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PEDEPAT

TekcToBa yacTuHa OakaiaBpchkoi pobotu 54 c., 38 puc., 18 mxepern.
PO3POBKA IT'OP, UNITY, TOWER DEFENSE, I'PA, I'POBUI1 IBUT'YH
06’exm docnioxcenHs — MiABUILIEHHS (PYHKIIOHATBHOCTI Ta IPOAYKTUBHOCTI 1Irop
Ha OCcHOBI BUryHa Unity.
IIpeomem docnioxcenHss — TEXHONOT1 MPOEKTYBAHHS Ta CTBOPEHHS I'PU HA OCHOBI
neuryHa Unity.
Mema pobomu — minBuilieHHS e(EeKTUBHOCTI po3poOku Tpu B kaHpi Tower
Defense.
Memoou docniddcenHs — MeTOA ASAYKIIIT Ta IHAYKIII1, METO/ aHATI3Y, ITepalliiHui
METO/I.
JUis NOCATHEHHSI MOCTAaBJIEHOT METH MOTPIOHO BUKOHATH HACTYIIHI 3aBJaHHS:
1. TIpoBectu aHai3 iCHyrOUHX q0JaTKiB, Takux sk CityWars TD ta TumbleWeed;
2. IlpoanamizyBaT TexHI4HI 3aco0iB JJs pPO3poOKH JOAATKy Ta BHOIp
ONTUMAJIBHUX PILIEHb AJIS PO3POOKH JOJATKY
3. Ha miacraBi mpoBeneHUX JTOCIIHKEHb po3poouTh rpy B skaHpi Tower Defense
4. TIpoTecTyBaTu JOJATOK HA BIJIMOBIAHICTh MMOCTABICHUM 3aBJIaHHSIM.
B po0oTi BUKOHAHO aHai3 ICHYIOUMX 3aCTOCYHKIB JUIsl OMEpAIHOI CHUCTEMU
Windows
[IpoananizoBaHo MoOxJIMBOCTI irpoBoro nsuryHa Unity. Po3poOneno moriky
J0JATKy Ta 3py4YHICTh KOPUCTYBAHHS JIJIsl KOPUCTYBAYiB.
T'anysv eukopucmanms — NaHUN TPOAYKT MOXKe OyTH BUKOPUCTAHUN Y KOMEPLIAHUX

LIAX.
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BCTYII

Temoto podotu € po3podka rpu «3PER» B sxanpi Tower Defense Ha Unity.

Axmyanvuicms docnioxcents. CbOTOHI PUHOK TP NMEPEKUBAE CUITBHUN M1THOM,
TaK 3arajJbHUN 00CAT IrpOBOI IPOMHUCIIOBOCTI 3a MiACyMKaMHu JieB’ITH MicsiiB 2020 poky
ckiaB 174,9 minbspaa gonapis (Ha 19,6% Bume, Hix y 2019 porri). Maibke monoBuHa
(49%) mpwmiiiiuia Ha irpH JUTst CMapTQOHIB 1 TUIAHIIETIB - iX 00cAT BUpic Ha 25,6% 1 ckilaB
86,3 mupa. gon. [IK-irpu 3aiusnu 21,4% punky 3 37,4 muteapaa nonapis (+ 6,2%), a
KOHCOJIBHI - 29% puHky 1 51,2 Minbsipaa. -

i gaHi KaxyTh MpO TE, M0 KOMIT IOTEPHI ITPHU € MOIMYJSIPHUMH B CEPEIOBHIIII
PI3HHUX COIIAIbHUX TPYIl, @ TAKOX T€, IO ITPU CTAIM 3BUYANHOIO YACTHHOI 0araThoX
JIIOJIEH.

[Ipu iboMy co1ij1 3ayBaXKUTH, 1[0 HAUOLIBII 1 TAKUM, 110 HAMOUIBIIE PO3BUBAETHCS
€ PUHOK MOOUTBHUX irop, ToMy po3poOka rpu «3PER» B xanpi Tower Defense na Unity
€ IOCUTh aKTyaJIbHOIO.

Cmynino 6usuenns npodnremu. ChOTOAHI I1CHYE JOCHTH BeJMKa KUIBKICTh
PI3HOMaHITHHX 1TOp PI3HUX KaHPIB JIJIS p13HUX M1AaTHOPM, ajie HaOLIbII TUHAMIYHUAM €
PHUHOK MOOUTBHHUX 1TOp, a OTXKE ICHY€E JOCHUTh BEJIMKa KIIbKICTh IHCTPYMEHTIB PO3POOKHU
JUTst MOOLITBHUX MpUcTpoiB. OHI€O 3 omMpeHux cucteM € cucrema Unity. L cuctema
€ MDKIIATGOPMEHOIO 1 T03BOJISIE CTBOPIOBATH IPOrPAMH, 110 MPALIOIOTh Ha OUIBII HIK
25 pi3znux minatdopmax, MO BKIOYAIOTh MEPCOHANBbHI KOMIT'IOTEpPH, ITPOB1 KOHCOJI,
MOOUIBbHI IPUCTPOI, IHTEpHET-NporpaMu Ta iH1I. Bunyck Unity BigOyBesa y 2005 poi 1
3 TOTO Yacy TPUBAE MOCTIMHUI PO3BUTOK.

3 mpuBoay po3poOku nmoxaTkiB Ha Unity HamucaHO JOCHUTHh BEIUKY KUIBKICTh
NOCIOHMKIB, CTaTeHl Ta 1HIIKUX MTaepiajiB, TOMy MOXHa CKa3aTH, U0 CTYMiHb BUBYCHHS
npoGiemu po3podku irop Ha Unity € 10CUTH Cepilo3HOTO.

06’ exmom docnidxcenns € po3podka rpu Ha Unity B sxanpi Tower Defense.

IIpeomemom pobomu € rpa «3PER» B xxanpi Tower Defense Ha Unity.

Mema pobomu - onuc Ta cucteMmarusailis iHdopmarlii 1moa0 po3poOKu irop Ha

Unity Ha npukiazi po3pooku rpu «3PER» B sxanpi Tower Defense.



Memoou oOocnidocenuss — wmeron Teopii 1HGopmMaIlli, METOJ ONTUMAILHOIO
yIpaBiIiHHSA, 00poOKa Ta aHami3 iHpopmarrii

3agoanuam pobomu € po3poOKa Ipu, MO AO03BOJISIE BUKOHYBATH HAMIIPOCTIIII
ITpOB1 MEXaHIKH.

Memoouxa oOocnioocennsn: llepm 3a Bce, HEOOXIIHO BHOpaTH MPaBUIbHY
apXiTEeKTypy Ta CTEK TEXHOJOTIM 13 3a0e3ledyeHHsSIM KOPEKTHOI Mpare31aTHOCTI
MPOIYKTY, 32 MOKJIMBOCTI MIATPUMKH HOTO PO3POOHUKOM 3 METOH €(EKTHBHOTO
JI0JIaBaHHSI HOBOTO (DYHKIIOHATY a00 BUIIPABIICHHS BUSBJICHUX HEJIOMIKIB.

BpaxoByroun BuMOru 70 crHenu@ikd MOpOTPaMHOTO MPOAYKTY, HaWKpaium
piieHHsM € po3poOka rpu Ha Unity juist MOOLIbHUX npucTpoiB Ha Android.

B pesynbTaTi po3po0ku rpyu MO>KHA BUKOHYBATH HAUMPOCTIII irPOBI MEXaHIKH.

llpakmuune 3nHauenHs odepoicanux pezyabmamie. J|aHWl NPOAYKT MOXe OyTH

BUKOPUCTAHUN y KOMEPLIIIHUX LUISAX.



1 TEOPETHUYHI ACIIEKTHU PO3POBKH IT'OP

1.1 OcHOBHI TepMiHH T NOHATTSH

['poro Ha3WMBaeThCS ITHCTUHKTUBHUM CHOCIO OTPUMAaHHS Ta PO3BUTKY HABUYOK
JIOABMH Ta TBAPUHAMH B MOMEHT B1ICYTHOCTI O€3M0CepeIHbO1 3arpo3u st xKUTTA [1].

MoskHa cka3aTH, 1110 TPOIO € popMa JISIbHOCTI B YMOBHHUX CUTYaIlisIX, CIIPSIMOBAaHA
Ha BIATBOPEHHS Ta 3aCBOEHHS CYCHUIBHOTO JOCBiAY, (IKCOBAaHOTO B COLIAIBHO
3aKpIMJICHUX CIO0C00ax 31MCHEHHS IPEAMETHUX M1, Y IpeaAMeTax HayKu Ta KyJIbTYypH.

['pa xapakTepusyeThCsl TEHACHIIIEIO O TOBTOPEHHSI Ta HANPALIOBAaHHS JKUTTEBO
HeoOX1THUX pediiekciB.[1]

Takox TepMmiH "Tpa" BUKOPHUCTOBYIOTH AJIsl MIO3HAYEHHS HAOOPY MpeaMeTiB abo
nporpam, MpU3HAYEHUX I MOA1I0HOI JisimbHOCTI. CTBOPEHHS TUIIOBUX ISl mpodecii
CUTyallll Ta 3HAXO/UKEHHS B HHUX IPAKTUYHUX PIIIEHb € CTaHAApTHUM JJs Teopii
yOpaBIiHHS (IUIOB1 ITPHU - MOJCIIOBaHHS BUPOOHUYOI CUTYyaIlll 3 METOI0 BUPOOJICHHS
HalOUIbII e(QEeKTUBHUX pIIIEHb Ta MPOQPECIHHUX HABUYOK) Ta BIMNCHKOBOI CIpPABU
(BIICHKOBI IrpH - BUPIIICHHS MTPAKTUYHUX 3aBJaHb Ha MICIIEBOCTI Ta 3a TOMOTpaiUHIUMHU
KapTaMmu).

I'pa mMoxe OyTH 1 € MpeAMETOM BUBYEHHS PI3HUX HayK, Hampukiaa O10J0rii,
¢i13iomorii Tomno. Oyna. [oHATTS «rpay BKIOYAE y cOO1 BEIMYE3HUN CHEKTP YSIBJICHB, 1
Pi3H1 aBTOPH MO-CBOEMY MIJIXOATh IO TPAKTYBAaHHS LIbOI'O BU3HAUYECHHS. AJie sIK O pi3H1
aBTOpU HE TPAKTYBaJM TEPMIH «Tpa», BOHA 3aBXIW OyJia OJHIEIO 3 TMPOBLAHUX (HOpM
PO3BUTKY MCUXIYHUX (DYHKIIH JTIOJIUHHA Ta CIIOCOOOM peaabHOIO M3HAHHS CBITY.

J10 OCHOBHUMX BHUJIIB IrOP MOKHA BIJTHECTH:

e HacrinbHi irpu
® As3aprtHi irpu
e PyxJuBi irpu
e CnopTtuBHi irpu

e PonboBi irpu



e JluTsui irpu

e Kowmm'torepHi irpu

e [lcuxooriudi irpu

e Tpancdopmariiiti irpu
e YemneHmIK.

OCHOBHMMH KOMITOHEHTAMU TPH €:

e VsBHA cUTYyaIlis, poJib 1 peami3yroTh ii irpoBi JIii, a TAKOX PoJIi, B35ATI Ha cebe
rpalouuMu

e IrpoBi i AK peanmizalii qux poJien

e IrpoBe BXKUBaHHS IPEIMETIB, TOOTO 3aMIIICHHS PEAIbHUX MPEIMETIB I'POBUMHU,
YMOBHHUMH

e PeasnbHi BITHOCUHU MIXK IpaBLsiMU [2].

Bignosiaao go IlImakoBa C. A., BUIIISIOTBCS:

e BincyTHICTh MaTepiaIbHUX PE3YJIbTATIB (HACOI0/1a 3aMICTh YTUIITAPHOCTI)

e 3wmicT (Te, 110 Ipa BigoOpaxkae)

o (Croxer rpu

e VsBHA cUTYyallis (3aJyM 1 BUTaJKa [PH)

e [lpaBwia rpu (CriBBIAHOLIEHHS BCiX i KOMIIOHEHTIB)

e Irposi maii

e 30BHIIIHE 3aBJIaHHS TPU

e 3acobu rpu

e Pusuk

e Burpam [3].

[IpeameTom gaHoi poOOTH € KOMIT'IOTEPHI IFPH, TOOTO KOMITFOTEPHI TPOTPaMH, IO
CIIyKUTh JIJIsl Oprafi3allii irpoBoro mpoiiecy (reiimruies), 3B's13Ky 3 mapTHEpaMH IO Tpi,
abo cama BHCTYyHAa€ K MapTHEP.

HuHi, 3aMicTh TepMiHy KOMI'IOTEpHA Tpa MO>KHAa BUKOPHCTOBYBATH TEPMiH
BiJeorpa, TOOTO JaHI TEPMIHM MOXYThb BHKOPUCTOBYBATHCS SIK CHHOHIMH 1 OyTu

B32€MO3aMIHHUMMU.
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Komn'toTepHi irpu MOXXyTh CTBOPIOBATHCS Ha OCHOB1 (D1JIbMiB Ta KHUT, a TAaKOX
ICHYIOTb 1 3B0pOTHI Bunaaku. 3 2011 poky koMi'torepHi irpu odimiitno BusHaHo y CIIA
OKpPEMHUM BUIIOM MHUCTEIITBA.

Komn'torepHi irpu Manud Takuil CyTT€BUH BIUIMB Ha CYCHUIBCTBO, IO B
iHhOpMAIlIHHUX TEXHOJOTIAX BIA3HAYEHO CTIHKY TEHICHIII0 10 reWmidikarii ans
HEIrPOBOI0 MPUKIIAAHOTO MPOTPAMHOTO 3a0€3MEeUEHHS.

J10 OCHOBHUX CKJIaJJOBUX KOMIIOTEPHHX 1TOpP BIAHOCSTH:

e (CeTTHHT - 1€ CepeIOBHUIIIE, B IKOMY B1I0YBa€THCS J1isl KOMIT'FOTEPHOI IPH; MICIIE,
Jyac Ta YMOBH Aii

e ['eiiMIiell - KOMIOHEHT I'PH, SIKAM BIJINOBIJIA€ 32 IHTEPAKTUBHY B3a€EMOJII0 TPy
Ta rpaBii. [ eliMIuieil BU3Havae, sik rpaBellb B3a€EMOJIIE 3 I'POBUM CBITOM, SIK iIFPOBHIA CBIT
pearye Ha Jii TpaBL 1 K BU3SHAYAEThCA HAOIP /i, SKU IPOIMOHYE IPABITIO I'pa

e My3uka B KOMII'FOTEpHUX Ta/a00 Bifeoirpax — 1e 0yab-saKi MeNoli, KOMIO3UIIIi
ab0 cayHATPEKH BiACOIrop.

OCHOBHUMHU )KaHpPaMU KOMIT IOTEPHUX 1T0p €:

e Action
o Ilnardopmepu
o Iyrepn
o ®aulTuHr
o Beat-em up
o Crenc-exueH
o BwxuBanHs
o Purm-rpa
e Action-Adventure
o Survival-horror
e [Ilpuronu (kBecTH)
o TekcToBuii KBECT
o I'padiunmii kBecT

o BizyanbHa HOBena



o IHTepakTUBHE KiHO
o 3Dy peaibHOMY Haci
e PoiboBI irpu
o Action-RPG
o MMORPG
o Roguelike
o Taktuuni RPG
o RPG 3 Biakputum cBiTOM
o Iaptiitni RPG Big nepiioi ocoou
o JRPG
o Cumynaropu
o Cumynaropu OyIBHULTBA Ta MEHEKMEHTY
o Cumynsuist )XKATTA
o Cumynaropu TEXHIKH
e (Crparerti
o 4X-Crparerii
o Crparerii y peanbHoMy 4aci (RTS)
o Takruka peanbHoro yacy (RTT)
o MOBA
o Tower defense
o Ilokpoxosi cTpaterii (TBS)
o Ilokpoxona Taktuka (TBT)
o Bapreiimu
o I'mobainbHi cTparerii
o HacrinpHi Ta KapTKOBI ITpH
e (CnopTuBHI irpu
o T'onkn
o KomannHi Bugu cnopry

o IHnm 3marasHss
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o CrnopTHBHI €IUHOOOPCTBA
e [ 0J0BOJIOMKH
o JloriuHi irpu
o Bikropunu
e [numi xanpu
o 10.1 InkpemeHTaJIbHI ITpU
o 10.2 KazyanpHi irpu
o 10.3 Irpu 11 Bedipok
o 10.4 Irpu 3 nporpaMmyBaHHsIM
o 10.5 Macosuit MmepexeBuil mynbturieep (MMO)
o 10.6 PexnamHi irpu
o 10.7 Teopui irpu
o 10.8 HaByanbHi irpu
o 10.9 ®ditHec-irpu.

P03p0o0Kor0 KOMITIOTEPHUX 1MOpP HA3MBAETHCS MPOLIEC CTBOPEHHS KOMII'TOTEPHUX
irop.

Po3poOkor0 KOMIT'IOTEpHUX ITOp MOKE 3aiiMaTHCs SK OJHa JtoJauHa, 1 (dipMa
(koIeKTUB po3poOHMKIB). KoMepIiiiHi irpu CTBOPIOIOTHCS KOMAaHJIaMHU PO3POOHUKIB,
HaWHATUMHU OJTHI€I0 (pipMor0. DipMH MOXKYTh CIIEIiali3yBaTHCh HA BUPOOHMIITBI 1TOP JUIS
NEPCOHAILHUX KOMIT'IOTEPIB, IMPOBUX MNPHUCTABOK a0 IUIAHILIETHUX KOMIT'IOTEPIB.
Po3poOka Moke ¢iHaHCcyBaTucCsa 1HIIOWN, OIbIIO (ipmor0 — BuaaBneM. dDipma-
BUJIaBEIlb 0 3aKIHYEHHI PO3POOKH 3aiiMaEThCsl TOLIMPEHHSM Tpu Ta Oepe Ha cebe
NnoB'sA3aHl 3 UM BUTpaTH. [IpoTHIIEKHUM MIAXOJOM € Taka po3poOka, koiau ¢ipma
camMOCTiitHO (0e3 ydJacTi BHJIABIIIB) PO3MOBCIO/HKY€E KOIIi irop, HaMpHUKIad, 3aco0aMu
1 poBOT AUCTPUOYIIII.

Po3poOka HaWOLIbII BEJIUKOOIOKETHUX 1IrOp MOXKE KOIUTYBaTH JAECSITKU
MineioHIB fonapiB CIIA, mpudoMy ocTaHHI 2 ACCATIINITTS 11 OOKETH OE3yNMUHHO

3pOCTaJIH, SIK 1 YACETbHICTh KOMaH]l pO3POOHUKIB 1 TEPMIHU PO3POOKH.
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[rpoBUM JIBUTYHOM Ha3WMBAETHCS KOMILIEKC MPOrpaM, 10 BUKOHYIOTh HAHOUIbII
CKJIaH1, pECYPCOMICTKI Ta pyTHHHI 3aBIaHHS, 110 PAHIIIE CTOSUIA TIEPE]T yCiMa ITPOBUMH
nporpamictamMu. BuBeneHHs Tpadiku, HONIYK IUIAXiB, KOHBEpCIS Mojaened 3 31
pPEMaKTOpiB 'y TPy, PO3paxyHKH (Di3UKH, PO3pPaXyHKH 3ITKHEHb, ONTHUMI3aIlisd
BUKOPUCTAaHHS PECYpCIB Tpoliecopa Ta 0Oarato IHIIOTO, IO paHIille BAMAaraiao Bif
IrpOBOTO MPOrpaMicTa HE KBOJOTO MAaTEMAaTHYHOIO anapary Ta 3HaHHS MOBH HU3bKOIO
piBHS, 1110 HAWMMEHII HABAHTAXKYE MPOLIECOP - TETIEP JTOCTYITHO IPAMO 13 KOPOOKMY.

[Tpu6auzHo 3 2010-X pOKIB Bi3HAYAIOTHCS BUOYXOIO10HI 3pOCTaHHS SKOCTI Ta
3HIDKEHHSI BapTOCTI ITPOBUX JIBUTYHIB, IO JO3BOJISIIOTH IPOBOMY MPOTPaMiCTy
30CEpPEANTHCS Ha CTBOPEHH1 IrPOBUX MEXaHIK, BIJIaBIIM HA BIAKYI peajizallito rpadiku,
¢b13UKH, 3BYKOBHI CYIPOBIA, MEpPEXKEBUN KOJ Ta IHIII CKJIATHI pedl TBOPISIM irop.
[TomiTHKa MANPUEMCTB, 1110 BUPOOJISIIOTH HAMOUTBII MACOBI IFPOBI1 ABUTYHH, HAIlJICHA HA
MaKCUMaJIbHE O3HAMOMIIEHHSI MallOyTHIX 1 IPOCTO IrPOBUX MPOTPAMICTIB 3 IX JTBUTYHOM,
CTBOPIOIOUM CHPUATINBY JUIsl KOMIIaH1i CUTYallll0 Ha PUHKY Ipalli.

CpOroJiHi 3aBJKM I'POBUM JBUTYHAM HOBAYOK-IIPOrpamicT, 0€3 rIMOOKUX 3HAHb
y MaTeMatulli, MOBax MporpamMyBaHHs, 0e3 0coOJMBHUX (DIHAHCOBUX BUTpPAT 37aTHUI
crpoOyBaTH CTBOPUTH TPy HE pealibHy 3a Mipkamu novatky 2000-x pokiB.

IrpoBuii 1BUKOK - 0a30Be MpOrpaMHe 3a0e3neueHHs KoM toTepHoi rpu. [loain rpu
Ta IrpOBOTO JBUTYHA YacTO PO3IUIMBYACTO, 1 HE 3aBXKAHU CTYAIl MPOBOASTH YITKY MEXY
MK HUMH. AJle B 3arajbHOMY BUIAAKY TEPMIH «IrPOBUM JBUKOK» 3aCTOCOBYETHCS ISt
TOTO IPOrpPaMHOr0 3a0e3MEeYeHHs, sIKe MPHUAATHE ISl TOBTOPHOIO BUKOPUCTAHHS Ta
PO3IIUPEHHS, 1 MM MOKe OyTH PO3TIISIHYTO SIK OCHOBY JIJIsl pO3p0o0KHU O€3:114i pi3HUX irop
0€3 ICTOTHUX 3MiH.

IcHye nocuTh BeNMKa KITBKICTh ITPOBUX JIBHKKIB.

