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BBepeHue

C pasBUTHEM TEXHOJIOT UM KOMIIBIOTCPBI BCC OoubIIe 1 OOJIBIIIE BIIMBAIOTCS B

ITOBCEHEBHYO KU3Hb YeloBeKa. [lepcoHanbHble KOMITBIOTEPHI - 3TO YK€ HE MPOCTO
MAaIllUHbl IS MAaTEMAaTHUYECKUX BBIYUCICHUHN, UX OOIIECAOCTYNMHOCTh 3HAYUTEIHLHO
pacuiupuia 00JIacTh MNPUMEHEHUS. IJTO TMO3BOJIMIIO Pa3BUTHCS TaKOMY BHIY
pa3BiieyeHUM Kak Bugeourpbl. OHU UMEIOT OO0JIbIIIOE 3HAYEHHUE IS JII0JIeH, Ha P C
KuHeMaTorpagoM M JIpyruMHu pa3BiedeHusMU. OHU MOMOTAIOT JIIOASIM Y3HATh JUIsS
ce0st 9TO-TO HOBOE, paccIabUTCs M BECEIO MPOBECTH BPEMS U MPOCTO AAPAT MACCy
MOJIOKUTENBbHBIX AMOIM. Kak KynbTypa, Urpbl HE TaKk JaBHO OOOCHOBAIUCH, HO
IJIOTHO «BPE3aJUCh» B OOIIECTBO, YK€ KaXIbIA, MO KpalHeW wmepe, 3 Urpok
aCCOLMUPYET BHUJICOUTPY, KAaK MAaJIEHBKOE IIPOM3BEACHUE HCKyccTBa. Llemo ston
KypCOBOM pabOTHl SIBISCTCA CO3/JaHWE WIPHI JKaHpPa TOJOBOJOMKA, a TaKkKe
MOJTyYeHHUE TPAKTUYECKUX HABBIKOB HAMHUCaHUS W Pa3pabOTKU MPUIOKEHHUH C

MCITI0JIb30BAaHUE IPOrPaMMHOM cpebl pazpadotku Microsoft Visual Studio 2022.



1 NocTaHoOBKa 3agayuu

Heobxoanmo pa3padborats urpy «2048». B urpe Oy1yT peaan3oBaHbl
CJIEYIOIIME TIPaBUIa;

1. ITpu 3anmycke urpsl Ha nosie pa3MepoM 4 Ha 4 MOSABISIETCSA IBE IUIUTKU CO

3HAYECHUAMHA 2 win 4.

2. Ilpu Ha)kaTUM Ha CTPEJIKU BCE IUIUTKH UTPOBOTO MOJISI B OAHY U3 4 CTOPOH.
Ecnu npu mnepeMenieHuu ABE IUIMTKA OJIHOTO HOMMHA A «HAJETAKOT» OJHA Ha
IPYTYH0, TO OHHM MNPEBPAIAKOTCS B OJHY, HOMHHAQJI KOTOPOW pPaBEH CyMMeE

COCIMHHNBIINXCA ITIIMTOK.

3. 3a Kaxnple OObEIMHEHHBIE IUIMTKU MOJB30BATENIO0 OYyIyT HAUYUCIATHCA

OYKH.
4. OCHOBHOMU LIEJIBIO UTPHI SABJISIETCS NTOCTUKEHHUE TUTMTKHU CO 3HaUeHuem 2048.

5. HpI/I 3aII0JIHCHUKU BCCTO HUTPOBOr0 IIOJIA INIMTKaAMHW WM HCBO3MOXHOCTHU HX

O6T)CI[I/IH€HH51 HaCTYyIIaCT KOHCI UT'PHI.

HCO6X0)II/IMO TAKKC p€ain30BaTh MCHIO, C ITOMOIIBIO KOTOPOI'O0 MOXKHO 6y11€T

3aIlyCTUTh UTPY U BBINTU U3 IIPUIIOKECHHUS.

Heobxoanmo peann3oBaTh MUHUMAIHCTHYHBIN U YAOOHBIN HHTEpPEIC, YTOOBI
y TNOJB30BaTENs HE BO3HUKAIO 3aTPYAHEHHUW IIPU HMCIOJIB30BAHMM IpOrpaMmel. B
nporpaMMme Takke OyayT HCIIOJIb30BaThCS CIIOKHBIE THIIBI IaHHBIX. Y CTPOWCTBaMU
yIIpAaBJIICHUsT WIPOM SBIAETCA KiaBuarypa. Bce IOeWCTBUS B WUIPe JOJDKHBI

OCYHICCTBJIATHCA C ITIOMOIIBbIO HAKATHA KJIABHUII KIIaBUATYPHI.



2 BbIboOp pewweHUun

2.1 OnpepeneHne HeobxoaMMbIX MOAyNen NporpaMmmbl

Pa3zpaboTanHas mporpaMma COCTOUT U3 YETHIPEX MOIYJIEH:

1. Main.cpp

2. Tiles.hpp

3. RenderScreen.hpp
4. GameMenu.hpp

GameMenu.hpp RenderScreen.hpp Tiles.hpp

Main.cpp

Pucynok 1 — Cxema B3aumoaeicTBUA MOAYJIEH

1. RenderScreen.hpp — ™Moayns coaepkuT B cebe TMojie UIPbl U BCE
TeHEpUPYEMbIC N300PKCHHSI ¥ HAIITHCH.

2. GameMenu.hpp — Moaynb comepKuT B ceOe KO MEHIO UTPHI.
3. Tiles.hpp — Moaynb coaepkuT GYHKITUU ISl paOOThI C TUIMTKAMH.

