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Co3nanue komnboTepHOil Urpbl «IIpoaykToBbiii Marasun» Ha Unity

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

AHHOTALIUA

Llenp naHHOM CTaThU — CO3AHUE KOMIIBIOTEPHON Urpbl «[IpoayKTOBBIN MarazuH»
Ha Unity. /Ins co3ganust urpel ObUla HCIONBb30BaHa KpoccIiiaTpopMeHHas cpea
IS co3aHust MHTepakTHBHBIX 2D- u 3D-npunoxkenunit Unity, kotopasi mo3BossieT
co3gaBaTh 2D-Urpel, UCHONb3Ys] MOIIHBIA (U3HMYECKUN JBUKOK U BU3YyaJbHBIE
UHCTpYMEHThl. B pesynbrare paOoThl OblIa CO34aHAa KOMIIBIOTEpHAs uUrpa
«IIpoayKTOBBIN Marazun.
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Creating a ""Grocery Store' computer game using Unity
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Abstract

The purpose of this article is to create a computer game "Grocery Store" 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 "Grocery Store."
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1 Beenenue

1.1 AKTyaibHOCTH

CoBpeMeHHOE 00pa3oBaHHWE CTAJIKMBAETCS C BBI30BOM «IH(PPOBOIrO
MOKOJICHHS»: OOydarolIrecs,, BBIPOCHIME B MEJIMa-HACHIIIEHHOW cpene, TpeOyroT
HOBBIX HWHTEPAKTUBHBIX (OPMATOB TMOJAYM Marepuana, TJ€ BHU3yallbHas
COCTABJISIFONIAs U BOBJICUEHHOCTh JOMUHHUPYIOT HAJl CTATUYHBIMU TEKCTaMU. B aTux
YCIIOBUSIX TPAJUIIMOHHBIC TMENArOTMYECKUe MOAXObl YCTYNal0T MECTO HUTPOBBIM
TEXHOJIOTUSIM. BHI€OUTPBI U3 HUIIEBOTO Pa3BJICUEHUs MPEBPATUIUCH B MOIIHBIN
KyJIbTYPHBIN (DEHOMEH U CephE3HBIN 00pa3oBaTenbHbIil pecypce. Kak ormeuaercs B
COBPEMEHHBIX HCCIEOBAHUSIX, MUHU-UTPbI, W3HAYAIBHO BOCIPUHHUMAEMBIE KaK
CPEICTBO pPa3BJIECUEHUS, CIIOCOOHBI BBIMOJHITH MOJHOLIEHHbIE 00pa30BaTENIbHbIC
byakuuu. HMMeHHO oO0ydeHWe Ha OCHOBE WUrp o00JaJaeT HauOOIBIINM
TUAAKTHYECKUM MTOTEHITUATIOM, TTOCKOJIBKY MTOMEIAET YYEHUKA B LIEHTP COOBITHH U
CO31aET MOLIHYIO SMOLIHOHAIBHYIO BOBJIEYEHHOCTD.
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CuMynSTOPHI TTOBCETHEBHBIX MPO(ECCHOHATBHBIX U COIUATBHBIX MPAKTUK
MPEACTABIAIOT CO00M 0cO00 MEPCIEKTUBHOE HAMpPaBIeHUE 00pa30BaTEIbHBIX UTP.
BuaeourpoBoii CcuMynsTOp Mara3uHa TO3BOJSIET UIPOKaM TOTPY3UTHCS B
BUPTYaJIbHBIA MUP pabOThl B PO3HUYHOUN TOPIrOBIIE, pa3BUBasi HABBIKU YIIPABJICHHUS
OW3HECOM, KIHMEHTCKOrO OOCIYy)XMBaHUS W MapKETHMHTa, a TakKe I[OBbIIIas
MMOHMMAaHUE COOTBETCTBYIOIMX IIPOLIECCOB M cTpareruidl. Takue CcumyIsiuu
HAxXOJAT MPUMEHEHUE HE TOJHKO B MPO(PECcCCHOHATbHON MOJITOTOBKE, HO U B
dbopmupoBaHnn y neTed (PMHAHCOBOW TPAaMOTHOCTH, HABBIKOB KJacCHU(UKAINH
MIPOTYKTOB, 3J0POBOTO 00pa3a KU3HA U KOMMYHUKATUBHBIX KOMITCTCHITHM.

Br16op urpoBoro asmxka Unity B KadecTBE HHCTPYMEHTa pa3pabOTKH UMEET
CaMOCTOSITENIbHOE ~ HayyHO-TIpakTuyeckoe oOocHoBanue. Unity  ocraércs
JTOMUHUpYIOMEH TMIaThopMon cpeau pa3paOOTIMKOB HE3aBUCHUMBIX W CPEIHHX
CTyauil Oyarojapsi CBOEM YHMBEPCAIbHOCTH, MPOCTOTE MCIHOJb30BaHUS H
KkpoccruiargopmenHocTd. Kak momu€pkuBaercss B MCCIEAOBATENBCKUX padoTax,
npumeHenue Unity nisi cozmanus oOpa3oBaTeIbHBIX UTP IMO3BOJSET PACIIMPUTH
BO3MOYKHOCTH BOCIIPHUSITUS U 3alIOMUHAHUSI MaTepualia, a caM JIBHKOK o0Janaer
pAIOM TPEUMYIIECTB TMepe] APYTMMH MYJIbTUILNIATGOPMEHHBIMH  CpellaMu
pa3zpabotku. CoBpeMeHHbIEC TEHICHIIMM B pa3padoTke Ha Unity - mepexon k 6oJee
JETKUM W OBICTPBIM TIPOEKTaM, AaKTUBHOE BHeapeHue Al-MHCTpyMEHTOB U
aBTOMAaTU3allUd - JICNIAI0T ATy IaTGopMy OCOOCHHO MPHUBJICKATEIBLHON IS
00pa3oBaTEIbHBIX U KCIIEPUMEHTAIBHBIX TPOEKTOB.

