3aaaHue Ha YBII
PaspaboTaiiTe M HanuwuTe, UCNO/Mb3YA MHCTPyMeHTapui Qt, KomnbioTepHyto urpy tmna Adventure
(kBecT).

B camoli npocToi Bepcun — 3TO MHTEPAKTMBHAA Urpa, r4e repon, ynpasasembii UTPOKOM, NonagaeT B
Kakoe-nMbo nomelyeHue (3aMoK, KOCMUYECKUIA Kopabab 1 T.4.). Kaxkgan KoMHaTa MMeeT onucaHue, U,
nepexoana W3 OAHOM B APYryto, repoit AO/KEH BbINOJIHUTL 3aAaHue — Hanpumep, HaWTM KaKomn-To
npegmeT, cnactm npuHUeccy M np. Ho 3arBo3aka 3akatoyaetcs B TOM, YTO 3apaHee He W3BecTHa
«MNAaHUPOBKa» MECTa, KaK pacrnonaratTca KOMHaTbl, B KAKOW U3 HUX KUBYT rOI0OAHbIE APAKOHbI, a rae
CNpATaHO 30/10T0. M NO XxoA4y Wrpbl Yy UIPOKA BbIPMCOBLIBAETCA KapTa MECTHOCTM C COMyTCTBYIOLLEM
nHbopmauuei.

1. lpodymalime ocHOBHbIE MOMEHMbI U2pPbl:
a) onpegennTe MecTo AeUCTBUA 1 3a4a4y UTPOKa;
6) paspaboTaliTe KapTy MECTHOCTM, HaNPUMep KapTa 418 KOCMUYECKoro Kopabna moxket
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[NAa NpocToThl KaXKAaA KOMHaTa MOXKeT UMETb He 6onee 4x BbIX0A08. MOXXHO aenatb
MHOro3Ta*XHble ﬂa6MpMHTbI, AO6aBMB cneunanbHble KOMHATbI-NECTHULLbI, }'IM(I)TbI nnn
TENEnopTepbl, I'IHeBMOI'IVI(I)TbI nT.4.;



B) NpuaymaiTe, Kakue Bparn 6yayT melatb repoto. Hagenute nx pasHbiMM CBOMCTBaAMU: UMS,
cuna (napameTpbl ANs CNydyaiHOro pacnpeaeneHus), ypoBeHb yulepba B cliyyae NnopaxeHus B
6010 C HUMU;

r) npoAymaiTte opysKue n apyrve npeameTbl, KOTOpPble MOTYT HaXOAMUTbCA B KOMHATaxX U Kak UX
MOMEeT UCMO/1b30BaTb UTPOK;

A) cBOWCTBa, ONMCbIBalOLIME UTPOKa (YPOBEHb ¥U3HU, CUNa, KONYECTBO AEHEr).

TaK»Ke MOXHO A06aBuUTb:

-- KOMHaTbl, B KOTOPbIX repoto TEMHO 1 0653aTeNIbHO 3aKuratb dhaken (a ero HyXXHo NM6o HalTH,
b0 KynuTb);

-- MOXHO OrpaHUYUTb MaKCMMasibHOE YUCAO NPEeAMETOB, KOTOpble repoii MOMKeT HOCUTb C
coboit;

-- B HeKoTopble M3 KOMHaT A06aBUTb CTeneHb WX «BPeAHOCTU» -- Yy repoA ymMeHbluaeTcs
340pOBbe UK OH NornbaerT;

--nT.4.

2. Paspabomaiime unmepdgelic uepsi
B QtCreator co3gaiite npoekt (File->New File or Project->Application->Qt Widgets
Application).
B nonyyeHHOM npoeKTe B nanke Forms oTkpoiTe dain ¢ paclumpeHmem .ui.
Pasmectute Heobxogmmble A1 Urpbl BUAKETbI Ha GopMme.

OAMH 13 BapMaHTOB BHELLHEro BU/a 1aBHOIO OKHa:
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3. Paspabomaiime 6a3osyio sepcuro moodesnu 05 uespbl
Cospalite nepeuncneHme Directions Ana xpaHeHWA BO3MOXHbIX HanpaBAeHUI ABUKEHUA:
enum class Directions {North=0, East, South, West};

CosfaiiTe CTPYKTYpY AaHHbIX 418 XpPaHEHUA KOMHAT M CBA3EN MeXAay HUMM.
NHpopmauuio 06 oAHOM KOMHaTe MOXKHO NPeACTaBUTb C MOMOLLbIO CTPYKTYPbI MAM Knacca
cnepyoLero Buaa:

class Room

{

public:
QString name; // Ha3BaHWe KOMHaTbhI.
QString description; // OnucaHue KOMHaTbI.

QMap<Direction,int> neighbourRooms; // Homepa cocegHux KOMHaT,
// vHAekcupywTcA C nomowbk Direction.

Room(QString roomName, QString roomDescr, int n, int e, int s, int w)
:name(roomName), description(roomDescr)

{
neighbourRooms[Direction: :North]=n;
neighbourRooms[Direction::East]=e;
neighbourRooms[Direction: :South]=s;
neighbourRooms[Direction: :West]=w;
}
}s

[na XpaHeHWsa Ccnucka cocegHUX KOMHAT Mcnonb3yeTca oTobparkeHue um3 Direction B int,
peann3oBaHHOE C NMomMolblo WabnoHHoro Knacca QMap. 310 oTobparkeHMe BeAéT ceba Kak
MaccuB, MHAEKCUpyemMblit Tunom Direction. 3HaueHMAMM 3TOro oTobparkeHUA ABAAIOTCA Lenble
yucna, 3agatoWme Homepa KoOMHar.

B npoekTe Knacc Room moKeT BKtoYaTb 60nblle Nonein B 3aBUCUMOCTUN OT 3aMbliCna urpbl.

Cosgaiite Knacc Maze gna xpaHeHus nabupurHTa.
[Nna XpaHeHMs KOMHAT MOMHO MCMONb30BaTb CNMCOK (Hanpumep, Qlist<Room> rooms),
KOTOpbIN byaeT ABNATbCA Y/eHOM 3TOro Knacca. Peanusyiite B Knacce Maze onepatop [] gna
AOCTYNa K 31eMeHTam 3TOro CrMCKa No UHAEKCY.

MoKa KoHUrypaums KOmMHaT byaeT »KecTKo 3aZaHa B Koge nporpammbl. Co3galiTe B Kiacce
Maze metog, init() ana nHMumManmsaummn urpbl. [lanee nokasaH Heb6oONbLWON GpparmeHT KapTbl U
COOTBETCTBYIOWAA GYHKUMA MHMLMANN3ALNN.

2 1
KabuHet - loctuHasn
T \
0
Kpbinbuo




void Maze::Init()

{

rooms . append (Room(“Kpbibuo®, ”Bbl cToMTe Ha Kpbuibue. lMepes Bamu
HaxoouTCA COBeplWeHHO 3aragoyHaa geepb.”, 1, -1, -1, -1 ));

rooms.append(Room(“TroctuHas™, ”Bbl nonanu B rocTUHyw. B KamuHe cuant
CTpaWHbIA XMpHbIA Mmayk.”, -1, -1, 0, 2));

rooms .append (Room(“KabuHeT”, Bbl cToUTe B KabuHeTe. KHUXHbIA WKad NONOH
CTAPWHHbIX KHUr.”, -1, 1, -1, -1));

Homepa KOMHAT ABAAOTCA NOPALKOBbIMM HOMEPAMM 3anuncen B CNUCKe. 3HavyeHme -1 o03Havaer,
YTO B CTEHE HeT ABepu.

BbI3oBuTE MeTog, init() B KOHCTPYKTOpPE Knacca Maze.

