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Co3nanmne KOMNbIOTEPHOIT UTPHI «KOOBIKHOBEHHBIE IPO0H U CMEIIAHHbIE
yuciaa» Ha Unity

Tonybesa Eeeenus Ilasnoena
Ilpuamypckuii 2cocyoapcmeennwiii ynugepcumem umenu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

[lenp craThu — co3gaHUE KOMIBIOTEpHON Hrpsl «OOBIKHOBEHHBIE IpoOU U
cMmemanueie uncia» Ha Unity. [Jlnsg co3gaHus wurpsl Oblla  MCHOJB30BaHa
KpocciiaropMeHHasi cpeAa g CO3JaHUsl UHTepakTuBHbIX 2D- u  3D-
npuitoxxenuid Unity, kotopast mo3Boisietr co3naBaTh 2D-Urpel, UCTIONB3YsI MOIIHBINA
¢u3znyecKkuil IBUKOK M BHU3yaJbHble MHCTPYMEHTHI. B pesynbraTe paboThl Oblia
co3/1aHa KoMIbIoTepHast Urpa «OObIKHOBEHHBIE APOOU U CMEILIaHHBIE YHCIIaY.
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Creating a computer game «Common Fractions and Mixed Numbers»
using Unity

Golubeva Evgeniya Pavlovna
Sholom-Aleichem Priamursky State University
Student

Abstract

The purpose of this article is to create a computer game "Common Fractions and
Mixed Numbers" using Unity. To create the game, we used Unity, a cross-platform
environment for creating interactive 2D and 3D applications, which allows us to
create 2D games using a powerful physics engine and visual tools. As a result, we
created a computer game called "Common Fractions and Mixed Numbers."
Keywords: Unity, game, fractions.

1 BBenenue

1.1 AKTyanabHOCTH

OnHolt M3 BaXKHEHIIMX TEHACHIIMA Pa3BUTHS COBPEMEHHOTO OOpa30BaHUS
ABygeTCsl ero IudpoBU3alMs, TMpeanoararomas MpuMeHeHne UU(poBbIX U
CMEUIaHHBIX TEXHOJOTUM, pa3pabOTKy HWHTEPAKTUBHBIX (QOopM o0O0yuYeHus u
MPOCKTUPOBAHUE HOBBIX IU(MPOBBIX CpeACTB oOydeHHs. B KoHTekcTe 00ydeHus
MaTeMaTHKe [u(POBHU3AIMS MO3BOJIAET CleNaTh 00pa3oBaTeIbHbIN Mpolecc 0oee
UHTEPECHBIM W  JIOCTYIHBIM Ojarojaps NpPaKTUYECKH HEOrPaHWYCHHBIM
BO3MOYKHOCTSIM BU3yaM3aliii a0CTpakTHBIX MOHATHH. B kadectBe 2 pexTuBHOTO
cpeacTBa o0yueHUs MaTeMaTUKE B IIKOJIE BCE Yallle MpejiaraeTcsi UCIoIb30BaTh
nupOBbIE JUAAKTUUECKUE WIPbI, 00JaJalolue 3HAUYUTEIbHBIM MOTEHIIMAIOM B
(GbopMUPOBAHNH Y MIKOJIBHUKOB MAaTEMAaTHYECKUX U JOTHUECKUX YMEHUH, a TaKxKe
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M03HABATEJIbHON MOTHUBALMU. AKTYaJbHOCTh JAHHOTO HAamNpaBleHUs 00yCIOBIIEHA
HEOOXOJMMOCTBIO Pa3pabOTKU TaKWUX CPEJACTB OOYyYEHHs, KOTOpble HE TOJIbKO
CIIOCOOCTBYIOT Pa3BUTHIO MaTEeMaTHYECKUX YMEHUM, HO U COOTBETCTBYIOT
3ampocam yyaniuxcs HugpoBoro nokojaeHus kK Gpopme nogaun nHGOpMAILIUH.

MHoOrO4YHCIeHHbIE  HMCCIENOBAaHUA  MOATBEPXKIAlOT  3(PGHEKTUBHOCTD
MPUMEHEHUSI UTPOBBIX U KOHTEKCTHBIX TEXHOJIOTHI B 00pa30BaHUM JIJIsl TIOJTyUYECHHUSI
OTpeIeIEHHBIX 3HAHUW, YMEHUN U HABBIKOB, a TaKXe JJI1 Pa3BUTHS JIOTMUYECKOTO
MBIUICHNs. WTrpoBble TMPaKTUKU CIIOCOOCTBYIOT (DOPMUPOBAHUIO YCTONYHBBIX
KOTHUTHUBHBIX CTPYKTYp ¥ TIOBBIMIAIOT BOBJICUEHHOCTH YYaIIUXCS B YYCOHYIO
JeSTENIbHOCTD. J[aHHbIE MEXAYHApOAHBIX 0030POB CBUIECTEIHLCTBYIOT O TOM, YTO
urpoBoe odydenue (Game-Based Learning) 3HaunTeIH-HO yIydIliaeT KOTHUTHBHBIE
pe3yabTaThl, BKJIIOYAs KOHIIETITyaJlbHOE TTOHUMAaHUE, HABBIKU PELICHUS MTPOOJIeM U
KpuTHdeckoe  MbinuieHue.  OcoOEHHO  TMEPCTIEeKTHBHBIM  MPEICTABIACTCS
UCIIOJIb30BAaHUE KOMIIBIOTEPHBIX WIP, KOTOPbIE TMO3BOJISIOT BU3YaJIU3UPOBATH
abCTpaKTHbIE MaTEeMaTUYECKUE TMOHSTHs, 00€CIIeUNBAIOT MTHOBEHHYIO OOpaTHYIO
CBSI3b M CO3JAIOT Cpeay Uil HENpPOU3BOJBHOIO OOyUYEHHUs Yepe3 HIPOBYIO
NESTEIbHOCTD.

