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Ko 1 HaumeHnoBanue

KOI[ 1 HAUMCHOBAHUC MHAUKATOpPA JOCTUIKCHUSA

00BEKTOB BHM3yalbHON WH(pOpMaIuu,
UACHTU(DUKAIINA U KOMMYHUKAIAH

KOMIIETEHIMI BbINYCKHUKA KOMITETCHLIUH
IIK-3  Cnocoben  ocymectBusath | [IK-3.1. Ananusupyer wuHQOpManuio, HAXOIUT H
XyJ10KECTBEHHO-TEXHUYECKYIO 000CHOBBIBAET MIPaBUIIBHOCTh MIPUHUMAEMBIX
pa3paboTKy JIA3aiH-TIPOCKTOB, | IU3aMHEPCKUX PEIIEHUHM C  Yy4ETOM  IOXKEJIAHUU

3aKa3dyuKa U HpeI[HOLITeHI/Iﬁ ueneBoﬁ AYAUTOPUH

[IK-3.2. Hcnonb3yer chnenuaJbHbie KOMITBIOTEPHBIC

IIPOrpPaMMbI JUIs IIPOEKTUPOBAHMUSI 00BEKTOB
BU3yalbHOW  HMHQOpPMAIMH,  HACHTUDUKALMA U
KOMMYHHUKAIUH

[1K-3.3. BeicTpanBaeT B3aMMOOTHOIICHUS C 3aKa3YHKOM
C COOJIIO/IEHUEM JIEJIOBOTO ITUKETA

I1K-4.1. Co3maeT KOHLEIMIMI ¥ 3CKU3 TpadUuecKoro
JM3aliHa T0JIb30BaTEIIbCKOT0 HHTEpdeiica

IIK-4.2. PaspabaTeiBacT mpOTOTUI HHTepdelica B
BbIOpAaHHOW HMHCTPYMEHTAJIBHOM cpele Ha OCHOBE
aHaym3a HHGOPMaIUU O B3aUMOCHCTBUY MTOJIb30BATEIIS
¢ rpaduyecknmu nHTEpdEiicamu

[1K-4.3. Opranusyer mnpoiiecc TECTUPOBAHUS MPOTOTUIIA
uHTepdeiicoB

[1IK-4. Cnocoben CO3/1aBarh
BU3YaJIbHbIA  JU3allH  DJIEMEHTOB
rpaduIecKoro 10JIb30BaTEILCKOTO
uHTepdeiica

Komnerennusi: IIK-3. CnocoGeH ocymecTBJIATh  XY/A0:KeCTBEHHO-TEXHHYECKYIO
pa3padoTKy AU3aiH-NPOEKTOB, 00bLEKTOB BHU3YaJlbHOH HH(popManuu, HACHTH(PUKALUH H
KOMMYHHUKAaLNH.

IIK-3.1.

Ananuszupyem ungopmayuio, Haxo0um u 000CHOGbI6AEM NPABGUILHOCID NPUHUMACMBIX
OU3QUIHEPCKUX PEUWIeHUIl ¢ YYEemoM HRONCEIAHUN 3aAKA34YUKA U NPeonoYmeHuil ueneeoil
ayoumopuu.

7 cemecmp

1.  Kakoii gaxrop sBisercs Haubosee BaXKHBIM IIPU aHaIU3€ TPeOOBAaHMM 3aKazuuKa Jis
MPUHATHS TU3alHEPCKUX PEIIEHUH B UTPOBOM ITpOoeKTe?

a) JInuHble NpeArnouTeHUs au3aiiHepa

0) Ioxenanus 3aKa3uyMKa U MPEANOYTEHHS LeJIeBO ayAUTOPUH
B) MoaHbI€ TpEeH b

r) CII0)KHOCTh peanu3aiuu

2. Kakoii MeTos aHamM3a MOMOTaeT ONPEISIUTh MPEANOYTCHUS IETIEBON ayTUTOPUH TPU
pa3zpaboTke urpoBoro unrepdeiica’?

a) Tonpko MHTYHIUS qU3aiiHEepa
6) KonupoBaHue ycrenHbix NpoeKTOB
B) UccienoBanue neneBoil ayiMTOPUH M MOJIb30BATEIbCKOE TECTHPOBAHHE

r) CryuyaiiHbIi BBIOOD pelieHui



3. Kakue ucrounuku wuHpopManuu HEOOXOAMMO AaHAJIU3UPOBATh IMPH OOOCHOBAHUH
An3ailHepCKUX pelIeHuid Uit urpoBoro uHTepdeiica? (neckonvko sapuanmos omeema)

