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Co3nanue MOOWIBHOM UTPbI «0ychb» Ha Unity

lonybesa Escenus [lasnosna
Ipuamypcruti 2cocyoapcmeennuiii ynusepcumem umenu Lllonom-Anetixema
Cmyoenm

AHHOTALMA

Ilenb nmaHHOM cTaThU — coO3JaHMEe MOOWJIBHON Hrpbhl «Oych» s android. Jlms
CO3MaHMs WIphl ObLIa HCIIOJIb30BaHA KPOCCIUIATPOPMEHHAs cpeia JUIsl CO3JIaHus
UHTEpaKTUBHBIX 2D- u 3D-npunokennii Unity, koTtopas mo3Bossier co3naBarh 2D-
UTPBI, UCTIOJIB3YSI MOITHBIN (DU3MYECKU IBWKOK W BU3YyallbHBIE WHCTPYMEHTHI. B
pe3ynbrare paboThl ObUIa co37aHa MOOUIIBHASL UTPa «OYChD)
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Abstract

The purpose of this article is to create a mobile game "Beads" for Android. To create
the game, we used the cross-platform environment for creating interactive 2D and
3D applications Unity, which allows you to create 2D games using a powerful
physics engine and visual tools. As a result, we created a mobile game "Beads"
Keywords: Unity, game, beads.

1 BBeaenue

1.1 AKTyaJIbHOCTH

B coBpemeHHOM MHpe MOOWIbHBIE WIPHI MPOYHO BOILIM B MOBCEIHEBHYIO
KU3Hb MUJJTMOHOB JIIOJIEH, CTaB HE TOJBKO CIIOCOOOM pa3BiIedEHHs, HO U MOIIHOMN
UHIYCTpUEl ¢ MHOTOMWIUIMApAHBIMU oOoporamu. Cpenu Bcero pasHooOpasus
KaHPOB 0COOOM MOMYJSIPHOCTHIO MOJB3YIOTCS Ka3yalbHbIE TOJOBOJOMKH, KOTOPbIE
IIpEeJIaratoT MPOCTOU, HO YBJIEKATENbHBIM TEUMIUIEN IS LIUPOKOU ayIUTOPUHU.

JBmwxok Unity, sBIASICh OJHUM U3 JIMAEPOB B Cpele pa3pabOTKU WIp,
IIPEAOCTABIIICT MOIIHBIE U B TO K€ BPEMS JOCTYIIHbIE UHCTPYMEHTBI JUIsl CO3/IaHUS
KpOCCIIaT(OPMEHHBIX MPOEKTOB. JTO JENaeT €ro HaeajlbHbIM BBIOOPOM Kak IS
ONBITHBIX CTYJIHMH, TaK W JJIsI HAUMHAIOIIHUX TE€UMAEB-CHELUAINCTOB, >XEJIAIOIINX
peann30BaTh CBOU HUJEH.

Takum oOpazom, paszpabotka MoOunbHOUW wurpel «bycs» Ha Unity
IpeaCcTaBIsieT cOO0M aKTyalbHYI0 U MPAKTUUECKH 3HAYMMYIO 3a/1ayy, COUYETAIOL Y10
B cebe 00pa3oBareibHYI0 IIEHHOCTh, COOTBETCTBHE PBIHOYHBIM 3ampocam M|
IIPUMEHEHHE COBPEMEHHBIX TEXHOJOTUA UTPOBOM MHAYCTPHUHU.
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1.2 O030p uccJienoBaHuii

A. E. YHapoBa mnpezncraBuia pa3zpaboTky MoOmibHOM wurpsl «KycTyk» Ha
Unity i JOMIKOJIBHUKOB M MIIAJIIMX IIKOJHFHHUKOB Ha SKYTCKOM si3bike [1].
[locBsiTun crathio 0030py KIIHOYEBBIX ATAloB, HEOOXOAMMBIX [JIsl pa3pabOTKu
KOMITBIOTEPHBIX HIp C JBYXMepHO#l rpadukoit Ha minardpopme Unity B xaHpe
NPUKITIOUCHHUsT C djeMeHTaMu rojioBosiomok S. A.  dact [2]. Makcumos H.B.
paccMaTpuBaeT MeETOJ pa3paboTku MoOuiabHOM 2D wurpel «Bootur Jump» Ha
wiatdopme Unity [3]. TTokazan mporiecc pa3pabOTKH IBYXMEPHOH TIaThOPMEHHO I
urpbl Ha UrpoBoM JBIKKe Unity ¢ MCIOJIb30BaHUEM s3bIKa MporpammupoBanus C#
JIroouu A.A. [4]. A.B. Mopo3oBa B pamkax pa0d0ThI pa3padoTaja pa3BuBaroiyto 2D
urpa-matdopmep A aerei, HanucanHas Ha Unity [5].