4. Main.cpp — rJaBHBIA MOAYJh TporpamMmbl. UMEHHO 3/1€Ch MPOUCXOIUT
reHepanus MEHIO UTpbl. B 3TOM MOJyJsie OCYIIECTBISIETCS 3allyCK HTPOBOTO
npoiiecca.

Hwuxe Ha pucyHke 2 npencraBieHa cxemMa JaHHBIX IPOrpaMMBbl

Pucynok 2 — Cxema JaHHBIX



[Nonb3oBaTens

YCTpoicTea
BBOAA

2.2 OnpepgernexHue anroputma nporpaMmmbl

OnepaluoHHan
Cuctema

Oucnnei

nporpamma




AJNTOPUTM WTPOBOTO TMpoOIlecCa OCHOBAH Ha TMPOCTEHINHMX OMepanusx |
(GYHKIUSAX:

1) 3arpy3uTh U BKIIIOUUTH MEHIO TIPU 3aITyCKE UTPHI;

2) I103BONUTH UTPOKY JIBUTATHCS MOCIE 3aITyCKa.

3) CuutaTh AByMEPHBIA MACCUB, KOTOPBIN MPEACTABIISIET COOOM MOJIE UTPHI;
4) 3arpy3uTh Ha MOJE TUIUTKH;

5) Ecau urpok nosry4ut miantky HomuHanoMm 2048, To 3aBepIInTh UTPy.

Jlns mpencraBiieHus NpUHLMNA paOOThl YPOBHS UIPbl HUXKE MPUBEIEHA €ro

(dyHKUHOHANIBHAS cxema (puc.3).

C Ha4darno >

3aryska UrpoBsoro
MEHH

'

Co3gartb none u3
2-X MepHoro
Maccusa

!

MeHepauus NNUTOK

!

NepemMmelueHue
NIANTOK

HeT
nrpa oKoH4eHa

(e )

Pucynok 3 — anroputm, peaau3yomui TpUHIUMI paboThl UTPbI

AJ'IFOpI/ITM IMPOBCPKHU HA HAXKATHUC KJIaBUII JABHJKCHHA OCHOBAH HA IIPOCTOM

YCIIOBUH, €CIIM €CTh CBOOOAHOE MECTO WM IUIMTKM C OJUHAKOBBIM HOMHUHAJIOM
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COIIpUKACAOTCA, TO CABUHYTH IINIMTKU B BBI6paHHOG HarpaBJICHUC B 3aBUCUMOCTHU OT

HaKaTOW KJIABUIIM. AJITOPUTM ABUKEHUS MIPeICTaBlieH Ha (puc.4).

PucyHOk 4 — anroput™ NpoOBEPKU HA HAKATHS KIIABHII JIBUXKEHUS

Adroput™M 00BEIUHEHMS IUIMTOK OYEHb HPOCTOW M COCTOUT W3 MPOBEPKU
YCJOBUS, €CJIM IUIUTKU C OJIMHAKOBBIM HOMHWHAJIOM «HAJETAKOT» JAPYr Ha JApyra, TO
OHU OOBEAMHSAIOTCS, a CyMMa WX HOMHHAJIOB NpUOaBiseTcs K CUYETY. AJTOPUTM

00beIMHEHMS TUIUTOK IIPUBEICH Ha (puc.S).

PucyHok 5 — anroputm o0beUHEHUS TITUTOK
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C Ha4darno )

MIMTEX paBHbl No
HOMMWHany

Jalz]

O0bLeaAMHUTE MNUTKK

!

MpwGaBuTL Cymmy
HOMMWHArOoB K CHETY
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3 OnucaHune paspaboTkm nporpamMmmbl

JIist HanMcaHust MPOrpaMMbl ObLT UCTIONB30BAH SI3bIK MporpammupoBanus C++
a Taxxke ombnmuorexka SFML, ¢ moMombI0 KOTOPOTO OYE€Hb YOOHO CIIPOECKTHPOBATH
MCIIOJTHEHUE UTPHI TOJIOBOJIOMKA M 00€CIeUUTh OBICTpOJICHCTBUE UTPhl. B KauecTBe

cpeabl pa3paboTku OblIa UCIoNIb30BaHa nporpamma Microsoft Visual Studio 2022.

Jns Hauvanma Obuta pa3paboTaHbl MEHIO, TMOJie, OBMKOK UIpbl «2048y». Jlns
paboTel ucnosb3dyercss moayiab GameMenu.hpp, Main.cpp. 3aech Mmonb30BaTENb

MOJKET 3aIlyCTUTh UTPY U 3aKPBITH €€.

[Ipu BBIOOpE amemeHTa MeHIO «Urparh» HauyMHATBCS CaM MPOIECC WIPHI.
3amyckaeTcsi wWrpoBas ceccus. [IpoeKTUpOBaHHWE WIPOBOTO TIONA M IUIUTOK
MPOUCXOUT C TIOMOIIBI0 MeTonoB m3 Moxayied RenderScreen.hpp m Main.cpp. C
nomonipio oubamoreku SFMLGraphics mbl BeiOMpaeM odopmienue urpel. Ilocne
HakaTusl kKiaBuiy Escape moyib30BaTeNlb MOXKET BBINTH W3 WTPHI, a TPU HAKATUU

kiaBuiy Enter — Hauath Urpy 3aHOBO.

JIBmKeHre WrpoKa OCHOBAHO Ha IMEPEMEIIEHUU B YETHIPE pa3HbIC CTOPOHBI.
CuuThiBaeTCsl KJIaBHIIA, KOoTopas Obuia Haxkata B ¢yHkuuu keypressed. Eciu 3to
KJIaBUILIA HaMpaBjieHUs (CTPEIOYKH), TO 3a/JlaHHOE HAYMHAETCS JIBIDKEHHE CO

CMCIICHUCM I10 3TOMY HaIIPpaBJICHHUIO.

