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Co3nanue moOuabHOM urpsl «Ilasm» na Unity

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

AHHOTALMA

Ilenb nmaHHOM cTaThul — co3fgaHue MOOWIbHON urpel «Ilazm» mia android. Jlms
CO3MaHMs Wrphbl ObLIa HCIOJIL30BaHa KpocciuiaropMeHHas cpeaa Ui CO3IaHus
UHTEpaKTUBHBIX 2D- u 3D-npunosxennii Unity, kotopas mo3sossier co3aasarh 2D-
UTPBI, UCTIOJIB3YSI MOIIHBIN (DU3MYECKUI ABMKOK W BU3yallbHbIE HWHCTPYMEHTHL B
pe3ynbrare paboThl ObUIa co3gaHa MoOumbHas urpa «Ilazm»
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Creating a Puzzle Mobile Game in Unity
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Sholom-Aleichem Priamursky State University
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Abstract

The purpose of this article is to create a mobile game "Puzzle" for android. To create
the game, we used a 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 of the work, a mobile game "Puzzle" was created.
Keywords: Unity, game, puzzle, picture.

1 BBeaenue

1.1 AKTyaJIbHOCTH

MoOuibHbIE UTPHI CTAIM HEOTHEMJIEMOW YACThIO JKM3HH, MPEBPATUBIINUCH U3
IPOCTOTO Pa3BICUECHHS B MHOTOMWIUIMApAHYK0 HHAycTpuro. Cpeaum MHOKeCTBa
KaHPOB 0CO00I MOMYJSIPHOCTHIO TOJIB3YIOTCS Ma3jibl — OHHM COBMEILAIOT B cede
UHTEJUICKTYaTbHBIN BBI30B, PEAKCAIIMIO W MMPUHOCAT YAOBJIETBOPEHHUE OT PEIICHUs
3a/laud. JTa KIacCUYecKas MEeXaHUKa MPUBJICKAET CaMylO MIHUPOKYIO ayIUTOPHUIO, OT
JeTel, pa3BUBAIOIIMX JIOTHUKY, JO B3pOCIbIX, KOTOpPbIE CHUMAIOT CTpecc U
TPEHUPYIOT BHUMAaHHUE.

Unity, kKaK OJWH U3 BEAYUIUX UTPOBBIX IBUKKOB, UICAILHO IMOIXOIUT IS
TaKMX TMPOEKTOB. Ero MoOIIHBIE HWHCTPYMEHTHI i1 paboThl ¢ 2D-rpaduxoi,
BCTPOCHHBIE KOMIIOHEHTBl JJIi TEPEeTacCKUBaHUS M KPOCCINIAaTPOPMEHHOCTH
MO3BOJISIIOT OBICTPO CO3/1aBaTh MPOTOTHUIIBI U BBIMTYCKaTh TOTOBbIE UTphl Ha 10S u
Android, 4TO SIBNISIETCS KIIFOUOM K KOMMEPUYECKOMY YCIIEXY.

Pa3zpaboTtka MmoOmibHOTO Mazna Ha Unity — 3TO akTyanbHas M NMpakTU4HAs
3aiaya. Takoi mpOEKT OTBEYAET CIPOCY Ha UTPHI C MO3UTHUBHBIM MICUXOJIOTHYECKUM
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s dexToM, pa3BUBAIOIINE JOTHUKY U MPOCTPAHCTBEHHOE MBIIUIEHUE. JTO OTINYHAS
BO3MOKHOCTbh OCBOUTH I'€M/IEB HA MPAKTHKE U CO3/aTh BOCTPEOOBAHHBIA MPOAYKT
JUJISL MACCOBOM ayJIMTOPUH, LEHSAIIEH KAUECTBEHHBIN JOCYT.

