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PA3PABOTKA NUHTEPAKTUBHOM BPAY3EPHOM UT'PHI C UCITIOJIb30BAHUEM
A3BIKA JAVASCRIPT
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PaccmarpuBaercsa npuioxkenue Tululoo Game Maker ajist pa3paGoTKu UIp, NPH HCI0JIb30BAHHH
KoToporo (popmupyiotces paiiabt JavaScript. PazpadarpiBaercsi HHTEPAKTHBHAS apKAHASI
Opay3epHasi UTpa C NSATHIO YPOBHSIMH U CIOKETOM, CBA3BIBAKIINM HX.

Kirouessie citoBa: JavaScript, paspaboTka urp, MHTEPaKTUBHOCTE, apKaIHast urpa, Opay3epHas urpa,
CIO)KETHAs UTpa.

DEVELOPMENT OF INTERACTIVE BROWSER GAME USING JAVASCRIPT LANGUAGE
Gromov A.S.1

PSUAC — Penza State University of Architecture and Construction, Russia, Penza, email:
gromov.bo@yandex.ru

We consider an application Tululoo Game Maker for game development, which generates
JavaScript files. An interactive arcade browser game is being developed with five levels and a story
that connects them.

Keywords: JavaScript, game development, interactivity, arcade game, browser game, story game.

BBenenue

OOBIYHO KOMITBIOTEPHBIE UTPBI EISATCS HAa HECKOIBKO THIOB: KBECTHI, IKIIIH, POJIEBHIE
urpsl (PII'), cTpaTterun, CUMynsSTOPHI, TOTHUECKHE, a3aPTHBIE, apKaIbI.

° KBGCTI)I — OCYHICCTBJUIIOT HyTCHI@CTBI/Ie OOJHOT'O NJIN HECKOJIBKUX HCpCOHa)KGI\/'I K
MTOCTABJICHHOM IIEJIN MTyTEM MIPEOI0JICHUS pa3HOOOPA3HBIX TPYIHOCTEH.

o OKIIIH - UTPBI OT TIEPBOTO JIUI[A — TOMYJISIPHBIE OPOAUIKU-CTPETISIIKH.

o Ponessie urpsel nnu PIIIT — urpok UCnonHSAET poJib ONPEAEIEHHOIO IMEPCOHAXKA U
BBIITOJIHACT ITOCTABJICHHBIC nepez[ HUM 3aJa4u.

o Crtpareruu u JIOTHYECKUE UTPHI TOJIPAKAIOT ACSITEIIBHOCTU yITPaBJICHIIA.

o CumynsITopsl UMHUTHPYIOT YIIpaBJI€HHE aBTOMOOMIIEM, KOCMHUYECKUM Kopabiem,
CaMOJICTOM H T.II.

° ASapTHBIe 1 JIOTUYCCKHC XOpOHIO paSBI/IBaIOT MBICJ'[I/ITeJ'[BHy}O OCATCIIBHOCTD.

. Apkajga — KaHp KOMIBIOTEPHBIX HIP, XapaKTEPU3YIOLIUIICS KOPOTKHM IO
BPEMEHU, HO UHTEHCUBHBIM UTPOBBIM IIPOLIECCOM.

B xoze 3t0it paboTsl OyzaeT pazpabotana Opay3epHast apkaHas urpa.

MarepuaJjsl 1 METOABI.
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B xome paGotel uccnemyercs koHcTpykTop urp Tululoo Game Maker, tak e Koj
Javascript, KOTOpBIil MO’KHO BOCIIPOM3BOJHUTH B BeO-Opay3epax.

