[Toctymnat. 2026. Nol ISSN 2414-4487
YK 004

Co3nanmne MmoOmiIbHOM Urpbl «CopTupoBka» Ha Unity

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

AHHOTALIUA

e TaHHOM CTaThH — CO37aHKe MOOMITbHOM UTPphI « CopTHpoBKa» it android. s
CO37aHMsI UTPHI ObLIa WCITOJI30BaHA KpoccruiaTopMeHHas cpena Juisl CO3TaHus
UHTEpaKkTUBHBIX 2D- n 3D-npunoxennii Unity, kotopast mo3BoJsieT co3aasars 2D-
UTPBI, UCTIONB3YS MOITHBIA (PU3NYECKUNA TBMKOK W BU3yallbHbIE MHCTPYMEHTHI. B
pesyibTare padoThl Obla co3aana MoOuIbHas urpa « CoOpTUpPOBKa

Kiouesble ciioBa: Unity, urpa, copTupoBKa, KapTHHKA, 1[BET.
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Abstract

The purpose of this article is to create a mobile game "Sorting" 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 "Sorting"
Keywords: Unity, game, sorting, picture, color.

1 Beenenue

1.1 AKTyaibHOCTH

Urpa «CopTHpOBKa» — 3TO COBPEMEHHAs MHTEPIPETALUs KJIACCUYECKOU
rOJIOBOJIOMKH, KOTOpas IpPEBpAIlaeT MPOCTOE Pa3BICYCHHE B WHCTPYMEHT IS
TPEHUPOBKHU JIOTMKH, CKOPOCTH PEAKIUMU M LBETOBOCHpHUATHA. Takoil ¢opmar
MOJIB3YETCsl CTAOWJIBHOM MONYJSIPHOCTBIO, TaK KakK MpeajiaraeT MO3UTUBHBIN
NICUXOJIOTUYECKU 3P (EKT: CHATHE CcTpecca uepe3 KOHIEHTPALMIO Ha SICHBIX
3a/layax U yJAOBJIETBOPEHHE OT MOMEHTAIbHOW BU3YyaJbHON OOpaTHOU CBSA3U IMpHU
IIPaBUJIILHOW COPTUPOBKE.

Pa3paGotka 31Ol wurpel Ha JABWkke Unity — 3TO MNpakTUYHBIA WU
3¢ exTUBHBIN OAX0/. J[BIIKOK MpeI0CTaBIsIET UACAIbHBIA HA00P HHCTPYMEHTOB
st pabotel ¢ 2D-rpadukoil, co3maHus HHTYUTUBHOTO uUHTepdeiica ¢
NepeTaCKMBAHUEM TPEIMETOB U TOUYHON (DM3UKOM WX MaJIeHUs, a TaKKe OBICTPOit
cOOpKHU MPOEKTA MO/ BCe MOOMIIbHBIC TIAT(HOPMBL. DTO 3HAYUTEIIHHO YCKOPSIET MYTh
OT IPOTOTHNA, IE€ KIOYEBAas MEXAHHMKA MPOBEPSAETCS 32 CUMTAHHBIE 4YACHI, 10
rOTOBOT'O MPOJIYKTA B Mara3uHax MpUiI0KEHUH.
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Takum 06pazom, mpoekT no co3aanuio urpsl «CoptupoBka» Ha Unity permraer
Cpa3y HECKOJIBKO 3aJlady: OH TO3BOJIIET Ha MPAKTUKE OCBOWTH KIIFOUEBHIC JTaIlbI
MOOMIBHON pa3paboTKH, BKJIOYass padbotry ¢ touch-unTepdeiicoMm U UTrpoBoi
JIOTUKON COCTOSIHUM, W CO3JaeT BOCTPEOOBAHHBIA MPOAYKT, KOTOPBIA OIICHHUT
MaccoBasl ayJUTOPHUS, UIIYIIas OJHOBPEMEHHO PACCIAOISIIONMNA U TUHAMUYHBIN

JIOCYT.

