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[{eJb padoThI: CO34aTh KOMIIBIOTEPHYIO UTPY
CpeJICTBaMM IPOTPaMMbI

JI1s1 TOCTUKEHMS JAaHHOU 1[EJIM HEOOXOAUMO PEIIUTh
CJICAYIONINE 3AMAYM:

1. U3y4nTh UCTOPHIO BOSHUKHOBEHHUSA U TEXHOJIOTUIO
CO3JaHUS KOMIIBIOTEPHBIX UTD.

2. PaccMOTpeTh KITAaCCU(PUKAIINIO KOMITBIOTEPHBIX UTD.
3. UccinenoBarh BO3MOXKXHOCTH IporpamMmel Visual
Studio IS CO3IaHUsT KOMOBIOTEPHBIX HUTP.

4. PazpaboTaTh ¥ anpoOUpOBaATH MPOTPaAMMYy
KOMITLIOTEPHOU UTPHI.




MeToabl MCCJICIOBAHUSL:

. Teopernueckuu

AHKETUPOBAHUE

CpaBHCHHE

. lIpoektupoBanne H CO3JaHHE COOCTBEHHOIO
IpOrpaMMHOr0O NPOAYKTa

5. ComnocrapiieHue pe3ylIbTaTOB UCCICIOBAHUS
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B 1947 rony ObLIa
3alporpaMMHpPOBaHa IepBas
3JIEKTPOHHAS Urpa- 3TO ObLI
CHUMYJISATOP BPaKE€CKUX
pakeT. OTHAKO CUUTACTCH,
YTO MEPBOU KOMIIBIOTEPHOU
urpou craua "OXO"
("Kpecmuxu nonuxu')




B 1971 rony cozmanu urpy Spacewar u IOMECTUIN €€ Ha
KOMITAKTHBIEC JIEKTPOHHBIE IJIAThl. DTO J1aJ10 BO3MOXHOCTh

MOJIKJIFOUUTH UX K TEJIEBU30PY U MOJIYUYUTh... IIEPBBIN

UTPOBOM aBTOMAT!
LvEs mim el

Soomemems & Seae
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Bropoe nokoneHue sngeomrp (1976-1983)

B 1977 roay CtuB Ax06¢C c ToBapmLamm
BbiMYCKalOT KOMMNbIOTEP A1 JOMALUHEro
nonb3oBaHMA Apple Il, KOTopbIM TaKKe cTan
nnathopmMoun ANA co3fgaHUA UrP Ha KOMMbOTEPbI.




TpeTbe nokosieHne sngeomrp (1982-1988)

B 1983 nosiBWICA nepBbIii HHTECPAKTUBHBIN MYJIbT(OUIBM Ha
urpoBoM aBromare Dragon's Lair, paboTaBiiiemM Ha OO0JIbIIOM
ONITUYECKOM JINCKE.

B 1984 B CoBerckom Coro3ze nossuiiach urpa Tetris (TeTpuc).
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YeTBepTOoe NOKOJIEHNE BUICOUTP
(1988-1994)

1988-1994 rr. o3HaMeHOBaHBI MOABJIEHUEM BETHBIX 2D urp. B
UIrpax HAYaJ MOABJISATHCH Ka4eCTBEHHbBIN 3BYK, IPUSITHAS
rpadguka u cnemddp@exroi. Cpeau MHOKECTBA BHINYIIEHHbIX B
ITOT MEPHO/I BpEeMEHH UI'P CTOUT OTAeJNbHO BbiAeauTh Mortal
Combat, Street Fighter, RPG) u, koneuno, Civilization
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IIsiTOC MOKOJICHHUE BUACOUTP
(1994-1999)

B 1993 roay Atari Jaguar, yepe3s roj mocjie KOTOporo Ha
PBIHOK BHIILIM Sony PlayStation n Sega Saturn.




llecToe mokoJIeHHE BUICOUTP
(1999-20035)

Microsoft B 2001 roay BeIycKaeT CBOIO IIEPBYHO KOHCOJIb
Xbox. B To ke Bpems cTany pa3BUBATHCS UI'PhI HA
MOOMJIBHBIX TeJIE(POHAX, B OOJIBIIIMHCTBE CBOEM - HA
niargopmax Symbian, Java u Windows Mobile.



