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Co3znanmne MoOWIbHON UTpbl «Halian oqnHaKkoBble KAPTHHKW HA Unity

Tonybesa Eeeenus Ilasnoena
Ipuamypckuii 2ocyoapcmeennwiii ynugepcumem umenu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

[lenr nmaHHOM cTaTbu — co3JaHue MoOWIbHOM wurpsl «Haiigm oauHaKoBbIE
kaptuakm» uis - android.  Jlns  co3maHms  wrpel  Obla  HMCIIOJIB30BaHA
KpoccrutaropMeHHass cpeiaa Ui co3laHusi uHTepakTuBHBIX 2D- u  3D-
npuioxennit Unity, koTopas mo3BosisieT co3naBath 2D-UTpel, UCTIOIB3YsT MOIIHBIHA
¢u3nyecKkuil IBUKOK M BHU3yaJbHble MHCTPYMEHTHI. B pesynbraTe paboThl Oblia
co3/iaHa MoOuiIbHast urpa «Haiinyu onnHakoBble KAPTUHKN»

Kuaiouessle ciioBa: Unity, urpa, cooTBeTcTBUE, MAPhI, H300PAKEHHUSI.

Creating a mobile game "'Find the same pictures’ using Unity

Golubeva Evgeniya Pavlovna
Sholom-Aleichem Priamursky State University
Student

Abstract

The purpose of this article is to create a mobile game "Find the Same Pictures" 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 "Find the Same Pictures”

Keywords: Unity, game, matching, pairs, images.

1 Beenenue

1.1 AKTyaibHOCTD

MoOuiibHbIE UTPBI MPEBPATUIINCH U3 TPOCTOTO Pa3BICYEHUS B TII00ATBHYIO
KyJIbTYPHYIO U 9KOHOMHYECKYIO CHUITY, POPMHUPYS] MHOTOMUIUTUAPIHYIO HHTYCTPHIO
¥ HOBBIM UG pOBOH A0cyT. B 3TOM pazHooOpa3uu kaHpOB 0cO00W U HEM3MEHHOMN
NOMYJSIPHOCTBIO  MOJIB3YIOTCSI  KazyajbHble  TOJIOBOJIOMKH, TMpeJlararoline
ujcanbHbId OaNaHC MPOCTOTHI U MHTEIUIEKTYaldbHOro BbI3oBa. OHOM U3 Takux
KJIACCUYECKUX M BEYHBIX MEXaHUK sIBJsieTcs urpa «Haiam oquHakoBbie KapTUHKI,
KOTOpasi OCTaeTCsl BOCTPEOOBAaHHOM y caMOW MIMPOKOW ayJuTOpHUH, OT JETEH 0
B3POCIIBIX.

JBuxok Unity, sSBIASCh OJHUM U3 JHACPOB B cpelne pa3paboTKu urp,
MIPEIOCTABIISCT UACATBHBIA HAOOP MHCTPYMEHTOB it ObICTpO U 3 (HEKTUBHOM
peanu3anuu MoAo0HBIX MPOeKTOB. Ero MomHas v rubkas cucrema ynpaBieHUs
accetamu (pecypcamu), BCTPOCHHBIE BO3MOXKHOCTH JJIs1 paboThl ¢ 2D-rpadukoit, a
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TaKXKe KpPOCCIUIAaT(OPMEHHOCTh TO3BOJISIIOT OBICTPO CO37aBaTh MPOTOTUIBI U
BBIITYCKATh TOTOBBIN MPOJYKT Ha BCE MOMYJIApHbIe MOOUIbHBIE T1aTdopmel (10S u
Android), 4To KpUTUYECKH BaXKHO TSI IOCTHXKEHHSI KOMMEPUECKOTo ycIexa.
Takum oOpa3om, paszpaboTka MoOWJIBHOM wurpel «Haliau onuHaKoBbIC
kapTuHKU» Ha Unity mpenctaBiiseT co00il akTyalbHYI0 U MPAKTUYECKU 3HAUUMYIO
3amady. IIpoeKkT COOTBETCTBYET PBIHOYHOMY CIOPOCY Ha JOCTYIIHBIA U
WHTEJUIEKTYaJIbHBIN J0CYT, 00J1aJaeT 3HAYUTEIbHBIM MOTEHIIUAIOM JJI Pa3BUTHS
MaMsITH, BHUMAHUSA U KOHUEHTPALMU Yy UTPOKOB. fABISASICH OTIIMYHBIM IPUMEPOM
MIPUMEHEHHUSI COBPEMEHHBIX MHCTPYMEHTOB UTPOBOM MHAYCTPHUU, TAHHBIA HPOEKT
MIO3BOJISIET HE TOJIBKO OCBOUTH KITIOUEBBIE aCIIEKTHI reiimaeBa Ha Unity, HO ¥ cO371aTh
BOCTPEeOOBaHHBIN IPOIYKT, OPUESHTUPOBAHHBIN HA MACCOBYIO ayIUTOPHIO.

