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BBEJEHUE

JIaHHBII HAy4YHO-HUCCIIEIOBATEIILCKAN IMTPOEKT MOCBAIIEH MPOCKTUPOBAHUIO U
peanu3anuMyd  OpOrpaMMHOrO  MOAYJA ISl KiIaccudyeckoh urpel  «Terpucy,
YOPABJISIEMOr0 AJITOPUTMAaMU UCKycCTBEHHOro nHTeiekra (MN).

Axmyanonocms  uccredosanusi 00yciaoBlieHa TeM, uTo wurpa «Terpucy
npencraBnser coOoii sranonnyro NP ! - tpynmyro s3agady ans TectupoBanus
AITOPUTMOB MAITMHHOTO O0y4eHHs W oOydeHus ¢ moakperuieaneM (Reinforcement
Learning, RL). HecMoTpst Ha mpocThie MpaBuia, MOUCK ONTHMAIBHOW CTpPATErHu
UTPBI SIBJISIETCSI BBIYMCIMTENIBHO CIIOKHOW MPOOJIEMOM, YTO JenaeT €€ HIealbHbIM
NOJIMTOHOM i pa3pabotku MU — arenTta jnst urpel TeTpuc W s cpaBHEHHS
METOJ/IOB HCKYCCTBEHHOI'O UHTEJLJIEKTA.

Hoeusna Oanmoii  pabomwsi  3aKiIO4aeTcsi B CHUHTE3€  KIIACCHYECKHX
IBPUCTUYECKUX MOAXOI0B C COBPEMEHHBIMU apXUTEKTypaMu ITyOOKOT0 0OyuYeHUs C
noakpericaneM (Deep Reinforcement Learning) B paMkax eIMHOTO HMpPOTPaMMHOTO
MoTyJIs Ha si3bike Python.

Ilpakxmuueckas 3nHauumocmsv npoekma COCTOMT B CO3AAaHUM MOAYJIBHOU,
pacuupsieMoid  mat@opMbl  ana  dkcnepumeHtoB ¢ MM - arentamu B
JNETEPMUHUPOBAHHON CpeZie, pe3yIbTaThl KOTOPBHIX MOTYT ObITH IPUMEHEHBI B OoJiee
CIIOKHBIX O00JIacTAX, TaKuX Kak pOOOTOTEXHHKA, YMpaBICHUE pecypcamMu U
aBTOMATHUYECKOE IPOCKTUPOBAHHUE.

l'unomesa  uccnedosanus. llpuMeHeHne KOMOMHMPOBAHHOTO  MOJXOJa,
UCTIONB3YIONIETO KaK py4yHyl WHKeHepuio npusHakoB (feature engineering), tak u
ri1yOoKHUe HEHPOHHBIE CeTU JJIsi 00yUYeHHUs C MOJIKPEIUICHHEM, MO3BOJUT co3nath NU-
areHTa, CocoOHOro urpath B «TeTpuc» Ha ypOBHE, MPEBOCXOMAAIIEM KIACCUUECKHE
HBPUCTUYECKUE METO/IbI MO MOKA3aTEI0 J0JATOCPOYHON BBIKUBAEMOCTH (KOJIUYECTBY

OYMIIICHHBIX JTUHUI).

L NP - Nondeterministic Polynomial time («xedemepmunuposannoe nonunomuansroe epemsy.
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Obvexm uccnedosanus. Ilporiecc 0O0yueHHS HMCKYCCTBEHHOTO HWHTEIJIEKTa B
JIEeTePMUHUPOBAHHBIX UTPOBBIX Cpeaax ¢ OONBITUM MPOCTPAHCTBOM COCTOSTHUM.

IIpeomem uccnedoganus. AITOPUTMBI U METOJIbI OOYUYEHUS C TMOAKPEIUICHUEM,
IPUMEHSEMBIE NIl ONITUMHU3AINN CTPATErHH UTPHI B « TeTpucy.

Lenv uccneoosanus. Pa3paboraTe mporpaMMHbIA MOAYJb Urpbl «Terpucy c
NN - arertom Ha s3bike Python, nemoHcTpupyronmii 3¢ ¢GEeKTHBHOCTD
KOMOMHHMpOBaHHBIX MeTon0B Reinforcement Learning / o0ydeHue ¢ moaKpericHHEM
(RL).
3aoauu uccnedosanusi:

1. TIlpoBectn aHamuTUyeckuit 0030p wuctopuu urpsl «Terpucy wu

CYIIECTBYIOIINX aITOPUTMUUYECKUX TMOAXO0A0B K €€ pemeHuto ¢ momomisio NU.

2. W3yuutb ¥  CHCTEMATU3MpPOBaTh  KIIOYEBBIE  pabOThl  BEAYIIUX

uccienoBarened B 00JIACTM TNPUMEHEHHS MAIIMHHOIO OOy4YeHUsi K Wrpe

«Terpucy.

3. Pa3zpaboTaTh TeXHMYECKOE 3aJjaHHE U OMHCATh TEXHOJOTMYECKUN MpOIECC

CO3/IaHUS MOJIYJISL.

4. OmpenenuTbh TEXHOJOTUYECKUN CTEK, ApXUTEKTypy M KPUTEPUU OIECHKH

s dextuBHOCTH N -arenTa.

5. CdopmupoBaTh CHHCOK aKTyaldbHBIX HCTOYHUKOB B COOTBETCTBUU C

TpeOOBAHUIMU aKaJIEMUYECKOTO 0(hOPMIICHHUS.

Memoobl uccredosanus. aHalIUu3 HAYYHOW JUTEPAaTyphl M HCXOAHOTO KOJa,
CPaBHUTEJIbHBINA aHAJIN3 AITOPUTMOB, TPOCKTUPOBAHUE TTPOTPAMMHBIX CUCTEM, METO/

IPOTOTUITUPOBAHKSZ.,

2 [Tpomunuposanue — 5mo npoyecc co30anus panHell eepcuu, Mooeau ui obpasya npooyKma, Cepeuca Uiy Cucmemvl
07151 nPOBePKU KOHYenyuu, QyHKYUoHana u y0oocmea ucnoib308anus 00 3anycka GUHATLHO20 peueHUs.
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[''TABA 1. TEOPETUYECKUE ACIEKTbI ITPOTPAMMHOI'O ITIPOAYKTA
JUIA UTPBI « TETPUCY

1.1. UcTopus, npaBuJia ¥ 0coO0eHHOCTH UTPbI « TeTpuc»

Urpa «Terpuc» Obla co3maHa COBETCKHUM TMPOTPAMMHUCTOM  AJIeKCeeM
[TaxxutHoBBIM B 1984-1985 romax Bo Bpems ero paboThl B BEIYUCIUTEILHOM IIEHTPE
Axanemun Hayk CCCP. IlepBas Bepcusi Obula HamucaHa Ha s3bike Pascal s
KOMIIbIOTEpa «OnekTpoHuka-60». Has3BaHue wurpel SBISIETCS MOPTMAHTO CJIOB
«TreTpaMuHO» ((purypa U3 4eThIpéX KBAJPaTOB) U «TEHHUCY - JIIOOMMBINA BUJ CIIOpPTa
[MTaxxutHoBa [3].

Nudopmanuss 0 npoucxoxaeHUU Ha3zBaHUs «TeTpucy» Kak MOPTMAHTO CJIOB
«TE€TPAMHMHO» U  «TEHHUC»  MOJATBEP)KIAETCS  HECKOJIbKUMH  HMCTOYHHUKAMH.
PaccMOTpUM HEKOTOpBIE U3 HUX:

Cmamos na catime PBK J[zen®. B marepuaie yka3aHo, 4TO CO3/aTelb UIPHI
Anekceit [laXuTHOB Ha3zBall (UIYPKU «TETPAMUHO», OT TIPEUECKOTO «TETpa» -
«4aetbipey. Pa3zpaboTtunk q00aBUI K 3TOMY CJIOBY Ha3BaHUE CBOETO JIDOMMOTO BHUJA
CIIOpTa - TEHHHCA, TaK Moay4duics « TeTpucy.

Cmamobsa na Life.ru*. B marepuane oObsicHseTcs, 4To Has3BaHue «TeTpuc»
HOSIBWIOCH U3 JBYX CJIOB: IE€PBasi YaCTh CBSI3aHA C IPEUECKUM «TETpa» (YEThIpE), TaK
KaK BCE OCHOBHbIE (UIYpbl MIPbl COCTOAT M3 UETHIPEX KBaJpaTroB. BTopas wacTb
MOSIBUJIACH OT CJIOBA «TEHHUCY, TFOOMMOM Urpsl Asnekces [laxxutHoBa.

Wiktionary®. B cratee ykazano, uro HasBanue «Tetris» OBUIO IPHIYyMAaHO
cozgaresieM Urpbl Anekceem IlaxuTHOBBIM. OHO 00pa30BaHO OT PYCCKOM YMCIOBOM
NPUCTaBKU «TeTpa-» (tetra-, «4erbipe»), Tak Kak BCE AJIEMEHTBI MIPBI COCTOSAT W3

YETBIPEX CETMEHTOB, U CJIOBA «TEHHUC) (ténnis), €ro JJI0OMMOTro BUa CIIOPTA.

3 Tetris - 40 ner. 5 QaxToB 06 ONHON U3 CaMbIX TOMYJIAPHBIX MIP B UCTOpHM / DJEKTPOHHBIN xypHan «Jl3en». PBK,

2024r. — [Qnexrponnsiii pecypc]. URL: https://dzen.ru/a/ZmHZaxgmbQupkzpU (ata obpamenus: 07.06.2026)
Coserckas urpa, kotopyto oboxkaer Bech Mup: Kak «TeTpucy octaércs akTyasbHbIM Oosbiie 40 neT /DNeKTpOHHBIH

xypuan Life, 2026r. — [Qmexrponnsiii pecypc]. URL: https:/life.ru/p/1883493 (ITata o6pamenust: 07.06.2026)

5 Tepuc. / Dnekrponnas 6ubnauorexa Wiktionary. — [Dnekrponnsiii pecypc]. URL: https://en.wiktionary.org/wiki/Tetris

(Tata obpamenus: 07.06.2026)



https://en.wikipedia.org/wiki/Tetris
https://dzen.ru/a/ZmHZaxgmbQupkzpU
https://life.ru/p/1883493
https://en.wiktionary.org/wiki/Tetris

Cmambws na catime «Beuepuss Mockeay»®. B Marepuane roBopurcs, uTo UTpPy
okpectiiin «Terpucom», COEAMHHUB CIIOBa «TeTpa» (OT JHp.-Tped. «UEThIPE») H
«TCHHUC.

Ceoboonas snyuxionedus Bukuneousa’. B cratee ykaszano, uro «Terpuc» - 510
MIPOU3BOJIHOE OT «TETPAMUHO» U «TCHHUCY.

Cucrema TeMaTHYECKUX KOJUIEKTUBHBIX OJIOTOB C 3JIEMEHTAMH HOBOCTHOIO
pecypca Xabp ® . B cratee, paccmartpuBaercs TepMuH «Ilopmmanmoy (aHruL.
portmanteau) - 3To cjI0BO, 00pa3oBaHHOE IMYTEM CIMSHUSA JBYX WIH 0OJee CIIOB:
YaCTU 3TUX CJIOB (0OBIYHO HAYaJlo OJHOTO U KOHEIl APYroro) o0ObeAUHAIOTCS B HOBOE
CJIOBO C HOBBIM 3HAYECHHEM.

Takum 00pa3zoM, MpoaHaIM3UPOBAHHBIE BBIIIE UICTOYHUKH MOATBEPKIAIOT, YTO
Ha3BaHUE WIPbl JCUCTBUTEIBHO OOpPa30BaHO MYTEM CIUSHUS JBYX CJIOB, YTO
COOTBETCTBYET ONPEJICICHUIO TOPTMAHTO.

[Ipoananusupyem TepmMuH «IlopTMaHTO».

OTMeTUM HWHTEpPEeCHBIN (akT Mpo JaHHBIH TepMuH (cam Mo cebe) — OH
NPOUCXOAUT OT (PPaHIy3CKMX CJIOB POrter («HocuTh») W Mmanteau («mwianp),
M3HAYaJpHO 0003HAYal YeMOJaH C JABYyMS OTHAENeHUsMU. B JNHHTBUCTHKE MOAO0HBIE
CJIOBA TAK)X€ HA3bIBAIOT CIMUSHUSAMU WIH CIOBOCIUSHHUSAMHU. M BOT KIlacCHYECKHUM
IPUMEPOM TAKOTO CIUSHUS U sBIsieTcs ¢1oBo «Terpuc» (Tetris): wactb «TeTp-» B3siTa
U3 «TETPAMHUHO», TO €CTh « TeTpaMrHO» - 9TO TeoMeTprIecKas (Gpurypa, cocTosias us3
YEeThIPEX KBAJpaToB, COENMHEHHBIX CTOPOHAMH. B cloBe «TeTpaMuHO» KOpPEHb
mempa- yKa3blBa€T HA YHUCIIO «YETBhIpE» (OT TPeU. TETTAPES - KUETHIPE»). A 4HacTh «-
UC» B3SITA M3 WUIPbl «TEHHUCY», TO €CTh B3SITO OKOHYAHHUE CJIOBA «TEHHUCY», TJIE

oTOpoIeHO Hayano cioBa («men-»). Pesynprar: «retpy + «ucy = «Terpucy. U3yuas

® Apcennii Kossipes. M3 «Terpuca» mecok ceimiercs: kak cosfannas 8 CCCP romoBooMka cTaia 3TalOHOM BUIEOUTD.
— /OnextpoHHas raszera «BeuepHsst MockBay. [Dnekrponnsiii pecype]. URL:https://vm.ru/society/1333508-iz-tetrisa-
pesok-sypetsya-kak-sozdannaya-v-sssr-golovolomka-stala-etalonom-videoigr ([lara o6parmenus: 12.06.2026)

"Terpuc /Coboxuas suMKIoNe s «Buxuneausy». [Dnexrponnsii pecype]. URL: https:/ru.wikipedia.org/wiki/Terpuc
(Tata obpamenus: 07.06.2026)

8 Portmanteau WM CJI0BO-4€MOJAH: KaK IIYTKa B aHIVIMHCKOM s3bIKE IIPEBPATUIIACh B HOBBIH CIOCOO CO3]aBaTh
HeoObruHbIe  cnoBa /XaOp. baor kommanum  EnglishDom, 2020r. [OnextponHsiii  pecypc]. URL:
https://habr.com/ru/companies/englishdom/articles/507128/ (lata obpaienus: 12.06.2026)
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https://vm.ru/society/1333508-iz-tetrisa-pesok-sypetsya-kak-sozdannaya-v-sssr-golovolomka-stala-etalonom-videoigr
https://vm.ru/society/1333508-iz-tetrisa-pesok-sypetsya-kak-sozdannaya-v-sssr-golovolomka-stala-etalonom-videoigr
https://ru.wikipedia.org/wiki/%D0%A2%D0%B5%D1%82%D1%80%D0%B8%D1%81
https://habr.com/ru/companies/englishdom/articles/507128/

Jlajiee MCTOPUIO BO3HUKHOBEHUS HA3BAaHUAM JAHHOW WIPhI, Mbl 3aMETUJIM BAKHBIN
¢dakT, Tak MMO4YeMy HMMEHHO 3TU cjoBa Obuid BbIOpaHbl. CTajlo $ICHO, YTO CJIOBO
«TerpamuHo» HanpsAMyl0 OTpa)kaeT WIpoOBOM Ipomecc, rae B «Terpucey
JNEHCTBUTENBHO MaaaloT (UIYpbl, COCTABICHHBIE M3 YETHIPEX KBaApaTOB. A CIIOBO
«Tennuc» n00aBIsSET acCOLMAIMIO C UTPOM, COPEBHOBAHHEM, TUHAMHUKOW. DTO HE
OyKBaJIbHBIM OTCHUT K TEHHUCY, 4 CKOpEee HAMEK Ha UTPOBOM XapaKTEpP MPOAYKTA.
Takum 00pa3oM, 3By4aHHE MOJYUYUBLIETOCS CJIOBA MOJYYUIIOCh KOPOTKHUM,

3aIlIOMHUHAOIMUMCA U C JIETKUM OTCBLIOM K CIIOPTY.

basoevie npasuna u mexanuxa uepwi « Tempucy:

Ilone: mpsiMoyrofipHas ceTKa ctanaapTHoro pazMepa 10 kietok B mmpuny u 20
(v 6oJiee) KIETOK B BHICOTY.

Queypwvr (mempamuno): CeMb QUTYp, COCTOSIIUX U3 YETHIPEX COCTUHEHHBIX
kBanpatos (I, J, L, O, S, T, 2).

letimnner: @urypsl NOagalOT CBEPXYy BHHM3 C  IIOCTOSIHHOM  WIIK
YBEJIUYMBAIOLIEHCA CKOPOCThIO. UTpoK MOXKET mepeMeniaTh Majarwllyo (GUrypy mno
ropusoHTanu u Bpamarh e€. llenp - pacnonaratb ¢GUrypsl Tak, 4TOOBI OHH
00pa30BBIBAIIN 3AMIOJHEHHBIE TOPU3OHTAIBHBIC JTMHUH.

Ouucmka nunuu: Korma ropu3OHTAJIbHAS JUHUS TOJHOCTBIO 3amloJIHSAETCA
OJl0KaMU, OHa MCYE€3aeT, UTPOK IMOJIy4aeT OYKH, a BCE OJIOKU BBILIE OIYCKaIOTCS Ha
OJIHY KJIETKY BHU3.

3asepwenue uepei: Wrpa 3akaHumBaeTcs, Korjna HoBas (urypa He MOXET
MOSIBUTHCS B BEPXHEH YaCTH MOJISI U3-3a HAKOIIJICHHBIX OJIOKOB («topping outy).

Mamemamuueckas cnosxcnocmes uepwl. Jlemeitn, XoxenOeprep u Jluben-
Hoysnn B 2003 roxy nokaszanu, uto «Terpucy ssusercs NP-tpyaHoii 3amaueit naxe
IIPY U3BECTHOM MOCIIE0BATEIBHOCTH Oyaymx ¢uryp [1].

DTO O03HayaeT, 4YTo HE CcyWecTBYeT 3(P(EKTUBHOTO (MOJIMHOMUAIBLHOTO)

aaropurtmMa i1 HaXOXIACHHUA ONTHUMAJIBLHOU CTpaTcruu, MaKCI/IMI/ISI/IPYIOHIefI


https://erikdemaine.org/papers/Tetris_COCOON2003/paper.pdf

KOJIMYECTBO OYMIIICHHBIX JIMHUW WU BpEMs BLDKHBAHHA, 4YTO IIOATBEPKIAACT e€

OCHHOCTDH KaK CJIOXKHOI'O GCH‘IMapKag AJIsI HCKYCCTBCHHOI'O MHTCJIJICKTA.

1.2. B3aumMocBsI3b HCKYCCTBEHHOI'0 HHTeJJIeKTa 1 Urpbl « TeTpuc»

Urpa «Terpucy» mpeacraBisieT Uisi HCKyCCTBEHHOTO MHTEIJIEKTA YHUKAIbHBIN
Ha0Op BBI30OBOB: OTPOMHOE (ITPAKTHYECKH OECKOHEYHOE) MPOCTPAHCTBO COCTOSTHHIMA,
HEO0OXOAUMOCTb JOJITOCPOYHOTO IUIAHWPOBAHUS, CTOXAaCTHUYHOCTh M3-3a CIIy4ailHOTO
nopsiika QUryp ¥ HeoOXOAMMOCTh OaTaHCUPOBATH MEXy HEMEIJICHHOW BBITOJIOM
(OYUCTKOM JIMHUHK) U JOJATOCPOYHOM cTpaTeruei (Mmojjaep>kaHueM HU3KOW U POBHOM
MOBEPXHOCTH).

