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Co3nanne MoOMIBHOM UTPHI «3amaTknw» Ha Unity

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

AHHOTALIUA

[lenbio maHHOW CTAaThbU SBJSIETCS pa3pabOoTKa MOOWIIBHOM UTPHI «3araTKu» AJis
android. [Iyst co3nanus UTpeI OBLIA KCIIOJIb30BaHa KpoccIutaTrhopMeHHast cpesa s
co3maHusi MHTEpakTHBHBIX 2D- u 3D-mpunoxennit Unity, koropas mo3BOJSET
co3gaBaTh 2D-Urpel, UCHONb3Ys] MOIIHBIA (U3HMYECKUN ABUKOK M BU3YyaJbHBIC
UHCTpYMEHThl. B pesynbrare paboThl Obula pa3paboTaHa MOOWIBbHAs urpa
«3arnnaTkm».
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Abstract

The purpose of this article is to develop a mobile game "Patches"” 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 developed the mobile game
"Patches".
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1 Beenenue

1.1 AKTyaibHOCTH

Urpa «3amnatku» — 3T0 coBpeMeHHasi 1udpoBasi TojIOBOJIOMKA, KOTOpas
MpeBpalaeT NPoCTy MEXaHUKY M0A00pa B UHCTPYMEHT JJIsl pa3BUTHUSI BHUMAHUSI,
3pUTEIIBHO-MOTOPHOM KOOPAMHAIIMN U aCCOIIMATUBHOTO MbIIIIeHUs. Takoit opmat
COXpaHsSIET MOMYJISPHOCTh OJlarogaps MO3UTUBHOMY TICUXOJIOTHYECKOMY 3P DEKTY:
OH CIOCOOCTBYET CHSTHIO CTpecca uepe3 COCpPEAOTOYCHHE Ha TMOHSITHBIX
BU3yaJIbHBIX 33/1a4ax ¥ MPUHOCUT yJAOBJICTBOPEHUE OT MOMEHTAJILHOIO PE3yIbTaTa,
KOT/Ia 3aIUIaTKa UAeaIbHO COBMAAAET C N300paKEHUEM.

Pazpabotka sToii urpel Ha aBWxkKe Unity sBIsSe€TCS ONTUMAJIbHBIM U
3¢ (HeKTUBHBIM perieHneM. J[BHKOK MPeIoCTaBIseT MOTHBIA HA00p HHCTPYMEHTOB
st pabotel ¢ 2D-rpadukoil, co3maHus HHTYUTHBHOTO uHTepdeiica ¢
NePETACKUBAHHEM OOBEKTOB U OT3BIBUMBON (DU3UKON MX IIPHIUIMAHUS, a TAKKE
JUTst OBICTPOY MTyOJIMKAITNN TIPOEKTa Ha MOOMIIbHBIC TIAT(OPMBI. ITO TIO3BOJISIET 32
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KOPOTKOE€ BpEMS IPOUTH IIyTh OT IPOTOTHIIA, TJ€ NMPOBEPSAETCS OCHOBA UTPOBOTO
nporecca, 10 TOTOBOIO MPOAYKTa B MarasuHax IMPUIOKEHUN.

Taxum oOpa3oM, IPOEKT MO cO3AaHUI0 UTphl «3amaatku» Ha Unity pemaet
HECKOJIBKO MPaKTUYECKHUX 3a/1a4: OH JAET ONBIT B KJIFOUEBBIX aClEKTax MOOMIbHOMN
pa3paboOTKu, BKJIIOYAs pealM3alMil0 TaKTUIbHOTO YIPABJIECHHUS U JIOTHKY
COOTBETCTBUSI OOBEKTOB, U CO3MAaET BOCTpeOOBaHHBIM mHponykr. Mrpa
OpPHMEHTHPOBaHAa Ha  MACCOBYK  ayAUTOPHUIO, HUIYIIYKD  OJHOBPEMEHHO
YCHOKAWBAIOIIMN W WHTYUTUBHO NOHATHBIM JOCYI C MIHOBEHHOM BU3YaJIbHOM
Harpaaou.

1.2 O630p uccjaeroBaHUM

A. E. YHapoBa npencraBuia pa3paboTKy MoOWIbHON urpbl «KycTyk» Ha
Unity it TOMIKOJIBPHUKOB M MJIQJIINX IIKOJHHUKOB Ha SIKYTCKOM si3bike [1].
[TocBaTun cratbio 0030py KIHOYEBBIX ATAOB, HEOOXOAMMBIX IS pa3padOTKU
KOMITBIOTEPHBIX UIP € JIBYXMEpHOW rpadukoii Ha miatdopme Unity B xaHpe
MPUKITIOUEHUSI C 3JeMeHTaMHu rojioBojioMok . A. ®acrt [2]. H.B. MakcumosB
paccMarpuBaeT MeToj pa3paboTku MoOwibHOW 2D wurpel «Bootur Jump» Ha
wiatdopme Unity [3]. Tlokazan nmporecc pa3paboTKu IByXMEPHOM 1aThOpMEHHON
UTpbl Ha UTPOBOM JBIKKE Unity ¢ MCIIOJIb30BaHUEM SI3bIKA MporpaMmMupoBanust C#
A.A. JIrobuu [4]. I.B. Mopo3oBa B pamkax paboTsl pazpaboTaia pazpuBaroiyto 2D
urpa-matdopmep A nerei, HanucanHas Ha Unity [5].