Br16op mnatgopmbr Unity kak HHCTpyMeHTa pa3pabOoTKu 00pa30BaTebHbBIX
urp. Cpelu HHCTPYMEHTOB pa3pabOTKK 00pa30BaTENIbHBIX UTPOBBIX MPHIIOKEHUIN
ocoboe MecTto 3aHMMaeT wurpood aBmwkok Unity. Jlannas miatdopma
3apeKoOMeHJIoBaja ce0sl Kak 3(PPEeKTUBHOE CPEACTBO CO3/IaHMS MHOTIOYPOBHEBBIX
00pa30BaTEeNbHBIX WIP, MPOLICAIINX BATUIAIUIO MO KPUTEPUAM BAIUTHOCTH,
NpaKkTUYHOCTH U 3PPexTuBHOCTU. Unity IperocTaBiIsieT MUPOKUE BO3MOKHOCTH
JUTS. BU3yaIn3alii yaeOHOro MaTepuaia, pa3pabOoTKH WHTEPAKTUBHBIX MEXaHHUK U
CO3/IaHWsI WMMEPCUBHBIX CpeJl, CIIOCOOCTBYIOIIMX TIOBBIIICHUIO MOTHBAIIH
yuamuxcs. OneIT pa3paboTKu oOpa3zoBaTesibHBIX Urp Ha Unity AeMOHCTpUpPYET
BBICOKMW YpOBEHb BOBJICUYEHHOCTU TMOJb30BaTENIe - HAmpuMep, B OJHOM U3
IPOEKTOB OOLIMI MOKa3aTesb yIOBICTBOPEHHOCTH UIPOBBIM IMPOLIECCOM JOCTHUT
85,6%.

HecMoTps Ha MMPOKHIL CHEKTP CYIIECTBYIOMUX UMPOBBIX UHCTPYMEHTOB
Ui O0y4YeHUs MaTeMaThKe - JJIEKTPOHHBIX KYypPCOB, HWIPOBBIX IIATHOPM,
oOpa3oBaTeNbHBIX KBECTOB - HaOMIOAAaeTcs NeDUIMT KOMILIEKCHBIX HIPOBBIX
pEIICHU, TeJIeHANMPaBICHHO Pa3padOTaHHBIX ISl OTPAOOTKA HABBIKOB PaOOTHI C
OOBIKHOBEHHBIMH APOOSIMH M CMEIIAHHBIME YrciiaMu. CyIIecTBYIOIINE pa3padoTKu
4aCcTO MPECTABIAIOT COOOW OT/IEIbHBIC TECTOBBIC 3aJaHMsI HJIM TIPE3CHTAIINH, a HE
MOJTHOIICHHBIE ~ WTPOBBIE  TPUJIOKEHUS, HMHTETPUPYIOIIHE 00pa3oBaTeIbHOE
coJiep>KaHue B YBJIEKATEJIbHBIA UTPOBOM mporiecc. Takum 00pa3oM, akTyalbHOCTh
HACTOAIIETO HCCIEAOBAHUS OMPENeNsIeTcss He0OXOMUMOCThIO pa3paboTKu U
CO3/IaHUsI KOMITBIOTEPHOUN UTPHI TIO0 TeMe «OOBIKHOBEHHBIE APOOU M CMEIIaHHBIC
yucia» Ha tatgopme Unity, KOTOpasi TMO3BOJHUT BOCIOJIHUTH CYIECTBYIOIIUN
npo0Gen B HWHCTpyMEHTapuu 1U(PpoOBOTO OOyUYeHHUS MATEMATHUKE, TOBBICUTH
MOTHBAIIMIO U KA4e€CTBO YCBOCHMS MaTepHalia y IMIKOJbHUKOB, a TAaKKE€ BHECTH
BKJIAJl B Pa3BUTHE TEOPUU U TPAKTUKA TEUMHPUKAIUA MATEMATUIECKOTO
oOpa3oBaHUs.
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1.2 O630p uccjenoBaHui

A. E. YuapoBa npencraBuiia pa3paboTky mMoOusibHON urpbl «KycTyk» Ha
Unity misi AOIIKOJIBHUKOB M MJIQJIIMX HIKOJBHUKOB Ha SIKYTCKOM si3bike [1].
[TocBaTun crarbio 0030py KIIOYEBBIX ATAOB, HEOOXOAMMBIX IS pa3pabOTKU
KOMITBIOTEPHBIX UTp C JIBYXMepHOW rpadukoir Ha miaatdpopme Unity B xaHpe
MPUKITIOUEHUS C 3JeMeHTaMu TojioBojioMok . A. ®act [2]. MakcumoB H.B.
paccMaTpuBaeT MeToj pa3paboTku MoOwinbHOW 2D wurpel «Bootur Jump» Ha
miatdopme Unity [3]. [Tokazan mporecc pa3pabOTKu IBYXMEPHOM TIaThOPMEHHON
UTPHI Ha UTPOBOM JBIKKE Unity ¢ MCTIOIb30BaHUEM SI3bIKA TporpaMmmupoBanus C#
JIrobuu A.A. [4]. 1.B. Mopo3oBa B pamkax paboThI pazpaboTaia pa3puBaromryto 2D
urpa-matdopmep s aerei, HanucanHas Ha Unity [5].

