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IIK-3.1.

Ananuszupyem ungopmayuio, Haxooum u 060CHOBblI8AEM NPAGUTILHOCHb NPUHUMAEMBIX
OU3AUHEPCKUX PEUIEHUIl C YYemoOM RNOMCeNAHUNl 3AKA3YUKa U NpeonoumeHull ueneeoil
ayoumopuu.

7 cemecmp

1.  Kakoii hakTop siBIsieTcs HauboJiee BaXKHBIM IIPH aHAJIM3e TPEOOBAHMI 3aKa3uMKa JIJIst
MIPUHATHS TU3aHEPCKUX PEILIEHUN B UTPOBOM IIPOEKTE?

a) JInuHble mpeanodYTeHus 1u3anHepa

0) IMo:kesaHus 3aKa34YNKA U NPEANOYTEHUS LeJIeBOH ayTUTOPUHU
B) MoHbBIE TPEH/IBI

r) CI0KHOCTh pealii3anuu

2. Kakoii MmeTos aHanu3a MmoMoraeT onpeaeaInTh NPEeANOUYTeHUS LeJIEBON ayuTOPUH MPpU
pa3paboTke UrpoBoro unrepgeiica?

a) Tonpko MHTYHIUS TU3aifHEpa
6) KonmnpoBanue ycrenHsIx MpoeKToB
B) UcciienoBanue 1ejieBOi ayIMTOPUHU M M0JIb30BATEJIbCKOE TECTUPOBAHHE

r) Ciy4aiiHblif BEIOOp pelIeHuit



3. Kakwme wucrounuku wuHpoOpManud HEOOXOAMMO AaHAJIM3UPOBATh MPH OOOCHOBAHUU
TU3aHEPCKUX peIIeHul 111 UrpoBoro uHTepdeiica? (veckonvko sapuanmos omeema)

a) [loxxenaHus 3aKka34yuKa

0) JInunbie BKyCBI pa3paboTunKa

B) MHeHuUe ciiydaiiHbIX JIIOEH

r) [Ipeanoyrenus nesieBoi ayIuTOPUHU

4.  Kakoil NIOKyMEHT OOBIYHO HCHOJB3yeTCs JUIs (PUKcauuu W aHauu3a TpeOOBaHMUN
3aKa34yMKa K UITPOBOMY IIPOEKTY?

a) Texuudeckoe 3aganue uiau opud
0) JInunsie 3ameTKH

B) YCTHBIE IOTOBOPEHHOCTH

) DCKHU3bI

5. Kaxkue acnekTsl HEOOXOAUMO YYUTHIBATh MPU OOOCHOBAHMU AM3AMHEPCKHUX PELICHUI
JUTsI MOOMJTBHOTO UTPOBOTO MHTEpderica?

a) Orpannyennsi MOOMJIbHBIX YCTPOHCTB (pa3Mep IKpaHa, NPOU3BOAUTEIBHOCTD)
0) TonbKko BU3yaabHas MPUBJIEKATEIBHOCTD

B) Oco0eHHOCTH B3auMo/leiicTBHS N0Jb30BaTe/Isl ¢ MOOMJIbHBIM YCTPOHCTBOM

r) CI0KHOCTB KOJIa

8 cemecTp

6. Kakoit momxom K TPHHATHIO JU3aWHEPCKUX PEIICHWH sBJISETCS Hambosee
000CHOBaHHBIM?

a) PemieHus1 Ha OCHOBeE aHAJIM3a JAHHBIX U TPeOOBAHUI
0) Pemenwnst Ha OCHOBE UHTYUIIUN

B) Pemmenus Ha 0OCHOBE KOMUPOBaHUS

r) Pemenus 6e3 o60ocHOBaHMS

7. Kak Ha3pIBaeTCs MPOIECC U3yUYCHUS M TOHUMaHUs MMOTPEOHOCTEH 11eNIeBON ayIUTOPUHU
nepes NpUHITHEM AU3aHHEPCKUX PELEeHU?

OtBet: uccaenosanue ayauropun uiam User Research

8.  Kakolf IOKyMEHT COAEpXHUT ONHCAHWE TPEeOOBAaHUI W TMOXKENAHUM 3aKa3uumKa K
MpoeKTy?

OtBet: Opud MM TEXHUYECKOE 3aJaHHE
9.  3amnojHuTEe NPOIYCK B TEKCTE:

[Ipu npuHATHM JU3aHEPCKUX peleHHH HEeoOXOAMMO MpPOBECTH TpeOoBaHMit
3aKa34MKa U NPEeANOYTEHUH 1eJIeBON ayJUTOPUH 711 0O0CHOBaHUS BBIOODA.

