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[TpeagmeT OOBEKTHO-OPUEHTHPOBAHHOE MTPOrpaMMUpoBanue, A.B.MuxanbkeBud

ITpedmem: co3daHue uzpwvl Arkanoid Ob6wvexm: waba0HbI NpoeKkmuposaHus, padpabomka
nosv3osamenbckoz20 uHmepgetica. Lleav daHHOU Kypcosol pabombvl — 3amo pa3dpabomamvs uzpy
Arkanoid, ucnoav3ys a3vlk npoepammuposaHus Python.. Memodosio2us nposedeHus pabombi: 8
npouecce peweHus Nocmas/aeHHvlX 3a0ay cnpoeKkmuposaH u padpabomar npocmot u yo0obHbll
uHmepdelic uepsl, paspabomaxa 102uKa NPUAOKCEHUS C UCnoab3o8aHuem bubauomeku PyGame.
Pesyaemamul pabomel: padpabomaHa uepa ¢ y0oObHbIM PyHKUUOHAsi0M. HHmepelic uzpvl Obia
MAKCUMAanbHO YyNpow,eH u 8 mepy uHpopmamueeH, 4ymobvl 8csA 8axcHas uHpopmayus, bviia
HenocpedcmeeHHO neped noab3osameem. Ob61acmb NPUMEHEHUs pe3yabmamos: y0081emaeopeHue
noav3osamesel HHmepHema, Hyxcoawuw,uxcsa 8 cmapbix 2D uepax. CcblaKa HA OHAAQUH-
penosumoput GitHub: https://github.com/Sleepy228/Arkanoid

-Item: creating the Arkanoid game Object: design templates, user interface development. The
goal of this course work is to develop the Arkanoid game using the Python programming language..
Methodology of work: in the process of solving the tasks, a simple and convenient game interface
was designed and developed, and the application logic was developed using the PyGame library.
Results: developed a game with convenient functionality. The interface of the game was simplified as
much as possible and moderately informative, so that all important information was directly in front
of the user. Scope of the results: satisfying Internet users who need old 2D games. Link to the github
online repository: https://github.com/Sleepy228/Arkanoid
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Hwu ons xKoro He CEKpPET, 4YTO BUJE0 UI'DPEI IIPOYHO 3aHAIN CBOIO ITO3UITUIO B COBpeMeHHOﬁ WHAOYyCTpUHn
pa3BJ'[e‘-IeHPII>i. CYH.[eCTBy}OT IIOIIBITKYU BBRIAEJIUNTE KOMIIBIOTEPHBIE UTPEI KdK OTOEJIbHYIO 00J1acTh



MCKYCCTBa, HapsOy C TeaTpoOM, KMHO U T.II. Pa3paboTKa UT'P MOXKET 0Ka3aThCS HE TOIBKO
yBIIEKATeJIbHBEIM, HO ¥ MMPUOBIILHLIM [I€JI0M, IIPUMEPOB 3TOMY ITPEeIOCTATOYHO B UCTOPUH. [IepBLIe
IPUMUTHUBHBIE KOMIIBIOTEPHBIE ¥ BUAEO UTPHI Oblyid pa3paboransl B 1950-x u 1960-x rogax. OHu
paboTanu Ha Takux InaTtdopmax, Kak ociuiorpadsl, YHUBEPCUTETCKEe MeVH(PPENMEL U
kommnbioTepsl EDSAC. CaMoii mepBoM KOMIBIOTEPHOM UTPOM CTall CUMYJIATOP PaKeThl, CO3MaHHBIY B
1942 ropy Tomacom I'ompcmutom Mnagmum (auri. Thomas T. Goldsmith Jr.) u Uctn Peit MerHOM
(anrmn. Estle Ray Mann). [To3xe, B 1952 ropy, nosiBunack nporpamMma "OXO", UMUTHpYOIIAS UTPY
"KpecTUKU-HONMUKK", co3maHHas A.C. [IyriacoM KakK 4aCTh €ro JOKTOPCKOM OUCCepTaluy B
KembpumxckoMm YHuBepcuteTe. Mrpa paboraia Ha 00JbIIOM YHUBEPCUTETCKOM KOMITBIOTEDE,
n3pecTHOM KakK EDSAC (Electronic Delay Storage Automatic Calculator). B HacTosimee Bpems,
COBpPeMEeHHEBIE UTPHI TPeOYIOT OCTATOYHO OOJBIION TPOU3BOAUTEILHOCTH OT KOMIIBIOTEPA, U HE
Kaxmasi orCHas MalllMHa B CHJIaX BOCIIPOU3BOAUTD UxX. OMHAKO I OTHbIXa OT MOHOTOHHOM PabOTE
3a4acTy0 JOCTATOYHO MPOCTOM, He TpeOoBaTeNIbHOM K TeXHUKE, UTPHL. FIMEHHO TaKoi pa3paboTke
TIOCBSIILIEH TaHHBIM KYPCOBO# IMTPOEKT - urpa «Arkanoid». Llens maHHOM KypcOBOM pabOTH — 3TO
paspabotath urpy Arkanoid, ucmonb3ys si3blK mporpamMmupoBanus Python. OCHOBHBEIMY 3aladaMu
SBJIAIOTCSI CO3[laHMe MHTYUTHUBHO MOHSATHOTO II0JIb30BATEILCKOTO HHTEP(PeKca, 3aKpelieHrue U
yriy0OneHre 3HaHUM ¥ HaBHIKOB, IIOJTyY€HHBIX IIPU U3yUYeHUN OUCHUIINHEL “ O0BEKTHO-
OPUEHTUPOBAHHOTO IIPOTPaMMHUPOBaHMe”, 03HAKOMJIeHUE U U3y4EeHNE COBPEMEHHBIX TEXHOIOTHH,
KOTOpPHIE UCIIOJIb3YIOTCS B TaHHOM IIPOEKTE.

1 OIIMCAHME ITPOEKTA

KypcoBo# mpoeKT mpencTaBisieT coboi urpy «ApKaHOUO» - OJHA U3 HEMHOTHUX UTP, KOTOpas B
Te4eHMe JONITOr0 BPEMEHU OCTAeTCs Ha IIUKEe CBOEH IMOMYISPHOCTH.

Wrpok KOHTPOIUPYeT HeOObINY0 IIaTGOopMy, KOTOPYIO MOXKHO ITepedBUraTh TOPU30HTANIBHO OT
OMHOU CTEHKM OO OPYroM, MOACTABISAS €€ IOJ IIapHK, IpegoTBpallas ero nageHue BHU3. Yaap
IIapuKa 10 KUPIKUYYy IPUBOOUT K Pa3pylleHnio Kupnuda. [Iociie Toro Kak BCe KUPIHUYY Ha HaHHOM
YPOBHE YHUYTOXKEHBI, TPOUCXOOUT IEePexo Ha CAeOYIOIIUN YPOBEHb, C HOBBIM HAaG0OPOM KHUPIHUYEH.
EcTh ¥ HEKOTOpPOE pa3HooOpa3ue: ompeaesieHHbie KUPIUYK HYXKHO YOAPSITh HECKOIBKO pas, yoap Io
HEKOTOPHIM KMPIKHYaM IIPUBOOUT K BHITAJAHUIO U3 HUX KAICYJ-IIPU30B — MPU3 aKTUBUPYETCS, €CITU
oMMaTh TaKylo Karcyiy maaThopMo.

Ins peanu3anus DAaHHOTO MpPoeKTa OB BHIOpAaH OOBEKTHO-OPUEHTHUPOBAHHBIM SI3BIK
mporpaMMupoBaHus Python.

TpeboBauus:

- YcTaHOBNIEHHBIM MHTEPIPETATOP A3kIKa Python

python.org

- YcraHoBneHHBIM MOnyb PyGame

python3 -m pip install -U pygame --user

OcobeHHOCTH:

- BO3M0OXKHOCTh IIOCTAaBUThL UTPY Ha May3y

- BO3MOXHOCTb COXpaHEHHUS TEKYIIETO COCTOSHUS UTPHL. [ coxpaHeHus: Haxmurte Ctrl+S Bo
BpeMs UT'PHI

- Ha kaxpoM u3 opuIMalbHEIX YPOBHEN IPUCYTCTBYET MYy3hKa (II0 YMOTUYaHUIO TPOMKOCTH
HyJeBas)

- PemakTop ypoBHe#. BO3MOXKHOCTh CO3MaBaTh CBOM YPOBHU



- bonych

YrnpaBneHue Urpou:

A u D - ynpaBneHue nnatdopmoii

Q - naysa

+ U - - yIpaBlIeHUE TPOMKOCTBI0 My3BIKI

Ctrl+S - coxpaHeHHe UTPOBOTO IIpollecca B (aiisl (TakxkKe ¥ Ha CO3[LaHHOM yPOBHE)

PenakTop ypoBHEN:

W, A, S, D - yiipaBiieHue KypcopoMm
1, 2, 3, 4, 5 - BLIOOP MPOYHOCTHU OJI0KA
E - mocTaBuTh 670K Ha MECTO Kypcopa

[TonoxuTenbHEIE 6OHYCBI:

YBenuueHue OuHE IIaTGopMer B 1.5 pas
YBenuueHue CUITH IIapuKa

OTpuLaTeIbHBIN
- YMeHbIIeHUE OJIWHH I1aTGOPMEL B 2 pa3a
3amyck:

B npoekrte npucytcTsyert .bat-paiin ans 3amycka
Komanpnas ctpoka cmd: arkanoid.py

Cocras:

YpoBHH, co3maHHBIe TONb30BaTeneM: CreatedLevels/
M3obpaxenus: Images/

CraHpgapTHBIE ypPOBHU: Levels/

Mya3eika: Music/

CoxpaHeHnus: Saves/

daiin 3amycka: arkanoid.py

Knacc msya: ball.py

Knacc 6noka: block.py

PemakTop ypoBHel: editor.py

OKpaH BBOZa nHpOpPMAIMu 0 Co3naBaeMou kapre: editor info.py
OcHOBHas IOTMKa UTPH: game.py

Kiacc kapTel: map.py

MeH10: menu.py

Knacc nmatdopmer: platform.py

Knacc urpoka anst cTaTUCTUKE: player.py

OKpaH PeKOopAoB: records screen.py

OxpaH BrIOOpa CO3[aHHBIX YPoBHEH select custom level.py
OkpaH BeIOOpa coxpaHeHus select save.py

[TocneurpoBou sKpaH: statistics.py

YUTH:

B Urpe MmpucCyTCTBYIOT HEKOTODPEIE YHUTHI, 06Herqa}0m1/1e I/IFPOBOI;I Imponecc. AKTI/IBI/IPYIOTCH Ha
HaXKaTue onpeneneHHofI KJIaBUIIN Ha KJIaBHAType

R - pecniayH msa4a



B - yHHUYTOXEHHUE CITy4arHOro 0I0Ka

N - co3manme mmTa (MI49 He MOXKEeT ITPOBAIMTHCSI BHU3 => UT'POK HE MPOUTPHIBAET)

[ - yMeHblIIEHNE CKOPOCTH Ms4a OO CIEOYIOIIero COMPUKOCHOBaHUS C pakeTKou (3hdekT slow-
motion)

O - aHa7OTUYHO yBeJIMYEeHNEe CKOPOCTH Msg4a (€ClH cheNlaTh CKOPOCTh CIIMIIKOM OOJIbIIOMN, MY
HAYHET TeJIeIIOPTUPOBATHCS CKBO3b UTPOBLIE 00BEKTHI - HCIIOIb30BaTh HA CBOM CTPAX U PUCK)

2 OBOCHOBAHHE BBIEOPA TEXHOJIOTHUH

TexHOIOTHSI MPOTPaMMUPOBAHUS — 3TO COBOKYIHOCTh METOMOB U CPEACTB [Jis pa3paboTKu
mporpaMMHOTO obecreuyeHuss. B TeXHONIOTUU MOJIKHB OBITH ONMpPedeneHbl MOCJIEeI0BaTEIbHOCTD
BBHITIOJIHEHHUS OTIepalui, YCIIOBUS, TP KOTOPHIX BHIIOIHAETCS KaXaas olepalus, omrcaHue caMux
olepalui: UCXONHLIEe NaHHbE, HOPMATUBHEIE NOKYMEHTH, B TOM YMCJIE CTAHOAPThl, KPUTEPUH U
METOMHI OLIEHKH, Pe3yJIbTaThH U [Ip.