Wutepoeiic Tululoo Game Maker npencrasnsier u3 cebs Oonpmioe pabodee moine u
UMEIOIIYFOCSI HaJl HUM MTaHellb MHCTPYMEHTOB. B 3TOM naHeIi MOYXHO CO3/1aBaTh CIIPANTHI, 3BYKH,
MY3bIKY, OeKrpayHibl, pu(Thl, 00BEKTHI, ClieHbl U (yHKIHH. [Ipu BBEIOOpE MOO0TO M3 3THUX
AJIEMEHTOB M Ha)aTuu KinaBuiu Create oTKpbIBaeTCsI HOBOE OKHO, B KOTOPOM MOKHO HACTPOUTh
co3zaBaeMblii 00BEKT. B crpaiiTel, OeKrpayHIbl M CIEHBI MOXHO 3arpyarb ¢ KOMIIBIOTEpa
rpaduveckue (aiisbl, B 3ByKH U My3bIKY MOXHO 3arpy’kaTh 3ByKOBbIC (ailiibl. J{iist kaxmoro Tuma
CO3/1aBaeMOro O0BEKTa CYIICCTBYIOT CBOM HACTPOWKH, OyJb TO KOOPAWHATHI HAXOXKICHUS
oObekTta no Tuma (aitma, U3 KoTOoporo OH co3maércs. s OOBEKTOB, MOMHUMO BCETO
BBIIIETIEPEUNCIIEHHOTO, MOXKHO CO3/IaTh COOBITHS Pa3HBIX THUIIOB, B KOTOPBIX HACTPAMBAIOTCS TE€
WY UHBIE HACTPOMKH OOBEKTA B 3aBUCUMOCTH OT TOTO, YeM OH OYJICT SBJISTHCA.

HUrpy MOXHO 3amycTUTh B JIFOOOH MOMEHT Ha)XaTWeM CIenUanbHOM KiaBumm. OHa
3aITyCKaeTcs C MOMOIIBI0 Opay3epa, YCTaHOBIEHHOTO TI0 YMOJTYaHUIO.

OcHoBHas 4YacTkb.

ean urpsl.

Urpa «Tank» - crokeTHas apkajgHas Opay3epHas urpa. Mcropust croxkeTa 3aKiII04aeTcs B
TOM, YTO 3e€MIIIO 3aXBATUJIM MapCHaHe U MOYTH UCTPEOMIIN YeTI0BeUecTBO. TaHK — IJIaBHBIN repoit
— PYCCKHI conjaT, MOTEepsBIIMN CEMbIO U KajJerolui ao0paTbcs 10 Mapca U yHHUUYTOXKHTD
WHOIUIAHETHBIX 3aXBAaTYMKOB. B Urpe BCero nsaTh ypoBHEH, KaXKIbli U3 KOTOPBIX IPEICTABISAET U3
ce0sl TEpPUTOPHUIO, HA KOTOPOI HYKHO IIPOAEPKATHCS ONPEAEIEHHOE BPEMs OT HACTYNAOLINX CUJT

IMPOTHBHUKA. I[J'ISI KaXXJ10r0 YPOBHS BbBICTABJICHBI CBOU MMApaMETPEI IICPCOHAXKA, BParoB U BpECMCHHU.

Crnpaiitsl

s coznanus 0OBEKTOB NEPCOHAXKEHW MOHAN00STCA CIEAYIONINE CIIPANTHI:

Pucynox 1. Soldier — rnaBusblit repoit mo npo3suiy Tauk. Mcnonb3yercs mis 1-3 ypoBHeit
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Pucynok 2. Raketa — ucnonb3yeTcst 1yt MOJIeNiu TIIaBHOTO reposi Ha ypoBHE 4
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Pucynok 3. Soldier_mars — ucnonb3yercst Ui MOJCIU TJIaBHOT'O Teposi Ha YPOBHE 5

