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Abstract

The purpose of this article is to use the Windows Presentation Foundation (WPF)
and the C# programming language to create the classic game "Space Invaders".
The practical result is a developed game.
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1. BBeaeuue

1.1 AKTyaJIbHOCTH HCCJIEIOBAHMS

CaMbIM MONYJSIPHBIM BHJOM JIOCYyra MHOTHX JIFOAEM Ha CEroMHSALIHUAN
MOMEHT SBIIAIOTCS KOMIIBIOTEPHBIE UIPbl. BUpTyalbHbIE MUPBI OTKPBIBAIOT HaM
OTPOMHBIE BO3MOKHOCTH: IIO3BOJISIIOT OTBIIPHIBATH Pa3JIMYHBIE POJIM, Urpas 3a
IJIABHOTO T€pOsi, MHOTHE UTPhI CIIOCOOCTBYIOT Pa3BUTHIO MHTEJUIEKTA, BHUMaHUS,
peaKkiuy, MNPOCTPAHCTBEHHOM OPUEHTAIMM M JIOTHYECKOTO  MBIIUICHHUS.
Pa3paboTkoil BUIEOUTP MOKET 3aHMMAThCS KaK OJMUH YEJIOBEK, TaK M KOMaHJa.
Co3pnanue urpsl - 370 NPOJOJKUTENBHBIM U TPYTOEMKUN MPOLIECC, COCTOAIINN U3
CaMbIX Pa3HOOOpPA3HBIX 3TAINOB, BKIIOYAIOIIMNA B ce0s KaK TEXHUYECKHE, TaK U
TBOPYECKUE MOMEHTHI.

1.2 O630p uccjaeroBaHui

B cBoeit padore U. 10. TlpocBupnuna cozmana mpusioxxkenne «Mopckoit
Ooii», o0mamaromiee WrpoBbIM HCKYCCTBEHHBIM HHTEIUICKTOM, B KOTOPOM
npeaycMoTpeH pexuM urpbl «rpok npotuB kommnbroTepa» [1]. B cratee H. A.
bazeesoit u JI. C. JleGeneBa ommcaHo Hayajao WTPOBOM WHAYCTPUHU, a TaKKe
paccMOTPEeHbI 0COOEHHOCTH S3BIKOB ITPOTPaMMUPOBAHUSA I pa3paboTKu urp [2].
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N.A. CaBun, O.B. bareHbKMHa paccCMOTpPENId NPOLECC HANMCAHUS CKPUIITOBBIX
CIICHApHEeB MpH pa3paboTke BuUpTyaibHOro TpeHaxepa[3]. B cBoeit pabote D.P.
["apaeBa, U.U. bukmynnuna, U.A. bapkoB onucamu Bo3moxkHoctu Unity 3D Ha
npeamer coszmanus 3D-moneneii[4]. C.A. CypoauH B CBoel CTaThe IMPEIACTABHII
CIEHapHil yriyOJIeHHOTO N3YYEHUs! OJHOTO U3 JIYUIIHMX JIBHXKKOB, CYIIECTBYIOIIUX
Ha JaHHBIH MOMEHT, M co3ganust kpacuBbix 2D u 3D urp[5]. B cBoeit pabdote
P.®. TlaitnynnuH, B.A. 3axapoB, E.A. AxceHoBa H3y4uiIu HMHCTPYMEHT s
pa3paboTKu AByX- U TpéxmepHbIX urp — Unity 3D [6].

1.3 Ileapb uccaenoBaHusi

[lenp uccnenoBanus — MPUMEHSIST BO3MOXXHOCTH cpenbl pa3padbortku Visual
Studio u s3pika mporpammupoBanust C#, co3maTh KIIACCHYECKYIO HTPY «Space
Invadersy», co Bcemu, HEOOXOIUMBIMH TSI TIOJTHOIICHHON UTPBI, MEXaHUKAMH .

2. MarepuaJjbl 1 METOAbI

2.1 lannbie
I'paduka s TakoW MPOCTOW WIPhI, MOXKET OBITH CO37aHA B JIFOOOM
penakrope. B manHom npumepe ucnonbs3oaics Adobe Photoshop.