1.2 O030p uccaexoBaHui

A. E. YHapoBa npencraBuia pazpaboTky MoOwibHONH urpel «Kyctyk» Ha
Unity 171 MOIIKOJBHUKOB W MJIQAIIMX INIKOJIBHHUKOB Ha SIKYTCKOM s3bike [1].
[locBsaTun cTaThio 0030pYy KIIOUEBBIX JTAloB, HEOOXOAMMBIX [JIs pa3paboOTKu
KOMIBIOTEPHBIX UIP C JBYXMepHOU rpadukoit Ha mmatdopme Unity B kaHpe
MPUKJIIOYEHHUST € 3JieMeHTamMu roJioBojioMok . A.®acr [2]. H.B.Makcumosn
paccMarpuBaeT MeToa pa3paboTku MoOwinbHOM 2D wurpsl «Bootur Jump» Ha
wiarpopme Unity [3]. [lokazan nporecc pa3paboTKu IByXMEpHOU mIaThOPMEHHO I
urpbl Ha UrpoBoM JBIKKe Unity ¢ MCIOJIb30BaHUEM si3bIKa MporpaMmmupoBanust C#
A.A.JTlro6uu [4]. [1.B. Mopo3zoBa B pamkax paboThI pa3paboTaina pa3BuBaromiyw 2D
urpa-mardopmep s gereit, Hanucannas Ha Unity [5].

1.3 Ileab ucciaeaoBaHus

Lleap uccnenoBanus — co3ganre MoowmibHOM urpsl «Ilasmy mama OC Android
IpY TIOMOIIH KPOCCILIAT(OPMEHHOM Cpeibl Uil CO31aHus UHTepakTUBHbIX 2D n 3D
npuioxenuit Unity.

2 MarepuaJjibl 1 METOAbI

Pazpabotka urper «Ilazm» Obiia peasmzoBaHa Ha UrpoBoM aBrkke Unity, a
JUISI HaMUCaHUst W PEJAKTUPOBAaHUS MPOTPaMMHOIO KOJa MPUMEHsIACh
UHTETrpUpoBaHHas cpena pazpadotku Visual Studio Community.

3 Pe3yabTaThbl

UtoOBl TPUCTYNIUTh K CO37aHUI0 MOOWILHOU wrpel «[la3zm»y, Tpebyercs
WHUIIMAIM3UPOBaTh HOBBIM mpoekT B Unity. Jlns storo B mHTEepdeiice Unity Hub
HY»KHO BbIOpaTh mabmon Universal 2D nns aBymepHo#t rpaduiku, MPUCBOMTH
NPOEKTY Ha3BaHUE U MOATBEPAUTH €ro co3faHue. (cMm. puc. 1).

New project
6000.0.4011

High Definition 30
com.unity.template.mobile2d

3D Mobile

Mixed Reality (MR)

VR

Pucynok 1- Co3nanue npoekra
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[locne vHULIMANM3alMU MPOEKTa ¢ Ucrosb3oBaHueMm madinona Universal 2D
TpeOyeTcsl BBIIOJHUTE €ro 0a30BYI0 KOH(GUTYPAIMIO IS MOOWILHOW MIaT(OpMBI.
KiroueBbiM 1m1arom siBnsieTcst cMeHa 1eneBoi miatgopmbl Ha Android yepe3 MeHo
File -> Build Profiles (cMm. puc. 2).

§ @ ouig Profiies o x

Android

Pucynok 2 - Hactpoiika npoekra

CrenyromuM 3TarioM SBJIIETCS CO3JaHWE WIPOBOM cieHbl. Hacrpoiika
KaMephbl BBICTYIIAET B KaUeCTBE IEPBOOYCPEIHON 3a7auM, IMOCKOJIbKY MMEHHO OHA
ompenenser 00JacTh BHIUMOCTH M BU3yaJbHOE BOCHPHATHE HMIPOBOTO
nmpocTpaHcTBa (CM. puc. 3).
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Pucynoxk 3 - Hactpoiika kamepsl
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Jlns nanmpHeielr paboThl CIeNyeT MOMECTUThb 3apaHee MOJATOTOBJICHHBIE
CIIpalThl B COOTBETCTBYIOIIYIO Manky Sprites (cM.puc.4).

