Kpocc-nnatgopMeHHas urpa ans
0byYyeHust NporpaMMUPOBaHMIO
Code’n’Play

HHHHHHHHH

nnnnnnnnnnnn

ooooooooooo

Powered by Unity



CozepxaHue

- Ilenb paboTHI

- Onucanue aHAJIOrOB

- IlpeumyiecTsa JaHHOW OPOrPaMMBI IEPE] AHAIIOTAMHU
- OnmncaHue UCTIONB3YEMBIX TEXHOJIOT MU

- JemoncTpanus pabOThI

- 3aKjIoYeHue

- JlanpHeWmuye myTH pa3BUTHS



Llenib paboTbl

PazpaboTath mporpamMmy sl HHTETPAIlMU B IIpoIiecc 00yUYeHUs TPOrpaMMHUPOBAHHUIO, a
TAKKe JJIS OBBIUIEHUS UHTEPECA K IPOrPAMMUPOBAHUIO Y IIKOJIBHUKOB CPENHUX U

MIaammnXx KJIaCCOB.

[Iporpamma aoJiKHA COAEPKaTh CIACAYIOIIUMNA (PyHKIIMOHAI

- BpIOOp ypOBHS 71 IPOXOKACHUS

- Hamnucanue xojaa 1Jis BBIIIOJIHCHUS

- Komnunsganusa koga

- JleMOHCTpanus mMoJb30BaTENI0 PE3YJIbTAaTa BBIMOJIHEHUS €TI0 KOJa



Onucanue aHanoros

http://www.vzmakh.ru/info/algo/modules/page4.html
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Onucanue Ananoros

https://sgimenez.qithub.io/laby/

Laby

Menu  Level
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Woh it becomes increasingly complicated!
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”pBVIMleJ,BCTBa AAdHHOW NporpaMMbl nepea aHanoramu

- Tpexmepnas rpaduka
- Tlogneprkka mr00bIX TaTHOPM, B TOM YHCIIE MOOUIIBHBIX
- Tlomnepkka KOHKPETHOIO SI3bIKA MPOrPaMMHUPOBaHMS, @ He a0CTPAKTHBIX SI3BIKOB



Onucanue ucnonb3yeMbiX TEXHOJIOMUU
C#

B nepBy1o ouepenpb CTOS BOMPOC « Kakow sI3bIK MPOTPAaMMHUPOBAaHUS UCIIOJIb30BaTh?». B

KauecTBe MCII0JIb3YeMOro si3bIKa ObLT BhIOpaH C#.

C# — 00bEKTHO-OPUEHTHPOBAHHBIN A3BIK IIPOrpaMMupoBaHus. PazpaboTan B 1998—2001
ro/iax rpyImnon HHKeHEPOB 110/ pyKOBOJICTBOM AHjiepca Xeiyicbepra B kommaHuu Microsoft
KaK A3BIK pa3paboTku npuioxkeHui i miatdopmbl Microsoft .NET Framework u

BHOCJIeACcTBUU ObLT cTanAapTu3upoBad kak ECMA-334 u ISO/IEC 23270.



Onucanue ucnonb3yeMbiX TEXHOJIOMUU

Bri0op nBuxkka

Jlasiee cTOs1J1 BOIIPOC O TOM, KAKOU JIBUKOK UCIIOJIb30BATh JIJIsI CO3/IaHUA UTPHI Ha C#.
HarmucaTh coOCTBEHHBIN KauecTBeHHBIN 3D IBHKOK He MPe/ICTaBIIAI0Ch BO3MOKHBIM B
CUJIy CTPOTOTO OTPAaHUYEHUA BO BpeMEeHU. bhl10 OTpayeHO HEKOTOPOEe BpeMs Ha
nBIKOK Agile2D, c ucrosnb3oBanueM C++ 14, HO OH OKa3aJicsA He MOAXOAAIUM, B CHITY
OTCYTCTBHS peajin3aliii paboThl ¢ TEKCTOM, 1 0011el 0emgHocTr cBoero API. Bo Bpems
moricka 0oJiee MOAXOIAIIEro HHCTPYMeHTapus ObLT 0O0Hapy»keH IBHKOK Oxygine.
OO111a5 CI0KHOCTDH ¥ BpeMA3aTPaTHOCTh pa3pab0TKU Ha HEM B UTOTE IIPpUBeEJIa K

BbIOOPY Unity3D B kauecTBe OCHOBHOT'O HHCTPYMEHTAPHA.