Tenepb cosgaiiTe Knacc Hero gns urpoka. 3TOT Kaacc 6yAeT nocbliaTb CUTHasbl, NO3TOMY OH
[oJiKeH bbiTb yHacnegoBaH ot QObject n copep:katb CTpPoKy ¢ Tekctom Q_OBJECT B Havane
0b6bABNeHMA Kiacca. YTobbl aBTOMATMUECKU CreHepupoBaTb 3TOT KOA, BOCMO/b3yHTeCchb
cpeacteamm QtCreator co3gaHuA Kaacca M yKaxkuTe, YTo Ball Kaacc yHacnegosaH ot QObject.

MUrpoK f0MKeH XpaHuTb MHOGOPMALMIO O TOM, rge OH HaxoauTca. [ns aTtoro B Kaacce Hero
OOJ/IKHbI BbITb NpeaycMmoTpeHbl nosaa Maze *maze (yKasaTenb Ha TEKyWM NabUPUHT) U int
currentRoom (Homep KOMHaTbl, B KOTOPOW HaX0AWUTCA UFPOK).

Knacc Hero MO’KeT Tak»Ke BKAOYaTb TaKMe Mons AaHHbIX, Kak QString name (Mmsa urpoka),
int health (ypoBeHb «Kn3HWM»), int money (AeHbrM UrpoKa). ITOT CMUCOK MOXKET BbITb paclunMpeH
B 3aBMCMMOCTM OT BalLMX 334yMOK.

KoHCTpyKTOp Kiacca Hero 6yaer nonyyaTb Ha BXOA, yKasaTesb Ha NabWPUHT M MMA UrPOKa.
CoxpaHuTe 3TM MNapameTpbl B COOTBETCTBYIOWMX MOAAX K/Aacca W YCTaHOBUTE HayajlbHble
3HaYeHMUA ANA OCTa/bHbIX MAaPaMETPOB.

Tenepb Hagennm Urpoka CNOCO6HOCTbIO nepemelwiaTtbCA B /'Ia6MpMHTe.

Cospavite B Knacce Hero metog move(Direction direction), nmapameTp KoToporo 3agaér
Hanpas/ieHMe nepemelleHns. B meTode M3MeHUTe HOMeEp TEeKyLLEe KOMHaTbI.

YT106bl MHTEPdENC UrPbl MOT OTC/IEXKMBATb MEpPeMelLeHMe WUIPOKa, MpesyCMOTPUM CUrHan,
KOTOpbI ByeT NoCcbiNaTbC UFPOKOM NPU BXOAE B KOMHaTy. O6baBuTe B Knacce Hero curHan
hero_moved(int room). AprymeHT curHana byget coobuiaTb HOMEP KOMHaTbI, B KOTOPYHO BXOAUT
UrpoK. MoLwAnTe 3TOT CUTHaN B KOHUE meToaa move().

Cosgaiite Knacc Game, KoTopblit bygeTt xpaHuTb MHbopmauuto o6 nrposoi cutyauuun. Moka B
3TOM Knacce byayT ABa uyneHa: hero — 06beKT 415 repos U maze — 06bEKT NabUPHHTa.

Caenaiite nepemeHHble Knacca Game oTKpbITbiMK (public), YuToBbl He 3aTPyAHATbL AOCTYN K HUM
M3 NoJsib30BaTe/IbCKOro MHTepdeliica.

KoHCTpyKTOp Knacca Game 6ygeT noaydaTb Ha Bxo4 WMA urpoka. OH  [O0KeH
MHULMANM3NPOBATb UTPOKA, UCMO/Ib3YA 3TO UMA U yKa3aTeslb Ha 1abUpPUHT.



4. Peanu3syiime e3aumodelicmeue moodenu c uHmepgeiicom

[obasbTe B Knacc popmbl FNaBHOTO OKHa MoJjie AaHHbIX TMNa Game *, KoTopoe ByaeT XpaHUTb
yKasaTe/Nb Ha WrpoBylo cuTyaumio. HauyanbHoe 3HauyeHue 3Toro nons 6ynaeT nepenaBaTbes
rNaBHOMY OKHY Yepes napameTp KOHCTPYKTopa.

[Job6aBbTe B Kaacc rnaBHOro okHa cnoT enterRoom(int room), KoTopbiit 6yaer obpabaTtbiBaTth
BXO4, MWrpoKa B KomHaTy. [lapameTpom cfnoTa ABAAETCA HOMEP KOMHaTbl, B KOTOpPYIO
nepemewaeTca Urpok. CAoT AONKeH:
e  BbIBECTU Ha3BaHWE U ONMUCAHNE KOMHaTbl B COOTBETCTBYIOLLINE BUAKETbI;
e cnpATaTb/cAoenaTb HEaKTUBHbIMM KHOMKW Mepexoda AN HanpasBiAeHWA, B KOTOPbIX HeT
ABepu (MHAEKC cocesiHel KOMHaTbI paBeH -1);
e [MOKasaTb/cAenatb aKTMBHbIMU KHOMKW nNepexoda ANA HanpaBAeHWn, B KOTOPbIX

KOMHaTbl eCTb.

BbizoBuTe enterRoom(0) B KOHLE KOHCTPYKTOpe Knacca r/aBHOrO OKHa MpUAOXKeHWA, YTobbl
0T06Pa3nTb HauyaNbHOE COCTOAHUE UTPbI.

B ¢yHKuMM main() ¢ nomowbto QlnputDialog::getText() 3anpocute uma ana urpoka. Cosgante
0b6bekT Game U nepepganTe ero agpec B KOHCTPYKTOP F/1aBHOTO OKHA NMPUIOXKEHUA.

3anycTuTe nporpammy, U ybeamutecb, YTO OHa KOPPEKTHO OTOGpayKaeT onucaHuWe HayvaNbHOWM

KOMHaTbl.

B KOHUe KOHCTpyKTOpa GOpMbl [/1aBHOTO OKHa MPWIOXKEHWA COEOUHUTE  CUrHan
Hero::hero_moved(int) co cnotom enterRoom(int).

[Job6aBbTe cn0OTbl 414 06paboTKM HaXKaTMA Ha KHOMKK nepemelteHns urpoka. CaoTbl LOIKHbI
BbI3bIBaTb METOZ, Move() UrpoKa C COOTBETCTBYOWMM NapameTpom direction.

MpoBepbTe paboTy Mrpbl.

Cnep,yrom,aﬂ CXema noka3biBaeT pa3pa60TaHHb|e Ha ,EI,aHHbIﬁ MOMEHT KN1aCCbl NPUNOXKEHNA U

CBA3N mexXay HUMNU.

MainWindow

-game : Game *

+MainWindow(s game : Game *, B parent : QObject * = 0) QObject
+enterRoom(s room : int) —D
+on_NorthButton_clicked()
+on_EastButton_clicked) L ________________ |
+on_SouthButton_clicked() |
+on_WestButton_clicked() !
|
|
1 -game 1
1 Hero
-name : QString
Game _hero -health : int
+hero : Hero -money : int
. ‘%-currenmoom sint
+maze : Maze X .
e - - - 1 1 -maze : Maze
ame(s heroName : QString, 8 maze : Maze) Hero(s name  QString, 5 maze - Maze *)
+move(s direction : Direction)
1 -maze +signal hero_moved(s room : int)
1 -currentRoom
«enumeration» 1 1
Direction
+North " Room
aze
+East - +name : QString
+South -rooms : QList<Room> _rooms +description : QString
+West +init() > +neighbourRooms : QMap<Direction, int>
+operator [](8 roomindex : int)
1 0.*
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5. Peanusyiime pabomy c apmegakmamu u 6Hympuuzpoeyo mopa0oesio

Onpegenvte 6a30BbIA Knacc ltem ans npeameToB, KOTOPbIE MOMKET HOCUTb WMIPoK. Mossmwu
AaHHbIX 3TOrO Knacca 6yayT CTpoku name u description, npeaHasHayeHHble ANA XpaHEHUS
Ha3BaHMA W OMuCcaHuAa npegmeTa. Mx 3HayeHua 6yayT nepenaBaTbCA KaK  apryMeHTbl
KOHCTPYKTOpa.