Pucynok 4 - Jlo6aBnenue n3o0pakeHUit

Jlanee HEOOXOMMO TTOATOTOBUTH (DOH JJIsI UTPOBOM CIIEHBI. [[J151 TOTO HY)KHO
nepeHectu uzoOpaxenue background u3z manmku Sprites Ha CIIEHY U HACTPOUTH €roO
napameTphl TaK, YTOOBI OHO MOJHOCTHIO TTOKPBIBAJIO UTPOBYIO 00J1aCTh (CM.pHC.5).

Pucynok 5 — aCTpoﬁKa OHa UTPBI

CrenyromuM 3TanoM pa3padoTKH sIBIsSIETCs 100aBiIeHUe N300pakeHui naszia
U pPaMKHU Ha UTPOBYIO CIIEHY, JUISI YEro HEOOXOJMMO MEPEHECTH MOATOTOBICHHBIC
copaiitel U3 okHa Project B oOnacts Hierarchy. Ilocine moOaBieHust 351eMeHTOB
TpeOyeTcss BBINOJHUTh HMX JETAIBHYK HACTPOWKY: JUII paMKH  Ta3ja
ycTaHaBluBaeTcsi no3unus ¢ koopauHatamu X: -0.775, Y: 501.6, Z: -2052, rne
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3HAYUTENbHOE OTpPUIATENbHOE 3HaYeHHe MO ocu Z 00ecneunBaeT KOPPEKTHOE
oToOpaxkeHue B kamepe, u Macitad X: 224.02, Y: 176.52, Z: 228 (cm. puc. 6).
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Pucynok 6 — HacTpolika pamku 1151 ma3ioB

JlJiss 5IeMEHTOB Ta3na HACTPaWBAIOTCS HWHIWBUAYAJIbHBIE KOOPIWHATHI B
Transform, noOaBisitoTcss HEOOXOAMMBbIE KOMMIOHEHTHI - Sprite Renderer misa
otobpaxenusi, u Circle Collider 2D nnst 06paboTku B3auMoieiicTBuii (cM.puc.7).

Pucynok 7 — Jlo6aBieHue n3o0paxeHil mas3ioB Ha CIEHY U UX HAaCTpOMKa

YroOsl peanm3oBaTh OTOOpP@KEHHWE HMHCTPYKIMM W YBEIOMIICHUS
«IIpaBunsHO!», HEOOXO0AUMO A00ABUTH HA CIIEHY IOJH30BATEIbCKUN HHTEPQEIC.
Yepes kourekctHoe MeHio B Hierarchy cosnaiite manens (Ul -> Panel), a 3atem —
TekcToBbIN 050K (Ul -> Text) nist BbIBOJA TEKCTA MHCTPYKLUM.

[locne mobGaBieHWs TaHENM W TEKCTOBOTO D3JIEMEHTa B HMHTEP(EHC HIpHI
HEOO0X0IMMO TIPOBECTH MX HACTPOMKY 4Yepe3 KOMIOHEHT Inspector. YcraHaBamBaeM
skopsi Anchors B ueHTpaiibHOe mosiokeHHe co 3HadeHusimu (0.5, 0.5), uTO
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oOecrieurBacT MPABWIBHOE TO3UIIMOHUPOBAHWE W MACIITAOUPOBAHHE DJIEMCHTA
OTHOCHTEIBHO Pa3IMYHBIX pa3pelIeHUui 3KpaHa. 3aTeM 3aJaroTcs KOHKPETHBIC
pasmepsl obmactu Width 1080 wu Height 232,7 mnmkcenmeit. Jlns Bu3yambHOTO
odopmiieHHsT B KOMIIOHEHTe Image HeoO0XoauMMO BBIOpaTh MOAXOISAIINN CHpPANT
¢oHOBOrOo wu300paxkeHWss B ToJie Source Image, HacTpawBaeTcs I[BET U
npo3padyHocTh uyepe3 mapamerp Color B COOTBETCTBUM C OOIIMM BHU3YyaIbHBIM
CTHJIEM UTPBI, a TUI OTOOPaKeHHsI YCTaHABIMBAETCsl B 3HaueHue Simple (cm.puc.).
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Pucynok 8 — Hactpolika nanemu

