed true;

if (_time >= RunSpeed)

{

_time = 0;
Move (Vector3.down) ;
}
}
else if (_speed && Map.GetObj (Position + Vector3.down) ==
IDStone)
{
if (CanMove (MoveWhiteList, Vector3.right) &&
CanMove (MoveWhiteList, Vector3.right + Vector3.down))
{
Move (Vector3.right) ;
}
else 1f (CanMove (MoveWhitelList, Vector3.left) &&
CanMove (MoveWhiteList, Vector3.left + Vector3.down))

{
Move (Vector3.left);
}

else

{

_speed = false;

_speed = false;
}

protected override bool CanMove (int[] whitelList, Vector3 offset)
{
bool playerHold = ! speed && Map.GetObj (Position + offset) ==
IDPlayer;

return !playerHold && base.CanMove (whitelList, offset);

}

Jluctunr B.8 — ®aiin Follow.cs

using System;
using UnityEngine;

namespace Game.UI
{
public class Follow : MonoBehaviour
{
public GameObject target;
public float smooth = 0.1f;
public bool follow = true;

private void Start ()
{

target = GameObject.FindGameObjectWithTag ("Player");
}
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void Update ()
{
if (follow)
{
if (target == null)
{

target = GameObject.FindGameObjectWithTag ("Player");

}

else

{
Vector3 position = target.transform.position;
Vector3 pos = new Vector3(position.x, position.y);

transform.position = Vector3.Lerp(transform.position,

pos, smooth);

}

}

JIuctunr b.9 — daitn MapEditorController.cs

using System;

using System.Collections.Generic;
using Game.UI;

using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.Tilemaps;

using UnityEngine.UI;

using UnityEngine.UIElements;
using static DataScript;

namespace MapEditor
{
public class MapEditorController : MonoBehaviour

{

public Camera mainCamera;

public Canvas MainCanvas;
public Canvas WorldCanvas;

//public GameObject sprite;
public Tilemap map;

private MapController map;

private ObjectInitializer initializer;
private GameEventController event;
private DataScript data;

private MapEditorUI ui;

private GlobalGameParameters GGP;

public enum Mode
{
Draw,
Select,
Play,
Watch

private int[,] MapArray
{
get => Map.mapArray;
set => Map.mapArray = value;
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private int[,] MapArrayBase
{
get => Map.mapArrayBase;
set => Map.mapArrayBase = value;

}*/

private int nBase;
private int mBase;

private List<Vector3Int> selectedCells;

private Mode mode;
private int selectedObj;

private Vector3Int first;
private bool firstB;
private Vector3Int second;
private bool secondB;

private void Start()

{
GGP = GlobalGameParameters.GetInstance();
_event = FindObjectOfType<GameEventController>();
_event.isGameStopped = true;

~map = FindObjectOfType<MapController>();
_initializer = FindObjectOfType<ObjectInitializer>();
_uli = FindObjectOfType<MapEditorUI>();

_data = FindObjectOfType<DataScript>();
//_lr = WorldCanvas.GetComponent<LineRenderer>();

_selectedCells = new List<Vector3Int>();
firstB = false;

secondB = false;

_selectedObj = IDEmpty;

_mode = MDraw;

_map.LoadLevel (GGP.CurrentLevelPath) ;
_map.ExpandMapArray (1024, 1024);

_event.isGameStopped = false;

}

private void Update ()
{
switch (_mode)
{
case Mode.Draw:
DrawUpdate () ;
break;

case Mode.Select:
SelectUpdate () ;
break;

case Mode.Play:
PlayUpdate () ;
break;

case Mode.Watch:
WatchUpdate () ;
break;



private void DrawUpdate ()
{
if (Input.GetMouseButtonDown (0))
{
if (!EventSystem.current.IsPointerOverGameObject ())
{

var mousePosition = Input.mousePosition;
// Debug.Log (mousePosition.ToString());

Vector3 clickPosition =
mainCamera.ScreenToWorldPoint (mousePosition) ;

Vector3 clickedCellPosition = new Vector3((float)
Math.Truncate (clickPosition.x),

(float) Math.Truncate(clickPosition.y)):;
_selectedObj = ui.selectedObj;

if (_selectedObj != map.GetObj (clickedCellPosition))
{

_map.SetObj ( _selectedObj, clickedCellPosition);
}

}

private void SelectUpdate ()
{ if (Input.GetMouseButtonDown (0))
{ if (!EventSystem.current.IsPointerOverGameObject ())
{ Vector3Int clickedCellPosition =
GetClickedCellPos (Input.mousePosition);

if (Input.GetKey (KeyCode.LeftControl))
{

SelectCell (clickedCellPosition);
}

/*
if (!firstB)
{
first = clickedCellPosition;
firstB = true;
}
else
{
second = clickedCellPosition;
secondB = true;
SelectCells (first, second);
e/