Pucynoxk 4. Earth_monster — mpoTHBHUK Ha TIEPBOM YPOBHE

Pucynoxk 5. Forest_monster — mpoTUBHUK Ha BTOPOM YPOBHE

Pucynok 6. Bikonoore_monster — mpoTHBHHK Ha TPEThEM YPOBHE

Pucynok 7. Space_monster — mpoTUBHUK Ha YE€TBEPTOM YpPOBHE

Pucynok 8. Mars_monster — mpoTUBHUK Ha MISATOM yPOBHE



Pucynok 9. Pula_0 — ucnionb3yercst 1yist myiu B ypoBHsIX 1-3

Pucynok 10. Pula_1 — ucrosie3yercs 1ist myJid Ha ypoBHE 4

Pucynok 11. Pula_3 — ucnonb3yercst j1s MyJid Ha ypOBHE 5

Pucynok 12. Pula_av — ucrnonb3yercst ist OTPUCOBKH ITYJIH

Pucynok 13. New_game_button — kHornka Ha4yaaa HOBO# UTPbHI

Pucynok 14. Next_level — kHomka [uis IepekitoYeHHs Ha CICAYIOILYI0 KOMHATY
O0beKTbI

[Ipu pa3zpaboTke urpbl ObuIM co3gaHbl 00BEKTH. YacTh M3 HMX CO3/JaHa Ha OCHOBE
CIIPalTOB:

soldier_earth — o0bekT TaHk, T1aBHBIA EPCOHAX HA YPOBHE |

monster — 00bEKT MOHCTp Ha YpoBHE 1

pula_av — 00bekT mynu Ha ypoBHsIX 1 - 3

soldier_forest — o0bekT TaHK, IJIaBHBINM IEPCOHAXK HA YPOBHE 2

monster2 — o0beKT MOHCTpP Ha YpOBHE 2

soldier_baykonoore — o6bekT TaHK, rIaBHBII IEPCOHAK HA YPOBHE 3

monster3 — 00beKT MOHCTpP Ha YPOBHE 3

delivery — oObexT pakera, IJIaBHBIN IEPCOHAXK HA YPOBHE 4

monster4 — o0beKT MOHCTpP Ha ypoBHE 4

pula_av_| — 00bexT mynu Ha ypoBHE 4



soldier_mars — 00wekT TaHK, TJIaBHBII IEPCOHAXK HA YPOBHE 5

monster5 — 00beKT MOHCTP Ha YPOBHE 5

pula_av_g — o0beKT mysid Ha ypOBHE 5

new_game_btn — kHoMKa [T Havajia Urpsl

new_game_btnl — kHoOMKa /st IEPEKITFOYCHHUS CICIYIOLIETO Cliai/ia 3aCTaBKH

new_game_bhtn2 — kHoMKa /sl IEPEKITFOYCHHUS CIISIYIOLIETO Cllaiia 3aCTaBKH

new_game_bhtn3 — kHOMKa /Il IEPEKITFOYCHNUS CIISIYIOLIETO Cliaiia 3aCTaBKH

new_game_btn4 — kHomKa /sl IEPEKITFOYCHHUS CICIYIOIETO Cliai/ia 3aCTaBKH

next_level btn — kHomka I IEPEKIIOYEHHS Ha

MMPOXOKACHUA MPCAbIAYICTO
next_level btn2 — xnomka
MIPOXOXKAECHUS IPEABIAYILIErO
next_level btn3 — xnomka
MMPOXOKACHUA MPCABIAYICTO
next_level btn4 — xnomka
MIPOXOXKACHUS IPEABIAYILIErO
next_level btn5 — xnomka

MMPOXOKACHUA MMPCAbIAYICTO

JUIA

TS

JUIA

TS

MEePEKITIOUCHUS

MCPECKIOUYCHUA

MEePEKITIOUCHUS

MCPCKIOYCHUA

Ha

Ha

Ha

Ha

CIEAYIOIUA ypOBEHBb
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KpOMe TOTO, ObLIH CO3aH 00BEKTHI JJIA OT06pa)KeHI/I$I CTPOKHU 3J0pPOBbsA HA KaXIOM

yposae: healthl, health2, health3, health4, health5.