OcHoBHBIE TOAXOAbl K co3gannto MU - arenra mis «Terpuca» MOXKHO
pa3AenTh Ha TPU KaTETOPHHU:

1. Ospucmuueckue (pyumvie) Kommpoanepvi: AITOPUTMBI, HCIOIb3YIOLINE
OLICHOYHYIO (DYHKIIHMIO, KOTOpasi aHAJIM3UPYET COCTOSIHUE UTPOBOIO MOJS MO HAbOpy
npusnakoB (features). HambGonee wmsBecten ancopumm Ilvepa Jlennawepu (Pierre
Dellacherie's Algorithm)!®, xoTopslii oneHMBaeT Kak10€e BO3MOMKHOE pPa3MEILECHHE
Gurypel MO IWIECTH KPUTEPUSM: BBICOTA TOCAAKH, «IPOJUPOBAHHBIC» KIIETKH,
NepeXo/bl MO CTPOKAM M CTOJOLAM, «IbIpbl» M «kosoausly [4]. Beca mns atmx
KpUTEpPUEB MOAOUPATNCH BPYUYHYIO, M TaKOW areHT MOKa3bIBaj Pe3yJbTaT B COTHH
THICSY OUMILIEHHBIX JTUHUM.

2. Onmumusayuontvle U 3600YUOHHbLE AT2OPUMMbIL

T'enemuueckue ancopummur (GA) UX CyTh 3aKJIOYacTCs B TOM, YTO OHH
KOAMPYIOT Beca MPU3HAKOB KaK «XPOMOCOMY» M HCIIOJIB3YIOT MEXaHU3MbI 0TOOpa,

«CKpPCHIMBAHUA» W «MyTalluW» AJId  OBOJIIOLIMKW  ITOITYJIAIUHA pemeHHﬁ. Ouenb

% Bernumapx (om anzn. benchmark - «amanony») - cmandapmusuposannviii mecm ons oyenxu pabomor MU-wodenu. On
sKnIOYaem Habop 3a0ay uiU 60NPOCO8;, MEMOOUKY OYEHKU OMEENO8; MeMPUKU OJisl USMEPEHUsL Pe3YIbINAmos, IMAIOH
07151 CpagHeHus (Hanpumep, pe3yibmamul Yea08eKa ui opyeux mooeel).

10 Aneopumm Ivepa Hennawepu (Pierre Dellacherie's Algorithm) - s3mo cnocob nodckazamo KOMRbIOMeEPy, KaK Jydule
bpocumsv u onycmums Queypxy 6 uepe apoode Tempuca, ymobvl OHA YNAIA CMAOUTLHO U HEe CO30A1d «ObIPYY.

1 OnNTMMU3aLMOHHBIE ¥ SBOJIIOLMOHHBIE ATOPMTMBI — 3TO METO[bl, KOTOpblE ABTOMATMYECKH HAXOJAT Beca Ui
OIICHOYHOH (yHKITUH.


https://programmersought.com/article/47852291859/

HarJIAAHbI puMep npenctasun Kupumn Haraiines B cBoém npoekre « MU Tetrisy'?,
HamMcaHHBIH Ha JavaScript. [ne OH ONTUMH3MpPOBAI JaHHYIO UIPY C
WCIIOJIb30BaHUEM T'€HETUYECKOro anroputMa. Ero mpoekt yHukaneH tem, 3gecs MU
OH HCIIOJIL3YET MO CIISAYIONINUM MapaMeTpaM, YTOOBI OTPEIeIUTh, HACKOJIBKO XOPOIIIO
JIBUKEHHE: TI0 TUITY KOJUIEKIIUHA OTBEPCTUH U JIMHUMU.

Memoo nepexpécmnuoii smmponuu (Cross-Entropy, CE). JlaHHBIIH amroputm
MOJIICP)KUBACT pacHpeeicHne Haja MPOCTPAHCTBOM TapaMETPOB W HTEPATHUBHO
OOHOBJISIET €r0 B CTOPOHY OoJee YCHENIHBIX pereHuil. Memoo nepekpécmuotl
osmmponuu ¢ wymom (Noisy CE), npennoxennsiit UirBanom CuTuTol M AHIpaiiem
JI€puHueM, MpenoTBpALIAeT MPEXIECBPEMEHHYIO CXOAMMOCTh K CyOONTHMAaJIbHBIM
pEIICHUSM | TTO3BOJIMI JTOCTUYh cpemaHero pesynbrara cBbime 300 000 oukos, 4To
MIOYTH Ha JIBa TOPs/IKa MpeB3onuio npeapaymue RL-anroputme [6].

Obyuenue c¢ nookpenienuem (Reinforcement Learning). IlpemtoskeHHOE
pelenne mporpaMMucToM o mncesmonumy Fischly ¥ marmsagmo memomctpupyer
JAHHBIN anropuT™M. B maHHOM mpoekTe aBTOp mokasbiBaeT, kak MM-AreHT yuurtcs,
B3aMMOJICHCTBYS CO CpeIoH, moy4ast Harpaabl (reward) 3a OYMCTKY JTUHHIA.

Crnenyer mogUYepKHYTb, YTO COBPEMEHHBIE MOAXOMAbl YK€ YacTO HCIOIb3YHOT
I'nyboxue Q-cemu (Deep Q-Networks, DQN). B Takux apXuTekTypax HEWpOHHAs CETh
(wacto cBéprounas - CNN) oOywaercs anmpokCHMHUPOBaTh (PYHKIHIO IEHHOCTH
Q(s,a), xoTOpas OILIEHHWBACT OXKUAAEMYyHO OYIyIIyl0 Harpaay 3a JACHCTBHC a B
coctostHuM S. IIporpammuct Mateeit HaH HArisiTHO 3TO OTPa)KaeT B CBOEM MPOEKTE
«Heuristic-tetris-DQN» ** . Aptop mnpoekra mo3Bojsier HMH-areHty oOydaThes
HENOCPEACTBEHHO Ha BU3YyaJIbHOM TMPEACTABICHUM TMOJII WJIM Ha BEKTOpe

BBICOKOYPOBHCBBIX IIPU3HAKOB.

12 Kupunn Haraitnes. Ipoexr «Terpuc Aty / Onnaita-momanxa s nporpammuctos GitHub. [Dnexrponnsiii pecypc].
URL.: https://github.com/knagaitsev/tetris-ai ([Tata o6pamenus 12.06.2026)

13 Fischly. ITpoexkr «Tetris Al using Deep Reinforcement Learning» / Onnaiin-nommazka juis mporpammuctos GitHub.
[Dnexrponnsii pecypc]. URL: https://github.com/fischly/tetris-ai (J{ata o6pamenus 12.06.2026)

14 Marseit Yanu. Al Tetris Agent: Hybrid Heuristic-DQN Implementation. TIpoext «Heuristic-tetris-DQN» /
[Dnexrponnsrii pecypc]. URL.: https://github.com/polarbear333/heuristic-tetris-DON (/lata o6parienus - 12.06.2026)
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https://www.academia.edu/4617609/Learning_Tetris_Using_the_Noisy_Cross_Entropy_Method
https://github.com/polarbear333/heuristic-tetris-DQN
https://github.com/knagaitsev/tetris-ai
https://github.com/fischly/tetris-ai
https://github.com/polarbear333/heuristic-tetris-DQN
https://github.com/polarbear333/heuristic-tetris-DQN

1.3. AHaauTH4YeCKuil 0030p MCTOYHMKOB MH(OPMALMHU BeXyIIUX YYEHBIX MPO
urpy «Terpuc»

Demaine, Hohenberger, Liben-Nowell (2003). Ero ¢pynnamenTanbHas padoTa,
ycranoBuBmias NP-TpyIHOCTh oNnTUMH3AlMOHHBIX 33mad B «Terpuce» [1]. DtoT
pe3yNbTaT 3a7all TEOPETHUECKUE PAMKH JIJIsl BCEX MOCIIEAYIOMNX UCCIET0BaHUH.

Szita & Lorincz (2006). IlpomemoncTpupoBamu 3(h(HEKTUBHOCTH aIrOpUTMa
Noisy Cross-Entropy Method (Merox mepekp&CTHON SHTPOIHH C IIYMOM) JIJIst
«Terpuca», ycraHoBHB HOBBIA pexopa miiss RL-meromoB Toro Bpemenu [6]. Hx
paboTa mogYepKHyJa BaXKHOCTh OOPBOBI C MPEKIECBPEMEHHON CXOIUMOCTBIO.

Farias & Van Roy (2006). HccrienoBanu mpuUMEHEHHE PAHOOMUIUPOBAHHOSO
comnauposanus  oepanuqenun (randomized constraint sampling) B xoHTekcTe
npUOIMKEHHOTO JUHAMHYECKOTO TporpaMMHupoBaHus s «Terpucay, mpeiokuB
METOJ JUIsi paboTHl C 3aJadyaMi, UMEIOIIMMH OTPOMHOE KOJMYECTBO OTPAHUYCHHM
[10].

Algorta & Simsek (2019). IlpeactaBuiu WCUEPHBIBAIOIIANA HCTOPHUYCCKUI
0030p M MeTa-aHalu3 alTOPUTMHUYECKUX JOCTHKEHHH B 00JacCTH MAaIIMHHOTO
oOyueHus nmpuMeHuTeabHO K «Tetpucy» [11]. OHM yka3aiu Ha COXPAHSIOLIHIACS
pa3peiB MexAy pe3yibraramMu M u BO3MOXKHOCTAMU 3KCIEPTOB-JIIOJEH, UTPAOIINX
0e3 OorpaHWdYeHUs MO BPEMEHHW, M BBIICIWIH KJIFOUEBHIC OTKPBITHIC IMPOOJIEMBI:
aBTOHOMHOE OOHapy)KeHHE MPU3HAKOB 1 00ydeHNe HepapXusM JCHCTBUI.

Simsek (2021). B nuccepranMoHHOW paboTe JETaabHO  HUCCIICI0BAI
npumenenre DQN'® ¢ ucnons3oBanreM BBICOKOYPOBHEBBIX IIPOCTPAHCTB COCTOSHHUIA
U Pa3IMYHBIX QYHKIIUH Harpajibl, MOKa3aB, YTO BHIOOD MPEICTABICHUS COCTOSHHS U

MeXaHU3Ma Harpajbl KPpUTUYCCKH BaXKCH JUIs ycriexa o0yuenus [9].

15 DQN (Deep Q-Network) — ancopumm obyuenus c¢ nooxpennenuem (Reinforcement Learning, RL), xomopwiii
couemaem Q-obyuenue ¢ 2nyOokuMu HeupoHnbiMu cemsmu. Kuouegvle Komnowenmovl: Azemm — CYUWHOCMb,
npunumarowasn pewienus. Cpeoa — oxpycenue, 8 kKomopom oeticmgyem azenm. CocmosiHue (s) — onucanue mexyweul
cumyayuu 6 cpeoe. [leticmeue (a) — 6v160p, docmynuuviil acenmy. Haepaoa (r) — cuenan om cpeovi, oyeHusaowuil
oeticmsue. Oynuxyus yennocmu (Q(s,a)) — oyenka 0AHcUOAeMOolu CyMMapHOU HaAcpaovl Npu GbINOJHEHUU OelUCmBUus a 8
COCMOSTHUY .
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https://erikdemaine.org/papers/Tetris_COCOON2003/paper.pdf
https://www.academia.edu/4617609/Learning_Tetris_Using_the_Noisy_Cross_Entropy_Method
https://link.springer.com/chapter/10.1007/1-84628-095-8_6
https://arxiv.org/abs/1905.01652
https://www.researchgate.net/publication/345851349_Applying_Deep_Q-Networks_DQN_to_the_game_of_Tetris_using_high-level_state_spaces_and_different_reward_functions

Cospemennvie npaxmuueckue pearuzayuu (2024-2026). AKTHBHBIC MPOCKTHI
Ha GitHub npemoncTpupyror peamuzamuio DQN ¢ wucrmonb3oBaHHEeM CTEKOB
PyTorch/Pygame [13][7], odsotinoco DQN (Double DQN) [8], a Takxke ruOpuaHBIX
MOJIXOJIOB, COYETAMIINX OHBPUCTUYCCKUE TMPH3HAKA C TIIyOOKHM OOydYeHHUEM.
Hanmpumep, mpoekrt tetris-ai-project srmouaer He TOnbko areHta DQN, HO u
KOHBEHep I MOCTTpeHUpPOBOoUHOW KBaHTH3anuu BecoB (INT8) musa onTmmmsarum

inference, uto cHmkaeT 00bEM mamsaTH Mozenu Ha 75% [13].

[TonbITOXKUM pe3yibTaThl HAILErO AaHAJIUTUKO - TEOPETUYECKOro o0030pa
IICTOYHUKOB U OTMETHM OCHOBHBIE BBIBOJIBI 110 I1aBe 1:

Uctopus co3manusa Urpa «Terpucy mosBunace B CCCP B 1984-1985 romax
onarogaps nporpammucty Asnekcero IlaxxutHoBy. Ha3zBanue urpsl - 3TO coueTaHue
CIIOB «TE€TpaMHUHO» ((Urypa u3 4YeThIpEX KBAJAPATOB) U «TEHHHUC» (JIFOOMMBIA BU
CIopTa Co3/aTesl).

Cymb uepoi. B «Terpuce» ects urpoBoe nosie pazmepom 10 Ha 20 kierok, kyna
nagarT GUTYpHl U3 YETHIPEX KBaAPaTUKOB. UTPOK MOXKET ABUraTh W MOBOPAYHBATH
9TH (UTYpPHI, CTapasCh CKIAAbIBaTh UX TaK, YTOOBI 3aMONHATH Ienble TuHuu. Korma
JIMHUS 3aMOJHSAETCSA, OHA MCYE3aeT, a UrPOK MojydaeT ouku. Mrpa 3akanumBaercs,
KOI'/Ia Ha M0JI€ YXKE HEe OCTaETcsa MecTa JUIsl HOBBIX QUTYP.

Cnoorcnocms uepwvi. «TeTpuc» okazaycs HaCTOJIBKO CIIOKHOM UIpOH, YTO Jake
JUIS KOMIIbIOTEpA HAWTHU HMACAIbHYIO CTPATETHUIO MPAKTUYECKH HEBO3MOXHO. JTO
JIeJIaeT Urpy OTJIMYHBIM UCIIBITAHUEM JIJISl CHCTEM MCKYCCTBEHHOI'O MHTEIJIEKTA.

Uckyccmeennviti unmennekm 6 «Tempuce». YU€Hble W TPOTrPaMMHUCTBI
pazpaboTtanu pa3Hble CIIOCOOBI HAYYUTh KOMIIbIOTEp UrpaTh B «TeTpucy, Takue Kak
aspucmudecKue mMemoosbl — 3TO KOTJa KOMIIBIOTEP HCIIONB3YET 3apaHee 3a/laHHbIE
npaBuia JUIsl TPUHATUS pelieHud. [ enemuueckue aneopummuvl — 3STO KOrAa
KOMITBIOTEP «IBOJIIOIMOHUPYET», YIy4Illas CBOIO CTpaTeruto. Memoovl MauluHHO20

00yueHUs — ITO KOT/1a KOMITBIOTEP YUUTCS HAa CBOMX OIIMOKaX U OTBITE.
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https://github.com/BDmajora/tetris-ai-project
https://github.com/fischly/tetris-ai
https://github.com/polarbear333/heuristic-tetris-DQN
https://github.com/BDmajora/tetris-ai-project

B HacTosiee BpeMsi McCiIeA0BaTENN POJOJIKAIOT pad0TaTh HAJl YIy4llIEHUEM
MCKYCCTBEHHOI'O MHTEJUIeKTa Uil «Terpuca», UCHOb3ys CIIOXKHBIE AITOPUTMBI U
HEHPOHHBIE CeTU. XOTSI KOMIIBIOTEPHBIE CUCTEMBI YK€ YMEIOT UTPaTh OYEHH XOPOIIIO,
JOAU BCE el€ MOTYT UX MPEB30MTH, €CIIM UTPAIOT O€3 OTPaHUUYEHUS TI0 BPEMEHH.

Takum obpazom, «Terpuc» - 3T0 HE MPOCTO MOMYJISIPHAS UTPa, HO M BAXKHBIN
WHCTPYMEHT JIJIsl Pa3BUTHSI HICKYCCTBEHHOI'O MHTEJUIEKTA, KOTOPBIA IOMOTaeT YUYEHBIM

pelaTsh CJI0KHBIC BBIYUCIIUTCIBHBIC 3a1a41.
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['NTABA 2. TEXHOJIOI'YA UHTEI'PALIUN TTPOTPAMMHOI'O TIPOIAYKTA C
[IPUMEHEHUEM TEXHOJIOTMII MCKYCCTBEHHOI'O UHTEJUJIEKTA UL
UT'PBI «Terpuc & NN - arenT»

2.1. CTpyKTypa U NOMIATOBbIA AJITOPUTM Pa3padoTKU MPOrpaMMHOI0 MPOAYKTA
nJs urpbl «Terpuc & UU - arenT»

Pa3paboTka 1aHHOTO MPOrpaMMHOTO MPOJYKTa BKJOUYaia B ceOs CIEayIOIIHe
JTaIlbl:
Oman 1. I[loocomosumenvHwiii 5man

CBoro paboTy Mbl Hayalld C TUIAHUPOBAHUS MPOEKTA, € ONPENETWIH LENb
pa3paboTKu, NPOAyMalIM TEXHUYECKOE 3aJaHUE€ U ONpPENEIWINCh C BBIOOPOM
WHCTPYMEHTOB U TEXHOJIOTHM, KOTOPHIMU MbI OYJIET UCIIOJIH30BATh B JAHHOM MIPOEKTE
COTJIaCHO BH3yanm3anuu TexHmdeckoro mnpoekra ([Ipunoxenume 1). [lamee MbI
MPOAHATIM3UPOBATIN TPEOOBAHUS: W3YUWIM TpaBUjia WUTPhl B pa3pe3e HECKOIbKUX
HUCTOYHUKOB WHGOpPMAIMU, Yy3HAIM M COMOCTAaBWIM HH(DOPMAIMIO BEAYIIUX
POrpaMMHUCTOB MO 3TOM Teme. brarogapst sToMy Mbl onpeaeinid (yHKIHOHAT
Hamero MU-arenta, xotopbiii OyaeT BHEAPEH B MPOTrPAMMHBIM MPOAYKT. 3aTeMm
JeTaNIbHO MPOIYyMaIH U MPOpadOTaIN MOJIb30BATEIBCKUN HHTEP(ENC.

Oman 2. Ilpoexmuposanue  apxumekmypvl  CUCmEMbl C  V4EMOM
83AUMOO0EUCMBUSL 6CeX KOMNOHEHMO8

JInst Havana Mel co30anu camy apxumeKmypy cucmemsl, TO €CTh pa3padoTaiu
CXEMBI B3aMMOJEHUCTBUS KOMIIOHEHTOB U ONPEAECIUINCH C OCHOBHBIMU MOYJISIMH.

3ateM Mbl JE€TaNbHO NpPopadboOmanu KOMNOHeHmbl. UTPOBOM JBHXXOK; MOIYJb
NW-arenra; unrepdeiic monp3zoBaress U cucremy HacTpoek (MIcXoaHbIi Ko/ TaHHOTO
POTrPaAaMMHOTO MPOAYKTa npezcTaBicH B [Tpunoxenun 2).

JlaBaiiTe moApOOHO OCTAHOBUMCS Ha 3TOM.

Heposoti 0sudicox.
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B wactu paboTKM KOMIIOHEHTa «UIPOBOM JABMXKOK» MBI CHENAM aKLEHT Ha
CO37laHME UTPOBOTO MOJs, peaiu3aius GUryp u ux ABUKEHUS, CUCTEMa MOJCYETa
OuKOB M 00paboTka Kowmsuii®. To €CTh MBI PEmMIM, YTO IpH OOHAPYKEHHH
KOJUIM3UU UTpa JAOJKHA OTPEearupoBaTh - HAIlPUMEpP, OCTAHOBUTH JABUKEHUE (PUTYDHI,
3apukcupoBaTh €€ Ha TOJE M CreHEepHpoBaTh HOBYIO (Qurypy cBepxy. Mbel
MO3KCIIEPUMEHTUPOBAIIA C TAKUMHU BUJIAMH KAaK 2OPU3OHMANbHAS KOMAU3US (3TO TIPH
JBUKEHUHU BIIEBO/BMPABO). 311eCh (purypa ynupaercsi B JEBYIO WM MPAaBYIO TPaHUILY
T0JIsI, & OJTMH U3 OJIOKOB (PUTYPHI HATHIKACTCS HA YK€ 3aHSTYIO MO3UITHIO Ha TIOJIC.