} // if (!EventSystem.current.IsPointerOverGameObject ())
} // if (Input.GetMouseButtonDown (0))
}

private void PlayUpdate ()
{
}

private void WatchUpdate ()
{
}
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private void SelectCell (Vector3Int positionl)
{
LineRenderer lr = new LineRenderer () ;
lr.positionCount = 5;
Vector3Int position2 = positionl;

positionl += Vector3Int.right;

positionl += Vector3Int.up;

/*

_1lr.SetPosition (0, positionl);

_lr.SetPosition(l, new Vector3Int (position2.x, positionl.y, 0));
_lr.SetPosition (2, position2);

_lr.SetPosition (3, new Vector3Int(positionl.x, position2.y, 0));
_lr.SetPosition (4, positionl);*

_selectedCells.Add(positionl);
}

private void SelectCells (Vector3Int positionl, Vector3Int position2)

{

int maxX Math.Max (positionl.x, position2.x)

int maxY = Math.Max(positionl.y, position2.y);
( X)
( )

int minX Math.Min (positionl.x, position2.
int minY Math.Min (positionl.y, position2.y

//rework this
_selectedCells.Clear();

for (int x = minX; x < maxX; x++)
{
for (int y = minY; y < max¥; y++)
{
_selectedCells.Add (new Vector3Int(x, y, 0));
}
}

//rework this
foreach (var selectedCell in selectedCells)
{
_map.SetObj ( selectedObj, selectedCell);
}
}

public void SwitchMode (Mode mode)
{
switch (mode)
{
case Mode.Draw:
_event.isGameStopped = true;
break;

case Mode.Select:
_event.isGameStopped = true;
break;

case Mode.Play:
_event.isGameStopped = false;
break;

case Mode.Watch:
_event.isGameStopped = true;
break;



_mode = mode;

}

private Vector3Int GetClickedCellPos (Vector3 pos)
{
Vector3 clickPosition = mainCamera.ScreenToWorldPoint (pos);
Vector3Int clickedCellPosition = new Vector3Int ((int)
Math.Truncate (clickPosition.x),
(int) Math.Truncate(clickPosition.y),
0);
return clickedCellPosition;

}

Jluctunr b.10 — ®aitn MapEditorUl.cs

using System;

using System.Collections.Generic;
using UnityEngine;

using static DataScript;

namespace MapEditor
{
public class MapEditorUI : MonoBehaviour
{
public int selectedObj;

[SerializeField]
private Canvas playerCanvas;
[SerializeField]
private Camera playerCamera;

[NonSerialized]
public int cameraHeight;
[NonSerialized]
public int cameraWidth;

private float kX;

private float kY;

[SerializeField]
private Canvas mapEditorCanvas;

private List<LineRenderer> 1lrs;

private void Start()

{
selectedObj = IDEmpty;

cameraHeight = playerCamera.pixelHeight;
cameraWidth = playerCamera.pixelWidth;

kX = cameraWidth / 1920f;

kY = cameraHeight / 1080f;

}

private void Update ()

{
// cameraHeight = playerCamera.pixelHeight;
// cameraWidth = playerCamera.pixelWidth;
//
// kX = cameraWidth / 1920;
// kY cameraHeight / 1920;



}

public bool InBlindSpot (Vector3 mousePosition)

{
// if

return false;

}

(mousePosition.x > )

public void DropBoxFunc (int value)

{

switch (value)

{

case 0:
selectedObj
break;

case 1:
selectedObj
break;

case 2:
selectedObj
break;

case 3:
selectedObj
break;

case 4:
selectedOb]j
break;

case 5:
selectedOb]j
break;

case 6:
selectedObj
break;

case 7:
selectedObj
break;

case 8:

selectedObj
break;

}

#region Highlight

private void HighlightRectangle (Vector3Int positionl,

position2)
{

LineRenderer lr =

IDEmpty;

IDDirt;

IDRock;

IDPlayer;

IDEnemyLeft;

IDEnemyRight;

IDStone;

IDBomb;

IDCake;

_mapEditorCanvas.gameObject.AddComponent<LineRenderer> () ;

lr.positionCount = 5;

int deltaX

position2.x - positionl.x;

int deltaY = position2.y - positionl.y;

if (deltaX <= 0)
{

positionl += Vector3Int.right;

Vector3Int
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}
else
{
position2 += Vector3Int.right;