2.2 MeToabl MCCJIeI0OBAHMS

Jist cozmanus Wrpbl OyZeM HCMOJIB30BaTh IMPOTPaAaMMHOE OOCCIICUCHHE
Visual Studio, a Taxxe si3b1k iporpammupoBanust C#.

Jlns npoekrta mcronb3oBanack Windows Presentation Foundation (WPF),
miaTgopMa  TMOJIb30BaTENbCKOrO HHTepdelica g CO3MaHusl  KIMEHTCKUX
NPUJIOKEHUN JUIsi  HAcTONbHBIX cucteMm. Ilnardopma paspadotku WPF
MOJICP)KUBAET MIMPOKUM HAOOp KOMIIOHEHTOB ISl pa3paOOTKU MPUIOKEHUH,
BKJIFOYAsi MOJIEITh TIPUIIOKEHHU S, PECYpPChI, DJIEMEHTHI yIPaBIIeHUs, TPaQUKy, MaKeT,
MPUBSI3KU JAHHBIX, JOKYMEHTHI M 0€30MacHOCTh. JTa miaaTdopma sIBISIETCS 4YacThIO
ratgopmel NET.

3 Pe3yabTaThl M AMCKYCCHSA
Hauném pazpabotky urpsi, ¢ co3nanuss WPF npunoxenusi. HazoBem mpoekt
«Space Invaders» (puc. 1).
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HacTpowuTb HOBbIN NpoeKT

MpwunoxeHne WPF ¢ Windows PaBounii cron
Vs npoexta
Space Invaders
Pacnc
\Users\|
Wun pewenna (@)

Space Invaders

"] Momectims pewerne n npoect & ogrom katanore

Pucynok 1. Co3nanue npoekra

Jlns Havanma go0aBUM TOTOBBIM HaOOp rpaduKu B MPOEKT, JJISI ATOTO
co31auM nanky (puc.2-4).

2 ol [ e

invader].gif invader2.gif invader3.gif invaderd.gif invaderS.gif invaderb.gif in

invader8.gif player.png

Pucynok 2. HaGop rpaduxu

#*9  Cospats 3nemenT... Ctrl+Shift+A
T8 Gmreemrm s Shift+ Alt+A ) Ynpasnesue naxerami N

¥ Cosaats nanky YnpaeneHne cexperamn

Knnent REST API.. £} HasHaunTs & KaqecTee 3anyCKaeMOre NpoeKTa

Ctrl+Shift+ A fobasnte
S T T Shift+Alt+A OTKPEITE 3NEMEHT KaK KOpEHE.
% Cosgams nanky

Pucynok 4. Jlo6aBieHue B manky n3o0paxeHui

Jlist ynoOGcTBa u3MeHNM pabouee MPOCTPAHCTBO, & TAK)KE BBICOTY UTPOBOTO
skpana 10 500 exunui (puc.5s).
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Pucynok 5. U3menenue pabodero npocTpaHcTBa

Celiuac UrpoBoi SKpaH npeacTanisier coool cetky (Grid), uro I urpsl He
noaxoaut, MeHsiem «Gridy Ha «Canvasy, Ha3bpIBaeM €ro JIf00bIM HMEHEM, MEHSIEM
¢doH Ha YepHBIi, a komaHna «Focusable=""True"» mo3BoauT cocpenOTOUNTH IKPaH
TOJIBKO Ha urpe. Takke 100aBUM J1Ba COOBITHSI, HA KJIABUILIN KJIABUATYyphl, BBEPX U
BHU3. (puc.6).

ainWindowxaml® # X MainWindowxaml.cs

Width:

Canvas Name: Background-[] Focusable KeyDown

Canvas
Window

PucyHok 6. BoisiBieHue 3HaU€HUS IO YMOJTYaHUs

B BepxHuii neBbIii yron g00aBUM CUETYHMK MPOTUBHHUKOB, M Ha DJKpaH
no6aBuM Oyayiero urpoka (puc.7-8).
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Canvas Name="myCanvas" Background=[]"Black” Focusable="True" KeyDown="Canvas_KeyisDown" KeyUp

Label Foreground=E"White” Name="enemieslLeft” FontSize="16" FontWeight="ExtraBold">Enemies Left:</Label

Rectangle Name="playerl” Fill-M"White” Height="65" Width="55" Canvas.left Canvas.Top="3824 |