Taroke monpoOOBaaM BHEAPUTh GEPMUKAIbHYIO KOAMuzuio (3TO TPHU TaJecHUH
BHM3). 371ech (urypa IOCTUraeT JHa WIPOBOTO MO, a HUXKHUU OJIOK (UTYpHI
CTaJIKUBAETCA C yKe 3a(puKCUpOoBaHHBIM OJ0KOM Ha noje. M nonpobdoBamu - konnuzus
npu epawjeHuu. 37eCh TOCIE MOBOPOTa (PUrypa YaCTUYHO «BPE3ACTCS» B TPAHUIIBI
MOJIsl WK B Apyrue OJOKU, MOITOMY JJIi KOPPEKTHOM pabOoThl 4acTO HCMOJb3YIOT
cucremy «kick» (T.e. HeOOIbIIIE aBTOMATHUSCKHUE CMEIICHUS ), 4TOOBI (hUrypa Moriia
HOBEPHYTHCSI, €CIU €CTh CBOOOHOE MECTO PSJIOM.

Ilposepxa oOamnmnoti Koanusuil B HAIIEM TPOCKTE mMeXHUYeCcKu pean3yeTcs
CJICTYIOIIMM 00pa3oMm:

Bo-niepBeIX, 310 npedcmasnenue uzposozo noas u ¢gueyp. IrpoBoe moisie Msl
CMOJICITMPOBAII KakK JBYMEpHBIA MaccuB (MaTpuiia) pasmepoM Width xheight, rue O -
nmycTas kieTka, a 1 (wim npyroit mapkep) - 3aHsTas kierka. Cama tekymas Qurypa
TOKE TpeJicTaBIeHa Marpuiiel (Jame Bcero 4x4), rae 0 - myctoe Mecto, a 1 - 010k
burypsi.

Bo-BTOpBIX, MBI COCTaBWJIM CaM alcOpumm NpoGepKuU Koaauzuu. Mel
IpOAyMaJid TakK, 4YTOOBI Tepe] JIIOObIM JIeMCTBHEM (CIABUTI, TOBOPOT, MaJEHUE)

BBINOJIHSJIACH MPOTHO3HAs POBEPKA!

16 Koanusus (collision) - smo cumyayus, koz0a mexywas naoanwas @uaypa CMAaikueaemcs C Npensmcmeuem:
SPAHUYAMU USPOBO2O NOJISL UNU YIICE 3APUKCUPOBAHHBIMU HA NOJIE OIOKAMU.
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1. PaccumThiBalOTCS HOBBIC KOOPAMHATHI BCEX OJIOKOB (UTYpPHI TOCHE
npenonaraeMoro AercTsus. ['1e s kaxxaoro 6J0Ka MpOBEPSETCs: HE BBIXOAWUT JIH
oH 3a rpanuIsl mois (X<0, x>width, y>height) u He monamaer 11 OH Ha yKe 3aHITYIO
KJICTKY T0JIs (3HAYCHUE B MATPHIIC MOJIS paBHO 1).

2. Eciim xoTs Obl mjisi oHOTO OJIOKA YCIOBHE HAPYIICHO - KOJUIM3HUS €CTh,
JIEHCTBUE OTMEHSETCS NN KOPPEKTHPYETCS.

B-Tpetbux, 310 06pabomxka pezyrbmamos npogepku. 3MeCh Mbl ONPEICTIIIH,
YTO €CJIM KOJUIM3UM HET — TO (HUrypa IepeMellaeTcs/IoBOpaunuBaeTCs, SKpaH
nepepucoBbiBaeTca. Eciau ecTh BepTUKabHAS KOJUTU3US TPU MAJICHUU - TO TEKyIIast
durypa Qukcupyercs Ha mone (€€ OJIOKM J00ABISIIOTCS B MATPUILy MOJs),
3aImycKaeTcsl MPOBEpKa IMONHBIX JIMHUW, TEHEpUPYETCsl HOBas Gurypa. A eciu ecTh
KOJUIM3US TIPU TIOBOPOTE — TO MPOOYIOTCs ajmbTepHaThBHBIE no3uimu («kick»), eciu
HU OJTHA HE TTOJIXOJIHT - TOBOPOT OTMEHSETCS.

B cBOéM mpoekTe MBI MCIOJIB30BAIH CIACAYIOIINE MEPEMEHHBIC U CTPYKTYPHI
JTAaHHBIX

- gameField - marpuma urposoro moss (height xwidth).

- currentShape - texymas ¢purypa (Matpuna 4x4 u koopauHathl (X,Y)).

- occupiedBlocks - wmaccuB wnm Matpuna, XpaHsmas WHPOPMALUIO O
3a()MKCUPOBAHHBIX OJIOKAX.

- width, height - pasmepb urpoBoro moJsi.

- direction - nanpaBneHue IBWKEHUS («lefty, «righty, «downy).

[Ipumep clieHapust UTPOBOTO JIBUKKA:

1. ®urypa «L» nagaet BHU3.

2. Urpok Ha)XMMaeT «BIJIEBOY.

3. IIporpamMmma paccUMTHIBa€T HOBbIE KOOPJAUHATHI (PUTYPHI.

4. TIpoBepka KOJUIM3UHU TIOKA3bIBAE€T, UYTO JIEBBIM OJIOK (PUTYpHI OKaXXeTCs 3a
rpanwuiei momst (Xx=—1).

5. MetictBue oTmMeHsieTcs, Gurypa ocTaércst Ha MecCTe.
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6. Uepes 3agaHHbId UHTEPBAT BpeMeHU (Urypa aBTOMATHUYECKU CIBUTAETCS BHU3
Ha OJIHY KJIETKY.
Mooyne HH-acenma
B namem npoekre MN-areHT cMoienMpoBaH Tak, YTO OH OepéT Ha ceds poJib
UTPOKA: OH peIIaeT, KyJa ¥ KaK MOBEPHYTh MATAONIYI0 (GUTYPY, YTOOBI IIOCTABUTH €€
ontuMasibHO. Ero 1ens - mpoaepkaThes KaKk MOXHO JOJIbIIE W HA0paTh MaKCUMYyM
oukoB. OCHOBHBIMHM 3aJ]Ja4aMU, KOTOPHIMU OH PYKOBOJICTBYETCSI — 3TO aHAJIM3UPOBATh
TEKYIlIE€ COCTOSIHUE WIPOBOIO TOJIS; OIEHUBATh BCE€ BO3MOXKHBIC MO3UIUU ISt
TeKyien (urypsl (Bce MOBOPOTHI M MECTA); BHIOUPATH JIYUIIMA BapUAHT IO 3apaHee
3aJlaHHBIM TIPaBWJIaM; OTJIaBaTh KOMaH/ly Ha MEepeMEIleHUEe U TOBOPOT QUTYPHI.
Texnonoeus npopabomku mooyna MH-acenma ons uepol
Bo-niepBrix, s camoit pabotel M-areHty Hy»XHO «IOHSITB» UTPY — TO €CTh
nepesecmu 6U3yanibHyl0 KAPMUHKY 6 OaHHble. 31eCh JUIsl HEr0 CMOJEIIUPOBAHO TakK:
UTPOBOE TMOJie - 3TO Tabiuia (MaTpuila) M3 KIETOK: «IIyCTO» WJIU «3aHITOY.
Hampumep, none 10x20: 10 kinerok B mupuny, 20 - B BBICOTY, U TeKymas urypa —
ATO TOke HeOobIIas Tabnuua (Hanpumep, 4x4), rae oTMEeUeHbI €€ OJIOKU. Y KaxI0i
(bUryphl €CTh HECKOJILKO BAPUAHTOB MTOBOPOTA.
3aTeM MPOUCXOJUT HOUCK 8CEX BO3MOIHCHbIX no3uyuu. 3nech Ham MU — arent
nepebupaeT Bce BApUaHTHI, Ky/1a MOKHO MTOCTaBUThH (DHUTYPY:
1. Jlnsg kakIoro BapuaHTa mOBOPOTa (GUTYPHI.
2. Jlns xaxa0i BO3MOYKHOM TIO3UITUHU TI0 TOPU30HTAIHN (BJICBO-BIIPARBO).
3. durypa «maaaer» BHU3 JI0 YIOpa - TaK HAXOAUTCS (UHATBHAS TTO3UITH.
To ecTh Ha BBIXOJE TOJIy4aeTCsl, KaKk ObI CITUCOK BCEX JOIMYCTHUMBIX TTO3HIIHIA
(0€3 CTOJIKHOBEHHUH € YK€ CTOSLUMMU OJIOKaMH WJIM TPAHULIAMH T10JIs1).
[Tocre 4Yero NOpPOMCXOAMUT OyYeHKa Kaxcoou nozuyuu. 3A€Ch IS KaXIou
HaliieHHoM no3uuuu MH-areHT cuuraer «oueHOYHbIH 0auny MO MPOCTHIM MPaBUIaM.
Yewm Boime Oamn - TeM Jydiie mo3uiusa. Kpurepuu Mbl yCTAaHOBWIM CleAyOITue:

KPUTEPUEB:
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—- Bwicoma cmonku. Yem HukKe cpelHss BbICOTa OJOKOB IOCJE IMOCTAHOBKU
burypsl, TeM JTydlIe.
- Konuuecmso «0wipy». «lpipa» - mycras KieTKa, HaJl KOTOPOH €CTh XOTS Obl

OJIMH 3arOoJHEHHBIN 070K. YeM MeHblIe AbIp, TEM JyUllIe.

- Heposnocms nons. Pa3HuIla BBICOT MEXAY COCEIHMMH cTosiOnamu. Yem
pPOBHEE BEPX, TEM JIyUlIIe - JIETYE CTABUTH CIEAYIOINE (DUTYPBHI.
- 3anonnennsie aunuu. Eciv moctaHoBKa (GUTypbl yOMpAeT OJIHY MU HECKOJIBKO

JUHUN (OHU 3aIOJIHSIIOTCS LIEJIMKOM), 3TO Na€T OO0NBIION OOHYC K OUKaM.

- Omkpovimsie npocmpancmea. bonbiiye mycTbie 00JacTu 1Moj PUrypaMmu MOoryT

MemiaTh B OyIyIieM - 3a HUX mrpad.

To ecTb 31€eCh KaXJAOMy KPUTEPHIO MBI Jlajdu «Bec» (BaxkHOCTh). Hampumep,
yOpaTh JUHUIO MOXKET ObITh Ba)KHEE, UEM CJIeIaTh MOJie YyTh POBHEE.

[Tocne onenku Bcex no3uuuid Ha MU - acenm evloupaem eapuanm ¢ cambim
8bICOKUM 0bwum Oanntom. YTo U SBISETCA €ro pelieHueM: KyJa MOBEpHYTh M KyZa
CABUHYTH QUTYDY.

3aTeM MPOUCXOTUT omoaua KomMarowvl. 31ech yxe Ham WMU-arent nepemact
KOMaHJy B uUrpy: nmoBepuyTh ¢urypy N pa3; caBuHYyTh BieBO/BIpaBo Ha M KIeTOK;
cpasy yponuth (hard drop) wiu gath e magath cama. Mrpa BBINOIHSICT 3TH KOMAaH/IbI
- (Qurypa craBuTcs B BbIOpaHHyI0 mno3unuio. Kak Tombko Tekymias Qurypa
3aUKCUpPOBaHa, TOSBIISIETCS HOBasl - U BECh IMPOIIECC HAYMHAETCS 3aHOBO: aHAJM3,
nepedop, OlleHKa, BEIOOP, KOMaH Ia.

Tpumepnuiii cyenapuii mooyns MU - acenm ons uepvl 6 Tempuc
1. Hauano xooa. Ha mone ectb OnOKM, CBepXy MOsSBUIACh HOBas (Qurypa

(Hanpumep, «Z»).

2. Amnanuz nons. UM - areHT CUUTHIBACT, KaKUE KICTKU 3aHSTHI, KAKUE CBOOOTHBI.
3. Ilepebop sapuanmos. NN - areHT «IIpOKpyYUBAET» B YME BCE MOBOPOTHI «Z» U

CTaBUT €€ BO BCE BO3MOXKHBIE MECTA.
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4. Pacuém 6annos. JIns KaXIoW TMO3UIMKA CUYUTACT: CKOJIBKO OyJIeT [bIp,
HACKOJIbKO BBIPACTET BHICOTA, CTAHET JIU T0JIE POBHEE.
5. Buibop. HaxoguT mo3uuuio, rA€ MEHBIIE BCEro Jblp M BHICOTA HE CHIIBHO
pacTer.
6. Komanoa. T'oBoput urpe: «IloBepHyTh OOWH pa3, CIBUHYTh BIPaBO Ha 3
KJIETKH, YPOHUTH.
7. Qukcayusa. durypa BcTana, mojie OOHOBUIOCH. EcCiiM MOSBWINCH TMOJIHbBIE
JIMHUY - OHU UCYE3JIU, OUYKA HAYUCIICHBI.
8. Hoebiii x00. CBepXy NOSIBISIETCS cienyomas (Gurypa - ki HOBTOPSETCA.
B xome peanuzanuu HAaHHOTO MOAYJISE Mbl CTOJKHYJHCH CO CIEIYIOLIUMHU
TEXHUYECKUMU JETAISIMU, KOTOPBIE MPUIILIOCH HECKOJIBKO pa3 A0padaThIBaTh:
Ckopocmob. Mbl ipogymanu Tak, uto UM - areHT goimxkeH ycneBatb nepedpaTh
COTHH BapHAHTOB 3a JOJU CEKYHbl. MBI HCIIOJIB30BAIM ONTUMHU3AIMIO: 3TO IPOBEPKA
3aBEJIOMO IUIOXUX MO3UIMH (YIIHPAKOIIKUECS B CTEHY), I/I€ 3apaHee PACCUNTHIBAIOT BCE
noBopoThl Guryp. Ham He cpa3y 310 yaanocs.
l'ubxkocmob. B xone peanuzanuy HECKOJBKO pa3 MPUILIOCh U3MEHATh MpaBHUIIa
oueHkn. CHavasnia Mbl CAENaJIM YNop Ha «POBHOCTH» M Haml MW -areHT cTpoun
aKKypaTHble OalllHM, HO 3TO 3aMeqisl d3(PQeKT, 3aTeM Mbl CAeNald aKIEHT Ha
«ycTpanenue JuHuN» 1 Haml MM -areHT cran yaiie puckoBaTh paayd OOHYCOB.
Ilamams. 3nech Mbl CMOJENHpPOBaIu Tak, 4yTtoObl Ham MU - arent He
3alIOMHUHAJT MPOIUIBIE XO/Abl — MO3TOMY B XOJI€ UTPhl OH KaXJIbld pa3 aHAIU3UPYET
TOJIBKO TEKYIllee MOJIE U TEKYLIYI0 (pUrypy. DTO ceNano ero npocTbiM U HaAEKHbBIM.
UtoObl mOHATH, XOporno Ju padotaet Ham MU — areHT MBI miiaHupyem ero
pacTUPaXUPOBATh B ayJUTOPUH M TMOMPOCUTH HAIIUX OJHOKYPCHUKOB U CTYJICHTOB
JAPYTUX TPYI 3amycKaTh/ UrpaTh, YTOOBI CO CTOPOHBI MOHSATH CKOJBKO JIMHHHA HAIIl
WU - areHTt yOupaeT B Cpe/lHEM 3a UTPY; KakK JOJT0 MpoJepKuBaeTcs (CKOJIbKO Guryp
MOCTaBWJI) M KaKue OLIMOKHU Yallle BCEro IOMyCKaeT (HalpuMep, OCTABIISIET CIUIIKOM

MHOTO JbIp). DTO HYXHO OyAeT s OTKJIAJAKKA JAHHOTO MOMAYJS W JajdbHEHIIeH
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nopaborku. Takum  o00pa3oM  MOAYEPKHEM  BaKHBIM  HIOAHC, YTO  Hall
cMozenupoBaHHbld MoayJib N - arenTta [uist urpel « TeTpucy» - 3TO MOIyYHIICS CBOETO
poJia «MO3r», KOTOPBI BUIUT UTPOBOE IMOJIE KaK TaONUIly M3 HyJeH («IIycTo») |
enuHull («3aHATo»). Koropblil mepedupaeT Bce BO3MOXKHBIE CIIOCOOBI MOCTABHUTH
TEKyIIyl0 (GUTYpY M OLICHUBAET Ka)/Iblii BapUAHT IO MPOCTHIM IpaBuiiaM (MEHBIIIE
JIBIp, pOBHEE BepX, OoJbIe yOpaHHbIX JUHUM). KOoTOpHhIil BRIOUpaeT myurinii BapuaHT
U OTJIAET KOMaHAy UIpe U MOBTOPSET LUKI A cienyromed gurypsl. IlosTtomy Mel
cuutaeM, 4yrto Ham MU - areHT MOXKeT urparb O4E€Hb XOpPOLIO - WHOIAA JIy4lle
YeJI0BEKa, - IMOTOMY YTO MIHOBEHHO IIPOCUMTHIBAET COTHM BapUaHTOB U HeE

omnOaeTcs U3-3a CICIIKH UIU YCTAJIOCTH.

Tonvzoeamenvckuii unmepgetic
OO6mue TpeboBaHusl KO BceMy uHTepdeiicy:
1. MHTYUTHBHOCTb - UTPOK MIOHUMAET, YTO JENaTh, 0€3 UHCTPYKIUN;
2. OT3BIBYMBOCTH - MTHOBEHHBIN OTKJIMK Ha JCUCTBUS MOJIb30BATENS;
3. aJanTUBHOCTh - KOPPEKTHOE OTOOpa)XeHWE Ha pa3HBIX YCTPOWCTBAX U
pa3pelICHUsX;
4. HCTEeTUKa - €IUHBIA CTUJIb, TAPMOHUYHBIE 1[BETA U MIPUDTHI;
5. JOCTYNHOCTh - TOJAJIEPKKA KJIABUATYPHBIX COKpAUIEHUH, YUTAEMOCTh sl
JIOJIEN C HAPYLIECHUSIMU 3PEHUSL.
[Ipu pa3paboTKe MOIB30BATEILCKOTO HHTEpdeiica Mbl PYKOBOACTBOBAIUCH
CJICIYIOIIUM AJITOPUTMOM JICHCTBUM:

1. Paspabomxa enaenozo menio. I'maBHOE MEHIO — 3TO, KaK U y BCEX UTP CTapTOBas

TOYKa UTPbI, TJE MOJIb30BATEIb BbIOMpaeT AeiicTBUe. OHO NOKHO ObITh MHTYUTHUBHO
IIOHSATHBIM U BU3YaJIbHO IIPUBJIEKATEIIbHBIM.
OcHogHble 1emerHmbi:

3a2071080K u2cpbl - JIOTOTUI WM Ha3BaHWe «TeTpuc» KpynHbIM MIpUdTOM B

BEPXHEHN YaCTH 3KpaHA.
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Knonku nasucayuu: «HoBas urpa» - 3amyck HOBO# maptuu; «IIpogomkuTe -
BO300HOBJICHHE COXpaHEHHON Wrpbl (eciu ecTh); «HacTtpoliku» - mepexoa B MEHIO
HacTpoek; «Tabmuia pekopaoB» - MPOCMOTP Jy4YlIMX pPe3yJabTaToB; «Bbexom» -
3aKpPBITUE UTPHI.

doHosoe oghopmaeHue - aHUMUPOBAHHOE TIOJIE C MEJICHHO MaJarolIMMU
dburypamu uiaM CTaTHYHBIA TeMaTUYECKUl (OH.