J1o HalO1IBII MOMYJISIPHUX CYYaCHUX JABUKKIB MOYKHA BIJTHECTH:

e Unity - Ge3kOmITOBHMI KPOCIUIAT(OPMOBUI IrpoBUil JIBUTYH. be3korroBHa
Bepcis nemnio oomexena nopiBHsHO 3 PRO-Bepciero. [lintpumye 3D, 2D rpadiky. Moxe
BUKOPHCTOBYBATHCS JJII CTBOPEHHS SIK Irop, TaKk 1 pO3paxoBaHMX Ha Oarato

KOpHCTYBadiB
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e Unreal Engine 4/UDK - UE3 noci BBaKa€ThCs HANMOMYJISAPHIIIMM IrPOBUM
JIBUTYHOM BEpPXHBOTO piBHs. Epic games BumycTuia 6€3KOIITOBHY BEPCIIO i HA3BOIO
UDK (nBiiikoBUM peni3 ABUTYHA), SIKa JI03BOJIIE BUKOPUCTOBYBATH JBUTYH JIJIS
CTBOPEHHS HEKOMEPIIIMHUX 1rop Ta OE3KOIITOBHMX J0jaaTKiB. KomepriiiiiHi Takox
MOXXYTb OyTH 3a TICBHUX YMOB

e CryEngine 3 SDK - CryEngine 3 - 1BuryH HOBOI'O IOKOJIHHS, pO3pOOICHHMIA
Crytek mns ctBopenns irop Crysis 2, Crysis 3 1 Warface

e Blender Game Engine (BGE) - 6e3xomToBHU 1 BiIKpUTHI ITPOBHIA IBUTYH,
KWW PO3MOBCIOIKYETHCS pa3oM 3 aketoM 3 3D-monentoBanns Blender. Bupizanuii 13
MaKeTa nmo4yrHarouu 3 Bepcii 2.80

e Solar2D - 6e3komToBHUI KpocIuTaThOPMOBHIA TBUTYH JIJIsl CTBOPEeHHS 2D-irop
ta goaarkiB Big komnaHii Corona Labs. ITintpumye 10S, Android, Windows, Mac OS,
tvOS, Android TV Ta Fire OS. IliaTpumye NiOKIIOYEHHSd HATHUBHUX O10710TEK
(iI0S/Android)

e SpriteKit — 6e3komroBHumii irpoBuii 2D aBuryH Bin komnaxii Apple. [Tinrpumye

Bcl npoayktu Apple: iPhone, Macbook, AppleTV i 1.1.
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1.2 IcTopisi po3BUTKY irop

BBakaeTncs, 110 icTopist KOMIT'IoTepHUX irop novanacs y 1940-x ta 1950-x pokax,
KOJIM B aKaJeMIYHOMY CEPEIOBHIIN pO3pOOJSUIMCS TMPOCTI IrpU Ta CUMYJIINI.
Komn'torepHi irpu TpuBanuii yac He Oynu momyssipaumy, i jume B 1970-x 1 1980-x
pOKax, KOJNU 3'SIBUIMCS ISl IIMPOKOi MyOJIiKM apKagHl aBTOMAaTH, IrpOBI KOHCOJI Ta
JIOMAIIH1 KOMIT'IOTEpU, KOMI'IOTEPHI ITPU CTal0Th YaCTUHOIO MON-KYJIbTYPH.

[TosiBI KOMEpUIMHUX KOMMI'IOTEPHUX Irop TMepeayBaB pPO3BUTOK I1HAYCTPIi
pO3BaXKaJIbHUX apKaJHUX aBTomariB. Taki aBToMaTH BuUmyckaimucs 3 XIX cromitrs,
BUKOPHUCTOBYIOUHM JIe/Ialll CKJIQJHIINII MeXaH13MH, 1 3 1930-X 1 eIeKTpuKy; napaieibHO
pO3BUBAJIACA 1 My3U4HI aBTOMAaTU-«J[>)KykOoKkc». [I[puMITHUM 1 HAA3BUYAHHO CKIIAJHUM
JUISL CBOTO Yacy apKaJHUM aBTOMaTroM cTaB Nimatron - eJIeKTpOMEXaHIYHUIM KOMIT'IOTEp
I TpU B HbOMY, crpoektoBaHui (izuxkom Ensapmom KoHmoH 1 BUCTaBieHUN Ha
Bcecaithiit Buctasii 1939-1940 pokis y Heto-Hopky. YV 1947 porti 6yI1o 3anaTeHTOBaHO
«Po3BaxkanbHUN TPUCTPIA HA OCHOBI €JIEKTPOHHO-TIPOMEHEBOI TpyOkm» Tomaca
['onacwmita Ta Ectina ManHa, 1110 BBaXKA€THCS MEPIINM CIIEHIATIbHO MPU3HAYEHUM JJIs1 TPU
MPUCTPOEM, 1110 BUBOAUB 300pa’KEHHS Ha €KpaH, TOOTO «B1I€OTPOIOY.

Ha nouatky 1950-x pokiB cTBOpIOBaJIMCA CIEL1ai30BaHI KOMIT'IOTEPH Ha 3pa30K
Nimrod 3HOBY  Taku 1715 rpu B HhoMY 1 Bertie the Brain 1 OXO st rpu B XpecTuku-
uyniku. Tennis for Two, po3pob6iena dizukom Binbsimom Xirino6oram, iMiTyBaia rpy B
TeHIC 3 TrpadiuHuM 1HTep(deiicoM, BUKOPUCTOBYIOUM aHAJIOTOBUU KOMIT'IOTEp 1
octiiorpad sk 3aci6 BuBe/ieHHs B peasibHOMY daci. Y 1948-1950 pokax Amnan T'topiHr 1
JeBin YammnepHayH po3poOHIId aJITOPUTM IIIaXOBOI IPpH, MPOTE KOMITIOTEPH HA TON 4yac
OynM HEJAOCTaTHbO MOTYKHUMHM, 1100 peanidyBaTH 1€l aiaroput™m. bpuTaHCHKHI
xypHanict Tpicran JlonoBan y kuu3l Replay: The History of Video Games onucyBas
1950-1 poku sk «JIecATUIITTA (aabCTapTiB», OJUHUYHUX MPHUCTPOIB, CTBOPEHUX Y
€MHOMY €K3eMIUISP1 I BUCTABOK Ta PO310OpaHMX Mi3HIIIE — TBOPII IIUX MPUCTPOIB

BIJIKM/TAJIN 17I€10 KOMITFOTEPHUX 1rOp SIK MIOPOKHIO BUTPATY Hacy.
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[TpoTsirom 1960-1970-x pokiB B YHIBEPCUTETCHKOMY Ta HayKOBOMY CEpEIOBHIIII
CILIA mponoBxyBasii CTBOPIOBATHCS Pi3HI ITpH - K HABYAJIbHI IPOTPaMH, K BIIPABH Yy
IporpamMyBaHHi Ta IIPOCTO IS pO3BATU CTYIEHTIB. [XHs KiNbKiCTb i CKIaAHICTh 3pOCTalH
B MIpy TOro, sIK KOMM'IOTepu (MeWH(]peiiMu) cTaBaiu Bce OUIBII JOCTYIHUMH, 3
PO3BUTKOM MOB IPOrPaMyBaHHS Ta MOSIBOIO MEPIINX KOMITIOTepHUX Mepex (ARPAnet),
10 J03BOJISIIA KOPUCTYBauyaM B3a€MOJIIATH OJMH 3 OJHHUM Ta JUIMTUCS MpOorpamMaMu.
Cucrema enexktponHoro HaBuanHsi PLATO, oco6mmBo i3 3amymenoro y 1972 pori
nokomHHs PLATO IV, craia oco0auBO 3pydHOIO Il MOJIOHUX TPOEKTIB — Ha Hil
3'SIBUJIMCSL BIAcH1 Bepcli Spacewar! 1 maxiB, po3paxoBaHl Ha 0araro KOpPHCTYyBauiB
ctpareriudi 4X-irpu Ha kmrtant Empire 1 Star Trek (1972); apganTarnii HacTIIbHUX
ponwsoBuX irop tumy Dungeons & Dragons - dnd [en] (1974) ta pedit5 [en] (1975).
Oregon Trail (1971), narmmcana nns meiindpeiimy HP 2100, nepenbaunna cumynsaropu
BkuBaHHs; Maze War (1973) ta Spasim (1974) cranu nepmimMu TPUBUMIPHUMU
koMmm'torepaumu irpamu [4]. TexcroBa rpa Colossal Cave Adventure (1975) s
MmeitHppelimy PDP-10, mo noennyBaia y co0i CUMYJIATOP CIIENI€OJOra Ta €JIEMEHTH
dentesi Ha kmtanT Dungeons & Dragons, Biakpuiia IT0pory Jjisi KBECTIB 1 interactive
fiction. fIxkmo mepuri koMm'roTepHi posboBi irpu, sk dnd 1 pedit5, Oynu BigHOCHO
NPUMITHBHHMH, 1X CITAIKOEMII CTaBAIM BCE CKJIAJHIIIMMU - irpd Ha Kintaiat Moria[en]
(1975), Oubliette (1977) 1 Avatar[en] (1979) BukopucTOBYBaJid B)K€ BHJ Bij IepIIoi
ocoOM, CKiIaaHI OararopiBHEBI Mi3eMeUisd Ta Oe3/id mapameTpiB [Jisl HalallTyBaHHS
MIEPCOHAXKIB.

VY 1981 crapryrots nponaxi nepimoro [1K Bix ¢ipmu IBM, a HacTynmHOro poky y
KOPHUCTYBAUiB 3'SBJISIETbCSI MOKIIUBICTh Npua0aTH 8-01TH1 koMi'torepu Commodore 64 1
ZX Spectrum, siKi B’&€ MOTJIM MOXBAJIUTUCS KOJIBOPOBUM 300pakKeHHSIM. 3Ba)Kalouu Ha
KOHKYPEHTOCIPOMOKHY WiHY, AomMaiHl [IK mouyMHarOTh BHUTICHSATH 3 PUHKY ITPOBI

KOHCOJI1 JIPYTOro MOKOJIIHHSL.



6 uyepBHs 1984 poky CBIT mMoOayuB JIETEHIAPHY TPy

Pucynok 1 ZX Spectrum

nporpamictoMm OnekcieMm [TaxXuTHOBUM.
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Pucynok 2 Tetpic Toai i 3apa3

«Tetpic», po3pobieHy
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1985 OyB Ham3BUUYAWHO OaraTuii Ha IrpU-IIEAEBPU, IO BIUIMHYJU HA 1HIYCTPIO.
"Super Mario Bros.", "Battle City", a Takox "Habitat" - omnnaifH-rpa, 10 crajia

pooOpa3oM cydacHoi cepii Sims.

Pucynox 3 Irpu 3 cepii Mario

VY 1986 pori BuxoauTs JierenaapHa npuroguuiibka rpa The Legend of Zelda, sika
BBAXKAETHCS OJIHIEIO 3 TPbOX HAMKpalMxX IrpoBUX cepiii BCix yaciB. Y I1ed yac
3apOJIKYETHCS LIKABUM KaHp — «SIMOHCHKI poiboBi irpu» (JRPQG), siki kapauHanbHO BiJ
3axiguux PIII. [Teprma jJRPG — Dragon Quest.

VY 1987 porii KOMIT'IOTEPHI B1IEOKAPTHU MOYMHAIOTH MIATPUMYBATH HOBHM CTaHAApT
VGA (256 konbopiB), 1110 3p00OMIO Bifeoirpu 0apBUCTUMHU Ta BCE OUIBII CXOXUMHU Ha
cydacHi. ¥ 11e# ke Jac OyJia CTBOpEHa mepiia KoMI'toTepHa 3BykoBa kapta AdLib, 1o €
1I€ OJJHUM SIKICHUM KPOKOM Ha IIJISXY €BOIIOLIT 1rop.

3'sBunacs rpa "Maniac Mansion" - mepma npuroga, 1€ Uil YIpaBIiHHS
BHUKOPHCTOBYBaacs Komm'toTepHa muina (iHTepdeiic point-and-click), a He TekcToBi

KOMaH U, sIK paHiIle.
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Takox y e yac O6yna crBopena nepia «Final Fantasy», mo ctana npadarbkom
cepii oaHi€i 3 HannonysipHimuX JRPG y cBiTi.

Y 1991 pomi O6yno crBopeno jerennapHy "Sonic the Hedgehog", mio crana
cumBosioM Tuiatopmu Sega. Takox 3'SBHBCSI HOBWIA KaHp - "TJIoOambHI cTparterii”,
nioHepoM sikoro craia 3Hamenuta "Civilization".

UeproBoro 3HAYHOIO BIXOI0 €BOJIIOLIT BiICOITOP CTaB TPUBUMIPHUM IIIyTEP 3 BUIOM
Bi nepioi ocoou «Wolfenstein 3Dy, mo BuiimoB y 1992. 3'sBuBcs etanoH ¢palTUHTIB
«Mortal Kombaty», a Takox nepina ctparerisi B peanbHoMy 4aci (RTS) «Dune 2» Ta

nepia xoppop-rpa Alone in the Darky.

10 172100 7 1007 90

Pucynox 4 Wolfenstein 3D

FLOOR| SCORE |LIVES ﬁ' HEALTH AMMO

VY 1993 pori cripaBy "Wolfenstein 3D" npogosxuB kynsToBuit mryrep "Doom",
KWW CTaB "3aKOHOJIABIIEM MOJ" cepell Irop aHAIOTTYHOTO KaHPY.

VY 1994 porri 3'SIBASIOTECS KOHCOJII M'SITOTO TTOKOIIHHS, HAWKPAII[OI0 3 SKUX CTalia
Sony PlayStation. B 1ieii »xe uac Blizzard cTtBoproe cBiit nepmmii menesp Warcraft: Orcs

and Humans - RTS, 110 cTana ogauM 3 JiaepiB KaHPY.
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Pucynok 5 Warcraft

1995 tex OyB OaraTwii Ha HOBUHKH: 3'IBUJIAcs MOMYJSpHA MOKPOKOBA CTPATEris
Heroes of Might and Magic, ronouna cepist Need for Speed, na [1K Buiios nerennapauit

KBeCT Myst.

32MOK

Pucynox 6 Heroes of Might and Magic
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Y rpi "Highlander: The Last of the MacLeods" Oyno Bmepie 3acTOCOBaHO
TEXHOJIOT1I0 3aXOIJICHHSI PyXY, IKa BAKOPUCTOBYBAJIACS paHille Julle y piibMax.

1996 pik. byna Bunymena Voodoo I - mepima Bineokaprta 3 miarpuMkor 3D-
MIPUCKOPEHHS, 110 J1aJI0 TIOTYKHUH MOIITOBX JI0 PO3BUTKY TPUBHMIPHHX ITOP, TAKUX K
Duke Nukem 3D, Command & Conquer: Red Alert, Tom Raider, Resident Evil, Diablo.

1997 pik. Ilepma mo-crnpaBkXHROMY MacoBa 1 yCIHIITHA po3paxoBaHa Ha Oarato
KopuctyBauiB oHnaH-Tpa Ultima Online mabupae momysnsipHicTs (pyoixx B 100 000
rpaBIiB OyB JOCSATHYTHH Bxe HacTynHoro poky). Came 1997 moxxHa BBakaTu
BIJINPABHOIO TOYKOIO B MOMMyJisipu3alii mepexxkeBux irop. Tomi >k OyJio BHUIIYIIEHO
kyasToBy PIII" Fallout.

1998 pik. «Half-Life» - meprina rpa, B siKiii CHOXKET MOJaBaBCs O€3MOCEPEIHBO
BCEpEMHI reimIuiero 0e3 BimeoBcTaBOK Ta Tekcry. "Starcraft" i Grand Theft Auto™
(GTA) nobaumiu CBIT TEX CaM€ IIbOTO POKY.

2002 pix. Buxoauts Tpetuna KynbToBoi cepii PIII" mix Hazoro The Elder Scrolls
III: Morrowind, 1m0 3aa€ HOB1 CTaHAAPTU POJILOBUX ITOP: BEIMYE3HUI BIIKPUTUI CBIT,
mpopo0JicHa cUCTeMa IIPOKadyBaHHs IEepCOHaXka, IikaBa crokeTHa JiHifA. [lounHae
HaOupaTu nonyJsipHicTs "Dota" - rpa, o npencrasise MoaUQIKaIIIO OJHIET 3 KAPTOK
"Warcraft I11".

2004 pik. Y ueti yac Oynu crBopeni «Far Cry» — poloHa4abHUK JIETeHJapHOT cepii
IIyTepiB BIJ Mepuoi ocoOu y BIJIKPUTOMY CBITI 3 YYyJIOBOIO Tpadikoi Ta IEIKUMHU
YHIKQIBHUMHA TEUMIUICHHUMHU O0COOJNMBOCTAMH, a Takok HaimacoBima MMORPG
«World of Warcraft».

Y 2005 pomi Buinuia "Fahrenheit: Indigo Prophecy" - rpa-meneBp, uio
MIPEICTABIISIE COOOI0 IHTEPAKTUBHUM (17bM 3 O€3/T194I0 KIHIIIBOK Ta BapiaHTIB PO3BUTKY
MTO1M.

VY 2007 porri BUKIILIM TaKi 3HAUYIII irpH, K «Crysis» (Kpaliia Ha Tol Jac rpadika),
«S.T.A.L.K.E.R.» Ta «Bioshock».

2008 pik. Po3BuTOoK MOOIIBHMX Bijeoirop OyB MOB'I3aHMI 3 MOSIBOIO ABOX

HalOpIMX Mara3uniB App Store 1 Google Play.
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2009 pik. Iaai-rpa Braid HaOyBae momyiasipHOCTI, 110 MiAIITOBXY€E HE3aICKHHUX
PO3pPOOHUKIB HAa CTBOPEHHS IHIIMX IMOMIOHMX MPOEKTIB, SKI MOYMHAIOTH 3MaraTtucs 3
BiJICOIrpaMHU BEJIMKHUX KOMITaHiH.

2011 pik. Buxonute nerennmapna iHgi-rpa «Minecrafty y skaHpi «IICOYHHUILS»
(OymiBHHMIITBO 3 BUIJISIIOM Bif mepiioi ocodn), a Takox « TES: Skyrim» — nponoBxeHHs
onHiel 3 HaMnomysspHimux PIIT y cBiTi.

2015 pik. byna Bunymena The Witcher 3: Wild Hunt - naiixkpama PIII" 3a

MOTHBaMH CJIOB'SSHCHKOTO (PeHTE31.

o
S
. %

Yekopusea flessin Shif
MpbirkyTs Mpobe;
BegpMaybe yyTbe [3aats

Nopossars nowags X

Pucynok 7 The Witcher 3: Wild Hunt

2016 pik. Blizzard Bumyckae «Overwatch» - opuriHajabHUN poO3paxoBaHUN Ha
Oarato kopuctyBauiB mytep 3 enementamu PIII i cTparertii.

2017 pik. 3apoKyeTbCcs HOBUM ITpOBUN KaHp LIYTEpIB HAa BHIKUBAHHS -
"KopoJliBCbKa OuTBa", SACKpaBUM MpPEACTABHUKOM SIKOIO € HaJMONyJisipHa TIpa

"PlayerUnknown's Battlegrounds".
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2016 pix. CyTTeBOro po3BUTKY HaOyBae irpoBa iHAYCTPIsl BIpTyadbHOI peaJIbHOCTI,
YoMy CHpHsB BUX1J Ha pUHOK Takux VR-rapuityp sik Oculus Rift, Sony Playstation VR,
HTC Vive (2015 p).

3a 1eit yac Oynu BumynieHi Taki 3Hauymn VR-mpoektu sk The Elder Scrolls V:
Skyrim VR, Doom: VFR, Fallout 4 VR. ¥V mpomy * poii cBiT OyB «3aXOIUICHHID»

BijoMo10 AR-rpoto «Pokemon Goy.

1.3 OcHOBHi TeXHOJIOTii CTBOPEHHS irop

[Iponec po3poOku rpu 3a3BUYall BKIIOYAE TaKi €Talu:
e [lixroroBka («mpenpoaakirH» Big aHTi. pre production);
® VYTOYHECHHA IreMMIU3alHYy;
e BupoOHuUITBO;
e [linTpumka.
ETanu MoXyTh 3MiHIOBaTHUCS B 3aJIEKHOCTI B1J] repeBar GpipMu Ta 0COOIMBOCTEN
MIPOCKTY.
[IpoextyBaHHs
1. Mera: - Ines, - Kanp, - CeTTHHT.
2. 3aci6: - IIporpamuuii koj, - IrpoBuii 1BUTYH.
TBopuicTh
3. IrpoBa mexanika: - O0'extu, - KepyBanns, - pizuunuit ABuryH, - 1.
4. PiBHi: - Po3rairyBanHst 00'€KTiB (JIeBEIAU3alH).
5. I'padika: - aptu, - 2D, 3D moxemni, - aHiMarii,
- ponu, - cnenedexT, - opopMIICHHS EKpaHy Ta MEHIO.
6. CI0KeT: — CKPUIITH, MMO/I1i, — 1aJIOTH, OTIOBIJaHHs, — B1JICOBCTABKH.
7. 3ByK: 3ByKOB1 €(pEKTH, My3HKa, 03ByUKa.
Bupauns
8. BimmumidyBanus: - 3BeneHHS maTepiany (a-Bepcis), - YcyHeHHs moMuiok (b-

BepCis).
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9. [Iponax: pexiama, JIOKai3allisi, CACTEMA IPOJAKY.

10. IlinTpumka: - Bunyck natdis, - Bumyck g0moBHEHB.

CTBOpeHHsI IrpOBOr0 Marepiany (HarmoBHEHHS, KOHTEHTY) - 1€ CyTO TBOpYa
YacTMHA TPOIECY, a MPOTpaMHHUM KOJ MOKHA BBaKaTH 1HCTPYMEHTOM. Y TaKOMy
BUIIAJIKYy IPOTPaMHHUI KOJ € KapKacoM (CKeleToM), Ha AKUH OyIdyThb HaHH3yBaTHUCS
pe3yJIbTaTH BCIX HACTYITHUX €TaIliB PO3POOKH.

[{um eTarmom 3aliMarOTHCSI TPOTPAMICTH.

Hacammniepes ciijn BuOpaT MOBY MporpamMyBaHHsI, SKa HaM HalO1IbIIIe 1 IX0IUTh.
[Ticnst poro yekae Bakka 1 KOIITKa poOOTa 3 HallMCaHHS IPOrPaMHOr0 KOAY, 3JaTHOIO
OlepyBaTH JIBOBUMIPHHUMH a00 TPUBUMIPHUMHU O0'€KTaMU Y IMPOCTOPI, IMPHUB'SI3KOIO
300paxeHb Ta 3BYKIB. /[l CTBOpEHHS BIPTYalbHOI'O TPUBHUMIPHOTO MPOCTOPY
JIOBEAETHCSI BAKOPUCTOBYBATH CKJIaJHI r€OMETpUYHI (POPMYJIH 171l TOOYA0BH MPOEKIIii
3D-00'exktiB Ha miomuHy. [lo Xomy po3poOKu mOBeAEThCS BHBUMTH BCi (popmaru
300pakeHb Ta ayaio(]aiiiiB, BCUISIKI KOJEKHU Ta KOJTyBaHHS.

bnaro, B Ham yac MoO)KHa JOBrO HE MOpATHUCS 3 HAMHMCAHHSAM HHU3BKOPIBHEBOI
IpOrpaMHOi YacTWHHU, a BiApa3y * CKOPUCTATHUCA TOTOBUM MPOTPaAMHUM MOJYyJIEM
(irpoBUM JIBUTYHOM), JI€ B)K€ peajizoBaHi 0a30Bi (DyHKIIIi, 3/1aTHI MOB'SI3aTH BOEJIUHO
rpadiky, 3BYK, 00'ekTM Ta iXx pyxu. TakumM ymHOM BHOIp MOBH NIPOrpaMyBaHHS
3aMIHIOETHCS 1HIIOIO AMJIEMOIO - BHOOPOM TOTOBOTO irpOBOTO JBUTYHA.

