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Abstract. The specific of the mobile games market establishes a model where the main goal is
implementation of multiple ideas for a minimal period of time and with minimal resources. This paper
presents a software framework for development of logic games for the Microsoft Windows Phone 7
mobile platform. A prototype of the framework is developed. The applicability of the framework in real
life is proven by a set of five games created and already available on Windows Phone Marketplace.
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BnBenenue

Pamka 3a pa3paboTka Ha NpPUIIOKEHHUS € TPEU3NOI3BAEMO, ,,IIOJYrOTOBO”
NPUJIOKEHNE, KOETO MOXKE Ja Ce€ CIeMUalM3upa B TPOM3BOJCTBOTO Ha IMOTPEOUTEIICKU
npuioxenus (Johnson, 1988).

[Ipensnon3BaeMocTTa € OCHOBHO KadyecTBO Ha codryepHuTe paMku. CBCTOM ce B
U3rPaXJIaHETO Ha YCTOMUMBU MHTepdeiicH, KOUTO Moa0OpsABaT MPEU3NOI3BAEMOCTTa, KaTo
neGUHUpAT KOMIIOHEHTH C ITUPOKO MPHIIOKEHHNE, KOUTO MOTAT JIa Ce M3MOI3BAT 3a Ch3/IaBaHe
Ha HOBU mnpuiiokeHus. [Ipensnon3BaeMOCTTa Ha paMKHUTE 3a pa3paboTKa Ha HPUIIOKEHHUS
MO3BOJISIBAT M30SATBAHETO HA TIOBTOPHO Ch3/aBaHE M TECTBAHE HAa peEIIeHUs C 000
OPUIOKEHNE 3a TMOBTAPSIIM CE€ HW3UCKBAHUS M NPEAU3BUKATENICTBA IPH IPOEKTHPAHE.
[Ipensnon3BaeMocTTa Ha KOMIIOHEHTH MOXKE Jla JOBEJE N0 3HAYUTENHU TOAOOpEHHs B
OPOAYKTUBHOCTTa  HA  NPOTPaMUCTHTE, KAaKTO W Ja  MOBHMIIM  KayecTBOTO,
MIPOM3BOIUTEITHOCTTA, HA/ISKTHOCTTA U BH3MOXKHOCTHTE 32 BPh3Ka C BHHIITHA CUCTEMHU.

PamkuTe 3a pupMeHM NPUIOKEHUS Ce M3IMOJI3BAT B IIHMPOK CHEKTHP OT NMPHIIOKHHU
obnactu (pUHAHCOBO MHKEHEPCTBO, TEIEKOMYHHKAIUMU, Ipou3BoAcTBo (Birrer, 1993)) u ca
KpaibI'bJIeH KaMbK B CTPYKTypaTa Ha Ou3Hec opraHuzanusta u OusHec npouecute (Fayad,
Hamu, 1997). Te ca mo-ckbIu 3a U3rpakaaHe OT IbPBUTE JIBa BUA PaMKH 3a pa3paboTka Ha
NPUJIOKEHHUs, HO Ce XapaKTepU3MpaT ¢ BUCOKO HMBO HA BH3CTAHOBSIBAHE HA HAlPaBEHUTE
WHBECTUIIUHN, Th KaTO 4pe3 TAX ce pa3padoTBaT MPIIIOKEHHS 3a KpailHWTE KIMEHTH, a
paMKHTe 3a CUCTeMHa MH(pacTpyKTypa M MEXJAWHHA MHTErpalis ca HACOYEHU M3I[UI0 KbM
BBTPEIIHUTE TMpo0ieMH Ha paszpaboTkara Ha codTyep. Makap ue THOCIeIHUTE ca
U3KIIIOYUTETHO BAXKHU 332 OBP30TO pa3pabOTBaHEe Ha BUCOKOKAUECTBEH coPTyep, 0OMKHOBEHO
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TE HE Ch3/1aBaT MPEKH MOJI3HU 32 ToJieMHUTe GUPMH. 3aTOBA YECTO € MO-U3r0IHO 3aKYITyBAaHETO
UM, OTKOJIKOTO J1a Ob1aT pazpaborenu Bprpemrso (Fayad, Hamu, 1997).