Tpebosanus xk ouzatiny:

— 4€TKHEe, YUTaeMble MPUDTHI;

KOHTPacTHBIE BETA JUIsl KHOIIOK;
— aJIalTUBHOCTH IO pa3HbIE Pa3pelIeHMs SKpaHa;
— IUIaBHBIE aHUMALIUU MIEPEXOJI0B MEXKITY SIKPaHAMHU.

2. Coz0anue uzpo8o20 3Kkpana

Heposou skpan — 3TO OCHOBHOE MPOCTPAHCTBO, TAE MPOMCXOAMUT MPOLECC
urpel. OH JOJDKEH OO0ecleyuBaTh IMOJHBIA KOHTPOJIh M UYETKYIO BHU3YaIbHYIO
oOpaTHy10 CBs3b. [[03TOMY KiII0UEBbIE KOMIIOHEHTBI JOJKHBI OBITh CIIETYIOIIUE:

Heposoe none - cetka 10x20 kneTok B UEeHTpe dKpaHa. Kaxknast KieTka MOXKeT
OBITH MTyCTOW WJIU 3aIIOJITHEHHON OJIOKOM.

Cnedyrowas ¢ueypa - MUHUATIOpA CIEAYIOIIEH (UTYphl B MPaBOM BEPXHEM
yrity. [ToMoraeT urpoky IjiaHupoBaTh XObI.

Cuémuuk ouxog - 0ToOpaxkaeT TeKyIuil cue€T (Hanpumep, «Ouxu: 1 250%).

Yposenwv - mokaspiBaeT TEKYIIUH YPOBEHb CJIOKHOCTH (BIUSET HAa CKOPOCTH
najzieHus: Guryp).

Jlunuu - KOTMYecTBO YOpaHHBIX MOJHBIX JUHUH (Hanpumep, «JIunuu: 8»).

Taiimep - ONIMOHATBLHO, 1JI PEKUMOB Ha BpEMSI.

Ilay3a - KHOTIKa WK KJIaBUIA JJIsl PUOCTAaHOBKU UTphl. [Ipu may3e Ha skpaHe
MOSIBJIIETCS TTOJTYTIPO3PayYHbIi ciaoi ¢ HaAnUChio «ITAY3A».

Busyanvuvie 3¢pgpexmoi: aHUMAIMS HCUYE3HOBEHUS 3aINOJHEHHBIX JIMHUA;

MOJICBETKA TeKyUIell PUrypsl; 3pPexThl Npu JOCTHKEHUH HOBOT'O YPOBHSL.
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Tpebosanus K 83auUMO0eUCMBUIO:
— MTHOBCHHAsl peakius Ha HaXaTwus KJIaBHII (BJICBO, BIPABO, BHU3, MOBOPOT,
hard drop);
— IJIaBHOE JBMKCHHE (DUTYD;
— 48TKOe 0TOOpaKeHHE CTOJIKHOBEHMM (KOJUTH3HUH).

3. Peaﬂu3auuﬂ HACMPpOEK

Menio nacmpoex TO3BOJSET TONB30OBATENIO aJANTHPOBATh UTPY IMOJA CBOH
npeanoyTeHus. Pazoenvt u onyuu:

Vnpasenenue: mepeHazHaueHHE KJIAaBHII (BJIEBO, BIPABO, MOBOPOT, MaJCHUE,
nays3a); 9yBCTBHUTEIBHOCTh ABTOMATHYECKOTO CABUTA (CKOPOCTH TIPH YIASp KaHHUH
KJIABUIIIN).

I'pagpuxa: BBIOOp Tembl odopmiieHUS (KIacCHUecKas, COBpEMEHHasi, TEMHas,
[[BETHAS ); pa3pelieHre SKpaHa; BKIIOUCHHUE/BBIKITIOUCHHE aHUMAIUH U 3 (HEKTOB.

Uzposoti  npoyecc: HaudadbHBI YpOBEHb CIIOKHOCTU;, PEXKUM  HIPHI
(kmaccu4ecKkuii, Ha BpeMs, OCCKOHEUHBIN), aKTUBAIUSA JOTOJHUTEIBHBIX IPaBHUI
(Hampumep, KackaJHbIe KOMOWHAIINN).

Copoc OarHbIX: OYHMCTKA TaOJWIBI PEKOPJOB; BO3BpAT K CTaHIAPTHBIM
HaCTpOMKaMm.

HNurepdetic HacTpoek:
— TIOHATHBIE TOJMUCH K KaXJIOMY TTapameTpy;
— BU3YyaJbHBIC MOACKA3KU (MKOHKH, MUHUATIOPHI TEM);
— kHomKa «[IpuMEHUTEY 711 COXpaHEHUST U3MCHCHU;
— kHomka «OTMeHa» AJis BbIXo/a 0e3 COXpaHeHUSI.

4. Cucmema omoopadicenus undopmauuu

Cuctema ortoOpaxeHus UHpopMaluu  oOecleurBaeT UIrpoKa  BCEMU
HEO0OXOMMBIMU JJAHHBIMHU B PEAIbHOM BPEMEHH, HE OTBJICKAasi OT UTPOBOTO MpoOIlecca.
Dnemenmul cucmems:

OcHosHoltl ducniel:
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UTPOBOE MOJIE - HEHTPAIbHBIN JIIEMEHT;

CYETUMK OYKOB - BBEPXY CIIPaBa; YPOBEHB - PAJIOM CO CUETOM;

yOpaHHbIE JIMHAX - TIOJT CYETOM HITH PSIIOM C HUM.
IIpoeno3 u nianuposanue:

cieayromias purypa - B ipaBOM BEpXHEM YTIIY;

ouepenp u3 2—3 cieayronux Guryp (OnuoHaIBHO, B PACIIUPEHHOM PEKUME).
Hnouxamopwl cocmosnusi:

WHJIUKATOP YPOBHS - MOJIOCKA ITporpecca JI0 CICAYIOIIEro YPOBHS;

TaiiMep payH/a (eclid eCTh OTPaHUYEHHUE IO BPEMEHH );

CTaTyC Nay3bl - NOJyNpo3payHoe OKHO ¢ Haamuchio «ITAY3A» mnosepx
UTPOBOTO TOJISL.
Yeeoomnenus u cooowenus:

BCILIBIBAIOIIME COOOIIEHUS O IOCTUKEHUH HOBOTO YpOBHS («YPpOBEHB 3!»);

yBenoMiieHus o pekopaax («Hosbiid pekopa!»);

MOJICKA3KH JIJI1 HOBBIX UTPOKOB (B 00YUaIOIIEM PEXHUME).
OKpaH 3a6epuleHus uepoi:

UTOTOBBIM CUET;

KOJIMYECTBO YOPaHHBIX JIMHUM;

JIOCTUTHYTBIA YPOBEHb;

kHomnka «HoBast urpay;

KHOMKAa «I JTaBHOE MEHIO».
Ipunyunsvr omobpasicenus:

uHbopMaIusl TPYNIUPYETCS 10 CMBICIOBBIM Onokam (cu€r, mporpecc,
MPOTHO3);

BAJKHBIC JTAHHbIE (CUYET, YPOBEHB) - KPYIHEE U KOHTPACTHEE;

BTOPOCTEINEHHBIE AJIEMEHTHI (HACTPONKHU, PEKOPIbI) - B OTACIBHBIX MEHIO;

WCIIOJIB30BaHUE IIBETOB JIJII KOJIWPOBAHUSI COCTOSHHS (3€n€HbI - OOHYC,

KPACHBIN - IPEAYNPEK/ICHHE);
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MUHUMAJIU3M - TOJIbKO HE00X0uMasi HH(pOopMaIus Ha UTPOBOM DKpaHE.

BusyanbHo Halll mosib30BaTeNbcKuil HHTEpQEIC mpeacTaBiieH Ha puc 1.
? etn - X I e 8 ¥ won

HACTPOWKU UIPbI

@ UM @

e  Nporwswn |
Aonall (Magnawoce nagenss)

+ CpeaaHii (0Buiuvos naganie) Cnoxocts MK:

Hoetircs (saeuremiil e rowdsl)

Cnoxoisiit (BeicTpoe nagewns) 2 AT (PRI CECOCiA)

e I
Feviunn Cresinoc T Coaupn . —
MNapameTpst

Mazcsuanuiwin psuopa 0

Pexopa: 0

CuéT: 0

CNoXHOCTE: Cpeion

Cneayouas

]
I

Pucynok 1. Ilonmp3oBarenbckuii MHTEpdEHC MPOrpaMMHOTO MPOAYKTa IS WUIPbI

«Terpuc&MU-arenT
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Takum 00pa3oM, TE3UCHO TOJBITOXKHMM, YTO BCA CHCTEMA HAIIETo
IPOrPaMMHOIO MPOYKTa COCTOUT U3 TPEX ITIaBHBIX OJIOKOB:

1. UrpoBoii ABMXKOK - 3TO CEpPJLIE UIPhl, KOTOPOE OTBEYAET 3a YIPABICHUE
BCEMU MWIPOBBIMU MPOIECCAMU; IPOBEPKY CTOJIKHOBEHUN (UIYpP; BBIIOJHEHHUE
NeicTBUi (TageHne, moBOpoT (GUTYp) U PUCOBAHKE UTPOBOTO MOJIA U QUTYD.

2. Monyns WHU-areHTa, KOTOpBI OTBEYaeT 3a «YMHOE» TIOBEICHHUE
KOMITIBIOTEPA, TO €CTh AHAIM3UPYET CUTYyalMIO HA II0J€ M NPUHUMAECT PELICHUs 3a
KOMIBIOTEPHOTO WIPOKA; BBIOMpAET JydllMe XOAbl U OLEHUBACT MOCIEACTBHS
JEHUCTBUM.

3. Ilonb3oBarenbckuil MHTEpENC - BCE, YTO BUJAUT WUIPOK HMIPOBOE IOJIE,

CU€TUMK OYKOB, TEKyIIas (purypa, cieayronias Gurypa u KHOIKH yIpaBICHUS.

2.2. UHuTerpanusi KOMIOHEHTOB MPOrPAMMHOI0 MOYJIsI

WNuTerpanysi KOMIIOHEHTOB  MPOrPaMMHOIO  MOIYJIS  MPOUCXOJUT IO
CJIEIYIOLIEMY CLICHAPHUIO:

HNrpoBoil ABMKOK MOCTOSHHO CIEINUT 3a cOCTOssHWMEM urpbl, a MM - areHt
NOJIyyaeT OT ABM)XKKA MH(OPMALMIO O TEKYIIEM MOJOXKEHUH (UTYP, O COCTOSHUU
UTPOBOTO MOJIsl ¥ Kakyto (purypy HyxHo noctaBuTh. [lanee UU - areHT aHanmu3upyet
JAHHBIE U pElIaeT, KaK Jy4lle MOCTyIUTh, a JBUKOK BBIMIOJHIET PEKOMEHI0BaHHbIE
NH-arenToM IeHlcTBUS, KOTOPBIM paboTaeT 1Mo TaKOMY aJlTOPUTMY:

1. OueHka mMoO3WLIMN, TJ€ MNPOBEPSET BCE BO3MOXKHBIE BApPHUAHTHI PaA3MEIICHHUS
burypsr;
2. IlporHo3upoBanue — 371€Ch OH CMOTPHT, YTO OyJ€T Yyepe3 HECKOIbKO XOJIOB,;
3. Ilpunsatue peuienus, rae BbIOUpaAET JIyUIIUid BApUAHT.
N-areHT OICHUBACT UTPY MO TAKUM KPUTEPHUSIM: IyCThIe MecTa o purypamu (4em
MEHBIIIE, TEM Jy4llie); BBICOTA CTOJIOMKOB (3[eCh OH CTapaeTcs JAepXaTh IOJe

POBHBIM); JBIPKH B TOJI€, TJ¢ MbITACTCI WX W30erarh; OamHu (31eCh OH HE JaéT
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00pa30BBIBATHCSA BBICOKMM CTOJ0AaM) M ITyCThbIE CTOJIOIBI, 32 KOTOPBIMH CIICIHT,
4TOOBI HE MOSBJIUIUCH JNIMHHBIC ITYCThIC TUHUU

Bce 3ti yactu paboTaroT BMECTE KaK €AUHBIA MEXaHU3M, IJe KaXK/as 4acTb
BBITIOJTHSIET CBOIO BaKHYIO PoJib. [Ipu 3TOM crcTema CIpOEKTHUpOBaHa TakK, YTOOBI
UTPOK MOT HaOJIOIaTh 33 «MbluIieHneM» M-arenara u moHuMaTh ero JeHCTBU.

BaXxHO OTMETHUTH, YTO NAHHBIM MPOTPAMMHBIA MPOAYKT PEAIU30BaH C YYETOM
HAIlIETO YEJIOBEYECKOTO MOBEACHUA, BKIIOUAs, 3aJCPKKU PEAKIIMH, BAPUATUBHOCTH
NBIDKEHUW;  BEPOATHOCTH  KoJieOaHWi, 3a CUéT MPOUCXOAUT  TOYHOCTHh

MO OHUPOBAHUA U CKOPOCTD IIaACHUA (1)I/Il“yp

2.3. Texuuueckoe 3ajanue Ha pa3padoTKy NporpaMMHoro npoaykra «Terpuc &
HNHU-Arenm»
1. Hasnauenue u yenu: Pa3paboTaTh NporpaMMHBIA MOIysb Ha si3bike Python,
peanu3yronmn KiacCu4eckyro urpy «Terpuc» ¢ mHTerpupoBanHbIM MH-arenTom Ha
ocHoBe Deep Q-Learning st aBTOHOMHOM MTPbI B O0yYCHHUSL.
2. Tpebosarus K hyHKYUOHATLHOCU:
— Peamuzanusa urpoBoro asmxkka «Terpucy ¢ kiaccuueckumu mnpaBuiaamu (7
TETPaMUHO, OYHCTKA JIMHUM, YBETUYCHUE CKOPOCTH).
— I'paduyeckuii uHTepdeEiic st 0TOOpAKEHUS] UTPOBOTO TMPOIECCAa HA OCHOBE
oubnmorexku Pygame.
— Peaymzanus MU-arenta c¢ apxurekrypoit Deep Q-Network (DQN) wmm eé
ynyutienasiMu BapuanTamu (Double DQN, Dueling DQN).
— Bo3MoxHOCTh 00yYeHHs areHTa ¢ HyJIsd, BKIoudas cOop ombita (experience
replay) u 0OHOBJIEHHE TTOJIUTHKH.
— Cucrema JOTUpOBaHMS W BU3yadu3aluu mpoiecca ooyuenus (rpaduku cuéra,
yObIBatolee exploration rate).
— B03MOXHOCTh PyYHOTO YHpaBJICHHS I cOOpa AEMOHCTPAIMOHHBIX JaHHBIX
(OMILIMOHANIBHO).
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3. Tpebosanus k He@hyHKYUOHANbHBIM XAPAKMEPUCTIUKAM.

— Ilpoussooumenvnocms. Yacrora kampoB (FPS) mHe Hmke 60 B pexume
otobpaxenus. Bpems npunstus pemenus areHTom < 50 mc.

— Tounocmo u s¢hgexmusnocms HH-arenta. Kputepuem ycrexa sBIsSETCS
CIOCOOHOCTh 00y4YeHHOTO areHTa ctadbmibHO ouumiaTh 6osee 100 000 nmuHMI
32 UTPOBYIO CECCHIO (B CPEIHEM 110 MHOYKECTBY 3aITyCKOB).

— Mooynvnocms. UETKOE pazneneHue Koja Ha KOMIIOHEHTHI (Urpa, areHr,
oOyueHue, YTUIUTHI) 711 yA00CTBa MOAUBUKAITUH.

— Haoéxcnocms. OTcyTCTBUE KPUTHUECKHUX COOEB (KPaxoB) B XOJ€ HIIUTEIbHBIX

ceccuil 0Oy4eHHUs (IECATKH ThICAY UTEPALIHIA).

4. Texnonoeuueckuu cmex MU — acenma ons uepwi « Tempucy
1. OcHosHoti 31K npocpamMmuposanus

Python - ncnonp3yercst kak OCHOBHOM SA3BIK Pa3pabOTKU. ITO MO3BOJISET JIETKO
co3maBaTth rpaduueckuii uHTepdeiic uyepe3 OumOmmoteky tkinter, pabGorath ¢
pPa3TUYHBIMU CTPYKTYpPaMHU JJAHHBIX U PeaIn30BbIBAThH airoput™bl U — arenTa.
2. bubnuomexu u uncmpymenmeol

Tkinter - mis coszmanus rpadudeckoro uHTepderica: oxno uepwr (mone s
OTOOpaKEHHMsI HIPOBOrO  MPOIECCa); DJIEMCHTOB  YIIPABICHHS, BHU3yaaH3allus
pE3ybTaTOB.

JSON - st paGoThI ¢ HACTPOMKAMU M COXpaHEHHEM PEKOP/IOB.

OS - st paboThl ¢ halI0BOM CUCTEMOM.

Time - s ynpaBiieHHsI BpEMEHEM TaieHus Puryp.

Math - st MaTeMaTHYeCKMX BBIYUCIICHHI.
3. Komnonenmol peanuzayuu MU - acenma

Cucmema ynpagnenus CI10HCHOCMbIO — BKIIOYAET B ¢e0s HACTPOUKHU CKOPOCTHU
peakuuu MW — arenTa; mapameTpbl TOYHOCTH JBMKEHUH, BEPOSTHOCTH OBICTPHIX

MAJCHNUM; TIOPOT MAaHUKH.
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Mexanusm npumnsamus pewenuil — BKJIOYaeT B ce0s pacuéT ONTUMAaJIbHOU
MO3ULIKU (PUTYPBI; OIIEHKY BO3MOKHBIX XOJI0OB ¥ BEIOOP HAWITYUIIIEr0 BapUaHTA.
4. Apxumexmypa komnonenmog MU - acenma

Mooynb oyenku nosuyuu — aHAIM3UPYET BBICOTY CTOJIOLOB, KOJUYECTBO JIBID,
POBHOCTb IMOBEPXHOCTH, BO3MOKHOCTh CO3J[aHUS JIMHUM.

Cucmema oO8udiceHuss — YIpPaBISIET TMepeMelieHueM ¢GUryp; BpalICHHEM,
NaJICHUEM, MSTKUM TaJICHUEM.
5. Uucmpymenmul suzyanuzayuu

Canvas - nnasi OTPUCOBKM UIPOBOTO TOJsI, (QUTYp, TEHH TMaJCHUS W
IpagueHTHOTO (hOHA.

Anumayuonnsie 2¢hghekmspl — BKIIOUAIOT Mafaroiiue KOHPETTH Npu molene;
MUTAIOMUK pOOOT B MEHIO U aHUMAIIUIO KHOTIOK.
6. Cucmema ynpasnenus uepoi

Cobvimust u obpamubie 6b1306bl - PEATIU30BAHBI Yepe3 TaliMepbl, 00padOTUNKU
COOBITHI U CUCTEMY OTJIOKEHHBIX JCHCTBUH.

Coxpanenue cocmosiHus — BKJIIOYAeT COXPAHEHUE PEKOPJOB, HACTPOUKHU
CJIO’)KHOCTHU U TEKYIIHI porpecc.
1. [ononanumenvHvle KOMHOHEHMbL

Cucmema yseoomneHuti — JJisl BbIBOJIa COOOIIEHUN 00 OKOHYAHUM UIPHI,
MoKa3a pe3yJbTaToB U MHGOPMHUPOBaHUS O TIo0Oee.

Hacmpouxu ueper — BKI04aroT cioxxHocTh M —arenTa, MakcMMainbHbIEe OYKU

Y BU3YQAJIbHBIE TTAPAMETPHI.
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3AKJIIOYEHUE

B xome BBIMOMHEHWS HACTOSIICH MPOCKTHOM pabOThl OblIa BCECTOPOHHE
uccieoBaHa mpoOiemMa MPUMEHEHHS HCKYCCTBEHHOI'O WHTEIIEKTa ISl UTPHI B
«Terpuc» w ycmemHo pa3pabOTaH COOTBETCTBYIOIIMKA MPOTPAMMHBIA TPOAYKT.
['unore3a uccienoBaHWA MOATBEPAWIACH: KOMOMHUPOBAHHE  TEOPETUUYECKUX
HapaboToKk B oOnactu osBpuctudeckux npusHakoB (IIeep [lemnamepu, meron
NEePEeKPECTHOM IHTPONHH) C COBPEMEHHBIMH BO3MOXKHOCTSIMU TIIyOOKOTO OOyUYEHHS C
noakperuieHrneM (DQN) mo3Bonmino chopmynmpoBaTh U peain3oBaTh apXHTEKTYPY
a¢dexrrBHoro M-arenra.