Cospgaiite metogbl getName() u getDescription(), Bo3Bpaliatowime HasBaHWE W OMMCaHUe
npeameTa COOTBETCTBEHHO.

Co3pgaiiTe nyctoh BuMpTyanbHbii  meton void consume(Hero * hero), Kotopbin byger
peann3oBbIBaThb AEWCTBME MO UCNONb30BaHUIO NpeameTa. B Knacce ltem OH HUYero He genaer —
OH ByaeT nepeonpeaensaTbCca B 4OYEPHUX Knaccax.

CospgaiiTe BMpTYyanbHbin metod bool useOnce(), KoTopbliit ByaeT coobuiaTtb, YHUUTOXKAETCS N
OaHHbIM MpegMeT B Mpouecce WCMNonb3oBaHuA. Hanpumep, eay cbenaloT M €€ Henbss
MCNONb30BaTh ABaXKAbl. Peanmsauma B Knacce Item 6yaet Bo3spawaTh false, nokasbisas, uto no
YMONYaHUIO BCE NpeameTbl ABAAETCA «MHOropasoBbiMU». «OQHOpa3oBble» npeameTtbl 6yayT
nepeonpeaenatb 3STOT METOA,

B Knacce reposa Hero cosgalite CNMCOK yKasaTtenel Ha o6beKTbl Kaacca ltem, B KoTopom byayTt
XPaHUTbCA NePeHOCMMble UTPOKOM nNpegmeTobl, Hanpumep Qlist<shared_ptr<ltem>> inventory.

[Nob6asbTe repoto metoq addltem(shared ptr<item>), KOTopbIiA 3aHOCUT HOBbLIN NpeamMeT B
CMUCOK.

[obasbTe repoto metoz, getltems(), BO3BpaLLAtOWMIA CMMCOK UMEIOLLMXCA Y UFPOKA NPeaMETOB.
Onpepgenute curHan inventory changed(Qlist<shared ptr<ltem>> items), KoTopbili 6yaeT
YyBEeOOMNATb UHTepdec 06 M3MEeHEHUM CNUCKa NpeameToB. Bbi30BMTE 3TOT CUTHaNA B KOHLE
meTtoga addltem.

Onpegenute Knacc Food, yHacnenoBaHHbIN OT ltem, npeacTaBaaoWmMA npeameTbl eabl. B aTtom
Knacce ByeT XpaHUTbCA 3HaYEHMe 340POBbA, HA KOTOPOE YBE/IMYMBAETCA «KU3Hb» UTPOKaA Npu
ynotpebneHuu eapbl.

MapameTpammn KOHCTPyKTOpa byayT ABAATLCA HasBaHWe, onucaHue U npubaBKa K 340pOBbIO
urpoka. lNepsble ABa NapameTpa nepeganTe KOHCTPYKTOpy 6a3oBoro Knaacca, nocneaHuin —
COXPaHMUTE B NoJie AaHHbIX.

Mepeonpeaenvte metog useOnce(), 4Tobbl OH BO3BPaLLAN 3HaUYEeHUe true.

B KOHCTpyKTOpE Knacca Game fobasbTe repoto HayaNbHbIV 3aMac efbl, HaNpPUMep, Tak:

hero->addItem(make_shared<Food>(“ByTepbposn”, “YBennumBaeT XU3Hb Ha 5,

5));



4. Onpegenute B Knacce $opmbl rMaBHOrO okHa cnoT show_inventory(Qlist<shared_ptr<item>>
items), KOTOpbIN J0/MKEH O0TOBPasnTb NpeameTbl U3 cnucka B Buaxkete QlistWidget!. YTobwbi
[06aBuTb oTobpaxkeHMe onucaHuii NpPeaMeToB B BMAE BCM/IbIBAKOWMX MOACKA30K, MOXKHO
ncnonb3oBaTb metog setToolTip() knacca QListWidgetltem.

B KOHLLe KOHCTPYKTOpa GOpMbI r1aBHOIO OKHA BbI3OBUTE 3TOT C/10T, NEepeiaB eMmy Nojy4eHHbIN ¢
NomolLLbio meToAaa getltems() HayaNbHbIM CIMCOK NPeAMETOB UrPOKa.

5. [lposepbTe, YTO NpoOrpamma npasuabLHO OTOBPaXKaeT Hava ibHbIA CMMCOK NPeaMETOB UTPOKa.
6. [MoarotoBbTe repos K BO3MOXHOCTU TPaTbl M NONOJIHEHUA AeHer cneayolmnm ob6pasom.

Obbasute curdan money_changed(int money), Kotopblii ByaeT ysegomnatb uHTepdeinc ob
N3MEHEHWUN AeHer.

[JobasbTe meTon bool changeMoney(int delta), KOTOpbIN U3MEHUT CcymMy AeHer Urpoka Ha
3aflaHHyl0 BeanunHy. Ecan napametp delta oTpuuateneH, To AEHbMM AO/KHbI YMeHbWKTCA. B
3TOM C/ly4yae HyXKHO NPOBEpPUTb, YTO NOC/E BblYMTAHUA Y UFPOKA HE MOAYYMTCA OTpuLLaTeIbHasA
CYMMa, 1 ecnn 3TO TaK — BepHyTb false, He M3meHAn cymmy. Bo Bcex OCTaNbHbIX CAyYasx cymma
N3MEHSETCA M BO3BPALLAETCA 3HaYeHue true.

[obasbTe meTog int getMoney(), BO3BpaLLaloWwmMii UMEILWMECS Y UTPOKA AEHbIU.

7. Ecnu gna otobparkeHus AOCTYMHbIX AeHer B rnaBHoOM dopme Mrpbl Mcnosib3oBaTb QSpinBox, To
MOXHO NPOCTO coeaAnHUTL cMrHan money_changed ot Hero co cnotom QSpinBox::setValue() ana
oTObpaXKeHUsa CyMMbl AOCTYMHbIX UIPOKY aeHer. YctaHosute y QSpinBox csolicto readOnly,
yTOObI €ro 3Ha4YeHWe Hesb3s BblI0 U3MEHUTL PYKaMM.

AHaNorMYyHo, MOXHoO Mcnosb3oBaTb BuaXeT QLCDNumber co cnoTtom display().
MpM MCNONb30BaHUWM APYrUX BUAXKETOB, Hanpumep Qlabel, noTpebyeTtca cosgatb cnot ans
06paboTKMN CUrHaANOB OT repos B Knacce Gopmbl FNMAaBHOIO OKHa U PeasiM3oBaThb BbIBOA, CYMMbI C

NOMOLLUbIO 3TOro CNoTa.

B KOHCTpYKTOpe Knacca ¢opMbl FMaBHOMO OKHA Wrpbl BbIBEAWUTE HauyasjbHYO CYMMY AeHer y

! 3a ncnonbsosanue QListView byaet noctasneHo 6onblie 6ann08.
[Onsa atoro notpebyerca:
e yHacnepoBaTb Knacc Hero ot kKnacca QAbstractlistModel (uam QAbstractTableModel, ecan 6yaer
ncnonb3oBaTbea Tabanua);
e onpeaenuTb B Knacce Hero metog rowCount(), KoTopbiit byaeT BO3BpaLLaTb YUCAO NPESMETOB UTPOKA;
e onpeaenuTb B Knacce Hero metog, data(), KoTopbili 6yaeT Bo3BpalyaTh Ha3BaHUE NpeaMeTa;
e ans Tabauuy onpeaenntb metodbl columnCount() u headerData());
e B MeToAax, U3MeHALWNX Habop UHBeHTapsA repos (Hanpumep, additem()) nepen moandukaumen cnmcka
BbI3biBaTb beginResetModel(), a nocne Heé — endResetModel();
e B KOHCTPYKTOpe Knacca rnaBHon ¢opmbl urpbl Bbi3BaTb setModel(hero) uT0bbl CcoeanHUTL
npeAacTaBieHne U MOAENb.
Mpu wucnonb3oBaHum QListView He noTpebyeTca penaTb curHan inventory changed() y repoa u cnot
show_inventory() B Knacce ¢opmbl FNaBHOro OKHa MPWIOXKEHUA. BMecTo HUX 6yayT MCNoNb30BaTbCA CUrHasbI
MoAEeNN, akTuBnpyemble dpyHKunamu beginResetModel() n endResetModel().
BmecTto beginResetModel()/endResetModel() nydiwe mcnonb3osBath 60nee KOHKpeTHble GYHKLUMM yBEAOMIEHUS,
TakMe  Kak  begininsertRows()/endinsertRows(),  beginRemoveRows()/endRemoveRows() wuauM  curHan
dataChanged(). BapuaHrT ...Reset... aABnAeTca Hanbonee obLMM yBEAOMAEHUEM.