B npouecce, xorma HMrpokomM OyayT OOBEIMHEHBI IUIMTKH, IOJb30BaTEllb
3apabaThiBa€T OYKH, KOTOpPHIE paBHbl CyMME HOMUHAIOB OOBEAMHEHHBIX IUIMTOK.

Nudopmanus o cuére BEIBOAUTHCS Ha SKPaH.

B monyne Tiles.hpp conepKuTcsi anropuTMbl TOSIBICHUS U IBMXKCHUS TUTUTOK,
€CJIM Ha MoJie OCTaéTcsi CBOOOJIHOE MECTO WMJIM IUIUTKH C OJMHAKOBBHIM HOMHUHAJIOM
COTPUKACAIOTCS, TO MPOUCXOJUT CIBUT IUTUTOK B BBIOpAHHOE HAMpaBICHUE U
MOSIBJISIETCS. HOBasl TUIMTKA. JIBM)KEHHME OCYIIECTBISETCS MPU HAXKATUM KIIABUII

CTpPEJIOK, CUUTHIBAHUE HAXKATHUS MPOUCXOAUT ¢ momoiibio pyHkiui keyPressed.

Jyist aHanu3a nporpaMMbl HEOOXOIMMO BBISIBUTH €€ ToBeAeHue (Tadm.1):
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Tabmuua 1 — Ananus nporpaMmbl

Onucanue Pesynbrar
3amyck BxrogaeTcst MeHI0 ¢ BHIOOpOM YpOBHEH, BKITIoUaeTcs: (hoHoBast
MIPOTPAMMBI MY3bIKa.
VYnpaenenue | Haxumarorcs kiaBuIlM ABM)KEHUE, TUIUTKU CABUTAIOTCS(MEHSIOT
TUTUTKAMU KOOPAMHATHI).
[losiBienue [losiBIEHME UIMTOK B CIy4alHBIX MECTaX I1OJIS MTOCIE 3aIycKa
TUTUTOK YPOBHS ¥ OCYIIIECTBIICHHSI CIBUTA TTUTOK.
[TpoBepka Ha | BriBojg coobmieHrEM 0 OPaKEHUHU U MPEJIOKEHUN TTOTPOOOBATh
MOpaXKEHUE CHOBA.
[TpoBepka Ha BriBoj1 coob1enust o mobesie B Urpe mociie moiayyueHus MINTKA
3aBEPUICHUE 2048.
UTPBI
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4 OTnapgka n TectupoBaHue

Cpenoit paspabotku Obuta BblOpana mporpamma VisualStudio 2022.
[Iporpamma copepx uT B cede Bce HEOOXOIMMbIE CPEICTBA JJI YCIIEUTHON OTIaAKU U
TECTUPOBAHUS MOJYJICA MPOTrpaMMbl, a TAKXKE BCEM MporpamMmsbl B 1enoM. [laHHas
cpena pa3pabOTKH BBIMYLIEHA OTHOCUTEIbHO HENABHO, YTO MO3BOJIET MPOBOIUTH
HEOOXOJMMbIC  OmepalMd  HaJ  pa3paboTaHHOM  mporpamMMod  HauOosee
npoM3BOAMTENbHO W 3 dexTtuBHO. [l BBIMOTHEHUS OTIAIKA MPUMEHSIINCH
cpenctea Visual Studio, Takue Kak: TOYKM OCTAaHOBA, aHAJIU3 COJAECPKUMOTO
MEePEMEHHBIX, BBIIIOJIHEHHUE KOJIa 10 1aram (1o CTpokam), aHajiu3 namsatu. B nannom
cllydyae TOYKa OCTAaHOBKM ObLJIa yCTaHOBJIGHA IMOCJIE€ OOBEIWHEHUS TIUIUTOK, YTO
MO3BOJIIET IMPOBEPUTH IOJYyUYCHHE OYKOB cuéTa, MpejcTaBlieH Ha (puc.6). OTo
MMOMOJKET TOHATh, KAKWE 3HAUYCHUS OBUTM CTEHEPUPOBAHBI U KAKWE MPOBEPKU OyayT

BBIITOJIHCHBI.

572048 - Game. . X

Pucynok 6 — OTiaaka nporpaMmsl
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TecTupoBaHue MPOBOAWIOCH B paboueM MOPsAKE, Ha BCEX dTamnax pa3padoTKu
MporpaMMbl, B TOM YHCJI€ TOCJE 3aBepIIeHUs HamucaHus Koja. TecTupoBaHHe

IMO3BOJIMJIO BBIXIBUTH U UCITPABHUTH MHOKCCTBO HpO6JICM 1 HCOOYCTOB.

Pucynok 7 — TectupoBanue nmporpaMMbI(IOsSBICHUE TUTUTOK)

1 2048 - Game - X

Game Over!

Hit enter to restart

Pucynok 8 — TectupoBaHue nporpaMmbl(IOpaxKeHue)
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5 OnucaHune nporpaMmmbl

JlanHas mporpamMma mpecTaBisieT co0oi npuiiokeHune Ha s3pike C++, KoTopoe

MO3BOJISIET 3AIYCTUTD UTPy «2048%.

IIpu BeIOOpe KHOMKU «MrpaTe» 3amyckaercss ypoBeHb WIphl. JlOCTyIHBI

CIIeAYIOIIUE ACHCTBUS:

1. CIBUHYTH BIPABO «—>»
2. CIBHUHYTB BIEBO «<—»

3. CnBunyTh BBEPX «T»

4. CIBUHYTH BHU3 «|»

3. Hauate cHauana «enter»
6. Breiiitu u3 urpsel «escape»

[Tonb3oBaTenb MOXKET HaxkaTh KHONKY «Mrpate», 1mocie 4Yero emy
MPENOCTaBIsAETCA yNpaBleHWEe Urpoil. 3aTeM MOJb30BaTelb MOXKET HaydaThb

MEPCMCIICHUC , HA’KUMAs KIIABUIIIN ABHKCHUA.

