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Pa3paboTka UrpbI-rosioBoJIOMKH THNA «ma3j» Ha Unity

Mameeeg Cepzeti Cepeeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

CraThs oCBsIIeHa pa3paboTKe U peanu3anuy GyHKIIMOHATHHOTO MPOTOTHUIIA UTPHI-
TOJIOBOJIOMKH THIA «Ia3» Ha UrpoBoM JBIXKKE Unity. AKTyalbHOCTh pabOTHI
00yCNOBJIEHa YCTOWYHMBBIM PBHIHOYHBIM CIIPOCOM Ha XaHp, 00pa30oBaTEIbHBIM
NOTEHIIMAJIOM  MOJOOHBIX  IPOEKTOB M [IMPOKUMHU  BO3MOXKHOCTSIMHU
KpoccratgopmenHoro ABuxkka Unity, HaeanbHO MOAXOSIIEro s JaHHON
3ajaud. B umccienoBaHuM MOCTaBlieHA LEidb — CO3/aTh MPOTOTHI C 0a30BOMU
MEXAaHUKOW COOpKH, allaliTUBHBIM MHTEP(EIICOM M CUCTEMOM YPOBHEM, a Takxke
IPOAaHAIU3UPOBATh KIIIOUEBBIE aCHEKThl pa3pabOTKu. MeToqosorus OcCHOBaHa Ha
UTEPAaTUBHOM NPOTOTUIIMPOBAHUU ¢ Hcnonb3oBanueM Unity u s3sika C#. B
pe3ynbraTe ObUl pazpaboTaH pabO4Mil MPOTOTHI, BKIIOYAIOIIMN TJIABHOE MEHIO,
JITOPUTMBl JUHAMHUYECKOTO CO3/1aHusl (parMEHTOB Ma3jla, UX HHTEPAKTUBHOTO
NEepEeTAaCKUBAHMS U KOPPEKTHOU cOopku. Paborta moarsepxkaaeT 3¢(HEKTUBHOCTH
Unity nis co3gaHusi rOJI0BOJOMOK U CIYKUT NPAKTUYECKUM PYKOBOJCTBOM IS
HAaYMHAIOIUX pPa3padOTYMKOB, JAEMOHCTPUPYS THUIIOBBIE PEUIEHUS W BBIACIASA
HaIpaBJIeHUs JJI JalbHEHIIe ONTUMU3AIMY U PA3BUTHUS TPOEKTA.

KiroueBble cjoBa: Unity, urpa-rojoBoioMKa, ma3i, paspabotka wurp, C#,
MOJIH30BaTEILCKUM HHTEPPEHC.
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Abstract

The article focuses on the development and implementation of a functional prototype
of a jigsaw puzzle-type game using the Unity game engine. The relevance of the
work is justified by the stable market demand for the genre, the educational potential
of such projects, and the broad capabilities of the cross-platform Unity engine, which
is ideally suited for this task. The study aims to create a prototype with core assembly
mechanics, an adaptive interface, and a level system, as well as to analyze key
aspects of the development process. The methodology is based on iterative
prototyping using Unity and the C# language. As a result, a working prototype was
developed, including a main menu, algorithms for dynamically generating puzzle
pieces, their interactive drag-and-drop functionality, and correct assembly. The work
confirms the effectiveness of Unity for creating puzzle games and serves as a
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practical guide for novice developers, demonstrating typical solutions and
highlighting areas for further optimization and project development.
Keywords: Unity, puzzle game, game development, C#, user interface.