1.3 lean ucciaegoBanus

Ileap umcciemnoBaHuss — CO3JIaHUE KOMIBIOTEPHOUM HUTphl «OOBIKHOBEHHBIC
ApoOM U CMEUIaHHbIE YMCIIA» IMPH IIOMOIIM KpPOCCIUIAT(GOPMEHHON cpeabl s
co3anus MHTepakTUBHBIX 2D u 3D npunoxkenui Unity.

2 MarepuaJjbl U METObI

Jist co3manust urpsl «OOBIKHOBEHHBIE IpOOM W CMENIaHHBIE YHUCIa» B
KaueCTBE UTPOBOI0O ABMXKKA ObLIT BbIOpaH Unity, MOCKOIBKY OH OTJIMYAETCS HU3KUM
MOPOrOM BXOJa, HHTYUTUBHBIM MHTEP(HENCOM U BO3MOXKHOCTHIO HAaIIMCAaHUS KOJa
Ha C#. [lng penakTupOoBaHUsl CKPUITOB MCITOJIb30BAIACH MHTEIPUPOBAHHAS Cpela
pazpabotku visual studio community.

3 Pe3yabTaThl

Jist TOTO, YTOOBI IPUCTYIUTH K CO3/IAHUIO UTPBI, HEOOXOIUMO CO3/1aTh
HOBBII TpoekT B Unity. Jlis aToro Heobxoaumo BeIOpaTh B UNity hub penaep-
naimaita Universal 2D 1 Ha)kaTh KHOIIKY CO37aTh MPOEKT (CM. puc. 1).

R The Unity Al open beta s here. Install an agentic in-project Assistant, connect an Official MCP Server, and more.

2 Hub Hub update available
v318.3 Is now available and will install after restarting.

W Getsetup

& Projects New project

i
Templates configured with 2D Renderer.
Select an Editor version, then choose a template to start your project ~

& Read more

# 6000.0.40f1 A Security Alert LTS Unity organization
evgeniagolubeva336

Project name

@) drobi

Location

C:\Users\Zelectronic
Use Unity Version Control
High Definition 3D

42 sample

-+ Create project

Pucynok 1 — Co3ganue nmpoekra
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[Tocne co3manus mpoekTa Ha ocHOBe mabmona Universal 2D, Heo6xomumo
IpOBECTH 0A30BYI0 HACTPOMKY IO KOMITBIOTEPHYIO UTPY. B mepByio odepens, B
nactpoiikax nocrpoenus (File -> Build Profiles) cienyer nepexmounts miardopmy
na Windows (cm. puc. 2).

yindow
n Windows

Pucynoxk 2 — HacTpoiika npoekra

Jlanee HEOOXOMMO CO3/1aTh YEThIPE CIICHBI UTpPhI. [y 3TOro B manke Scene
HEOOXOMMO Ha)KaTh MPaBOW KHOIKOW MBIIIK IO TMAanKe, B MOSBHBIIEMCS OKHE
Haxath Create, u BeIOpaTh SCene, U Tak MOBTOPUTH TPH pa3a, TaK Kak MepBas ClieHa
y)Ke co3maHa aBroMatudeckd. Co37aHHBIC CIIEHBI HEOOXOAMMO MEPEUMEHOBATh.
Haspanwue nepBoii cuensl Scene_Start, Bropoii ciiensr Scene_LevelSelect, tpetnei
cuenbl Scene_Gameplay u yetBepToii ciiensr Scene_ Finish (cm. puc. 3).

File Edit Assets GameObject Component Services Jobs Window Help

Pucynok 3 — Co3nanue CiieH urpbl
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B manky image wHeoOXxomumo J100aBHTH 3apaHee IOATOTOBJICHHBIC
HU300paKeHUsl 1JI Urphl (CM. puc. 4).

File Edit Assets GameObject Component Services Jobs Window Help
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Pucynok 4 — JloOaBiienre n3o00paxeHui

Crnenyrommm 1maroM HEOOXOAMMO OTKPHITH cieHy Scene_Start. Jlannas
CIICHA COJICP’KHUT Ha3BaHHE UTPHI, OOpaIleHIE MEPCOHAXa K UTPOKY, TPABUIIA UTPHI
¥ KHOIIKY HavaTh Urpy. st Hauana HeoOXoIMMo co3aaTh 00bekT Canvas KoTopbii
CIY)KUT OCHOBOM IS  CO3JaHUSl  TOJb30BaTeIbCKOro  uHTEpdeiica. B
Hierarchy HeoOXomumMo HakaTh MPaBOW KHOIMKON MBIIIM ISl BbI30BAa MEHIO B
npoctpancTBe uepapxuu u Beiopats Ul -> Canvas. [lns Toro, uto6sl untepderic
pabotan koppektHo Canvas HeoOxomumo HacTpouTh. B pasmene inspector
HEo0X0IMMO BhIOpaTh clieayroline myHKThl: B Render Mode BeiOpats Screen Space
— Camera, B Render Camera nepenectu 00bekT kamepsl u3 Hierarchy, B Order in
Layer BBectu 1, a B Reference Resolution ycranoButs pazmepbl 1920 Ha 1080 (cMm.
puc. 5).

