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AHHOTALIUA

[lens cTaThu — cO3JaHUE KOMIIBIOTEpPHONW WIphl «CKa304YHOE MYTEIIECTBUE:
reomerpuueckne (urype» Ha Unity. [[ns co3maHmst Wrpel  KCIOIH30BaHA
KpocciiaropMeHHasi cpefa ia  pa3paboTku HHTepakTuBHbIX 2D- u 3D-
npuioxenuii Unity, koTopas mo3BosisieT co31aBath 2D-UTpbl, HCIOIB3YS MOIIHBIH
bu3nUecKuil IBUKOK U BU3yalIbHbIE HHCTPYMEHTHI. B pe3ynbrare paboThl co3aHa
rotoBasi KoMIblOTepHas wurpa «CKa304HOE IMyTELIECTBUE: TE€OMETPUUECKUE

burypo».
Kawuesbie ciioBa: Unity, urpa, Gurypsl, reoMeTpus.

Creating a computer game ""Fairy Tale Journey: Geometric Shapes'* using
Unity
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Abstract

The purpose of the article is to create a computer game "Fairy Tale Journey:
Geometric Shapes™ using Unity. To create the game, we used the cross-platform
environment for developing 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 have created a finished computer game "Fairy Tale Journey: Geometric Shapes".
Keywords: Unity, game, shapes, geometry.

1 BBeaenue

1.1 AKkTyaqnbHOCTH

CoBpeMeHHas oOpa3oBaTenbHas napagurma npeTepreBacT
dbyHIaMeHTaIbHBIE HM3MEHEHWS B  YCIOBUAX IdpoBu3anmuu. Bo3HHKaeT
OOBEKTHBHAsi  MOTPEOHOCTH B~ HAyyHO  OOOCHOBaHHOW  HMHTErpanuu
TEXHOJIOTMUECKNX pEIIeHu B oOpa3oBaTeNbHBIN mporecc. HHTepakTUBHBIC
oOpa3oBaTeNbHbIe MPUIOKEHUS U UTPOBBIE TEXHOJOTHH CTAHOBSTCS HE IMPOCTO
JIOTIOTHEHUEM K TPATUIMOHHBIM METOJaM OOY4YeHHUs, a CaMOCTOSITEIbHBIM
3G ()EKTUBHBIM HWHCTPYMEHTOM (OPMUPOBAHHS YUYEOHBIX KOMIETCHIHI. ITO
co3aa€T OJIaronpusATHBIC MPEATOCHUIKY IS Pa3pabOTKU U BHEIPEHUSI HOBBIX (hOpM
00y4aroluX KOMIbIOTEPHBIX UT.
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OO0yueHnne reoMeTpuueCKUM (DUTypaM Ha HAYaJIbHBIX 3Talax CTAJIKUBAETCS C
pPSAIOM CHCTEMHBIX TpyAHOCTed. McciemoBaHusl MOKa3bIBAIOT, YTO y YYAIIUXCSA
HaOJMIoAaeTCsl HU3KUM ypOBEHb KOHIIENTYaJIbHOTO MOHUMAaHUS T€OMETPUUYECKUX
dbopM, a TpaguIIMOHHBIE METOAbI OOyYeHHsS He OOECIEeYUBAIOT JOCTATOYHOU
3¢hHEeKTUBHOCTH B (POPMUPOBAHUM YCTOMUUBBIX T€OMETPUUECKHUX TPE/ICTABICHUN.
VYyaniuecss HCHBITHIBAIOT CIIOKHOCTH C AaKTUBHBIM BKJIIOUEHHEM B TIPOILIECC
U3YYEHUS] TE€OMETPUM U TIIYOOKHMM OCMBICICHHUEM a0CTpaKTHBIX MoHATHI. Kpome
TOTO, HAOMIOAAETCA OTPAaHUYEHHAs JOCTYMHOCTh WHTEPAKTUBHBIX OOYYaIOUINX
CpPEICTB MO JaHHOM TeMaThke, YTo TpedyeT IoHMCKa HOBBIX TMOJIXOJOB K
BU3yaJIM3aI[Mi U OCBOCHUIO T€OMETPHUUECKOI0 MaTepuaa.