1. BBenenus

1.1 AKTyaJIbHOCTH

AKTyaJIbHOCTh pa3pabOTKH HIPBI-TOJOBOJIOMKHM Tuna «mnazm» Ha Unity
Oo0yCNIOBJIEHa KOMIUIEKCOM  (paKTOPOB, OXBATBHIBAIOIIUX  TEXHOJIOTUYECKUE,
pPBIHOYHBIE M 0O0pa3oBaTelbHBbIE aCHEKThl. Bo-NepBbIX, XaHp MNa3JI0B OCTaETCA
OJTHUM U3 CaMbIX MOMYJSIPHBIX M JEMOKPATHYHBIX B TIEWM-II€BE, CTAOHIIBHO
BOCTPEOOBAHHBIM  IIMPOKOW  ayAMTOpHEW  BCeX  BO3pacToB  Ojaromaps
UHTYUTUBHOMY TE€HMIUIEIO, pPAa3BUBAIOIIEMY JIOTUKY W IPOCTPAHCTBEHHOE
MBIIJIEHWE, YTO OOEClEeYMBAaEeT TMPOEKTY YCTOWYMBBIA KOMMEpPYECKUUA U
II0JIB30BATENbCKUN MOTEHIIHAIL. Bo-BTOpBIX, aswxkok  Unity, KaK
KpoccIIaTOPpMEHHBIH U JOCTYNHBI HMHCTPYMEHT, HJAEaIbHO MOAXOIUT JJIst
CO3/IaHUsl TaKUX IMPOEKTOB, TO3BOJSAS OTHOCUTEIBHO OBICTPO peaIn30BaTh
MEXaHUKY COOpKH, aIalTHPOBaTh UTPYy MOJ MOOMIbHBIE ycTpoiicTBa, IIK u BeO, a
TaK)K€ MHTETPUPOBATh COBPEMEHHBbIE ()UUM BPOJIE TaY-KOHTPOJIS, TUHAMUYECKOU
IEHEpAllMd YPOBHEW WM CHCTEM IIPOTPECCUHM, YTO COOTBETCTBYET TEKYLIUM
TpEHAAM HHIYCTPHUH. B-TpeTbux, TaKOW NPOEKT CIYKUT OTJIIMYHOMN NMPAKTHYECKOU
3ajayedl g 00y4eHUsl TeMIEeB-CHEeIMAINCTOB, TaK KaK OXBAaThIBAET KIIFOUEBBIC
sTanbl pa3padbotku: ot npoektupoBanus UI/UX u pabotsl ¢ 2D-rpadukoid 1o
peanu3anuy UrpoOBOU JIOTUKHM M ONITUMU3ALUMU IO PA3HbIE Pa3pelICHUs] YKPAHOB.
HakoHel, B KOHTEKCTEe pacTyllel KOHKYPEHIIMH Ha PbIHKE Ka3yallbHbIX UT'P, UMEHHO
Ma3Jibl, JOMOJHEHHBIE OPUTMHAIBHOM XYJOKECTBEHHOW CTHUJIIMCTUKOW, CHOKETOM
WIM HECTaHAApTHONM MeXaHUKOW (Hampumep, TUOpUIl € JpYrol >KaHPOBOM
MEXaHUKOMN), JEMOHCTPUPYIOT BBICOKHME IIAHCHI Ha YCHEX, YTO JEJaeT TeMy
OpPAKTUUECKU  3HAUYMMOM  ans  pa3pabOTUMKOB,  CTPEMAILIUXCS — CO31aTh
BOCTPEOOBAHHBII U KaUe€CTBEHHBIN MPOAYKT C YMEPEHHBIMU 3aTpaTaMH PECYPCOB.

