MunvicTepcTBO 00pa3oBaHVA VI HAYKN
Poccunickon Pepneparm
HYO «HoBocnbmpckas AxageMuist

3aviHa " Hporpalvn\igpo aHVIS»
VIIJIOMHAZs 1rao0Ta

CosaHme KOMITBIOTEPHOVI UTPBI, B
KaHpe «wiaTdopMep» Ha IBVIKKe
Construct 2

Vcnmomanrerns: Mensenes ['eoprum

Caukr-IletepOypr, 2020 roz.



BBemneHme

0 Moe yBiredeHne cosmanHveM urp Hauasioch Ha Kypcax HAInl ],
KOI'Za IIperogasaTesib IIoKa3al HaM nporpammy Construct 2.
Mens yBiiexi1a IpocToTa 1 IOJIHAA ITOHATHOCTD 3TOr'0 ABVDKKA.
51 westoBeK ¢ oyeHb xoporier daHTasve, 1 110
COBMECTUTEJIbCTBY IUIOXOM Koaaep, mosromy Construct 2 crain
XOPOILIerT BO3MOXXHOCTBIO BOIUIOTUTE CBOWM VIV B
HasbHernnmx mpoekTtax. I leppasg Mos rojtHoIIeHHas nrpa
OpuIa B )XaHpe «top-down-shooter», o HazBaHMEM
«DED.OK». IIpentogaBarestro 1 OOHOKYPCHMKaM IIOHPaBIIACh
MexaHMKa CTPeJIbObI 1 aHMMalMs [IeHCoHepa (TJIaBHOTO
reposi) B JaHHOW urpe. Virposon mpoiiecc ObUT IPOCT U Becer],
He TpeboBaI KaKMX TO M3OIIPEHHBIX «IeIMEePCKIX» HaBbIKOB.
Tak g v moHswI, 9YTO IJIaBHOE B UT'Pe 3TO IIPOCTOM «3KIITH» U
IIPUATHASA KapTUHKA, K/?nymaﬂ m1a3. [loaToMy g pemwt coaTth
CBOVI HOBBIV ITPOEKT « echaWrecker», B kauecTBe IUIUIOMHO
paboTy, I MUTOTOBOVI aTTECTALIVN.



[lemm

[ TIloxasaTb cBOW 3HaHWMA VI YMEHV VCIIOJIb30BaHMM
nBrokka Construct 2, Ha ImprMepe JaHHOTO IIPOEKTa,
co3aTh pabOTy OOBEVHSIOITYI0 MOV TBOPUYECKVe
IIpeII0YTeH Vs, HaBbIKV aHVIMVPOBaHVA U
IporpaMmupoBaHyis. [ IpoeKT mospkeH 1oy YmnThbCs
yBJIeKaTeJIbHBbIM ¥ BU3YyaJIbHO HIPUATHBIM.



3agaun

3aerHT/ITB U PaclInpuTh I10JIYHEeHHbIE 3HAHVIA 11 HABBIKU 110.

1. IIpopaboTka riepcoHake, prcoBaHVe X B IporpaMme
Paint Tool Sai 1 co3aHMe aHMMAaLIVN TIepeaBVDKeH M B Spriter.

2. YMeHUM 0pOpMIIeHVIST ITPOEKTa, CO3NAHVISI UTPOBBIX
MeXaHMK, IIOCTPOEHHBIX C IIOMOIIBIO KOJIA.

3. HacTpoviku yripasiieHVs M B3aMMOOEVICTBIA IIepCOHaXa C
OKPY>XKaroLIVM UIPOBBIM MUPOM.

4. CospaHue IPMMUTUBHOIO MCKYCCTBEHHOI'O MHTEJUICKTa,
pacivpeHue ero BO3MOKHOCTEVL.

5. PaboThI ¢ r100asIbHBIMY 1 IEPCOHAJIBHBIMI IIepeMeHHBIM
y UT'POBBIX OOBEKTOB.

6. IIpoekTmpoBKa ypOoBHEN 1 paclIVipeHye UTPOBBIX
BO3MOXXHOCTET.

7. PaboTa c moroymHnUTe IbHBIMY B3y aJIbHBIMV 3 deKTaMm v
3BYKOBBIMM (PaviyIaMMu.



| I]pakTmueckast yacTe

0 OcHoBbIBasich Ha 3a/javax, [IePBbIM 1€JI0M 5 CO3/1aJI ITyCTOM
rpoekT B Construct 2 n orrpenema ero XXaHp, Kak
11aTdopmep. IIoAroTOBMB TECTOBBIV YPOBEHB 5 CO3/1aI
IIepCcOHa’ka, JJaB €My COOTBETCTBYIOIIIVE ITOBeleH s, TaKe Kak
Platform (mocTyrmHOe nepemelirieHie 00BbeKTa C ITOMOIIIBIO
crpesiouek) m Scroll to (PpoxycrpoBKa Kamepsl Ha [IEPCOHAXe,
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Select template or example

Select a template to start with or an example to open:

New empty project

Create a new empty project with default settings.