UrpokKa B COOTBeTCTBYIOLLI,Mﬁ BULOXKET.

8. Cospgaiite HOBbIN Knacc popmbl ShopWindow ans peanvsaumm marasmHa, yHacienoBas eé oT
ONanoroBoro OkHa. B KOHCTPYKTOp Knacca Aob6aBbTe nMapameTp ANA nepefayy yKasaTens Ha
repos.

MpegycmoTpute B popme noas’ Ans BbIBOAA UMEIOWMXCA Y reposi AeHer, CNUCcKa BO3MOMKHbIX
MOKYMOK, KHOMKKN «KYMUTbY» N «3aKPbITb».

CnMCcoK BO3MOMKHbIX MOKYNOK MOXET ObiTb peannsoBaH ¢ nomouwpbto QTableWidget wau
QTableView?. 3anonHuTte Tabauuy AaHHbBIMKM O NpeameTax, KoTopble byayT npoAasaTbcA B
marasuHe. ns QTableWidget aTo MOXKHO caenatb B KOHCTPYKTOPE Anasora.

[NnAa BbIBOAA AOCTYNHbIX AEHEr UCMONb3YITe TaKoW e cnocob, KaK B r1aBHOM OKHE Urpbl.
CoeauHUTE KHOMKY «3aKpbITb» CO CIOTOM accept(), 4Tobbl obecneymTb 3aKpbITUE OKHA.

9. [lo6aBbTe B rNaBHOE OKHO KHOMKY A1f Bbi30Ba MarasuHa (openShop).
OnpeaennTe, B KAKOM MOMEHT UTPoKy ByaeT AOCTyneH marasuH: B 1t0b6oe Bpems UAKM Koraa oH
HaxoamuTcAa B onpeaenéHHol KomHaTe. B nocnegHem caydyae MOXKHO BBECTM B Kiacc Room
COOTBETCTBYIOWMIM nar, NOKasbiBalOWMN AOCTYNHOCTb MarasmMHa, U akTUBMPOBATb KHOMKY B

cnote enterRoom(). MoKHO caenaTb marasuH AOCTYMHbIM AN HAaYalbHOW (HYNeBOWM) KOMHATbI.

[NobasbTe AnsA 3TOoM KHOMNKM cnoT (on_openShop_clicked), B KoTopom cospainTe M 3anyctuTe
Ananor marasuHa.

10. NpoBepbTe, YTO 3aMyCcK MarasnuHa U OTOBPaXKeHMe AOCTYMNHbIX AeHer paboTakoT NPaBUIbHO.

11. B knacce ¢opmbl marasvHa cosgaiite cnoT ana obpaboTKM HaxaTMA Ha KHOMKY MOKYMKK
(on_buy_clicked).

Cnot fo/KeH cnucaTb y repos AeHer, Bbi3BaB metod changeMoney(), u, ecan 3TOT meTog,
BepHyA true, co3paTb 1 £,06aBUTL UTPOKY COOTBETCTBYIOLLMI NpegmerT.

Y106b1 ONpesennTb, KaKon NpeameT NPoAaBaTb, ONpeneInTe CTPOKY C TEKYLLEN AYENKOM
QModelIndex currentIndex = ui->shopTable->currentIndex();
if(!currentIndex.isValid())
{ return; // HeT Tekyweihn A4YenKu, HWYero He pdenaem }
int currentRow = currentIndex.row(); // HOMep CTpOKM C TeKyuweih A4eihKou
12. NpoBepbTe KOPPEKTHOCTL PaboTbl MarasuHa

13. Terlepb obecneybTe BO3MOMKHOCTb WCMNONb30BaHMUA nepsBoro Tuna npegmetos — eAbl.

Onpepenute B repoe curHan health_changed(int health), ysegomnsiowmin 06 usmeHeHun
YPOBHS 340P0BbA.

Onpegenute Mmetogbl int getHealth() u void changeHealth(int health_delta), koTopbie

2 3a ncnonb3sosarme QTableView byget noctasneHo 6onblie 6annos.



14.

15.

16.

17.

18.

BO3BPALLAIOT U U3MEHSIOT YPOBEHb 340P0BbA. MPOBEPKY HA CHUMKEHME YPOBHA 34,0p0OBbA A0
HY/1A MOKA MOKHO He genaTb. PeannsyiiTe orpaHMYeHne Ha MaKCMMasibHbI YPOBEHb 340P0BbA.

PeanmsyﬁTe B rMaBHOM OKHE€ UTrpbl BbIBOL YPOBHA 340P0OBbA, 3TO MOXXHO CAEeNATb aHAIOTMYHO
BblBOAY AeHer, HO B AaHHOM C/iy4dae y,D,O6HO MCNoab30BaTb BUOXKET QProgressBar.

JobasbTe B Knacc Food peanusaumto metoga void consume(Hero *hero), KoTopaa Bbi3oBET
meToz changeHealth() repoa n no6aBuT emy 340poBbA.
index), KoOTOpbIA A[O0NXKEH peanu3oBaTb

JobasbTe B Knacc Hero meton useltem(int

yn0Tpe6neHme npeamwmeTa, 3a4aHHOro MHOAEKCOM B CMUCKE.

BbI3oBUTE MeToZ consume() 4Ns yKasaHHOro Npeamera, nepeaas emy yKkasatenb Ha repos (this)
B KauecTBe aprymeHTa. Mocse 3Toro BbizoBUTE MeTog useOnce(), YTobbl NpoBepUTb, He ABAANCA
M npegmeT ofHopasosbiM. Eciv npeamer 0AHOPA30BbIM — yAasWUTE COOTBETCTBYHOLLMINA
3/IEMEHT U3 CNUCKA M aKTUBMPYNTe curHan inventory changed().

[Nob6aBbTe B pOpPMy rnaBHOro OKHa KHOMKY «MCM0/b30BaTh npeameT» (useltem). Cospaite cnhot
Ans 06paboTKM HaxkaTus Ha 3Ty KHonKy (on_useltem_clicked).

Ucnonb3yiite currentindex(), 4Tobbl NOAYYUTb HOMEP TEKYLLEN 3anMcu B CNUCKE NpeameToB
(aHanornyHo peanusaumm NOKYNKM B marasmHe). Moayuns MHAEKC, Bbi3oBMTE meTof useltem()

repos.

3anycTuTe nporpammy M NpoBepbTe, YTO ynoTpebneHue eapl paboTaeT KOPPEKTHO. 340p0Bbe

UrpoKa AO0/IXKHO yBenn4mBaTbCA, a eda — nc4es3aTb U3 CNUCKa NpeameTos.

Ha pucyHKe noKasaHbl KNaccbl Urpbl NOCAE BHECEHHbIX U3MEHEHUIA.