1.3 Ileanb uccieaoBanusi

[leapto gaHHOTO WCCIIEIOBAHUS SBISAETCS pa3padoTKa MOOWIBHON HIPHI
«GamnmaTkn» 1oj  omepanuoHHyr0 cucteMy Android ¢ UCHoOSb30BaHUEM
KpoccIiaTopMeHHOM cpebl AJIsl CO3/IaHUsI UHTePaKTUBHBIX 2D u 3D npusnoxeHuii
Unity.

2 MarepuaJjbl U METO/bI

Pazpabotka MoOumpHOM wurpsl «3amnatku» a1 OC  Android Oblna
peann3oBaHa B KpoccriaTGhopMeHHOM UTPOBOM JIBIKKE Unity, KOTOPBI BHICTYTIHII
B KauecTBe OCHOBHOTO ¢peiimMBopka misi co3fmanus 2D-rpaduku, peanuzanuu
bu3MKM O00BEKTOB, MOCTPOCHUS TOJIB30BATEILCKOTO MHTEpderica U yIpaBIeHUS
UTPOBBIMU  CIICHAMH, a BCS TMPOTpaMMHAasl JIOTMKA, BKIIOYas MEXaHUKY
TIepeTaCKUBAHMS 3aIIATOK M IMTPOBEPKY UX COOTBETCTBHUSI, ObLJIa HAITMCAHA HA S3bIKE
C# B uHTEerpUpOBaHHOM cpene pazpadoTku Visual Studio Community.

3 Pe3yabTaTsl

Pa3paboTka HaunHaeTcs ¢ MHUIMATU3alMu mpoekTa B cpenae Unity. Uepes
naynuep Unity Hub HeoOXxoaumo co3gaTh  HOBBIM — MPOEKT, BBIOpaB
CrienUaIM3upoBaHHbl  mabnon s 2D-paspabotku  (Universal 2D). Ilocrne
yKa3aHUsl HA3BaHUS MPOEKTa M €T0 PaCIOIOkKEHUs B (DailyIoBOI cUCTEME MPOIece
WHUIIMATTU3AlUN 3aBEPIIACTCS HAKaTHEM COOTBETCTBYIONIECH KHOMKH (cM. puc. 1).
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Pucynok 1 — Co3ganue nmpoekra

ITocne co3manusa mpoekta mo 1madmony Universal 2D, HeoOXxomumo
HACTPOUTH ero Jiyisi coopku o Android. J1ist 5T0oro He06X0AUMO MEPEHTH B MEHIO
File -> Build Settings. B oTkpsiBieMcsi okHe OTKpBITh Iiardpopmy Android B
cnucke u HaxaTh Ha kHomky Switch Platform. Unity naunér mnporecc
MEePEHACTPONKH MPOEKTA, UYTO MOXKET 3aHATh HEKOTOPOE BpeMs (CM. puc. 2).

{ @ suild Profiles o x

Android

Pucynok 2 — Hactpoiika nmpoekTa

Crnenyroliieii 3aaueil siBIsieTCS MOCTPOEHUE UTPOBOM clieHbl. [IpuoputeTHOM
SBJIIETCSI HACTPOMKAa KaMepbl, IOCKOJIbKY €€ TmapaMeTphl 3aJarT 00J1acTh
BUJIUMOCTH U (DyHJaMEHTAJIbHbIC BU3YaJIbHBIE CBOMCTBA MPOEKIIUU UTPOBOTO MHUpa
(cm. puc. 3).
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Pucynok 3 — Hactpolika kamepsl

Jlanee HE0OXOAMMO HMIIOPTHPOBATH BCE ITOATOTOBJICHHBIC TpadUUeCKHE
daiiasl (CpaiTel) B MPOCKT. J[JI 3TOro MepeMeCcTUTh UX M3 MPOBOJIHUKA B ITANKY
Assets/Sprites B okHe Project Unity (cm.puc.4).