New retro style project

style games (such as pixellated rather than smooth scaling).

New empty SD landscape 4:3 project
Create a new empty project with a standard definition 4:3 landscape
screen.

New empty SD portrait 4:3 project

New empty SD landscape 16:9 project
Create a new empty project with a standard definition 16:9 landscape
ssssss

New empty SD portrait 16:9 project
Create a new empty project with a standard definition 16:9 portrait
eeeeeee

Create a platform-neutral project with settings and objects suited to retro

D Create a new empty project with a standard definition 4:3 portrait screen.
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DACIIOJIOKEHMY Ha VDOBHE)

Type

Platform

Scroll To



Co3maHme o0JImMKa
repcoHaXka

0 I'padmueckas yacTp — ogHa 13 CAaMbIX Ba)KHBIX B
Urpax, II03TOMY Halll TepOoVi JOJDKEH BBITJISIETh
BU3yaJIbHO IIPUSTHO. B 3TOM MHe 1ToMoOXeT
rporpamma Paint Tool Sai, yo6HBIX 1
IIOHATHBIV Ipadprdecknii pegakTop. B Hem s
HapyCoBaJl KaXKIYIO YacThb IJIaBHOT'O repost
OT[IeJIbHO, YTOOBI B OyayIlleM VIMeTb
BO3MOXXHOCTh aHVIMMPOBATH €T0 LEIMKOM U
110;1HOCTBI0. CITyCT JT0JIr1e IITh YacOB paOOThI
IIepCOHaX ObUI TOTOB.




AHVMAIINL

U 41, He 3Hag HUYero o TakoV MporpamMMe, Kak Spriter,
JTOBOJIBHO OBICTPO pa3oOpasicd B MeEXaHUKE
AHVIMUPOBAHVIS «II0 KOCTsM». [ lepementas mosioxxeHms
KOCTeV, C KOTOPBbIMM ObUTM CBA3aHbI KOHEUHOCTY MOEro
repos, geJjiast HIOMETKM Ha TaiMJIaviHe BCe TUIaBHO

nBurajiock. CIIycTs 7 4acoB yCepAHO paboTHI S co3/1ail
YETBIPE PARTTMUHEIS AHTIMATIIT
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[ oTOBBIE aHMMAIIM

ber, npprKOK, aHMMAaIIs Oe3ericTsys 1 HazeHve. Bee aTo ObUIO
SKCIIOPTUPOBAHO B yKacHO MayioM Kojindectse FPS, HO B urpe Bce
CMOTPUTCS HAMHOI'O JIy4llle, TaK KaK B BbI mMeeTe BO3MOXHOCTB
II0JIHOT'O peaKTUPOBaHV aHMMAaLINI, BKIIIOYast CKOPOCTb
ITPOUTPHIIIA.




YpasiieHme

I=I Behaviors

0 Haxoner To Halll repcoHax 5 Puttor
II0JTyYJ1 CBOVI YHVKAJIBHBIV PN b
dpmsmueckum oonmk. Camoe P
BpeMs yIIpaBiIaATh M. bazosoe Gty 1500
ynpasiieHue B Construct, ey ¥ s 100

Double jump Disabled

JTOCTYITHOE HaM C IIOMOIIIBIO Jamp sustin 0
rmoBemenms Platform, MeHs He SOEE.
ycrpansaeT. CiieoBaTesIbHO 5 O b

OTKJTFOUWII YIIpaBJIeHVIe 110 o it e

CTpeJIOYUKaM 1 HOJICTPOWII €TO | [ [ A st e
Hei cebs uepes Event Sheet  Has - [T | xamer: [lee - lotninrosinsis
9TOM STaIle TeVICTBUI aHVMALIAS ° [*lem  fremosm ivow | cosimins o sty iomsems
TepeIBVDKEH VST, TIPHIKKA, T Y TR L
IIaJIeHus M CTOVKM ObUIa 7| @opous 0 dom o St & o presng
MIPVCBOEHA TTIEPCOHAXY. TeImeph ¢ | s awn  ime  soagmmmsosmia
OHV TIPOUTPHIBAIOTCS TTPU T TP ——

HEeOOXOIMMBIX 0OCTOITEe/ILCTBAX.