[TosiBsiroTCS HOBEIC KOHCOJIH, MHOTOSIICPHBIC
IIPOLECCOPEIL. NEePEXOIAT B IU(PPOBOM (hopmar.




BocbMoe mokoJieHrEe BHACOUTP
(2015- name Bpems)

Bo3nukHoBeHre VR U 1UIEMOB BUPTyaIbHOUM peanbHOCTH. Visual Reality
Hayaja MpOOMBATBCSA Cpa3y II0 BCEM (POHTAM - W Ha PHIHOK
MOPTAaTUBHBIX MOOWJIBHBIX YCTPONCTB, M Ha PHIHOK CTAllMOHAPHBIX IIK U
UTPOBBIX KOHCOJIEH.




[INTPOPTH
HOMNGIOTEP!  GPAYIEPH  UTPOBBIE MPUCTABRY  MOBUMLHBIE SCTPONCTBA

HOJIWYECTB0 UIPOR0B
OOHONOMb3OBATENGCHUE  MHOONONGIOBATENKCKUE  MACCOBBIE OHARMH WPhl

ACTION CTPATETUN [0N0S0A0MAN ~ POMEBBIE
WYTEPb CIOPTHBHbIE B PEANLHOM BPEMEAN  HBECTHI HACTONbHbIE
CIENC 3HUH TEXHHYECRUE NI0WATCBbIE (3

fiPRALDI SHOHOMMUYECRUE HAPTO'HbIE JIOTHYECHHUE

GAHTHATY dIEMENTHI U3HN BRPTEAM®

[IPHUHOUEHUA [N0BANbHBIE




JTanbl CO3JAHUS COBPEMEHHBIX
KOMIILIOTEPHBIX UI'P

IIpoekmupoeanue

1. OnpeneauThes C 1IeNI0, BRIOPATh XKAHD.
2. . BbiOOp CpEeACTB:OIPOrpaMMHBIN KOJ, UTPOBOM JIBHKOK

Teopuecmeo

1. Iombop 00bEKTOB (TTIABHBIN I'e€POi, CONICPHUKH U T.II..)

2. YpOBHH: pacCTaHOBKA 0OHCKTOB (JICBEIIN3AIH).

3. I'paduka: aptel, 2D, 3D Moieny, aHNMAaIHH,

Humepdgheuc
1. Ci0oXKeT: CKpUNTEI, COOBITHS, TUATOTH, BUICOBCTABKH,

2. 3BVK: 3BYKOBBIE 3 deKThl, MY3bIKA. 03BYUKA.
Hzoanue

1. OrnumndoBKa: cBelIcHHE MaTepuaia, YCTPAHCHUE OIITHOOK.,
2. Ilponaa: pekjgamMa, JOKAJIM3aIUs, CHCTEMA MPOIAXKU,
3. Iloanepskka: BBINYCK JIOTIOJHCHUH,




JTAIIbI CO3JAHUE UI'PbI «<KATAKA Z»

HanncaHne Koga nporpamMmbl Jekabpb 2020r Yupkos Hukuta Cepreesuuy

Co3paHMe KOHLOBKM Urpbl MapT 2021r

3anyckK urpbl gna geteu Mapt 2021r

T Hapr 202

OdopmneHne npoekra Anpenb 2021r

Anpenb 2021r

PomalwumHa EBreHum KoHcTaHTMHOBMY

Bapdanamees Bnagnummp [leHmncosuy

PoMawmHa EBreHum KoHcTaHTMHOBMY, YnMpkoB HuKKTa
Cepreesuy

AppaweB AnekcaHap eHHaabeBu4, PomalumHa EBreHum
KoHcTaHTMHOBMY, Bapdanamees Brnagnmmp JeHucoBunu,
YnpkoB Hukuta Cepreesmy