1.2 O630p uccjaenoBaHui

A. E. YHapoBa npencraBuia pa3padoTky mMoOuinbHOM urpel «Kyctyk» Ha
Unity s AOUIKOJBHUKOB M MIIAJIIMX IIKOJPHUKOB Ha SKYTCKOM si3bike [1].
[TocBsiTiil cTaTthio 0030pYy KIIOUEBBIX ATANOB, HEOOXOIMMBIX ISl pa3paboTKu
KOMIIBIOTEPHBIX HMIP C JBYXMepHOW rpadukoil Ha miuatdopme Unity B sxaHpe
MPUKITIOUYEHUSL C 3JeMEeHTaMu rojoBojoMok . A. ®@act [2]. Makcumos H.B.
paccMarpuBaeT MeToj pa3paboTku MoOwibHOW 2D wurpel «Bootur Jump» Ha
wiatgopme Unity [3]. Tlokazan nporecc pa3paboTKu IByXMEPHOM 1aThOpMEHHON
UTpbl Ha UTPoBOM JIBIKKE Unity ¢ MCIIOJIb30BaHUEM SI3bIKA MporpaMmMupoBanust C#
JIrobuu A.A. [4]. 1.B. Mopo3oBa B pamkax paboTsl pazpaboraia pazpuBaroiyto 2D
urpa-miardopmep Ui AeTel, HamucanHas Ha Unity [5].

1.3 Heab uccienoBanmsi

[{eas uccnenoBanmst — co3ganue MoOuisHOM UTphl «CopTrpoBKay mias OC
Android mpu momoru KpoccuiaTGopMeHHOM Cpe/ibl IS CO3/1aHUS UHTEPAKTUBHBIX
2D u 3D npunoxenuit Unity.

2 MarepuaJjbl U METO/bI

Paspabotka urper «CopTupoBKa» OblIa peaqu3oBaHa HA UTPOBOM JIBHXKKE
Unity, a juis HanmMcaHUsS W PEAAKTHPOBAHUS MPOrPAMMHOTO KOJa MPUMEHSIIACh
WHTErpupoBaHHas cpena pazpadborku Visual Studio Community.

3 Pe3yabTaThl

YToOBI NPpUCTYNUTH K CO3TAAHII0 MOOMIBHOU UTPhl « COPTUPOBKAY», TpeOyeTCs
WHULMAIU3UpoBaTh HOBBIM npoekT B Unity. s atoro B untepdeiice Unity Hub
HYXHO BbIOpaTh madmon Universal 2D mais nBymepHOW rpaduku, TPHUCBOHUTH
MPOEKTY HA3BAHUE U MOJTBEPJIUTH €T0 Co3/aHue (CM. puc. 1).
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Pucynok 1 — Co3ganue npoekra

ITocne co3manus npoekra Ha ocHoBe Imadsiona Universal 2D HeoOXxoaumo
BBITIOJTHUTh €ro 0a30BYIO HACTPOMKY IOJ MOOWMIIbHBIE ycTpoicTBa. OCHOBHOE
JEUCTBUE — HW3MEHUTH lieNeByto miatdgopmy Ha Android. DTo memaercs uepes
meHro File -> Build Settings (cm. puc. 2).

{ @ suild Profiles o x

Android

Pucynok 2 — Hactpoiika nmpoekTa

Crnenyroiuii mar — co3gaHue UrpoBoi ciieHsl. [lepBoouepennoe BHUMaHuE
CJIEIyeT yAEIUTh HACTPOIKE KaMephl, TaK KaK OT €€ mapaMeTpoOB 3aBUCUT 00J1aCTh
BUJIMMOCTH M 00I1ee BU3YATbHOE MPEJICTABICHIUE UTPOBOTO MUpPa (CM. puc. 3).
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Pucynok 3 — Hactpolika kamepsl

Jlns pganpHeled paboThl CleayeT MOMECTUTh 3apaHee IMOATOTOBJICHHbBIC
CIIpalThl B COOTBETCTBYIONIYIO Manky Sprites (cMm.puc.4).
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Pucynox 4 — JloGaBnenue H306pa>1<eHI/II7I

UtoOwl co3naTh (PoH, HEOOXOAUMO TMEepeMecTuTh crmpalT background wus
nankyd Sprites MpsAMO Ha CIIEHY. 3aTeM OTPEryJIMpOBaTh €ro HACTPOHK, YTOOBI
IIEJTMKOM 3aKpbhIBAJl BCIO BUIMMYIO HTPOBYIO 00J1acTh (CM.puC.S).
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Pucynox 5 — Hactpoiika doHa urpsi

