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BBenenue

[Iporpammuoe oOecnieyenue (I10) — HaboOp KOMIOHEHT, YHpPaBISIOLIUX
paboToii komnbioTepa. OHO TpeHa3HAYCHO AT 0OecTieueHus! PyHKIIMOHUPOBAHUS
BBIUMCIUTEIPHON MAaIIMHBI, I03BOJSET HCHOJAb30BaTh OBM g pemieHus
pa3IMYHBIX 3374 HIUPOKOTO MPOQPHIIAL.

BbIaensoT HECKOJbKO BHJIOB IPOIPaMMHOIO OOECHEYEHHUs, OJHUM U3
KOTOpBIX sBisieTcs mnpukiaaHoe I10. Llenpto ero HCmoiab30BaHUS —SBISETCS
BBIMIOJTHEHHE PA3HOOOPa3HBIX 3aj7ad, TaKWX Kak CO3JaHHUEe TEKCTOBBIX WIU
rpauyecKkux JOKYMEHTOB, BOCIIPOM3BEACHHE MYJIbTUMEIUNHONW HH(pOpMaLuy,
XpaHeHHe © 00paboTKa MaHHBIX, BBHIMOJIHEHHE CIIOXKHBIX MAaTeMaTHYECKUX
pacueToB, MPOCKTHUPOBAHKE B PA3TMYHBIX MPEAMETHBIX 00JIaCTSIX M UCIIOJIb30BAHNE
cetu HMutepHer. OOHUM M3 caMbIX PACIpPOCTPAHEHHBIX BUAOB MPHUKIATHOTO
IPOrPaMMHOTO 00ECTICUeHUS SIBISIFOTCS. KOMITBIOTEPHBIE UTPHI.

KoMneloTepHble WUIphl CTaJd CaMbIM TOIMYJSPHBIM U HM3BECTHBIM BUAOM
nporpaMMHOro ooecrneueHusi. OHM MOJIb3YIOTCS MOMYJISIPHOCTBIO Y JIOAEH pa3HOTo
BO3pacTa M COLMAIBHOIO CTaTyca, HE 3aBUCUMO OT KOHTHHEHTA. rpel mo3BosioT
OTJOXHYTb U MOJYYUTh IPUSITHBIC SMOLIUU OT UX MPOXOKJIEHUS, YTO HE MOXKET HE
IIPUBJIEKATh BHUMAHHUE JIIOJICH.

UrpoBass wuHAycTpusi pa3BuUBaeTcs Bce Oosiee OBICTPHIMH  TEMITAMHU.
MHOXkeCcTBO KOMIAHUI M MWJUIMOHBI Pa3paOOTYMKOB TPYIATCS HaJ CO3JaHHEM
Ka4yeCTBEHHOTO MPOIYKTa, KOTOPHIM OyAyT MOJIh30BATHCS MUIIMOHBI HTPOKOB IO
BCEMY MHUPY.

KoMmmbioTepHble UTpPHl  pacpOCTpPaHEHb HE TOJBKO HA TEPCOHATBHBIX
KOMIIBIOTEpPaxX, HO M HAa MHOXXECTBE IPYTHX YCTPOWCTB, TaKUX KaK HUTPOBBIE
KOHCOJIH, HOYTOYKH, MJIaHIIETHbIE KOMITBIOTEPHI U 1a’K€ MOOMIIbHBIE YCTPOHCTBA.

Taxum oGpazom, pazpaboTKa KOMIBIOTEPHBIX UTP SBISETCS MEPCIIEKTUBHBIM
HAIpaBJICHUEM WHTEIUIEKTYaJbHOW M TBOPYECKOW IEATENIbHOCTH HE TOJBKO JIJIs

pa3pabOTYUKOB, HO | VISl AU3AHHEPOB, XyI0KHUKOB U JaK€ CIICHAPHCTOB.
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1. IlocTaHoBKA 3a1a4H

B nacrosieill kypcoBoii pabote HeoOxoaumo pazpadorats 2D urpy xaHpa
apkaza.

Wnes urpsl 3akimoyaeTcss B TOM, yTo Mrpoky HeoOXoJMMO MONacTh BO BCe
TPEYTrOJbHUKH.

