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PEDEPAT

TekcroBa yacTuHa 6akamaBpchKoi podotu 56¢., 25 puc., 1 Tabi., 18 mxepen.
C#, UNITY, BLENDER, GITHUB, UNITY ADS, GOOGLE PLAY, BLUESTACKS 5
06 ’exm docnioacenns — revimieit rpu xaupy « Tower Defense».

IIpeomem Oocnioxcenns — rpa xaupy «Tower Defense» 3 enemenramu RPG miis
MOO1TBHUX TPUCTPOIB.

Mema pobomu — MiABUIICHHS 3allIKaBJICHOCT] TeUMILIeeM TpH B xkaHpi « Tower
Defense» rpaBiiB Ha MOOUIBHUX HPHUCTPOSX 3a PaxyHOK BIPOBAKCHHS MEXaHIK
«JlepeBo mianoriBy Ta «JlepeBo MaCUBHUX YMIHbY.

Mema Oocniodcenns — METOOU TPOEKTYBAaHHSA Ta po3poOKa MPOrpaMHOTO
3a0e3MeyYeH s, METOu CTBOpeHHsA 3-/] Mozenel, MeToau onTUMi3alii NpOrpaMHOro
3a0€3Me4eHHS.

Hayrxoea nosuszna — Po3poOka rpu xaHpy «Tower Defense» 3 BukopucTaHHIM
MIKCY MEXaHIK: MEXaHiKa JiepeBa MaCUBHUX YMiHb, MEXaHIKa JEPEBO J1aJIOTiB.

TI'any3v eukopucmanms — irpoBa CIUIbHOTA.
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INEPEJIIK YMOBHHUX ITIO3HAYEHD

Ul — user interface

GUI — graphical user interface

Al — artificial intelligence

IDE - integrated Development Environments

Mesh - cykynHIiCTh BepIIuH, pedep Ta TpaHei, [0 BU3HAYAIOTh (POPMY TPHUBHUMIPHOIO
o0'ekra.

Rigging - mporec CTBOPEHHS CKEIETHOI CHCTEMH a0o0 IHIIOI CTPYKTYpH KOHTPOIIIO 3a
noBeaiHko 3D-monem

Normal map - TekcTypa, sika 103BOJIsIE CTBOPIOBATH 1TFO3110 PEIBLEPHOCTI HA MMOBEPXHAX
3D-monenei

AJJTOH - TOJaTKOBUI MOTYJIb, IKUM MOKHA BCTaHOBUTH B Blender a1 po3mupeHHs ioro
(GyHKI10HATIBHOCTI.

Accert - Oyap-skuii ailn, sKuil Moke OyTH BUKOPUCTAHUN JIJIs1 CTBOPEHHS 1r0p
[13 — nporpamue 3abe3neueHHs

OC — omeparriifHa cucTeMa

[IK — IlepcoHaIBHUI KOMIT FOTED

FOuniT — MupHa a0 Bificbka OJUHUIIA KA BUKOPUCTOBYETHCS Y BiJIeOirpax
Besxa — coro3Ha criopyja, sika aTakye BOpOTiB

KapyTuna - QyHkIis, sika 103B0JIsi€ BUKOHYBAaTH IEBHUI KOJI aCHHXPOHHO

["eiimruieii - TepMiH, SIKHi BUKOPUCTOBYETHCS B ITPOBIH 1HAYCTPIT JIJIs1 ONUCY MEXaHIKU
Ta MEXaHI13MiB I'pH, BKJIIOUYAIOUH B3a€MO/IIO TPaBIIs 3 IrPOBUM CBITOM Ta 00'€eKTamMHu.
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BCTYII

Y CBITI CHOTOJHI ICHY€ BEJNHKa KIJIBKICTh MOOUIBHUX IFOp PI3HUX JKaHPIB, SKi
BUKJIMKAIOTh BCE OUIBIINI IHTEpeC y KOpUCTyBadiB. OTHUM 3 HAUTIOMYJISIPHIIINX KAHPIB
e «Tower Defensey, sikuii moeaHye B co0i eIeMEHTH cTpaTerii Ta apkaan. [ po3poOku
TaKUX IrOp BUKOPHUCTOBYIOTHCS PI3HOMAHITHI 1HCTPYMEHTH, Taki fK: MOBa
nporpamyBands C#, irposmii asuryn Unity, nporpama mis ctBopenns 3D-monencit
Blender, cucrema koutposaio Bepciii GitHub, pexmamua mnatdopma Unity Ads Ta
marasut nonatkie Google Play.

06 ’ekmom docniodxcenns € TermIuie rpu xxanpy « Tower Defense».

Ipeomem docnioacenns € pospobiena rpa xanpy « Tower Defense» 3 enemenTamu
RPG nnst MOOITBHUX TIPUCTPOIB.