[Tocne 3amycka Wrpbl TPOUCXOAUT MOSIBJICHUE JIBYX IUIUTOK C HOMHHAJIOM 2
win 4. Taxxke mocie caBura IUIMTOK MOSBISETCSA TUIMTKA B CIIy4yallHOM CBOOOJIHOM

MECTE HOMHUHAJIOM 2 Wiu 4.

Ecmu HUI'pOK JO0XOJHUT A0 KOHIA HI'Pbl WM IIPOUI'PBIBACT, HUI'Ppa BBIBOJMWT

COOTBETCTBYIOIIIEE COOOIIEHNE U MPEOCTABISECT BHIOOD:
1. Hauatsb 3aHOBO.

2. BbIiTH U3 UTPHIL.

16



6 PykoBoacTBO nonb3oBarterns

Bua okHa MeHIO IIpH 3aImycKe IpUBEIEeH Ha puc 9.

PucyHnok 9 — BuUJ OKHA MEHIO

[Ipu BBIOOpE nelicTBuUs «Starty — 3amycTUThCS Urpa Ha puc.10.

12048 - Game - X

Pucynox 10 — BeiO0p kHOMKHU «rpaTh»
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Jlanee mpeicTaBICHO MOSIBJICHUE TUIMTKY MOCIE ¢IBUra Ha puc.11.

12048 - Game x

PI/ICYHOK 11 — mosiBNeHUE TUIMTKH MOCJIE caBura

[Tocne nopakeHus: BEICBEUUBAETCA OKHO C BBIOOPOM, MPE/ICTABICHO Ha puc.12.

W1 2048 - Game — X

Game Over!

Hit enter to restart

Pucynox 12 — BBIBOJ] OKHA TIOPAXKEHUS C BEIOOPOM

18



3aknoJyeHue

B Xxozme BBIMONHEHHS KypCcOBOW pabOThl OBLIM MOJYyYEHB U PaCIIUPEHBI
HaBBIKU Pa3pabOTKH MHOTOMOAYJIBHBIX MpOrpamMm Ha si3bike C++, 0oCBOCHBI (HyHKIIUU
pabotel ¢ oubnuorekoir SFML, ciocoObl HHTEpHpEeTalud COOBITUN OT KIIaBUATYPHI.
OcBoeHbI Ha MPAKTUKE B O0JIBIIOM 00beMe PYHKIMHU JUIsl pabOThI ¢ U300paKEHUSIMH.
3akperuieHsl puemMbl padoThl B koMmmuisitope Visual Studio 2022, oTToueHbI HaBbIKU

MIPOrpaMMHUpPOBaHus Ha sA3bike CH++.

B nanHoif kypcoBoii paboTe Obla HamucaHa MpPOrpamMMa, UCTIOJIb3yeMas s
3amycka urpbl «2048». CoOOTBETCTBEHHO, IporpamMma He TpedyeT OO0JbIIOro
KOJIMYECTBA CUCTEMHBIX PECYypCOB, Oyarogapsi, B TOM YKCJI€ UCIOJIb30BAHUIO SI3bIKA

C++, obecrieunBaet OBICTPYIO 00pabOTKY MH(pOpMaIUy.

[Iporpammy B OyayiieM MOKHO yiydlllaTh, JA00aBiATh HOBbIE (yHKIMU. B
LIEJIOM, TOCTaBJICHHAas B Haudaje KypCOBOIO IpOEKTa Iejib Obula JOCTUTHYyTa. B

IMporpaMme BBITIOJITHAIOTCA BCC HCO6XO,ZII/IMLI€ q)YHKIJ;I/IOHaJILHBIG Tpe6OBaHI/IH.
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MpunoxeHune A
JIncTUHr nporpamMmmbl

[MpunoxeHne A.1
NcxogHein goann «Main.cpp»
#include <SFML/Graphics.hpp>
#include <SFML/System.hpp>
#include <map>
#include <deque>
#include <utility>
#include <sstream>
#include <string>
#include <stdlib.h>
#include "GameMenu.hpp"
#include "RenderScreen.hpp"

#include "Tiles.hpp"

using namespace std;

using namespace sf;

// GYHKUMA HACTpPOWKM TeKkcTa

void InitText(Text& mtext, float xpos, float ypos, String str, int size font
60,

Color menu_text_color = Color::White, int bord = @, Color border_color
Color::Black);

// OyHKUMA nepexoga K urpe
void GameStart()

{
srand(time(NULL));

// 3arpy3ska wpudTa
if (!font.loadFromFile("ClearSans.ttf")) {
printf("Font fail\r\n");

// OnpepeneHue uBeTa ANA fA4eeK Ha OCHOBE MX 3Ha4YeHuA
numberColours[@] = Color(204, 192, 179, 255);
numberColours[2] = Color(138, 228, 218, 255);
numberColours[4] = Color(235, 204, 200, 255);
numberColours[8] = Color(242, 177, 121, 255);
numberColours[16] = Color(231, 55, 99, 255);
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Color(46, 124, 95, 255);

Color(246, 94, 59, 255);

Color(55, 27, 114, 255);
Color(237, 204, 97, 255);
numberColours[512] Color(137, 200, 80, 255);
numberColours[1024] = Color(27, 197, 63, 255);
numberColours[2048] = Color(39, 14, 46, 255);

numberColours[32]

numberColours[64]

numberColours[128]

numberColours[256]