1.2 O630p uccaenoBanus

OcHoBriBasick Ha ucciaegoBanuu H.A. bazeepoii u JI.C. JleGeneBa B o06macTu
KOMIIBIOTEPHBIX HAyK, B CTaTb€ S3bIKM MNPOTrPaMMUPOBAHMS ISl CO3JAHUS TP
MpECTaBIIsACT COO0M aHaIU3 3apPOXKICHUS UTPOBONM UHIYCTPUU U CPABHUTEIHHYIO
OIICHKY SI3BIKOB MPOTPaMMUPOBAHUS JJIs BBISABJICHUSI HAauOoJiee YHUBEPCATBLHOTO U
BOCTPEeOOBAHHOT'O MHCTPYMEHTapUs B KpoccruiaThOpMEHHON UTPOBOM pa3paboTKe
[1]. B cratee T.H. AcraxoBoii, A.A. bepaaukosoii, C.B. KpuBonorosa u A.C.
JIsmuHa mpencraBieHa pa3paboTka M OKCIEPUMEHTAIbHOE O0O0OCHOBAHUE
CIICLIMAJIM3UPOBAHHON KOMIIBIOTEPHOM WIPbI, HAIIPABJICHHOM HA pa3BUTHUE
JIOTUYECKOTO MBIIUICHHS Y IETeH CTapIIEro JOMIKOJIbHOTO U MJIAIIIEr0 IIKOJILHOTO
Bo3pacTta (5—6 Kiacchl), Ie MOATBEPKIACTCS TMOJOKUTEIHHOE BIMSHUE UTPOBBIX
METO/IOB Ha KOTHUTHBHBIE CTIOCOOHOCTH M MPEJIaraloTcsi KOHKPETHBIE TEXHOJIOTUU
JUTSl UX WHTETpaluu B oOpa3oBaTenbHBIN nporiece [2]. Ha ocHoBe mccimenoBanus
M.P. CrenueHko, TpeJCTaBICHHOTO B CTaTbe, ObUIO pa3paboTaHo U
MIPOAHATIM3UPOBAHO MHOTOYPOBHEBOE MOOMIIbHOE mpuiiokeHne «Mindley B jxaHpe
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TOJIOBOJIOMKH, TZeé OOOCHOBaH BbIOOp nBkKa Unity ans peanu3anuu MATU
YHUKaJIbHBIX MUHU-UTP, ONUCAHBI KIIOYEBBIE ApXUTEKTYpHblE W HHTEep(deiicHbIe
pelieHusi, MoATBepXkaamme ero 3G(EeKTUBHOCTh I PA3BUTUS JIOTUKH U
BHUMaHHUs Tojb3oBarens [3]. B umccaegoanmu A.A. JlroOuy neTaabHO ONHCaH
npouecc coznanus 2D-mnatdopmepa Ha Unity, BKIIIOYAsl peaid3aliio KIHOYEBbIX
MEXaHUK YIIpaBJICHUS IEPCOHAKEM, CUCTEMBI 3JJ0POBBS, Pa3pPyIIAEMOT0 OKPYKEHUS
c nomoibio Tilemap, a Takke pa3HOOOpa3HBIX BPAaroB ¢ YHUKAIbHBIM [TOBEJCHUEM,
YTO JEMOHCTPUPYET IMpakThuueckoe npuMeneHnue C# u BCTPOEHHBIX HUHCTPYMEHTOB
JIBUKKA TSI pa3paboTKu Urp JaHHoro xkanpa [4]. B cBoeit pabote K.A. Mationun
paccMmaTpuBaeT mpoiiecc paspabotku urp Ha Unity, akIeHTHPYsT BHUMaHHE Ha
KIIIOYEBBIX JTalax CO3/JaHUsA MPOEKTOB U HEOOXOIUMOM HAaOOpe HABBIKOB IS
HAYMHAIONMX TelM JU3alHEpPOB, YTO MOJYEPKUBAET JOCTYMHOCTh JIBHXKKA IS
HEMpo(eCcCUOHANBHBIX MOJB30BATENEH U €ro posib B KauecTBE 00pa30BaTEIbLHOTO
WHCTpYMEHTA [5].

1.3 Ilesap Hccie0BaHMS

Ilenp wccnenoBaHuss — pa3paboTaTh U peaiu30BaTh Ha UTPOBOM JIBHIKKE
Unity  ¢GyHKIUOHAIBHBIM  MPOTOTUN  UTPHI-TOJIOBOJIOMKH — THIIA  «IIa3ih»,
BKJIIOYAIOIINK 0a30Byl0 MEXaHUKY COOpPKHM, aJanTHUBHBIM TI0JIb30BaTEIIbCKUN
uHTep(deic 1 cucTEMy TPOTPECCUH YPOBHEH, C TTOCIEAYIOITUM aHAIM30M U OLICHKOM
KITFOUEBBIX ACTIEKTOB pa3pabOTKU: MPOU3BOIUTEIHHOCTH, YI0OCTBA YIIPABICHUS U
MacIITabMpPyeMOCTH apXUTEKTyphl Kojaa. Peanm3anus TMpoOeKTa HAmpaBlieHa Ha
MPAKTUYIECKYIO IEMOHCTPAIINIO TUITOBBIX PEIICHUH IS J)KaHpa, a €ro aHallu3 — Ha
BBISIBJICHUE ONTHMAJIBHBIX MOAXOAOB W MOTCHIMAIBHBIX MPOOJIEM TpH CO3TaHUHU
MOJOOHBIX HWIP, YTO B UTOTe IIO3BOJUT C(HOPMYyIHpPOBATH METOIUYCCKUE
PEKOMEHIAITNY IS HAYMHAIOIINUX Pa3pabOTINKOB.