[locne HACTpOMKM MaHENIM HEOOXOIUMO OTPEAAKTUPOBATH TEKCTOBBIM OJIOK C
yBenomiienueM "llpaBuinbho!". B kommonente Text (Legacy) HeoOXxoauMo BEIOpaTh
mpudt PlaypenSans-VariableFont wght ¢ skupueiMm Hauepranuem Bold wu
yCTaHOBUTH pazMep 150 mMyHKTOB JJisi oOecrneueHus: ONTUMalIbHOM unTaeMoctu. B
pasnene Rect Transform ycranoBuTh pasmeps! TekcroBoro mossi: Width 1073,1 u
Height 247,9. Takxxe HeoOXoauMo HacTpouTh sikops Anchors ¢ LeHTpalbHOU
toukoit 0.5, 0.5. Jlasee HEOOXOAUMO HACTPOUTH TEKCT, JJISI 3TOTO HEOOXOIUMO
BHIOpATh BBIPABHUBAHUE TEKCTA IO LEHTPY, IIBETOBOE O(OPMIICHHE U MapaMeTpbl
nepeHoca TeKCTa sl JOCTHXKEHUS TapMOHUYHOTO BU3YAJIIbHOTO MPEACTABJICHUS B
unTepdeiice urpel. (cMm.puc. 9).
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Pucynok 9 — HacTpoiika TeKCTOBOTO 3JIeMEHTa MaHeId COOOIeHUN
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J11s1 TEeKCTOBOTO 3JeMeHTa HacTpauBaeM Ipudt Pangolin-Regular ¢ sxupubiM
HauepTaHueM u pasMepoM 140 TyHKTOB ¢ KUpHBIM HauepTraHuem Bold,
BBIPABHUBAHUE T10 LIEHTPY, BKIouaeM noanaepxkky Rich Text nist popmarupoBanus,
a B Rect Transform 3amaem Tounsle pa3mepsl TekcToBoro nojsi: Width 1064, Height
344,7, n ycranaBnuBaeM skopsi Anchors ¢ nearpom B Touke (0.5, 0.5) (cm.puc.10).

Co6epu naga
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Pucynok 10 — HacTpoiika MHCTpyKLIMH I/IFpI

Taxxe HE0OX0aUMO M00aBUTH M300paKEHHUE TOTOBOW KApTHUHKHU Ta3nia, JJIs
TOro 4YTOOBI Tpu cOOpKe Masjga MOsBWIACh TOTOBasg KapTuHKa. /[l 3Toro
TIOJITOTOBJICHHYIO KapTUHKY aoOaBisieM B Hierarchy, u B inSpector ee HacrpanBaem
(cm. puc. 11).
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Pucynok 11 — Jlo6aBiaeHre TOTOBOM KapTUHKH Ta3Jia