1.2 O630p uccjaeg0BaHUM

A. E. YnapoBa npencraBuia pa3paboTky mMoOuibHOM urpel «Kyctyk» Ha
Unity nais AOLIKOJbHUKOB M MIIAIIIUX IIKOJBHUKOB Ha SIKYTCKOM si3bike [1].
[TocBaTun crarbio 0030py KIIOYEBBIX ATANOB, HEOOXOAMMBIX [JISi pa3pabOTKU
KOMITBIOTEPHBIX UTP C JIBYXMepHOU rpadukoir Ha miuatdopme Unity B xaHpe
MPUKITIOUEHUSI C dJIeMEHTaMu roioBojoMok . A. ®actr [2]. H.B. MakcumosB
paccMaTpuBaeT MeToj pa3paboTku MoOwinbHOW 2D wurpel «Bootur Jump» Ha
wiatgopme Unity [3]. Tlokazan nporecc pa3paboTku AByXMEpHOM maaThopMeHHON
UTpbl Ha UTpoBoM JBIKKE Unity ¢ MCTIONIb30BaHUEM S3bIKa MporpaMMmupoBanus C#
A.A. JIro6uu [4]. 1.B. Mopo3zoBa B paMkax padoThl pazpadboTtalia pa3BuBaroyto 2D
urpa-miatdopmep Aiig aerei, HanucanHas Ha Unity [5].

1.3 ean ucciaegoBanus

[leas wmccmemoBaHus — co3maHne MoOWIbHON wrpel «Hanay oauHakoBbIE
kaptuHkn» s OC Android npu momoimu KpOocCIuIaT(OpMEHHON cpenbl Ui
co3aHus MHTepakTUBHBIX 2D u 3D npunoxkenui Unity.

2 MarepuaJjibl U METO/bI

Jns cozmanus urpel «Hanan oqvHaKkoBble KAPTUHKWY) B KAYECTBE UTPOBOTO
nBwkka ObuT BeIOpaH Unity. Jlns penakTHpOBaHMSI CKPHUIITOB HCIOJIH30BaJIACh
WHTETpUPOBaHHas cpejia pa3paboTku visual studio community.

3 Pe3yabTaThl

Jnst  co3manust MoOuiabHOM wrpel «Haliaum onMHaKkoBblE KapTUHKU»
HEO0OXO0IMMO HAaCTPOUTh HOBBIHN MpoekT B Unity. [l 3Toro B maynuepe Unity Hub
HE0OXO0IMMO BBIOpaTh IA0JI0H I ABYXMepHOU pa3pabotku Universal 2D, 3agaTh
Ha3BaHME MPOEKTY U cO3AaTh ero (cM. puc. 1).
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Pucynok 1 — Co3ganue nmpoekra

ITocne co3manust nmpoekTa Ha ocHoBe mabdiaona Universal 2D, HeoOxoaumo
poBeCTH 0a30BYI0 HACTPOKKY MO MOOMIBbHYIO IIaTdopmy. B mepByio ouepess, B
Hactpoiikax noctpoenus (File -> Build Profiles) cnenyer nepexmouunts miathopmy
Ha Android (cM. puc. 2).

{ @ Build Profites o *

Android

Add Build Profile

Pucynok 2 — Hactpoiika npoekTa

Jlanee mpucTymaeM K CO3IaHHIO CIICHBI UTPHI. [IepBBhIM Iarom HEOOXOAUMO
HACTPOUTH Kamepy (cM. puc. 3).
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Pucynok 3 — Hactpoiika kamepsl

B mamky Sprites HeoO0XoauMO JI00aBUTh 3apaHee IIOJTOTOBJICHHBIC
n3o0paxeHus (cMm.puc.4).
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Pucynox 4 — JlobaBneHnue n3o0paxeHui

Hns co3manusi (poHa WIPOBOM CIICHBI HEOOXOIUMO HUMIOPTHPOBATH
nzobpaxxkenne background u3 manku Sprites. 3aTeM HacCTpOWTh €ro pasmep u
MOJIO)KEHHWE TakuM OO0pa3oM, YTOOBI OHO IEJIMKOM 3alOJIHSJIO HMTPOBOE OKHO
(cm.pmc.5).
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Pucynox 5 — Hactpoiika dona FpBI