a) [MoxxenaHus 3aKka3yuKa

0) JInunbie BKyChI pa3paboTunKa

B) MHeHue ciy4ailHbIX JH0AeH

r) llpeanoyrenus uejieBoii ay1uTOPUHU

4.  Kakoil MOKyMEHT OOBIYHO HCHONB3YyeTCA Ui (UKCAIMM U aHaidu3a TpeOOBaHUM
3aKa34yrKa K UITPOBOMY IPOEKTY?

a) Texnuueckoe 3aganue Wi opud
0) JInunbie 3ameTKH

B) YCTHBIE IOTOBOPEHHOCTH

') DCKU3bI

5.  Kakue acniekTsl HEOOXOJUMO YUUTHIBaTh MPU OOOCHOBAHUM JU3aWHEPCKUX pEIICHUN
111 MOOMJIBHOTO UTPOBOro HHTep(eiica?

a) OrpannyeHusi MOOMJILHBIX YCTPOMCTB (pa3mep 3KpaHa, NPOU3BOANTEIbHOCTD)
0) Tonpko BU3yallbHAs IPUBJIEKATEILHOCTD

B) Oco0eHHOCTH B3aUMO/elCTBHUS N0JIb30BaTe/Isl ¢ MOOMJIbHBIM YCTPOHCTBOM

r) ClI0)XHOCTh KO/1a

8 cemecTp

6. Kakoii momxonq K TPUHATHIO [AM3AHEPCKUX pelIeHUN sBiseTca Haunbonee
000CHOBAaHHBIM?

a) PelieHus1 Ha OCHOBe aHAJIN3a JAHHBIX U TPeOOBaHUI
0) Pemennst Ha OCHOBE UHTYHITUU

B) Pelienus Ha OCHOBE KOTMPOBAHUS

r) Pemenus 6e3 o6ocHOBaHMS

7. Kaxk Ha3pIBaeTCs MpOLECC U3yYeHUs U MOHUMaHMS MOTPEOHOCTEH 1eNIeBON ayTUTOpUU
nepesl IpUHIATHEM AU3aHHEPCKUX PELIeHUI?

OrtBer: ucciaenosanue aynuropuu uiau User Research

8. Kako#t noOKyMeHT comepKuT omnucaHue TpeOOBaHMM W TIOKETAHWH 3aKa3yuka K
IIPOEKTY?

Otger: Opu( UM TEXHUUECKOE 3a/IaHHE
9.  3amonHHTE MPOIYCK B TEKCTE:

[Tpu npuHATHM OU3allHEPCKUX pEHIeHHH HEOoOXOAWMO IMPOBECTH TpeOoBaHUi
3aKa3uuKa U MpearoyTeHUH 1eJIeBON ayAUTOPUH JIIsl 0O0CHOBAaHUS BHIOODA.

OTBer: aHaIu3

10. Kax Ha3biBaeTcs mpolecc NPOBEPKH COOTBETCTBUS JU3aHHEPCKUX PELICHUN
TpeOOBaHUAM 3aKa34yMKa U MPEANOUYTEHUSIM LEIeBON ayTUTOPUU?

OTtBer: BaJIu1aliusa WJIH IMPOBEPKA COOTBECTCTBUSA



ITIK-3.2.

Hcnonvzyem cneyuanvHvle KOMRbIOMEPHbIE RPOZPAMMBL  OlA  NPOEKMUPOBAHUS
00beKmo6 eu3yanvHoll ungopmayuu, UOeHMUPUKAUUU U KOMMYHUKAUUU .

7 cemecTp
11. Kakas Texnosorus ucnomns3yercs Phaser.js miis pennepunra rpaduku B Opaysepe?
a) SVG
0) Canvas u WebGL
B) Flash
r) Java Applet
12. Kakoii meron B Phaser.js ucnomnb3yercs uiss HHULIMATH3AUN HOBOM UTPHI?
a) ‘new Phaser()’
6) "Phaser.create()
B) new Phaser.Game()’
r) Phaser.init()’

13. Kakue OCHOBHBIE THITBI UTPOBBIX OOBEKTOB HMCIONB3YyIOTCs B Phaser.js s co3manus
UTPOBBIX CIICH? (HECKOIbKO 8apuUanmos omeema)

a) Cnpaiitsl (Sprites)
6) HTML snemeHTsI
B) I'pynnsi (Groups)
r) CSS crumm
14. Kaxoii komnoneHT Phaser.js oTBeuaer 3a ynpasiieHue GU3NKONH UTPOBBIX OOBEKTOB?
a) Physics Manager
6) Arcade Physics
B) Matter Physics
r) BepHubl oTBeTHI 0) U B)

15. Kakue wmeronsl ucnoib3ytorcs B Phaser.js ni1s o0paOoTKM  KOJUIM3UH  MEXIY
UTPOBBIMU 00BEKTAMU? (HECKOILKO 6apUAHIO8 OMEema)

a) collide()’
0) overlap()’
B) intersect()
r) ‘merge()’

16. Kakoit meron B Phaser.js ucnosib3yercst uisl 3arpy3kd HM300paXeHHH U JAPYIHX
peCypcoB Tepe/l HadyajaoM Urphl?

a) load.image()’
6) preload.image()’
B) assets.load()’
r) ‘resources.add()’



17. Kak Ha3bpIBaeTCsl OCHOBHOM Kiiacc B Phaser.js, KOTOpBIi IpeACTaBiIsIeT UTPOBYIO CLEHY?
OtBet: Scene

18. Kakoii meron ucnonn3yercst B Phaser.js anst co3nanust aHuMaIuy CrpaiiToB Ha OCHOBE

IOCJIICJOBATCIbHOCTH Ka,HPOB?