B MCTOPUYECKOM aCIeKTe B Pa3BUTUM TEXHOJOTHUM MPOTrPAMMHUPOBAHMUS MOXKHO BBIIENIUTH
HECKOJIbKO 9TalloB, TaKHWX KaK: CTUXHWHHOe IporpaMMHPOBaHUE, CTPYKTYPHHIM IMOAXOHA K
IIPOrPaMMHUPOBAHUI0, 00BEKTHHIM ITOOX0 K IPOrpaMMHUPOBAHMI0, KOMIIOHEHTHEIN moaxon u CASE-
TEXHOJIOTUH

OOBEKTHBIM MOAX0M K MPOrPaMMHUPOBAHUIO CIIOXKUICS ¢ cepenunbl 80-x mo KonIia 90-x romos 20-ro
Beka. OOBEKTHO-OpUEeHTHPOBaHHOe mporpammupoBanue (OOII) ompemenseTcs KakK TEXHOJIOTHUS
CO3TaHMs CJIOKHOT'O IIPOrpaMMHOTr0 o0ecreyeHus, OCHOBaHHAs Ha MPEICTaBIEHUU MMPOTPAMMEI B
BHJIe COBOKYITHOCTH 0OBEKTOB, KaXK/bI! M3 KOTOPHIX SIBIISIETCS 3K3eMIIJISPOM OINpefesieHHOr0 TUIla
(kmacca), a Kiacchl 00pa3yioT nepapxuio ¢ HaclieloBaHNEM CBOMCTB. BlauMoneicTBIEe IPOrpaMMHBIX
00BEKTOB OCYILIECTBIISIETCS IIyTeM Iepefiadyl COOOIeHNH.

OCHOBHOE [IOCTOMHCTBO 00BEKTHO-OPUEHTHPOBAHHOTO IPOTPAMMHUPOBAHUS 10 CPABHEHHUIO C
MOJAYIbHBIM IIpOTpaMMUPOBaHueM - 0oJjiee ecTeCTBeHHas [EeKOMIO3WUIUS IMPOTPaMMHOTO
obecredyeHuss, KOTopas CylleCTBEHHO o0jerdaeT ero pa3paboTky. Kpome T0oro, 00BEKTHBEIN ITOAXON
mpenjaraeT HOBBIE CITIOCOOBI OpraHU3alluy MPOTPaMM, OCHOBaHHBEIE Ha MeXaHM3MaX HacJieMoBaHUS,
nonuMopdu3Ma, KOMIO3UIIAU. ITO IIO3BOJISAET CYIIECTBEHHO YBEJIUWUYUThH ITOKa3aTelb MMOBTOPHOTO
MCII0JTb30BaHUS KOJIOB U CO3[aBaTh OMOIMOTEKH KIIACCOB [JIsI PA3/IMYHBLIX TPUMEHEHUH.,

Pa3puTne 00BEKTHOI'O MOAXO0Mla B TEXHOJIOTUM IPOTrPAaMMUPOBAHUS IPUBEJIO K CO3MAHUIO Cpef
BH3yaJIbHOTO IIpOrpaMMUpOBaHusi. [I0IBUNHNCH SA3BIKU BU3yaJbHOTO 00BHEKTHO-OPUEHTUPOBAHHOTO
nmporpaMMupoBaHusi, Takue Kak Delphi, C++ Builder, Visual C++, C# u T. 1. OgHaKO TeXHOIOTHUS
OOIT uMeeT u HefoCTATKU. [ TTaBHBEIM U3 HUX - 3aBUCHMOCTb MOMIyJIEN ITPOTPaMMHOT0 00ecIiedyeHus OT
aJipecoB 9KCIOPTUPYEMBIX IOJIEd U METOMNOB, CTPYKTYP U (HOpMaTOB HaHHBIX. JTa 3aBUCHUMOCTH
00BbeKTUBHA, TaK KaK MOOYJIM JOIKHB B3aMMOIENWCTBOBATh MeXkOy co0oii, oOpalasick K pecypcam
ApyT Apyra.

A3nik Python - tunuunwiii npegcraButent OOTI-ceMelicTBa, 06/afalonuil 371€TaHTHOM U MOIITHOM
00BEKTHOM MOeNbio. B 3ToM si3biKe OT 00HEKTOB HUKYMa He CIPSATAThCA (Bedb faXke Yuclia SABISI0TCS
UMH).

Bri6op MCIONTB30BaHUST JAaHHOTO SI3bIKa OCHOBAH HAa TOM, YTO CKOPOCTH BHITIOJTHEHHUS ITPOTPaMM,

HanucaHHHIX Ha Python BeICOKa. ITO CBI3aHHO C TeM, YTO OCHOBHbEIe OubnuoTeku Python Hanucans



Ha C++ ¥ BBIIOJIHEHUE 3a7ay 3aHUMaeT MeHbIle BpeMeHHU, YeM Ha [PYTUX A3bIKaX BEICOKOTO YPOBHS.
[TosToMy eCcTh BO3MOXKHOCTb IIHCaTh CBOU coOCTBeHHBIe Momynu ans Python ma C unu C++.
CnemymomuM IPEUMYIIECTBOM $3BIKa SBISETCS €r0 KpOoCCINIaTGOPMEHHOCTh, T.e. CKPHUIITHI,
HanucaHHBe Ipu noMmouiy Python BeimonuswooTcs Ha OonmbmuHCTBe coBpeMeHHEIX OC. Takas
nIepeHoCcuMOoCTh oO0ecneunBaeT Python npumeHeHue B caMbIX pa3nuyHbIX 001acTsax. CTOUT TaKxke
OTMETUTh WIUPOKOEe pacIpocTpaHeHUe IakeToB (0MONIMOTEK), HUCIOIb3yEeMHIX B HAYYHBIX
BHUKUCTIeHUAX. OHU CIOCOOHBI BHIYUCIATH KJIacCUYeCKUe YUCIeHHBIe alTOPUTME pelleHUsd
ypaBHEHUH, 3aia4 IMHENHOU anreOphl, BEIUUCIEHUS ONpefe/ieHHEIX HHTErpasioB, alllpOKCUMAIUY,
pemenus quddepeHranbHEX ypaBHeHUN. Python mogxomut gmns moObIX pelneHuWi B o6nacTu
IporpaMMupoBaHus, 6yab TO OQUCHEIE IPOrpaMMEl, BeO-punoxkernus, GUI-npunoxeHus u T.[.

Pygame — 3T0 «urpoBas 0ubnuoTreka», HabOOp MHCTPYMEHTOB, IOMOTalIIUX IPOrpaMMUCTaM
co3naBaTh UIPH. K HUM OTHOCATCS:

- l'paduka 1 aHUMaLUS

- 3BYK (BKJIIOYas MY3BIKY)

- VrpaBnenwue (MbIlIb, KJIaBAATypa, TeUMIIa U Tak Hajee)

3 UTHCTPYMEHTAPUU

1. ObocHOBaHHE HCIIO/Ib3yeMbIX HHCTPYMEHTOB

Microsoft Visual Studio — nuHelika NPOOYKTOB KoMmaHuu Microsoft,
BKJTIOYAIOIIUX WHTETIPUPOBAHHYIO Cpefy pa3pabOoTKu MpPOTpaMMHOTO obecreyeHus U psif OPYTUX
WHCTPYMEHTANIbHKX CpeAcTB. JlaHHBE TMPOAYKTH TO3BOJNSIOT pa3pabaThBaATh
KaK KOHCOJIbHBEIE MTPUJIOKEHHUS, TaK U MPUIOKEHUS C TpaduiyeCKuM UHTePGEehcoM, B TOM YUCIIE C
nopgnepxkkou texHomorun Windows Forms, a Takxke BeO-cailThl, Be6-IpuUIoKeHus, BeO-CIyKObI KaK
B POMNHOM, TakK ¥ ByIPaBIsIeMOM Kofax [Jis Bcex mnatdopM, mogmepxkuBaeMbrx Windows, Windows
Mobile, Windows CE, .NET Framework, Xbox, Windows Phone .NET Compact
Framework u Silverlight.

Visual Studio BkmioyaeT B ce0s pemakTop HCXOAHOTO KOJAa C MOAOEPXKKOM
TexHonmoruu IntelliSense ¥ BO3MOXKHOCTHIO IpoCTeWmero pedakToOpuHTra Kofa.
BcTpoeHHbIN OTMaAuUK MOXKET pad0oTaTh Kak OTIaAYUK YPOBHS UCXOJHOTO KOMa, TaK U KaK OT/IafYUK
MAaIIMHHOTO YPOBHS. OCTanbHEIE BCTPAUBaeMble MHCTPYMEHTHI BKITIOUAIOT B ce6s1 pemakTop GopM s
YIPOIeHUs CO3aHus rpapuyeckoro nuutepderica IpuioxkeHus, Beb-pefakTop, gu3aiHep KIaccoB U
nu3aiinep cxeMmbl 0a3wl maHHBIX. Visual Studio mo3BosnsieT co3pmaBaTh ¥ MOOKIIOYATh CTOPOHHUE
[OTONMHEHU (TIaTHHBI) AJS pacliupeHus: QYHKIMOHANIBHOCTH NPAKTHYECKHM HA KaXKgOM YPOBHE,
BKJII0Yasi nobGaBleHUEe TOANEPXKKH CHCTEM KOHTDPOJS BepCUM HMCXOOHOTO Kopa (Kak,
Hanpumep, Subversion u Visual SourceSafe), mo6aBnenre HOBLIX HaOOPOB UHCTPYMEHTOB (HaIIpPHMeED,
[JIST pefaKTUPOBAHUS M BU3YaIbHOTO MPOEKTUPOBAHUS KOfa Ha MPEAMETHO-OPUEHTHUPOBAHHBIX
S3bIKaX MPOTrPaMMUPOBAHUS) UM MHCTPYMEHTOB [JIsT MPOYUX aCIEKTOB Ipolecca pa3paboTKu

nporpaMMHOro obecneuenus (Hanpumep, knueHT Team Explorer mnst pa6oTel ¢ Team Foundation



Server).
Notepad++ - TeKCTOBHIM pegakTop, MpegHa3HaYeHHBIN [JIsT IPOrPaMMUCTOB U BCEX TEX, KOTO He
yCTpauBaeT CKpoMHas GyHKIHOHAIbHOCTE BXoasiero B coctaB Windows brnokHoTa.

OCHOBHBIE 0COOEHHOCTH ITPOrPAMMEL:

IIOJICBETKA TEKCTA ¥ BO3MOXKHOCTh CBOPauMBaHMs OJI0KOB, COTTIaCHO CHHTAKCUCY SI3bIKa
IIPOrPaMMUPOBAHMUS;

nopnepkKa 601b1Ioro KonuyecTsa 13ulkoB (C, C++, Java, XML, HTML, PHP, Java Script,
ASCII, VB/VBS, SQL, CSS, Pascal, Perl, Python, Lua, TCL, Assembler);

WYSIWYG (meyaTaells u I0Iy4Yaellb TO, YTO BUOUIIL Ha 9KPaHe);

HaCTpauBaeMblid II0Ib30BaTEIEM PEKUM ITOOCBETKY CUHTAKCHCa;

aBTO-3aBepINeHre HaOMPaeMoro CJI0Ba;

OTHOBpPeMeHHas paboTa C MHOXKECTBOM JOKYMEHTOB;

OJIHOBPEMEHHBLIM IIPOCMOTP HECKOJIbKUX TOKYMEHTOB;

ofiepKKa PerylsipHBIX BeIpaxkeHuu [loncka/3aMeHH;

II0JIHAs NMOAAepKKa [IepeTAruBanus (pparMeHTOB TEKCTa;

OVHaMU4YeCKoe U3MeHeH’e OKOH IIPOCMOTPa;

aBTOMATU4ECKOe OTpefiefieHrue COCTOSTHUA ¢aiina;

yBENUYEHNE U YMEHBIIEHUE;

3aMeTKU;

BBIJIeJIeHNE CKOOOK TIpY pelaKTUPOBAHUY TEKCTA;

3alKCh MaKpoca U ero BHIIIOITHEHHE.