@ Bocnputue - The pateh - Windows, Mac, Linu - Unity 62 (6000.21171)* <DX11> o x
File Edit Assets GameObject ces Jobs Tools Window Hel

Pucynox 4 — Jlo6aBnenue n3o0pakeHui

UtoOwl co3nath (PoH, HEOOXOAUMO TMEepeMecTuTh cmpalT background wus
nankyd Sprites Ha creHy. [lociie 3Toro B WHCIEKTOpe HEO0OXOIUMO HACTPOUTH
MO3MUIMIO, MaciiTad ¥ BBIPABHUBAHUE TaK, YTOOBI OH IOJHOCTBIO MOKPBIBAI
00J1acTh, KOTOPYIO BUAUT Kamepa (CM.puc.5).
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Pucynox 5 — Hactpoiika doHa urpsi

Jlanee ocyIecTBIseTCs HAOJIHEHUE CLIEHbI TpaduyecKuMu oobekTamu. JlJis
3TOr0 3apaHee CO3JaHHbIC CIPANUThl UTPOBBIX 3JEMEHTOB HMIOPTHUPYIOTCA U3
nanenu Project B wmepapxuro cuensl (Hierarchy) ¢ mocnemyromeit pydHoi
paccTaHOBKOW B COOTBETCTBUU C UTPOBBIM JIU3aITHOM (CM. pHC. 6).

ty 6.2 (6000.211¢1)* <DX11> - o

s Jobs Tools Window Help

Pucynok 6 — JloOaBieHue cripaliToB Ha CIICHY

YtoOBl mpeaMeThl KOPPEKTHO OTOOpakalMCh W PEarupoBalid Ha JICUCTBHS
UTPOKA, JIJIs1 KQKJIOTO M3 HUX BPYYHYIO HACTpaWBaroTCs KoopauHaTel B Transform.
[Tocne aToro Kk 00BEKTY HOOABIISIOTCS JIBa OCHOBHBIX KOMITIOHEHTa: Sprite Renderer
st BuzyanbHoro mpenctasienuss u Circle Collider 2D ans co3manust 30HBI
(U3UYECKOTO WIIH JIOTHISCKOTO B3aMMOAeHCTBHS (CM.pHc.7).
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Pucynox 7 — JloGaBneHnue n300pa>keHUi 3a1IaTOK Ha CIEHY U UX HACTpOMKa

Jlist peasinzanuu 0ToOpaKeHUsI MHCTPYKIUNA M YBEJOMIICHUS O TTPaBUILHOM
JeWCTBUU HEOOXOMMO CO3/IaTh AJIEMEHTHI MoJib3oBaTeNibeckoro uaTepdetica (Ul). B
okHe Hierarchy uepes konTekcTHOe MeHIO f00aBbTe 00BeKT Panel (UI -> Panel), a
3ateMm cospaaiite BHyTpu Hero snemeHT Text (Ul -> Text) ayg BbIBOJa TEKCTOBBIX
COOOUIECHUH.

[Tocne nobGaBieHUs 3TUX PIEMEHTOB TpeOyeTcs UX JIeTajibHasi HAaCTpOHKa B
Inspector. [l KOppeKTHOro OTOOpa)K€HUsI Ha Pa3HbIX HJKpaHaX YCTAaHOBUTE
Anchors B nenrpansHoe nonoxenue (0.5, 0.5). 3arem 3anaiite (GUKCUPOBAHHBIN
pasmep mnaHenu, ykazaB Width: 1049.1 u Height: 481.5. Jlns BusyaibHOrO
opopmiieHuss B koMroHeHTe Image BbriOepuTe (HOHOBBIM cHpailT B moje Source
Image, HactpoiiTe 1BeT u mpo3padyHocTs B mapamerpe Color, a B kauecTBe TUMA
oToOpakeHus ycranopute Simple (cm.puc.8).

E-B-§-E=

Pucynok 8 — Hactpoiika nanenu

3areM BBINOJHSETCS JleTalbHas HACTpPOMKAa TEKCTOBOro Oyioka ¢
yBegomiienneM «lIpaBuibHo!». B komnonente Text (Legacy) BeiOupaercs mpudt
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PlaypenSans-VariableFont wght ¢ Hauepranuem Bold u ycranasiuBaercs: pazmep
150 myHKTOB 1711 0OecredyeHus] BHICOKOM YMTAaeMOCTH M BU3YaJbHOTO AaKICHTA.
['eoMetpust rneMenTa 3agaercs B komnonente Rect Transform, rae guxcupyrorcs
mupuHa 1041.7 u Beicota 347.8, a saxops (Anchors) ycTaHaBIMBaIOTCS B
neHtpainbHyto mosuinuio (0.5, 0.5), uro obecneynBaeT CTaOWJIBHOE U
HEHTPAIM30BAaHHOE PACIIOJIOKEHUE HA JIIOOOM pa3pelleHuH dKpaHa. 3aBepliacTcs
HACTpOMKa OINpeeTICHUEM BU3YyaIbHBIX CBOMCTB TEKCTA: BHIOUPAETCS IIEHTPATIbHOE
BBIPABHUBAHUE 110 TOPU3OHTAIN M BEPTHKAJIH, 33JAETCS 1IBET, COOTBETCTBYIOIIHI
oO1ieit manutpe uHTepdeiica, U Mpyu HEOOXOAUMOCTH AKTUBUPYETCSI IEPEHOC CTPOK
JUTSE TAPMOHUYHOTO M COATaHCUPOBAHHOTO OTOOPaKEHHsI YBEIOMIICHUSI B UTPOBOM
npocTpaHcTBe (cM.pHuc. 9).