OtBert: createAnimations uiaum anims.create
19. 3amonHUTE NPOMYCK B TEKCTE:

B Phaser.js mis ynpaBieHHsT UTPOBBIM LIUKJIOM HCIOJB3YETCS] METOJ ,

KOTOpBIﬁ BBI3BIBACTCA Ka)K,I[BIfI KaJp UI'PLI.

OrtBet: update

20. YcTaHOBUTE COOTBETCTBHE MEX Ty MeToiamu Phaser.js u ux Ha3HaYeHHEM:

Dopmamel patinos Xapakmepucmuxa
a) this.add.sprite()’ 1. Coznmanue hu3nyecKoro rea st 00beKTa
0) this.physics.add.existing()’ 2. JlobaBieHue crpaiita Ha ClIeHY
B) this.input.on() 3. O0paboTka cOOBITHIT BBOJIA MTOJIE30BATEIS
r) this.cameras.main.setBounds()® 4. HacTpolika rpaHuil KaMepbl

OtBet: a-2, 6-1, B-3, -4
8 cemecTp

21. Kakoit xommonent Unity WebGL wucnone3yercs s co3gaHusi MOIb30BATEIBCKOTO

uHTepgeiica?

a) Sprite Renderer
0) Canvas

B) Mesh Renderer
r) Particle System

22. Kako#l s3bIK MPOrpaMMHPOBAHUSI WCIOJIB3YeTCs Il HamucaHusi ckpuntoB B Unity

WebGL?

a) JavaScript
6) Python

B) C#

r) Java

23. Kakue ocHoBHbie 3mmeMeHTHl Ul moxHO co3mate B Unity WebGL mns urposoro

uHTepdeiica? (neckonvko sapuanmos omeema)

a) Button (kHonka)

6) UrpoBbie nepcoHaxu
B) Text (Tekcr)

r) ®usnyeckre 0ObEKThI

24. Kakoit kommoHenT Unity WebGL mo3BonsieT co3maBaTh alanTHBHBIE HHTEP(ENCHI,

KOTOPLBIC aBTOMATHUYCCKHU IMMOACTPAUBAIOTCA IO pa3Mep 3KpaHa?



a) RectTransform
6) Transform

B) Rigidbody

r) Collider

25. Kakue wunctpymentsl Unity WebGL wucnonw3yrorcs s pabOTbl C HIPOBBIMHU
00BbeKTaMH U CIieHaMu?

a) Hierarchy (nepapxusi 00eKTOB)
0) Inspector (MHCNEeKTOp CBOMCTB)
B) Tosbko KOJIT

r) bpaysep

26. Kakoii pexxum penaepunra Canvas B Unity WebGL ucnons3yercs st co3ganus U,
KOTOPBIH OTOOpa’KaeTcs MOBEPX BCEX MIPOBBIX OOBEKTOB?

a) Screen Space - Overlay
6) World Space

B) Screen Space - Camera
r) Bee nepeuncienuble

27. Kakx HaspBaeTcsi ocHOBHOW 00BekT B Unity WebGL, kortopsrit comepxkut Bce Ul
a7IeMeHThI uHTEepdeiica?

Oteer: Canvas
28. Kakoit xommonent Unity WebGL wucnonms3yercss i mosuimonupoBanus Ul
3JIEMEHTOB OTHOCHUTEIIBHO KpaeB IKpaHa?

OtBet: RectTransform wian Anchors

29. 3amoyiHuTe MPOMYCK B TEKCTE:

B Unity WebGL nns co3nanus MHTEpakTUBHBIX 2JIEMEHTOB MHTEpdeiica ucrnonb3yercs
cUcTeMa , KoTopast 00pabaTbIBaeT COOBITHSI B3aUMOICHCTBUS OJIB30BATEIS.