Pucynok 5 — Hactpoiika Canvas
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B Canvas tpebyetcs no6aButh 00beKT image mist hoHa urpsl. [locie sToro B
WHCTICKTOpE HEOOXOJUMO HACTPOWTH MO3UIMI0, MACIITad M BBIPABHUBAaHUE TakK,
9TOOBl OH TIOJHOCTBIO TIOKPBHIBAT 00JIACTh, KOTOPYIO BUIUT KaMmepa, a TaKkke B
paszeie image 100aBuTh H300paskeHHe OArOTOBICHHOT0 GoHa (CM. pHC. 6).
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Pucynok 6 — JloOaBnenue ¢pona

[Tocne coszmanue QoHa, HEOOXOAMMO CO3/aTh TPHU TAHENH, IUIS ITOTO B
Hierarchy HeoOXomumMo HakaTh TPABOW KHOIKON MBIIIM JJISI BbI30BAa MCHIO B
NpoCTpaHCTBEe Mepapxuu M BeIOpath Ul -> Panel, u nath Ha3BaHHWe MaHEIIM
titlePanel, greetingPanel u rulesPanel. B kaxnayro nmanenb HEOOXOAUMO 100ABUTH
NOJrOTOBJCHHBIE HW300pakeHus, B titlePanel moGamisiercs wu300paxkeHue ¢
Ha3BaHUEM UIPhI, B greetingPanel uzobpaxenue ¢ obparieHneM peIOKH K UTPOKY, a
rulesPanel wm3o0pakeHue ¢ npaBUIaMM WIPHI, a TaKXKe B JaHHYIO TaHEIb
HeoOXxouMo 100aBuTh KHOMIKY uepe3 MeHnto Ul -> Legacy-> Button, nns kHonku
HayaTh Urpy (cM. puc. 7).

@ My project (2) - Scene_Start - Windows, Mac, Linux - Unity 6 (6000.0.40f1) <DX11>

Pucynok 7 — Hactpolika crieHbl
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[locne HacTpoiiku cleHbl HeoOXoaumo co3aaTh ckpuntel StartUl u
GameManager. Ckpunt StartUl ympasisieT skpaHHOW MOCIEI0BAaTEILHOCTHIO Ha
cuene, a GameManager ympapiseT TI00adbHBIM COCTOSHHEM WIPBI, KOTOPOE
JIOJKHO COXPAHATHCS MEX/TY CIICHAMH.

Cxkpunrt StartUl:

using UnityEngine;
using UnityEngine.UI;
public class StartUI : MonoBehaviour
{
public GameObject titlePanel;
public GameObject greetingPanel;
public GameObject rulesPanel;
public Button startButton;
private bool titleShown = true;
void Start ()
{
titlePanel.SetActive (true);
greetingPanel.SetActive (false);
rulesPanel.SetActive (false) ;
startButton.gameObject.SetActive (false);
}
public void OnScreenClick ()
{
if (titleShown)
{
titlePanel.SetActive (false);
greetingPanel.SetActive (true) ;
titleShown = false;
}
}
public void OnGreetingNext ()
{
greetingPanel.SetActive (false);
rulesPanel.SetActive (true);
startButton.gameObject.SetActive (true);
}
public void OnStartButtonClick ()
{
GameManager.Instance.StartGame () ;

}

Cxpunt GameManager:

using UnityEngine;
using UnityEngine.SceneManagement;
public class GameManager : MonoBehaviour
{
public static GameManager Instance;
[Header ("Progress") ]
public bool[] levelCompleted = new bool[10];
private int selectedLevelIndex = -1;
private void Awake ()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad (gameObject) ;
Debug.Log ("GameManager MHMUMAJIM3MPOBAH U COXpaHEH.");
}
else
{
Destroy (gameObject) ;
Debug.Log ("JInuHuy GameManager yHMYUTOXeH.");
}
}

public static void EnsurelInstance ()
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{

if (Instance == null)

{

GameObject go = new GameObject ("GameManager") ;
Instance = go.AddComponent<GameManager> () ;
DontDestroyOnLoad (go) ;
Debug.Log ("GameManager cos3IaH abBToMaTHU4Yecku.");
}
}
public void StartGame ()

{
Debug.Log ("StartGame -> zarpyxaem Scene LevelSelect");

SceneManager.LoadScene ("Scene LevelSelect");

}
public int GetCurrentLevel ()

{
for (int 1 = 0; i < levelCompleted.Length; i++)

{
if (!levelCompleted[i])
{

Debug.Log ($"GetCurrentLevel: Boz3BpamaeMm {i} (ypoBenb {i + 1})");

return 1i;
}
}

Debug.Log ("GetCurrentlLevel: Bce ypOBHM NPOMIEeHHE, BO3BpamaeMm 10");
return levelCompleted.Length;

}
public bool IsLevelCompleted(int index)

{

if (index < 0 || index >= levelCompleted.Length) return false;
return levelCompleted[index];

}
public bool CanPlayLevel (int index)

{
bool result = index == GetCurrentLevel ();

Debug.Log ($"CanPlayLevel ({index}) = {result}");
return result;

}

public void LoadLevel (int index)

{

Debug.Log ($"LoadLevel: nomnubTKa 3arpysuTh ypoBeHb {index + 1}");
if (CanPlayLevel (index))
{
selectedLevelIndex = index;
Debug.Log ($"LoadLevel: sarpyxaem Scene Gameplay,
selectedLevelIndex={selectedLevelIndex}");
SceneManager.LoadScene ("Scene Gameplay");
}
else
{
Debug.Log ($"LoadLevel: ypoBenb {index + 1} He mocTymeH.");
}
}
public int GetSelectedLevel ()

{

return selectedLevellIndex;

}
public void CompletelLevel ()

{
if (selectedLevellIndex >= 0 && selectedLevellndex < levelCompleted.Length)

{

levelCompleted[selectedLevelIndex] = true;

Debug.Log ($"CompletelLevel: ypoBeHb {selectedLevellIndex + 1} oTmeuen
NpoVOeHHEM. ") ;

selectedLevelIndex = -1;

if (GetCurrentlevel () >= levelCompleted.Length)