Ha cnenytomiem stane pa3paboTku TpeOyeTcs: pa3MecTUTh U300pakKeHUsT Ha
CIIEHE, JIJIs1 YETO HY>KHO MEPEeTallUTh MOATOTOBICHHBIE TEKCTYPHI U3 OKHA Project B
Hierarchy, co3naB 06bexThl TUTIA Image, 1 1ocienoBaTeabsHO MPUCBOUTH UM UMEHA:
10,20,30,4050,60,11,22,33,44,55,6 6.1 xaxnoroo0bekra
3aTeM BBITIONHSETCS JAeTajbHas HAacTpoiika: B KoMIoHEHTe Transform 3amarorcs
KoopauHaThl no3urimonupoBanus (Pos X, Pos Y), mmpuHa U BbICOTa, a Takxke
KoppekTupyrotcst sikops (Anchors) u Touka Bpamenust (Pivot) nis obecnieueHus
MIPaBUJILHOTO OTOOPaKCHHS Ha PA3IMUHBIX Pa3pEIICHUSX dKpaHa; B KOMITOHCHTE
Image BbIOMpaeTca ucxonaHas TekcTypa (Source Image) u ycTaHaBIMBaeTcs TUI
otoOpaxxenust  "Simple". Jlng  mo0aBieHHs] UHTEPAKTUBHOCTU  OOBEKTHI
JIOTIONHSIIOTCST  KOMIIOHEHTOM Button, B KOTOpOM HaCTpawBalOTCS IIBETOBBIC
cocrosinus (Normal Color, Highlighted Color, Pressed Color), a Ttaxxe
komrioHeHTOM Box Collider 2D, pazMepsl KOTOpOTO PEeryIupyIOTCS BPYUHYIO IS
TOYHOT'O COOTBETCTBUS BUIUMON 00JaCTH M300paKEHUS U KOPPEKTHOU 00padOTKU
B3aUMOJICHCTBUI (CM.pHC.6).

File Edit Assets GameObject Compenent Services Animation Rigging Jobs Tools Window Help

» @ 2% 0 Ba ®

Pucynok 6 — JloOaBneHue nuzo0paxeHuii mpeMeToB Ha CIICHY
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Jlnsa peanu3anuu 0ToOpakeHUsI MHCTPYKIMU U yBegomiieHus «lIpaBuibHo!»
B UTpe HEOOXOAMMO JO0OABUTH AJIEMEHTHI MOJIB30BATEILCKOTO HHTEpdetica. Uepes
KOHTEKCTHOe MeHIo B okHe Hierarchy co3nmaiite manens (Ul -> Panel), a 3atem —
tekcToBbIit 3neMeHT (Ul -> Text) mms BbIBojga HeoOxoaumoro Ttekcrta. Ilocie
n00aBJIeHUsT 3TUX OOBEKTOB HA CIIEHY BBIMOJHUTE HUX JETaJbHYI0 HACTPOMKY B
KOMIIOHeHTe Inspector: cHawama ycraHoBute sikops (Anchors) B IeHTpaJibHOE
noynoxkenue co 3HadeHusimu (0.5, 0.5), uro obecneyuT KOPPEKTHOE
NO3WLMOHUPOBAHKE U aJANTALMIO K Pa3HbIM Pa3pelICHUAM 3KpaHa; 3aTeM 3aJaiTe
KOHKpeTHBIe pasMepsl oomactu — Width (Iupuna) 1420 u Height (BeicoTa) 601,8
nukcenb. i Bu3yanbHOro oopmiieHus: maHeau B KoMIoHeHTe Image BbIOepuTe
MOAXOJAIIMNA CIIPalT B oJie Source Image, HacTpoiTE BET U MPO3PAYHOCTh YEPE3
napametp Color B COOTBETCTBUHM CO CTHJIEM HUIPbI, a TN oToOpaxenus (Image
Type) ycranoBure Ha «Simple» (cMm.puc.7).