3acToCyBaHHS ITPOBUX JBUTYHIB I1I€ HE 3BUIbHSIE TOBHICTIO BiJi BUKOPUCTAHHS
MOCJIYT MPOTPAMICTIB, ajie 3BOJIUTH X 70 MiHIMyMy. CTaHIapTHUN TIPOTrpaMHUI MOTYJIb
11e JOBEIEThCS HATAIITYBATH ITiJ ceOe, 10AaTH IIIOCh CBOE, 100 ITPOBHIA TPOEKT BUNIIIOB

OUIBII YHIKAJIbHUM.
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2 CHUCTEMMU CTBOPEHHA ITOP

2.1 AnapaTHi BUMOTH 10 CHCTEMH JIJIAA PO3POOKH irop

Po3pobka irop — JOCUTh HIMPOKE MOHATTSA, SKE BKJIIOYAE MOOLIBHI IrpalikH,
apKaay 1 JOCUTh MACHBHI MPOEKTH 3 BIPTYalbHOIO pealbHICTIO. € 1 MMPOKU BUOIp
neuryHiB - Unity, Unreal Engine, CryEngine, Lumberyard a6o 6ynp-axuit inmmii. Koxxen
3 HUX MIATPUMYE KiIbKa MIaTdopMm, Tak 10 BUOUPATH KOMIT'IOTEP CIif Iif matgopmy,
a He M1 ABUTYH.

Jliist TecTyBaHHS Ta po3pOoOKU MOTPIOEH IrPOBHI KOMI'TOTEP, MOTYKHICTh SKOTO —
OpPIEHTOBHI CHCTEMHI BUMOTM + 1 MOKOJIHHS, MO0 MOXxHA OyJo TecTyBatu 0€3
onrtumisaiii. Bizeokapra i nmpoiecop TyT IrpatoTh TOJIOBHY POJib, y TOHM ke Yac KUIbKICTh
OTepaTHBHOI MaM'sATi Ta 0OCIT HAKOMMYyBavya HE TaK BaXKJIMBUIA.

Tak, cyuacni pimenHs Big NVIDIA OynyTs KOpHUCHI HE TIIBKH HpU PO3pOOII
KOMIT'FOTEpHHUX irop, JojaatkoBi pyHkiii NVIDIA Studio 6yyTh KOpHCHI IPU CTBOPEHHI
pPEKJIAMHUX POJIMKIB, a TAKOX MPU BUOOP1 HAOOPY TEXHOJIOTIH JJIsl peasizallii OCHOBHHUX
eJIeMeHTIB rpadiku, Hanpukiam, TpacyBanHg mpoMeHiB NVIDIA RT s ctBopeHHs TiHi.

bazoBa kapra NVIDIA RTX 2060 SUPER 3a0e3neunTh NpUAHATHUN PIBEHb
MPOJYKTUBHOCTI MTPU CTBOPEHHI TPUBUMIPHOI I'padiku Ta TECTYBAHHI I'PH.

Komm'torep na 6a31 NVIDIA RTX 2070 SUPER Bxe Moxe BBakaTHCS
OPOCYHYTHM, ISl KapTa 3 MIATPUMKOIO IHTENEKTyaJbHOTO TpacyBaHHS TMPOMEHIB Ta
BIPTyaJIbHOI PEAIbHOCTI JI03BOJIUTH CTBOPIOBATH OUIBINI BaXKK1 IrPH Ta HABITh HEBEJIMKI

MPOEKTH, 3acHOBaHi1 Ha VR.



Ta6nuna 1 I[lopiBHsIbHA TaOIUIA XapaKTepUCTHK BigeokapT NVidia
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GEFORC GEFORC GEFORC
GEFORC |E RTX | GEFORC | E RTX | GEFORC | E RTX | GEFORC | TITA
E RTX | 2060 E RTX | 2070 E RTX | 2080 E RTX|N
2060 SUPER 2070 SUPER 2080 SUPER 2080 TI RTX
TakToBa 1 365/1|1 470/1|1 410/1|1 605/1|1 515/1 |1 650/1|1 350/1|1
4acToTa, 680 650 620 (FE: | 770 710 (FE: | 815 545 (FE: | 350/1
MI: 1 4101 1 515/1 1 350/1 | 770
6azoBaly 710) 800) 635)
po3ToHi
TenzopHi 240 272 288 320 368 384 544 576
spa
RT simpa 30 34 36 40 46 48 68 72
Yacrora 1750 1750 1750 1750 1750 1750 1750 1750
mam'sti, MI'1g
00’em, I'6 6 8 8 8 8 8 11 24
IlikoBa 6,5 7,1 7,5/79 (y | 9 10/10,6 (y | 11,2 13,4/14,2 | 19,9
TIPOTYKTHUBHIC Bepcii Bepcii (y Bepcii
Tb FP32, FE) FE) FE)
TFLOPS
Ipomyckua 336 448 448 448 448 496 616 672
3IATHICTh
Bigeomnam'siTi,
I'e/c
TDP, Br 160 175 175/185 215 215/225 250 250/260 280
(FE) (FE) (FE)
Jnsa iHai irop migidae OyAb-sfika KapTka, aje i poO0OTH 3 BaXKKUMU

TPUBUMIPHUMHU CLEHaMHU a00 BIPTYyaJbHOIO PEAJIbHICTIO, Kpallle 3BEpPHYTH yBary Ha

ToTOBI pimenHs, Hanpukiag, RTX 2080 SUPER a6o RTX 2080 Ti.

[I{o6 TexHosoris Oyna koM(pOpPTHOIO, a onepallii 3 KOMIUIALIT He 3aliManu 6arato

qacy, NoTpiOeH MoTyKXKHUK mporecop. Joope miaiiayTs kaminmi Bix Intel, Hampukian,

JUIsl CTBOpPEHHST MOOUTRHOT Tpu abo apkamau — Core 15, ane nas pobOTH 3 TEKCTypaMu

BEJIMKOI PO3JIIILHOI 3IaTHOCTI Ta EMHUMU TPUBUMIPHHUMH CIIEHAMU, TO Kpalie BUOpaTu

Intel Core i7 9-01 abo 10 cepii.

Po3poOka mpoeKTiB 13 BIPTYaJIbHOIO PEaIbHICTIO PEKOMEHIYEThCSI Ha TIPOLIecopax

19 3 npuctaBko X, M0 € JECKTOIMHUM aHAJIOIOM CEPBEPHUX PIllIEHb JJII CTBOPEHHS

HAJNPOAYKTUBHUX POOOUYMX CTaHIK. TakoX Takl mporecopu nodpe MigiiayTh is
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HOIATPUMKH CEpBEpPHOI YAaCTUHM OHJAWH 1rop, SKIIO IUIAHYETHCS CTBOPEHHSA
MYJIbTUIUIEEPA, KU MOKHA BUAUINTH TOJOBHHY MOTY>KHOCTI Ha MOTpeOM cepBepa 1
IPAIIOBATH HA TOTY>KHOCTSX, 10 3AJIUAIIHIIUCS.

Haiimenmie omepatuBHoi mam'sati - ne 8 Gb, ang 3BuYaitHOT poOoTu
pexomeHayetbes 16 Gb, a SKIIO TMIaHYeThCS CTBOPEHHS TPUBHMIPHOI TpH, TO 32.

YacToTa HE Ma€ BEIMKOIO SHAYCHH:A, Kpalll¢ CKOHOCHTPYBATUCA Ha 00'eMi.

CrabipHICTh MaM'saTi 0e3MoCepeHBO 3aJIeKUTh B1J MMPOAYKTUBHOCTI. Ha manuit
MoMeHT y komm'torepax HyperPC naituacrimie BukopuctoByeThes mam'sith HyperX, sika
3apeKOMEH/TyBajia ce0e 3 MO3UTUBHOTO OOKY.

HakommmuyBau juist po3poOku irop Ta Oyab-sKOi 1HIIOT MisiibHOCTI y cdepi IT
npocto notpiOHuit SSD nuck. IlepeBaxkni SSD m.2, TOMoBiI Mojeli 3 TaKUM THUIIOM
M1JKIFOYEHHS MOKYTh PO3BUMBATH IIBUIKICTh YUTaHHs/3anuCy 10 3,5 Gb/s. Takuii piBeHb
npoaykTuBHOCTI Tokaszye Samsung 970 EVO Plus, a Takox Ha piBHI 3aJUIIAETHCS
mozenb Kingston A2000 31 mBuakictio a0 2,2 Gb/s.

{06 po3mmpuTu o6csT mam'sati, MokHa toAaTu B cuctemy HDD abo BcraHoBuTH
B JIOKQJILHY MEPEIKY, IK OKPEMHI IPUCTPIi, IO AACTh MOKIIUBICTh OTPUMYBATH JI0 HHOTO
JIOCTyn B Oyab-siKMH yac 3 OyIb-sIKOro neBaiica. A mepexeBuil amantep (Gigabyte
Ethernet naBHO cTaB y»e 000B'I3KOBUM aTprOyTOM OyAb-SKOi IPOBOT MATEPUHKH, TOMY
HIBUKICTh JOCTYIy OyJie CTablIbHO BUCOKOIO.

Unity € MIXIIaTpOpMEHUM CEPEIOBUIIEM PO3POOKH KOMM'IOTEPHUX I1rOp, IO
po3pobieHe amepukaHcbkoro kommaniero Unity Technologies. Unity mo3Bossie
CTBOPIOBATH NPOrpaMH, L0 MPAIIOI0Th HAa OUIbII HDK 25 pi3HUX miatdopmax, 1o
BKJIFOYAIOTh MEPCOHAIBHI KOMITIOTEPH, ITPOBI KOHCOJI1, MOOUIbHI TMPUCTPOI, IHTEPHET-
nporpamu Ta iHm. Bumyck Unity BigOyBcst y 2005 potii 1 3 TOro 4acy TpuBa€ NOCTIHHUN
PO3BHTOK.

MiniManbHUMH cucTeMHUME BuMoramu Unity e:

e Ilponecop: Oaratosinepuuit Intel abo AMD 13 miaTpUMKOI0 HAOOPY IHCTPYKIIIN

SSE
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e Bineokapta: 3 marpumkoro DX10, DX11, abo DX12
e Omepamiitaa cuctema: Windows 7 (SP1+) / 10 64-po3psiana.
[Iporiecop € 0gHUM 3 HAWBAXJIMBIIIUX KOMIIOHEHTIB POOOYOT0 KOMIT'IOTEpa s
po3poOku B Unity. JIJis BUKOHAaHHS IHTEHCUBHUX 3aBJaHb, SIKUM NMOTPIOHO Oararo yacy,

3HaJOOUTHCS TPOIECOP 3 BEIMKOIO KUTBKICTIO SIACP.

J11s G1TBIIIOCTI KOPUCTYBaUiB 4y0BUM BuOopom Oyze 12-aaepuuiit AMD Ryzen 9
5900X. Ileit mpomecop mae 12 saep Ta 24 TOTOKH, MmO 3a0e3neduye BiAMIHHY
MPOYKTUBHICTB. SIKIO A03BOJISIE OOKET, MOKHA IPUIUBUTHCS 110 16-simepHoro Ryzen
5950X.

Tum, KoMy TOTpiOHA MAKCHMaJbHO MOKJIMBA TNPOAYKTUBHICTh IS
0araTonoTOKOBHX 3aBjaHb, TAKUX K poOOTa 3 OCBITJICHHSIM a00 KOMIMUISIIIEID MOKHA
pekomenayBatu AMD Threadripper 3960X, mo Ha 25% mBuame, Hixk Ryzen 5950X y
Takux 3aBAaHHsX, a Threadripper 3970X ta 3990X OynyTs 1ie mBuamie. Ciij 3BepHYTH
yBary, 1o i Npouecopy MOXXYyTh OyTH TPOXH MOBUIBHIIIMMH B 1HIINX 3aBAAHHSAX, TOMY
pekoMeHayeTbesl BHKOopucToByBath Threadripper TinbKM THUM KOpUCTyBadam, SKl
BUTPAYAIOTh OaraTto 4acy Ha CTBOPEHHS OCBITJICHHSI 800 KOMIIJIAIIIIO.

Unity BHUKOpPUCTOBY€E BiJI€OKapTy BHUKIIOUHO ISl BigoOpaxkeHHs rpadiku Ha
expani. bararo npodeciiHux mporpam B IHIIUX 00JIACTSIX BXKE MOYATIN BUKOPUCTOBYBATH
BiJICOKapTy MJIA 1HIIUX 3aBAaHb, aje B Unity 1€ 1ie He peaizoBaHo. Yepes 11e OuIbII
NOTYy>KHa BiJeokapTa aactb BullMd FPS Ha exkpani MOHITOpa, ajie HE MOKPALIUTh
MPOTYKTUBHICTB y pO3pOOIII.

PekoMeHay€eThCS BHKOPHUCTOBYBATHM HACTYMHI BIJCOKApTH UIsi  poOOYOTO
KOMIT'FOTEpa, 3aJIe’KHO Bij OIO/KETY Ta TOTO, UM INIAHYETHCS po3poOka VR-KOHTEHTY:

e NVIDIA GeForce RTX 3070 8 I'b — 15 Bigeokapta MpOIOHYE BIIMIHHY
MPOAYKTUBHICTh 1 Ma€ JOCTaTHIO TMOTYKHICTb IS POOOTH 3 KUIbKOMa AMCIUICSMU
OJTHOYACHO

e NVIDIA GeForce RTX 3090 24 I'b Ha manuii MOMEHT € OJHI€I0 3 HAHKpaIIuX

BIJICOKapT sl po3poOku irop, VR Ta apxitekrypHoi Bizyamizauii. Benukuii oGcsr
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Bijieonam'siTi poOUTH 1i MPUAATHOO JiJI1 poOOYOi CTaHIlii 3 TphbOMa a00 HaBITh YOTHPMA
4K-MoHITOpamMH, a M0JaTKOBA MOTY>KHICTh BIAMIHHO MiIXOJUTH Ui irop 31 ci1aOKoro
OINTUMI3ALIIEIO.

Xoua TouHUM 00CAT He0OX1IHOT ONIepaTUBHOI TaM'SIT1 3aJIeKaTUME Bl KOHKPETHUX
NPOEKTIB 1 BiJl TOTO, Y4 BUKOHYIOTHCS 3aBIAaHHS, II0 BHUMAaraioTh BEIMKOTO 00OCATY
OTICpaTUBHOI MaM'sITi, HAIIPUKJIA I, OCBITJICHHS Oy/IiBIi. PekoMeHay€eThCs:

32 I'b onepatuBHOT mam'sTi Jy1st O1IBIIOCTI KOPUCTYBAUiB

64 I'b + O3V, SK110 CTBOPIOETHCS OCBITICHHS.

[Ipu npboMy cItiji MaTH Ha yBas3i, 110 1€ 0a30B1 peKOMEHAIIl 1 BOHU OXOILIIOIOThH
auie oOcsr ornepaTuBHOI maMm'aTi, HeoOxigHoi st camoro Unity. Skmo dwacto
BUKOPHUCTOBYIOTHCS 1HIII Mporpamu mnapaienbHo 3 Unity, To Moe 3HaJOOUTHUCS 1€
outbmie O3Y y cucreMi, TOMy IO KOXKHIN porpami notpideH okpemuit pparment O3Y.

3 TOYKHU 30py CXOBHINA (3KOPCTKUX AUCKIB) /yisi Unity Moxke OyTH HE HalBaK4uM
JIOJIATKOM J1Jis 30€piraHHsi, ajie BCe K TaKu BKIIMBO MATH IIBUJKE 1 Ha/1iTHE CXOBHUIIIE,

1100 He BIJCTAaBaTH BiJl PEIITH CUCTEMH.
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2.2 OCHOBHI nmepeBarv Ta HeJAOJIKH CHCTEM PO3POOKH irop

TepMmiH «irpoBuii IBUTYH» 3'sBUBCS B cepeiiHl 1990-X y KOHTEKCTI KOMIT'FOTEPHUX
irop »aHpy ILIyTep BiA Mepmoi ocoOM, CXOKMX Ha MOMYJApHY Ha Toil yac Doom.
Apxitektypa nporpamHoro 3abesneueHHss Doom Oyna mobyoBaHa TakKMM YHWHOM, IO
ABJIsIa COO0I0 PO3YMHHUH 1 J0Ope BUKOHAHHMM MOJAUI HEHTPAIbHUX KOMIIOHEHTIB TpU
(HampuKiIaa, miACUCTEMHU TPUBUMIPHOI rpadiku, po3paxyHKy 3ITKHEHb 00'€KTIB, 3BYKOBI
Ta 1HII) Ta TpadiyHUX pecypciB, IFPOBUX CBITIB, IO (OPMYIOTh JOCBIJ T'PaBIl, I'POBI
npaBuiIa Ta iHIIe. SIK HAaCIA0K, 11e Ha0yJI0 IIEBHOI IIIHHOCTI 32 paXyHOK TOT0, IO TTOYaJIn
CTBOPIOBATUCA ITpU 3 MIHIMaJbHUMH 3MiHAMH, KOJHM 3a HAsSBHOCTI 1FPOBOTO JBMKKA
KOMIIaHii CTBOPIOBAJIM HOBY Tpadiky, 30poro, MepCcoHaxiB, MpaBuia rpu Tomo [5].

[Topin MK TpolO0 Ta IrpOBUM JABUTYHOM 4YacTO HEBU3HA4YEHO. JlesKi JBUTYHH
MarOTh PO3YMHHH 1 ICHUM MO, B TOM 5K€ Yac 1HI IPAKTUYHO HEMOKJIMBO BITOKPEMUTH
BiJ rpu. Hanpukian, y rpi ABUTYH MOXKE «3HATW» PO T€, SIK MAJIIOBATH YTy, B TON Ke
yac 1HIIWI JBUTYH MOKE MPAIfOBATH 3 1HIIMM piBHEM aOCTpaxiiii, 1 B HbOMY Jiyra Oyne
OKPEMHUM BUTAJKOM MapaMeTpiB (QYHKIIIH, 110 BUKIHKAIOThCs. OIHIEI0 3 03HAK IrPOBOTO
JIBUTYHA € 3aCTOCYBaHHS apXiTEKTypH YIpaBIiHHA AaHUMU. Lle BU3ZHAYAETHCS TUM, IO
SKIIO Ipa MICTUTH KOPCTKO (PIKCOBaH1 JaHi, N0 BIUIMBAIOTh Ha JIOTIKY, MTpaBuja IpH,
MaJOBaHHS 00'€KTIB TOIIO, TO CKJIAJIHO 3aCTOCOBYBATH JaHE MPpOrpaMHe 3a0e3MeUeHHs B
PI3HHX ITpax.

binbmiicte IrpoBUX ABUTYHIB PO3POOJICHO Ta HAJNAIITOBAHO JJisi TOTO, 100
3aIlyCTUTH TIEBHY Tpy Ha mneBHIA tiargopmi. | HaBITHh HaWOLIBII y3arajabHEH1
Oararoriat@opMHI IBUTYHU MIAXOASTH U1l TOOYI0BU 1IrOp MEBHOIO KaHPY, HAIIPUKJIIA/,
IIyTepiB mepiroi ocobu abo roHOK. Y IMbOMY KOHTEKCTI MOXKHA CKa3aTH, IO IrPOBHUI
JIBUTYH CTa€ HE ONTUMAJIbHUM MpH HOro 3acTOCYBaHHI HE Mg Ti€el rpu abo Tiel
mwatgopMu, A sKOi Moro po3pooOseno. Lleit edekT mposBAsSETHCS Bif TOTO, LIO
nporpamMHe 3a0e3nedeHHs] € Ha0OpOM KOMIIPOMICIB, 3aCHOBAHHMX HA THUX MPUITYIIECHHSX,
akor0 Mae Oytu rpa. Hampuknan, mpoeKkTyBaHHS PEHACPUHTY BcepeauHl OyIiBelb

npu3Bene 10 TOro, IO JBUTYH, IIBUIIIE 3a BCE, HE Oyne TakuM K€ 0OpuUM st
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BIJKPUTUX HPOCTOPIB. Y NEpLIIOMY BHUIAAKY IBUIYH MOXKE BUKOpUCTOBYBaTH BSP-
JIEPEeBO MJIs1 BiMOOpaKEHHS O00'€KTIB, OJMM3BKUX 0 KaMmepu. Y TOW caMHil dYac s
BIIKPUTUX TMPOCTOPIB MOXKYTh BHUKOPHCTOBYBATHUCS MEHII TOYHI METOJM, 1 HaBITh
HalaKTUBHIIIE 3aCTOCOBYBATHUCS TEXHOJIOT1I MaJIIOBaHHS 3 PI3HOI0 MIpOIO JeTasi3arlii,
KOJIM OLIBII JTajieKi 00'€KTH MPOMAaTbOBYIOTHCSI MEHII YiTKO, OCKIIBKY 3aiiMalOTh MEHIITY
KUIBKICTB TKCEJIIB.

MoskHa cka3aty, 110 ITpOBU ABUTYH - 1 0a30Be MporpamMHe 3a0e3MeueHHs IS
Oyab-sikoi komm'torepHoi rpu. llomin rpu Ta IirpoBoro JABUTyHa JyXK€ 4YacTo
PO3IUIMBYACTO, 1 HE 3aBXKIU CTYJIi MPOBOJATH YITKY MEXY MK HUMHU. AJie, 3arajiom,
TEPMIH «ITPOBHI IBUTYH» 3aCTOCOBYETHCS MJISi TPOTPAMHOrO 3a0e3MeyeHHs, sKe
IpUJIaTHE AJIs IOBTOPHOTO BUKOpUCTaHHS. HaBITh Bike 3 I[bOTr0 BU3HAYEHHSI MOYKHA YITKO
BUJIIJIUTH TE€pUIy 1 HAWrOJIOBHINIY IIepeBara IrpoBOro JBUTYHA - MOXIJIHMBICTh
HEOJHOPa30BO MOro BUKOPUCTOBYBATH sl O€3I114l IPOBUX MPOEKTIB.