JIOMOJIHUTENBHBIM ~ 3HAYMMBIM ~ ACIIEKTOM  SIBJISIETCS  HEOOXOIUMOCTH
CTUMYJIMPOBAHUSA KPUTHUUYECKOTO MBIIUICHUS, TIOBBIIMICHUS KPEATUBHOCTH U
BOBJICUEHHOCTH OOYYAIOIIUXCSA, a TAKXKE YCUJICHUS MOTHBALMM K TO3HAHUIO B
YCJIOBUSIX aKTUBHOM IudpoBHU3anuu oOpa3oBaTeabHOro npoctpanctBa. Co3naHue
KoMIibloTepHOU Urpel «lIpoaykToBelid Marazun» Ha Unity mpexncraBiser coOoi
IIPAKTUYECKAN BKJIAJ B PELICHUE 3TOW 3aJayM, Npemiaras TOTOBbIM UHCTPYMEHT,
KOTOPBIN MOXKET OBITh aJIalITUPOBAH JUIsl Pa3IMUYHBIX 00pa30BaTEIbHBIX IIEJIEH - OT
JIOIIKOJILHOTO O0yudeHust 10 TpodeccCHOHaTbLHON OpHEeHTAlMK U (POPMUPOBAHUS
I (PPOBBIX KOMITCTCHITUH.

Takum  oOpazoMm, wucclnegoBaHWE, HAMpaBICHHOE Ha  pa3paboTKy
KOMITbIOTEPHOM UTphI-cumyJisitopa «IIpoaykToBbiii Mmarazun» Ha miatdopme Unity,
OTBEYAaeT Ha aKTyaJbHBIM 3aMpoCc COBPEMEHHOW TEJaroruku u IudpoBOM
JTUJAKTUKHA, coueTast B cebe 00pa3oBaTeNbHbIA MOTEHIIMAT UTPOBBIX TEXHOJOTUM,
MPAKTUYECKYI0 3HAYMMOCTh CHUMYJISIIIMOHHOTO MOJICIMPOBAHUS U TEXHUYECKYIO
000CHOBAaHHOCTh BEIOPAHHOTO HHCTPYMEHTAPUSI.

1.2 O0630p uccjaen0BaHUA

A. E. YnapoBa mnipeactaBuiia pa3zpaboTky MoOmiIbHOM urpsl «Kyctyk» Ha
Unity mist AOIIKOJIBHUKOB M MJIQIIMX IIKOJBHUKOB Ha SIKYTCKOM si3bike [1].
[TocBaTun cratbio 0030py KIHOYEBBIX ATAOB, HEOOXOAMMBIX ISl pa3pabOTKu
KOMITBIOTEPHBIX UTP C JIBYyXMepHOU rpadukoii Ha miatdopme Unity B xaHpe
MPUKITIOUEHUSI C 3JIeMeHTaMu rojoBojoMok f. A. ®@act [2]. Makcumos H.B.
paccMaTpuBaeT MeETOa pa3paboTku MoOwmibHOUW 2D wurpel «Bootur Jump» Ha
mwiatdopme Unity [3]. ITokazan mporecc pa3paboTKu ABYXMEPHOM MiIaTGOpMeHHON
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UTPpbI Ha UTPOBOM JBI>KKE Unity ¢ MCnosib30BaHUEM SI3bIKA TporpammupoBanust C#
JIrobuu A.A. [4]. 1.B. Mopo3oBa B pamkax paboThl pazpadboTaiia pa3BuBaoIlyo 2D
urpa-miatdopmep A nerei, HanucanHas Ha Unity [5].

1.3 Ilean ucciaegoBaHusi

lenp wuccnegoBaHMs — CO3JaHUE KOMIIBIOTEpHOW Hrpel «lIpoaykToBbii
MarasuH» TMpH [OMOIIM  KPOCCIUIATGOPMEHHOM  cpelbl JJii  CO3JaHMS
uHTepakTUBHBIX 2D u 3D npunoxenuit Unity.

2 MarepuaJjibl U METOAbI

B kadecTBe OCHOBHOIO MHCTpYMEHTA IS pa3paboTKu Urpsl «IIpoayKTOBBIM
Mmarasun» BbIOpaH Unity. DT0 pelieHue OOYCIIOBICHO €ro JOCTYIMHOCTBIO IS
HOBHUYKOB, TMOHATHBIM HMHTEP(PEHCOM M BCTPOCHHOW Moanep Ko si3pika C#. s
pabOTBl CO CKpUITAMH HMCIIOJb30Baiach cpema paspadbotku  Visual Studio
Community.