Pucynok 9 — Hactpoiika TEKCTOBOTrO 3JIeMEHTa MaHEeIu COOOIIECHUMA

Jiist TekcToBOTO 351eMenTa HacTpauBaeMm mpudt Pangolin-Regular ¢ sxupHbim
HayepTaHWUeM M pa3MepoM 65 TMyHKTOB C >KUpHbIM HauyepTanuem Bold,
BBIPaBHUBAHUE MO LIEHTPY, BKiItouaeM noanepxkky Rich Text nns popmarupoBanus,
a B Rect Transform 3amaem Tounsie pazmepsl TekcToBoro mossi: Width 1064, Height
344,7, n ycranaBnuBaeMm sikopst Anchors ¢ neatpom B Touke (0.5, 0.5) (cm.puc.10).

Paccmotpu
BHUMATEAbHO KAPTUHKU.
Mod6epu 3anAaTky
kaxdomy koBpuky

H- B -2

PHcyHOK 10 — Hactpolika H”HCTPYKIUH UTPBI
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Jlnis koppekTHOM (pukcaruu GpparMeHTOB 3aIUIATKH B CBOMX SYEHKaX MOCIe
no0aBiieHUsT BCeX HM300paKE€HUM Ha CIEHY HEOO0XOJUMO CO3JaTh CHEIHalIbHbIC
TPUITEPHBIE 30HBI B MECTAX OTCYTCTBYIOIIUX 3aIUIATOK. JTO BBIMOJHSIETCS MyTEM
co3nanus B uepapxum (Hierarchy) TpéX mycThIX HTPOBBIX OOBEKTOB C MMEHAMH
Zonal, Zona2 u Zona3. Jlyis kaxaoro u3 3Tux o0bekToB B HHCcIekTope (Inspector)
TpeOyeTcs mocienoBareybHas HACTPOilKa: CHauasa 3aJaloTcsl TOUHbIE KOOPAMHATHI
no3unuu (Transform) B COOTBETCTBUU C PACTIONIOKEHUEM 1I€JIEBBIX SIUEEK HA paMKe
nasna, 3areM gobasmisercs komrnoHeHT Box Collider 2D, koTopslii HacTpauBaeTcs B
pexxuMe Tpurrepa aktuBupyetcs onmus Is Trigger u ero pa3mep NOArOHSAETCS MOJ
rabaputel suerku. i opranu3anuy KOppEeKTHOIO B3AUMOIEHCTBHS B JIOTUKE UT'PbI
PEKOMEHIYETCsl TaKKe Ha3HAYUTh ATUM OOBEKTaM OTaenbHBIA cnoil (Layer) u
yHuKanbHbI Ter (Tag), urto ympocTHT 00pabOTKy COOBITHII CTOJNKHOBEHHS B
ckpuntax (cM. puc. 11).

@ Bocnpusve - The patch - Windows, Mac, Linux - Unity 6.2 (60002.11f1)* <DX11> - a X
file Edit Assets GameObject Component Services Jobs Tools Window Help

0O v Box Collider 2D

N e
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Pucynox 11 — JloGaBneHue 30H I 3aIUIaTOK U UX HACTPONKA

-
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Hanee neoboxomumo coszmatb GameManager nnst ynpaBieHus urpbl. Jlis
sToro HeooxoauM B Hierarchy co3nmark mycToil UTpOBOM OOBEKTOB Uepe3 MpaBbIit
kiuk 1 BeiOupaem Create Empty, u mepeumenoBsiBaem B GameManager.

Jlnsa kommonenta GameManager Heodxoaumo co3aaTh ckpunt PatchGame.

Ckpunt PatchGame mpezactaBisier co00ii MOJHOIICHHYIO UTPOBYIO CHCTEMY
JUTSL CO3JTaHUSI MHTEPAKTUBHOM TOJI0BOJIOMKH B cpezie Unity. OCHOBHAsI KOHIICTIIIUS
UTPbl CTPOUTCA BOKPYI MEXaHUKM '3amiatok", Tie WIrpoKy HEOO0XO0IuMO
NepeTacKMBaTh JJIEMEHTbl C  BBIPE3aHHBIMM  OOJACTAMU  (IbIpKaMHU) Ha
COOTBETCTBYIOIIME IIEJIEBBIC 30HBI JIsl BOCCTAHOBIICHUS IIETIOCTHOTO N300pakeHN .
DTOT TUN TeHMIUIesT OCOOCHHO TOMYJSApeH B 00pa30BaTENbHBIX M Pa3BHBAIOIINX
NPUIIOKEHUSAX JUISl IETe, a Takke B Ka3yaJbHBIX UIpax, rie TpeOyeTcs pa3BUTHE
IPOCTPAHCTBEHHOT'O MBIIIJIEHUS 1 MOTOPUKH.
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HUrpoBon mnpouecc HMHTYUTMBHO IIOHATEH: HA DJKpPaHE pPACIOJIAraroTCs
HECKOJIBKO OOBEKTOB C OTBEPCTUSIMU HEMPAaBUIBLHOW (POPMBI, a UTPOK JIOJKEH
HaWTH Ui KaXKJOW "3arulaTku' MpaBUIBHOE MECTO HAa OCHOBHOM HM300pa’kKE€HUHU.
[Ipy ycmemHOM pasMElICHMM BU3YaJIbHO IIPOSBILIETCS  CKpBITas  4acTh
U300paxkeHusl, co3aaBasi yJIOBIETBOPsIOMMA 3ddexT 3aBepiieHHOCTH. CKpUNT
pa3paboTaH ¢ y4yeToM KpocCIUIaT(OPMEHHOCTH, MOJAECPKHUBasi YIPABICHUE Kak
CEHCOPHBIM BBOJIOM Ha MOOWJIBHBIX YCTPOMCTBaX, TaK U TPaJULMOHHBIM
YIPaBIECHUEM MBIIIBIO HA IEPCOHAIBHBIX KOMITBIOTEPAX.