Urposoit asmxok Unity mpenctaBisieT coO0M MOIIHBIA MHCTPYMEHT st
CO3/1aHus1 00pa30BaTENbHBIX UTP OJaroaapsi CBOE YHUBEPCAIBHOCTH U IIUPOKOMY
dbynkiuonany. Unity mupoko ucnoiib3dyercst ajisi pazpadbotku 2D- u 3D-urp nns
pa3IMYHBIX MIATGOPM, a TaKKe MO3BOJIAECT BU3YATU3UPOBATh YUEOHBIN KOHTEHT U
CIIOCOOCTBYET Pa3BUTHUIO MBIIUICHUS Yyyammxcs. MuHu-urpel Ha 6asze Unity,
W3HAYaJIbHO BOCIIPUHUMAEMBIE KaK CPEICTBO Pa3BICUYCHHUS, CIIOCOOHBI BBHIMOIHATh
IOJIHOLIGHHbIE ~ oOpazoBarenbHble  (QyHKuMH. CyliecTBytone  pa3paboTKu
JEMOHCTPUPYIOT BBICOKYIO BaJIMAHOCTh (10 96-98%) ®  mIpakTHYHOCTH
oOpaszoBarenpHbIX UTrp Ha Unity, 4TO MOATBEPXKAAET LieIecO00pa3HOCTh BbIOOpa
JAHHOM TIaT)OPMBI JIsl CO3/IaHMs 00yUYaOIIUX MTPOYKTOB.

Hecmotpst Ha umeromuecs: pa3paboTky B 001acTH 00pa3oBaTEIbHBIX UTP, B
COBPEMEHHOW HAy4YHOM JIMTEpAaType OTMEYAECTCA HEJOCTAaTOK CHUCTEMHOU
WMHTErpallud  CTpaTeruii reomeTpuueckod reimMupukanuu. CyliecTByroIme
WCCIICIOBaHMs YKa3bIBAIOT Ha MPOOJIEMbl HETMOJHOW COBMECTUMOCTH MEXIY
UTPOBBIMU MEXaHUKaMW M Y4eOHBIMH 3aJadaMH, a TaKkKe Ha HEOOXOAMMOCTh
JTalbHEHIINX UCCIEA0BAHUM B 001aCTH pa3pabOTKU U anpoOalii MHHOBAILIMOHHBIX
TUIAKTUUECKUX Urp. B 3TOM KOHTEKCTE CO3/laHuE KOMIBIOTEPHON HIphbl
«CkazouHoe myTemiecTBue: TreoMerpuueckue ¢urype» Ha miatgopme Unity
IpeJCTaBiIsieT cOOON aKTyallbHOE MCCIIEJOBAaHUE, HAIIPABJIEHHOE HA BOCIIOJIHEHUE
yKa3aHHOTO mpobena yepe3 pa3paboTKy METOIUYECKH OOOCHOBAHHOTO WUTPOBOTO
OPOAYKTa, COYETAIOLIEr0 COBPEMEHHbBIE TEXHOJIOIMM, CKa30YHbIM HappaTHB U
b (}EeKTUBHBIE TEAArOTMYECKUE TMOAXO0JAbl K (POPMUPOBAHUIO TE€OMETPUUECKHUX
IpeJCTaBICHUN y 00y4aromuxcsl.

Takum  o0Opa3oMm, aKTyaJdbHOCTh  MPEACTABICHHOTO  HCCJICIOBAHUS
oOyCJIOBJIEHa  COBOKYNMHOCThIO  (pakTOopoB:  1udpoBoil  TpaHchopmalmei
oOpa3oBaHus, HEAOCTAaTOUYHOH OA(PPEKTUBHOCTHIO TPATUIIMOHHBIX  METOOB
OoOydJeHHUs] TEOMETPUH, [OKA3aHHBIM IUAAKTHUYECKHM TMOTEHIIMAJIOM HIPOBBIX
TEXHOJOTHH, TEXHOJOTUYECKUMHU BO3MOXHOCTAMU Unity s co3maHus
0o0pa30BaTeNLHOTO KOHTEHTA W  HAJIMYUMEM  HEPEaTu30BAaHHOTO  HAYYHO-
IPAaKTHYECKOro mpobena B 00JacTH CUCTEMHOW HHTErpald TeOMETPHUECKON
reiimuuxarmu. Pa3paborka urpel «Cka3zouHOe IMyTEIIECTBUE: T'€OMETPUUYECKHE
burypsl» OTBeUaeT Ha BHI30BBI COBPEMEHHOTO OOpa30BaHUS W BHOCHUT BKJIAa B
pa3BUTHE TEOPUH U MPAKTHKU UTPOBOTO OOYUYCHHS MaTEMATHUKE.
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1.2 O630p uccjenoBaHui

A. E. YnapoBa npencraBuiia pa3paboTky mMoOunsHOM urpel «Kyctyk» Ha
Unity misi AOIIKOJIBHUKOB M MJIQJIIMX HIKOJBHUKOB Ha SIKYTCKOM si3bike [1].
[TocBaTun cratbio 0030py KIIOYEBBIX ATANOB, HEOOXOAMMBIX IJIsi pa3pabOTKU
KOMITBIOTEPHBIX UTp C JIBYXMepHOW rpadukoir Ha miaatdpopme Unity B xaHpe
MPUKITIOUEHUS C 3JIEeMEHTaMu rojoBojoMok . A. ®@act [2]. Makcumos H.B.
paccMaTpuBaeT MeToj pa3paboTku MoOwinbHOW 2D wurpel «Bootur Jump» Ha
miatdopme Unity [3]. TTokazan nporecc pa3paboTKu AByXMEpPHOH MaThOpMEHHON
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

Llens wcclienoBaHUs — CO3JaHUE KOMIIbIOTEpHOM wurpbl «Cka3o4HOE
MyTEUIECTBUE: T€OMETPUUECKHE (UTYpPBD» MpHU IOMOIIM KpOCCILIaT(HOPMEHHOM
Cpelsl IUIs co3aaHus nHTepakTUBHBIX 2D u 3D mpumoxenuii Unity.