don

Z[J'I;I CO3daHusA (I)OHOB Ha KaXX/I0M YPOBHC OBLIH MCIIOJIb30BAHBI KapTHUHKU:

Pucynok 15. Background140 — craptoBast cTpaHuIia UTPpbI



Pucynok 17. Background179 — Bropast cTpanuiia npoJora

Pucynoxk 18. Background180 — tpeTbst cTpanuiia mposora
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Pucynok 21. Win_earth_bgnd — moaBoika Ko BTopoMy YpOBHIO



Pucynok 22. Win_forest_bgnd — noaBoska k TpeTbeMy YpOBHIO

Pucynok 23. Win_baykonoore_bgnd — noaBoka k 4eTBEpTOMY YPOBHIO



Pucynoxk 24. Win_space_bgnd — moBoka K msiToMy YpOBHIO

Pucynok 26. Win_mars_bgnd — kaptuska smuiora

Cuena

B wurpe ucnons3zoBana 16 cueH. Ha cuensl ypoBHeil moMelieHbl OOBEKTHI Ieposi U
MOHCTPOB, @ TaK)K€ HEBUJIUMBIN OOBEKT 3/710pOBbs U MoJCuéTa BpeMeHU. OOBEKTHI MOHCTPOB
OyayT co3maBaTbes B XO7ie MTpbl. Ha CIIeHBI 3acTaBOK MOMeIIeHbl 00BEKTH KHOMOK. Ha crieny
SIIJIOTA HE TTIOMEIICHO HUYETO.

Vcnonb30BaHbl Bce BHIICYTOMSIHYThIE (DOHBI.

Pa3smep cuen yposneit 1920x1080, pazmep cuen 3actaBok 1080x720. Pasmep BumoBOro
OKHa BO BCEX CIIEHaX COOTBETCTBYET pa3Mepy CIIEH.

B kagecTtBe oOBbekTa 7151 cieKeHus BbIOpaH TaHK.



Kpome Toro, Bo Bcex ciieHax €cTh 3BYKOBOE U MY3bIKAJIbHOE CONPOBOXKACHUE. 3BYKOBOE
COIPOBOJKACHME: BBICTPEI, YPOH MOHCTPY, YPOH TI'€pOl0, 3aKaJpOBbIH T0JIOC ITOBECTBOBAHUS
CIOXKETA.

MYBBIKaJIBHOG COIIPOBOXKJICHUC Ha Ka)I(,HOﬁ CICHC.

Hacrpoiiku 00bexTOB
Oo6nextsr soldier_earth, soldier_forest, soldier_baykonoore, delivery, soldier_mars.
CoOwiTre Creation. 31ech yKa3blBaeM 3JI0POBbE, CKOPOCTh IEPEABUKEHUS, OpYKHE,
TaliMep AJIs HETro M OIyOJIMKOBBIBAEM KOOPJIMHATBI reposi Kak riodanbHble. Taxke Hano, 4To0bl
Tank B Hauyajze ypOBHs pacroJjlarajics B LIEHTpe KOMHaThl. IlomMumo 3TOro, 31€Ch yKaspIBaeTCs
KOJIMYCCTBO BPEMCHHU, KOTOPOC HAAO IMPOACPIKATHCA B MUJIJIMCCKYHAAX. Ha KaXJ1I0M YpPOBHE€ BCC
rapaMeTpbl pa3HbIE.
x=room_width/2;
y=room_height /2;
global.tankx = X;
global.tanky =y;
global.zdorovmax=100;
global.zdorov=global.zdorovmax;
this.spd=>5;
this.weapon = 1;
this.timerl = 0;
global.win_timer = 2300;
CoOpiTHe Step. 3aech yka3aHO YMEHBIICHWE 3HAYCHUS TaliMepa, BO3MOXKHOCTH
ynpaBieHus: TaHKkoM, OJIOKMPOBKa €ro NepeMelleHHs B Cilydae yrnopa B I'paHHMIly KOMHATBHI,
YKa3zaHue €ro KoopAuHarT, MpoIircaHa CTpeJ'IB6a, CKOpPOCTb nojéra IMyJii, a TaK¥XXE BKJIIFOUCHUC