2. MaTtepuaJjbl 4 MeTO/IbI

Pazpaborka mpoBommnmace B Unity 2019 LTS ¢ ucnmonmb3oBanuem 2D-
uHcTpymMeHToB U C#.  Merononorus  OCHOBaHA  Ha  UTEPATUBHOM
MPOTOTUITUPOBAHUM: CHaYalla peajn30BaHO 0a30Boe sApo (MepeTacKuBaHUE U
«TPUTATUBAHUE» PPArMEHTOB), 3aTeM cuctema ypoBHe, Ul u ontumu3anus (mysisl
O00BEKTOB, aTiackl). TeCTUPOBAHKE BBHIMOJIHSIOCH B PEIAKTOPE U HA KOMITHIOTEPE
JIJIS1 OIIEHKH TPOU3BOUTEIBHOCTH.

3. Pesyabrar
Jlnis Havana co3maeM mpoekt B Unity (puc. 1).
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New project

Templates

Editor version

& 2019.41701 Security Alert LTS

= All

(]

2D (Built-In Render Pipeline)

N

42 Sample 4% Sample

Pucynok 1 — OKHO €O

3D (Built-In Render Pipeline)

3AaHUS IIPOCKTA

2D (Built-In Render Pipeline)

This is an empty project.configured for 2D apps. It
uses Unity's built-in renderer.

& Read more

Unity organization

sergey84imatveev

Project name

Puzzles_v0.01

Location

C:\Users\G15\Documents\unity

+ Create project

Hanee nobasnsieM 00bekT “Canvas” mis oToOpaxeHuss urpoBoro nHTEpdeiica

(puc. 2).

Copy
Paste
Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object
2D Object
Effects

Light

Audio

Video

ul

Shaded

Text
Text - TextMeshPro

Image

Raw Image

Button

Button - TextMeshPro
Toggle

Slider

Scrollbar

Dropdown

Dropdown - TextMeshPro
Input Field

Input Field - TextMeshPro
Canvas

Panel

Scroll View

Event System

Pucynok 2 — Co3nanus “Canvas”

U B HacTpoiikax “Canvas” B nojie “Render Camera” nmeperaium Tyaa 00beKT
“Main Camera” mias Toro 4roObI Kamepa 3axBaThiBajia Bech ‘“Canvas” TO eCThb

urpoBoit utepdetic (puc. 3).

Screen Space - Camera

mipMain Camera (Camera)

100

Default
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ITorom B “Canvas” mo6aBum 00BekT “Image” m nBa obObekra “Button”,

00bekT “Image” 3agaét ¢oH, a 00beKTH “Button™ mis pasmenieHus KHOMOK (puc.
4).

PI/ICYHOK 4 —371eMEHTOB TJIaBHOTO MEHIO

B nocne co3manust 1aHHBIX 00BEKTOB U X HACTOCK MEHIO JIOJKHO BBITJISIETh
Tak (puc. 5).

Pucynok 5 — Bun Mento

Ko kHOMOK /11 Havaia UTpsl M 71 BBIXO4a U3 Hee (puc. 6).

m.Collections;
tem.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;

ty | Ccbino
MainMenu : MonoBe

PlayGame()

Manager.LoadScene(SceneV jer.GetActiveScene().buildIndex + 1);

ExitGame()

cation.Quit();

Pucynok 6 — Ko kHOIIOK MEHIO
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Cosmaem BTOpYIO CIleHY, U co3maeMm B Hed “Create Empty” B kotopom B
JajgpHenIeM u OyieM MPONUChIBaTh BeCh Kol (puc. 7).