1.3 Ileab uccaeaoBaHus

Llens wccenoBanus — co3mpanue MoOmWIbHOU urpel «byce» mis OC Android
IpY TIOMOIIH KPOCCILIAT(OPMEHHOMN Cpenbl U CO3MaHUs MHTEPAaKTUBHBIX 2D u 3D
npuioxenuit Unity.

2 MarepuaJjibl 1 MEeTO/bI

Jlns co3manusi urpbl «ByceD» B KayecTBe HMIPOBOTO JBMKKA ObUI BBIOpaH
Unity, TOCKOJIbKY OH OTJIMYACTCs HHU3KHM IOPOTOM BXOJa, WHTYHTHBHBIM
UHTEp(EHCOM U BO3MOKHOCTBIO HamucaHusi kojaa Ha C#. {1 pemakTHpoBaHMS
CKPHIITOB HCIIOJIb30BAJIaCh MHTETPUPOBAaHHAS cpena paspabotkm Visual studio
community.

3 Pe3yabTaTthl

[lepBblii mIar B co3ganuu Urpbl «bycb» — 3TO CO3/1aHME HOBOTO MPOEKTA B
Unity. s sToro HeoOxoaumo BbIOpaTh B UNity hub pennep-naitmiaiin Universal
2D u co3nath poekt (cM. puc. 1).
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Pucynok-1 Co3nanue mpoekra

Ilocne coszmanmst mpoekta Ha ocHoBe mmadiona Universal 2D, Heob6xomumo
POBECTH 0A30BYI0 HACTPOUKY MOJ MOOWIBHYIO miaTdopmy. B nepByio odyepenn, B
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HacTpoiikax nocrpoenus (File -> Build Profiles) cienyer nepexmounts miaropmy
Ha Android (cM. puc. 2).

{ @ Build Profiles o x

Android™

Add Build Profile

Pucynok- 2 Hacrpoiika npoekra

Jlanee npucTynaeM K CO3JaHUIO CLEHBI MIPhL [lepBbIM IaroM HEOOXOIUMO
HACTPOUTH KaMepy (cM. puc. 3).

File Edit Asssts GameObject Component Services Jobs Tools Window Help
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Pucynok-3 Hactpoiika xkamepbl

B manky Sprites HeoOxomumo J00aBUTH 3apaHee MOJArOTOBICHHBIC
n3o0paxenus (cMm.puc.4).
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Help

File Edit Assets GameObj onent Services Jobs Tools Window

Pucynok 4 - Jlo6aBnenue uzoOpaxkeHuit

Jlanee noOaBnsiem w3 manku Sprites mzoopakenue background mis ¢dona
UTPHI, U HACTpanBaeM H300pakeHue (CM.puc.5).

File Edit Asssts GameObject Component Services Jobs Tools Window Help

Pucynok 5 — Hactpoiika ¢ona urpol

CrnenyromuMm 1marom ao0aBisieM H300pakeHUs HUTKH ¢ OycaMd M J€BOYKH
Ha clieHy (cM.puc.6).
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Assets GameObject Component Services Jobs Tools Window Help

Pucynok 6 — Jlo6aBnenue n3oOpaxeHuil HUTH OyC U IEBOUYKH Ha CIICHY

Jlanee HeoOXoaWMO J00aBUTh HWHCTPYKIMIO UIPbl W MaHENb  JJIs
otobpakenus: yBemomienus «[IpaBuibno!». Jlast storo B Hierarchy meo6xoanumo
co3natb HOBBIM Ul-00bekT. IIpaBoil KHOMKOW MBIINIM BBI3BIBAEM MEHIO B
npocTpaHcTBe uepapxuu u BeiOMpaem Ul -> Panel. [lamee s uHCTpyKIUH
nobasisieM texeT Ul -> Text.