Ncxons U3 BhIIECKa3aHHOTO, HEOOXOUMO MPOAHATU3UPOBAThH IIPEIMETHYIO
00J1aCTh, CIPOEKTUPOBAThH KIACCHI U UX METOJIbI JII COOTBETCTBYIOIIMX HUIPOBBIX
OOBEKTOB.

JUJis OBBILLIEHUS KayecTBa pa3pabaThIBAEMON UTPHI CIIEAYET IPETyCMOTPETh
BU3YyalibHbIE 3P (EKTHI: pa3pad0TaTh UTPOBBIE CIIPANTHI, aHUMALIUIO UTPBHI.

Cpena pazpabotkun MonoGame

SA3bIk iporpammupoBanus: C#

Onepanmonnas cucrema: Windows 10.

BaxxHo oTmMeTuTh, uTO A3bIK C# SBISETCS OAHUM U3 CAMBIX MOUIHBIX, OBICTPO
pa3BUBAIOIIMXCA W BOCTPEOOBAHHBIX SI3BIKOB IHporpammupoBanus. B C#
npejiaraeTcsl pacliMpeHHas peaju3alus MapagurMbl OOBEKTHOW OpHEHTAIINH,

KOTOpPasd BKIIOYAaCT HHKAIICYJIALINIO, HACJIICIOBAHUC U HOJIPIMOp(bI/IBM.
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2. Oo0uue cBeaeHus

2.1. TepmuHoJI0OTHSA

WUrpoBas TEpMHHOJOTWSA  CKJIAJIbIBAETCA IMOJ  CHJIBHBIM  BIMSHHEM
AHTJIOSI3BIYHBIX HAa3BaHUK. HYacTO B PYCCKOM S3BIKE JOBOJIBHO CJIOKHO HAUTH
XOPOIIYIO AHAJIOTUIO TPUHATHIM aHTJIMUCKUM TEPMUHAM, TIOATOMY B cepe UTpOoBOi
TEPMUHOJIOTHH CYIIECTBYET JBOMCTBEHHOCTh — JIOBOJBHO YAaCTO CO3JATEId WIP
MOJIB3YIOTCSl AHTJIOSI3BIYHBIMU TEPMHUHAMHU B TO BPEMS, KaK U PYCCKOS3BIYHBIE
Ha3BaHUS TaK e HAXOAAT NpUMeHeHue.[4]

Sprite — 3TOT TEPMHH YacTO 3aMEHSIOT PYCCKOS3BIYHBIM HEOJOTH3MOM
CIpaiT. B HrpoBOi MHAYCTPUU CHHOHMMAMM CJIOBA CIIPAWT SIBIISIIOTCS TAKUE CJIOBA,
Kak "uzo0paxenue", "KapTUHKA'", THOTJA MOJIB3YIOTCS CIIOBOM "TeKCTypa', OJHAKO
OOBIYHO 3TO MOHATHE HECET HECKOJIBKO MHYIO CMBICIIOBYIO Harpy3ky. Kak mpasuio
CHpaiT — 3TO JByMEPHOE N300pakeHNE, TPUUEM, B Y3KOM CMBICIIE CJIOBA 3TO — JIUIIb
n300pakeHue, a B MIUPOKOM — 3TO UTPOBOM OOBEKT, KOTOPHIA 00JIagaeT ropaszo
0osee LIMPOKUM HaOOPOM BO3MOKHOCTEM, HEXENTM OOBIYHOE N300paKEeHHE.

Texture — Tekcrypa. OOBIMHO TEKCTypaMH Ha3bIBAIOT JIByMEpHBIE
U300paKEHUsI, KOTOpble '"HakJIaipIBalOT' HA TpexXMepHble Mojenu. B
TEPMUHOJIOTHH.

Background — ¢on. Tak Ha3piBaeTcsi U300paKeHHe, OOBIYHO —
COOTBETCTBYIOILIEE pa3MepaM UTPOBOTO MOJISL, KOTOPOE SBIsAETCS (YOHOM JIJIsl APYTUX

n3o0paxxeHuii. ®oH MOXKET OBITh HEMTOABHUKHBIM U TTOABHKHBIM.
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2D-game — nByMepHas urpa — urpa, B KOTOPOW MCIIOJIb30BaHbI JBYMEPHBIC
U300paKeHHUS.