@ Brumanme - FourthExtraGame - Windaws, Mac. Linux - Unity 6.2 (6000.2.111)* <DX11> —- 5] %
File Edit Assets GameObject Companent Services Animation Rigging Jobs Tools Window Help

Pucynok 7 — Hactpoiika nanenu

Jlanee HeoOXOOUMO HACTPOUTHb TEKCTOBBIM OJOK Ui YBEJOMJICHUS
«IIpaBunibHO!». B kommonente Text (Legacy) yctanaBnuBaem mpudt PlaypenSans-
VariableFont_wght ¢ nauepranuem Bold u pazmep 100 myHKTOB, 4TOOBI 00ECTICUUTH
xoporryto ynTaemMoctb. B pazaene Rect Transform 3anmaiite pazmepst noss: Width
1041 u Height 347. Hacrpoiite sikopst (Anchors) ¢ nienTpanbHoii Toukoii (0.5, 0.5)
— JTO TapaHTUPYeT TMpaBWIbHOE OTOOpaXEHHWE Ha DJKpaHaX C pa3HbIM
pa3peleHueM. 3aTeM HaCTPOMTE caM TEKCT: YCTAHOBUTE BbIPABHUBAHUE MO LIEHTPY,
nondepuTe LBETOBOE OQoOpMIIeHHE W HACTPOWTE MapaMmeTphl TMepeHoca s
rapMOHUYHOTO BHEIIIHETO BUJa B UHTepdeiice urpnl (CM.puc. 8).
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Pucynok 8 — Hactpoiika TeKCTOBOTr0 3JIeMEHTa IaHEeIHu COOOIESHUMA

J1i1st TekcTOBOTO 51eMeHTa HacTpauBaeM mpudt Pangolin-Regular ¢ sxupubim
HayepTaHUEeM M pa3MepoM 65 TMyHKTOB C JKUpHBIM HauepTanuem Bold,
BBIpaBHUBAHUE 10 IIEHTPY, BKJIIOYaeM nojepxky Rich Text qyis dopmarupoBanus,
a B Rect Transform 3amaem Tounble pazmepsl TekcTtoBoro moissa: Width 567,76,
Height 317,38, u ycranaBnuBaem sikopst Anchors ¢ nenarpom B Touke (0.5, 0.5)
(cm.puc.9).

@ BHumarue - FourthExtraGame - Windows, Mac, Linux - Unity 6.2 (6000.2.11f1)* <DX11> - x
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Pucynok 9 — Hactpolika HHCTpYyKIMH UTPBI

Taxxe HeoOxomumo co3narh koMmoHeHT GameManager, KOTOpbIH OyaeT
OoTBEYaTh 3a MexaHu3M urpel. [ns storo B Hierarchy co3zmaem mycroil urpoBoit
00BEKT uepe3 mpaBbiil KWK U BhiOHpaeM Create Empty. 3T0T 00BbeKT HE00X0IUMO
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nepeumeHoBatb B (GameManager. Ero oOCHOBHOE mpelHa3HauY€HHE —
LEHTPaJIN30BaHHOE YIIPaBJICHUE UTPOBOM JIOTMKOM, BKJIOYas 0OpabOTKy BbIOOpa
KapTOY€eK, IPOBEPKY COBNA/ICHUH, BU3YAIM3aLUI0 COEIMHEHUIN MEX 1y KapTOUKaMH,
yIOpaBICHUE 3BYKOBBIMH 3(@exTaMu U OTCIEKUBAHUE COCTOSHUSA UIPHI
(cm.puc.10).
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Pucynok 10 — Jlo6aBnenue mycroro o0beKTa

Hns xommoneHnTa GameManager HEOOXOJMMO HANUCaTh CKPUIT IO
Ha3BanueM (GameManager, KOTOPBIA peau3yeT OCHOBHYIO UTPOBYIO MEXaHUKY
NepeTacKUBaHMs MpeAMETOB. JIaHHBIM CKPHUMT COJEPKUT HECKOIBKO KITFOUEBBIX
(GyHKIIMOHATIBHBIX OJIOKOB:

LlenTpanbpHOE yIpaBieHWE UTPOBBIM MTPOIIECCOM PEATM30BAHO Yepe3 MaTTEPH
Singleton, rapanTupyromuii €TUHCTBEHHBIN 3K3EMIUISIp MEHEIKepa Ha clieHe. B
Metone Awake() MPOUCXOAUT WHHUIMAIM3ALMS ATOTO SK3EMIUISIpa, HACTpOMKa
koMmrnoHeHTa AudioSource il BOCIPOU3BEICHHUS 3BYKOB M CKPBITHE TMaHEIU
MOO€EIbI.