Linux Mint — 3To omHa u3 Haubojiee NMOMyJISPHBEIX ONMEPalMOHHHEX cucTeM B mupe. OHa
pa3BHUBaeTCs CO00IIeCTBOM M OCHOBaHa Ha omnepaiuonHou cucteMe Ubuntu. I'maBHOM cBoel 3afauent
paspaboryuku Linux Mint cTaBsT cHesaTh MakKCUMalbHO YO0OHYIO B MCIIOIH30BAHUU CUCTEMY U Y
HUX 3TO MONy4YHuaochk. Linux Mint uMeeT OTKDPHITHIN HCXOOHBIM KOO U sBIseTCS OeclniaTHOU
ONepalMOHHOM CHCTEMOM, KOTOpas BKIHYaeT B ce0sS Bce HeOOXOOUMEIE NMPOTPAMMBI [s
ITOBCETHEBHOTO HCIIOJIb30BAHUS.

PyCharm - camas nomynspHasi cpefia pa3paboTKH, UCIOIb3yeMas [AJg s3blKa clieHapues Python.
PyCharm npepiaraeT HeKOTOphIe U3 Ny4YINUX QYHKIIUN OIS CBOMX IOIb30BaTeNiel 1 pa3pab0OTYMKOB B

CIeyIoIInX aCIeKTax -

3aBeplleHre KOfla ¥ IpOBEPKa
PacmmpenHnasa oTiagka
[Togpmepxkka Be6-mporpaMMupoBaHus u GppeiiMBOPKOB, Takux Kak Django u Flask

. Acnonb30BaHHe CHCTEMbI KOHTPOJIsA Bepcui GIT

Cucrtema KoHTpons Bepcuil (CKB) - 3T0 cucTema, perucTpupyolias U3MeHeHUs B OQHOM HIIN
HECKOJIbKUX (paiiyiax ¢ TeM, 4YTOOH B fajbHeMIeM Obljla BO3MOXKHOCTb BEPHYTHCS K OIpPEeeIEHHBIM
CTaphIM BEpPCUSIM 3TUX (auinos [4].

CKB maéT BO3MOXKHOCTb BO3BpalllaTh OTHeNbHEIE (aiilbl K MpexXHEeMy BHUAY, BO3BpalllaTh K
IIpekHeMy COCTOSHMIO BECh IIPOEKT, IPOCMATPUBATh IIPOUCXOMSAIINE CO BpeMeHeM HM3MeHEeHUS,

OIIpenesiTh, KTO IIOCIIEAHUMM BHOCHII U3MEHEHNA BO BHE3AIIHO HepeCTaBH.II/II;I pa6OTaTb MOOYJIb, KTO 1



KOTJa BHEC B KOJI KaKylo-TO OImnOKy, 1 MHOTOe fpyroe. Boobiie, ecnu, nmonb3ysack CKB, ucnopTuth
WY TIOTEPSATH (paidsibl, BCE MOXKHO OyJeT JIEeTKO BOCCTAHOBUTD.

MHorue npeAnoYnTaT KOHTPOJIUPOBATL BEPCUH, TPOCTO KONUPYS (Paisibl B APYTOM KaTasor (Kak
npaBuio o6aBNsAs TEKyIIyI0 AaTy K Ha3BaHUIO KaTajora). Takod MOAX0on O4eHb PAcIpPOCTPaHEH,
IIOTOMY 4YTO IIPOCT, HO OH U Yale AaeT cOou. OueHs 1erKo 3a0biTh, YTO THl HE B TOM KaTajore, 4
CNly4aHO M3MEHUTh He TOT (aiin, mubo CKonmupoBaTh Qaiabl He TyOda, KyAa XOTes, U 3aTepeTh
HYXXHbIe (albl.

Y7106 pemuTh 3Ty Npo0JieMy, MIPOTPaMMUCTH yXKe JaBHO pa3paboTtanu nmokanbHbie CKB c

nmpocToy 0a30i faHHBIX, B KOTOPOM XPaHSTCS BCe U3MEHEeHUs HYKHBIX (HaiioB (PUCYHOK 1).
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PucyHok 1- Cxema nokansaoui CKB

Opuo#t u3 Haubonee nmonynsapHbex CKB Takoro Tuma SIBNseTCS rcs, KOTopas A0 CHUX IIOP
yCTaHaB/IMBaEeTCS Ha MHOTMEe KOMIBIOTEPHL. [laxke B COBpeMeHHOU onepaluoHHou cucteMe Mac OS X
YTUNINTA I'CS yCTaHaBnuBaeTcs BMecTe ¢ Developer Tools. 9Ta yTunuTa ocHOBaHa Ha paboTe C
HabopaMu IaT4yell MeX[y MapaMy Bepcuil (maTy - (aiij, OnUCHBaIOMINN pa3nuyue Mexay pannamu),
KOTOPBIEe XPaHATCS B CllellasbHOM (popMaTe Ha AucKe. DTO MO3BOISET Iepeco3naTth 1000 ¢dain Ha
m0601 MOMEHT BpeMeHH, ITOCIeN0BaTE/IbHO HaKIagbiBas MaTuu.

Cnenyroieit 0CHOBHOM MPo0IeMol oKa3ajlach He0OXOAMMOCTh COTPYAHUYATE C pa3paboTunkaMu
3a APyruMu KoMmbioTepaMu. YToOH pPemuTh €€, ObIIX CO3[aHbl IeHTPaJInu30BaHHBIE CUCTEMBI
kKoHTpons Bepcu#t (LJCKB). B Takux cucremax, Hanpumep CVS, Subversion u Perforce, ecTb
IeHTPaJbHEIM CepBep, Ha KOTOPOM XpaHATCA BCe (Galibl 0L BEePCUOHHBIM KOHTPOJIEM, U PSJ
KJINEHTOB, KOTOPHIE TTOTy4aloT Konuu ¢aiyioB U3 Hero. MHOTO JIeT 3TO OBIO CTaHAAPTOM AJISI CUCTEM
KOHTPOJIS Bepcuu (puc. 2).



Mame Da odified Fype

l app 5/2/2020 0212 FM File folder
B

l config

R

B

B o

l public N

PN

PN

A
1
1
A
1
1
A
A
A
1
A
1
A
A
1
A
1
1

Markdown Source...

B README.md

PucyHok 2 - CxeMa I[eHTPaTu30BaHHOT'0 KOHTPOJISI BEPCUM

Tako# mogxon MMeeT MHOXKECTBO IIpeuMYyInecTB, ocoO0eHHO Hap nokanbHEIMU CKB. K npumepy,
BCe 3HAIOT, KTO ¥ YeM 3aHMMaeTCs B IPOeKTe. Y agMUHUCTPATOPOB €CTh YETKUY KOHTPOJIbL Hafl TEM,
KTO ¥ YTO MOXKeT JejiaTh, ¥, KOHEeYHO, afMuHuCTpupoBaTh LICKB HaMHOTO /ierde, 4yeM J0KalbHbEIE
0a3nl Ha KaXOoM KIIHMEHTe.

OpgHako NpU TaKOM TIOJXOMEe eCTh U HeCKOJIbKO CePhE3HBIX HemocTaTKOB. Hanbomee 04eBUAHEIN -
IIeHTPaIN30BaHHBIN CepBep SBNISIETCS YSI3BUMBIM MECTOM BCell CHUCTeMHI. Ec/iu cepBep BHIKITIIOYAETCS
Ha 4Yac, TO B Te4eHHe Yaca pa3pabOTYUKU He MOTYT B3aUMOOENCTBOBATh, U HAKTO HE MOXKET
COXPaHUTh HOBOM Bepcuu cBoel paboThl. Eciu ke moBpekgaeTcs AUCK C IeHTPaJbHOM 6a30ii JaHHBIX
U HeT pPe3epBHOU KONMHUHU, BEl TepsieTe abCONIOTHO BCE - BCIO UCTOPHIO MPOEKTa, pa3Be 4TO 3a
MCKTI0YeHNEM HECKOIbKUX Pabounx BepCcull, COXpPaHUBIINXCS Ha padounx MalllHaX I0JIb30BaTee.
JloKanbHBEIE CUCTEMBI KOHTPOJISI BEPCUM ITOIBEPKEHH TOU Ke Ipo0jieMe: eciy BCS UCTOPHS IPOEKTa
XPaHUTCS B OOHOM MECTE, BBl PUCKYyeTe IOTEPSATH BCE.

WM B 3TOM CUTyallMu B UTPY BCTYNalOT paclpenel€HHble cCHCcTeMbl KOHTposns Bepcuii (PCKB). B
TaKux cucremax Kak Git, Mercurial, Bazaar unu Darcs K11eHTH He IIPOCTO BHITPYXKalOT MOCTIeHIE
Bepcuu (HaisioB, a IOJTHOCThI0O KOMUPYIOT BECh peno3uTopuid. [IoaToMy B ciiydae, Korga "yMupaert"
CcepBep, Yepes3 KOTOPHH Iia pabora, m000# KINEHTCKUM PEMO3UTOPUN MOXKET OBITh CKONMMPOBAH
o6paTHO Ha cepBep, YTOOB BOCCTaHOBUTH 0a3y maHHBIX. KaxkAbli pa3, Korga KIWeHT 3abupaer
CBeXYI0 Bepcuio ¢aiyioB, OH CO3[aeT cede MOIHYI0 KOMKI0 BCeX MaHHHIX (PUCYHOK 3).
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PucyHok 3 - CxeMa pacnpefeneHHOM CUCTeMBI KOHTPOJISI BEPCHUI

Kpome Toro, B GombIed 4aCTH 3TUX CHCTEM MOXKHO paboTaTh C HECKONBKMMHU YOalIEéHHBIMU
PEMO3UTOPUSIMH, TaKMM 06pa3oM, MOXHO ONHOBPEMEHHO paboTaTh IO-pa3HOMY C Pa3HBIMHU
TPyNIIaMu JTIONEH B paMKaX OOHOTO IMPOeKTa. Tak, B OOHOM MPOEKTe MOXKHO OJJHOBPEMEHHO BECTHU

HECKOJIBKO THUIIOB p8.60‘-II/IX IIpOoLIecCoB, YTO HEBO3MOZKHO B IIEHTPAJIN30BaHHBIX CHCTEMaxX.

4 APXUTEKTYPHBIH IIIABJIOH IPOEKTUPOBAHUSA MVC

[ITa6on mpoeKTupoBauust Momens - [IpencTaBnenue - KoHTpoiep
(MVC) - sTo ma6noH mporpaMMHON apXUTEKTYphl, IOCTPOEHHHI! Ha OCHOBE COXpPaHEHUS
IpeICTaB/lIeHUs OaHHBIX OTAENIbHO OT METONOB, KOTOpPHIE B3aUMOLEWUCTBYIOT C HAHHBIMHU .