OTBeT: anHaaN3

10. Kak Ha3pBaeTcsl MNpoLEcC MPOBEPKH COOTBETCTBUSA AU3ANHEPCKUX pPEIICHUH
TpeOOBAHUAM 3aKa3YMKa U MPEANOYTCHUSAM LIEJIEBOM ayAuTOpUn?

OTBeT: Bajauganus Wi MpoBE€pPKa COOTBETCTBUA



IIK-3.2.

Hcnonvzyem cneyuanvHble KOMRbIOMEPHbIE RNPOZPAMMBL  O01A  NPOEKMUPOBAHUS
00beKmM 086 8U3yanbHoll UHGOpMayuu, UOeHMUPUKAUUU U KOMMYHUKAYUU.

7 cemecTp
11. Kaxkas texHonorus ucnonb3yercs Phaser.js s pennepunra rpadguku B opaysepe?
a) SVG
0) Canvas u WebGL
B) Flash
r) Java Applet
12. Kakoii meton B Phaser.js ucronp3yeTcs 1uisi HHUITHATN3alud HOBOW UTPHI?
a) ‘new Phaser()’
0) "Phaser.create()’
B) new Phaser.Game()’
r) "Phaser.init()’

13. Kakue OCHOBHBIE THIIBI HTPOBBIX OOBEKTOB HCIONB3YIOTCS B Phaser.js mist cozmanus
UTPOBBIX CIEH? (HECKOIbKO 8apUaHmos omeema,)

a) Cnpaiitsl (Sprites)
6) HTML snemenTHI
B) I'pynnsi (Groups)
r) CSS ctunu
14. Kakoii komnoneHT Phaser.js oTBedaeT 3a ynpaBienue pU3HUKONH UTPOBBIX 00BEKTOB?
a) Physics Manager
0) Arcade Physics
B) Matter Physics
r) BepHbl oTBeTHI 0) U B)

15. Kakue w™eroawsl wucnons3ytorcss B Phaserjs i oOpaboTKM KOUIM3HH MEXITY
UTPOBBIMH 00BEKTaMU? (HECKOIbKO 8APUAHMO8 OmEema)

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

16. Kakoit Merom B Phaser.js ucmonp3yercss uisi 3arpy3kd U300paKEHHH W JIPYrux
pECYpCOB Iepe HayajloM Urpbl?

a) 'load.image()’
0) ‘preload.image()’
B) ‘assets.load()’

r) ‘resources.add()’



17. Kak Ha3pIiBaeTCs OCHOBHOM Kiiacc B Phaser.js, KOTOpBIii MpeIcTaBiIseT UTPOBYIO CIICHY?
Otser: Scene

18. Kakoit metox ucnons3yercst B Phaser.js i co3ganust aHMMaluy CIpaiToB Ha OCHOBE
[0CJIEI0BATENbHOCTH KaJpoB?

OT1BeT: createAnimations ujm anims.create
19. 3anonHuTe NMpPOIyCK B TEKCTE:

B Phaser.js s ynpaBiaeHUsT UTPOBBIM IMKJIOM HCIOJB3YETCS METOX ,
KOTOPBIN BBI3BIBAETCSA KaXbIM KaJlp UTPHI.

Ortsert: update

20. YcTaHOBUTE COOTBETCTBUE MEXITY MeTOoaMu Phaser.js u ux HazHaYeHUEM:

Dopmamol paiinos Xapaxmepucmuka
a) this.add.sprite()’ 1. Co3nanue Gu3nUecKoro Tena sl 00beKTa
0) this.physics.add.existing()’ 2. Jlob6aBieHne cripaiiTa Ha CIIEHY
B) this.input.on()’ 3. O6paboTka cCOOBITHII BBOJIAa TIOJE30BATEIS
r) this.cameras.main.setBounds()’ 4. Hacrpolika rpaHull KaMepsl

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

21. Kakoit komnonent Unity WebGL ucnonb3yercst A CO3JaHHS I0JIb30BATEIBCKOTO
uHTepdeiica?

a) Sprite Renderer
0) Canvas

B) Mesh Renderer
r) Particle System

22. Kako# s3bIK NMPOrpaMMHMPOBAHUS HCHOJB3YETCs Ui HamucaHusi ckpuntoB B Unity
WebGL?

a) JavaScript
6) Python

B) C#

r) Java

23. Kakue ocHoBHbie 31eMmeHThl Ul MoxHO co3mate B Unity WebGL s urposoro
uHTepdeiica? (HeckonvbKo eapuanmos omeema)

a) Button (kHomnKka)