CrnenyromuM >TanoM pa3pabOTKH SBISETCA J100aBICHUE HW300paKeHUM
CTaKaHOB W TIPEIMETOB, MJisi ATOTO HEOOXOIUMO TIEPEHECTH TMOJTOTOBICHHBIC
cipaiitel U3 okHa Project B obmacte Hierarchy. Ilocne no6asnenus cripaiiToB Ha
CIIEHY, HEOOXOAMMO UX MPABWIHHO PACIOJIOKHUTH HA CIIEHE (CM. pucC. 6).
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Pucynok 6 — Hactpoiika cipailToB Ha CLEHY

J1J1st 5JIEeMEHTOB TTPEIMETOB HACTPAUBAIOTCS MHANBUAYATbHBIE KOOPIUHATHI B
Transform, moOaBisitoTcsT HEOOXOIUMBIE KOMIIOHEHTHI - Sprite Renderer mis
otobOpaxenusi, u Circle Collider 2D nnst 06paboTku B3auMoeicTBuil (cM.puc.7).



[Toctymnat. 2026. Nol ISSN 2414-4487

a  x

»»»»»»»»

N T ROy

Aol 2 K - R34 B

Pucynok 7 — JlobaBieHre n300pakeHUil MPEAMETOB Ha CLIEHY U UX HaCTpOMKa

YroObl  peanm3oBaTh OTOOpPaKEHHE HWHCTPYKIMM W YBEIOMIICHHS
«IIpaBunbHO!», HEOOXOUMO J100aBUTH Ha CIIEHY IOJL30BaTEILCKUN HUHTEpPEIC.
Yepes koHTekcTHOE MeHIO B Hierarchy cosnatite manens (Ul -> Panel), a 3atem —
TekcToBbIi 010K (UI -> Text) u1st BBIBOJA TEKCTa MHCTPYKIUH.

[locne moGaBieHMsI MaHENW M TEKCTOBOTO dJIeMEHTa B HMHTEpQEic Hrpbl
HE00XO0JMMO IPOBECTH UX HACTPOMKY uepe3 KoMIoHeHT Inspector. Y cranaBnmuBaeM
skopsi Anchors B ULeHTpajlpHOE moJoxkeHue co 3HaueHusimu (0.5, 0.5), 4yro
oOecrieurBaeT MPaBUIbHOE MO3UIMOHMPOBAHME W MAacCHITAOMPOBAHUE AJIEMEHTA
OTHOCHUTEJILHO PA3JIMYHBIX pa3pellieHud SKpaHa. 3aTeM 3aJal0TCsl KOHKPETHbIE
pa3mepnl obiactu Width 1049.1 u Height 481.5 mukceneit. [{ns Bu3yaiabHOTO
odopmiIcHUS B KOMIOHEHTe Image HeoOXOoaMMO BBIOpATh TMOIXOJSAIINA CIpanT
doHOBOoro wu3o0paxkenust B mosie Source Image, HacTpawBaeTcs LBET U
npo3payHocTh uepe3 mapamerp Color B COOTBETCTBUU C OOIIMM BHU3yaJlbHbIM
CTHJIEM UTPBI, & TUIl OTOOPAKEHUSI yCTaHABIMBAETCS B 3HaUeHue Simple (cM.puc.8).
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Pucynok 8 — Hactpoiika nanenu
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[Tocne HacTpoiKK MaHeIu HEOOXOIMMO OTPEAAKTUPOBATH TEKCTOBBIN OJIOK C
yBenomieHnueM "[IpaBunbho!". B komnonente Text (Legacy) Heo6X0o1uMo BEIOpaTh
mpudt PlaypenSans-VariableFont wght ¢ xupasiM HauepTtanuem Bold u
yCTaHOBUTH pazmep 150 nmyHKTOB A obecrieueHrs ONTUMaIbHONW YuTaeMocTu. B
paznene Rect Transform ycranoButh pasmepsl TekcroBoro noisi: Width 1041.7 u
Height 347.8. Takxe HeoOXoauMoO HAcCTpOUTh sikops Anchors ¢ 1eHTpaIbHOMN
toukor 0.5, 0.5. Jlanee He0oOXOAUMO HACTPOUTH TEKCT, JJISI 3TOTO HEOOXOIUMO
BBIOpATh BHIPABHUBAHHME TEKCTA 1O LEHTPY, IBETOBOE OGOPMIICHHE U TTapaMeTpPhl
nepeHoca TeKCTa ISl TOCTHKEHUS TAPMOHUYIHOTO BU3YAIBHOTO TIPE/ICTABIICHUS B
unTepdetice urpsl (cm.puc. 9).