Camera (kamepa) — TaK Ha3bIBAIOT TOYKY B HMIPOBOM IPOCTPAHCTBE, C
KOTOPOH UTPOK BHIUT UTPOBOi MUp. C TOYKH 3pEHUS TOJOKECHUS KaMepbl UTPbHI
MOXHO TTOJIPa3JeJITh HA MIPHI OT TIEPBOTO JIKIA (KaMepa pacIoiiokKeHa TaK, 4TOo
peanm3yer BHI Kak Obl "u3 ria3" mepcoHaXka), UTPhl C BUJIOM CIIEBa-CBEPXY
(cTparerun), UTPBI C BUIIOM C3a/IM — KaMepa pacrioyiaracTcsi OObIYHO MMO3a/I1 UTPOKa
U HeMHOro BbllIe ero. CymecTBYIOT M WIpbI, I/ie KaMepa MOXKET NPUHUMATh
pa3IMYHbBIC TO3UIUH, HANPUMEpP, PEAM3YIONUe BUJ W3 TJIa3 MMEPCOHAXKA U BUJ

C3a/u.
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3. Bbi0op pemeHus.

3.1. BnbiOop xkaHpa
beuto npuHATO pemieHre pa3paboTaTh IBYMEPHBIH OJHOMOIB30BATEIbCKUI
wiatopmep A7 MePCOHATBHBIX KOMIbIOTEPOB. [laHHOE perieHre OblI0 MPUHATO
OTOMY, 4YTO IulaTdhopmep o007agaeT MPOCTOH W TMOHATHOM MEXaHHKOW, YTO
O3HaYyaeT JITKOCTh B Pa3pabOTKe JJI1 HAUMHAIOUINX UTPOBBIX pa3paboTynKoB. Tak

K€ IBYMCPHBIC UI'PEBI ITPOIIC B IIPOU3BOJACTBE, B OTIIMYHUC OT TPCXMCPHBIX

3.2. IlpoexkTHpoBaHHE CTPYKTYPbI NPUJIOKEHUSA

CTpykTypa TOpPWIOKEHUS 3aBUCUT OT HCIHOJIb3yeMOW TEXHOJOTUHU
pa3paboTku. B gaHHOM mpOEKTE HCHONBb30BaH S3bIK HporpammupoBanus C#
COBMECTHO C UTPOBBIM JBHKKOM MonoGame.

B Hauane urpsel BBINOJIHSAETCA 3arpy3ka Bcex 00beKTOB. [TpHu 3aKpbITHN UTPHI
aBTOMATHUYECKH MOJHOCTBIO BBITPY’KAET UTPY U3 MAMATH KOMIIBIOTEPA, YAAISIET BCE
OOBEKTHI. BrleonucanHple METOABI SBISAIOTCS BCTPOEHHBIMU, U CO3JAIOTCS IO
YMOJTYAHUIO.

[Ipu pa3paboTke nporpaMMbl MCHOJIB30BANACH KOHILEMIUS OOBEKTHO-
OpPUEHTHUPOBAHHOTO POrpaMMHUPOBAHMUS. OOBEKTHO-OPUEHTUPOBAHHOE
IPOrpaMMHUPOBAHUE — METOJIOJIOTUS] IPOrPAMMUPOBAHHUSI, OCHOBAaHHAs Ha
IpEeJICTaBICHUU IPOrPaMMBbI B BUJI€ COBOKYITHOCTH OOBEKTOB, KaXK/bI U3 KOTOPBIX
ABJIIETCS] DK3EMIUISIPOM ONPENENEHHOr0 Kilacca, a Kiacchl 00pa3yloT HEPAPXUI0
HacienoBaHus. Takoill MOAXOJ Ha3bIBAET BOCXOMSAIIMM IPOTPAMMHUPOBAHUEM.
[Iporpamma o6pa3zyercst myTeM 00BbEAUHEHUS MPOCTBIX MPOrPAMMHBIX KOMIIOHEHT
JUTSl CO37]aHusl KOMIIOHEHT 0o0Jiee BBICOKOTO YpoBHsi. PazpabaTbiBaeMast urpa JoJKHa
UMETH /1B YPOBHS.