7} GameObject

Copy
Paste
Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object

Pucynox 7 — Coznanust oobekra “Create Empty”

B nactpoiikax Create Empty “Create Empty” noGaBnsieM koMoHeHT ‘“New
script” (puc. 8).

- Transform

Position

ation

Add Component

New script

MName

GameObject]

Pucynok 8 — Co3ganus ckpunra
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CoznmanuM niepeMeHHbIe IS TalibHenel padoTs (puc. 9).

GameManager : MonoBehaviour

[Header("Game Elements")]

[Range(2, 8)]

[SerializeField] difficulty = 4;
[SerializeField] sform gameHolder;
[SerializeField] Transform piecePrefab;

[Header("UI Elements")]

SerializeField] List<Texture2D> imageTextures;
[SerializeField] Transform levelSelectPanel;
[SerializeField] ge levelSelectPrafab;

[SerializeField] - ject playAgainButton;

[SerializeField] ( ject vmenuButton;
[SerializeField] GameObject Menu;

List<Transform> pieces;
Vector2Int dimensions;
width;
height;

Form draggingPiece =
Vector3 offset;

piecesCorrect;

Pucynok 9 — IlepemenHsbie

Januplii ¢parMeHT Koaa yOMpaeT MOCTOPOHHEE OOBEKTHl C DKpaHa, U
3ammyckaeT (GyHKIMH JUIsl CO3/IaHMS a3JI0B HA OCHOBE BHIOPAHHOW KapTUHKH, PAMKHU
B KOTOPOM M HaA0 OyJieT coOUpaTh 3Ty KAPTUHKY, a TaK K€ KHOIMKH JIJIsl BBIXO/A.

T

StartGame(Texture2D jigsawTexture)

levelSelectPanel.gameObject.SetActive( ):

vmenuButton.SetActive( );
Menu.SetActive( =

pieces = new List<Transform>();

dimensions = GetDimensions(jigsawTexture, difficulty);

CreateJigsawPieces(jigsawTexture);

Scatter();
UpdateBorder();

piecesCorrect = 0;

Pucynok 10 — ®ynkius “StartGame”
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[Ipu BBIOOpPE H300paXKEHUSM TOJIH30BATENS, Y3HAET BBICOTY WM IMUPUHY
U300paXeHMsl, W HAa OCHOBE OTOTO CO3/aeT CEeTKy 4dYacTeld, TIe paspesaer
n300pakeHus Ha paBHbIC yacTH. (puc. 11).

CreateJdigsawPieces(Texture2D jigsawTexture)

height = 1f / dimensions.y;
aspect = ( JjigsawTexture.width / jigsawTexture.height;
width = aspect / dimensions.x;

for ( row = 8; row < dimensions.y; rowt+)
i
for ( col = @; col < dimensions.x; col++)
i
Trz orm piece = Instantiate(piecePrefab, gameHolder);
ocalPosition = tor3(
(-width * dimensions.x + (width * col) + (width /
(~height * dimensions.y / 2) + (height # row) + Cheight /
= VH
piece.localScale = Ve 3(width, height, 1f);

piece.name = $"Piece{(row * dimensions.x) + coll}";
pieces.Add(piece);

widthl = 1f / dimensions.x;
heightl = 1f / dimensions.y;

Vector2[] w 1e [ul;

uv[@] tor2(wi *+ col, heightl * row);

uv[1] # (col + 1), heightl * row);

uv([2] E # col, heightl * (row + 1));

uv[3] tor2{widthl * (col + 1), heightl * (row + 1));

Mesh mesh = piece.GetCompenent<MeshFilter=().mesh;
mesh.uv = uv;

piece.GetComponent<MeshRe er>() .material.SetTexture(" MainTex", jigsawTexture);

Pucynok 11 — ®ynkun CreateJigsawPieces

JlanHblii Koz, ompezenseT pabouyro 007acTh dKpaHa, 4To Obl Ma3Jibl HE
MEePEMECTIIINCH 3a 00JIacTh, KOTOpas HE OTOOpa)kaeTCs Ha JKpaHe, a TaKKe
MIPOBEPSIET MECTO TMOJIOKEHUSI BCEX Ta3Jl U MEPEHOCUT U3 B CIy4allHOE MECTO Ha
skpane (puc. 12).