}
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if (delta¥Y <= 0)
{
positionl += Vector3Int.up;
}
else
{
position2 += Vector3Int.up;
}
lr.SetPosition (0, positionl);
lr.SetPosition(l, new Vector3Int (position2.x, positionl.y, 0));
lr.SetPosition (2, position2);
lr.SetPosition (3, new Vector3Int (positionl.x, position2.y, 0));
lr.SetPosition (4, positionl);
}
private void HighlightRectangle (Vector3Int positionl)
{
Vector3Int position2 = positionl;
positionl += Vector3Int.right;
positionl += Vector3Int.up;
HighlightRectangle (positionl, position2);
}
#endregion
}
}
JIuctunr b.11 — daiin DataScript.cs
using System.Collections;
using System.Collections.Generic;
using Game.ObjectsControllers;
using UnityEngine;
using UnityEngine.Tilemaps;
public class DataScript MonoBehaviour
{
public const int IDEmpty = 0;
public const int IDDirt = 1;
public const int IDRock = 2;
public const int IDPlayer = 100;
public const int IDEnemyLeft = 110;
public const int IDEnemyRight = 120;
public const int IDStone = 200;
public const int IDBomb = 210;
public const int IDCake = 220;
public const byte MDraw = 0;
public const byte MSelect = 1;
public const byte MPlay = 2;
public const byte MWatch = 3;
#region BlackLists
public static readonly int[] BlackListForPlayer = {IDRock, IDStone,
IDEnemyLeft, IDEnemyRight, IDBomb};
public static readonly int[] BlackListForStoneWhenFall = {IDRock, IDDirt,
IDStone, IDCake};
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public static readonly int[] BlackListForDiamondWhenFall = {IDRock,
IDDirt, IDStone, IDBomb, IDCake};
public static readonly int[] BlackListForStoneWhenMove =
{IDRock, IDDirt, IDStone, IDEnemyLeft, IDEnemyRight, IDBomb, IDCake};
public static readonly int[] BlackListForEnemy =
{IDRock, IDDirt, IDStone, IDEnemyLeft, IDEnemyRight, IDBomb, IDCake};
public static readonly int[] BlackListForBomb =
{IDRock, IDDirt, IDStone, IDEnemyLeft, IDEnemyRight, IDBomb, IDCake,
IDPlayer};
public static readonly int[] EnemyCanDieBy = {IDStone, IDCake};
public static readonly int[] PlayerCanDieBy = {IDStone, IDEnemyleft,
IDEnemyRight, IDCake};
#endregion
public static readonly int[] BlackListForExplosion = {IDRock};
public static readonly int[] PlayerCanMove = {IDStone, IDBomb};
public static readonly int[] WhiteListPlayer = {IDEmpty, IDDirt, IDCake};
public static readonly int[] WhitelListEnemy = {IDEmpty, IDPlayer};
public static readonly int[] WhiteListDiamondWhenFall = {IDEmpty,
IDPlayer, IDEnemyLeft, IDEnemyRight};
public static readonly int[] WhiteListDiamond = {IDEmpty};
public static readonly int[] WhiteListStoneWhenFall = {IDEmpty, IDPlayer,
IDEnemylLeft, IDEnemyRight};
public static readonly int[] WhiteListStone = {IDEmpty};
public static readonly int[] WhiteListBombWhenFall = {IDEmpty};
public static readonly int[] WhiteListBomb = {IDEmpty};
public AbstractObjectController prefabStone;
public AbstractObjectController prefabEnemyRight;
public AbstractObjectController prefabEnemyLeft;
public AbstractObjectController prefabPlayer;
public AbstractObjectController prefabBomb;
public AbstractObjectController prefabCake;
public TileBase emptyTile;
public TileBase dirtTile;
public TileBase rockTile;
public TileBase GetTileBase (int id)
{
TileBase tileBase = emptyTile;
switch (id)
{
case IDEmpty:
{
tileBase = emptyTile;
break;
}
case IDDirt:
{
tileBase = dirtTile;
break;
}
case IDRock:
{
tileBase = rockTile;
break;

}

return tileBase;



public AbstractObjectController GetPrefab (int id)

{
var prefab = prefabPlayer;

switch (id / 10 * 10)
{

case IDPlayer:

{
prefab = prefabPlayer;
break;

}

case IDEnemyLeft:

{
prefab = prefabEnemyLeft;
break;

}

case IDEnemyRight:

{
prefab = prefabEnemyRight;
break;

}

case IDStone:

{
prefab = prefabStone;
break;

}

case IDBomb:

{
prefab = prefabBomb;
break;

