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Paspa6orka urpel na Python:
CO3JaHHEe MEXaHUKH MepeABHKEHHUs MePCOHAKA

benuxos Anopeii I'ennaovesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHO# cTatbe ObUT PacCCMOTPEH MPOIECC CO3/IaHUs MEXaHUKHU MEepEeABIKECHUS
nepcoHaxxa Ha s3pike Python. B wuccrnemoBaHwm HCIONB30BaIaCh MpOrpamMma
PyCharm. B pe3ynprare paboTel ObUTa pa3paboTaHa MEXaHUKa TEepPEIBHIKCHUS
TIepCOHaKa JUIsS UTPHI Ha s13bike Python.
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Abstract

In this article, the process of creating a character movement mechanics in Python
was considered. The PyCharm program was used in the study. As a result of the
work, the mechanics of character movement for the game in Python were
developed.
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AXTyallbHOCTh CO3/IaHWsI WIPbI Ha s3bike Python oOGyciosieHa Tem, 4To
JTAHHBIN TIPOIIECC TTO3BOJISIET CBSA3aTh U3YUEHUE A3BIKA U PA3BIICUCHHE.

Ilens maHHOW CTaThU - CO3AaTh MEPCOHAXA WUTPOKA JJIi UTPHI HA SI3BIKE
Pyton.

Jlns co3manus nmpoekTa Obliia paccMoTpeHa ctaThsd MsiioBa M. B koTopoit
paccMOTPEH MPOILIECC CO3/IaHUs U pa3padOTKU UTPHI HA SI3bIKE MPOTPaMMHUPOBAHUS
Pyton [1]. Tak xe I1.J>)x.Bangep onucan BO3MOXKHOCTH S13bIKa MPOTPAMMHUPOBAHUS
Pyton [2]. A. JI. TyneryiaoB paccMOTpeII U TTOKa3all MPUMEPbl K METOIbI 00yUCHHS
W peaju3aliy Ha s3bIke porpamMmmupoBanus Python [3].

JI71s1 TOro uTOOKI Urpa OblIa O0JIbIIIEe TOX0KAa Ha OPUTHHAJ CHaYalla U3MEHUM
pasMep dKpaHa Urpsl, 1 3Toro u3Mennm 3Hadenune Ha 700 (Puc.1).
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Pucynok 1 —MI3mMeHeHne urpoBoro 3kpaHa

CrnenyioniM I1aroM HWrpoBble COOBITHS, KOTOpbIE OyIyT HPOUCXOIUTH
HEMOCPEACTBEHHO C TJAaBHBIM TI€POEM HA HWIPOBOM DKPAHE MbI MEPEMECTH B
OTeNbHBIN (aiti. J{s1 aToro co3gaém e€ B MEHIO U JaéM COOCTBECTBYIOIECE HA3BAHUE
«controls.py».
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Scratches and Consoles

Pucynok 2 — Co3ganublii (aiist ynpaBieHUs MEPCOHAKEM

Crnenyroomum nelcTBUeM UMIOPTUPYEM (pailiibl nepensuxenus. U
IPONUCHIBaEM (PYHKIIMIO, OTCICKUBAIOIIYIO IEPEIBUKEHUE U U3MEHEHHE
MIOJIOKEHUSI UTPOBOTO NIEPCOHAXkKA MO MO0 JJIL 3TOTO IPOIKCHIBAEM CIIEAYIOIINE
koMaH bl (Puc.3.)

@ Space_game.py s.py @ gun.py

Pucynok 3 — Ummnopt ¢aitsioB yripaBieHus
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B koze nponuckiBaeM Kakoil 00beKT OyET MepeMeniaThCsl, B JAHHOM CIIydae
3TO ny1ika. J[aHHble n3MeHeHus1 BHOCATCS B KoJl (Puc.4).

@ qun.py

Pucynok 4 — O603HaueHre 00BEKTA MEPEABUKEHUS

[Ipu mepeMenieHu TJIaBHOTO Tepos MPONUCHIBAIOTCA YCIOBHUSA, & UMEHHO
JEUCTBUSL UTPOKA, KOTOPHIE OH COBEPIIACT JJIsi TOTO YTOOBI MyIIKa KaK OOBEKT
MepEMECTHIIACh. 3€Ch OMUCAH KOJ, MPU KOTOPOM KOOpAMHATA X MEPEMEIACTCs.

Janee co3maém JIOTMYECKYH0 NEPEMEHHYIO, IIPU KOTOPOM IEPENBUKECHUE
OyZIeT BBIMIOJHATHCA Ha JIOJITO€ 3aKaThe KJIABUIIH U npekpamathes (Puc.S).

Pucynok 5 — [lepemenHast nepeaBM>XeHUs] OOBEKTA
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CrnenyromuM I1aroM MpOMUIIeM OOHOBJICHUE TO3WIMU MYIIKU JJISI TOTO
qTOOBl WTpa CMOTJIA CUHUTHIBATH MECTOHAXOXKJIECHHE OOBEKTa W HU3MEHATH €ro
TIepeIBIKEHIE MPU HaXKaThH Kinapuiu (Puc.6).

@ gun.py

outputl(

Pucynok 6 — OGHOBJIEHHE TO3UIINH ITYIITKA

Jlanee mpomuchiBaeM TEpEeABMKCHHE TMYIIKU TMPU HAXKATOM KJIABUIIU U
OCTaHABJIMBAEM €ro €Clii KJaBWIlla OT)KaTa, B JaHHOM CIy4dae Mbl yKa3ajddl 4YTO
JBIDKEHUE BIIPaBO OyJET ¢ MOMOIIBI0 KiIaBuIH «D», a mepeMenieHne KIIaBuIim
BJIEBO OY/ET C MOMOIIbIO KiIaBuiu «A» (Puc.7).

Pucynok 7 — IlepenBuxeHune myniku
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Jy1st OOHOBJICHMS TIOJIOKEHHMSI TIYIITKH | JIJISE TOTO YTOOBI OHA HE BBIXOJMIIA 32
HKpaH UIPOBOTO MOJIS MPOMKUCHIBAEM TIOJIOKEHHS TIPABOT0 U JIEBOTO Kpasi MYIIKH U
CTaBUM €ro MeHbIIIe caMoro urposoro nois (Puc.8).

PI/ICYHOK 8 — OFpaHI/I‘IGHI/Ie IMCPCABMIKCHU ITYIIKU 110 UTPOBOMY IIOJITO

[IpoBepsieM M3MEHEHHE TMOJOKEHUS U BKJIIOYAEM CTapT HaIlled UTPhI, Kak
BUJIHO T0JI0KeHHE u3MeHsiercs (Puc.9).

Pucynok 9 — I'oToBoe n300pakeHne nepemMenieHus 00bEKTa Mo UTPOBOMY IOJTIO
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B manHO# cTaTthe OBUT PAcCCMOTPEH TMPOIECC CO3MAHUS MEXaHUKH
NepeIBUKCHMSI TIEpCOHaXKa Ha s3bike Python. B mccnenoBanum mcnosb3oBanach
nporpamma PyCharm. B pesyasraTe paboThl ObUla pa3paboTaHa MeXaHHKa
TIepEIBUKCHHMSI TIEPCOHAXKa JIJIs MTPhI Ha si3bike Python.
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