3 Pe3yabTaThl

[TepBrrit mar B pa3paboTke UTPHI - co37aHue HOBOTO rpoekTa B Unity. B Unity
Hub nyxHo BbIOpaTh mabiioH «Universal 2D» (peHnep-naiiuiailH) M HakaTb
KHOTIKY «Co0311aTh MPOEKT» (CM. puc. 1).

&) The Unity Al open betais here. Install an agentic in-project Assistant, connect an Official MCP Server, and more Learn more [7 X

2Hub Hub update available

Dismiss  Seerelease notes | Restart now
v3.18.3 Is now available and will install after restarting.

W Getsetup

& Projects New project

Universal 2D
Installs

This is an empty project configured for 2D apps. It
Learn uses Unity's Universal Render Pipeline pre-
Templates configured with 2D Renderer.

Resources
& Read more

Licenses Editor version

% 6000.0.40f1 A Security Alert LTS Unity organization
evgeniagolubeva33
Project name

@ drobi

Location

C:\Users\Zelectronic

Use Unity Version Control

Universal 2D Universal 3D High Definition 3D

Settings
N2 48 Sample

+ Create project

Pucynoxk 1 — Co3nanue npoekra

ITocne toro kak mpoekt Ha Oaze Universal 2D coznman, HeoOXoaumo
BBHITIOJIHUTH €T0 HAYaJbHYI0 HACTPOUKY nJisi 1ieneBoit miardopmel - T1K. ITepBoim
nenom B MeHio File -> Build Profiles Hy»HO cMeHuTh 1eneByto miatdopMmy Ha
Windows (cM. puc. 2).
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Pucynok 2 — Hactpolika npoekra

Crnenyromuii mar - HoAroToBKa TpexX ClieH. Tak Kak Mpu CO3JaHuU MPOEKTa
0JIHA CIICHA YK€ TeHEPUPYETCS aBTOMATUYECKU, HY>KHO JJOOABUTB JIUIIIH JIBE CLICHBI.
Jns aToro B mamke Scenes BBI3BIBACTCS KOHTEKCTHOE MEHIO INPABOM KHOIIKOM
Mbln, Create -> Scene U co3maém HepocTaromue cieHbl. [lociie 3Toro Tpu cueHsl
HEO0OXOMMO TICpEeHMEHOBATh: CYIIECTBYIONIYI0 HaszbiBaeM MainMenu, Btopyto
Game u tpetsio Final (cm. puc. 3).

@ My project (6) - MainMenu - Windows, M:
file Edit Assets GameObject Compo

Unity 6 (6000.0.40f1) <DX11> = o X
vices Jobs Window _Help

Scenes

Pucynok 3 — Co3ganue ClieH Urphl

B manky «image» cneayer mOMECTUTh MPEIBAPUTEIHHO TOJITOTOBICHHBIC
rpagu4ecKue pecypchl, KOTOpbIe OYIyT UCIOIB30BATHCS B UTPE (CM. puC. 4).
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@ My peoject () - MainMienu - Wincws, M, Linux- Uiy & (600004011 <0XT1> o x
Jobs_ Window _Help

,,,,,

Pucynox 4 — JloGaBneHnue nu3o0pakeHui

Crenyromuii 3Talm — 3TO OTKpbITHE CiieHbI MainMenu, KoTopas CIyXHT
rJIaBHBIM MeHIO Urphbl. [lepBbiM nemom co3naém 00bekT Canvas - OCHOBY JIJIsl BCEX
Ul-snemenToB. s atoro B okHe Hierarchy BbI3bIBaeM KOHTEKCTHOE MEHIO TIPABOMA
KHOMKON MbImK U BbiOMpaem Ul -> Canvas. UtoOwsl uHTEepdeiic oToOpaxkascs
KOPPEKTHO, HEOOXOIMMO HACTPOUTH TOJIBKO YTO co3aaHHbid Canvas. B nncnekTope
BBITIOJTHSIEM cieAytonue neictrus: B mosie Render Mode BeiOupaem Screen Space
— Camera; B nosie Render Camera neperackuBaem kamepy u3 uepapxuu; B Order in
Layer BreicTaBisiem 3Hauenue 1; B Reference Resolution 3amaém paspericnue
1920%x1080 (cM. puc. 5).