// $oH nonAa
gridBackgroundRect.setFillColor(gridBGColour);
gridBackgroundRect.setPosition(Vector2f (590, 110));

// cuéT

scoreText.setFont(font);
scoreText.setStyle(Text::Bold);
scoreText.setFillColor(textColour);

scoreDecoratorText.setFillColor(textColour);

// NANTKMK

tileText.setFont(font);
tileText.setCharacterSize(64);
tileText.setStyle(Text::Bold);
tileText.setFillColor(textColour);

// oTobpaxeHune urpbl
gameOverBackground.setFillColor(Color(250, 248, 239, 175));
gameOverBackground.setPosition(Vector2f (590, 110));
gameOverText.setStyle(Text::Bold);
gameOverText.setFillColor(textColour);

gameOverText.setPosition(Vector2f (800, 300));

reset();

bool moveDone = false;

bool scheduledNumberAdd = false;
Clock clock;

clock.restart();

Time addTimeout = milliseconds(75);

while (window.isOpen()) {
Event event;

while (window.pollEvent(event)) {
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if (event.type == Event::Closed) {
window.close();

}

if (event.type == Event::KeyPressed && !moveDone
&8& !scheduledNumberAdd) {

unsigned char tilesMoved = 0;

if (Keyboard::isKeyPressed(Keyboard::Up))

{
tilesMoved = moveUp();
}
else if
(Keyboard: :isKeyPressed(Keyboard: :Right)) {
tilesMoved = moveRight();
}
else if
(Keyboard: :isKeyPressed(Keyboard: :Down)) {
tilesMoved = moveDown();
}
else if
(Keyboard: :isKeyPressed(Keyboard::Left)) {
tilesMoved = movelLeft();
}
else if
(Keyboard: :isKeyPressed(Keyboard::0)) {
showGameOver = true;
}
else if
(Keyboard: :isKeyPressed(Keyboard: :Return)) {
reset();
continue;
}
else if
(Keyboard::isKeyPressed(Keyboard: :Escape)) {
window.close();
}

moveDone = true;
if (tilesMoved > @) {
scheduledNumberAdd = true;

clock.restart();

}
}
if (event.type == Event::KeyReleased &&
moveDone) {
printf("Emtpies: %zd\r\n",

getEmptyCells().size());
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printf("Available Merges: %d\r\n",
getMovesLeft());

if (isGameOver()) {

printf("\r\n\r\nGame
over!\r\n\r\n");

showGameOver = true;

}

moveDone = false;

if (scheduledNumberAdd && clock.getElapsedTime() >
addTimeout) {

addNumber();
scheduledNumberAdd = false;
}

renderScreen();

int main() {
window.setMouseCursorVisible(false);
float width = VideoMode: :getDesktopMode().width;
float height = VideoMode: :getDesktopMode().height;

RectangleShape background(Vector2f(width, height));
Texture texture_window;
if (!texture_window.loadFromFile( "menubg.jpg")) return 2;

background.setTexture(&texture_window);

Font font;

if (!font.loadFromFile("ClearSans.ttf")) return 3;

Text Titul;

Titul.setFont(font);

// TeKCT C Ha3BaHWeM Urpbl

InitText(Titul, 480, 50, L"Cyber2048", 150, Color(237, 147, 0), 3);
// Ha3BaHWe NyHKTOB MeH

String name_menu[]{ L"Start", L"Exit" };

// 06bEKT UrpoBOe MeH

game: :GameMenu mymenu(window, 950, 350, 4, name_menu, 100, 120);

// YCTaHOBKa UBeTa 3/IeMEHTOB MYHKTOB MEHH
mymenu.setColorTextMenu(Color(237, 147, @), Color::Red, Color::Black);

// BblpaBHWBaHWE MO LEHTPY MYHKTOB MEHH
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mymenu.AlignMenu(2);

while (window.isOpen())

{

Event event;

while (window.pollEvent(event))

{

{ mymenu.MoveUp(); }

{ mymenu.MoveDown(); }

window
window
window
mymenu

window

return 0;

if (event.type == Event::KeyReleased)

{

// CobbiTuA BbIbpa MYHKTOB MEHH

// HaxaTu Ha KnaBMuaType CTpenKku BBepX

if

(event.key.code == Keyboard: :Up)

// HaxaTu Ha KNaBuaType CTPesKU BHU3

if

(event.key.code == Keyboard: :Down)

// HaxaTu Ha KnaeBuaType knasuwu Enter

if (event.key.code == Keyboard::Return)

{

.clear();

// Tlepexogum Ha BbIOPAHHbLIA MYHKT MEHH
switch (mymenu.getSelectedMenuNumber())
{

case 0:GameStart(); break;

case 1l:window.close(); break;

.draw(background);

.draw(Titul);
.draw();
.display();
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// OYHKUMA HACTpPONKM TekcTa

void InitText(Text& mtext, float xpos, float ypos, String str,

Color menu_text_color, int bord, Color border_color)

mtext

mtext.

mtext.

mtext

mtext.

mtext.