Ortser: Event System nin Events

30. YcranoBute cooTBeTcTBHE MeX Ay kommnoneHtamMu Unity WebGL u ux HazHaueHHeM B
CO3JIJaHUHU UTPOBOTO WHTEpeiica:

Komnonenmur Unity WebGL Hasnauenue
a) Canvas 1. OcHoBHoi1 koHTeHep i Becex Ul anemeHToB
0) Button 2. VuTepakTuBHBIA dneMeHT s 00pabOTKH
KJIMKOB
B) Text (TextMeshPro) 3. OtobpakeHne TEKCTOBOI HH(MOpMAITHH
r) Image 4.  OrobOpaxeHue rpa@HUuecKux  DIIEMEHTOB
uHTepdeiica

OtBert: a-1, 6-2, B-3, -4

IIK-3.3.

Bblcmpaueaem 63AUMOOMHOWEHUSA C 3AKA3UUKOM C COOII00CHUEM 0€/106020 IMUKEMA.




7 cemecTp

31. Kakoit crmocod KOMMyHHUKAIIMU C 3aKa3YUKOM SIBJISIETCS HAMOOJee MOAXOAITUM JIJIst
oOCyXIeHHs TpeOOBaHUMN K MTPOCKTY?

a) ToJIbKO YCTHBIC IOTOBOPEHHOCTH

0) [lucbMeHHAast JOKYMEHTAIUS U PeryJisipHasi o00paTHas CBI3b
B) CooO01eHust B MeCCeHKepax 0e3 MOATBEPKIACHUS

r) UrHopupoBanue 3ampocon

32. Kakue acnekTsl BaKHBI TP BBICTPAWBAaHWUM B3aUMOOTHOIICHHA C 3aKa34uKoOM?
(HeCKOIbKO 8apuanmos omeema)

a) Co0J1101eHUEe CPOKOB M 00513aTeJILCTB
0) UrnopupoBanue TpedoBaHUMN

B) [Ipo3payHocTh B KOMMYHHKALUH

r) N36eranue oOpaTHOii CBSA3M

33. Kakoii JOKyMEHT OOBIYHO HCIOJIb3YeTCs i (opManu3aliil JOTOBOPEHHOCTEH C
3aKa34uKoM?

a) YCTHbIE JOTOBOPEHHOCTH
0) orosop
B) JInuHbIe 3aMeTKH
') DCKU3bI MPOEKTA
34. . Kakue neficTBusI criocoOCTBYIOT 3 PEKTUBHOMY B3aUMOJICHCTBHIO € 3aKa3UUKOM?
a) M36eranue oOmieHus
0) Peryasippoe nangopmupoBanue 0 nporpecce npoexkra
B) YueT noxeJaHuil 1 00paTHOM CBSI3M 3aKa34YMKa
r) UrnopupoBanue TpeGoBaHu

35. Kakoi#i TepMUH ONHCHIBAET MPOIIECC PETYISIPHOTO HHPOPMHUPOBAHUS 3aKa3UMKa O XO0/1€
BBINOJIHEHUS NTPOEKTa?

Otget: 00paTHas CBA3b
8 cemecTp

36. Kakolf momxom K pemIeHWI0 pa3HOTJAacHid C 3aKa3uuKOM SIBIISIETCS HamOoee
npo¢eccuOHATbHBIM?

a) KondponTrarus

0) KoHCTPYKTHBHBII JMAJIOT U OUCK KOMIIPOMHCCOB
B) rHopupoBaHue 3akazunka

r) OTka3 oT IpoekTa

37. Kak Ha3bIBaeTCs MpOIECC OOCYXKACHHS TPEOOBAHHMM K MPOEKTY C 3aKa3YUKOM Iepe]l
HayajioM paboTbI?

a) [IpezenTarus
0) bpudunr
B) BcTpeua



r) Koncynpranus

38. Kak Ha3wIBaercs MNPEATTOKEHUEC AJIBTCPHATUBHOI'O pPEIICHHA, KOTOPOC YYHUTBHIBACT
IMOKCJIAHUS 3aKa3YNKA U TCXHUUESCKHEC BO3MOKHOCTHU?

a) Komnpomucce
0) Otkas

B) YiabTUMaTyM
r) TpeboBanue

39. Kak HaspiBaeTcsi mporecc OOCYXACHHUS PE3yJIbTaTOB TECTUPOBAHUS IMPOTOTHIIA C
3aKa3auKoM?

a) [IpezenTarus

0) leMoHCcTpa U
B) OTuer

r) Koncynpranus

40. Kakoii JOKYMEHT IIOMOTaeT 3aKa3uyuKy IOHSITh, KaKWe TEXHOJIOTMH HMCIOIb30BaHbI B
npoekre?

a) TexHuueckoe 3a1anue

0) TexHuveckasi JOKyMeHTAUs
B) Jlorosop

r) Cmera

Komnerennusi: IIK-4. CnocoGen co31aBaThb BH3YaJbHbIH JAH3ailH 3J1€MEHTOB
rpaguyeckoro noJb30BaTe1bCKOro uHTepgeiica
IIK-4.1