Text (Legacy)
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Pucynok 9 — Hactpoiika TeKCTOBOTrO 3JIeMEHTa MaHEeIu COOOIIECHUMA

Jiist TekcToBOTO N1eMenTa HactpauBaeMm mpudt Pangolin-Regular ¢ sxkupubim
HadyepTaHueM u pasmepoM 140 myHKTOB C >KUpHBIM Hadeptanuem Bold,
BBIPaBHUBAHUE 110 IIEHTPY, BKIIIOYaeM noauepxky Rich Text ans popmatupoBanus,
a B Rect Transform 3amaem Tounsie pazmepsl TekcToBoro nossi: Width 1064, Height
344,7, n ycranaBnuBaeMm sikopst Anchors ¢ nearpom B Touke (0.5, 0.5) (cm.puc.10).
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PcyHOK 10 — HacTpoiika HHCTPYKIIMU UTPbI
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[Tocne noGaBieHune BceX M300paKEHUM Ha CIIEHY, HEOOXOAMMO I00aBUTH
00J1aCTh Ha CTaKaHbI, IS TOTO YTOOBI ITPEAMETHI MOTJIN 3a()UKCHPOBATHCS B CBOCH
stuetiku. Jims aToro HeoOxoauM B Hierarchy co3math 3 myCTBIX UTPOBBIX OOBEKTOB
yepe3 mpaBblii KWK u BbiOMpaeM Create Empty. DTH 0O0BEKTHI HEOOXOIMMO
neperMeHoBaTh B Zona_1, Zona_ 2, Zona 3. B Inspector HE0OX01MMO BBITIOTHUTH
CJIETYIONTNE HACTPOMKH JIJISl KaXKJIOTO 0OBEKTA: YCTAHOBUTH KOMIOHEHTY Transform

TOYHBIE KOOPJAWHATHI TMO3UIIMM B COOTBETCTBUM C  MECTOIOJIOKEHUEM
COOTBETCTBYIOIIUX SIYEEK HA paMKe maszia, 100aBuTh komrmoHeHT Box Collider 2D
U aKkTuBHpOBaTh ommwuio Is Trigger mst obecnieuennsi 0OpabOTKM CTOJKHOBCHHH B
peXUMe TpUTTEpa, HACTPOUTH pa3Mep KoJulaiepa B COOTBETCTBUH ¢ TrabapuTaMu
SIYEEK, 3a1aTh COOTBETCTBYIOIIMM CJIOW U TET ISl OPTaHU3allud B3aUMOJIECHCTBUS C
JIpYruMu oObeKTamMHM cleHsl (cM. puc. 11).

verything

MR G i B RS Al A |
Pucynox 11 — JIo6aBieHue 30H 1Jisi IPEAMETOB U UX HACTPOIKa

Jlanee HeoOxoaumo cosmath GameController mist ynpasienus urpsl. J{is
sToro HeooxoauM B Hierarchy co3nmate mycToii UTpOBOM OOBEKTOB Uepe3 MpaBbId
KK ¥ BeiOupaem Create Empty, u mepenmenoBsiBaem B GameController.

Jns xommonenta GameController HeoOxommMo  co3gaTh  CKPHIT
DragAndDropGame.

Ckpunt DragAndDropGame sBnsieTcss I€HTPAJbHBIM  YIPaBJISIOLIUM
KOMIIOHEHTOM WTPBI, PEATU3YIOIINM BCIO OCHOBHYIO JIOTHKY WUTPOBOTO TpOIlecca.
OH oTBeuaeT 3a KOOPAMHAILIUIO B3aUMOJACHCTBHS UTPOKA C MpeIMETaMu, TPOBEPKY
YCIIOBHI BBITIOJIHCHUS 3aJaHUil M YMpaBICHUE COCTOSHUEM YpoBHSA. CKpUIT
obOecreuyrnBaeT TUTABHYI0 W WHTYUTHBHO TOHATHYIO MEXAaHHWKY IEepETaCKUBAHUS
00BEKTOB C MOCEAYIOIEH MTPOBEPKON UX MPABUIIBHOTO Pa3MEILICHHUS.