3BYKOBOI'O COTPOBOKICHUS U MEPEXO0/1 Ha CIEAYIONYI0 KOMHATY B Cily4ae MoOe/bl.

global.win_timer = global.win_timer - 1;

if (keyboard_check(vk_left)) x -= this.spd,;

if (keyboard_check(vk_right)) x += this.spd;
if (keyboard_check(vk_up)) y -= this.spd;

if (keyboard_check(vk_down)) y += this.spd,;
if x<0)x=0;

if(y<0)y=0;

if (x >room_width) x = room_width;

if (y > room_height) y = room_height;



global.tankx = x;

global.tanky =y;

this.timerl +=1;
if (mouse_check()){
iIf (this.weapon ==1) {
if (this.timerl >=room_speed) {
this.timerl = 0;
sound_play(shot);
q = instance_create(x + 30,y + 30,pula_av);
g.direction = point_direction(x, y, mouse_x + room_viewport_x, mouse_y
+ room_viewport_y) + irandom(5) - 2.5;

q.speed = 50;

if (global.win_timer == 0)
{
room_goto_next();
sound_stop(soundtrackl);
sound_play(soundtrack_forest);
sound_play(level_snd2);
}

1. O0OwexTEI MONSter, monster2, monster3, monster4, monsters.

CoGOriTrie Creation. 3mech yka3bplBaeTCsi 370pOBbE NMPOTUBHHMKA, YPOH, KOTOPBIA OH
HaHOCHUT: MUHUMAJIbHBIN U MaKCUMAaJIbHBIN, €r0 CKOPOCTh U TaltMep.

his.zdorov = 20;

this.minuron = 2;

this.maxuron = 8;

this.spd = 3;

this.timerl = 0;
CoOpiTe Step. 3mech ykas3pIBaeTCsi 4acTOTa CIIaBHA MOHCTPOB, MX BO3MOXHBIE MeECTa

CTIaBHA M HAHECEHHUE ypoHa TaHKy, COOTBETCTBYIOIIEE 3BYKOBOE COTIPOBOKICHHIE H YCIIOBHE, €CIIH

300POBBLEC Tanka MeHbIIIE WU PaBHO HYJIIO, IICPCKIIIOIACMCA Ha NPCABIAYIYIO CLICHY.



if (point_distance(x,y,global.tankx,global.tanky) > 20) {
move_towards_point(global.tankx, global.tanky, this.spd);
image_angle = point_direction(xprevious,yprevious,x,y);

}else {
this.timerl -=1;
if (this.timerl <= 0)
{

this.timerl = 20;
global.zdorov -= this.minuron + irandom(this.maxuron);
sound_play(painl);
if (global.zdorov <= 0)
{
room_goto_previous();
sound_stop_all();
sound_play(game_over);

}

}

CoGmitre Collision. 3neck yka3biBaeTcsl ypOH, NOTy4aeMblii MOHCTPOM NP TIONAIaHUU B
HEr'o I1yJik, 3BYK MOHCTpa U €T0 NUCYEC3HOBCHUC IIPU CMCPTH.
this.zdorov -=5;
sound_play(hit_monsterl);
with (other) instance_destroy();
if (this.zdorov <= 0) instance_destroy(this);
2. Oo6bextol health, health2, health3, health4, health5.

