N eMOHCTPALNOHHbIM BApPUAHT BCTYNUTEJIbHOIO 3K3aMeHa no
HanpasneHuio Pa3paboTka urp. FleumaunsamH

B kadecTBe peLueHns Tecta HeobxoanmMo OTrpaBnUTb TEKCTOBbIV havisi (word, pdf) ¢
oTBeTamu/pazbopamu 3agaHui. QopmMaT OTBETA Ha KaXKAblvi HOMEP yKa3aH
OTA€J/IbHO B CaMuX 3a4aHusx.

3apnaHue 1.
Pacrinwumnte oTBET Ha BOrMpPOC B rIPOU3BOJIbHOM hopMaTe.

Y10 Takoe HESOYAM?

3apnaHue 2.
BbibepuTe HECKOJIbKO BapUaHTOB OTBETA U 3arULLINTE X MNOAPSA Yepe3 3arfTyio.

YTO 13 nepedyncieHHoro aBaseTca UrpoBbiM XXaHpPoOM?

f) WyTep

g) MobunbHasa nrpa

3apaHue 3.
Bbibepute ognH BapuaHT OTBETaA.

YT0 13 NepevYncneHHOro SBAseTCcs cnocobom sKoHOMUN NamMaTu Npu paboTe C
n3obpaxeHnsamm?

a) icnonb3oBaHuMe .jpg BMeCTOo .png

b) Ncnonb3oBaHme Habopa TannoB A9 CO34aHUNA CLEHbI

c) cnonb3oBaHune 6onee 24 6T ona Kaxxgoro 3HavyeHna RGB
)

d) Ucnonb3oBaHue 6osiee BLICOKOrO pa3pelleHmns ans n3obparkeHui

3apaHue 4.

Bbibepute ognH BapuaHT OTBETaA.

bitmap ¢ AByMSA namepeHmnsamm, ncnosb3yemMble B Urpax, Ha3blBalOTCA...
a) sprite

b) pixel



c) skin

d) object

3apaHue 5.
Bbibepute ognH BapuaHT OTBETaA.

N306pakeHre n nHpopMaumsa 0 MOBEPXHOCTU, KOTOpPas HakaAbiBaeTCs MOBepx
3[-mewa B 3[1-Bngeourpe.

a) bitmap
b) sprite
c) texture
d) skin
3apaHue 6.

Bbibepute oanH BapnaHT OTBETA.

OCHOBHOM MHCTPYMEHT AJ19 CO34aHuA Urp, 00beANHSAIOLWNNA CKPUMThI, FrpaduKy v
3BYK.

a) game engine
b) physics engine
C) game maker

)

d) IDE

3apnaHue 7.
Bbibepute oanH BapuaHT OTBETaA.

To, 4TO CO34al0T B CaMOM Ha4ane pa3pa60TK|/| nrpbl onga onmncaHuA remmnnes,
MnoJib30BaTeJIbCKOIro onbiTa N MeXaHUK.

a) game designh document (GDD)
b) game requirements (GR)

c) gameplay script (GS)

d) prototype

3anpnaHue 8.
Bbibepute oanH BapuaHT OTBETA.

MpencTtaBbTe, YTO pa3pabaTbiBaeTe uUrpy B 2[-NnpoCTPaHCTBE U BaLLEN Liesblo
ABNAETCH ONpeaesnTb HaJlnime nepecevyeHns Mexay AByMs KpyriabiMu ob6bekTamm
(4TOObI NOHATL, CTONIKHYJINCb OHU WKW HET). LIeHTpbl KPYrJfibiX 06 EKTOB XPaHATCS



B NepeMeHHbIX (X1, Y1) 1 (X2, ¥2), @ paOnycCbl B MEPEMEHHbIX 1 U 2. PaccTosiHue
MeXAY LEeHTPaMU cYnTaeTca no cieayoLel hopmye \/(xl—x2)2+(y1—y2)2.

Hu>xe npeacTaBNeHHbIN 31IeMeHT NCeBaoKo4a BOCMNPOU3BOAUT asirOpUTM
onpepesieHNa KoNan3nn. Kakoe ycsiosme O0JIKHO CTOATb BMECTO <missing
condition>, 4Tobbl anropnT™ paboTan NnpaBuIbHO?

collision = false
// dist is the distance between centers.
dist = isgrt (¢ ( xl.= %2 V2 £ ¢ vyl =32 )*2 )
if ( <missing condition> )
collision = true
end if

a)dist >= rl1 — r2

b) dist <= rl1 + r2

c) (dist <= rl) or (dist <= r2)
d) (dist <= rl) and (dist <= r2)
3apaHue 9.

Pacnvwumnte oTBET Ha BOMpPOC B rpon3BOJIbLHOM hopmMaTe.

MpuBeanTe CNUCOK U3 3 NIOOUMbIX KOMMbIOTEPHbIX UTP Pa3SINYHbIX XXaHPOB.
OnuwnTE NPUYNHbI N Kakne-nnbo MexaHuKmM, n3-3a KOTOpPbIX Bbl UX NobuTe.

3apaHue 10.

Pacnvwumnte oTBET Ha BOMpPoOC B rpon3BOJIbLHOM hopmMaTe.

OnnwnTe 3 ny4ywme MobusnbHbIe Urpbl. B kKoTopble Korga-nnbo urpanu.
3apaHue 11.

B kayecTBe oTBETa Ha 3a4aHuve rpukpernute nlobpaxxeHue B 0boM popmaTe.

Ha n3obpa>keHun Hnxxe npusenéH nHTeppenc ogHoOM U3 caMblX NMepBbIX BEPCUi
TeTpuca. NosTopuTe ero B cBo6ogHOM hopMaTe B loboM npunoxeHuu (paint,
photoshop, illustrator, 4To yrogHo). MoxeTe BHOCUTb Nt06blEe N3MEHEHMUSA 1~
yJlydLlleHns, HO OCHOBHAs JIOrMKa UFPOBOro 3KpaHa A0JIKHA COXPaHUTbLCA.
MpukpenuTe pe3synbTaT K pansly C OTBETaMW.



3apaHue 12.

Heobxoaum rosiHbivi Xo4 peLueHns. MoXxHO rnpukpennuTb GoTo C peLLIEHNEM NN
HabpaTtb ero B ne4aTHoM gpopmaTte. paghmk HeobXoaNMO HapPUCOBaTb OT PYKU U
MPUKPENUTL (hoTOrpaguen.

HanguTte KOpHU N SKCTPEMYM ypaBHeHUS. [locTponTe ero rpaduk.

y=-x>4+2x+3