OcHOBHI TIpeBary IrpoBUX JIBUTYHIB:

e Bce Bxe 3p00JICHO 3a3/eNerijib, TOMy MOTPIOHO JIMIIE BUKOPUCTATH TOTOBI
IHCTPYMEHTH, 1100 peaizyBaTu HasiBHI 1]1€i

e € CIUIbHOTA - 1HIII PO3POOHHKH, K1 KOPUCTYIOTHCS ITUM K€ IBUTYHOM, MOXKYTh
JIOTIOMOI'TH B pa3i noTpedu. XToch NUIlIE cTaTTi a00 3HIMae ponuku aisg YouTube, Ta i
npocto Ha StackOverflow MokHa MOCTaBUTH TUTAHHS

e binbuiicTsh ABUTYHIB J03BOJIAIOTH B Mapy KIIKIB MOPTYBaTU TPy Ha IHIILY
miatgopmy. [HOAI MOTPIOHO MOBO3UTHCS, HANPUKIAA, AAanNTyBaTH KEpyBaHHS Iif
TauCKpHH a00 reimIia

e € OE3KOLITOBHI BapiaHTH — CKauaB, 1 0pa3y B O1i

e VY O0araThOX JBUTYHIB € MarasMHd 3 TOTOBHUMH CKPUIITAMHU, MOJEIISIMH,
edeKTaMH Ta IHIIUMUA KOPUCHOCTSIMHU.

OCHOBHI MIHYCH BUKOPUCTaHHS JIBUTYHIB:

e [HOAI MOXYTh TpanuTucs Oaru, 3 SSIKUMHA HIYOTO HE MOKHA 3pOOUTH - TUIbKH
YeKaTH, MIOKKW aBTOPH JIBMKKA 1[0Ch BUNPABIAThH

e Mewnire cB00OIH
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e [lpu BuKOpHCTaHHI JABUTYHa HEOOXITHO MOTOJUTHCH 3 JIIEH3IEH — 1HOI
JIOBOJUTHCS IUTUTHUCS YaCTUHOIO MIPUOYTKY

® ABTOpPH MOXXYThb KHHYTH a00 IepepOOUTH YITHOOJCHUH ABUKOK

e V ckiaai nmakety Moxe OyTu 6arato Toro, IO HIKOJU HE 3HAJOOMThCS, a IIe

30UTBIITY€ PO3MIp TPH.

2.3 OcHoBHi nepeBaru Ta Hegojiku Unity

Unity — wmikmuiatrgopMHe cepeloBHIE PO3pOOKH KOMI'TOTEpHHX irop [6],
po3pobieHe amepukaHcbkoro Kommaniero Unity Technologies. Unity no3Bossie
CTBOPIOBATH NPOTpaMH, IO MPAIIOIOTh HAa OUIBII HDK 25 pi3HUX miatdopmax, 1o
BKJIFOYAIOTh MEPCOHAIBbHI KOMIT'FOTEPH, ITPOBI KOHCOJI1, MOOLIbHI MPUCTPOi, IHTEPHET-
nporpamu Ta iHmi[3]. Bumyck Unity BinOyBcst y 2005 porri i 3 TOro 4yacy TpHUBa€
MOCTIMHUI PO3BUTOK.

Ha Unity Hanucasi Tucs4l 1rop, Iporpam, Bizyai3amili MaTeMaTUYHUX MOJENEH,
K1 OXOIUTIOIOTH Oe3nmiu miatdopm 1 xaHpiB. Y 1pomy Unity BUKOPHUCTOBYETHCS SIK
BEJIMKUMH pO3pOOHUKAMHU, 1 HE3AJICKHUMH CTYIISIMH.

OcHoBHuMU niepeBaramu Unity € HasiBHICTb BI3yaJbHOT'O CEPEAOBHILA PO3POOKH,
MDKIUIATGOPMHOI MIATPUMKH Ta MOMIYJIBHOI CHUCTEMHM KOMIIOHEHTIB. Jlo HEmOJIKiB
BIJIHOCAITh MOSIBY CKJQJHOUIIB MpU poOOTI 3 0OaraTOKOMIIOHEHTHUMH CXEMaMH Ta
YTPYAHEHHS TIPH MIAKITIOYSHH] 30BHIMIHIX 010J110TEK.

Sk mpaBuio, IrpoBUM ABUTYH Hajae Oe3nmiy (yHKLUIOHATBHUX MOXJIMBOCTEH, 110
JO3BOJISIIOTH 1X 3aAisiTU B PI3HUX Irpax, B sIKI BXOJSATh MOJENIOBaHHA (PI3MUHUX
CEpeNlOBUII, KapTH HOpMaJei, NUHAMIYHI TiHI Ta Oarato iHmoro. Ha BimMiHy Bix
0araTtboX IrpoBUX ABMXKKIB, Unity Mae 1B1 OCHOBHI MepeBaru:

e HasBHicTb Bi3yaJIbHOTO CEPEIOBHINA PO3POOKH

e MixmiaThopMeHHY MATPUMKY [7].
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[Tepuii hakTop BKIIIOUAE HE TIIBKH IHCTPYMEHTAPiH Bi3yaJIbHOI'O MO/JICTTFOBAHHS,
a 1 IHTeTpOBaHE CEpPEeOBHUIIE, JTAHIIOKOK CKJIaJaHHs, 1[0 COPSIMOBAHE HA MiABUIICHHS
MPOYKTUBHOCTI PO3POOHUKIB, 30KpEMA €TariB CTBOPEHHS MPOTOTHUITIB Ta TECTYBAHHS.

[Tig MixkTIaTHOPMHOIO MiITPUMKOIO HATAETHCS K MICIS pO3TOpPTaHHA (YCTaHOBKA
MIEPCOHATLHOMY KOMIT'FOTEPi, Ha MOOUTEHOMY TIPUCTPOi, KOHCOJI TOIIIO.), a i HABHICTh
IHCTpYMEHTapII0 po3poOKHU (IHTETPOBAaHE CEPEIOBUINE MOXKHA BUKOPHCTOBYBATH ITiJl
Windows 1 Mac OS).

Tpetboro nepeBaroro Unity 4acTo Ha3UBarOTh MOJYJIbHY CHUCTEMY KOMIIOHEHTIB
Unity, 3a J0MOMOTOI0 SIKMUX BiIOYBa€ThCS KOHCTPYIOBAHHS IrpOBUX OO'€KTIB, KOJHU
OCTaHHI € KOMOIHOBAaHMMM NakeTaMHd (PYHKIIOHAJIbHMX eJeMeHTiB. Ha BiaMmiHy BiA
MeXaHI3MIB ycnaJKyBaHHs, 00'ekTu B Unity CTBOPIOIOTBHCS 3a JAOMOMOTOI0 00'€ JHAHHS
(GyHKIL10HATBHUX OJIOKIB, @ HE IOMIIIEHHS Y BY3JIM JepeBa yCnaaAKyBaHHs. Takuil miaxiz
MOJIETIIY€ CTBOPEHHS MPOTOTHIIIB, 110 € AKTYAJIbHUM IIPU pO3pOoO1i irp.

SIK HEZIOMIK CUCTEMH YacTO HaBOASTh OOMEKEHHS Bi3yalbHOTO peJaKkTopa Iij yac
po00TH 3 6AraTOKOMIOHEHTHUMHU CXEMAaMHU.

Jpyrum HEJO0JIKOM Ha3WBA€TbCA BIACYTHICTh MiATpUMKH Unity mocuianb Ha
30BHIIIHI 010J110TeKH, poOOTy 3 SIKUMH MpOrpamicTamM JOBOJUTHCA HaJIAILITOBYBAaTH
CaMOCTIIHO, 1 1Ie YCKJIaIHIOE KOMaHAHY POOOTY.

[Ile oanH HEMOMIK TOB'I3aHUM 13 BUKOPUCTAHHSM IIA0JIOHIB €K3EeMILISIPIB (aHTJI.
prefabs). 3 ogHoro 00Ky, s KoHuemnuiss Unity NpoNoHye THYYKH MiAXIJ Bi3yaJbHOTO
penaryBaHHs 00'€KTIB, ajie 3 1HIIOr0 OOKY, peJlaryBaHHs TaKWX I1a0JIOHIB € CKJIaJHUM.

Crin BII3HAYUTH TAKOXK, 110 TpU POOOTI 3 OCBITICHHSIM JBUTYH JaMae TiHI.

Takox, WebGL-Bepciss nBWxkKa, B cully cHnenu@ikKd CBO€T apXiTEKTypu
(tpancnsia koxy 3 C # C++ 1 gami B JavaScript), mae psig HEBUPIIIIEHUX TIPOOJIEM 3

MPOIYKTHUBHICTIO, CHOKMBAHHIM MaM'sITl 1 Tpale3aTHICTIO Ha MOOUIbHUX MPUCTPOSIX.
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3 HNPAKTHUYHI ACITIEKTHU CTBOPEHHS IT'OP HA UNITY

3.1 Anagoru rpu «3PER» B :xanpi Tower Defense

Tower Defense € >xanHpoMm KOMI'TOTEPHHUX CTPATETIYHUX 1rOp. 3aBIaHHS TPABIIS B
Irpax MoAiOHOro >KaHPy - PO3MPABUTHUCS 3 BOPOTAMHU, 1110 HACTYNAIOTh, 3BAaHUMU B JESTKUX
irpax «Kpunm» (BiJ aHTI. Creep - «IOoB3y4Ya TBaproka») [8], 10 TOTO, K BOHH MEPETHYTh
KapTy, 3a JI0IOMOTI'00 OY/IIBHUIITBA BEX, aTaKyIOUMX, KOJIM BOPOTU MPOXOAATH IOOIU3Y.
[IpoTuBHUKH Ta BeXi 3a3BUYail PO3PI3HAIOTHCS 32 XapaKTepUCTUKaMH Ta IiHOow0. Komm
BOPOTH TIEPEMOIKEHI, TpaBeIb 3apo0Jisie TPOII Yd Oand, SKi BUKOPHUCTOBYIOTHCS JIJIS
HOKYTIKM UM MOJIEPHI3alil BEX.

[Tinbip Buay BeX Ta iX pO3TaAllyBaHHS — HEBIT'€MHA CTpaTeris rpu. 3a3BUYaii
«TIOB3Yy4l TBAPIOKI» MPOOIratoTh yepes no 100y 1abipuHTY, 110 Ja€ TPABLEB] MOXKIUBICTh
CTpaTeriYHOTO PO3MIIIIEHHS BEX, ajie TAKOXK € B1JIOMI Bepcii rpu, Ha3aH1 iHIHHUME TD,
JIe 3aMiCTh JIAOIPUHTIB BUKOPUCTOBYIOTHCS MPSAMI NUSIXUA. Y JAEIKUX BEPCisiX TpaBelb

MO>K€ caM BHOYIOBYBaTH JIaOIPUHT 13 BEXK Ta OJIOKIB.

Pucynok 8 Onna 3 Bepciit rpu Tower Defense
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[cHyeTh HEeCyTT€EBI BIIMIHHOCTI MIXK PI3HHUMH IrpamMu 1boro tuity. Hampuknan, y
O1TBIIOCTI BEPCI, KOJMM BEXKa MOJCPHIZYEThCA, 11 pajiyc Iii, piBEHb Ta MOTY>KHICTb
30UTBITYIOTRCS oHO4YacHO. OmHak y Bepcii rpu mia Ha3zBoro Onslaught Defence koxen
napaMeTp MoXxe OyTH MOKpAIIeHO OKpeMo. Y JIeSKHX irpax Bopor Moxke boponutucs. B
OKpPEMHX BEpCISIX MapUIPyT MPOCYBAHHs BOpora He OOMEKEHUU Oynb-SKUMH CTIHAMHU.
XBUJII HACTYIYy MOXYTh IMOYMHATUCS 332 KOMAHOIO TpaBIsl (TUM Jal0Ud MOXKJIHMBICTb
CIOKIMHO MATOTYBaTHCS), a0 3 TEBHUM MPOMIKKOM Yacy. MoXyTb OyTH €JIeMEHTH
€KOHOMIYHOI cTparterii (Hampukiaa, MOKHA MO0y yBaTH OaHK, KM y TeOMETpUYHIN
nporpecii 3011bIryBaTUME KOIITH). [I[pOTUBHUKY B pi3HUX ITpax MOKYTh BIAPIZHATHUCS 32
CBOIMH BJIACTUBOCTSMHM - HANPHUKJIAA, JI€IKl 3 HUX MOXYTb OyTH JITAlOYUMH, 1 JUJIS iX
MOpPa3Ky MOTPIOHI ClielialIbHI TPOTUIIOBITPSIHI BEXI.

VY rpi GemCraft po3ainunm Bexi (1 macTKM) BiJl IX aKTUBHUX 3/11I0HOCTEH MO aTalll
(s1k1 3a0e3MmeuyoThCsl JOPOTOLIHHUM KaMiHHsAM). KaMeHl MOXXyTh BUHMATHCA 3 BEX 1
MOE€HYBATHUCS, TOCHIIOIOUUCh TpH 1bOMY. Jl0aTKOBO 3'IBUJIMCS XapaKTEPUCTUKU
IpaBIls, IO PO3BHBAIOTHCS BiJl KapTH JO KapTh. Byke 3'sBUuCSA 1HIN ITpH, $K1
BUKOPHUCTOBYIOTH ITIO 3HAXI1JIKY.

ToOTo MOXHa cKa3zaTd, U0 ICHY€ JOCUTh BEJIMKa KUIBKICTh pI13HOBHAIB Tower

Defense.

3.2 ITocranoBka T3

CtBOpeHHs OYyIb-IKOTO MPOEKTY MOYUHAETHCS 13 PO3POOKH TEXHIYHOTO 3aB/IaHHS,
10 BKJIIOYA€E KJIFOYOBI BUMOTH 10 MaiOyTHHOTO TPOAYKTY. JlJis TpoeKTyBaHHS Tpu
BUKOPHCTOBYETHCS IOKYMEHTAITIA, 1110 BPaxOBYy€ KOHIIEMIII0, crienudikaiito, T3 Ta maax
po6iT. OKpeMo NPOAYMYEThCS AU3AMH, €IEMEHTH TeHMILICI0, MEXaHIKH Ta 1HTErpallii.

Y TexHIYHOMY 3aBHaHHI I MOOUTHHOI TPH JOKJIATHO OIHCYIOThCS BCI
napaMeTpH, Kl KII€HT XOTIiB OM OTpUMAaTH BiJ MailOyTHHOTO MPOIYKTY: BiJl 3arajibHO1

CTHJIICTHKH JI0 MOJI€JIl MOHETH3allli Ta IHCTPYMEHTIB peanizailii. JJoKkyMeHT Ma€e MiCTUTH
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HEe JIMIIIe CYBOpI TEXHIYHI JlaHi, a ¥ MOSCHIOBAaTH OayeHHS MPOEKTYy 3aMOBHUKOM Ta
IIJTHOBOO Ay TUTOPIEIO.

VYHiBepcanpHoro maodnony T3 st MOOUIBHOI TP HE ICHYE, OCKIIBKM BOHO
CKJIQIa€ThCS 1HIMBIAYaNbHO Ui KOXKHOTO TPOAYKTY, aje B JOKyMEHT 3a3BUYal
BKJTFOYAIOTHCS TaKl MyHKTH:

e 3arajbHi BIIOMOCTI

e xaHp rpu (tuiardopmep, crpateris, PIII Ta iH.);

® 3apjaHHA Ta 1T nMpoekTy (komanaa AVADA MEDIA dopMmye cnircok 3aBiaHb,
Jie KO)KHE 3aBJIaHHS IIPUB'SI3aHe /10 OJIHIE€T 200 KIIBKOX ITijIeH);

e Buj rpu 2D ab6o 3D, i3oMeTpist, poMOIuHa, BUJI 3BEPXY TOIIIO;

® MYJbTUILICEP, OHJIAMH a00 CUHTJIILICED;

® (yHKLIOHAJI IPH;

e 1u1b0OBI aropmu: Android, IOS.

® MapKeTHHTOBI pillIEHHS Ta TPOTOTUITU

[Ticnst BUBYEHHS PUHKY Y TEXHIUHE 3aBIaHHS BHOCATHCS 11€1 Ta OCOOIMBOCTI, 110
BIJIPI3HSIOTH TPy BiJl MPOTOTHIIIB y TAHOMY >KaHPi, sIKi 3pO0JIATh 11 YCIIITHOIO HA PUHKY.

e dopwmart ekpaHy

[Ile mpu po3pobui T3 HEOOXiTHO BU3HAUUTHCS 3 0A30BUMH XapaKTEPUCTUKAMU
MPOJYKTY, y TOMY YHCII 13 CIIBBIJHOIIEHHAM CTOpiH (aspect ratio) Ta po3aiIILHOIO
3JIaTHICTIO €KpaHa, MiJl KUl OyAyTh CTBOPIOBATHCS BCl TUIIOBI €JIEMEHTH 1HTEp(eEicy,
donu Ta Tekctypu. KpiMm Toro, ciim BKazaTtH, K 300pa)K€HHS aJanTyBaTUMETHCS 0
CKpaHiB, 10 MAIOTh 1HIIIE CITIBBIIHOIICHHS CTOPIH.

e Moueruzars

['pa moBMHHA IPUHOCUTH JTOX1Jl TUM YH 1HITUM YUHOM. BoHa MOXke mpoiaBaTucs
3a rpouri a0o OyTu 6€3KOIITOBHOIO, ajie MPU LIbOMY MICTUTH B c001 BOyJJOBaHy pekiiamy,
110 J1a€ BiApaxyBaHHS.

Play Market Ta App Store mponoHyOTh ONTUMATBHI MOKIUBOCTI JJI PEKJIaMU Ta
npojaxy. OAuH 13 HAUOPOCTIIUX BapiaHTIB — PO3MIIICHHS TPU Y IUIATHINA CeKIli Ta 1i

noaaJIbIC IMpoOCyBaHHA.
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e [‘eMIUIEH Ta EKpaHU I'PU
Y oMy po3A1li OMUCYIOTHCS BCl KJIIOUOBI CLIEHH, SIK1 OyAyTh MPUCYTHI y Balii
Ipi, a TAKOXK Mepexoau Mixk HUMU. OjHa ciieHa € (POHOM 1 CYKYITHICTIO BCiX 00'€KTIB Ha
eKpaHi, K1 MOBHICTIO 400 YaCTKOBO 3aMIHIOIOTHCS MPHU MIEPEXO/1 10 HOBOI CIICHH.
e J[omaTKOBI BUMOTH:
Mara3zunu/mMapkeTu
Toprosi MalJaH4YHKH, Ha  SKHX rpa IIPOJIAaBATUMETHCS abo
po3mnoBcroKyBaTuMeTbes. Ll GyHKIis BUMarae BIPOBAIKEHHS CHEIIaIbHOTO KOAY,
KWW BIATIOBIJIa€ BUMOTaM IrPOBHUX MapKETiB.
Mogensb 13 MIKpOTpaH3aKIISIMU
['paBll MOXYTh IUIATUTH 3a JOJATKOBI MepeBard Ta 3pYy4YHOCTI, HAINpHUKIAL,
BIJIKJIFOYEHHSI pEKJIaMH, NMPUAOaHHA MpEeMIyM-akKKayHTa 3 MEBHUMHU HpHUBLIESIMU abo
IrPOBUX MPEIMETIB, 10 HAJIAIOTh IEPEBArU TOILLO.
CormiasibHa CKJIa/10Ba
['pa MoXe MaTH BHXIJI y COLIaJIbHI MEpEXl, BECTH CTATHUCTHKY JIOCSATHEHD,

JiaepOopau Ta 1HII OTIITii.
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3.3 OCHOBHI MOKJIMBOCTI CHCTEMH unity

[Tonax 50% ycix Mo6UIBHUX irop po3pobieHo came Ha Unity. A B 2021 porri, 3a
BEpCi€l0 3BITY IMpo TII00albHUNA PUHOK Bifgeoirop Bix Newzoo [9], ms uacTka
CTAaHOBUTHME SIK MiHIMYM 59%/

Cnouatky Unity mpusHauaBcsi mjis po3poOKM Ha Komm'torepax Mac, mi3Hiiie
3'IBIJIOCS] OHOBJICHHSI, 10 /103BOJIsie mpattoBat 3 Windows. ¥ 2008 porii Unity movas
npairtoBatu 3 10S, 3 Android - y 2010, a nani po3poOHUKHU 3MOTIIU CTBOPIOBATH LIEIEBPU
JUIs TeiiMepehKkux KoHcosel Xbox 1 Playstation.

Unity € NMOBHOLIHHUM ITPOBUM JIBUTYHOM, SIKHW Tepeadayae, 10 BeCh MPOILEC
JICBEJIONIMEHTY B1JIOYBaTUMETHCS B PENAKTOPI, 10 MOCTABJISAETbCS B KOMIUIEKTI. bararo
NOMYJIIPHUX MOOUIBHUX ITPOBHUX MPOJIYKTIB CTBOPEHI camMe€ Ha LbOMY JBUTYHI:
Hearthstone: Heroes of Warcraft, Age of Magic, Royal Blood ta .

MoskHa cka3aTh, LI0 OJHIIO 3 OCHOBHHUX MoiuBocTted Unity € HasBHICTb
Mara3uHy TOTOBHUX acCETIB Ta IJariHiB. Lle 103BoJisie po3po0IATH MPOEKTH IIBHULIE Ta 3
MEHIITUMU BUTpPATaAMHU.

VY TakoMy MarasuHi MOXHa OTpUMAaTH TEKCTypH, aHIMalli, Mojaenl Ta OaraTo
1HIIIOTO, 11O JTO3BOJIUTH 36KOHOMHUTH 4ac Ha PO3POOKY.

[To-npyre, mporpama Ma€ TOBHOIIHHUNA TpapidyHUNl penakTop, IO J03BOJISIE
MaJTFOBaTH KapTH, JIOKAIIii, PO3CTABIIATH MepCOHaXIB. Jl0 MPUITHATHOTO BHTY X TOBOASATH
y Photoshop. Ilin gac ctBopenns OwiTI 31 rpu MoxHa iMmopTyBaTu 3D-moxem 3
OUIBIIOCTI CTOPOHHIX PEAAKTOPIB, 110 MOJIETTIYE MPOIEC POOOTH.

Tomy Unity miaxoauTs po3poOHUKaM, SIKi 111€ HE MalOTh BEJIUKOI KOMaH/IH.

Bapro 3a3nauntw, mo Ha Unity CTBOPIOIOTHCS HE TUTHKH MOO1JIbHI Ta KOMIT FOTEPHI
irpu, a i aHiMoBaH1 (puUTbMHU, ajke caMme B Unity HaifyacTiiie CTBOPIOIOTh MyJIbT(HLIEM Ta
cnenedextn komnanii Disney Ta Warner Bros.

