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Co3nanne MoOWIbHOM UIpbl «UT0 moaxoaut?» Ha Unity

lonybesa Escenus [lasnosna
Ipuamypcruti 2cocyoapcmeennuiii ynusepcumem umenu Lllonom-Anetixema
Cmyoenm

AHHOTALMA

Ilenb maHHOM cTaThbM — cO3/aHue MOOMIBHOM Urpsl «UTo moaxoaut?» mis android.
Jnst cosmaHusi Wrpel ObUTa HCIHOJIb30BaHa KpoccryiarpopMeHHas cpeaa s
co3manusi WHTepakTUBHBIX 2D- m 3D-mpwitoxxenumit Unity, xotopas mo3BoJisieT
co3naBarb 2D-WUrpbl, KCMOJB3YS MOIIHBIA (PU3NYECKUN JBIKOK U BHU3yaJbHbIC
UHCTpYMEHThL. B pesynprare paboTbl Obuia co3laHa MOOWIBHAS Urpa «4TO
MO IXOTUT ?»

KuroueBble cioBa: Unity, urpa, cooTBeTcTBHE, MIPEIMET.

Creating a mobile game "*What's the right choice?"'* using Unity

Golubeva Evgeniya Pavlovna
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Abstract

The purpose of this article is to create a mobile game "What's the match?" for
android. To create the game, we used the cross-platform environment for creating
interactive 2D and 3D applications Unity, which allows you to create 2D games
using a powerful physics engine and visual tools. As a result, we created a mobile
game "what's the match?"
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1 BBenenne

1.1 AkTyaJbHOCTH

B coBpemMeHHOM Mupe MOOWIbHBIE WUIPHI IPOYHO BOILIIM B MOBCEIHEBHY IO
KU3Hb MUJJTMOHOB JIIOJIEH, CTaB HE TOJBKO CIIOCOOOM pa3BiIeUEHHS, HO U MOIIHOMN
UHIyCTpUEl ¢ MHOTOMWIUIMapAHbIMU obOopoTamu. Cpenu Bcero paszHooOpasus
KAHPOB CTAOWJILHOM MOMYJSIPHOCTBIO TIOJB3YIOTCA Ka3yajbHbIE TOJIOBOJIOMKH,
COYETAOIINE NMPOCTOTY OCBOEHUS C IIIyOOKUM U YBJIEKATEIBbHBIM T€UMILICEM.

JBwxok Unity, sBIASCh OJHUM U3 JIMAEPOB B Cpele pa3pabOTKU Wrp,
IIPEAOCTABIIIET MOIIHBIE U B TO )K€ BPEMS JOCTYIIHbIE HHCTPYMEHTHI I CO3JaHUs
KpOCCIIaTOPMEHHBIX MPOEKTOB. DTO JAENaeT €ro HJeallbHbIM BBIOOPOM IUIs
peaym3aluy TOJO0OHBIX NPOEKTOB, IMO3BOJSAA OBICTPO CO3AaBaThb NPOTOTHIIBI U
BBIITYCKaTh TOTOBBIN MPOAYKT HAa BCE MOMYJISIPHBIE MIATPOPMBIL.

Takum oOpa3om, paszpaboTka MOOWIBHOW Wrpbl «YTO MOAXOAUT?» —
TOJIOBOJIOMKM Ha JIOTMKY W acCOLIMallMd — MPECTaBIIsIeT COO0O0M aKTyaJbHYIO H
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MPaKTUYECKU 3HAUYMMYIO 33ja4dy. [IpoeKT COOTBETCTBYET PBIHOYHOMY CHPOCY Ha
UHTEJUIEKTYalbHbI ~ JOCYr, OOJlafaeT  3HAUYMUTEIbHBIM  O00pa30BaTENbHBIM
MOTEHIMAJIOM JUIsl Pa3BUTUSL MBIIUJICHUS W SBJISETCS OTJIUYHBIM MPUMEPOM
IIPUMEHEHHSI COBPEMEHHBIX WHCTPYMEHTOB MUIPOBOM HMHAYCTPUH I PELICHUS
KOHKPETHBIX JH3alHEePCKUX 3ajad.

