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OnucaHwne

- Urposoe none 8x8 KNeTok.
- bnoK npeanoXKeHHbIX KOoMaHA:

][] [m] 7] [F1][F2]

Bnepep, Bneso Bnpaso [lpbIXKOK OYHKUMN

- Anroputm n aBe GPyHKLUUK, KOTOpble ByayT OTAaHbI Ha
BbinonHeHue pobory.

Llenb: aocTtaBuTb po60Ta B KOHEUHYIO TOUKY NOAA.
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Congratulations

You have passed
this level!
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Knaccos.

RohotGame

MyLevelScreen

+ setScreent) : void

+render() ; void

MyLevel

- myLevel: Level[][]

+draw() : void

MenuScreen

ChooselevelScreen

- lewell: Level 1]
- level2: Level T
- leveln: Level[[]
- myLewvel: Level ][]

TPYKTYPaA NMPOEeKTa

Cell

Block

Rohot

- cellType: CellType

- blackType: BlockType

- direction: Direction

+ drawi) : woid

+ draw() : woid

+ draw) : vaid

I

GameWorld

b

GameScreen

Level

- height: int

- world: GameWorld

- algorithm: Celll ][]
- FL: Cell[1]
- F2: Cell[][]
- comands: Cell[][] o
- robat: Robat

- blockLevel: Block[111] =
- lewel: Level[ ][]

+draw() : void

+ maver) : vaid

+ AnimiWithoutMoved) : void
+update() : void

- renderer: GameRenderer

GameRenderer

- world: GameWWorld

- level: Lelvel[ 101

+draw() ; void

+render{) ; void




,-fl-'aHbI Ha byayulee

- Cpenatb 6bonblue ypoBHEWN;

- [1o6aBnTb coxpaHeHmne cobCTBEHHbIX YPOBHEWN;
- ONTMMM3NpPOBaATb NPUIOKEHUE, NCMPABUTD
6arv u HegopPa3yMeHuUs.



3aK/1rn4YeHune

B xoae co3aaHnsa MHANBUAYA/IbHOMO NPOeKTa bbian
CUCTEMATU3NPOBAHbI 3HaHMSA, NO/lyYEeHHble BO BpemMs 0by4yeHunA B
IT WKone, a Tak e 6bI1 NpMobpeTeH HaBbIK X MPAKTUYECKOro
NPUMEHEHMUA.



