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EAb PABOTDI

* Q) 30KPEMUTb, YTAYOUTL M PACLLMPUTE TEOPETMYECKME 3HAHMS, MPAKTMYECKME
YMEHMUA 1 HAOBbIKM B COOTBETCTBMM C COAEPXKAHUEM AMCLMMAUHDI, MO
KOTOPOW OHQA BbIMOAHAETCH;

* ©) OBAOAETb HOBbIKOMM CAMOCTOATEABHOM PAOOTHI;

* B) BbIPAOOTATb YMEHMS DOPMYAUPOBATL CY>XKAEHMS U BbIBOAbI, AOTMHECKM
NOCAEAOBATEABHO M AOKA3ATEABHO MX M3ACTATD;

* I) BIDAOOTATE YMEHME MYDANYHOM 3ALLMTDI;

* A) MOATOTOBUTLCA K DOAEE CAOXKHOM 30AQYE — BbIMOAHEHUIO AMITAOMHOM
PAOOTHI.
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Ob UI'PE

Mopckou 6ou - 1rpa MPOUCXOAMT HA MoAe 10x10 KAETOYEK KAXKAOTO MUIMPOKA, HO KOTOPOM PA3MELLLAETCH
APAOT KOPpADAEN. PAOT COCTOMUT M3:

. * 1 KOPAOAD - PAA M3 4 KAETOK HETBIPEXMAAYDOHbIE
. * 2 KOPAOAS - PA U3 3 KAETOK TPEXMAAYOHbIE

. * 3 KOPAOAS - PAA M3 2 KAETOK ABYXMAAYDHbIE

. * 4 KOPAOAS - PA M3 1 KAETOYKM OAHOMAAYOHbIE

[oyn pA3MELLLEHMM KOPADAU HE MOTYT KACATbCH APYT APYLA YTAGMM. [TAAYObl KOPABAEN HOAO CTPOMTD (B
AMHEUNKYY, Q HE M3rMBAMM. [AOBHOE: HEABL3 CTPOMTb MAAYObl OAHOTO KOPAODAS MO AMATOHAAU. [ePEA HAYOAOM
DOEBbLIX AENCTBMM UTPOKM BPOCAIOT XXPEDUM MAM AOTOBAPUMBAIOTCH, KTO OYAET XOAUTL MEPBLIM. NTPOK,
BbINMOAHSIOLLLMI XOA, COBEPLUAET BbICTPEA — HA3bIBAET BCAYX KOOPAMHATL| KAETKM, B KOTOPOM, MO Er0 MHEHMIO,
HAOXOAMTCSA KOPAOAb MPOTUBHUKA, HAMPUMEP, KA T». ECAU BBICTPEA NPULLEACS B KAETKY, HE 3AHATYIO HM OAHUM
KOPAOAEM NPOTUBHMKA, TO CAEAYET OTBET {MMMO ) 1 CTPEAABLLMIM UTPOK CTABUT HA HY>KOM KBAAPATE B OTOM
MeECTE TOYKY. [1PABO XOAQ MEPEXOAMT K COI‘Ie[i)HMKy. ECAM BbICTPEA MPULLEACSH B KAETKY, TA€ HOXOAMTCH MHOTO
TPYOHbIM KOPADAL (PA3MEPOM BOAbLLIE HEM | KAETKA), TO CAEAYET OTBET «PaHMA). CTpEeAdBLUMIM MIPOK CTABMT HO
YY>KOM MOAE B ITY KAETKY KPECTUK, A €ro NPOTUBHMK CTABUT KDECTUK HO CBOEM MOAE TAKXKE B ITY KAETKY.
TPEAABLUMM UTPOK MOAYHAET MPABO HA €LLLE OAMH BbICTPEA. ECAM BbICTPEA MPULLEACSH B KAETKY, TA€ HOXOAMTCH
OAHOMAAYOHbIM KOPAOAb UAM MOCAEAHIOID HEMOPOXKEHHYIO KAETKY MHOTOMAAYOHOIO KOPADAS, TO CAEAYET OTBET
«lMotonAaeH nan «Youthy. O6a Urpoka OTMEYatoT MOTOMAEHHbIM KOPAOAb HO AUCTE. CTPEAABLLMIN UTPOK NOAYHAET
MPOBO HA €LLLE OAMH BbICTPEA. [TODEAUTEAEM CHYUTAETCA TOT, KTO NEPBLIM NOTOMMT BCE 10 KOPADAEU MNPOTUBHMKA.
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[The designations in game]
Bomb: o

it ¢ X
Ship: Vv

Press any key to continue



HAYAAbHOE MEHIO

«BbIBOP PEXXMMA UTPIy

[Select game mode]