1.2 O030p uccaexoBaHuit

A. E. YHapoBa npencraBuia pa3paboTky MoOwibHOM urpel «KycTyk» Ha
Unity ans JOMIKOJBHMKOB M MJIAQANINX IIKOJBHUKOB Ha SIKYTCKOM si3bike [1].
[locBsaTui cTaThio 0030pYy KIIIOUEBBIX JTAloB, HEOOXOAMMBIX JJIs pa3pabOTKu
KOMIBIOTEPHBIX WUIP C JBYXMepHOW rpadukoir Ha mimatdopme Unity B xaHpe
NPUKIIOUEHHST C dJIeMeHTaMu rosioBosioMok . A. @act [2]. H.B. Makcumos
paccMarpuBaeT MeToa pa3paboTku MoOwinbHOM 2D wurpsl «Bootur Jump» Ha
wiarpopme Unity [3]. [lokazan nporecc pa3paboTKu IByXMEpHOU IaThOPMEHHO I
urpbl Ha urpoBoM JBIKKe Unity ¢ MCHoJib30BaHUEM fA3bIKa MporpammupoBanus C#
A.A. JTrobuu [4]. JI.B. Mopo3oBa B pamkax paboThl pazpaboTana pa3BUBAOIIYIO
2D wrpa-tuiatopmep st Aeter, HanrcanHas Ha Unity [5].

1.3 Ileab uccjaeaoBaHus

Lleap mccrnenoBanus — co3aanne MOOMIbHOM Urpbl «4To moaxonut?y mis OC
Android npu oMoy KpoccmarhopMeHHOHN cpebl At CO3/1aHNUs MHTEPAaKTUBHBIX
2D u 3D npunoxennii Unity.

2 MaTepuaJjibl 4 METOAbI

Jliist co3nanus urpsl «UTo moaxoauT?» B Ka4eCTBE UTPOBOTO JIBHXKKA BHIOpaH
Unity, MOCKOJBKY OH OTIMYaeTCs HHU3KUM [OPOTOM BXOJAd, WHTYUTHBHBIM
uHTep(delicoM U BO3MOXKHOCTBbIO HamucaHus koja Ha C#. [l pemakTupoBaHus
CKPHUIITOB HWCIIOJh30BaJach HMHTETPUPOBaHHAs cpeda paspabotku visual studio
community.
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3 Pe3yabTaThbl

IlepBeIii ATam co3ganus MOOWILHON Urphl «UTO MOAXOAUT?» — HACTpOiIiKa
HoBoro mpoekta B Unity. [[ns storo B nayndepe Unity Hub HeoOxoaumo BHIOpAThH
mabyioH 11 AByxMepHo# paspabotku Universal 2D, 3amath Ha3BaHuE MPOEKTY U
co3aathk ero (cm. puc. 1).

o M iy (46D

-, o

Pucynok-1 Co3nanue npoekra

Ilocne coszmanmst mpoektra Ha ocHoBe mmadnona Universal 2D, HeoOxoaumo
IPOBECTH 0a30BYI0 HACTPOWKY MOJ MOOWIBbHYIO miaTdopmy. B nepByio ouyepens, B
HacTpoiikax nocrpoenus (File -> Build Profiles) cienyer nepexmounts miardopmy
Ha Android (cM. puc. 2).

{ @ Build Profiles a X

rm. Add Bulld Profile

Default device

Pucynok- 2 Hactpolika npoekra

Jlanee mpucTynmaeM K CO3/JaHUIO CIICHBI UTPBL [lepBbIM IIarom HE0OXOIUMO
HACTPOUTH Kamepy (cM. puc. 3).
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Pucynok-3 Hacrpoiika xamepsl

B manky Sprites HeoOXoauMoO J00aBUTH 3apaHee IMOJATOTOBJIEHHBIE
n3o0paxkenus (cMm.puc.4).