IIporoTun Ha copryepHa pamKa

Cp3naneH e mpoTOTHN Ha coTyepHa paMKa 3a pa3paboTKa Ha JOTMYECKH WUIPH 32
mobminata tiargpopma Microsoft Windows Phone 7 (Petzold, 2010). 3a konkperHaTa
peanu3sanus Ha nporpamute ce usnoiassa Microsoft Visual Studio 2010 Express for Windows
Phone u mrargopmara Microsoft Silverlight.
Ilenra Ha codTyepHaTa pamMKa € MaKCHMAalHO OBpP30 W YAOOHO Ja ce Mporpamupar
nornueckn wurpu (Kacarkun, Bnageikuna, 1984) 3a urpamna gpcka. C HM3II0I3BaHETO Ha
pamKara KOHKPETHO ca pa3paboTeHH:
e JIBe urpu Ha bame: Block It, B kosito mpu nBMXKeHHE HaA JABaMaTa MPOTUBHUIINA
eIMH KbM JpYyr moOexaaBa TO3M, KOWTO HampaBu mocieanus xox u Take the
Gold, B kosTO LIE)ITA € 1a CE B3EME IIOCIEAHUS 371aTEH KETOH,

e Urpara Trigex, KOATO ce Urpae Ha CIeIHalHa AbCKa U B KOATO 3a modeja TpsoBa
'BPBU J1a TIOJPEAUM TPH JKETOHA HA JIMHUS,

e Catch me if you can (3a0Bu pOTHBHUKA) € TIO-CKOPO MIpa 3aKavka, B KOSTO Ha
CIeIMaliHa JThCKa TPsOBa 3a 3AJIOBUM JKETOHA HA TPOTUBHUKOBHUS UTPaY.

e Urpara Queens — 3amgavara 3a n-gamu (mapunm). Ilorpeburtensar TpsOBa na
Pa3IONIOKH TAMUTE HA IaXMaTHA JIbCKA, TaKa Ye Ja He Ce 3aIulalBar.

B®B Bcuukute urpu 6e3 QUEENS UrpadpT ce ChCcTe3aBa MPOTHB KOMITIOTHpA. 3a Ta3u
el B JIOTMKAaTa Ha KOHKPETHUTE WUIPH Ca pPEaM3UpaHd aJrOPUTMH, TO3BOJISIBAIU HA
KOMITIOTHpA Jla n30epe X011, KOraTo JI0i/1e HETOBUSAT Pl 3a Urpa.

Boards & Pieces

Pick a game

~ Vit ¥
e Two players are on a collision

course. Prevent your opponent from L 414 points 1l
advancing by strategically pacing
your moves and win the game. Eas

= Play a leisurely game.

q Take the Gold J
0 < A W Medium
ake turns in collecting pieces on a

Let's step it up, shall we2
spiral-shaped board. Winner takes s
the golden piece in the center of the | Hard e
spiral. A - " Show us what you'vi ‘&
T —
Trigex Rules
Can you make the stars align? Learn how to play
Neither can we! Try instead aligning S
three pieces on a Trigex board Leader Boards”:.
before yQirfpponent does. See how you rank ot ith the leading weight loss

ASOE - hallenge.
Nutritionist In Your Pocket, All The Time. Eat Healthy.
Download Now AdDuplex - Ad Exchange
e http://AdDuplex.com

¢« m

QDuzypa 1. H3o00pasicenus om naxema c uzpu

3a peanuszanuaTa Ha paMmkara ca jaeuHUpaHu aOCTpaKTHHU KilacoBe M MHTepdeiicH,
BKJIIOYBAIIY [TPE/IojaraéMuTe o0IIM CBOWCTBA Ha Pa3pabOTBAHUTE UTPH.