He cmoTps Ha TO, uTOo cxeMa MVC Oriyia mepBoHa4yanbHO pa3paboTaHa [/ MEepPCOHANIBHBIX
KOMIIbIOTEPOB, OHA Oblla afalTHpOBaHa U LIMPOKO MCIOJNb3yeTcs BebG-pa3paboTuMKaMu H3-3a



TOYHOTO pa3rpaHUYEHHSA 3aJa49 XU BO3MOXKHOCTH ITOBTOPHOTO HMCIIONIB30BAaHUA KOJIa. CxeMa
CTUMYJIHPYET PA3BUTHE MOOYIIBHBIX CHUCTEM, YTO IIO3BOJIAET pHSPaGOT‘-II/IKaM GBICTpO 00HOBJISATE,
JIO6&BJ'I5{TB UJIN yOaAJIATh (I)YHKI_II/IOHHH.

Has3BaHue mabioHa IIPOEKTUPOBaHUA OIIPENENIAEeTCA TPpeMd €ro OCHOBHBIMU COCTABJIAKINNMHA

yactsimu: Mopgens, [IpencraBnenue u KonTposnnep. BudyansHoe nmpencraBnenue mabnona MVC
BHITJIAAUT, KaK ITI0Ka3aHO Ha OpUBEIEeHHOU HUXKe auarpamMme (puc.4):

D —
Controller <¢=—*  Model

ejeq

Pucynoxk 4 - Cxema ma6mora MVC

Ha pucyHke nmoka3aHa CTPYKTypa OOHOCTOPOHHErO MIOTOKA HAHHEIX W IYTU €r0 CJIeNOBaHUSA
MeX[Iy pa3MuYHBIMU KOMIIOHEHTaMH, a TakXKe UX B3auMOMIEUCTBUE.

Mopgenbsio Ha3bBBAIOT IOCTOSTHHOE XPaHUJININE OaHHBIX, UCIIOJIb3yEMBIX BO BCeU CTPYKType. OHa
monxkHa obecnmedyuBaTh AOCTYI K JAHHBIM [JIg UX IIPOCMOTpPa, 0TOOpa WIU 3anucu. B oburen
CTpyKType Mopens aBIsgeTCa MOCTOM MeXay KoMIoHeHTaMu [Ipencrasnenue u KoHTposep.

[Tpu stom Mopens He UMeeT HUKAKOM CBA3UW MM MHPOpPMAIUU O TOM, YTO IPOUCXOOUT C
NaHHBEIMH, KOTHIa OHU IepemaloTcsa KoMIoHeHTaM [Ipencrasnernue unu KorTtposnnep. EquacTBeHHas
3amada Mopenu - 06pab0oTKa HAHHBIX B IOCTOSTHHOM XPaHUJININE, TTOMCK U IMOATOTOBKa HaHHHIX,
nepefaBaeMbIX OPYruM cocTasisgommMm MVC.

Mopernp fonXHa BEICTYIIATh B KQUECTBE «IIPUBpPATHUKA», CTOALIEr0 BO3JIe XPaHUINIIE JaHHBIX U
He 3afalollero BOIIPOCOB, HO IPUHUMAOIIEr0 BCe MOCTYIAIINe 3alPOCH. 3a4acTyio 3T0 Haubomee
cnoxkHas 4acTh cucteMsl MVC. KoMnoHeHT Mofienib - 3TO BepIIMHa BCel CTPYKTYPHI, TaK Kak 0e3 Hee
HEeBO3MOXKHa CBsA3b Mexny Kontpomnepom u [IpencrasneHueM.

[TpencrasieHue - 3TO YaCTh CUCTEMEl, B KOTOPOU JaHHBIM, 3allpallliBaeMbIM y Mopaenu, 3agaeTcs
OKOHYAaTebHBIM BU UX BHIBOAA. B BeO-NpUIOXKEHUIX, CO3MaHHbIX Ha 0ocHOBe MVC, [Ipencrasnenue -
3TO KOMIIOHEHT, B KOTOPOM reHepupyeTcs u otobpaxaercas HTML-kof.

[IpencraBieHre TakXke [epexBaTHBaeT [EUCTBUE II0JIb30BATENIsI, KOTOPOe 3aTeM IepefaeTcs
KouTponnepy. XapakTepHEIM IPUMEPOM 3TOT0 ABJIIETCSA KHOIKA, reHepupyemas IIpencrasienueM.
Korpa nonrp3oBaTenb HaxkUMaeT ee, 3allyCKaeTcs felicTBue B KoHTpoiepe.

CymiecTByeT HECKOJbKO pacHpOCTpPaHEHHHX 3ablyXAeHUW OTHOCUTEIbHO KOMIIOHEHTAa

HpeJICTaBJ'[eHI/Ie. HaHpHMep, MHOTHE OIIKMO0YHO I0JIaraiT, YTO HpeI[CTaBJ'IeHI/Ie He IMeeT HUKaKOu


http://en.wikipedia.org/wiki/File:MVC-Process.png

CBsI3u ¢ Mopernbio, a Bce 0ToOpaXkaeMble aHHBEIE IepenaoTcs oT KoHTponnepa. B melicTBUTETbHOCTH
TakKas CxeMa II0TOKa [JaHHBIX He YUUTHIBaeT TEOPHUIO, JieXKallylo B 0CHOBe MVC apXUTEKTYypHI.

Kpome atoro onpenenenue [IpeacTaBnenus Kak ¢aiina mabioHa TaKxke SIBIsSeTCS HeTOUHHM. Ho
3TO He BUHa OJHOTO YeJIOBEeKa, a pe3ylbTaT MHOXKeCTBa OMMUOOK pa3/lIMYHBIX Pa3pabOTYUKOB,
KOTOpBIe IPUBOAAT 00IeMy 3abnnyxkaeHuto. [locyie 4ero oHM HENPaBUJIBHO O0BSCHSIOT 3TO APYTHM.
Ha camom mene IIpencraBrneHre 3TO HAMHOTO 00JIbIle, 4YeM IMpocTo I1abi1oH. Ho coBpeMenuble MVC-
OPHEHTHPOBaHHBIE (PEUMBOPKH A0 TAaKOW CTENEeHU BIOUTANIM 3TOT MOAXOM, YTO HUKTO yXKe He
3a00TUTCS 0 TOM, TIOAMEPKUBAETCS JIX BepHasd CTPyKTypa MVC unu Her.

KommnonenTty IIpencraBieHre HUKOIa He IlepefaloTCs JaHHbIe HEeIIOCpeICTBeHHO KOHTpoiepoM.
Mexny IIpencraBineHueM u KOHTpoOiepoM HET NPSIMOU CBSI3U - OHU COEOUHSIOTCH C IIOMOIIBIO
Mogpenu.

Ero 3apmava 3akmoo4aeTcs B 00paboTKe MaHHBIX, KOTOPBIE MTOJIh30BATEIb BBOOUT U OOHOBIEHUU
Mopgenu. 9TO eOUHCTBEHHAs 4YaCTb CXEeMBHl, [ KOTOPOM HeOoOXOMMMO B3aUMOMOEHCTBUE
II0Ib30BaTE .

KoHTpomnnep MOXHO ONpPeNeNnuTh, Kak cOOPIUK MHGOPMAIIMU, KOTOpas 3aTEM IepemaeTcs B
Mogens ¢ nocnenymwllel oprasu3anuen gasa xpaHeHus. OH He COOepPKUT HUKaKOU OPYrou JIOTUKY,
KpoMe HeoOxoguMoCTu coOpaTh BXoAsInue naHHbe. KOHTpoIIep TakXke MOOKIYAeTCs TOIbKO K
opHoMy IIpencTaBneHu0 U OHHOM Mogenu. ITO co3maeT CUCTEMY C OGHOCTOPOHHUM ITOTOKOM JaHHBIX
C OIHUM BXOIOM ¥ OIHUM BEIXOIOM B TOUKaX 0OMeHa HaHHBIMH.

KoHTponep nonydaeT 3afjayy Ha BHIIOJIHEHUE TOJIBKO KOT[a I10JIb30BaTE/lb B3aUMOAEUCTBYET C
[IlpencTaBneHueM, W KaxXpgas (YHKLUS 3aBUCHUT OT B3aUMOMAEWCTBUSA IOJIb30BATENS C
[IpencraBnenueM. Haubonee pacnpocTpaHeHHas ommnOKa pa3paboTUYMKOB 3aKTI0YaEeTCsI B TOM, UTO
OHU NyTaloT KOHTPOIIEp CO LI030M, TO3TOMY IPHCBaMBalOT eMy QYHKIIUU M 3afadyu, KOTOphIE
OTHOCATCA K [IpencTaBneHuio.

TakXe pacnpocTpaHeHHOU OIMMOKOW SBNsSeTcS HapmeneHue KoHTposnepa GyHKIUSIMU, KOTOPHIE
0TBeYaloT TOJIHKO 3a 00paboTKy M nepefayy maHHBX U3 Mogenu B [IpencraBinenue. Ho cormacHo
cTpyKType MVC nmaTTepHa 3TO B3aMMOLEUCTBUE [OJIKHO OCYILIECTBIATHCA MeXAy Mopmemnbio U

HpeJICTaBJ'IeHI/IeM.

5 ITABJIOHBI ITPOEKTUPOBAHUA

[lTa6GmoH NMpPOEKTUPOBAHUS MU NATTEPH B pa3paboTkKe MporpaMMHOro o0eclmedyeHUST —
TOBTOPsSeMasi apXUTEKTypHaAs KOHCTPYKIMS, MpPemcTaBisoollas co0o¥ pelieHre TPOOIeMEI
ITPOEKTUPOBAHMS B PaMKaX HEKOTOPOTO YacTO BO3HUKAIOIIETO KOHTEKCTA.

OOriuHO mab/IOH He SBASETCS 3aKOHYEHHBIM 00pa3loM, KOTOPHIM MOXKeET OHITH MPSIMO
npeoOpa3oBaH B KOM; 3TO JHUIIb MPUMep PeIleHus 3aJaydu, KOTOPHN MOXKHO MCIIOJI30BaTh B
Pa3nuYHBX CUTyanusx. OOBEKTHO-OPUEHTUPOBAHHHE IMA0IOHH MOKAa3hBAIOT OTHOUIEHUS U
B3aMMOMIEHCTBUS MEXK/Y KiIaccaMy Ui 00beKTaMu, 6e3 OmpefeNieHus TOT0, KaKue KOHeUHbIE KJTaCChl
UMY 0OBEKTH IPUIOKEHUS OYIyT UCIIOIh30BATHCS.

<<HI/I3K0ypOBHeBbIe>> IJ.I&6J'IOH]:>I, YUUTHIBAKOOIXE CHeHI/I(bI/IKy KOHKPETHOTO 4A3BIKa



IPOTrPaMMHUPOBAHUS, HA3HIBAIOTCS HAMOMAMU. IJTO XOPOIIHE PEINeHUus NIPOEeKTHPOBAHMS,
XapaKTepHHIe 1T KOHKPETHOTO SI3bIKA UJTU ITPOrPaMMHOM MIaTHOPMEI, ¥ TIOTOMY He YHUBEPCAJbHEIE.

Ha HauBHICLIIEM YPOBHE CYIIECTBYIOT apXUTEKTYPHEIE IIA0IOHBI, OHU OXBATHIBAIOT apXUTEKTYPY
BCEl TPOTrPaMMHOU CHCTEMHI.