Appawes AnekcaHap eHHagbeBUY

AppaweB AnekcaHap leHHagbeBuY, PomalwmHa EBreHumi
KoHcTaHTHMHOBMY, Bapdanamees Bnagnmmp JeHuncoBumd,
Ynpkos Hukuta Cepreesmy

AppaweB AnekcaHap leHHagbeBuY, PomalwmHa EBreHumi
KoHcTaHTHMHOBMY, BapdanameeB Bnagmnmup JeHucosud,
YnpkoB Hukuta Cepreesmy



Pa3pa0dorka KOMIBIOTEPHOU UI'PHI B
cpeae Visual Studio

(OCHOBHBIE BOBMOKHOCTHU IIPUIIOKCHUS

* pa3paboOTKa MPOEKTa C HYJIS;

* 100aBJICHUE, YIAJICHUE U
peIaKTUPOBAHKUE ITPOrPaMMHBIX
KOMITOHCHTOB;

* JICIIOJIb30BAaHUE TOTOBBLIX OOBEKTOB;
* HAIIMCAHWE CKPUIITOB,;

* COXpaHEHUE MPOEKTA B BUJIC JTIOKAJIIBHOTO
aiina;

* pa3MellieHUE pe3yJibTara
IPOTPaMMHUPOBAHUS B CETH.



Time game - Microsoft Visual Studio S Beicrpuiii sanyck (Ctrl+Q) P - 7
Qaiin  Mpaska Buwa [Mpoexr C6opka Omnagka Komanga Cpeactea Tecr  Awanms  Okno  Cnpaska Tumadee botanos ~
Q- i B - Debug -~ x86 = P JloxansHbiii otnagunk Windows ~ Ml _

=

Main.cpp # X Map.cpp

~ OBospesatens peLueHnii v X
[ Time game - (Fno6ansHas obnacts) ~ @ main() -

Ql:lu‘ '®'-)ET—|'
time = clock.getElapsedTime().asMicroseconds();

clock.restart();

WinLoHIeNY paLolady

time /= 700;
if (time > 50)

Brewnme sasncumoctn
time = 50;

Wcxoarbie daiinst

[N
4

++ Enemy.cpp
++ Main.cpp
++ Map.cpp
++ Menu.cpp

sf::Event event;
window.pollEvent(event);

f
1

Daiinbl 33aronosKos
(event.type window.close(); [A) Enemy.h
(event.type == sf::Event::MouseMoved) {
sf::Vector2f mouse_pos = window.mapPixelToCoords(sf::Mouse::getPosition(window));
hero.move_hand(mouse_pos);
if (mouse_pos.x > hero.rect.left - map.offcet x)

hero.right

else

S
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#§ ODaiinel pecypcos

»
hero.right Mpeacrasnenne...

1
I

Csoiictsa v ix
f (event.type == event.MouseButtonReleased &&event.mouseButton.button == sf::Mouse::Left) {
sf::Vector2f mouse_pos = window.mapPixelToCoords(sf::Mouse::getPosition(window));

if (hero.nowShootTime <= @) {

hero.shoot(map, mouse_pos, false, all bullet, hero.type);
hero.nowShootTime = hero.constShootTime;

!
if (event.type == event.KeyReleased) {
if (event.key.code == sf::Keyboard::W)
fly =

108% ~
Boisog

Moxkasats BbixoaHbIE AaHHble u3:  OTnagka

1IUIUK DXDEL SABEPWANILH C KUAUM U (OX0).

NoTok ©x2890 saBepumnca ¢ kogom @ (8x@).

MoTok Bx17f0 saBepumnca ¢ kogom @ (8x@).

NoTok @xbl8 saBepumnca ¢ kogom @ (@x0@).

NoTok @xae8 sasepumnca ¢ kogom @ (@x0).

MoTok 8x295c saBepwnnca ¢ kogom @ (8x0).

NMporpamma "[7460] Time game.exe" sasepumnacb C Kogom @ (8x0).