public abstract class BaseGameData
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public BaseGameScore FirstPlayerScore { get; set; }
public BaseGameScore SecondPlayerScore { get; set; }
public GameDifficulties GameDifficulty { get; set; }
public int WinningPlayer { get; set; }

public int PlayerNumberTurn { get; set; }

public int CurrentRoundNumber { get; set; }

}
public class BaseGameScore : IComparable<BaseGameScore>

{

readonly static List<Type> knownTypes = new List<Type>();

}

public interface IGamelogic

{
GameStates GameState { get; set; }
BaseGameData Data { get; }
BaseGameData PreviousData { get; }
IEnumerable<GameDifficulties> SupportedDifficulties { get; }
void ResetGame(GameDifficulties difficulty);
void RestoreGame(BaseGameData data);
IGameMove GetNextMoveHint(int playerNumber);
IEnumerable<IGameMove> GetPossibleMoves(int playerNumber);
IGameMove GetNextComputerMove();
bool CanMoveTo(int playerNumber, IGameMove nextMove);
bool MoveTo(int playerNumber, IGameMove nextMove);
void StartNextRound();

}

public interface IGameMove

{

}

Te3su aOcTpakTHM KjacoBe W MHTepdeiicu ce HacieasBaT U NpeAeUHUpPAT OT
KOHKPETHHUTE KJIacOBe Ha BCsika eqHa urpa. Hampumep, 3a Catch me if you can umawme:

public class CatchMeGameData: BaseGameData

{
public int[] GameBoard { get; set; }
public const int BoardCells = 16;
public List<BoardPosition> BoardPositions { get; private set; }
public int PlayerPosition { get; set; }
public int OpponentPosition { get; set; }
}
public class CatchMeGameMove: IGameMove
{
public int PiecePosition { get; private set; }
public int NewPiecePosition { get; private set; }
}

Hskxoun oT OCHOBHHUTE MCTOAH, KOHTO TpﬂGBa Ja CC pcajm3upar 3a BCAKa Urpa, ca
IMPOBEPKA AaJId UT'PAYBT MOKE a HAIIpaBH X0/ HAa KOHKPETHA IMO3UIIUA:
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public bool CanMoveTo(int playerNumber, IGameMove nextMove)

B Meroma, B KOWTO ce KoOIHpa TEKYIIOTO CBCTOSHUE, CE€ HW3BBPIIBAT HAKOU
MPUKITIOYBAIIY OTIEpAIMK 32 TEKYILUS X0l U MOXKE J]a Ce POMEHH CTaTyChT Ha UTrpaTa Mpeau
Jla ce IIpeslajie YIpaBJIEHUETO Ha APYTUs Urpad:

public bool MoveTo(int playerNumber, IGameMove nextMove)

{
if (!CanMoveTo(playerNumber, nextMove)) return false;
gameData.CopyTo(previousData);

Cnc cieaBamuysa METoa CE peain3rpa JIOrMKaTa Ha uIrpaTta Ha KOMIIIOTbpa:

public IGameMove GetNextComputerMove()
{

return new CatchMeGameMove(.., ..);

MeTtoasT, ¢ KOITO ce MpUKIIOYBA Urpara Mpu nodena Ha €AMHUS OT UTPAYUTE WU
IIPU PABEHCTBO, €:

private bool SetGameWinner()

{

bool result = false;

C u3non3BaHeTO Ha KJIAcOBETE Ha paMKara ce yHH(ULUpa, ylecHsBa U yCKOpsBa
paboTaTa 1Mo Cbh3JaBaHETO HAa HOBU Jiornuecku urpu. CodryepHara paMmka HE € CIOXKHA U
M03BOJIsIBA €KUITHA paboTa MpH peau3alusiTa Ha UTpUTe.