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.InputSystem;
using System.Collections;

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

public class PatchGame : MonoBehaviour
{
[System.Serializable]
public class PatchItem
{
public GameObject patchObject; // OBBbeKkT 3amiaTky (C OEPKOM)
public GameObject targetObject; // leneBoy KOOPUK (IIOJIHBEIA CHPANT)
public float snapDistance = 1.0f; // HOucTaHumsa OJd NOPUTATUBAHUSL
[HideInInspector] public Vector2 startPosition; // HauanbHas nosmumus
[HideInInspector] public bool isInPlace; // ®nar npaBUIILHOT'O I[IOJIOXEHMSI

}

[Header ("Patch Elements") ]
public List<PatchItem> patches = new List<PatchItem> () ;
public GameObject winMessage; // Coobuenue o nodeme (ONUMOHAJIBHO)

[Header ("Game Settings")]
public float returnSpeed = 10f; // CkxopocTb BO3BpaTa 3allJIaTKM

public string menuSceneName = "Menu";

[Header ("Audio Settings")]

public AudioClip patchPickupSound; // 3BYK IpM B3ATUM 3BarjaTKu
public AudioClip patchReturnSound; // 3BYK NpM BO3BpATE 3alJjaTKu
public AudioClip patchCorrectSound; // 3BYK IpM NPaBUJILHOM pas3MelleHUN
public AudioClip gameCompleteSound; // BBYK NpPU BaBEPUEHUN WUIPH

[Header ("UI Elements")]
public Text winText; // AnbTepHaTmBa: ucnose3yiirTe Ul Text BmecTo GameObject

private PatchItem currentDraggedPatch;

private Vector2 offset;

private Camera mainCamera;

private bool isCompleted = false;

private AudioSource audioSource;

private bool isReturning = false; // dmar nng aHMMalUMM BO3BpaTa
private Vector2 pointerPosition; // Tosuumsa ykaszaress

// Ccruika Ha Input Actions

private PlayerInput playerInput;

private InputAction touchPositionAction;
private InputAction touchPressAction;

void Start ()
{

mainCamera = Camera.main;

// Tlomyuaem mnu poBasiigeM AudioSource
audioSource = GetComponent<AudioSource> () ;
if (audioSource == null)
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{

audioSource = gameObject.AddComponent<AudioSource> () ;

}

// Tomyuaem kommnoHeHT PlayerInput
playerInput = GetComponent<PlayerInput>();
if (playerInput == null)
{
playerInput = gameObject.AddComponent<PlayerInput>();

}

// HactpamBaem Input Actions
SetupInputActions();

InitializePatches|();

// CkpoiBaeM cooOumeHue O nobele, eCyiM OHO CylleCTByeT
if (winMessage != null)
{

winMessage.SetActive (false);

}

// CkpblBaeM TekCT O nobeme, €CiyM OH CylEeCTBYeT
if (winText != null)
{

winText.gameObject.SetActive (false);

}

void SetupInputActions ()
{

// Cos3maeMm MNpOCTHE HOENCTBUS
var touchActionMap = new InputActionMap ("Touch");

// Iemcrere IOJd HO3MLMUM KacCaHMd /MBI

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

// DIemcTBme nja HaxaTuda/KacaHusd

touchPressAction = touchActionMap.AddAction ("Press",
InputActionType.Button,
"<Pointer>/press");

// TlomnucelBaeMCd Ha COOBITUSA
touchPressAction.started += ctx => OnTouchStarted(ctx);
touchPressAction.canceled += ctx => OnTouchEnded (ctx) ;

// BxkJjouyaeM IelcTBUSA
touchActionMap.Enable () ;

}

void OnTouchStarted (InputAction.CallbackContext context)
{

if (isCompleted || isReturning) return;

// TojyyaeM MNO3ULMIO yKa3aTessd
pointerPosition = touchPositionAction.ReadValue<Vector2>();
TryStartDrag (pointerPosition) ;

void OnTouchEnded (InputAction.CallbackContext context)
{

if (currentDraggedPatch == null) return;
EndDrag () ;

void InitializePatches|()

{

foreach (var patch in patches)

{
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if (patch.patchObject != null)