Debug.Log ("CompleteLevel: BCe ypOBHM NpPOMIOEHH, 3arpyxaem Scene Finish");
SceneManager.LoadScene("Scene_Finish");
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else

{

Debug.Log ("CompletelLevel: Bo3BpamaeMmMca Ha Scene LevelSelect");
SceneManager.LoadScene ("Scene LevelSelect");
}
}
public void GoToLevelSelect ()
{
Debug.Log ("GoToLevelSelect") ;
selectedLevellIndex = -1;
SceneManager.LoadScene ("Scene LevelSelect");
}
public void ResetProgress ()
{
for (int 1 = 0; i < levelCompleted.Length; i++) levelCompleted[i] = false;
selectedLevellIndex = -1;
Debug.Log ("Progress reset");
SceneManager.LoadScene ("Scene LevelSelect");

YroObl MeXxaHUKa MTPbI paboTaia, HeoOXxoauMo co3naTh mycroir GameObject
u no0aBuTh K Hemy ckpunthl StartUl u GameManager, u HacTpouTh B UHCIIEKTOPE
(cM. puc. 8).

File Edit Asse ct G vices Jobs Window Help

e— T v Start Ul (Script)

WHTepaktveHan urpa «0BbikHOBEHHbIE 4pobn
W CMEeLaHHble Ynucna»
!

Pucynok 8 — Hactpoiika GameObject

Jlnst Toro, 4TOOBI NP HAKATUW HA SKpaH MAHEIH MOSBISUIUCH MO0 OYEPE/IH,
HeoOxoaumo B maHenb titlePanel u greetingPanel no6asuth koMmonent Button B
uHcnekrope u Hactpouth On Click(). B kaxmoii nanenu B On Click() Heooxomumo
nepeHectn o0bekT GameObject B mone None (Object), HO HacTpoiika B
BBINAIAI0NIEM MEHIO CIpaBa JJIs Kakaou maHenu pasHas. s manenu titlePanel
HeoOxoaumo BeIOpath StartUI -> OnScreenClick(), mns greetingPanel StartUl -
> OnGreetingNext(). st manenu rulesPanel we mpenHasHavyeHbl 3TH HACTPOUKH,
TaK Kak paHHee co3gaHa KHomka «HauaTh wurpy», B WHCIEKTOpPE KHOIKH
Heobxoaumo HacTpouTh On Click() ams atoro Hamo neperectu 00bekT GameObject
B niojie None (Object) u Beiopath StartUI -> OnStartButtonClick().

[Tocne 3aBepiieHHsT HACTPOSK TEPBOW CIICHBI, HANO OTKPBITH CIICHY C
ypoBHsimu Scene_LevelSalect. Ha criene HeoOXOIMMO MPOM3BECTH TaKHE IKe
HacTpoiiku Canvas, no6asuts ¢on. Urpa comepxut 10 yposueit. Heobxonumo B
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Hierarchy co3gare 10 xHOMOK, ycTtaHOBHTH pasmepbl 150 Ha 150, m K Kaxgou
KHOIIKE J100aBUTH YK€ 3apaHee MOJArOTOBICHHbIE U300pAKEHUS KaX0r0 YPOBHSI.
[Tocne HacTpOEK KHOMOK PacIoJIOKUTh MX 0 BCEH CIieHe 3MeHKoM (cM. puc. 9).

File Edit Assets GameDbject Component Services Jobs Window Help

Pucynoxk 9 — Hactpoiika ciieHbl

Ha cueny Ttakxke Hajgo 100aBUTh TEpPCOHa)Xka pPBIOKY, IJIE TOTO YTOOBI
nepeMerancs no ypoBHsaM. s Toro 4toObl peiOKa nepeMeniaiach He0OX0IUMO
yopath ranouky Bosine Raycast Target (cm. puc. 10).

File Edit Assets GameObject Component Services Jobs Window Help

Pucynox 10 — JIo6aBnenue u HacTpoiika 00beKTa

Jlanee HEOOXOAUMO MPUCTYIUTh K HACTPOHKE MEXaHMKH CIEHBI. J[J1s 3TOro0
HeoOxomumo co3math ckpunt LevelSalectUl xoTopblit oTBeyaeT 3a KIMKH I10
KHOIIKaM, IIepeMEIeHUE PHIOKH ¥ CHHXPOHHU3AIUIO C TPOrPECCOM UTPOKA.

Ckpurnr LevelSalectUI:
using UnityEngine;
using UnityEngine.UI;
using System.Collections;
public class LevelSelectUI : MonoBehaviour
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{

public Button[] levelButtons;

public RectTransform fish;

public float moveDuration = 0.5f;

private void Start ()

{
GameManager.EnsurelInstance () ;
if (levelButtons == null || levelButtons.Length == 0)
{

Debug.LogError ("LevelSelectUI: levelButtons not assigned!");

return;

if (fish == null)

Debug.LogError ("LevelSelectUI: fish not assigned!");

return;

for (int 1 = 0; i < levelButtons.Length; i++)

int index = 1;
if (levelButtons[i] != null)
{
levelButtons[i] .onClick.AddListener (() => OnLevelClick(index));

Debug.Log ($"KHonka {i + 1} nommmucaHa Ha KJIUK.");

}

}

MoveFishToCurrentLevel () ;
}
private void MoveFishToCurrentLevel ()
{

if (GameManager.Instance == null)