2 MarepuaJjbl U METObI

B kauectBe 0a3oBoil miatdopmel s peanuszanuu Urpel  «CkazoyHoOe
nyTelecTBre: reomerpuyeckue ¢urypb» ucnoisb3yercs Unity. [lpeanmourenue
OTJIaHO €i1 Oyaroaps JErKOCTH B U3YYEHHUH, S3PTOHOMUYHOMY IOJIb30BATEIBCKOMY
uHTepdpeiicy u HaTtuBHOM wuHTerpauuu ¢ C#. KogoBas wyacTe mpoekra
pazpabarbiBaeTcs U Tectupyetcs B cpene Visual Studio Community.

3 Pe3yabTaThl

Pa3paboTka HaumHaeTcsi ¢ co3manusi HOBoro mpoekra B Unity. st aToro B
Unity Hub BsiOupaercs mabmon «Universal 2D», koTopswlif moapa3zymeBaer
MCIIOJIb30BaHUE YHUBEPCAIBHOTO KOHBEEpa pEHIEPUHTa, MTOCIE Yer0 HaKUMAaEeTCs
kHomka «Co31aTh IpoeKkT» (cM. puc. 1).

) The Unity Al open beta is here. Insta

?Hub .

v318.3 Is now available and will Install after restarting.

R Getsetup

& Projects New project

Installs Universal 2D
ty project configured for 20 apps. It

Universal Render Pipeline pre-

Templates

High Definition 3D

42 sample

-+ Create project

Pucynok 1 — Co3nanue npoekra
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[Tocne Toro kak npoekT Ha ocHoBe 11abdaona Universal 2D co3aan, TpedyeTcs
BBITIOJTHUTH €0 MEePBUYHYIO0 HACTPOiKy mon mneneByio [IK-tumardopmy. st aToro
HeoOxo Mo niepeiitu B MeHto File -> Build Profiles u BE1OpaTh B kauecTBe 11e71€BOM
mwiatdopmbl Windows (cMm. puc. 2).

Pucynoxk 2 — HacTpoiika npoekra

Bce 3apanee moaroToBiieHHbIE rpadUyecKie MaTepualbl, 3aJ€CTBOBAHHBIC
B UTPE, HEOOXOAMMO CKOIMPOBATH B MarKy «image» (cM. puc. 3).

Pucynox 3 — Jlo6aBnenue nzo0paxxeHui

Jlanee HEOOXOUMO CO3/1aTh YEThIPE CLIEHBI. TakK Kak MpU CO3/IaHUH MPOCKTa
OJIHA CIIEHA YK€ TEHEPUPYETCSI aBTOMATHUECKH, HY>KHO JI00aBUTH JIUIIb TPU CIICHBI.
Jnst sToro B mamke Scenes BBI3BIBACTCS KOHTEKCTHOE MEHIO MPaBOM KHOMKOM
Mmbin, Create -> Scene u co3maéMm Henoctarouue cuensl. Ilociie aToro yersipe
CIIeHbI He00X0AMMO TiepenMeHoBaTh: MainMenu, Levell, Level2, Level3 u Victory
(cm. puc. 4).
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B x

- Unity & (B000.0.4011) <DX11
vices Jobs  Window Help

Pucynok 4 — Co3nanue CLieH Urpbl

Ha craenyromem sTtame oTkpbiBaeTcs ciieHa MainMenu, BBINOJHSAIONIAS
(GyHKUMIO TiIaBHOTO MeHI0 urpbl. Ilpexne Bcero coszmaércs oObekT Canvas,
KOTOPBIH CITY>KUT 023011 JIs1 BCEX 3JIEMEHTOB MO0JIb30BATENICKOr0 nHTEpdeica. [l
3TOro B okHe Hierarchy BbI3bIBa€TCs KOHTEKCTHOE MEHIO (IIPABOM KHOMKOM MBIIIIH),
rae BeiOupaercs Ul -> Canvas. UToOwl uHTepdeiic oToOpakayicsi KOPPEKTHO,
HEoOX0aMMO HacTpouTh co3znaHHblii Canvas. B okne Inspector BbImoiHsSIHOTCS
cienyomue neicteus: B nosne Render Mode ycranaBiuBaercs 3HaueHHE Screen
Space — Camera; B noie Render Camera neperackuBaeTcs Kamepa U3 UEpapxuu;
napametpy Order in Layer mpucBauBaetcs 3Hauenue 1; B monie Reference Resolution
3agaércs paspemenue 1920x1080.

