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AHHOTALIUA

B crathe paccMmoTpeH mpaktuueckoe npumenenue napaaurmel OOIl Ha npumepe
co3ganus rpadudeckoro npuiokeHus. [IpuiokeHre co3MaH0 ¢ MMOMOIIBIO S3bIKa
nporpammupoBanust C#. PesynpTaToM WHCClenoBaHHWE SBISETCS Tpaduyueckoe
MHTEPAKTUBHOE MTPUIIOKEHUE.
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Abstract

The article considers the practical application of the OOP paradigm on the example
of creating a graphical application. The application was created using the C#
programming language. The result of the study is a graphical interactive
application.
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1 Benenue

1.1 AKTyaibHOCTH

PaccmarpuBaemass mpoOiema MpeACTaBisieT W3 ce0s  aKTyaldbHYI H
3HaYMMYIO0 00J1acTh MCCIEIOBAaHUS B COBPEMEHHOW HayKe O MPOrpaMMHPOBAHHUHU.
Hccnenyemasi mapagurmMa mporpaMMHUPOBAHUS TO3BOJSIET CTPYKTYpHUPOBATh KOJ
TakuM o0pa3oM, 4TOObI OH ObUT 0oJiee MOIYJIbHBIM, TOHATHBIM U
MOJIICPKUBAEMBIM, YTO OCOOCHHO BaXXHO [UIsI  CIOXKHBIX TpadUUeCKHX
uHTepdeiicoB. B ycnoBusX OBICTPOro pa3BUTHS TEXHOJOTUH W  yBEIUYCHHUS
TpeOoBaHMI K (YHKIIMOHATBHOCTH W TPOU3BOJUTEIBHOCTH IPOTPAMMHOTO
obecneuenus, ucnoipzoBanue OOII cTaHOBUTCA HEOTHEMIIEMOM YaCThIO Mpoliecca
pa3paboTKu. DTO CBA3aHO C TEM, YTO JAHHBIA MOJAXOJ MPEIOCTABIISET MOIIHBIC
UHCTPYMEHTBI ISl WHKAIICYJIALWM, HAcJelIOBaHUS M MOJUMOpU3Ma, KOTOpPbHIE
MO3BOJIAIOT CO37aBaTh I'MOKHE W MaciuTtabupyemble npuioxeHus. Kpome Ttoro,
O00BEKTHO-OPUEHTUPOBAHHOE MPOTPAMMHPOBAHHE CIIOCOOCTBYET  YIyULICHHIO
B3aMMOJCHCTBHUSL MEXIy pa3paboTunkamMu, oOyierdas COBMECTHYIO paloTy u
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yCKOpsisi Tiporiecc pa3paboTku. Takum oOpa3oM, HW3yYeHHWE W TNPUMEHEHUE
UCCIICTYEeMOH MapagurMbl B KOHTEKCTE HACTOJBHBIX IPHIIOKCHUN UMeeT O0JIbIIIoe
3HaUCHWE JUIS TIOBBIMICHUS KadecTBa H  A(PPEKTHBHOCTH IMPOTrPaMMHOTO
oOecIeueHusl.

1.2 O030p uccjaenoBaHui

A.H.PpiGanés B CBOEM Tpyae MNPEIIOXKWI TMOJAX0A K MPOrpaMMHOU
peanu3aluy CUCTEMBI YIpPaBJICHUS KOMMYTAILMOHHBIMU allllapaTaMyd Ha OCHOBE
TEXHOJIOTUN 00bEKTHO-OpPUEHTHPOBaHHOTO Tiporpammuposanus [1]. W.B.I1ankuHa,
P.T.HaOuymmma u H.M.CumakuHa NOCBATWIA CTaThlO MapagurmMe OOBEKTHO-
OPUEHTHUPOBAHHOIO IPOTPAMMHUPOBAaHUS B 00JacTU  pa3pabOTKE  KIHUEHT-
cepBepHBIX mpuioxeHui [2]. A.B.JIeHHCKHH B CBOEH cTaThe paccCMOTpPEN TaKoe
cBOMCTBO sa3blka C# kak wmHoromotouHocTh [3]. W.JI.Hoek u B.A./lemuuen
pa3paboTany KOMIbIOTEPHYIO UTpy Ha si3bike C# ¢ MOMOIIBIO METOI0B OOBEKTHO-
OPUEHTHPOBAHHOI'O MPOrpPaMMHUPOBAaHUS M KpOCCIUIAT(HOPMEHHON OMOIMOTEKH
Monogame [4]. E.flnenko uccineaoBana NepCrneKTUBbl UCIOJIb30BaHUs MTapaJurMbl
OOII B pa3paboTKe COBPEMEHHBIX MPOrpaMM C MOMOIIIbIO si3bika C# [5].

