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Co3nanue rpapmuecKoro NpPUJIOKEHUs ¢ MOMOIIbIO A3BIKA
nporpammupoBanusi C# Ha npuMepe BUACOUTPbI

Opoman Anexcanop Anexceesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B cratbe paccmotpeH mporiecc co3gaHusi rpaduueckoro mpuioxkenus mist OC
Windows Ha mpumepe Bujeourpsl «3Melika». [Ipunoxkenue paspaborana Ha 0ase
mwiatrpopmel WPF s3pika mporpammupoBanus C#. PesynpTaToM wHcclieqoBaHUA
SBJISIETCS pabOTOCTIOCOOHOE MPUIIOKEHHUE U €r0 TIOJTHOE ONMCAHUE PAOOTHI.
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Abstract

The article describes the process of creating a graphical application for Windows
using the example of the video game "Snake". The application is developed based
on the WPF platform of the C# programming language. The result of the research
is a workable application and its full description of work.
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1 Benenue

1.1 AKTyaibHOCTH

B nocnennue roael co3nanue rpapuueckux NpUIOKEHUH U BUICOUTP CTaJIO
OJIHOM M3 HamOoJiee AUHAMUYHO pa3BUBAIOLIMXCS 0OjacTedl MHGOPMAIMOHHBIX
TeXHOJOTUM. S3bIk  mporpammupoBanus C#, pa3paOOTaHHBIM KOMIAHUEN
Microsoft, npenocTaBiasieT MOUTHbIE HHCTPYMEHTBI U OMOIMOTEKU AJisi pa3pabOTKU
BBICOKOTIPOU3BOJIUTEIBHBIX W MHTEPAKTUBHBIX Tpa@UuecKux MNpuioxkeHuil. B
JTAHHOM HCCIICJOBAaHUM pacCMaTpuBaeTcs TMpolecc co3faHusi rpaduyecKoro
NPWIOKEHUST HAa  TIpUMepe  BUACOUTPHl  C  HUCIOJIb30BAaHUEM  SI3bIKa
nporpammupoBanusi C#. Oco0oe BHUMaHHE YAEJICHO WCIOJIb30BAHUIO TaKOU
texHomornun, kak Windows Presentation Foundation (WPF), xortopas
IPEIOCTaBIIAECT pa3paboTUMKaM HIMPOKUN CIEKTP BO3MOXKHOCTEH Ui CO3/JaHus
CIIOKHBIX  Tpaduyeckux uHTepdericoB. Takke paccCMOTPEHBI  BOMPOCHI
ONTUMU3ALIUY MPOU3BOJAUTEIBHOCTH U OOECIIEUEeHUs KayecTBa KO/, UYTO SIBISETCS
KPUTUYECKH BKHBIM ISl YCIIEITHOTO 3aBEPUIEHUS IPOEKTA.
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1.2 O630p uccaenoBanmnii

A.B. Tlucanko u E.B. Xununa B cBoeli paboTe paccMOTpeNH Crocod
peanuzanuu rpaguyuecKuX NMpUIOXKeHu Ha ocHoBe TexHonoruu WPF [1]. K.A.
Botimrnuc uccienoBain 3(h(PeKTUBHOCTh MCIIONIB30BAHUS MPUIIOKEHUN, CO3JaHHBIX
Ha ardpopmax JS u WPF [2]. M. A. Pyaumua B cBoeli cTaThe MpOaHATU3UPOBAI
matdopmy WPF miist peanuzaiiuy nHTepdEcoB MOJIb30BATEILCKUX MPUIIOKEHUN
[3]. A.A. KoBanpuyk, E.II. IlaBaenko u B.A. AliBa30B H3y4HJId OCOOCHHOCTH
texHosorun WPF, sa3pika pasmetkn npunoxennii XAML wu  MexaHH3MBI
Bu3yanu3anuu rpadudeckoro mHTepdeiica [4]. C./[l. Bacrora oxapakrepuzoBai
nocronHcTBa TexHosornn WPF u ucnosb3oBanue e€ il peaau3aldd UTPOBOTO
npuioxxenus Windows [5].