File Edit Assets GameObject Component Services Jobs Tools Window Help
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Pucynok 4 - Jlo6aBieHue n3o0paxeHuit

Jlanee He0OX0AMMO MOATOTOBUTH (DOH JJII UTPOBOM CIIEHBI. J[JIs1 TOTO HYKHO
neperectu n3ooOpaxenue background u3 manmku Sprites Ha CIIEHY W HACTPOWTH €TO
napaMeTpbl TaK, YTOObI OHO MOJHOCTHIO TOKPHIBAJIO UTPOBYIO 00J1acTh (CM.pHuC.S).
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Pucynok 5 — Hactpotika ¢ona urpst

CrnenyrouM marom go0aBisieM U300paKeHUs MaHeIu ¢ MpeIMeTaMu, Kyaa
HEOOXOJIMMO TEpPEHECTH HeAoCTalImui mnpeaMer. s 3Toro mnepeHocum
uzo0paxenue B Hierarchy u HacTpanBaem napamerpsl (CM.puc.6).

.0-$.~° 20 f o=~=o | o olEES eamo

Asset Labels

Pucynok 6 — Jlo6aBieHue n300paxeHus! MaHeIu CIICHY

Jlanee HEOOXOAUMO J100ABUTh MHCTPYKIUIO WIPHl W TaHEIb JUIA
otobpakenus: yBemomienus «[IpaBuibno!». s storo B Hierarchy meo6xomumo
co3nath HOBBIM Ul-00bekT. IIpaBoil KHONKOW MBIIK BBI3BIBAEM MCHIO B
npoctpaHcTBe uepapxuu u BeiOupaem Ul -> Panel. [lanee ans HMHCTpyKIUU
nob6asisiem Tekct Ul -> Text.

Ilocne moGaBieHWS MMaHEIM W TEKCTa, HEOOXOJMMO WX HACTPOUTH. J[ms
NaHeM ycTaHaBmMBaeM SKOps (Anchors) B IIEHTpaIbHOE MOJIOXKEHHUE C 3HAYCHUSIM U
(0.5, 0.5), uto obecrneunBaeT MNPABUIBHOE MO3UIIMOHUPOBAHUE OTHOCUTEIBHO
paspemienusi dkpana. 3amaem pasmepbl obsactu Width 1080, Height 2280. B
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KOMITOHEHTe Image BhIOMpaeM MOIXOIAIIUIN CIIpaiT 11 (GOHOBOTO M300pakeHUs,
HACTpaWBacM I[BET M MPO3PAYHOCTh B COOTBETCTBUH C BU3yaJbHBIM CTHJIEM HTPHI, a
Takke ycraHaBimBaeM Image Type B 3Hauenue Simple I ONTUMAaIBHOTO
oToOpaxeHus. (cM.puc.7).
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Pucynok 7 — Hactpolika nanenu

Taxke HEOOXOAMMO HACTPOUTH TEKCTOBBIM OJIOK C YBEIOMJICHUEM
"TlpaBunsHO!". B kommonente Text (Legacy) BwmiOupaem mpudt PlaypenSans-
VariableFont wght ¢ xupusiM HauepTanuem Bold u ycranaBnmBaem pasmep
mpugdra 100 myHkToB 11 obOecniedueHus: xopouieil yntaemoctu. B pazmene Rect
Transform 3amaem TouHble pa3mepbl TekcToBoro mojst: Width 823,7, Height 1747,3
U TIO3UIIMOHUPOBAHUE OTHOCUTEIBHO POJUTENHCKON MaHelu ¢ KoopauHatamu Pos
X: 17, Pos Y: 36. Ocoboe BHUMaHUE yAelsieTcs HacTpoiike skopeit (Anchors) ¢
neHTpom B Touke (0.5, 0.5), 4To rapaHTUpPYET MPaBUIBLHOE OTOOpa)KEHUE TEKCTa Ha
JKpaHax € pa3HbIM paspeiieHueM. (CM.puc. 8).