{
patch.startPosition = patch.patchObject.transform.position;
patch.isInPlace = false;
AddColliderIfMissing(patch.patchObject) ;

// IDesaem samjiaTky (OHPKY) [IOJHOCTBIO BUIOVMOM M3HAUYAJIBLHO
SetPatchAlpha (patch.patchObject, 1f);

// YBemmmcs, UTO KOJUJIAMIEp BKJIOUEH

Collider2D collider = patch.patchObject.GetComponent<Collider2D> () ;

if (collider !'= null)
collider.enabled = true;
}
else
{
Debug.LogError ("B cmnmucke patches ectr nycrom patchObject!");

}

// CkpblBaem LeJIeBOM OOBEeKT (IOJIHBI KOOPMK) M3HAUAJBLHO
if (patch.targetObject != null)
{
SetPatchAlpha (patch.targetObject, 0f);
}
else
{

Debug.LogError ($"3annarka {patch.patchObject?.name} He

Ha3HAUeHHOTO targetObject!");

}

}
}

void Update ()

{

}

if (isCompleted) return;

// OBHOBJISEM MNO3ULMID yKazaTejsd
if (touchPositionAction != null && touchPositionAction.enabled)
{

pointerPosition = touchPositionAction.ReadValue<Vector2>();

}

// Eciu neperTacKuBaeM 3alljlaTKy, OOHOBJIIEM ee I[103MLMI
if (currentDraggedPatch != null && !isReturning)
{

UpdatePatchPosition() ;

void UpdatePatchPosition ()

{

}

if (currentDraggedPatch != null && !isReturning)
{

Vector2 worldPos = mainCamera.ScreenToWorldPoint (pointerPosition);

mmMeeT

currentDraggedPatch.patchObject.transform.position = worldPos + offset;

void TryStartDrag(Vector2 inputPosition)

{

if (isReturning) return;

Vector2 worldPos
RaycastHit2D hit

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

if (hit.collider != null)
{
foreach (var patch in patches)

{

if (hit.collider.gameObject == patch.patchObject && !patch.isInPlace)

{
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currentDraggedPatch = patch;

offset = (Vector2)patch.patchObject.transform.position - worldPos;

// BOCHPOM3BONNVM 3BYK B3ATHS 3allJIaTKU
PlaySound (patchPickupSound) ;
break;

}

void EndDrag ()
{

if (currentDraggedPatch == null) return;

// YCOBEPUEHCTBOBAHHASL JIOTMKA: IIpoBepseM, HaxXOOMUTCS JIM 3aljlaTka HaL CBOUM

LeJIeBEIM OOBEKTOM

Vector2 patchPos = currentDraggedPatch.patchObject.transform.position;
Vector2 targetPos = currentDraggedPatch.targetObject.transform.position;

float distance = Vector2.Distance (patchPos, targetPos);

// VcnomnbsyeMm koJulanmep mJisg 6ojiee TOUYHOT'O ONpenesieHMs IolamaHus

Collider2D patchCollider
currentDraggedPatch.patchObject.GetComponent<Collider2D> () ;
Collider2D targetCollider

currentDraggedPatch.targetObject.GetComponent<Collider2D> () ;
bool isOverlapping = false;

if (patchCollider != null && targetCollider != null)
{

isOverlapping = patchCollider.bounds.Intersects (targetCollider.bounds);

}

// TlpoBepseM IOBa yCJIOBUSA: paccToauue MV MNepeKpHTHUe KOJIJIAUIEepOB
if (distance <= currentDraggedPatch.snapDistance || isOverlapping)
{

PlaceOnCobral() ;
}
else
{

StartCoroutine (ReturnToStartPosition()) ;

PlaySound (patchReturnSound) ;

currentDraggedPatch = null;
}

void PlaceOnCobra ()
{
// TlepeMemaeM 3aljlaTKy TOYHO B [IO3MLMO LIeJEeBOTO OOBeKTa
currentDraggedPatch.patchObject.transform.position
currentDraggedPatch.targetObject.transform.position;
currentDraggedPatch.isInPlace = true;

// OTkjouaeM KOJIJIaMmep y 3BaljlaTKy, UTOOH ee HeJib3s ObUlo OOoJiblle OBUIATH

Collider2D collider
currentDraggedPatch.patchObject.GetComponent<Collider2D> () ;
if (collider !'= null)

collider.enabled = false;

// BOT WCIPABJIEHVE: He CKphBaeM 3amjlaTkKy, a OCTaBJjigeM ee Ha MecTe!
// He sanyckaeM aHMMaLMVO UCUE3HOBEHMSA 3arjlaTKu

// StartCoroutine (FadePatch (currentDraggedPatch.patchObject, 1f, 0f, 0.3f));

// TJaBHO MOKa3EBaeM LEJIEBOM OOBEKT ([OJIHBI KOOPUK)
StartCoroutine (FadePatch (currentDraggedPatch.targetObject, 0f, 1f,

// BOCHNpPOM3BOOVM 3BYK MNPABUJILHOTO pas3MelleHUs
PlaySound (patchCorrectSound) ;

