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PE®EPAT

TexcToBa yacTnHa kBamiikaniiHOT poOOTH HA 3100YTTS OCBITHHOT'O CTYIIEHS
Oakanaspa: 46 ctop., 2 Tabiu., 34 puc., 11 mxepen.

Mema pobomu — po3mmpeHHs Treimiuiero skanpy Tower Defence 3
enementamu Real Time Strategy 3aBasku imriemeHTarii kKoMOiHaIii HOBOBBEIEHB,
110 MTOTIMONTYIOTh TeUMITIeH, 30epiraroun CribHI cTopoHH )aHpy Tower Defence.

O6’exkm  Oocniddcennss — reumiuiet rpu  xaHpy Tower Defence 3
enementamu Real Time Strategy.

IIpeomem oOocnidsxcenns — 3acobu peamsaitii rpu y xaupi Tower Defence 3
enementamu Real Time Strategy.

Kopomxkuu smicm pobomu: B poOOTI mpoaHalli30BaHO MPEAMETHY Taly3b Ta
3acobu penizauii rpu xaHpy Tower Defence 3 enementamu Real Time Strategy.
[TpoanamnizoBano Bxe BumylieHi irpu xkaHpy Tower Defense :  Plants vs. Zombies,
Defense Grid: The Awakening, Kingdom Rush. Po3po6ieno rpy ta mporpamuo
peaizoBaHi  KJIHOYOBI GyHKIIIOHATBHI ~ MOXKJIMBOCTi, 30KpeMa: OyJiBI
CKOHOMIYHMX Ta 3aXWCHHX CHOpYyA, J0OyBaHHS pECypciB 3a JIOMOMOTOIO
EKOHOMIYHHMX CTOPYJl, PEMOHT ICHYIOUMX CIOPYJ, JAEMOHTaX ICHYIOUUX CIOPYI,
3HMIIEHHSI ITPOBMX BOPOTIB 3a JIONOMOIOK 3axMCHUX cropya. I[lpoBeaeHo
TeCTyBaHHS TeiiMIUICio Tpyu. B po0oTi BUKOpHCTaHO MOBY mporpamyBaHHs C# s
nporpaMyBaHHsl JIOTIKM TpH, cepeay mnporpamyBanHs Visual Studio y sxocti
TEKCTOBOT'O PEAAKTOPY JJIA HAIMMCAHHS CKPUNTIB I'pH, irpoBuil pymriit Unity s
KOMMUTAIIT KOy, AocTymy 1o 010mioTexk Unity, CTBOpeHHS IrpoBOTO iHTEpdeicy Ta
JIM3aiiHy pPIBHIB.

Cdeporo BHUKOpUCTaHHA TpH € MYJbTUMEIIA Ta pPO3Bark, peKpeaiiiHi

aKTHBHICTb, BIIITOYNHOK.

KJIIOUOBI CJIOBA: TEWMIIIEM, UI, GUI, PREFAB, C#, UNITY,
ASSET STORE, ASSET
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BCTYII

Axmyanvuicms: Bigeoirpy 3a OCTaHHI JECATWIITTA CTaJd HEBIJ€MHOIO
YaCTHUHOIO  JIFOJICBKOT KYJNbTYpPH, Ha JIaHWA MOMEHT B CBITI NPUOIU3HO TpH 3
MOJIOBUHOIO MIJBSPIM T'PABIiB B BIJCOITPH, IO Maike MOJOBHHA BCHOTO JIFOJICHKOTO
HaceneHHs 1 ug nudpa Tubku pocte [1]. Jesku irpu cranum KiOepCIOPTUBHUMU
mucuurutiHamu(Starcraft, Counter Strike, Dota 2 Tomio), soundtrack neskux irop crae
KyJbTOBHM, 110 MOTHUBaM 1rop 3HIMarOTh (HiibMuU. Bineoirpu 3akpinuim cede ik OuH 3
HaWMOMYJISIPHIIIUX BUJIIB pEKpealiifHol aKTUBHOCT1 Ha HAMOIMKY1 AECATUIITTSI.

Bineorpa - 11 po3BakaJbHO-IHTEPAKTUBHE MPOrpaMHE 3a0€3MeUCHHS, CTBOPEHE
JUIS BIATBOPEHHS Yepe3 €KpaH 3BYKiB, 300pakeHb a00 aHiMarlii, SKi KOHTPOIIOIOTHCS
rpaBIleM YW TpaBIAMH. ['paBenb B3a€MOJi€ 3 TPOIO, KEPYIOUH MEPCOHAXKAMU YU
00'eKTaMM Ha €KpaHl 3a JIONOMOTOI0 CHeIlaIbHUX KOHTPOJEPIB, KIaBlaTypH, MUII abo
IHIIMX TPHUCTPOIB BBENEHHs. Binmeorpn MoXyTh MaTH pI3HI KaHpH, Takl SIK LIyTEp,
CTpaTteris, MPUroAH, TOJOBOJOMKH TOIIO, 1 MOXYTh OyTH po3poOjeHi Ijsi pi3HUX
maTdopm.

06’exm OocnidcenHsi — PpO3MUPEHHS TemIuiero xaHpy Tower Defence 3
enemenTamu Real Time Strategy 3aBmsxu iMruieMeHTarlii koMOiHaIlii HOBOBBEACHb, IO
MOrIMOIIYIOTh TeMMILICH, 30epiraloun CuiibHI cTopoHu )aHpy Tower Defence.

IIpeomem oOocnioacenns — Bimeorpa xaHpy Tower Defence 3 enementamu Real
Time Strategy.

Mema pobomu — miaBHIIeHHS momysipHOCTI x)aHpy Tower Defence 3
enementamu Real Time Strategy.

Memoou docnioaxcennsa: Cnepury OyJio Mpoani3oBaHO BXKE BHUITYILECHI aHAJIOT14YHI
irpu xaHpy Tower Defence, ixni nepeBaru 1 Henosiku. Ha ocHOBI 1iporo anamizy Oynu
chopmoBaHi (yHKITIOHATbHI Ta HeQYHKIIOHAIBHI BUMOTH 10 rpu. Ilicas mporo Oynu
miai0pani TEXHOJOrT Ta 3aco0u peaiizaliii, s peanizamii rpu Oyiau oOpaHi MoBa
nporpamyBanHs C# 1y mporpamyBaHHS JIOTIKM TpH, cepela mporpamyBaHHs Visual

Studio y sIKOCTI TEKCTOBOTO PENAKTOPY MAJsl HAMMCAHHS CKPHIITIB TPH, ITPOBHUN pyIIii



Unity mist KepyBaHHSIM KOMIIUIALIIEIO KOXy, MocTymy Ao Oi6miorek Unity, cTBOpeHHS
irpoBoro iHTepdeicy Ta Tu3aiiHy piBHIB.

Haykoea nosuzna pod0TH BU3HAYAETHCS HACTYITHUMH (DYHKITIOHATTBHUMU

CKJIQJIOBUMU: CYMIIIEHHS CHJIBHMX KOMITIOHEHTIB *aHpiB Tower Defence Ta Real
Time Strategy: BuUIbHE po3MilneHHs OyaiBellb Ha KapTi, AOOYBaHHS peCcypciB depes
€KOHOMIYH1 OyiBIi, PO3IIMPEHA B3a€MOJIiSI MIDX ITPOBUMH BOpOraMH Ta OyHIBISAMH
I'paBL, IPOCTUH aJle 3aXOIUIUBUNA TEUMILIEN.

Ilpaxmuuna 3Hauywicms pe3yibmamie TOIATass B  MOMIJIMBOCTI 3aXOIUIHBO

MIPOBOJIUTH PEKpealliiiii akTUBHOCT1 Y BUIbHHI Yac.
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1 AHAJII3 I'PH 7)KAHPY TOWER DEFENCE 3 EJIEMEHTAMMU REAL TIME
STRATEGY

1.1 I'pa :xxanpy Tower Defence 3 enremenTamu Real Time Strategy

Tower Defence — ne mnipkaHp cTpaTeriyHux 1rop, KU CTaB NOMYJISPHUM
3aBSIKM TIPOCTIiH, aje 3axOoIUIMBIA MeXaHill. ['paBelb Mae y CBOEMY PO3IMOPSHKEHHI
pi3H1 BUJIU OOOPOHHUX CIIOPY/I, SIKI MOXKYTh OyTH BIOCKOHAJICH]1 Ta MOau(iKoBaH1 IS
Outblll  €(EeKTUBHOTO 3HUINECHHS BOpOriB. Boporm pyxamThcs MO 3a31ajeriib
BU3HAYCHUX MUIsTXaX ab0 MarmTh CBOOOMY TEpecyBaHHS 3aJIEKHO BiJ MPaBHI TPH.
OCHOBHUMH XapaKTEPUCTHUKAMU ITOp I[bOTO JKAaHPY € CHUCTeMa XBWJIb BOPOTiB,
MOXJIUBICTh MOKPAIIEHHS BEX Ta YIPABIIHHS PECypcamu.

I"onoBHi nmepeBaru irop kanpy Tower Defence:

- [Ipocra irpoBa MexaHika 3a0e3neuye HU3KUNA BXIAHHM TOPIT I HOBHUX
IpaBIliB

- BincytHicTh moTpeOW B MIBWAKIN peakxilii, MAXOMUTh ISl TPAaBIB, SKi
HAJA0Th MIEPEBAry PO3MIpEHOMY TEMITY.

- PO3BUTOK JIOTIYHOT'O Ta CTPATETIYHOTO MUCJICHHS

- [TocTymoBuii picT CKJIATHOCTI - TpaBelb IOCTYIIOBO HABYAETHCS Ta
CTHKAETHCS 3 JIeali CEPUO3HIITUMY BUKITUKAMH.

- 3axomeHHs s mupokoi ayautopii - Tower Defence miaxonsats sk mis
Ka3yaJbHUX IPaBLIB, TAK 1 JJI1 XapJAKOPHHUX CTPATETIB.

Aue sk 1 Oyab sikuii irpoBuit skanp, Tower Defence He mo30aBiieHMi HETOMIKIB:

- MOHOTOHHICTh TEHMILICIO - TOBTOPIOBAHI1 i1 MOXKYTh IIIBUIKO HAOpUIATH.

OOmexxeHa B3aeMOJis MDK BOporaMd Ta BeXaMd - IHOJI TpaBelb IPOCTO
cnocTepirae 6e3 akTUBHOI y4acTi.

- OOMeXeHHST ~ KpPeaTMBHOCTI  TpaBIsi—  3a3BHYaii HeMae CBOOOIH
nepeMineHHs: a00 B3a€MOIIi 3 IrPOBUM CBITOM 11032 BCTAHOBJICHUMH MEXaMHU.

AGwu HiBemoBaTH HenoJiku xkaHpy Tower Defence, B Harogi MoXyTb CTaTH JEsiKi
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eneMmenTH xanpy Real Time Strategy:

- MOXIHMBICT, BUTPHO PO3MIINIYBaTH CIOPYAW Ha KapTi, IO JJTO03BOJHUTH
OUTBIINI CTIEKTP MOKIIMBUX CTpaTerii

- Pozmmpena B3aemMolisi MK IrPOBUMHM BOPOTaMHU Ta CHOPYAaMH J103BOJIHUTh
YPI3HOMAaHITHUTH ITPOB1 CUTYaIlil Ta

- HasiBHICTh JEKUIBKOX ITPOBUX PECYPCIB, IO /A€ MOKIHUBICTH PI3HUMHU

METOJJaMH ONITUMI3YBATH IFPOBY EKOHOMIKY

1.2 HinboBa ayauTopis

Ha mepmmmii morssig Moxke 3/1aTUCS, 0 TaKUi BIIHOCHO HECKJIAIHUM JKaHp Irp SK
Tower Defence po3paxoBanuii Ha AiTCH, ajle CTAaTUCTHUKA TIOKa3ye, IO OLIBIIICTh
JTOOUTENIB CTPATETIYHHX TP HA MOOUTBHUX MPUCTPOSX - 1€ YOJIOBIKH Bix 22 10 45 poKiB,
Taki JIIOJU TPalTh OJHOYACHO B 2-3 Takl Ipu MOMDK pOOOTOI0 a00 HaBYAHHAM IS

3HATTA CTpecy. [2]

1.3 O3HaiioMyIeHHA 3 irpaMH-aHAJIOTaM#

1.3.1 Plants vs. Zombies

Plants vs. Zombies(puc. 1.1, 1.2) - oana 3 HaiBigomimmx irop >xanpy Tower
Defence, po3po6nena PopCap Games Ha pymrii PopCap Framework.

KoHuenrt rpu mojsirae B TOMy, 110 TpaBellb 3aXHIIA€ TOMIBKY BiJ opia 30MOi
3aBJISIKMA BUCA/IIl POCJIMH, KOTP1 € TOJIOBHOIO 0OOPOHOIO CHIIOKO.

I'padika BukoHaHa y 2D-MyNbTAIIHOMY CTHII 3 TIJIABHOKO aHIMAIII€I0, a 3BYKOBUI
CYNpOBIJI BKJIFOYA€ JUHAMIYHI €()EeKTH Ta aJaTUBHUI CAyHITPEK.

3aBIgKM TPOCTIM, ajie riauOOKiM TakTWuHIM Mexadill, Plants vs. Zombies
3QJIMIIAETHCS OJHUM 13 HallycnimHimux Tower Defence-nmpo€ekTis.

Bona BUKOpUCTOBYE JIIHIHY CITKOBY CHCTEMY pO3TallyBaHHS 0OOPOHHUX IOHITIB
- pPOCIIMH Ha iIrpOBOMY TOJIi, MOIIIEHOMY Ha PSAH, 32 AKUMH PYyXalOThCs XBUJI 30MOi.

OcHoBHa MexaHika 0a3yeThCsi Ha 30MpaHHI PECypCiB - COHIL - 3a JOTMOMOTOIO
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COHAYHHUKIB ISl BUCAJKH PI3HOMAaHUTHUX POCIUH, KOXXKHA 3 SIKMX MAa€ YHIKaJIbHI
XapaKTEPUCTUKHU: aTaKyrdi (TOPOXOCTPiiN), CIOBUIHHIOIOUI (3aMOPOKYBaJIbHI TPUOH),

BHOYXOBI (BUIIIHI-OOMOH) Ta 3aXUCHI1 (TOPiXH) TOIIIO.

Puc. 1.1 Plants vs. Zombies

OcHOBHOIO 3ajJ1auelo € BUOYAyBaTH €KOHOMIKY Ta OOOpOHY, 1100 HE MPOMYCTUTH
30M01 0 KiHI psaxy. [IpucyTHi 6arato BuaiB 30MO1, /¢ KOXKEH THUII Mae OCOOJUBY
MOBEIHKY (HAmpUKIaa, 3BUYAHI 30MO1 MPOCTO WIYyTh BIEpEd, TOAl SIK TAHIIOKOY1
BHUKJIMKAIOTh MIIMOTY, a 30M01 3 ipabMHaAMU MOXKYTh TIepena3uTu nepemkoan). ['pa mae
MOCTYIOBE YCKJIaJAHEHHs PIBHIB, pi3HI pexxumu rpu (Survival, Puzzle, Mini-Games) Ta

CUCTEMY anrpeimis.
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Puc. 1.2 revimiuneii Plants vs. Zombies

OnHiero 3 1IKaBUX OCOOJIMBOCTEN TPH € TaKOX B3a€EMOJIisl 30MO1 3 POCIMHAMH -
30M01 iIATh pOCIMHU, a HE MPOXOIATH MOB3 BEX SK Yy IHIIUX Irpax xaHpy Tower
Defence, a Takox 100yBaHHS PECypCiB IUIIXOM MOCAJAKN COHSYHUKIB a HE 3HUIICHHIM
BOPOT1B.

Orxe y miacymky nepesaramu Plants vs. Zombies €:

- Benuka pi3HOMaTHICTB POCIHH, 110 3a0e3Meuye peirpadiibHICTh

- YHIKQJIBHUIA CETTUHT Ta CTHIb TPH

- pO3IIMpEeHa B3aeMO/IiI MK pPOCITUHAMH Ta 30MO1

Henonikamu e € BIJHOCHA OJHOMAHITCh CTPYKTYpU Mam - M'ATh PAJIB Ta
¢ikcoBaHi Micus Uil ciopyau OyaiBenb(B HamoMy BUnaaky pociud). B Defensor TD
11 HEJIOJIKHU BUPIIIEHI MOXKJIMBICTIO BUIBHO Oy/lyBaTH CIIOPYJM Ha Marlli, 10 BIAKPUBAE

Oaratiii MOXKJIMBOTI JUJIS IM3alHY MaIl.
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1.3.2 Defense Grid: The Awakening

Defense Grid: The Awakening(Puc. 1.3, 1.4) - nie xnmacuka >xanpy Tower Defence,
ska Oyna po3pobsena crtyniero Hidden Path Entertainment y 2008 porii. OcHOBHUM
KOHIIETITOM € 3aXHUCT BiJl 1HOTUIAHETHUX 3arapOHMKIB 3a JOMOMOTOK 3a JOIOMOTOIO
Oy[iBJII BEX.

[lepmioro OCOOIMBICTIO III€I TPU € Te, IO MApUIPYTIB MOXe OYyTH HEKUIbKa
OJIHOYACHO, IITYYHUN IHTENEKT OOupae MapuIpyT JUIsi BOPOTIB B 3aJ€KHOCTI BiA
JUCTAHLII Ta KUIBKOCT1 BE&X Ha KO)KHOMY MapIIpyTi.

Hpyroro ocoOIMBICTIO € CUCTEMa PECYpPCiB, OCHOBHUM PECYpPCOM € €HEpris, siKa
BUKOPUCTOBYETHCS JUIsl OYJIBHUIITBA Ta MOKpAILEHHS BeX. ['paBellb OTpUMY€e €HEpTiro
3a 3HUIIEHHS BOPOTiB, a TAKOK MaCUBHO 3 YACOM.

["onosHi Henonikamu Defense Grid: The Awakening € THHOBUMH UTsI iTOp JKaHPY
Tower Defence:

- OJHOMAHITHICTh T€UMILIIEIO

- oOMexeHa B3aEMO/Iisl MK BOPOTaMU Ta TPaBIEM.