OcHogHble 00CMUMCEHUS U 8bIBOODL!

1. Teopemuueckaa 6aza. IlpoBenéH riayOOKHMN aHAIUTUYECKHN 0030p,
yctaHoBieHo, 4to «Terpuc» sBusgerca NP-tpyaHoii 3amaueil, 4TO OOBSCHSET
CIIOHOCTh €€ pEelIEHUss W ONpPABABIBAET HCIOJIb30BAHUE METOJOB MAIIMHHOTO
oOyuenusi. CUCTeMaTU3UpPOBaHA SBOJIIOIMS IOAXOJ0B OT PYUYHBIX 3BPUCTUK 4Yepe3
T€HETUYECKUE AITOPUTMBI 0 IIyOOKOr0 00yYEHHUs C MOAKPEIICHUEM.

2. Ilpaxmuueckas peanuszayus. Ha s3pike Python paspaGotan MomynbHBIH
MPOrpaMMHBIN KOMIUIEKC, BKIIOYAIOIIMI MOJHOLIEHHBI UTPOBOM JABMKOK Ha Pygame
u NU-arent Ha ocHoBe DQN ¢ mcmonb3oBanneMm PyTorch. Apxurekrypa mpoekra
pa3felieHa Ha JIOTUYECKME KOMIIOHEHTHI (IBUXOK, CpeAa, areHr, oOydeHue,
JIOTUPOBAHUE), YTO COOTBETCTBYET JYYIIMM HMHXXEHEPHbIM MpPAaKTUKaM |
o0ecrneunBaeT JErkOCTh PaCIIMPEHUs U MOAU(PUKALIUY.

3. Hokazamenvbcmeo s¢pghexmusnocmu. llpemyioxeHHas W peaan3oOBaHHAas
Meroaosoruss no3poisier MU - arenty oOydaThCsi CTpaTeruu, HAMpaBlIEHHON Ha
JOJITOCPOYHOE BbDKMBaHue. Kputepun s¢dekTuBHOCTH, CcHOpMYyIHpPOBAHHBIE B
TEXHUUYECKOM 3aJlaHuH (CTAOMJIBLHOE OYMIIECHHE OOJIBIIOTO KOJIMYECTBA JIMHUM),
ABJIAIOTCS  JAOCTHXKUMBIMH, UYTO  TOJATBEPKAAETCS  pe3yjibTaTaMu  BEAYyILIUX

WCCIIEJOBAHUN B JaHHOU 00J1aCTH.
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4. 3unauumocms pabomwi: IlpoekT HMeeT Kak oOpa3oBaTelIbHYIO, TaK H
MPaKTUYECKYI0 I[EHHOCTb. OH CHYXXHUT HArjsgHOW WIUIIOCTpaluedl MPUHIUIIOB
oOy4eHHsI C TOJKPEIJICHUEM Ha TIOHSITHOW W CJIOXKHOHW 3amade. Pa3paboTaHHBIM
MPOTrPaMMHBIN TPOYKT MOKET ObITh UCIOIB30BaH Kak IiaTdopma i JaIbHEUIINX
HKCIIEPUMEHTOB C HOBBIMH aPXUTEKTypaMU HEUPOHHBIX CETeH, (PYHKITMIMU HATrpajIbl
u anroputMamu RL.

Bce nocrapnenHble 3aja4K UCCIIEIOBAHUS BBITIOJIHEHBI. PaboTa BHOCUT BKJIaJ B
00acTh MPUKIATHOTO MCKYCCTBEHHOTO WHTEIIEKTA, AEMOHCTPUPYS TOJIHBIA ITHKII
CO3/IJaHUSI MHTEIUJIEKTYaJIbHOW UTPOBOM CHUCTEMBI - OT TEOPETUUYECKOrO aHAIN3a 10

HpaKTHqCCKOﬁ pcaIn3alnmnu.
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[Tpunoxenuel.

Busyanmn3zanusi TeXHH4€CKOT0 MPOEKTA
Ha TeMy: «HTeImeKTyalbHbIi porpaMMHbIi poayKT « Terpuc & MM-ArenT» ¢
WHTETPUPOBAHHBIM NCKYCCTBEHHBIM HHTEJLIEKTOM

1. HOACHUTEJIBHAA 3AIIMCKA
JlaHHbBIN TEXHUYECKUI IIPOEKT Oyner OIMCHIBATH co3J1aHue

MHTEIEKTyalbHOro « Terpuca» ¢ MM-areHTom, KOTOpPBIN HE TOJIBKO Pa3BIEKAET, HO U
o0ydaeT MpUHIMIAM palbOThl AJITOPUTMOB MpHUHATHS peuieHuid. [IpoekT couetaer
KJIACCUYECKUA TEeUMIUIeH C coBpeMeHHbIMU TexHosorusimu WM, obecrieunBas
BBICOKYIO peurpabelbHOCTh W 00pa3oBaTEIbHYIO IIEHHOCTh. ['OTOBBI MPOMYKT
IIPOEKTA MOYKET UCIIOIb30BATHCS KaK:

— pasBlEKaTeIbHAsA UIPa;

— y4eOHBbIN MHCTPYMEHT JIs u3yuenus MU;

— 0a3a ns uccnenoBanuii B oonactu urposoro MU;

— mIatgopma s SKCIEPUMEHTOB C HOBBIMU aITOPUTMaMHU.

[lenp mpoekra: co34aTh  YIY4YLIEHHYK Bepcuro  urpel  «Terpuc» ¢
uHTerpupoBanHbiM MM, obOecrneunBarollylo  BBICOKYIO  pEUrpadelbHOCTh U
o0Opa3oBaTeIbHbIA NOTEHLIUA.
3amaun:

1. peanusoBaTh KjIaccuuyeckui reimiuieit « Terpucay;

2. pazpaborats UM-arenrta ¢ HECKOTBKUMU YPOBHSIMU CIIOKHOCTH;

3. co3math pexxuM o0ydeHus ¢ moackazkamu U,

4. obGecneynTh BO3MOKHOCTh aHAJIM3a UTPOBBIX CTPATErUil;

5. MpeAoCTaBUTh MHCTPYMEHTHI JIJIs1 U3yUEeHUs] MPUHLIMUIOB padoTel M.
[leneBas ayauTopus:

— HWTPOKH, JIIOOAIIUE KIACCUUECKUE TOI0BOJIOMKH;

— CTYAEHTHI U HAYMHAIOLKME pa3paboTunku, nzyvaroume UU;

— HCCIIEOBATENH B 00JIACTH MAILIMHHOTO O0y4YEeHUSI.

2. TexHnueckoe 3a1aHue
@OyHKIIMOHAIbHBIE TPEOOBAHUS:

— Kuaccuueckuii pexum «Terpuca» (10x20).

— Pexum «Urpok npotuB UM» ¢ TpeMst ypOBHSMU CHOKHOCTH.

— Pexum «O0yuenue ¢ UM-noackazkamMm.

— Bwuyanuzauus «msinmenusi» MU (npennonaraemMple NO3ULIKH).

— CucreMa peKopi0B U JOCTHKEHU.

— Penaxrop crparernii U (au1st npoABUHYTHIX MOJIb30BaTENEH ).

— OKCIOPT aHHBIX UTPHI IS aHAIU3A.
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HedynkuronanbHbie TpeOOBaHMUS:

poU3BOAMTENBHOCTE: HE MeHee 60 FPS17 na cpennem I1K;
kpoccruiargopmennocts: Windows, Linux;

UHTYUTUBHO MOHATHBIA UHTEpP(DENC;

Bpems peakunu MU: < 100 mc Ha Xox;

MOJIyJIBHOCTh KOJIa JJIsl IETKON T0pabOTKH.

3. ApXUTEKTypHOE penieHne nporpaMmuoro moxyirst MU
Crek TeXHOJOTHH 1l pa3paboTKu:

1.

2
3.
4.
5

S3BIK IporpaMMmupoBanus: Python 3.x;

WUTPOBOM ABUKOK: Pygame;

NU-pperimBopk: NumPy, SciPy;

Buzyanuzanus: Matplotlib (my1s rpadukoB ananuza);

['padpuueckuit anement GUI BMecto TekcTtoBbix Komaup 18 : Tkinter (mis
HaCTPOEK U PEaKTopa).

MopynbHasi CTpyKTypa pa3paboTKu:

HUrpoBoil nBWKOK. YmpaieHnue urpoBeiM mnojeM (10%x20); renepauus u
nepemernieHre (Gpuryp; mpoBepka CTOJKHOBEHU; OYMCTKA JIMHUWA U TMOJCYET
OYKOB.

Monyns UU. Onenka no3uiuii (GyHKIHUS CTOMMOCTH); MOUCK ONMTHUMAIBHOTO
X0/1a; YPOBHU CJIOKHOCTH (HACTPOIKa BECOB); PEXKHUM IMOJICKA30K.

Nurtepdeiic monw3zoBaresns. ' 1TaBHOE MEHIO; UTPOBOE T10JIC; TAHETh CTATUCTUKY;
HacTpoiku cinoxHoctu MU; pemakTop crparerui.

Cucrema ananuza. JlorupoBaHHe WUIPOBBIX COOBITHI; BU3yaIHM3allds METPHUK
NU; sxcniopT nanHeix B CSV.

4. Anroput™m Mopyins MIcKkycCTBEHHOTO MHTEIIIEKTA
OyHKIMS OLIEHKH MO3ULINHN:

Croumoctb=w 1 - 1bIpbI+W2-BbICOTa+W3 -HEPOBHOCTb+W4 - TUHUM

Mertpuku:

JIBIpBI: KOJIMYECTBO MYCTHIX SIUEEK MOJ1 3aII0JIHEHHBIMU OJIOKAMHU.

BeicoTa: cpeiHsia BbICOTA 3aII0JIHEHHBIX KIIETOK.

HepoBHOCTB: cyMMa aOCOJIIOTHBIX Pa3HOCTEN BBICOT COCEHUX CTOJIOLIOB.
JIuauu: GoHyC 3a BO3MOXKHOCTb OYMCTUTH CTPOKH (OTpHUIATENIbHBIA BKJIaJ B
CTOMMOCTb).

" FPS (Frames Per Second, unm «xagpoB B CEKYHIy») — 3TO HpUMEHHTENbHO K pabore MM m 0OBIMHO O3HAuaeT
CKOpOCTH, T.€., CKOJIBKO HM300pakeHHI MOJens crnocoOHa creHepupoBath 3a 1 cekyHmy. s xomdopTHOH HUIpHI B
«Tetpucy ¢ MU nocrarouno cradbuibhbix 30-60 FPS.

18 I'pagpuueckuii snemenm GUI - 310 BCE, YTO BBl BUAMTE HA DKPAaHE M C YEM MOXKETe B3aHMOJEHCTBOBATH: KHOIKH,
MEHIO, OKHA, WUKOHKH, MOJ3YHKHM M T.Hn. OH 3aMeHsSeT CIO0XHbIE TEKCTOBbIE KOMaHIbl Ha WHTYMTHBHO IOHSTHbBIE
BHU3YaJbHbIE OOBEKTHI.
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ypOBHI/I CJIOJKHOCTH.

Yposens | Beca (IbIpbl/BEICOTa/HEPOBHOCTE/IMHHH ) OcobeHHoOCTH

Hoswuoxk | 0.5/0.3/0.2/0.1 IIpoctsre TpaBuIa,
CIIy4JaiiHbIC OITHOKH

YuuTeIBacT BCE MCTPHKH,

Cpennnii | 0.8/0.6/0.4/0.3 Mojenupyer 1 XofA
BIEPEN
Mogenupyer 2 - 3 xoaa
Okcmept | 1.0/0.9/0.7/0.5 BIepén, MaKCHMallbHas
TOYHOCTh

AJITOpUTM NOUCKA XOAA:
1. CreHnepupoBaTh BCE BO3MOXKHbBIE TIO3ULUU TEKYIIEH (PUrypsl (BCE€ MOBOPOTHI +
CMEIIICHUA).
JIig Kask0M MO3UIUH pACCUUTATh CTOUMOCTD 110 (popMyJIe.
Br16paTh n03U1MI0 ¢ MUHUMAaJIbHOW CTOUMOCTBIO.
4. BBINOJIHUTE X0/ WU MOKa3aTh MOACKA3KY.

w N

5. [1nan pazpaboTku

Oran 1. IIporotun (2 Henmenu): 6a3oBasi urpa «Terpucy; mpocToe moje u
burypsl; yrpapieHue KJIaBUATYPOIL; MOACUYET OUKOB.

Oran 2. UU-mopyne (3 Hegenu): (yHKUMS OLEHKH MO3MILIMMA; IOUCK
ONTUMAJIBHOTO X0J1a; TPU YPOBHS CIOXKHOCTH; PEKUM IMOICKA30K.

Oran 3. HWatepdeiic (2 Hemenu): TriaBHOE MEHIO, MaHEIb CTAaTUCTHUKU;
HAaCTPOMKH CIIOKHOCTH; BU3yalIu3aus «MbluieHus» 1UU.

Oran 4. Cuctema ananuza (1 Hexdens): JOTMpOBaHUE COOBITHUN; SKCHOPT
JTAHHBIX; TPAQUKU METPUK.

Oran 5. TectupoBanne u ontumuzanus (2 HeAeNU): FOHUT-TECTHI;
WHTETPAllMOHHBIE TECThI; ONTHUMU3AIUS MPOU3BOJUTEIBHOCTH; MOJIb30BATEIbCKOE
TECTUPOBAHHUE.

Oran 6. Pequ3 (1 Henmens): cOOpka YCTaHOBOYHOTO TAKETa; JOKYMEHTAITHS;
nyOnuKarus Ha ratopmax.

6. TectupoBanue pa3pabOTKu
Buapl TecToB:
— IOHuT-TECTHI: TIpOBEpKa (DYHKIIMI OICHKH TO3WIMH, MOWUCKA XOJa, OYHCTKH
JIMHUU.
— HWurterpanuonnsie TecThl: B3aumoaerncteue MM ¢ HrpoBbIM IBHKKOM.
— PerpeccronHBIC TECTHI: POBEPKA CTAOMIBLHOCTH ITOCIIC H3MECHEHHUH.
— IlpousBoaurensHocth: FPS nipu padore UN.
— Tlonp3oBarenbckue TECTH: cOOP 0OpaTHOM CBS3M.
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TecToBbIE CLIEHApUH:
— wurpa npotuB M Ha Bcex ypOBHAX CIOXKHOCTH;
— peXHUM 00y4eHHUs C MOJICKa3KaMu;
— CTpecc-TecT (JNIUTENbHAS UTpa);
— MpOBEpKa KpalHUX Cily4aeB (IOYTH 3all0OJHEHHOE I0JIE).

7. JJokymeHTanus

CocTtaB 1OKyMEHTaIUU:
1. PykoBojacCTBO moJib30Batess (MpaBuiia, yIpaBlICHUE, PEKUMBI).
2. TexHnWueckas JOKyMeHTaIus (apxurekrypa, API19).
3. PykoBojcTBO pazpaboTynka (MHCTpYKIUs 1o gopadotke MIN).
4. ®aiitn README ¢ UHCTPYKIIMSAMHU 110 YCTAHOBKE U 3aITyCKY.

8. I1nan penusa
Bepcuu:
— Bepcus 1.0: 6a308Bb1i pynknuonain (urpa + UN).
— Bepcns 1.1: cucrema ananuza u 3KCcnopra TaHHBIX.
— Bepcus 1.2: pegakrop ctparernii M.
— Bepcus 2.0: netipocereBoii U (00ydeHHE C MOAKPEIIICHUEM ).
[TnaTdopmsr:
— IIK (Windows, Linux);
— BeO-Bepcust (OMIIMOHAIIBHO);
— MOOWJIbHBIE BepCcUU (OTIIMOHAIIBHO).
9. Iloanepxka v pa3BUTHE
[Lran moaepxku:
— HCHpaBIICHUE KPUTUYECKUX OAroB B T€UEHUE 2 HENENb MOCIE PENn3a;
— peryJsipabie 0OHOBIIeHUS (pa3 B 1-2 Mecsiia);
— cOO0p U aHau3 OT3bIBOB MOJIb30BATENICH.
JloposkHasi KapTa pa3BUTHUS TPOCKTa:
— MyabTuIzieep (urpok nporus MU onnaiin);
— CHCTEMa JIOCTHKCHUU;
— TYPHHUPBI U PEUTHUHTH;
— HHTerpanus ¢ o0pa3oBaTeIbHBIMU TIAT(HOPMaMHU.

19 API (Application Programming Interface, unu npozpammmuiii unmep@elic npunodicenus) - 3TO HaOOp NpPaBHII,
WHCTPYKIUHA M HMHCTPYMEHTOB, KOTOpBIE ITO3BOJIIIOT pa3sHBIM IPOTrpaMMaM B3aMMOACHCTBOBATH JPYT C APYTOM:
00OMEHMBATHCS TaHHBIMH U BBITIONHATh NEUCTBUS. Paszpabomxa mooeau uepvl « Tempucy ¢ MM MOXeT HWCIONB30BATh
APl nmns: coxpaHeHHS pPEKOPIOB Ha YIOaJEHHOM cepBepe; 3arpy3KH HOBBIX CKHHOB (UTYyp U3 OHJIAHH-Talepen;
MOIKITIOYEHHS K IUTaT(dopMe I OHJIAWH-TYPHHAPOB.
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10. BromxeT u pecypcol

Pecypcel:  pazpaboTumku:

TECTUPOBIIUK: | UeOBEK;
cpoku: 10—12 Henens.
3aTpartsl:

1 dgenoBek; nuzaitHep: 1 wyemoBek (Tpaduka);

— obopynoanue: I1K st pazpaboTku;
— TIO: 6ecrnaTHoE (OTKPBITHIA UCXOHBIN KOJ);
— XOCTHUHT JJIsl pen3a; OMIUOHATIBHO.

11. Pucku u penieHust

Puck

Penienue

Hwuzkas npou3BOIUTEIBHOCTD
HNU-arenta

OHTI/IMI/I321HI/IH aJIrOpuT™Ma, OI'PaHUYCHHC FJIY6I/IHI>I
ITOHNCKa

NU-arenT wurpaer caumkoM | Hactpouts BecoBble KOX(pGUIUEHTH, 100aBUTH
XOpOoLIOo Clly4aiHbIe OITHOKH
Cnoxnocte ornaaku HWU- | JlobaBUTH JIOTUPOBAHUE 51 BU3YaJIN3aLIUIO
areHra «MBILICHUS
Hewnnrepecnsiii reumiuier | PeannzoBats HECKOJIBKO CTUIIEN UTPBI
npotuB MN-arenTa (arpeccHUBHBIN, OCTOPOXKHBIN )

TectupoBanne Ha  pa3HbIX  IulaTrpopMax U
[Tpo6sieMbl COBMECTUMOCTH

KOH(UTypalusix

12. Oxunaembie pe3yJbTaThl
KosmmuecTBeHHbIE:

— penus rotoBou urpsl ¢ M -arentom;

— MOJJEpKKa 3 ypOBHEN CIIOKHOCTH;

— CHCTEMa aHAJIM3a UTPOBBIX JAHHBIX;

— JIOKyYMEHTalus U PyKOBOJICTBO pa3paboTUHKa.

KauecTtBeHHbIE:

— BbICOKas peurpadenbHOCTh (3a cuét UM-arenTta u pesxuMoB);
— o0pa3zoBaTenbHbIN MOTeHIMaN (M3yueHue anropurmon UIN);
— MOJYJIBHOCTD JUIsS Oy AyIIUX YIIy4IICHHH;

— OTKPBITBIA KOJI JIJIsi COOOIIECTRA.