0) UrpoBsie nepcoHaxu
B) Text (TekcT)

r) ®usnueckne 0ObEKThI

24. Kakoit komnonent Unity WebGL mo3Bonser co3maBaTh aganTHBHBIE MHTEpQEHCHI,
KOTOpBIE aBTOMAaTHYECKH MOJCTPANBAIOTCS IO/ pa3Mep dKpaHa?



a) RectTransform
6) Transform

B) Rigidbody

r) Collider

25. Kakue wunctpymentsl Unity WebGL wucnonesiyrorcs st paboThl € HTIPOBBIMH
00BEKTaMHU U CLieHaMH?

a) Hierarchy (nepapxusi 00beKTOB)
0) Inspector (MHCIIEKTOP CBOWCTB)
B) Tonbko Kot

r) Bpayzep

26. Kakoit pexxum pennepunra Canvas B Unity WebGL ucnons3yercs ans cozganus Ul
KOTOPBINA 0TOOpakaeTcsl IOBEPX BCEX UTPOBBIX OOBEKTOB?

a) Screen Space - Overlay
6) World Space

B) Screen Space - Camera
r) Bece nepeuncnennbie

27. Kak Ha3biBaeTcsi ocHOBHOU 00bekT B Unity WebGL, kortopsiii comepxkutr Bce Ul
a7eMeHThI nHTEepdeiica?

OTtBet: Canvas

28. Kakoit kommonent Unity WebGL wucnonssyercs st mnosunmonupoBanust Ul
3JIEMEHTOB OTHOCUTENILHO KpaeB dKpaHa?

OTtBet: RectTransform uin Anchors

29. 3anojgHUTE NPOITYCK B TEKCTE:

B Unity WebGL nns co3nanust HHTEpaKTHBHBIX JIEMEHTOB MHTep(eiica HCrob3yeTcs
cucremMa , KoTopasi 00pabaThIBacT COOBITHS B3aMMOICHCTBHS TIOJIb30BATEISI.

OtBet: Event System uim Events

30. YcranoBute cooTBeTcTBUE Mekay kKomrmoHeHTamu Unity WebGL n nx Ha3HaueHHEM B
CO3/IaHUU UTPOBOTO MHTEpeiica:

Komnonenmuor Unity WebGL Hasuauenue
a) Canvas 1. OcHoBHoOM kKoHTEeWHEp s Bcex Ul anmemeHToB
6) Button 2. VIHTepaKTHUBHBIM d3JIeMEHT i1 00paboTKu
KJIUKOB
B) Text (TextMeshPro) 3. OTobpaxkeHue TeKCTOBOM HH(OpMAITIH
r) Image 4. OrobOpaxenne rpaduuecKuxX  SJIEMEHTOB
uHTepdeiica

OTtBert: a-1, 6-2, B-3, r-4
IIK-3.3.

Bblcmpaueaem 63AUMOOMHOWEHUS C 3AKAZYUKOM C COONI00CHUEM 0€106020 IMUKemd.



7 cemecTp

31. Kakoif crmoco0 KOMMYHHUKAIMK C 3aKa3YMKOM SIBJISIETCS HauOoJee MOAXOIAIIUM ISt
o0CyX1eHus! TpeOOBaHUN K IPOCKTY?

a) ToJbKO yCTHBIE JOTOBOPEHHOCTH

0) IlncbMeHHasi JOKYMEHTAIUs U peryJsipHasi o00paTHasi CBSI3b
B) Coo01eHust B MecCeHKepax 0e3 MOATBEPKICHUS