File Edit GameGhject Component Sewices Jobs Tools Window Help
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Pucynox 8 — Hactpoiika TeKCTOBOTO 3J€MEHTa MaHeIu COOOIIEHUMN

Jl1s TekcToBOTO 351eMeHTa HacTpauBaeM mpudt Pangolin-Regular ¢ xxupHbIM
HauepTaHMeM U pa3MepoM 065 TMyHKTOB C KuUpHBIM HauepTanuem(Bold,
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BBIPABHUBAHUE I10 LIEHTPY, BKItouaeM noanepxky Rich Text nns popmarupoBanus,
a B Rect Transform 3amaem Tounsle pa3mepsl TekcToBoro nojsi: Width 1039, Height
399,3 1 MO3ULMOHUPOBAHUE OTHOCHUTEIBHO POAUTENILCKON MAHEIN C KOOPAUHATAM U
Pos X: 3, Pos Y: 913,4 u ycranaBnmuBaem sikopsi Anchors ¢ nuentpom B Touke (0.5,
0.5) (cm.puc.9).

File Edit Asets GameObject Companent Sewvices Jobs Tools Window Help
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Pucynok 9 — Hactpolika MHCTpYKIIMM HIPBI

Jlanee noOaBisieM u300pakeHWs] TpeAMETOB Ha cueHy u B hieararchy
nepeuMeHoBpiBaeM Ha Frame 1, Frame 2, Frame 3, Frame 4, Frame 5 wu
HacTpauBacM HX, 4TOOBI MX MOXXHO ObUIO TepenBuratb. [[is sToro B inspector
KaXJ0TO H300pakeHusl MpeaMeToB nobaBisieM koMmoHeHT Sprite Renderer, rae
HA3HAYaeTCsl BU3yalbHBIA CHOpalT MpeaMeTroB, a B KadecTBE Marepuaia
BeIOUpactcs Sprite-Lit-Default s COBMECTUMOCTH C URP. Jlanee
no6asisiem Rigidbody 2D, u BwiOupaem pexum Kinematic, KOTOpbIii MO3BOJSET
YIIPaBJIAThH €€ ABMKCHUEM depe3 KoA. [ onTuMu3amm 3aMOopakuBaeM MO3UITUIO
nmo ocsM X u Y B Constraints, 4yToObl NpeaMeT HE Majgail Moja AcHCTBUEM
rpaButatmu. (cm.puc.10).
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Pucynok 10 — JloGaBneHue nmpeaMeToB Ha CIICHY M HACTPOWKa mapamMeTpoB

Taxxe HeoOXoaMMO cO37aTh 00JIACTh, KyJla WIPOK JOJDKEH NepeTaluTh
noaxoasiui npeamert. [ns atoro B Hierarchy co3zmaem mycToit urpoBoit 0OBEKT
yepe3 mpaBelii KUK u BeIOMpaeMm Create Empty. DT1OoT 00BEKT HE0OXO0AMMO
neperMeHoBaTh B DropArea. Ero ocHOBHOE npe/iHa3HauYE€HUEe — OTMEYaTh Ha CIICHE
TOYKY, TJ€ JOJDKEH HaxOAUThbeA mpeaMmer. ng peanmuszanmu 3Toro (QyHKUIHMOHAa
k DropArea neo6xoaumo no6asutbk kommoHeHT Box Collider 2D. B macTpoiikax
KoJulaiiiepa 00s3aTenbHO Halo BKIOYUTH omnuuio Is Trigger, yToObl OOBEKT HE
co3naBain (PU3NYECKOTO NPEMSITCTBUS, HO MOT PETUCTPUPOBATH TEPECEUCHUS C
JIpyruMu KoJutaiinepamu. Pasmep kosnaiizepa Size HacTpauBaeTcsl Tak, YTOOBI OH
BU3YyaJIbHO  COOTBETCTBOBAJ  IMMyCTOMY MeCTy Ha HuUTKe Oyc. Uepes
koMmnoHeHT Transform 3amaercss To4YHOe TONOXKEHHWE OOBEKTa Ha  CICHE,
obecrieunBasi €ro BHIpaBHUBAHUE C YK€ CYIIECTBYIOIIUMU OycuHamu (cm.puc.ll).