Memoro pobomu € iIBUILIEHHS 3allIKaBJICHOCTI relMILieeM rpu B xaHpi «Tower
Defense» rpaBimiB Ha MOOUIBHMX MPHUCTPOSAX 3a PAaXyHOK BIIPOBAKEHHS MEXaHIK
«JlepeBo mianoriBy Ta «JlepeBo MaCUBHUX YMIHbY.

Memoro Oocniodcenns € METOOU TNPOEKTYBAaHHA Ta po3poOKa MPOrpaMHOTO
3a0e3MeueHHs, METOAN CTBOpeHHs 3-J| mopeneil, MeToan ONTUMI3alll MPOrPaMHOTO
3a0e3neyeHHs .

Hayxkoeoro nosusnoro mazicmepcvrkoi pobomu € OEJHAHHS MEXaHIK JIBOX PI3HUX
KaHpIiB Irop, BUKOPUCTOBYIOUN MexaHiku 3 xaHpy RPG «JlepeBo macuBHUX yMiHBY» Ta
«Jlepeso mianoriB» y rpi xkaHpy «Tower Defense»

HocnimxenHss mnependayae BUBYEHHS METOAIB TPOEKTYBAHHS Ta PO3POOKH
MIPOTPaMHOro 3a0e3MNeueHHs, METOIB CTBOpeHHs 3D-Mozeneil Ta MeToiB onTUMI3AIlli
nporpaMHoro 3abesnedeHHs. HaykoBor0 HOBH3HOIO € po3poOKa rpu 3 BUKOPUCTAHHSIM
MIKCY MEXaHIK: MEXaHIKM JepeBa MAaCHUBHUX yMIHb Ta MEXaHIKH JepeBa IiajoriB.
["amy33t0 BUKOPUCTAHHS € irpoBa CIUIBHOTA, SIKA CTAHOBUTH 3HAYHY YACTHHY PHHKY

MOOUIBHUX 1TOp.
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1. AHAJII3 IPEAMETHOI OBJIACTI

1.1 Mo0iabHi fogaTKu

Mo061JIbHI JOJATKH CTAJIA HEB1TUTEHOIO YaCTUHOO KUTTSI CydacHUX Jtoei. Bonun
3MIHIOIOTh CIOCIO, 3aBIAKH SKOMY MH CIIUIKYEMOCH, TPAIIOEMO, HABYAEMOCH,
po3BakaeMocCsl 1 HaBiTh cnuMO. HWHI BOHW HACTIIBKH TOBCIOJIHI, IO HAaBITh JIIOIU
MOXUJIOTO BIKY MOXYTb JIATH JO TOUKH, JIe BOHU HE YSIBJISIOTH CBOTO KUTTS O€3 HUX.

JlolaTkul 103BOJISIIOTh HAM 3BEPTATHUCS 710 1HPOpMaIlii Ta MOCIYT B OY/Ib-IKUH Yac
1 B OyIb-IKOMY Micll, 3a0€3Me4yloud 3py4YHH Ta IIBHJKHI JOCTYyH 10 HOTPIOHO1
1H(popmarii. Lle Moxke OyTH KOpUCHUM B OaratboX acreKTax »KUTTs, HAIPUKJIIAJ, B ramysi
OXOPOHH 370POB'sl, KOJIU JIFOJAM MOXYTb B1ICTEKYBATH CBOE (D13UUHE 3/I0pOB'sl Ta MEUYHI
3aIKCH, a TAKOXK OTPUMYBATH MOPAU MIOJ0 30POBOTO CIIOCOOY HKHUTTS.

OpHa 3 TOJOBHUX IepeBar Nporpam Jijisi MOOUTBHUX MPHUCTPOIB MOJISTA€E y TOMY,
10 BOHU POOJIATH OLIBIN JOCTYITHOIO 1H(OpMaIliIo Mpo CBIT HaBKOJIO Hac. Hampukian,
JFOAM MOKYTh IIBHAKO Ai3HATHCS PO MOTO1Y, HOBHHH, 3a0pOHIOBATH MiCIIe Y PECTOpaHi
a00 KynUTH KBUTKH Ha 3ax1]l, HE BUXOASYH 3 oMY a00 3 MICIIsI, 1€ BOHH 3HAXO/ISThHCA.

MoOuIbHI JOATKK TaKOX JOMOMAararoTh JIIOJISM B PO3BUTKY Ta HaBYaHHI.
Hanpuknan, icHye BeluKa KUIBKICTh JOAATKIB JIJII CAaMOCTIMHOTO BHBYEHHS MOBH,
3HAMOMCTBA 3 HOBHMH TEXHOJIOTISIMM Ta HaBHYKaMH, a, TaKOXX, 30LIBIICHHS CBOEI
MIPOJTYKTUBHOCTI Ha po0OOTi 200 B HAaBYaHHI.