Pucynok 5 — Hactpoiika Canvas

Ha cozmannom Canvas HEOOXOAUMO pa3MecTUTh 0O0BEKT Image, KOTOpPHIiA
OyZeT BBITIOTHSTH POJIb POHOBOTO N300pakeHus Urpkl. [lociie nobasieHns 00beKTa
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B HMHCIEKTOpE TpeOyeTcs HACTPOWTH €ro TMO3UIMI0, MAcIITad W SKOPS TaKuM
00pazoM, 4ToObI (DOH MOJIHOCTHIO MEPEKPHIBAT 00JIaCTh BUIUMOCTH KaMephl. 3aTeM
B pazzmene Image wWHCIEKTOpa cCielyeT Ha3HAYUTh 3apaHee IOATOTOBICHHOE
dboHoBOE M300paxkeHue (CM. puc. 6).

Pucynox 6 — JlobaBnenue ¢ona

[Tocne co3nanue pona, HeoOXoaUMO 100aBUTh 00BbEeKT Panel. Ha co3nannyro
NaHes b MPUBETCTBUS HEOOXOIUMO Pa3MECTUTh OOBEKT TEXt I BCTYIUICHHS UTPBI,
u o0wvekT Button mis kHomkM «HayaTh urpy!». Jlimsa obobekra Text nis Ha3BaHUS
UT'PBl, HEOOXOAUMO ITPOU3BECTH CIIEYIOIINE HACTPOUKH B UHCIIEKTOpE: B OKHE T ext
HaOpath TeKCT «Jlanexo-naneko, B conHeuHoit OpyKTOBOI CTpaHe, KUBYT BeCEbie
npy3bsi: Becénas Jlumonuuk, noopas KinyOnnuka u ymauia YepHudka. Y KaxkJoro
U3 HUX €CTh JIIOOMMbIEe UTPYIIKK U Beulu. Ho onHaxkael Haneten o3opHoi Betep-
[Ipoka3HUK U epemnyTal Bce MPeAMEThI Ha X BOJIIIEOHBIX nosoukax! Teneps Bemu
Jexar B Kyde, a JIpy3bsd HUKAK HE MOTYT UX pazoOpaTh. HyxeH cmenblii u
BHUMATEJIBHBIN MOMOIIHUK, KOTOPBI BepHET nopsinok! [Tomoxkenn?», B Font Style
BbIOpaTh NOrmal, pasmep Ttekcra 45, BET TekcTa YepHbIid (CM. puc. 7).

Pucynok 7 — Hactpolika nanenu
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Jlist Toro, 4TOoOBI KHOMKA ObLIa AKTMBHOM HEOOXOIUMO CO3/1aTh CKPHIIT
GameManager KoTopbIii yIpaBiIseT TJIOOAIBHBIM COCTOSHUEM HIPBI: 3arpyKacT
CIICHBI, TTIEPEKITIOYACT YPOBHHU.

Ckpunt GameManager:

using UnityEngine;
using UnityEngine.SceneManagement;
public class GameManager : MonoBehaviour
{
public static GameManager Instance;
[Header ("Audio") ]
public AudioClip correctSound;
public AudioClip wrongSound;
public AudioClip victorySound;
private const int totallLevels = 3; // YpoBum: Levell, Level2, Level3
private void Awake ()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad (gameObject) ;
}
else
{
Destroy (gameObject) ;
}
}
public void LoadLevel (int index)
{
if (index >= 0 && index < totalLevels)
{
SceneManager.LoadScene ("Level”™ + (index + 1));
}
else
{
SceneManager.LoadScene ("Victory") ;
PlayVictorySound() ;
}
}
public void NextLevel ()
{

string currentScene = SceneManager.GetActiveScene () .name;
int currentIndex = -1;
if (currentScene == "Levell")
currentIndex = 0;
else 1f (currentScene == "Level2")
currentIndex = 1;
else if (currentScene == "Level3")
currentIndex = 2;
else

{
LoadLevel (0) ;
return;
}
LoadLevel (currentIndex + 1);
}
public void PlayCorrectSound ()
{
if (correctSound != null)
AudioSource.PlayClipAtPoint (correctSound, Camera.main.transform.position);
}
public void PlayWrongSound ()
{
if (wrongSound != null)
AudioSource.PlayClipAtPoint (wrongSound, Camera.main.transform.position);
}
public void PlayVictorySound ()
{
if (victorySound != null)
AudioSource.PlayClipAtPoint (victorySound, Camera.main.transform.position);
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Jlanee HeoOX0IUMO CO3/1aTh MyCTON OOBEKT U MEPEMECTUTh Ha HETO CKPUIIT
GameManager. Co3nanHblif 00BEKT HEOOXOAUMO NIEPEHECTH HA KHOMKY B COOBITHE
OnClick () u Beiopate GameManager.LoadLevel (cm. puc. 8).