File Edit Assets GameObject Component Services Jobs Tools Window Hel
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Pucynoxk 11 — JIo6aBnenue o61acTu sl IpeaMeTa Ha CLIEHY W HacTpoWKa
napaMeTpoB

[locne noGaBneHUsI BceX HEOOXOIUMBIX KOMIIOHEHTOB HEOOXOAUMO CO3/1aTh
ckpunt mox Ha3BanueM ObjectDragHandler, koTopblii peanmu3yeT OCHOBHYIO
UTPOBYI0O MEXaHHWKY IME€pPETacKMBaHUs TNpeaMeToB. [laHHBIA CKPUNOT COJAEPIKUT
HECKOJIBKO KJTFOUEBBIX (DYHKIIMOHAIBHBIX OJIOKOB:

MexaHnu3Mm mepeTacKMBaHUs peain3oBaH 4yepe3 KopytuHy DragObject(),
KOTOpasi OTCJICKWBAET TIOJIOKEHHE MBIIK U MepeMeniaeT OO0BEKT C Y4YETOM
orpannueHui. [lpu axkTuBaMK OOBEKT BPEMEHHO CMeEIIAeTCs Mo ocu Z s
BU3YaJIbHOTO BbIZiesieHUs1. CUCTeMa TPOBEPKU Pa3MEIICHUS HUCIIONBb3YeT paanyc
snapDistance aus onpeeneHus JOMycTUMOM 30HBI cOpoca. [Ipu nonaganuu B 30HY
¢ teroMm "DropZone" oObekT mpoBepsieTcsi Ha cooTBeTcTBHE correctObject, mocie
yero Jmbo ¢uxcupyercs (SnapToTarget), mibGo Bo3BpamaeTcss Ha HCXOIHYIO
MO3UIMIO Yepe3 MIaBHyo anumaimio (SmoothReturn).

BusyanebHas oOparTHasi CBsI3b BKJIFOYACT MaHENb yCreXa C aHUMHPOBAHHBIM
MOSIBIICHUEM U HCYE3HOBEHUEM yepe3  HU3MEHEHHE PO3pavyHOCTHU
CanvasGroup. Ayano-conpoBOXK/JIEHHE COCTOMUT W3  TpPeX DJJIEMEHTOB: 3BYK
neperackuBanus (dragSound), ycnenrHoro pasmenienus (successSound) U OIuOKu
(wrongSound). Jlyis 06pabotku kommsuii ucnons3yercs OverlapCircleAll, a mns
OTIIAIKU — BU3yanm3anus panunyca gepes3 Gizmos.

Onrumuzanus B3aUMOJICHCTBUST 0OecIeunBaeTCs MPOBEPKOU
IsPointerOverUl(), 61okupytoiield neperackuBaHue NpU HaXOXKACHUHU Kypcopa Haj
aneMeHTamMu uHTepdeiica. [lpu ycmemHOM 3aBEepIICHWH WIPHI  3aIlyCKaeTCs
ABTOMATUYECKUN TEPEX0]l B MEHIO uepe3 3aJaHHYIO 3aEPKKY.

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
using UnityEngine.EventSystems;
using System.Collections;

public class DragDropGame : MonoBehaviour
{

[Header ("Game Settings") ]

[Tooltip ("HepeTammTe cioma [PABUJIEHEN oBtexT") ]

public GameObject correctObject; // VYxaselBaeM IMpPaBUJIbHEN OOBEKT uepes
Inspector

public float snapDistance = 1.5f; // IOucraHuus nma "npuwmmnadva" K Leamr

[Header ("UI Settings")]

public RectTransform successPanel;
public Text messageText;

public float messageShowTime = 2f;

[Header ("Audio Settings")]

public AudioClip successSound;

public AudioClip wrongSound;

public AudioClip dragSound; // IobaBisgeM 3BYK NepeTaCKUBAHMUS

[Header ("Scene Management") ]
public string menuSceneName = "Menu";
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private Vector3 originalPosition;
private bool isCorrectlyPlaced;
private AudioSource audioSource;
private Collider2D targetCollider;
private CanvasGroup canvasGroup;

private bool isDragging; // ®jar mjis OTCIEXMBAHMUS COCTOSHMS [IepeTaCKUBAHUS

void Start ()
{

originalPosition = transform.position;
audioSource = GetComponent<AudioSource> () ;
targetCollider = GetComponent<Collider2D> () ;
isDragging = false;

// UHnimanmsaumsa UI
if (successPanel != null)