0.3f));
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// TpoBepseM yCJOBUE NOOEIL
CheckWinCondition () ;

IEnumerator ReturnToStartPosition ()
{

isReturning = true;
Vector2 startPos

GameObject patch

currentDraggedPatch.

startPosition;

currentDraggedPatch.patchObject;

while (Vector2.Distance (patch.transform.position, startPos) > 0.01f)
{
patch.transform.position = Vector2.Lerp (
patch.transform.position,
startPos,
returnSpeed * Time.deltaTime
)
yield return null;
}
patch.transform.position = startPos;
isReturning = false;
}
IEnumerator FadePatch (GameObject patchObject, float startAlpha, float endAlpha,

float duration)

{

SpriteRenderer spriteRenderer
if (spriteRenderer == null)

float elapsedTime 0f;
Color color spriteRenderer.color;

while

{

(elapsedTime < duration)

elapsedTime += Time.deltaTime;
float alpha

color.a = alpha;
spriteRenderer.color = color;
yield return null;

}

color.a = endAlpha;

spriteRenderer.color = color;

}

void SetPatchAlpha (GameObject patchObject,
{

SpriteRenderer spriteRenderer

if (spriteRenderer != null)

{
Color color = spriteRenderer.color;
color.a = alpha;
spriteRenderer.color = color;

}

else

{

Mathf.Lerp (startAlpha,

patchObject.GetComponent<SpriteRenderer> () ;
yield break;

endAlpha, elapsedTime / duration);

float alpha)

patchObject.GetComponent<SpriteRenderer> () ;

Debug.LogWarning ($"06wekT {patchObject.name} He mmeeT SpriteRenderer!");

void CheckWinCondition ()
{

foreach

{

(var patch in patches)

if (!patch.isInPlace) return;

}

StartCoroutine (CompleteGame ()) ;



[Toctymnat. 2026. Nol

ISSN

2414-4487

IEnumerator CompleteGame ()

{

}

isCompleted = true;

// BOCHNpPOM3BOOVM 3BYK 3aBEPUEHMUS MIPHL
PlaySound (gameCompleteSound) ;

// TlokaseiBaeM coolueHue o nobeme, €CJM OHO €CTb
if (winMessage != null)
{
winMessage.SetActive (true);
}
else 1f (winText != null)
{
winText.gameObject.SetActive (true);
}
else
{
Debug.Log ("lloBenma! Bce 3anjaTky pas3MelleHH IOpaBuibHO!") ;

}

// XKmem 2 CekyHIH Mepel NepexOomoM B MEHI
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;

// CkpoiBaem coofueHre O mnobeme, e€CiM OHO eCThb
if (winMessage != null)
{

winMessage.SetActive (false);

}

if (winText != null)
{
winText.gameObject.SetActive (false);

}

foreach (var patch in patches)

{
patch.patchObject.transform.position = patch.startPosition;
patch.isInPlace = false;

// BrIOUAEM KOJIJIaMOep y 3alljlaTKyu

Collider2D collider = patch.patchObject.GetComponent<Collider2D> () ;

if (collider !'= null)
collider.enabled = true;

// BoccTaHaBAMBaeM BUIMMOCTL 3alljlaTKU (OBIpKM)
SetPatchAlpha (patch.patchObject, 1f);

// CKpblBaeM LeJieBOM OOBEKT (IMOJIHBE KOBPUK)
SetPatchAlpha (patch.targetObject, 0f);
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void PlaySound (AudioClip clip)
{

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

{
audioSource.PlayOneShot (clip) ;

}
}

void OnDisable ()
{

// OTnuceBaeMcsa OT COOBITMIA NPM OTKJIOUYEHUM OOBEeKTa

if (touchPressAction != null)

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

}

// Merom mjg HACTPOMKM Uepes MHCIEKTOP (BBIBHIBAETCS NPU WM3MEHEHMM SHAdYeHU B
MHCIIEKTOpPE)
void OnValidate ()
{
// YBemmmcs, urTo snapDistance He oTpuLATEJbHBIA
foreach (var patch in patches)

{
if (patch.snapDistance < 0.1f)

{
patch.snapDistance = 0.1f;

}

[Tocne cosmanust ckpunta PatchGame HeoOxoauMo [100aBUTH €ro K
koMIioHeHTy GameManager, AJIs 9ero CleayeT IMepeTanuTh (aiiin cKpurra Ha
oowekT GameManager B okne Hierarchy. [locie sToro B okne Inspector mosiBarcs
HACTpanBaeMble TMapaMeTphl CKPHUMTA, KOTOpble HEOOXOAMMO 3aloJHUTh B
COOTBETCTBHUM C Jorukou urpel. B pasznmene Patch Elements npencraBnen maccus
AJIEMEHTOB, KaXJIbIH M3 KOTOPBIX BKItO4aeT 1mojs Patch Object, Target Object u
Snap Distance. B mone Patch Object mist kaxxaoro aineMeHTa Hy>KHO TIepETaIIuTh U3
CIIEHBI TOT UTPOBON OOBEKT, KOTOPBIM OYJET BBIMOJHATH POJIb IMEpeMeniacMoiu
sarmtatku. B mone Target Object cienyeT ykazaTh 1eleBOH OOBEKT, K KOTOPOMY
JIOJKEH OBbITh MprcoeMHEH cooTBeTCTBYIoMmMM Patch Object. Uucnosoe nmosne Snap
Distance ompenenseT MaKCUMajdbHOE PACCTOSIHHE, TPH KOTOPOM TIPOUCXOIUT
aBTOMATHYECKOE NMPUTATUBAHUE MaTya K 1[I — MEHbIIIeE 3HaUCHHE TpeOyeT OoJiee
TOYHOTO MTO3UIIMOHUPOBAHUS UTPOKOM.