r) UrHopupoBaHue 3arpocos

32. Kakne acnexkTbl BaKHbl NPU BBICTPAMBAHMM B3aMMOOTHOIIEHUH C 3aKa3uyuKOM?
(HeCKOIbKO 8apuanmos omeema)

a) Co0J1r01eHUe CPOKOB M 00513aTeJILCTB
0) UrnopupoBanue TpeboBaHuit

B) [Ipo3payHoOCTh B KOMMYHHUKAIIUT

r) N36eranue oOpaTHOii CBA3U

33. Kakoil JOKyMEHT OOBIYHO HCIOJB3yeTCs Uil (hopManu3alnuu JOTOBOPEHHOCTEH ¢
3aKa34UuKOM?

a) YCTHBIC TOTOBOPCHHOCTH
0) orosop
B) JInuHbIE 3aMETKH
') DCKHU3bI IPOEKTA
34. . Kakue neiicTBus ciocoOCTBYIOT 3(h(PEKTUBHOMY B3aUMOJICUCTBHUIO C 3aKA3UUKOM?
a) M36eranue oOmieHus
0) Perynsipnoe nungopmupoBaHue o mporpecce npoeKkra
B) Y4eT noxejaHuil 1 00paTHOH CBSI3H 3aKa34uKa
r) UrHopupoBanue TpeboBaHU

35. Kaxkoil TepMUH ONMKCHIBAET MPOIIECC PETYISIPHOTO0 HHPOPMHUPOBAHUS 3aKa34nKa O XOe
BBITIOJIHEHUS TTPOEKTA?

OtBer: oOpaTHasi cBSA3b
8 cemecTp

36. Kakoii moaxox K peIIeHHIO pa3HOTJacuid C 3aKa3uyuKOM sIBIIsieTCS HaumbOolsee
npogecCuoHATbHBIM?

a) Kondponranus

0) KoHCTpPYKTUBHBIH 1MAJIOT M OMCK KOMIIPOMMCCOB
B) UrHopupoBaHue 3akazyuka

r) OTKa3 OT mpoeKTa

37. Kak nHa3piBaeTcs mporecc 0O0CYXICHUsS TPpeOOBaHUN K MPOEKTY C 3aKa3UMKOM Iepe
HavyajoM paboThI?

a) [IpezenTarus
0) bpudunr
B) Berpeua



r) Koncynpsranus

38. Kak Ha3pIBaeTCs MNpeMJIOKEHHE ATBTEPHATUBHOIO PEIICHUS, KOTOPOE YUYUTHIBAET
MOKEJIAHUSI 3aKa3YMKa U TEXHUYECKUE BOZMOXHOCTH?

a) Komnpomuce
0) Otkas

B) YIbTUMATyM
r) TpeboBanue

39. Kak HaspiBaeTcs mporecc OOCYKIACHHS pPE3yJIbTaTOB TECTUPOBAHUS TMPOTOTHUIIA C
3aKa34UuKOM?

a) [IpezenTarus

0) eMoHCcTpanus
B) OTuer

r) Koncynpranus

40. Kakoil TOKyMEHT MOMOTAeT 3aKa3yMKy IMOHATh, KAKUE TEXHOJIOTUU HMCIIOJIb30BaHbI B
npoekrte?

a) TexHuueckoe 3a1anne

0) TexHuveckasi JOKyMeHTAlUsA
B) JloroBop

r) Cmera

Komnerennusi: IIK-4. CnocoGen co3gaBarth BH3YaJbHbIH JAHU3aHH 3J€MEHTOB
rpaguueckoro noab30BaTe1bCKOro HHTepgeiica
IIK-4.1

Co30aem Konuyenuyuio u 3ICcKu3 2paguueckozo Ou3aiHa NOL306AMENLCKOZ0
unmepgeiica

7 cemecTp

1.  Yro o3nauaer abopeBuatypa HUD B koHTEKCTE UTPOBBIX HHTEPPEHCOB?
a) Human User Design

0) Heads-Up Display

B) High User Definition

r) Human User Development

2. Kakoil mpuHIMIT MPOEKTUPOBAHMUS HMrpoBoro uHTepdeiica obecrnednBaeT OBICTPHIHA
JOCTYII K BAXKHOW MH(OPMAIIUU TSI UTPOKa?