MainWindow

-game : Game *

+MainWindow(s game : Game *, 8 parent : QObject * = 0)
+enterRoom(s room : int)

+on_NorthButton_clicked()

+on_EastButton_clicked()

+on_SouthButton_clicked()

+on_WestButton_clicked()

+on_openShop_clicked()

+show_inventory(s items : QList<shared_ptr<item>>)
+on_useltem_clicked()

1

1 -game

Game -hero

+hero : Hero *

QObject

-name : QString
-health : int
-money : int
-currentRoom : int
-maze : Maze *
y : QList<shared_p

+Hero(B name : QString, 8 maze : Maze *)
+move(s direction : Direction)
item : shared_ptr<item>)

+maze : Maze

+getitems() : QList<shared_ptr<item>>

ShopWindow

+ShopWindow(s hero : Hero *, B parent : QObject * = 0)
+on_buy_clicked()

-inventory

Item

#name : QString
#description : QString

Item(B name : QString, B description : QString)

+getName() : QString

+Game(B heroName : QString, 8 maze : Maze) 1 +useltem(s index : int) 1 or +getDescription() : QString
+changeMoney(s delta : int) : bool +consume(s hero : Hero *)
. maze +getMoney() : int +useOnce() : bool
+changeHealth(s health_delta : int)
+getHealth() : int
+signal hero_moved(s room : int)
«enumeration» +signal inventory_changed(s items : Qlist<shared_ptr<item>>)
Direction +signal money_changed(s money : int)
+North +signal health_changed(s health : int)
+East
+South 1 -currentRoom
+West 1 Food
1 -healthDelta
Room +Food(s name : QString, B description : QString, B health : int)
Maze - +useOnce()
rooms : QList<Rooms> +name : QString +consume(s hero : Hero *)

+init()
+operator [](B roomIndex : int)

-rooms +description : QString

ighbourRooms : QMap<Direction, int>




6. /[obasbme 803mMoOMCHOCMb cObUPpamb npedmemsol 8 1abupuHmMe
1. [JobasbTe B Knacc Room CNMCOK yKasaTesnen Ha nNpeameTbl, KOTOpble NeXKaT B 3TOM KOMHaTe,
Hanpumep Qlist<shared ptr<items>> items.

JobasbTe B Knacc Room meTobl:
void putltem(shared_ptr<ltem> item) — gobaBnseT npeameTbl B CNUCOK;

Qlist<shared_ptr<items>> visibleltems(Hero *hero) — Bo3Bpawaer cnNUcok npegmeTos,
BUAMMbIX 1A repos (noka byaeT BO3BPaLLaTb BECb CMUCOK, B ByAyLEemM MOXKHO peann3osaTtb
BO3MOHOCTb HE MOKa3blBaTb BCE WM YacTb NPegMeTOB repold B 3aBUCMMOCTM OT KAKUX-TO
YC/IOBUIA, HANPUMEP HaANYMA Y UTPOKaA BKAKOUYEHHOTO GOHAPA MU 3aXKKEHHOTO dpaKena);

shared_ptr<ltem> peekltem(int index) — BbIHMMaET 3a4aHHbIN MHAEKCOM NpeaMeT U3 CNUCKA U
BO3BpaLlaeT ero (NpegmMmeT A0MKeH bbITb YBpaH 13 cnucka).
2. B meToge Init() knacca Maze gobaBbTe HECKObKO NpeaMeToB elbl B N1abUPUHT.

3. B ¢dopme rnaBHOrO OKHa npuioXKeHus BcTaBbTe BuaxkeT QListWidget gns BbiBoga cnvcka
BMAMMbIX B KOMHaTe NpeaMeTOB U KHOMKY «nofobpatb npeamer» (peekltem).

B cnote enterRoom() BbiBeAUTe Ha3BaHMA NpPeAMETOB, MOJyYeHHbIX Yepe3 visibleltems() B
cnucok. JenaiiTe KHOMKy peekltem akTMBHOM MAM HE aKTMBHOM B 3aBMCMMOCTM OT TOrO, NycT
3TOT CMNCOK UIUN HET.

4. Cpenainte Knacc ltem HacnegHuMKom Knacca std::enable_shared from_this<ltem> cnegytowmm
obpasom:
class Item : public std::enable_shared from_this<Item>

{

[dobasbTe B Knacc Iltem metog void peek(Hero *hero), KoTopblii ByaeT Bbi3biBaTbCA B MOMEHT,
Koraa repoi noabepér sToT NnpeameT. B 3Tom meToge p[ob6aBbTe TeKywWMi npeamer B
MHBEHTapb repos cieayowmnm obpasom?:

hero->addItem(shared_from_this());

5. B knacce Game pobasbTe metoa void peekltem(Hero *hero, int itemindex), 3apayeit KotToporo
ABNAETCA peanm3aLma NOrMKM B3ATUA NpegMeTa U3 TeKyLLEeln KOMHATbI.
HeobxoaMmo BbIHYTb MPegMeT M3 KOMHATbI U BbI3BaTb A1 HEFO MeToz, peek.

6. [obasbTe B Knacc ¢popmbl FTABHOFO OKHA C/IOT AN 06paboTKM HaxKaTUs Ha KHOMKY «nogobpatb
npeamet» (on_peekltem_clicked). CnoT gonkeH onpeaenvTb MHAEKC BblAeNEHHOW 3anucu B

CMMCKe BUAMMBIX MPeaAMETOB M Bbi3BaTb meToa peekitem() y game.

7. TposepbTe paboTy nporpammsbl. UrpoK A0NMKEH NOAYYNTb BO3MOMKHOCTb COBMpPaTh NpeameThl.

3 MeTopg shared_from_this() no3sonaeT cozaatb «npaBunbHbIin» shared_ptr, ykasbiBaowmin Ha «ceba». na atoro
Henb3s Mcnonb3oBaTb NpocTo shared_ptr<item>(this), Tak Kak 3To NpUBEAET K HENPaBUAbHOMY MOACHETY CCbINIOK U
YHUUTOXEHMNIO 06beKTa paHbLUE, YEM HY}KHO.



8. Terlepb A06aBbTe HOBbI Knacc npeameToB, KOTOpPblie UTPOK MOXXET HaxoguTb B Urpe — 30/10T0.

Cospaitte knacc Gold, yHacnegoBaHHbIN OT Knacca Item. B none gaHHbIx amount 3Toro Knacca
6yaeT XpaHUTCA KONNMYECTBO AEHeET.

KOHCTpyKTOp Knacca b6yaer nosyyaTb aprymeHTbl hame — HasBaHue npeameta, description —
onucaHne U amount — KOJIMYECTBO AEHeET.

Mepeonpeaenute B Knacce Gold metosn peek(Hero * hero). 9toT meTon He AonkeH A06aBAATb
HWYEro B CMUCOK NPeaMEeTOB UrpoKa, BMECTO 3TOro OH A0/iXeH Bbi3BaTb changeMoney() utobbl
[06aBUTb UTPOKY AeHer.

9. B meToge Init kKnacca Maze pasmectuTe B N1abUPUHTE HECKO/IbKO 3K3eMMNAAPOB AEHET.

10. MpoBepbTe paboTy nporpammbl. Mpu cbope AeHer OHW He AO0NXKHbI MOABAATLCA B CMUCKE
npeameToB reposa. Bmecto sToro g0/1KHO yBEIMYMBATLCA KOJIMYECTBO AEHET.

7. Peanusyiime 8paz208 U cpaxceHus
1. Cospavite ABa HOBbIX KNacca NpeaMeToB: opykune Weapon u wut Shield.

Weapon 6yaeT xpaHUTb ypoBeHb ypoHa int damagelevel n coaepxuT metog, int getDamage(),
KOTOPbII ero Bo3BpalLaeT. YpOBeHb YPOHA YCTaHaBIMBAETCA BMECTE C Ha3BaHUEM U ONMUCAHWEM

yepes NapameTpbl KOHCTPYKTOpPA.