OcHoBHass  (YHKIIMOHAJTHLHOCTh  BKJIIOYACT  YOPABJICHUE  KOJUICKIIMEH
MPEAMETOB, KXKIIbII M3 KOTOPHIX UMEET IIEeJIEBYIO0 30HY pa3MEIIeHUs, TapaMeTphbl
OPUTSATUBAHUS W OTCICKUBAHUE TEKyIIero cocTtosHus. Jlns  o0OpaboTku
MOJIb30BATEILCKOTO BBOJIa MCIIOJB3YETCS COBpeMeHHas cuctema Input System,
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o0ecrneunBaoIas KpocCIuiarOpPMEHHYIO MOANEPKKY CEHCOPHBIX YCTPOMCTB U
KOMIBIOTEpOB. [Ipu mepeTackMBaHUM TMpEeIMETa MOCTOSHHO OTCICKHBACTCS €TO
MO3UIMS, a MPH OTIMyCKaHWUHM OIpenesseTcss Ommkaiimas BO3MOXKHAs 30Ha
pa3MemeHus.

Jloruka pa3MelnieHusT TPEIMETOB BKIIOYACT TPOBEPKY PACCTOSIHHS IO
IIEJIeBOM 30HBI C HCIIOJIb30BaHMEM IMapamerpa snapDistance. [lpu ycnenmHom
pa3MelICHHH B TIPAaBUIBHOW 30HE MpeaMeT (PUKCHUPYETCS W BOCIPOU3BOIHUTCS
COOTBETCTBYIOIIUN 3BYKOBOW d3ddekr. B ciydae ommOKu mpeaMeT IIIaBHO
BO3BpAIIAe€TCsA HAa UCXOJHYIO MO3UIINIO C aHUMUPOBAHHBIM JBHKCHHEM, CKOPOCTh
KOTOPOTO HacTpauBaeTcs yepe3 mapameTp returnSpeed.

CKpuIT TakKe YHpaBlsieT COCTOSHUEM 3aBEpPUICHHS] YPOBHS, OTCICKUBAS
MPaBUJIBHOE pa3MENIEHHEe BceX npeaMeToB. [Ipu  BBITOMHEHHM  YCIOBHUM
aKTUBUPYIOTCA D3JEMEHTHI TOJIb30BATEIBLCKOTO HWHTEp(deiica ¢ MOo3IpaBiICHUEM,
BOCIPOM3BOAUTCS MOOETHBIM 3BYK M uepe3 3aJaHHbId HHTEpPBaj MPOUCXOJIUT
aBTOMATUYECKUH TIEpexo]] B TIJIaBHOE MEHI0. JIOMOJHUTENBbHO peaau3oBaHa
BO3MOXKHOCTb II€pe3altycka TEKYLIEro YpoBHs 0e3 nepe3arpy3Kku Bcei CIIEHBI.

BusyanpHas u 3BykoBasi oOpaTHas CBsi3b OOECIIEUMBAETCS YEPE3 CUCTEMY
ayquod(pPeKToB, KOTOpbIE CONPOBOKIAIOT KIIOUEBBIE JCHCTBUS  UIPOKA.
TexHuyeckasi CTOpOHA BKJIKOYAET aBTOMAaTHUECKYIO0 MHULIMAIN3A[UI0 KOMIIOHEHTOB,
IPOBEPKY LIEIOCTHOCTH JIAHHBIX U OOpaOOTKY HMCKIIIOUUTENBHBIX CUTYallUH, YTO
JienaeT CKpPHUNT YCTOWYHMBBIM K oOmMOKaM KoH¢urypamuu. Bce mapamerpsl
JOCTYTHBI JUIsI HACTPOUKH yepe3 uHereKTop Unity, mo3BoIisAs OBICTPO aAanTHPOBATh
UTPY MO/ pa3INYHbIe TU3alH-TPEOOBAHMS U YPOBHU CIOKHOCTH.

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.InputSystem;
using System.Collections;

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

public class DragPuzzleGame : MonoBehaviour
{
[System.Serializable]
public class DraggablelItem
{
public GameObject itemObject;
public GameObject targetCup;
public float snapDistance = 1.0f;
[HideInInspector] public Vector2 startPosition;
[HideInInspector] public bool isInPlace;

}

public List<DraggablelItem> items = new List<DraggableItem>();
public List<GameObject> allCups = new List<GameObject>();
public GameObject winMessage;

public float returnSpeed = 10f;
public string menuSceneName = "Menu";

public AudioClip itemPickupSound;
public AudioClip itemReturnSound;
public AudioClip itemCorrectSound;
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public AudioClip gameCompleteSound;

public Text winText;

private Draggableltem currentDraggedItem;
private Vector2 offset;

private Camera mainCamera;

private bool isCompleted = false;

private AudioSource audioSource;

private bool isReturning = false;

private Vector2 pointerPosition;

private PlayerInput playerInput;
private InputAction touchPositionAction;
private InputAction touchPressAction;

void Start ()