B Defensor TW 111 HeIONIKKM BHUPIINIYIOTHCA 3a JOMOMOTOI0 BOPOTIB, KOTPI

MOXKYTb aTaKyBaTH OyiBIi, 110 I03BOJIUTH PI3HOOOPA3UTH reHMILIECH.

Puc. 1.3 Defense Grid: The Awakening
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Puc. 1.4 reitmmuieit Defense Grid: The Awakening

1.3.3 Kingdom Rush

Kingdom Rush(Puc. 1.5, 1.6) - ue 2D-rpa xxanpy Tower Defence, po3pobiiena
cryniero Ironhide Game Studio Ha mnardopmi Adobe Flash, a mi3nime noproBana Ha
MoO1IBHI TIpucTpoi Ta I1K.

Kingdom Rush mae mocuth cTammapTHuil rewmIuiet mis irop xaHpy Tower
Defence. 'pa BUKOPHUCTOBY€E TaWJIOBY CHUCTEMY pPO3TallyBaHHS OOOPOHHUX BEXK, SK1
OyIyIOThCS B CHEIiaIbHO BIJIBEICHUX TOYKax HA KapTi. ['edMIuiel 30cepe/KeHni Ha
CTpaTeriyHOMY IIJIaHYBaHHI 3aXUCTy LUISAXIB NEPECyBaHHS BOPOTiB 3a JOMOMOIOIO
YOTUPHOX OCHOBHMX THIIIB BEX: JIYYHHMKIB, MariB, apTuiepii Ta kazapMm. KoxkHa Bexa
Ma€e Bl YHIKQJbHI TUIKM TOKpAIleHb 13 JOJATKOBHUMH 3II0HOCTSMU, TAaKUMH SK
OTPYEHHS, 3aMOPOKYBaHHS 200 BUOYXOBHI YPOH.

I Ty4HMi1 IHTEJIEKT BOPOTIB 3alpOrPaMOBAHMI HA PyX 3a (PIKCOBAHUMHU LIISIXAMH,
aje pi3HI TUIM CYNPOTHBHHUKIB MAalOTh YHIKaJbHI MOBEAIHKOBI MAaTEpHU, HANPUKIAJ,
TeJernopTalis, OpoOHIOBaHHS Bl IEBHUX aTak a00 PO3JIBOECHHS MICIs CMEPTI.

Yemix Kingdom Rush mokasye, 1mo s CTBOpEeHHsSI YCIIIIHOI TPU HE 3aBXKJIU
noTpiOHI pajguKaabHI 1HHOBAIlli, a TapHO BUKOHAHA IMepeBipeHa Qopmyna Moxke

I[IpanroBaT HC OAMWH Pas.



Puc. 1.6 reitmmieit Kingdom Rush

16
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Hemonixu Kingdom Rush € TunoBumu s irop sxanpy Tower Defense:

- OJIHOMAHITHICTh TEUMILIECIO

- oOMexeHa B3aEMO/Iisl MK BOPOTaMU Ta BEKaMH

- ®dikcoBaH1 IO3UIIT I BEX

Defensor TW Bupimye 1 npobiieMu BrnpoBa/pKeHHsIM eneMeHTiB Real Time

Strategy.
Ta0mmms 1.1
[TopiBasinHs ananoris 1o Defensor TD
Plants vs. | Defense Grid: The
Iokaznuk Kingdom Rush Defesor TD
Zombies Awakening
Android, Microsoft ~ Windows, | Browser game, | Microsoft
Maardopmn Microsoft Xbox3 60 Android, Microsoft | Windows,
Windows Windows Android
HasBHicTTH 0l1BII HiZK OJHOTO
O0yiBeJIbHOTO pecypcy
Hi Tak Hi Tax
BinibHe po3MileHHsT cHopya
HasiBHicTh 0e3KiHeuHoro
eKHMY I'pH
P yre Tax Hi Tax Tak
HasaBHicTh BOPOriB, 11100}
aTaKkylTh OyIb-sIKi CIOpYIH Tax Hi Hi Tax
Cnocio noodyBanns | Tax Hi Hi Taxk
OyniBeJbHMX pecypciB OKpim
3HUIIIEHHS BOPOriB
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1.4 Konuenr rpu

l'onoBHa 3amaua Tpu - BIIOWTH MakKCUMaTbHY KUIBKICTh XBWIh IMPOBHMX BOPOTIB 3a
JIOTIOMOTOFO criopy/1. ['paBers Moxke OymyBatu OyTyBaTH CIIOpPY/IH, BUKOPHICTOBYIOUI PECYPCH ISt
OyIIBHMIITBA: AEPEBO, KaMiHHS Ta 30510T0. Criopyu BUKOPUCTOBYIOTBCS 1Sl TOOYBaHHSI PECYPCIB
Ta 3HUIIIEHHS BOPOTTIB.

[ounnae rpy 3 I'onoBHOrO Criopynoro(HQ) Ta HeBenKoro KUTBKICTIO pecypciB. Brpara HQ
€ YMOBOIO ITOPa3Ky IrpaBlisl.

Boporu reHepyrotbesi XBWIAMU Yy 3a3[QTIAb BHU3HAYCHUX TOYKAX Ta PyXalOThCS IO
3amoBuyBaHHIO 10 HQ, atakyroui 3yctpiuni criopyau. KokHa HacTyIHa XBWISI TeHEpY€E OUTBIITY

KUTBKICTh BOPOTTIB.

1.5 ®opmyBaHHsI BUMOT 10 IPH

Ha ocHoBI HasBHMX IaHMX MOXKHa C(POpMyBATH HACTYITHI BUMOTH JI0 TpH >kaHpy Tower

Defence 3 enementamu Real Time Strategy.

HedyskiiioHanbHi BUMOTH:

1. I"'pa mae 6yt nocrymHoro Ha [1K ta Android

2. I"'pa mae noenyBaru sxanp Tower Defence 3 enementamu Real Time Strategy
3. ['pa Mae MaTu My3HMKy CTUJTI30BaHUI I (PeHTE31 CayHITPEK.

4. ['pa mae maru 2D rpadixy

5. Bun Ha irpoBuii cBIT Mae Oyt "38epXy"

6. ["'pa Mae OyTH IOMIPHO CKJIaJTHOIO

OyHKITIOHATHHI BUMOTH:

1. ['paBeri> Mae MaTi MOXJIMBICTH Oy TyBaTH HOBI Oy/TiBIIL.

2. ["paBelr Mae MaTy MOXKJIIUBICTh PEMOHTYBATH 1CHYIOU1 OY/TIBIII.

3. I"paBels Mae MaTy MOMKJIUBICTD IEMOHTYATH ICHY 01 OY/T1BJi.

4. ["paBerr Mae MaTi MOMKIIMIBICTh HAJIAIIITOBYBATH T'YUHICTH MYy3HKH.

5. ["paBers Mae MaTi MOMKIIMIBICTh HAJIAIIITOBYBATH T'YUHICTH IrpoBUX ep(eKTiB.
6. ['paBerp Mae MaTé MOMIIMBICTH BMHUKaTh a00 BUMHUKATH TIEPEMILLIEHHSI TOJIOBHOL

KaMepH, TpY TOPKaHHI KypCOPOM Kparo eKpaHy
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2 3ACOBH PEAJIIBALIIL

2.1 Visual Studio

VY SKOCTI 1HTErpOBaHOTO CEpEeOBHUINA PO3poOKHOysmo obpano Visual Studio
2022(puc. 2.1). Visual Studio € cepenoBuiiemM po3poOKH, BHITYIIIEHUM KOPIIOPAIIEIO
Microsoft B8 1997 portii, sike miaAX0IUTh A CTBOPEHHS MIUPOKOTO CIIEKTPY MPOrpaMHUX
3actocyHkiB: Windows nonatku, Web momatku, MoOiIbHI 1 XMapHi miaTtdgopmu. BoHo
HaJia€ MOBHUM HAO1p IHCTPYMEHTIB 1 PyHKIIIH AJ1 pO3POOKH, TECTYBaHHS 1 pO3TOPTaHHS

mporpam, Takux siK MiATpuMKa O6aratbox mporpamuux moB : C#, Python Visual Basic,

F#, C++ tomro. [3]

O fie tdit View Git Projct Debug Analyze Tools Extensions Window  Help Buildes

8- - P Attach..

BEiY Wi s @

Building TypeListS0.cs

= & Unity Project Explorer

P Tge
private float lookForTargetTimerMax = .2f;
private Vector3 projectileSpawnPosition;

private void Awake() {
projectileSpawnPosition = transform.Find("projectileSpaunPosition”).pesition;

}

19 private void Update() {
20 HandleTargeting();
21 HandleShooting();
22 }

24 orivate void HandleTaroetina() {
100% = @ Noissues found LA Ln:14  Chi5  SPC_ CRLF

Output
Show output from: | - = ®

unity Froject Expl... [ e

Puc. 2.1 Ilpuknan intepdeiicy Visual Studio

Onna 3 ronoBHuX mnepemar Visual Studio - 1me camoaocTaTHICTh: HEMMOBIpHA
KUIBKICTh MOXKJIMIMX PO3IIMPEHb Ta IHCTPYMEHTIB, Mailxke Oyap sKy miardgopmy abdo
MOBY IIpOrpaMyBaHHsI MOXKHA 1HTerpyBaTu B Visual Studio, 3aBISKH 4OMY KOPUCTYBauyy
Maiike HeMae HeoOX1JHOCT1 BCTAHOBIIFOBATH 1HIII CEpeIOBHUIIA TIPOrPaMyBaHHS.

Visual Studio Takox 3a3Buyail MOXK€ BUKOHYBATH ()YHKIIIIO KOMIUISITOpa KOy,

ane y Bumaaky rpu sxaHpy Tower Defence 3 enementamu Real Time Strategy
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KOMIUTSIIEI0 KOy Kepye irpoBuii pymriit Unity.

VY po3pobmi rpu xxanpy Tower Defence 3 enementamu Real Time Strategy Visual
Studio BHKOPHUCTOBYETHCS SK TEKCTOBUM peNaKkTop A HamucaHHs Koxay. B Teopii
ckpunt Uit Unity TEXHIYHO MOKHA MHUCATU B OYJIb-IKOMY TEKCTOBOMY PpEIaKTOpI,
BKJIIOYar04YM HaBiTh Notepad, OCKUIbKY 11€ 3BUYAHI TEKCTOB1 (ailiii 3 PO3IIUPECHHSM,
ake Unity posmizHae. Onnak Visual Studio moTpiOHa ans 3pydHOCTI PO3pOOKH: BOHA
3a0e3nedye MiJICBIYYBaHHS CUHTAKCUCY, aBTOJONOBHEHHs, iHTerpauiro 3 Unity API,
IIBUJIKMN TIepexiJ] MDK MOMWIKaMM, HAJIArO/DKEHHS KOAYy Ta Kpally HaBIraiiio B

MPOEKTI, 110 3HAYHO MPUIIBUIIIYE 1 TOJIETTIY€E pOOOTY 31 CKPUIITAMH.

2.2 MoBa nporpamyBanns C#

Ha Unity MoxHa CTBOPIOBAaTH MPOCTI JOJATKHM Oe3 TIHMOOKMX 3HAHb
nporpamMyBaHHs, BUKOPUCTOBYIOUH Bi3yalibHI IHCTPYMEHTH, IaOJIOHU, TOTOB1 aCCETH Ta
CUCTEMH Bi3yaJIbHOTO CKpUNTHUHTY, K Bolt ado Unity Visual Scripting, ane He3HaHHS
nporpamyBanHss B Unity cyTTeBO OOMEXye MOXIMBOCTI. XoOdYa 3a JOMNOMOTOIO
BI3yaJIbHOT'O CKPUNTHUHTY Ta TOTOBHUX 1HCTPYMEHTIB MOXHA CTBOPUTH MPOCTY JIOTIKY YU
0a30By Tpy, TOBHOIIIHHE KEPYBAHHS MOBEAIHKOIO 00'€KTIB, B3a€MO/II€10, OITUMI3aIli€lo,
HECTAaHJIAPTHUMHU MeXaHikaMu a00 pO3MUPEHHSIM (QYHKIIOHATY Maibke 3aBxau
BUMarae HamucaHHsa Koay. be3 mporpamyBaHHSI CKJIQJHO peai3yBaTH YHIKaIbHI 17el
a00 aJanTyBaTH MPOEKT MiJ KOHKpeTHI moTrpedu. Lle mpu3BOauTH 10 HEOOXI1THOCTI
oOpaTu MOBY MpOrpaMmyBaHHs JUIsl peanizalii mpoekTy. Y sSIKOCTI MOBHU MPOrpaMyBaHHs
Oyio oopano moBy C#.

C# — cydacHa, 00’€KTHO-OPIEHTOBaHA TUIMOOE3MEeYHAa MOBa IMPOTrpaMyBaHHS
pospobiena Aumepcom Ieiincbeprom i3 Microsoft B 2000-my pomi. C# mo3Bose
pO3pOOHUKAM CTBOpIOBaTH 0OaraTo BUAIB O€3MEYHUX Ta HAAIMHUX TporpaM, sKi
npaiioroth Ha miardgopmi .NET. [4] Mosa C# BiamoBigHo 110 pecypcy dou.ua, 3aiimae
YeTBEpTE MICIE MO MOMyISPHOCTI KOMEPIIIIHOTO BUKOPUCTAHHS B YKpaiHi 3 4aCTKOIO
13,3%, moctynatouncek Python(13,4%), Java(14%) ta JavaScript(19,1%). [5]

[omoBauMU mepeBaramu MoBu C# BBaKAIOTHCA YHIBEPCAIBHICTH - ITFO MOBY
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BUKOPUCTOBYIOTh JIJIsl PO3POOKH HAalpPI3HOMAHITHININX A0JATKiB: BeO-gomatkiB, desktop
-nonarkiB, database-momatkiB, irop TOmO, OararomIaTPOPMHICTh- MOKIUBICTh
pO3pOONIATH JOJATKH Ul PI3HMX ONEpaliiiHUX CHCTeM Ta amapaTHUX Iuiargopm,
BIJIHOCHO BHMCOKa IIBUJIKICTb BUKOHAHHS KOy, aBTOMaTUYHUU 30ip cmiTTs(automatic
garbage collection), Language Integrated Query - iHTErpoBaHU CHHTaKCUC JJIsI 3aIUTIB
cxoxxuit Ha SQL.

Mogsa C# noCTIITHO OHOBIIIOETHCS Ta BJOCKOHABIIIOETHCS, TaK HAPHUKIAI B BepCli
C# 11 Oyno mnokpaiieHa CKOPOCTh BHUKOHAHHS MPOrpaMMU Ta ONTHUMI30BaH
aBTOMATUYHUM 301p CMITTS, BIOCKOHAJIEHO NEPETBOPEHHS TPYNMHU METOJIB a TaKOX
J0JIaTHO OaraTo 1HIMX AP1IOHUX QYKITH. [6]

B rpi xampy Tower Defence 3 emementamm Real Time Strategy C#
BUKOPUCTOBYETHCS I HaNmMCaHHsI CKpUNTiB Jyist Unity - 4acTUH KOy, K1 JO3BOJISIOTh
KepyBaTH MOBEIHKOIO 00'€KTIB y Tpl, BOHU 3a3BHYAl MPUKPIILTIOIOTECA 10 00'€KTIB y
cueHi. Yepe3 CKpUITH MOKHA 3a/aBaTH JIOTIKY B3a€MOIi IpaBUs Ta IHIIUX ITPOBUX
€JIEMEHTIB 3 OTOUYCHHSIM:

- pyx 00'€KTiB

- a”iMaryii

- ¢bizuky

- peakiii Ha mo/ii

- 3MiHYy CTaHIB TOIIIO.

Konu rpa 3amyckaerscs, Unity aBTOMaTH4HO BUKOHYE 111 CKPUIITH BiAMOBIIHO JIO

KUTTEBOTO ITUKITY 00'€KTIB.

2.3 IrpoBuii pywii Unity

Unity(Puc. 2.2, 2.3) — wne cydacHuUidl KpocIiarOpMOBUN IrpOBUH pYIILIii,
po3poOnenuit kommanieto Unity Technologies. BiH mupoko 3acTOCOBYeEThCS Yy
ctBopeHHl 2D- 1 3D-irop, iHTEpakTUBHMX JOJATKIB, BIPTyaJIbHOI Ta JOMOBHEHOI
PEaNTBHOCTI, a TaKoX CHMYyJSAIid i Bi3yamisamiii. Moro apxirexrypa, THyuKicTh Ta

MIMPOKUHN Hadip 1HCTPYMEHTIB pooisaTh Unity yHiBepcaldbHHM pIIICHHSIM SIK JIJIS 1HAI-
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PO3POOHUKIB, TaK 1 JAJISI BEIUKUX CTYiH.[7]

OcHoBHOlO MOBO1O mporpamyBanHHs B Unity € C#, mo 3abe3neuye BHCOKY
MIPOTyKTUBHICTh, YHCTHA CHHTAKCHC Ta IHTETpaIlil0 3 TMOTY)XHHUMH CEepeIOBUIIIAMHU
po3pooku, 3okpeMa Visual Studio, JetBrains Rider ta Visual Studio Code. Taxox
MIATPpUMY€ETbc HamucaHHs 1meiaepiB Ha ShaderLab ta HLSL, a mig nmeskux

IHCTPYMEHTIB JAOCTyMNHa iHTerpaiis 3 Python.

Unity Hub 3.5.2

Hub V3.12.1 is now available and will install after restarting.

See Release Notes Restart now Dismiss

Projects | nsta I | S Locate Install Editor

Installs

Leerm All Official releases Pre-releases

Community
2021.3.1111 LTS
C:\Program Files\Unity\Hub\Editor\2021.3.11f1\Editor\Unity.exe

Windows

Downloads

Puc. 2.2 Intepdeiic Unity Hub - naynuep npuryna Unity

Pymniit migrpumye Benuky KiibKicTh miuatdopM, 3okpema Windows, macOS,
Linux, Android, 10S, WebGL, PlayStation, Xbox, Nintendo Switch, Meta Quest, Apple
Vision Pro Tomo. Unity n03BOJsiE CTBOPIOBATH YHIBEPCAJIBHUM KOJ 3 MIHIMAJIbHUMU
3MIHaMU JJI €KCIOPTY Ha Pi3Hi IUIHOBI MIaTGopmu.