B cpaBHEHUH C MOJIHOCTHIO CAMOCTOSTEIbHEIM MPOEKTHPOBAHUEM, ITa0I0HE 00/1aal0T PSAIOM
npeumyiiecTB. OCHOBHAs MOTb3a OT MCIIOIL30BaHUS MIA0I0HOB COCTOUT B CHUXKEHUU CII0KHOCTH
pa3paboTKM 3a CUET TOTOBHIX abCTPaAKLMYU IS PelIeHus 11eJoro Kiaacca npobiaeM. I1a6moH maéT
PEIIeHnI0 CBOE UM, UTO 06JIeryaeT KOMMYHUKAIIUIO MeXIY pa3paboTyrnKaMu, O3BOJISAS CCHIIAThCS
Ha u3BeCTHBIE Ta0noHbl. TakuM 00pa3oM, 3a CUET ma6I0HOB ITPOU3BONUTCS YHUGUKALMS AeTanen
peIleHu: MOAyJel, 3JIeMEHTOB MPOEKTa, — CHUXKAETCS KOIU4YecTBO omubokK. [IpuMeHEeHUE
ma6/I0HOB KOHIETNITYaJbHO CPOAHU KCIIOIL30BAHUIO TOTOBHIX OMOMMOTEK Koma. [IpaBUIIBHO
chopMynupoBaHHBIM ITa0I0H MPOEKTHUPOBAHUS IO3BOJSET, OTHICKAB yHadyHOE peIIeHHue,
TI0JTb30BAThCSI UM CHOBa ¥ CHOBa. Habop 1m1a6oHOB moMoraeT pa3pab0TUYUKy BHIOPATh BO3MOKHEIH,
HauboJiee MOAXOOSIINY BaPHAHT MPOEKTUPOBAHMUS.

XoTs nerkoe u3MeHeHue Kofia MOJ U3BECTHHIH 11a6I0H MOXKET YIIPOCTUTh MIOHUMaHUe KOfia, eCTh
MHEHUE, YTO C IPUMEeHEeHNEM I1abI0HOB MOTYT OBITH CBSI3aHHI IBE CI0XKHOCTH. BO-TIEPBHIX, Cllemoe
cregoBaHMe HEKOTOPOMY BhIOpaHHOMY IIabIOHY MOXKET IPUBECTH K YCIOXKHEHUIO ITPOrpaMMEL. Bo-
BTOPHIX, ¥ pa3paboTuyrKa MOXKET BO3HUKHYTD KejaHKe onpo6oBaTh HEKOTOPHIH 1maboH B mere 6e3
0COOBIX OCHOBAHUH.

[ToaToMy 1m1a6I0HE TPOEKTUPOBAHUS CTOUT UCIIOIH30BATh OCMBICIIEHHO ¥ TOJIBKO TaM, Iae OHU

TpeOyITCS.

[[Ta6moHEI OBIBAIOT CIIEAYIOMIUX BUIOB:

[Topoxpmatoliue;
CTpYKTYpHBEIE;
IToBemeHYeCKHE;

[Topoxparmue mabnoHbl — ma0I0HE MPOEKTUPOBAHUS, KOTOPHe abCTpParupyoT MpoIiecc
WHCTaHIUPOBaHusi. OHU MO3BOJISIOT CHOejaTh CHCTEMY HE3aBUCHMOHU OT cmocoba CO3HmaHus,
KOMIIO3UWIIMU U TIpefcTaBieHus 00beKToB. Ia6GoH, MOPOXKOAIOIIUM KIIACCH, HCIOIb3yeT
HacJlieJoBaHue, YTOOB HM3MEHSTh HACIEAYeMHIH KJacc, a IMablioH, MOPOXKTANNUIUE 00BEKTHI,
IelerupyeT WHCTAHIIMPOBAHUE OPYTOMY OOBEKTY.

CyIIecTBYIOT CIIeIYIOLIHe ITOPOXKIAIONINE ITabIOHbI:

[Tpoctas ¢abpuka (Simple Factory);
®abpuunnii Metop (Factory Method);
A6cTpakTHas abpuka (Abstract Factory);
CrpouTtens (Builder);

[Tpototun (Prototype);

Opunouka (Singleton).

CTpyKTypHBIE MIA6I0HE — IIa6IOHE MPOEKTUPOBAHHUS, B KOTOPEIX PACCMATPUBAETCS BOIPOC O
TOM, KaK U3 KJIaCCOB ¥ 0OBEKTOB 00pa3yioTcst 60jiee KPYIIHbIE CTPYKTYPHI.
CIMCOK CTPYKTYPHHIX Ta0JI0HOB TPOEKTUPOBAHUS:



ApanTep (Adapter);

Mocr (Bridge);
Kommnonosmuk (Composite);
IexopaTop (Decorator);
®acap (Facade);
[Tpucnoco6nenen (Flyweight);
3amecTturens (Proxy).

[ToBemeHYecKue m1a010Hb — I1a0IOHEBI IIPOEKTHUPOBAHUS, OIIPENEIIAINNEe aJITOPUTMEL U CII0COOBI
peann3anun BBaI/IMO)IeI;ICTBI/IH Pa3JIM9IHBIX 00BEKTOB U KJIaCCOB.

[ToBemeHYecKue MIA0TIOHEL:

Llemmouka ob6si3arHOCTel (Chain of Responsibility);
Komanpa (Command);

Hrepatop (Iterator);

[Tocpenuuk (Mediator);

Xpauutenb (Memento);

Hab6momatens (Observer);

IToceturens (Visitor);

Crparerus (Strategy);

Cocrosiune (State);

[MTa6nounw Meton (Template Method).

6 OIIMCAHME I10JIb30BATEJIbCKOI'O HHTEP®EHCA

[Ipu 3arpys3ke UTrphHl, MOJIb30BaTENh IOMAfAEeT B I'JIaBHOE MEHIO, Iie 0ToOpaxkaeTCsl OCHOBHOM
¢dbyHKIMOHAN. (puc.b)

PucyHok 5 - ['maBHOE MeHIO

IIns 3amycka HOBOM WUI'pH, HeoO6X0OuMO HaxXaTh Ha KinaBuiy “1”. [Tocne obpabaThiBaHUS
HaxXkaTus, IPOU30MIET 3arpy3Ka MepBOT0 YPOBHS, rIe MOXKHO OymeT HabmionaTh 00BEKTH, KOTOPHIE
OyayT IpPUCYTCTBOBATh HA IPOTSKEHUU BCETO UTPOBOI0 IIPOIlecca: OCHOBHOE UTPOBOE ToJie, OI0KH,
nnatdopmy, I1ap ¥ OCHOBHYI0O MH(pOPMaIKio, KoTopas oTo0paxkaeT MYHKTH UT'POBOTO IIpollecca.
(puc.6)
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PucyHoKk 6 - Havasno urpst

Tak ke OBIJT peann30BaH JONOJHUTENbHEN GYHKUIKMOHAN: pexXuM “Tlay3a”, pexKUM COXpaHEHUs,
npubaBieHue U y6aBlieHUs: YPOBHS I'POMKOCTH MY3HIKU B UTPe, YUTEPCKUe KJIaBUIIHU. [[eMOHCTpauus

pexuMa Iay3sl MOXKHO HabiofaTh Ha PucyHke 7.
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PucyHok 7 - Pexuwm “Ilay3a”



[Tocne Toro, KakK moIb30BaTesb pa30ui Bce 6JI0KM Ha YPOBHE, OH IIEPEXOOUT Ha HOBHIM yPOBEHb,
HO ecyu ObLIM ITOTPadeHHBl BCce XKU3HU, TO I0JIb30BaTeIi0 OyOeT MpeaioKeHO BBECTH CBOM HUKHEUM
[J1S IoTlaflaHusl B CTaTUCTUKY. (pHUC.8)
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PucyHok 8 - CtatucTtrka
B rnaBHOM MEHIO II0JIb30BaTeIb MOXKET 3arPY3UTh CBOE COXpaHeHUe, IPU HaXXaTUU Ha KJIaBUIILY
“2”. Tlocne Toro, Kak OymeT 3arpyxkeHO MeHIO, II0JIb30BaTeJIb MOXKET BEIOpATh M3 CIIMCKA BCEX
COXpaHeHu# To, KOTopoe eMy HeoOxomuMo. Paiiy, KOTOpkY OymeT BEIOpaH, MOICBEYNBAETCS 3€JIEHBIM
1BeTOM (puc.9)



PucyHOK 9 - 3arpy3ka coxpaHeHUs

Brina mpepycMoTpeHa MHAMBHAyalibHas pa3paboTka ypoBHS. [ 3TOTO IOJIb30BaTeNi0
Heo0XOMMO B OCHOBHOM MEHIO HaxKaTh Ha KJaBuiny “3”. B HOBOM BKJafike BHIOpaTh pa3Mephl IO,
IpM yKa3aHUU HEOONyCTUMOTO pa3Mepa, KJeTKa IIOfCBeYMBaeTCs KpacHHM LBeToM. [anee
II0JIb30BaTEINI0 HEOOXOMUMO pa3MeCcTuTh OJIOKM Ha I10Jie II0 CBOEeMY YCMOTPEHHI0 M HaXKaTh Ha

coyetaHue Knasum “Ctrl” + ”S” gnsa coxpaneHus ypoBHs. (puc.10)
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Pucynoxk 10 - Co3pmanue ypoBHS

[TocnenHss BKIagxa, KOTOpad OOCTYIIHA ITOJIb30BATEIIIO — 3TO 3arpy3Ka ypOBHeI;I. MeH1o0 3arpy3Kn

YPOBHS peann30BaHO TaK XkKe, KaK ¥ MEeHI0 3arpy3KHU coxpaHeHnusd. (puc.11)
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Pucynoxk 11 - 3arpy3ka ypoBHs
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JIucTuHr Koma



import menu

if name ==" main "
m = menu.Menu()

import random

class Ball:

def init (self, screen width, screen height, x=-1, y=-1, sp0=-1,
spl=-1, start=-1, power=1):

self.screen width = screen width

ifx ==-1:
self.x = random.randint(40, screen width - 40)
self.start y = self.y = screen height - 60
self.speed = [1, -1]
self.power = 1

else:
selfx =x
selfy =y

self.speed = [sp0, spl]

self.start y = start

self.power = power
self.basic speed =1
self.top = self.y - 10
self.bottom = selfly + 10
self.left = self.x - 10
self.right = self.x + 10
self.color = "#c8ff00"

def get side of intersection(self, obj):
if self.top == obj.bottom:
return "top"
if self.bottom == obj.top:
return "bottom"
if self.left == obj.right:
return "left"
if self.right == obj.left:
return "right"



# def init (self, x, y, speed0, speedl, start):
selfx =x

selfy =y

self.start y = start

self.top = self.y - 10
self.bottom = selfly + 10
self.left = self.x - 10
self.right = self.x + 10
self.basic speed =1
self.speed = [speed0, speed1]
self.color = "#c8ff00"

H OH OB OB H H H H OB

def move(self):
self.x += self.speed[0]
self.y += self.speed[1]
self.recount coordinates()

def reincarnate(self):
self.x = random.randint(20, self.screen width - 20)
self.y = self.start y
self.recount coordinates()
self.basic speed =1
self.speed = [1, -1]

def recount _coordinates(self):
self.top = self.y - 10
self.bottom = selfly + 10
self.left = self.x - 10
self.right = self.x + 10

import pygame as pg
import random

class Block:

bonuses = [
"powerup”,
"platform more",
"platform less",
"destroy line"



def init (self, x, y, str, bonus=None):
selfx =x
selfy =y
if bonus is None:
chance = random.randint(0, 14)
if chance == 10:
self.bonus =\
self.bonuses[random.randint(0, len(self.bonuses) - 1)]
else:
self.bonus = None
else:
self.bonus = bonus
self.top = self.y - 10
self.bottom = selfly + 10
self.left = self.x - 10
self.right = self.x + 10
self.strength = str
file name = "Images/block{0}.png".format(self.strength)
self.image = pg.image.load(file name)

def recount _coordinates(self):
self.top = self.y - 10
self.bottom = selfly + 10
self.left = self.x - 10
self.right = self.x + 10

def decrease and check destroying(self, power):
self.strength -= power
if self.strength <= 0:
return True
else:
file name = "Images/block{0}.png".format(self.strength)
self.image = pg.image.load(file name)
return False

def draw(self, screen):
screen.blit(self.image, (self.left, self.top))

def str (self):



return str(self.x) + " " + str(self.y)

import pygame

class Bonus:

images = {
"powerup": "Images/powerup.png”,
"platform more": "Images/platform more.png",