Canvas

PI/ICYHOK 7. COSI[aHI/IC CUCTUYHKA U MOACIIN UT'POKA

Space Invaders
Enemies Left:

§
PI/ICYHOK 8. COBI[aHI/Ie CUCTUYHNKA U MOACJIN UT'POKa

[Ipuctymaem K HalMCaHUIO JIOTUKH UTpbl. J[s aTOoro mob6aBum oOpabOTKY
Ha)KaTUU KJIaBUILL, KJIMKaeM IIPaBou KHOIIKOU MBIIIIHU Ha
«KeyDown="Canvas KeyisDown"», «KeyUp="Canvas KeylsUp"» u nHaxxumaem
neperTu K ompenencHuto. Takxke M00aBUM Tpu GYHKIUU: (PYHKIUS BPAKECKOU
CTpenbObl, GYHKIIMS CO3JaHUS BparoB, KOTOpas OyIyT T€HEPUPOBATH BPAKECKUE
CIPAWTHl I UTPHI, U (PYHKIIMS WTPOBOTO NBIDKKA, KOTOpas OYyIET YIpaBisATh
JBIDKEHUEM, CTPEIhOOH MO BparaM, U aHMMAIHUeH KOCMHUYECKHX 3aXBAaTYMKOB Ha
sKkpane (puc.9).
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MainWindow : Window

MainkWir ()

InitializeComponent();

Canvas_KeyisDown( sender

Canvas_KeyIsUp(

makeEnemies (

gameEngine( sender, Eve

Pucynok 9. Co3nanue QyHkiunii

Jlanee co3naeM HECKOIBKO MepeMeHHBIX. [IepBbie 1Ba IOTMYECKUX 3HAUCHUS
«goLeft» u «goRighty OyayT KoHTpoJUpOBaTh ABUKEHHUE WUIPOKA, 3aTEM HJET
CIIUCOK «itemstoremovey», 3TOT CHUCOK OYyJIeT COoJepkaTh BCE JOMOIHUTEILHEIE,
HETOCTOSIHHBIC MIPSMOYTOJIbHBIC (DOPMBI, KOTOpBIE OYIyT B 3TON UTpe, HApUMeED,
«HCTIOJIb30BAHHBIC» IMYJIH, KOTOpbIe OYIyT yHauaThCcs, KOTJa HE HYXKHBI.
N300pakeHnsi BparoB, TaiiMep IyjH, OTpaHUYEHUE TaiiMepa MyJdu W CKOPOCTh
Bpara - BC€ 3TO ILICJIOYUCIICHHBIC 3HAYeHUs AJis urpbl. TailMep aucnerdepa - 3TO
OCHOBHOW TaliME€p UIPbI, B KOTOPOM COAEPKATHCSA UHCTPYKIMU U MPABUJIA JAHHOU
UTPBI, BKIIIOYAs TO, KAK UTPOK MOKET BBIUTPATh M MpouTpath. Kucts nzo0pakenus
- 3TO KJIACC TEKCTYPhl M300paK€HUs, KOTOPBIA HCHOIB3YETCS MJisi MPUMECHECHHUS
pa3IMYHBIX H300pakeHHI K rmepcoHaxxam urpsl (puc.10).
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MainWindow : Window

bulletTimer;

bulletTimerLimit = 98;
totalEnemeis;
DispatcherTimer dispatcherTimer

ImageBrush pl

Pucynok 10. Jlo6aBieHne nepeMeHHbIX

[lepexoquMm k goOaBieHUIO raBHOW (QyHKIuU. s Havyaia mpuUBSA3bIBAEM
TUK TaiiMepa JUCIeTYepa K COOBITUIO UIPOBOTO JBHXKKA, KOTOPOE CO3/1aJOCh
panee. Bpemsa uHTepBana ycraHaBiuBaeM 20 MUJUIMCEKYHJ, a 3aT€M 3aIlyCKaeM
taiiMep. M300paxeHue Urpoka cBA3bIBacM C (ailjioM B MaIKe ¢ pecypcaMu UIphl,
yKa3bIBas MyTh, 3aT€EM MPHUMEHSEM 3aJIMBKY K MPSIMOYTOJIbHUKY playerl, KoTopbii
HaxoauThes Ha «Canvasy. B crpoke «makeEnemies(30)» roBopurtcs o 3amycke
(GyHKUMM CO3AaHUsl BParoB, 3TO O3Ha4yaeT, yTo (yHKUMS co3aacT 30 pa3audHbIX
KOCMHYECKHUX 3aXBaTYUKOB Jist UTPhI (puc.11).