.setCharacterSize(size font);

setPosition(xpos, ypos);

setString(str);

.setFillColor(menu_text color);

setOutlineThickness(bord);

setOutlineColor(border_color);
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Mpunoxexne A.2
3aronoBo4Hbin pann « GameMenu.hpp»

#pragma once
#include <SFML/Graphics.hpp>

namespace game {

class GameMenu

{

float menu_X; // KoopguHaTbl MeHWw no X

float menu_Y; // KoopAuHaTbl MeHw no Y

int menu_Step; // PaccToaHuMe Mexay NYyHKTaMU MEHH

int max_menu; // MakcumanbHOe KOAMYeCTBO MYHKTOB
MeHH

int size_font; // Pa3smep wpudTa

int mainMenuSelected; // Homep Tekywero nyHKTa MeHH

sf::Font font; // UWpndT meHw

// DVHaMU4YeCcKuih MacCUB TEKCTOBbIX 0ObLEKTOB Ha3BaHWW MYHKTOB MEHH

st::Text* mainMenu;

sf::Color menu_text_color = sf::Color::White; // LUBeT nyHKTOB
MeHH

sf::Color chose_text_color = sf::Color::Yellow; // UBeT BblibOpa
NMYHKTA MEH

sf::Color border_color = sf::Color::Black; // LUBeT o06BoAKM

TeKCTa NYHKTOB MeHH

// HacTpoiika TekcTa MyHKTOB MEHH
// TNapameTpbl: CCblIKa Ha TEeKCTOBbli 06beKT, TeKCT, KOOpAWHATbl TekcTa

void setInitText(sf::Text& text, sf::String str, float xpos, float

ypos);
// Ccblika Ha rpadpuyeckoe OKHO
sf::RenderWindow& mywindow;
public:
// KOHCTpyKTOp
// TapameTpbl: CCbiika Ha rpapuyeckoe OKHO, KOOPAUHATbI UIPOBOFO MEHH
no x uy

// KonunyecTBO NYHKTOB MeHW, MaccuB Ha3BaHWW NYHKTOB MeHW, pa3mep
mpM¢Ta, war mexay nyHKTaMu MeHH

GameMenu(sf::RenderWindow& window, float menux, float menuy,

int index, sf::String name[], int sizeFont = 60, int step =
80);
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~GameMenu ()

{
delete[] mainMenu;
}
void draw(); // Pucyem meHw
void MoveUp(); // TNepemeuweHne BbIGOpa MeHW BBepx

void MoveDown(); // TNepemeweHne BbIGOpa MEHH BHU3

// LUBeT 31eMeHTOB WrpoOBOro MeHH

void setColorTextMenu(sf::Color menColor, sf::Color ChoColor,
sf::Color BordColor);

void AlignMenu(int posx); // BblpaBHMBaHWE MOJIOXEHUA MEHH

int getSelectedMenuNumber() // Bo3BpawaeT HoMep BbIGpAaHHOTrO 3/eMeHTa
MEeHH

return mainMenuSelected;

1

// meTopg HaCTpOVIKVI TEeKCTOBbIX 06bLEeKTOB NYHKTOB UIrpoBOro MeHw

void game::GameMenu::setInitText(sf::Text& text, sf::String str, float xpos,
float ypos)

{
text.setFont(font); // wpndT
text.setFillColor(menu_text_color); // uBeTt
text.setString(str); // TekcT
text.setCharacterSize(size_font); // pa3mep wpudTa
text.setPosition(xpos, ypos); // KOOpAMHATbl TEKCTOBOro obbekTa
text.setOutlineThickness(3); // TonwuHa KOHTypa 06BOAKM TeKcTa
text.setOutlineColor(border_color); // uBeT KOHTypa 06BOAKM TeKcCTa

}

// BblpaBHMBaHMe MYyHKTOB MeHW MO JIeBOMY MO MpaBoOMy MO LEHTPY
void game::GameMenu::AlignMenu(int posx)
{
float nullx = 0;
for (int 1 = @; i < max_menu; i++) {
switch (posx)
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{

case @:
nullx = ©@; // BblpaBHWBaHWE MO NpaBOMY Kpakw OT YCTAHOBJEHHbIX
KoopAMHAT
break;
case 1:
nullx = mainMenu[i].getLocalBounds().width; // no nesomy
Kpaw
break;
case 2:
nullx = nullx = mainMenu[i].getLocalBounds().width / 2; //
no ueHTpy
break;
}
mainMenu[i].setPosition(mainMenu[i].getPosition().x - nullx,
mainMenu[i].getPosition().y);
}
}

// KoHCTpyKTOp
game: :GameMenu: :GameMenu(sf: :RenderWindow& window, float menux, float menuy,
int index, sf::String name[], int sizeFont, int step)

:mywindow(window),  menu_X(menux), menu_Y(menuy), size_font(sizeFont),
menu_Step(step)

{
// 3arpyska wpudTa
if (!font.loadFromFile("ClearSans.ttf")) exit(32);
max_menu = index; // Konu4yecTBO E€NEMEHTOB MEHH
mainMenu = new sf::Text[max_menu]; // OMHaMUYeCKWi MacCUB MYHKTOB MEHK
// BbiICTpamBaem 3/1eMeHTbl MeHH

for (int i = O, ypos = menu_Y; i < max_menu; i++, ypos += menu_Step)
setInitText(mainMenu[i], name[i], menu_X, ypos);

mainMenuSelected = 0; // 3apaém HaydanbHOe MNONOXEHUA BbIOPAHOrO MYyHKTa MEHH
// uBeT BbIOPAHOrO MYyHKTa MEHI
mainMenu[mainMenuSelected].setFillColor(chose_text_color);

}

// nepemeleHne BbibOpa MeHW BBEpX

void game::GameMenu: :MoveUp()

{
mainMenuSelected--;
// noacBeYnBaeM BbIOpPAHHbIA MYHKT MEHI0
if (mainMenuSelected >= 0) {

mainMenu[mainMenuSelected].setFillColor(chose_text_color);

mainMenu[mainMenuSelected + 1].setFillColor(menu_text color);
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else

{
mainMenu[@].setFillColor(menu_text color);
mainMenuSelected = max_menu - 1;
mainMenu[mainMenuSelected].setFillColor(chose_text_color);