Pucynok 5 — Hactpoiika Canvas

Buytpu coznannoro Canvas HeoOXO0AMMO pa3MecTUTh 00bekT Image,
KOTOPbIN OyJeT UCIOJIb30BaThCs B KauecTBe (POHOBOroO M300paxxeHus urpsl. [locne
N00aBJICHHUSI B MHCIEKTOpPE CIEAYET OTPEryJMpoBaTh €ro MO3UIHUI0, MacliTad u
NPUBS3KU (SIKOps) TAaKUM 00pa3oM, YTOObI (POH MOJHOCTBIO MEPEKPhIBai 00JaCTh
0030pa kamepsl. 3aTeM B pasjesie Image MHCIEKTOpa HYKHO Ha3HA4YMTh 3apaHee
MOATOTOBJIEHHOE (POHOBOE M300pakeHue (CM. puc. 6).
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File Edit Assets

GameObject Compornent Senvices Jobs Window _Help

Pucynox 6 — Jlo6aBnenue dhona

[Tocme co3manume ¢ona, HeoOXoaumMo A00aBuTh 00BeKkT Panel u
nepeumeroBath B WelcomePanel. Ha co3ganHyro maHelb NPUBETCTBUS
HEO0OXOIMMO Pa3MeCTUTh OOBEKT Text /JIsi Ha3BaHUs UTpbl, |EXL A1 MpaBUIl UTPHI
U 00bekT Button mnst xkHomku «HauyaTh urpy!». Jns oOwekra Text mis Ha3BaHUs
UTPbI, HEOOXOAMMO MPOU3BECTH CIEAYIONINE HACTPONUKH B MHCTIEKTOpE: B OKHE Text
HaOpaTh TekcT «IIpoaykToBbIi Marasuny, B Font Style BeiOpats Bolt, pasmep Tekcra
60, uBer Tekcta cuHui. [{ns 00bekTa Text mpaBuia urpel B okHe TeXt HabpaTh TEKCT
«IIpaBuna urper 1. B urpe 6 otnenoB marazunHa. 2. B KaXaoM oThene Jyiexkar 6
npoAykToB. 3. Cpear HUX €CTh JIMIIHUE — HE MOJAXOISAIINE sl 3TOro oTAena. 4.
[lepeTackuBaii B KOP3WHY TOJIBKO T€ MPOAYKTHI, KOTOPHIE OTHOCATCS K JTAaHHOMY
otaeny. 5. Cobepu Bce mpaBWIbHBIE TPOAYKTHI, YTOOBI MpoiTu oTAed. 6. [Ipoiian
Bce 6 otmesnos!», B Font Style Beiopats Normal, pasmep Tekcra 40, 1BeT TeKCTa
cunuii. Taxke HE0OXOAMMO B MaHENIb JO00aBUTH 00BEKT iMage mist ohopMiIcHHUs
nanenu (cM. puc. 7).

6 (6000.040f1) <DX11>
s Window

Default Ul Material

Pucynoxk 7 — Hactpoiika nanenu
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[locne co3nanue MPUBETCTBEHHOW MaHENIW HEOOXOAMMO CO3/aTh MaHelb C
OTJCNIaMU TPOIYKTOBOTO MarasuHa. [lyis storo co3maercs oObektr Panel wu
nepenMeHoBbIBacTcs B DepartamentsPanel. B manene no6apisercs n3o0paxxeHue ¢
HaJnuckio «OTaen Mara3uHa» U co3J1aeTcs ecTh 00bekToB Button, u B uncnekTope
KHOTIOK JOOaBIISIFOTCSI YK€ TOJTOTOBJICHHBIE N300paKCHHUSI KHOTIOK C HAAMUCIMU
oT/eNIOoB (CM. puc. 8).

GRCIEY

ey

Pucynok 8 — Hactpolika nanenu

[Tocre odopmiieHns: TIIABHOTO MEHIO, MOXXHO MPHUCTYNaTh K CO3/aHHUIO €€
mexanuku. Heobxomumo cosmath ckpunt MainMenuManager, mis ynpaBicHHS
TJIaBHBIM MEHIO.

Ckpunt MainMenuManager:

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.SceneManagement;
public class MainMenuManager : MonoBehaviour
{
public GameObject welcomePanel;
public GameObject departmentsPanel;
public Button[] departmentButtons;
public Color completedColor = Color.gray;
public Color defaultColor = Color.white;
public static bool forceShowDepartments = false;
void Start ()
{
if (forceShowDepartments)
{
welcomePanel.SetActive (false);
departmentsPanel.SetActive (true);
forceShowDepartments = false; // cBpoc
}
else
{
welcomePanel.SetActive (true);
departmentsPanel.SetActive (false);
}
UpdateDepartmentsUI () ;
}
public void OnStartButtonClick ()
{
welcomePanel.SetActive (false);
departmentsPanel.SetActive (true);
UpdateDepartmentsUI () ;
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}
public void OnDepartmentClick (int index)

{

if (GameState.IsDepartmentCompleted(index)) return;
GameState.CurrentDepartmentIndex = index;
SceneManager.LoadScene ("Game") ;
}
void UpdateDepartmentsUI ()
{
for (int 1 = 0; i < departmentButtons.Length; i++)
{
bool completed = GameState.IsDepartmentCompleted (i) ;
departmentButtons[i].interactable = !completed;
ColorBlock cb = departmentButtons([i].colors;
cb.normalColor = completed ? completedColor : defaultColor;
departmentButtons[i] .colors = cb;
}
if (GameState.AllDepartmentsCompleted())
Invoke ("LoadFinalScene", 1.5f);
}

void LoadFinalScene () => SceneManager.LoadScene ("Final");

JIns MeXaHUKU HEOO0XOJIUMO CO3/aTh MYyCTOM OOBEKT M K HEMy J00aBUTH
ckpunt MainMenuManager, u B WHCHIEKTOpEe JTOOABHTH CO3JaHHBIC IMaHETH (CM.
puc. 9).