I'padiuna cuctema BKIIIOUAa€ TPU OCHOBHI peHaep-maimuaiinu: Built-in Render
Pipeline, Universal Render Pipeline — onTtumizoBanuii ais KpocriaTdhOpMEHHHX
npoekTiB, 1 High Definition Render Pipeline — nns BucokosikicHoro rpagiqyHoro
KOHTEHTY, 3 TIATPUMKOIO (PI3MYHO KOPEKTHOI'O PEHJEPHUHTY, TOCTOOPOOKH, OCBITICHHS

Ta TIHEM.
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File Edit Assets GameObject Component Jobs Window Help

+ playBtn~

Puc. 2.3 Ilpuxnan intepdeiicy Unity

Oxkpim nporo Unity migTpuMye po3MIMpeHHsT (PYHKIIOHAIBHOCTI 3a JOMOMOTOI0
CTOPOHHIX TUIariHiB, sIK1 MOXHa AojaBaTtu uyepe3 Unity Asset Store aGo BpyuHy. Takox
JIOCTYITHA MO>KJIUBICTD MIKITIOYEHHSI HATUBHUX 010710TeK 1 Dynamic-link library gepe3
P/Invoke. 3aBasiku npomy pyuIiii Moxke OyTH 1HTETPOBAHMU y BEJWKi, MPOMHUCIIOBI
MPOEKTH a00 PO3IIMPEHUI BJIACHUMU IHCTPYMEHTAMM.

Takoxx Unity 3a0e3neuye MATPUMKY BI3YaJIbHOTO peAaKkToOpa CILEH, Y SIKOMY
PO3POOHUK MOXE TPAIFOBATH 31 CBITIIOM, KaMepaMu, (pi3MUHUMH KoJaiaepamMu, aymaio,
aHIMaIll€l0 Ta IHIIMMH CHCTeMaMH. TakoX JOCTYIHI PO3MIUPEHI 1HCTPYMEHTH
npoduUTIOBaHHs, 1e0ary, TECTyBaHHS Ta aHATITUKHU.

B peanizamii rpu xanpy Tower Defence 3 enementamu Real Time Strategy
irpoBuii pymriit Unity BukoHYye kito4doBy poib.Uepe3 Unity peanizyroThCsl Bi3yasibH1
CKJIaJIOBI1 I'PH:

- peHAepuHr rpadiku,

- CTBOPEHHS Ta BiJJOOpa)KeHHS BI3yaJIbHOTO iHTEep(deiicy KopucTyBaya,

- CTBOPCHHSI Ta HAJAIITYBaHHS aHIMAIliH,

- CTBOPEHHS IIICHIePiB, MACOK,

- HAJIAIITYBaHHS OCBITICHHS TOIIO.

Oxkpim Bi3yasibHOT CKJIa10BO1 Unity TakoX HEOOX1AHUM JUTs peai3izallii JOT1KU Ta
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1HITTUX CKJIAJIOBUX T'PH:
- CTOBeHHs Ta pelaryBaHHS IrPOBHUX CIICH
- CtBOpeHHS Ta pefaryBaHHs IrpOBUX 00'€KTIB
- KepyBaHHS KOMIOUISIEIO KOy TPU
- Hamaunns 6i0miorek kimacis g C#
- KepyBanHs B3aeMo/1i€10 iIrpoBUX 00'€KTIB Ha CIIEHI
- BukoHaHHS poJIi TECTOBOrO MailaHuMKa JIJIsi KOHTPOJIIO SKOCTI
- OO06poOKa aymio CKIIaJOBUX I'PU TAKUX SIK My3HKa Ta 3BYKOB1 epeKTH
- Hananns noctyny fo irpoBux Asset'iB uepe3 BOyaoBanuii Asset Store
- KouBepratig npoekty y rotoBuit build - roroBuii 1oaaTok, KMl MOXXHA

myOJIiKyBaTH

2.4 Cucrema koHTpPOJII0 Bepciil Github

GitHub — ne xmapna minatdopma Ajisi po3poOKH MPOTPaMHOrO 3a0e3NedyeHHS,
noOyJoBaHAa Ha NPUHIMIAX PO3MOAUIEHOTO KOHTPOIIO BEpPCiii 1 MIKPOCEPBICHOI
apxitektypu. GitHub BukopuctoByeThcs It 30epiraHHsi, KepyBaHHS Ta CHUIBHOI
PO3pOOKH TPOrpaMHOIO KOAYy 3a JOIMOMOIOK CHCTEMH KOHTpOJIO Bepciit Git,
JI03BOJISIFOYN PO3pOOHUKAM €()EKTUBHO BIJICTEKYBaTH 3MIHU, MPAIfOBATH B KOMAaH/II,
aBTOMaTU3yBaTh PoOOUl MpollecH Ta 3a0e3rneuyBaTd O€3MeYHUM JOCTYIl A0 MPOEKTIB.
Takox GitHub € nyxe nomynsipuuii cepen po3poOHukiB Open Source a0AaTKiB
JI03BOJISIE ITyOIIKYBAaTH BUXITHUN KOJI. [8]

VY xomananux npoekrtax Github 3a3Buuaii BUKOHyE posib MalJaHYMKa, HA SKOMY
pi3HI PO3pPOOHUKM MpaIlOBaTH Haj OOHUM MPOEKTOM, OOrOBOPIOTYBATH TaBHOCUTH
BlIacHI 3MiHU dYepe3 pull request, BimCHIAKOBYBaTH ICTOPIIO 3MIH J0 HaWMEHIIHUX
JeTaJiei.

VY peanzauii rpu xanpy Tower Defence 3 enementamu Real Time Strategy
cuctema KoTpoJto Bepciit Github BukoHye HacTymH1 G yHKII:

- KoHcepgartiisi ctapux Bepciif, Ha BHUMAAOK, SIKIIO MPOEKT Oyae BTPauCHO
a00 MOUIKOIKEHO

- 3aBaHTaXEHHS BUXIJHOTO KOAY I'pU B BUIBHHUM TOCTYM
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3 NIPOEKTYBAHHA

3.1 Orasa kaaciB Unity Monobehaviour ta Scriptable Object

[lepen TuM, SIK NPUCTYNUTH 1O MPOEKTYBAHHA TI'PU, HEOOXITHO 3pOOUTH OTJISA
nByx knroyoBux kinaciB Unity - Monobehaviour Ta Scriptable Object, ockuibku Oibiia
YacTHHA KJIaclB I'PU HACHIAYIOTh 1i KJIAacH 1 0e3 pO3yMiHHS KOHTEKCTY TOrO, SIK BOHU
NpaIoTh 1 JUIsi 4YOrO0 BUKOPUCTOBYIOTHCS, OIHUC apXITEKTYpU MOXKe OyTH He

3pO3YMLITHM.

3.1.1 Knacc Monobehaviour

Monobehaviour (Puc. 3.1) - 6a3oBwuit kimac Unity, skuii € OCHOBOO I O1TBIITOCTI
ckputiB Unity, OUIbIlIa YaCTUHA CKPUNTIB YCIAAKOBYIOTh 1I€H KJiac.

OcHoBHa ocobyuBicTE Monobehaviour € B ToMy, [0 HOro Ta KJIaCHU-CIaIKOEMII
MO>KHA MPUKPITUISITH 0 IrpoBUX 00'ekTiB B iHCHEKTOp1 Unity 1 3aBASKH 1IbOMY KEpyBaTH
iXHBOIO TIOBENIHKOIO 3aBISKU BEJMKIM KIUTBKOCTI THYYKHX METOMIB, KOTPI MOXYTh
penaryBatu 1HGOpMAaIlilo IrpoBoro 00'€KTa Ha CTapTi CICHH, KOXHUK (PiKCOBaHHIA
MIPOMIXKOK 4acy, Ja€ MOXJIMBICTh OTPUMATH JOCTYII A0 1HIIMX 00'€KTIB Ha CLIEHI TOILIO.

Opnum 3 HepondikiB kjacy Monobehaviour € Te, mo BiH He 30epirae 3MiHY
iH(opMaIlli MK PI3HHUMH CLIEHAMH, TOMY 1100 Hampukiaa 30epertd KuUIbKICTh TpoIIeh

a00 3/10pOBbS MK PIBHSMHU MTOTPIOHO BUKOPUCTOBYBATH 1HIII KJIACH.
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B} ~ Resource Generator (Script)

#] Building Type Holder (Script)

Building Type ONE Building T

4] Health System (Script) @

Health Amount Max 100

ﬂ v Building (Script)

Add Component

pfStoneHarvester

ndle None

Puc. 3.1 Ilpuknan nekinbkox ckpuTiB Monobehaviour mpHKpiIuIeHHX 10 IrPOBOTO

00'exTa

3.1.2 Knacc Scriptable Object

Scriptable Object(puc. 3.2, 3.3) - ue 6azoBuil knac Unity, KOTpuil ciayrye sk
KOHTeMHep iHdopmarlii Mk cecisimu B penakTopl. OcHOBHa pizHulsd Mixk Monobehaviour
ta Scriptable Object momnsiras B Tomy, o Scriptable Object He MOXHa TPUKPITUTH 10
irpoBoro o0'ekta Hampsimy, ane o0'ektu kiacy Scriptable Object moxHa 30epiratu sik

asset'TH y MPOBIAHUKY Ta pearyBTH iX sIK (ailiu.
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Asset Labels

Puc. 3.3 Ilpuknaa pegaryBanns nanux o6'ekra Scriptable Object uepes incniekrop Unity

OcnoBHe npusHadeHHs Scriptable Object - 30epiranss iHdopmari. Ao oaux
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IrpoBUii O0'€KT BUKOPHCTOBYE JEKiIbKa CKpUMNTIB KiBcy Monobehaviour, To Oinbry
gacTrey HeoOXimHoi iH(opMarli JJis BCIX CKPHITIB MOXHA 30€perTd B BiIIOBIAHOMY
o0'ekti kmacy Scriptable Object, e HabGararo 3pyuHiiie, HIX pelaryBaTH JeKiUIbKa
ckpunTiB Monobehaviour iHIMBIyallbHO, OCOOIMBO Y BETMKUX MPOEKTAX.

Takox Scriptable Object moxke 30epiraTi 3miHy 1HGOpMaIlli MK CIEHAMH, IO
Ty>Ke 3pY4HO JUIsl cepiaiizallii TaHuX.

Inmor mnepeBaroto Scriptable Object € Ouibiia €PEeKTUBHICH BUKOPUCTAHHS
pecypciB mpuctporo, 00 gani Scriptable Object He ayOIIOIOTBCS JUISI KOXKHOTO

EK3eMILBIPY, 1110 € MePEBaroko Mpu ONTUMI3allli TPy AJIs CIIaA0KUX IPUCTPOIB.

3.2 IIpoexkTyBaHHS I'PH

[lepen THM SIK IPUCTYNUTH 10 MTPOEKTYBAHHS KJIACIB TPH, HEOOX1THO PO3TISHYTH

OCHOBHI CIIEHapli BUKOPHUCTAHHS I'PH.

3.2.1 Cuenapii BUKOPUCTAHHA

BignoBigHo 10 copmMoBaHMX BUMOT JO TPU MOXKHA CHPOEKTYBATH Jlarpamy
npereneHTiB.(puc. 3.4)

BinnoBigHO 10 aAilarpama MpeueseHTiB Ta BUMOT JI0 T'pH, remmiuieil rpu Tower
Defence 3 enementamu Real Time Strategy mossirae B:

- OyIIBHHMIITB1 Oy/1iBEIb U1l TOOYBaHHS ITPOBUX PECYPCIB

- OyIIBHMIITB1 3aXUCHUX CIIOPY/L

- PEMOHTI ICHYIOUHX OYy/TiBEIb

- JIEMOHTaXy 1CHYyIOUMX O1/11B€Tb, YACTMHHA BapTOCTI OYIiBII TIOBEPTAETHCS
TPaBIIO

- TeXH14HI (yHKI1i(HaTaITyBaHHS TOILIO)
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System

Harvest Nearby Resources
|

«includess

-
&
£ sincludegs — Pay the cost of the building
Construct Resource Harvesters - =7
~ ocmcllee'sn
rd
- e
s
s aextEndss
&

-

r «extendss Construct Defensnse Towers

Construct Buildings -
™ gincludess
' Attack Mearby Enemies

I
, wextendss

!
“'h»\\\‘ ieft?,”gsf - Repair Buildings
Player Play 3 ° \
= wincludes»
- -._.\_\\_1
Demolish Buildings i
A Pay for Repairs
A .
A
A
M

Salvage a part of the cost
On/Off Edge Scrolling

Puc. 3.4 Jliarpama nipeneicHTIB

3.2.2 IIpyauunu SOLID ta KISS

OcHoBoOIO TIpoekTyBaHHs KjaciB rpu xkaHpy Tower Defence 3 enemenramu Real
Time Strategy € npunnumu KISS ta SOLID.

SOLID - akponim 3 m'stu npunnumiB O6'ektHO OpienoBaHoro I[IporpamyBanHs,
110 IOTIOMararoTh (hOpMyBaTH KOJI:

- Single Responsibility Principle - xoxHMII KjIac Mae MaTH BIANOBLAATH 3a
oJiHy (QYHIIIIO.

- Open/Closed Principle - koxHmii ki1ac Mae OyTH BIIKPUTUM s
PO3IIMPEHHS aJie 3aKPUTUM JIJIsl 3MiH.

- Liskov Substitution Principle - BUKOpHCTaHHA TIAKIACIB 3aMiCTh
MaTKPUHCHKOTO KJ1acy HE Ma€ BUKIUKATHA TOMUJIOK.

- Interface  Segregation  Principle -  BUKOpHCTaHHA  MaJeHbKHUX

creriaaizoBaHux iHTep¢enciB 3aMICTh OTHOTO BEJIUKOTO.
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- Dependency Inversion Principle - kimacu He MarTh OyTH HAATO 3alieXkKHI
OJIMH BiJ OJHOTO Ta BUKOPHUCTBOBYBATH a0CTpaKIlii. [9]

KISS - abpesiarypa "Keep It Simple, Stupid", ue npuHIMn AU3aiiHy cucTeM, SIKUIA
nepeaendayae, MO CUCTEMH MalOTh OyTH HACTIIBKM MPOCTHUMH, HACKLIBKI MOMKIJIMBO.
CxutagHi pillieHHS MaloTh YHUKATHUCS, KOJIU MOXKJIUBO. Lleil mpUHIMIT BUKOPUCTOBYETHCS
y po3po0I1i MporpaMHOTO 3a0e3nepueHHs, au3aiHl 1HTepdeiiciB KOpUCTyBayda, JAU3aiiHi
IIPOJYKTIB Ta HaBITh y BICHKOBIN cepi.

VY po3pobui nporpamuHoro 3abesneuenHss npuHiun KISS  copusie cTBOpeHHIO
3pO3YMIJIUX, JIETKUX Y MIATPUMII Ta MaciTaOyBaHHI pimeHb. [IpocTuilt koa 3MeHIye
HMOBIPHICTb MOMUJIOK, IOJIETTIIYE TECTYBAHHS, MPUILBUIITYE po3po0Ky.[10]

[Mpunuumu SOLID Ta KISS He € XOpCTKMMHU MpaBUIAMH, CKopiIie
PEKOMEH/IAIlISIMHA, BOHH JIOTIOMAarar0Th MUCATH JICTIIHNA IS YUTAHHS KOJI, IOTIOMAararTh

JIETTIIe PO3IIUPIOBATH JOJIATKH Ta IrPH 3 MEHIIIOK0 KIJIbKICTIO TIOMHUJIOK.

3.2.3 [11a0J10HU MPOEKTYBAHHA

[Ipu po3pobIi mporpamMHOro 3a0e3NeyYeHHs PO3POOHMKM YacTO 3THKAIOTHCSA 3
a”HayioriyHuMu npodsiemamu. [11abmoHN NMPOEKTYBAHHA - 1€ 3arajIbHONPUHHATI CIIOCOOH
MPOEKTYBAHHS CTPYKTYpH TIporpamM, sIKi JTO3BOJISIFOTH  BHPINIYBaTH MPOOJIEMHU
apxiTeKTypu, KOTpi Oynu chopMoOBaHI Ta ONMTHMI30BaHi po3poOHukamu. [IporpamicTu
HaBITh MOXYTh BUKOPUCTOBYBATH IIA0JIOHU MPOEKTYBAHHS HEOCBITOMIIEHO, HE MAIOYU
TEOPITUYHOTO 3HAHHS. Po3yMiHHA IIA0JIOHIB MPOEKTYBAaHHSA € KJIIOUOM JI0 TOOYIAOBH
3pO3yMUIMX Ta MIATPUMYBAHUX [TPOTPAMHUX CUCTEM.

[Tpu po3po6rii rpu xxaupy Tower Defence 3 enementamu Real Time Strategy, Oynu
BUKOPHUCTaHI1 mabioHn nmpoektyBaHHs: Singleton, Factory, Observer.

Singleton - mabioOH MPOEKTYBaHHS, KU Nependadae HAsSBHICTh JIMIIE OJIHOTO
eK3EeMIUIAPY KJIacy OHOYACHO, OTOJIOMICHHS CTATUYHOTO IMOJIS, KOTPE € TIOCHJIaHHSAM Ha
BJIACHUM €K3eMIUISIP Ta METOJU JOCTYIY JI0 HbOTO, IO JIa€ IIO0AIbHUNA JOCTYH yCIM
IHITUM KJTacaMm 10 eK3eMIuisIpy 1poro kiacy. [lla6non Singleton mobpe miaxoauTh ajis
NPOEKTYBAHHS MEHEKEpIB I'pu Ta HalaAlITyBaHb. Aje Tpeba OyTtu obOepexHuM, 00

370BKMBaHHS 1mabmoHoM Singleton MoXe CHJIBHO MOPYIIMTA NpuHIUO —Single
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Responsibility.