Jloruka BwIOOpa KapTouek oOpabatbiBaetcsi B meroae SelectCard(): on
OTCIIC)KUBAET BEIOPAHHBIC UTPOKOM KapTOUKH, IPOBEPSIET TOMyCTUMOCTh BBIOOpA U
yIpaBIsieT MpoIleccOM cormocTaBieHus. [IpoBepka coBMajeHUs BBITOTHSAETCS B
kopytune CheckMatch(), rne cpaBHmBatorcs pairlD BbeiOpanHbIX KapT. B
3aBUCUMOCTH OT pe3yJibTaTa JUHUS COCIUHEHUS OKpAIIUBACTCI B 3CJIEHBIN
(MpaBWJIBHO) WJIM KpacHBIM (OIMOKa) IBET, a KapTOYKU JIMOO TMOMEUAIOTCS Kak
HaliIeHHbIe, TM00 BO3BPAILAIOTCA B UCXOJHOE COCTOSTHUE.

3BYKOBOE COIPOBOKIeHUE obecrieunBaeTcs metogom PlaySound(), koTopsiii
MIPOUTPHIBAET COOTBETCTBYIOIINE AYTUOKIUIIBI JUIsl PA3IMYHBIX COOBITHI: BHIOOD
KapTOUYKH, YCIENIHOE WJIM HEeyJayHOe COBMajeHHe, mobena. 3aBepIilieHUE WTPHI
otciexuBaercs MerogoMm CheckGameCompletion(): mocie HaxoXAeHUS BCEX Hap
KapT aKTUBUPYETCS TMaHENb MOOSIbl, U Yepe3 3aJaHHbIi MHTEPBAJI BPEMECHH UTpa
aBTOMATHYECKH BO3BPAIAET B MEHIO.
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using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour

{

public static GameManager Instance;

[Header ("Line Settings")]

[SerializeField] private ConnectionLine lineRenderer;
[SerializeField] private Color correctLineColor = Color.green;
[SerializeField] private Color wrongLineColor = Color.red;
[SerializeField] private float lineDisplayTime = 1f;

[Header ("Sound Settings") ]

[SerializeField] private AudioClip cardSelectSound;
[SerializeField] private AudioClip correctMatchSound;
[SerializeField] private AudioClip wrongMatchSound;
[SerializeField] private AudioClip victorySound;
[Header ("Victory Panel")]

[SerializeField] private GameObject victoryPanel;
[SerializeField] private Text victoryText;

[Header ("Scene Settings")]
[SerializeField] private string menuSceneName = "Menu";
[SerializeField] private float delayBeforeMenulLoad = 3f;

private List<Card> selectedCards = new List<Card>();
private List<Card> allCards = new List<Card>();
private AudioSource audioSource;

public bool CanSelect { get; private set; } = true;

void Awake ()

{

if (Instance == null)

{

Instance = this;

}

else

{
Destroy (gameObject) ;

}

audioSource = GetComponent<AudioSource> () ;
if (audioSource == null)

audioSource = gameObject.AddComponent<AudioSource> () ;
if (victoryPanel != null)

victoryPanel.SetActive (false);

}

void Start ()
{
if (lineRenderer == null)
{
lineRenderer = FindObjectOfType<ConnectionLine> () ;
if (lineRenderer == null)
Debug.LogWarning ("LineRenderer not found in scene!");
else
Debug.Log ("LineRenderer found automatically");

if (audioSource == null)

{

Debug.LogError ("AudioSource is missing!");
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void Update ()
{
if (Input.GetKeyDown (KeyCode.T))
{
TestLine () ;

}

if (Input.GetKeyDown (KeyCode.Y))
{
if (lineRenderer != null)
{
lineRenderer.HideLine () ;
Debug.Log ("Line hidden");

}

if (Input.GetKeyDown (KeyCode.U) && lineRenderer != null)
{
lineRenderer.DebuglLineState() ;
}
}

public void SelectCard(Card card)
{

if (selectedCards.Contains(card) || !CanSelect || card.IsMatched) return;

PlaySound (cardSelectSound) ;
selectedCards.Add (card) ;

if (selectedCards.Count == 1)

{

if (lineRenderer != null)
{
RectTransform cardRect = card.GetComponent<RectTransform> () ;
if (cardRect != null)
{
Vector3[] corners = new Vector3[4];
cardRect.GetWorldCorners (corners) ;
Vector3 center = (corners[0] + corners[2]) / 2f;

lineRenderer.StartLine (center) ;