{

canvasGroup = successPanel.GetComponent<CanvasGroup> () ;

if (canvasGroup == null)
canvasGroup
successPanel .gameObject .AddComponent<CanvasGroup> () ;

canvasGroup.alpha = 0;
successPanel.gameObject.SetActive (false);

}

private void OnMouseDown ()

{
if (!isCorrectlyPlaced && !IsPointerOverUI ())

{
StartCoroutine (DragObject () ) ;

}
}

private bool IsPointerOverUI ()

{

return EventSystem.current.IsPointerOverGameObject () ;

}

private IEnumerator DragObject ()

{

// Bocmpom3BOIMM 3BYK [PVY Hauvajle IepeTacCKUBAHUS
PlayDragSound() ;
isDragging = true;

// TonHuMaeM OOBEKT HAI IOPYIMMU
transform.position += new Vector3(0, 0, -1);

while (Input.GetMouseButton (0))
{

Vector3 mousePos
Camera.main.ScreenToWorldPoint (Input.mousePosition) ;
transform.position = new Vector3 (mousePos.x,

transform.position.z);
yield return null;

}

// 3BaBepmaeMm MnepeTacKrBaHUE
isDragging = false;

// BosBpamaem Z-I103MLN0

mousePos.vy,

transform.position = new Vector3 (transform.position.x,

transform.position.y, 0);
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CheckPlacement () ;

}

private void CheckPlacement ()

{
Collider2D[] hits = Physics2D.OverlapCircleAll (transform.position,

snapDistance) ;
bool isOnTarget = false;

foreach (Collider2D hit in hits)

{
if (hit.CompareTag ("DropZone"))

{
isOnTarget = true;
if (gameObject == correctObject) // IpoBepka Ha NIPaBUJILHLIM
OOBEKT

SnapToTarget (hit.transform.position);
HandleCorrectPlacement () ;

}

else

{
PlaySound (wrongSound) ;
ReturnToOriginalPosition () ;

}

break;

if (!isOnTarget)
ReturnToOriginalPosition () ;

}

private void SnapToTarget (Vector3 targetPos)

{
transform.position = targetPos;
isCorrectlyPlaced = true;
targetCollider.enabled = false;

}

private void ReturnToOriginalPosition ()

{

StartCoroutine (SmoothReturn (originalPosition, 0.3f));

}

private IEnumerator SmoothReturn (Vector3 targetPos, float duration)

{
Vector3 startPos = transform.position;
float elapsed = 0f;

while (elapsed < duration)

{

transform.position = Vector3.Lerp(startPos, targetPos, elapsed /
duration) ;

elapsed += Time.deltaTime;

yield return null;

}

transform.position = targetPos;

}

private void HandleCorrectPlacement ()
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{

PlaySound (successSound) ;
ShowSuccessMessage () ;
StartCoroutine (LoadMenuAfterDelay (messageShowTime + 1f));

}

// MeTon nJjis BOCHPOM3BENEHMS 3BYKa [I€PEeTaCKMBAHUS
private void PlayDragSound ()

{
if (dragSound != null)

{
if (audioSource != null)
audioSource.PlayOneShot (dragSound) ;

else
AudioSource.PlayClipAtPoint (dragSound,

Camera.main.transform.position);

}
}

private void PlaySound(AudioClip clip)
{
if (clip != null)
{
if (audioSource != null)
audioSource.PlayOneShot (clip);

else
AudioSource.PlayClipAtPoint (clip,

Camera.main.transform.position);
}
}

private void ShowSuccessMessage ()

{

if (successPanel == null) return;

successPanel.gameObject.SetActive (true) ;

if (messageText != null)
messageText.text = "lpaBunvHo! Momnozeu!";

StartCoroutine (FadePanel (0, 1, 0.5f));
StartCoroutine (FadePanel (1, 0, 0.5f, messageShowTime)) ;

}

private IEnumerator FadePanel (float from, float to, float duration, float
delay = 0f)

{
if (delay > 0)
yield return new WaitForSeconds (delay) ;

float elapsed = 0f;
while (elapsed < duration)
{

canvasGroup.alpha = Mathf.Lerp(from, to, elapsed / duration);
elapsed += Time.deltaTime;
yield return null;