Factory - maGmoH mpoeKTyBaHHS, KOTPUH BUKOPHUCTOBYE (habpudHi Kiacu abo
METOJIM, KOTPl MOXYTb CTBOPIOBATH E€K3EMIUISIpU KJaciB 0€3 BUKIMKY KOHCTPYKTOpa
Kiaca y koai. Y rpi xxanpy Tower Defence 3 enementamu Real Time Strategy Factory
BUKOPHUCTOBYETHCS I TOOYIOBH Oy/iBeNb, TE€HEpallii BOPOTIB, NEIKHX €JIEMEHTIB
iHTep(elicy Ta CHapsI/IIB BEX.

Observer — 1m1abJIOH MPOEKTYBaHHS, KOTPUM BHU3HAYA€E 3aJEKHICTh "OJUH-I0-
0araTpox" MIX 00’€KTaMM TaKMM YMHOM, IO IIPU 3MiHI CTaHy OJHOr0 00’€KTa yci HOoro
3aJie’kHl  00’ekTH  (crocTepiradi) aBTOMATUYHO OTPUMYIOTh ITOBIIOMJICHHS — Ta
OHOBIIIOIOTH CBiM cTtaH. Y 1pi xxaHpy Tower Defence 3 enementamu Real Time Strategy
Observer BHUKOPUCTOBYITHCS y MEHEKEPhl OyNIBHHUIITBA, KOTPHUH TOBIIOMIISIE PO

BUOpaHy criopyu st OyaiBHuUITBA. [11]

3.2.4 IIpoekTyBaHHH KJIACiB rpH

Ha nactynniii miarpami knaciB(puc. 3.5) 300pa’keHO NPUHLUIT POOOTH OCHOBHHMX
KJIaciB, KOTpP1 BIANOBIaIbHI 32 (yHKIOHYBaHHA OymiBesnb rpu xaHpy Tower Defence 3
enementamu Real Time Strategy.

Koxna ¢yskiis Oyniiai Mae OKpeMH CKPHUIMT, BIAMOBIAAIBHHUM 3a 110 (YHKIIIIO,
srigno mpuHimmy Single Responsibility. Ckpuntu-niaknacu Monobehaviour 3a3Budaii
BIJINOBIIAIbHI 3a ITPOBI MEXaHIKM, B TOW 4dac sk Scriptable Object - 3a 30epexeHHs
1HdOopMmarrii.

Kiac HealthSystem - 1ie yHiBepMallbHHMI KJ1ac, KOTpHUM BIJIMOBITA€ 3a HASBHICTH
3JIOPOB'sl y IrPOBOTO 00'€KTY Ta Ma€ HACTYIHI (DyHKIII

- 3aaHHsa MaCUMaIbHOI KiJbKOCTI OJIMHUIIB 370POB'S

- BincrexxeHHs HasIBHOT KUTBKICT1 OJUHUIIb 3/I0POB's

- Mamimymsiis KUIbKICTIO OJJUHUIb 3I0POB's

- [TinTBepmKeHHs, 1110 00'ekT ">kuBUi" ab60 "MepTBUN" (3ATCKHUTH YU KUIBKITH

OJTHUIIb 370pO'st OIbIIa Yk MeHima 3a 0).
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HeakhSystem
+OnHealthAmountMaxChanged : event EventHandler
+OnDamaged : event EventHandler
+OnHealed : event EventHandler Building
+0nDied : event EventHandler buildingType: BuildingTypeS0
-healthAmountMax - int -healthSystem: HeakthSystem
-healthAmount : int - buildingDemolishBtn: Transform
+Damage{ damageAmount : int) : void [T buitdingRepairBn: Transform
+Heal{healAmount :int ) : void - Awakel) : void
+HealFull() : void Start{) : void
+1sDead() : bool HeafthSystem_OnHealed{object sender, System.EventArgs ) : void
+sFullHealth() : bool HealthSystem_OnDamaged|object sender, System.EventArgs e) © veid
+GetHealthAmount() : int ‘HealthSystem_OnDied(object sender, System EventArgs e) : void
+GetHealthAmountMax() : int -OnMouseEnter(): void
+GetHealthAmountNormalized() float -OnMouseExit{) : void
+SetHaalth, Max - int, updateHealthAmount : bool ) : void -ShowBuildingDemalishBen() : void
75 -HideBuildingDemolishBtn() : void
ShowBuildingRepairBn() : void
1| HideBe pairBtn() : void

N BuildingTypeList50
|+|IS[ List<BuildingTypeS0>

BuildingTypeHolder |
D
[+buildingType * BuildingTypeSO| |

BuildingTypeSO

-3 +nameString : string

+prefab : Transform K ScriptableObject
BuildingConstruction +hasResourceGeneratorData : bool

+resourcs Data : ResourceGeneratorData
+sprite : Sprite
+minConstructionRadius : float

-~ buildingType  BuildingTypeSO
- constructionTimer : float
constructionTimerMax : float

- boxCollider2D : BoxCollider2D

- spriteRenderer : SpriteRenderer

- buildingTypeHalder : BuildingTypeHalder
- constructionMatzrial : Material +GetConstructionResourceCostString() : string

+constructionResourceCostArray[0_*] : ResourceAmount
+healthAmountMasx : int
+constructionTimerMax : float

+Create(pesition : Vecror3 , buildingType : BuildingTypeSO) : BuildingConstruction
o) Awakel):void

MonoBehaviour -Update() : void ~
-SetBuildingType{SetBuildingType: BuildingTypeS0) : void

+GetConstructionTimerNormalized() : float

ResourceGenerator «System Serializables . p——
- oSystem Serializebles
| resourceGeneratorDats : ResourceGeneratorData ResaurceGeneratorData ResourcaAmennt
~umer :float +timerMax : float
“timerMax : float “resourceType : ResourceTypesO sresourceType : ResourceTypeSO
+amount ! int

+GetNearbyResource GeneratorData - ResourceGeneratorData . position : Vector3 ) : int +resourceDetectionRadius : float
“Awake{)  void +maxResourceAmount : int
-Stard) : void

-Update() : void

+GetResourceGeneratorData() : ReseurceGeneratorData
+GetTimerNormalized() : float

+Geths Second]) : float

Puc. 3.5 [liarpama OCHOBHUX KJ1aciB Oy/IiBEJb

Knac ResourceGenerator - kj1ac €KOHOMIYHUX CHOPY/I, KOTPHUM BIANOBIIATBHUM 32
MOIIYK POJIOBUIN PECYPCIB BIAMOBITHUX JO TUITY CIOPYAH Ta BiacHE NOOYyBaHHS THUX
pkcypciB. Ane mo0 3pobutu mporec MA0O0yBaHHS PECypCiB IiKaBimmuM, OymiBm 31
ckpuntoM ResourceGenerator MatoTh HACTYITHI OOMEKEHHS:

- He MoxxHa po3milyBaTu JBi iIEHTUYH1 CHOPYAH 3aHAATO OJIM3BKO

- Yum Oinplia KUIBKICTH POJOBHUI MOPYY 3 J00YyBarO4OK CIOPYIOH, TUM
edeKTUBHIIIA J00MYa.

SAx6u He Oyno mux oOMEXeHb, TO TpaBelb MIr OM MPOCTO MOOYAyBaTH BEIHKY
KUIBKITh ~ OJIHAKOBUX CHOPYJ BOKPYT OJHOIO POJOBHILNA, MO0 AyXKe OOMEKHUIO
CTpaTEriuHy CKJIaJIOBY I'PH.

[lobynoBa OyniBellb HE MOMEHTalbHA, IMepel TUM SIK OyJIBIS IOYHE
¢dbyukiionyBatd,  crBoproerbest  kimac  BuildingConstruction. O0'ekt  kiacy
BuildingConstruction CTBOpIO3ThCSI 3 TaliMepoM, IiJ] Yac HOro iCHyBaHHS TPAEThCSA
a”iMaIlisi MoOyJI0BH, MO 3aBEPIICHHIO TaiiMepa 00'€KT 3HUIIYEThCS Ta HA HOro MICIl

CTBOPIOETHCSA TOTOBA OYAIBIIS.
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BuildingTypeSO - miakmnac ScriptableObject, 00'ekTi KOTPOro MICTATH yCi BXimHI
XapaKTePUCTUKX OyIiBIl, KOTP1 MOTIM TEPETAIOTHCS BUTATAIOTHCS Ta MEPENAIOTHCS B
HIII KJIacH: BapTiTh MOOYAOBH, JaHl JJisg JOOYyBaHHS PECYpCIB, JaH1 3aXUCHUX CIIOPY/I,
KUIbKICTh OJIMHMIIb 370pPOBbS, IIBUAKICTH MOOYI0BU, MOCWIaHHA Ha mpedad ToIulo.
KopurysaTtu Ta BiACHiKOBYBATH yCi Il IaHI B OAHOMY MICIlI Habarato 3py4Hilie, HiXK B
JEKIJIBKOX PI3HUX Kjlacax.

BuildingTypeListSO BHUKOpPHCTOBYETBCSI Ui 30€piraHHsl CHUCKY OO'€KTIB KJacy
BuildingTypeSO, Ha 0CHOBI LIbOTO CHUCKY T€HEPYEThCA 1HTEpQEC KOpUcTyBaya, a caMme
CHUCOK CIIOPY/ IS TOOYTOBH.

BuildingTypeHolder =~ BuUKOpUCTOBY€TbCSI ~ JJIsi  TOCWUJIAHHA  Ha  OO'€KT
BuildingTypeSO, ockinbku migkiaacu — ScriptableObject HE MOXXHAa TPUKPITUIATH 10
o0'extiB Unity. 3aBasku ckpunty BuildingTypeHolder iHmi kmacu irpoBoro o0'ekTy
MOXKYTh OTpHMaTH J0cTy 110 nanux 06'ekty BuildingTypeSO.

ResourceGeneratorData micTuTh naHi, sikuii pecypc n1o0yBae ResourceGenerator, y
AKOMY pajiyci Ta B gKii KigbkocTi. [{ro 1Hdopmalio BUALIEHO Y OKpeMHil Kiac, moo ii
MoskHa OyJ10 penaryBatu y kiaci BuildingTypeSO.

Knac Building Bignosinae 3a ButaryBanss nanux 3 ckpunty BuildingTypeHolder,
Ta mepefady mux Aanux a0 ckpunty HealthSystem, nasBHICTH enemeHTiB iHTEpdeEicy
KHOINIOK JJIi PEMOHTY Ta JI€EMOHa)xKy OyaiBil, Ta MNepefady AAHUX MNP0 PEMOHT TII
nomkopkeHHs 10 HealthSystem.

Ha puc. 3.6 300pakeHi Kjiacu, MoB'si3aHi 3 OCHOBHUMHU KJIaCaMU-MEHEIKEPAMHU TPU.

ResourceManager - kmac, sSIKuMil BIAMNOBIAA€ 3a THUIM, KUIBKICh Ta CTapTOBY
KUTBKICTh pecypciB. Takoxk 1el CKpUIT KOHTPOJIOE 3MIHY KUTBKOCTI PECKPCIB TIEPEBIpSIE,
9l MOXK€ TpaBellb JO3BOJUTH cO001 MoOymoBy HOBOi OymiBii, a00 pPEMOHT ICHYHOYOI.
Oy liBIIL.

Kinac EnemyWaveManager BiANOBiJa€ 3a reHEPALIi0 XBUIb BOPOTIB:

- KUIBKICTh BOPOTiB,

- JIOKAIII}0 CTBOPEHHS MTOPOTiB,

- 4acTOTY TeHepanli XBUIb.

- BIJICT€KCHHS HOMEPY XBHJIL.
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EnemyWaveManager

emyWavelManager
ventHandler OrWaveNumberChanged;
sformist : List<Transform>
sitionTransform : Transform

-ignoreBuildingTypeList  List<BuildingTypeSO>

private GameObject spritcGameObject
private ResourceNearbyOverlay eNeard
bject,
e 4 TypeCh <) :void
Awake
— Start
Building TypeSelectUl Upda
arrowSprice : Sprite ShowlghoseSprice : Sprite ) : vaid

~Dictionary<BuildingTypeSQ, Transforma brnTransfarmDictionary;
~arrowBn fi

B g gTypeC - object,

e B P gs)  void

£]
-UpdateActiveBuildingTypeButon) : voi

d

hanged : event

-GetWaveNumber()
-GetNextWaveSpewriTimer() : float
-GetSpawnPosition() : Vector3

nstance
+EventHan:

le

A gedEventArg

‘*adw:ﬂuﬂdingTypt BuildingTypeSO

BuildingTypelistSO p

BuildingTypeSO) : void
: float

+ list - List<BuildingTypeS0>

ype:
+GetActive BuildingType(]

+Building GetHQBuilding()

- TypesO
-CanSpawnBuilding(buildingType : BuildingTypeSO, position : Vector3, strir

ing erro

rMessage : out ) : bool

uildingTypeSO

ScriptableObject

ructionResourceCostString() - string

Puc. 3.6 Jliarpama kiiaciB MeHEKEPIB IpH

BuildingManager - kiac, 1110 Bi/iIoBiia€ 3a o0y 0By CIIOPY/I:

~Awvake() : void

-AddResource(resourceType : ResourceTypeSO, amount :int ) void
IR
-eAmountArray[0. *] ResourceAmount]]

- 3aBaHTaXEHHS JaHuX ciucky cropyn 3 BuildingTypeListSO

- 30epeKeHHs BUy aKTUBHOI CIIOPYIU JJ1 TOOYA0BU

- PO3CHIKY NOJIIi PO 3MIHY BUOOPY aKTUBHOI CIIOPYIU

Kiac BuildingGhost BimoOpaxae npoekiiiro o0paHoi ciopyau nepes mo0yaoBolo,

110 JTO3BOJISIE Kpalll€e TIJIaHyBaTH MICIIe pO3TalryBaHHs OyIiBJIi.

Kiac

BuildingTypeSelectUI

BIJIIIOBI/IA€

3a

CIICMCHTH

KOPUCTYBAIILKOI'O

iHTepdeicy, uepes ki TpaBellb MOYKe 0OUpaTH TUI CIIOPY/IH, SKUH BIH X04ue MO0y yBaTH,

IKOHKH JUIT  KOYKHOI

BuildingTypeListSO.

CIIOPYIM TEHEPYIOTHhCS Y  BIAMOBITHOCTI

3 JTaHUMH 3

Ha puc. 3.7 300paxkeHo mOBHHMI cHUCOK KiaciB rpu kaHpy Tower Defence 3

enemeHnTamu Real Time Strategy.



ArrowProjectile
B} Building
ﬂ Buildin 'E-]': onstruction
B} BuildingDemo
B} BuildingGhost
B} BuildingManager
B BuildingRepairBtn
Ed BuildingTypeHolder
B BuildingTypeListS(
B} BuildingTy
B} BuildingTy
B} CameraHandler
B2 ChromaticAberrationEffect
B} CinemachineShake
B} ConstructionTimerUl

OO Q

oy o

T
(4]
0o

Health

enerator

eneratorData

Puc. 3.7 IloBuuii crimcok kinacis Defensor TD
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4 PEAJII3BALISA TA TECTYBAHHSA

4.1 IToxkpokoBuii onKc Mpouecy peasizauii rpu

[ToxpoxkoBwmii ommc mpoiiecy mpoiecy peamizamii rpu >xanpy Tower Defence x
enementamu Real Time Strategy:
1. [lepmnm kpokoMm € cTBopeHHs HOBoro 2D mpoekty Unity(Puc. 4.1), HoBuit

MIPOEKT MICTUTh Maif>ke MyCTY CILIEHY ClIeHy I'pH 3 00'ektom Main Camera.

File Edit Assets GameObject Component Jobs Window Help

Puc. 4.1 nosa criena Unity

2. Jpyrum kpokom Oyio HamamrtyBaHHsS IpoekTy: iMmopt Universal Render
Pipeline Ta Text Mesh Pro. imnoprtoBani acetu 3 Asset Store: crpaiitu, ayaiodaiinm,
aHIMari.

Universal Render Pipeline - uactuna cucremu pernepunry Unity, sika OCHOBaHa
Ha 0a3i Scriptable Render Pipeline. Universal Render Pipeline nHamamryByeThCcs uepe3
o0'extH, 1m0 € miakinacamu ScriptableObject. Ta Binnoinae 3a KepyBaHHS PEHIEPUHTOM
rpadiky NpOEKTY.

Text Mesh Pro - posmmpena texcroBa cuctema B Unity, sika 3a0e3neuye
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BHCOKOSIKICHE B1I0Opa’K€HHS TEKCTY 3 THYYKHMHU MOXKJIUBOCTAMU cTumizamii. Text Mesh
Pro Oymo posmodaro sk acer po3poOJeHWA KOpUCTyBadaMu, aje HaOyB TakKoi
MOMYJIAPHOCTI, 10 Ae-(aKTo CTaB BHOOPOM TEKCTOBOT CHCTEMH 32 3aMOBUYBaHHIM

3. [loyatoxk po3poOku cuctemMu NOOYIOBM OyJiBenb - MPU HATUCKaHI
KypcopoM TeHepyeTbcsa BuOpanuii 00'ekt kmacy Building 31 cmmcky cmucky
BuildingTypeListSO. O6upanns OyaiBiai OCKUIbKMA 1HTepdeiic MOKM He peali30BaHUM
B1IOYBAETHCS Uepe3 HATUCKAHHS KIIABIIIM, a BUOpaHa BIACTEXKYETHCS 4Uepe3 KOHCOIIb.
CrBopeno kiacu Building, BuildingManager, BuildingTypeSO, BuildingTypeListSO Tta
BuildingTypeHolder. CtBopeno npedadu st ocHoBHUX BuIiB criopya(puc. 4.2): HQ,

Wood Harvester, Stone Harvester, Gold Harvester, Tower.