@ My project (5) - MainMenu - Windows, Mac, Linux - Unity 6 (6000.0.40f1) <DX11> = -] X

Pucynok 8 — Hactpolika KHOIIKH

Hactpoiika MeHIo 3aBepiieHa, MO>KHO IPUCTYNATh K HACTPOMKU CaMOU UTPBI.
Jlns Havana HeoOxoammo mepeiitu Ha cieny Levell. Hactpoiiku Canvas u ¢ona
TaKhe ke, KaKk M y CIIeHbl MeHI0. [lepBbIM miarom HeoOXoauMoO J00aBUTH B
o0BeKTa IMage u 100aBUTh K HUM H300paKEHUS MEPCOHAXKA UTPHI U HAIIIHCH C
3aJIaHUEM UTPBI (CM. puc. 9).

@ My project (5) - Levell - Windows, Mag, Linux - Unity 6 (6000.0.401) <DX11> - 3 X
File s >

TTomoru paccTaguTh
npeameTsI Ha NOMOYKY
BMeCTe C Kny6HUYKOM

Pucynok 9 — Hactpolika ciieHbl

Jlanee HE0OXOAMMO CO3aTh ITyCTOM OOBEKT JIJIsl CO3/IaHUSI CETKU, B KOTOPYIO
OyayT TiepeMelarbcsi TMpeaMeThl B COOTBETCTBYOIUE siueiiku. OOBEKT
HeoOxoaumo nepenmeHnoBath B CellsContainer. B 00bekT HE0OX0AMMO J00aBUTH
nzo0paxenue cetku. I{ns Toro, 4yTtoObl SYEHKH ObUIM AKTUBHBIMU HEOOXOJIUMO
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cosnath ckpunt CellSlot koTopslit oTBeuaer 3a mpuém nepeTackMBaeMoro npeamera
B SAYEHKY, MIPOBEPSET, COBIAAACT JIA OH C UEJIECBOM SYECHKOW, U BU3YAIBHO
O0TOOpakaeT MpeIMET Ha IMOJIKE.

Ckpunr CellSlot:

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.EventSystems;
public class CellSlot : MonoBehaviour, IDropHandler
{
public bool isOccupied = false;
private Image celllImage;
private Image itemImage;
private LevelManager levelManager;
private void Awake ()
{
cellImage = GetComponent<Image> () ;
Transform itemTransform = transform.Find("ItemImage");
if (itemTransform != null)
{
itemImage = itemTransform.GetComponent<Image> () ;
}
else
{
GameObject newltemImage = new GameObject ("ItemImage");
newlItemImage.transform.SetParent (transform) ;
RectTransform rect = newltemImage.AddComponent<RectTransform>();
rect.anchorMin = Vector2.zero

rect.anchorMax = Vector2.one
rect.offsetMin = Vector2.zero
rect.offsetMax = Vector2.zero

itemImage = newlItemImage.AddComponent<Image>();
itemImage.raycastTarget = false; // He mMemaeM COGHITUSIM
itemImage.enabled = false;
}
levelManager = FindObjectOfType<LevelManager>();
if (cellImage !'= null)
{
Color ¢ = celllImage.color;
c.a = 0.01f;
cellImage.color = c;
cellImage.raycastTarget = true;
}
}
public void SetItem(Sprite sprite)
{
isOccupied = true;
if (itemImage !'= null)
{
itemImage.sprite = sprite;
itemImage.enabled = true;
}
}
public void OnDrop (PointerEventData eventData)
{

if (isOccupied) return;

if (levelManager == null)
levelManager = FindObjectOfType<LevelManager>();
if (levelManager == null)

{
Debug.LogError ("LevelManager He HaumeH!");
return;

}

GameObject draggedObject = eventData.pointerDrag;

if (draggedObject == null) return;

DraggableItem draggable = draggedObject.GetComponent<Draggableltem> () ;
if (draggable == null) return;

if (draggable.targetCell == this)

{
Sprite itemSprite = draggable.GetComponent<Image> () .sprite;
levelManager.OnItemPlacedCorrectly (itemSprite);
SetItem(itemSprite) ;
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Destroy (draggedObject) ;

}

else

{
levelManager.OnItemPlacedWrong () ;
draggable.ReturnToPanel () ;

B o6nekre CellsContainer HeoOX0aAMMO €O03/1aTh IYCTOH OOBEKT, IaTh
Hassanue Cell 1 1 u B wHcmekTope A00aBUTH KOMIIOHEHT IMage, caeiaTh €ro
po3pavHbIM, a Takke 100aBuTh ckpunt CellSlot. B oobexTe Cell 1 1 Heobxoamumo
co3math OOBCKT IMage wm mnepenMeHoBath B itemlmage. OObvekr Cell 1 1
HEOO0XO0MMO MPOAYOIMpoBaTh 8 pa3, YTOOBI MOTYyUnIIoCch 9 sueek (cm. puc. 10).