}

}

// nepemeleHne BbiIbOpa MeHHW BHU3

void game: :GameMenu: :MoveDown ()

{
mainMenuSelected++;
// noAcBeYnBaeM BbIOPAHHbLIA MYHKT MEHH
if (mainMenuSelected < max_menu) {
mainMenu[mainMenuSelected - 1].setFillColor(menu_text_color);
mainMenu[mainMenuSelected].setFillColor(chose_text color);
}
else
{
mainMenu[max_menu - 1].setFillColor(menu_text color);
mainMenuSelected = 9;
mainMenu[mainMenuSelected].setFillColor(chose_text_color);
}
}

// pucyem 3nemMeHTbl MeH B rpaduyeckoMm OKHe
void game::GameMenu: :draw()

{

// nepebupaeMm AnA OTPUCOBKW CYyLlECTBYHWME TeKCTOBble 06beKTbl MYHKTOB MeHi0

for (int i = @; i < max_menu; i++) mywindow.draw(mainMenu[i]);
// Ha3HayeHue LBeETA >SJIeMEHTaM NYHKTOB MEHH

void game::GameMenu::setColorTextMenu(sf::Color menColor, sf::Color ChoColor,
sf::Color BordColor)

{
menu_text_color = menColor; // UBEeT NYHKTOB MeH
chose_text_color = ChoColor; // uBeT BbIOpPAHOro MYyHKTa MEH

border_color = BordColor; // uBeT KOHTypa MYHKTOB MEHI0

for (int i = @; i < max_menu; i++) {
mainMenu[i].setFillColor(menu_text_color);

mainMenu[i].setOutlineColor(border_color);

30



mainMenu[mainMenuSelected].setFillColor(chose_text_color);
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[MpunoxeHne A.3
3aronoBo4HbIn hann «RenderScreen.hpp»

#pragma once
#include <SFML/Graphics.hpp>

Style:

#include <map>

#include <deque>

#include <utility>

#include <sstream>

#include <string>

#include <stdlib.h>

using namespace sf;

using namespace std;

unsigned short score = 0;

unsigned short highScore = 9;

unsigned short grid[4][4];

bool

Font

showGameOver;

font;

Color windowBGColour(9);
Color gridBGColour(255, 120, @, 255);
Color textColour(67, 53, 40, 255);

map<int, Color> numberColours;

float padding = 10.f;

float gridSize

(800.f - (padding * 2.f));

float tileSize = (gridSize - (5 * padding)) / 4;

RenderWindow window(VideoMode: :getDesktopMode(), "2048 - Game", Style

:Titlebar);

RectangleShape gridBackgroundRect(Vector2f(gridSize, gridSize));

RectangleShape gameOverBackground(Vector2f(gridSize, gridSize));

RectangleShape gridTile(Vector2f(tileSize, tileSize));

Text
Text
Text
Text
Text

gameOverText("Game Over!", font, 70);
gameWinText("Congratulatins\nYou win!", font, 100);
scoreText(to_string(score), font, 48);
scoreDecoratorText("", font, 45);

tileText;
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void renderScreen() {

window.clear(windowBGColour);

window.draw(gridBackgroundRect);

// OTpucoBka nonA
for (int ix = @; ix < 4; ix++) {
for (int iy = 0; iy < 4; iy++) {

gridTile.setPosition(sf::Vector2f(600 + (ix * (tileSize +
padding)), 120 + (iy * (tileSize + padding))));

gridTile.setFillColor(numberColours.find(grid[ix][iy]) -
>second);

window.draw(gridTile);

if (grid[ix][iy] > 0) {
tileText.setString(to_string(grid[ix][iy]));

sf::Vector2f textPosition = (gridTile.getPosition() +
(gridTile.getSize() / 2.¥));

textPosition.x -= tileText.getGlobalBounds().width /
2.F;

textPosition.y -= (tileText.getGlobalBounds().height +
padding) / 2.f;

tileText.setPosition(textPosition);

window.draw(tileText);

// BepeHune c4éTa
scoreText.setString(to_string(score));

scoreText.setPosition(Vector2f(980 -  scoreText.getGlobalBounds().width,
10));

window.draw(scoreText);
scoreDecoratorText.setString("score:");

scoreDecoratorText.setPosition(Vector2f(scoreText.getPosition().x -
scoreDecoratorText.getGlobalBounds().width - 10, 10));

window.draw(scoreDecoratorText);

scoreDecoratorText.setString("highscore: + to_string(highScore));

scoreDecoratorText.setPosition(Vector2f(scoreDecoratorText.getPosition().x, 52));

window.draw(scoreDecoratorText);

// BbIBOA, MOpaxeHusn
if (showGameOver) {

window.draw(gameOverBackground);
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window.draw(gameOverText);

scoreDecoratorText.setString("Hit enter to restart");

scoreDecoratorText.setPosition(Vector2f(gameOverText.getPosition().x,
gameOverText.getPosition().y + gameOverText.getlLocalBounds().height + padding * 2));

window.draw(scoreDecoratorText);

window.display();
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Mpunoxexne A.4
3aronoBo4HbI dann «Tiles.hpp»

#pragma once

#include <SFML/Graphics.hpp>
#include <map>

#include <deque>

#include <utility>

#include <sstream>

#include <string>

#include <stdlib.h>

using namespace std;

using namespace sf;

// BO3BpawaeT KOOpAMHATbHI MYCTOW MANTKK
vector<sf::Vector2i> getEmptyCells() {
vector<sf::Vector2i> empties;
for (unsigned char ix = 0; ix < 4; ix++) {
for (unsigned char iy = 0; iy < 4; iy++) {
if (grid[ix][iy] == @) {
empties.push_back(sf::Vector2i(ix, iy));