1.3 Ilean ucciaegoBaHusi
[lenbto uccieqoBaHUs SABISETCA CO3JAaHHUE TIPapUUECKOTO MPUIIOKEHUS C
npumenenneM napagurmbel OOl s3pika mporpammupoBanus C#.

2 MarepuaJibl U METO/bI

JUist co3maHusi OpOrpaMMbl HMCHOJB3YETCS OOBEKTHO-OPUEHTUPOBAHHBIN
s36IK TIporpammupoBanust C#, a Taxxe metosl mapagurmbel OOIL. B xauectse IDE
BeicTymaet Visual Studio 2019.

3 Pe3yabTaThl U 00CYKIAEHMS

B mnpoexte co3pmaroTcs Kiacchl, KOTOPbIE PA3AENsAlOTCS Ha JBE MANKU —
«Engine» u «Gamey. D10 cienaHo JJIs JOTHYECKOro U CTPYKTYPHOTO pa3aesieHus
kozaa. JlaHHoe neiicTBUe MO3BOJISIET YETKO OTACIUTh 0a30BYI0 (PYyHKIIMOHAIBHOCTh
JIBUKKA UTPBI OT CHEIM(PUIECKON JIOTUKU U 00BEKTOB pa3padaThiBAEMOU UTPHI.

[Tanka «Engine» comepXUT Kiacchl, KOTOpbIE OTBEYAIOT 3a 0a30BYIO
(GYHKIIMOHATBHOCTh  JIBWKKA WIPBl. OJTH KIJIACChl TPEJOCTaBISIOT — 00IIne
WHCTPYMEHTHl U yTUIUTHI, KOTOPhIE MOTYT OBITh HCIOJB30BaHbI HE TOJHKO B
pamMKax paccMaTpUBaeMOW WTIPBI, HO TaKXe€ B pPa3IUYHBIX JPYTHX UTpax.
Hanpumep, wmaccel «FileSystem», «Render», «Resources», «Sound», «Timey,
«Transform», «Vector» u papyrue obOecnedyuBarOT (QYHKUUU 1 pabOThl C
daitmamu, penaepuHra TpadUKH, YNPaBICHHUS pPECypcaMH, BOCIPOU3BEIACHHUS
3BYKOB, VIpaBJI€HUS BpeMeHeM, TpaHChOopMaluii U BEKTOPOB. OTH KJacchl
SBJISFOTCSL YHUBEPCAJIbHBIMH W MOTYT OBITh TIEPEUCIIONB30BaHbl B APYTHX
IPOEKTax.

[Tarika «Gamey COAEPKUT KIACChl, KOTOPBIE CIIENU(PUIHBI 111 KOHKPETHOM
UTPBl. DTU KIJIACCHI OMPEICNSIOT UTPOBYIO JIOTHKY, OOBEKTHI M CILIEHBI, KOTOpPbIC
XapakTepHbl JUis naHHOro mpuioxeHus. Hampumep, kmaccel «Bomby, «Effecty,
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«House», «Plane», «Scene» npeacTaBisitoT co00il KOHKPETHbIE UTPOBBIE OOBEKTHI
U CLIEHBI, KOTOpPbIE MCIOJIb3YIOTCS B 3TOM Urpe. DTOT (PYHKIMOHAJI 3aBUCUT OT
KOHTEKCTa UTPbl U HE MOXET OBITh JIETKO MEPEUCHOIb30BaH B JAPYTHUX MPOEKTAX
0e3 U3MEHEHMUI.