Co3z0aem Konuenyuilo u ICKuU3 2paguueckozo Ou3aiiHa NOAL306AMENLCKO2O
unmepeiica

7 cemecTp

1. Yro o3nauaet ab6peBuarypa HUD B koHTekcTe UTpOBBIX HHTEp(heiicoB?
a) Human User Design

0) Heads-Up Display

B) High User Definition

r) Human User Development

2. Kakoii mpwHIOMT TPOSKTHPOBAHUS HWTPOBOTO HWHTEpdeiica obecrieunBaeT OBICTPHIi
JOCTYH K BaKHOW MH(pOpPMAaLIUU IS UTPOKa?

a) MuHuMaI3M

6) Cummerpus

B) UHpopmanmnonnas uepapxus
r) [{BeToBas KOHTPAaCTHOCTH

3. Kakwue sneMeHThl 00BIYHO BXOJAT B cocTaB urpoBoro wHTepdeiica (HUD)? (heckonvko
gapuanmos omeema,)

a) UnagukaTop 310poBbs
0) ®oHOBOE N300paKeHUE YPOBHS

B) MuHu-Kkaprta



r) UrpoBeie nepcoHaxu

4. Kakoli »Tam TPOEKTHPOBAHHMS HWIPOBOTO HMHTepdeiica MNpeamecTByeT CO3IaHHIO
3CKU30B?

a) [IporpammupoBanue

0) Konuenrtyaauszanus u aHaJu3 TpeOGoOBaHUH
B) TecTtupoBanue

r) [lyOnukanus

5. Kakoil MHCTpyMEHT daiie BCEro HCIOIb3YeTCs JUIS CO3JaHUs 3CKU30B HMIPOBOTO
uHTepdeiica Ha HaYaIbHOM 3Tane?

a) Unity WebGL

0) Phaser.js

B) I'padpnmueckue penakropsl wim dymara
r) HTML/CSS

6. Kakoii TepMHH ONMCBIBaCT MPOIECC CO3AAHUS IPEIBAPUTEIBHBIX HAOPOCKOB
uHTepdeiica nepea qeTaabHON MpopaboTKOM?

OtBer: ckeTynHr uiau Wireframing

7. YcTaHOBUTE COOTBETCTBHE MEXIy OJJIEMEHTaMH WIrpoOBOro wuHTepdeiica u  ux
Ha3HA4YCHUEM:

Dnemenmsi uepogo2o unmepghetica Hasnauenue
a) Unaukarop 310poBbs 1. HaBuraius u opueHTalus B UTPOBOM MUPE
0) MuHu-Kapra 2. OToOpaskeHne TEKYIIETro COCTOSIHHS TIEPCOHAXKA
B) NHBeHTapH 3. YnpaBieHue npeaMeTaMu U pecypcaMu
r) MeHro naysbl 4. JlocTym K HACTpOMKaM M BBIXOY U3 UTPHI
OtBeT: a-2, 6-1, B-3, 1-4
8 cemecTp

8. Kakoii »tam co3gaHMs KOHLENIMM HHTepdeiica 111 MOOWIBHON HUIphl SBISETCS
nepBeIM?

a) [IporpammupoBanue

0) AHa/1u3 TPeOOBAHMI M 1eJICBOH ayIUTOPUH
B) [IyOnuxarms

r) TectupoBanue

9. Kakue snemMeHTHl HEOOXOJMMO YUYUTHIBATH MPU CO3JAaHUM ICKU3a HHTepdeiica ans
MOOUIIBHOU UTPBI? (HECKOIbKO 8aApUAHOE Omeema)

a) Pasmep ’kpaHa u pa3peuieHue

6) Tonbko 11BeTOBas cxema

B) Oco0eHHOCTH B3auMOeiicTBUS (KACaAHUS, )KeCThI)
r) JInuHble npeAnovYTeHus qu3aiiHepa

10. Kakoit uactpyment Unity WebGL ucnonb3yercs st BU3yaabHOTO POSKTUPOBAHUS
uHTepdelica mepea mporpaMMUpOBaHuEM?
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a) Tonpko KOJI

0) Scene View u Ul 2;1emeHTBI
B) Asset Store

r) Build Settings

11. Kakue npuHIUIBI JU3alilHa BaXKHBI TPU CO3JAHWM KOHIICIIIMKA HHTepdeica s
MOOWIBHBIX UTP? (HECKOIbKO 6apuanHmos omeema)

a) [leperpyxeHHOCTb JeTAIAMU

0) MuHMMAIH3M M IPOCTOTA

B) CityuaiiHoe pacrosoKeHne 3JeMEHTOB
r) BusyanbpHas uepapxus

12. Kakoit komnonent Unity WebGL mo3BomnsieT co3ngaBaTh afanTuBHbIE HHTEP(EHCHI,
KOTOpBIC aBTOMATHYECKH OJICTPANBAIOTCS TI0]] Pa3JINIHBIC pa3MepPhbl SKPAHOB?

a) Transform

6) Rigidbody

B) RectTransform ¢ sskopsimu (Anchors)
r) Collider

13. Kak HaspBaeTcs cuctema noszununoHupoBanHusi Ul snementoB B Unity WebGL,
KOTOpas IO3BOJISCT 3aKPETUIATh UX OTHOCHTEIHHO KpacB dKpaHa?

