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AXTYyaJIbHOCTh TEMbI

Ha cerogHAwHMM goeHb TpebyeTca Bce bornblue IT-cneunanmnctos. CneymanncTol,
3HalLLMe onpeaeneHHbIn A3blKk CTAaHOBATCA BCe boriee BOCTPeOOBaHHbLIMM, MOTOMY YTO
NporpaMmMnpoBaHme pas3BETBNSETCH, U NOSIBNSAOTCS CaMble pa3Hble HanpaBrieHns.

Takxe eCTb OFPOMHOE KOSIMYECTBO AETEN, KOTOPblE XOTenn 6l nonpoboBaTtb cebs B ponu
nporpaMmmMmncTa, N0OTOMY YTO YBUAENN, YTO UX NMobMMas nrpa nnm cueHa B ntobrumom
dbmnbme nnun mynetrdmnbme caenaHbl C MOMOLLbI MPOrpaMmMmnMpoBaHUS.




Ilenn:

PaspaboTtka npunoxeHus «StarPlatinum: ANropuTMusaums»




3amaun:

N3yunTb cpeny pa3paboTkm Godot Engine;

N3y4YnUTb A3bIK MporpamMmmmpoBaHmna GDScript;
CMPOEKTUPOBATHL UTPOBbIE YPOBHU;
pa3paboTtaTb U peann3oBaTb UrPOKa;
peann3oBaTthb CNPOEKTUPOBaHHbLIE YPOBHU;

NPOTECTUPOBAaTb CO3aHHOE NPUNOXKEHME.



HasznaueHnue pa3zpabOTKu:

PaspabartbiBaemMoe npunoxeHne npegHasHadyeHo ansa odyyeHus geten mnaguwero
LLIKONbHOMO BO3pacTta NporpamMmmmpoBaHuio.




Br100p cpenbl pa3padOTKH

Godot Engine - MHOrOOYHKLMOHAmNbHbIW, KpOCC-NnaTtdpOpMeEHHbIN NTPOBON OBUXOK,
ansa cosnaHus 2D u 3D urp. OH npegocTaBnsaeT obLNpHbIN HAabop
pacrnpocTpaHEHHbIX MHCTPYMEHTOB, TakMM 00pasoMm, YTO Nosib3oBaTENN MOTYT
COCPEeaoTOUMUTLCS HA co3gaHnm urp 6e3 HeobxoanmocTn n3obpeTtaTb Koneco. Urpbl
MOrYT ObITb 3KCNOPTUPOBAHbLI B OAMH KITUK Ha psig nriatdopMm, BKIoYast rnaBHble
HacToSbHbIE Natdopmbl (Linux, macOS, Windows), a Tak e MoburbHble (Android,
10S) n BED-OpUEHTUPOBAHHbIE NNaTopmbl (HTMLS5)



JTanbl pa3padOTKH

TexHn4yeckoe 3agaHue;

9CKU3HbIN MPOEKT;

TEXHUYECKNU MPOEKT.




NuaTepderic mporpaMMel

[ star Platinum

MpuseT! MeHs 30ByT Bopuc, 51 6yay nomorats Tebe
oby4aTbcsi nporpammupoBaHuio! BHuay ectb aAse
KHOTKW, KOTOPbIe NCTaKT KOMaHbl, BbiIbepn
HY)XHble, paccTaBb VX B NaHeNu Crieea 1 Haxmu
3anyctutb! Torga A 6yay cTporo criegoeaTb

KoMaHaaMm o ropsaky ceepxy BHua! Ecrim
nocTtaBullib He Ty KOMaHay, TO eé Bcerga MOXHo
yBpaTh, KNUKHYB MO Hewl NPaBoii KHOMKOM Mbilun!

NMOHATHO

—~




JInctuuru

func on_ ButtonLeft input event(viewport, event, shape idx):
if event is InputEventMouseButton \
and event.button_index == BUTTON LEFT \
and event.is_pressed():
$ButtonLeft/Left.frame = 1
$ButtonLeft/Left.playing = true

ifi==0:
1=opComs
else:
i-=1
if i==0:

switchComLeft.text = coms[opComs]
switchComRight.text = coms[i+1]
elif 1 == opComs:
switchComLeft.text = coms|[i-1]
switchComRight.text = coms[0]
else:
switchComlLeft.text = coms|[i-1]
switchComRight.text = coms[i+1]
switchCom.text = coms|[1i]



JInctuuru

func _on_Comanda_input_event(viewport, event, shape 1dx):

if event is InputEventMouseButton \

and event.button index == BUTTON LEFT \

and event.1s pressed():
com = load("res://Command.tscn").instance()
com.z Index =z
com.text = switchCom.text
com.position.x = get_global _mouse_position().x
com.position.y = get global mouse position().y
com.drag = true
com.dragging = true

add child(com, true)




JInctuuru

if $Player.position.x - $Star.position.x == 65 and $Player.position.y - $Star.position.y == 0:

LevelNum.save("ITob6ena")

if count <= LevelNum.stars[LevelNum.cur][0]:
LevelNum.stars[LevelNum.cur][3] = 3

elif count <= LevelNum.stars[LevelNum.cur][1]:
LevelNum.stars[LevelNum.cur][3] =2

elif count <= LevelNum.stars[LevelNum.cur][2]:
LevelNum.stars[LevelNum.cur][3] =1

if LevelNum.got == LevelNum.cur:

LevelNum.got += 1
LevelNum.cur += 1
get tree().change scene(''res://win.tscn")




3aknyeHue

N3y4YeH NrpoBon ABUXOK Godot Engine;

N3y4YeH A3blK nporpammupoBaHusa GDScript;
CMPOEKTUPOBAaHbI UTPOBbIE YPOBHU;
pa3paboTaH 1 peann3oBaH Urpok;
peann3oBaHbl CNPOEKTUPOBaHHbIE YPOBHU;
NPOTECTUPOBAHO NMPUSTOXEHMNE;

Takmm o6pas3om, BCce 3a4a4m BbINOMHEHbI — LieNb JOCTUTHyTa.