Cnncok oumbok

[] Tortoso &) Crpoxa 102 Cronbey 17 3Hak 5 A [Oo6asuTe B CUCTEMY YNP3BNEHUA BEPCHAMMI 4




%] Time game - Microsoft Visual Studio

®Qaiin  paska Bua [MMpoekr C6opka Ownagka Komamga Cpeactsa Tecr  Awanms  Oxno  Cnpaska

o - i i = T Debug ~ x86 ~ P NokaneHbiii otnagumk Windows ~ il _

Enemy.cpp # X Main.cpp Map.cpp

%] Time game (FCno6anbHaa obnacts)

=] if (shootSound.getStatus() != sf::Sound::Playing) {
shootSound. setBuffer(shootBuffer);

shootSound. setVolume(15);

shootSound.play();

::Vector2f delta = hand.getPosition() - pos;
double angle;

(right) {

angle = atan(delta.y / delta.x) * 180 / PI;

else {
angle = 180 + atan(delta.y / delta.x) * 180 / PI;

angle, *sprite.getTexture(), enemyBullet,type));

bullet: :draw(sf: :RenderWindow & window)f

bullet::colition(Map & map) { ... }

1 bullet::colitionEnemy(std: :vectg[‘(Eﬁemyl& all_enemy)[ | 1]
1 bullet::colitionHero(Hero&hero) { .. \

Elbullet: :bullet(const sf::Vector2f pos, E const sf::Texture& texture
{
->enemyBullet = enemyBullet;
->angle = angle;
if (types > 100)
types = pistol;
this->type = types;
delete_ false;
108% ~

Brigog

Mokasate BbXOAHbIE AaHHbIE W3:  OTnagka

HUIUK OXDEL SaBEPWAILH C KUAUM © \OXO) .

MoTok @x2890 sasepumnca c kogom @ (0x@).

MoTok @x17f@ sasepunnca ¢ kogom @ (@x0).

MoTok @xbl8 sasepumncs ¢ kogom @ (8x0).

MoTok @xae8 saBepumnca ¢ kogom @ (0x8).

MoTok @x295c sasepuwncs ¢ kogom @ (@x0).

Nporpamma "[7460] Time game.exe" 3aBepumnacb c kogom @ (0x0).

Cnncok owwmbok

[ Totoso

=

sf::Vector2f h(hand.getTextureRect().width*cos(PI / 180 * angle), hand.getTextureRect().width*sin(PI / 180 * angle));
all bullet.push_back(bullet(hand.getPosition() + sf::Vector2f(map.offcet_x, map.offcet_y)+h,

1 enemyBullet, Types

Crpoka 1

Cron6ey 1

.0?

BricTplii 3anyck (Ctrl+Q) P - B3

Tumadeé boranos ~

O6o3pesatens peLueHnit v X
WE- o-5a

O6o3pesatens pewweHnii — nouck O v

3] Pewenue "Time game" (npoexTos:

4 [%] Time game
P =B Ccoinkn

winLoHIeNY eadiady

b NF BHewmHue sasucumoctn
4 5] Ucxoprbie daiinet
4 Enemy.cpp

Main.cpp
Map.cpp
Menu.cpp
4 5] Qaiinbl 3aronoekos
Enemy.h
(3 Map.h
3 Menu.h
®8 Qaiinbi pecypcos

»

Mpeacrasnenme...

Csoiictea v 1Xx

B CUCTEMY ynp BEpCHAMMN A
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3akJII0YeHHue

B pe3ynbprare paboTHI:

1. IIpoBedaeHO wuCCIENOBAaHUE, H3YUYE€Hbl PA3ZHOBUIHOCTH
KOMITBIOTEPHBIX UIP, COCTABICHA X KJIaCCU(PUKAIIS.

2. beuta Hammcana nOporpamMmMa Ha o s3bike CH
peamusyromias urpy Artaka Z.

3. Co3ganHas  wurpa  Oblla  anpoOMpoBaHa  Ha
JOMOJIHUTENIBHBIX 3aHATUSIX MO0 HHPOpPMATHKE U
MOJy4yuia IIOJOXKHUTEIbHYIO OIIGHKY CO CTOPOHBI
yYaIIHXCS.




Cnacmbo 3a
\ BHUMaHUe!