BObhooaa

Pucynok 10 — Co3nanuie urpoBoro moJs

Jlanee MOKHO HPUCTYNUTh K CO3/IaHUIO MaHENu ¢ npeameramu. st atoro
co3gaeTcs o0bekT Panel. B nanHoM 00bekTe HEOOX0AUMO co3aaTh 00BEKT iMage u
€ro HacTpOUTh B HMHCHEKTOpEe: A00aBUTh H300pa)K€HUE MpeaMeTa, 100aBUTh
koMmrioneHT canvas Group, Box Collider 2D, Graphic Raycaster. [lus
paboTOCOCOOHOCTH STYEHKH HE0OX0IUMO co3/1aTh cKpunT Draggableltem kotopsiii
peann3yeT MeXaHWKY TMepeTaCKWBAaHUS IMpEIMEeTa MBIIIBI0 U BO3BpAIllaeT €ro Ha
MaHeJNb P OMIMOKE MJIM 110 OKOHYaHHUH MePeTaCKUBAHUSI.

Ckpunt Draggableltem:

using UnityEngine;
using UnityEngine.EventSystems;
using UnityEngine.UI;
public class DraggableItem : MonoBehaviour, IBeginDragHandler, IDragHandler, IEndDragHandler
{
[Header ("LeneBasa suemnxka) ]
public CellSlot targetCell;
private CanvasGroup canvasGroup;
private RectTransform rectTransform;
private Transform startParent;
private Vector3 startPosition;
private void Awake ()
{
canvasGroup = GetComponent<CanvasGroup> () ;
rectTransform = GetComponent<RectTransform> () ;
startParent = transform.parent;
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startPosition = rectTransform.position;
if (canvasGroup == null)
canvasGroup = gameObject.AddComponent<CanvasGroup> () ;

}
public void OnBeginDrag (PointerEventData eventData)

{

canvasGroup.blocksRaycasts = false;
canvasGroup.alpha = 1f;
transform.SetAsLastSibling(); // HoBepx OpyIrux

}

public void OnDrag(PointerEventData eventData)

{

RectTransform parentRect = (RectTransform)startParent;
RectTransformUtility.ScreenPointToLocalPointInRectangle (
parentRect,

eventData.position,
eventData.pressEventCamera,
out Vector2 localPoint);
rectTransform.localPosition = localPoint;
}
public void OnEndDrag (PointerEventData eventData)

{

canvasGroup.blocksRaycasts = true;
canvasGroup.alpha = 1f;
ReturnToPanel () ;

}

public void ReturnToPanel ()

{

rectTransform.position = startPosition;

}

Ckpunt Draggableltem Heo6xonumMo 100aBUTh B M300pakeHUs MpeIMeTa, U
B HMHCIICKTOPE HA3HAYUTh MPEAMETY MOAXOIAIIYI0 sueiiky. UTOObI HEe co3/1aBaTh
MpeaMEThl MO OTACIBHOCTh M HMX HACTpanBaTh, MOXKHO KIIOHHPOBAaTh OOBEKT C
MIPEAMETOB 8 pa3, ¥ IOMEHATH TOJBKO H300paKeHUS MPeIMETa, U STYCHKY B CKPHUIITE
(cm. puc. 11).

File Edit Assets GameObject Component Services Jobs Window Help
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Pucynok 11 — Hactpoiika ciieHsl

Taxxe HEOOXOAMMO CO34aTh IMaHETh NO3JApaBicHHA. IS 3TOrOo TaKXke
cozmaercs o0bekT Panel, u B mHCIEKkTOpe HEOOXOAMMO BHIOpPATh M300pa)KeHHE
MOATOTOBJICHHOM MMaHenH. J[J11 Toro 9ro0bl maHe b padoTaia HE0OX0AUMO CO31aTh
ckpunt DialogPanel.

Cxkpunt DialogPanel:
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using UnityEngine;

using UnityEngine.UI;

using System;

public class DialogPanel : MonoBehaviour

{
public
public
public

Text messageText;
Button actionButton;
Action OnButtonClick;

private void Start()

{
if

}
public
{

if
}
public
{

if

{

}
}
public
public

Ha mnanese

(actionButton != null)
actionButton.onClick.AddListener (() => OnButtonClick?.Invoke());

void SetText (string text)
(messageText != null) messageText.text = text;
void SetButtonText (string text)
(actionButton != null)
Text btnText = actionButton.GetComponentInChildren<Text> () ;

if (btnText != null) btnText.text = text;

void Show () => gameObject.SetActive (true);
void Hide () => gameObject.SetActive (false);

HEOOXOJMMO pa3MecTUTh OOBEKT Text s BhIBOAA TEKCTa

MO3/IpaBJCHUE OT MEpCOHaXKa, U 00BbeKT DULtON I KHONKH MPOJIOJDKUTE. Takke
HeoOxoaumo Ao0aButh ckpunt DialogPanel, u B MHCHekTOpe B OKHE CKpHUIITa
n06aBuTh 00BeKT TeXt u button manenu (cm. puc. 12).