a) Munumanuzm

0) Cummetpus

B) UndopmannonHas nepapxus
r) [IBeTOBass KOHTPACTHOCTH

3. Kakwue sneMeHThl 0OBIYHO BXOMAT B cocTaB urpoBoro uarepdeiica (HUD)? (neckonvko
8APUAHMO8 OMBEM)

a) UnagukaTop 310poBbs
0) ®oHOBOE M300paKEHNE YPOBHS

B) MuHu-kapra



r) UrpoBeie nepcoHaxu

4. Kakoii »9Tam TPOCKTUPOBAHHMS WIPOBOTO UHTepdenca MpeamecTByeT CO3aHUI0
3CKHU30B?

a) [IporpammupoBanme

0) Konnenryaauzanus 1 aHaJIu3 TPeOGOBaAHUMH
B) TecTtupoBanmue

r) [lybnukanus

5. Kakoil MHCTpYMEHT 4Yalle BCEro HCHOJb3YETCS [JIs CO3IaHUSl ACKU30B HIPOBOTO
uHTepdeiica Ha HaYaTbHOM JTarne?

a) Unity WebGL

0) Phaser.js

B) 'padmueckue penakTopnl njim dymara
r) HTML/CSS

6. Kakoii TepMHH ONHMCBHIBAaCT TMPOIECC CO3MIaHMs TPEIBAPUTEIBHBIX HAOPOCKOB
uHTepdeiica nepesa neTaabHON MpopabOTKOI?

OtBet: ckeTunHr win Wireframing

7. YcTaHOBUTE COOTBETCTBHME MEXKIY OJJIEMEHTaMU WIPOBOro HHTepdelica © HX
Ha3HA4YEHUEM:

Onemenmol u2poso2o unmepgeiica Hasnauenue
a) aaukaTop 310pOBbS 1. HaBuranust v opueHTanusi B irpOBOM MHPE
6) Munu-kapra 2. OToOpakeHHe TEKYILEro COCTOSHUS MePCOHaKa
B) lHBeHTaph 3. YnpasneHue npeaMeTaMy U pecypcaMu
r) MeHto nayssl 4. loctyn K HACTpOMKaM M BBIXOJY U3 UI'PbI

OtBer: a-2, 0-1, B-3, r-4
8 cemecTp

8. Kakoil stam co3maHus KOHIENITMU WHTepdeica mais MOOWUIBHOW WIPBI  SBISICTCS
nepBbIM?

a) [IporpammupoBanme

0) AHa1M3 TpeOOBaHM U LeJ1eBOH Ay IMTOPUH
B) [TyOnukarus

r) TectupoBanue

9. Kakue syneMeHTH HEOOXOIMMO YYHMTHIBATh IMPHU CO3IaHUM AICKW3a HHTepdeiica ms
MOOUITEHOU UTPBI? (HECKOIbKO 8apUAHMO8 OMeema)

a) Pazmep 3xpaHa u pa3pemienue

0) TonbKko 1IBeTOBas cxeMa

B) Oco0eHHOCTH B3auMoaeiicTBUA (KacaHusl, 5KeCThl)
r) JInunblie npeanouTenus au3anHepa

10. Kakoii uactpyment Unity WebGL ucnonb3yercst a1 BU3yaJlbHOTO MPOSKTUPOBAHUS
uHTepdeiica mepen mporpaMMUpoOBaHUuEM ?
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a) Tonpko KOJ

0) Scene View u Ul 2j1eMmeHTBI
B) Asset Store

r) Build Settings

11. Kakue mpuHIUIBI Ou3aliHa BaXHbI MPH CO3JaHWW KOHIENIMU HHTepdeiica s
MOOUIBHBIX UTP? (HECKOIbKO 8APUAHIOE OMEema)

a) [leperpy>k€HHOCTb JETAISIMHU

0) MuHMMAIH3M M IPOCTOTA

B) Ciy4aifHOE pacroJioKeHUE HIEMEHTOB
r) BusyaneHas uepapxus

12. Kakoii kommoreHT Unity WebGL mo3Bosisier co3naBarh ajanTuBHbIE HHTEPQEHCHI,
KOTOpbIE aBTOMATHUYECKHU TMOJICTPANBAIOTCS TOJ] pa3IUYHBIE pa3MepPhbl SKPAHOB?

a) Transform

0) Rigidbody

B) RectTransform ¢ sikopsimu (Anchors)
r) Collider

13. Kak HnHaszweiBaercsi cuctema mnosunmoHupoBanuss Ul snementoB B Unity WebGL,
KOTOpasi MO3BOJISIET 3aKPEIUISATh UX OTHOCUTEIBHO KpaeB 3KpaHa?

OtBet: Anchors uiau SIkops

14. Kaxkoif TepMHH ONHUCHIBACT TpEABAPUTEIbHBIN HaOpocok wuHTepdeiica mnepen
JeTaNbHOU MPOPabOTKOM?

OtBer: Jcku3 wian Wireframe
15. 3amonHuUTE NPOIYCK B TEKCTE:

[Ipu co3ganum KoHIENUMU uUHTEpdeiica s MOOWIBHOH WIphl BaXHO YYUTHIBATH
YCTPONCTBA, YTOOBI 3JIEMEHTHI OBLITH yIOOHBI JJISI B3AUMOICHCTBHS.