Ilocne moGaBieHne BceX HM300paKEHMM Ha CIIEHY, HEOOXOAUMO J00aBUTH
00J1acTh Ha paMKy Masla, JJi1 TOTo YTOObI Ma3jbl MOTJIM 3a)UKCUPOBATLCS B CBOECH
sueiiku. s aToro Heooxoaum B Hierarchy co3aaTth 3 mycThIX UTPOBBIX 0OBEKTOB
yepe3 mpaBblii KWK W BeIOMpaem Create Empty. OTu 00BEKThI HEO0OXOAUMO
neperMmeHoBaTh B 30Ha 1, 3oHa 2, 3ona 3. B Inspector He06X0IUMO BBINOIHUTH
CJICTYIOIINE HACTPOUKHU IS KOKJIOTO 00BEKTA: YCTAHOBUTH KOMIIOHEHTY Transform
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TOYHBIE KOOPJIMHATHI  TO3UIMK B COOTBETCTBUM C  MECTOIOJIOKECHUEM
COOTBETCTBYIOIIMX SY€EK Ha paMke masna, 7o0aBuTh komnoHeHT Box Collider 2D
U akTuBHUpOBaTh omimio Is Trigger nis obecnedenuss oOpabOTKU CTOJKHOBEHUN B
pexuMe TpUrrepa, HaCTPOUTh pa3Mep KoJuUlaiiiepa B COOTBETCTBHM C rabapuTaMmu
A4EEK, 3a7aTh COOTBETCTBYIOIIUN CJIOW W TEr I OPTaHU3AIMU B3aUMOJCUCTBUA C
JIPYTUMH 00BEKTaMH CIEHBI (cM. puc. 12).
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Pucynok 12 — JloGaBneHue 30H U1 Ma3j10B U UX HACTPOMKa

Jlanee HeoOxommmo co3mate GameController mnst ynpaenenust wurper Jlis
sToro Heooxoaum B Hierarchy cozmaTh mycTtoit UTpOBOM 0OBEKTOB uepe3 MpaBblit
KMk 1 BeiOMpaem Create Empty, u nepeumenoBbiBaeM B GameController.

Jns  xommonenta  GameController  HeoOXoamMo — co31aTh  CKPHIIT
PuzzleGame, koTopblii peann3yeT OCHOBHYIO JIOTUKY VIIPABJICHHUS HWIPOBBIM
IPOIIECCOM Ta3ja: OH COACPKHUT CUCTEMY CepUann3yeMbIx kiaccoB PuzzlePiece mis
CBSI3U WUIPOBBIX OOBEKTOB MA3JIOB C MX LEJNEBbIMU 30HaMHU, 00pabaThIBa€T BBOJ
JAHHBIX C MBIIM W TAa4YCKPUHA JUIA TEPEMEIICHUS JJIEMEHTOB, TIPOBEPSET
KOPPEKTHOCTh YCTAHOBKM TMa3JI0OB B 30HBI (UKCAIMA C TOMOIIBIO pacuera
JTUCTAHITUN MEXKIy 00BEKTaMH, YIIPABISIET BU3YAILHBIMU U 3BYKOBBIMU A (hekTaMu
(BKJIIOYAsT BOCIIPOM3BENIEHHE 3BYKOB MOJ0Opa, YCTAHOBKH W 3aBEpIICHHUS Ma3ia),
OTCJIEXKHMBAET 0011Iee COCTOSTHIE COOPKH T'OJIOBOJIOMKH Uepe3 MPOBEPKY BceX (uiaros
isInPlace, peamusyer 3aBepiieHue Urpsl ¢ oToOpakeHueM cooOIIeHHs 0 nmodene u
UTOTOBOTO M300paKEHUS.

using UnityEngine;

using UnityEngine.UI;

using System.Collections;

using System.Collections.Generic;
using UnityEngine.SceneManagement;

public class PuzzleGame : MonoBehaviour

{

[System.Serializable]
public class PuzzlePiece

{
public GameObject pieceObject; // OBberkT massna
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public GameObject targetArea; // lleneBas 3o0Ha

public float snapDistance = 1.0f; // IucTaHumsa IJS OPUTATUBAHUS

[HideInInspector] public Vector2 startPosition; // HauvasnbHas nosuumg

[HideInInspector] public bool isInPlace; // ®jar npaBUIILHOTO
[IOJIOXEHU S

}

public List<PuzzlePiece> puzzlePieces = new List<PuzzlePiece>();

public GameObject winMessage;