{

Debug.LogError ("GameManager.Instance is null!");

return;
}
int current = GameManager.Instance.GetCurrentLevel () ;
Debug.Log ($"MoveFish: rekyumit ypoBeHb = {current}");

if (current >= 0 && current < levelButtons.Length && levelButtons[current] !=

null)

Vector3 target = levelButtons|[current].transform.position;

StartCoroutine (SmoothMove (fish, target, moveDuration)) ;

}

else

{

Debug.LogWarning ($"HeKOPPEKTHLI MHOEKC TEeKyleTo YPOBHS:

}
}

{current}");

private IEnumerator SmoothMove (RectTransform obj, Vector3 target, float duration)

{
if (obj == null) yield break;
Vector3 start = obj.position;
float t = 0f;
while (t < 1f)
{
t += Time.deltaTime / duration;
obj.position = Vector3.Lerp(start, target, t);
yield return null;
}
obj.position = target;
}
private void OnLevelClick (int index)

{

Debug.Log ($"OnLevelClick Bri3BaH njsa ypoBHs {index + 1}");

if (GameManager.Instance == null)
{
Debug.LogError ("GameManager.Instance is null!");
return;
}
bool canPlay = GameManager.Instance.CanPlayLevel (index) ;
Debug.Log ($"CanPlayLevel ({index}) = {canPlay}");



[Toctynat. 2026. No6 ISSN 2414-4487

if (canPlay)
{

GameManager.Instance.LoadLevel (index) ;

}

else
{
Debug.Log ($"YpoBeHb {index + 1} HemocTyneH. TeKyummii ypPOBEHSB:
{GameManager.Instance.GetCurrentLevel () + 1}");
}
}

Jlis MexaHuKH, He0OXOIUMO CO3AaTh MyCTOH OOBEKT U JOOABUTH CKPHUIIT
LevelSalectUl. B uncnekrope UlManager HeoOXoauMO MEPEMECTHTh KHOIKH 10
nopsapy B Level Buttons (cm. puc. 11).

hle Egit Assets GameUbject Component Services Jobs Window Help

BERBARN

Pucynok 11 — HacTpoiika MEXaHUKH CLICHBI

Brtopas clieHa moCTHOCTBIO TOTOBA, MOYKHO MPUCTYNATh K HACTPONKE CIICHBI
urphl ¢ 3aganusaMu. Canvas Takke HacTpauBaeTcsa Kak U Ha MPEAbIYIIUX CIIeHaX,
HO (oH Oenbiii. [y BU3yanu3anuu 3agaHust HEOOXOAUMO 100aBUTH OOBEKT image
U neperMeHoBath B Questionlmage u ykazate pasmepnl 1352,92 na 150. s
BU3YyallM3alli OTBETOB HAa BOIMPOC HEOOXOIUMO CO3/1aTh JBE KHOMKU U JIaTh UM
HazBanus AnswerButton 0 u AnswerButton 1, ykazats pazmepsr 300 Ha 200, a
TaKke€ B KHOMKax co3daTh o00BeKT wu3oOpaxenus Answerlmage 0 wu
Answerlmage 1, yka3aTh Takue K€ pa3Mephl, Kak U y KHONOK. B u3o0paxeHus
Questionlmage, Answerlmage 0 u Answerlmage 1 no0aBUTh MOATOTOBIICHHBIC
nzo0paxenus. [Ipu nmpaBUILHOM OTBETE JOJKHA IIJIABHO TOSIBIATHCS MOPCKOM
Jpyr, At oToro goo6asiasieM 10 n300pa’keHUl MOPCKUX JIPY3€M C CKpbIBaeM WHX,
yTOOBI UX HE ObLIO BUJHO. Takke HEOOXOIUMO J00ABUTH KHOIKY JIJIsi BBIXOJIa Ha
CIIEHY C YPOBHSIMH (CM. puc. 12).
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Pucynok 12 — Hactpoiika ciieHsl

Ji1st TOro, 4TOOBI B CO3/IaHHBIX U300paKE€HUs MOSBISUIUCH 3aJJaHUS U OTBETHI
Heo0xoauMo co3aaTth ckpunT LevelData, KOTOpbIii OTBEYAET 32 YPOBHU UIPHI.

Ckpunr LevelData:

using UnityEngine;

[CreateAssetMenu (fileName = "LevelData", menuName = "Game/Level Data")]
public class LevelData : ScriptableObject
{

public Sprite questionImage; // xapTuHKa C 3amaHueM
public Sprite answerO; // TEepBHII BapMaHT OTBEeTa
public Sprite answerl; // BTOPOM BapuaHT OTBeTa

public int correctAnswerIndex; // 0 wmmm 1

Hanee co3marorcs ypoBHM urphel. Jljis aToro B okHe Project HeoOxoaumo
HaXkaTh MPaBOM KHOMKOM najnee BoIOpaTh Create nmepeiitu B Game, BoIOpaTh Level
Data. Heob6xoaumo coznate 10 ypoBHeil. B HHCHEkTOpe ypOBHS NEpeTalluTh
KapTUHKY 3aAaHus B nosie Question Image, kaptunku otBeToB B Answer 0 1 Answer
1, n yxazarb npaBuwibHbIN oTBET 0 min 1 (cm. puc. 13).

® O ® Q% =

e
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Asset Labels

Pucynok 13 — Hactpoiika ypoBHEW UTPBI
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Crnenyronm maroM HEOOXOAMMO CO3AaTh MEXaHMKY CIEeHbL. [l 3Toro
HeoOxoauMo co3nath ckpunt GamePlayUl koTopblit oTBeuaeT 3a yIpaBlIeHHUE BCEM,
4TO MPOMCXOJUT BO BpEeMs PEIICHHUs pUMepa: 0ToOpakeHHEe BOMPOCa, BapUAHTHI
OTBETa, IPOBEPKA MPABUILHOCTH, O0OpaTHas CBSA3b U MEPEXOIbI.