Scatter()

orthoHeight = Camera.main.orthographicSize;
screenAspect = ( )Screen.width / Screen.height;
orthoWidth = (screenAspect * orthoHeight);

pieceWidth = width * gameHolder.localScale.x;
pieceHeight = height * gameHolder.localScale.y;

orthoHeight -= pieceHeight;
orthoWidth -= pieceWidth;

foreach (Transform piece in pieces)

{

x = Random.Range(-orthoWidth, orthoWidth);
y = Random.Range(-orthoHeight, orthoHeight);
piece.position = Vector3(x, y, -1);

Pucynok 12 — ®ynkuus Scatter
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Omnpenenser TpaHUIlbI BHIOPAHHOTO W300PKEHUS] W TIO YETHIPEM TOYKaM
pUCYeT TpaHUIBl, TEM CaMbIM W CO3/laeT PaMKy B KOTOpPOM HaJ0 COOHpPATh
n3o0paxenus (puc. 13).

UpdateBorder()

LineRenderer lineRenderer = gameHolder.GetComponent<LineRenderer>();

halfWidth = (width * dimensions.x) / 2f;
halfHeight = (height * dimensions.y) / 2f;

borderZ = 8f;
lineRenderer.SetPosition(®, Vector3(-halfwidth, halfHeight, borderz));
lineRenderer.SetPosition(1, Vector3(halfWidth, halfHeight, borderZ));
lineRenderer.SetPosition(2, Vector3(halfWwidth, -halfHeight, borderz));
lineRenderer.SetPosition(3, Vector3(-halfWidth, -halfHeight, borderZ));

lineRenderer.startWidth = 0.1F;
lineRenderer.endWidth = 8.1F;

lineRenderer.enabled =

Pucynox 13 — ®ynkius UpdateBorder

Kon peanusyet 6a30BbIil LUK MHTEPAKTUBHOTO NEPETACKUBAHUS OOBEKTOB C
nomoipio Mein B Unity. OH oOpabaTsiBaeT Tpu (pa3bl B3aUMOJECHCTBUA: 3aXBaT
(dparmMeHTa masjia IpU HaKaTUM KHOIKHU C PACUYE€TOM CMEIIEHHUS, HENPEPHIBHOE
OOHOBJIEHME €ro MO3WLUU NpPH YyIEpPKAHUU U 3aBEPLICHUE MEPETACKUBAHUS C
BBI30BOM JIOTMKH MPOBEPKHU KOPPEKTHOCTU COOPKH MPU OTIYCKAHUU KHOIKH. (pHUC.

14).

mousePosition),

draggingPiece

draggir

mousePosition);

Pucynok 14 — ®ynkuusa Update
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JlaHHBIN METOJ| peanu3yeT KIYeBYI0 UTPOBYIO MEXaHUKY Bepu(UKAILNH U
bukcanu (QparMeHTOB Maszia. AJTOPUTM BBIYUCISET LENEBYIO MO3UIHUIO JUIS
nepeTackuBaeMoro (parmMeHTa Ha OCHOBE €ro HMHAEKCAa B CETKe, IOC]e Yero
MpPOBEpPSET, HAXOAUTCS JU TEKyllee IMOJOoXKeHue QparMeHTa B Mpejenax
JIOMYCTUMOM TMOTPEIIHOCTH; MPHU YCIEUTHON MpoBepke (PpparMeHT PuKcupyercs B
MPaBUJILHOM MO3UIIMM U CTAHOBUTCS HE aKTUBHBIM (puc. 15).