InitializeComponent();

dispatcherTimer.Tick += gameE
dispatcherTimer.Interval = Tin n.FromMilliseconds(2@);

dispatcherTimer.Start();

playerskin.ImageSource = BitmapImage Uri("cC: ce Invaders/Space Invad
player1.Fill = playerSkin;

makeEnemies(38);

Pucynok 11. Co3nanue riaBHOW QyHKIIHH

Jlanee HEOOXOAWMO JOMOJHUTH KOJ OOpaOOTUYMKOB HaXKATUM KJIABHIIL.
BHyTpu 3T0# pyHKIIMK ecTh ABa omepaTtopa «if», cHauaga mpoBepsieM, Haxarta JId
KJIaBHUIIIA BJICBO, €CJIM Jla, TO YCTAHABIIMBACTCS JIOTHYECKOoe 3HaueHue «go lefty B
3HaueHue «true», u To ke caMmoe JJIsl KJIaBUIIW BIIPABO, C JIOTUYECKUM 3HAYCHUEM
«go right» (puc.12).
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Canvas_KeyisDown(

sender, Ke

Pucynox 12. O6paboTka HaxaTHs KJIaBUII BIEBO WU BIIPaBO

B nmanHyr0o QyHKOHIO Takke T00aBHM BBICTpPENl Ha KJIABHILY TpoOes
(puc.13).

Canvas_KeyIsUp( sender,

if (e.Key == Key.lLeft)
{

golLeft =
1
J
if (e.Key == Key.Right)
{

goRight =

1
I

if (e.Key == Key.Space)
I

itemstoremove.Clear();

Width
Fill
Strok

SetTop(newBullet, C Top(playerl) - newBullet.Heigh
SetLeft(newBullet, tLeft(playerl) + playerl.Width /
Children.Add(newB

1
I
1
I

I/IcyHOK 13. O6paboTKa OTIYCKaHMSI KJIABUIILI

3aacM HACTPOWKH ISl BPAKECKUX CHapsIoB (puc.14).
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enemyBulletMaker(

tangle newEnemyBullet =

Tag = 1let™,
Height = 4@,

Width = 15,

Fill = B es.Yellow,
Stroke = Black,
StrokeThickness 5

s.SetTop(newEnemyBullet, y);
Canvas.SetLeft(newEnemyBullet, x);
myCanvas.Children. Add(newEnemyBullet);

Pucynok 14. @yHKuMs BpaKeCKUX BHICTPETIOB

Hanee pomnonHsieM (QYHKIUIO MPOTUBHUKOB, YMEHHUEM CTPENATh, a TaKXKE
TIOJIKJTFOYaEM H300paKeHUS JJIs1 MHIMBUAYIEHOCTH KaXK10ro Bpara (puc.15-16).

totalEnemeis = limit;

for ( i=e8; i< limit; i++)
T

v
enemySkin =
ewEnemy =

myCanvas.Children.Add(newEnemy) ;
left -= 68;

enemyImages++;
if (enemyImages

enemyImages = 1;

ch (enemyImages)
case 1:

mySkin.ImageSource i v T T er1.gif™));

mySkin.ImageSource i v T T 2.giF™);
break;

Pucynoxk 15. @yHKIus JIOTUKU TPOTUBHUKA
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case 3:
enemySkin.ImageSource 3it : Uri gor/soL invad . . x r3.gif™));

r4.gif"));

r5.gif"));

r6.g1F7));

7.g1F"));

re.gif"));

Pucynox 16. [Ipogomkenue pyHKIIUU

[TocnenHuM 3TamoM, MPOIMUIINEM IMpaBUiIa UIPBI: CMEPTh OT KacaHUs C
IPOTUBHUKOM, TIPOBEPKAa Ha IMOMaJaHue, COOPIIUK W yTUIM3AaTOp Mycopa U Tak
nainee (puc.17-20).