Hesiki MOO1IBHI 3aCTOCYHKH, 30KpeMa Irpu, MOXYTh TOKPAIIUTH PO3YMOBI
311I0HOCTI JIFOJAMHM, B TOMY YHUCI1 i 30Cepe/IKEHICTh, YBary Ta peakiito. JlocmipkeHHs
MOKa3yloTh, 110 AEsKl IrPU-TOJOBOJIOMKH MOXYTh JIOIIOMOITH B TPEHYBaHHI MO3KY Ta
MOKpAIIeHH] KOTHITUBHUX (PYHKIIIH.

Hanpuxnan, rpa «Terpuc» Moxke JOMOMOITH TMMOKPAIIUTH 3[aTHICTH JO

IIPOCTOPOBOI'O MHUCIJICHHA, 4 TAKOK 3I[aTHiCTB a0 ynpaBHiHHH yBaroro Ta 30CCPCIKCHHA
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[1]. I'pa «CnoBa 3 1py3siMi» MOXKE OKPAIIUTH 37[aTHICTh JI0 MOBJICHHEBOTO CITIIKYBaHHSI
Ta 30araueHHsl CJIOBHUKA.

Jlesiki irpy TaKOX MOXYTh JONOMOITH y TPEHYBaHHI MaMm'siTi Ta KOHIIEHTpAIIii.
Hanpukian, rpa «LUMOSity» MiCTUTh HU3KY irop, IO JOIOMAararTh y PO3BUTKY Pi3HUX
KOTHITUBHUX (DYHKIIIH, TAKHX SK MTaM'ITh, 30CEPEIKEHICTh Ta PEaKilis.

[TpoTe Ba)XIMBO 3a3HAYMTH, 110 HE BCI IrPH MOXKYTh MAaTH MO3UTUBHUYN BIUIMB Ha
PO3YMOBI 3/110HOCTI, TOMY BaXXJIMBO OOHMpAaTH irpH 3 pO3yMOM Ta HE IepedupaTtu ixX y
KOy 1HIITUM acCIeKTaM JKUTTS, TAKUM SIK poOOTa, HABUAHHS Ta COIliabHI B3AEMHHH.

VY cywyacHOMy CBITI MOOLIBHI JTOAATKW BIAITPalOTh BaXJHMBY POJb B PO3BUTKY
rairy3i po3poOku irop. MoOUIbHI 3aCTOCYHKH J03BOJISIIOTH TPABISIM HACOJO[KYBATHUCS
IrpaMH Ha CBOiX cMapT(oOHax Ta IUIAHIIETaX, 3a0e3Meuyloun 3py4YHU Ta AOCTYIMHUMN
croci0 rpatu yiro0JIeHl ITpH.

IcHye Garato pi3HUX MallJaHYUKIB, A€ MOKHA 3aBAaHTAKUTU MOOUIbHI J1I0JJaTKH Ha
cBii cMapThoH uu rmaHmeT. Och KijbKa HAWOIBII MOMYJISIPHUX 3 HUX:

. App Store - odimiitauii Marasud goxatkiB aus npuctpoiB Apple (iI0S ta iPadOS).
JlocTynmHui Ha MPUCTPOSIX 3 ILI€I0 OMEPAIIITHOI0 CUCTEMOTO.

Google Play Store - odimiiiHuii Mara3uH IOJATKIB JJIs MPUCTPOIB 3 OMEpaIliiiHO0
cuctemoro Android. JlocTynmHuii Ha OUIBIIOCTI MNPUCTPOIB 3 ILIE€H0 ONEPALIHOIO
CUCTEMOIO.

Microsoft Store - marasuH 104aTKIB JJis IPUCTPOIB 3 OnepariiHor cuctemoro Windows
10.

. Amazon Appstore - anbTepHaTUBHUN Mara3vH JOJATKIB ISl IPUCTPOIB 3 OMEPAIIITHOIO
cucteMoro Android ta Fire OS.

. APKMirror - BeOcaiit, sikuii 103BOJIsie 3aBaHTaxyBaTH APK-daiinmu momatkiB s
Android 6e3nocepeHpO Ha CBIH MPUCTPIH.

F-Droid - mara3uH 101aTKiB 3 BIIKPUTUM BUX1IHUM KoaoM s Android.

. Apple TestFlight - cepric ms TecTyBanHs 6eTa-Bepciit qoaatkiB Ha i0S Ta iPadOS.
HockeyApp - cepsic s aucTpuOyIii 6eTa-Bepciii 104aTKIB Ha Pi3HUX IuTaTdhopmax,

Brirouaroun 10S, Android, Windows ta macOS.
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3aJIe’)KHO BiJl OTEPAIMHOI CHCTEMH Ballloro IPHCTPOIO, BH MOXKETE BHOpaTH
HaWOUIBII 3pyYHMA JUIsI Bac MaraswH JOJATKIiB Ta 3aBaHTaXyBaTH JIOJATKU

0e3rocepeIHbO Ha CBiM IPUCTPIi.