1.3 Ileanb uccieaoBaHusi

Ilenbro MccneI0BaHMs SBISICTCS M3YYeHHUE BO3MOKHOCTEH M 0COOCHHOCTEH
s3bika C# B KOHTEKCTE pa3pabOoTKH IpaduyecKuX MPUIIOKEHUN Ha MPAKTUYECKOM
MIPUMEPE BUJICOUTPHI.

2 MarepuaJjbl U METObI
JIns co3maHust MPUIIOKEHUS UCIIONIb3yeTCs S3bIK MporpammupoBanust C# u

ero wiatpopma WPF. B kauectBe cpejicTBa pa3pabotku BeicTymaeT Visual Studio
20109.

3 Pe3yJbTaThl H 00CYKACHUA

[Ipunoxenue npeactaBisieT U3 ce0s KIACCUYECKYIO UTPY «3MEiKa», CMBICH
KOTOPOM YMPaBJISATh TMOCTOSHHO pacTylleil 3meéd, coOuparh TpeAMEThl U He
CTAJIKUBAThCS C TpaHUIaMU 3KpaHa WM CBOMMH 4YacTsMu Tena. B urpe Oyner
MPUCYTCTBOBATh OJUH COOWpAEMBI MpeaMeT B BUIE H300paKkeHUs s0J0Ka.
OcTanbHble KOMIIOHEHTBl HWIPbl PEATU3YIOTCS TOJBKO TOCPEACTBAM CaMoOM
atdopmbl WPF — 3mest, urpoBoe mose, KHOMKY U TEKCTOBBIE TIOJIS.

Urpa Oyner comepkath B ce0e 0JIHY HAAMKUCh, B KOTOPOI OyAET 0TOOpaKeHo
KOJIMYECTBO COOpAHHBIX OYKOB; JIB€ KHONKHM — KHOINKAa CTapTa Urpbl U KHOIKA
nepe3anycka Urpbl. 3aKpbITHE MPUIOKEHUE OyAeT OCYIIECTBISATHCS C MOMOUIBIO
BCTPOCHHOW KHOIIKH (POPMBI.

[IpoekT mnpuinoxeHuss cocTouT Hu3 ABYyX (Qaitnos. IlepBblil Qaiin umeet
pacmpenue .Xaml, KOTOpbIN SBISETCS S3BIKOM Pa3METKH, HCIIOJIBb3YEMBbIH IS
OMMCAHMS TOJIb30BATEIbCKOTO HMHTEp(erica. Bropoit Qailn coaepXut riaBHbIN
KJ1acc mpuiioxkeHus. B nanHom Qaiine Oynet nporpaMMupoBaThCs JIOTHKA UTPHI.

B nepBom (aiine BHOCATCS M3MEHEHHs B Pa3METKY Takue, Kak: 100aBiIeHHe
MOJIOTHA, KOTOPBIM OyAeT SBISTHCS WUIPOBBIM TOJEM; WHULUATU3ALMS JIBYX
KHOIIOK, OTBEYAIOIIKE 3a MEPBBIA CTAPT UIPbI U €€ IMepe3alycK; TEKCTOBOE MOJIe
JIJIs1 BBIBOJIA OYKOB (puc. 1).
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Pucynok 1. O0bsiBieHrE TparUecKuX JIEMEHTOB B Pa3METKE MPUIIOKECHHUS

[Tocne aToro BHyTpH MpoekTa co3aaéTcs nanka A XpaHeHUs] U300paskeHUsI
noadupaemoro o0bvekTa. Ha nannom atane pabota ¢ pa3mMeTKoil 3aBepuieHa. Jlanee
HaYMHAETCs padoTa C II1aBHBIM KJIACCOM MPOTPAMMBI.