Puc. 4.2 CripaiiTy TOJIOBHUX CHIOPY 1 TPH

4. [Togarox po3poOkum cucremu cuctemu pecypciB.  CTBOpeHI Kiacu

ResourceManager, ResourceTypeSO, ResourceTypeListSO, ResourceAmount. CtBopeHi
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acetm Scriptable Object mmst 30epiranHs iH(opmarmii 0OA0 KUIBKOCTI Ta THITIB
pecyciB(puc. 4.3) CTBOopeHI MeXaHI3MU JOJIaBaHHS Ta BIHIMAHHS PECypcCiB, BOHU
TECTYIOTbCSI ue€pe3 BUKIMKM BIANOBIIHUX METOAIB Yepe3 HATUCKaHHS KIaciB Ta

B1JICTE)KEHHS 3MiH 3HAUEHHS 3MIHHUX Yepe3 KOHCOJIb

&, BuildingTypeListSO
&, ResourceTypelListSO
aw ResourceTypes

1, Gold
i Stone

Ea LA

", Wood

Puc. 4.3 CtBOpeHi TUIU pecypciB

5. Penizariii cuctemu 100yBaHHSI peCypcCiB 3a JIOMOMOIOK0 Oy/iBeb, CTBOPEHI
kiacu ResourceGenerator, ResourceGeneratorData. By niBii 3 mpuKpirieHUM CKPHUIITOM
ResourceGenerator BUKIMKaIOTh METOJ JIOJIaHHS BIJIOBITHOIO PECYPCY Y€pe3 KOMKHHM
BIJIBEJICHUI POMIKOK Hacy.

Bin ximpkoCTI pOJOBHIN pECypCiB 3aleKuTh IMIBUAKICTH T0OWYl pecypciB
EKCTPAKTOPOM

6. [Touyatok peamizaiii iHTepdeicy rpaBis: iHTepdeic, KOTpuil BimoOpakae
KUIBKICTh pecypciB rpaBis(puc. 4.4) ta intepdeiic BUOOPY CHOpyau, CTBOPEHO KIIACH
ResourcesUI ta BuildingTypeSelectUI(Puc. 4.5)

InTepdeiic pecypciB siBisie COO0I0 HE IHTEPAKTUBHUM CIIMCOK 3 IKOHOK PECypCiB Ta
iX BIAIIOBITHUX 3HAYEHbD.

InTepdeiic BuOOpPY cropynu € CIUCKOM KHOIOK 3 IKOHKaMu OyIiBellb Ta KHOIKOIO
3 300pakeHHSIM Kypcopa, KUl aHHy o€ BuOip. Bubpana kHormka BijoOpakaeThes 0171010
PaMKOIO HaBKOJIO.

Hna  peamizamii  iHTepdecy BUKOpuUcOBYeThess enemeHT Unity Canvas. lle
KJIIOYOBMH KOMIIOHEHT cucTeMu iHTep(eiicy xopuctyBada Unity, KOTpuil BU3HAYae, 5K

KOPHUCTYBaIbKUM 1HTEpdeiic BimoOpakaeThCsi Ha ekpaHi. Canvas BHUCTyIae KOPECHEBUM
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eIeMEHTOM Ui BCiX OO'€KTIB 1HTepdeiicy KopHucTyBaua Ta BIANOBIAAE 3a iXHE

pO3TallyBaHHss1, MaCIITaA0yBaHHS Ta MOPSAKOK PEHAECPHHTY.

Puc. 4.4 IaTepdeiic pecypcis

Puc. 4.5 Tutepdeiic BuOOpy cnopyau

7. JlompaiiboBaHO cucTeMy J00YBaHHS PECypCiB: CTBOPEHI MICIIEHAPOKEHS
pizHEX THNIB pecypciB kiacy ResourceNode(puc. 4.6). Pecypcu temep mo0yBaroThbCs

TIJIBKH, SKIIO MOPYY 3 EKCTPAKTOPOM PECYPCIB € BIMOBIIHE MiCIIEHAPOIKEHHS PECYPCIB.

Puc. 4.6 Cnpaiitu MicrieHapOKEHb peCypCiB



40

8. CtBOpeHHsI Iu3aifHy pIiBHS, CTBOPEHHA (OHY, PO3MIIICHHS POJIOBHIIL

pecypcis.(puc. 4.7)

Puc. 4.7 pparment nuzaiiny piBHA

0. CtBOpeHHs MPOEKIT BUOpaHOi OyAiBII Mepea po3TallyBaHHSM, CTBOPEHO
kiac BuildingGhost.(Puc. 4.8) . IIpuniun podoTu: npu BuOopi Oyaisii B iHTepdeci, 3a
KypCOpOM MOYHMHAE CIIITyBaTH MOJYy3po30pa Bepcisl CpailTy BiAMOBiAHOI OyiBiIi, 110

JI03BOJISIE JIETIIIe BUOUpATH MicIle It TOOYI0BH CIIOPY/IH.

Puc. 4.8 Building Ghost, mpoexkiist Oy i
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10. JlompamboBaHo cucTeMy OyIiBII CHOPYI, JOAAHO yYMOBH PO3TallyBaHHS
Oy/liBEIIb:

- B rpaBus Mae OyTu 1OCTaTHRO PECYpCiB

- Micrie po3rarryBaHHS Ma€ OyTH BUIBHUM

- He mMoxxHa po3raiioByBaTy COPYAU OJHOTO THUITY OPYY OAMH 3 OJTHUM

11.  Jlomano enemeHT iHTepdeicy BIIMOBIIATBLHUN 3a MiAKAa3KU JJsl TPABIS -
TooltipUI. 3a meBHux ymoB, TooltipUl BuKIMKaeThCS 3 BIAMOBIIHUM TEKCTOM OLIs
Kypcopy I'paBLs.

Bin BimoOpaxae Taki eJIeMEHTH SIK:

- [iny OyxiBmi koTpy xoue nmoOymayBaT rpaseib(Puc. 4.9), ymoBa BUKIUKY:
KypCop MapuTh HaJl BIAMOBIIHOIO KHOTIKOTO.

- [TpuuunHy, YoMy rpaBelb He Moke MoOyayBaTH BuOpany OymiBmo((Puc.
4.10), yMOBa BUKJIMKY: I'paBellb HAMAaraeTbcs NOOYIyBaTH CHOPYIy HE HEBUKOHABLIN
YMOBH pO3TalllyBaHHS, BUKJIUKAETHCS BIANOBIIHE TTOB1IOMIICHHS.

- EddextuBHICT, 100yBaHHS pecypcCiB MPHU PO3TAIlyBaHHS EKOHOMIUYHHUX

CITOPKY/I.

Gold Harvester

Puc. 4.9 Tooltip Ul - BinoOpakeHHS LIHU CHOPYAH
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Cannot afford

Puc. 4.10 Tooltip Ul - BinoOpaxxeHHs] IpUYUHI HEMOKIJIMBOCTI OOYI0BU CIIOPYIU

12.  Ctopenns cucremu 310poB'ss HealthSystem, xoTpa perymtoe crapToBy Ta
MaKCUMaJlbHy KUIBKICTh OJIMHHUIIb 3/I0POB'S, Ma€ METOJAW JOJaBaHHS Ta BIAHIMAHHS
OJIMHULIb 3/I0POB'A, METOX 3HUIIEHHS O0'€KTY, SIKIIO OJUHUIIL 3[I0OPOB'S CTa€ HyJb abo
Menie. CrucreMa 310poB'st OyJa goaaHa J10 BCiX OyiBeb.

13.  CrtBopeHHs eneMeHTIB iHTepdelicy, MOB'sI3aHUX 3 CUCTEMOIO 3 CHUCTEMOIO
3JIOPOB's - MOJIOCKY 3710poB'st kitacy HealthBar(puc. 4.11). HamoBHeHHS m10510CH 3710pOB'St

MIPOTOPITIOHAIBHA BIHOITEHHIO HAsIBHOI KIJILKOCTI 3I0POB'Sl 10 MaKCUMaIbHOT

Puc. 4.11 Tlpuknaz inrepdeicy mosocu 310poB's

14. By ctBopenuii kmac BoporiB Enemy(Puc. 4.12). IloBeminka BoporiB
nepeadayae pyx 0 TOJOBHOI OyJiBI1 Ta aTaky ycix OyaiBesb, 10 3yCTPIHYaOThCS Ha
nuaxy. IIpu koHTakT! OyIBII 3 BOPOrOM, BOPOT 3HUIIYETHCS, a OyIBIIA BTpayae NEBHY

YaCTUHY OJMHUILL 3/I0POB'S.
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Puc. 4.12 Crpaiit Bopora

15. Pospobneno meHemkep xBwib kiacy EnemyWaveManager, sikuil peryitoe
TeHEepallil0 BOPOTIB:

- YacToTy rereparlii XBUJIib

- KibKiCTh 3reHepOBaHNX BOPOTIB

- Jlokartiro renepariii BOporis

16. Po3pobneno enemeHTH iHTepdeiicy kopuctyBaua kiacy EnemyWaveUI
BIJINIOBITATTLHUM 34!

17.  300pa)eHHs KUIbKOCTI XBUJIb, KOTP1 BUTpUMaB rpasellb.(Puc. 4.13)

Puc. 4.13 300paxkeHHs KIIbKOCTI XBUJIb, KOTP1 BUTPUMAB T'paBellb.

- Taiimep BinpaxyBanHsa HacTynHOi XBuJi.(Puc. 4.14)

Puc. 4.14 Taiimep BiapaxyBaHHS HACTYITHOT XBHJII.

- Innukarop nmoxkartii reneparii HactynHoi xBuii.(Puc. 4.15)
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Puc. 4.15 Inaukartop jokaiiii reHepariii HaCTYIHOI XBHJI1

Bka3ziBHUK, KOTpUii BKa3ye HAIIPaBJICHHS JIOKAI[li reHepallii HACTYITHOT XBHJII,

KOJIM BOHa no3a ekpaHoM. (Puc. 4.16)

Puc. 4.16 Bka3iBHuK, KOTpHi1 BKa3ye HaMpaBJICHHS JIOKAIIIl TeHepallii HaCTYITHOI XBHJIL,

KOJIM BOHA 11034 CKpPaHOM.

BxkasiBHUK, 1110 BKa3y€e Ha BOPOTiB 1m03a ekpaHoM. (Puc. 4.17)

Puc. 4.17 Bka3iBHUK, 1110 BKa3y€e Ha BOPOTIB 11032 EKPAHOM.
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18. CtBopen kiac Bex - Tower Ta ixHix crpin - ArrowProjectile(Puc. 4.18),
KOTp1€ OCHOBOIO OOOPOHU rpaBIisl. Bexu BUITyCKAIOTh CTPUIN MO HAMOIMKYMX BOPOrax B
pazaiyci ypaxenus(puc. 4.19), cTpiiau npu KoJiizii 3 BOPOroM BiIHIMAIOTh B BOPOTa MEBHY

KUIbKICTh OIMHUITB 3710poB's. Ckpunt Tower OyB Takoxx noganuit 1o I'onoBHoi byisii.

Puc. 4.18 Cmpaiit ArrowProjectile

Puc. 4.19 Ilpuxnan po6otu ckpunty Tower

19. JlompamnpoBana cucreMa OyaiBHMITBA, cTBope kiac BuildingConstruction,

Terep OyAiBIl HE TEHEPYIOThCSI MOMEHTAIbHO, @ KOHCPYKIIiS Oy/iBesb 3aiiMae TEeBHUIMA
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gam.
20. Jlomammii enemeHT iHTEepdelCcy - MiHIKapTa, KOTpa BimoOpaxkae

po3TaIryBaHs POJOBUII] pecypciB Ta moOynoBanux Oyisenb(Puc. 4.20).

Puc. 4.20 Minikapra

21. Jlomano enemeHT inTep(eiicy - romoBHe MeHIO(Puc. 4.21), roloBHE MEHIO €
OKpeMoIo cIieHOr Tmpoekty Unity, TroloBHE MEHIO MiCTUTh KHOMKY "Play", o
MEPEHOCUTh TPABI Ha CIIEHY 3 CaMOI0 Tporo, KHOKY "Quit", mo 3akpuBae rpy Ta .
CrtBopeno kinac MainMenuUI.

22.  Jlomano 3BykoBI edexkTu Ta (oHOBa My3HKa.J[omaHO MEHIO TMay3u Ta
HajamTyBaHb(puc. 4.22), MEHIO MICTUTh KHOMKHM HAJAIITYBAaHHS MY3UKH, 3ayKOBHUX

edextiB Ta Edge Scroling'ry.



PLAY

QUIT

Puc. 4.21 I'osioBHE MEHIO

OPTIONS

SOUND
15 4

MUSIC
- 5 +

Edge Scrolling

MAIN MENU

Puc. 4.22 MeHnro nay3u Ta HalalITyBaHb

JlonpatiroBaHHs TpU:
Honani aHiMarrii roToBux OyiBeilb
Jonani animariii moOynoBu criopyn

Jlonani aHimariii nepeMinieHHs: BOPOTiB

47
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- Jlonani particle edexTu mpu 3HUTIIEH] BOPOTiB

- Jlonani nekopaTuBHI €IEMEHTH TPH - KYTIIi

- JloaH UK JIHS/HOY1, KOTPUM 3MIHIOHIOE TPAJIIEHT OCBITJICHHSI KOXXHUMN
(bikcoBaHUN POMIXKOK Yacy.

- JlonaHa KHOTIKa IEMOHTaXy, KOTpa 3HOCUTh TOTOBY CIIOPYTY

- Jlonana KHOTIKa pEMOHTY, KOTpa PEMOHTY€E ICHYIOU1 CIIOPYIH.

4.2 TecryBaHHA IpH

TecryBaHHs TOTOBOI I'pu - 1€ AyXKE€ BIANOBIAAILHUA MOMEHT PO3POOKH TIpH,

OCKIJIbKM caMe BOHO JIa€ OI[IHUTH T'OTOBHICTh Ta (PYHKIIIOHATHHICTH MIPOIYKTY.

4.2.1 Unit TecryBaHHs

Unit TecTyBaHHS - 1€ TECTYBaHHSI OKPEMHX KJIaCiB UM METOAIB B "Bakyymi". Takwuii
BUJl TECTYBaHHS BUKOPHCTOBYETHCSI BIPOAOBXK Maike BCi€l PO3POOKU TpH, KOJIU
JI0JTA€THCI HOBUM Kjac a00 METOI.

[Mpuxnanamu Unit TectyBanHs npu po3poOiii Defensor TD e:

- TectyBaHHS METOJIIB JOJJaBAaHHS PECYPCIB.

- TectyBanns B3aemoii rpaBii 3 iHTepdeiicom Budopu Oy 1iBi

- TecTyBaHHS BCIUIMBAIOMX MIJIKA30K - TEKCT Ta YMOBH IeHeparii

- TectyBanHs GyHIIOHATHHOCTI MOJIOCH 3I0POB'S TOIIO.

4.2.2 CucreMHe TeCTyBaHHS

dinanbHUM IaroM po3podku rpu sxanpy Tower Defence 3 enementamu Real Time
Strategy (Ta0. 4.1). cranio curcTtemMHe TecTyBaHHsA TI'pu. CHCTEMHE TECTyBaHHS - BH]
TECTYBAaHHSI MPOrPaMHOro 3a0e3NEYeHHs, KOTPUH BHUKOHYE MEPEBIPKY BCI€I CHUCTEMHU

CHUCTCMMU.
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Tabmurs 4.1
CucreMHe TecTyBaHHS I'pU

Kpok OuikyBaHMii pe3yJIbTaT PakTUYHUM pe3yabTaT Craryc
Y ronoBHoMy | Hatuckanus mae nepenectu | [Ipu HaTHCKaHHI, | [Ipairoe
MEHIO rpais Ha CLIEHY TpH MOYMHAETHCS Tpa
HATUCHYTHU
kHorky "Play."
ITouarok rpu I'paBeus Mae nmouatu rpy 3 | I'paBens mnoumHae rpy 3 | [Ipamroe

I'onoBHOMO criopynoro Ta 30 | 'ooBHOIO CHOPYZI0I0 Ta
OJIMHULISIMU JIEpPEBa 30 oguHUIISIMU JEpeBa.

Hasenenus Mae BimoOpa3tuck BapTicTh | Cimcok — miaka3ok, 1o | [Ipaitoe
Kypcopa Ha | MO0y 100U BIJIMIOBITHO1 | BiTOOpa3umcs TUTSt
OJIHY 3 | CIOPY/IU. koxHOi crmopyau: "Wood
KHOITKOK Harvester W30", "Stone
BHOOpY Harvester W80", "Gold
Criopyau y Harvester W200 S200",
JTBOMY "Tower 60W 20S 30G"
HIKHBOMY KYTi
Hartuckanus Ha | KHonka o0panoi criopyau | Knonka oOpanoi criopyau | IIpariroe
KHOIIKY BUOOpY | Mae OyTH OTOYEHA OLI0I0 | OTOUYETHCS OLIOI0 PaMotlo,
criopy v pamoro,
Matouu oOpany | Mae Bitopakatuchk | [Ipoexiis criopyau | IIpairoe
cropyny, OPOEKIIST  CHOPYAM  HA | BLAOPAXKAETHCA Ha
IIOBOJINUTH MOTCHINIATLHOMY MICIIl | IOTEHITIaTbHOMY Mmicri
KypcopoM 110 | OyiBHUIITBA OyIBHULITBA
Marti




CucreMHe TecTyBaHHS I'pU
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[Iponosxenns Tabdmauiti 4.1

CnpoOyBaTu Mae Bi100pa3uTuch | BigoOpaxaeTbes [Ipartoe
ooy IyBaTH noBigomiieHHs "The aria is | moBimomnensas "The aria is

CIopyay TMoBepx | not clear" not clear"

1HIIIOTO ITPOBOTO

00'eKTy

CrpoOyBaTu Mae BimoOpasutuchk | [Ipu cmpo6i moOymysatu | [Ipartroe
nooyBaTH IMOB1IOMJIEHHS "Cannot | Gold Harvester BuUXOIUTH
CIIOpYAY, He | afford [building price]" noBigmomsieHHss " Cannot

Malo4yu pecyciB afford 200W 200S"

CrpobGyBatu Mae B1100pasuTuCh | BinoOpaxkaeThes [Ipartoe
noOyBatu noBimomiieHHsa "Too far | moBimomitenns  "Too far

criopyay naneko | from any other building!" | from any other building!"