{

mainCamera = Camera.main;

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

audioSource = gameObject.AddComponent<AudioSource> () ;

playerInput = GetComponent<PlayerInput> () ;
if (playerInput == null)
{
playerInput = gameObject.AddComponent<PlayerInput> () ;
}

SetupInputActions();
InitializeItems();

if (winMessage != null)

{

winMessage.SetActive (false);

if (winText != null)

winText.gameObject.SetActive (false);

void SetupInputActions ()

{

var touchActionMap = new InputActionMap ("Touch");

touchPositionAction = touchActionMap.AddAction ("Position",
InputActionType.Value,
"<Pointer>/position");

touchPressAction = touchActionMap.AddAction ("Press",
InputActionType.Button,

"<Pointer>/press");

touchPressAction.started += ctx => OnTouchStarted (ctx) ;
touchPressAction.canceled += ctx => OnTouchEnded (ctx) ;

touchActionMap.Enable () ;
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void OnTouchStarted (InputAction.CallbackContext context)
{

if (isCompleted || isReturning) return;

pointerPosition = touchPositionAction.ReadValue<Vector2>();
TryStartDrag (pointerPosition) ;

}

void OnTouchEnded (InputAction.CallbackContext context)
{

if (currentDraggedItem == null) return;
EndDrag () ;
}

void InitializeItems ()

{

foreach (var item in items)

{

if (item.itemObject != null)

{
item.startPosition = item.itemObject.transform.position;
item.isInPlace = false;

AddColliderIfMissing(item.itemObject) ;

}

if (allCups.Count == 0)
{
try
{
GameObject[] cupsArray =
GameObject.FindGameObjectsWithTag ("Cup") ;
if (cupsArray.Length > 0)
{
allCups.AddRange (cupsArray) ;
}
}
catch (UnityException) { }
}

foreach (var item in items)
{
if (item.targetCup == null)
{
Debug.LogError ($"llpenmeT {item.itemObject?.name} He VuMeeT
HasHAUEHHOTO targetCup!");
}
}
}

void Update ()
{

if (isCompleted) return;

if (touchPositionAction != null && touchPositionAction.enabled)
{

pointerPosition = touchPositionAction.ReadValue<Vector2>();
}
if (currentDraggedItem != null && !isReturning)

UpdateltemPosition () ;
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void UpdateltemPosition ()
{
if (currentDraggedItem != null && !isReturning)
{
Vector2 worldPos = mainCamera.ScreenToWorldPoint (pointerPosition);

currentDraggedItem.itemObject.transform.position = worldPos +
offset;

void TryStartDrag(Vector?2 inputPosition)
{

if (isReturning) return;

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

if (hit.collider != null)
{
foreach (var item in items)
{
if (hit.collider.gameObject == item.itemObject &&
litem.isInPlace)

{
currentDraggedItem = item;

offset = (Vector2)item.itemObject.transform.position -
worldPos;

PlaySound (itemPickupSound) ;

break;
}
}

}
}
void EndDrag()
{

if (currentDraggedItem == null) return;

bool isCorrectCup = false;

GameObject closestCup = null;
float closestDistance float.MaxValue;

foreach (var cup in allCups)
{

if (cup == null) continue;

float distance = Vector2.Distance (

currentDraggedItem.itemObject.transform.position,
cup.transform.position

)7

if (distance < closestDistance)

closestDistance = distance;
closestCup = cup;
}
}
if (closestCup = null && closestDistance <=

currentDraggedItem.snapDistance)
{
if (closestCup == currentDraggedItem.targetCup)
{
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isCorrectCup = true;
PlaceInCup (closestCup) ;
}

else
{
isCorrectCup = false;
StartCoroutine (ReturnToStartPosition());
}
}
else
{
StartCoroutine (ReturnToStartPosition());
}
if (!isCorrectCup)

PlaySound (itemReturnSound) ;

currentDraggedItem = null;

void PlaceInCup (GameObject cup)

{

currentDraggedItem.itemObject.transform.position

cup.transform.position;

currentDraggedItem.isInPlace = true;
PlaySound (itemCorrectSound) ;