JlanHble pernieHus: B MPOEKTE OCHOBBIBAIOTCS Ha MapagurMe OO0BEKTHO-
opueHTupoBaHHoro mnporpammupoBanus (OOIl) mnga  cTpykTypupoBaHUsT U
OpraHu3allid KOJa, YTO 3HAYMUTENBbHO YIY4IIaeT €ro YUTAeMOCTh, MOJYJIbHOCTD,
paclMpsAeMOCTh M MHOJIEPKUBAEMOCThb. JIaHHBIA MOAXOJ  MNPENOCTABISAET
MEXaHU3MbI, KOTOpPBIE MO3BOJSIOT 3(H(PEKTUBHO YIPABIATH CIOKHOCTHIO MPOEKTa
1 00ecreynBaTh €ro MacIITaOuPyeMOCTb.

MoaynbHOCTh M MHKAIICYJISINUS TO3BOJSIOT Pa3leiuTh IporpaMmy Ha
OTJIEJbHBIE MOAYJH (KJIACCHI), KX/l M3 KOTOPBIX OTBEYAET 3a OINPEIACICHHYIO
(GyHKUHOHAIBHOCTh. Hampumep, Kiacchl MHKANCYJIUPYIOT COOTBETCTBYIOIIHE
aCIeKThl WIphl, Takhe Kak YyIpaBieHue QaiaamMu, pEHICPUHT, YIpaBICHUE
pecypcamu, 3BYK, BpeMs, TpaHC(OpPMAIMM U BEKTOPbI. JTO IMO3BOJISIET CKPBITH
BHYTPEHHHE JETall pealu3allid U MPEeAOCTaBUTh BHEIIHUNA WHTEpQenc s
B3aMMOJEHCTBHSI, UTO YMEHBIIAET BEPOSTHOCTh OIIMOOK U YNPOILAET U3MEHEHHUE
BHYTPEHHEH JIOTUKHU 0€3 BIUSHUA Ha JPYTUE YaCTU MPOTPaMMBI.

HacnenoBanue u noiaumop¢usM IMO3BOJSIOT CO3AaBaThb HOBBIE KJIacchl Ha
OCHOBE CYILIECTBYIOIIMX, UTO YMEHbIIAET JyOnupoBanue kojaa. Hanpumep, kinaccel
«Bomby, «Effecty, «House», «Plane» nHacnemyroTcsi oT kiacca «Transform» u
peanusytoT untepdeiic «IGameObjecty, uTo obOecneyuBaeT eAMHOOOpa3ve B
paboTe ¢ pa3IUYHBIMU UTPOBBIMH OOBbekTamu. [lomumopdusM mo3BOJSET
MCIIOJIB30BaTh OOBEKTHI Pa3HBbIX KJIACCOB yepe3 oOIuii nHTepdeic, 4To ynpouaer
KOJl U jenaetr ero Oosiee rubOkum. Hampumep, meton «DrawObjects» B kiacce
«Scene» MOXET paboTaTh C JIIOOBIMU OOBEKTaMH, PEATM3YIOIIMMH HHTepdeiic
«IGameObjecty.

AOCTpakiis TO3BOJIIET CKPBITh CJIOXHBIE JETAld pealu3alud |
MPENOCTaBUTh MpocTo wuHTEepdeic nns B3aumopeiicTBusa. Hampumep, kiacc
«Time» mpenocTaBisieT METOABI Jisi pabOThl C BPEMEHEM, CKpbIBas CIIOKHBIC
BBIUMCJICHUS] U CHUCTEMHbIE BBI30BBl. JTO YNPOILAET HCIOIb30BAaHHE BPEMEHHBIX
GyHKIMIA B IPYTUX YACTAX TPOTrPAMMBI

Takum o6pazom, ucnosb3oBanue OOIl B maHHOM MPOEKTE MMO3BOJISAET
3¢ ()EeKTUBHO  OpraHM30BaThb  MIPOBbIE  OOBEKTHI,  YNPaBIATH  CIEHAMH,
00pabaTbiBaTh PECYPChI, 3BYK, BPEMsI U JPYTHE ACIEKThl UTPbl. DTO JENaeT KOJ
0oree CTPYKTYpHpPOBAHHBIM, YJOOHBIM ISl PACHIMpPEHUS W TOIACPKKH, YTO B
KOHEYHOM MTOT'€ YIy4YlIaeT KAYeCTBO U MPOU3BOJUTEIBHOCTD UTPHI.