}

case IDCake:

{
prefab = prefabCake;
break;

}

switch (id % 10)
{
case 0:

{

prefab.startDirection = "up";
break;

}

case 1:

{
prefab.startDirection = "down";
break;

}

case 2:

{
prefab.startDirection = "right";
break;

}

case 3:

{
prefab.startDirection = "left";
break;

}

return prefab;
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Jluctunr B.12 — ®aitn MapController.cs

using System;

using Game.ObjectsControllers;
using System.Collections.Generic;
using System.IO;

using UnityEngine;

using UnityEngine.Serialization;
using UnityEngine.Tilemaps;

using static DataScript;

using static FileUtils;

public class MapController : MonoBehaviour

{

[SerializeField]
private Tilemap tilemap;
private int[,] mapArray;

private ObjectInitializer Initializer;
private DataScript Data;
private GlobalGameParameters GGP;

private void Start()

{
GGP = GlobalGameParameters.GetInstance();
Initializer = FindObjectOfType<ObjectInitializer>();
Data = FindObjectOfType<DataScript>();

}

#region MapControl

public int GetObj (Vector3 position)
{
return mapArray/[ (int) position.x, (int) position.y];

}

public int GetObj (int x, int vy)
{

return mapArrayl([x, yl;

}

/*
public string GetObjName (Vector3 position)
{

string objName;
int id = mapArray/[ (int) position.x, (int) position.y];

if (id == -1)
{

objName = "";

}

else

{
objName = Data.idNameDict[id];

}

return objName;

Y/
#region SetObject

/*
public void SetObj (string objName, Vector3 position)
{



CleanCell (position);
int id = Data.namelIdDict[objName];
mapArray([ (int) position.x, (int) position.y] = id;

if
{

(id < 100)

tilemap.SetTile (tilemap.WorldToCell (position),

Data.GetTileBase (id)) ;

}

else

{

}
}

public
{

Initializer.SpawnObject (Data.GetPrefab(id), position);

void SetObj (string objName, int x, int vy)

CleanCell (x, V)
int id = Data.nameIdDict[objName];

map
if
{

}

Array[x, y] = id;
(id < 100)

tilemap.SetTile (new Vector3Int(x, y, 0), Data.GetTileBase(id)):;

else

{

b/

Initializer.SpawnObject (Data.GetPrefab(id), new Vector3(x, vy,

public void SetObj (int id, Vector3 position)

{

CleanCell (position);
_mapArray[ (int) position.x, (int) position.y] = id;

if
{

(id < IDPlayer)

_tilemap.SetTile( tilemap.WorldToCell (position),

Data.GetTileBase (id)) ;

}

else

{

}
}

Initializer.SpawnObject (Data.GetPrefab(id), position);

public void SetObj (int id, int x, int vy)

{

CleanCell (x, Vy);
_mapArray[x, y] = id;

if (
{

}

else

{

id < 100)

_tilemap.SetTile (new Vector3Int(x, y, 0), Data.GetTileBase (id));

Initializer.SpawnObject (Data.GetPrefab(id), new Vector3(x, vy,

fendregion

public void MoveObjToPosition (AbstractObjectController obj, Vector3

newPosition)

{

var oldPosition = obj.transform.position;
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int x = (int) oldPosition.x;

int y = (int) oldPosition.y;

int newX = (int) newPosition.x;

int newY (int) newPosition.y;

var list = Initializer.listOfObjects;

if (list.ContainsKey (newPosition))
Initializer.KillObject (newPosition);

obj.transform.position = newPosition;

list.Remove (o0ldPosition) ;

_mapArray[newX, newY] = obj.0bjId;

list.Add (newPosition, obj);

CleanTile (oldPosition);

}

public void MoveObjToPosition (AbstractObjectController obj,
newY)
{
Vector3 newPosition = new Vector3 (newX, newY, 0);
var oldPosition = obj.transform.position;

int x = (int) oldPosition.x;
int y = (int) oldPosition.y;
var list = Initializer.listOfObjects;

if (list.ContainsKey (newPosition))
Initializer.KillObject (newPosition);

obj.transform.position = newPosition;
list.Remove (oldPosition) ;
_mapArray[newX, newY] = obj.0bjId;

list.Add (newPosition, obj);
CleanTile (oldPosition) ;

}

//Probably must be reworked to add pressure plate
public void CleanTile (Vector3 position)

{

int x (int) position.x;
int y = (int) position.y;

int newX,

_tilemap.SetTile( tilemap.WorldToCell (position), Data.emptyTile);