B nauane cozmatorcst Bce He0OXOIMMbIE ITIEPEMEHHBIE (puUC. 2).

SnakeSquareSize = 20;

SolidColorBrush _snakeColor = Brushes.Green;

Direction
Left, Right, Top, Bottom
Direction _direction = Direction.Right;
TimerInterval = 200;
DispatcherTimer _timer;

Rectangle _snakeHead;
Point _foodPosition;

Random RandomPositionFood = Random() ;

List<Rectangle> _snake = List<Rectangle>();

_score = 0O;

Pucynox 2. O0bsiBIieHHE TTEPEMEHHBIX

[lepBasi mepeMeHHasl TPENCTABISCT M3 Ce0s KOHCTAHTY JUIS XPaHCHHS
pa3Mepa CErMEHTOB, M3 KOTOpbIX Oyner cocTosTh 3Mmes. CremoMm 3a Hed
OOBSIBIISICTCS. HETIOCPEIICTBEHHO €€ IBET. 3aTeM CO31a€TCsl CITUCOK C BO3MOYKHBIMH
HarnpaBiieHus JBmkeHns. O0bekT kinacca «Direction» xpaHuT B cebe HanpaBICHUs
JBIDKCHHS TI0 YMOJYAHHWIO TpPU TIEPBOM 3alyCke HWIrpbl. BTOpas KoHCTaHTa
OMPEESCT CKOPOCTh BBIMOJIHEHHsSI KOMAH] C TMOMOIIBIO TAaKOrO 3JIEMEHTa, Kak
TaiiMep NpuiokeHusa. To ecTh JaHHasd KOHCTaHTa OTBEYAET 3a CKOPOCTH
BOCIIpOM3Be/ieHUsT Wrpel B 1eioM. [lepemennas tuna «DispatcherTimery
VMHUIHATA3UPYET caM Taiimep. «_SnakeHeady xpaHUT OTAEIBHO «TOJOBYIO» 3MEH.
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DTO HYXKHO JJIs TOTO, YTOOBI OTCIICKUBATH HAYAJIO MEPCOHAXKA, €r0 HAINPaBICHUE
JIBUKCHHMSI, CTOJKHOBEHUS M HapalldBaHWs HOBBIX CErMEHTOB. J[is xpaHeHus
noaoupaemMoro oobekTa BeicTymaeT «_foodPositiony. Takxke umeercs: nepeMeHHas
JUTST OYKOB, CIHCOK, XpaHSIIMA B ceOe BCE IEMEHTHI MEPCOHAKA M OOBEKT IS
TeHepaIiy CIyJyaiHbIX 3HAYCHUI IS TOBEJICHUS Ha UTPOBOM TIOJIE TIPEMETOB.

[Tocme OOBSIBICHUS TIEPEMEHHBIX CIEAYIOT METOABl Ui  3arpy3Ku
KOMITOHEHTOB UTPHI (puc. 3).

MainWindow()

InitializeComponent();

GameCanvas_Loaded( sender, RoutedEventArgs e)

InitialGame();

InitialGame ()
_snakeHead = CreateSnakeSegment( Point(5, 5));
_snake.Add(_snakeHead);
GameCanvas.Children.Add(_snakeHead);

PlaceFood();

_timer = DispatcherTimer();

_timer.Tick += Timer_Tick;

_timer.Interval = TimeSpan.FromMilliseconds(TimerInterval);
_timer.Start();

StartGame_Click( sender, RoutedEventArgs e)

InitialGame();
StartGame.Visibility = Visibility.Collapsed;
}

£ Frererences
EndGame()
{
_timer.Stop();
RestartButton.Visibility = Visibility.Visible;