Knaccel u3 nanku «Engine» B JaHHOM MPOEKTE UTPAIOT KIIOYEBYIO POJb B
oOecrieyeHnn 6a30BOI PYHKIIMOHAIBHOCTU JBUXKKA UTPHI (puc. 1).
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isGameOver =
> LoadFrames(

DrawGameOverScreen (. g)

<

sr = (path); g.DrawString($"GAME OVE! ime ToInt32( GetMinutes())}:"
while(!sr.EndOfStream) $°{ GetSec :

t("Stencil®, 25),
[] lines = sr.ReadLine().Split('|'); (Color i Resolution.X / 2 - 166,
res.Add(lines[e], FromFile(lines[1])); Resolution.Y / 2
}
sr.Close();
return res;

> LoadSound( path)

< X > res = <
sr = (path);
while (!sr.EndOfStream)
{
[] lines = sr.ReadLine().Split('|');
res.Add(lines[e], (lines[1]));
}
sr.Close();
return res;

Resolution => re

frames = 9;
> frames = ' >0); interval;
> sounds =
SetInterval( value) => interval = value;
InitializationResources()
Frame_Tick( sender, e) => frames++;
L LicaF s GetMiliSeconds() => frames * interval;
sounds = LoadSound("Sou
GetSeconds() => GetMiliSeconds()/1000;
GetFrame( key) => frames[key]; GetMinutes() => GetSeconds() / 68;

GetSound( key) => sounds[key]; deltaTime => interval;

Pucynox 1. Kimaccer rpymmer «Enginey

Knacc «FileSystem» oTBewaer 3a 3arpy3ky pecypcoB, TakuxX Kak
n300pakeHust U 3BYKH, U3 (aitioB. OH B3auMOJeICTBYET ¢ Ki1accoM «Resourcesy,
IPEIOCTaBIIsAsE €My METOHbl Ui 3arpy3KH KaJIpoB U 3BYKOB. OTO IO3BOJIET
LEHTPAIN30BaHHO YIPABIIATH PECYPCAMU UIPHI, UTO YINPOILAET UX HUCIOJIb30BaHUE
B JAPYTUX YaCTAX MPOTPAMMBI.

«Render» oTBeuaeT 3a pPEHIACPUHT CIICHBI M YIPaBJICHUE pa3peUICHHEM
9KpaHa U B3aMMOJEHCTBYET C KJIACCOM «Sceney, KOTOPbI peanu3yeT uHrepdeiic
«ISceney, ana pucoBanus GoHa U 00BEKTOB clieHbl. «Render» Takxke mpoBepsieT
cocTosiHMe Wrpbl yepe3 kimacc «GameOver» M, €clu UIrpa 3aBeplIeHa, PHUCYET
skpaH «GAME OVER». J[lansblii kinacc 0O€CNeYMBAET LIEHTPAJIU30BAHHOE
yIpaBiieHHE rpapuueCcKUM BBIBOJAOM, YTO YIPOLIAET paboTy ¢ rpaduKoil B Urpe.

«Resources» ympaBisieT pecypcamMH HUIpbl, TAKUMHU KaK H300pakeHUs U
3Byku. OH B3aumozeinictByeT ¢ kiaccoMm «FileSystem» st 3arpy3ku pecypcoB u
IPEIOCTaBISAET METOJbl JJsi TMOJYyYEHHUS H300paXeHUM M 3BYKOB MO KIHOUY.
OmnuceiBaeMblil Kjacc o0ecneunBaeT EHTPAIM30BaHHOE YIPaBJICHHUE Pecypcamu,
YTO YNPOILIAET UX UCIOIb30BaHUE B IPYTHX YACTAX MPOTPAMMBIL.

«Sound» oTBedaeT 3a BOCHpoOH3BeleHUE 3BYKOB B urpe. OH paboTaer ¢
kjaccoM «Resourcesy ans momydeHus] 3BYKOB M IPENOCTABISAET METOA A HX
BOCIIPOU3BEEHUS. DTOT KJIacC oOecreunBaeT ya00HbIM nHTepdeiic 1t paboThl ¢
3BYKaMH, CKPBIBasl JIETAIN peaH3allii U yNpOIlas X HCIOJb30BaHUE B JPYTUX
JaCTAX TMPOTPAMMBI.