REDBABAD

Pucynok 9 — Hactpoiika MEXaHUKH MEHIO

Jlanee moxxHo mpuctynaTh K ciiene Game. Ha crieHe take HacTpanBaeTcs
oowekt Canvas u (oH urpel, kak u Ha nepBou crieHe. [locne coszmanus donHa
HeoOxomuMo co3aath o0bekT Panel m mepemmenoBats B TopPanel. B manene
HE0OXO0IMMO cO3/1aTh 00BEKT IMage u nepenMeHoBath B departmentNamelmage, Ha
JTAHHOM O0BEKTE Oy/eT MOSBIATHLCA Ha3BaHUE OT/AeNa. Takke B MaHele CO3/1aeTcs
o0bekT Text mis BeIBOJA TIporpecca Urpbl, 1 00bekT Button mms kHONKM B MeHIO
(cm. puc. 10).
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File Edit Assets GameObject

Component  Services Jobs  Window  Help

Pucynox 10 — Hactpoiika oobekTa Text

Jlanee cosmaetcs oOwvexT Panel mist manenw, rae OyayT pa3MmemnaThes
npoaAyKThL. JIJis TOro, 4TOOBI MPOIYKTHI OBUIA B JIBE KOJIOHKH, HAJ0 T00ABUTh B
uHcnekrope komrnoneHt GridLayoutGroup u nactpouts komnonent, Cell Size 160
Ha 160, Spacing 70 na 70, u Constraint Count 2 (cwm. puc. 11).

Pucynok 11 — HacTpoiika nmanenu npogyKkToB

Janpme HeoOXOAMMO CcO37aTh TaHeNdb ISl MPOJYKTOBOM  TEIEHKKH.
Co3maercst oObekT Panel, u HeoOXoAMMO B HHCIEKTOpE CAedaTh IaHENlb
npo3paunoii. [lociae co3maHus MmaHear HEOOXOAMMO CO3JaTh OOBEKT IMage u K
00BeKTYy 100aBUTh U300paKEHUE MPOAYKTOBOU TEIEKKH (CM. puc. 12).
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Pucynoxk 12 — HacTpoiika nanenu npoayKTOBOM TEIEKKU

[TocnenHnum 1maromM HEOOXOIUMO CO3JaTh IMAHENb C IMO3JpaBICHUE IOCIe
3aBepIIeHus oTnaena. Takke cosmgaercs oObekT Panel u mepenMeHOBbIBaeTCS B
CompletionPanel. B manene Heo6xoauMo co31aTh 00BEKT TeXt ISl BBIBO/IA TEKCTA
no3apasieHus (cM. puc. 13).

Pucynok 13 — Hactpoiika nanenu no3apaBicHUs

Ha cuene co3manbl Bce HEOOXOIMMBIE OOBEKTHI, MOXHO MPHUCTYNATh K
co3nanuio mexaHuku. HeoOxoaumo co3path ckpuntbl. GameState — XpaHUT
rJ1I00aJIbHBIN MPOTrPECC UTPHI U MPEAOCTABISAECT METOABI JIsl IPOBEPKH, OTMETKU U
copoca cocrosinus. Productltem — cinykut MapkepoMm, yKa3bIBaIOILIUM, SIBJISETCS JTU
JAaHHBIM TPOAYKT MPABWIBHBIM Il TeKywiero oraena. DragDrop — peanusyer
MEXaHU3M NEPETACKUBAHUS MPOIYKTOB MBIIIBIO C IPOBEPKOW MOIMAJAaHUSA B 30HY
KOp3UHBl W BO3BPAaTOM B HMCXOJHYIO No3uiuio mpu omuOke. GameManager —
co3gaéT WrpoBOE TOJIE JJIsi BBIOPAHHOTO OTHEeNa, 0O0padaThIBaeT JIOTHKY cOopa
IPOAYKTOB, OTCIIEKUBAET MPOrPEecC M MEPEXOJUT B MEHIO WM Ha (PUHAIBHYIO
CLICHY.

Ckpunt GameState:
public static class GameState

{
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private static bool[] completed = new bool[6];

public static int CurrentDepartmentIndex { get; set; }

public static bool IsDepartmentCompleted(int index) => index >= 0 && index < 6 &&
completed[index];

public static void SetDepartmentCompleted(int index) { if (index >= 0 && index < 6)
completed[index] = true; }

public static bool AllDepartmentsCompleted() { foreach (bool b in completed) if (!b)
return false; return true; }

public static wvoid Reset() { for (int i = 0; 1 < 6; i++) completed[i] = false;
CurrentDepartmentIndex = 0; }

}

Ckpurnt Productltem:
using UnityEngine;
public class ProductItem : MonoBehaviour

{

public bool isCorrect;