Debug.Log ($"First card selected at: {center}");
}
else
{
lineRenderer.StartlLine (card.transform.position);
}
}
}
else i1f (selectedCards.Count == 2)
{
if (lineRenderer != null)
{
RectTransform cardlRect =
selectedCards[0] .GetComponent<RectTransform> () ;
RectTransform card2Rect =

selectedCards[1l] .GetComponent<RectTransform> () ;
Vector3 posl, pos2;

if (cardlRect != null && card2Rect != null)
{
Vector3[] cornersl = new Vector3[4];
Vector3[] corners?2 = new Vector3[4];
cardlRect.GetWorldCorners (cornersl) ;
card2Rect.GetWorldCorners (corners?) ;

posl = (cornersl[0] + cornersl[2]) / 2f;
pos2 = (corners2[0] + corners2[2]) / 2f;

Debug.Log ($"Card centers: {posl} -> {pos2}");
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}

else

{

posl selectedCards[0] .transform.position;
pos2 = selectedCards[l].transform.position;

}

lineRenderer.SetLinePoints (posl, pos2);

}
StartCoroutine (CheckMatch()) ;

}

private IEnumerator CheckMatch ()

{

CanSelect = false;

Card firstCard = selectedCards[0];
Card secondCard = selectedCards[1l];

bool isMatch = firstCard.pairID == secondCard.pairID;
Debug.Log ($"Match check: {firstCard.pairID} vs {secondCard.pairID}
{isMatch}") ;

if (lineRenderer != null)

{
Color lineColor = isMatch ? correctLineColor : wrongLineColor;
lineRenderer.SetLineColor (lineColor) ;

}

if (isMatch)
{
PlaySound (correctMatchSound) ;
yield return new WaitForSeconds (lineDisplayTime) ;

firstCard.MarkAsMatched () ;
secondCard.MarkAsMatched () ;

CheckGameCompletion () ;
else

PlaySound (wrongMatchSound) ;
yield return new WaitForSeconds (lineDisplayTime) ;

firstCard.ResetVisual () ;
secondCard.ResetVisual () ;

if (lineRenderer != null)
lineRenderer.HideLine () ;

}

selectedCards.Clear();
CanSelect = true;

}

private void PlaySound (AudioClip clip)
{

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

{
audioSource.PlayOneShot (clip) ;

}

else

{

Debug.LogWarning ("AudioSource or AudioClip is missing!");
}
}

private void CheckGameCompletion ()

{
bool allMatched = true;
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foreach (Card card in allCards)
{
if (!card.IsMatched)
{
allMatched = false;
break;

}

if (allMatched)

{
Debug.Log ("All cards matched! Game complete.");
StartCoroutine (GameComplete ()) ;

}

private IEnumerator GameComplete ()
{

yield return new WaitForSeconds (0.5f);
PlaySound (victorySound) ;

if (victoryPanel != null)
{
victoryPanel.SetActive (true);
if (victoryText != null)
victoryText.text = "lozmpasnasao!";
}
else

{

Debug.LogWarning ("Victory panel is not assigned!");

}

yield return new WaitForSeconds (delayBeforeMenulLoad) ;
LoadMenuScene () ;

}

private void LoadMenuScene ()
{
if (!string.IsNullOrEmpty (menuSceneName))
{
Debug.Log ($"Loading menu scene: {menuSceneName}");
SceneManager.LoadScene (menuSceneName) ;
}
else
{
Debug.LogWarning ("Menu scene name is not set!");
}
}

public void RegisterCard(Card card)
{
if (!'allCards.Contains (card))
{
allCards.Add (card) ;

Debug.Log ($"Card registered: {card.name}, PairID:

cards: {allCards.Count}");
}
}

public void ResetGame ()

{
selectedCards.Clear();
CanSelect = true;

foreach (Card card in allCards)
{

card.ResetCard() ;
}

if (lineRenderer != null)

{card.pairID},

Total
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lineRenderer.HideLine () ;

if (victoryPanel != null)
victoryPanel.SetActive (false);

Debug.Log ("Game reset");

}

public void GoToMenu ()
{

LoadMenuScene () ;

}

public void DebugGameState ()

{
Debug.Log ($"Total cards: {allCards.Count}");
Debug.Log ($"Selected cards: {selectedCards.Count}");
Debug.Log ($"CanSelect: {CanSelect}");

int matchedCount = 0;
foreach (Card card in allCards)

{

if (card.IsMatched) matchedCount++;

}
Debug.Log ($"Matched cards: {matchedCount}/{allCards.Count}");

}

private void TestLine ()

{

if (lineRenderer != null)

{
Vector2 startPos = new Vector2 (Screen.width * 0.3f, Screen.height * 0.5f);
Vector2 endPos = new Vector2 (Screen.width * 0.7f, Screen.height * 0.5f);
lineRenderer.SetLinePoints (startPos, endPos);
lineRenderer.SetLineColor (Color.blue) ;