Shield xpaHuT ypoBeHb 3awwunThbl int shiledLevel, goctyn K KoTopomMy nNpenocTaBAAeTcA MeToA0M
int getShiled(). KoHCTpyKTOp Nosy4YaeT Ha BXOA, Ha3BaHWE, ONMUCAHWNE U YPOBEHb 3aLLUTDI.

Pasmectute HoBble NpeaMeTbl B TADUPUHTE UAN caenanTe Nx AO0CTYNHbIMU AN NMOKYMKKU Yyepes
MarasuH.

2. 3anyctute urpy 1M npoBepbTE, YTO MIPOK MOXKET NoJIyYaTb HOBbIE MPeaMETbI.
3. Tenepb NOAroTOBbTECHL K CO3A4aHMIO Knacca BparoB. Bparum 6yayT umeTb HeKkoTopble oblime
CBOICTBA C repoem —y HUX ByAeT UMA, YPOBEHb 340P0OBbA M METOAbl ANA MAHUMNYAALUMIA C HUM.

Mo3TOMY MOXHO CO34aTb 4/1A repos 1 Bparos ob6LWwuin cynepkaacc.

Cospgalite Knacc Actor, yHacnegoBaHHbI oT QObject. MepeHecuTe B 3TOT KAacc U3 Knacca Hero
nepemeHHble name u health, metoabl changeHealth(), getHealth, curHan health_changed().

KoHcTpyKkTOp Knacca Actor 6yaeT nonyyaTb B KayecTBe MapameTpa  MMA WM yKasaTeNlb Ha
poanTena QObject *parent?.

N3meHuTe y Knacca Hero poantenbckuii Knacc ¢ QObject Ha Actor.

4. CKoMMMAnpyiTe NporpaMmmy 1 NpoBepbTe, YTO eé PaboTocnocobHOCTbL He HapyLLeHa.

4 3To NO3BONUT OpPraHM30BaTh aBTOMAaTMUECKOE yAaNneHne Bparos.



5. [ob6asbTe B Knacc Actor UMCTbIM BUPTYanbHbI meTog, int getShiled().

CpoenaiiTe peanusauuio 3Toro metoga B Knacce Hero. OH O0aXeH MPOCMOTPETb CMMUCOK
npeaMeToB UrpoKa, ¢ nomolubio dynamic_cast<Shield> HaliTu B HEM Bce WKTBI, ONpeaennTb 1
BEPHYTb MaKCUMa/bHbIA YPOBEHb 3aluTbl cpean HuX. ECM HM OoAHOro WuTa He HalAaeHo,
cneayeT BEPHYTb HEKOTOPOE MMHMMAasIbHOE 3HaYeHne, KoTopoe byaeT COOTBETCTBOBAThL YPOBHIO
3alUNTbI UrpoKa 6e3 WMTOoB.

6. [obasbTe B Kiacc Actor YMCTbI BUPTYanbHbI meToa int getDamage(). MeperpysuTe sToT MeToA,
B Knacce Hero aHanornyHo metoay getShield().

7. Cospaiite Knacc Enemy, yHacnegoBaHHbI oT Actor. He 3abyabTe, UTO Kak Bce yHac/sea0BaHHble
oT QObject Knaccbl OH goKeH coaep:KaTb cTpoky Q_OBJECT B Hauane cBoero onpeaeneHus.

Mona aaHHbIX 3TOro Knacca BKAtoYatoT: shiledLevel — ypoBeHb 3awuTbl, damagelevel — ypoBeHb
HanageHuA 1M BepoATHOCTb HanaaeHus strikeProbability, koTopaa 6yaet onpenenaTtb, Kak 4acTto

Bpar 6yaeT HanagaTb Ha UTPoKa.

Peanusyitte metoabl int getDamage(), int getShield() u int getStrikeProbability() Bo3spawatowme
YPOBEeHb HanaAeHs, ypoBEHb 3aLLMTbl M BEPOATHOCTb HanageHWsA COOTBETCTBEHHO.

KoHcTpyKTOp Knacca Enemy go/mKeH nosyyaTb Ha BXOZ MMA; YPOBHWM 3alUUTbl U HanadeHus;
BEpOATHOCTb HanageHus; poantens — QObject *parent.

8. Cpenaunte knacc Game notomkom QObject.

Co3palite B 3TOM K/lacce oTobparkeHue, KoTopoe byaeT XpaHUTb MHPOPMALIMIO O TOM, B KaKKX
KOoMHaTax cuaat sparn: QMap<Room*, Enemy* > Enemies®.

[obasbTte meTtog void addEnemy(Room *room, Enemy *enemy) ana BHeceHWs Bparos B 3TO
oTobparkeHue.

9. [OobasbTe meToay Init Knacca Maze napameTp Game *game.
B stom meTome cospaliTe HECKO/bKO BparoB W pgobasbTe ux B urpy. Mpu co3gaHum Bparos
06A3aTeNIbHO MCMONbL3YINTE ONEpPaToOp NEW W YKasblBalTe game Kak poauTens. 31o obecneumnt

dBTOMaATUYECKOE YHUYTOXKEeHNE 06beKToB Enemy npu yHNUTOXKEHUN obbeKkTa game.

10. Tenepb obecneubTe nepegadyy MHOPMALMN O NMEPEMELLEHMM UTPOKA MeXAy KOMHaTamu B
Knacc Game.

Cospaiite B Knacce Game cnot heroMoved(int room). B KOHCTpyKTOpe Knacca Game coeguHuUTe
3TOT c/IoT ¢ curHanom hero_moved(int room) repos.

B cnote npoBepbTe, HET AW Bpara B KOMHaTe, B KOTOpylo nonan urpok. Ecam ectb — Hago
HauuHaTb bUTBY.

> Ucnonbayite QMultiMap, ecan xotute, 4Tobbl B O4HON KOMHATE MOT/IM HaXOAUTbCA CPa3y HECKO/IbKO BParos..



11.

12.

13.

14.

15.

16.

17.

Cospgalite B Knacce game metog void battle(Hero *hero, Enemy *enemy). BbizoBuTe 3TOT MeToA,
u3 cnota heroMoved(), B MOMEHT Koraa BbisiB/ieHa BCTPeYa UrpoKa C Bparom.

Cospgalite Knacc Battle, yHacnegoBaHHbIN oT QObject.
B nonsAx Knacca 6yayT XpaHUTCA yKasaTenu Ha reposi Hero *hero u Bpara Enemy *enemy. MUx
3HAYeHMA 3a[3t0TCA Yepes3 KOHCTPYKTOP Knacca. Cospavite metoabl getHero() n getEnemy() ana

AO0CTyna K NosAMm.

O6bsBuTe B Knacce Game curHan void battle_started(Battle *battle), oH 6yget msBewatb
UHTepdelic 0 TOM, UTO CpaXKeHne Havyanochb.

B metome battle() cosgaiite nokanbHyto nepemeHHylo Tuna Battle u aktuBmpyiiTe curHan
battle_started.

Cospgalite Knacc dopmsbl anqa 6on BattleDialog, yHacnegoBaHHbIM oT QDialog.

K napameTtpam KOHCTpyKTOpa AobasbTe Battle *battle, u coxpaHuTte ero B none knacca.

Paspabortaiite MHTepdeinc dopmbl. OH AoMKeH OoToBpaxKaTb MMEHA CparKkaloWmMXCa, UX YPOBHM
XU3HW. [InA repos caenaiite KHOMKW HaHeCeHUs yaapa M nobera c mecTta 60s.

B KOHCTPYKTOpe BbiBEAMTE MMEHa CPaaloWMXCA B COOTBETCTBYIOWIME BUAMKETbL. CBAMUTE
CUTHA/Nbl U3MEHEHMSA YPOBHA KU3HU C BUAMKETaMU AN UX OTOBpasKeHus.