Pucynox 3. Metoabl MHULIMATU3AUKA OKHA MPUIIOKEHUS U TpapUuecKux
KOMIIOHEHTOB
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B mepBom wMmeTonme MPOWCXOAWT WHUITMANHM3AIMS KOMIIOHCHTOB OKHA,
3arpy3ka XAML-pa3meTkn ¥ yCTaHOBKA HadaJIbHBIX 3HaYeHHM. Cpasy Mmocje Hero
00BsBIsICTC 00pabOTUMK COOBITHH, BbI3bIBarommii meton «lnitialGame» mms
HayajJa WIphl, KOIJla MIPOBOM XOJCT 3arpykKeH: co3faéTcs ToJioBa 3MEH,
n00aBJIICTCS] HA HTPOBOM XOJICT, pa3MeIaeTCs MoAOUpaeMBbIil TIPeIMET, 3a1aéTCs U
HACTpauBaeTCs TalMep OOHOBJICHHS HMIPOBOrO COCTOsSHHUSA. /[ crapra Hrpsl
UCITOJIB3YETCSl KHOIKAa 3alycka CO CBOMM OOpa0OTUYMKOM COOBITHS Ha)KaTHUsS Ha
kHonky «StartGame_Click» - BebiBactcs meton «lnitialGame» u npoucxomut
COKPBITHE KHOTKH. J[7151 3aBepIieHus UTpOBOTO MPOIIECcCa UCTIONB3YEeTCS (YyHKITHS
«EndGamey, B KOTOpOM IPOUCXOJIUT OCTAHOBKA TalMep M KHOIKA Iepe3arycka
CTAaHOBHUTCS BUIUMOIM.

VYmpasnenue IEPCOHAKEM OTIpeIeISIETCS METOI0M
«CalculateNewHeadPosition» (puc. 4).

orivate Point CalculateNewHeadPosition()

{
le left = Canvas.GetlLeft(_snakeHead) / SnakeSquareSize;

le top = Canvas.GetTop(_snakeHead) / SnakeSquareSize;

Point headCurrentPosition = new Point(left, top);
Point newHeadPosition = new Point();

switch (_direction)
{
case Direction.Left:
newHeadPosition = new Point(headCurrentPosition.X - 1, headCurrentPosition.Y);
break;
case Direction.Right:
newHeadPosition = new Point(headCurrentPosition.X + 1, headCurrentPosition.Y);
break;
case Direction.Top:
newHeadPosition = new Point(headCurrentPosition.X, headCurrentPosition.Y - 1);
break;
case Direction.Bottom:
newHeadPosition = new Point(headCurrentPosition.X, headCurrentPosition.Y + 1);
break;

}

return newHeadPosition;

Pucynok 4. @yHKIMS IBUKEHUS 3MEU B PA3JINYHBIE CTOPOHBI

B o0mieM Meton oTBedyaeT 3a pacyeT HOBOM MO3UILUM TOJIOBHI 3MEU B
3aBUCHUMOCTH OT TEKYIEero HampaBjieHusi JBwxkeHusa. Jloruka QyHKIun
HAYMHAETCS C MOJYYEHUSI TEKYIITUX KOOPAUHAT TOJIOBBI 3MEH Ha UTPOBOM XOJICTE U
HOpMAaJIM3allMi UX, NI Ha pa3Mep OJHOTO CETMEHTa 3MEW, ONPEACIEHHOIO B
KOHCTaHTe B Hadane kiacca. C momompio o0bekTa «Pointy mpencraBiseTcs
TEKyIasi MO3UIIUSI TOJIOBBI 3MeH. J[Jis1 TOTo, 9TOOBI XpaHUTH HH(POPMAIIHIO O HOBOH
MO3UIIMU TOJIOBBI, CO3MAETCSI HOBBIM OOBEKT TAKOTO K€ THIA. 3aTeM MPOUCXOIUT
pacyéT HOBOW MO3UIMKM B 3aBUCUMOCTH OT HAIPABIICHHS JIBXKEHUS, KOTOPOE
OyZeT onpeAeNsIThCS M0 HAXKATUIO TOM WIIM MHOM KiaBuiu (puc. 5).
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id Window_KeyDown(object sender, HeyEventArgs e)

switch (e.Key)
{
case Key.Up:
if (_direction != Direction.Bottom)