«Time» ympaBnsger BpemMeHeM B wrpe. llpemocraBnsieT METOABI s
YCTaHOBKH MHTEpBaja BPEMEHH MEXKy KaapaMu, OOHOBICHUS CYETUMKA KaIpOB U
MOJTyYeHHUs] TEKYIIer0o BPEMEHH B MUJUIMCEKYHIAaX, CeKyHJaX M MHHyTaX. DTOT
KJIacC 00ecneunBaeT LEHTPAIM30BaHHOE YIIPABJICHUE BPEMEHEM, YTO YIPOIIAeT
paboTy ¢ BpEMEHHBIMU HHTEPBAJIAMH B UTPE.
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«Transform» xpanuT nHGOPMAaIIKIO O MO3ULIUU U pa3Mepe 0OBEKTOB B UTPE,
a TaK»Ke METO/IbI JJIsl YCTAHOBKH, OOHOBJICHUS TTO3UIIMU U pa3Mepa 0ObEKTOB U JIJIs
poBepkH cTojkHOBeHui. Kitace obecnieunBaer 6a30ByI0 (DyHKIIMOHAIBHOCTD JJIS
paboTbl ¢ TpaHcpopManusIMU OOBEKTOB, YTO YIPOIIAET HX YIpaBJICHUE U
B3aMMO/JICHCTBHE.

«Vector» mpeacTaBigeT co0oil BEKTOp B JBYMEpHOM mpocTpaHcTBe. OH
OCYUIIECTBIISICT METObI Ui MHUIIMAIU3AIUN BEKTOPOB, TOJYUYEHHs] KOOPJIUHAT U
BBITIOJTHEHHSI apu(METUUECKUX OIepaluid, TaKUX KaK CII0)KEHHWE W BBIYMTAHUE
BEKTOpOB. Bcé 310 oOecmeunBaeT 0a30BY0 (YyHKIIMOHATHHOCTH ISl pabOTHI C
BEKTOPAMH, yIPOILAET YIPABICHNE TO3UIMAMHI U pa3MepaMu 00bEKTOB B UTPE.

Kimaccet w3 rpynnel "Game" B JaHHOM TMIPOEKTE€ OTBETCTBEHHBI 3a
cenu(pUUECKyIO JOTUKY U 00BEKTHI (pUC. 2). DTH KJIacChl OMPENEISIIOT OBEICHUE
UTPOBBIX OOBEKTOB, MX B3aUMOJICHCTBUE U yMpaBICHUE CIICHAMH, YTO JIETAET UX
KJIIOYEBBIMM KOMIIOHEHTaMU UTrpoBoro mpouecca. [lepBble uyeTblpe Kiacca
peanusytor uHtepdeiic «IGameObjecty, yTo obecneuynBaeT eAMHOOOpa3ue B
paboTe ¢ pa3IUUHBIMU UTPOBBIMU OOBEKTaMH.

, IGameObject : IScene

speed; backGround;
speedOfset; houseoffset 160;
curSpeed; planeaddTime 18;
scene; planeTimer;
random = : maxPlanes = 7;
< > houses =
C sX, sy, scen < > planes =
> bombs =
.scene = scene; > effects =
SetSize(
speed = 5
speedOfset = offsetSpeed;
NextPlane();
InitializationResources();
backGround = GetFrame("Back");
NextPlane() for( i=e; i< Resolution.X / houseOffset; i++)
(25+i% houseOffset, 280,78,70));
curSpeed = speed + random.Next(-speedOfset, speedOfset);
SetPosition(scene.planes[random.Next(®, scene.planes.Count)].Position);

DrawBack (! a, X, y) => g.DrawImage(backGround,
Draw(; )
DrawObjects( 9)

AddPosition(: (8, curspeed));

g.DrawImage( .GetFrame("E 5 if((planeTimer —= deltaTime) <= @ && planes.Count < maxPlanes)
Position.X, Position.Y, Size.X,

if (Position.Y > .Resoluti planeTimer = planeAddTime*16

NextPlane(); planes . Add(
bombs . Add ( (ue
1
Break() <IGameObject> objects = <IGameObject>();
objects.AddRange(planes);
scene.UseEffect(Position); objects.AddRange(houses);
NextPlane(); objects . AddRange(bombs) ;
objects.AddRange(effects);
foreach ( i in objects)
, IGameObject i.oraw(g);
CheckBreak();