Debug.Log ($"Test line created from {startPos} to {endPos}");
Debug.Log ($"Screen dimensions: {Screen.width}x{Screen.height}");

}

else

{

Debug.LogError ("LineRenderer is not assigned in GameManager!");

}

[Tocne coszmanus ckpunta GameManager neo6xoaumMo m100aBUTH €ro K
komrioHeHTy GameManager [lns 3Toro HeEoOXOAUMO TMEpeTaniuTh CKPUNT K
koMrioHeHTy B Hierarchy u ero HacTpouth €ro mapamerpbl 4epe3 HMHCIEKTOp: B
pasmene Line Settings TtpeOyercss Ha3HAYUTh OOBEKT € KOMIIOHEHTOM
ConnectionLine m1s BU3yanu3amuu CBsI3ed MEX1y KapTOYKaMHu, 33]aTh IIBETOBYIO
cxemy auHui (Correct Line Color mist BepHbix coenunenuit u Wrong Line Color
JUTSL OIIIMOOYHBIX ), @ TAKKE YCTAHOBHUTH MPOJOJKUTEIIHFHOCTh OTOOpaKEHUS IMHUN
nepej MpoBepKoil coBnajaeHus; B cekiu Sound Settings HEOOXOUMO TPUCBOUTH
COOTBETCTBYIOIINE 3BYKOBBIC KIIUITBI OCHOBHBIM HUTPOBBIM COOBITHSIM — BBIOODY
KapTOYKH, TIPABHUIIBHOMY M HENPABUIBHOMY COTIOCTABJICHHIO, M TIOOE/IC B UTPE; B
osoke Victory Panel Hy>HO CBsI3aTh 0OBEKTHI MOJI30BATENBCKOTO UHTEp(erica —
naHeJab TOOeabl W TEKCTOBBIA AJIIEMEHT IS OTOOPaKCHHS TO3JAPAaBHTEIBHOTO
coobmienus (cm.puc.11)
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Pucynok 11 — JIo6aBnenue ckpunra Kk komnonenty GameManager u ero
HACTpPOUKa

Hanee HeoOxoauMo co3nathk ckpunt Card, oTBeuaronuii 3a UHIAUBUIYaIbHOE
NOBEIEHUE KaXAoW urpoBoil kaprouku. OH peanusyeT UHTEpPech
[PointerDownHandler u [PointerUpHandler niist 06pa®oTku HaXkaTuii M OTIYCKaHUS
yKazaresi, ooecreunBasi IpsMYyIO PEaKkIUIo Ha IeHCTBUS NOJIb30BaTES.

IIpn B3aMMOAECHCTBUM C KApTOYKOM AKTHUBUPYETCS BU3YaJbHBIM OTKIIHUK:
IJIaBHOE AHUMHUPOBAHHOE U3MEHEHHE LIBETAa €€ PaMKH, PEATM30BAaHHOE C MIOMOIIIBIO
DOTween. OQHOBpPEMEHHO C 3TUM COOBITHE O BBIOOpE KApTOUKM MEpeaaeTcs B
LEHTpaJbHbIM  yopaBsiromui  kimacc (GameManager yepe3 BBI30OB  METOJA
SelectCard().

Kaxnasa kaprouka XpaHUT yHUKalbHbIM pairlD (uaentuduxatop mnapsl),
KOTOPBIN onpeaensieT e€ JJIOTMUecKyIo CBs3b ¢ mapHoi kaproukoil. @nar IsMatched
OTCJIC)KUBACT, HAWJEHA JIM YK€ mapa Uil JaHHOW kaptouku. Ilocie ycnemHoro
COBIAJCHMS KapTOYKa IEPEXOJUT B HEAKTUBHOE COCTOSHHE: BH3YaJbHO
3aT€MHSETCS 3a CYET NMPUMEHEHMsI MOIYIpPO3pauyHbIX LIBETOB, UTO OJOKHpYET €&
NOBTOPHBIN BBIOOP M HATJISAHO MOKA3bIBAET UTPOKY 3aBEPIICHHOCTD Maphl.