[ToaToMy HeoOXOIMM MEXaHU3M KJIACCU(UKALMKM, W3BECTHBIM Kak
HacienoBanue. HacnenoBanue mo3BOJISET ONMMCATh HOBBIA KJIACC HA OCHOBE YK€
CYUIECTBYIOLIETO (POIUTENBCKOTO), MPU 3TOM CBOMCTBA M (PYHKIIMOHAIBHOCTD

POAUTEIIBCKOI'O KjiacCa 3aMMCTBYIOTCA HOBBIM KJIaACCOM.
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4. Onucanue pa3padOTKH NPHJIOKEHUS

4.1. Pa3paboTka 00beKTOB, CIPAITOB U AHMMALIMH.

B paspabarsiBacMoOM IpHIIOKEeHHE OBLT co37aH 00beKT «triangle» u «circley.

Pucynok 4.1 — o0bekr «triangle»

Pucynok 4.2 — 00bekT u «cCirclex.

[Ipy CTONKHOBEHUU TPEYTOJIbHUKA U KPYTd, OHA HUCUE3AI0T.
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5. TeCTI/IPOBaHHe NMPAJTORKCHUSA

[Ipu 3ammycke Urpbl, ITPOKa BCTPEYAET UTPOBOE TOJIE.

Pucynok 5.1 —Urposoe nose.
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Pucynok 5.2 — IIpouecc urpsl.
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6. TexHuYeckHe U MPOrPaMMHbIE CpeCTBa

Urpossie TpeOoBaHMs ObLIN MOJYYEHBI HA OCHOBE MPOCMOTpPA CTATUCTUKU U3
JUCIIeTYepa 3a/1a4, U MOHUTOPA PECYPCOB.

1. [Tporeccop, umeronuii 32\64 paspsaHylo apXUTEKTYpy C TaKTOBOH
yactoToit oT 1 I'T'11 1 BEIIIE.

2. O6bEM Buaeo namstu npumepHo 400 MO

3. Pasmep omepatuBHOM mnamstu 220 MO. (mias 32X pa3psgHOro
nporieccopa) u 400Mb. (st 64-X pa3psAHOTO IMPOIIECCopa), U BhIIIE

4. Omnepanmonnas cuctema Windows 7 u ctapiie.
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3akJIroueHue

B Xxone BbIONHEHUS KypcoOBOro TmpoekTa Obuia paspaborana 2D.

Pa3paboTanbl UTPOBbIE OOBEKTHI U JIOTHKA UTPHI.

IMporpaMMHupOBaHUs C UCIIOJIB30BAHUCM BO3MOXXHOCTEH Monogame.

IIporpamma  HammcaHa

Ha SA3BIKE

C#

METOJOM

BOCXOAALICTO
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Ipuioxenue

[Tpunoxenue A JIucTuHr Koza.

Gamel.cs

using System;

using System.Collections.Generic;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Graphics;
using Microsoft.Xna.Framework.Input;
using Microsoft.Xna.Framework.Audio;
using Microsoft.Xna.Framework.Content;
using Personal.Code;

namespace Personal

public class Gamel : Game

{

GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;

Rectangle scrBounds;

Sprite fon;

Sprite btn_play;

GameState gameState = new GameState();
Player player;

Enemies enemy;

Texture2D textureEnemies;
Random randNum;

MouseState mouse;

inta=0;

private double click__timer = 0;
private double c__timer = 0;
public static int ScreenWidth;
public static int ScreenHeight;
int count = 20;

intn=0;

intgg =0;

public bool IsWin { get; set; } = false;

int EnemiesNumber { get; set; }

int EnemiesSpeed { get; set; }

bool wasPressed = false;

public Gamel(int enemiesNumber, int enemiesSpeed)

{

graphics = new GraphicsDeviceManager(this);
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Content.RootDirectory = "Content";
graphics.PreferredBackBufferHeight = 1000;
graphics.PreferredBackBufferwWidth = 1000;
IsMouseVisible = true;
EnemiesNumber = enemiesNumber;
EnemiesSpeed = enemiesSpeed,;