CoGsitie Creation. BeictaBiisieT TaiiMep criaBHa MOHCTPOB Ha HOJIb.
this.timerl = 0;
CoOpbiTue Step. Co31aét BO3MOKHBIE MeCTa ClIaBHA MOHCTPOB.
timerl +=1;
if (timerl >= room_speed * 2) {
g = choose(1, 2, 3, 4);
if(a==1){
instance_create(-50, random(room_height), monster);
}
if (q==2){



instance_create(room_width + 50, random(room_height), monster);

}
if(q==3){
instance_create(random(room_width), -50, monster);
}
if(q==4){
instance_create(random(room_width), room_height + 50, monster);

}

timerl = 0;
}

CobbiTne Draw. IloacuuThiBaeT 370pOBbE I'eposi U BBIBOJUT Ha SKpaH HAANKHCHh 00
OCTaBHIECMCsI BPEMCHU HAa YPOBHEC, a4 TAKKC BBIBOAUT LKAy 310POBbAI.

draw_set_color(0,0,0);
draw_set_alpha(1);
draw_rectangle(room_viewport x + 10, room_viewport y + 10,
room_viewport_x + 10 + 200 + 2, room_viewport_y + 10 + 15 + 2);
draw_set_color(20,255,0);
draw_rectangle(room_viewport x + 10 + 1, room_viewport y + 10 + 1,
room_viewport x + 10 + 1 + (global.zdorov / global.zdorovmax)*200 |,
room_viewport_y + 10 + 15 + 1);
draw_set_font(f_win_timer);
draw_set_color(128, 0, 0);
draw_text(800,20, "Ocranocs npoxaepxkatbes: " + global.win_timer)

3. O6mwekToI pula_av, pula_av_I, pula_av_g

CoOpiTue Step. PaspymraeT mysiro, eciii OHa J0JIeTaeT J0 Kpask KOMHATHI
if (x <-50 | x > room_width + 50 || y < -50 || y > room_height + 50)
instance_destroy();
CoOsbiTue Draw. Pucyer mysro npu BeICTpere.
draw_sprite_ext(pula,0,x,y,1,1,direction,1);
4. OObexkTHl NeWw_game_btn, new_game_btnl, new_game_btn2, new_game_btn3,
new_game_btn4, next_level btn, next_level btn2, next_level btn3,

next_level _btn4, next_level btn5

CooOprte Step. IlepeHOCHT HTpoKa B CIEAYIONIYI0O KOMHATY W BKIIFOYAEeT HEOOXOAMMOE

3BYKOBOC COIIPOBOXKIACHUC.



if (mouse_check())
{
room_goto_next();
sound_stop(soundtrack_earth);
sound_stop(level_snd1l);

sound_play(soundtrackl);
¥

Pe3syabTartsl.

IIpu 3amycke Urpbl NOSABISAETCS UCXOIHOE COCTOSIHUE CLIEHBI:

HpI/I HaXXaTUH KJIIABUIIW HAYATh UI'DY, BKIIIOYACTCA IICpBAs CLICHA IIPOJIoTa U JAJICC IIPU HAKATUHN

KJIaBHUII 3aITyCKarOTCs BCC MOCICAYIOMUC CICHBI

[Ipy HaxxaTuyM Ha KIABULIY NMPOAOLKUTH BKIIFOYAETCS IIEPBBIA YPOBEHbB:

Pucynox 25. I1epBrIif ypoBeHb

Tank nosiBiIsIeTCSA B HOEHTPEC KOMHATBI, Ha HET'O MOCTCTICHHO HAYWHAIOT BBIXOJUTH MOHCTPHI.
CpaxxeHre TpOUCXOUT B Tosie. MOHCTPOB OOJIBIIIOE KOJUYECTBO M UX TPYAHO yOuTh, HO TaHK
OBICTpEe MOHCTPOB, IOITOMY IpoIIe OT HUX yoerars. [1o ncrteuennu taitmepa 2300 MIILTHCEKYH]I,
€CJIA 3JI0POBBE Teposi OOJBIINE HYJIS, UTPa MEePEKITI0YAETCS Ha CISAYIONIYIO CIIEHY MOJBOJIKH KO
BTOPOMY YPOBHIO.