OtBer: Anchors nian SAxops

14. Kakoif TepMHH ONHUCHIBAET MPEIBAPUTEIBHBIN HAOpPOCOK uHTEpdeiica mepen
JeTanbHOI MpopaboTKOM?

OtBer: Jckn3 min Wireframe
15. 3amonHuTe NMpPOMycK B TEKCTE:

[Ipy co3maHuMM KOHLENMUUU HHTepdeiica ani MOOMIBHOM WIpPhl Ba)KHO YUUTHIBATH
YCTPOICTBa, 4YTOOBI 371EMEHTHI ObUTH YAOOHBI JUIsl B3aUMOIEHCTBHSL.

OTBeT: pa3Mep IKpaHa UJIH OTPAHUYEHUS
IIK-4.2.

Paszpabamuieaem npomomun unmepdgpeiica é 6b10paHHOll UHCMPYMEHMATbHOI Cpede Ha
OCHOGe aHanu3za uHGopmayuu o0 63aumoolelicmeuu noav3oeamensn ¢ zpaguuecKumu
unmepgeiicamu

7 cemecTp

16. Kako#i kommnoneHT Phaser.js mo3BoisieT co3maaBaTh WHTEPAKTHUBHBIC KHOTIKH IS
UrpoBOro uHTEpdeiica?

a) Interactive Object
0) Button

B) Ul Container

r) Clickable Sprite
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17. Kakme w™erompl wucnonb3yiorcs B Phaser.js mis o0paboTku B3auMOIEHCTBUS
I0JIb30BATEIs C AJIeMeHTaMu uHTepdetica? (neckonbko eapuanmos omeema)

a) ‘setinteractive()’

0) on(‘pointerdown’)’
B) ‘addEventListener()’
r) ‘bind()’

18. Kakoii moaxoa UCTIOIB3yeTCsS IpH pa3padoTKe MPOTOTUIIA HHTepdeiica A1 aHaTu3a
B3aUMOJEUCTBHUA I0JIHL30BATENS?

a) Tonpko BU3yalibHOE IPOEKTUPOBAHKE

0) User Experience (UX) anaiu3 1 TecTUpOBaHue
B) [IporpammupoBanue 6€3 miaHupoOBaHUs

r) KonupoBanue nuntepdeiicoB Apyrux urp

19. Kakoii meron B Phaser.js ucronb3yercs aist CO3aHusI KOHTEWHEPa, 00bEIHHSIONIETO
HECKOJIBKO 3JIEMEHTOB HHTepderica?

a) this.add.container()’

0) “this.create.group()’

B) this.ui.panel()’

r) “this.interface.container()’

20. Kaxk Ha3bIBaeTCs Impolecc co3faHus pabdoueil moaenu wHTepdelica IUisi MPOBEPKU
(GYHKIMOHATIBLHOCTH U B3aUMOJECHCTBUS?

OTBeT: NPOTOTUNIMPOBAHUE
21. 3anojHMTE MPOIYCK B TEKCTE:

[Tpu pazpabotke npototuna uHTepdeiica B Phaser.js BaxxHO obecrieunTh ,
YTOOBI AJIEMEHTHI KOPPEKTHO 0TOOpAKAIUCh Ha PAa3HBIX YCTPOUCTBAX.

OTBeT: a1aNTUBHOCTD

22. YcTaHOBHUTE COOTBETCTBHE MEXKIY dTamaMu pa3paboTKu MpoToTHmna uHTepdelica u
neiictBusimu B Phaser.js:

Omanwi pazpabomku npomomuna Heticmeusi ¢ Phaser.js
unmepdgetica

a) Co3laHre BU3YaJIbHBIX 3JIEMEHTOB 1. Ucnonw3oBanue this.add.text()’, "this.add.image()

0) JloGaBneHne MHTEPAKTUBHOCTH 2. Ilpumenenme ‘setlnteractive()’ m 00paOOTYHKOB
COOBITHIA

B) [lo3unmonnpoBaHue 3IeMEHTOB 3. Ucnons3oBanue ‘setPosition()’ wim KoopauHAT

r) [pynmupoBKa 3J1eMEHTOB 4. Coznanue KOHTEIHEPOB c TTOMOIIIBIO
“this.add.container()"