Cxkpunt taxke coaepxut metoi ResetCard(), mpenna3sHaueHHbIN 1711 cOpoca
COCTOSIHAA KapTOYKHA. OTOT METOJ BOCCTAHABIMBAECT MCXOJHBIE IBETOBBIE
napamMeTpbl W IOBTOPHO AaKTUBHUPYET BO3MOXHOCTb B3aWUMOJECHCTBHS, YTO
o0ecreunBaeT KOPPEKTHYIO paboTy MpH Mepe3anycke UrpoOBOro payH/a.

using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

using DG.Tweening;

public class Card : MonoBehaviour, IPointerDownHandler, IPointerUpHandler
{

public int pairID;

public bool IsMatched { get; private set; }

Header ("Visuals") ]
SerializeField] private Image borderImage;
SerializeField] private Image contentImage;

[
[
[
[SerializeField] private Color selectedColor = new Color(0.8f, 0.8f, 0.1f, 1f);
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private GameController gameController;
private Color originalColor;
private Button button;

void Start()

{
gameController = GameController.Instance;
originalColor = borderImage.color;
button = GetComponent<Button> () ;

if (!borderImage) borderImage = GetComponent<Image> () ;
if (!contentImage && transform.childCount > 0)
contentImage = transform.GetChild(0) .GetComponent<Image> () ;

gameController?.RegisterCard(this);
}

public void OnPointerDown (PointerEventData eventData)

{
if (!IsMatched && gameController != null && gameController.CanSelect)

{
borderImage.DOColor (selectedColor, 0.2f);
gameController.SelectCard(this);

}
public void OnPointerUp (PointerEventData eventData) { }
public void MarkAsMatched ()

{
IsMatched = true;

if (button != null) button.interactable = false;
borderImage.DOColor (new Color(0.5f, 0.5f, 0.5f, 0.5f), 0.5f);
if (contentImage != null)

contentImage.DOFade (0.5f, 0.5f);
}

public void ResetVisual ()

{
borderImage.DOColor (originalColor, 0.2f);

}
public void ResetCard()

{
IsMatched = false;

ResetVisual () ;
if (button != null)
{
button.interactable = true;
}
if (contentImage != null)

{
contentImage.DOFade (1f, 0.1f);

}

Hanee neobxoaumo no6aButh ckpunt Card Ha KaXblii 00BEKT KapTOUKH B
uepapxuu, TepeTaliuB ero B OKHO Inspector, mocie 4ero BHIMOJHUTE JETATbHYIO
HacTpoiiky mapameTpoB: B moJie Pair ID yka3piBaeTCs YHHKaJbHBIA YHUCIOBOU
UJACHTU(GUKATOP, CBA3BIBAIONINN KAapTOYKH B JIOTHYECKHE Taphl (OJMHAKOBHIC
3Ha4YeHUs1 0003HA4YalOT COOTBETCTBHE), a B pazueiie Visuals HacTpauBaroTCs
BHU3YyaJIbHbIC KOMITOHEHTHI — B Border Image Ha3HauaeTcss 00bEKT ¢ KOMIIOHCHTOM
Image nna otoOpaxenust pamku, B Content Image yka3bIiBaeTcs M300pakeHHUE C
OCHOBHBIM KOHTeHTOM, a mapametrp Selected Color ompenenser nBeT MoACBETKU
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paMKu Mpu BbIOOpE, o0ecrieunBasi BU3yalbHYI0 OOPaTHYIO CBSI3b; JAJII KOPPEKTHOU
paboThI BaXXHO YOEIUTHCS, UTO BCE BU3YyaIbHbIE KOMIIOHEHTHI MIPABWIILHO CBS3aHBI,
a 3HaueHue Pair ID cormacoBaHo ¢ mapHOM KapTOYKOH, YTO TapaHTHUPYET TOYHOE
pacrno3HaBaHKe COBIAJICHUN B UTPOBOM Joruke (cM. puc. 12).
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PI/IC}/HOK 12 — H06aBJI€HI/IC CKpHIITa KO BCCM KOMITIOHCHTAM KapTOYCK

WroroBbiil pe3ynbTaT co3nanusd urpbl «Haiian onMHaKOBbIE KAPTUHKI (CM.
puc.13).
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Pucynok 13 — I'oroBas urpa «Halam oguHaKOBbIE KAPTUHKN
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4. BuIBoOabI

B nmanHoli paGore ObUT TIOKa3aH IIporecc co3daHus wurpsl «Habnu
OJIMHAKOBBIC KAPTHUHKUY» C TTOMOIIBI0 KPOCCIUIATPOPMEHHOM Cpeibl IS CO3TaHUs
MHTEpakTUBHBIX 2D u 3D npunoxenuid. HayuyHass cTraThd MOKET CIYXHUTh
METOJUYECKUM TTOCOOHEM B yUeOHOU JIeATEIbHOCTH.
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