Moaynb @i3nvHmMx npouecis

ANRA ITPOBOro CBITY

ABTOP: CTYAEHT 4-Io KypcCy

rpynu KA-25

LlenikiH Bagnm

AnnnomHmn kepiBHUK: AiakoBcbka M.B.



AKTYAJIbHICTb POBOTW

e MifibMOHM NtOAEM NO BCbOMY CBITY
rpaloTb B IFPU, aJie He CKPI3b
BPaxOBYOTbCA Qi3NYHI Npouecn Ta Ail
0b6’exTiB BUrNA4AI0OTb HEPEANICTUYHNMMN,
TOMY po3pobKa Pi3NUYHMX MOAYNIB €
HeOobXiAHOK CKaA0BOK CYyYaCHUX irop.



ICHYHOYI MIAXOAM A0
PO3B’'A3KY 3AJ AU

* BukopuctoByBaTH iCHYOUI Qi3UYHI
MOAYAI.
* Po3pobutun BRacHy peanisauito GisnyHmX

npoueciB ANA KOHKPETHOro
NPOrpamMHOro NPoAyKTY.



[MTOCTAHOBKA 3A/Z1 A4
ANNNTOMHOI POBOTU

e [IpoBeCcTM aHaNi3 iICHYOUYUX Pi3UYHNX
MOZAYIB.

e [lpoaHanizyBaTn MeTOAUN MOAE/HOBaHHS
di3nYHKMX TiN Ta npouecis.

* Po3pobuntm anropntm moaentoBaHHs
di3nYHMX NpoLecis.

* Po3pobuTtn nporpaMHumn npoayKT (rpy)
Ha OCHOBI Qi3NYHOrO MOAY/IS.



META ,OB’€KT TA MPEAMET
NOC/IAXKEHHS

» MeTa poboTtu nonarae B po3pobui
di3NYHOro MoAYANA, 3aBAAKN AKOMY
iIrpOBMUM NPOL,EC CTAE PeaniCTUYHUM.

» O6’eKTOM AOCNIAKEHHS € BiANOBIAHI
di3nyHi Nnpouecn , AKi 3Mo4eIbOBaHI B
Irpax PI3HUX XaHPIB.

* MpeameToM AOCNIAXKEHHS € CTBOPEHHS
Bi4NOBIAHOIrO MOAYAS ,IKNN MOAESTIOE
di3nyHI Nnpouecn ans peaniCTUYHOCTI
IFPOBOro nNpouecy.



Di3nyHi NpoLecu 30BHILLHMUX CUJ
Ni0YUX Ha 00'eKT

e 3aKOH BCeCBITHbOIo TAXIHHA (HbOTOHA
rpasiTayis):

mym
F=G—5—, G=667x107"
e Lle ponomoxxe B BU3HAYEHI HOBUX
KoopauHat . Cuay byaemo npukiaaatv 40

LnX 06'EKTIB, BUKOPUCTOBYHOUM APy
3aKOH HblOTOHa:

F =ma

3 W€l PopMy/IM MOXHA OTPUMATU 3MiHY
NPUCKOPEHHS.




3iTKeHHS 0b6'eKTiB

* MeTog obmexytoumx chep
BUKOPUCTOBYETLCA, KOM
ABa 0b6’ekTa
3ILUTOBXYOTbCA:

 [TopiBHAHHA BiACTaH]
MiX 06'ekTamu:

paavyc obsekrta 1 pamuvyc obuwekta 2 paguyc obwekta 1 paowyc obuekta 2

paccToAHue paccToaHMe

CTONKHOBEHWA HET CTONKHOBEHWE



APXITEKTYPA MPOIPAMHOIO
MPOAYKTY

e /1na po3pobkmn NporpamMHOro NpoAyKTy
byna BubpaHa MoBa NporpaMyBaHHS
JavaScript — avHamivHa , 06'EKTHO-
OpPIEHTOBAHa MOBa NPOrpamMyBaHHS.

o CTpyKTypa Nporpamu y BUrns4i gepesa:

¥ = vrpa

- [ assets

e [ css
3 app.js
[ bootjs
[ game.js
index html
[£] mainMenu,js
[F physicsjs
[#] preloader,js




NIATPAMA NPELEZEHTIB

Beb - opayzep

Mepemora

Hazapg po
MEHI0

3aBaHTaXKKUTH

rpy
Mopa3ka

['paBeub

3MiHMTK KOp,

AaMiHicTpaTop
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AIAFPAMA AIA/TBHOCT]

Preload - rpa nounHaeTbcs 3
CeKLIE NnonepeaHbOro
3aBaHTaXEeHHS, Ae BCl aKTUBM
nonepeAHbO 3aBaHTAXEHI.