Ctpenbda

0 Camoe BpemMs noCTpesATh. e

Yepes Event Sheet, crenan
TaK, YTOOBI PyKM
[IepcoHaka Bceraa ObuIn
HaIIPBJIeHbI B CTOPOHY
Kypcopa. Taxke riepcoHax
JIOJDKEH II0BOPauYMBaThCA
Hasall, ecyIi aTaka
IIPOTMBHMKA IIPOM30UIET

= bullet

o]

Cco craamHbL. HasHaumm o8 e

CIIaBH ITYJIV Ha JIEBYIO
KHOIIKY MBIIITV, BCIIBIIIIKA
OT BBICTpeJIa IIpylaraeTcs.
1yt yHMYTOXaeTCs IIpm
CTOJIKHOBEHWUV C JTIOOBIM
dpursmueckM 00OBEKTOM.

i Player X >

1 Player X<

31 = © Mouse On Left butto

2 Sprite
5 Sprite

j Player

smoke

i Player

2 Sprite

% Player

= Sprite

bullet

Spawn

Spawn

Set positionto §f Player (image point 1)

Set angle toward (Mouse.X, Mouse.Y)

Set positionto g Player (image point 1)
Set angle toward (Mouse.X, Mouse.Y)

Spawn smoke on layer 2 (image point 2)
Set angle to -90 degrees

Move to top of layer

Set Mirrored
Set Flipped
Set Flipped

Set Not mirrored
Set Not flipped
Set Not flipped

Destroy

bullet on layer 2 (image point 1)

pow on layer 2 (image point 1)

Subtract 7 from Shots

Shake & ScrollTo with magnitude 8 for 0.4 seconds (Reducing magnitude)



Bce paboraer!

[ Temepb MbI MMeeM
MeXaHUKY
CBOOOJITHOTO
IIepeIBVDKeHVIS U
cTpenbOrl. [aee
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Buvibl ITpOTMBHMKOB

U B manHOM I1pOoeKTe NpuCyTCTBYIOT ABa BUIa
TpOoTUBHUKOB. [ locTosiHHO OeciienTbHO
ABUTAIOINIICS VI ITpecsIeay oIy UrpoKa IIpm
CTOJIKHOBEHMIA.
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| lepenBrokeHme

16 = EnemyMove

[ JIoOaBvmM Bpary HOBEOEHME  , jsrom g |

Switch

] Switch Switch = "left" ¥ Enemy Set direction to “left”

I tatdpopm 1 CI1I0BECHYIO )
repemMeHHYyI0 direction, I T e it
KOTOPasd BYHET MEHSIBEA € =~ Thg e o ot i sk
right ra left. A
IlaTpymupyromini Bpar
OpOANUT 13 CTOPOHBI B
CTOPOHY, COEP>XXMBaeT ero
TOJIBKO HEBUIVIMbIE CTeHBI,
CTIKMBAACh C HUMW OH
MeHsIeT HallpaBJIeHVe
CBOET'O JABVDKEHVI.

% Enem 9 Platform is movin % Enem: Set animation to "run” (play from beginning)
y S 9 Yy play ginning




3/10POBbe

[ JJobaBvM unciioByro
repemeHHy0 HPenemy,
pasHyo 100. Kaxxapeiii BeICTper,
ITOITa/IaloNINII B IIPOTMBHMKA
OTHMMaeT y Hero 25 x1. Korma
XII MEHbIIIe VUIV PaBHO HYJIIO —
poOoT ymupaer

(VHUYTOXaeTcHd).
23 [E]EnemyDeath

= # Enemy On collision with # Enemy
24 ,
bullet .
% Enemy
bullet
25 % Enemy HPenemy < 0 % Enemy

Bpara

Enemy: Instance variables

+ 710 ¢

Name Type Initial value
U direction Text left

U HPenemy Number 100

Subtract 25 from HPenemy
Spawn iskra on layer 2 (image point 0)

Destroy

Destroy



310POBbe UT'POKa

Player: Instance variables n

0 HMamyiv poboTam miaHC faTs oTIiop """
IIepCOHaxXy. [laeM reporo s e bwalvae
YVICJIOBY IO HeHeMeHHyfo HP, o e
paBHyIO cTa. [ Ipn cTokHoBeHMM C
IIPOTVBHVKOM Hac I10/10pachkIBaeT
BBepX M CHUMaeT 25 OYKOB OT
3[J0POBbi. 310POBbE MEHBbIIIe VIV