_mapArray([x, y] = IDEmpty;
}

public void CleanTile(int x, int vy)
{

Vector3 position = new Vector3(x, y, 0);

_tilemap.SetTile( tilemap.WorldToCell (position), Data.emptyTile);

_mapArray([x, y] = IDEmpty;
}

public void CleanCell (Vector3 position)
{

int x (int) position.x;

int y = (int) position.y;

if (Initializer.listOfObjects.ContainsKey (position))
{

Initializer.KillObject (Initializer.listOfObjects|[position]);

}

_tilemap.SetTile( tilemap.WorldToCell (position), Data.emptyTile);

_mapArray([x, y] = IDEmpty;
}

public void CleanCell (int x, int y)

{
Vector3 position = new Vector3(x, y, 0);
if (Initializer.listOfObjects.ContainsKey(position))
{

Initializer.KillObject (Initializer.listOfObjects[position]);
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}

_tilemap.SetTile( tilemap.WorldToCell (position), Data.emptyTile);
_mapArray([x, y] = IDEmpty;
}

fendregion
#region MapLoad

private void ClearTileMap ()
{
_tilemap.ClearAllTiles();
Initializer.ClearObjList () ;
}

public void ExpandMapArray (int nMax, int mMax)

{
int[,] mapArrayBase = (int[,]) _mapArray.Clone();
int nBase = mapArrayBase.GetLength (0) ;
int mBase = mapArrayBase.GetLength(l);

_mapArray = new int[nMax, mMax];
int iBase = 0;

int jBase = 0;

bool incI = false;

for (int i = 0; 1 < nMax; 1i++)

{
for (int j = 0; j < mMax; J++)
{
if ((1i >> nMax / 2 - nBase / 2 && 1 < nMax / 2 + nBase / 2)

(3] > mMax / 2 - mBase / 2 && J < mMax / 2 + mBase / 2))
_mapArray[i, J] = mapArrayBase[iBase, JBase];

incI = true;
jBase++;
}
else
{
_mapArrayl[i, j] = -1;
}
}

if (incI)

{
incI = false;
iBase++;
jBase = 0;

}

LoadMap (_mapArray) ;
}

public void LoadMap (int[,] arr)
{
ClearTileMap () ;
int n = arr.GetLength(0);
int m = arr.GetLength(1l);

for (int 1 = 0; 1 < n; i++)
{
for (int j = 0; j < m; J++)



int id = arr[i, J];
if (id != -1)
{

SetObj (id, 1, 3);
}

}
public void LoadLevel (string path)
{

string mapName;

int n;
int m;

StreamReader file = new StreamReader (Application.dataPath + path);
file = GetMetaInf(file, out n, out m, out mapName) ;

_mapArray = FileToArray(file, n, m);

file.Close();
file.Dispose();

LoadMap (_mapArray) ;
}

#endregion

}

JIuctunr B.13 — ®@aitn GameEventController.cs

using System.Collections;

using Game.UI;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class GameEventController : MonoBehaviour
{

private GlobalGameParameters GGP;

public Canvas canvas;

public Follow mainCamera;

public bool isGameStopped;

public Text bombCount;

public Text enemyCount;

public Text diamondCount;

public Image diedImage;

public Button deadButton;
public Text deadButtonText;

public GameObject youDiedScene;
public MapController mapController;
private void Start()

{

GGP = GlobalGameParameters.GetInstance();



canvas = FindObjectOfType<Canvas> () ;

foreach (var text in canvas.GetComponentsInChildren<Text>())
{
switch (text.name)
{
case "BombCount":
bombCount = text;
break;

case "DiamondCount":
diamondCount = text;
break;

case "EnemyCount":
enemyCount = text;
break;

}

foreach (var image in canvas.GetComponentsInChildren<Image>())
{
switch (image.name)
{
case "YouDied":
diedImage = image;
break;

}

foreach (var button in canvas.GetComponentsInChildren<Button>())
{
switch (button.name)
{
case "DeadButton":
deadButton = button;
deadButtonText =
deadButton.GetComponentInChildren<Text> () ;
break;
}
}

mapController = FindObjectOfType<MapController>();

diedImage.color = new Color(l1f, 1f, 1f, 0f);
diedImage.enabled = false;

deadButton.image.color = new Color(lf, 1£f, 1f, 0f);
deadButtonText.enabled = false;
deadButton.enabled = false;

youDiedScene.SetActive (false);
isGameStopped = false;

if (SceneManager.GetActiveScene () .name != "MapEditor")
{
mapController.LoadLevel (GGP.CurrentLevelPath) ;
}
}

public void DiedScene ()
{
if (SceneManager.GetActiveScene () .name != "MapEditor")
{
youDiedScene.SetActive (true) ;
mainCamera.follow = false;
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isGameStopped = true;
diedImage.enabled = true;

