


NMpo6nema:

* N3y4YeHmne anropmuTMmn3aLmm
Bbl3blBAE€T TPYAHOCTU Y
HaYNHAaOLLUX;

* TpaAULMOHHbIE CMOCO6bI
obyyeHmna HegoCTaTOYHO
BOBMeKarT obyyaroLmxcs.

Llenb:

* PazpaboTtaTb obpa3oBaTefibHYIO
NUrpy, NO3BOMAKOLLYHO N3y4aTb
OCHOBbI aNropnTMn3aLmm
nocpeacTBOM UTPOBbIX MEXaAHUK.




e JKaHp: obyuatowiasa 2D-urpa (ronosonomka +
nnatpopmep).

* LleneBasa aygurtopusa: 8+
* Lenb urpbl: obyueHne ocHoBaM aniroputMmn3aLun.

* WrpoBasa unpesn: npoxoxaeHne ypoBHEN C peLLeHneM
3a4a4y vyepes cocTaB/ieHMe anropuTMoB.

* KnrueBasa MexaHuKa: anaropnTtMmmnyeckad rnaHersb C
BN3ya/ibHbIMUA 6nokamMy KoMaHa.

 O6yvarwowme aneMeHTbl:
* JINHEWHbIe anropmUTMbI

* Ycnosus

* Lunknbl

* Oco6eHHoCTb npoekTa: nHTerpauma obyyeHma B
NrpoBoun rnpouecc 6e3 ABHOIro «ypoka».



OCHOBHOWM QYHKLMOHAs NPOEKTa

& YnpaBneHue B8 Nunanorosas B O6yuatowme

mmmd ANITOPUTMUMYECKAA

nepcoHa>kemM cncteMa 3agaHunA
MaHers b

P BoinonHeHune v Mpoeepka iIaMeHeHue

VI Drag & Drop |

anropmTtMa peLweHnA NrpoBoro Mnpa




IrpoBom npouecc

Fromens

4

Nrpok nccnenyet UrpoByto ¢
nokauuto, B3aMMOOeNCTBYET C
NrPOBbIMMN OO BEKTAMU A
nepcoHa)ammu, nony4vaet
MHPOopMaLUUnO NOCPeacTBOM
OMNanoroBon CUCTEMbI U OTKPbIBAET
obyuatoLume 3agaHus.

W TONMHATE MOCT




NnankaTtop cocToAHUA
CeTka cocTaBneHuA

anroputMa OkHo npegnpocMotpa  KHOMku ynpaBneHus

pesynbraTa OKHOM I'IaHenVI\
71X

AnropuntMmyeckas
naHenb

* Bo3aMO)XXHOCTU

* COCTaB/ieHVe anropmuTMOB; MM
+ susyane 610K o o [ [ = o

KOMaHAa;

HcTuHa

* Drag&Drop;

* 3anyck anroputMa;

* NpoBepka peLleHuns;

e oTobpaxkeHune pesynbrarta
BbINO/THEHUA. MaHens ynpasneHus [NanuTtpa KoMaHAHbIX 6/10K0B

3amnyckom



BbinonHeHue
obyuatoLero
3adaHuA

: MonHWA paspywmna MocT.
! Nomorm poboTy AobpaTbca

[Tocne 3anycka anroputma
cuMcTeMa BbIMOIHAET KOMaHabl,
NnpoBepAeT NpaBUIbHOCTb
peLLEHNA N USMEHAET
COCTOAHME UTPOBOIro MMpa Npm
yCMeLHOM BbIMO/THEHUN

n 3afaHua.




lcnonb3yeMeble
TEXHO/IOTNK

Urposoun gBuKok - Unity

A3bik nporpamMmmMmupoBaHusa - C#
NHTepdenc - Unity Ul, TextMeshPro
XpaHeHue paHHbIX - ScriptableObject

Pa3paboTtka - Visual Studio Code, Pixel
Studio

/isual Studio Code



[TpenmMyLLiecTBa
NPOEKTAa

O6pa3oBaTenbHblie

v U3y4yeHue anropuTMoB B UTPOBON popMe
v/ BU3yanbHoe nporpamMmMmpoBaHue

v/ nocTteneHHoe ycrioXHeHMe 3aaaHum

v/ pasBUTME aNITOPUTMUYECKOro MbILLINEHNA
TexHu4yeckue

v MoaynbHas apxuTekTypa

v/ npocToe pacluMpeHne KOHTeHTa

v aBTOMaTu4yeckas npoBepka peLueHnin

v BO3MOXXHOCTb fanbHenLlero pa3Butms



Pe3ynbTraTbl

epazpaboTtaHa obpa3oBaTtenbHan 2D-urpa;
*peannM3oBaHa cMcTeMa BU3yasribHOIro NporpaMMmnpoBaHus;
epazpaboTaHbl obyvaroLne 3agaHuns;

Pe 3yn bTaT bl M epazpaboTaHa cucTeMa NPOBEPKN aNropUTMOB;

*peain3oBaHO U3AMeHEHME COCTOAHNA NTPOBOIo MMpa rnocne BblMOMHEHUA 3agaHun.

NepcneKTuBbl

eyBe/INYEHWE KONTMYecTBa 0byyaroLLmMX 3a0aHNi;
e06aB/IeHME HOBbIX UTPOBbIX TOKAL WA,

epacLimpeHne Habopa anropuTMMNUYECKNX KOHCTPYKLMI;
eafanTauua NnpoekTa ans opyrux nnatpopm;
*/ICNoNb30BaHKE B 06pa3oBaTe/ibHOM NpoLecce.
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