"platform less": "Images/platform less.png"

def init (self, name, x, y):
self.name = name
self.image = pygame.image.load(self.images[name])
selfx =x
selfy =y
self.speed = [0, 1]

import pygame
import sys
import random

import menu

class Editor:
images = {0: pygame.image.load("Images/block.png"),
1: pygame.image.load("Images/blockl.png"),

: pygame.image.load("Images/block2.png"),

"
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3: pygame.image.load("Images/block3.png"),
4: pygame.image.load("Images/block4.png")
5: pygame.image.load("Images/block5.png"),

10: pygame.image.load("Images/cursor.png")}
alph = "abcdefghijklmnopqrstuvwxyz"

def init (self, width, height):
self.width = width
self.height = height
print(width, height)
self.field width = width * 20 + 20



self.field height = height * 20 + 20
print(self.field width, self.field height)
self.game objects = []
for i in range(0, self.height):

line =[]

for j in range(0, self.width):

line.append(' ")

self.game objects.append(line)
print(len(self.game objects), len(self.game objects[0]))
self.cursor = [0, 0]
self.selected = "1"
self.display = (self.field width, self.field height)
self.background color = "#001a82"
self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)
self.timer = pygame.time.Clock()
self.ctrl pressed = False
self.start()

def start(self):
pygame.init()
pygame.display.set caption("Editor")
self.bg.fill(pygame.Color("#14005e"))
while True:
self.timer.tick(200)
for e in pygame.event.get():
self.handle keys(e)
self.draw()

def handle keys(self, e):
if e.type == pygame.QUIT:
sys.exit()
if e.type == pygame.KEYDOWN and e.key == pygame.K ESCAPE:
menu.Menu()
elif e.type == pygame.KEYDOWN and e.key == pygame.K a:
if 0 < self.cursor[1]:
self.cursor[1] -= 1
print(self.cursor)
elif e.type == pygame.KEYDOWN and e.key == pygame.K d:
if self.cursor[1] < self.width - 1:

self.cursor[1] +=1



print(self.cursor)
elif e.type == pygame.KEYDOWN and e.key == pygame.K w:
if 0 < self.cursor[0]:
self.cursor[0] -= 1
print(self.cursor)
elif e.type == pygame.KEYDOWN and e.key == pygame.K s:
if self.cursor[0] < self.height - 1:
self.cursor[0] +=1
print(self.cursor)
elif e.type == pygame.KEYDOWN and e.key == pygame.K e:
x = self.cursor[0]
y = self.cursor[1]
if self.selected == "0":
self.game objects[x][y] ="'
else:
self.game objects[x][y] = self.selected
elif e.type == pygame.KEYDOWN and e.key == pygame.K LCTRL:
self.ctrl pressed = True
elif e.type == pygame.KEYUP and e.key == pygame.K LCTRL:
self.ctrl pressed = False
if e.type == pygame.KEYDOWN and e.key == pygame.K s:
if self.ctrl pressed:
self.save map()
elif e.type == pygame.KEYDOWN and e.key == pygame.K 1:
self.selected = "1"
elif e.type == pygame.KEYDOWN and e.key == pygame.K 2:
self.selected = "2"
elif e.type == pygame.KEYDOWN and e.key == pygame.K 3:
self.selected = "3"
elif e.type == pygame.KEYDOWN and e.key == pygame.K 4:
self.selected = "4"
elif e.type == pygame.KEYDOWN and e.key == pygame.K 5:
self.selected = "5"
elif e.type == pygame.KEYDOWN and e.key == pygame.K 0:
self.selected = "0"

def save map(self):

] = random.randint(6, 12)
name = ""
for i in range(0, 1):

name += self.alph[random.randint(0, len(self.alph) - 1)]



map =
foriin range(0, self.width + 2):
map += "B"
for i in range(0, len(self.game objects)):
map += "\nB"
for j in range(0, len(self.game objects[i])):
map += self.game objects[il[j]
map += "B"
print(map)
foriin range(0, 8):
map += "\nB"
for j in range(0, self.width):
map +=""
map += "B"
print(map)
file = open("CreatedLevels/{0}.txt".format(name), 'w')
file.write(map)
file.close()

menu.Menu()

def draw(self):
self.screen.blit(self.bg, (0, 0))
self.bg.fill(pygame.Color(self.background color))
x =10
y=10
for i in range(0, self.height):
for j in range(0, self.width):
block = self.game objectsl[i][j]
if block =="":
self.screen.blit(self.images[0], (%, y))
else:
self.screen.blit(self.images[int(block)], (%, y))
x +=20
y +=20
x =10
x = self.cursor[1]
y = self.cursor{0]
if self.game objects[yl[x] =="":
self.screen.blit(self.images[10], (x*20 + 10, y*20 + 10))
pygame.display.update()



import pygame
import sys
import editor

import menu

class EditorMaplnfo:

def init (self):
self.display = (320, 240)
self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)
self.timer = pygame.time.Clock()
self.active = 1
self.width = 0
self.width text = "5"
self.height = 0
self.height text = "5"
self.active color = "#325200"
self.inactive color = "#383838"
self.start()

def start(self):
pygame.init()
pygame.display.set caption("New map info")
self.bg.fill(pygame.Color("#14005e"))
while True:
self.timer.tick(200)
for e in pygame.event.get():
if e.type == pygame.QUIT:
sys.exit()
if e.type == pygame.KEYDOWN and e.key == pygame.K ESCAPE:
menu.Menu()
if e.type == pygame.KEYDOWN and e.key == pygame.K LEFT:
self.active -= 1
if e.type == pygame.KEYDOWN and e.key == pygame.K RIGHT:
self.active +=1
if e.type == pygame.KEYDOWN and e.key == pygame.K RETURN:
self.width = int(self.width text)
self.height = int(self.height text)
if 5 <= self.width <= 25 and 5 <= self.height <= 25:
ed = editor.Editor(self.width, self.height)



elif e.type == pygame.KEYDOWN:
if e.key == pygame.K BACKSPACE:
if self.active % 2 == 1:
self.width text = self.width text[:-1]
else:
self.height text = self.height text[:-1]
else:
if self.active % 2 == 1:
self.width text += e.unicode
else:
self.height text += e.unicode
self.screen.blit(self.bg, (0, 0))
font = pygame.font.Font(None, 25)
text = font.render("Input count of blocks in field",
True, (255, 255, 255))
self.screen.blit(text, [10, 15])
text = font.render("min = 5, max = 25", True, (255, 255, 255))
self.screen.blit(text, [10, 40])
text = font.render("Width", True, (255, 255, 255))
self.screen.blit(text, [10, 70])
text = font.render("Height", True, (255, 255, 255))
self.screen.blit(text, [100, 70])
if self.active % 2 == 1:
font = pygame.font.Font(None, 40)

pf = pygame.Surface((80, 50))
pf.fill(pygame.Color(self.active color))
self.screen.blit(pf, (10, 100))

text = font.render(self.width text, True, (255, 255, 255))
self.screen.blit(text, [30, 110])

pf.fill(pygame.Color(self.inactive color))
self.screen.blit(pf, (100, 100))

text = font.render(self.height text, True, (255, 255, 255))
self.screen.blit(text, [120, 110])

else:
font = pygame.font.Font(None, 40)

pf = pygame.Surface((80, 50))



pf.fill(pygame.Color(self.inactive color))
self.screen.blit(pf, (10, 100))

text = font.render(self.width text, True, (255, 255, 255))
self.screen.blit(text, [30, 110])

pf.fill(pygame.Color(self.active color))
self.screen.blit(pf, (100, 100))

text = font.render(self.height text, True, (255, 255, 255))
self.screen.blit(text, [120, 110])

try:
self.width = int(self.width text)
if not 5 <= self.width <= 25:
pf = pygame.Surface((80, 50))
pt.fill(pygame.Color("#{f0000"))
self.screen.blit(pf, (10, 100))
text = font.render(self.width text, True, (255, 255, 255))
self.screen.blit(text, [30, 110])
except:
pf = pygame.Surface((80, 50))
pf.fill(pygame.Color("#£f0000"))
self.screen.blit(pf, (10, 100))
text = font.render(self.width text, True, (255, 255, 255))
self.screen.blit(text, [30, 110])

try:
self.height = int(self.height text)
if not 5 <= self.height <= 25:
pf = pygame.Surface((80, 50))
pt.fill(pygame.Color("#{f0000"))
self.screen.blit(pf, (100, 100))
text = font.render(self.height text, True, (255, 255, 255))
self.screen.blit(text, [120, 110])
except:
pf = pygame.Surface((80, 50))
pf.fill(pygame.Color("#£f0000"))
self.screen.blit(pf, (100, 100))
text = font.render(self.height text, True, (255, 255, 255))
self.screen.blit(text, [120, 110])



pygame.display.update()

import pygame

import sys

import platform as pl

import ball as b

import map as m

import statistic

import block as bl

import math

import random

import menu

import datetime

import bonus

class Game:
eps = 1.0

music _files = {1: "Music/megalovania.mp3",
2:
: "Music/tripel.mp3",
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"Music/limelight.mp3",

: "Music/voiceless.mp3",

: "Music/highscore.mp3",

: "Music/monster.mp3",

: "Music/anthem.mp3",

: "Music/ethereal.mp3",

: "Music/mayday.mp3",

10: "Music/medal.mp3"}

def init (self, id=1, score=0, life=3, f=None, map=None):

self.custom = False

if map is not None:

self.current level index = "Custom.{0}".format(map)

self.custom = True
self life = life

self.score = score

self.multiplier = 1.0

self. map = m.Map(map)

self.current level = self.map.map
self.field width = len(self.current level[0]) * 20 - 20
self.win width = self.field width + 150



self.win height = len(self.current level) * 20
self.blocks = self.map.blocks
self.platform = pl.Platform(self.field width)
self.ball = b.Ball(self.field width, self.win_height)
elif f is not None:
args = f.split(";")
if args[0][:6] == "Custom":
self.custom = True
if not self.custom:
self.current level index = int(args[0])
try:
self.map = m.Map("Levels/level" +
str(self.current level index) + ".txt")
except:
stat = statistic.Statistic("{0}"
format
(self.current level index),
self.score)
stat.draw stats()
else:
self. map = m.Map(args[0][7:])
self.score = int(args[1])
self.life = int(args[2])
self.multiplier = float(args[3])

self.current level = self.map.map
self.field width = len(self.current level[0]) * 20 - 20
self.win width = self.field width + 150
self.win height = len(self.current level) * 20
self.platform = pl.Platform(self.win width,
float(args[4]), float(args[5]))
b args = args[6].split(’,")
self.ball = b.Ball(self.field width, self.win _height,
float(b _args[0]), float(b args[1]),
float(b_args[2]),
float(b _args[3]),
float(self.win_height - 50),
float(b args[4]))
self.blocks =[]
foriin range(7, len(args)):