StartCoroutine (ShowYouDied () ) ;

Statistics.AddAttempt (int.Parse (bombCount.text),
int.Parse (enemyCount.text),
int.Parse (diamondCount.text)) ;
}
}

public void EnemyDied ()
{

enemyCount.text = (int.Parse (enemyCount.text) - 1).ToString();

}

public void EnemySpawn ()
{

enemyCount.text = (int.Parse (enemyCount.text) + 1) .ToString();

}

public void SpendBomb ()
{
bombCount.text = (int.Parse (bombCount.text) - 1).ToString();

}

public void EatDiamond ()
{

diamondCount.text = (int.Parse (diamondCount.text) + 1) .ToString();

}

IEnumerator ShowYouDied ()
{
for (float i = 0f; 1 <= 1f; 1 += 0.01f)
{
diedImage.color = new Color(lf, 1f, 1f, 1i);
yield return new WaitForSeconds (.02f);

}

deadButton.enabled = true;
deadButtonText.enabled = true;

}

public void ReturnToMenu ()
{
isGameStopped = true;
Statistics.AddAttempt (int.Parse (bombCount.text),
int.Parse (enemyCount.text), int.Parse (diamondCount.text));
SceneManager.LoadScene (0) ;
}
}

Jluctunr b.14 — daiin Objectinitializer.cs

using System.Collections.Generic;
using Game;

using Game.ObjectsControllers;
using UnityEngine;

using UnityEngine.Serialization;
using UnityEngine.Tilemaps;

public class ObjectInitializer : MonoBehaviour

{
public AbstractObjectController prefabStone;
public AbstractObjectController prefabEnemyRight;
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public AbstractObjectController prefabEnemylLeft;
public AbstractObjectController prefabPlayer;
public AbstractObjectController prefabBomb;
public AbstractObjectController prefabCake;

private GameEventController Event;
private DataScript Data;
private MapController Map;

/*public readonly string[] BlackListForPlayer = {"rock", "stone",
"enemyLeft", "enemyRight", "bomb"};

public readonly string[] BlackListForStoneWhenFall = {"rock", "dirt",
"stone", "cake"};

public readonly string[] BlackListForDiamondWhenFall = {"rock", "dirt",
"stone", "bomb", "cake"};

public readonly string[] BlackListForStoneWhenMove =
{"rock", "dirt", "stone", "enemyLeft", "enemyRight", "bomb", "cake"};

public readonly string[] BlackListForEnemy = {"rock", "dirt", "stone",
"enemyLeft", "enemyRight", "bomb", "cake"};

public readonly string[] BlackListForBomb = {"rock", "dirt", "stone",
"enemyLeft", "enemyRight", "bomb", "cake", "player"};

public readonly string[] BlackListForExplosion = {"rock"};

public readonly string[] EnemyCanDieBy = {"stone", "cake"};

public readonly string[] PlayerCanDieBy = {"stone", "enemyLeft",
"enemyRight", "cake"};

public readonly string[] PlayerCanMove = {"stone", "bomb"};
public Tilemap map;

public TileBase emptyTile;
public TileBase dirtTile;
public TileBase rockTile;*/

public Dictionary<Vector3, AbstractObjectController> 1listOfObjects;

private void Start()

{
Application.targetFrameRate = 144;

Map = FindObjectOfType<MapController>();
Event = FindObjectOfType<GameEventController>();
Data = FindObjectOfType<DataScript>();

1istOfObjects = new Dictionary<Vector3, AbstractObjectController>();
}

public void SpawnObject (AbstractObjectController prefab, Vector3
position, string direction)
{
AbstractObjectController go = Instantiate(prefab, position,
Quaternion.identity);
go.startDirection = direction;

if (prefab.CompareTag ("Enemy"))
{

Event.EnemySpawn () ;

}

1istOfObjects.Add (go.transform.position, go);



public void SpawnObject (AbstractObjectController prefab, Vector3
position)

{

AbstractObjectController go = Instantiate (prefab, position,
Quaternion.identity);

go.startDirection = "up";

if (go.CompareTag ("Enemy"))
{

Event.EnemySpawn () ;

}

1listOfObjects.Add (go.transform.position, go);
}

// public void CreateObject (GameObject prefab, Vector3 position)

/7 A

// GameObject go = Instantiate (prefab, position,
Quaternion.identity);

//

// 1istOfObjects.Add (go.transform.position, go);