¥

int wp = 10;

protected override void Initialize()

base.Initialize();

}

protected override void LoadContent()

{
spriteBatch = new SpriteBatch(GraphicsDevice);
randNum = new Random();
Services.AddService(typeof(SpriteBatch), spriteBatch);
/ltextureEnemies = Content.Load<Texture2D>("circle");
//CreateNewObjectl();

¥
protected void CreateNewObiject()

{

if (n < EnemiesNumber) {
[* if (c__timer <=0)
{

enemy = new Enemies(this, Content.Load<Texture2D>("triangle"), new Vector2(0,

0), "triangle™, this, EnemiesSpeed );

Components.Add(enemy);
n++:
Ilwp =wp +1;
c__timer = 3f;
}
}
protected void CreateNewObject1()
{

player = new Player(this, Content.Load<Texture2D>("circle™), new Vector2(0,880),

"player", this, 30);

Components.Add(player);
¥
protected override void UnloadContent()
{

/Ifon.spTexture.Dispose();

}

17
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// TODO: Unload any non ContentManager content here

double timer = 0;

double time = 0;

/Il <param name="gameTime">Provides a snapshot of timing values.</param>
protected override void Update(GameTime gameTime)

{
if (GamePad.GetState(Playerindex.One).Buttons.Back == ButtonState.Pressed ||

Keyboard.GetState(). IsKeyDown(Keys.Escape)|| a == 15 || timer == 100000)

3000

Exit();
graphics.ApplyChanges();

click__timer -= click__timer >0 ? gameTime.ElapsedGameTime.TotalSeconds : 0;
c__timer-=c__timer >0 ? gameTime.ElapsedGameTime.TotalSeconds : O;

var keyboardState = Keyboard.GetState();

I/ CreateNewObject1();

timer += gameTime.ElapsedGameTime.Milliseconds; // mosBasiroTcst KBaapaTsl 4epe3

if (timer > 500)

{
CreateNewObject();

timer = 0;

}

if (keyboardState.lsKeyDown(Keys.Up) && !wasPressed)

{
CreateNewObject1();

wasPressed = true;

}
else if (keyboardState.IsKeyUp(Keys.Up))

{
wasPressed = false;
}
[[for (inti=0;i<1;i++) //// BBUIETAIOT CHM3Y 20 KPYI'OB BE3 HAJKATHU A
KIJIABUIIIN
1{
/I if (c__timer <=0)
I {

Il enemy = new Enemies(this, Content.Load<Texture2D>("triangle™), new

Vector2(0, 0), "triagle", this, 15); // mocnenuuit arpuOyT - CKOPOCTH KPYTOB
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I

//

I}
I}

Components.Add(enemy);

c__timer = 3f; // npoMex)yTOK MEXIy Kpyramu

mouse = Mouse.GetState();

foreach (GameComponent spr in Components)

{

}

Components.Remove(spr);

/I Components.Remove(enemy);
count--;

at++:

/* if ((time > 50000) || (count == Q))

Exit();

Ilgg++;
if (a2 == EnemiesNumber)
IsWin = true;

Exit();

return;

llgg++;

}

// TODO: Add your update logic here

base.Update(gameTime);

}

void screen()

{

graphics.PreferredBackBufferHeight = ScreenHeight;
graphics.PreferredBackBufferWidth = ScreenWidth;

}
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protected override void Draw(GameTime gameTime)
{
GraphicsDevice.Clear(Color.CornflowerBlue);
spriteBatch.Begin();

ScreenHeight = 1000;
ScreenWidth = 1000;

screen();

base.Draw(gameTime);
spriteBatch.End();

Enemies.cs

using System;

using System.Collections.Generic;

using System.ComponentModel;

using System.Diagnostics;

using System.Text;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Audio;
using Microsoft.Xna.Framework.Graphics;
using Microsoft.Xna.Framework.Input;
using Microsoft.Xna.Framework.Content;

namespace Personal

{

public partial class Enemies : GameComponent
{

MouseState mouse;