public Image completelmage; // M30OpaxeHre COOPAHHOTO a3Jja

public float showCompleteDuration = 3f; // Bpemsa noxaza MTOTOBOM KapTMHKM

public string menuSceneName = "Menu"; // Has3BaHue CLEHH MEHKO

// BBYyKOBHE 3bbEKTEH

public AudioClip piecePickupSound; // BByK HpM B3ATUM Hasja

public AudioClip pieceDropSound; // BBYK OpM OTIYyCKaHUM I[1a3Jia

public AudioClip pieceSnapSound; // BBYK IpM NPaBMUJILHOM yCTAHOBKE asja

public AudioClip puzzleCompleteSound; // 3Byk HOpM NOJHOM COOPKe Iaszia
private PuzzlePiece currentDraggedPiece;

private Vector2 offset;

private Camera mainCamera;

private bool isCompleted = false;

private AudioSource audioSource;

void Start ()
{

mainCamera = Camera.main;

// TonyuaeM mnm pobasidgeM AudioSource
audioSource = GetComponent<AudioSource> () ;
if (audioSource == null)
{
audioSource = gameObject.AddComponent<AudioSource> () ;

}

InitializePieces();
winMessage.SetActive (false);
if (completeImage != null)

{
completeImage.gameObject.SetActive (false);
}
}
void InitializePieces ()
{
foreach (var piece in puzzlePieces)
{
pliece.startPosition = piece.pieceObject.transform.position;
piece.isInPlace = false;
AddColliderIfMissing(piece.pieceObject) ;
}
}
void Update ()
{

if (isCompleted) return;

HandleInput () ;
UpdatePiecePosition();
}
void HandleInput ()
{
#if UNITY EDITOR || UNITY STANDALONE
if (Input.GetMouseButtonDown (0))
{
TryStartDrag (Input.mousePosition) ;

}
else if (Input.GetMouseButtonUp (0))
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{

EndDrag () ;
}
#elif UNITY ANDROID || UNITY IOS
if (Input.touchCount > 0)
{
Touch touch = Input.GetTouch(0);
if (touch.phase == TouchPhase.Began)
{
TryStartDrag (touch.position);
}

else 1if (touch.phase == TouchPhase.Ended || touch.phase ==
TouchPhase.Canceled)

{
EndDrag () ;
}

#endif
}
void UpdatePiecePosition ()
{
if (currentDraggedPiece != null)
{
Vector2 inputPos = GetInputPosition();
Vector2 worldPos = mainCamera.ScreenToWorldPoint (inputPos) ;

currentDraggedPiece.pieceObject.transform.position = worldPos +
offset;

}

}

void TryStartDrag(Vector?2 inputPosition)

{
Vector2 worldPos = mainCamera.ScreenToWorldPoint (inputPosition);
RaycastHit2D hit Physics2D.Raycast (worldPos, Vector2.zero);

if (hit.collider !'= null)
{

foreach (var piece in puzzlePieces)

{
if (hit.collider.gameObject == piece.pieceObject &&
!piece.isInPlace)
{
currentDraggedPiece = piece;
offset = (Vector2)piece.pieceObject.transform.position -
worldPos;
// BocHnpom3BOIVM 3BYK B34THI [1a3Jja
PlaySound (piecePickupSound) ;
break;

}
}
void EndDrag()
{
if (currentDraggedPiece == null) return;
float distance = Vector2.Distance (
currentDraggedPiece.pieceObject.transform.position,
currentDraggedPiece.targetArea.transform.position
)
if (distance <= currentDraggedPiece.snapDistance)
{
SnapToTarget () ;
CheckWinCondition() ;
}

