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There is a sufficient number of software products that give the oppor-

tunity of orders processing, product distribution and consumer notification 

in the process of some goods delivery. Some of them are very overloaded 

and cannot be clear for an end consumer for each type of product. The 

main goal of this project was to create a better application, excluding an 

extra functionality overload. 

This application is easy-to-use and provides a wide functional range. 

It does not require the installation of additional catalogues or market apps. 

Interfaces are created to give the end user a better perception and interac-

tion. All this provides a good impression after interacting with the applica-

tion and speeds up operations processing. It also gives a better chance that 

the consumer will come back to make purchases again. 

In accordance with the functionality of our application, there are two types 

of scenarios for its use. These scenarios differ in the type of end-user. In 

the first case, the user is a consumer who can order some product. In the 

second case, the user is an administrator, who can operate with products, as 

well as regulate the users workflow. 

The basic workflow can be divided into several parts. First a con-

sumer can login or register in the system. After that, a consumer has the 

ability to check some available products. If a customer will find any need-

ed product then the order can be created.  
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DEVELOPMENT OF THE GRAPHIC DESIGN  

OF THE ESSENCES OF THE GAME «SAVE» 
 

Рассмотрены вопросы разработки графического оформления сущностей игры 

«Save».  
 

The in-game interface and game objects are one of the most im-

portant parts of the game, as they accompany the user throughout the entire 

gameplay. Through the interface, the player receives the necessary infor-

mation and the better its elements are made, the faster the information will 

reach the user. Game objects are constantly interacting, so they should be 

visually pleasing. 

To create high-quality interface and game objects, gently follow 

simple steps in their design: 
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1. Game designer concept. 

2. Element designer layout. 

3. Layout of the interface by the programmer. 

4. Development of the visual part and style. 

5. Implementation of the final versions of elements in the game. 

6. Testing elements. 

The project raises an urgent environmental issue in the world – waste 

recycling. In addition, it may well be used by nature conservation organi-

zations as agitation for other people (young generation and adult popula-

tion) with an appeal: "Take care of the environment" (pic. 1). 
 

 
 

Picture 1 – Game's user interface 
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DEVELOPMENT OF A USER INTERFACE  

FOR AN EDUCATIONAL SERVICE PROVIDER 
 

Рассмотрены вопросы разработки пользовательского интерфейса для провайдера 

образовательных услуг.  
 

The project is a web application for providing educational services 

online. The application is divided into several roles – student and teacher. 

The application has several modules available depending on the user's role. 

The teacher has access to Thematic Planning, Journal, Video Conferencing 

as a creator, Lesson Planning, Diary, Library, and Homework as a review-

er. In turn, the student has access to Videoconferencing as a participant, 

Diary, Library and Homework. 

The web application has a pretty interesting interface, repeatedly 

tested and approved by the testing team. Given the fact that most users use 

РЕПОЗИТОРИЙ ГГ
У И

МЕНИ Ф
. С

КО
РИНЫ