Cxkpunt DragDrop:

using UnityEngine;
using UnityEngine.EventSystems;
public class DragDrop : MonoBehaviour, IBeginDragHandler, IDragHandler, IEndDragHandler
{
private RectTransform rectTransform;
private Canvas canvas;
private CanvasGroup canvasGroup;
private Vector2 originalPos;
private Transform originalParent;
private GameManager gameManager;
private Transform basketTransform;
public void Initialize (GameManager manager, Transform basket)
{
gameManager = manager;
basketTransform = basket;
}
void Awake ()
{
rectTransform = GetComponent<RectTransform> () ;
if (rectTransform == null)
rectTransform = gameObject.AddComponent<RectTransform> () ;
canvas = GetComponentInParent<Canvas>();
canvasGroup = GetComponent<CanvasGroup> () ;
if (canvasGroup == null) canvasGroup = gameObject.AddComponent<CanvasGroup> () ;
originalParent = transform.parent;
originalPos = rectTransform.anchoredPosition;
}
public void OnBeginDrag (PointerEventData eventData)

{

originalPos = rectTransform.anchoredPosition;
originalParent = transform.parent;
canvasGroup.blocksRaycasts = false;

transform.SetParent (canvas.transform) ;
}
public void OnDrag (PointerEventData eventData)
{
rectTransform.anchoredPosition += eventData.delta
/ canvas.scaleFactor;
}
public void OnEndDrag(PointerEventData eventData)
{
canvasGroup.blocksRaycasts = true;
if (IsOverBasket (eventData))
gameManager.OnProductDropped (gameObject) ;
else
ReturnToOriginalPosition();
}
public void ReturnToOriginalPosition ()

{
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transform.SetParent (originalParent) ;

rectTransform.anchoredPosition =

}

originalPos;

private bool IsOverBasket (PointerEventData eventData)

{

if (basketTransform == null) return false;
RectTransform basketRect = basketTransform.GetComponent<RectTransform>();
if (basketRect == null) return false;

Vector2 localPoint;

RectTransformUtility.
eventData.position,

basketRect,
localPoint) ;

ScreenPointToLocalPointInRectangle (

eventData.pressEventCamera, out

return basketRect.rect.Contains (localPoint) ;

Ckpunt GameManager:

using UnityEngine;
using UnityEngine.UI;

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

public class GameManager

{

MonoBehaviour

[Header ("UI References") ]

public Image departmentNamelImage;
public Text progressText;

public Transform productsParent;
public Transform basketParent;
public GameObject completionPanel;
public Text feedbackText;

[Header ("Display Settings")]
public Sprite backgroundSprite;
public Vector2 slotSize = new Vector2 (110,
public Vector2 productSize = new Vector2 (90,
public float spacingX = 130f;
public float spacingY = 130f;
public float feedbackDuration =
[System.Serializable]

public class DepartmentData

{

// pomauTens OJIA CJIOTOB

// ®doH crora
110);
90) ;

1.5%;

public Sprite nameSprite;
public Sprite[] correct = new Spritel[4];
public Sprite[] wrong = new Sprite[2];

// 4 mpaBUIIbHEIX
// 2 HenmpaBWUJIbHBIX
}

public DepartmentData[] departments =
private int correctCount = 0;

private int totalCorrect = 4;

private List<GameObject> productObjects = new List<GameObject>();
private List<GameObject> slotObjects = new List<GameObject>();
void Start()

{

new DepartmentDatal6];

GameState.CurrentDepartmentIndex;
departments.Length == 0)

int deptIndex =
if (departments == null |
{

Debug.LogError ("Maccue departments myct! 3anojHmuTe B MHCIOekTope.");
return;

(deptIndex < 0 || deptIndex >= departments.Length)

Debug.LogError ("HekOppeKTHHM MHIOekC oTnmejya: " + deptlIndex);
return;

}

if

!'= null && departments[deptIndex].nameSprite != null)

departments [deptIndex] .nameSprite;

(departmentNameImage
departmentNameImage.sprite =
else

Debug.LogWarning ("HeT cnparTa HazBaHusa njasa ormesia " + deptlndex);
completionPanel.SetActive (false);
feedbackText.gameObject.SetActive (false);
correctCount = 0;
UpdateProgress() ;
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// TlpoBepKa CHNpalToB MNPOIYKTOB

Sprite[] correct = departments|[deptIndex].correct;
Sprite[] wrong = departments[deptIndex].wrong;
if (correct == null || correct.Length != 4 || wrong == null || wrong.Length !=
2)
{
Debug.LogError ("Oummbka: nmus ormena " + deptIndex + " HyxHO 4 NPaBUJIBHBEIX U 2
HENpPaBMUJIbHEIX cHopaMkTa.");

}

return;
}
List<Sprite> allSprites = new List<Sprite>();
List<bool> flags = new List<bool>();
foreach (Sprite s in correct) { allSprites.Add(s); flags.Add(true); }
foreach (Sprite s in wrong) { allSprites.Add(s); flags.Add(false); }
for (int 1 = 0; i < allSprites.Count; i++)
{
int r = Random.Range (i, allSprites.Count);
Sprite temp = allSprites[i];
allSprites[i] = allSprites|[r];
allSprites([r] = temp;

bool £ = flags[i];
flags[i] = flags[r]:;
flags[r] = £;