[locne noGaBneHWs] MaHeNM W TEKCTa, HEOOXOAMMO WX HAcTpouth. Jlis
naHenu ycraHaBiuBaeMm sikopst (Anchors) B uentp (0.5, 0.5) nns npaBUIBHOTO
NO3UIIMOHUPOBAHMSI OTHOCUTENBHO  pa3pellieHus JKpaHa, 3aJaeM TOYHBIE
koopauHatel Position (555, 1240) u pasmepsr Width/Height (1115, 29.41). B
KOMIMOHeHTe Image BrIOMpaeM MOAXOASUIUHN CIIpalT st PoHa, HACTpauBaeM IIBET
U TIPO3padyHOCTh, a Takxke BbIcTaBiasieM Image Type B 3Hauenue Simple s
ONITUMAJILHOTO OTOOpakeHHs (CM.puc.7).

BHAMATEALHO PACCMOTIM
Gycol, Bychiku kakoro

upeTs He xpaTaeT?

Pucynok 7 — Hactpoiika nanenu

Taxke HEOOXOAMMO HACTPOUTH TEKCTOBBIA DJIEMEHT MAHEIM COOOIICHHIA.
Jus tekcra "llpaBwimbHO!" B KommoneHTe Text (Legacy) ycraHaBimBaeTcs
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mipudT PlaypenSans-VariableFont_wght ¢ xwupusim  Hauepranuem (Bold) u
pazmepom 150 myHKTOB 1J1s1 0oOecrieueHus xopoiieil yntaeMocTtu. B paznene Rect
Transform 3anmatorcss Tounble pazmepsl TekctoBoro mnois (Width: 1220.7, Height:
313.4) u nO3ULMOHUPOBAHUE OTHOCUTENBHO poauTenbckoit manenu (Pos X: -15, Pos
Y: 32). Ocoboe BHUMaHUE yaensieTcss HacTpoiike sikopeir (Anchors) ¢ ieHTpom B
touke (0.5, 0.5), uto obGecneunBaeT NpaBUWILHOE OTOOpPAKEHHE TEKCTa Ha Pa3HbIX
paspeleHusx dkpaHa (cM.puc. 8).

BHUMATENBHO PACCMOTPH
6ycl. BycuHKI kakoro
upera He xpareeT?

R

Pucynox 8 — Hactpoiika TekCTOBOro sjeMeHTa MaHeau COOOIIeHUN

J11 TeKCTOBOTO 3JeMeHTa HacTpauBaeM Ipudt Pangolin-Regular ¢ sxupubiM
HauepTaHueM U pazMepoM 90 MyHKTOB, BBIPABHHBAHHE [0 IEHTPY, BKIIOYAEM
noanepkky Rich Text nns ¢opmatupoBanus, a B Rect Transform 3agaem
COOTBETCTBYIOIIME pa3Mepbl 00JacTH OTOOPAKEHUS U TO3UIUI0 OTHOCUTEIHHO
poautenbckoii manenu. [locne 6a30Boil HACTPOUKHM PEKOMEHIYETCs ClleaTh MaHeb
W3HAYaJIbHO HEAKTUBHOM, YTOOBI OHA MOSIBIISIIACH TOJIKO B HY>KHBIE MOMEHTBI UT'P bl
(cm.puc.9).

BrenaaTemMO PACCMOTIM
Gycal, Byciwaon kexoro
USeT? He XaTaeT?

Pucynok 9 — Hactpolika MHCTPYKIIMU UTPbI
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Hanee noGaBisieM u300pakeHUsi OYCMHOK Ha CIIEHYy W HAcTpauBaeM WuX,
9TOOBI MOYKHO OBIIO TIepeABUraTh OycuHBI. J{7ist aTOTO B INSpector OycuH gobasiseM
koMnoHeHT Sprite Renderer, rae Ha3HauaeTcs BU3yallbHBIA CHpalT OyCHHBI, a B
KauecTBe Marepuana  BeiOupaercs Sprite-Lit-Default mism  coBmectumoctn ¢
URP. [anee no6asnsiem Rigidbody 2D, u BeiOupaem pexxum Kinematic, kotopsbiii
NO3BOJIAET YNPABJATH €€ IBHKEHUEM depe3 KoJ. J[J1s onTuMu3ainum 3aMopaKuBaeM
no3uiuio 1o ocsiMm X u Y B Constraints, 4To0bI OycHHa He Tajana MmoJi ACHCTBUEM
rpasutaiu. Taxke noOasmsiem kommoHeHT Circle Collider 2D, rae 3amaercs
paanyc, TOYHO COOTBETCTBYIOIIMI IpaHuIaM crpaira (cMm.puc.10).