CnoOyBatu Mae BiJ100pasuTuck | BimoOpaxaerbcs [Ipartoe
ooy 1yBaTH noBimomiieHHsa "Too close | moBimomieHHs "Too close
noOyBarouy from a building of the | from a building of the same
criopyqy Tmopyd | same type!" type!"

1IEHTUYHOIO

CTIOPYOO

CnobyBaru Mae Bi0Opa3uTuch | BimoOpaskaeThcs "No | ITparrroe
noOyyBaTu TIOB1IOMJICHHS "No | resource nodes nearby!"

n00yBarOIy resource nodes nearby!"

CIIOPYly TaJICKO

BIJ POAOBUIIL

BIJIMOBIHOTO

pecypey
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[IponoBxenus Tabmui 4.1

CucremHe TCCTYBAHHA I'PU

CnoOyBatu MaroTh ciucatucs | [Ipy  mobymosi  Oyaisimi | [Ipartoe

noOyayBaTu pecypcu, piBHl BaprtocTi | Tower Oynu cnucani 60

CIIOpYAY, oOpaHoi Oy 1Bl Ta | OqUHIMIL  jaepeBa, 20

BUKOHABIIM BCl1 | MOYaTHCSA nporuiec | kaminas Ta 30 3omo0Ta.

YMOBHU o0y 108U Oy TiBI1 ITouanacs aHIMaIlis

OylIBHUIITBA

CnopOyBatu Mae BijtoOpasutucs | [Ipu cipo0Oi | [Tparrroe

BIJ[PDEMOHTYBAT | MOB1IOMJICHHS "Cannot | BIIpeMOHTYBaTH

u nomkopkeny | afford [repair price]" MOIIKOKEHY BEXKY

CIIOpY Y HE B1J100pa3UTUIIOCS

Maro4uu IMOB1IOMJIEHHS "Cannot

pecypciB afford 33G"

CnopOyBaru MaroTh criucatucs | [Ipu cnpo0i | [Tpairroe

BI[PEMOHTYBAT | peCypCH, PIBHI BapTOCTI | BIAPEMOHTYBATH

U TIOIIKODKEHY | PEMOHTY, KUTBKICT | TIOMIKOXEHY  BEXYy  OyJio

CHIOpYly Marodi | OJWHHUII 3I0POB'S Ma€ OyTH | CITUCAHO 34 OJTMHUITI

pecypcu pPIBHOIO  MaKCHMaJIbHOMY | 30JI0Ta, 3JIO0pOB'S OYIiBIi
310pOB't0 Oy 11BJII OyJ10 MIBHICTIO BIJIHOBJICHE

CrpoOyByBaru | byaiBns Mae oyru | [Ipu  nmemontaxi ~ Wood | Ilparioe

JEeMOHTYBaTH 3HUIICHA, Harvester Oyno moaBHO 15

Oy IIBIIIO 50% BapTocTi OyIiBIIl Ma€ | OMUHULIL JIepeBa, OyIIBIIS

OyTH J0JIaHO 10 PECYPCiB.

OyJa 3HHUIIEHA
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[Iponosxenns Tabdmauiti 4.1

CucreMHe TecTyBaHHS I'pU

Hatucnytn
KHOIIKY Iay3u
Y BEPXHBOMY

MpaBOMY KyTI1

I'pa Mae oytu | I'pa NPHU3YTITHHSIETHCS,
PU3YIIUHEHA, Mae | Bi1oOpakaeTbcs MEHIO
Bi0Opa3uTUCs MEHIO | TIay3H Ta HAIAIITYBaHb

[May3u Ta HaJIAIITyBaHb

[Iparroe

Cnouarky My3uka Mae CTaTu My3uka crana | [Ipamtoe
30JIbIINTH, CHOYATKY T'yYHIIIOKO MOTIM | CLIOYATKY T'YYHIILIOO

MOTIM TUXIIIOO MOTIM THUXIIIIOIO

3MCHIITUTUCST

YUHICTb

MY3UKU

Cnouatky 3ByKoBI edektn MaroTh | 3ByKoBI edextu  cramu | [Ipairroe
30UTBIINTH, CTaTu CIOYATKY | CIIOYATKY TYYHIIITAMA

MOTIM TYYHIIITAMH MOTIM | TTOTIM THXIITUMHU

3MEHIITUTH TUXIIIIAMUA

T'YYHICTh

3BYKOBHX

edexTiB

BumMkayTH Kamepa Mmae | Kamepanepecrana [Tpamroe
omuito  Edge | mepectatu pyxaTuch, KOJU | pyXaTUCh, KOJIH Kypcop
Scrolling Kypcop OUIsI Kpato €kpaHa | 017151 Kparo €KkpaHa

Hatucnytn I'paBus Mae I'pa mepexomuts B | [Ipamnroe
KHOIKY NEPEHECTH B TOJIOBHE | TOJIOBHE MEHIO

"MAIN MEHIO

MENU"
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BUCHOBKH

PesynbraramMu BUKOHAHOI POOOTH CTajo PO3IMIMPEHHS TeuMIUIeto kaHpy Tower
Defence 3aBasku iMIuieMeHTalli KoMOiHaLli HOBOBBEJAEHb, M0 MOMIUOUIYIOTh
reimIniei, 30epiraroun cwibHI cToponu xaHpy Tower Defence.

Bysno BukonaHo 3aia4i TUIUIOMHOI pOOOTH:

- AHani3 nmpeaMeTHOi raimy3i: OyJo MpoaHali30BaHO BIAMIHHI PUCH >KaHPY
Bizeoirop Tower Defence, 3po0ieHo orisj ICHYIOUMX aHAJOTiB, BU3HAYEH] iXHI CHUIJIbHI
Ta cjabKi pHCH; MPOBEJICHA XapaKTePUCTHKA IIIbOBOI ayauTopii. Ha ocHOBI aHamizy
MPEAMETHOI rajy3i CTBOPEHO KOHIIENT TpU Ta c(hOpMOBaHI BUMOTH JI0 TPU: MOKIIUBICTh
OyZiBJll E€KOHOMIYHUX Ta 3aXHCHHUX CIIOPYJ, MOXIJIMBICTb JOOYBaHHS pECypcCiB 3a
JIOTIOMOTOI0  €KOHOMIYHUX CHOpPYJA, MOXIIUBICTh PEMOHTYBATH ICHYIOYl CIIODPYI,
MO>KJIMBICTh JE€MOHTYBATH ICHYIOUl CHOPYJM, MOXJIUBICTh 3HHILEHHS I'POBUX BOPOTIB
3a JIOTIOMOT OO 3aXUCHUX CTIOPYI.

- O6pano 3acobu peanizu peamsanii: MoOBY mnporpamyBanHs CH#,
cepenoBuile nporpamyBanns Visual Studio, irpoBuii pymiit Unity, cucteMmy KOHTPOJIIO
Bepcii GitHub.

- Po3po6ieHo apxiTekTypy Tpu 3a JOMOMOIOK JiiarpaM HperefeHTIB Ta
KJIACiB.

- PeanizoBano rpy, BUKOpHUCTBOIOYI 00paHi 3acoOu. Po3pobiena morika ta
chopmoBano iHTepdeiic kopucrtyBaua Ha pyurii Unity. I'pa Oyna ¢yHIIIOHATIBHO
MpPOTECTOBaHA Ta 3aBaHTaxkeHa Ha GitHub.

PesynpraTu anpobariii podboTu:

1. YepkacoB K.A., TpearoB M.I'. CroroieHHs1 Ta MaiiOyTHE ITPOBOTO PYIIIS
Unity. Marepianu BceykpaiHChbkoi HayKoBO-T€XHIYHOI KoH(pepeHIii «3acTocyBaHHS
IpPOrpaMHOTo 3abe3medeHHs B 1HPOPMAIiHHO-KOMYHIKAIIHHUX TEXHOJIOTIsIX». 301pHUK
te3. 24 kBiTHa 2025 poky, AYVIKT, m.Kuis - C. 238-239

2. YepkacoB K.A., TpearoB M.I. Po3poOka rpu xanpy tower defence 3
eneMeHTamu real time strategy moBoro C# Marepianin BceeykpaiHCbkoi HayKOBO-
TEeXHIYHOI KOH(epeHlli «3acToCyBaHHs NPOrPaMHOIo 3a0e3neyeHHs B 1H(GOpMaIliitHO-
KOMYHIKaIIHUX TeXHOJIOT1s1X». 30ipHUK Te3. 24 kBiTHA 2025 poky, AVYIKT, m.Kuis - C.
241-242
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JOJJIATOK A. ITEMOHCTPAIIMHI MATEPIAJIM(ITpe3enTanis)

JEPKABHUH YHIBEPCUTET IHOOPMALINHO-KOMYHIKALIHHUX

' ‘ TEXHOJIOT 1ii

HABYAJIBHO-HAYKOBHH IHCTHTYT THOOPMAIIAHHAX

‘ El H I HT TEXHOJIOT T

KA®EJIPA THZKEHEPIi MPOTPAMHOTO 3ABE3NIEYEHH 51

Poapobka rpu xaHpy Tower Defence 3 enemeHtamu Real
Time Strategy moBoto C#

BukoHaB cTyaeHT 4 kypcy

rpynu Ma-43
Yepracos KapeH AHgpirioBny
KepiBHuk poboTu

acucTeHT kacheapun TpeHboB Mukuta MeopriioBuy
Kuis — 2025

META, OB'€KT TA MPEAMET AOC/IAXKEHHA

MeTa po6oTu - posLmpeHHs renmvnaeto xaHpy Tower Defence 3
enemeHTamm Real Time Strategy 3aBaskun iMnaeMeHTaLii KOMGiHaLT
HOBOBBEAEHb, WO MOrAMbLWYoTh reiMnaein, 36epiratodm CUIbHI CTOPOHW
xaHpy Tower Defence.

06'exT gocnimKeHHs - reimnaen rpun xaHpy Tower Defence 3
eneMmeHTamu Real Time Strategy

MpeameT pocnipgykeHHn - 3acobu peanisauji rpn y xaHpi Tower

Defence 3 enemeHtamn Real Time Strategy.



N —

4.

5.

3AAAYI ANNJIOMHOI POBEOTU

. MpoBecTun aHani3 aHanoriyHux irop xaHpy Tower Defence.
. Bu3naumtn ta cpopmyBati Bumoru go rpm >xxaHpy Tower Defence 3

efemMeHTamu Real Time Strategy.

. CnpoekTyBaTV apxiTekTypy rpu xaHpy Tower Defence 3 enemeHTamm

Real Time Strategy.

PeanizyBatu rpy xaHpy Tower Defence 3 enemeHTamu Real Time
Strategy.

MpoBecTn TecTyBaHHA rpu xaHpy Tower Defence 3 enemeHTamm Real
Time Strategy.

AHAI3 AHAJIOTNB

Defense Grid: The

MoxkasHuk Plants vs. Zombies . Kingdom Rush Defesor TD
Awakening
Maatpopmu Android, Microsoft Microsoft Windows,| Browser game, Android, Microsoft Windows,
Windows Xbox3 60 Microsoft Windows Android

HasgHicTb 6inbLy
HiXX ofiHOTO

byaiBensHoro Hi Tak Hi Tak
pecypcy

BinbHe
pPO3MiLLeHHA Hi Hi Hi Tak
cnopys Ha Kapri

HasaBHicTb
He3sKiHeuHoro Tak Hi Tak Tak
pexumy rpu

HasgeHicTb BOporis,
wo arakytoTh Gyas

. Tak Hi Hi Tak
-AKi cnopygm
rpasus
Cnoci6 gobysanua
6yaiBenbHNX Tak Hi Hi Tak

pecypciB oKpiMm
3HULILEHHA Boporis
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KoHuenTt Npu

FonoBHa 3ajaya rpu - BiabuTu MakcMManbHy KifbKiCTb XBWIb irPOBUX
BOPOTIB 3a fonomoroto crnopya. [paseLb moxe OyayBaTv CNOPYAW,
BUKOPUCTOBYHOUI pecypcy Ana ByAiBHMLTBa: AepeBO, KaMiHHA Ta 30/10TO.
Cnopyau BUKOPUCTOBYIOTbCA ANs A0OYBaHHA pecypciB Ta 3HWLLEHHSA BOPOTiB.

MouunHae rpy 3 Ff'onosHoro Cnopygoto(HQ) Ta HEBEMKOLO KiIbKICTHO
pecypcis. Brpata HQ € ymoBoto nopasku rpasL.

Boporu reHepytoTbcs XBUNAMM Y 3a3aNirab BU3HaYEHUX TOYKaX Ta
pyxatoTbcs Mo 3aMoBYUyBaHHIO Ao HQ, atakyroui 3ycTpiyHi cnopyau. KoxHa

HaCTynHa XBuAs reHepye 6inbLUy KiNbKiCTb BOPOTIB.

®YHKUIOHAIBHI BUMOI' 1O NMPOIrPAMHOIO
3ABES3INEYEHHA

MpaBeLb MaE MaTV MOX/IMBICTb ByayBaTW HOBI OyAiBAi.

[paBeLb MaE MaTV MOXJIMBICTb PEMOHTYBATH iCHYyO4i ByaiBai.
lpaBeLb MaE MaTV MOX/IMBICTb A€MOHTYBATU iCHYtoui ByaiBni.
lpaBeLb Mae MaT MOXK/IMBICTb HaNALLUTOBYBATW NYYHICTb MY3UKMW.

. [paBeLp Mae MaT MOXNMBICTb HaNALITOBYBATU IYUHICTb iIrPOBUX
eddekTiB.

6. [paBeLb MaEe MaTU MOXJIMBICTb BMMKaTK ab0 BUMMKATN NepeMiLLeHHS
rOJIOBHOI KaMepy TOpKaHHAM KypPCOPOM Kpato eKpaHy.

OEF S S
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HEDGYHKUIOHA/IbHI BUMOTW 40 NMPOITPAMHOIO
3ABE3MEYEHHA

1. T'pa mae 6yTn goctynHoto Ha MK Ta Android.

2. pa mae noeaHyBatn xaHp Tower Defence 3 enemeHTamm Real Time
Strategy.

3. I'pa Mae MaTn My3uKy CTUAI30BaHWI Nij GeHTesi cayHATpeK.

4.pa mae matn 2D rpadiky.

5. Bua Ha irpoBuia cBIiT Mae byTn "3Bepxy”.

6. ['pa Mae 6yt NomipHO cKagHoto.

[MPOTPAMHI 3ACOBM PEANIBALYI

Visual Unity
Studio @
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AIATPAMA KNACIB - NMPOAOBXEHHA
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EKPAHHI ®OPMW - MPOAOBXEHHA

FerMmnnen

You Survived 8 Waves!

RETRY

MAIN MENU

MeHro MNopa3skn

BigeoseMoOHCTpaL,ia

Next Wave in 16,0s '
0
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AMNPOBAUIA PE3YIIbTATIB AOCHIOXEHHA

1. YepkacoB KA., TpeHboB M.I. CborosieHHs Ta MalbyTHe irposoro pyuwis Unity.
Martepiann BceykpaiHCbKOI HayKOBO-TEXHIUHOI KOH@epeHLl «3acTocyBaHHA
nporpamHoro 3abesneueHHs B iHGOPMALINHO-KOMYHIKaLiIMHUX TEXHONOTIAX>.
36ipHuK Te3. 24 kBiTHA 2025 poky, AYIKT, m.Kuie - C. 238-239

2. YepkacoB KA., TpeHboB M.I. Po3pobka rpu xaHpy tower defence 3
enemeHTamu real time strategy moBoto C# Martepiann BceykpaiHCbKOI HayKOBO
-TEXHIYHOI KOHdepeHLjii «3acTocyBaHHA nporpamHoro 3abesneueHHs B
iHPOPMaLiIMHO-KOMYHIKaUinHUX TexHonoriax». 30ipHuK Te3. 24 kBiTHA 2025
poky, AYIKT, m.Knis - C. 241-242

15

BUCHOBKW

1. MNpoBeaeHo aHani3 aHanoriyHMX irop >aHpy Tower Defence, B xoai
AKOro By/iv BUABAEHI iXHi FONI0OBHI NepeBaru, K CyMiLLleHHs NPOCTOTK 3
TaKTUYHWMM Pi3HOMaHITTAM, Ta iX HegoNKN: oOMeXeHa B3aEMOZif Mix
iIrpOBUMM BOpOramu Ta BexxaMmu Ta obMeXXeHHs Po3MiLLeHs cnopys Ha
marni.

2. BusHaueHo Ta cpopmMoBaHO PYHKLiOHaNbHI Ta HedyHKLiOHaNbHI
BUMOTW JIO TPW: rpa Ma€ AOMOBHIOBATU CWJIbHI cTopoHn Tower Defence
ranbuHoto Real Time Strategy, rpaBeLb Mae MaT MOXUIMBICTb
byayBaTW, pEMOHTYBaTK Ta AEMOHTYBaTW iIrpoOBi cnopyau.

16
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BVCHOBKW - MPOAOBXEHHA

3. CnpoekToBaHO apxiTekTypy rpu xaHpy Tower Defence 3 enemeHtamm Real
Time Strategy. OcHoBow apxiTekTypu € npuHumnu SOLID Ta KISS. Ans
CTBOPEHHA KAaciB rpu bynv BUKOpPWCTaHi WabnoHn NpoekTyBaHHsA Singleton,
Observer, Factory.

4. ['pa peanizoBaHa 3a AornoMoroto 3acobis irpoBuii pywini Unity, cepegosuile
nporpamysaHHs Visual Studio, MoBa nporpamysaHHs C#.