. , IGameObject
C 7 Y, sX, sy, speed, offsetSpeed) Jec

random = 0;
SetPosition( (x, y + random.Next(-sy,sy))); @ |  Scene scene;
Setsize( (sx, sy));
speed = speed + random.Next(-offsetSpeed,offsetSpeed);

Draw( 9)

AddPosition( (speed, 8));
if (Position.X > Resolution.X - Size.X)
speed *= -1;
if (Position.X < @)
speed »= -1; if (curTile == countTiles)
g.DrawImage(speed > 87 GetFrame("PlaneRight"): scene.effects.Remove( J;
GetFrame("PlaneLeft"),
Position.X, Position.Y, Size.X, Size.Y);

-GetFrame("Exp"+curTile.ToString()),
¥, Size.X, Size.Y);

Pucynok 2. Knaccel rpynmsr «Gamey

Knacc «Bomby» mnpencraBnser coboii 00MOy, KoTopasi cOpachIBaeTcs
camoJieTaMH U majaet BHU3. ONMHUCHIBAEMBIN KJIacC yMPaBIsSET CBOCH MO3UIUEH U
CKOPOCTBIO, a TaK)X€ B3aUMOJICHCTBYET C KilaccoM «Scene» s OompeaesieHus
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MO3UIIMN CaMOJIETOB | 100aBIeHusT HOBBIX O0M0. Korma 6oM0a qocTuraet HuxKHEN
IPaHUILIbl SKpaHa WUJTU CTAIKUBAETCS C JIOMOM, OHA pa3pymiaeTcs U coznaer 3hdexr
B3phIBa. «Effecty mpencraBiser coboit a3dekT B3phIBa, KOTOPHIA BO3HUKAET MPHU
paspymienun 00omObl. [lpencraBiieHHBIN Kiacc ympaBiseT aHUMallMeil B3phIBa,
puCys TOcienoBaTeNbHbIe KaJphl U yAaldas ce0s U3 CLEHbI MOCJe 3aBepIICHUs
aHumanuu. JlaHHbl (QYHKIMOHAN B3aUMOJEHCTBYET C KJiaccoMm «Scene» Jyis
nobaBiaeHus U yaaneHus 3¢ eKToB.

«House» mpencrasiasier co0oil OM, KOTOpPBIM MOXET OBITh pa3pylieH
oomOamu. OH ympaBisIET CBOMM COCTOSHHEM (pa3pyll€H WM HET) U PUCYET
COOTBETCTBYIOIIEE H300pa’KeHHE B 3aBUCHUMOCTH OT coctosHus. Korma GomOa
CTAJIKUBAETCA C JJOMOM, TO OH pa3pylLIaeTcs, U 3TO COCTOSHUE HCTOIB3YETCS IS
IPOBEPKHU YCIOBHI 3aBEPILICHUS UTPHI.

«Plane» mnpexncrtaBnser coOOW caMOJET, KOTOPBIM JIETaeT MO 3KpaHy U
cOpacbiBaeT O0MOBI. JlaHHBIN KJIacc OCYLIECTBIISIET YIPABICHUE CBOECH MO3ULIUEN U
CKOPOCTBIO, a TaK)Ke€ B3aMMOJIEUCTBYET C KJaccoM «Scene» uisl 100aBlIeHUS
HOBBIX caMoyieToB U Oom0. CamMosieT MEHsIeT HalpaBlIEHUE [BHUKEHHS, KOIJa
JIOCTUTAET Kpasi PKpaHa, U PUCYET COOTBETCTBYIOIIEE N300paKEHUE B 3aBUCUMOCTHU
OT HaIpPaBJICHUS JBUKEHUS.

«Sceney» peanusyer unrepdeiic «IScene» m ynpapnseT Bcel CLEHOW WUIpBHI,
BKJIIOYasi (POHOBBIA PHUCYHOK, JOMa, CaMOJeThl, 00MObI U 3(PeKThl. DTOT Kiacc
WHULMATIU3UPYET PECYpPChl, YCTAHABIMBAET (POHOBOE HM300pakKeHUE M J00aBISET
noMa B ClieHy. Take ynpaBiisieT TaliMepoM JJis J00aBJICHUS HOBBIX CAMOJIETOB,
O00MO M pucyetr Bce 0OBEKTHI Ha 3kpane. [lapamnenbHo BceMy 3TOMy MpoOBepsieT
CTOJIKHOBEHHMsI OOMO C JOMaMU W YIPaBISIET COCTOSHUEM WTPhI, yCTaHABIMBAs
¢mar 3aBepIIeHUS UTPHI, €CIIH BCE JOMA Pa3pyIICHbI.