MoskHa cka3aTH, 10 J0 OCHOBHHMX MOKJIMBOCTEH cuctemMu Unity MOXKHA BiJTHECTH:

e 3po3yMUIMI pedakTOp Ta IHCTPYMEHTAapii: 3a KiJbKa JHIB OCHOBHI pedl MOXKe

OCBOITH HaBITh TOW, XTO BIIEPIIIE CTUKAETHCS 3 PO3POOKOI0 MOOUTLHOTO JIOAATKY.
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A KO0 MHUTAHHS 3JIMINATHCS, BIAMOBIJI € HA OJHOMY 3 OaraThboX pecypciB,
dbopyMiB, a TakOXK B ypokax Ha YouTube.

e (CrBopenns rpu Ha Unity Oyze mija cuily HaBiTh HIKOJISAPY.

e (CyuacHuil piBeHb Ipadiky, 31aTHUN KOHKYPYBATH 3 TOPOKUYUMU JBUTYHAMH.

e Unity, 6e3ymoBHO, riporpae UnrealEngine 3a MoxxnuBocTsIMH, ane panye deferred
OCBITJICHHSIM, CTaHIapTHUM HAO0OpPOM MOCTHPOIECCUHTOBUX edekTiB, SSAOQ,
MPUCKOPEHUM OIPALIOBAaHHAM JIaWTMAIIiB.

e [rposwuii nBuryH Unity HafaeTbcst yMOBHO 0€3KOIITOBHO. [1naTtuTu noTpiOHo nuiie
3a pO3IIUPEHHS MakeTiB nepeauiati. Ha ninensii kijbka pasiB Ha pik OyBarOTh
3HIKKH, SIK TIpaBuiio -20%.

e Benuke KOM'TOHITI pO3pOOHUKIB, 0€3J114 BUITYIIIEHUX 1TOP.

e BHyTpimHii Asset Store, 1€ MOXHA KYIIUTH T'OTOBI ()parMEHTH KONy, ace€TH Ta
3BYKU. MOXJIMBICTh CTBOPEHHS (POTOPEANTICTUUHOI Ipadiku.

e Po3poOka Ha FOHITI g03BOsIsIE jerko iMnoptyBatu Mixk OC Windows, Linux, OS
X, Android, 10S, na koncom PlayStation, Xbox, Nintendo, na VR- ta AR-

IIPUCTPOI.

3.4 Po3pooka rpu «3PER» B :kanpi Tower Defense na Unity

Tower Defense - e >xaHp rpu, B SKOMY I'paBLEBi HECOOXITHO PO3MPABUTHUCS 3
Boporamu (0oTamM), Mepil HIK BOHU MEPETHYTh NMEBHY TOUYKY Ha KapTi. Pobutu e
HEOOX1THO 3a JIOTIOMOTO0I0 Oy IIBHUIITBA BEXK y MEBHUX MICIISIX HA KapTI.

Ctopennst rpu «3PER» B sxanpi Tower Defense Ha Unity nmounHaeTshcs 3 ekpaHy

BUOOpY npoekTy. TyT noTpiOHO HATUCHYTH New, 11001 CTBOPUTH CBIi HOBUH MPOEKT.



) Unity 20174001

Projects Learn B New [} Open

On Disk Standard Assets Example Project

In the Cloud

1 My Account

Pucynok 9 CTBOpeHHSI HOBOTO MPOEKTY

HactynHauit Kpok MpeacTaBIeHO Ha PUCYHKY.

Q) Unity 2017.1.0f3

Projects  Learn Bnew  [Dopen

tower

D:\sv\Pospobka rpu «3PER» AHTOH\s0ft

3D ® 2D Add Asset Package
=3

Pucynok 10 CTBOpeHHS HOBOTO ITPOEKTY

SIGN IN
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€@ Unity 2017.1.013 Personal (64bit) - Untitled - tower - PC, Mac & Linux Standalone <DX11> - =} x
File Edit Assets GameObject Component Window Help

Bl [ecenter| ®Local | (> [ @collab~ | [ ] [Account -] [Layers -] [Layour -

0 nspector | a.

& m|  scens € Game i Asset Store
0| shaded =20 || # | <) &l

=
@ 4%

This folder is empty

—_—

Pucynok 11 I'omoBHe BikHO Unity

JIist moyaTky HEoOX1AHO 3MIHUTH Tu1atopmy po3poOku Ha Android. J{is uporo B

Unity cmin Binkputu MeHio File Ta BuOparu Build Settings.

VY BikH1 ToTpi6HO BOpaTn Android i moTiM HaTucHyTH Switch platform.

Build Settings n

Scenes In Build

Add Open Scenes

Platform
re .
é_‘, PC, Mac & Linux Standalonﬁ Android
E io0s Texture Compression | Dan't override ™
Build System | Internal (Default) ™
CrRePreiet =
3 Development Build -
== Universal windows Platform Autoconnect Profiler (|
Script Debugging (I
‘tv tvOSs Scripts Only Build (||
g Tizen
SDKs for App Stores
@ ST EmE ml Hiaomi Mi Game Center Installation and Setup
PS \ita
4 Learn about Unity Cloud Build
[ Switch Platform ][ Player Settings... ] [ Build ][ Build And Run ]

Pucynok 12 HamamtyBaHHS IPOEKTY
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ITepemukanns mnatGopMu TOBIIOMIISE, IO Oyne 30upaTHcs Tporpama s
Android. Ile o3nauae, mo xomm Oyme 36upatucs mporpama, Unity Oyae CTBOprOBaTH
APK-aiin. Tlepemukanns mnatdopmu Takox 3myinye Unity IMIIOPTYBaTH BCl acCEeTH Y
IPOEKT 3aHOBO.

[TounemMo 13 MATOTOBKH ciieHU. Y HOBOMY mpoekTi y Unity ciif 1omaté Kijibka
HOBHUX Tarok material, resources, scripts Ta scene. Y mux mamnkax OyayTe 30epiraTucs

MaTepiaiy, irpoBi 00'€eKTH, CKPUITH Ta IrpoBa CIICHA.

@ Project

| create - ‘ ‘ ' @ ) | &% | * |

¥ Favorites Assets »
@AII Materials
@AII Models

(©. Al Prefabs — - — —
CEE N W
Material
Resources
Scenes

& Scripts

Material Resources Scenes Scripts

Pucynok 13 CtBopeHHs MatepianiB

JInst movyaTky HEOOXIJTHO CTBOPUTH ITPOBE MOJIE, € MPOXOAUTUMYTh YCl OCHOBHI
ii.
Caig nonaTéd IUIOIIMHY Ha CHEHY 3 MO3ULISMHU MO HYJISIX Ta OyIb-sIKUM

MaTepiajioM, eperMeHyemo ii B pole.

Assets GameObject Component Window  Help

Bland Probes
lend Prob:

L s
S "| Refiaction probes [ eland probez
vorites - Anchor Override  [None (Transform) | ©
Al Materials

All Models Pole &,

v Fa

%
oy

Al Prefabs » Shader (Legacy Shadars/Bumpad Diffur |
(LAl Seripts

v' i-m- Add Component

i Resources S

(& Scenes.
& Scripts

Pucynok 14 CTBOpeHHS IrpOBOTO OIS
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Jlis MOXKITUBOCTI PO3MIIIEHHS BEX Ha ITPOBOMY TOJi HEOOXITHO CTBOPUTHU
aThopmy.
Crnin momatu ky0 Ha creHy 3 posmipamu 1, 0.1, 1 1 BIAKIIOYUTH MOKIIUBICTH

BinkuaanHs Tiner (Mesh render - Cast Shadows - off).

TowsrPlace (27)
TowerPlace (28)
Toy

Light Probes Bl i

Reflection Probes | bl

Default-Material
d

Assets
Material
dm_ ner v shader o

& Scenes "
e Seripts Rendaring Mode
Main Maps

o Albedo

Pucynok 15 CtBopeHHsI 00BEKTIB Ta poOOTa 31 CBITJIIOM

Cnin nepeiimenyBatu ky0 y TowerPlace i 306epertu ioro Ha mpedad.
Tenep moxkHa mpoxy6oBaTu wiatgopmy (ctr+D) Tak, 1100 BOHM MOKPUBAIH BCE

IrpoBeE MOJIe.

File Edit Assets GameObject Component Window Help

341)
TowerPlace (342)
TowerPlace (343)
TowerPlace (344)
TowerPlace (345)
TowerPlace (346)
TowerPlace (347)
TowerPlace (348)
TowerPlace (349)
TowerPlace (350)
TowerPlace (351)
TowerPlace (352)
TowerPlace (353)
TowerPlace (354)
TowerPlace (355)
TowerPlace (356)
TowerPlace (357)
TowerPlace (358)
TowerPlace (353)
TowerPlace (360)

VIYF

rites
©1 All Materials
©L Al Models
© All prefabs -
Al Seripts ‘
i Assets
mﬁ CLEaii: enemy New Prefab WayPoint

i Scenes
& Scripts

Pucynok 16 CTBOpeHHS IrpoBOi 30HU
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[Tepemictumo Bci muatdopmu B myctymky (TowerPlace) 1 y npedaly 3miHIMO

TPOXHU PO3MIPH JIJIsl TOTO, 1100 OyJia BiJICTaHb MIXK IJIaTHOPMaAMH.

File Edit Assets GameObject Component Window Help
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Pucynox 17 [Toain irpoBoi 30HH HA ITUTKU

Bumanmumo aesiki 00'€eKTH 11 TOTO, 00 BUHIILIA JOPIXKKA IS pyXy OOTIB.

File Edit Assets GameObject Component Window Help
S i — = =
© Inspector
]

=
| H#Scene

—Cr

Pucynoxk 18 CtBOpeHHs 1oporu ajist 00TiB
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CtBOpUMO MOPOXKHIM O0'€KT Ha CLIEHI 3 MO3MIISIMU IO HYJAX Ta Ha3Bow WayPoint.
3MIHHMO HOTro 1KOHKY, 1100 BiH BimoOpakaBcs Ha cueHi. [ligHiMemo ioro mo oci y, Bich

X 17 TIOBUHHI 3aJIMIIATUCS 31 3HAYECHHSM HYJIb.

< Unity Personal (64bit) - Game.unity - New Unity Project - PC, Mac & Linux Standalone <DX11> - g
File Edit Assets GameObject Component Window Help

¥ TowerPlace

TowerPlace (8)

TowerPlace (10)
TowerPlace (11)
TowerPlace (13)
TowerPlace (15)
TowerPlace (16)
TowerPlace (18)
TowerPlace (19)
TowerPlace (20)
TowerPlace (21)
TowerPlace (22)
TowerPlace (23)
TowerPlace (24)
TowerPlace (26)

@ Project

| create -/

v Favorites Assets » Resources
©LAll Materials
©L All Models
©L Al Prefabs
©\ Al Scripts

Material

= enemy TowerPlace WayPaint
&l Scenes
& Scripts

v Assets

~ [% 92 ¢) ENG

22:00
29.09.2016

Pucynok 19 CTBOpeHHS YE€KMOIHTIB

36epexemo oro B mpedad 1 po3MICTUMO Hallll BAUTIOTHTH Ha TMOPOKHIN TOPIXKIII,
Ha Kpasix noBopory (nyomoBatu CTR+D, nepemimaru 13 knasimero CTR). Ilepenecemo

BC1 MOITH B TTOPOXKHIN 00'€KT weapoints.



File Edit Assets GameObject Component Window Help

{jy S | = B o) Pivot | @ Local > 1P A || Account  ~ Layers ~ || Layout ~
= Hlerarchy ## Scene © Inspector
@Al 0 ||| Shaded ~||20 || % | <) | &I Gizmos *| orAl ) ®= | (istatic v
v@came = / \ \ \ Tag [Untagged __#| Layer [Default |
el Camera Multiple | Instance Disabled \
Directional Light i >
» TowerPlace y 2, e — — : ¥ .~ Transform
» WayPoints 4 s = T g 0 R [ A Positon X/—  |v[01 ZZ]
Pole Rotation  X[0 Yo z[o

-
scale  x[os _|v[os ]z[os |

[ Add Component ]

1 Project g
| Create | [Coesssssss——— W LY
v Assets » Resources

©L All Materials

©L All Models

©L Al Prefabs -

@ All Scripts .
Vi Assets

- enemy. TowerPlace WayPaint
{& Scenes
Scripts

Pucynok 20 Po3MilieHHs 4eKITOIHTIB

CtBopuMO KyO, sIKMi cTBOproBaTuMe OOTIB Ha ciieHi. CTaBUMO HOro Ha IOYaTOK

HUIIXy poOoTiB 1 mpubupaemo y Hporo box collider, HazBemo itoro Start.

[Tpomy6moemo 1el KyO i po3MiCTHMO HOTO HAIPHUKIHIN NIIAXYy OOTIB (MOXXHA

3aCTOCYBaTH Ha KyOM pi3H1 MaTepianu), HazBemo ioro End.

€

File Edit Assets GameObject Component Window Help

| & | [ Account -

© Inspector

Normal mapped shade;

houe a pormal
(1) map. Consider using a non-nory
Shader for performance.

Main Color

Base (RGB)
Tiling
Offset

Normalmap
x v
xo  lylo ]

Main Camera
Directional Light

» TowerPlace
» WayPoints

I“\\

NEENENENEN
l““‘ NS

Tiling
Offset

Lt
it

ZZ

@ Project
| Create -
¥ Favorites Assets » Material
@AII Materials

©L All Models
©L Al Prefabs
@AII Scripts
v Assets
- -—

{&l Resources
& Scenes
Scripts

Pucynok 21 CTBOpeHHs MOYaTKy KiHIS MapuipyTy OOTIB
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CtBOpiTh cdepy Ha CIEHI Ta 3acToCyiTe h0 Hei Oyab-skuil matepian. Jlogatu
komnoHeHT rigidbody. [1epemictits cdepy B mpedad Ta BunaiiTh 3i cueHu. Lle Oyae Ham

CYIIPOTHUBHUK, SIKUM PYXaTHUMCTBCA CIICHOIO 1 IKOr0 Ma€e SHHUIIINTH BCXKaA.

.=

@ Project El console #i Audio Mixer
| Create | & DNE. 15 JE. 31
¥ /Favorites Assets » Resources
All Materials
All Models
All Prefabs
‘L All Scripts k‘
v Assets
Material enemy TowerPlace WayPoint
*— Resources
& Scenes
& Scripts
—~

Pucynok 22 CTBOpeHHs KoJiaiiiepa CyIpOTUBHUKA

Ha ObOMY HiI[FOTOBKa CLCHU saKineHa, MEPCXOINUMO 10 CKpHHTiB.

V¥ manui Scripts CTBOPIOI0 HOBUH C# CKPHUIIT Spawner 1 IEpEeMIILy o HOTro Ha 00'eKT

Start. BigkpuBaro CKpUNT 1 MUILY TaKUA KO

using UnityEngine;

using System.Collections;

public class spawner MonoBehaviour

{

public Transform EnemyOrefab;//obpasen obvekTa IOJsg KIOHMPOBAHMUSA

public Transform spawnPoint;

= b5f;// Bpema uepes3 KOTOpOE

public float timeBetweerWaves

IPOM3OMIOET CO3IaHMe HOBOT'O ODBEKTAa
private float countdown = 3f;

private int wavelIndex = 0;
void Update ()
{

if (countdown <= 0f) {

StartCoroutine (SpawnWave ()) ;
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countdown = timeBetweerWaves;
}
countdown -= Time.deltaTime;// ¢ xaxmeM KagpoM IepeMeHHas OyneT
YMEHBUATCH

}

IEnumerator SpawnWave () {

waveIndex++;

for (int i = 0; 1 < 10; i++) { // mocyse xKaxmoro NOABJICHMA OOBEeKTa

K HeMmy OyIneT nmoDaBJIATbBCH e€lle OOMH ODBEKT

i = Random.Range (1, 10);

SpawnEnemy () ;

yield return new WaitForSeconds (0.3f); // uepes omnpemejseHHOe
BpeMd

}

}

void SpawnEnemy () {

Instantiate (EnemyOrefab, spawnPoint.position, spawnPoint.
rotation); // cosmaHue oBbeKTa Ha ClieHe

}

[leit ckpunT Oyne BIAMOBIIATU 3a MOSIBY CYNPOTHUBHUKA HA CIIEHI, BIICTAaHb MiX

00'eKTaMH 1 3a KIJIBKICTb 00'€KTIB, 110 3'IBHIJIMCS 3 IOYaTKOBOI TOUKH.

CrBoproto ckpunt Enemy 1 nepeHomry ioro Ha npedad nportuBHuka (Enemy),

BIJIKpHUBAIO HOTO Ta HAMMIILY TaKUH KOJT
using UnityEngine;
using System.Collections;

public class Enemy MonoBehaviour {

public float speed = 10f; //ckopocCcTb OBMXEHMUS
private Transform target;

private int wavepointIndex =0;
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void Start () {
target = weapoints.points [0]; // ykasbwBaeM Hall MacCCHUB C

IIOMHTaMIM

}

void Update () {
Vector3 dir = target.position - transform.position; // mnBuxenue
obBeKTa K KaXIOMy IIOMHTY
transform.Translate (dir.normalized * speed * Time.deltaTime,
Space.World) ;
if (Vector3.Distance (transform.position, target.position) <=

0.3f) { // eciu mmcrTaHumMsa OO ToukM MeHbme 0.3

GetNextWaypoint ()
}
}
void GetNextWaypoint () {
if (wavepointIndex >= weapoints.points.Length - 1) { // u ecmnu

3HaUeHMe TOUKM MEHbIle 3HAaUeHMS TOUKM M3 CKPUITa weapoints (KOTOPBIM MEI
co3maImM II0O3Xe)

Destroy (gameObject); // To ymansem oOOBEKT

return; // meyaem MOBTOP

}
wavepointIndex++;
target = weapoints.points [wavepointIndex];

}

[le#i ckpunt Oyjae BIAMOBIAATH 3a PyX CYNPOTHMBHHKA IO TOYKAX weapoints,
HIBUJKICTh PyXy Ta BUJAJICHHS 31 CLIEHU.
Ha o0'exTi Start Bka3yro B 1osi spawn object npedad Enemy Ta B mosi Spawn point

BKa3yo caMm Start.



48

© Inspector

- Tag

| Layer

Pucynox 23 HanamryBaHHs 0ObEKTiB

CTBOpIOIO 11I€ OIMH CKPUIMT 1 Ha3BeMO HOro weapoints, epeHomry Horo Binpasy Ha

00'eKT weapons Ha CIieHi (TpyIa HaluX MOIHTIB). BIAKPUIO CKPHUIIT 1 HATTUIITY KO/
using UnityEngine;

using System.Collections;

public class weapoints : MonoBehaviour {

public static Transform[] points; // 3mech OpoCTO yKaszHBAETCSH

MaCCHMB C HallMMM TOUKaMM
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void Awake () {

points = new Transform[transform.childCount];
for (int i = 0; i < points.Length; i++) {
points[i]= transform.GetChild (i)

}

Ha npomy eTami Bjke MOKHa 3aIllyCTUTH CLIEHY, aje Ciij He 3a0yBaTu mepes UM
JOJIaTH CIIEHY JI0 HajamTyBaHb MpoekTy File - Built settings 1 30eperTu creny.
Takosx CJTiJT HAMAIMTYBAaTH KaMepy K 3pYIHO JJIS IEPETIIS Ly CIICHU

€ Game

Display 1 +| | Free Aspect T Scale

1x Maximize on Play | Mute audio | Stats | Gizmos ~

I |

1H

Pucynok 24 TectoBuii BapiaHT CLICHU

Mo>kHa 3amyCTUTH IIPOEKT.

s Toro, moO BOyayBaTH BHYTpPIIIHBOIrpoBi mokynmku B Unity HeoOxigHO
CKOPHCTATHUCS MIATPUMKOIO BHYTPIIIHBOITPOBUX MOKYIOK 0€3 CTOPOHHIX IIarifiB. s
OO0 HEOOX1HO BIJKPUTH BKJIAAKYy Services,

Window>General>Services.

BOHa 3HAaXOAUTHBCA B MCHIO
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Window Help
Mext Window Ctrl+Tab
Previous Window Ctrl+5Shift+Tab
Layouts *
Package Manager
TextMeshPro ¥
General 3 Game Ctrl+2
Rendering b Hierarchy Ctrl+4
| | Anirmation * Inspector Ctrl+3

Audic » Project Ctrl+5
Sequencing * Scene Ctrl+1
Debug b Conscle Ctrl+Shift+C

Asset Management
20
Al
xR

Experimental

Pucynok 25 JlonaBanHsi BHyTPIITHBOITPOBOTO Mara3uHy

VY BikHI HaTHuckaeMo Ha po3ain In-App Purchasing. [lani HaTuckaeMo mepeMuKay

abo TrcHeMo Ha KHOTIKY Enable.

Aralytics @)
Descover player enghts

Cloud Bulld )
Buld games faster

Cloud Diagnastics
Dkscover app errors and coliect user feedback

Collaborate

Mumpiayer
Easdy imphement rnibplayer

Pucynok 26 JlonaBaHHsI BHyTPIIITHEOIIPOBOT'O Mara3uHy
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Kiariaemo o kHomili iMnopT, 00 3aBaHTAXKUTU (DAiiv MIariHa y mpoeKT.

COPPA compliance changed

S

Nate: disabling Analytics also disables In-App Purchasing.

Pucynox 27 JlonaBaHHS TUTariHy Mara3suHy

Jlst Toro, mo6 mokynku BimoOpaxanucs B Unity Analitics, HEOOXiTHO BCTaBUTH
API xmrou mporpamu 3 Google Play. Otpumaru fioro Mo>kHa B KOHCOJI PO3pOOHHKaA
Google y Brkmaami MoseTtu3zanis->HanamryBaHHs  MoOHeTH3aIlii (KO  BH

BUKOPHUCTOBYETE CTapy Bepciro KoHcoum [HeTpymeHTH po3pooku->Cmyxou ta API).
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Revenue data will be sent to Unity Analytics.

alGainiiiiyhie 0l

o

Pucynok 28 I[liakmroueHHs MOHETH3aIli

Jaii motpiOHO 3aiiTh o KaTayiory nmokynok Window->Unity IAP->IAP Catalog

JUIsL CTBOPEHHS 1I€HTU(PIKaTOPIB MOKYTOK.

Window Help
Mext Window Ctrl+Tab
Previous Window Ctrl+5hift+ Tab

Create |AP Button

Layouts =T
Create |AP Listener
Unity Distribution Portal >
Android ¥
ScreenShooter
ermiTr Receipt Validation Obfuscator
Gooale - [AP Updates ...

Pucynox 29 CtBopeHHS i1eHTH(]IKATOPIB TTOKYIIOK

V BikHi [AP Catalog nys ctBopenHs mokynku Hatuckaemo kHonky Add Product ta
BBoANMO ID Ta BuOupaemo tum nokynku. Lle moxe 6ytu consumable, non consumable

abo Subscription (BUTpaveHi, HE BUTPAYAIOTHCA Ta MEpPEAIIIaTa).
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IAFP Catalog

Products: -

no_ads E]

1D: [no_ads |
Type: [Nun Caonsumahle :]
¥ Advanced
¥ Descriptions
Locale: | English (U.5.) (Gooagle Play, Apple)
Title: [
Description: [
Translations

(3|

» Payouts
b Store ID Overrides
 Google Configuration

I Apple Configuration

)

money_pack

ID: |money_pack| |

Type: | Cansumable
¥ Advanced
¥ Descriptions
Locale: | English (U.5.) (Google Play, Apple)
Title: [
Description: [

by

3]

Translations

» Payouts

B Chmaem TP Mamemeiod mm

Autormatically initialize UnityPurchasing (recommende [ |

Catalog Export [ App Store Export ]

Apple SKU: [ |
Apple Team ID: [ ]

Pucynox 30 CTBopeHHs 11eHTU(]PIKATOPIB TOKYTIOK

Takox He 3a0y/bTe JOJATH MOKYIKH 3 TAKUMHU XK 17IeHTHU(IKATOpaMU B KOHCOJII

po3pobnuka AppStore 1 GooglePlay.
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3.5 TecryBaHHs rpu

BaxxinBuM eTarnom CTBOpEeHHS OYJ1b-sIKOi MIPOTPaMH € i1 TECTyBaHHS

TectyBanus 1e npouec nepeBipku [13 Ha BIAMOBIAHICT A0 TUX (YHKIHN 1 3aBIaHb AJIs
SIKOTO BOHO CTBOPIOBAJIOCS.
MeTtou TecTyBaHHS 3a3BUYail KIACHU(IKYyIOTh 32 TAKUMU O3HAKaAMHU:

e [lo o0'exty TecTyBaHHS

e 3a 3HaHHSAM BHYTPIIIHbOI OyJ0BH CUCTEMH

® 3a CTyNEHEM aBTOMAaTHu3allli Ta IHIIII.