}

canvasGroup.alpha = to;

if (to == 0)
successPanel.gameObject.SetActive (false);

}

private IEnumerator LoadMenuAfterDelay(float delay)
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{

yield return new WaitForSeconds (delay) ;
if (!string.IsNullOrEmpty (menuSceneName) )
{

SceneManager.LoadScene (menuSceneName) ;
}
}

void OnDrawGizmosSelected()
{
Gizmos.color = Color.cyan;
Gizmos.DrawWireSphere (transform.position, snapDistance);

Ilocne coznmanus ckpunrta ObjectDragHandler HeoO6xomuMo m06aBUTH €ro K
npeaMmeram B creHe. s 3Toro HeoOXOAUMO MEPETAlIUuTh CKPUNT Ha KaXKIbId
npeamer B Hierarchy. Tlocne poGaBnenusi ckpunra TpeOyeTcs HACTPOUTH €ro
napameTpbl: ykaxkurte 1BeT 0ycunbl (Bead Color) u cooTBETCTBYIOMIMIA TIPABUIIHHBIN
et (Correct Bead Color), ycranoBure panuyc pasmenienust (Placement Radius)
okoio 0.5. B Message Panel moGasisiem manenb cooOiieHuii, a B Message Text
TEKCTOBOE TOJIE TTAHEeIH, a TaKkKe J00aBIsieM 3BYKOBbIE (haliibl JJIs IepETaCKUBAHUS
B Drag Sound, a mis ycreniHoro pasmenieHust B Success Sound.

JI71s1 Kax0T0 MpeaMeTa HeoOX0oJUMO yKas3aTh MpaBmibHbI 00BeKT (Correct
Object) - ecnu Tekyuuii mpeaMeT SIBISETCS LEICBBIM Il Pa3MEIICHHUS, CICIyeT
NEpPETALUTh €ro ke B 3To noje. Panuyc nputskenus (Snap Distance) onpenensier
paccTosiHue, Ha KOTOPOM MIPEAMET aBTOMAaTUIECKU 3aliMET NPABWIBHYIO TO3UIIHIO.

B pasnene Ul Settings HactpamBaercsi Bu3yanbHas OOpaTHasl CBsI3b: MaHEb
ycrexa Success Panel nomkna coxepxkare Ul-snemeHT nmisi  oToOpaskeHUs
cooOmienus, a B osie Message Text yka3bIBaeTCsl TEKCTOBBIH KOMIIOHEHT. Bpems
nokaza cooOmeHuss Message Show Time ycraHaBiuMBaeT MPOAOHKUTEILHOCTH
O0TOOpaKEHUS TTaHEIH.

AynHMo HACTPOMKHU BKIIIOYAIOT TPHU THUMA 3BYKOB: YCIEIIHOTO pPa3MEIICHUS
Success Sound, omubku Wrong Sound u neperackuBanus Drag Sound. Kaxxnomy
3BYKY Ha3HAuaeTcs COOTBETCTBYIOUIMN ayJuoOKIum u3 mnpoekra. Jlns paboTsl
ayIuocucTeMbl HeoOxoauM kommnoHeHT AudioSource Ha 00bekTe (cM. puc. 12).
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Pucynok 12 — JloGaBneHue ckpunra K npeaMeram

UroroBsiit pe3ynbTaT co3ganus urpbl «4to noaxoaut?» (cm. puc.13).

PaccmoTpu BHUMATEABHO
kapTuHku. Halidu cpedu
npedmeToB ToT, KoTopbIi 6oAbWe
8cero nodxodur.

Pucynok 12 —T'otoBas urpa «Uro moaxoaut?»

4. BbIBOJbI

B nanHoit paboTe mokazaH MpoOIECC CO3/aHusi UTrpbl «YTO MOAXOIUT?» C
MIOMOIIBIO KPOCCIUTATPOPMEHHOM Cpeabl M CO3JaHusd MHTEepakTUBHBIX 2D u 3D
npuwiokeHnt. HaydHast cTaThss MOXKET CIYKUTh METOJUWYECKHM TIOCOOHEM B
y4eOHOU 1eITEeTHbHOCTH.

bubanorpadguueckuii cnucok
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