Destroy (currentDraggedItem.itemObject) ;
CheckWinCondition () ;

IEnumerator ReturnToStartPosition|()

{

}

isReturning = true;
Vector2 startPos = currentDraggedItem.startPosition;
GameObject item = currentDraggedItem.itemObject;

while (Vector2.Distance(item.transform.position, startPos)
{
item.transform.position = Vector2.Lerp (
item.transform.position,
startPos,
returnSpeed * Time.deltaTime
)7
yield return null;

}

item.transform.position = startPos;
isReturning = false;

void CheckWinCondition ()

{

foreach (var item in items)

{

if (!item.isInPlace) return;

StartCoroutine (CompleteGame () ) ;

IEnumerator CompleteGame ()

{

> 0.1f)
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isCompleted = true;
PlaySound (gameCompleteSound) ;

if (winMessage != null)

{ winMessage.SetActive (true);

;lse if (winText != null)

{ winText.gameObject.SetActive (true);

}
yield return new WaitForSeconds (2f);

if (!string.IsNullOrEmpty (menuSceneName) )
{
SceneManager.LoadScene (menuSceneName) ;
}
}

void AddColliderIfMissing (GameObject obj)
{
if (obj !'= null && obj.GetComponent<Collider2D>() == null)
{
obj.AddComponent<BoxCollider2D> () ;
}
}

public void RestartGame ()

{
isCompleted = false;

if (winMessage != null)
{

winMessage.SetActive (false);

}

if (winText != null)
{

winText.gameObject.SetActive (false);
}

SceneManager.LoadScene (SceneManager.GetActiveScene () .name) ;

}

void PlaySound (AudioClip clip)
{
if (clip !'= null && audioSource != null)
{
audioSource.PlayOneShot (clip) ;
}
}

void OnDisable ()
{

if (touchPressAction != null)

{
touchPressAction.started -= OnTouchStarted;
touchPressAction.canceled -= OnTouchEnded;

}

void OnValidate ()
{
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foreach (var item in items)

{

if (item.snapDistance < 0.1f)

{

item.snapDistance = 0.1f;

}

[Tocne co3manus ckpunra DragAndDropGame HeoOXoauMo 100aBUTh €ro K
koMrioHeHTy GameController i1 3TOoro HeoOXOAMMO MEpETAlUTh CKPUOT K
KoMroHeHTy B Hierarchy m ero HacTpouTh ero mapameTpbl 4epe3 WHCIEKTOp: B
pazzaene Game ODbjects HeoOX0MMO yKa3aTh KOJIMYECTBO SJIEMEHTOB MIPEIMETOB, B
JaHHOM cllydae 6, IMOCJIe Yero I KaXKIOTO 3JIEMEHTa TOCIeIOBaTEIbHO 3a/1aTh
napameTpsl - B mosie All Cups meperaimuTh COOTBETCTBYIOIIMN MIPOBOM OOBEKT
(Zona_1, Zona_2, Zona_ 3), B mosie Target Area Ha3HAYUTH COOTBETCTBYIOIIUE 30HBI
¢uxcanun  (3ona 1, 3ona 2, 3ona 3). [lanee HeoOX0AMMO HACTPOUTH
JOTIOJTHUTENbHBIE TapaMeTpsl: B rosie Win Message yka3zaTb 00BEKT C COOOLIEHUEM
o mobene, u 700aBUTh COOTBETCTBYIOIIHME 3BYKOBBIC (DAMITBI B TTOJIS TSI 3BYKOBBIX

ahdektoB (cMm. puc. 12).

Add Component

e 0

Pucynok 12 — Jlo6aBienue ckpunra k komrnonenty GameController u ero

HacTponkKa

Ntorogsliii pe3ynbraT co3ganus Urpsl « CoptupoBkay (cMm. puc.13).
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[MepeHecu
npedmets! 8
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uBety cTakaHsl

| 1A

Pucynok 13 —I'oroBas urpa «CopTupoBka»

4. BnIBOabI
B nanHoli paboTe mokaszaH mporecc co3fgaHus Urpbl «COpPTHPOBKa» ¢

MOMOIIIBI0 KpocCIUIaTGOPMEHHOMN Cpebl Il CO3/IaHusl MHTepaKTUBHBIX 2D u 3D
npwioxkeHuil. HaydyHast cTaTbs MOXET CIYXUTh METOJWYECKHUM MOCOOMEM B
y4eOHOH AESITENbHOCTH.
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