N3rpaxnane Ha rpaguyeH nNoTpedUTEICKH HHTEpeiic

3a pa3paboTBaHeTo Ha rpaduyHMs nHTepdeiic e u3non3Bana TexnonorusaTa Silverlight
¢ eXtensible Markup Language (XAML). [Ipunoxkena e koMOWHaIMsg OT CTaHIAPTHU 3a
Silverlight koHTpoM 1 cOOCTBEHM IpaduHU pecypcr. AHUMAIIMHUTE Ca OCHIIECTBEHH OTHOBO
upe3 Silverlight (Bugnion, 2010). 3a Bb3npou3BekaHe Ha 3BYKOBHUTE e()eKTH € yrmoTpeOeHa
TexHuka oT XNA, Tpi kato uHcTpymMeHTHT Ha Silverlight MediaPlayer uma orpanuuena
MOJIPHKKA HA KPATKU 3BYKOBU €EKTH.

I'paduunoTo M300pakeHUe € U3rpaJeHoO Ha HAKOJIKO HMBA. Haii-oTnomy umame ¢oH,
CJIe]] TOBa € HUBOTO Ha MpO3pavyHaTa UrpajHa IbCKa, a OTTOPE Ce pasroaratr n300pakeHusITa
Ha 00EKTHUTE: )KETOHU WK (UTYypH. 3a BCEKH OOEKT MMaMme M300pakeHHue M KOOPAMHATH Ha
eKpaHa.

3a MOCOYBaHETO M MPEMECTBAHETO Ha M300paKeHMs 10 €KpaHa ca MpeaeKIapupaHu
MaHUITYJIaTOPUTE 32 00pabOTKa HAa BCUYKH JBM)KCHUS C TIPBCTA MO €KpaHa Ha YCTPOMCTBOTO.

Bxittouenu ca v pa3Nu4HU aHUMAIUH [TPU N300p Ha OOEKTH U TPYIU OT OOEKTH.
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3a peanu3anusiTa Ha JOTUKATa Ha KOHKPETHA UTpa Ce U3IMON3BAT Pa3IMuHU CTPYKTYpHU
OT JIaHHHU 3a OMKMCAHMETO U, TaKka 4Ye MMaMe MEXIMHHA BPh3Ka MEX]1y JIOTHYECKaTa CTPYKTypa
Ha UrpaTa U COUCHKBT, OMKMCBAILl UTPAITHUTE O3UIIMH Ha AbCKATA.

Jloruka Ha urpaTta Ha KOMIOIOTHpPa

[Ipu m3rpakaaneTo U TeCTBaHETO Ha coTyepHaTa paMKa, IbPBOHAYAIHO ca U30paHH
JIOTUYECKH UTPH C TOYHO ONPE/EIICHA CTPATerrsl M TaKWBa, MPU KOUTO JIOTHKATa 3a Wrpa Ha
KOMITFOTBPA C€ peasiu3upa JIECHO.

Haii-o6mo, urpure nHa bame ce onwucBar no ciennust HauuH. [lpu Bceku xon
MOPETHUST UTpad MOKE Ja B3UMa OT 1 70 P mpeaMera oT eHa rpyna. B Hauanoto Ha urpara
rpynara uma N Ha Opoit mpeamera. [TobequTen e To3u urpad, KOUTO MPUHYAH MPOTUBHHUKA /1a
B3eME MOCAeAHUS MpeaMeT. B KoHKpeTHaTa peanu3anus MoOeauTelN € UrpadbT, KOUTO B3uMa
nocneaHus npeamer. 3a Besika urpa N u p ce 3agaBaT npensapurenHo. Urpurte Ha bame ca
JIOTUYECKH MTPHU C OE3MOTPENIHU CTpAaTerui. B TAX TOYHO MOXKE J1a c€ ONpeaeid KOW urpad
1e moOeu M KakBH Ja ObJaT XOIOBETE MY.