5. MNpoBeaeHo pyHKLOHaNbHE TECTYBaHHA Ta rpw, NepeBipeHi Ha CNPaBHICTb:
MOMUIMBOCTI rpaBLs - NobyA0Ba, PEMOHT, &EMOHTaX CNOpY4, 3MiHa Onujil;
MeXaHikun rpu - obyBaHHA pecypciB, reHepallif Ta NOBegiHKa BOPOTiB,
CNuncaHHA pecypciB Npu NobyAoBi CNOPYAM, B3aEMOAIA MidX cropyzaMu Ta
Boporamu; IHTepderic KopucTyBaya - BifobpaxkeHHs KiNbKOCTi pecypcis,
niAKasKy, iIHAVKaTOPW Ta TakMepU XBUb.
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JOIJATOK b. JICTUHI'X TPOTPAMHUX MOAYJIIB

u
sing UnityEngine;
public class ArrowProjectile : MonoBehaviour {

public static ArrowProjectile Create(Vector3 position,
Enemy enemy) {
Transform arrowTransform =
Instantiate(GameAssets.Instance.pfArrowProjectile,
position, Quaternion.identity);

ArrowProjectile arrowProjectile =
arrowTransform.GetComponent<ArrowProjectile>();
arrowProjectile.SetTarget(enemy);

return arrowProjectile;

}

private Enemy targetEnemy;
private Vector3 lastMoveDir;
private float timeToDie = 2f;

private void Update() {
Vector3 moveDir;

if (targetEnemy != null) {
moveDir = (targetEnemy.transform.position -
transform.position).normalized;
lastMoveDir = moveDir;
}else {
moveDir = lastMoveDir;

}

float moveSpeed = 20f;
transform.position += moveDir * moveSpeed *
Time.deltaTime;

transform.eulerAngles = new Vector3(0, 0,
UtilsClass.GetAngleFromVector(moveDir));

timeToDie = Time.deltaTime;
if (timeToDie < 0f) {
Destroy(gameObject);
}
¥

private void SetTarget(Enemy targetEnemy) {
this.targetEnemy = targetEnemy;

}

private void OnTriggerEnter2D(Collider2D collision)
{
Enemy enemy =
collision.GetComponent<Enemy>();
if (enemy !=null) {
// Hit an enemy!
int damageAmount = 10;
enemy.GetComponent<HealthSystem>().Damage(dama
geAmount);

Destroy(gameObject);

}
using UnityEngine;
public class Building : MonoBehaviour {

private BuildingTypeSO buildingType;
private HealthSystem healthSystem;
private Transform buildingDemolishBtn;
private Transform buildingRepairBtn;

private void Awake() {
buildingDemolishBtn =
transform.Find("pfBuildingDemolishBtn");
buildingRepairBtn =
transform.Find("pfBuildingRepairBtn");

HideBuildingDemolishBtn();
HideBuildingRepairBtn();

}

private void Start() {
buildingType =
GetComponent<BuildingTypeHolder>().buildingType;

healthSystem = GetComponent<HealthSystem>();

healthSystem.SetHealthAmountMax(buildingType.heal
thAmountMax, true);
healthSystem.OnDamaged +=
HealthSystem OnDamaged;
healthSystem.OnHealed +=
HealthSystem OnHealed;

healthSystem.OnDied += HealthSystem_ OnDied;
}

private void HealthSystem OnHealed(object sender,
System.EventArgs e) {
if (healthSystem.IsFullHealth()) {
HideBuildingRepairBtn();
b
h

private void HealthSystem OnDamaged(object
sender, System.EventArgs e) {
ShowBuildingRepairBtn();
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.BuildingDamaged);
CinemachineShake.Instance.ShakeCamera(7f, .15f);
ChromaticAberrationEffect.Instance.SetWeight(1f);

}

private void HealthSystem OnDied(object sender,
System.EventArgs e) {
Instantiate(GameAssets.Instance.pfBuildingDestroyedP
articles, transform.position, Quaternion.identity);



Destroy(gameObject);
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.BuildingDestroyed);
CinemachineShake.Instance.ShakeCamera(10f, .21);
ChromaticAberrationEffect.Instance.SetWeight(1f);

}

private void OnMouseEnter() {
ShowBuildingDemolishBtn();

}

private void OnMouseExit() {
HideBuildingDemolishBtn();

}

private void ShowBuildingDemolishBtn() {
if (buildingDemolishBtn !=null) {
buildingDemolishBtn.gameObject.SetActive(true);
}
}

private void HideBuildingDemolishBtn() {
if (buildingDemolishBtn !=null) {
buildingDemolishBtn.gameObject.SetActive(false);

}
}

private void ShowBuildingRepairBtn() {
if (buildingRepairBtn != null) {
buildingRepairBtn.gameObject.SetActive(true);
}
}

private void HideBuildingRepairBtn() {
if (buildingRepairBtn !=null) {
buildingRepairBtn.gameObject.SetActive(false);
}
}

H
using UnityEngine;
public class BuildingConstruction : MonoBehaviour {

public static BuildingConstruction Create(Vector3
position, BuildingTypeSO buildingType) {
Transform buildingConstructionTransform =
Instantiate(GameAssets.Instance.pfBuildingConstructio
n, position, Quaternion.identity);

BuildingConstruction buildingConstruction =
buildingConstructionTransform.GetComponent<Buildi
ngConstruction>();
buildingConstruction.SetBuildingType(building Type);

return buildingConstruction;

}

private BuildingTypeSO buildingType;

private float constructionTimer;

private float constructionTimerMax;

private BoxCollider2D boxCollider2D;

private SpriteRenderer spriteRenderer;

private BuildingTypeHolder buildingTypeHolder;
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private Material constructionMaterial;

private void Awake() {

boxCollider2D =
GetComponent<BoxCollider2D>();

spriteRenderer =
transform.Find("sprite").GetComponent<SpriteRendere
>();

buildingTypeHolder =
GetComponent<BuildingTypeHolder>();

constructionMaterial = spriteRenderer.material;

Instantiate(GameAssets.Instance.pfBuildingPlacedParti
cles, transform.position, Quaternion.identity);

}

private void Update() {
constructionTimer -= Time.deltaTime;

constructionMaterial.SetFloat("_Progress",
GetConstructionTimerNormalized());

if (constructionTimer <= 0f) {

Instantiate(building Type.prefab,
transform.position, Quaternion.identity);
Instantiate(GameAssets.Instance.pfBuildingPlacedParti
cles, transform.position, Quaternion.identity);
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.BuildingPlaced);

Destroy(gameObject);

}
}

private void SetBuildingType(BuildingTypeSO
buildingType) {
this.buildingType = buildingType;

constructionTimerMax =
buildingType.constructionTimerMax;
constructionTimer = constructionTimerMax;

spriteRenderer.sprite = buildingType.sprite;

boxCollider2D.offset =
buildingType.prefab.GetComponent<BoxCollider2D>
().offset;

boxCollider2D.size =
buildingType.prefab.GetComponent<BoxCollider2D>
().size;

buildingTypeHolder.buildingType = buildingType;
H
public float GetConstructionTimerNormalized() {

return 1 - constructionTimer /
constructionTimerMax;

}
H

using UnityEngine;
using UnityEngine.UI,;

public class BuildingDemolishBtn : MonoBehaviour {
[SerializeField] private Building building;

private void Awake() {
transform.Find("button"). GetComponent<Button>().on



Click.AddListener(() => {

BuildingTypeSO buildingType =
building. GetComponent<BuildingTypeHolder>().buildi
ngType;

foreach (ResourceAmount resourceAmount in
buildingType.constructionResourceCostArray) {
ResourceManager.Instance.AddResource(resource Amo
unt.resourceType,
Mathf.FloorTolnt(resourceAmount.amount * .6f));

}

Destroy(building.gameObject);

b
}

}

using UnityEngine;
public class BuildingGhost : MonoBehaviour {

private GameObject spriteGameObject;
private ResourceNearbyOverlay
resourceNearbyOverlay;

private void Awake() {
spriteGameObject =
transform.Find("sprite").gameObject;
resourceNearbyOverlay =
transform.Find("pfResourceNearbyOverlay").GetComp
onent<ResourceNearbyOverlay>();

Hide();
H

private void Start() {
BuildingManager.Instance.OnActiveBuildingTypeChan
ged +=
BuildingManager_OnActiveBuildingTypeChanged,

}

private void
BuildingManager OnActiveBuildingTypeChanged(obj
ect sender,
BuildingManager.OnActiveBuildingTypeChangedEven
tArgs e) {
if (e.activeBuildingType == null) {
Hide();
resourceNearbyOverlay.Hide();
1 else {
Show(e.activeBuildingType.sprite);
if
(e.activeBuilding Type.hasResourceGeneratorData) {
resourceNearbyOverlay.Show(e.activeBuildingType.res
ourceGeneratorData);
} else {
resourceNearbyOverlay.Hide();
b
}
}

private void Update() {
transform.position =
UtilsClass.GetMouse WorldPosition();

}

private void Show(Sprite ghostSprite) {
spriteGameObject.SetActive(true);
spriteGameObject. GetComponent<SpriteRenderer>().s
prite = ghostSprite;
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}

private void Hide() {
spriteGameObject.SetActive(false);

}

}

using System;
using UnityEngine;
using UnityEngine.EventSystems;

public class BuildingManager : MonoBehaviour {

public static BuildingManager Instance { get; private
set; }

public event
EventHandler<OnActiveBuildingTypeChangedEventAr
gs> OnActiveBuildingTypeChanged;

public class
OnActiveBuildingTypeChangedEventArgs : EventArgs

{
public BuildingTypeSO activeBuildingType;
H

[SerializeField] private Building hqBuilding;

private Camera mainCamera;
private BuildingTypeListSO buildingTypeList;
private BuildingTypeSO activeBuildingType;

private void Awake() {
Instance = this;

buildingTypeList =
Resources.Load<Building TypeListSO>(typeof(Buildin
gTypeListSO).Name);
}

private void Start() {
mainCamera = Camera.main;

hqBuilding. GetComponent<HealthSystem>().OnDied
+=HQ_OnDied;
}

private void HQ OnDied(object sender, EventArgs e)
{
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.GameOver);
GameOverUI.Instance.Show();
}

private void Update() {

if (Input.GetMouseButtonDown(0)
&& !EventSystem.current.IsPointerOverGameObject())
{

if (activeBuildingType != null) {
if (CanSpawnBuilding(activeBuildingType,
UtilsClass.GetMouseWorldPosition(), out string
errorMessage)) {
if

(ResourceManager.Instance.CanAfford(activeBuilding
Type.constructionResourceCostArray)) {



ResourceManager.Instance.SpendResources(activeBuil
dingType.constructionResourceCostArray);

//Instantiate(activeBuildingType.prefab,
UtilsClass.GetMouseWorldPosition(),
Quaternion.identity);
BuildingConstruction.Create(UtilsClass.GetMouse Worl
dPosition(), activeBuildingType);
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.BuildingPlaced);

} else {

TooltipUIInstance.Show("Cannot afford
" +
activeBuildingType.GetConstructionResourceCostStrin
£0s

2£5);

new TooltipUL TooltipTimer { timer =

}
} else {

TooltipUIInstance.Show(errorMessage,
new TooltipUL TooltipTimer { timer = 2f });
}
}
}
}

public void SetActiveBuildingType(BuildingTypeSO
buildingType) {
activeBuildingType = buildingType;

OnActiveBuildingTypeChanged?.Invoke(this,
new OnActiveBuildingTypeChangedEventArgs
{ activeBuildingType = activeBuildingType }

>

}

public BuildingTypeSO GetActiveBuildingType() {
return activeBuildingType;

}

private bool CanSpawnBuilding(BuildingTypeSO
buildingType, Vector3 position, out string errorMessage)

BoxCollider2D boxCollider2D =
buildingType.prefab.GetComponent<BoxCollider2D>
0s

Collider2D[] collider2DArray =
Physics2D.OverlapBoxAll(position +
(Vector3)boxCollider2D.offset, boxCollider2D.size, 0);

bool isAreaClear = collider2DArray.Length == 0;
if (lisAreaClear) {

errorMessage = "Area is not clear!";

return false;

}

collider2DArray =
Physics2D.OverlapCircleAll(position,
buildingType.minConstructionRadius);

foreach (Collider2D collider2D in

collider2DArray) {

BuildingTypeHolder buildingTypeHolder =
collider2D.GetComponent<Building TypeHolder>();

if (buildingTypeHolder !=null) {

if (buildingTypeHolder.buildingType ==
buildingType) {
errorMessage = "Too close to another
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building of the same type!";
return false;
b
}
}

if (buildingType.hasResourceGeneratorData) {
ResourceGeneratorData resourceGeneratorData
= buildingType.resourceGeneratorData;
int nearbyResourceAmount =
ResourceGenerator.GetNearbyResource Amount(resour
ceGeneratorData, position);

if (nearbyResourceAmount == 0) {
errorMessage = "There are no nearby
Resource Nodes!";
return false;
h
}

float maxConstructionRadius = 25;

collider2DArray =
Physics2D.OverlapCircleAll(position,
maxConstructionRadius);

foreach (Collider2D collider2D in
collider2DArray) {
BuildingTypeHolder buildingTypeHolder =
collider2D.GetComponent<BuildingTypeHolder>();
if (buildingTypeHolder !=null) {
errorMessage ="";
return true;
}
}

errorMessage = "Too far from any other building!";
return false;

}

public Building GetHQBuilding() {
return hqBuilding;

}

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI,;

public class BuildingTypeSelectUI : MonoBehaviour {

[SerializeField] private Sprite arrowSprite;
[SerializeField] private List<BuildingTypeSO>
ignoreBuildingTypeList;

private Dictionary<BuildingTypeSO, Transform>
btnTransformDictionary;
private Transform arrowBtn;

private void Awake() {
Transform btnTemplate =
transform.Find("btnTemplate");
btnTemplate.gameObject.SetActive(false);

BuildingTypeListSO buildingTypeList =
Resources.Load<Building TypeListSO>(typeof(Buildin



gTypeListSO).Name);

btnTransformDictionary = new
Dictionary<BuildingTypeSO, Transform>();

int index = 0;

arrowBtn = Instantiate(btnTemplate, transform);
arrowBtn.gameObject.SetActive(true);

float offsetAmount = +130f;
arrowBtn.GetComponent<RectTransform>().anchored
Position = new Vector2(offsetAmount * index, 0);

arrowBtn.Find("image"). GetComponent<Image>().spri
te = arrowSprite;
arrowBtn.Find("image").GetComponent<RectTransfor
m>().sizeDelta = new Vector2(0, -40);

arrowBtn.GetComponent<Button>().onClick.AddListe
ner(() => {
BuildingManager.Instance.SetActiveBuilding Type(nul
D;

s

MouseEnterExitEvents mouseEnterExitEvents =
arrowBtn.GetComponent<MouseEnterExitEvents>();
mouseEnterExitEvents.OnMouseEnter += (object
sender, EventArgs e) => {
TooltipUIInstance.Show("Arrow");
}s
mouseEnterExitEvents.OnMouseExit += (object
sender, EventArgs e) => {
TooltipULInstance.Hide();

3

index++;

foreach (BuildingTypeSO buildingType in

buildingTypeList.list) {

if
(ignoreBuildingTypeList.Contains(buildingType))
continue;

Transform btnTransform =
Instantiate(btnTemplate, transform);

btnTransform.gameObject.SetActive(true);

offsetAmount = +130f;
btnTransform.GetComponent<RectTransform>().ancho
redPosition = new Vector2(offsetAmount * index, 0);

btnTransform.Find("image").GetComponent<Image>().
sprite = buildingType.sprite;

btnTransform.GetComponent<Button>().onClick.AddL
istener(() => {
BuildingManager.Instance.SetActiveBuildingType(buil
dingType);

1)

mouseEnterExitEvents =
btnTransform.GetComponent<MouseEnterExitEvents>
0s

mouseEnterExitEvents.OnMouseEnter +=
(object sender, EventArgs e) => {
TooltipUIInstance.Show(buildingType.nameString +
Vl\nll +
buildingType.GetConstructionResourceCostString());

68

¥
mouseEnterExitEvents.OnMouseExit +=
(object sender, EventArgs e) => {
TooltipULInstance.Hide();

1

btnTransformDictionary[buildingType] =
btnTransform;

index++;

}
}

private void Start() {
BuildingManager.Instance.OnActiveBuildingTypeChan
ged +=
BuildingManager OnActiveBuildingTypeChanged;
UpdateActiveBuildingTypeButton();

}

private void
BuildingManager OnActiveBuildingTypeChanged(obj
ect sender,
BuildingManager.OnActiveBuildingTypeChangedEven
tArgs e) {
UpdateActiveBuildingTypeButton();

}

private void UpdateActiveBuildingTypeButton() {
arrowBtn.Find("selected").gameObject.SetActive(false);
foreach (BuildingTypeSO buildingType in
btnTransformDictionary.Keys) {

Transform btnTransform =
btnTransformDictionary[buildingType];
btnTransform.Find("selected").gameObject.SetActive(f
alse);

}

BuildingTypeSO activeBuildingType =
BuildingManager.Instance.GetActiveBuildingType();

if (activeBuildingType == null) {
arrowBtn.Find("selected").gameObject.SetActive(true);

} else {
btnTransformDictionary[activeBuildingType].Find("sel
ected").gameObject.SetActive(true);

}
}

using UnityEngine;

[CreateAssetMenu(menuName =
"ScriptableObjects/BuildingType")]
public class BuildingTypeSO : ScriptableObject {

public string nameString;

public Transform prefab;

public bool hasResourceGeneratorData;

public ResourceGeneratorData
resourceGeneratorData;

public Sprite sprite;

public float minConstructionRadius;

public ResourceAmount[]
constructionResourceCostArray;

public int healthAmountMax;

public float constructionTimerMax;



public string GetConstructionResourceCostString() {
string str ="";
foreach (ResourceAmount resourceAmount in
constructionResourceCostArray) {
str += "<color=#" +
resourceAmount.resource Type.colorHex + ">" +
resourceAmount.resource Type.nameShort +
resourceAmount.amount +
"</color>";
}

return str;

}

using UnityEngine;
public class Enemy : MonoBehaviour {

public static Enemy Create(Vector3 position) {
Transform enemyTransform =
Instantiate(GameAssets.Instance.pfEnemy, position,
Quaternion.identity);

Enemy enemy =
enemyTransform.GetComponent<Enemy>();
return enemy;