}
foreach (Transform child in productsParent)
Destroy(child.gameObject) ;

int cols = 2, rows = 3;
float startX = -(cols - 1) * spacingX / 2f;
float startY = (rows - 1) * spacingY / 2f;
for (int i = 0; 1 < 6; i++)
{

int col = 1 % cols;

int row = i / cols;

float x = startX + col * spacingX;

float y = startY¥ - row * spacingY¥;

Vector2 pos = new Vector2(x, V);

GameObject slot = new GameObject ("Slot " + 1i);
slot.transform.SetParent (productsParent, false);
RectTransform slotRect = slot.AddComponent<RectTransform> ()

slotRect.sizeDelta = slotSize;
slotRect.anchoredPosition = pos;
Image slotImg = slot.AddComponent<Image> () ;
if (backgroundSprite != null)

slotImg.sprite = backgroundSprite;
else

slotImg.color = new Color(0.9f, 0.9f, 0.9f, 0.8f);
slotObjects.Add (slot) ;
GameObject product = new GameObject ("Product " + 1i);
product.transform.SetParent (slot.transform, false);
RectTransform prodRect = product.AddComponent<RectTransform> () ;
prodRect.sizeDelta = productSize;
prodRect.anchoredPosition = Vector2.zero

Image prodImg = product.AddComponent<Image> () ;
prodImg.sprite = allSprites([i];
ProductItem item = product.AddComponent<ProductItem> () ;
item.isCorrect = flags[i];
DragDrop drag = product.AddComponent<DragDrop> () ;
drag.Initialize(this, basketParent);
productObjects.Add (product) ;

}

public void OnProductDropped (GameObject product)

{

ProductItem item = product.GetComponent<ProductItem> () ;
if (item == null) return;
if (item.isCorrect)
{
correctCount++;
UpdateProgress() ;
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product.transform.SetParent (basketParent) ;
DragDrop drag = product.GetComponent<DragDrop> () ;
if (drag) drag.enabled = false;

ShowFeedback ("Bepuo!", Color.green

if (correctCount >= totalCorrect)
{

completionPanel.SetActive (true);

GameState.SetDepartmentCompleted (GameState.CurrentDepartmentIndex) ;

if (GameState.AllDepartmentsCompleted())
{
Invoke ("LoadFinalScene", 2.0f);
}
else
{
Invoke ("GoBackToMenu", 2.0f);
}

}

else

{
DragDrop drag = product.GetComponent<DragDrop> () ;
if (drag) drag.ReturnToOriginalPosition();
ShowFeedback ("He nomxommt!", Color.red

}
}
void UpdateProgress ()
{
progressText.text = correctCount + " / " + totalCorrect;
}
void ShowFeedback(string message, Color color)
{
feedbackText.text = message;
feedbackText.color = color;
feedbackText.gameObject.SetActive (true) ;
CancelInvoke ("HideFeedback") ;
Invoke ("HideFeedback", feedbackDuration);
}
void HideFeedback ()
{
feedbackText.gameObject.SetActive (false);
}
void GoBackToMenu ()
{
MainMenuManager.forceShowDepartments = true;
SceneManager.LoadScene ("MainMenu") ;
}
void LoadFinalScene ()
{
SceneManager.LoadScene ("Final") ;
}
public void OnBackButton ()
{
SceneManager.LoadScene ("MainMenu") ;

}

JIJisi MEXaHUKU UTPhI HEOOXOIMMO CO37aTh MYCTOH OOBEKT M T0OABUTH K
oowekty ckpunt GameManager. B wuHcnekrope HEoOXonuMo Jg00aBUTH BCE
00BeKTHI ¢ maHenu 10pPanel, HacTpouTh pa3Mepbl MPOAYKTOB, M B KOMIIOHCHTE
Departaments co3nath 6 KOMIIOHEHTOB, U HACTPOUTH UX MOJI OTAEIBI, T.€ T00aBUTH
B Name Sprite u3o0pakenuss Ha3BaHus otiena, B Correct 100aBUTh MpaBUIbHBIC

npoayKThl, a B Wrong He npaBuibHbIE TPOAYKTHI (CM. puc. 14).
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Pucynok 14 — HacTpoiika MEXaHUKH UTPBI

CueHa urpsl roToBa MOJIHOCTHIO, MOYKHO MEPEXOANUTH K (pUHaIbHOU cueHe. B
(¢uHANIBHON clLeHE aHaJorM4Ho HacTpauBaerca Canvas u ¢on wurpsel. [anee
HEOOXOJMMO CO3/1aTh IaHEeNb M Ha IaHele pa3MECTUTh JiBa oObekTa [ext, nBa
o0BekTa Button u onuH 00bekT image i oopMiteHus naHesd. B mepBom o0bekTe
Text HeoOxoaumMo HacTpouTh: B okHe Text HaOpaTh TekcT «llo3npaBnsem!», B Font
Style BeiOpath Bolt, pasmep tekcra 70, 1BeT Tekcta cuHUd. Bo BTOpoM 00BEKTE
Text: B okHe Text HaOpath TekcT «Bce oTnensl npoiiaeHsl!», B Font Style BeIOpaTh
Bolt, paszmep Texcra 70, nBer Texkcra cuHuid. J[jisi paboTOCOCOOHOCTH KHOMOK
HeoOxoaumMo co3aaTth ckpunT FinalSceneManager KoTopblil yripaBiisieT pUHATBHON
CIICHOH, 0OecTieunBas epe3anyCck Urphl WK BBIXO U3 MPUIOKCHHS.