1.2 Mob6iabHi irpu

MoOinbHI iTpH 1€ BUJ pO3Bar Ha MOOUTFHUX MPUCTPOSIX, TAKUX K CMAPTHOHU Ta
iaHmeTd. BoHW crand Haa3BHYAiHO MONYJSIPHUMH B OCTaHHI POKH, OCKUIBKU

3a0€e3Meuy0Th IBUJIKUI Ta JIETKUW JOCTYI A0 1rop y OyAb-sIKAi Yac Ta MICIIE.

OpHi€0 3 OCHOBHUX MepeBar MOOUTHHUX ITOp € iX JOCTYMHICTh. JJo HUX MOXHa
JIETKO OTPUMATH JIOCTYI Yepe3 MoOuUIbHUI iHTepHET abo Wi-Fi, mo mno3Bonsie rpatu B
yaro0JeH1 irpu B OyJb-IKOMY MicCli Ta B Oyab-skuil yac. KpiMm TOro, MoOUIBHI 1rpu
3a3BHYai HEe MOTPEOYIOTh BEMKOI KUIBKOCTI Yacy, 10 POOUTH iX 1JIeaIbHUMHU JIJIS JIFO/ICH,

K1 IIyKatOTh IIBUAKANA CIIOCIO pO3BAXKUTHUCS.

Hpyroro nepeBaroro MOOUIBHHX 1rop € iX 0araTtcTBo. ICHye 0e3iiy pi3HUX KaHPIB
1rop, BiJ KJIACHYHUX apKaJl 0 CKJIaJHUX CTpaTerii Ta posiboBux irop. Lle o3nauvae, mo
KOXEH 3MO)KE€ 3HAlTH Ipy Ha CBI CcMak, M0 3a0e3MeYuTh HEe3a0yTHI BpPaXEHHS Ta

BITUYTTS 3a0BOJICHHS.

OnHiero 31 CKIAIHONIIIB y PpO3poO0Ill MOOUIBHUX IrOp € ONTUMI3alis Mia pi3Hi
npucTpoi. PO3poOHMKN MOBHHHI BpaXOBYBaTH Pi13HI pO3MipU €KpaHiB, 0OCATH Mam'siTi Ta
XapaKTEPUCTHUKH MPOIIECOPIB, 1100 3a0€3MeYUTH BIIMIHHY MPOAYKTHBHICTh Ta BIAUYTTS
rpu Ha Oyb-IKOMY MPUCTPOI.

Po3pobHrKH MOOUIBHHX IrOp TaKOXX MOBHUHHI PO3YMITH CBOIO ayJAMTOPIIO Ta ii
noTpebu. Hampuknazn, irpu juist AiTedl MaioTh OyTH MPOCTIIIMMH Ta MICTUTH MEHIIE
HACWJIbCTBA, B TOM Yac, K irpu IS TOPOCIUX MAlOTh OyTH CKIAAHIIIMMH Ta MOXKYTh
Matu OlIbIlIe HacHIbCTBA. KpiM TOro, BOHM IMMOBUHHI A0AMIMBO MiAXOIUTH JI0 TEMU TPH,
1100 YHUKHYTH HENPUHHATHUX acollialii Ta KOH(IIKTIB 3 KYJbTYpHUMH HOpMamH Ta

IHHOCTAMH.
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3 iHmoro 00Ky, po3pOOHUKH MOOUTBPHUX 1MOp TMOBHHHI 3a0e3MedyBaTH BUCOKY
SKICTh Tpa(iku Ta 3BYKOBOTO CYHNpOBOAY, II00 3p0oOUTH Tpy OLIBII peasiCTUYHOIO Ta
3aXOIUIMBOIO. TakoX BOHM TIOBMHHI 3a0e3nedyBaTH IIOCTIHHE OHOBJIEHHS TpH,
BUIIPABIISATA TIOMIJIKM Ta JOJIaBaTH HOBWUH KOHTEHT JJIS TOTO, 100 30eperTu iHTepec
TPAaBIIiB JI0 TPH.

[Ile omHi€0 BaXXIMBOKO CKJIAJOBOK MOOUIBHHX 1rop € redMIuieid. Y MOOUTbHHUX
irpax BiH 3a3BUYaii Ty>Ke MMPOCTHUH, ajie IIe He 3aBaKae pO3BaXKaTUCS Ta HACOJIOKYBATUCS
rporo. Po3poOHuKH MOO1IEHUX 1MOp MOBHHHI 3a0€311e4yBaTH 3aXOTUIMBUN Ta JMHAMIYHUM
reiMITIeH, SKUi 3MOXKe 3alliIKaBUTH TPaBIliB Ha TpuBaiuii yac. Lle Moxe Oyt JOCATHYTO
3a JIOTOMOT 00 PI3HOMAaHITHUX MEXaHIK I'PU, TAKUX SK: CHCTEMAa IPOrPECYBAHHS, CKIIAH1
7abIpUHTH Ta 3arajku, 6araTomapoBuil reimiieit Ta 6arato iHmoro. Kpim Toro, ycmix
MOOUIBHOI TPH 3aJEXKHUTh BIJ ii Bi3yaJbHOI MPUBAOJMBOCTI Ta 31aTHOCTI 3aXONMUTH
IpaBUiB 3 Mepmoro norisiay. Po3poOHUKN MOOUTBHUX 1rOp MOBUHHI BUKOPUCTOBYBATH
BHUCOKOSKICHI Irpadivyfi edeKTH, sICKpaBl KOJbOPH Ta BIAMOBIAHI 3BYKOBI €()eKTH, 11100