}

private Rigidbody2D rigidbody2d;

private Transform targetTransform;

private HealthSystem healthSystem;
private float lookForTargetTimer;

private float lookForTargetTimerMax = .2f;

private void Start() {
rigidbody2d = GetComponent<Rigidbody2D>();
if (BuildingManager.Instance.GetHQBuilding() !=
null) {
targetTransform =
BuildingManager.Instance.GetHQBuilding().transform;
}
healthSystem = GetComponent<HealthSystem>();
healthSystem.OnDamaged +=
HealthSystem OnDamaged;
healthSystem.OnDied += HealthSystem_OnDied;

lookForTargetTimer = Random.Range(0f,
lookForTargetTimerMax);

}

private void HealthSystem OnDamaged(object
sender, System.EventArgs e) {
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.EnemyHit);
CinemachineShake.Instance.ShakeCamera(2f, .1f);
ChromaticAberrationEffect.Instance.SetWeight(.5f);

}

private void HealthSystem OnDied(object sender,
System.EventArgs e) {
SoundManager.Instance.PlaySound(SoundManager.Sou
nd.EnemyDie);
CinemachineShake.Instance.ShakeCamera(5f, .15f);
ChromaticAberrationEffect.Instance.SetWeight(.51);
Instantiate(GameAssets.Instance.pfEnemyDieParticles,
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transform.position, Quaternion.identity);
Destroy(gameObject);

}

private void Update() {
HandleMovement();
HandleTargeting();

}

private void OnCollisionEnter2D(Collision2D
collision) {
Building building =
collision.gameObject. GetComponent<Building>();
if (building !=null) {
HealthSystem healthSystem =
building. GetComponent<HealthSystem>();
healthSystem.Damage(10);
this.healthSystem.Damage(999);
}
}

private void HandleMovement() {
if (targetTransform != null) {
Vector3 moveDir = (targetTransform.position -
transform.position).normalized,

float moveSpeed = 6f;

rigidbody2d.velocity = moveDir * moveSpeed,;
} else {

rigidbody2d.velocity = Vector2.zero;
b

}

private void HandleTargeting() {
lookForTargetTimer -= Time.deltaTime;
if (lookForTargetTimer < 0f) {
lookForTargetTimer +=
lookForTargetTimerMax;
LookForTargets();

H
H

private void LookForTargets() {
float targetMaxRadius = 10f;
Collider2D[] collider2DArray =
Physics2D.OverlapCircleAll(transform.position,
targetMaxRadius);

foreach (Collider2D collider2D in
collider2DArray) {
Building building =
collider2D.GetComponent<Building>();
if (building != null) {
if (targetTransform == null) {
targetTransform = building.transform;
} else {
if (Vector3.Distance(transform.position,
building.transform.position) <
Vector3.Distance(transform.position,
targetTransform.position)) {
// Closer!
targetTransform = building.transform;
}
}
H
}

if (targetTransform == null) {



if
(BuildingManager.Instance. GetHQBuilding() !=null) {
targetTransform =
BuildingManager.Instance.GetHQBuilding().transform;
b
}
}

}

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

public class EnemyWaveManager : MonoBehaviour {

public static EnemyWaveManager Instance { get;
private set; }

public event EventHandler OnWaveNumberChanged;

private enum State {
WaitingToSpawnNextWave,
SpawningWave,

}

[SerializeField] private List<Transform>
spawnPositionTransformList;

[SerializeField] private Transform
nextWaveSpawnPositionTransform;

private State state;

private int waveNumber;

private float nextWaveSpawnTimer;
private float nextEnemySpawnTimer;
private int remainingEnemySpawnAmount;
private Vector3 spawnPosition;

private void Awake() {
Instance = this;

}

private void Start() {
state = State. WaitingToSpawnNextWave;
spawnPosition =
spawnPositionTransformList[UnityEngine.Random.Ra
nge(0, spawnPositionTransformList.Count)].position;
nextWaveSpawnPositionTransform.position =
spawnPosition;
nextWaveSpawnTimer = 10f;
b

private void Update() {
switch (state) {
case State. WaitingToSpawnNextWave:
nextWaveSpawnTimer -= Time.deltaTime;
if (nextWaveSpawnTimer < 0f) {
SpawnWave();
}
break;
case State.SpawningWave:
if (remainingEnemySpawnAmount > 0) {
nextEnemySpawnTimer -=
Time.deltaTime;
if (nextEnemySpawnTimer < 0f) {
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nextEnemySpawnTimer =
UnityEngine.Random.Range(0f, .2f);

Enemy.Create(spawnPosition +
UtilsClass.GetRandomDir() *
UnityEngine.Random.Range(0f, 101));

remainingEnemySpawnAmount--;

if (remainingEnemySpawnAmount <= 0)

{
state =

State. WaitingToSpawnNextWave;
spawnPosition =

spawnPositionTransformList[ UnityEngine.Random.Ra
nge(0, spawnPositionTransformList.Count)].position;
nextWaveSpawnPositionTransform.position =
spawnPosition;

nextWaveSpawnTimer =
Mathf.Clamp(30f - 4f * waveNumber, 10f, 301);

H
}

}
break;

-

}

private void SpawnWave() {
remainingEnemySpawnAmount =4 + 3 *
waveNumber;
state = State.SpawningWave;
waveNumber++;
OnWaveNumberChanged?.Invoke(this,
EventArgs.Empty);

public int GetWaveNumber() {
return waveNumber;

}

public float GetNextWaveSpawnTimer() {
return nextWaveSpawnTimer;

}

public Vector3 GetSpawnPosition() {
return spawnPosition;

}
b

using UnityEngine;
using TMPro;

public class EnemyWaveUI : MonoBehaviour {

[SerializeField] private EnemyWaveManager
enemy WaveManager;

private Camera mainCamera;

private TextMeshProUGUI waveNumberText;

private TextMeshProUGUI waveMessageText;

private RectTransform
enemyWaveSpawnPositionIndicator;

private RectTransform
enemyClosestPositionIndicator;

private void Awake() {
waveNumberText =
transform.Find("waveNumberText").GetComponent<T
extMeshProUGUI>();
waveMessageText =
transform.Find("waveMessageText").GetComponent<T
extMeshProUGUI>();



enemy WaveSpawnPositionIndicator =
transform.Find("enemyWaveSpawnPositionIndicator").
GetComponent<RectTransform>();

enemyClosestPositionIndicator =
transform.Find("enemyClosestPositionIndicator").GetC
omponent<RectTransform>();

}

private void Start() {
mainCamera = Camera.main;
enemyWaveManager.OnWaveNumberChanged +=
EnemyWaveManager OnWaveNumberChanged,
SetWaveNumberText("Wave " +
enemyWaveManager.GetWaveNumber());

}

private void
EnemyWaveManager OnWaveNumberChanged(object
sender, System.EventArgs e) {
SetWaveNumberText("Wave " +
enemyWaveManager.GetWaveNumber());

}

private void Update() {
HandleNextWaveMessage();
HandleEnemyWaveSpawnPositionIndicator();
HandleEnemyClosestPositionIndicator();

}

private void HandleNextWaveMessage() {
float nextWaveSpawnTimer =
enemy WaveManager.GetNextWaveSpawnTimer();
if (nextWaveSpawnTimer <= 0f) {
SetMessageText("");
} else {
SetMessageText("Next Wave in " +
nextWaveSpawnTimer. ToString("F1") + "s");
}
}

private void
HandleEnemyWaveSpawnPositionIndicator() {
Vector3 dirToNextSpawnPosition =
(enemyWaveManager.GetSpawnPosition() -
mainCamera.transform.position).normalized;

enemyWaveSpawnPositionIndicator.anchoredPosition
= dirToNextSpawnPosition * 300f;

enemyWaveSpawnPositionIndicator.eulerAngles =
new Vector3(0, 0,
UtilsClass.GetAngleFromVector(dirToNextSpawnPosit
ion));

float distanceToNextSpawnPosition =
Vector3.Distance(enemyWaveManager.GetSpawnPositi
on(), mainCamera.transform.position);
enemy WaveSpawnPositionIndicator.gameObject.SetAc
tive(distanceToNextSpawnPosition >
mainCamera.orthographicSize * 1.5f);

}

private void HandleEnemyClosestPositionIndicator()
{
float targetMaxRadius = 9999f;
Collider2D[] collider2DArray =
Physics2D.OverlapCircleAll(mainCamera.transform.po
sition, targetMaxRadius);

Enemy targetEnemy = null;
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foreach (Collider2D collider2D in
collider2DArray) {
Enemy enemy =
collider2D.GetComponent<Enemy>();
if (enemy !=null) {
if (targetEnemy == null) {
targetEnemy = enemy;
} else {
if (Vector3.Distance(transform.position,
enemy.transform.position) <
Vector3.Distance(transform.position,
targetEnemy.transform.position)) {
// Closer!
targetEnemy = enemy;
H
b
H
}

if (targetEnemy != null) {
Vector3 dirToClosestEnemy =
(targetEnemy.transform.position -
mainCamera.transform.position).normalized;

enemyClosestPositionIndicator.anchoredPosition =
dirToClosestEnemy * 250f;
enemyClosestPositionIndicator.eulerAngles =
new Vector3(0, 0,
UtilsClass.GetAngleFromVector(dirToClosestEnemy));

float distanceToClosestEnemy =
Vector3.Distance(targetEnemy.transform.position,
mainCamera.transform.position);
enemyClosestPositionIndicator.gameObject.SetActive
(distanceToClosestEnemy >
mainCamera.orthographicSize * 1.5f);

}else {
enemyClosestPositionIndicator.gameObject.SetActive(f
alse);

H

h

private void SetMessageText(string message) {
waveMessageText.SetText(message);

}

private void SetWaveNumberText(string text) {
waveNumberText.SetText(text);

}

using System;
using UnityEngine;

public class HealthSystem : MonoBehaviour {

public event EventHandler
OnHealthAmountMaxChanged;

public event EventHandler OnDamaged;

public event EventHandler OnHealed;

public event EventHandler OnDied;

[SerializeField] private int healthAmountMax;
private int healthAmount;



private void Awake() {
healthAmount = healthAmountMax;

}

public void Damage(int damageAmount) {
healthAmount -= damageAmount;
healthAmount = Mathf.Clamp(healthAmount, 0,
healthAmountMax);

OnDamaged?.Invoke(this, EventArgs. Empty);

if (IsDead()) {
OnDied?.Invoke(this, EventArgs.Empty);
}

}

public void Heal(int healAmount) {
healthAmount += heal Amount;
healthAmount = Mathf.Clamp(healthAmount, 0,
healthAmountMax);

OnHealed?.Invoke(this, EventArgs.Empty);
}

public void HealFull() {
healthAmount = healthAmountMax;

OnHealed?.Invoke(this, EventArgs.Empty);
}

public bool IsDead() {
return healthAmount == 0;

}

public bool IsFullHealth() {
return healthAmount == healthAmountMax;

}

public int GetHealthAmount() {
return healthAmount;

}

public int GetHealthAmountMax() {
return healthAmountMax;

}

public float GetHealthAmountNormalized() {
return (float)healthAmount / healthAmountMax;

}

public void SetHealthAmountMax(int
healthAmountMax, bool updateHealthAmount) {
this.healthAmountMax = healthAmountMax;

if (updateHealthAmount) {
healthAmount = healthAmountMax;

}

OnHealthAmountMaxChanged?.Invoke(this,
EventArgs.Empty);

}
using UnityEngine;

public class ResourceGenerator : MonoBehaviour {
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public static int
GetNearbyResourceAmount(ResourceGeneratorData
resourceGeneratorData, Vector3 position) {
Collider2D[] collider2DArray =
Physics2D.OverlapCircleAll(position,
resourceGeneratorData.resourceDetectionRadius);

int nearbyResourceAmount = 0;
foreach (Collider2D collider2D in
collider2DArray) {
ResourceNode resourceNode =
collider2D.GetComponent<ResourceNode>();
if (resourceNode != null) {
if (resourceNode.resource Type ==
resourceGeneratorData.resourceType) {
nearbyResourceAmount++;
}
}
b

nearbyResourceAmount =
Mathf.Clamp(nearbyResourceAmount, 0,
resourceGeneratorData.maxResourceAmount);

return nearbyResourceAmount;

}

private ResourceGeneratorData
resourceGeneratorData;

private float timer;

private float timerMax;

private void Awake() {
resourceGeneratorData =
GetComponent<BuildingTypeHolder>().buildingType.r
esourceGeneratorData;
timerMax = resourceGeneratorData.timerMax;

}

private void Start() {
int nearbyResourceAmount =
GetNearbyResourceAmount(resourceGeneratorData,
transform.position);

if (nearbyResourceAmount == 0) {

enabled = false;
} else {
timerMax = (resourceGeneratorData.timerMax /
2f) +
resourceGeneratorData.timerMax *
(1 - (float)nearbyResourceAmount /
resourceGeneratorData.maxResourceAmount);

H
H

private void Update() {
timer -= Time.deltaTime;
if (timer <= 0f) {
timer += timerMax;
ResourceManager.Instance. AddResource(resourceGene
ratorData.resourceType, 1);
i
H

public ResourceGeneratorData



GetResourceGeneratorData() {
return resourceGeneratorData;

}

public float GetTimerNormalized() {
return timer / timerMax;

}

public float GetAmountGeneratedPerSecond() {
return 1 / timerMax;

}
}

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

public class ResourceManager : MonoBehaviour {

public static ResourceManager Instance { get;
private set; }

public event EventHandler
OnResourceAmountChanged;

[SerializeField] private List<ResourceAmount>
startingResourceAmountList;

private Dictionary<ResourceTypeSO, int>
resourceAmountDictionary;

private void Awake() {
Instance = this;

resourceAmountDictionary = new
Dictionary<ResourceTypeSO, int>();

ResourceTypeListSO resourceTypeList =
Resources.Load<ResourceTypeListSO>(typeof(Resour
ceTypeListSO).Name);

foreach (ResourceTypeSO resourceType in
resourceTypeList.list) {
resourceAmountDictionary[resourceType] = 0;

}

foreach (ResourceAmount resourceAmount in
startingResourceAmountList) {
AddResource(resourceAmount.resourceType,
resourceAmount.amount);

}

public void AddResource(ResourceTypeSO
resourceType, int amount) {
resourceAmountDictionary[resourceType] +=
amount;

OnResourceAmountChanged?.Invoke(this,
EventArgs.Empty);

public int GetResourceAmount(ResourceTypeSO
resourceType) {
return resourceAmountDictionary[resourceType];

}

public bool CanAfford(ResourceAmount[]
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resourceAmountArray) {
foreach (ResourceAmount resourceAmount in
resourceAmountArray) {
if
(GetResourceAmount(resourceAmount.resource Type)
>= resourceAmount.amount) {

} else {

return false;

}

}

return true;

}

public void SpendResources(ResourceAmount[]
resourceAmountArray) {
foreach (ResourceAmount resourceAmount in
resourceAmountArray) {
resourceAmountDictionary[resourceAmount.resourceT
ype] -= resourceAmount.amount;

}
}

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

public class ResourcesUI : MonoBehaviour {

private ResourceTypeListSO resourceTypeList;
private Dictionary<ResourceTypeSO, Transform>
resourceTypeTransformDictionary;

private void Awake() {
resource TypeList =
Resources.Load<ResourceTypeListSO>(typeof(Resour
ceTypeListSO).Name);

resource TypeTransformDictionary = new
Dictionary<ResourceTypeSO, Transform>();

Transform resourceTemplate =
transform.Find("resourceTemplate");
resource Template.gameObject.SetActive(false);

int index = 0;
foreach (ResourceTypeSO resourceType in
resourceTypeList.list) {
Transform resourceTransform =
Instantiate(resource Template, transform);
resourceTransform.gameObject.SetActive(true);

float offsetAmount = -160f;
resource Transform.GetComponent<RectTransform>().
anchoredPosition = new Vector2(offsetAmount * index,
0);

resource Transform.Find("image").GetComponent<Ima
ge>().sprite = resourceType.sprite;

resource TypeTransformDictionary[resourceType] =
resourceTransform;



index++;
h
¥

private void Start() {
ResourceManager.Instance.OnResourceAmountChange
d += ResourceManager OnResourceAmountChanged;

UpdateResource Amount();

}

private void
ResourceManager OnResourceAmountChanged(object
sender, System.EventArgs e) {
UpdateResource Amount();

}

private void UpdateResourceAmount() {
foreach (ResourceTypeSO resourceType in
resourceTypeList.list) {
Transform resourceTransform =
resource TypeTransformDictionary[resourceType];

int resourceAmount =
ResourceManager.Instance.GetResource Amount(resour
ceType);
resourceTransform.Find("text").GetComponent<TextM
eshProUGUI>().SetText(resourceAmount. ToString());
}
}

}

using UnityEngine;

public class Tower : MonoBehaviour {
[SerializeField] private float shootTimerMax;

private float shootTimer;

private Enemy targetEnemy;

private float lookForTargetTimer;

private float lookForTargetTimerMax = .2f;
private Vector3 projectileSpawnPosition;

private void Awake() {
projectileSpawnPosition =
transform.Find("projectileSpawnPosition").position;

}

private void Update() {
HandleTargeting();
HandleShooting();

}

private void HandleTargeting() {
lookForTargetTimer -= Time.deltaTime;
if (lookForTargetTimer < 0f) {
lookForTargetTimer +=
lookForTargetTimerMax;
LookForTargets();
}

}

private void HandleShooting() {
shootTimer -= Time.deltaTime;
if (shootTimer <= 0f) {
shootTimer += shootTimerMax;

if (targetEnemy != null) {
ArrowProjectile.Create(projectileSpawnPosition,
targetEnemy);

b
}

private void LookForTargets() {
float targetMaxRadius = 30f;
Collider2D[] collider2DArray =
Physics2D.OverlapCircleAll(transform.position,
targetMaxRadius);

foreach (Collider2D collider2D in
collider2DArray) {
Enemy enemy =
collider2D.GetComponent<Enemy>();
if (enemy !=null) {
//'Is a enemy!
if (targetEnemy == null) {
targetEnemy = enemy;
} else {
if (Vector3.Distance(transform.position,
enemy.transform.position) <
Vector3.Distance(transform.position,
targetEnemy.transform.position)) {
// Closer!
targetEnemy = enemy;
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