Gamel gamel;

private Rectangle scrBounds;

private int direction = 0;
protected Random randNum;

public Enemies(Game game, Texture2D newTexture, Vector2 position, String name,
Gamel gamel, int pix_per_step) : base(game, newTexture, position, name)
{
this.texture = newTexture;
this.position = position;
this.gamel = gamel,;
randNum = new Random();
/I int speeds = randNum.Next(2, 50); // ckopoctb kBagpar (2,50)
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this.pix_per_step = pix_per_step;
Rectangle = new Rectangle(0, 0, texture.Width, texture.Height);

this.Object_type = name;

scrBounds = new Rectangle(0, 0, 80, 72);

¥
public virtual void Move()
{
/I sprPosition += speed;
¥
public override void Update(GameTime gameTime)
{

mouse = Mouse.GetState();
/| nBM>KEHHE KBaIpaTOB

/I position.Y += pix_per_step;
/I position.Y += pix_per_step;

/* if (direction == 1) // cnpaBa HasileBO (BHHU3Y)

{
if (position.Y + texture.Height + pix_per_step > Gamel.ScreenHeight - 200 &&

position.X - pix_per_step < 0)

direction = 2;
else
position.X -= pix_per_step;
}
if (direction == 2) //cuu3y BBepx (cieBa)
{
if (position.X - pix_per_step < 0 && position.Y - pix_per_step < 0)
direction = 0;
else
position.Y -= pix_per_step;
}
*/
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if (direction ==0) // JIBrkeHre cripaBa HaJCBO CJIEBa HAMPABO U T/

{

if (position.Y + texture.Height + pix_per_step < Gamel.ScreenHeight && position.X

+ texture.Width + pix_per_step > Gamel.ScreenWidth)

{

direction = 1;

}

else

{
position.X += pix_per_step;
/I position.Y += pix_per_step;

¥
¥

[*if (direction==1) //

{

if (position.Y - pix_per_step < 0 || position.X - pix_per_step < 0)
{

direction = 0;

}

else
{
}

}
*/

position.X -= pix_per_step;

if (direction==1) //

{
if (position.Y + texture.Height + pix_per_step > 1000)
{
direction = 2;
}
else
{
position.Y += pix_per_step;
¥
¥

if (direction == 2) // JIBrkeHre cripaBa HaJCBO CJIeBa HAMPABO U T/

{
if (position.Y - pix_per_step < 0)
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{

direction = 0;
}
else
{
position.X -= pix_per_step;
position.Y -= pix_per_step;
}
}
Move();

base.Update(gameTime);
}

¥
¥

Program.cs

using System;

namespace Personal

{

public static class Program
{
[STAThread]
static void Main()
{
/lusing (var game = new Gamel(5, 10))
var levell = new Gamel(5,10);
var level2 = new Game1(10, 20);
level1l.Run();

if (levell.IsWin)
level2.Run();
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GameComponent.cs

using System;

using System.Collections.Generic;

using System.ComponentModel;

using System.Diagnostics;

using System.Text;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Audio;
using Microsoft.Xna.Framework.Graphics;
using Microsoft.Xna.Framework.Input;
using Microsoft.Xna.Framework.Content;

namespace Personal

{

public partial class GameComponent : DrawableGameComponent
{

protected int pix_per_step;

protected Vector2 Velocity;

protected Vector2 position;

protected Texture2D texture;

public GameComponent(Game game, Texture2D texture, Vector2 position, string
Object_type) : base(game) { }

public Vector2 Velo { get { return Velocity; } set => Velocity = value; }

public string Object_type { get; set; }

public bool IsDead { get; set; } = false;

public Vector2 Position { get { return position; } set => position = value; }

public Rectangle Rectangle { get; protected set; }

public Rectangle Properties => new Rectangle((int)Position.X - Rectangle.Width / 2,
(int)Position.Y - Rectangle.Height / 2, Rectangle.Width, Rectangle.Height);

public override void Draw(GameTime gameTime)

{
SpriteBatch sprBatch = (SpriteBatch)Game.Services.GetService(typeof(SpriteBatch));

/lif (Gamel.gameState.Menu == GameState.PLAY)
1{

sprBatch.Draw(texture, Position, Color.White);

I}

base.Draw(gameTime);