3a0€3MeUNTH 3aXOIUIMBUI BI3yaJIbHUM TOCBIJ JJI TPABLIB.

Takok BaXXJIMBOI CKJIAJOBOI0 MOOLIBHUX IFOp € MOXJIMBICTH TpaTH B HUX 3
JpY3siMU 200 3MaraTucs 3 IHITAMU TPaBISIMH OHJIAWH. |71 1IOTO PO3POOHUKH TTOBUHHI
BKJIFOYATH y CBOI IFpU PI3HOMAHITHI PEKUMHU TPHU, SIK1 JO3BOJISIFOTH T'PABLSIM 3MaraTucs

MIDK c00010 200 CTUIBHO MPOUTH CKIIIHI PiBHI.

VY uuioMy, ycminHa MoOiIbHA Tpa MOBHMHHA MaTU MPOCTUM, aje 3aXOIIMBUMA
reiiMIUIeH, BiIMOBIIHY Bi3yalbHY MPUBAOJIMBICTh Ta MOXKIIUBICTh TPATH 3 APY3sIMHU a00
3Maratucs 3 IHIIMMU TPaBUAMH OHJAWH. JIJIsi JHOCATHEHHS NMX IUJIeH pPO3POOHHKHU
MOOUIBHHMX 1TOp MOBUHHI OyTHM TBOPYMMH Ta 1HHOBALIWHUMHU, BUKOPHUCTOBYIOYM HOBI

TEXHOJIOT1{ Ta iJ1ei JUIsi CTBOPEHHS YHIKAJIIBHUX Ta 3aXOIUTUBHX 1TOp.
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1.3 Orasig Ta a”HaJi3 iICHYIOYHX AHAJIOTIB

1.31 Plants vs. Zombies 2

Plants vs. Zombies 2 (PVZ2) [2] € npoaoBKeHHsIM 3HaAMEHUTOI I'pH, 1110 OyI1a
ctBopera PopCap Games. L5 rpa cTana my:ke MOIMyJSIPHOIO B HAPO, 3aBISKH CBOTH
MIPOCTOTI Ta rIMOuHI reiiMIuiero. Bona Oyiia BunyiieHa Ha MOOUTBHUX TutaTdhopmax 1 10
IIOT'O Yacy Ma€ BEJIMKY KUJIbKICTh IIaHYBAJIbHUKIB.

['pa mpomoHye pi3HI BUAM POCIWH, SIKI MOXKYTh BIIOMBATH HACTYN 30MOI1, SIKAN
BHCYBA€THCA Ha Balll Ta30H, 1 3aXMCTUTH Balll IIM B1J HamaAiB Ha KOKHOMY piBHI. B it
rpi 0araTo BHJIB POCIMHHU Ta 30MO1, pI3HOMAaHITHI PiBHI Ta Pi3HI €KpaHHI e€PEKTH, IO
poOnsaTh Tpy 3axommBoro. Kpim Toro, y PVZ2 € pi3Hi BapiaHTU T'pH, BKIIOYAIOYU
TYpHIpY Ta WMIOJEHHI BUKIIMKH, SIKI 3a0€3MeUyI0Th OUIBII JOBFOTPUBAIMNA Ta IIKABUUN
TEeUMILIEH.

I'pa PVZ2 mae nyxe mpocTuil Ta 10CTymHUM iHTEepdeiic, 0 A03BOIsSE HOBAUKaM
JIETKO po3iOpaTucs 3 reiMIieeM. IrpoBa MexaHiKa TaKOX MPOCTa: TPaBellb MOBUHEH
PO3TaIIOBYBAaTH POCIHUHU, 00 3yMUHUTH HACTYI 30MO1, Ta 310paTH COHSIIHHUKH, 100
MaTH MOKJIMBICTh KyITyBaTH HOB1 pociuHU. Kpim Toro, rpaBellh Moke BUKOPHUCTOBYBATH
PI3HOMaHITHI CTEIIaJIbHI aTaKu Ta 3aKJIMHAHHS, SIKI MOXKYTh JJOTIOMOTTH B OOpPOTHOI 31
30MOl.