{

_direction = Direction.Top;

}

break;

case Key.Down:
if (_direction != Direction.Top)

{

_direction = Direction.Bottom;

}

break;

case Key.Left:
if (_direction != Direction.Right)

{

_direction = Direction.Left;

}

break;

case Key.Right:
if (_direction !'= Direction.Left)

{

_direction = Direction.Right;
}

break;

PucyHok 5. Meton HaxaTrs Ha KJIaBUILLY

VrpaBjieHue CTpoOUTCS Ha 0a3e KOHCTPYKIMH  «SWitch-case», rme
OTCJIC)KMBACTCSA HA)KaTHE HAa KOHKPETHYIO KIABHUIINY M BBIIOJHEHHE MPHUCBOCHUE
HarnpasieHus apwkeHus 1 metoaa «CalculateNewHeadPositiony.

Manunynsius 3Me€il HacTpoeHa M rotoBa K padote. Octaércs HACTPOUTH
IPOIIECC KYBEIMYCHUE» 3MEH 3a CUET TOTO, YTO OHA OYJET KacaThCs CICIUATBHBIX
00BEKTOB B BUIE N300pakeHus (puc. 6).
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PlaceFood()

{
t maxX = (int)(GameCanvas.ActualWidth / SnakeSquareSize);
- maxY = (int)(GameCanvas.ActualHeight / SnakeSquareSize);
- foodX = RandomPositionFood.Next(®, maxX);
- foodY = RandomPositionFood.Next(®, maxY);

_foodPosition = new Point(foodX, foodY);
Image foodImage = new Image

{

Width = SnakeSquareSize,

Height = SnakeSquareSize,

Source = new BitmapImage(new Uri("D:\\Projects\\VS2022\\WpfAppl\\images\\aple.png"))
};

Canvas.SetLeft(foodImage, foodX * SnakeSquareSize);
Canvas.SetTop(foodImage, foodY * SnakeSquareSize);
GameCanvas.Children.Add(foodImage);

id EatFood()

_score++;
ScoreTextBlock.Text ="Oukn: " + _score.ToString();

GameCanvas.Children.Remove(GameCanvas.Children.0fType<Image>().FirstOrDefault());
Rectangle newSnake = CreateSnakeSegment(_foodPosition);

_snake.Add(newSnake);
GameCanvas.Children.Add(newSnake) ;

e Rectangle CreateSnakeSegment(Point position)

Rectangle rectangle = new Rectangle
{

Width = SnakeSquareSize,

Height = SnakeSquareSize,

Fill = _snakeColor
H
Canvas.SetLeft(rectangle, position.X * SnakeSquareSize);
Canvas.SetTop(rectangle, position.Y * SnakeSquareSize);

return rectangle;

Pucynok 6. MeTobl MOSIBICHUS IPEIMETOB U UX UCUE3HOBECHUE NTPU KACaHWH, a
TAK)KE€ METOJ| YBEJIIMUEHHS pa3Mepa 3MEU

Meton «PlaceFood» oTBeuaeT 3a cosmaHue mpeaMera Ui moadopa,
3arpy3Ky ero M300pa)KeHus, JUIsl 4ero HUCIONb3yeTcsl O0OBEKT Kitacca «lmage» mis
paboThl ¢ KapTUHKaMH, W JajbHEHIIee ero pa3MeIleHUs Ha WUTPOBOM IIOJIE
(Canvas).