Cxkpunt GamePlayUl:
using UnityEngine;
using UnityEngine.UI;
using TMPro;
using System.Collections;

public class GameplayUI : MonoBehaviour

{
[Header ("UI Elements") ]

public Image questionImage; // BMecTo TMP Text - Image mysa BoOmpoca
public Button[] answerButtons; // IOBe KHOIKU
public Image[] answerImages; // mn300paxeHrsa BHYTPM KHOIOK

public Button backButton;

[Header ("Level Data") ]
public LevelData[] levelDataArray; // maccuB m3 10 LevelData (B mMHCHekTOpe
3aroJIHAEeM)

[Header ("Fish Collection™)]

public GameObject[] fishObjects;

public float delayBeforeNext = 1.5f;
public float fishAppearDuration = 0.6f;

private int levellIndex;
private bool isAnswered = false;
private Vector3[] fishTargetPositions;

void Start ()
{

GameManager.EnsurelInstance() ;

levelIndex = GameManager.Instance.GetSelectedLevel ();
if (levellndex < 0 || levelIndex >= levelDataArray.Length)
{
Debug.LogError ($"HeKOpPpeKTHEI MHIOEKC ypoBHA: {levellndex}. Bo3BpaT Ha
BEIOOP ypoOBHEeN.");
GameManager.Instance.GoToLevelSelect () ;

return;

}

LevelData currentlLevel = levelDataArray[levelIndex];

if (questionImage != null && currentLevel.questionImage != null)
questionImage.sprite = currentlLevel.questionImage;

else
Debug.LogWarning ("He Has3HaueHO m300paxeHue nOjsa BONpoca ypoeHa " +

(levelIndex+1));

for (int 1 = 0; i < answerButtons.Length && i < 2; i++)

{

if (answerImages([i] != null)
{
Sprite answerSprite = (i == 0) ? currentlLevel.answer(
currentlevel.answerl;
answerImages[i] .sprite = answerSprite;
}
int idx = 1i;
answerButtons[i] .onClick.RemoveAllListeners () ;
answerButtons[i].onClick.AddListener (() => OnAnswerClick (idx));

}

backButton.onClick.RemoveAllListeners () ;
backButton.onClick.AddListener (() => GameManager.Instance.GoToLevelSelect()):;
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fishTargetPositions = new Vector3[fishObjects.Length];
for (int 1 = 0; i < fishObjects.Length; i++)
{
if (fishObjects[i] != null)
{
fishTargetPositions[i] = fishObjects[i].transform.position;
Vector3 startPos = fishTargetPositions[i];
startPos.y -= 500f;
fishObjects[i].transform.position = startPos;
fishObjects[i].SetActive (false);

}
}
volid OnAnswerClick (int selected)

{

if (isAnswered) return;

int correct = levelDataArray|[levelIndex].correctAnswerIndex;
if (selected == correct)
{

isAnswered = true;

if (levelIndex >= 0 && levellIndex < fishObjects.Length &&

fishObjects[levellIndex] != null)
StartCoroutine (ShowFishWithAnimation (levelIndex)) ;
else

StartCoroutine (CompletelLevelWithDelay (0f)) ;

foreach (var btn in answerButtons)
btn.interactable = false;
}
else
{
Debug.Log ("HepepHO, nHonpobyMuTe IOpyro¥ BapmaHT.");
}
}
IEnumerator ShowFishWithAnimation (int fishIndex)
{
GameObject fish = fishObjects[fishIndex];
if (fish == null) yield break;

fish.SetActive (true);
Vector3 startPos = fish.transform.position;
Vector3 targetPos = fishTargetPositions[fishIndex];
float elapsed = 0f;
while (elapsed < fishAppearDuration)
{
elapsed += Time.deltaTime;
float t = elapsed / fishAppearDuration;
t =t *t * (3f - 2f * t);
fish.transform.position = Vector3.Lerp (startPos, targetPos, t);
yield return null;
}
fish.transform.position = targetPos;
yield return new WaitForSeconds (delayBeforeNext) ;
GameManager.Instance.CompleteLevel () ;
}
IEnumerator CompletelevelWithDelay (float delay)
{
yield return new WaitForSeconds (delay);
GameManager.Instance.Completelevel () ;
}
void Update ()
{
if (Input.GetKeyDown (KeyCode.LeftArrow))
GameManager.Instance.GoToLevelSelect () ;

CrenyromumM I1aroM CO3JaeTcsl MyCTONH OOBEKT W K HEMY IPUKPEIUIICTCS
ckpunt GamePlayUl, u B nHcnekTope A00aBISIOTCS KHOMKH M U300pa)KCHUS IS
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BBIBO/IA OTBETOB, M300paKeHUE JTsl BRIBOIA 3a/TaHMSI, KHOTIKA JJIsl BBIXO0/1a Ha CIICHY
YpOBHEH, CO3/TaHHBIC YPOBHU MPUKPEIUISIOTCS 110 OYEPEIH, TAKKE MTPUKPETUITIOTCS
1 n300pakeHrue prIOOK K KaXKJI0MY YPOBHIO (CM. puc. 14).