SnapAndDisableIfCorrect()

pieceIndex = pieces.Index0f(draggingPiece);
col = piecelndex % dimensions.x;
row = piecelndex / dimensions.x;

Vector2 targetPosition = Vector2(
(-width * dimensions.x / + (width * col) + (width / 2),
(-height * dimensions.y / 2) + (height * row) + Cheight / 2));

if (Vector2.Distance(draggingPiece.localPosition, targetPosition) < (width / 2))
{
draggingPiece.localPosition = targetPosition;
draggingPiece.GetComponent<BoxCollider2D>().enabled =
piecesCorrect++;

if (piecesCorrect == pieces.Count)
{
playAgainButton.SetActive(
vmenuButton.SetActive(

Pucynox 15 — ®ynkius SnapAndDisablelfCorrect

Ha AJaHHOM PHCYHKH IIOKa3daHbl BCC HMCIOIIUC IIAa3JIbl, KOTOPBLIC MOKHO
CO6paTB, ITIOJIB30BATCJIFO HA10 BI)I6paTI> KapTHHKY, 1 Ha €€ OCHOBC CO31aCTCs I1a3J1
(puc. 16).

o

(maBHOE MeHIo

i

Pucynok 16 — Okpan BeiOOpa na3jios
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[Tocne BbIOOpa KapTUHKH, Ha SKpaHE CO3/JAa€TCi paMKa, B KOTOPOH, Hazo
coOpaTh nu300pakeHus], a TAK)Ke Ma3jibl, KOTOPbIE CO3/IaHbl HA OCHOBE BHIOPAHHOTO
n3zoopaxkenus (puc. 17).

Pucynok 17 - YpoBenb cOopa nasios

[Tocne cobopa ma3n kHOMKa «BepHYTCS B MEHIO» CTAHOBUTCS HE BHIUMOU, U
MOSIBJISIFOTCS. KHOTIKA «3aKOHUUThHY

3aKOHUYNTb

Pucynok 18 — Koner ypoBHs

4. BeiBOJa
B xone paboThl ObUT ycieniHo pa3padoTaH M peaan3oBaH (PyHKIIMOHAIbHBIN
MPOTOTHUIT UTPHI-TOJIOBOJIOMKH THIIA «Ma3» Ha urpoBom aBumxkke Unity. [Ipomecc



[Toctymnat. 2026. Nel ISSN 2414-4487

pa3paboOTKu  MPOAEMOHCTPUPOBAN  MPAKTUYECKOE MPUMEHEHHE  KIFOUYEBBIX
MHCTPYMEHTOB U METOAMK CO3JaHusi 2D-urp: or HacTpoilku MOIb30BATENBLCKOIO
uHTep(eiica ¢ ucnonb3oBanueM Ul-31eMEHTOB 10 MpOrpaMMUpOBaHUs 0Oa30BOM
UrpoBoii Joruku Ha C#.

bbun nocnenoBaTeNIbHO PELLIEHBI OCHOBHBIE 33/1a4H: CO3/1aHO UHTEPAKTUBHOE
IJIABHOE MEHIO, PEalM30BaH aJrOPUTM JUHAMHYECKOIO pa3pe3aHusl MCXOIHOTO
n300paxkeHust Ha (hparMeHThl, 00eCIeYeH MEXaHU3M HMX CIIy4ailHOro pa3MerieHus
Ha I10JI€ U UHTEPAKTUBHOT'O NEPETACKUBAHUS C MTOMOILBIO MBIIIH. J{ONMOJIHATETBHO
OBLIIM CO3/1aHbI BU3YaJIbHBIE 3JIEMEHTHI, TAKUE KaK paMKa.

[lomydeHHBI MPOTOTHI TMOATBEP)KIAET, YTO uUcnoib3oBaHue Unity
IPEOCTaBIAET KOMIUIEKCHOE U 3((EKTUBHOE peleHue Al ObICTpOoi pa3paboTKu
UT'P-TOJIOBOJIOMOK. PeanuzoBannas apXUTEKTypa JEMOHCTPUPYET
paboTOCIOCOOHOCTh 0A30BBIX MEXAHUK kaHpa. Takum 00pa3oM, MPOEKT CIYKHUT
IPAKTUYECKONH OCHOBOM U JI0Ka3aTeIbCTBOM KOHUEMINH, Ha 0a3e KOTOPOl MOKHO
BECTH JIaJIbHEHIYIO pa3padOTKy MOJHOLIEHHOTO UTPOBOI0 MIPOAYKTA.
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