// 0}

public void ClearObjList ()
{
foreach (var el in 1listOfObjects)
{
Destroy(el.Value.gameObject) ;
}

listOfObjects.Clear ()
}

public void DeleteObject (AbstractObjectController go)
{

Event.isGameStopped = true;

Destroy (go.gameObject) ;
1listOfObjects.Remove (go.transform.position) ;
if (go.CompareTag ("Enemy"))
{
Event.EnemyDied () ;
}

Event.isGameStopped = false;
}

public void DeleteObject (Vector3 position)
{

Event.isGameStopped = true;

var go = 1listOfObjects|[position].gameObject;
Destroy (go.gameObject) ;
1listOfObjects.Remove (position) ;
if (go.CompareTag ("Enemy"))
{
Event.EnemyDied () ;
}

Event.isGameStopped = false;
}

public void KillObject (AbstractObjectController go)
{

if (go.CompareTag ("Enemy"))

{



Event.EnemyDied () ;

}
else 1if (go.CompareTag ("Player"))

{

Event.DiedScene () ;

}

1listOfObjects.Remove (go.transform.position) ;
Destroy (go.gameObject) ;
}

public void KillObject (Vector3 position)

{
var go = listOfObjects[position];

if (go.CompareTag ("Enemy"))

{ Event.EnemyDied() ;

;lse if (go.CompareTag ("Player"))
{ Event.DiedScene() ;

}

listOfObjects.Remove (position) ;
Destroy(go.gameObject) ;

}

JIuctunr b.15 — ®aiin UserAttempt.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public struct UserAttempt

{
public readonly int BombsLeft;
public readonly int EnemiesLeft;
public readonly int CakeCount;
public readonly int Score;

public UserAttempt (int bombsLeft, int enemieslLeft, int cakeCount)

{
BombsLeft = bombsLeft;
EnemieslLeft = enemieslLeft;
CakeCount = cakeCount;

Score = bombsLeft - enemiesLeft + cakeCount;

}

public static class Statistics

{

public static List<UserAttempt> Attempts = new List<UserAttempt>();

public static UserAttempt LastAttempt;
public static UserAttempt BestAttempt;

public static void AddAttempt (int bombsLeft, int enemiesleft,
cakeCount)

{

int

LastAttempt = new UserAttempt (bombsLeft, enemiesLeft, cakeCount);

if (Attempts.Count == || BestAttempt.Score < LastAttempt.Score)
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BestAttempt = LastAttempt;

Attempts.Add (LastAttempt) ;
}

JIuctunr B.16 — ®aiin MenuController.cs

using System;

using System.Collections;

using System.Collections.Generic;

using System.ComponentModel.Design.Serialization;
using System.Security.Cryptography;

using UnityEngine;

using UnityEngine.SceneManagement;

using UnityEngine.UI;

struct AttemptUI

{
public static AttemptUI operator + (AttemptUI attemptUi,

attempt)
{

attemptUi.BombsNumber.text = attempt.BombsLeft.ToString();
attemptUi.DiamondsNumber.text = attempt.CakeCount.ToString();
attemptUi.EnemiesNumber.text = attempt.EnemiesLeft.ToString() ;
attemptUi.ScoreNumber.text = attempt.Score.ToString();

return attemptUi;

public Component Instance;

public Component Score;
public Component Bombs;
public Component Enemies;
public Component Diamonds;

public Text ScoreNumber;
public Text BombsNumber;
public Text EnemiesNumber;
public Text DiamondsNumber;

public AttemptUI (Component instance)
{

Instance = instance;

Score = null;
Bombs null;
Enemies = null;
Diamonds = null;

ScoreNumber null;
BombsNumber = null;
EnemiesNumber = null;
DiamondsNumber = null;

foreach (var component in
Instance.GetComponentsInChildren<Component>())
{
switch (component.name)
{
case "Score":
Score = component;

UserAttempt
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foreach (var text in
Score.GetComponentsInChildren<Text>())
{
if (text.name == "Number")
ScoreNumber = text;

break;

case "Bombs":
Bombs = component;
foreach (var text in
Bombs.GetComponentsInChildren<Text>())
{
if (text.name == "Number")
BombsNumber = text;

break;

case "Enemies":
Enemies = component;
foreach (var text in
Enemies.GetComponentsInChildren<Text>())