Player.cs

using System;
using System.Collections.Generic;
using System.ComponentModel,
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using System.Diagnostics;

using System.Text;

using Microsoft.Xna.Framework.Audio;
using Microsoft.Xna.Framework.Graphics;
using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Input;
using Microsoft.Xna.Framework.Content;

namespace Personal.Code

{

public partial class Player : GameComponent
{

private int direction = 0;

private Rectangle scrBounds;

public int height { get; }

public int width { get; }

Gamel gamel;

bool is_MouseLB_Pressed = false;
Vector2 new_position = new Vector2();

public Player(Game game, Texture2D sprTexture, Vector2 position, String name, Gamel
gamel, int pix_per_step) : base(game, sprTexture, position, name)

this.position = position;
this.Object_type = name;

this.texture = sprTexture;
this.gamel = gamel;
this.pix_per_step = pix_per_step;

Rectangle = new Rectangle(0, 0, texture.Width, texture.Height);

/I height = 80;

/I width =72;

scrBounds = new Rectangle(0, 0, 80, 72);
}

public override void Update(GameTime gameTime)

{
KeyboardState kbState = Keyboard.GetState();

[*if (direction == 0) // cBepxy BHU3 (cripaBa)

{
if (position.Y + texture.Height + pix_per_step > Gamel.ScreenWidth && position.Y

+ texture.Height + pix_per_step > Gamel.ScreenHeight - 200)
{

direction = 1;
25
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}

else
{
position.Y += pix_per_step;
¥
¥
if (direction == 1)
{

if (position.Y + texture.Height + pix_per_step > Gamel.ScreenHeight - 200 &&
position.X - pix_per_step < 0)

direction = 2;
else
{
position.X -= pix_per_step;
}
/I position.X -= pix_per_step;
}
if (direction == 2) //cau3y BBepx (cieBa)
{
if (position.Y - pix_per_step < 0 && position.Y - pix_per_step < 0)
direction = 0;
else

position.X += pix_per_step;
position.Y -= pix_per_step; // mo nuaroxamu

*/

/I position.X += pix_per_step; // cnera Hampaso
/it (kbState.IsKeyDown(Keys.Space))

I{

/I position.Y += pix_per_step; // no nuaronanu
/I position.X -= pix_per_step; //
I}

foreach (GameComponent sprl in gamel.Components) // BSAUMOJIEMCTBUE
{

//Ecu 00BEKT - 3TO KPYT ¥ TPAHUIIBI JAHHOTO CIIpaiTa HAKJIaIbIBAIOTCS HAa 00J1aCTh

Kpyra
if (sprl.Object_type == "triangle” && Properties.Intersects(sprl.Properties))

{
/lgamel.Kill();

sprl.IsDead = true;
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Il EXit(0);
}

}
Move();

/I Check();
base.Update(gameTime);

}

void Move()
{
/*
KeyboardState kbState = Keyboard.GetState();
if (kbState.IsKeyDown(Keys.Up))
position.Y -=5;
if (kbState.IsKeyDown(Keys.Down))
position.Y +=5;
if (kbState.IsKeyDown(Keys.Left))
position.X -=5;
if (kbState.IsKeyDown(Keys.Right))
position.X +=5;
*/

position.X +=10;
position.Y -= 10;

void Check()
{

it (position.X < scrBounds.Left)
{

position.X = scrBounds.Left;

¥
if (position.X > scrBounds.Width - width)

{
position.X = scrBounds.Width - width;

¥

if (position.Y < scrBounds.Top)

{

position.Y = scrBounds.Top;

}
if (position.Y > scrBounds.Height - height)

{
position.Y = scrBounds.Height - height;

¥
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¥

Sprite.cs

using System;

using System.Collections.Generic;

using System.Text;

using System.Threading.Tasks;

using Microsoft.Xna.Framework.Graphics;
using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Input;
using Microsoft.Xna.Framework.Content;

namespace Personal.Code

{

class Sprite

{
public Texture2D spTexture;
public Vector2 spPosition;

public Sprite(Texture2D spTexture, Vector2 spPosition)
{
this.spTexture = spTexture;
this.spPosition = spPosition;
¥
}
}
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