Jlo TectyBaHHSI MO OO'€KTY BIJHOCSTH TaKli METOAU SIK (PYHKI[IOHAJIbHE TECTyBaHHS,
TECTyBaHHS MPOyKTUBHOCTI, F03a01TITI-TE€CTYBaHHS.

VY cBOili poOOTI s1 BUKOPUCTAB CaM€ TECTYBAHHS MO 00'€KTY. NIl OTPUMAaHHS PO3YMIHHS
Yyl BUKOHY€ Tporpama cBOi (YHKINI, 4M 3pYyYHO HEIO KOPHUCTYBATHUCS 1 HACKUIBKU

MOTY>KHOIO TOBMHHA OYTH CHCTEMa L0 JaHa MporpaMa MOIJIa MpaloBaTH 0e3 HapiKaHb.

Play

Options

QUIC

Pucynok 31 I'onoBHe MeHIO
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[Ticns 3amycKy rpu Hac 3ycTpiuae 1HTYiTMBHO 3po3yminui iHTepdeiic. B skomy mu

MO’KEMO MOYaTH TPy, 3aiUTH 10 OMIii 00 BUITH 13 TPH.

OPTIONS

Pucynox 32 MeHro oriid

YV MeHI0 Oomnuii po3MILLy€eThCs MOB3YHOK I'YYHOCTI MY3HKH.

Pucynok 33 Mento BuOopy piBHA
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[licnst HaTUCKaHHS KHOMKHM IpaTH MU MOTPAIUILIEMO IO MEHK BHOOpY piBHA. [lpu

HATUCKaHHI Ha PiBEHb BIH 3aITyCTUTUCSA

Pucynox 34 Ilepmmii piBeHb

[Mpn HaTUCKaHHI Ha ogHy 3 NnaTtdopM crnpasa 3'sBUTbLCS MEHIO 3 BUOOPOM BeEXi Ta

MOXJIUBICTIO 11 MOKPaLLEHHS.

Tower nFormation

Pucynox 35 Bubip Bex Ta iX mokparieHHs
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[Ticns 3akiHYEHHS cTaiy Hi,Z[I‘OTOBKI/I Impu HATUCKAaHHI KHOIIKH CTapT IMOYHUHAKOTH

3'SIBJISIIOTHCS BOPOTH. balliTy 3HUILYIOTB iX.

000Ta KHOIIKM IOYATKYy XBWI1 3J0POB'I CYIPOTUBHUKIB Ta CTPLILON BEXK
Pucynox 36 Po6 y 'St Cy 0

Pucynox 37 3miHa KUTBKOCTI KUTTIB TPaBIls

K10 TPOTUBHUKHU BCE K TaKW 3MOTJIM JIICTATUCS JO KIiHII MapIIpyTy, KOXKEH BOPOT

3MEHIIY€ KIJIbKICTh KUTTIB rpaBLs Ha 1.
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Pucynox 38 Expan mporpariy

VY pasi 3MeHIIEeHHS KUIBKOCTI KUTTIB J10 0 3'BJISIETHCS MEHIO B SIKOMY MOKHA BUWUTH J0

eKpaHa BUOOpY piBHS 200 MOYATH 3 MOYATKY
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BucnoBxkn
PoGota npucsstaena po3pooi rpu «3PER» B skanpi Tower Defense na Unity.

[IpoBeneHo nocaiHKEeHHS KOTPl OOIPYHTOBYIOTh aKTyaJbHICTh POOOTH Ta HAYKOBY

HOBH3HY. A came:

e HaBeneHo TeOpeTUYHI ACTIEKTH PO3POOKH Irop

e HanaHo OCHOBHI TEpMiHM Ta MOHSATTSA

e HageneHo OCHOBHI TEXHOJIOT1i CTBOPEHHS 1rop

e HageneHo OCHOBHI anapaTHi BUMOTH JI0 CUCTEMH JIJisi PO3POOKH 1rop

e HageneHo OCHOBHI IEpeBark Ta HEJIOJIIKU CUCTEM PO3POOKHU 1rop

e HageneHo ocHOBHI nepeBaru Ta Henoniku Unity

e Hagezneno xapakrepuctuky ananoris rpu «3PER» B sxanpi Tower Defense

e [locraBneno T3

e HageneHO OCHOBHI MOJIMBOCTI CUCTEMH Unity

e HageneHno xapaktepucTtuky po3podku rpu «3PER» B xanpi Tower Defense Ha

Unity.

BpaxoByroun rmepeBarm Ta  HENOJNIKM  ICHYIOYMX 3aCTOCYHKIB, OyIo
IpoaHaTi30BaHO BHMOTH Ta CIPOEKTOBAaHO HOBY Tpy y kaHpi Tower Defence.

CrpoeKkToBaHUM TOAATOK BIAMOBIAAE YCIM BUSIBJIEHUM BUMOTaM.

[IpoBeneHo aHaii3 ICHYIOYMX MPOTPaMHUX 3acO0IB JJIS PO3POOKH JONATKIB s
Android oOGpano onTumanbHi. Takum YMHOM JIsI PO3POOKH AOAATKY OYyJI0 0OpaHO

cucremy Unity.

Po3pobneno mporpaMHuii JOMATOK Ja€ MOXIJIMBICTh 3allyCKaTH WOTO Ta
BUKOHYBAaTH HAWMpOCTilll irpoBl GyHKIII. Y MOAANbIIOMY MOXIIHUBE JOOIMPAIIOBAaHHS

J0JIaTKy Ta HOTO BUKOPUCTAHHS Y KOMEPIIMHUAX IIIISX
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Ilepesiik BUKOpHCTAHOI JiTepaTypu

1. Mmaxos C.A. PO3UI III [TPUPOLJA I CTPYKTYPA II'PU// Irpu yuHiB -
dbenomen kynbpTypH. - M.: HoBa mikomna, 1994. - 240 c.

2. Aszapos O.I1. MucrentBo mrobutu aiteit. - M., 1987. - C. 72.
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2010.

5. Jason, I'puropiit. Game Engine Architecture: [anrm.]. - CRC Press, 2009. - 864 c.

6. Xokinr, JIxxozed. Unity — y aii. MynerunnatdopmerHa po3podka Ha C#: [ykp.]. —
2. — CI16: ITitep, 2016. — 336 c.

7. Topn, Anan. MuctenrBo cTBopeHHs ciieHapiiB y Unity: [ykp.]. - C116: IMK, 2016.
- 362 c.

8. Bibby, Jay Flash Element TD (Tower Defense). Jay Is Games (1 sicromana 2007).

9. https://newzoo.com

10.ITanacioc, Xopxe Unity 5.x. [IporpaMmyBaHHS IITy4YHOTO 1HTETEKTY B irpax/Xopxe
[Tanacioc. — M.: JIMK TIlpec, 2016. — 849 c.

11.JTinosec JI. Bipryanbna peansHicTs B Unity - M., JIIMK Ilpec, 2015. - 194 c.

12.Xoxkinr . Unity B aii. Cn6, [Titep, 2020 - 352 c.

13.T'eitr M. Po3po0ka irop na Unity 2018 3a 24 ronunau, M., Excmo, 2020 p. — 464 c.

14.boux JI. I'. Unity ta C#. I'etimueB Bix ixei mo peamizanii, CII6., ITitep, 2020 p. —
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15.bardina-Exnicon I1. Unity mist po3pobnrka. MoOiibHI MyIbTUIIIATGOPMHI iTPH,
CII6., [Titep, 2018. — 304 c.

16.lenucos /. Po3po6ka rpu Ha Unity. 3 Hyns 1 1o peanizauii, ABrop, 2021. — 325 c.
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18.Topu A. OcuoBwu animarii B Unity, JIMK-IIpec, 2019 p. — 176 c.


https://newzoo.com/

JlomaTok A

JEPKABHUMA YHIBEPCUTET TEJIEKOMYHIKAIIIA

HABYA.TbHO-HAVKOBHII IHCTUTYT IHOOPMAIIIHAX
TEXHOJIOTTIA .

KA®EJIPA THKEHEPIi TIPOTPAMHOT'O 3ABE3TIEYEHHS *,

b
3
Engineering ©

Pospobka rpn «3PER» B xaHpi Tower Defense Ha Unity

BuKoHaBs cTyaeHT 4 kypcy

rpynun MNa-44
Myp3siH AHTOH OnekcaHgpoBuY

KepiBHuK poBoTu
LiopieHniA Onecb AHAPINOBUY

AHAJIOI'N

()
[NepeBary, Henoniki

Kingdom Rush « [apHWn ausarH + HenpogymaHuw gusanH
pIBHIB
+  MoXnMBICTb rpaBuUsA *  3aTarHyTi piBHI
BUKOPUCTATU cnevjanbHi
30iGHOCTI
CITYWARS TOWER + HesBnyaiiHa cxema ¢ OOHOTMNHI
DEFENSE 30MpaHHA pecypcis CYMNPOTUBHWKN
+ besnocepenHs y4acTb + He uikaBa cxema 6oto
rpaeus Ha noni 6ot
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META, OB’ €KT TATIPEOMET AOCIIOXXEHHA

Defense

o OO’ekT gocnimxeHHA — [ligBULLEHHSA dYHKLiOHANBHOCTI Ta

TEXHIYHI SABOAHHA

62



[MPOrPAMHI TA TEXHIYHI SACOBW PEANISALLI

& unity
C) o e

USE CASE [liarpamma

~ Can )
\ TN S
/F 1
RN
Player \\f e
O(IH(‘JUdQ.'-” -
(nmos )




Loader<T>
Gemaric Cass
+ MonoBehaviour

r<Sounsiianag

TileScript
Caes
< Monobensowt

Projectile

am

Ty * TomrConmo

Erum

OIATPAMA KITACIB

Cam
+ Loader < Mansge

cun
+ Monclersicur

ChargerTower
o
4 TomerCanvo + TowwrContre

+ Monclenaviour
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BNCHOBKW

Y noganbluioMy MOXNUBE OoonpalloBaHHA 4oAaTKy Ta MOro BUKOPUCTaHHSA Y
KOMepUiMHUX Uinsx.

A0NOMOrod BUKOPMCTaHHA a, OHivB

ATNPOBALIA PE3YIIbTATIB OOCHIOXEHHA

10



OAKYHO 3A YBAI'Y!

11
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Player

Honaroxk b

Play game

<>

«include»

Select level

Use case miarpama
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Loader<T>
Generic Class
= MoncBehaviour

TowerManager SoundManager ¥

Class Class

= Loader<TowerManag + Loader<SoundManag

TowerButton
Class
- MonoBehaviour

UpgradeTower
Class

Projectile
Class
- MonoBehaviour

projecttileType

Enum

TileScript
Class
~# MonoBehaviour

TowerControl
Abstract Class
= MonoBehaviour

SniperTower
Class
 TowerControl

Manager
Ciass
+ Loader<Manager>

ChargerTower
Class
 TowerControl

AudioController
Class
+ MonoBehaviour

Pause_menu
Class
+ MonoBehaviour
ManagerScene ¥
Class
+ Loader<ManagerScen

AstarDebugger
Class

= MonoBehaviour

BasicTower
Class
b TowerControl

JliarpamMma kacis

Enemy Highlighter
Class Class
- MonoBehaviour + MonoBehaviour

Serializer SliderController
Class Class
= MonoBehaviour

Zoom
Class
- MonoBehaviour

TimeControl
Class
- MonoBehaviour

LevelManager
Class
- MonoBehaviour

LaserTower
Class
+ TowerControl
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Jlonaroxk B

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

using System.Ling;

public static class Astar
{

private static Dictionary<Point,Node> nodes;

private static void CreateNodes()

{
nodes = new Dictionary<Point,Node>();
foreach (TileScript tile in ManagerScene.Instance.Tiles.Values)
{
nodes.Add(tile.GridPosition, new Node(tile));
}
}
public static Stack<Node> GetPath(Point start,Point goal)
{
if (nodes == null)
{
CreateNodes();
}

HashSet<Node> openList = new HashSet<Node>();
HashSet<Node> closedList = new HashSet<Node>();
Stack<Node> finalPath=new Stack<Node>();
Node currentNode = nodes[start];
openList.Add(currentNode);
while(openList.Count > 9)
{
for(int x=-1;x<=1;x++)
{
for(int y=-1;y<=1;y++)
{
Point neighbourPos = new Point(currentNode.GridPosition.X - x,
currentNode.GridPosition.Y-y);
if(ManagerScene.Instance.InBounds(neighbourPos) &&
ManagerScene.Instance.Tiles[neighbourPos].WalkAble && neighbourPos!=currentNode.GridPosition)
{
int gCost = ©;
if(Math.Abs(x-y)==1)

{
gCost=10;

}

else

{
if(!ConnectedDiagonally(currentNode,nodes[neighbourPos]))
{

continue;

}
gCost=14;

}

Node neighbour = nodes[neighbourPos];

if (openList.Contains(neighbour))

{
if (currentNode.G +gCost<neighbour.G)

{

69
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neighbour.CalcValues(currentNode,nodes[goal],gCost);

}
else if(!closedList.Contains(neighbour))
{ openList.Add(neighbour);
neighbour.CalcValues(currentNode,nodes[goal],gCost);
}

}
}

openList.Remove(currentNode);
closedList.Add(currentNode);

if (openList.Count>0)

{
currentNode=openList.OrderBy(n=>n.F).First();
}
if(currentNode == nodes[goal])
{
while (currentNode.GridPosition != start)
{
finalPath.Push(currentNode);
currentNode=currentNode.Parent;
}
break;
}
}
// onlu debug
//

GameObject.Find("Debugger").GetComponent<AstarDebugger>().DebugPath(openlList,closedList,finalPath);

}

return finalPath;

private static bool ConnectedDiagonally(Node currentNode,Node neighbour)

{

Point direction = neighbour.GridPosition - currentNode.GridPosition;
Point first = new Point(currentNode.GridPosition.X -

direction.X,currentNode.GridPosition.Y+direction.Y);

}
}

Point second = new Point(currentNode.GridPosition.X,currentNode.GridPosition.Y+direction.Y);
Point three = new Point(currentNode.GridPosition.X,currentNode.GridPosition.Y-direction.Y);
if(ManagerScene.Instance.InBounds(first) && !ManagerScene.Instance.Tiles[first].WalkAble)

{
¥

if(ManagerScene.Instance.InBounds(second) && !ManagerScene.Instance.Tiles[second].WalkAble)

{
}

if(ManagerScene.Instance.InBounds(three) && !ManagerScene.Instance.Tiles[three].WalkAble)

{
}

return true;

return false;

return false;

return false;

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

public class AstarDebugger : MonoBehaviour

{

[SerializeField]
private TileScript start,goal;
// Start is called before the first frame update



void Start()
{

}

// Update is called once per frame
// void Update()

/1A
// ClickTile();
// if(Input.GetKeyDown(KeyCode.Space))
// {
// Astar.GetPath(start.GridPosition,goal.GridPosition);
//
/1Y
private void ClickTile()
{
if (Input.GetMouseButtonDown(1))
{
Vector2 mousePoint = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePoint, Vector2.zero);
if (hit.collider !=null)
{
TileScript tmp=hit.collider.GetComponent<TileScript>();
if(tmp!=null)
if(start ==null)
{
start=tmp;
start.SpriteRenderer.color=new Color32(255,132,0,255);
else if(goal ==null)
{
goal=tmp;
goal.SpriteRenderer.color=new Color32(255,0,0,255);
}
}
}
}

}
public void DebugPath(HashSet<Node> openList,HashSet<Node> closedList,Stack<Node> path)

{

foreach(Node node in openList)

{
if (node.TileRef !=start)
{
node.TileRef.SpriteRenderer.color=Color.cyan;
}

// PointToParent(node,node.TileRef.WorldPosition);

// foreach(Node node in closedList)

/14
// if (node.TileRef !=goal)
/! {
// node.TileRef.SpriteRenderer.color=Color.red;
/! ¥
// // PointToParent(node,node.TileRef.WorldPosition);
/1 }
foreach (Node node in path)
{
if (node.TileRef !=goal && node.TileRef !=start)
{
node.TileRef.SpriteRenderer.color=Color.green;
}

}
}

private void PointToParent(Node node,Vector2 position)



{

}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

public class Node

{
public Point GridPosition{get;private set;}
public TileScript TileRef {get;private set;}
public Vector2 WorldPosition{get;set;}
public Node Parent{get;private set;}
public int G { get; set; }
public int H { get; set; }
public int F { get; set; }
public Node(TileScript tileRef)

{
this.TileRef=tileRef;
this.GridPosition=tileRef.GridPosition;
this.WorldPosition=tileRef.WorldPosition;

¥

public void CalcValues(Node parent,Node goal,int gCost)

{

this.Parent=parent;
this.G=parent.G+gCost;
this.H=(Math.Abs(GridPosition.X-goal.GridPosition.X)+Math.Abs(goal.GridPosition.Y -
GridPosition.Y)) *10;
this.F=G+H;
}
}
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using System;
using System.Xml;
using System.Text;
using System.IO;

public class ManagerScene : Loader<ManagerScene>
{

[SerializeField]

private GameObject[] tilePrefabs;

private XmlElement xRoot;

public int levellIndex;

[SerializeField]

private Transform map;

public Point spawnPoint;

public Point finishPoint;

public TileScript spawn;

private Stack<Node> path;

public Stack<Node> Path

{
get
{
if (path == null)
{
GeneratePath();
}
return new Stack<Node>(new Stack<Node>(path));
}
}

private Point mapSize;
public Dictionary<Point,TileScript> Tiles{get;set;}
public float TileSize
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{
get
{
return tilePrefabs[@].GetComponent<SpriteRenderer>().sprite.bounds.size.x;
}
}

// Start is called before the first frame update
void Start()

{
levelIndex = PlayerPrefs.GetInt("levelIndex");
ReadXML();
Createlevel();
SetLevelParam();
}

// Update is called once per frame
void Update()

}
private void CreatelLevel()
{
Tiles = new Dictionary<Point,TileScript>();
string[] mapData= ReadlLevel();
mapSize = new Point(mapData[@].ToCharArray().Length,mapData.Length);
int mapX=mapData[@].ToCharArray().Length;
int mapY=mapData.Llength;
Vector3 worldStart= Camera.main.ScreenToWorldPoint(new Vector3(@,Screen.height));
for(int y=0;y<mapY;y++)
{
char[] newTiles=mapData[y].ToCharArray();
for(int x=0;x<mapX;x++)
{
PlaceTile(newTiles[x].ToString(),x,y,worldStart);
}
}
// Instantiate(tile);
}
public bool DefWalAble(int indexTile)
{
int[] array = { 0,7 };
if (!'Array.Exists(array, v => v == indexTile))
{
return true;
}
else
{
return false;
}
}

private void PlaceTile(string tileType,int x,int y,Vector3 worldStart)
{
int tileIndex=int.Parse(tileType);
bool WalkAble=DefWalAble(tileIndex);
TileScript newTile=Instantiate(tilePrefabs[tileIndex]).GetComponent<TileScript>();
newTile.Setup(new Point(x,y),new Vector3(worldStart.x+ (TileSize*x),worldStart.y -
(TileSize*y),0),map,WalkAble);
if (tileIndex==8)
{
spawnPoint=new Point(x,y);
spawn=newTile;

if(tileIndex == 9)
{

finishPoint=new Point(x,y);
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}

private string[] ReadlLevel()

{

string data = xRoot.SelectSingleNode("map").InnerText;
data =

data.Replace("\t",string.Empty).Replace("\n",string.Empty).Replace("\r",string.Empty);

}

return data.Split('-');

private void ReadXML()

{

}

TextAsset textAsset = (TextAsset) Resources.Load(@"levels/level"+levelIndex.ToString());
string xmlData=textAsset.text;

string msg_xml = Encoding.UTF8.GetString(Encoding.UTF8.GetPreamble());

if (xmlData.StartsWith(msg_xml))

{
}

XmlDocument xmldoc = new XmlDocument ();
xmldoc.LoadXml(xmlData);
XRoot = xmldoc.DocumentElement;

xmlData = xmlData.Remove(®, msg xml.Length-1);

private void SetLevelParam()

{

int

health=int.Parse(xRoot.SelectSingleNode("int[@name="health']").Attributes["value"].Value);

}

Manager.Instance.TotalHealth=health;

Manager.Instance.Health=health;

int money=int.Parse(xRoot.SelectSingleNode("int[@name="money']").Attributes["value"].Value);
Manager.Instance.TotalMoney=money;

public Wave[] SetWaves()

{

var waves=xRoot.SelectSingleNode("waves");
List<Wave> levelWaves=new List<Wave>();
foreach (XmlNode waveNode in waves.ChildNodes)

{

int indexEnemy =

int.Parse(waveNode.SelectSingleNode("int[@name="enemy']").Attributes["value"].Value);

int

density=int.Parse(waveNode.SelectSingleNode("int[@name="density']").Attributes["value"].Value);

int

totalEnemies=int.Parse(waveNode.SelectSingleNode("int[@name="total']").Attributes["value"].Value);

}

Wave wave=new Wave(indexEnemy,®@.5f,density,totalEnemies);
levelWaves.Add(wave);

}

return levelWaves.ToArray();

public bool InBounds(Point position)

{
}

return position.X>=0 && position.Y >=0 && position.X < mapSize.X && position.Y < mapSize.Y;

public void GeneratePath()

{
}

path=Astar.GetPath(spawnPoint,finishPoint);

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

public struct Point

{

public int X{get;set;}
public int Y{get;set;}



public Point(int x,int y)

{

this.X=x;

this.Y=y;
}
public static bool operator ==(Point first, Point second)
{

return first.X == second.X && first.Y == second.Y;
}
public static bool operator !=(Point first, Point second)
{

return first.X != second.X || first.Y != second.Y;
}
public static Point operator -(Point first, Point second)
{

return new Point(first.X - second.X, first.Y - second.Y);
}

}

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

public class TileScript : MonoBehaviour
{
public Point GridPosition{get;private set;}
public bool IsEmpty{get;private set;}
private Color32 fullColor=new Color32(255,118,118,255);
private Color32 emptyColor=new Color32(96,255,90,255);
private SpriteRenderer spriteRenderer;
public SpriteRenderer SpriteRenderer{get;set;}
public bool WalkAble{get;set;}
public Vector2 WorldPosition
{
get
{
return new Vector2(transform.position.x,transform.position.y);
// return new Vector2(transform.position.x-
(GetComponent<SpriteRenderer>().bounds.size.x/2),transform.position.y-
(GetComponent<SpriteRenderer>().bounds.size.y/2));
}
}
// Start is called before the first frame update
void Start()
{

