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PABPABOTKA ANDROID-IIPUJIOXKEHUS ,,SNAKE*

[Tporpamma ,,Snake* paspaborana Ha Kotlin [1]. [Ipu 3arpyske
MPUWIIOKEHUS TOSIBIIAETCS MEHIO C YETBIPpbMSI KHONKaMu: «Hauates urpy»,
«Pexopab», «Hactpoiikn», «Mupopmanus». Ilpu Haxkatun Ha J100YIO
KHOIIKY BBI3BIBA€TCS COOTBETCTBYHOLIMK event. HaxxaB Ha kHonky «MB-
dbopmarus», MOKHO MOITYYUTh CBEICHUS O KOHIICTIIIUU MPUIIOKEHHS, €T0
pa3paboTUYMKe U OCHOBHBIX (DYHKIIMSIX MPUIIOKECHHUS.

[Ipn Bxonme B «HacTpoukm» MOJB30BATENb IOTYYAET BO3MOXKHOCTh
VU3MEHUTH LIBETOBYIO TEMY IIPWIOKECHM: LBET TEKCTA, PaMKY, LIBET CaMOU
3MeUKHU. Takxke 31eCb MOXKHO yKa3aTb CBOE UMs, KOTOPOE BIIOCIIEIACTBUU IIPU
HaOOpe OIMpPENEICHHOr0 KOJIMYECTBA OUKOB OYET 3aHECEHO KaK PEKOP/I.

«Pekopab» comepxar uHGopmaiuio 00 UMEHU M CUETE KaXKIOoro,
KTO HalOepeT OoJibllie OYKOB, YeM HPEABIAYIINNA PEKOPJICMEH. XPAHUTh
pekopabl mo3BoJisieT kirace GameCache, companion object, peanusyromnuii
¢yukumro  private  val Context.dataStore: DataStore<Preferences>
by preferencesDataStore(DATASTORE_NAME). 3anuce Bemercs uepes
OTOK ¢ ucnoib3oBanueM Flow<String> = context.dataStore.data.map
{preferences -> preferences]PLAYER_NAME_KEY].

B urpe npencraBieHbl HECKOJBKO KIJIACCOB €lIbl: KpacHas, cepas,
xenrasi, 3eneHas. [Ipu cbenanun KpacHOTO KyOuKa 3MeliKa yBeJIMYUBaeT-
csl U K cuery npubasingercs equuuna. [Ipu cbenanuu 3e1eHoro — 3Meiika
YBEJIMYHMBACTCA U K cueTy mpubaBnsercs nBa ouka. Cepblii KyOuK 3amyc-
KaeT Urpy CHavania, >KeIThli KyOUK yMEHbIIIaeT cueT U 3Meiky. Ha moe
pazmepoM 32x32 mpeacTaBlICHbl TAKXKE CTEHKH, BPE3aHUE B KOTOPHIC 3a-
BepiaeT urpy. [Ipyu Hamon3aHuM Ha CTEHKY WJIM TPAHULBI M1OJIS1 BBICBEUYH-
Baercs Haanuch Game Over U MOKa3bIBAETCA CUET Urphl. | momydeHus
uH(}OpMaIMU O TEKYILIEM COCTOSIHUM UTPbl UCTIONB3YyeTCa MOTOK val state:
Flow<State> = mutableState.
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