Onuum 3 HepodikiB PVZ2 € Te, o rpa Mae nesikuil piB€Hb BUMAJAKOBOCTI, SIKUH
MO>Ke TIPU3BECTH J0 HEBJAIMX TpaBiiB. Hampukiasn, iHOI1 rpaBellb MOKE MaTH MOraHe
CTapTOBE PO3TAllyBaHHS POCIHUH, K€ MOXE 3pOOUTH #oro Oe3HaAiiHOIO BiTHOCHO
mBUIKO. Takoxk, ekl 30MO1 B il Ipl MOXKYTh OyTH Ay>K€ CKJIAQIHUMHU JJIs1 SHUIIICHHS,
OCOOJIMBO SIKIIO TpaBellb HE BUKOPUCTOBYE TMPABWIbHY KOMOIHAIIO POCIUH Ta
BIAMOBIAHUX 3110HOCTe. KpiM Toro, neski KOpHCTyBadi BiJ3Ha4yalOTh MpoOJieMH 3
ONTHUMI3aLI€I0 TPU HA JEIKUX MPUCTPOSIX, IO MOKE BUKIMKATH NPOOJIEMH 3 MIJIABHICTIO
reiMInIel0 Ta 3aBaHTaXKEHHSM Tpu. OJNHAK, I BHUITQJKHA CTAHOBIIATH TUIBKH JIPiOHI

HEJI0JIIKK B TIOPIBHSIHHI 3 3arajbHOI0 SIKICTIO TPU.
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Puc. 1.1. Bo6paxkenns revmiuicto rpu Plants vs. Zombies 2

Jlns po3poOku rpu « Tower Dimensiony 6yJ10 B34TO Ta HOKPAIIEHO 110 KiJTbKOCTI
PI3HOMAHITHHUX BEX Ta BOPOTiB. byJio 101aHO MOXKIUBICTh MOKPAILLEHHS BEX I1J] Yac IPH,
amke y PVZ refimiuieit Maiixe 3akiHUyBaBCs MICIIs TOTO, SIK OYJI0 PO3CTABIIEHO YC1 BEXI.
OCKiTbKH TpaBellb OTPUMAE TOCTATHHO 30JI0TA MiJl Yac TPU Y CIOKETHOMY PEXHUMi, OYyII0

1m030aBJieHO MPOOJIEMH BETUKO1 KITbKOCTI BHYTPIIIHBOITPOBUX MOKYTIOK.
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1.3.2 Tower Madness 2

Tower Madness 2 - e rpa B >xaupi Tower defense, ctBopeHa st MOOUIBHUX
wiatgopm 10S ta Android [3]. ['paBens MOBUHEH 3aXHUCTUTH CBOIO 0a3y BijJ HACTYITY
0e3:1141 BOPOXKHUX 1HOTUIAHETSIH, K1 HaMararoTbcs 3/100yTH KOHTPOJIb HaJl TUIAHETOIO.

OnuuM 3 HaNOIBIN SICKPaBUX ACIEKTIB I'pH € 1i rpadika. ['pa Mae KOIHOPOBUIA Ta
JeTalli30BaHUi JU3aiH 3 KyMETHUMH BOPOTaMu, 110 J0JA€ BeCeNoIiB reimiuiero. Kpim
TOTO, My3UKa Ta 3ByKOBI €()eKTH I0MOMAaraioTh 3aHYPUTHUCH Y CBIT I'PH.

I'pa Mae pi3HOMAaHITHICTH BEX, SIKI TPaBEIlb MOXKE PO3TAIIOBYBATH Ha MapIIPyTI
BOpokux arak. KokHa Beka Ma€e CBOI yHIKaJbHI XapaKTEPUCTUKU Ta HABUYKH, SIK1
MOXXYTh OyTH TMOKpAIlleHl 3a JOMOMOTrOl0 HAaKOMUYEHOro JOCBiay. I'pa mae aecsTku
pI3HUX PIBHIB, JIe y KOXKHOTO HACTYITHOTO 3pOCTAa€ CKJIAJHICTh, Yepe3 IO TIpaBellb
MOBUHEH PO3TalllOBYBATH CBOI BEKI Ta BUKOPUCTOBYBATH PI3HI CTpPATErii ISl 3aXUCTY
CBOE€1 0a3u.

Xoua Tower Madness 2 € 1OCUTH 1IKaBOIO 1 KYMEIHOIO I'POIO, BOHA TAKOXK Mae
neskl npobnemu. OaHier0 3 ocHOBHUX MpobiieM Tower Madness 2 € HemocTaTHs
PI3HOMaHITHICTh BOpPOTiB. X04a Ipa Ma€ KiJibka TUMIB 30M0I1, X KIJIbKICTh OOMEXeHa 1
IIBUJKO CTa€ HYAHOIO NJisi rpaBiliB. Boporu maroTh mano Bapialiif, 1 iXHI aTaku HE
3MIHIOIOTKCS, 0 3HIKYE TIHOMHY reimIuiero. Lle Moxke mpu3BecTH 10 TOTO, 10 TPABEIb
IIBUIKO HAOpUae Tpu Ta BTpadae iHTEpEC 10 Hel.