gameEngine( sender,

player = ( GetLeft(playerl), Canvas.GetTop(playerl), playerl.width, playeri.Height);

enemieslLeft.Content = s Left: + totalEnemeis;

if (goLeft s.GetLeft(playerl
I

s.GetLeft(playerl) - 18);

.Current.MainWindow.Width)

bulletTimer -

if (bulletTimer < @)
I
L
enemyBulletMaker .GetLeft(playerl) +
bulletTimer = bulletTimerLimit;
1
if (totalEnemeis <
{
enemySpeed =
1
J

foreach ( % in myCanvas.Children.OfTyp

I
L

Pucynok 17. @yHKIMM OpaBUI UTPhI
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1let™)

GetTop(x) - 28);

s.GetlLeft( J etTop(x), x.Width, x.Height);

itemstoremove.Add(x);

foreach ( y in myCanvas.Children.OfType<R

I
L

if (y )y.Tag ==

{

t enemy = tf .GetlLeft(y), .GetTop(y), y.-Width, y.Height);

if (bullet.IntersectsWith(enemy))
I

L
itemstoremove.Add(x);

itemstoremove.Add(y);
totalEnemeis -= 1;

Pucynok 18. [Iponomkenue GpyHKIuU

)x.Tag ==
Setleft(x, .GetLeft(x) + enemySpeed);

.GetLeft(x) > 828)

etLeft(x,

.SetTop(x, .G X) (x.Height + 18));

enemy = d GetLeft(x), Ca .GetTop(x), x.Width, x.Height);

if (player.IntersectsWith({enemy))
I
L

dispatcherTimer
how(

GetTop(x) + 18);

if (Ca .GetTop(x) > 488)
I

itemstoremove.Add(x);

enemyBullets = C .GetLeft(x), GetTop(x), x.Width, x.Height);

Pucynok 19. Ilponomkenue GyHKIuu
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if (enemyBullets.IntersectsWith(player))

I

L
dispatcherTimer.Stop();
M how("you 1c

1
¥

foreach (Rectangle y in itemstoremove)

I
L

myCanvas .Children.Remove(y);
1
¥

if (totalEnemeis < 1)
I
L
disp imer.Stop();

Messa Show("you win™};

Pucynox 20. [Iponomkenue GyHKIuu

OcTajock TONBKO POBEpUTH Urpy. Kmem kHotKy «Play» (puc.21-23).

= =
W Space Invaders E" ":“ @ hd @rorm“aﬂ Nepesarpys«a

W

Pucynoxk 21. Urposoii nporecc




W Space Invaders E:} K“ @ [l;"] 2] @I’opnuaﬂ nepesarpyska

Invaders Left: 30

you lose

Pucynok 22. [lopaxenue urpoxa

W Space Invaders F O O] & 8 @ ropauas nepesarpyska

Invaders Left: 1

you win

Pucynok 23. [lo6ena urpoka
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4 BoIiBOabI

beumy mpoaHanm3upoBaHbl CYIIECTBYIOIINE aHAJIOTH U METOAbI Pa3padOTKH,
a Takke BbIOpaHa cpena paspaboTku. s peanu3anuyl MOCTaBJICHHOW 3a1adyu
OTJIMYHO TMoJionuIa paszpabotka ¢ mnomompo Visual Studio u  s3bIKa
nporpammupoBanust C#. Takoi BBIOOp 3aMETHO YIPOCTUI pa3pabOTKy HUIPHI, TakK
KaK B MHTEPHETE HMMEETCS JIOCTaTOYHOE KOJWYECTBO JOKyMeHTanuu. Bo Bpems
CO3/IaHUSI UTPhI OBUI TIOJTYYCHHBIH IIEHHBIM OMBIT PA0OTBI C ITHUM CPEICTBOM
pa3paboTku. B mrore Obuta paspaborana kiaccuueckas urpa «Space Invadersy.
TecTel wWrpa mpomnuia XOpoIno, ObUIM HCIPAaBICHb HE3HAYUTEIHHBIC OIITHOKH.
Co3nmaHHas Wrpa UMEET MOTEHIMANT K Pa3BUTHIO, & UMEHHO: JT0OaBJICHUE HOBBIX
byHKIMIA; yiydimieHue wuHTEepdeiica; yBEIMYCHHE KOJIMYECTBA KOHTEHTA,
no0aBJIeHHE MYJIbTHILIEEPA.
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