Create-nicng nonepeAHbOro
3aBaHTAXEHHS, BCTAHOB/IIOETbCS
nonepeaHiu CTaH rpu,
3aBaHTaXaloTbCsA 06'ekTH.

Update - 60 pa3 B cekyHAY PYHKL,:
BUKJIMKAETbCA A9 MOHOB/IEHHS
CTaHy rpw.

Render - npuxoauTe nicns Update,
MO3HAYa€E NpoL,eC OTPUMAHHSA
306paXkeHHs 3a MoAennto

Delete - [Nepes noBepHEeHHAM A0
rOJIOBHOIO MEHIO, BUAANATLCA B
ob'exTu.

>ame Loop



AIATPAMA K/TACIB

Class Create

setupBackground();
setupPlayer();
setupEnemies();

Class Update

this.checkCollisions();
this.spawnEnemies();

setupBullets(); — 0.1
setupExplosions();
setupPlayerlcons();
setupText(); 0.1
I I
1.* 0.1
IJ L
0.1

Class Preload

this.load.image();
this.load.spritesheet();

Class quitGame

this.sea.destroy():
this.player.destroy();
this.enemyPool.destroy();
this.bulletPool.destroy();
this.explosionPool.destroy();
this.instructions.destroy();
this.scoreText.destroy();
this.endText.destroy();
this.returnText.destroy();

1.*— this.enemyFire();
this.processPlayerlnput();
this.processDelayedEffects();

|
0.1
1.* 1.*
| |
Class Render
4 0.1 —| this.enemyHit();

this.fire();
this.playerHit();
this.explode();
this.enemyFire();
this.damageEnemy();
this.addToScore();
this.displayEnd();
this.spawnPowerUp();
this.playerPowerUp();
this.spawnBoss();
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AIATPAMA K/TACIB

Class Math

Class Physics -
angleBetweenPoints:number

acceleration : Point 0.1 average:number

allowGravity : boolean et T e 1.* — catmullRom:number
allowRotation : boolean catmullRomInterpolation:number
angularVelocity : number difference:number

blocked : Object distance:number

checkCollision : Object
customSeparateX : boolean |
customSeparateY : boolean 0.1
gravity : Point
mass : number
maxVelocity : Point
maxAngular : number 1.+
rotation : number |
velocity : Point

I Class Geometry
1.* 0.1 —

Circle : function

Ellipse :: function

Line : function

Point : function

Polygon : function
Rectangle: function
RoundedRectangle: function




AEMO POBOTU NMPOAYKTY

Game Over!

uTe Z YToOb! BEPHYTCH B MEHIO

i




AHani3 aKocCTi poboTH NporpaMHOro
1 pOAy KTy yac 06pobku PpisnuHmux npouecis B Mc

¥ yac 06pobku dismuHux
Npouecis B mc

Space Battle Xenon Raiden x

rpadika Ta peaniCTMUHICTb irPoOBOro
npouecy B %

¥ rpadika Ta peanicTMYHICTb
irposoro npouecy 8 %

Space Battle



BUCHOBKW

e [poaHanizoBaHi iCHytO4i Qi3NYHI MOAYA

e Po3pobseHo QisnyHmMmn moaysb 3
HeobXigHMMK Qi3NYHMMM NpoLecamm

e CTBOPEHO rpy 3 BUKOPUCTAHHAM
di3NYHOro moayns



LUAAXU MTOAA/IBLUOITO
PO3BUTKY

* BnpoBag xeHHS iHWNX Pi3NYHUX
npouecis

e JlogaBaHHSA IrPOBUX PIBHIB

» CTBOpeHHSA 6a3n gaHux ana 36epiraHHS
pe3ynbTaTiB

* Po3pobka mobinbHOI BepCii rpm



)

NAKYHO 3A YBATY!