else
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{
ResetPosition() ;
// BocHpom3BOIVM 3BYK OTIYCKaHMS Masjia (He B LIEeJIeBOM 30HE)
PlaySound (pieceDropSound) ;
}
currentDraggedPiece = null;
}
void SnapToTarget ()
{
currentDraggedPiece.pieceObject.transform.position
currentDraggedPiece.targetArea.transform.position;
currentDraggedPiece.isInPlace = true;
currentDraggedPiece.pieceObject.GetComponent<BoxCollider2D> () .enabled
= false;
// BocmpoM3BOIMM 3BYK MNPABUJILHOM YCTAHOBKM I1a3Jia
PlaySound (pieceSnapSound) ;
}
volid ResetPosition ()
{
currentDraggedPiece.pieceObject.transform.position =
currentDraggedPiece.startPosition;
}
void CheckWinCondition ()
{
foreach (var piece in puzzlePieces)
{
if (!piece.isInPlace) return;
}
StartCoroutine (CompletePuzzle()) ;
}
IEnumerator CompletePuzzle ()
{
isCompleted = true;
// BocCmpom3BOIOMM 3BYK 3aBEepIIEHVS [1a3Ja
PlaySound (puzzleCompleteSound) ;
winMessage.SetActive (true) ;
foreach (var piece in puzzlePieces)
{
piece.pieceObject.SetActive (false);
}
if (completeImage != null)
{
completeImage.gameObject.SetActive (true) ;
}

yield return new WaitForSeconds (showCompleteDuration) ;

if (!string.IsNullOrEmpty (menuSceneName))
{
SceneManager.LoadScene (menuSceneName) ;
}
}
void AddColliderIfMissing (GameObject obj)
{
if (obj.GetComponent<BoxCollider2D>() == null)
{
obj.AddComponent<BoxCollider2D> () ;
}
}

public void RestartGame ()

{
isCompleted = false;
foreach (var piece in puzzlePieces)
{

piece.pieceObject.transform.position = piece.startPosition;
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piece.isInPlace = false;
piece.pieceObject.GetComponent<BoxCollider2D> () .enabled = true;
piece.pieceObject.SetActive (true) ;

}
winMessage.SetActive (false);
if (completeImage != null)

{
completeImage.gameObject.SetActive (false) ;

}
}
Vector2 GetInputPosition()

{
#1if UNITY EDITOR || UNITY STANDALONE
return Input.mousePosition;
#elif UNITY ANDROID || UNITY IOS
return Input.GetTouch (0) .position;
#endif
}
// MeTonm mjs BOCHPOM3BEIEHMS 3ByKa
void PlaySound (AudioClip clip)

{

if (clip != null && audioSource != null)

{
audioSource.PlayOneShot (clip) ;

}

IMocne co3manus ckpunra PuzzleGame wneob6xoaumMo 100aBUTH €ro K
komnoHeHty GameController Jlng »Toro HEoOXOAMMO MEpETAlIUTh CKPUOT K
KoMnoHeHTy B Hierarchy u ero HacTpouTh ero mapameTpsl 4epe3 HMHCIEKTOp: B
paznene Puzzle Pieces HeoOXoaumo yka3zaTh KOJMYECTBO 3JIEMEHTOB Masna (B
JAaHHOM ciiydae 3), Mocje 4ero Ui KaKIO0TOo dJeMEHTa TMOCIeA0BaTEIbHO 33aTh
napameTpsl - B mojie Piece Object meperamuTs COOTBETCTBYIOIINA UTPOBON OOBEKT
naszna (1A 0, 2A 0, 3A 0), B mone Target Area Ha3HaYUTh COOTBETCTBYIOIIHE 30HBI
¢ukcanuu (3ona 1, 3ona 2, 3oHa 3), a B Snap Distance ycTaHOBHUTH IHCTaHITUIO
cpabateiBanus ¢ukcanmmu (3HaueHwe 1). Jlamee HEOOXOAUMO HACTPOUTH
JOTIOJTHUTEINIbHBIE TapaMeTphl: B ojie Win Message yka3aTb 0OBEKT ¢ COOOIICHHEM
o nmobene, B Complete Image - uzoOpakeHue coOpaHHOTO Ta3ia, BHICTABUTH
NPOJIOJDKUTENLHOCTh TOoKa3a pesynbrata B Show Complete Duration, u 1o6aBuTh
COOTBETCTBYIOIINE 3BYKOBbIE (Daiiyibl B MMOJIS JIs1 3BYKOBBIX 3(hPeKkToB (cM. puc. 13).
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Pucynox 13 — Jlo6aBienue ckpurita K KOMIIOHEHTY GameController u ero
HaCTpOMKa