}

SpriteRenderer=GetComponent<SpriteRenderer>();

// Update is called once per frame
void Update()

}

public void Setup(Point gridPos,Vector3 worldPos,Transform parent,bool walkAble)
{

WalkAble=walkAble;

this.GridPosition=gridPos;

transform.position=worldPos;

transform.SetParent(parent);

ManagerScene.Instance.Tiles.Add(gridPos,this);

}
public void ColorTile(Color newColor)
{
SpriteRenderer.color=newColor;
}
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public class Projectile : MonoBehaviour

{

[SerializeField]

int attackDamage;
[SerializeField]
float speed = 5f;
[SerializeField]
float explosionRange = of;
[SerializeField]

projecttileType pType;
public int AttackDamage { get; set; }
public projecttileType PType { get; }
//Collider2D projectileCollider;
Animator anim;
bool isExploding = false;
private Enemy target;
public void Seek(Enemy _target)

{
}

target = _target;

private void Start()

{

anim = GetComponent<Animator>();

}
void Update()

{

}

if (target == null)
{
Destroy(gameObject);
return;
}
var dir = target.transform.localPosition - transform.localPosition;
float distanceThisFrame = speed * Time.deltaTime;
var targetAngle = Mathf.Atan2(dir.y, dir.x) * Mathf.Rad2Deg;
transform.localPosition = Vector2.MoveTowards(transform.localPosition,
target.transform.localPosition, distanceThisFrame);
transform.rotation = Quaternion.AngleAxis(targetAngle, Vector3.forward);

private void OnTriggerEnter2D(Collider2D collision)

{

if (collision.tag == "Enemy")
{
isExploding = true;
if (explosionRange == of)

{
Enemy newE = collision.gameObject.GetComponent<Enemy>();
newE.EnemyHit (AttackDamage);
Destroy(gameObject);

}

else

{

anim.Play("Boom", layer: 0);
Collider2D[] colliders = Physics2D.OverlapCircleAll(transform.position,

explosionRange);

Destroy(gameObject, anim.GetCurrentAnimatorStateInfo(@).length);
foreach (Collider2D collider in colliders)

{
if (collider.tag == "Enemy")
{
Enemy newE = collision.gameObject.GetComponent<Enemy>();
newE.EnemyHit (AttackDamage);
}
}



}

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

public class BasicTower : TowerControl

{

new void Start()

{
Upgrades=new UpgradeTower] ]

{
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new UpgradeTower(price: 20, damage: 1, attackRadius: .5f, rotationSpeed: 0.1f,

attackSpeed: 0.005f),

new UpgradeTower(price: 30, damage: 1, attackRadius: .5f, rotationSpeed: 0.1f,

attackSpeed: 0.005f),

new UpgradeTower(price: 40, damage: 1, attackRadius: .5f, rotationSpeed: 0.1f,

attackSpeed: 0.005f),
new UpgradeTower(price: 40, damage: 1, attackRadius: .5f, rotationSpeed: 0.1f,
attackSpeed: 0.005f),
}s
}
public override string GetStats()
{
if(NextUpgrade!=null)
{
return string.Format("{0} \nRotation Speed: {1} + <color=#00ff00ff>
+{2}</color>", base.GetStats(),rotationSpeed,NextUpgrade.RotationSpeed);

return string.Format("{0} \nRotation Speed: {1}", base.GetStats(),rotationSpeed);

}
public override void Upgrade()
{
//over specific Upgrades
timeBetweenAttacks -= NextUpgrade.AttackSpeed;
base.Upgrade();
}

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

public class ChargerTower : TowerControl

{

new void Start()

Upgrades =new UpgradeTower] ]
{

new UpgradeTower(price: 20, damage: 1, attackRadius:.5f, rotationSpeed:0.1f,

explosionRange: 0.001f, attackSpeed: 0.005f),

new UpgradeTower(price: 30, damage: 1, attackRadius:.5f, rotationSpeed:0.1f,

explosionRange: 0.001f, attackSpeed: 0.005f),

new UpgradeTower(price: 40, damage: 1, attackRadius:.5f, rotationSpeed:0.1f,

explosionRange: 0.001f, attackSpeed: 0.005f),
}s

}
public override string GetStats()

{
if(NextUpgrade!=null)
{
return string.Format("{@} \nRotation Speed: {1} + <color=#00ffeooff>
+{2}</color>", base.GetStats(),rotationSpeed,NextUpgrade.RotationSpeed);

return string.Format("{@} \nRotation Speed: {1}", base.GetStats(),rotationSpeed);
¥

public override void Upgrade()



{
//over specific Upgrades
timeBetweenAttacks -= NextUpgrade.AttackSpeed;
base.Upgrade();

}

}

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

public class LaserTower : TowerControl

{
public LineRenderer lineRenderer;
BoxCollider2D lineCollider;
const float 1Multiplier = 20f;
private float castCounter=0;
RaycastHit hit;

// Start is called before the first frame update
new void Start()

{

Upgrades = new UpgradeTower][]

{
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new UpgradeTower(price: 20, damage: 1, attackRadius:.5f, rotationSpeed:0.1f,

chargeSpeed: 0.001f, castDuration: 0.005f),

new UpgradeTower(price: 20, damage: 1, attackRadius:.5f, rotationSpeed:0.1f,

chargeSpeed: 0.001f, castDuration: ©.005f),

new UpgradeTower(price: 20, damage: 1, attackRadius:.5f, rotationSpeed:0.1f,

chargeSpeed: 0.001f, castDuration: 0.005f),

s

¥

protected override void Init()

{
lineCollider = transform.Find("LaserBeam").GetComponent<BoxCollider2D>();
base.Init();

}

// Update is called once per frame
void Update()

{
if (isAttacking && castCounter > 0)
{
castCounter -= Time.deltaTime;
// deal damage
}

//stop lasering
else if (isAttacking && castCounter <= 0)
{
isAttacking = false;
attackCounter = timeBetweenAttacks;
lineRenderer.positionCount = 0;
StartCoroutine(RotateTower());
lineCollider.transform.position = transform.position;
lineCollider.size = new Vector2(ef, of);
}
//if not casting
else
{
attackCounter -= Time.deltaTime;
if (targetEnemy == null || targetEnemy.IsDead)
{
Enemy nearestEnemy = GetNearestEnemy();
if (nearestEnemy != null)

{
}

else

targetEnemy = nearestEnemy;



{
}
¥
else
{

false;

isAttacking =
= false;

hasTurned

StartCoroutine(RotateTower());
if (attackCounter <= @ && hasTurned) //hasTurned

{

transform.position;
difference.normalized/3);
difference * 1Multiplier);

lineRenderer.GetPosition(1));

lineRenderer.GetPosition(1)) / 2;

transform.localPosition;

isAttacking = true;

castCounter = castDuration;
lineRenderer.positionCount = 2;

Vector3 difference = targetEnemy.transform.position -

lineRenderer.SetPosition(®, transform.position +
lineRenderer.SetPosition(1, targetEnemy.transform.position +
float lineLength = Vector2.Distance(transform.position,

float lineWidth = lineRenderer.endWidth*1.5f;
lineCollider.transform.position = (transform.position +

lineCollider.size = new Vector3(lineWidth, lineLength, 1f);
var dir = targetEnemy.transform.localPosition -

var targetAngle = Mathf.Atan2(dir.y, dir.x) * Mathf.Rad2Deg-

lineCollider.transform.rotation =

false;

isAttacking =
= false;

hasTurned

90f;
Quaternion.AngleAxis(targetAngle, Vector3.forward);
}
else
{
}

if (Vector2.Distance(transform.localPosition,
targetEnemy.transform.localPosition) > attackRadius)

{
targetEnemy = null;
hasTurned = false;
}
}
}
}
private void OnCollisionEnter(Collision collision)
{
Debug.Log("hitTrigger");
Debug.Log(collision.gameObject.GetComponents<Enemy>());
foreach (Enemy newE in collision.gameObject.GetComponents<Enemy>())
{
newE . EnemyHit (Damage);
}
}
private void OnCollisionStay(Collision collisionInfo)
{
Debug.Log("hit");
foreach (Enemy newE in collisionInfo.gameObject.GetComponents<Enemy>())
{
newE . EnemyHit (Damage);
}
}

public override string GetStats()

{

if (NextUpgrade != null)
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return string.Format("{@} \nRotation Speed: {1} + <color=#00ffooff>
+{2}</color>", base.GetStats(), rotationSpeed, NextUpgrade.RotationSpeed);

}
return string.Format("{@} \nRotation Speed: {1}", base.GetStats(), rotationSpeed);

}

public override void Upgrade()

{
//over specific Upgrades
timeBetweenAttacks -= NextUpgrade.ChargeSpeed;
castDuration += NextUpgrade.CastDuration;
base.Upgrade();

}

}

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

public class SniperTower : TowerControl

{
// Start is called before the first frame update
public void Attack()
{
isAttacking = false;
hasTurned = false;
if (GetNearestEnemy() != null)
{
//anim.Play("Shoot", layer: 0);
/!
//ADD AUDIO
//Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.Sniper);
}
}
}

using UnityEngine;

public class TowerButton : MonoBehaviour
{
[SerializeField]
TowerControl towerObject;
[SerializeField]
int towerPrice;
public TowerControl TowerObject
{
get
{

}

return towerObject;

}

public int TowerPrice

{
get

{
}

return towerPrice;

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public abstract class TowerControl : MonoBehaviour
{
public int Level{get;set;}=1;
[SerializeField]
public int Damage;



[SerializeField]

public float timeBetweenAttacks;
//degrees per second
[SerializeField]
public float rotationSpeed;
[SerializeField]

public float attackRadius;
[SerializeField]
public float castDuration;
[SerializeField]

public Projectile projectile;

[SerializeField]

public int sellPrice { get; set; }

public UpgradeTower[] Upgrades{get; protected set;}

public UpgradeTower NextUpgrade

{
get
{
if(Upgrades.Length > Level-1)
{
return Upgrades[Level-1];
}
return null;
}
}

protected Enemy targetEnemy = null;
protected float attackCounter;

protected bool hasTurned = false;
protected bool isAttacking = false;
private SpriteRenderer rangeSpriteRenderer;

public void Start()

{
//anim.Play("Boom", layer: 0);
Upgrades =new UpgradeTower] ]
{
new UpgradeTower(20,1,.5f,0.1f, 0.005f),
s
}

// Start is called before the first frame update

protected virtual void Init(){
rangeSpriteRenderer=this.transform.GetChild(0).GetComponent<SpriteRenderer>();
rangeSpriteRenderer.transform.localScale=new

Vector3(this.attackRadius*2f,this.attackRadius*2f,1);

}

// Update is called once per frame

void Update()

{
attackCounter -= Time.deltaTime;
if(targetEnemy == null || targetEnemy.IsDead)
{
Enemy nearestEnemy = GetNearestEnemy();
if (nearestEnemy != null)
{
targetEnemy = nearestEnemy;
}
else
{
isAttacking = false;
hasTurned = false;
}
}
else
{

StartCoroutine(RotateTower());
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if (attackCounter <= @ && hasTurned) //hasTurned

{
isAttacking = true;
attackCounter = timeBetweenAttacks;
hasTurned = false;
Attack();
}
else
{

isAttacking = false;
hasTurned = false;
}
if (Vector2.Distance(transform.localPosition, targetEnemy.transform.localPosition) >
attackRadius)
{
targetEnemy = null;
hasTurned = false;
}
}

protected IEnumerator RotateTower()
{
while (!hasTurned && targetEnemy!=null)
{
var dir = targetEnemy.transform.localPosition - transform.localPosition;
var targetAngle = Mathf.Atan2(dir.y, dir.x) * Mathf.Rad2Deg;
transform.rotation = Quaternion.Slerp(transform.rotation, Quaternion.Euler(9o,
0, targetAngle),
rotationSpeed * Time.deltaTime);
if (Quaternion.Angle(transform.rotation, Quaternion.Euler(@, @, targetAngle))

< 3f)
{
hasTurned = true;
}
yield return null;
}
}
public virtual void Attack()
{
isAttacking = false;
hasTurned = false;
if (GetNearestEnemy() != null)
{
Projectile newProjectile = Instantiate(projectile) as Projectile;
newProjectile.Seek(targetEnemy);
newProjectile.AttackDamage=Damage;
newProjectile.transform.localPosition = transform.localPosition;
if (newProjectile.PType == projecttileType.arrow)
{
Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.Arrow);
}
else if (newProjectile.PType == projecttileType.fireball)
{
Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.Fireball);
else if (newProjectile.PType == projecttileType.rock)
{
Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.Rock);
}
}
}
private float GetTargetDistance(Enemy thisEnemy)
{

if (thisEnemy == null)

{
thisEnemy = GetNearestEnemy();
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if(thisEnemy == null)
{

}

return float.PositiveInfinity;

}

return Mathf.Abs(Vector2.Distance(transform.localPosition,
thisEnemy.transform.localPosition));

}
private List<Enemy> GetEnemiesInRange()
{
List<Enemy> enemiesInRange = new List<Enemy>();
foreach (Enemy enemy in Manager.Instance.EnemyList)
{
if (Vector2.Distance(transform.localPosition, enemy.transform.localPosition) <=
attackRadius)
{
enemiesInRange.Add(enemy);
}
}
return enemiesInRange;
}
protected Enemy GetNearestEnemy(bool inRange=true)
{
Enemy nearestEnemy = null;
float smallestDistance = float.PositiveInfinity;
List<Enemy> enemiesToLook = new List<Enemy>();
if (inRange)
enemiesToLook = GetEnemiesInRange();
else
enemiesToLook = Manager.Instance.EnemyList;
foreach (Enemy enemy in enemiesTolook)
{
if (Vector2.Distance(transform.localPosition, enemy.transform.localPosition) <
smallestDistance)

{

smallestDistance = Vector2.Distance(transform.localPosition,
enemy.transform.localPosition);
nearestEnemy = enemy;
}
}

return nearestEnemy;

public void EnableRange(){
if(rangeSpriteRenderer == null){
Init();
}

rangeSpriteRenderer.enabled=true;

public void DisableRange(){
rangeSpriteRenderer.enabled=false;
}
public virtual string GetStats()

{
if(NextUpgrade!=null)

{
return string.Format("\nLevel: {0} \nDamage: {1} <color=#00ffo0ff>
+{3}</color> \nRadius: {2} <color=#@0ffO0ff> +{4}</color>",
Level,Damage,attackRadius,NextUpgrade.Damage,NextUpgrade.AttackRadius);
}
return string.Format("\nLevel: {0} \nDamage: {1} \nRadius: {2}",
Level,Damage,attackRadius);

public virtual void Upgrade()

{
Manager.Instance.TotalMoney-=NextUpgrade.Price;
sellPrice+=NextUpgrade.Price/2;
Damage+=NextUpgrade.Damage;



attackRadius+=NextUpgrade.AttackRadius;
rotationSpeed+=NextUpgrade.RotationSpeed;
Init();
Level+=1;
}
}

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

public class UpgradeTower
{
public int Price{get; private set;}
public int Damage{get; private set;}
public float AttackSpeed { get; private set; }
public float AttackRadius{get; private set;}
public float RotationSpeed{get; private set;}
public float ExplosionRange { get; private set; }
public float ChargeSpeed { get; private set; }
public float CastDuration { get; private set; }
public UpgradeTower(int price, int damage, float attackRadius, float rotationSpeed, float
attackSpeed)
{
Price=price;
Damage=damage;
AttackRadius=attackRadius;
RotationSpeed=rotationSpeed;
AttackSpeed = attackSpeed;

}

public UpgradeTower(int price, int damage, float attackRadius, float rotationSpeed, float
explosionRange, float attackSpeed)
{
Price = price;
Damage = damage;
AttackSpeed = attackSpeed;
AttackRadius = attackRadius;
RotationSpeed = rotationSpeed;
ExplosionRange = explosionRange;
}
public UpgradeTower(float chargeSpeed, int price, int damage, float attackRadius, float
rotationSpeed, float castDuration)

{

Price=price;
Damage=damage;

ChargeSpeed = chargeSpeed;
AttackRadius = attackRadius;
RotationSpeed = rotationSpeed;
CastDuration = castDuration;

}

}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class AudioController : MonoBehaviour
{

public AudioSource audio_;

private void Start()
{

}

if (!PlayerPrefs.HasKey("volume")) audio_.volume = 1;

private void Update()
{

audio_.volume = PlayerPrefs.GetFloat("volume");
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}

using UnityEngine;

using System.Collections;

using UnityEngine.UI;

using System.Collections.Generic;

public class Enemy : MonoBehaviour

{

[SerializeField]
float speed = 1;
[SerializeField]
float navigation;
[SerializeField]
public int startingHealth;
[SerializeField]
int revertAmount;

GameObject exit;

Transform enemy;
Collider2D enemyCollider;
Animator anim;

int target = 0;

float navigationTime = Of;
bool hasCome = false;

public float health;

public Slider healthSlider;
public Gradient healthGradient;
public Image fill;

public float x_offset;
public float y_offset;
public bool IsDead { get; private set; } = false;

private Stack<Node> path;

public Point GridPosition{get;set;}

private Vector3 destination;

// Start is called before the first frame update

void Start()

{
exit = GameObject.FindWithTag("Finish");
enemy = GetComponent<Transform>();
enemyCollider = GetComponent<Collider2D>();
anim = GetComponent<Animator>();
healthSlider.maxValue = health;
healthSlider.value = health;
fill.color = healthGradient.Evaluate(1f);
//Manager.Instance.RegisterEnemy(this);
SetPath(ManagerScene.Instance.Path);

}

// Update is called once per frame
void Update()

Move();
}
private void Move()
{

navigationTime += Time.deltaTime;

transform.position=Vector2.MoveTowards(transform.position, destination, speed

Time.deltaTime);

if(transform.position==destination)

{
if(path!=null && path.Count>9)
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GridPosition=path.Peek().GridPosition;
destination=path.Pop().WorldPosition;
destination.x += x_offset;
destination.y += y_offset;

}
}
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == "Finish")
{
Manager.Instance.Health -= 1;
Manager.Instance.UnregisterEnemy(this);
Manager.Instance.IsWaveOver();
}
}
private void OnTriggerStay2D(Collider2D collisionInfo)
{

foreach (BoxCollider2D col in
collisionInfo.gameObject.GetComponents<BoxCollider2D>())

{
if (col.gameObject.tag == "LaserBeam")
{
LaserTower 1t = col.gameObject.GetComponentInParent<LaserTower>();
EnemyHit(1lt.Damage*Time.deltaTime);
}
}
}
public void EnemyHit(float hitpoints)
{
if (health - hitpoints > @)
{
//change color
health -= hitpoints;
healthSlider.value = health;
fill.color = healthGradient.Evaluate(healthSlider.normalizedValue);
//hurt
Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.Hit);
anim.Play("Hurt");
}
else
{
health = 0;
healthSlider.value = health;
fill.color = healthGradient.Evaluate(healthSlider.normalizedvalue);
anim.SetTrigger("Explode");
//dying
Die();
}
}
public void Die()
{

IsDead = true;

enemyCollider.enabled = false;

Manager.Instance.TotalKilled += 1;

Manager.Instance.Score += 1;

Manager.Instance.AddMoney(revertAmount);
Manager.Instance.EnemyList.Remove(this);
Destroy(enemy.gameObject,anim.GetCurrentAnimatorStateInfo(0).length);
Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.Death);
Manager.Instance.IsWaveOver();



private void SetPath(Stack<Node> newPath)

{
if(newPath !=null)
{
this.path=newPath;
GridPosition=path.Peek().GridPosition;
destination=path.Pop().WorldPosition;
}
}

}

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

/11

[RequireComponent(typeof (SpriteRenderer))]
[RequireComponent(typeof(Collider))]
public class Highlighter : MonoBehaviour

{
/]2
// reference to SpriteRenderer component
private SpriteRenderer SpriteRenderer;
[SerializeField]
private Material originalMaterial;
[SerializeField]
private Material highlightedMaterial;
void Start()
{
/13
// cache a reference to the SpriteRenderer
SpriteRenderer = GetComponent<SpriteRenderer>();
/] 4
// use non-highlighted material by default
EnableHighlight(false);
}
// toggle betweeen the original and highlighted materials
public void EnableHighlight(bool onOff)
{
/15
if (SpriteRenderer != null && originalMaterial != null &&
highlightedMaterial != null)
{
// 6
SpriteRenderer.material = onOff ? highlightedMaterial
}
}
private void OnMouseOver()
{
EnableHighlight(true);
}
private void OnMouseExit()
{
EnableHighlight(false);
}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

: originalMaterial;

87



88

using System.IO;
using Assets.Scripts;

public class LevelManager : MonoBehaviour

{

int levelUnLock;

public Button[] buttons;

public float scoreMain { get; set;} = 0;
public float score { get; set; } = 0;
[SerializeField]

Text MoneylLabel;

[SerializeField]

GameObject SelectLvl;
[SerializeField]

Button levelBtnPrefab;
[SerializeField]

Transform levellist;

void Start()

{

//PlayerPrefs.DeleteAll();
MoneyLabel = GameObject.Find("MoneylLabel").GetComponent<Text>();
if (PlayerPrefs.HasKey("MoneyScore"))

{
scoreMain = PlayerPrefs.GetFloat("MoneyScore");
if (scoreMain != 0)
{

MoneylLabel.text = MoneylLabel.text.Remove(MoneylLabel.text.Length - 1) +

scoreMain.ToString();

}
SetLevellist();

public void loadLevel(int levelIndex)

{

}

Debug.Log(levelIndex);
PlayerPrefs.SetInt("levelIndex", levelIndex);
PlayerPrefs.Save();
SceneManager.LoadScene(1);

public void SetLevellist()

{

Object[] worlds = Resources.LoadAll("levels", typeof(TextAsset));

Sprite[] levelImages = Resources.LoadAll<Sprite>("ImagesLevel");

for(int j=0;j<worlds.Length;j++)

{
int param=j+1;
Button levelBtn=Instantiate(levelBtnPrefab);
levelBtn.gameObject.transform.GetChild(1).GetComponent<Image>().sprite=levelImages[j];
levelBtn.gameObject.transform.GetChild(@).GetComponent<Text>().text=(j+1).ToString();
levelBtn.gameObject.transform.SetParent(levellist);
levelBtn.gameObject.transform.localScale=new Vector3(l.ef,1.0f,1.0f);
levelBtn.onClick.AddListener(() => loadLevel(param));

}

public void LoadScore()

{

var listLvl = new List<GameObject>(GameObject.FindGameObjectsWithTag("Level")); ;
if (PlayerPrefs.HasKey("MoneyScore"))
{

for (int 1 = @; i < listLvl.Count; i++)