BHUMBTESILHO PACCMOTPH
Gycoi. BycuHiu kakoro
upera He xearaer?

Take HEeoOXomuMo co3nath 00JacTh, Kyla WIPOK JOJDKEH MEPeTaliuTh
Hepocrapmyo Oycuny. s storo B Hierarchy co3maem mycToit UTpoBOil 0OBEKT
yepe3 mpaBblii kiuk u BbeIOUMpaem Create Empty. OTOoT 00BEKT HE00X0AMMO
nepernmeHoBaTh B ThreadSpot. Ero ocHoBHOe mpeaHa3HaueHHE — OTMeYaTh Ha
CIIEHE TOYKYy, TIJ€ JOJDKHA HaxOoJIuThcsl OycuMHa mpaBWibHOTO 1BeTa. Jlns
peamm3anmu  3Toro  QyHKIHoHasa K ThreadSpot HeoOxoamMo  100aBUTH
komnoHeHT Box Collider 2D. B HacTpoiikax koJutadizepa o0s3aTelbHO HAI0
BKIIIOYUTH ommmio Is  Trigger, uToObl 00BEKT He co3aaBal (HU3HYECKOTO
NOPEMsITCTBUS, HO MOT PETUCTPUPOBATH MEPECEUEHUs] C JIPYTUMU KOJUIaljepami.
Pa3mep kommaiinepa Size HacTpauBaeTcsl Tak, YTOOBI OH BU3yaJbHO COOTBETCTBOBAI
nycToMy MecTy Ha HuTke Oyc. Uepe3 xommnonent Transform samaercs TouHOe
nojio)keHue oOBeKTa Ha CIeHe, o0ecreunBas €ro BBIpaBHUBAHUE C YXKe
CyliecTByomuMu OycuHamu (cM.puc.11).
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Pucynok 11 — JloGaBnenue o6acTi HelocCTaromie OyCHHBI Ha CIIEHY U
HaCTpOMKa IapaMeTpPOB

Ilocne moGaBieHHs BceX HEOOXOIUMBIX KOMIIOHEHTOB HEOOXOJAUMO CO3/1aTh
ckpunt moja HazBanuem BeadDragHandler, kotopslii peanusyeT OCHOBHYIO
UTPOBYIO MEXaHUKY NepeTacKuBaHus OycHH. JlaHHBINA CKPUIIT COAEPKUT HECKOIBKO
KITFOYEBBIX (PYHKIIMOHAIBHBIX OJIOKOB:

OcHOBHbIE HAacTpoOilKM OyCHHBI BKJIIOUAIOT MapameTpbl 1BETa TeKyllei
oycunbsl (beadColor), mnpaBwibHoro 1BeTa (correctBeadColor) wu panguyca
pasmemenust (placementRadius), KoTopelii ompenensieTr 30HY JOMYCTHMOTO
pa3menienust Oycunbl. BusyanbHas oOpaTHas CBSI3b peajn30oBaHa 4Yepe3 CUCTEMY
coobmenuii. Ilpu ycremHOM pa3MenieHMH AaKTUBUPYETCS IMaHelb C TEKCTOM
"IlpaBunbHO!", KOTOpass aHUMHPYETCA YEpe3 MOCIEAOBATEILHOE HM3MEHEHUE
MaciTaba U mpo3pavyHOCTH C HCIOJb30BaHneM AnimationCurve i MIaBHOCTH.

Aynmno-obpaTHasi CBS3b BKJIIOYAET JBa THMa 3BYKOB: dragSound mpu Hauamne
neperackuBanusi OycuH W successSound mpu MpaBUIBLHOM pa3MeElIeHUd OYCHHHBI.
JI1s1 Bocipou3BeIeHHs UCTIONb3yeTCsl koMmoHeHT AudioSource.