BzaumoneiicTBue Mexay STUMH KilaccaMu OO0€CIeYMBAeT WHTETPAIHI0
pa3IMYHBIX acleKTOB UTPOBOTrO IMpoliecca, TAKUX KakK yrnpaBieHHEe 00bEKTaMU, X
NOBE/ICHUE U B3aUMOJICHCTBUE, a TAKXKE YMPABJIECHUE CLEHAMU U COCTOSHUEM
UTPHI.

[locne mporpaMMUpOBaHHS [JBUXKKAa M KJIACCOB MIPbl OCYIIECTBISETCS
TECTUPOBAHUE U MPOBEPKA TOTOBOM MpOrpaMmbl (puc. 3).
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Pucynok 3. Pe3ynbrat paboThl mporpaMMsbl

BoiBOABI

Takum 00pa3zom B X0je HCCIeIOBaHUS OBLIO pa3paboTaHO rpaduueckoe
NPUJIOKEHUE, OCHOBAaHHOE Ha  IapagurMe  OOBEKTHO-OPUEHTHUPOBAHHOTO
IIPOTPpaMMHPOBAHUS C TIOMOIIBIO si3bika CH#.

bubuaunorpagpuyeckuii Cnucox

1. Peibanés A.H. Tlpumenenue texnosorun OOIIl mpu pazpaboTke mnporpamm
VOpaBJICHUS KOMMYTAlMOHHBIMHU ammapatamMd // BecTHHK AMypckoro
rocygapctBeHHoro yHuepcuteTa. Cepusi: EcTecTBEHHbIE M HKOHOMHYECKHE
Hayku. 2023. Ne 103. C. 49-54.

2. IMankuna W.B., Habuynmun P.T., Cumakuna H.U. [lpumenenue mnapaaurm
OOII B pa3paboTke KIHEHT-cepBepHOTO NpuiiokeHus // B coopuuke: Hayka u
oOpa3oBaHre B O0O0€CNEYEeHHH YCTOHYMBOIO PAa3BUTHS  YEJIOBEUECKOIO
MOTEHITMANA B YCIOBHUSAX Mepexoja K mudpoBor 3KoHOMHKE. Marepuansl X
Poccniickoi ¢ MEXAYHAapOAHBIM  y4aCTMEM  HAay4YHO-IIPAKTHYECKOMN
koH(pepennuu. [lepms, 2023. C. 332-338.

3. Jleanckua A. B. MHOromoTo4HOCT, B si3bIKe€ mporpammupoBanus C# //
Academy. 2017. Ne 2 (17). C. 21-24.

4. Hoex W. [I., HemuueB B. A. Pa3paboTka KOMMBIOTEPHOW HUIpPhl Ha S3bIKE
nporpammupoBanusi C# ¢ NpPUMEHEHHMEM OCHOBHBIX MPUHIHUIIOB OOBEKTHO-
OPUEHTHUPOBAHHOTO MPOrPAMMHUPOBAHUS UM  CBOOOAHOTO  MPOrPAMMHOIO
obOecrieuenuss Monogame // B cOopuuke: Marepuansl Exerognoit
MEXBY30BCKOM CTyJeHueckoil HaydHou koHpepenuuun OUY BO "Espeiickuii
yauBepcuteT". Mockaa, 2019. C. 251-2509.



[Toctymnat. 2024. N8 ISSN 2414-4487

5. Suenko E. IlepcnekTuBbl HCHIOAB30BaHUSI 0OBEKTHO-OPUEHTHPOBAHHOTO SI3bIKA
nporpammupoBanust C# 1npu  pa3paboTKe COBPEMEHHBIX IMPOTPAMMHBIX
KoMroHeHTOB // Matepuansl XXXI MexayHapoaHOW CTyJIeHYEeCKON Hay4dHO-
npakTudeckoi koHpepeHmu. Mossips, 2024. C. 73.