UroroBeiii pe3ynbrar co3nanus urpsl «[lazm» (cMm. puc.14).

Cobepu naza

Pucynok 14 —T'otoBas urpa «Haiinu napsi»

4. BbIBOABI

B nannoit paboTe ObUT MOKa3aH mporiece co3aanusi urpsl «Ilazm» ¢ momorniso
KpocciiaTGOpMEHHON  cpedsl I co3laHus uHTepakTuBHBIX 2D wum 3D
NpWIOKEeHUH. Marepuan CcTaTbll MOXET CIY)KUTh METOIUYECKUM IOCOOHEeM B
y4eOHOM J1eATeNbHOCTH.

bubauorpadnueckuii cnucok

1. VuapoBa A. E. Pazpabotka urpsl Ha miarpopme Unity // Texuuueckue u
€CTECTBEHHBIE HAayKW: Buepa, cerojass, 3aBTpa: COOpPHUK HAay4HBIX CTaTEH.

Bousrorpan: OOuiectBo ¢ orpannueHHoi otBercTBeHHOCThIO "Cepa”, 2024. C.
22-25.



[locrynar. 2025. Nell ISSN 2414-4487

2.

dacr . A. Pazpabotka 2D urp ¢ sneMeHTamMu TroJIOBOJIOMOK Ha IuaTgopme
Unity // V MexnayHapoaHasi HaydHas KOH(EepeHUHUs: M0 MEXAUCHUILIMHAP HbIM
UCCcleIoBaHusIM: COOpHUK cTaTeil V MexayHapoaHoil HaydHOU KOH(epeHIHu
N0 MEXAUCHUIUIMHAPHBIM HUccienoBanuaM, ExarepunOypr, 15 ampens 2024
rona. ExkarepunOypr: OOmecTBO ¢ OrpaHUYCHHOW OTBETCTBEHHOCTHIO
"Uuctutyt Ludporoit Dxonomuku u [lpasa", 2024. C. 266-2609.

MakcumoB H. B. Paspabotka mo6unbHo# 2D urpsr "Bootur Jump" wa Unity //
@dyHaaMeHTaIbHbIE W TMPUKIAJHbIE aClEeKThl Pa3BUTHS COBPEMEHHOW HAYyKH:
Co6opuuk TpynoB no marepuasam XV MexayHapoaHOT0 KOHKypca Hay4dHO-
uccienoBaTenbckux padort, Yda, 04 nexadps 2023 roma. Yda: OOmecTBo ¢
OTpaHMYEHHOW OTBETCTBEHHOCThIO "HayuHo-mznmarenbckuii 1eHtp "BecTHuk
nHayku'", 2023. C. 306-308.

JIrooua A. A. Cozpnanume 2D-urper  «06-y-y-m» Ha aBuwxke Unity //
dyHnaMeHTaNbHbIe W MPUKIAIHBIE MCCIETOBAHUS MOJOABIX yueHbIX: COOpHUK
Hay4yHBIX TpyAoB XV Bcepoccuiickoil HaydyHO-NPAKTUYECKOW KOH(EepeHIUU
CTYJIEHTOB, aCIIMPAHTOB U MOJIOJBIX YU€HBIX, HoBoKy3Henk, 07-25 ampens 2025
rona. HoBoky3nenk: KemepoBckuil rocynapcrBeHHblid yHuBepcurer, 2025. C.
167-1609.



