A. B. Epemuu
(I'TTY umenu I1. O. Cyxoro, 'omens)
Hayu. pyk. JI. K. TuToBa, CT. nnpernoiaBareib

CO3JAHHUE ITIEPCOHAKA U COBBITHUA IJIA ET'O
HEPEMELHIEHUA ITPU PASPABOTKE UI'PbBI HA IBUKKE
GAMEMAKER: STUDIO 2

[IpakTuyecku B J1000M BUACOUTPE MPUCYTCTBYET MEPCOHAK, KOTOPHIM
YIPaBJIAET MOJb30BATEb MOCPEACTBOM PA3IMYHBIX KOHTPOJUIEPOB, Yalle
BCEro — KJaBuatypbl. OJHaKO MpU pa3pabOTKE UTPHI, IEPCOHAKA HYKHO
CHayaja co3/1aTh, a YK€ MOTOM 3aCTaBUTh €r0 JIBUTAThCS.

bnaronaps cpencrBam aBmwxkka GameMaker: Studio 2 »ToT mpornecc
CBOJUTCS K JIByM MPOCTHIM JEUCTBUSIM: 3arpy3Ke H300pakeHus ¢ Habopom
UKOHOK TepCcoHaxa (CrpaiTa) Jyisi TOCIeayIomeld peann3alud MoKaapo-
BOW aHMMAIIMU W CO3JIaHWM COOBITUH IS ero mepeMereHus. [Ipudem, ec-
JU Ha3BaTh (paill KapTUHKU OMNpENESICHHBIM 00pa3oM, CpeJCcTBa JABMKKA
CaMHU Pa3pekyT €ro Ha KaJpbl, YTO CYIIECTBEHHO SKOHOMHT BpeMs paspa-
0oTuuky. /lanee 3arpy’e€HHOMY CIpalTy yCTaHABIUBAETCS KOJUIU3UOHHAS
MacKa JJisl OTCJICKUBAHUS CTOJIKHOBEHUN ¢ IPYyruMu oobekTamu [1].

Crnenyroomum 3TanoM SIBJISETCS CO3JJaHHE€ UTPOBOTO0 OOBEKTA, B KOTO-
POM HEOOXOJIMMO yKa3aTh CChUIKY Ha CO3/IaHHBIN HAOOp CIpalTOB, U pa3-
paboTka COOBITHS, OTBEUAIOIIETO 3a MEpEeMEIIeHUEe M0 HaXaTHIO OIpee-
nenHor knaBumm. B GameMaker: Studio 2 Takoe coObITHE Ha3bIBAeTCS
Step. 31ech HEOOXOIUMO 3apPETUCTPUPOBATH HAOOP MEPEMEHHBIX, Ka)aas
U3 KOTOPBIX OYyJIeT COOTBETCTBOBAThH OINpPE/ICICHHONW KJIaBUIIIE Ha KJaBHa-
Type, IpUYEM peub UJET HE TOJBKO O MEPEeMENIEHUH, HO U 00 aTake WU
B3aMMO/JICUCTBUU C TPEeAMETaMH UTPOBOro Mupa. Kiapuima s Kaaoro
JNEUCTBUS HE 00s3aTelbHO JOJDKHA OBITh OAHA. ECTh BO3MOXXHOCTD,
HalpuMep, peaqnu30BaTh IMEPEMENICHUE IMEPCOHAKA OJHOBPEMEHHO U
cTpenkamu, 1 Habopom kiaBui WASD.

3aKITIOUYUTENBHBIN Al — 3TO OOBSIBICHUE MEPEMEHHBIX, COJIEpPKAIINX
YUCJIOBYIO0 MH(POPMAITHIO O MIEPEMEIIEHUH MTEPCOHAXKA 110 BEPTUKAIBHON U
TOPU30HTAJILHON OCSIM, U MPUOABJICHUE ATUX 3HAYCHHUM B KaXJOM KaJpe K
TEKYIIIUM KOOpJIMHATAM UTPOBOT0 OOBEKTA, €CJIM BHIMIOJIHSAETCS TpeOyeMoe
YCJIOBUE — HAYXKATUE KIIABUIIIU.