}

return empties;

// DobaBnseT cny4ahHyw NAMTKY B MyCTOe MPOCTPaHCTBO

void addNumber() {
int newCellOptions[2] = { 2, 4 };
vector<sf::Vector2i> empties = getEmptyCells();
if (empties.size() == 0) {
printf("No empties\r\n");
return;
}
else {
int randEmpty = rand() % empties.size();

grid[empties.at(randEmpty).x][empties.at(randEmpty).y]
newCellOptions[rand() % 2];
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// Bo3BpaWaeT KOAMYECTBO MAUTOK, COMPUKACAHWMXCA C MAMTKAMM OAUHAKOBOIO 3HAYeHusA
unsigned short getMovesLeft() {
auto movesLeft = 0;
for (unsigned char ix = 0; ix < 4; ix++) {
for (unsigned char iy = 0; iy < 4; iy++) {
if (grid[ix][iy] > @) {

if (ix + 1 < 4 && (grid[ix][iy] == grid[ix + 1][iy] ||
grid[ix + 1][iy] == @)) {

moveslLeft++;
}

if (iy + 1 < 4 && (grid[ix][iy] == grid[ix][iy + 1] ||
grid[ix][iy + 1] == @)) {

moveslLeft++;

}

return movesLeft;
}
// npoBepKa Ha nopaxeHue
bool isGameOver() {
if (getEmptyCells().size() > © || getMovesLeft() > 0) {
return false;
}
else {

return true;

// Tepe3anyck wurpsbl
void reset() {
// HOBbIA CYET
if (score > highScore) {
highScore = score;

}

score = 0;

for (int ix = 0; ix < 4; ix++) {
for (int iy = @; iy < 4; iy++) {
grid[ix][iy] = ©;
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showGameOver = false;

// DobaBnsieT ABe Ha4vanbHbIX MAUTKM
addNumber();
addNumber();

void combine(deque<int>& celllist) {
if (celllist.size() <= 1) {
return;
}
unsigned char index = 9;
while (index < celllist.size() - 1) {
int celll
int cell2
if (celll == cell2) {
celllist.at(index) = celll * 2;
if (celllList.at(index) == 2048)
{

celllList.at(index);

cellList.at(index + 1);

window.draw(gameOverBackground);
window.draw(gameWinText);

scoreDecoratorText.setString("Hit enter to restart");

scoreDecoratorText.setPosition(Vector2f(gameOverText.getPosition().x,
gameOverText.getPosition().y + gameOverText.getlLocalBounds().height + padding * 2));

window.draw(scoreDecoratorText);
}
score += celllist.at(index);
celllList.erase(cellList.begin() + index + 1);

}

index++;

// TNepemeweHne MNANTOK
unsigned char moveDown() {

unsigned char tilesMoved = 90;
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for (int ix = @; ix < 4; ix++) {
deque<int> celllist;
for (int iy = 3; iy >= 0; iy--) {
if (grid[ix][iy] !'= @) {
celllList.push_back(grid[ix][iy]);

}

combine(celllist);

unsigned short tileBefore;
for (int iy = 3; iy >= 0; iy--) {
tileBefore = grid[ix][iy];

if (celllList.size() > @) {
grid[ix][iy] = celllList.front();
celllList.pop_front();

}

else {

grid[ix][iy] = e;

if (grid[ix][iy] != tileBefore) {

tilesMoved++;

}

return tilesMoved;

unsigned char moveUp() {

unsigned char tilesMoved = ©;

for (int ix = @; ix < 4; ix++) {
deque<int> celllist;
for (int iy = 0; iy < 4; iy++) {
if (grid[ix][iy] !'= @) {
celllList.push_back(grid[ix][iy]);

}

combine(celllist);

unsigned short tileBefore;
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for (int iy = 0; iy < 4; iy++) {
tileBefore = grid[ix][iy];

if (celllist.size() > @) {
grid[ix][iy] = celllList.front();
celllList.pop_front();

}

else {

grid[ix][iy] = ©;

if (grid[ix][iy] != tileBefore) {

tilesMoved++;

}

return tilesMoved;

unsigned char moveLeft() {

unsigned char tilesMoved = 90;

for (int iy = @; iy < 4; iy++) {
deque<int> celllist;
for (int ix = @; ix < 4; ix++) {
if (grid[ix][iy] != @) {
celllist.push_back(grid[ix][iy]);

}

combine(celllList);

unsigned short tileBefore;
for (int ix = @; ix < 4; ix++) {

tileBefore = grid[ix][iy];

if (celllList.size() > @) {
grid[ix][iy] = celllList.front();
cellList.pop_front();

}

else {

grid[ix][iy] = ©;
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if (grid[ix][iy] != tileBefore) {

tilesMoved++;

}

return tilesMoved;

unsigned char moveRight() {

unsigned char tilesMoved = ©;

for (int iy = 0; iy < 4; iy++) {
deque<int> celllist;
for (int ix = 3; ix >= 0; ix--) {
if (grid[ix][iy] '= @) {
celllList.push_back(grid[ix][iy]);

}

combine(celllList);

unsigned short tileBefore;
for (int ix = 3; ix >= 0; ix--) {

tileBefore = grid[ix][iy];

if (celllList.size() > 0) {
grid[ix][iy] = celllList.front();
cellList.pop_front();

}

else {

grid[ix][iy] = @;

if (grid[ix][iy] != tileBefore) {

tilesMoved++;

}

return tilesMoved;
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NMpunoxeHne b
Pe3ynbTaTtbl paboTbl nporpaMmmbl (CHUMKU 3KpaHa)

Game Over!

Hit enter to restart
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