OTBeT: pa3Mep IKpaHa WM OTPAHHYEHHS
ITK-4.2.

Paszpabamuvrieaem npomomun unmepgeiica 6 6b10panHOil UHCMPYMEHMAILHOU Cpede Ha
OCHOBe aHanu3a uHGopmayuu o0 63aUMOOCUCMEUN RnOJIb308aAmensn ¢ zpajuueckumu
unmepdheiicamu

7 cemecTp

16. Kaxoii xomnoneHT Phaser.js mo3BonsieT co3gaBaTh HHTEPAKTUBHBIE KHONKHU IS
urpoBoro uarepdeiica?

a) Interactive Object
0) Button

B) UI Container

r) Clickable Sprite
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17. Kakme wmeronsl ucnoib3yorcs B Phaserjs ams o0paboTku B3auMoaeicTBUs
MOJIB30BATENS € 3JIeMeHTaMu nHTepdetica? (HeckobKo eapuanmos omseema)

a) ‘setInteractive()’

0) ‘on('pointerdown')’

B) ‘addEventListener()’

r) "bind()’

18.  Kaxoii moaxo nucnoab3yercs mpu paspaboTke mpoToTHIa uHTepdelica 1 aHanu3a
B3aUMOJIEUCTBHUSA II0JIb30BaTENS?

a) Tonbko BU3yaabHOE MIPOSKTUPOBAHHE

0) User Experience (UX) anaiu3 1 TecTUpOBaHUe
B) [IporpammupoBanue 6e3 mIaHuPOBAHUS

r) KonupoBanue naTEpdEiicOB Ipyrux Urp

19. Kakoii metoz B Phaser.js ucrosnb3yercst [y co31aHusi KOHTeHHepa, 00beANHSIOIETO
HECKOJIbKO 2JIEMEHTOB UHTEepdeiica?

a) "this.add.container()’

0) “this.create.group()’

B) "this.ui.panel()’

r) “this.interface.container()’

20. Kak HaspIBaeTcsl mpolecc cozmaHus pabodell Monenu uHTepdeiica s MpoBEpKH
(YHKIIMOHATILHOCTH M B3aUMO/ICHCTBHSI?

OTBeT: NPOTOTHNIMPOBAHME
21. 3amnojHuTe MPOIYCK B TEKCTE:

[Ipu pa3paboTke nporoTuna uHTepdeiica B Phaser.js BaxxHo odecneunTs ,
9TOOBI HJIEMEHTHI KOPPEKTHO OTOOPAXKAJIMCh HAa Pa3HBIX YCTPOMCTBAX.

OTBeT: a1aNTUBHOCTH

22.  VYCTaHOBHUTE COOTBETCTBHE MEXKIY dTalaMH pa3paObOTKH MPOTOTUIIA MHTepdeiica u
neiicreusimu B Phaser.js:

Omanvl pazpabomku npomomuna eticmeusi 6 Phaser.js
unmepdeiica

a) Co3nanre BU3yaJIbHBIX 2JIEMEHTOB 1. Ucnionw3oBanwme this.add.text()’, "this.add.image()

0) loGaBieHre HHTEPAKTUBHOCTH 2. Ilpumenenmue ‘setlnteractive()’ u 00pabOTYMKOB
COOBITUH

B) [lo3uninoHUpOBaHUE AIIEMEHTOB 3. Ucnonw3oBanue 'setPosition()’ wium KoopauHaAT

r) ['pynnupoBka s3nemMeHToB 4. Co3nanue KOHTEHHEPOB c MTOMOILIBIO
“this.add.container()’

8 cemecTp

23. Kakoii xommoneHT Unity WebGL sBnsieTcs OCHOBOI it CO3AaHUS MPOTOTHIIA
MOJIb30BaTEILCKOTO HHTEpdeiica?

a) GameObject

0) Canvas
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B) Sprite
r) Material

24, Kaxkoit meronq B Unity WebGL wucnonesyercs s 0OpaOOTKHM  COOBITHIA

B3auMOAcicTBHUA noyib3oBateis ¢ Ul rnementamu?

a) OnMouseDown()

0) Event System u 00padoTunKu coObITHI
B) Update()

r) Start()

25. Kaxkue xommonentsl Unity WebGL ucnonb3yrores ans co3gaHus WHTEPAKTUBHBIX

aJIeMeHTOB HHTEpdeiica?