B xone nmanHo# pa®oThl OBUIO pacnucaHO, Kak, UCIOJIb3Ysl CPEeACTBa
nemwkka GameMaker: Studio 2, co3mate UTpPOBOro MepcoHa)xka U pa3pado-
TaTh COOBITHE, OTBEUYAIOIIEE 3a €r0 MEPEMEIICHHsI 110 HAXKaTHIO TOJIb30Ba-
TeJIeM OIpeJIeJICHHBIX KJIABUII Ha KJIaBHATYPE.
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PA3PABOTKA WEB-CUCTEMbI «<SCHEDULE»:
HOATOTOBKA MACTEP-IAHHBIX

«Schedule» sBnsieTcs MHOTOMOAYJIBHOW Web-CHCTEMOW ¢ MHUKpOCep-
BUCHOW apXUTEKTypoil. Bce cepBHUCHI pas3zieneHbl Mo (PYyHKIMOHATBHOMY
Npu3HaKy U o0najarT ciiaboi cBsizanHOCThIO (low coupling) u cuibHOM
cBs3HOoCThIO (high cohesion).

Jlyist monp30Barenel JOCTYIMHO MOOWIbHOE MPHIIOXKEHHWE U Web-CaiT,
KOTOpbIE TO3BOJIAIOT MPOCMATPUBATh PACIUCAHUE MPAKTUYECKUX pPadoT
JIEKIUHI U OPYTUX 3aHATHN. B mepuop ceccum Takke TOCTyITHO PacliCaHue
KOHCYJIbTAIIMM M 3K3aMEHOB. Pacrincanue opueHTUPOBAHO KAK HA CTYACH-
TOB, TaK W Ha MpemnojaBateneil. /(s yupexaeHuil oOpa3zoBaHusi Mpeao-
CTaBJIIETCS JOTIOJIHUTEIBHO IBA Web-TIPUII0KEHUS:

— OJHO JJI1 YJOOHOTO CO3/IaHUsl, PEAAKTUPOBAHUS U YIIPABICHUS pac-
MACAHUSIMH,

— Ipyroe — Jig aAIMUHUCTPUPOBAHMUSL.

[TonHOLIEHHOE pacnMcaHue HEBO3MOXKHO 0€3 MH(POPMAIIMH O KOpITycax,
KaOWHeTax, MpeaMeTax U T. 1. HO Takue JIaHHbIE MO OOJIbIlIeH YacTu cTa-
TUYHBI, T. €. MEHSIOTCS OYEHb PEJKO, U 3TO OOBIYHO CBSA3AHO C CYIIIECTBEH-
HBIMU TIEPEMEHAMHU B CaMOM YUPEKJIECHUN 00pa30BaHusI, KpOME TOr0, €CTh
JTUHAMUYHBIE JJAHHbIC — TOJIb30BATENM, COTPYAHUKU, TPYIIIBI U HAKOHEII,
camo pacrimcanue. [loutn BCE BBIIENIEPEUYUCIEHHOE U SBJISETCS MacTep-
JAHHBIMU CUCTEMBbI, HEOOXOAUMBIMU JJIs1 PAOOTHL.

PaGota c Gosnee 4yBCTBUTENHHBIMHU JaHHBIMU (II0JIH30BATENN, COTPY-
HUKH) U PEIKO M3MEHsAEeMbIMU (KOpIyca, KAOMHETHI) BEIHECEHA B CEPBUCHI
aIMUHUCTPUPOBAHUS U XPAHUTCA B COOTBETCTBYIOIIEH 0Oa3ze MaHHBIX. A
caMO paclucaHue U HEMOCPEJICTBEHHO CBSI3aHHBIC JaHHBIE — B CEPBUCE pPe-
naktopa. Takum 00pa3oM, TaHHBIE pa3TPaHUUYEHBI MO YPOBHIO JOCTYITHO-
CTH, YaCTOTE UCIOIb30BaHUS U (YHKIIMOHATLHOM HEOOXOIMMOCTH.
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