{

var textElem = listLvl[i].GetComponentInChildren<Text>();
if (PlayerPrefs.HasKey("Score_" + (i+1).ToString()))
{



var scoreStr = PlayerPrefs.GetInt("Score_" + (i + 1).ToString()).ToString();

if (textElem.text.Length == 1)

{
textElem.text = textElem.text + ": "
}
}
}
}
}
public void QuitGame()
{
Application.Quit();
}

}

using UnityEngine;

public class Loader <T>: MonoBehaviour where T: MonoBehaviour

{

private static T instance;
public static T Instance

{
get
{
if (instance == null)

{

}
else if (instance != FindObjectOfType<T>())

{

}
DontDestroyOnLoad(FindObjectOfType<T>());

return instance;

instance = FindObjectOfType<T>();

Destroy(FindObjectOfType<T>());

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;
using Assets.Scripts;

using System.l0O;

using System.Ling;

public enum gameStatus

{

next,play,gameover,win

public class Manager : Loader<Manager>

{
[SerializeField]
Text totalMoneyLabel;

+ scoreStr;
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[SerializeField]

Text currentWave;
[SerializeField]
Text healthLabel;
[SerializeField]

Text playBtnLabel;

[SerializeField]

Text ScoreLabel;

[SerializeField]

Button playBtn;

[SerializeField]

Enemy[] enemies;

[SerializeField]
GameObject WavesInfoPanel;

int waveNumber = 0;
int totalMoney = 280;

public float money = 0;

gameStatus currentState = gameStatus.play;
public List<Enemy> EnemyList = new List<Enemy>();
public int TotalHealth { get; set;} = 20;
public int health;
public int TotalKilled { get; set; } = 0;
public int Score { get; set; } = 0;
public int MainScore { get; set; } = 0;
public int LevelScore { get; set; } = 0;

public bool gameOver = false;

public Wave[] Waves{get;set;}

public Wave CurrentWave

{
get

{

if(Waves.Length>=waveNumber)

{

return Waves[waveNumber];

}

return null;

}
[SerializeField]
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Transform posEnemyList;
[SerializeField]

private GameObject waveStatPrefab;
[SerializeField]

private Transform WaveL.ist;
[SerializeField]

private GameObject gameOverMenu;
[SerializeField]

private GameObject WinMenu;

private void SaveParams()

{

/I PlayerPrefs.SetInt("Level" + ManagerScene.Instance.levellndex.ToString(), 1);

if (LevelScore < Score)

{

PlayerPrefs.SetInt("Score_" + ManagerScene.Instance.levellndex.ToString(), Score);

}
PlayerPrefs.SetFloat("MoneyScore", money);

PlayerPrefs.Save();

private void LoadParams()

{
money = PlayerPrefs.GetFloat("MoneyScore");
if (PlayerPrefs.HasKey("Score_" + ManagerScene.Instance.levellndex.ToString()))

{

LevelScore = PlayerPrefs.GetInt("Score_" + ManagerScene.Instance.levellndex.ToString());

b

public int Health

{
get
{
return health;
}
set
{
health = value;
healthLabel.text = health.ToString();
}
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public int TotalMoney

{
get
{
return totalMoney;
}
set
{
totalMoney = value;
totalMoneyL abel.text = totalMoney.ToString();
}
}

public AudioSource AudioSrc { get; private set; }
/I Start is called before the first frame update
void Start()
{
LoadParams();
ManagerScene.Instance.GeneratePath();

Waves=ManagerScene.Instance.SetWaves();
SetPossibleEnemies();

Health = TotalHealth;
totalMoneyLabel.text=TotalMoney.ToString();
healthLabel.text=TotalHealth. ToString();
playBtn.gameObject.SetActive(false);

AudioSrc = GetComponent<AudioSource>();
ShowMenu();

}
private void Update()

{
HandleEscape();

private static int SortByName(GameObject 01, GameObject 02)
{

return ol.name.CompareTo(02.name);

IEnumerator Spawn()

if (CurrentWave.EnemiesPerSpawn > 0 && EnemyL.ist.Count < CurrentWave.TotalEnemies)

{

for (int i = 0; i < CurrentWave.EnemiesPerSpawn; i++)

{

if (EnemyList.Count + TotalKilled < CurrentWave.TotalEnemies)
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var spawnPoint=ManagerScene.Instance.spawn;
var center = spawnPoint.transform.position;
var size = spawnPoint.GetComponent<BoxCollider2D>().size;
Enemy newEnemy = Instantiate(enemies[CurrentWave.IndexEnemy]) as Enemy;
/Ineed balancing
newEnemy.health = (int)(newEnemy.startingHealth * (1 + (float)waveNumber/10));
newEnemy.x_offset = Random.Range(-size.x/2, size.x/2);
newEnemy.y_offset = Random.Range(-size.y / 2, size.y/2);
Vector2 pos = new Vector3(centerx + newEnemy.x_offset, centery +
newEnemy.y_offset);
newEnemy.transform.position = pos;
RegisterEnemy(newEnemy);

}

yield return new WaitForSeconds(CurrentWave.SpawnDelay);
StartCoroutine(Spawn());

public void RegisterEnemy(Enemy enemy)
{
EnemyList.Add(enemy);

}

public void UnregisterEnemy(Enemy enemy)
{
EnemyList.Remove(enemy);

Destroy(enemy.gameObject);
}

public void DestroyEnemies()

{

foreach (Enemy enemy in EnemyL.ist)

{
Destroy(enemy.gameObiject);

}
EnemyList.Clear();

}
public void AddMoney(int amount)

{

TotalMoney += amount;

}

public void SubtractMoney(int amount)

{

TotalMoney -= amount;



public void IsWaveOver()
{
healthLabel.text = Health.ToString();
if ((TotalHealth-Health+TotalKilled)>=CurrentWave.TotalEnemies)
{
/I if (waveNumber <= enemies.Length)
I{
/I enemiesToSpawn = waveNumber;
I}
SetCurrentGameState();
ShowMenu();

}
public void SetCurrentGameState()

{
if (Health<=0)
{
this.Health = 0;
playBtn.interactable=false;
currentState = gameStatus.gameover;
GameOver();
}
else if(waveNumber==0 && (TotalHealth-Health + TotalKilled) == 0)
{

currentState = gameStatus.play;

}
else if (waveNumber >= Waves.Length-1 && EnemyL.ist.Count == 0)

{
currentState = gameStatus.win;
playBtn.interactable=false;
WinGame();

}

else

{

currentState = gameStatus.next;

}
public void PlayBtnPressed()

{

switch (currentState)

case gameStatus.next:
waveNumber +=1;
break;

default:
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Health = TotalHealth;
totalMoney = TotalMoney;

totalMoneyLabel.text = TotalMoney.ToString();
healthLabel.text = TotalHealth.ToString();

AudioSrc.PlayOneShot(SoundManager.Instance.Newgame);

break;
}
TotalKilled = 0;
currentWave.text = "Wave " + (waveNumber + 1);
SetWaveL.ist();
StartCoroutine(Spawn());
playBtn.gameObject.SetActive(false);

}
public void ShowMenu()
{
switch (currentState)
{
case gameStatus.gameover:
playBtn.interactable=false;
playBtnLabel.text = "Play Again?";
AudioSrc.PlayOneShot(SoundManager.Instance.Gameover);
break;
case gameStatus.next:
playBtnLabel.text = "Next Wave?";
break;
case gameStatus.play:
playBtnLabel.text = "Play game";
break;
case gameStatus.win:
playBtnLabel.text = "Play game";
break;
}
playBtn.gameObject.SetActive(true);
}
private void HandleEscape()
{
if (Input.GetKeyDown(KeyCode.Escape))
{

I/l TowerManager.Instance.DisableDrag();



TowerManager.Instance.towerBtnPressed = null;

}
public void WinGame()

{

if(currentState == gameStatus.win)

{
WinMenu.SetActive(true);
Time.timeScale = 0Of;
// BpeMeHHaﬂ 3arjiynika ajis rnmoacyeTa UTOroBbIX OYKOB
Score=Score+Health+TotalMoney;
money = money + Score / 10;
ScoreLabel.text="Score: "+ Score.ToString();

SaveParams();
/ISerializer.SaveXml(MainScore, path);

}

public void GameOver()
{

if (currentState == gameStatus.gameover)

{

gameOverMenu.SetActive(true);
Time.timeScale = 0Of;

money = money + Score / 10;
SaveParams();

//Serializer.SaveXml(MainScore, path);

public void Restart()
{

SceneManager.LoadScene(SceneManager.GetActiveScene().name);

public void Quit(int _sceneNumber)

{
SceneManager.LoadScene(_sceneNumber);

}

public void ShowWavesInfo()

{
/I TowerManager.Instance.SelectTile();
TowerManager.Instance.towerPanel.gameObject.SetActive(true);
TowerManager.Instance.DisableChilds();
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WaveslInfoPanel.SetActive(true);

}
public void SetWaveList()

{

for(int i=WaveList.transform.childCount-1;i>=0;i--)

{
Destroy(WaveL.ist.transform.GetChild(i).gameObject);

}

for(int i=waveNumber;i<waveNumber+5;i++)
{
if(i<Waves.Length-1)
{
GameObject waveStat=Instantiate(waveStatPrefab);
waveStat.transform.SetParent(WaveL.ist);
waveStat.transform.localScale=new Vector3(1.0f,1.0f,1.0f);
Text stats=waveStat. GetComponentInChildren<Text>();
Image enemylmage=waveStat.transform.GetChild(1).GetComponent<image>();
enemylmage.sprite=enemies[Waves[i].IndexEnemy].GetComponent<SpriteRenderer>().sprite;
stats.text=string.Format(""Density: {O}\t Total: {1}", Waves[i].EnemiesPerSpawn,Waves[i]. TotalEnemies);

}

public void SetPossibleEnemies()

{
List<int> listPosEnemies=new List<int>();
foreach (Wave item in Waves)

{

listPosEnemies.Add(item.IndexEnemy);

}

HashSet<int> unigEnemies=new HashSet<int>(listPosEnemies);

int[] posEnemies=unigEnemies.ToArray();

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

{
GameObject _gameObject = new GameObject(string.Format("enemy{0}",i));
_gameObject. AddComponent<SpriteRenderer>();
SpriteRenderer imageEnemy=enemies[i]. GetComponent<SpriteRenderer>();
_gameObject.GetComponent<SpriteRenderer>().sprite = imageEnemy.sprite;
_gameObject.transform.SetParent(posEnemyL.ist);
float startpos=(posEnemies.Length-1)*(-40.0f)/2.0f;
_gameObject.transform.localPosition=new Vector3(startpos+(i*40.0f),0,0);
_gameObject.GetComponent<SpriteRenderer>().sortingOrder=3;



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Pause_menu : MonoBehaviour

{

}

public static bool GameIsPaused = false;
public GameObject pauseMenuUI;

// Update is called once per frame
public void PauseBtn()

¢ if (GamelIsPaused)
{
Resume();
}
else
{
Pause();
}
}
public void Resume()
¢ pauseMenuUI.SetActive(false);
Time.timeScale = 1f;
GameIsPaused = false;
}
void Pause()
¢ pauseMenuUI.SetActive(true);
Time.timeScale = of;
GameIsPaused = true;
}
public void LoadMenu()
¢ SceneManager.LoadScene("MainMenu");
Time.timeScale = 1f;
}

using System;

using System.Xml.Serialization;
using System.IO;

using System.Collections.Generic;
using System.Linqg;

using System.Text;

using System.Threading.Tasks;

namespace Assets.Scripts

{

public class Serializer

{

static public void SaveXml(int score, string datapath)

{

XmlSerializer serializer = new XmlSerializer(typeof(int));
FileStream fs = new FileStream(datapath, FileMode.Create);

serializer.Serialize(fs, score);
fs.Close();

}

static public int DeXml(string datapath)
{
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}

XmlSerializer serializer = new XmlSerializer(typeof(int));
FileStream fs = new FileStream(datapath, FileMode.Open);
int score = (int)serializer.Deserialize(fs);

fs.Close();

return score;

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class SliderController : MonoBehaviour

{

}

public Slider slider;
public float oldVolume;

private void Start()

{
oldVolume = slider.value;
if (!PlayerPrefs.HasKey("volume")) slider.value = 1;
else slider.value = PlayerPrefs.GetFloat("volume");
¥
private void Update()
{
if(oldvVolume != slider.value)
{
PlayerPrefs.SetFloat("volume", slider.value);
PlayerPrefs.Save();
oldVolume = slider.value;
}
}

using UnityEngine;

public class SoundManager : Loader <SoundManager>

{

[SerializeField]
AudioClip arrow;
[SerializeField]
AudioClip death;
[SerializeField]
AudioClip fireball;
[SerializeField]
AudioClip gameover;
[SerializeField]
AudioClip hit;
[SerializeField]
AudioClip level;
[SerializeField]
AudioClip newgame;
[SerializeField]
AudioClip rock;
[SerializeField]
AudioClip towerBuilt;

public AudioClip Arrow

{
get

{
¥

return arrow;
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public AudioClip Death

{
get
{
return death;
}
}
public AudioClip Fireball
{
get
{
return fireball;
}
public AudioClip Gameover
{
get
{
return gameover;
}
}
public AudioClip Hit
{
get
{
return hit;
}
}
public AudioClip Level
{
get
{
return level;
}
public AudioClip Newgame
{
get
{
return newgame;
}
}
public AudioClip Rock
{
get
{
return rock;
}
public AudioClip TowerBuilt
{
get
{
return towerBuilt;
}
}

}
using UnityEngine;
using UnityEngine.UI;

public class TimeControl : MonoBehaviour
{

public Text speed;

public void Speed()

{
if (speed.text == "1x")
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{
Time.timeScale = 1.5f;
speed.text = "1,5x";
else if (speed.text == "1,5x")
{
Time.timeScale = 2f;
speed.text = "2x";
else if (speed.text == "2x")
{
Time.timeScale = 1f;
speed.text = "1x";
}

}
}

using System.Collections;

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

using UnityEngine.UI;

public class TowerManager : Loader<TowerManager>

{

public TowerButton towerBtnPressed{get; set;}
SpriteRenderer spriteRenderer;

[SerializeField]
public Transform towerPanel;
[SerializeField]
public GameObject towerInfo;
[SerializeField]

public GameObject choiceTower;

[SerializeField]

Text infolabel;
[SerializeField]

Text upgradePricelLabel;
[SerializeField]

Text sellPricelabel;
[SerializeField]

Image towerImage;
[SerializeField]

public Button upgradeBtn;

private
private
private
private
private
private

List<TowerControl> TowerList = new List<TowerControl>();
List<Collider2D> BuildList = new List<Collider2D>();
Collider2D buildTile;

Collider2D buildTileOld = null;

RaycastHit2D hitTile;

TowerControl selectTower;

// Start is called before the first frame update
void Start()

{

towerPanel.gameObject.SetActive(false);
buildTile = GetComponent<Collider2D>();

}

// Update is called once per frame
void Update()

if (Input.GetMouseButtonDown(0))
// if (Input.GetMouseButtonDown(0) && Input.touchCount > @)

{

Vector2 mousePoint = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePoint, Vector2.zero);
if (hit.collider && (hit.collider.tag == "TowerSide" || hit.collider.tag ==

"TowerFull") && !EventSystem.current.IsPointerOverGameObject())
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// if (hit.collider && (hit.collider.tag == "TowerSide" || hit.collider.tag ==
"TowerFull") && !EventSystem.current.IsPointerOverGameObject(Input.GetTouch(@).fingerId))
{
//buildTile.gameObject.GetComponent<SpriteRenderer>().color = Color.red;
towerPanel.gameObject.SetActive(true);
buildTile = hit.collider;
SelectTile();
hitTile = hit;
if(hit.collider.tag == "TowerSide")
{
if(selectTower != null){
selectTower.DisableRange();
}
DisableChilds();
choiceTower.SetActive(true);
else if(hit.collider.tag == "TowerFull")
{
DisableChilds();
towerInfo.SetActive(true);
foreach(TowerControl tower in TowerlList)
{
if(tower.transform.position == hit.transform.position){
if (selectTower != null)
{
selectTower.DisableRange();
}
selectTower=tower;
break;
}
}
if(selectTower!=null){
ViewTowerInfo();
}
}
else if(hit.collider && hit.collider.tag == "Respawn" &&

IEventSystem.current.IsPointerOverGameObject())

// else if(hit.collider && hit.collider.tag == "Respawn" &&

lEventSystem.current.IsPointerOverGameObject(Input.GetTouch(0).fingerId))

{
buildTile = hit.collider;
SelectTile();
if(selectTower != null)
{

selectTower.DisableRange();

}

Manager.Instance.ShowWavesInfo();

else if(!EventSystem.current.IsPointerOverGameObject())

// else if(!EventSystem.current.IsPointerOverGameObject(Input.GetTouch(®).fingerld))

{
ClocePanel();
}
if(selectTower != null)

if(selectTower.NextUpgrade != null)

{
if (selectTower.NextUpgrade.Price <= Manager.Instance.TotalMoney)
{
upgradeBtn.interactable=true;
}
else{

upgradeBtn.interactable=false;

}
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}
}
public void SelectTile()
{ if (buildTileOld != null && buildTile != buildTileOld)
¢ buildTileOld.GetComponent<SpriteRenderer>().color = Color.white;
}

buildTile.gameObject.GetComponent<SpriteRenderer>().color = new Color(0.9843137f,
0.4823529f, 1, 1); ;
buildTileOld = buildTile;

public void DisableChilds() // Bei3biBewb rpe-Hubyab, Hanpumep, 4epe3 no HaxaTuiw UL KHOMKM

{

for (int i = @; i < towerPanel.childCount; i++)

{

towerPanel.GetChild(i).gameObject.SetActive(false); // Bbiknwyaem Wau BKAWYAeM KaxAoro
nosy4yeHHoro pebéHka Mo nopsaaky.

}
towerPanel.Find("ClosePanel").gameObject.SetActive(true);

}
public void ViewTowerInfo()
{
infolLabel.text=selectTower.GetStats();
if (selectTower.NextUpgrade ==null)
{
upgradeBtn.interactable=false;
upgradePricelabel.text="Max 1v1l!";
// upgradeBtn.GetChild(1l).SetActive(false);
}
else
{
upgradeBtn.interactable=true;
upgradePricelabel.text="for "+selectTower.NextUpgrade.Price;
}
sellPricelLabel.text=selectTower.sellPrice.ToString();
SpriteRenderer m_SpriteRenderer = selectTower.GetComponent<SpriteRenderer>();
Sprite sprite=m_SpriteRenderer.sprite;
towerImage.sprite=sprite;
selectTower.EnableRange();
}
public void ClocePanel()
{
if (selectTower != null)
{

selectTower.DisableRange();

}
towerPanel.gameObject.SetActive(false);

if (buildTileOld != null)

buildTileOld.GetComponent<SpriteRenderer>().color = Color.white;

}
//backBtn.SetActive(false);

//DestrTower();

public void TowerUpgrade()
{

if(selectTower != null)

{

if(selectTower.Level <= selectTower.Upgrades.Length && Manager.Instance.TotalMoney >=
selectTower.NextUpgrade.Price)

{
}

selectTower.Upgrade();



104

ViewTowerInfo();

}

public void DestrTower()
{
Manager.Instance.TotalMoney += selectTower.sellPrice;
TowerList.Remove(this.selectTower);
Collider2D selectBuild = null;
foreach (Collider2D buildTag in BuildList)

{
if (buildTag.transform.position == selectTower.transform.position)
{
selectBuild = buildTag;
buildTag.tag = "TowerSide";
break;
}
}

BuildList.Remove(selectBuild);
Destroy(selectTower.gameObject);
selectTower = null;
DisableChilds();
choiceTower.SetActive(true);

public void RegisterBuildSite(Collider2D buildTag)
{

}
// nokynka 6awHW: Bbl4eT geHer M3 obwero cyeTa Urpoka
public void BuyTower(int price)

BuildList.Add(buildTag);

{
Manager.Instance.SubtractMoney(price);
}
public void RegisterTower(TowerControl tower)
{

TowerList.Add(tower);

public void RenameTagBuildSite()

¢ foreach(Collider2D buildTag in BuildList)
t buildTag.tag = "TowerSide";
guildList.Clear();

gublic void DestroyAllTowers()

¢ foreach(TowerControl tower in TowerlList)
{ Destroy(tower.gameObject);
iowerList.Clear();

gublic void PlaceTower(RaycastHit2D hit)

{

if (towerBtnPressed !=null)

{
TowerControl newTower = Instantiate(towerBtnPressed.TowerObject);
newTower.Start();
newTower.sellPrice = towerBtnPressed.TowerPrice;
newTower.transform.position = hit.transform.position;
BuyTower (towerBtnPressed.TowerPrice);
Manager.Instance.AudioSrc.PlayOneShot(SoundManager.Instance.TowerBuilt);
RegisterTower(newTower);
if(selectTower != null){

selectTower.DisableRange();

}

selectTower=newTower;
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choiceTower.SetActive(false);
towerInfo.SetActive(true);

3
public void SelectTower(TowerButton towerSelected)
{
if (towerSelected.TowerPrice <= Manager.Instance.TotalMoney)
{
towerBtnPressed = towerSelected;
// EnableDrag(towerBtnPressed.DragSprite);
buildTile.tag = "TowerFull";
RegisterBuildSite(buildTile);
PlaceTower(hitTile);
ViewTowerInfo();
3
}

}

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

public class Wave

{
public int IndexEnemy{get;set;}
public float SpawnDelay{get;set;}
public int EnemiesPerSpawn{get;set;}
public int TotalEnemies{get;set;}

public Wave(int indexEnemy,float spawnDelay,int enemiesPerSpawn,int totalEnemies)
{
IndexEnemy=indexEnemy;
SpawnDelay=spawnDelay;
EnemiesPerSpawn=enemiesPerSpawn;
TotalEnemies=totalEnemies;
}
}

using UnityEngine;

public class Zoom : MonoBehaviour
{
Vector3 touchStart;
public float maxZoom;
public float minZoom;
public float sensitivity;
private void Update()
{
if (Input.GetMouseButtonDown(0))

{

}
if (Input.touchCount == 2)

{

touchStart = GetComponent<Camera>().ScreenToWorldPoint(Input.mousePosition);

Touch touchZero = Input.GetTouch(9);
Touch touchOne = Input.GetTouch(1l);

Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;
Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;

float prevMagnitude = (touchZeroPrevPos - touchOnePrevPos).magnitude;
float currentMagnitude = (touchZero.position - touchOne.position).magnitude;

float difference = currentMagnitude - prevMagnitude;
ZoomCamera(difference * 0.01f);

else if (Input.GetMouseButton(9))
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{

Vector3 direction = touchStart -
GetComponent<Camera>().ScreenToWorldPoint(Input.mousePosition);
GetComponent<Camera>().transform.position += direction;

}

ZoomCamera(Input.GetAxis("Mouse ScrolliWheel™));
}
void ZoomCamera(float increment)
{

GetComponent<Camera>().orthographicSize =
Mathf.Clamp(GetComponent<Camera>().orthographicSize - increment * sensitivity, minZoom, maxZoom);
}
}