3a ga He 3aryOou MHTEpec KbM UTpPUTE, Ha MOTpeOuTeNs ce mpeajarat TpU HHUBa Ha
cioxkHoct. Hampumep, 3a Hail-cmaboTO HHUBO MEYENMBII XOJ OT CTpaHa Ha KOMITIOThpa CE
u3bupa c BepostHocT 30%, ca cpenHo HuUBO — 60%, 3a HHMBOTO C Hal-BUCOKA TPYAHOCT
MEYETUBIMS X0 ce m3bmupa c BepostHOCT 85%. BepositHocrra He ¢ 100%, moHExke H
noTpeOuTens TpsOBa 1a UMa IIaHC 3a mooea.

\
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e

Round: 2 of 5 Hard Wins:0 Losses:1 Ties:0 BaseGameData

Nutritionist In Your Pocket, All The Time. Eat Healthy. Calorie Counter web & app
Download Now www.bon-app.com

® @
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QDuzypa 2. Hzpanuume nonema na 06e om uzpume

3a urpata Trigex numame 9 Mo3HIUK 32 KETOHH, CIICJAOBATEIHO BH3MOXKHUAT Opoil Ha
BCUYKU KOHQUrypanuu € TouyHo 9!. M360pbT Ha X04 Ha KOMITIOThpa CTaBa C MOMOINITA Ha
min/max anropuTbM MO BB3MOXHHTE KOH(UTypamuu. 3a BCSIKO OT CBOOOJHHTE TOJETa Ce
IIPaBU OLIEHKA JAJM MOCTaBSHETO Ha JK€TOH Ha Ta3M MO3MIMsA IIe AO0BEAE 10 1odesa, paBeH
win 3aryba. B 3aBHCHMOCT OT HUBOTO Ha TPYJHOCT M30MpaMe MO3WIMATA 33 Hrpa Ha
KOMITIOTBPA € MPEABAPUTEIHO 33/1a]J€HA BEPOSTHOCT.
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B Catch me if you can morpeburensaT ce crpeMu Aa 3aj0BH JKETOHA Ha KOMITIOTBPA.
JlecHo ce peanu3upa KOMIIOTHPBT 4 ,,05Ta” OT )KETOHA HA MPOTHUBHUKA KBM 00JIACT C TIOBEUYE
CcBOOOIHH MOJIETA.

[Ipu urpara Queens HsaMa peaju3upaHa JOTHMKA 33 Mrpa Ha KOMITIOTHPa, a caMo ce

MapKupar CBO6OI[HI/IT6 oJjiera, KpA€TO l'IOTpe6I/IT€J'I$IT MOXXEC Oa I1oCTaBu Aama.

3akja0uYeHue

Cw3nazeH e mpoToTUll Ha copTyepHa pamka 3a pa3paboTKa Ha JIOTUYECKH UTPH 3a
Microsoft Windows Phone, ¢ momorira Ha KOSITO € peajlu3upaH MakeT OT HAKOJIKO JTOTMYCCKH
urpu, nyonukyBan B Windows Phone mapker. Upe3 Tasu pamka B Obuemnie me ObaaT
CB3/IaJICHU JPYrd JIOTUYEeCKH W 3a0aBHM UTpH. EjHAa OT BB3MOKHOCTHUTE 32 pa3BUTHE €
00aBSHETO HA PEXUM MYJITUIUICHBP, B KONTO HIKOJIKO HUrpada eIHOBPEMEHHO IIe MOrar Jia
UTpasT Ha €IHa Urpa OT pa3JIuYHU MOOUIIHHU YCTpPOICTBaA.

baarogapHocTu

Toa uscnensane € yactuaHo puHaHCUpaHO OT npoekT HU11-OMIM004 kpm HIT/] Ha

[TnoBnuBcku yHuBepceurer ,,Ilancuit Xunennapcku”.
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