{
if (text.name == "Number")
EnemiesNumber = text;

break;

case "Diamonds":
Diamonds = component;
foreach (var text in
Diamonds.GetComponentsInChildren<Text>())
{

if (text.name == "Number")
DiamondsNumber = text;

break;

public class MenuController : MonoBehaviour
{

private Canvas[] _canvases;

private Canvas mainMenu;
private Canvas mapSelector;

private AttemptUI lastAttempt;
private AttemptUI bestAttempt;

private GlobalGameParameters GGP;
public GameObject WelcomeMessage;
public ButtonData LvlButtonPrefab;

public List<ButtonData> Lv1Buttons;
public GameObject LevelPanel;



private void Start()

{
_canvases = Resources.FindObjectsOfTypeAll<Canvas>();
LvlButtons = new List<ButtonData> () ;
GGP = GlobalGameParameters.GetInstance();

foreach (var canvas in canvases)

{

switch (canvas.name)

{

case "MainMenu":

_mainMenu = canvas;
break;

case "MapSelector":
_mapSelector = canvas;
break;

foreach (var component in
_mainMenu.GetComponentsInChildren<Component> () )
{
switch (component.name)
{
case "LastAttempt":
_lastAttempt = new AttemptUI (component) ;
break;

case "BestAttempt":
_bestAttempt = new AttemptUI (component) ;
break;

if (Statistics.Attempts.Count != 0)

{
_lastAttempt += Statistics.LastAttempt;
_bestAttempt += Statistics.BestAttempt;

for (int i = 0; 1 < 8; ++i)
{
ButtonData levelButton = Instantiate (LvlButtonPrefab,
LevelPanel.gameObject.transform) ;
levelButton.GetComponentInChildren<Text> () .text = (i
1) .ToString() ;
levelButton.LevelPath = "/maps/official/lvl" + (i +
1) .ToString() ;
LvlButtons.Add (levelButton) ;
}

_mainMenu.enabled = true;
_mapSelector.enabled = false;

public void OpenMapSelector ()

{
_mainMenu.enabled = false;
_mapSelector.enabled = true;

public void CloseMapSelector ()

{
_mainMenu.enabled = true;
_mapSelector.enabled = false;



96

public void LevelButtonClicked (ButtonData button)

{
GGP.CurrentlLevelPath = button.LevelPath;

}

public void LoadScene (int sceneNumber)

{

SceneManager.LoadScene (sceneNumber) ;

}

public void HideWelcomeMessage ()

{
// Destroy (WelcomeMessage) ;
WelcomeMessage.SetActive (false);

}

public void CloseGame ()

{
Application.Quit () ;

// public void LoadMap (int mapNumber)
/7 A
// 0}

// public void LoadMapSelector ()
/7

// _mainMenu.enabled = false;
// _mapSelector.enabled = true;



Hpuaoxenue B

PE3YJIBTATBI TECTUPOBAHUA UT'POBOI'O ITPUJIOKEHUSA

(pexomenayemoe)
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Your last attempt Your best attempt

Score Bombs Enemies Cakes Score Bombs Enemies Cakes
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Pucynok B.1 — 3anyck npuiioxeHus

@ Bbibepute ypoBeHb
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Pucynox B.2 — Haxxatue knonku « Urpatb»



Pucynox B.3 — Haxxatue kaonku «HauaTe ypoBeHbY

Pucynoxk B.4 — HaxxaTtue KHOIIKM peJaKTUPOBATh YPOBEHb
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Pucynok B.5 — IloiiTu HantpaBo

Pucynok B.6 — [oiiTu HaBepx



Pucynox B.8 — [loiiTu BHU3
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Pucynoxk B.9 — CbecTb TOpPT

Pucynox B.10 — TonkHyTh KaMeHb



Pucynox B.11 — COpocuth kaMmeHb Ha IPOTUBHUKA

Pucynok B.12 — PegakTrpoBaHue KapThl, MyCcTast KJIETKA



Pucynok B.13 — PeraktupoBanue KapThl, KIETKA 3eMJIU

5V 9

rock

Pucynoxk B.14 — PenaktupoBaHue KapThl, KII€TKa KAMEHHOM CTEHBI
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y aNS 9

Pucynox B.16 — PenaktupoBanue KapThl, KI€TKa KaMHS
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Pucynok B.17 — PenaktupoBaHue KapThl, KIeTKa OOMOBI

Pucynok B.18 — PepakTupoBanue kapThl, KJIETKa TOpTa
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enemyR

Pucynoxk B.19 — PenaktupoBanue KapThl, HOBbII IpUMeEp KapThbl

Pucynox B.20 — COopoc 60MOBI Ha TPOTHBHHUKA
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Your last attempt Your best attempt

Score Bombs Enemies Cakes Score Bombs Enemies Cakes
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Pucynok B.21 — Bo3Bpar B riaBHOE MEHIO U ITPOBEpPKa pe3yIbTaTOB