Ckpunrt FinalSceneManager:
using UnityEngine;
using UnityEngine.SceneManagement;
public class FinalSceneManager : MonoBehaviour
{
public void OnPlayAgain ()
{
GameState.Reset () ;
MainMenuManager.forceShowDepartments = true;
SceneManager.LoadScene ("MainMenu") ;
}
public void OnExitGame ()
{
#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#else
Application.Quit () ;
#endif
}
}

HeoOxonumo co3nath mycToi OOBEKT M IMEPEMECTUTh CKPUIIT Ha HEro.
Co3nanHbIl 00beKT He00X0 MO TiepeMecTuThb B coobiTue ONClick () nByx KHOMOK.
B knomke Hauath 3anoBo! BriOpath FinalSceneManager.OnPlayAgain, a s
kHOnKM Bbixoa FinalSceneManager.OnExitGame (cwm. puc. 15).
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Object _Component _Services \Wingow _Helg

Tosnpasnsem!
Bce orpens npoinexs:!

Pucynok 15 — ®unanbHas cueHa

Totosas urpa (cm. puc. 16. 1, 16.2, 16. 3, 16. 4, 16. 5, 16. 6, 16. 7, 16. 8, 16.
9).

[TPOJYKTOBBIN
MATA3MH

1. B uzpe 6 omden108 MazasuHa.

2. B xkadzcdom omdene aedxcam 6 npodyrkmos.
# 3. Cpedu Hux ecmb AuwHue — He No0xXo0AwUe A

2mozo omaeaq.
N 4. [Tepemackusait 6 KOP3uUILY MOALKO Mme ‘W
B NPOOYKMbL, KOMOPbLE OMHOCAMCA K OAHHOMY >

omaeuy.

A \ A

Pucynok 16.1 — I'otoBas urpa
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Pucynok 16.2 — I'oToBast urpa
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Pucynok 16.4 —I'otoBas urpa
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Pucynok 16.5 — I'otoBas urpa
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Pucynok 16.7 — I'otoBas urpa
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Pucynok 16.8 — I'oToBas urpa
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ITo3gpassem!

Bce otpesnsl nmpoiaeHsl!

A \

Pucynok 16.9 —I'oToBas Hrba

4 BpIBOIBI

B nanHol pabote Obul MOKa3aH MPOLECC CO3JaHUSI KOMIBIOTEPHOU HIPHI
«IIpoayKTOBBIN MarazuH» ¢ MOMOILBIO KPOCCIIAT(HOPMEHHON CPEJIbI 1Sl CO3IaHUS
MHTEepakTUBHBIX 2D m 3D mnpunoxenun. Hayunas cTaTed MOMXKET CIyXKUTb
METOJUYECKUM MTOCOOHEM B yUeOHOU JIEATEIbHOCTH.

bubanorpagpuyeckuii cnucok

1. VuapoBa A. E. Pazpabotka urpei Ha tuiargopme Unity // Texuudeckue u
€CTECTBEHHbIE HayKM: BuYepa, CErojHs, 3aBTpa. Bosrorpan: OOmecTtBo c
orpanu4yeHHor otrBercTBeHHOCThIO "Cdepa", 2024. C. 22-25. URL:
https://www.elibrary.ru/item.asp?id=68624300

2. @act . A. Pazpabotka 2D wurp ¢ sneMeHTaMH TOJOBOJIOMOK Ha Tatdopme
Unity // V MexnyHnapoaHasi Hay4dHasi KOHQEpEHIUs M0 MEXIUCIUILTMHAPHBIM
HCCIICIOBAHUSIM. ExarepunOypr: OO6m1ecTBO c OTpaHUYEHHOMN
orBeTcTBEHHOCTHIO "MHcTuTyT HUdposoit Dxonomuku u [Ipasa", 2024. C. 266-
269. URL.: https://www.elibrary.ru/item.asp?id=67143462

3. MakcumoB H. B. Pa3pabotka moOwmibHoM 2D urper "Bootur Jump" wa Unity //
@dyH/IaMEHTANIbHBIE W TIPUKIIATHBIC ACIEKTHhl PA3BUTUS COBPEMEHHON HAyKWU.
VYa: O6mecTBo ¢ OrpaHUYEHHON OTBETCTBEHHOCTHIO "HayuHOo-m3matenbckuit
HICHTP "BecTHUK HayKu", 2023. C. 306-308. URL.:
https://www.elibrary.ru/item.asp?id=59762421

4., Jlroomu A. A. Cozpanme 2D-urpsl «0-y-y-m» Ha aBwkke Unity //
@dyHIaMEHTANbHBIE W TPUKJIAJHBIE HCCIEJOBAHUS MOJIOABIX  YYCHBIX.
HoBoky3neuk: KemepoBckuii rocyaapctBeHHbl yHuBepcurer, 2025. C. 167-
169. URL.: https://www.elibrary.ru/item.asp?id=82653081