Kpim Toro, nesiki rpasiii BiJj3Ha4al0Th MPOOJIEMHU 3 YIIPABIIHHIM T'POIO, OCOOIMBO
Ha MPUCTPOSAX 3 MEHIIUM €KpPaHOM, TakuX K cMapTdoHu. Jleski enemMeHTH 1HTepdency
MOXXYTb OyTH HaJITO MAJICHBKUMHU, III0 MOKE 3POOUTH X BAXKKUMU ISl TOPKAHHS.

B uinomy, Tower Madness 2 - 11e 100pe 3po0iieHa Ta 3aXOIIMBa Ipa, sika Hajae
IpaBIsIM TIMOOKUN TeWMIUIed Ta BUKIMK JJs PO3BUTKY CBOIX CTpaTEriyHUX Ta
TaKTHYHUX HaBUYOK. [ 'pa Mae mpekpacHy rpadiky Ta 3ByKOBUH TU3aiiH, K1 JOMTOBHIOIOThH
reimIuie Ta poOysaTh Woro OuUTbIn 3axorMBuM. Ha kanb, OMHUM 3 HEIOJIKIB TPU €
HEJIOCTaTHS PI3HOMAHITHICTH BOPOTIB, IO MOXE MPHU3BECTH 1O TOTO, IO Ipa CTae
MOBTOPIOBAHOIO Ta MEHII 3aXOIJTUBOIO Ha MOBrUil TepmiH. OHAK, 3arajioM Tpa € JyxKe

rapHOIO Ta PEKOMEHIOBAHOIO JJIsI JIIDOUTENIB KaHPY.
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Puc 1.2. 300paxenns refimruieto rpu Tower Madness 2

s po3poOku rpu «Tower Dimensiony Oyjo B3STO i€ BEIUMKOI KIJIbKOCTI
PiBHIB, 100 KOpHUCTyBady He OyJ0 HYIHO rpaTH B OJHIM 1 ToW camiil jokamii. KoxHa
JIOKAIlisl CTBOPIOBANIACh OKPEMO, 3aBASIKM BEIWKOI KIIBKOCTI mpedaliB CTBOPEHUX Yy
nporpami «Blendery». 3aBnsku 1mpomy Oya0 po3B'si3aHO MPOOJIEMY OIHOTHITHOTO
TeHMIICIO, aJKe B KOKHOMY PiBHI HEOOXiTHO OTPMMYBATHCh Pi3HOI cTpaTerii, yepe3
pi3HOT KUTBKOCTI Ta TUIIB BOPOTiB, IKUX OyJ10 3aHaaATO Mayio B Tower Madness 2. Takox
OyJ0 mpoaHai30BaHoO MpoodsIeMy Masioro iHtepdericy y rpi Tower Madness 2, depes 1o

Ha CTapux MOOUTHHUX TesedoHax OyJI0 HEMOXKIUBO CTBOPUTH BEXKY.
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1.3.3 Infinitode 2

Infinitode 2 - e moGiibpHa rpa sxanpy Tower Defense, sika IponoHye HeCKiHUCHH
pexxum Tpu. Bu 3aiimMaeTecst 3aXUCTOM CBO€ET 6a3u BiJl HACTYIY XBUJIb BOPOTiB, Oy IyI0Un
Ta TOKPAIIyI0Un OAIITH.

OcHOBHa 0COOJIMBICTD I'PH - 11€ MOXKJIMBICTh I'PaTH B HECKIHUCHOMY PEKHUMI, JIe BU
31TOBXYy€ETECA 31 OUTBII CKIaJHUMU XBHJISIMUA BOpOTiB. BaMm foBeneThCsl po3MillyBaTu
OalITH B CTPATETIYHHUX MICIISIX, BAKOPHUCTOBYIOUH iX YHIKQJIbHI BIIACTUBOCTI Ta 3/110HOCTI,
o0 3yNUHUTH MPOTUBHMKIB. ['pa MpOMOHYye pPi3HOMAHITHICTH THUIIB OailT, SKi BU
MO’KeTe BUKOPHUCTOBYBATH, 1 KOXKHA 3 HUX Ma€ CBOT CHJIbHI Ta cJ1abKi CTOPOHHU.

VY mporeci rpu Bu OyeTe 3apoOJisiTH TPOIIIi Ta pecypcH, IKi MO>KHA BUTPATUTH Ha
MOKpalIeHHsT OaiT, po30JIOKyBaHHS HOBUX THINB OalliT Ta OTPUMaHHS YHIKaJIbHUX
edekTiB. Bu Takoxk 3MokeTe OTpUMYyBaTH JOCSTHEHHS Ta BUKOHYBATH 3aBIaHHS, 1100
OTpUMaTH OOHYCH Ta BUHATOPO/IU.