8 cemectp

23. Kaxoii xomnoneHT Unity WebGL sBisiercss OCHOBOW ISl CO3JaHHsI TPOTOTHIIA
MOJIb30BaTEILCKOr0 HHTEpdeiica?

a) GameObject

0) Canvas
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B) Sprite
r) Material

24. Kaxoii wmeronx B Unity WebGL wucnons3yercs pans o0paboOTKM  coObITHI

B3auMoAercTBUA moab3oBateisd ¢ Ul snementamu?

a) OnMouseDown()

0) Event System u 00padoTYNKHU COOBITHIA
B) Update()

r) Start()

25. Kaxue xomnonentsl Unity WebGL ucnons3yroTcst Ui CO31aHUSI MHTEPAKTUBHBIX

a7eMeHTOB uHTepdeiica?

a) Button
0) MrpoBsie nepcoHaxu
B) Toggle
r) ®usnyeckue 0ObEKTHI

26. Kaxkoii momxoxm K pa3paboTke mpoTOoTHNAa uHTepdeiica sABIseTcs Hambosee

3¢ pexTuBHBIM?

a) Pa3paGoTka Ha ocHOBe aHAIM3a MH(OPMALMH 0 B3aUMO/IeliCTBHHU M0JIb30BATEIs
6) Co3nanue 0e3 aHaIM3a M0OJIb30BATEILCKOTO B3aUMOACHCTBUS

B) KonnpoBanue nnrepdeiicoB qpyrux urp

r) Ciy4aiiHblii BEIOOp 3JIEMEHTOB

27. Kaxue acmekTsl B3aMMOJCHCTBHSI ITOJIb30BATENsi HEOOXOIUMO aHAIM3UPOBATH TPHU

pa3paboTke npoToTHIa uaTepdeiica?

a) IlaTTrepHbl B3auMoaeiicTBUS (KaCAHUS, JKeCThI)
6) Tonbko BU3yalbHBIN CTUIIHL

B) C10%HOCTB KOJa

r) O0paTHasi cBSI3b IPH B3aUMO/IeiCTBUM

28. Kaxoii komnonenT Unity WebGL mo3BosnsieT co3naBaTh aJanTHBHBIE HHTEP(EHCHI,

KOTOPLIC KOPPEKTHO 0T06pa)1(aIOTCSI Ha Ppa3HbIX pasMEpax 3KpaHOB?

a) Transform

0) RectTransform ¢ macrpoiikoii sxopei
B) Rigidbody

r) Collider

29. Kax HnaspBaercs cucrtema B Unity WebGL, koropas oOpabaThiBaeT COOBITHS

B3auMoAercTBUA nmoab3oBareid ¢ Ul onemenramu?

Oteer: Event System

30. Kakoit komnonent Unity WebGL ucnonb3yercss Ui co3laHus NepekirovaTeseit

(uexbokcoB) B uHTEpDeiice?

Otsert: Toggle
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I1IK-4.3.
Opzanu3yem npoyecc mecmupoganus npomomuna unmepgeiicog
7 cemecTp

31. Kakoiif meToxa TecTupoBaHus nHTepdeiica mpeamnonaraeT HaOIt0IeHNE 32 PealbHBIMU
MOJIb30BATEIISIMH TTPHU B3aUMOJICHICTBUHU C POTOTUTIOM?

a) ABTOMaTHYECKOE TECTUPOBAHHUE

0) IO3a0mauTH-TECTUPOBAHUE

B) Cratnueckuil aHainu3 Koja

r) bera-rectupoBanue

32. Kakwue acniexTsl HHTEpdEiica HEOOX0IMMO TECTUPOBATH B IPOTOTHUIIE?
a) ODyHKIHMOHAJIBHOCTH 3J1eMEeHTOB

0) JInuHble npeAnouTeHus qu3aiHepa

B) Y100cTBO HcnoJib30BaHud (usability)