B paznene Game Settings naxoautcs mapamerp Return Speed, 3amaronuii
CKOPOCTbH BO3BpaTa Mmarda Ha UCXOJIHYIO MTO3HIINIO B CIydae €ro OTIYCKaHUs BIalu
OT 11T, a Takke mosie Menu Scene Name, Kyaa HEOOX0IUMO BIUCATH TOUHOE MM
CIIEHBI TJIABHOTO MEHIO, Harpumep, MainMenu, 111 KOPPEKTHOTO MEPEXo/ia Mmocie
3aBepmieHus Wrpel. Paszmen Audio Settings comepXuT TONS i Ha3HAYCHUS
3BYKOBBIX 3 ekToB: Patch Pickup Sound ans 3Byka mogusitust mataa, Patch Return
Sound nnsa 3Byka ero Bo3Bpara, Patch Correct Sound nnsi curHana ycremrHoro
coenunenus u Game Complete Sound nns Bocmpou3BEJAEHUS TPH TMOTHOM
3aBEpIICHUM YPOBHI. B Kaxaoe H3 3THUX MOJEH HYXHO [EPETAllUTh
COOTBETCTBYIOIINN ayTHOKIIHIT U3 AKX ITPOCKTa.
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B paznene Ul Elements TpeOyeTtcst cBA3aTh BU3yalbHbIE KOMIIOHEHTHI: B MOJIE
Win Message Panel ciaemyer meperamutbh o0bekT nanenu U, xotopas Oyner
otoOpaxaThbcsi mpu moodene, a B mone Win Text — TEKCTOBBI KOMITOHEHT,
HaXOSIIUKACS BHYTPU ATOW TAHEINH, IS BBIBOJIA TIO3IPABUTEIBHOTO COOOIICHUSI.
[Tocrme 3amoyiHEHUsT BCEX IMapaMeTpOB BAXXHO YOCAWTHCS, YTO TEpeTallcHHBIC
OOBEKTHI CYIIECTBYIOT B CIICHE, MMEHA CIICH yKa3aHbl BEPHO, ayIWOKJIHITBI
TIOJIKJTFOUEHBI KOPPEKTHO, a 3HAYCHHUS PACCTOSHUH M CKOPOCTEH COOTBETCTBYIOT
KeJlaeMoOMy HUTpOBOMY OanaHcy. 3aTeM CJeIyeT COXPaHHTh CIEHY M IMPOBECTU
TECTUPOBAHUE, YTOOBI YIOCTOBEPUTHCS B MPABHIBHOCTH PAOOTHl MEXaHUKU
PUCOEANHEHHUS MaTyeii, BOCIPOU3BEICHUS 3BYKOB U 0TOOpakeHUsI HHTEP(HEHCHBIX
AJIEMEHTOB. (cM. puc. 12).

Pucynok 12 — Jlo6aBnenue ckpunra k komrnonenty GameManager u ero
HACTpOWKa

WToroBelit pe3ynbTaT co3anus Urpbl «3armiaTkm» (cm. puc.13).

PaccmoTpu
BHUMOTEABHO KAPTUHKU.
Mod6epu 3anAatky
kaxdomy koBpuky

Pucynok 13 — 'oToBas urpa «3amiaTkm»
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4. BuIBoOabI

B pamkax paHHOM pa0®oThl ObUI peanu3oBaH MPOLECC CO3JIaHUA
oOpa3oBarenbHON Wrpel «3ariatku» B KpoccmuargopmenHoit cpene Unity,
JEMOHCTPUPYIONIUI TMOJHBIM LUK Pa3pabOTKH HMHTEPAKTUBHOTO MPHUIOKEHUS.
HaydHast ctathsi MOXKET OBITh MCIOJIb30BaHA B Kay€CTBE OCHOBBI JIJISI U3YUCHUS
IPOrpaMMUPOBAHMS, TPOSKTUPOBAHUS TOJIB30BATEIbCKUX UHTEp(]EcoB, a Takxke
KaK MOJENb JJIS CO3JIaHHuS COOCTBEHHBIX JMAAKTUYECKUX M Pa3BUBAIOIIMX
MPWIOKEHUH B aKaIeMUYeCKON 1 TPo(eCcCHOHaIBHOM cpee.
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