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
using UnityEngine.EventSystems;
using System.Collections;

public class BeadDragHandler : MonoBehaviour
{
[Header ("Bead Settings")]
public string beadColor = "bead blue";
public string correctBeadColor = "bead yellow";
public float placementRadius = 0.5f;

[Header ("UI Settings")]

public RectTransform messagePanel;

public Text messageText;

public Image panelBackground;

public AudioClip successSound;

public AudioClip dragSound; // IoGaBjieH 3BYK [IepeTacCKMBAaHNS
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[Header ("Animation") ]

public float fadeDuration = 0.5f;

public float showDuration = 2f;

public AnimationCurve scaleCurve = AnimationCurve.EaseInOut (0,

[Header ("Scene Management") ]
public string menuSceneName = "MainMenu";

private Vector3 originalPosition;
private bool isPlacedCorrectly;
private bool isDragging;

private AudioSource audioSource;
private Canvas messageCanvas;
private CanvasGroup canvasGroup;

void Start ()
{

originalPosition = transform.position;
audioSource = GetComponent<AudioSource> () ;

// Ecam AudioSource He mobanJiieH, nobapigeM ero
if (audioSource == null)
{
audioSource = gameObject.AddComponent<AudioSource> () ;

}

InitializeMessagePanel () ;

}

void InitializeMessagePanel ()

{

if (messagePanel != null)

{

0, 1, 1);

messageCanvas = messagePanel.gameObject.AddComponent<Canvas> () ;

messageCanvas.overrideSorting = true;
messageCanvas.sortingLayerName = "UI";
messageCanvas.sortingOrder = 9999;

canvasGroup =
messagePanel.gameObject.AddComponent<CanvasGroup> () ;

canvasGroup.alpha = 0;

messagePanel.gameObject.SetActive (false);

}

private void OnMouseDown ()

{
if (!isPlacedCorrectly && !IsPointerOverUI ())
{

PlayDragSound (); // Bochnpou3BOOMM 3BYK [PV Hauajle NepeTacCKMBaHMUS

StartCoroutine (DragBead()) ;
}

private bool IsPointerOverUI ()

{
return EventSystem.current != null &&
EventSystem.current.IsPointerOverGameObject () ;

}

private IEnumerator DragBead ()
{

isDragging = true;
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while (Input.GetMouseButton (0))
{
Vector3 mousePos =
Camera.main.ScreenToWorldPoint (Input.mousePosition) ;
transform.position = new Vector3 (mousePos.x, mousePos.y, 0);
yield return null;

}

isDragging = false;
CheckPlacement () ;
}

// MeTonm mJjis BOCHPOM3BEIEHMS 3BYyKa lepeTacKUMBAHUSI
private void PlayDragSound ()
{
if (dragSound != null && audioSource != null)
{
audioSource.PlayOneShot (dragSound) ;
}
}

// ANbTEPHATMBHEI METOI — HENPEPEIBHOE BOCIPOM3BEIEeHME 3BYyKa BO BpeMsI
InepeTacCcKMBaHUA

private IEnumerator PlayDragSoundContinuous ()

{

if (dragSound == null || audioSource == null) yield break;

while (isDragging)
{
if (l'audioSource.isPlaying)
{
audioSource.PlayOneShot (dragSound) ;
}

yield return new WaitForSeconds (0.1f); // UHTepBas MeXIy
IIOBTOPEHMAMMA

}
}

private void ReturnToOriginalPosition ()
{
transform.position = originalPosition;

}

private void CheckPlacement ()
{
Collider2D hit = Physics2D.OverlapCircle (transform.position,
placementRadius) ;
if (hit != null && hit.CompareTag ("ThreadZone"))
{
if (beadColor == correctBeadColor)
{
HandleCorrectPlacement (hit.transform.position);
}
else
{
ReturnToOriginalPosition() ;
}
}

else

{

ReturnToOriginalPosition () ;

}



[locrynar. 2025. Nell ISSN 2414-4487

private void HandleCorrectPlacement (Vector3 targetPosition)
{

isPlacedCorrectly = true;

transform.position = targetPosition;