TTTTTTTTTTT ~D S
14 => # Enemy On collision with  § 'J Player Shake (& ScrollTo with magnitude 20 for 7 seconds (Reducing magnitude) >
Player i Player Subtract 25 from HP
HPbar Set width to 17.32*Player.HP

j Player Setﬁplatform gravity to 400
1l Player Simulate 95 Platform pressing Jump
g Player Spawn # blood on layer 2 (image point 0)
% System Wait 2 seconds
1 Player Setﬁplat‘form gravity to 7500

15 il Player HP <0 1 Player Destroy
2 Sprite Destroy

-~ gun Destroy



LllecTs BBICTpEIIOB

Player: Instance variables n

0 Orpannyenwne B BeICTpesiax R
HeOOXOAVIMO I TAaKOV UTPBHL. e ek
Co3maB 4mCc/IOBYIO IIepeMeHHY IO § o 5
Shots, paBHYyI0 6, 4 ciernal Tax,
yTOOBI ITOCITEe KaXK[IOTrO BBICTpesIa
BbIUMTaJIach €IVHNIIA OT
repemMeHHoO. Eciii nepeMeHHa
paBHa HYJIIO VIV MEHBIIIe — UTPOK
He MoXeT cTperars. Camoe
CJIOXKHOE VI MHTEepeCcHOe

Bﬁf\ﬂf\T‘TT/f
= Y [": Mouse On Left button Clicked ~r gun Spawn bullet on layer 2 (image point 1)
| Player Shots > 0 ~~- gun Spawn pow on layer 2 (image point 1)

§ Player Subtract 7 from Shots



bapaban

H Ha3BaJI €1ro 12 i Player Shots =6 shot Set animation to “loaded" (play from beginning)
Bapa6aH BOHVI/ ) shot2 Set animation to “loaded” (play from beginning)
TaK KaK 3TO shot3 Set animation to “loaded” (play from baginning)
caMoe JXeCToKkoe shotd Set animation to “loaded™ (plzy from beginning)

shotS Set znimation to “loaded” (play from beginning)
U TPyQHOE B oy e
| shot6 Set animation to “loaded” (plzy from beginning)
BU3yaJIbHOE
OTOOpakeHvIe o =
3 | Player Shots =3 shot6 Set animation to “fired™ (play from beginning)
KoOJIm4yecCTBa
HaTEOHOB B 4 i Player Shots =4 shot5 Set animation to “fired" (play from beginning)
oborime. [Tpu
Ha’KaTb 35 i Player Shots =3 shotd Set animation to “fired" (play from beginning)

Ki1aBuim K,

OGOIZ[Ma 36 i Player Shots =2 ) shot3 Set animation to "fired" (pizy from beginning)
repesapsarKaerc A action

d B TeueHmm 2.4 37 § Payer Shots = 1 shot2 Set animation to “fired" (pizy from beginning)
CEeKYH/I.

BOHBIHe 18 i Piayer Shots =0 shot Set animation to “fired" (plzy from beginning)
MHPOpMaIN B

Koze.



Emte Oapaban

= 55 = Keyboard On R pr: j§ Player Subtract 6 from Shots
9
i § Player Shots <6 shot Set animation to “reload” (play from beginning)
* System Wait 0.1 seconds
shot6 Set animation to “reload” (play from beginning)
# System Wait 0.1 seconds
shot5 Set animation to “reload” (play from beginning)
L system Wait 0.1 seconds
shotd Set animation to “reload” (play from beginning)
* System Wazit 0.1 seconds
shot3 Set animation to “reload” (play from beginning)
* System Wzt 0.1 seconds
shot2 Set animation to “reload” (play from beginning)
# System Wait 2 seconds
] Add 12 to Shots
shot Spawn Sparcle on layer 3 (image point )
¥ shot2 Spawn Sparcle on layer 3 (image point 0)
shot3 Spawn Sparcle on layer 3 (image point )
shotd Spawn Sparcle on layer 3 (image point 0)
shot5 Spawn Sparcle on lzyer 3 (image point 0)
shot6 Spawn Sparcle on Izyer 3 (image point )
40 | Player Shots> 6 § Player SetShotsto 6
1M § Player Shots <0 === Sprite2 Set animation to “yes"” (play from beginning)
Set opacity to 100
42 Else Set animation to “no” (piay from beginning)
Setopacityto 0
43 | Piayer Shots =0 A Sprited Set Visible
44 Eize . Sorited