r) Cl10)XKHOCTh KO/1a

33. Kakoii uacTpy™MeHT B Phaser.js MO>XKHO MCIOIB30BaTh JUIS OTJIQJAKH M TECTUPOBAHHUS
uHTepdeiica Bo Bpemst pa3padoTku?

a) Debug Panel

6) Scene Manager

B) KoHcoub Opay3epa n nHCTpyMeHTBI pa3padoTunka
r) Asset Manager

34. Kakoif Tun TecTUPOBaHUS MO3BOJISIET MPOBEPUTH PabOTy MHTEpdeiica Ha pa3TUIHBIX
yCTpOHCTBax U Opaysepax?

a) KO3abunurtu-rectupoBanue

0) Kpocc-0pay3epHoe u kpocc-miatgopMeHHOE TeCTUPOBAHHE
B) MonynbHOE TECTUpOBaHHE

r) UHTerpanmonHoe TecTupoBaHue

35. Kak Ha3bpIBaeTcsl mpoIiecC MHOTOKPATHOTO TECTUPOBAHMS M YIYUIICHUS MPOTOTHIA
Ha OCHOBE TOJIY4YEHHBIX pe3yJIbTaToB?

OtBer: UTEPATUBHOC TECTUPOBAHUEC UJIN UTECPALlUSA

36. Kakoif TepMHUH ONMHUCHIBAET CIIOCOOHOCTh MHTEp(delica ObITh MOHATHBIM U yIOOHBIM
U1 TTOJIB30BATENS?

Otgert: 103a0unutu niau Usability

37. YcraHOBHUTE COOTBETCTBHE MEXIY JTalaMu Mpolecca TECTUPOBAHUS MPOTOTHIA
uHTepdeiica u uxX copeprKaHueM:

Omanvl mecmuposanus unmepdgetica Cooepoicanue

a) [lmanupoBaHue TECTUPOBAHUS 1. Onmnpenenenue T1eNei, KPUTEPUEB U METOJOB
TECTHPOBAHUS

0) IIpoBeneHme TECTUPOBAHUS 2. O6paboTka TOJYYCHHBIX JaHHBIX M BBISIBJICHHE
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npobiem

B) AHaU3 pe3yIbTaTOB 3. CO0op maHHBIX O B3aUMOJICHCTBUU IOJIb30BATEIICH C
MPOTOTUIIOM

r) Buecenue ynydiieHuii 4. Moaudukanus mpoTOTUIIA HA OCHOBE PE3yJIbTaTOB
TECTUPOBAHUS

Oteer: a-1, 6-3, B-2, -4
8 cemecTp

38. Kaxkoit wunctpyment Unity WebGL wucnons3yercs s npoduivpoBaHus U
TECTUPOBAHUS IPOU3BOUTEIBHOCTH HHTEpdeiica?

a) Scene View
0) Profiler

B) Asset Store

r) Build Settings

39. Kakue acnekTsl HEOOXOIUMO TECTHPOBATH MPHU MPOBEPKE MPOTOTHIA HHTEpdeiica?
(HeCKOIbKO 8apuanmos omeema)

a) OyHKIHOHAJIBLHOCTD 3JIEMEHTOB

0) TonbKO BU3YaJIbHBII CTUITH

B) [Ipon3BoaAuTEIbHOCTH U ONITUMH3ALUS
r) JInuHbIC MpeanOYTCHHS

40. Kakoif stan mporecca TECTHPOBAHHS CIEAyeT IOCie cOopa JaHHBIX O paboTe
uHTepdeiica?

a) [lybnukanus nmpoexra

0) AHAJIM3 Pe3yJIbTATOB U BHECCHHE YJIyYIlICHU
B) 3aBepIlIeHNE TPOEKTa

r) UrHopupoBaHue pe3ynbTaToB

41. Kakue MeTonapl OpraHu3allMd TECTUPOBAHMS NPOTOTUIA HHTep(delica SABIAIOTCS
3¢ beKTUBHBIMU?

a) UTtepaTuBHOE TeCTHPOBaHUeE € YJIYYIICHUSIMU
0) IIpuBiieyeHue neeBo ayIMTOPUH

B) OHOKpaTHOE TECTUPOBAHUE B KOHIIE

r) TectupoBaHue TOJIBKO Pa3pabOTINKOM

42. Kaxkoif TUIT TECTUPOBAaHUS MO3BOJISIET MPOBEPUTH paboTy uHTepdeiica Unity WebGL
Ha pa3InYHbIX BeO-Opay3epax u ycTpoicTBax?

a) MonynbHOE TeCcTHpOBaHME

0) Kpocc-Opay3epHoe u kpocc-miiaT(opMeHHOe TECTHPOBAHUE
B) TonbKO 103a0MIIMTU-TECTUPOBAHNE

r) Cratuueckuil aHaIN3

43. Kak Ha3bpIBaeTCs MpPOIECC MHOTOKPATHOTO TECTUPOBAHUS U YIYUIICHUS IMPOTOTHIIA
Ha OCHOBE MOJTYYCHHBIX PE3YJIBTaTOB?
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OTBeT: UTepaTHBHOE TECTHPOBAHNUE WM UTePalUsl

44, Kaxoii unctpymenT Unity WebGL ucnomnb3yercs A aHainu3a Nporu3BOAUTEILHOCTH
U BBIBIICHUS y3KUX MeCT B pabore uHrepdeiica?

Oreer: Profiler
45. 3amnojgHuTE MPOITYCK B TEKCTE:

[Tpu opranuzanuu mporecca TeCTUPOBaHUSA NMPOTOTHIA MHTEpdeiica BaKHO ONPEACIUThH
TECTUPOBAHUS JJIS1 CHCTEMATUYECKOI TPOBEPKH BCEX ACIEKTOB.

OTBeT: KpUTEPUHU WJIM METOAUKY