// OrkimouaeMm omamky eciu ecTb Rigidbody2D
Rigidbody2D rb = GetComponent<Rigidbody2D> () ;
if (rb != null)
{
rb.bodyType = RigidbodyType2D.Static;
}
ShowSuccessMessage () ;
}
private void ShowSuccessMessage ()

{

if (messagePanel == null) return;
messagePanel.gameObject.SetActive (true) ;

if (messageCanvas != null) messageCanvas.sortingOrder = 9999;

if (messageText != null) messageText.text = "lpaBujibHo!";

if (panelBackground != null) panelBackground.color = new Color(0.2f,

0.8f£, 0.2f£, 0.9f);

PlaySuccessSound () ;
StartCoroutine (AnimateMessage () ) ;

}

private void PlaySuccessSound ()

{

if (successSound == null) return;

if (audioSource != null)
{
audioSource.PlayOneShot (successSound) ;
}
else
{
AudioSource.PlayClipAtPoint (successSound,
Camera.main.transform.position) ;
}
}
private IEnumerator AnimateMessage ()
{
yield return AnimateScale (Vector3.zero, Vector3.one, fadeDuration);
yield return AnimateAlpha (0, 1, fadeDuration);
yield return new WaitForSeconds (showDuration) ;
yield return AnimateAlpha(l, 0, fadeDuration);
messagePanel.gameObject.SetActive (false);
LoadMenuScene () ;
}
private IEnumerator AnimateScale (Vector3 from, Vector3 to, float
duration)
{
float elapsed = 0f;
while (elapsed < duration)
{
float t = elapsed / duration;
messagePanel.localScale = Vector3.Lerp(from, to,
scaleCurve.Evaluate(t));
elapsed += Time.deltaTime;
yield return null;
}
messagePanel.localScale = to;

}

private IEnumerator AnimateAlpha (float from, float to, float duration)
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{

float elapsed = 0f;

while (elapsed < duration)

{
float t = elapsed / duration;
canvasGroup.alpha = Mathf.Lerp (from, to, t):;
elapsed += Time.deltaTime;
yield return null;

}

canvasGroup.alpha = to;

}

private void LoadMenuScene ()

{

if (!string.IsNullOrEmpty (menuSceneName))

{

SceneManager.LoadScene (menuSceneName) ;

}
}

void OnDrawGizmosSelected ()

{
Gizmos.color = Color.green;
Gizmos.DrawWireSphere (transform.position, placementRadius) ;

[locne coznanusi ckpunrta BeadDragHandler neo6xomumo no6aBuUTh €ro K
oObekTaM-OycnHam B creHe. [l 3Toro HeoOXOAMMO MEpeTaluTh CKPUNT Ha
kaxayo Oycuny B Hierarchy. Ilocne noGaBnenusi ckpunra TpeOyercss HaCTPOUTD
ero mnapamerpbl: ykaxutre uBer Oycunbl (Bead Color) u cooTBeTcTByrOmui
npaBwibHbIl  1BeT (Correct Bead Color), ycranoBute paauyc pa3melieHus
(Placement Radius) oxoio 0.5. B Message Panel no6asisem manens cooOlneHui, a
B Message Text TexcToBOeE MoJjie MaHeu, a Takke J00aBisieM 3BYKOBbIE (hallibl 1Jis
neperackuBanus B Drag Sound, a mis ycnemnoro pasmemnienust B Success Sound
(cm. puc. 12).

BHUMATENbHO PACCMOTPH
Gycol. ByCUHKU kakoro
LpeTa He xpareeT?

Pucynok 12 — JloGaBnenue ckpunta K OycuHam

Urorossiii pe3ynbTaT co3nanus urpsl «bycen» (cm. puc.13).
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BHUMaTEs1IbHO pacCMOTPU
6ycbl. bycuHku kakoro
LBeTa He XeaTaeT?

Pucynok 12 — I'oTtoBas urpa «bycbm»

4. BuIBOABI

B nannoit paboTe ObUT OKa3aH MPOLECC CO3AHUSI UTPBI «OYChD» C MOMOIIIBIO
KpocciulaT@OpMEHHOM  cpeibl  JJid  CO3JaHusi HMHTepakTuBHbIX 2D u 3D
npwiokeHnit. HaydHast craTbs MOXKET CIy)XUTh METOJWYECKUM TocoOueM B
y4eOHOU 1eATEeIbHOCTH.
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