B knacce ¢popmbl r1aBHOTO OKHa NpUAOXKeHUA co3aaiTe cnoT void battleStarted(Battle *battle).

B aTom cnote cospaitte ananor BattleDialog n 3anyctute ero B MoAanbHOM peXnMeE, UCNONb3yA
exec().

3anyctuTe nporpammy. Y6eauTecb, 4TO OKHO 60A OTOOPAXKAETCA B HYMKHbIA MOMEHT W
oTobparkaeT MHPopMaLmio.

B Knacce Battle o6bsBute curHan battle_hit(Actor *from, Actor *to, int damage), KoTopbii
coobuaeT, 4to nepcoHaxk from HaHEc nepcoHaxy to yaap, yHecwwuidi 340pOBbA B pasmepe
damage.

O6basuTe cnot hero_attack(), peannsauuio noka octaBbTe NycToi. ITOT CNOT BYAET BbI3bIBATHCA
13 nHTepdeica, Koraa Urpok byaer HaHOCUTb yaap.

B ¢opme BattleDialog cosgaiiTe BuaxKeT, € MNomowbio KoToporo 6OyayT oTobparkaTbes
coobuweHns o6 ypapax. 3To moxkeT 6biTb Qlabel, KoTopbii BygeT oTobpaxaTb nocnegHee

coobuieHune, nam QListWidget, B KoTopom byaeT nokasaHa Bca uctopus 6os.

Co3palite B Knacce BattleDialog cnot battleHit(Actor *from, Actor *to, int damage). B cnote
BbiBeAuTe nHGopmMaumio 06 yaape B CO34aHHbIN BUAXKET.

B KoHcTpyKTOpe BattleDialog coeamHute curHan battle_hit() ot battle co cnotom battleHit() u



18.

19.

20.

21.

22.

23.

CUTHaN OT KHOMKM «yaapuTb» co ciiotom hero_attack() B battle.

Job6aBbTe B Knacc Battle metoa hitDamage(int hitLevel, int shieldLevel), koTopbii 6yaeT
BbIYMCAATD YPOH, HAaHECEHHbI 340POBbIO MEepPCoHaXka € ypoBHem wwuTa shiledlLevel, ecnn ero
yaapwnu c cunoi hitLevel.

MOKHO NMPOBECTU BblUMCNEHME, HANPUMEpP, CNeayIoWMM 06pasom. BblumMciMTe MaKCUMasbHYLO
cuny yaapa, Bbluta shieldLevel us hitLevel. MpoBepbTe, UTO pe3ynbTaT HE MeHbLUe NOPOroBOro
3HAYeHMA, eC/IM MeHblle — YCTaHOBUTE MAKCUMAJIbHYIO CWIY yzapa paBHOW Mopory.
CreHepupyliTe ciydyaiHOe YNCNO0 U3 AMana3oHa OT MUHUMAJIbHOTO 3HAYEHUA 0 PAaCCYMTAHHOMO
MaKCMManbHoro. BepHuTe 3To cayyaliHoe uucno. MapameTpbl MUHWMANbHOM CWUAbl yaapa U
nopora 3aganTe No CBOEMY XeNaHuto.

JobasbTe B Knacc Battle meTtopg attack(Actor *from, Actor *to), KoTopbiii obpabaTbiBaeT yaap,
HaHeCEHHbIN NepcoHaxkem from nepcoHaxy to.

B atom meToge nonyunte 3HaveHue getDamage() oT nepcoHaxka from wu getShield() ot
nepcoHaka to. Ha ux ocHoBe BbluMcAUTE € NomMmolblo meToda hitDamage() HaHeCEHHbIN YpOH.
AKTUBUpPYITE curHan battle_hit(). YmeHbwnTe 3HaueHMe 300p0OBbA NepcoHarka to Ha 3HaYeHue

ypoHa.

Croppektupyinte metog changeHealth() B Knacce Actor 4To6bl OH He AaBan YMEHbLNTb YPOBEHb
300poBbA HMXKe 0.

B cnote hero_attack() knacca Battle BbizoBuTe attack(hero, enemy).

3anyctute Nporpammy M HadyHuTe 60i. MpK HaxKaTUM Ha KHOMKY yAapa AO0KHbI 0TobpaxkKaTbes
YBEAOMNEHMA N YMEHbLUATLCA YPOBEHb 340P0BbA Bpara.

lMoKa Bpar He NPUYMHAN Bpeaa repoto. Mcnpasum aTo.

JobasbTte none int timerlD B Knacc Battle. B KoHcTpyKkTOpe 3anyctute Taimep o¢yHKumei
startTimer() c uHTepBanom 500 mc 1 3anomMHUTe ero nageHTuduKatop B timerlD.

[OobasbTe meTog void timerEvent(QTimerEvent *event). CreHepupyiTe cnydyaHoe 4yucio B
HEKOTOPOM [AmanasoHe W cpaBHUTe ero ¢ enemy->strikeProbability(). Ecan creHepuposaHo
MeHbLlUee Yyncno — BbizosuTe attack(enemy, hero).

Ecnn reHepupytoTca umcna B guanasoHe 0..100, a strikeProbability pasHo 50, To Bpar 6yaet
HanagaTb Ha repon B CPeAHEM KaXKAbli BTOPOM TaKT Taimepa. Ecaun strikeProbability pasHo 25 —
TO Kaxgoe YyeTBépToe.

3anyctute nporpammy. YoeauTtech, 4To Bpar CTa/l HAHOCUTb YAapbl repoto.

Tenepb HyXXHO 3apUKCUpPoBaTb GaKT OKOHYAHMA 6oA.

JobasbTe B Knacc Actor metogn bool isAlive(), Bo3Bpawatowmin true ecim ypoBeHb KU3HU
nepcoHaxa 6onbue 0.



O6bsBuTe B Kiaacce Battle curHan battle_finished(Actor *winner, Actor *looser). B meToge
attack() nocne ymeHblueHNA YPOBHSA 340P0BbA aTaKOBAHHOIO NPOBEPbLTE, KUB N OH. EcNn HeT —
ocTaHoBUTE Tamep (MCNosb30BaB COXpaHEHHoe 3HayeHuem timerlD) U aKkTMBUPYMTE curHan
battle_finished(from, to).

24. B knacce ¢opmbl BattleDiallog cospalite cnot void battleFinished(Action * winner, Action *
looser). CoegnHuTe 3TOT CNOT C curHanom battle_finished ot battle.

B cnote BbiBeanTe MHbopmaLmio 0 3aBeplueHnn 6os. MoxHO ncnonbsosatb QMessageBox nam
BbIBECTU TEKCT B KAKOM-HMOYAb BUAMKETE CAMOro OKHa. B nepBom cnyyae MOXKHO 3aKpbITb OKHO
BattleDialog cpa3sy nocne yBegomneHusi. Bo BTOpom — npeaycmoTpuTe KHOMKY, HarKaTtue
KOTOPOW 3aKPOET OKHO. 3Ta KHOMKa A0/1XKHa ObiTb HEAaKTUBHA WM CNpsiTaHa A0 OKOHYaHusA 6os.

25. B knacce Game obbasuTte curHan void game_over(bool result).

B KoHue meToza battle() knacca Game, npoBepbTe, BbIXKWUA /1M Bpar Nocie cpaxkeHus. Ecnm HeT —
yAanuTe ero us otobpaxkeHus enemies. MoKHO €O34aTb CneUManbHbI Kaacc NpeameTos gnn
Ten Bparos (ecam Ans repos ectb CMbICA cOBUPaTh MX), UM MOMECTUTb Ha MECTO Bpara Kakue-To
nosie3Hble NPeAMETbl — €r0 OPYXKME UAKN COKPOBULLA®S.

Tenepb NpoBepbTe, BbIXUA M cam repoid. Ecnm HeT — akTuBMpyiTe curHan game_over() ¢
napameTpom false.