@ My project (5) - Levelt - Windows, Mac, Linux - Unity 6 (6000.0.40f1)* <DX11>

DORBODAA

Pucynok 12 — Hactpoiika nanenu no3apaBicHUs

Crnenyromuii 3Tan — co3/laHue MEXaHUKH YPOBHs. JJisi 3TOoro HeoO6XoaumMo
co3nath ckpunt LevelManager KOTOpbIi KOHTPOJIUPYET JIOTUKY TEKYIIETO YPOBHS,
OTCJIC)KMBAET KOJIMYECTBO MPABWIHHO YCTAHOBJICHHBIX MPEAMETOB, ITEPEMEIIUBACT

HNX Ha IIaHCJIN 1 BbI3BIBACT ITAHCIIb HO6GI[BI IMOCJIC 3aBCPIICHUA YPOBHA.

Ckpunt LevelManager:

using UnityEngine;

using UnityEngine.UI;

using System.Collections;

public class LevelManager : MonoBehaviour

{
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[Header ("Level Data") ]
public int levelIndex; // 0, 1 mim 2

public Sprite characterAvatar;

public string characterName;

[Header ("UI References")]

public Transform itemPanel;

public Image characterImage;

public Text characterNameText;

public DialogPanel winPanel; // Tanenb nobemsl (crnacubo 3a MOMOIb)
private int correctPlaced = 0;

private const int totalltems 9;
private void Start()
{
if (characterImage != null) characterImage.sprite = characterAvatar;
if (characterNameText != null) characterNameText.text = characterName;
if (GameManager.Instance == null)
Debug.LogWarning ("GameManager He Haunen!");
Shuffleltems () ;
if (winPanel != null)
winPanel.Hide () ;
}
private void Shuffleltems ()
{
if (itemPanel == null) return;
int count = itemPanel.childCount;
for (int i = 0; i < count; i++)

{
int newIndex = Random.Range (0, count);
itemPanel.GetChild (i) .SetSiblingIndex (newIndex) ;
}
}
public void OnItemPlacedCorrectly (Sprite itemSprite)
{

correctPlaced++;
if (GameManager.Instance != null)
GameManager.Instance.PlayCorrectSound() ;
if (correctPlaced == totalltems)
{
ShowWinPanel () ;

}
}
public void OnItemPlacedWrong ()
{

if (GameManager.Instance != null)
GameManager.Instance.PlayWrongSound() ;
Debug.Log ("He Ta guenkal!");

}
private void ShowWinPanel ()

{

if (winPanel != null)
{
string message = "Cnacmbo 3a nomous ! Eb ";
if (levellIndex == 0) message = "KnybHuuka Ojaromapurt! & "y
else if (levelIndex == 1) message = "Cnacmbo, JlmMoHe pana! f§ "y
else if (levellIndex == 2) message = "UepHuuka ToOBOpPUT cracudo! [ f§ ";

winPanel.SetText (message) ;
winPanel.SetButtonText ("Janee") ;
winPanel.OnButtonClick = () =>
{
winPanel.Hide () ;
if (GameManager.Instance != null)
GameManager.Instance.NextLevel () ;
else
{
UnityEngine.SceneManagement.SceneManager.LoadScene ("Victory") ;
}
}i

winPanel.Show

}
else
{
StartCoroutine (DelayedNextLevel ()) ;
}
}
private IEnumerator DelayedNextLevel ()
{
yield return new WaitForSeconds (0.8f);
if (GameManager.Instance != null)
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GameManager.Instance.NextLevel () ;

}

Jlanee HeoOXOOUMO coO37aTh MyCTOW KOMIIOHEHT M J1aThb Ha3BaHHE
LevelManager u npukpernuth ckpunt LevelManager. B uHcnekrope o0bekTa
HEOOXOMMMO yKazaTh HWHAECKC ypoBHSA 0, 100aBUTH HM300pa)keHUE TEPCOHAXKA,
HalMcaTh WMS TEpCOHaXa, J00aBUTHh TaHENb C MpeAMETaMH, W TaHEeNb C
no3zipaBiicHueM (cM. puc. 13).