(
(
(
(
(
(

if args[i] == ":



break
block args = argsli].split(',")
self.blocks.append(bl.Block(int(block args[0]),
int(block args[1]),
int(block args[2])))
else:
self.current level index = id
self life = life
self.score = score
self.multiplier = 1.0
try:
self.map = m.Map("Levels/level" +
str(self.current level index) + ".txt")
except:
stat = statistic.Statistic(
"{0}".format(self.current level index - 1),
self.score)
stat.draw stats()
self.current level = self.map.map
self.field width = len(self.current level[0]) * 20 - 20
self.win width = self.field width + 150
self.win height = len(self.current level) * 20
self.blocks = self.map.blocks
self.platform = pl.Platform(self.field width)
self.ball = b.Ball(self.field width, self.win_height)
self.active bonuses = []
self.display = (self.win width, self.win height)
self.background color = "#001a82"
self.border color = "#000e47"
self.on pause = False
self.lose = False
self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)
self.timer = pygame.time.Clock()
self.ctrl pressed = False
self.ball cant drop = False

def start(self):
pygame.init()
pygame.mouse.set visible(False)
pygame.display.set caption("Arkanoid")



if not self.custom:
pygame.mixer.music.load(self.music files[self.current level index])
pygame.mixer.music.set volume(0.00)
pygame.mixer.music.play(25)
self.bg.fill(pygame.Color(self.background color))
while True:
self.timer.tick(200)
for e in pygame.event.get():
if e.type == pygame.QUIT:
sys.exit()
self.handle pressed keys(e)
if not self.on pause:
self.move platform()
self.ball.move()
self.reflect ball by wall()
self.reflect ball by block()
self. move bonuses()
self.draw _elements()
pygame.display.update()
else:
self.draw pause()
pygame.display.update()

def handle pressed keys(self, e):

if e.type == pygame.KEYDOWN and e.key == pygame.K ESCAPE:
pygame.mixer.music.stop()
menu.Menu()

if e.type == pygame.KEYDOWN and e.key == pygame.K a:
self.platform.MOVING LEFT = True

if e.type == pygame.KEYDOWN and e.key == pygame.K d:
self.platform.MOVING RIGHT = True

if e.type == pygame.KEYUP and e.key == pygame.K a:
self.platform.MOVING LEFT = False

if e.type == pygame.KEYUP and e.key == pygame.K d:
self.platform.MOVING RIGHT = False

if e.type == pygame.KEYDOWN and e.key == pygame.K b:
self.execute cheat("destroy block")

if e.type == pygame.KEYDOWN and e.key == pygame.K n:
self.execute cheat("no lose")

if e.type == pygame.KEYDOWN and e.key == pygame.K i:
self.execute cheat("decrease speed")



if e.type == pygame.KEYDOWN and e.key == pygame.K o:
self.execute cheat("increase speed")
if e.type == pygame.KEYDOWN and e.key == pygame.K r:
self.ball.reincarnate()
self.eps = 1.0
if e.type == pygame.KEYDOWN and e.key == pygame.K q:
if self.on pause:
self.on pause = False
else:
self.on pause = True
if e.type == pygame.KEYDOWN and e.key == pygame.K LCTRL:
self.ctrl pressed = True
if e.type == pygame.KEYUP and e.key == pygame.K LCTRL:
self.ctrl pressed = False
if e.type == pygame.KEYDOWN and e.key == pygame.K s:
if self.ctrl pressed:
self.save game()
if e.type == pygame.KEYDOWN and e.key == pygame.K KP MINUS:
volume = pygame.mixer.music.get volume()
volume -= 0.01
pygame.mixer.music.set volume(volume)
if e.type == pygame. KEYDOWN and e.key == pygame.K KP PLUS:
volume = pygame.mixer.music.get volume()
volume += 0.01

pygame.mixer.music.set volume(volume)

def save game(self):

d = datetime.datetime.now()
filename = "save-{0}-{1}-{2}-{3}-{4}-{5}"\
format(d.year, d.month, d.day, d.hour,
d.minute, d.second)

game = str(self.current level index) + ";

game += str(self.score) + ";

game += str(self life) + ";

game += str(self. multiplier) + ";"

game += str(self.platform.LEFT COORD) + ";"

game += str(self.platform.WIDTH) + ";"

game += str(self.ball.x) + ',' + str(self.ball.y) +"',' +\
str(self.ball.speed[0]) + ',' +\
str(self.ball.speed[1]) + ',' +\

str(self.ball.power) + ";



for block in self.blocks:
game += str(block.x) +',' + str(block.y) +',' +\
str(block.strength) + ;"
file = open("Saves/{0}.txt".format(filename), 'w')
file.write(game)
file.close()

def execute cheat(self, cheat):

# if self.life == 1:

# return

# selflife -= 1

if cheat == "destroy block":
index = random.randint(0, len(self.blocks) - 1)
self.blocks.remove(self.blocks[index])
self.check win()

if cheat == "no lose":
self.ball cant drop = not self.ball cant drop

if cheat == "decrease speed":
self.ball.speed[0] /= 2
self.ball.speed[1] /= 2
self.eps /= 2

if cheat == "increase speed":
self.ball.speed[0] *= 2
self.ball.speed[1] *= 2
self.eps *= 2

def move platform(self):
if self.platform.LEFT COORD >= 20 and self.platform.MOVING LEFT:
self.platform.move(-1)
if self.platform.RIGHT COORD <= self.field width - 20 \
and self.platform.MOVING RIGHT:
self.platform.move(1)

def reflect ball by wall(self):
if math.fabs(self.ball.left - 20) < self.eps or \
math.fabs(self.ball.right -

(self.field width - 20)) < self.eps:
self.ball.speed[0] = -self.ball.speed[0]
return

if math.fabs(self.ball.top - 20) < self.eps:
self.ball.speed[1] = -self.ball.speed[1]



return
if math.fabs(self.ball.bottom - (self.win height - 40)) < self.eps:
self.reflect ball by platform()

def reflect ball by platform(self):
if self.ball.right < self.platform.LEFT COORD or \
self.ball.left > self.platform.RIGHT COORD:
self.multiplier = 1.0
if not self.ball cant drop:
self.eps = 1.0
self.score -= int(self.score // 5)
selflife -= 1
if self.life == 0:
pygame.mixer.music.stop()
if not self.custom:
stats = statistic.Statistic(
str(self.current level index - 1), self.score)
stats.draw_stats()
menu.Menu()
else:
self.ball.reincarnate()
else:
self.ball.speed[1] = -self.ball.speed[1]
return
self.score += int(10 * self.multiplier)
self.multiplier = 1.0
if self.ball.x < self.platform.LEFT COORD:
self.ball.speed[0] = -self.ball.basic speed
self.ball.speed[1] = -self.ball.basic speed
elif self.ball.x > self.platform.RIGHT COORD:
self.ball.speed[0] = self.ball.basic speed
self.ball.speed[1] = -self.ball.basic speed
else:
middle = self.platform.WIDTH // 2
pos = self.ball.x - self.platform.LEFT COORD
if pos < middle:
angle = -1 + (pos / middle)
self.ball.speed[0] = angle
else:
angle = (pos / middle) - 1
self.ball.speed[0] = angle



self.ball.speed[1] =\
-math.sqrt(2 - math.pow(self.ball.speed[0], 2))
print(self.ball.speed)

def reflect ball by block(self):
for block in self.blocks:
if math.fabs(self.ball.top - block.bottom) < self.eps or \
math.fabs(self.ball.bottom - block.top) < self.eps:
if block.left <= self.ball.left <= block.right or \
block.left <= self.ball.right <= block.right:
self.ball.speed[1] = -self.ball.speed[1]
self.score += int(20 * self.multiplier)
if block.decrease and check destroying(self.ball.power):
self.score += int(100 * self.multiplier)
if block.bonus is not None:
if block.bonus == "destroy line":
destr =[]
for b in self.blocks:
if b.y == block.y and b != block:
destr.append(b)
self.score += len(destr) * 150
for d in destr:
self.blocks.remove(d)
destr.clear()
else:
bon = bonus.Bonus(
block.bonus, block.left, block.top)
self.active bonuses.append(bon)
self.blocks.remove(block)
self.multiplier += 0.1
self.check win()
return
elif math.fabs(self.ball.left - block.right) < self.eps or\
math.fabs(self.ball.right - block.left) < self.eps:
if block.top <= self.ball.top <= block.bottom or\
block.top <= self.ball.bottom <= block.bottom:
self.ball.speed[0] = -self.ball.speed[0]
self.score += int(20 * self.multiplier)
if block.decrease and check destroying(self.ball.power):
self.score += int(100 * self.multiplier)
if block.bonus is not None:



if block.bonus == "destroy line":
destr =[]
for b in self.blocks:
if b.y == block.y and b != block:
destr.append(b)
self.score += len(destr) * 150
for d in destr:
self.blocks.remove(d)
destr.clear()
else:
bon = bonus.Bonus(
block.bonus, block.left, block.top)
self.active bonuses.append(bon)
self.blocks.remove(block)
self.multiplier += 0.1
self.check win()

return

def move bonuses(self):
if len(self.active bonuses) > 0:
for bon in self.active bonuses:
bon.y += bon.speed[1]
if bon.y == self.win height - 40:
if self.platform.LEFT COORD <= bon.x <=\
self.platform.RIGHT COORD:
if bon.name == "powerup":
self.ball.power *= 2
if bon.name == "platform more":
self.platform.WIDTH = self.platform.WIDTH // 2 * 3
self.platform.RIGHT COORD =\
self.platform.LEFT COORD + self.platform.WIDTH
if bon.name == "platform less":
self.platform.WIDTH //= 2
self.platform.RIGHT COORD =\
self.platform.LEFT COORD + self.platform.WIDTH
else:

self.active bonuses.remove(bon)

def check win(self):
if len(self.blocks) == 0:
pygame.mixer.music.stop()



if not self.custom:
g = Game(self.current level index + 1,
self.score, self.life + 1)
g.start()
self.timer = None
menu.Menu()

def draw elements(self):
self.screen.blit(self.bg, (0, 0))
self.platform.draw(self.screen, self.win height)
x=y=0
for row in self.current level:
for col in row:
if col == "B":
pf = pygame.Surface((20, 20))
pf.fill(pygame.Color(self.border color))
self.screen.blit(pf, (%, y))
x +=20
y +=20
x=0
for block in self.blocks:
block.draw(self.screen)
pf = pygame.Surface((20, 20))
pt.fill(pygame.Color(self.ball.color))
self.screen.blit(pf, (self.ball.x - 10, self.ball.y - 10))
if len(self.active bonuses) > 0:
for bon in self.active bonuses:
self.screen.blit(bon.image, (bon.x, bon.y))
if self.ball cant drop:
pf = pygame.Surface((self.field width - 40, 2))
pf.fill(pygame.Color("#£fff00"))
self.screen.blit(pf, (20, self.win height - 40))

font = pygame.font.Font(None, 25)
lvl=""
if self.custom:
vl = "Level: Custom"
else:
lvl = "Level: {0}".format(self.current level index)

text = font.render(lvl, True, (255, 255, 255))



self.screen.blit(text, [self.win width - 140, 15])
text = font.render("Score: {0}"
format(self.score), True, (255, 255, 255))
self.screen.blit(text, [self.win width - 140, 35])
text = font.render("Multiplier: {0}"
format(self.multiplier), True, (255, 255, 255))
self.screen.blit(text, [self.win width - 140, 55])
text = font.render("Balls: {0}"
format(self.life), True, (255, 255, 255))
self.screen.blit(text, [self.win width - 140, 75])

def draw pause(self):
if self.lose:
t = "Final score: {0}".format(self.score)
else:
t = "Game paused"
font = pygame.font.Font(None, 45)
text = font.render(t, True, (255, 0, 0))
self.screen.blit(text, [self.field width // 2 - 60,
self.win height // 2])

import block

class Map:

def init (self, filename):
self. map in text = open(filename)
self.map =[]
self.blocks =[]
self.create map from file()
self.map in text.close()

def create map from file(self):
self.map =[]
for line in self.map in text:
self.map.append(line)
self.blocks =[]
i=j=0
for row in self.map:

for col in row:



if col.isdigit():
b = block.Block(i * 20 + 10, j * 20 + 10, int(col))
self.blocks.append(b)
i+=1
i=0
j+=1

import pygame

import game

import sys

import editor info

import select custom level

import select save

class Menu:

def init (self):
self.display = (220, 120)
self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)
self.background color = "#14005e"
self.iteml = "1: Start new game"
self.item2 = "2: Load game"
self.item3 = "3: Create new level"
self.item4 = "4: Browse created levels"
self.timer = pygame.time.Clock()

self.draw main menu()

def draw main menu(self):
pygame.init()
pygame.display.set caption("Main menu")
self.bg.fill(pygame.Color(self.background color))
while True:
self.timer.tick(200)
self.screen.blit(self.bg, (0, 0))
font = pygame.font.Font(None, 25)
text = font.render(self.item1, True, (255, 255, 255))
self.screen.blit(text, [10, 15])
text = font.render(self.item?2, True, (255, 255, 255))
self.screen.blit(text, [10, 40])