37




IIpuioxenue 2.
Peanu3zanusi nporpaMMHoOro npoaykra «Tempuc & HH-Azenm)» Ha A3bIKE

nporpaMmMupoBanusi Python

Python

import tkinter as tk

from tkinter import messagebox
import random

import json

import os

import time

import math

class Tetris:
def init (self, master):
self.master = master
self.master.title ("Tetris")
self.master.resizable (False, False)

self.width = 10
self.height = 20
self.cell size = 30

self.difficulty settings = {
"Jlerxun": 600,
"Cpenuun": 400,
"Croxuemi": 200
}
self.current difficulty = "Cpenuun"
self.fall speed = self.difficulty settings[self.current difficulty]

self.high score = self.load high score()
self.frame count = 0
self.last fps update = time.time ()
self.current fps = 0

self.game mode = "single"

self.max score = 5000

# HacTpoiiku cjoxHOoCTU MY (UejloBeueCKOe MOBEeIeHUE)

self.ai difficulty = "Cpenuumi"
self.ai settings = {
"Jlerxun": |
"reaction delay": 500,
"reaction variance": 300,
"move delay": 120,
"move variance": 50,
"hesitation chance": 0.4,
"hesitation delay": 600,
"precision": 0.6,
"quick drop chance": 0.1,

"panic threshold": 12,
"soft drop speed": 3,
}y
"Cpemuun": {
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"reaction delay": 300,

"reaction variance": 200,
"move delay": 80,

"move variance": 40,
"hesitation chance": 0.25,
"hesitation delay": 400,
"precision": 0.8,
"quick drop chance": 0.3,

"panic_ threshold": 15,
"soft drop speed": 4,
by

"CroxHe" @ {
"reaction delay": 200,
"reaction variance": 150,
"move delay": 50,
"move variance": 30,
"hesitation chance": 0.1,
"hesitation delay": 250,
"precision": 0.95,
"quick drop chance": 0.6,

"panic threshold": 17,
"soft drop speed": 5,

self.ai reaction delay = 300
self.ai reaction variance = 200
self.ai move delay = 80
self.ai move variance = 40
self.ai hesitation chance = 0.25
self.ai hesitation delay = 400
self.ai precision = 0.8
self.ai quick drop chance =
self.ai soft drop speed = 4
self.ai panic threshold = 1

0.3
5
self.ai board = None

self.ai current shape = None
self.ai next shape = None

self.ai current x = 0
self.ai current y = 0
self.ai game over = False

self.ai loop id = None
self.ai fall loop id = None
self.ai speed = self.fall speed
self.ai is moving = False
self.ai target x = 0

self.ai target rotation = 0
self.ai is falling = False
self.ai score = 0
self.ai soft dropping = False

self.confetti particles = []
self.confetti animation id = None

self.button animation id = None
self.robot animation id = None
self.particle animation_ id = None
self.game loop id = None
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self.returning to menu = False
self.victory shown = False
self.game ended = False

self.all after ids = []
self.create main menu ()

def load high score(self):
try:
if os.path.exists("tetris scores.json"):
with open("tetris scores.json", "r") as f:
data = json.load(f)
return data.get ("high score", 0)
except:
pass
return O

def save high score(self):

try:
with open("tetris scores.json", "w") as f:
json.dump ({"high score": self.high score}, f)
except:
pass

def safe after(self, delay, callback):
after id = self.master.after (delay, callback)
self.all after ids.append(after id)
return after id

def cancel all after (self):
for after id in self.all after ids:
try:
self.master.after cancel (after id)
except:
pass
self.all after ids = []

def create main menu(self):
self.cancel all after()

for widget in self.master.winfo children() :
widget.destroy ()

self.force stop all animations()

self.returning to menu = False
self.victory shown = False
self.game ended = False

self.menu frame = tk.Frame(self.master, bg="gray", width=400,
height=500)

self.menu frame.pack (fill=tk.BOTH, expand=True)

self.menu frame.pack propagate (False)

# razrabotchik

tk.Label (
self.menu frame,
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Justify="1left",
fg="1lightgray",
bg="gray",

font=(None, 7),

text="PaspaboTuukn: [laHbumH I'eoprmui, JunaroBa AHXeJMrka, lleMakuHa

Hapea\nT'BIOY MO \"IMMUTPOBCKMI TeXHUKyM\™"
) .pack (pady=0, padx=0, expand=True)

arc_frame = tk.Frame (
self.menu frame,
bg="black",
width=350,
height=150,
highlightbackground="darkgray",
highlightthickness=2,
bd=0
)
arc_frame.pack (pady=40)
arc_frame.pack propagate (False)

self.text frame = tk.Frame(arc_frame, bg="#2a2a2a", width=330,

height=130)
self.text frame.pack(pady=10, padx=10)
self.text frame.pack propagate (False)

tetris frame = tk.Frame(self.text frame, bg="#2a2a2a")

tetris frame.pack (pady=(25, 5))

colors = ['red', 'deep sky blue', 'light green’,
'orange']
letters = ['T', 'E', 'T', 'R', 'I', 'S']

for i, letter in enumerate(letters):
color = colors[i]
label = tk.Label (
tetris frame,
text=letter,
font=("Arial", 36, "bold"),
bg="4#2a2a2a",
fg=color
)
label.pack (side=tk.LEFT, padx=2)

edition label = tk.Label (
self.text frame,
text="Classic Edition",
font=("Arial", 14, "italic"),
bg="4#2a2a2a",
fg="1lightgray"

)

edition label.pack ()

self.robot = tk.Label (
self.text frame,
text="1&"
font=("Arial", 24),
bg="4#2a2a2a",
fg="1lightgray"
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self.robot.place(x=10, y=85)

self.robot jump offset = 0
self.robot jumping up = True
self.animate robot ()

self.buttons frame = tk.Frame(self.menu frame, bg="gray")
self.buttons frame.pack (pady=10)

self.single mode btn = tk.Button(
self.buttons frame,
text="OnuHOuHEM pexumMm",
font=("Arial", 18, "bold"),
bg="deep sky blue",
width=18,
command=self.start single game

)

self.single mode btn.pack (pady=5)

self.ai menu btn = tk.Button(
self.buttons frame,
text="yn",
font=("Arial", 18, "bold"),
bg="1lightgreen",
width=18,
command=self.open ai menu

)

self.ai menu btn.pack (pady=5)

self.settings _btn = tk.Button(
self.buttons frame,
text="IlapameTpu",
font=("Arial", 16),
bg="lightgray",
width=15,
command=self.open settings

)

self.settings_btn.pack (pady=5)

high score frame = tk.Frame(self.menu frame, bg="gray")
high score frame.pack(side=tk.BOTTOM, pady=10)

tk.Label (
high score frame,
text=f"MakcumanbHel pexopn: {self.high score}",
font=("Arial", 12, "bold"),

bg="gray",
fg="gold"
) .pack ()

self.animate button ()
self.settings_open = False

def open ai menu(self):
self.cancel all after()

for widget in self.master.winfo children() :
widget.destroy ()
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self.force stop all animations|()

self.ai menu frame = tk.Frame (self.master, bg="gray", width=400,
height=500)

self.ai menu frame.pack (fill=tk.BOTH, expand=True)

self.ai menu frame.pack propagate (False)

title frame = tk.Frame (
self.ai menu frame,
bg="black",
width=350,
height=100,
highlightbackground="darkgray",
highlightthickness=2,
bd=0

)

title frame.pack (pady=20)

title frame.pack propagate (False)

inner title = tk.Frame(title frame, bg="#2a2a2a", width=330, height=80)
inner title.pack(pady=10, padx=10)
inner title.pack propagate (False)

tk.Label (
inner title,
text="& w @&,
font=("Arial", 36, "bold"),
bg="#2a2a2a",
fg="1lightgreen"

) .pack (expand=True)

# OCHOBHOI KOHTEHT Cpasy IOCJEe apku
content frame = tk.Frame(self.ai menu frame, bg="gray")
content frame.pack (pady=10)

# Kuonka "lporus ¥VU"
self.vs ai btn = tk.Button(
content frame,
text="Ilporus ¥N",
font=("Arial", 18, "bold"),
bg="lightgreen",
width=18,
command=self.open vs ai settings
)
self.vs ai btn.pack (pady=5)

# BriOop cioxHOCTHM WU
difficulty frame = tk.Frame(content frame, bg="gray")
difficulty frame.pack(pady=10)

tk.Label (
difficulty frame,
text="CnoxHocTer UM:",
font=("Arial", 14, "bold"),
bg:"gray" ,
fg="white"

) .pack (pady=5)

self.ai difficulty var = tk.StringVar (value=self.ai difficulty)
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for text, wvalue in [
("HoBuuok (MenJieHHBIV, HeTouHwM)'", "Jlerxkum"),
UTeJb IOHSS CK TH) ", oHum") ,
("JIobure (cpe ckopocTtr) ", "Cpe ")
("OnbITHE (OBICTPBEIA, TOuYHEN) ", "CJIOXHEIM'")

tk.Radiobutton (
difficulty frame,
text=text,
variable=self.ai difficulty var,
value=value,
font=("Arial", 12),
bg="gray",
fg="white",
selectcolor="gray",
command=self.apply ai settings
) .pack (anchor=tk.W, padx=30, pady=3)

self.ai difficulty label = tk.Label(
difficulty frame,
text=f"Texymaa: {self.ai difficulty}",
font=("Arial", 11),
bg="gray",
fg="1lightgreen"

)

self.ai difficulty label.pack (pady=5)

# Koomka "Hazanm" cpasy [nocjie HanlMcCu O TeKylel CJIOXHOCTH
tk.Button (

difficulty frame,

text="Hazan",

font=("Arial", 12, "bold"),

bg="lightcoral",

width=10,

command=self.back to main menu
) .pack (pady=10)

def apply ai settings(self):

"""I[[pMMeHEHMEe HacTpoek M} B COOTBETCTBMM C BHOPaHHOM CJIOXHOCTBO"""

self.ai difficulty = self.ai difficulty var.get()
settings = self.ai settings[self.ai difficulty]

self.ai reaction delay = settings["reaction delay"]
self.ai reaction variance = settings["reaction variance"]
self.ai move delay = settings["move delay"]
self.ai move variance = settings["move variance"]

self.ai hesitation chance = settings["hesitation chance"]
self.ai hesitation delay = settings["hesitation delay"]
self.al precision = settings["precision"]
self.ai quick drop chance = settings["quick drop chance™]
self.ai soft drop speed = settings["soft drop speed"]
self.ai panic_threshold = settings["panic_threshold"]

if hasattr(self, 'ai difficulty label') and
self.ai difficulty label.winfo exists():
self.ai difficulty label.config(text=f"Texymas:
{self.ai difficulty}")

def open vs ai settings(self):
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self.apply ai settings()

self.cancel all after()

for widget in self.master.winfo children() :

widget.destroy ()

self.vs ail settings frame = tk.Frame(self.master, bg="gray",

height=500)

self.vs _ail settings frame.pack(fill=tk.BOTH, expand=True)
self.vs ail settings frame.pack propagate (False)

title frame = tk.Frame (

)

self.vs_ail settings_ frame,
bg="black",

width=350,

height=80,
highlightbackground="darkgray",
highlightthickness=2,

bd=0

title frame.pack (pady=20)
title frame.pack propagate (False)

inner title = tk.Frame(title frame, bg="#2a2a2a", width=330,

inner title.pack(pady=10, padx=10)
inner title.pack propagate (False)

tk.Label (

inner title,

text=f"IPOTUB UMM ({self.ai difficulty})",
font=("Arial", 20, "bold"),

bg="4#2a2a2a",

fg="lightgreen"

) .pack (expand=True)

# OCHOBHOM KOHTEHT Cpasy IOCJEe apku
content frame = tk.Frame(self.vs ai settings frame, bg="gray")
content frame.pack (pady=5)

settings frame = tk.Frame (content frame, bg="gray")
settings frame.pack (pady=5)

tk.Label (

settings frame,

text="MakcumaslbHOE KOJMUECTBO OuUKOB:",
font=("Arial", 14, "bold"),

bg:"gray" ,

fg="white"

) .pack (pady=5)

self.max score var = tk.IntVar (value=self.max score)

score options = [1000, 2500, 5000, 10000]

for score in score options:

tk.Radiobutton (
settings frame,
text=f"{score} ouxor",
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variable=self.max score var,
value=score,
font=("Arial", 14),
bg="gray",
fg="white",
selectcolor="gray"
) .pack (anchor=tk.W, padx=80, pady=3)

custom frame = tk.Frame(settings frame, bg="gray")
custom_ frame.pack (pady=5)

tk.Radiobutton (
custom_ frame,
text="Cpo& 3HaueHHMe:",
variable=self.max score var,
value=-1,
font=("Arial", 14),
bg="gray",
fg="white",
selectcolor="gray"
) .pack (side=tk.LEFT, padx=(80, 5))

self.custom score entry = tk.Entry(
custom_ frame,
font=("Arial", 14),
width=8,
state="disabled"
)
self.custom score entry.pack(side=tk.LEFT, padx=5)

self.max score var.trace add("write", self.on max score_ change)

# Kuonkxm CTAPT um Haszan
buttons frame = tk.Frame (content frame, bg="gray")
buttons frame.pack (pady=5)

tk.Button (
buttons frame,
text="CTAPT",
font=("Arial", 20, "bold"),
bg="lightgreen",
width=12,
command=self.start vs ai with settings
) .pack (pady=3)

tk.Button (
buttons frame,
text="Hazan",
font=("Arial", 14, "bold"),
bg="1lightcoral",
width=12,
command=self.open_ai menu

) .pack (pady=3)

def on max score change(self, *args):
if self.max score var.get() == -1:
self.custom score entry.config(state="normal")
else:
self.custom score entry.config(state="disabled")
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self.custom score entry.delete (0, tk.END)

def start vs ai with settings(self):
if self.max score var.get() == -1:
try:
custom score = int(self.custom score entry.get())
if custom score <= 0:
messagebox.showerror ("Oumbka", "BBenuTe NOOJIOXKUTEJIBHOE YMCJIIO

oukoB!")
return
self.max score = custom score
except ValueError:
messagebox.showerror ("Oumbka", "BBenuTe KOPPEKTHOE YMCIIO
oukoB!")
return
else:
self.max score = self.max score var.get ()

self.apply ai settings()
self.start vs_ai game ()

def force stop all animations(self):
self.cancel all after()

self.button animation id = None
self.robot animation id = None
self.particle animation id = None
self.game loop id = None

self.ai loop id = None
self.ai fall loop id = None
self.confetti animation id = None

self.confetti particles = []
self.game over = False
self.paused = False
self.ai game over = False
self.ai is moving = False
self.ai is falling = False
self.ai soft dropping = False
self.victory shown = False
self.game ended = False

def stop all animations(self):
self.force stop all animations|()

def start single game (self):
self.start game ("single")

def start vs ai game (self):
self.start game ("vs_ai')

def open settings (self):
if self.settings_open:
return

self.settings_open = True

for widget in self.menu frame.winfo children() :
widget.destroy ()
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self.settings frame = tk.Frame (self.menu frame, bg="gray", width=400,
height=500)

self.settings_ frame.pack (fill=tk.BOTH, expand=True)

self.settings_ frame.pack propagate (False)

title label = tk.Label (
self.settings_ frame,
text="HACTPOMKU UT'PH",
font=("Arial", 24, "bold"),
bg="gray",
fg="yellow"

)

title label.pack (pady=30)

difficulty frame = tk.Frame(self.settings frame, bg="gray")
difficulty frame.pack (pady=20)

tk.Label (
difficulty frame,
text="CmnoxHocTb:",
font=("Arial", 18, "bold"),
bg="gray",
fg="white"

) .pack (pady=10)

self.settings difficulty var =
tk.StringVar (value=self.current difficulty)

for text, value in [ ("Jlerxkuit (MeznJjieHHoOe mnameHue)", "Jlerkun"),
("Cpenuum (obrluHOe mnanexHue)", "CpenuHum"),
("CrnoxubeM (OplICcTPOEe nmanenHue) ", "CroxHem") ] :
tk.Radiobutton (
difficulty frame,
text=text,
variable=self.settings difficulty var,
value=value,
font=("Arial", 14),
bg="gray",
fg="white",
selectcolor="gray"
) .pack (anchor=tk.W, padx=50, pady=8)

self.current diff label = tk.Label/(
self.settings frame,
text=f"Texymasa cCloxHOCTb: {self.current difficulty}",
font=("Arial", 12),
bg:"gray" ,
fg="1lightgreen"
)
self.current diff label.pack(pady=15)

buttons frame = tk.Frame(self.settings frame, bg="gray")
buttons frame.pack (pady=30)

tk.Button (
buttons frame,
text="CoxpaHurn",
font=("Arial", 16, "bold"),
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bg="1lightgreen",

width=12,

command=self.save settings from menu
) .pack (side=tk.LEFT, padx=15)

tk.Button (
buttons frame,
text="BemTu",
font=("Arial", 16, "bold"),
bg="lightcoral",
width=12,
command=self.back to main menu
) .pack (side=tk.LEFT, padx=15)

def show save notification (self):
notification arc = tk.Frame (
self.settings_ frame,
bg="black",
width=200,
height=80,
highlightbackground="darkgray",
highlightthickness=2,
bd=0
)
notification arc.place(relx=0.5, rely=0.5, anchor="center")
notification arc.pack propagate (False)

inner frame = tk.Frame(notification arc, bg="#2a2a2a", width=180,
height=60)

inner frame.pack(pady=10, padx=10)

inner frame.pack propagate (False)

tk.Label (
inner frame,
text="CoxpaHeHno!",
font=("Arial", 16, "bold"),
bg="4#2a2a2a",
fg="1lightgreen"

) .pack (expand=True)

self.safe after (2000, notification arc.destroy)

def save settings from menu(self):
self.current difficulty = self.settings difficulty var.get()
self.fall speed = self.difficulty settings[self.current difficulty]
self.ai speed = self.fall speed
self.current diff label.config(text=f"Texymasa CJOXHOCTB :
{self.current difficulty}")
self.show save notification ()

def back to main menu(self):
self.settings_open = False
self.create main menu ()

def animate robot (self):
if hasattr(self, 'text frame') and self.text frame.winfo exists() and
not self.returning to menu:
jump height = 20
step = 3
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if self.robot jumping up:
self.robot jump offset +=
if self.robot jump offset
self.robot jumping up
else:
self.robot jump offset -=
if self.robot jump offset

step
>= jump_ height:
= False

step
<= 0:

self.robot jump offset = 0
self.robot jumping up = True

base y = 85
self.robot.place(x=10, y=base y - self.robot jump offset)
if self.robot jump offset > 0:

colors = ['deep sky blue', 'light green', 'yellow',6 'pink',
'orange']
color index = (self.robot jump offset // 3) % len(colors)
self.robot.config(fg=colors[color index])
else:
self.robot.config(fg="1lightgray")
self.safe after (50,

self.robot animation id = self.animate robot)

def animate button(self):

if hasattr(self, 'menu frame') and self.menu frame.winfo exists() and
not self.returning to menu:
if hasattr(self, 'single mode btn') and
self.single mode btn.winfo exists():
colors = ['deep sky blue', 'light green', 'yellow',6 'pink',

'orange']

self.current color index = getattr(self,

0)

'current color index',

self.single mode btn.config(bg=colors[self.current color index])

Q

self.current color index = (self.current color index + 1) %
len (colors)
self.button animation id =

self.animate button)

self.safe after (300,

def init confetti(self, canvas):
self.confetti particles = []
width = self.width * self.cell size
height = self.height * self.cell size
'#FF69OB4",

'#00FF00', '#0OBFFEF',

colors = ['#FFD700',
'"#FF4500', '#9932CC']