JIBe ocranbuble cuenbl Level2 u Level3 co3garorcst aHamornyHo mepBoii, HO
TOJIBKO MEHSIOTCSI IPEIMETHI U UX SYEHKHU B MHCIIEKTOPE, CETKA KyJja HEOOXO0AMMO
MepeHecTH NpeaMeThl, (JOH UTPhI, IEPCOHAXK U OOpaleHus nepcoHaxa. Takxke B
o0bekTe LevelManager He0OX0IMMO yKa3aTh MHAEKC YPOBHS 1 [UIsi BTOPOTO YPOBHS
Y UHJAEKC 2 JIJIsl TpeThero ypoBHs (cM. puc. 14. 1, 14. 2).
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@ My project (5) - Level3 - Windows, Mac, Linux - Unity 6 (6000.0.401) <DX11> o X

Pucynok 14.2 — Cuena Level3

[Tocne co3nanus ypoBHEW UTpbl MOKHO MPUCTYIIUTD K ClieHe (DUHMUIIIA, IS
9TOro HeOOXOIAMMO OTKpPBITH ciieHy Victory m mHactpouts Canvas u ¢GoH kak Ha
nepBoii ciieHe. Ha canvas nHeo6xoaumMo pa3mectuth 00bekT Panel.B manene namo
co3maTh oOBeKT Text, Button u Tpu oObekTa image. J[ias Toro yToOBI KHOIKA
pabortana HeEoOXOIMMO C€O37aTh CKpUNT VictoryScreen KOTOpbI oOpabaThiBaeT
(GbUHATBHYIO CIIEHY, TPOUTPHIBACT 3BYK MOOEIBI M MO Ha)XaTHIO KHOMKU «Urpath
emé pas3y mepe3anyckaeT urpy ¢ mepBoro ypoBHS.

Ckpunt VictoryScreen:
using UnityEngine;
using UnityEngine.SceneManagement;
public class VictoryScreen : MonoBehaviour
{
public void PlayAgain ()
{
if (GameManager.Instance != null)
{
GameManager.Instance.LoadLevel (0) ;
}
else
{
SceneManager.LoadScene ("MainMenu") ;
}
}
public void QuitGame ()
{
Application.Quit () ;
}

CkpunT MOXXHO THpukKpenuTh k o0bekTy Canvas. B uncnektope Button B
cooertie  OnClick() HeoOxommmo mo0aBuTh 00BeKkT Canvas, u BBIOpAThH
VictoryScreen.PlayAgain (cwm. puc. 15).
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Pucynok 15 — Cuena ¢punuiia

I'oToBas urpa (cm. puc. 16. 1, 16. 2, 16. 3, 16.4, 16. 5, 16. 6, 16. 7, 16. 8).

Janeko-dazexo, 6 corneunolit Ppyxkmosoit cmpae,
acusym eecéavle 0pysva: secéaan Jumonuur, 0od6pas
Kayoruuka u ymnuya Yepruuka. Y kancdoz2o us Hux

ecmp obuMble UPYWKU U sewu. Ho 00nadicdbl Haseme.n

o30pnoll Bemep-ITIpokasnuk u nepenyman éce
npeomemsl Ha UX 60AUEOHbLLX nosoukax! Tenepv seuyu
Jiedicam 6 Kyue, a 0pysbs HUKAK He MO2Yym ux
pasoopamv. Hyocen camenntit u 6HUMameabHblil
NOMOULHUK, KOMOPblil éepHém nopadok! [Tomodxcewn?

PI/ICOK 16\. — TotoBas ﬁrpa

TTomoru pacctaeuTs
npeameTsI Ha NOMOYKy
BMecTe C KnybHUYKOM

T TN T TR T

PI/ICK 16.2 — ToToBas urpa
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.....

KnybHnuka

6sarogapur!

e T Y TSN Y TTRON

PHcyHO 16.3 — FTOBaﬂ urpa

\ g
TTomory Numore

pacnpesenuTh Npeamers:
| NO LBeTy U popme

Cniacu6o, JIumoHe
paza!
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Momoru YepHuuke
COPTUPOBATL NPeAMETLI N0
dopme u usety

YepHuuka
roBOpUT cracu6o!

«Connviuko ceemum apue! Bee dpysva cobpaiucs Ha
noaaue u kpuuam meoée: CIIACUEO! Tvl nomoe Jlumone
nocmpoums 2apadic, Knyornuuru, u Yepruuie! Tenepv 6

Opykmosol cmpare cHosa yapum BoaweoHbill
nopadox. Tvl — nacmoawul 2epoti! /1o Hosvlx scmpeu!»

~

Pucynok 16.8 —I'oTroBas urpa
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4 BoIiBOabI

B nmanHOM paboTe mMmokazaH MPOIECC CO3/aHUS KOMITBIOTEPHON UIPHI
«Cka30yHOE  IyTEHIeCTBHE:  TIeoOMeTpuuYeckue  (QUrypb» C  MOMOIIBIO
KpocciiaTOopMEeHHOM cpedbl U CO3JaHMs HMHTEepakTUBHBIX 2D u 3D
npuioxkeHuil. HaydHast cTtaThsi MOXET CHY)XUTh METOAUYECKUM I0COOMEM B
y4eOHOM eI TEIHLHOCTH.
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