text = font.render(self.item3, True, (255, 255, 255))
self.screen.blit(text, [10, 65])
text = font.render(self.item4, True, (255, 255, 255))
self.screen.blit(text, [10, 90])
for e in pygame.event.get():

if e.type == pygame.QUIT:

sys.exit()

self.handle keys(e)

pygame.display.update()

def handle keys(self, e):

if e.type == pygame.KEYDOWN and e.key == pygame.K ESCAPE:
sys.exit(0)

elif e.type == pygame.KEYDOWN and e.key == pygame.K 1:
g = game.Game(id=1, score=0, life=3)
g.start()

elif e.type == pygame.KEYDOWN and e.key == pygame.K 2:
select save.SaveSelector()

elif e.type == pygame.KEYDOWN and e.key == pygame.K 3:
editor info.EditorMapInfo()

elif e.type == pygame.KEYDOWN and e.key == pygame.K 4:
select custom level.CustomLevelSelector()

if e.type == pygame.KEYDOWN and e.key == pygame.K ESCAPE:
sys.exit(0)

import pygame as pg

class Platform:

def init (self, screen width, left=-1, width=-1):
self. MOVING LEFT = False
self. MOVING RIGHT = False
self. COLOR = "#789ABC"
self HEIGHT = 20
if width == -1:
self WIDTH = screen_width / 4
else:
self WIDTH = width
if left == -1:
self. LEFT COORD = screen width / 2 - self. WIDTH / 2



else:

self. LEFT COORD = left
self. RIGHT COORD = self. LEFT COORD + self. WIDTH
self MOVE SPEED = screen width / 250

def move(self, rotation):
self. LEFT COORD += rotation * self. MOVE SPEED
self. RIGHT COORD += rotation * self. MOVE SPEED

def draw(self, screen, height):
pf = pg.Surface((self. WIDTH, 20))
pf.fill(pg.Color(self. COLOR))
screen.blit(pf, (self. LEFT COORD, height - 40))

class Player:

def init (self, name, levels, score):
self. name = name
self.levels = levels

self.score = score

def str (self):
return "{0}/{1}/{2}".format(self.name, self.levels, self.score)

import pygame
import player
import sys

import menu

class RecordsScreen:

def init (self, index):
self.player index = index
f = open("records.txt", 'r')
self.players =[]
for line in f:
args = line.split('/")
self.players.append(player.Player(args[0], args[1], int(args[2])))
f.close()
self.display = (400, 400)



self.timer = pygame.time.Clock()

self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)

self.draw()

def draw(self):
pygame.init()
pygame.display.set caption("Records")
while True:
self.timer.tick(200)
self.screen.blit(self.bg, (0, 0))
font = pygame.font.Font(None, 25)
text = font.render("Name", True, (255, 255, 255))
self.screen.blit(text, [10, 15])
text = font.render("Levels", True, (255, 255, 255))
self.screen.blit(text, [150, 15])
text = font.render("Score", True, (255, 255, 255))
self.screen.blit(text, [250, 15])
x =50
for i in range(0, min(10, len(self.players))):
color = (255, 255, 255)
if i == self.player index:
color = (0, 255, 0)
text = font.render(self.players[i].name, True, color)
self.screen.blit(text, [10, x])
text = font.render(self.playersl[i].levels, True, color)
self.screen.blit(text, [150, x])
text = font.render(str(self.players[i].score), True, color)
self.screen.blit(text, [250, x])
X +=25
for e in pygame.event.get():
if e.type == pygame.QUIT:
sys.exit()
if e.type == pygame.KEYDOWN and e.key == pygame.K ESCAPE:
menu.Menu()
pygame.display.update()

import pygame
import os
import sys

import game



import menu

class CustomLevelSelector:

def init (self):
self.levels = os.listdir("./CreatedLevels")
self.cursor = 0
height = 30
if len(self.levels) > 0:

height = len(self.levels) * 20

self.display = (320, height)
self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)
self.timer = pygame.time.Clock()
self.draw()

def draw(self):
pygame.init()
pygame.display.set caption("Created levels")
self.bg.fill(pygame.Color("#14005e"))
while True:
self.timer.tick(200)
self.screen.blit(self.bg, (0, 0))
for e in pygame.event.get():
if e.type == pygame.QUIT:
sys.exit()

if e.type == pygame. KEYDOWN and e.key == pygame.K ESCAPE:
menu.Menu()

if e.type == pygame.KEYDOWN and e.key == pygame.K UP:
if 0 < self.cursor:
self.cursor -= 1

if e.type == pygame.KEYDOWN and e.key == pygame.K DOWN:
if self.cursor < len(self.levels) - 1:
self.cursor +=1

if e.type == pygame. KEYDOWN and e.key == pygame.K RETURN:
g = game.Game(map="CreatedLevels/" +
self.levels[self.cursor])



g.start()

if e.type == pygame.KEYDOWN and e.key == pygame.K DELETE:
delete = self.levels[self.cursor]
self.levels.remove(delete)
os.remove("./CreatedLevels/" + delete)
font = pygame.font.Font(None, 20)
if len(self.levels) ==
text = font.render("No levels", True, (255, 0, 0))
self.screen.blit(text, [10, 10])
else:
y=95
for i in range(0, len(self.levels)):
color = (255, 255, 255)
if i == self.cursor:
color = (0, 255, 0)
text = font.render(self.levels[i], True, color)
self.screen.blit(text, [10, y])
y +=20

pygame.display.update()
import pygame
import os
import sys
import game

import menu

class SaveSelector:
def init (self):
self.saves = os.listdir("./Saves")
self.cursor = 0
height = 30
if len(self.saves) > 0:
height = len(self.saves) * 20

self.display = (320, height)
self.screen = pygame.display.set mode(self.display)
self.bg = pygame.Surface(self.display)
self.timer = pygame.time.Clock()
self.draw()



def draw(self):
pygame.init()
pygame.display.set caption("Saves")
self.bg. fill(pygame.Color("#14005e"))
while True:
self.timer.tick(200)
self.screen.blit(self.bg, (0, 0))
for e in pygame.event.get():
if e.type == pygame.QUIT:
sys.exit()

if e.type == pygame. KEYDOWN and e.key == pygame.K ESCAPE:

menu.Menu()

if e.type == pygame. KEYDOWN and e.key == pygame.K UP:
if 0 < self.cursor:
self.cursor -= 1

if e.type == pygame.KEYDOWN and e.key == pygame.K DOWN:
if self.cursor < len(self.saves) - 1:
self.cursor +=1

if e.type == pygame.KEYDOWN and e.key == pygame.K RETURN:
saved = open("Saves/" + self.saves[self.cursor], 'r')
g = game.Game(f=saved.read())
saved.close()
g.start()

if e.type == pygame.KEYDOWN and e.key == pygame.K DELETE:
delete = self.saves[self.cursor]
self.saves.remove(delete)
os.remove("./Saves/" + delete)
font = pygame.font.Font(None, 20)
if len(self.saves) ==
text = font.render("No saves", True, (255, 0, 0))
self.screen.blit(text, [10, 10])
else:
y=95
for i in range(0, len(self.saves)):
color = (255, 255, 255)

if i == self.cursor:



color = (0, 255, 0)
text = font.render(self.saves[i], True, color)
self.screen.blit(text, [10, y])
y+=20

pygame.display.update()

import pygame
import sys
import player

import records screen

class Statistic:

def init (self, passed, score):

self.passed = passed

self.score = score

self.display = (320, 240)

self.timer = pygame.time.Clock()

self.screen = pygame.display.set mode(self.display)

self.bg = pygame.Surface(self.display)

f = open("records.txt", 'r')

self.records = []

for line in f:
args = line.split('/")
self.records.append(player.Player(args[0], args[1], int(args[2])))

f.close()

def draw stats(self):
pygame.init()
pygame.display.set caption("Statistic")
name = ""
while True:
self.timer.tick(200)
self.screen.blit(self.bg, (0, 0))
font = pygame.font.Font(None, 25)
text = font.render("You have passed {0} levels"
format(self.passed), True, (255, 255, 255))
self.screen.blit(text, [10, 15])

text = font.render("Your final score: {0}"



format(self.score), True, (255, 255, 255))
self.screen.blit(text, [10, 40])
text = font.render("Enter your name", True, (255, 255, 255))
self.screen.blit(text, [10, 65])
text = font.render(name, True, (0, 0, 255))
self.screen.blit(text, [10, 90])
for e in pygame.event.get():
if e.type == pygame.QUIT:
sys.exit()
if e.type == pygame.KEYDOWN and e.key == pygame.K RETURN:
pl = player.Player(name, self.passed, self.score)
self.records.append(pl)
self.records.sort(key=lambda x: x.score, reverse=True)
f = open("records.txt", 'w')
f.truncate()
for p in self.records:
f.write(str(p) + "\n")
index = self.records.index(pl)
f.close()
r = records_screen.RecordsScreen(index)
if e.type == pygame.KEYDOWN:
if e.key == pygame.K BACKSPACE:
name = name[:-1]
else:
name += e.unicode
text = font.render(name, True, (0, 0, 255))
self.screen.blit(text, [10, 90])
pygame.display.update()

3axki1oueHue

B manHOi1 KypcoBo# paboTe Obiyia pa3paboTaHa urpa “Arkanoid”. [y peanu3aiiuy faHHOTO IIPOEKTa
OBLT UCTIONIb30BaH SI3BIK IporpaMMupoBaHusa Python, Tak Kak MCIIOnIb30BaHUE €T0 IPEUMYIIECTB
(MHKaNCynqIus, IoIuMop(pu3M, HacllefoBaHNe) II03BOISAET COEIaTh KON TOHATHEE U He
neperpyxkaTh ero JTUIIHUMY 371eMeHTaMu. [1o/1b30BaTenbCKUM HHTEeP(dEec OB CIIPOEKTUPOBAH IIpU
oMoty 6ubnuoreku PyGame. B mporiecce pa3apaboTKu ObIM U3y4eHbl 0COOEHHOCTH U OCHOBHEIE
KOMaH/Ib, UCII0JIb3yeMble B 6ubnuoTeke. Tak:ke ObUIM pelleHkl BCe II0OCTaBIEHHBIE B Hayalle
pa3paboTku 3afauu, a UMeHHO: 1 M3ydeHue NpUHUUIIOB paboTH ¢ 6ubnuorekor PyGame. 2
[TpoekTrpoBaHue rpaduIeCcKOro moib30BaTEeNbCKOT0 nHTEpdelica. 3 3aKpeleHre U yriyoneHrue
3HAHWY ¥ HABHIKOB, ITOJIYYEHHBIX IIPU U3YUEHUU OUCHUIIIUHHE “O6BbeKTHO-OPUEHTHPOBAHHOTO
IporpamMMupoBaHue”. B KauecTBe MepCcreKTUB Pa3BUTHS IIPOEKTa MOXKHO yKa3aTh qo0aBieHue 6ojee



BBICOKOE Tpaduieckoe opopMIeHne, HAaCTPOWKA YPOBHS CIT0XKHOCTH, mobaBneHue Bparos. Takxke
HeoOXOOUMO OTMETHTh, YTO MTPOEKT ObIT 3aHECEH Ha OHNIAaWH-peno3uTopuit GitHub. HMcxoms u3 Bcero
BBIIIIECKA3aHHOI'0, MOXKHO CJie/IaTh BHIBOM, YTO TeMa JAaHHOU KYpPCOBO# pabOTH! SIBISETCS HOCTATOUHO
aKTyaJIbHOM B CBSI3M C OBLICTPHIM Pa3BUTHEM TEXHOJIOTHH M X BO3PACTalolle POy B Halllel XKU3HHU.
Bckope He ocTaHeTCs HU OOHOM ceprl, B KOTOPOH Ob OHYM He OblIM OBl 3aeHCTBOBAHEI
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