[1] Player vs Player
[2] Player vs Computer
[0] Exit



[Player vs Player]

[1]
[2]
(3]
[4]
(5]
(6]

Set ships
Set ships
Set ships
Set ships

PEXNM UIPb

rand, Playerl
manually, Playerl
rand, Player2
manually, Player2

Rename players
Start BATTLE
[0] Back to main menu

(PLAYER VS PLAYER»



RAND PACCTAHOBKA KOPABAEU
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[Player vs Player]
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--> [1] Set ships rand, Playeril
[2] Set ships manually, Playerl
[3] Set ships rand, Player2
[4] Set ships manually, Player2
[S] Rename players
[6] Start BATTLE

[6] Back to main menu

Y | LU R

UL | IRUUUT AU | Ut < || e

UG | IR |

< UUL | IR <. A1
1

[T T T T D

(TN IETET | T T | N (TR

O o ~ N v S w N -

< < LU R

| |

[y
)

et v e e R e v e f &< |

e J v e W < < < N < | o ) <
il

o J o< A i

o I o o 0 o< 0 < 0 < O v fF e W oisner 11 vt

|

MO ESES ESm

o1 v 0 v v )
3

‘m < |

Playerl, ships succesfully installed



MANUALLY PACCTAHOBKA
KOPABAEW
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[Player vs Player] 2
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[1] Set ships rand, Playeri 3{”55%33;33;3
--> [2] Set ships manually, Playerl a
[3] Set ships rand, Player2

[4] Set ships manually, Player2 S
[S] Rename players 6
[6] Start BATTLE
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[@] Back to main menu ne T
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Entered the coordinates 4 deck ship
Al - Ji1e:



PEXUM UTPbI

«PLAYER VS COMPUTERY

[Player vs Computer]

[1] Set ships rand, Playeril
[2] Set ships manually, Playeril
[3] Rename players
[4] Start game
[06] Back to main menu
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Goes Playeri
Enter koordinat A1 > J10: _
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UML AMATPAMMA KAACCOB

PREDICAT_downed_ship

Ship 1

1

A Ship

= Attributes
- alive : bool
- dir_n : direction
- new_chip : char*
- num_deck_ship : int
- num_shot : int
- x_begin : int
-x_end :int
- v_beaqin : int
-y_end:int

= Operations

+ void dead_zone_the_ship{char arr[...

A PREDICAT_downed_ship
= Attributes

-x:inkt

-y int

= Operations
+ bool opera-or }(SHIP obj)

PREDICAT _downed_ship

Game

10 1

=

1

»

Game
Attributes
- new_generate_koording: : bod
= X tink
- _w_ink
Operations

+ woid COMP_vs_Player(Player compOEB], Player playe...
+ vaid designatiors_in_game()

+ void Player_vs_COMP(Player playerCBl, Player com...
+ woid Player_vs_PlayenPlayer player1CBJl, Playver pla...
+ void start_game()

+ waid timer_start_battle()

A

= Attributes
- battle_Ffield_arr[10][10] : char

- name : sktring

- num_ship : int

- ships : vector<SHIP >
=l Operations

+ void all_set_ships_manually()
+ void all_set_ships_rand()

- hiden_sea_battle[10][10] : char

+ void show_sea__battle_hidden _player()

Player

+ bool inspection_of _the_ship_at_the_touch{int x, int y, direction dir, int size_deck)
+ friend istream@: operator = ={istream&stream, Playera: obj)
+ friend ostream®&: operator <<{ostream&stream, Playera: obj)
+ vector <SHIP > set_ship_manually{int size_deck)

+ wvector <SHIP > set_ship_rand(int size_deck)

Hayer

Game 1




GRAPH AMATPAMMA
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