a) Button
0) UrpoBsie nepcoHaxu
B) Toggle
r) ®usnueckne 0ObEKTHI

26. Kakoit moxmxonm kK paspaboTke mnpororuna wuHTepdeiica sBusercs Hauboiee

¢ pexTuBHBIM?

a) Pazpa0oTka Ha ocHOBe aHAJIM3a HHGOPMALMH 0 B3aMMOACCTBHH MOJIb30BaTeJ sl
0) Co3nanue 6e3 aHaIM3a MOJIb30BATEIHCKOTO B3aUMOICHCTBUS

B) KonupoBanue nuntepdeiicoB npyrux urp

r) CayuaiiHbIN BBEIOODP 2JIEMEHTOB

27. Kakue acnekTbl B3aUMOICHCTBUS MOJB30BATENsI HEOOXOAMMO aHAIM3UPOBATH IPH

pa3paboTke mpoToTuna uatepderica?

a) [laTrrepHbl B3anMoaeiicTBUS (KaCaHUsl, JKeCThl)
0) TonbKO BU3YyaIbHBIN CTHIIH

B) CJIO)KHOCTH KOJIa

r) O6paTHasi CBA3b IPH B3aUMOAeCTBUM

28. Kakoii kommonent Unity WebGL mno3Bonser co3naBare aganTUBHbIE HHTEPQEHCHI,

KOTOPBIE KOPPEKTHO OTOOPaKAIOTCS Ha pa3HBIX pa3Mepax dKpaHOB?

a) Transform

0) RectTransform ¢ HacTpoiikoil sskopei
B) Rigidbody

r) Collider

29. Kak naszwBaetcsa cucremMa B Unity WebGL, kotopas oOpabarbiBaeT COOBITHS

B3auMoOAccTBUA noyik3oBareis ¢ Ul rnemenramu?

Otser: Event System

30. Kakoii kommoneHT Unity WebGL wucnonws3zyercs st co3maHus Iepekirodarenei

(uexOoKCcOB) B uHTEpdeiice?

Otsert: Toggle
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IIK-4.3.
Opzanusyem npovecc mecmupo8anus npomomuna unmepgheiicoe
7 cemecTp

31. Kakoii MeToz TecTHpOBaHuUs UHTEpdeiica npeamnonaraetT HaOII0IEHUE 32 peaIbHBIMU
MOJI30BATESAMU MPU B3aUMOJEHCTBUU C TPOTOTUIIOM?

a) ABTOMaTH4YE€CKOE TECTUPOBAHKE

0) FO3a0mauTu-TectupoBanue

B) Crarnueckuii aHaiu3 Koja

r) bera-tectupoBanue

32. Kakwue acnekTsl HHTEpdeiica HE0OX0IMMO TECTUPOBATH B IPOTOTHUIIE?
a) OyHKIMOHAJIBLHOCTDH 3JIEMEHTOB

0) JInunble MpenoYTeHUs Au3aiHepa

B) Y100CcTBO Mcnosib3oBaHus (usability)

r) CiioKHOCTB KO/Ia

33. Kakoii uHCTpyMeHT B Phaser.js MOKHO MCTIOJIb30BaTh M1l OTJIAJAKHA M TECTUPOBAHUS
uHTepdeiica Bo Bpems pa3paboTku?

a) Debug Panel

0) Scene Manager

B) KoHcoJuib Opay3epa 1 HHCTPYMEHTHI pa3padoTyuka
r) Asset Manager

34. Kakoii THI TECTUPOBAHHMS MO3BOJISIET MPOBEPUTH PabOTy MHTEpdEiica Ha pa3TuIHBIX
ycTpoicTBax u Opaysepax?

a) FOzabunutu-rectupoBanue

0) Kpocc-0pay3epHoe u kpocc-miiatrgopMeHHOE TeCTHPOBAHHE
B) MoaynpHOE TeCTUPOBAHUE

r) MIHTerpaiinoHHOE TECTUPOBAHUE

35. Kak Ha3pIBaeTca MpoOIECC MHOTOKPATHOTO TECTUPOBAHUA W YIYUYIIECHHS MPOTOTHUIIA
Ha OCHOBE MOJIYYEHHBIX PE3yIbTaTOB?

OTBeT: UTepaTHUBHOE TECTUPOBAHUE HJIU UTepPalUsl

36. Kaxoii TepMUH ONMUCHIBAET CIIOCOOHOCTh MHTEp(eiica ObITh MOHATHBIM U yIO0OHBIM
JUIA II0JI630BaTENS?

Ortser: w3aduantn niam Usability

37. YcTaHOBUTE COOTBETCTBHE MEXAY ATallaMU Mpoliecca TECTUPOBAHUSA MPOTOTHUIA
uHTepdeiica U UX colepKaHueM:

Omanel mecmuposanus unmepgetica Cooeporcanue

a) [InanupoBaHue TeCcTUPOBAHHUS 1. Omnpenenenune unenell, KpUTEPUEB U METOJOB
TECTUPOBaHUS

