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Pa3paboTKka
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AKTYyanbHOCTb T€MbI:

XOTb pas B CBOEW XXN3HW Mbl CrbllLanu gppasy OT Kakoro-HMbyab
yyallerocsi MragLlumnx KraccoB, 4To y4eba CKy4YHasi, Tak novyemy xe He
00beaNHNTL NPUATHOE C None3HbIM? VIMEHHO Takyto 3agadvy v ctaBuT
nepen cobon npunoxxeHue Star Platinum Matemartuka. OgHa 13 rnaBHbIX
npobnem rnpu npenogaBaHNn 3TO 3aXBaTUTb BHUMaHME yvallerocsi, HO
NpunoXXeHne cnpaBnseTcs U ¢ 3Tou 3agadven. ['lytem norpyxeHna urpoka B
npoLecc Nony-nrpoBoro peLleHna NocTaBeHHbIX Nnepen HUM 3a4ad, ero
BHMMaHME KOHLUEHTPUPYETCA Ha pellaeMbiX UM 3agad. Takum obpasom,
Mbl XOTMM MoKa3saTb Y4eHMKaM, YTO rnpouecc oby4eHns1 — 3To He Bceraa

CKYYHO, HO 1 TakXke O4YEeHb YacTo ObIBAET KpaHe MHTEPECHbIM U
3axBaTbIBaOLLINM.



Llenb:

~PaspaboTtka npunoxeHusa “Star Platinum: MatemaTtuka”.




3agaum:

“N3y4nTb cpeay paspaboTkm Godot Engine;
“N3y4NTb A3bIK NPOrpamMmmmpoBaHnsa GDScript;
*CMPOEKTUPOBATL UTPOBbLIE YPOBHWU;
=pa3paboTaTtb 1 peann3oBaTb UTPOKa;
“peann3oBaTb CMPOEKTUPOBAHHbLIE YPOBHWU;
“NPOTECTUPOBATb CO30aHHOE NMPUNOXEHUE.



Ha3Ha4vyeHue pa3pabdboTKu:

Pa3paboTtaHHOe NpunoXxeHne npegHasHayeHo Ansa obyyeHns un
3aKkpennieHnst tHpopmaLumnm o MaTeMaTuKe, y4aLLuMcS
MIaALLIKnX KIaccoB.




Bbi6op cpenbl pa3paboTku:

¥t copor

N




JTanbl pa3padoTKu:

TexHn4yeckoe 3agaHue
=OCKN3HbIN NMPOEKT
=TexHU4YeCKnum NPoeKkT
=Pabounn npoekT
BHegpeHue



UHTepdeunc nporpammoi




NMnctnHmm:

=func _ready():
randomize()
build_level(startpoint)
tiles = SMap.get_used_cells()
for tile in tiles:
tiles_id.append(SMap.get_cellv(tile))
foriin range(15*9):
tiles[i] = SMap.map_to_world(tiles][i])
if ILevelNum.lose:
LevelNum.save("Wrpa 3anyweHa: MatemaTtnka")

else:
LevelNum.lose = false



=for i in range(8,11):
inst = text.instance()
match randi()%2:
0:
var g = (randi()%10)+1
inst.text_change("-"+str(g))

var g = (randi()%10)+1
inst.text_change("+"+str(g))



var startpoint = [Vector2(128*9+64, 128*4),Vector2(128*7+64, 128*2),
Vector2(128*9+64, 128*6),Vector2(128*9+64, 128*6),Vector2(128*8+64,
128%*3),

Vector2(128*8+64,128*3) Vector2(128*4+64, 128*6),Vector2(128*10+64,
128),Vector2(128*13+64, 128*4)]