Onucanne ucnonb3yembix TEXHOIOMMHN
Unity 3D

Unity3d sTo kpocc-mtatopMeHHbIN ABUKOK /IS pazpaboTku 3D urp. PacnpocrpaHsercs 6ecriaTHo.
[Ipensaraer mpocToe K UCHOIb30BaHNIO API HanmmcaHHOe UCXO/AA U3 IpHUHIUNA « BosibIe GyHKIMOHAIA,

MEHBIIIE KOJIa».

I'nmaBHOe mpenmytecTBO Unity3d 510 ero kpocc-miatdhopMeHHOCTh. Peasin3oBaHa oHa 10 IPUHITUAILY, YTO
KO/ KOTOPBIU MUIIIET pa3dpaboTUUK eauH AJ1s1 10001 matdopMsel. 3afava pa3paboTurKa 3aK/II0UaeTcs
JIMIIITH B TOM YTOOBI coOOMpaTh OUJIBI T0A, pa3Hble I1aTdopmbl. Tak a1 co3aanus urpsl Ha Android
Unity3d co3maet apk daiin, a g1 i0OS mpoekr g1 xCode. Bosiee Toro HeT HEOOXOAUMOCTH Ja2Ke MEHSITh
yIIpaBJieHUE MBIIIKOUN HA yIIPaBJIEHUE C UCIOJIb30BaHUE Ta4 CKPUH.



JleMoHcTpaums paborbl

Hauvano paboTsl

/Mmobb! Halmu mawuHy egedume

var car =

GameObject. FindObjectOfType<PlayerController>();

/*Hcnone3yiime ¢hyHKkyuu:
car.MoveDownCommand(),
car.MoveUpCommand(),
car.MoveRightCommand]),
car.MoveleftCommand, ymao6si dobagums
komaHOk! dauxeHus, car.StartMove() ymobs!
yKasame MawuHe kozda HaJame deuzamscs U
car.ClearCommands ymobe! oyucmums none
KomaHO"/

CrkomnunupoBatb _,J | Beinonumte J
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JleMoHcTpaums paborbl

BBoa xona u koMOuiasnus

var car =

GameObject.FindObjectOfType<PlayerController=>();
car.ClearCommands();

for(inti = 0;i<7;i++){
car.MoveDownCommand();

}

car.MoveRightCommand();

car.MoveRightCommand();

car.MoveRightCommand();

car.StartMove();

——————————————————— (-— = %
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JleMoHcTpaums paborbl

HpOCMOTp BBIITOJTHCHHUA HAIIMCAHHOI'O KOJa U BBIBO PC3yJIbTaTa

YPOREHb MPOWOEH
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JaKoyeHue

- bpina nHanmcana nporpamMma Jjis 00y4eHUs IPOTPaMMHUPOBAHUIO
I'1aBHBIE OCOOEHHOCTH

- Kpocc-narpopmeHHOCTH
- Tpexmepnas rpaduka
- CymiecTBYIOIINH S3bIK MPOrPaMMHUPOBAHUS

- TNomynsipHBIiA U NPUATHBIN TTa3y cTHiIb rpaduku: Lowpoly + Material Design
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JlanbHeuwme nytu Pa3BUTUA

- 3arpy3ka ypoBHEH U3 TEKCTOBOTO (paiina

- Tlopnepxka 00JbIIET0 KOJUYECTBA S3bIKOB MPOrPaMMHUPOBAHUS
- JloGaBieHre HOBBIX KOMaH/ JJisl IEPCOHAXA

-  BHYTpUUTPOBO# pPEIAKTOP YPOBHEU

14



KoHTaKTHas MHGopMaLms

[Ipeirun Biiagucina AsiekceeBud
rpynna 0826-3

email: prygin.vladislav@gmail.com

15