6) IlpoBeneHne TeCTUPOBAHUS 2. OOpaboTKa MOJYYEHHBIX JAHHBIX W BBISBICHUE
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npobiem

B) AHanu3 pe3yiabTaToOB 3. COo0op MaHHBIX O B3aMMOJCHCTBUU IOJIH30BATENCH C
IIPOTOTUIIOM

r) Buecenune ynyunienuit 4. Monu¢ukanus TpoTOTHIIA HA OCHOBE Pe3yJIbTaTOB
TECTUPOBAHUS

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

38. Kaxkoii wunctpyment Unity WebGL wucnons3yercs st mnpodmIvpoBaHUs U
TECTUPOBAHUS MPOU3BOIUTEIHLHOCTH HHTEp(Deiica?

a) Scene View
0) Profiler

B) Asset Store

r) Build Settings

39. Kakwue acriekTsl HEOOXOAMMO TECTUPOBATh MPH MPOBEPKE MPOTOTHIIA MHTEpdeiica?
(HeCKOMbKO 8apuanmos omeema)

a) OyHKIMOHAJIBHOCTH YJIEMEHTOB

0) TonbKo BU3yaIbHBIN CTHIIH

B) [Ipou3BOAUTEILHOCTH U ONTHMH3ALHSA
r) JIMYHbBIE IPEATTOUTCHHS

40. Kakoil stam mporecca TECTHPOBAHMS CIEAYEeT Iocie cOopa HaHHBIX O paboTe
uHTepdeiica?

a) [TyOnukanus npoexra

0) AHaJIU3 pe3yJIbTATOB M BHECEHHUE YTy IIeHH i
B) 3aBepIICHUE ITPOEKTA

r) UrHopupoBanue pe3yinbTaToB

41. Kakue MeTOAbl OpraHM3alUi TECTUPOBAHHS NPOTOTUIIA HUHTepdeiica SBISIOTCS
s pexTuBHBIMU?

a) UTepaTuBHOE TeCTUPOBAaHMeE € YJYYIIEHUSIMU
0) IIpuBJieyenne uesieBoii ayMTOPUU

B) OIHOKpaTHOE TECTUPOBAHUE B KOHILIE

r) TectupoBanue TOJIBKO pa3pabOTINKOM

42. Kakoil TUIl TeCTUPOBaHUS MO3BOJISIET TPOBEPUTH paboTy uHTepdeiica Unity WebGL
Ha pa3IM4YHbIX BeO-Opay3epax u ycTpoicTBax?

a) MoaynbpHOE TeCTUpOBaHUE

0) Kpocc-0pay3epHoe u kpocc-miiatrgopMeHHOE TeCTHPOBAHHE
B) ToNbKO F03a0UTUTH-TECTHPOBAHNE

r) CtaTuyeckuii aHanus

43. Kak Ha3bpIBaeTCs MPOLECC MHOTOKPATHOI'O TECTUPOBAHMS U YJAYUIICHHUS MPOTOTUIIA
Ha OCHOBE MOJIYYEHHBIX PE3yIbTaTOB?
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OTBeT: UTepaTHUBHOE TECTUPOBAHUE HJIU UTePalUsl

44. Kakoit uactpyment Unity WebGL ucnons3yercs aiis aHamu3a IpOU3BOIUTEILHOCTH
Y BBISIBIICHUS Y3KUX MECT B paboTe uHTepdeiica?

Otger: Profiler
45. 3anoJHUTE NPOITYCK B TEKCTE:

[Ipu opranmzanum mporecca TECTUPOBAHMS MPOTOTUNA MHTepdeiica BaXKHO ONpPEIeTUTh
TECTUPOBAHUS AJISl CHCTEMAaTU4YECKOM MMPOBEPKHU BCEX ACIIEKTOB.

OTBeT: KpUTEPHH MU METOTUKY