[Ipyu HaXkaTUKM KHOTIKY MPOJOKUTH BKJIFOUAETCSI BTOPOM YPOBEHbB:



Pucynox 28. Bropoii ypoBeHb

Bo BTOpOoM ypoBHE AelCTBHE MPOUCXOIUT B Jiecy. TaHK JBMXKETCS OYEHb MEUICHHO, a
MOHCTPBI OBICTPO, HO OHH YOMBAIOTCS C OJTHOTO TONaJaHusl, [I03TOMY IIPOIIE CTOSTh Ha MECTE U
orcTpennBath MOHCTPOB. [lo ucreuenun taiimepa 3000 MUIUIMCEKYHJ, €CIIU 3/10pOBbE Ieposi
OouibIIe HyJIS, UTPa MEPEKITI0YAETCs Ha CIEAYIOIIYIO CLIEHY ITOABOIKU K TPETHEMY YPOBHIO.

HpI/I HaXaTUHW Ha KJIIaBUITY NTPOJOJIKUTE BKIIKOYACTCA TpeTI/Iﬁ YPOBCHB!:

Pucynox 29. Tpetnii ypoBeHb

JlelicTBUE TPEThEro YpPOBHSA MPOUCXOIUT Ha KocMojapoMme baiikonyp. Tank oGoponser
pakery, Ha KOTOpoi coOupaercs yaereTb. MOHCTpbI ObICTpee repost, HO UX He Tak MHOro. HyxHo
OTCTynaTh U oTcTpenuBaThed. [1o ucreuenuu taiimepa 3500 MUTUTUCEKYHT, €CITH 3J0POBBE TEPOS
0oJbIIIe HYJIS, UTPa MEPEKITI0YaeTCs Ha CIEAYIONIYIO CLEHY MOABOJIKU K YETBEPTOMY YPOBHIO.

HpI/I Ha>XaTWHW Ha KIIaBUITY NPOJOJIKUTHL BKIIFOYACTCA ‘{eTBépTHﬁ YPOBCHB:



Pucynok 30. YUeTBEpThIii ypOBEHB

Tank netut Ha pakere Ha Mapc. YpoBeHb O4€Hb JMHAMUYHBIN, HAI0 OTCTPEINBATHCSA OT
HaaJaluX MapCUaHCKUX Kopabnei. M Bparu, 1 Urpok ABUKYTCS MPUMEPHO C OJAMHAKOBOMN
ckopocthio. [To ucreuenun Taiimepa 5000 MHIUTHCEKYHII, €CITU 30POBbE reposi OOJbIIE HYJIA,
UIpa NEPEKIII0YaEcTCs Ha CIEYIOUIYIO CLEHY ITOABOJKH K YETBEPTOMY YPOBHIO.

HpI/I HaXaTUHW Ha KHOIIKY ITPOAOJIZKUTb BKIIFOHACTCA MISATHIN YPOBCHB!:

Pucynox 31. I1aThIit ypoBEHb

Tank HaxonuTcst HA Mapce U aTakyeT MapCUaHCKUX MOHCTPOB. OHU OOJIBIIINE U )KUBYYHE.
HeobOxonuMo kak MOXKHO ObICTpee WX OTCTpENMBaTh, MOKA UX HE CTaNO CIAUIIKOM MHoro. Ilo
ucreyeHuu Tanmepa 6000 MHITUCEKYHI, €CIHM 370pOBbE Tepos OoJbllie HyJs, Hrpa

MEPCKIOYACTCA HA CHCHY 3IIUJIOra.



3akJ/ir0ueHHe WU BbIBOJbI.
B pesynbTare npojenanHoi pabOThI MO CO3JaHHUIO UIPhI ObLI M3YYCH KOHCTPYKTOP HID
Tululoo Game Maker, Tak xe kox Javascript, KOTOpbIii MO’KHO BOCIIPOU3BOINTH B BeO-Opay3epax.

brina pa3paboTana cBost OpaysepHas 2D-urpa.
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