'#FFA500',

__in range(50):

particle = {
'x': random.randint (0, width),
'y': random.randint (-height, 0),
'speed x': random.uniform(-2, 2),
'speed y': random.uniform(l, 3)
'size': random.randint (3, 8),
'color': random.choice(colors),
'rotation': random.randint (0, 360),
'rotation speed': random.uniform(-5,

for

14

S5)
}

self.confetti particles.append(particle)
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def animate confetti(self, canvas):
if not self.confetti particles or self.returning to menu:
return

canvas.delete ("confetti")
width = self.width * self.cell size
height = self.height * self.cell size

for particle in self.confetti particles:
particle['x'] += particle['speed x']
particle['y'] += particle['speed y']
particle['rotation'] += particle['rotation speed']
particle['speed y'] += 0.1

if particle['x'] < 0 or particle['x'] > width:
particle['speed x'] *= -0.8

if particle['y'] > height:

particle['y'] = random.randint (-50, O0)
particle['x'] = random.randint (0, width)
particle['speed y'] = random.uniform(1l, 3)

x = particle['x"']

y = particle['y']

size = particle['size']

angle = math.radians (particle['rotation'])

points = []
for dx, dy in [(-size/2, -size/4), (size/2, -size/4), (size/2,
size/4), (-size/2, size/4)]:
rot x = dx * math.cos(angle) - dy * math.sin(angle)

rot y = dx * math.sin(angle) + dy * math.cos (angle)
points.append(x + rot x)
points.append(y + rot vy)

canvas.create polygon (points, fill=particle['color'], outline="",
tags="confetti")

if not self.returning to menu:
self.confetti animation id = self.safe after (50, lambda:

self.animate confetti (canvas))

def init ai game (self):

self.ai board = [[0 for in range(self.width)] for  in
range (self.height) ]
self.ai game over = False

self.ai is moving = False
self.ai is falling = True
self.ai soft dropping = False

self.ai score = 0

self.ai current shape = self.get random shape ()
self.ai next shape = self.get random_ shape ()
self.ai current x = self.width // 2 - 2
self.ai current y = 0

self.ai target x = self.ai current x

self.ai target rotation = 0

self.ai draw/()
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self.update_ai score()

self.ai start fall loop()
self.schedule ai decision()

def update ai score(self):
if hasattr(self, 'ai score label') and
self.ai score label.winfo exists():
self.ai score label.config(text=f"Cuétr UN: {self.ai score}")

def schedule ai decision(self):
"""InaHupyeT cilenypllee pemeHue MM ¢ ydeToM 3alepxkmu peakumm"""
if self.ai game over or self.paused or self.returning to menu or
self.game ended:
return

delay = self.ai reaction delay + random.randint (-
self.ai reaction variance, self.ai reaction variance)
delay = max (50, delay)

if random.random() < self.ai hesitation chance:
delay += random.randint (0, self.ai hesitation delay)

self.safe after(delay, self.ai make decision)

def ai start fall loop(self):
if self.ai game over or self.paused or self.returning to menu or
self.game ended:
return
if not self.ai is falling:
return

if self.ai soft dropping:

fall delay = self.al speed // self.ai soft drop speed
else:

fall delay = self.ai speed

if not self.ai soft dropping and random.random() <
self.ai quick drop chance:
self.ai soft dropping = True
fall delay = self.ai speed // self.ai soft drop speed

if not self.ai check collision(self.ai current shape, self.ai current x,
self.ai current y + 1):
self.ai current y +=1
self.ai draw()
else:
self.ai is falling = False
self.ai soft dropping = False
if self.ai merge shape():
return
self.ai draw()

if self.game mode == "vs ai" and not self.returning to menu and not
self.game ended:
self.check score limit ()
victory = self.check victory()
if victory and not self.victory shown:
self.show victory message (victory)
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return

self.ai is falling = True
self.ai start fall loop()
self.schedule ai decision()
return

self.ai fall loop id = self.safe after(fall delay,
self.ai start fall loop)

def ai make decision(self):
""" nDpMHMMaeT pelleHMe O clenywomeM ngemcreum"™"
if self.ai game over or self.paused or self.returning to menu or
self.game ended:
return

if not self.ai is moving and self.ai current shape and
self.ai is falling:
self.ai calculate best move ()

def ai calculate best move (self):
if self.ai game over or self.paused or self.returning to menu or
self.game ended:

return
best x, best rotation, best score = self.ai find best position only ()
if random.random() > self.ai precision:

offset = random.choice([-2, -1, 0, 1, 2])

best x = max (0, min(self.width - 1, best x + offset))

if random.random() < 0.3:
best rotation = (best rotation + random.randint(l, 3)) % 4

if self.is ai panicking():

best x = max (0, min(self.width - 1, best x + random.randint (-3, 3)))
if random.random() < 0.4:
best rotation = random.randint (0, 3)

self.ai target x = best x

self.ai target rotation = best rotation
self.ai is moving = True

self.ai animate to target ()

def ai find best position only(self):
if not self.ai current shape:
return self.ai current x, 0, O

best x = self.ai current x
best rotation = 0
best score = -999999

original blocks = [block[:] for block in
self.ai current shape['blocks']]

for rot in range(4):
rotated blocks = original blocks[:]
for  in range(rot):
new blocks = []
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for bx, by in rotated blocks:

new blocks.append([by, -bx])
if new blocks:

min x = min(b[0] for b in new blocks)
min yv = min(b[1l] for b in new blocks)
rotated blocks = [[b[0] - min x, b[l] - min y] for b in
new blocks]
rotated shape = {

'name': self.ai current shape['name'],

'blocks': rotated blocks,

'color': self.ai current shapel['color']

for x in range (-2, self.width + 2):
if self.ai check collision shape (rotated shape, x, 0):

continue
y =0
while not self.ai check collision shape(rotated shape, x, y +
1)
y += 1
score = self.ai evaluate position(rotated shape, x, Vy)

if score > best score:

best score = score
best x = x
best rotation = rot

return best x, best rotation, best score

def ai animate to target(self):
"U"UYAHMMALMS OBWXEeHMS MM K LeJyieBOM no3uumuy (rno omHomy mary) """

if self.ai game over or self.paused or self.returning to menu or
self.game ended:
return

move delay = self.ai move delay + random.randint (-self.ai move variance,
self.ai move variance)

move delay = max (20, move delay)
rotation done = (self.ai target rotation == 0)
x _done = (self.ai current x == self.ai target x)

if not rotation done:

self.ai rotate once ()

self.ai target rotation -=1

if self.ali target rotation < 0:

self.al target rotation += 4

self.ai draw()

self.ai loop id = self.safe after (move delay * 2,
self.ai animate to target)

return

if not x done:
if self.ai current x < self.ai target x:
if not self.ai check collision(self.ai current shape,
self.ai current x + 1, self.ai current y):
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self.ai current x +=1
elif self.ai current x > self.ai target x:
if not self.ai check collision(self.ai current shape,
self.ai current x - 1, self.ai current y):
self.ai current x -=1
self.ai draw()
self.ai loop id = self.safe after (move delay,
self.ai animate to target)
return

self.ai is moving = False
self.schedule ai decision()

def ai rotate once(self):
rotated blocks = []
for bx, by in self.ai current shape['blocks']:
rotated blocks.append([by, -bx])
if rotated blocks:

min x = min(b[0] for b in rotated blocks)
min y = min(b[1l] for b in rotated blocks)
rotated blocks = [[b[0] - min x, b[l] - min y] for b in
rotated blocks]
rotated shape = {
'name': self.ai current shape['name'],
'blocks': rotated blocks,
'color': self.ai current shapel['color']

}

if not self.ai check collision(rotated shape, self.ai current x,
self.ai current y):
self.ai current shape = rotated shape

def is _ai panicking(self):
"""TIpoBepsgeT, HaAXOIUTCA JM VMV B COCTOSHUM [NaHUKM (IIOJIe [IOUTHU
3arnoJjiHeHo) """
for y in range(self.ai panic_ threshold):
for x in range(self.width):
if self.ai boardly][x] != 0:
return True
return False

def ai check collision shape (self, shape, offset x, offset y):
for x, y in shape['blocks']:
new x = offset x + x
new y = offset y + vy
if new x < 0 or new_x >= self.width or new y >= self.height:
return True
if new y >= 0 and self.ai board[new y][new x] != 0:
return True
return False

def ai evaluate position(self, shape, x, y):
temp board = [row[:] for row in self.ai board]

for bx, by in shape['blocks']:
board x = x + bx
board vy = y + by
if 0 <= board y < self.height and 0 <= board x < self.width:
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temp board[board y] [board x] =1

heights =
holes = 0
bumpiness

[0] * self.width
=0

for col in range(self.width):
for row in range(self.height):

if temp board[row] [col] != 0:
heights[col] = self.height - row
break
for col in range(self.width - 1):
bumpiness += abs (heights[col] - heights[col + 117)

for col in range(self.width):
found block = False
for row in range(self.height):
if temp board[row] [col] !=
found block = True
elif found block and temp board[row] [col] == O0:
holes +=1

0:

max_height = max(heights) if heights else 0
height sum sum (heights)

lines = 0
for row in range(self.height):
if all(temp board[row] [col] != 0 for col in range(self.width)):

lines += 1

score = (
lines * 800 +
height sum * -40 +
max_height * -100 +
holes * -300 +
bumpiness * -20

return score

def ai check collision(self, shape, offset x, offset y):
for x, y in shape['blocks']:
new x = offset x + x
new y = offset y + vy
if new x < 0 or new _x >= self.width or new y >= self.height:
return True
if new y >= 0 and self.ai board[new_y][new x] != 0:
return True
return False

def ai merge shape (self):
if self.returning to menu:
return False

for x, y in self.ai current shape['blocks']:
board x = self.ai current x + x
board y = self.ai current y + y
if 0 <= board y < self.height and 0 <= board x < self.width:
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self.ai

self.ai board[board y] [board x] = self.ai current shape['color']

lines cleared = self.ai clear lines()

if lines cleared > 0:
scores = {1: 100, 2: 300, 3: 500, 4: 800}
self.ai score += scores.get (lines cleared, 100)
self.update_ai score()

self.ai current shape = self.ai next shape
self.ai next shape = self.get random_ shape ()
self.ai current x = self.width // 2 - 2
self.ai current y = 0

self.ai target x = self.ai current x
self.ai target rotation = 0

if self.ai check collision(self.ai current shape, self.ai current x,
current y):

self.ai game over = True

self.ai is falling = False

self.ai draw()

if self.game mode == "vs_ai" and not self.returning to menu and not

self.game ended:

def

def

self.check score limit ()
victory = self.check victory()
if victory and not self.victory shown:
self.show victory message (victory)
return True

return False

ai clear lines(self):
lines cleared = 0

y = self.height - 1
while y >= O0:

if all(self.ai board[y][x] != 0 for x in range(self.width)):
for row in range(y, 0, -1):
self.ai board[row] = self.ai board[row-1].copy ()
self.ai board[0] = [0 for in range(self.width)]
lines cleared += 1
else:
y —= 1
return lines cleared
ai draw(self):
if not hasattr(self, 'ai canvas') or not self.ai canvas.winfo exists():

return

if not self.game_ ended:
self.ali canvas.delete ("shadow", "block", "current shape",

"game over text")

self.ai

for y in range(self.height):
for x in range(self.width):
if self.ai board[y][x] != 0:
self.draw_3d block on canvas(self.ai canvas, x, y,
board[y] [x], False)
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if not self.ai game over and self.ai current shape and not self.paused
and not self.game ended:
self.ai draw_shadow ()

if not self.ai game over and self.ai current shape and not
self.game ended:
for x, y in self.ai current shape['blocks']:

board x = self.ai current x + x

board y = self.ai current y + y

if 0 <= board y < self.height and 0 <= board x < self.width:

self.draw 3d block on canvas(self.ai canvas, board x,

board y, self.ai current shape['color'], True)

if not self.game_ ended:
for x in range (0, self.width * self.cell size, self.cell size):
self.ai canvas.create line(x, 0, x, self.height *
self.cell size, fill="gray20", width=1)
for y in range (0, self.height * self.cell size, self.cell size):
self.ai canvas.create line(0, y, self.width * self.cell size, vy,
fill="gray20", width=1)

if self.ai game over and not self.victory shown and not self.game ended:
self.ai canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2,
text="GAME OVER", fill="red",
font=("Arial", 16, "bold"),
tags="game over text")

def ai draw_shadow(self):
shadow_y = self.ai calculate shadow position ()

for x, y in self.ai current shape['blocks']:
board x = self.ai current x + x
board y = shadow y + y
if 0 <= board y < self.height and 0 <= board x < self.width:
if self.ai board[board y] [board x] ==

x1l = board x * self.cell size
yl = board y * self.cell size
x2 = (board x + 1) * self.cell size

y2 (board y + 1) * self.cell size
self.ai canvas.create rectangle(
x1l, yl, x2, y2,
fill="#666666",

outline="",
stipple="gray50",
tags=("shadow",)

)

def ai calculate shadow position(self):
shadow_y = self.ai current y
while not self.ai check collision(self.ai current shape,
self.ai current x, shadow_ y + 1):
shadow y += 1
return shadow y

def draw 3d block on canvas(self, canvas, x, y, color, is current=False):

xl = x * self.cell size
yl = y * self.cell size
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x2 = (x + 1) * self.cell size
y2 = (y + 1) * self.cell size

light, main, dark, highlight = self.get color palette(color)

canvas.create rectangle(xl, yl, x2, y2, fill=main, outline="",
tags=("block",))

canvas.create polygon(xl, yl, x2, yl, x2-5, yl+5, x1+5, yl+5,
fill=1light, outline="", tags=("block",))
canvas.create polygon(xl, yl, x1+5, yl+5, x1+5, y2-5, x1, y2,
fill=1light, outline="", tags=("block",))
(

canvas.create polygon(xl, y2, x2, y2, x2-5, y2-5, x1+45, y2-5, fill=dark,
outline="", tags=("block",))

canvas.create polygon(x2, yl, x2, y2, x2-5, y2-5, x2-5, yl+5, fill=dark,
outline="", tags=("block",))

canvas.create polygon (x1+2, yl+2, x2-2, yl+2, x1+5, yl+5, x1+2, yl+5,
fill=highlight, outline="", tags=("block",))

if is current:
canvas.create rectangle(xl, yl, x2, y2, outline="white", width=2,
tags=("current shape",))

def check score limit (self):
if self.score >= self.max score:
self.game over = True
if hasattr(self, 'pause button') and
self.pause button.winfo exists():
self.pause button.config(state="disabled")
if hasattr(self, 'game loop id'):
self.master.after cancel (self.game loop id)
self.game loop id = None

if self.ai score >= self.max score:
if self.game mode == "vs ai" and not self.returning to menu:
victory = self.check victory()
if victory and not self.victory shown:
self.show victory message (victory)

def check victory(self):
if self.score >= self.max score and self.ai score >= self.max score:
if self.score > self.ai score:
return "player wins"
elif self.ai score > self.score:
return "ai wins"
else:
return "Huupsa!"
elif self.score >= self.max score:
return "player wins"
elif self.ai score >= self.max score:
return "ai wins"
elif self.game over and self.ai game over:
if self.score > self.ai score:
return "player wins"
elif self.ai score > self.score:
return "ai wins"
else:
return "Huupsa!"
elif self.game over:
return "ai wins"
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elif self.ai game over:
return "player wins"
return None

def show victory message (self, result):
if self.victory shown or self.returning to menu:
return

self.victory shown = True
self.game ended = True

self.cancel all after()
self.game loop id = None
self.ai loop id = None
self.ai fall loop id = None

if result == "player wins":
if hasattr(self, 'player canvas') and
self.player canvas.winfo exists():
self.player canvas.delete ("victory message", "game over text")
self.player canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2
- 20,
text="% IIOBEJA! ", fill="gold",
font=("Arial", 20, "bold"),
tags="victory message")
self.init confetti (self.player canvas)
self.animate confetti(self.player canvas)

if hasattr(self, 'ai canvas') and self.ai canvas.winfo exists():

self.ai canvas.delete ("victory message", "game over text")
self.ai canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2,

text="@ MOPAXEHME ®", fill="red",
font=("Arial", 20, "bold"),
tags="victory message")

elif result == "ai wins":
if hasattr(self, 'player canvas') and
self.player canvas.winfo exists():
self.player canvas.delete ("victory message", "game over text")
self.player canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2,

text="() MNOPAXEHVE @", fill="red",
font=("Arial", 20, "bold"),
tags="victory message")

if hasattr(self, 'ai canvas') and self.ai canvas.winfo exists():
self.ai canvas.delete ("victory message", "game over text")
self.ai canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2 -
20,

text="W& nosema! @&, fill="gold",
font=("Arial", 20, "bold"),
tags="victory message")

self.init confetti(self.ai canvas)

self.animate confetti(self.ai canvas)

elif result == "Huupg!":
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if hasattr(self, 'player canvas') and

self.player canvas.winfo exists():

self.player canvas.delete ("victory message", "game over text")
self.player canvas.create text(self.width * self.cell size // 2,

fill="orange",

if hasattr(self, 'ai canvas')

self.height * self.cell size // 2,
text="C Hnups! ",

font=("Arial", 20, "bold"),
tags="victory message")

and self.ail canvas.winfo exists():

self.ai_canvas.dglete("victory_message", "game over text")
self.ai canvas.create text(self.width * self.cell size // 2,

def start game (self, mode):
self.game mode = mode

self.returning to menu = False

self.victory shown = False
self.game ended = False

self.cancel all after()

self.force stop all animations()

self.frame count = 0

self.last fps update = time.time ()

self.current fps = 0

self.height * self.cell size // 2,

text=" Hmuba! ", fill="orange",
font=("Arial", 20, "bold"),
tags="victory message")

for widget in self.master.winfo children():

widget.destroy ()

self.create game interface()
self.init game ()

if mode == "vs ai":
self.init ai game ()

self.master.unbind ("<Left>")

self.master.unbind ("<Right>")

(

(
self.master.unbind ("<Down>")
self.master.unbind ("<Up>")
(
(
(
(

self.master.unbind ("<space>")

self.master.unbind ("<p>")
self.master.unbind ("<P>")

self.master.unbind ("<Escape>")

self.master.bind ("<Left>", self.move left)

self.master.bind ("<Right>",

self.move right)

self.master.bind ("<Down>", self.move down)

master.bind("<space>", self.hard drop)

(
(
(
self.master.bind ("<Up>", self.rotate shape)
(
(
(

master.bind ("<Escape>", self.return to menu)

self.

self.master.bind ("<p>", self.toggle pause)
self.master.bind ("<P>", self.toggle pause)
self.

self.master.focus set ()

61



self.animate particles/()
self.game loop ()

def create game interface (self):
if self.game mode == "vs_ ai":
main container = tk.Frame (self.master)
main container.pack (fill=tk.BOTH, expand=True)

player frame = tk.Frame (main container)
player frame.pack(side=tk.LEFT, padx=10, pady=10)

tk.Label (player frame, text="WI'POK", font=("Arial", 14, "bold"),
fg="white", bg="gray") .pack()

self.player canvas = tk.Canvas(player frame, width=self.width *
self.cell size,
height=self.height * self.cell size)
self.player canvas.pack()
self.draw gradient background for canvas(self.player canvas)

ai frame = tk.Frame (main container)
ai frame.pack(side=tk.LEFT, padx=10, pady=10)

tk.Label (ai_frame, text=f"UM ({self.ai difficulty})", font=("Arial",
14, "bold"),
fg="cyan", bg="gray") .pack()

self.ai canvas = tk.Canvas(ai frame, width=self.width *
self.cell size,
height=self.height * self.cell size)
self.ai canvas.pack()
self.draw _gradient background for canvas(self.ai canvas)

self.canvas = self.player canvas

self.info panel = tk.Frame(main_ container, bg="gray", width=200,

height=self.height * self.cell size)
self.info panel.pack(side=tk.RIGHT, fill=tk.Y, padx=10)
self.info panel.pack propagate(False)

tk.Label (self.info panel, text=f"llene: {self.max score}",
font=("Arial", 12, "bold"), bg="gray",
fg="gold") .pack (pady=5)

self.score label = tk.Label (self.info panel, text="Cuér: 0",
font=("Arial", 16), bg="gray",
fg="white")
self.score label.pack (pady=5)

self.ai score label = tk.Label(self.info panel, text="Cuér ¥M: 0",
font=("Arial", 16), bg="gray",
fg="cyan")
self.ai score label.pack(pady=5)

tk.Label (self.info panel, text=f"CJOXHOCTE:

{self.current difficulty}",
font=("Arial", 11), bg="gray", fg="yellow") .pack (pady=10)
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tk.Frame (self.info panel, height=2, bg="white") .pack(fill=tk.X,
pady=10, padx=10)

self.pause button = tk.Button(self.info panel, text="Ilaysza",
command=self.toggle pause,
bg="yellow",
font=("Arial", 12, "bold"))
self.pause button.pack (pady=5)

tk.Button(self.info panel, text="Meno UM",
command=self.return to menu, bg="orange",
font=("Arial", 12, "bold")) .pack(pady=5)

self.new game button = tk.Button(self.info panel, text="Homasa urpa",
command=self.restart game, bg="lightgray",
font=("Arial", 12, "bold"))

self.new game button.pack (pady=5)

self.fps label = tk.Label
self.info panel,
text="FPS: 0",
font=("Arial", 9),
bg="gray",
fg="1lightblue"

)

self.fps label.pack(pady=5)

else:
main_ container = tk.Frame (self.master)
main_ container.pack (fill=tk.BOTH, expand=True)

self.canvas = tk.Canvas(main container, width=self.width *
self.cell size,
height=self.height * self.cell size)
self.canvas.pack (side=tk.LEFT, padx=10, pady=10)
self.draw gradient background for canvas(self.canvas)

self.info panel = tk.Frame(main container, bg="gray", width=180,

height=self.height * self.cell size)
self.info panel.pack(side=tk.RIGHT, fill=tk.Y, padx=10, pady=10)
self.info panel.pack propagate (False)

self.high score label = tk.Label
self.info panel,
text=f"Pexopn: {self.high score}",
font=("Arial", 14, "bold"™),
bg:"gray" ,
fg:"gold"

)

self.high score label.pack(pady=10)

self.score label = tk.Label (self.info panel, text="Cué&r: 0",
font=("Arial", 16), bg="gray",
fg="white")
self.score label.pack (pady=10)

tk.Label (self.info_panel, text=f"CJOXHOCTE:

{self.current difficulty}",
font=("Arial", 12), bg="gray", fg="yellow") .pack (pady=5)
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bg="black")

bg="yellow",

tk.Label (self.info panel, text="Craenymowasa:",
bg="gray", fg="white") .pack()

self.next canvas =
self.next canvas.pack (pady=10)

self.pause button =

tk.Button(self.info panel,

font=("Arial",

command=self.toggle pause,

font=("Arial",
self.pause button.pack (pady=10)

tk.Button(self.info panel,

12, "bold"))

text="TI'maBHOe MeHO",

text="Iayza",

self.new game button =

command=self.return to menu, bg="orange",
font=("Arial", 12, "bold")) .pack(pady=10)

tk.Button(self.info panel,
command=self.restart game, bg="lightgray",
font=("Arial", 12, "bold"))

self.shapes =

self.new _game button.pack (pady=10)

self.fps label = tk.Label
self.info panel,

text="FPS: 0",
font=("Arial", 10, "bold"),
bg="gray",

fg="1lightblue"

)
self.fps label.pack(pady=5)

'Z':

'red'

{
'I': [(0,1), (1,1), (2,1), (3,1)]1,
'‘o': [(1,1), (2,1), (1,2), (2,2)]1,
'T': [(1,0), (0,1), (1,1), (2,1)1,
'L': [(0,1), (1,1), (2,1), (2,0)1,
‘gt [(0,1), (1,1), (2,1), (0,0)1,
'ste [(1,1), (2,1), (0,2), (1,2)]1,
'z': [(0,1), (1,1), (1,2), (2,2)]
}
self.colors = {
'I': 'cyan', 'O': 'yellow', 'T': 'purple',
'L': 'orange', 'J': 'blue', 'S': 'green',
}
def draw gradient background for canvas(self, canvas):
width = self.width * self.cell size
height = self.height * self.cell size
for i in range (height) :

ratio = i / height

r = int (25 + 50 * ratio)
g = int(0 + 0 * ratio)

b = int (100 + 30 * ratio)

color = f"#{r:02x}{g:02x}{b:02x}"
canvas.create line(0, i, width, i,
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12),

tk.Canvas (self.info panel, width=120, height=120,

text="HoBaa urpa",

tags=("background",))



for  in range(150):

X = random.randint (0, width)
y = random.randint (0, height)
size = random.randint (1, 2)

brightness = random.randint (150, 255)
color = f"#{brightness:02x}{brightness:02x}{brightness:02x}"
canvas.create oval(x, y, x + size, y + size, fill=color, outline="",

tags=("background",))

for _ in range(50):
X = random.randint (0, width)
y = random.randint (0, height)
canvas.create oval(x, y, x + 1, y + 1, fill="cyan", outline="",

tags=("background", "particle"))

def

def

get random shape (self) :

shape name = random.choice(list (self.shapes.keys()))

return {
'name': shape name,
'blocks': [list(block) for block in self.shapes[shape namel],
'color': self.colors[shape name]

}

init game (self):
self.board = [[0 for  in range(self.width)] for _ in

range (self.height) ]

def

self.score = 0

self.game over = False

self.paused = False

self.victory shown = False

self.game ended = False

if hasattr(self, 'pause button') and self.pause button.winfo exists():
self.pause button.config(text="Ilayza", bg="yellow", state="normal")

self.current shape = self.get random_ shape ()

self.current x = self.width // 2 - 2

self.current y = 0

self.next shape = self.get random shape ()

if hasattr(self, 'score label') and self.score label.winfo exists():
self.update score()

if self.game mode != "vs ai" and hasattr(self, 'next canvas'):

self.draw next shape ()
self.draw ()

return to menu(self, event=None):
if self.returning to menu:
return

self.returning to menu = True

self.cancel all after()
self.force stop all animations|()

self.master.unbind ("<Left>")
self.master.unbind ("<Right>")
self.master.unbind ("<Down>")
self.master.unbind ("<Up>")

self.master.unbind ("<space>")
self.master.unbind ("<p>")
self.master.unbind ("<P>")
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self.master.unbind ("<Escape>")

# Ecim MBI B pexume IPOTUB MM, BO3BpamaeMcs B MeH MU
if self.game mode == "vs_ ai":

self.open_ai menu()
else:

self.create main menu ()

def check collision(self, shape, offset x, offset y):
for x, y in shape['blocks']:
new x = self.current x + x + offset x
new y = self.current y + y + offset y
if new x < 0 or new x >= self.width or new y >= self.height:
return True
if new y < 0O:
continue
if new y >= 0 and self.board[new y] [new x] != 0:
return True
return False

def merge shape (self):
for x, y in self.current shape['blocks']:
board x = self.current x + x
board y = self.current y + y
if 0 <= board y < self.height and 0 <= board x < self.width:
self.board[board y] [board x] = self.current shape['color']

self.clear lines()

self.current shape = self.next shape
self.next shape = self.get random shape ()
self.current x = self.width // 2 - 2
self.current y 0

if self.check collision(self.current shape, 0, 0):
self.game over = True
if hasattr(self, 'pause button') and
self.pause button.winfo exists():
self.pause button.config(state="disabled")

if hasattr(self, 'game loop id'):
self.master.after cancel (self.game loop id)
self.game loop id = None

self.draw()

if self.game mode == "vs_ai" and not self.returning to menu and not
self.game ended:
self.check score limit ()
victory = self.check victory()
if victory and not self.victory shown:
self.show victory message (victory)
return True

if self.game mode == "vs ai" and not self.returning to menu and not
self.game ended:
self.check score limit ()
victory = self.check victory()
if victory and not self.victory shown:
self.show victory message(victory)
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if self.game mode != "vs ai" and hasattr(self, 'next canvas'):
self.draw next shape()

self.draw ()

return False

def clear lines(self):
lines cleared = 0
y = self.height - 1
while y >= 0:
if all(self.board[y]l[x] !'= 0 for x in range(self.width)):
for row in range(y, 0, -1):
self.board[row] = self.board[row-1].copy()

self.board[0] = [0 for _ in range(self.width)]
lines _cleared += 1

else:
y =1

if lines cleared > O0:
scores = {1: 100, 2: 300, 3: 500, 4: 800}
self.score += scores.get(lines cleared, 100)
if hasattr(self, 'score label') and self.score label.winfo exists():
self.update score()

def rotate shape(self, event=None):
if self.game over or self.paused:
return
rotated blocks = []
for x, y in self.current shape['blocks']:
rotated blocks.append([y, -x1)
min x = min(block[0] for block in rotated blocks)
min y = min(block[1l] for block in rotated blocks)

rotated blocks = [[x - min x, y - min y] for x, y in rotated blocks]
rotated shape = {

'name': self.current shape['name'],

'blocks': rotated blocks,

'color': self.current shape['color']

}

if not self.check collision(rotated shape, 0, 0):
self.current shape = rotated shape
self.draw()

def move left (self, event=None):
if not self.game over and not self.paused:
if not self.check collision(self.current shape, -1, 0):
self.current x -= 1
self.draw()

def move right(self, event=None):
if not self.game over and not self.paused:
if not self.check collision(self.current shape, 1, 0):
self.current x += 1
self.draw()

def move down (self, event=None):
if self.game over or self.paused:
return False
if not self.check collision(self.current shape, 0, 1):
self.current y += 1
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self.draw ()
return False
else:
game over = self.merge shape ()
self.draw ()
return game over

def hard drop(self, event=None) :
if not self.game over and not self.paused:
while not self.check collision(self.current shape, 0, 1):
self.current y += 1
self.merge shape ()
self.draw ()

def toggle pause(self, event=None):
if self.game over:
return
self.paused = not self.paused
if self.paused:
if hasattr(self, 'pause button') and
self.pause button.winfo exists():
self.pause button.config (text="Ilpomomxurs", bg="lightgreen")
if hasattr(self, 'game loop id'):
self.master.after cancel(self.game loop id)
self.game loop id = None
if hasattr(self, 'ai loop id'):
self.master.after cancel(self.ai loop id)
self.ai loop id = None
if hasattr(self, 'ai fall loop id'):
self.master.after cancel(self.ai fall loop_ id)
self.ai fall loop id = None
if hasattr(self, 'particle animation id'):
self.master.after cancel (self.particle animation id)
self.particle animation id = None
if hasattr(self, 'confetti animation id'"):
self.master.after cancel (self.confetti animation id)
self.confetti animation id = None
self.draw_pause message ()
else:
if hasattr(self, 'pause button') and
self.pause button.winfo exists():
self.pause button.config(text="Ilayza", bg="yellow")

if hasattr(self, 'canvas') and self.canvas.winfo exists():
self.canvas.delete ("pause_ text")
if hasattr(self, 'ai canvas') and self.ai canvas.winfo exists():

self.ai canvas.delete ("pause_ text")

self.animate particles/()

self.game loop ()

if self.game mode == "vs ai" and not self.ai game over:
self.ai start fall loop()
self.schedule ai decision()

def draw pause message (self):
if hasattr(self, 'canvas') and self.canvas.winfo exists():
self.canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2,
text="IIAY3A", fill="yellow",
font=("Arial", 24, "bold"),
tag="pause text")
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if hasattr(self, 'ai canvas') and self.ai canvas.winfo exists():
self.ai canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2,
text="IAYBA", fill="yellow",
font=("Arial", 24, "bold"),
tag="pause text")

def restart game (self):
self.cancel all after()
self.force stop all animations()

self.paused = False

self.game over = False
self.ai is moving = False
self.ai is falling = True
self.ai soft dropping = False
self.returning to menu = False
self.victory shown = False
self.game ended = False

self.board = [[0 for  in range(self.width)] for in
range (self.height) ]
self.score = 0
if hasattr(self, 'pause button') and self.pause button.winfo exists():

self.pause button.config(text="Ilayza", bg="yellow", state="normal")

if hasattr(self, 'canvas') and self.canvas.winfo exists():
self.canvas.delete("pause text", "victory message",
"game over text", "shadow", "block", "current shape")
if hasattr(self, 'ai canvas') and self.ai canvas.winfo exists():
self.ai canvas.delete ("pause text", "victory message",
"game over text", "shadow", "block", "current shape")
if hasattr(self, 'player canvas') and self.player canvas.winfo exists():
self.player canvas.delete ("pause text", "victory message",
"game over text")

self.current shape = self.get random shape ()
self.current x = self.width // 2 - 2
self.current y = 0

self.next shape = self.get random shape ()

if hasattr(self, 'score label') and self.score label.winfo exists():
self.update score()

if self.game mode != "vs_ai" and hasattr(self, 'next canvas') and
self.next canvas.winfo exists():
self.draw _next shape ()

if self.game mode == "vs ai":
self.ai board = [[0 for in range(self.width)] for _ in
range (self.height) ]
self.ai game over = False

self.ai is moving = False
self.ai is falling = True
self.ai soft dropping = False

self.ai score = 0
self.ai current shape = self.get random_ shape ()
self.ai next shape = self.get random shape ()
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self.ai current x = self.width // 2 - 2

self.ai current y = 0
self.ai target x = self.ai current x
self.ai target rotation = 0

self.update_ ai score()

self.ai start fall loop()
self.schedule ai decision()

self.draw ()
if self.game mode == "vs ai":
self.ai draw()

self.game_ loop ()

def update score(self):
if hasattr(self, 'score label') and self.score label.winfo exists():
self.score label.config(text=f"Cuér: {self.score}")

if self.score > self.high score:
self.high score = self.score
self.save high score()
if hasattr(self, 'high score label') and
self.high score label.winfo exists():
self.high score label.config(text=f"Pexopn: {self.high score}")

def draw next shape (self):

if not hasattr(self, 'next canvas') or not
self.next canvas.winfo exists():
return
self.next canvas.delete("all")
cell size = 25
blocks = self.next shape['blocks']
color = self.next shape['color']
if not blocks:
return
min x = min(x for x, y in blocks)
max x = max(x for x, y in blocks)
min y = min(y for x, y in blocks)
max y = max(y for x, y in blocks)
shape width = (max x - min x + 1) * cell size
shape height = (max y - min y + 1) * cell size
offset_x = (120 - shape_width) // 2 - min x * cell size
offset_y = (120 - shape_height) // 2 - min y * cell size

light, main, dark, highlight = self.get color palette(color)

for x, y in blocks:

x1l = offset x + x * cell size
yl = offset y + y * cell size
x2 = x1 + cell size

y2 = yl + cell size

self.next canvas.create rectangle(xl, yl, x2, y2, fill=main,
outline="")

self.next canvas.create polygon(xl, yl, x2, yl, x2-4, yl+4, x1+4,
yl+4, fill=light, outline="")
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self.next canvas.create polygon(xl, yl, x1+4, yl+4, x1+4, y2-4,
y2, fill=light, outline="")

x1,

self.next canvas.create polygon(xl, y2, x2, y2, x2-4, y2-4, x1+4,

y2-4, fill=dark, outline="")

self.next canvas.create polygon (x2, yl, x2, y2, x2-4, y2-4, x2-4,

y1+4, fill=dark, Outline:lln)

self.next canvas.create rectangle(xl, yl, x2, y2, outline="white",

width=1)

def update fps(self):
self.frame count += 1
current time = time.time ()
if current time - self.last fps update >= 1.0:
self.current fps = self.frame count
self.frame count = 0
self.last fps update = current time

if hasattr(self, 'fps label') and self.fps label.winfo exists():

self.fps label.config(text=f"FPS: {self.current fps}")

def animate particles(self):

if hasattr(self, 'canvas') and not self.game over and not self.paused

and not self.returning to menu:
if self.game mode == "vs ai":
for canvas in [self.player canvas, self.ai canvas]:
if canvas.winfo exists():
particles = canvas.find withtag("particle")
for particle in particles:
if random.random() < 0.1:
colors = ['cyan', 'lightblue', 'white',
'lightgreen’', 'yellow', 'pink']
canvas.itemconfig (particle,
fill=random.choice (colors))
else:
particles = self.canvas.find withtag("particle")
for particle in particles:
if random.random() < 0.1:
colors = ['cyan', 'lightblue', 'white', 'lightgreen
'vellow', 'pink']
self.canvas.itemconfig(particle,
fill=random.choice (colors))

self.particle animation id = self.safe after (500,
self.animate particles)

def get color palette(self, base color):

color map = {
'red': ('"#ff6666', "#££0000', '#990000', '#££9999"),
'deep sky blue': ('#66ccff', '"#00bfff', '#006699', '#99ddff'),
'light green': ('#88ff88', '#00ff00', '#009900', '#aaffaa'),
'vellow': ('#ffffee', '#ff£f£f£f00', '#999900', '#ffffo9'),
'pink': ("#ff99%bb', '#ff69b4', '#993366', '#ffbbcc'),
'orange': ('#ffaa66', '#ffa500', '#996600', '#ffcc99'),
'cyan': ('"#66ffff', '"#00ffff', '#009999', 'H#aaffff'),
'purple': ('#bboo6ff', '#9932cc', '#660099', '#dd99ff'),
'blue': ('"#6699ff', '#0000ff', '#000099', '#99bbff'),
'green': ('#66ff66', '#00cc00', '#006600', '#aaffaa')

}
return color map.get (base color, ('#ffffff', '#cccccc', '#666666",

'#eeeeee'))
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def draw 3d block(self, x, y, color, is current=False):
if hasattr(self, 'canvas') and self.canvas.winfo exists():
self.draw 3d block on canvas(self.canvas, x, y, color, 1is current)

def draw_ shadow(self):
shadow_y = self.calculate shadow position()

for x, y in self.current shape['blocks']:
board x = self.current x + x
board y = shadow y + vy
if 0 <= board y < self.height and 0 <= board x < self.width:
if self.board[board y] [board x] ==

x1l = board x * self.cell size
yl = board y * self.cell size
x2 = (board x + 1) * self.cell size
y2 = (board y + 1) * self.cell size

self.canvas.create rectangle (
x1l, yl, x2, y2,
fill="#666666",
outline="",
stipple="gray50",
tags=("shadow",)

)

def calculate shadow position(self):
shadow_y = self.current y
while not self.check collision(self.current shape, 0, shadow y + 1 -
self.current y):
shadow_y += 1
return shadow_y

def draw(self):
if not hasattr(self, 'canvas') or not self.canvas.winfo exists():
return

self.update fps ()
self.canvas.delete ("shadow", "block", "current shape")

for y in range(self.height):
for x in range(self.width):
if self.board[y][x] != 0:
self.draw 3d block(x, y, self.boardl[y][x], is current=False)

if not self.game over and not self.paused and self.current shape:
self.draw_shadow ()

if not self.game over and self.current shape:
for x, y in self.current shape['blocks']:
board x = self.current x + x
board y = self.current y + vy
if 0 <= board y < self.height and 0 <= board x < self.width:
self.draw 3d block(board x, board y,
self.current shape['color'], is current=True)

for x in range (0, self.width * self.cell size, self.cell size):

self.canvas.create line(x, 0, x, self.height * self.cell size,
fill="gray20", width=1)
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for y in range (0, self.height * self.cell size, self.cell size):
self.canvas.create line(0, y, self.width * self.cell size, vy,
fill="gray20", width=1)

if self.game over and not self.victory shown:
self.canvas.create text(self.width * self.cell size // 2,
self.height * self.cell size // 2,
text="GAME OVER", fill="red",
font=("Arial", 20, "bold"),
tags="game over text")
elif self.paused:
self.draw_pause message ()

if self.game mode == "vs_ai" and not self.returning to menu:
victory = self.check victory()
if victory and not self.victory shown:
self.show victory message (victory)

def game loop (self):
if not self.game over and not self.paused and not self.returning to menu
and not self.game ended:
self.move down ()
if not self.game over:

self.game loop id = self.safe after(self.fall speed,
self.game loop)

def main () :
root = tk.Tk()
game Tetris (root)
root.mainloop ()

if name == " main ":
main ()
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