File Edit Assets GameObject Component Services Jobs Window Help

s W olls «n =

v Pucynok 14 — Hactpoiika ypOBe UTPBI

CueHa ¢ 3aaHWsIMH TOTOBA, 3aBEPIIAIOIIAM IIIarOM SBJSICTCS HACTpPOMKa
CIICHBI 3aBepIIICHHUs Urphl. J[i1st 3TOr0, HEOOXO0AMMO HACTPOUTD (POH KaK ISl IEPBOM
cuensl. Co31ath yeThipe pucyHka B Hieararchy, u k kaxxqomy 100aBUTh KOMIIOHCHT
Canvas Group. PasmectuTh n300pakenus Ha crieHe. Tak ke B Hieararchy no6aButb
00BeKT MaHelb. B 00beKT maHenb J00aBUTh JIBE KHOIKH ChIIPAaTh CHOBA M BBIXOJT
(cm. puc. 15).

Cbirpatb cHoBa

Bbixoa
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Pucynok 15 — Hactpoiika ciieHsl

Janee HeoOxoauMo co3aath ckpunt FinishUI, nms mexaHuku cLieHsI.
Ckpunrt FinishUI:

using UnityEngine;

using UnityEngine.UI;

using System.Collections;

public class FinishUI : MonoBehaviour

{
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[Header ("3sneMeHTH OJIS IIOCJIENOBATEJILHOTO NoAaBJeHma") |
public CanvasGroup[] objectsToAppear
public float appearDuration = 0.8f
public float delayBetween = 0.5f;
public GameObject buttonsPanel;
public float panelDelay = 3f;
[Header ("Kuonkmu") ]
public Button replayButton;
public Button quitButton;
void Start()
{
if (objectsToAppear != null && objectsToAppear.Length > 0)
{
foreach (var cg in objectsToAppear)
{
if (cg != null)

cg.gameObject.SetActive (true) ;
cg.alpha = 0f;
cg.interactable = false;
cg.blocksRaycasts = false;
}
}
StartCoroutine (AppearSequence () ) ;
}
else
{
Debug.LogWarning ("FinishUI: HeT OOBEKTOB IJig IIOCJIENOBATEJILHOIT'O
nogapyieHusa. ") ;
}
if (buttonsPanel != null)
{
buttonsPanel.SetActive (false);
}
StartCoroutine (ShowButtonsPanelAfterDelay (panelDelay)) ;

if (replayButton != null)
replayButton.onClick.AddListener (() =>
GameManager.Instance.ResetProgress());
else
Debug.LogWarning ("Replay button not assigned!");
if (gquitButton != null)
quitButton.onClick.AddListener (() => Application.Quit());
else

Debug.LogWarning ("Quit button not assigned!");
}
IEnumerator AppearSequence ()

{
for (int 1 = 0; i < objectsToAppear.Length; i++)

CanvasGroup cg = objectsToAppear[i];
if (cg == null) continue;
Debug.Log ($"llogengerca obwvexkT {1 + 1}: {cg.name

yield return StartCoroutine(FadelIn(cg, appearDuration));
yield return new WaitForSeconds (delayBetween) ;

IEnumerator Fadeln (CanvasGroup cg, float duration)
{
float elapsed = 0f;
while (elapsed < duration)
{
elapsed += Time.deltaTime;
cg.alpha = Mathf.Lerp(0f, 1f, elapsed / duration);
yield return null;
}
cg.alpha = 1f;
cg.interactable = true;
}
IEnumerator ShowButtonsPanelAfterDelay (float delay)
{
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yield return new WaitForSeconds (delay);
if (buttonsPanel != null)
{

buttonsPanel.SetActive (true);
Debug.Log ("llaneynbp C kHOIKaMM nosaBmjacb!");

}

else

{

Debug.LogWarning ("buttonsPanel He HazHaueH B MHCOekTope!");

}

JIJist HACTPOMKU MEXaHUKHU UTPhl HEOOXOIUMO CO3/1aTh IyCTON OOBEKT, U K
HeMmy n00aBuTh ckpunt FinishUl. B uHcniekTope 100aBUTh M300pakeHUs, YTOOBI
OHHU TIJIAaBHO TOSIBIISIUCH, a TAKXKe JOOABUTH MAaHENIb U KHOIIKH (CM. puc. 16).

tc GameObject Component _Services Jobs Window _Hel

e
o

Pucynok 16 — Hactpoiika ciieHbl (puHUII

['otoBas kommnbroTepHas urpa (cMm. puc. 17.1, 17.2,17.3, 17.4, 17.5).

Mpasuna:

1. KAMKHM NeBoi KHOMKOM MbILuM NO
HOMEPY 33AaHNA.

2. Pewww npumep, NeBoM KHOMKOM MbiLuM
K/MKHU Ha NOAY4EHHbIA OTBET.

Ecm OTBET NpaBuAbHbIiA, NOABHTCA HauaTb

OAMH MOPCKOA Apyr.

urpy

Pucynoxk 17.1 — I'otoBas urpa
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Pucynok 17.2 —'otoBas urpa

Mepeseau HENPaBWUNbHYIO /J,p06b B CMeLIaHHOe Yncno: 4?78 .

Pucynoxk 17.3 —I'otoBas urpa

Pucynok 17.4 —I'otoBas urpa
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Pucynok 17.5 —T'oToBas urpa

4. BnIBOabI

B nmanHOM paboTe moKazaH MNPOILECC CO3JaHUS KOMIBIOTEPHOW HIPHI
«OOBIKHOBEHHBIE JIPOOH M CMEIIaHHbIE YHCIIay ¢ MOMOIIBI0 KpoccIiaThopMeHHON
cpeanl g co3fgaHus WHTepakTHBHBIX 2D u 3D npunoxenuit. CTaThs MOXKET
CIIYUTh METOJMYECKUM MTOCOOMEM B yUeOHOM IeITEIbHOCTH.
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