26. PeanusyiiTe B Knacce popmbl r1aBHOTO OKHa urpbl cnot void gameOver(bool result).

B cnoTe nokaxkute cooblieHne o pesyabTatax uMrpbl. ECAIM rnaBHOe OKHO OCTaHETCA OTKPbITbIM,
OTKNHOUYMTE BCE OpraHbl yNpaBAeHUA Urpo.

27. 3anyctuTe uUrpy u nposepbTe eé paboTy.

28. Tenepb caenanTe BO3MOXKHbIM BbIMIpbiw. MoXHO f06aBuTb B cnot heroMoved() kKnacca Game,
NPOBEPKY, YTO UTPOK AOCTUT HEKOTOPOM KOMHATbI, U, BO3SMOXHO, UMeeT ¢ coboi onpenenéHHbIN
npeamet uamM npeametbl. KOMHATYy MOXKHO NOMETUTb $narom, XpPaHAWMMCA Kak nepemeHHas
Knacca Room. Ecnv ycnoBue BbIUTpbila BbINOJIHEHO — AKTUBUPYWTE CUrHan game_over() ¢
napameTtpom true.

29. MNposepbTe paboTy 3aKOHYEHHOW Bepcun urpbl. MoabepuTte 3HaUYeHUA NapameTPOB TaK, YTobbI B
Heé 6bl10 MHTePeCHO UrpaTb.

6 Tak Kkak curHan hero_moved coeauHaetca co cnotom heroMoved() B Knacce Game paHblUe, YeM CO CAOTOM
enterRoom() B knacce MainWindow, To 60l 3anycTUTCcA paHblle, YeM B [/1aBHOM OKHe OygeT noKasaHo
conepMmMoe HOBOM KOMHaTbl. CNoTbl AN1A O4HOMO CUTHaNa Bbi3bIBAtOTCA B TOM MOPAAKE, B KOTOPOM OHU Bblan
noAKAoYeHbl. Moatomy moguobuKauma CNMcka NpeameToB, HaxoAAWMXCA B KOMHaTe, nocne 6oa He notpebyet
OTAENbHbIX YBEAOMNEHU B UHTEpENC.



Ha PUCYHKE NOKa3aHa OKOHYaTe/IbHaA Anarpamma KnaccoB Urpbl.
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MO>KHO BHecTH B Urpy pasainyHble AONOJIHEHUA, KOTOPbIE MOTYT CAeNnaTb eé bonee MHTEDECHOﬁ. Huke
npeacraBieHbl HEKOTOPbIE NAeN, KOTOPbie MOXXHO peain3oBaThb.

[ob6aBbTe BO3MOXKHOCTb A/1A MUIPOKA MOKMHYTb none 60A A0 OKOHYaHWMA cparkeHusa. Ecam repoit
BblOMpaeT «b6exaTb» €ro MOXKHO BEPHYTb B Npeablayllytd KOMHATy MAM B C/AYYaMHYIO COCEAHIOH
KOMHaTy. MOXHO caenatb y Bparos ¢ar, NOKa3bIBaOWMI MOXKHO yberaTb OT TaKOro Bpara Uau Her.

B OKHe 60 MOXKHO 0TO6Pa3nTb MHBEHTAPb repos. TO MOXKET NO3BOINTL: BbIBMPATL OpYXKUE ANA yaapa
AWM WUT Ans 3almTbl. MNonpaBaaTb 340p0Bbe BO Bpems 6uTBbl. Mcnoib3oBaTh BoswebHble amyneTbl
JatoLime BO3MOXKHOCTb MOKMHYTL NoJsie 608 4OCPOYHO, AaXKe ecnu Bpar He No3BoASET.

MoO3KHO caienatb, YTobbl pasHble BUAbl OPYKUA AENUCTBOBANN Ha PasHbIX BParos no-pasHoOMy WAW He
JelictBoBanu Booblue.

MOXHO yMeHbLlaTb XM3Hb repoA Ha HE6OI'IbLLIyPO BE/IMHUHY NPU KaAXAO0OM NepemelleHnUn mexay
KOMHaTammu. ITO He gacT emy rynatb 6eckoHe4yHo 6e3 3anaca eqbl.

MOXHO caenaTb «OTpaB/eHHblE» KOMHaTbl, NpebblBaHWe B KOTOPbIX YMEHbLUAET KW3Hb repos no
TaMepy, UAun cpasy ybusatoLme ero npu BXoze.

MoXHO caenatb ABepW, MPOXo4 Yepes3 KoTopble TpebyeT Hanuuma Yy UrpoKa Kakoua, 3aKAMHaAHUA Uan
BonwebHoro amyneta. Mpu MNOMbITKE NPOWTM 4Yepe3 TaKylo ABepb 6e3 KAuYa MOMKHO MoKasaTb
cooblieHne, NoAcHALLEee, NoYemy MPOX0 He BO3MOXKEH.

MOXHO peaniM30BaTb BO3MOMHOCTb BbIKAaAblBaTb NPeAmMeTbl B KOMHaTax. OrpaHUYMTb YMCAO, pasmep
WM BeC nepeHocMMbIX npeametos. Caenatb nNpeamer «TeeXKy», NMOMOralowmuii npeoaosietb 310
orpaHuuyeHue.

MOHO peann3oBaTb pPas3/IMyHble B3aMMOAEUCTBMA MeXay npeameTamu. Ecim y urpoka ecTb daken u
OFHMBO OH MOMKET 3axeub dpaKken. Hannume 3axkKeHHOro gakena moxKet b6biTb 0653aTesIbHbIM, YTOObI
YBUOETH COAEPHKMMOE HEKOTOPLIX KOMHaT.

MOHO caenatb BO3MOXHbIM Baammop,eﬁcrsme npegmeTos B KOMHaTe. Ecan B KOMHaTe co CTapbiMm
rNyxo 3anepTtbiMm CYHAYKOM MNOJIOXKUTb FOpHU.I,MVI cbaKen, TO CYHOYK MOXET Cropetb, a Ha ero mecre
OCTaTbCA meu.

MO3KHO AaTb BO3MOHOCTb Bparam nepemeLLaTbcs no NabUpUHTY, CIyYaliHO MAM MO YCTaHOBAEHHOMY
MapLipyTy.

MOHO Hacenutb ﬂa6I/IpVIHT HEﬁTpaﬂbelMM cywecrtsamuy, KOTOpble He HaHOCAT Bpeda repoto.
HeKOoTOpbIX U3 HUX MOXKHO NPUPYYUTb U OTAABATb KOMaHAbl Cef0BaTh 33 repoem, OCTaTbCA Ha mecTe
nnn natn rynAatb. o1n cywecCtBa MOryt nomoratb reporo B boto ¢ Bparamm unan BbINONHATbL Apyrue

dYHKLMM.

Mo»KHO AOﬁaBMTb B Urpy pO6OTOB, KOTOPbl€ MOTYT BbINMOJIHATb 3aA4adHHbIE NMPOrpamMmmbl: ABUraTbCA U
nepeHocuTb Npeametbl. ECam B urpe peanmsoBaHa BO3MOXKHOCTb Ae/1aTb «KAYN» ONA p,Bepeﬁ n apyrmne
OorpaHn4yeHuAa, 10 Haanyue pO6OTOB NO3BOJIUT CO34aBaTb CJ/IOXKHbIE TOJIOBOJIOMKHN. Po6oToB Takke
MOXHO I'IpMCI'IOCO6I/ITb ANnA Npoxoda Yyepe3 «KKOMaHTbl CMepTU» N UccnenoBaHMe MeCTHOCTU 3a HUMMN.

Mo»KHO pPeann3oBaTb BO3SMOKHOCTb NPOAaxKun NpeamMmeToB B marasmHe.

MrpoBbIX MarasmHOB MOKET 6biTb HECKOJIbKO, B HUX MOTYT NpoAaBaTh pasHble npeameTbl U N0 pasHbimM
LeHaMm.