Jliist pacuéra KacaHus APYyT ¢ IPYroM Hcnonb3yercs Gpyukmuus «EatFoody». B
HEll TPOUCXOIUT YBEIWYCHHUS CUETYMKA OYKOB Ha CIWHHUILY, a TaK)KE BBIBOJ B
TEKCTOBBIN 2JICMEHT. 3aTeM H300paKeHUE TIPEAMETa YIAISICTCS U ITepeMeniacTcs B
CIIyJaitHOE TIOJIOKEHHE, OJ1arogapss COOTBETCTBYIOIIMM KOMaHJIaM B TIPEIbIIYIIIEM
metose. Ilociie ucue3sHOBEHUS TPOUCXOIUT «POCT» 3MEU: B CIIHCOK C CETMCHTAMHU
3Meu J00aBIISIETCS HOBBIN 3JIEMEHT, KOTOPBIN U SIBJISIETCSI HOBOM YacCThIO.
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HenocpencrBenno cam poct ompenensiercs «CreateSnakeSegmenty, rme
co3aéTcsl HOBBIM MPSIMOYTOJBHHUK 33JJaHHOTO I[BETA M YCTAHOBKA €r0 MO3MIIUU
OTHOCHTEJILHO T'OJIOBBI 3MEH (OTHOCUTEIIHLHO MHIEKCa criucka _Snake).

Jlns Toro, 4ToOBl BCe (DYHKIIUM BBITOJIHSIIUCH MMOCTOSHHO HCIIOJIB3YETCS
meto «Timer_Tick» (puc. 7).

id Timer_Tick(object sender, EventArgs e)
Point newHeadPosition = CalculateNewHeadPosition();

if (newHeadPosition == _foodPosition)
{

EatFood();

PlaceFood();
}

if (newHeadPosition.X < @ || newHeadPosition.Y < @
|| newHeadPosition.X >= GameCanvas.ActualWidth / SnakeSquareSize
|| newHeadPosition.Y >= GameCanvas.ActualHeight / SnakeSquareSize)

EndGame();
return;

}

if (_snake.Count >= 4)
{
for (int 1 = @; i < _snake.Count; i++)
{
Point currentPos = new Point(Canvas.GetLeft(_snake[i]), Canvas.GetTop(_snake[i]));

for (int j =i + 1; j < _snake.Count; j++)

{

Point nextPos = new Point(Canvas.GetLeft(_snake[j]), Cz s.GetTop(_snake[j]1));

if (currentPos == nextPos)
{

EndGame();

return;

t i = _snake.Count - 1; i > 0; i—)
as.SetLeft(_snake[i], .GetLeft(_snake[i - 1]));
as.SetTop(_snake[i], Ca ;.GetTop(_snake[i - 1]));

s.SetlLeft(_snakeHead, newHeadPosition.X * SnakeSquareSize);
;.SetTop(_snakeHead, newHeadPosition.Y * SnakeSquareSize);

Pucynok 7. Metox urpoBoro npouecca

B nmanHOM cermMeHTe Kojia BBI3BIBAIOTCS BCE BBINICONMHUCAHHBIE (DYHKIIHH,
MPOUCXOMST TPOBEPKH MEXKAY TOJOBOM 3MEHM U TMPEAMETOM, C TpaHHUIlaMU
UTPOBOTO TIOJI U IPYTUMHU CETMEHTaMH 3MEH.

[Tocne mpoaeIaHHBIX MAHUTYJISIIANA TIPOBOAUTCS MMPOBEPKA U TECTUPOBAHKE
npusioxeHus (puc. 8).
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Pucynok 8. Pe3ynbrat paboThl MpUIIOKEHUS

B pesynbrare uccienoBanus OblI0 pa3padoTaHO rpaduuecKkoe MPUIIOKEHNUE
Ha Oaze muarpopmel WPF u sa3pika mporpammupoBanusi C#. Ilpunoxxenue
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NPEACTABICHO B BHJE JUHAMUYECKOM KIACCUYECKOM WIphel «3MeEilka» C
HOJIPOOHBIM ONMCAHNE PAOOTHI MPUIOKEHUS.
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