Iarepdetic rpu Infinitode 2 mpocTuii Ta 3pyuHHil y BUKOPUCTaHHI, 1110 T03BOJISE
JIETKO PO3MILIYBaTH OallTH Ta KepyBaTH reimiuvieeM. ['pa mae qocuth npocty rpagiky,
aJie 11e J03BOJISIE TUIABHO MPAIIOBATH HA PI3HUX MOOUTBHUX TIPUCTPOSIX.

Bapto 3aznauntu, mo Infinitode 2 He Mae po3ropHyToi icTopii abo KammaHii.
['onoBHMI aKLEHT pOOHUTHCS HAa HECKIHYEHHOMY pPEXHMI TpU Ta CTPATEriYHOMY
OyIBHUIITBI OOOPOHHUX CHCTEM.

SIKII0 BM IIyKaeTe HECKIHYCHI BUKJIMKK y »kaHpi Tower Defense Ta mroOute
OyayBaTh Ta cTpaTeriyHo mokpairyBatd Oarntu, To Infinitode 2 moxe OyTH IikaBUM
Bapi1aHTOM JIJis Bac.

OCHOBHUMHU ILTIOCAMU TPH €:

1. HeckiHueHHHI peXHM, 1€ BH MOXETe HACOJOHKYBATHCSI Tpor 0e3
0oOMeXeHb y Yaci Ta J0CIIKYyBaTU BCE CKJIAQ HIIII XBHUJII BOPOTIB.
2. Pi3HOMaHITHICTH OamT 31 CBOIMH YHIKQJIbHUMH Ta CTpPaTEriYHUMHU

MOXIINBOCTSIMU.
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OCHOBHMMH HEJIOTIKaMU TPH €
1. O6mexena rpadika: [1{o ctocyernes BizyanbHOro acnekry, Infinitode 2 mae
JIOCHUThH MPOCTY Ta 0OMEKeHy Tpadiky.
2. MOHOTOHHICTh: 3 YacOoM TIpa MOXXE CTaTH MOHOTOHHOIO, OCOOJHMBO B
HECKIHYEHHOMY pPEXuMIi, J€ MaTepHH BOPOTIB MOBTOPIOIOTHCH. Lle moxe
IIPU3BECTH JI0 BIAIYTTS OJJTHOMAHITHOCTI Ta BTOMHU.

3. BigcyTHICTH CrOXKeETY.

45 @ 5476 PLATFORM

Used as the basis for towers

Puc 1.3. 300paxenns reimmiero rpu Infinitode 2

Jlns po3pobku rpu « Tower Dimension» Oyio B3sTO i7IcF0 HECKIHUCHHOTO PEXHUMY, ¢
rpaBellb 3MIr OM 3MaraTUCh C IHIIMMHU TPaBUAMH y PEKOPAl 3 HAOpPaHOro OYKIiB Ta
MEXaHIKy OMHCY XBUJI1 BOPOTiB, 3aB/ISIKU SIKOI MM MOYKEMO TTOOAYUTH SIKi BOPOTU OyIyTh

WTH Tig9ac piBHIO.
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2. AHAJII3 3ACOBIB PEAJII3AINII

['pa xxanpy Tower Defense — 1ie xanp irop, y sKoMy rpaBIeBi moTpioOHO Oy 1yBaTu
BEXI1 JUIS 3aXUCTy BiJ HamaaiB BoporiB. Jlyis peanizarii Takoi 'pu HEOOXIJHO MaTh
MOTY>KHI IHCTPYMEHTH 17151 po3po0Ku irop, Taki sk Unity, C# ta Blender.

C# - 11e MOBa mIporpamMmyBaHHS, sIKa IMMPOKO BUKOPUCTOBYETHCS ISl PO3POOKH 1rOp
B Unity. 3aBasku C# po3pOOHUKH MOXKYTh CTBOPIOBATH CKIJIAJIHI ITPOBI MEXaHIKH,
00poOsATH TIO/IT B TPi, MpaItoBaTH 3 0a3amMu JaHuX ToIo. Bukopucranus C# no3Boiise
3pobuTtu rpy xaHpy Tower Defense O11b11I 1IKaBOIO Ta PI3HOMAHITHOIO.

Blender - e mortyxuuii iHcTpyMeHT 1t 3D MomearoBaHHSA Ta aHIMaIlii, SKHi
MO>KHa BHUKOPHCTOBYBATH JUIsl CTBOPEHHsI 00'€KTIB, BOPOTIB Ta IHIIHUX EJIEMEHTIB TPU
xanpy Tower Defense. [loro MOXHa BHUKOPHCTOBYBATH ISl CTBOPCHHS CKJIAIHHUX
aHIMallli, HaJaIITyBaHHS TEKCTyp Ta OCBiTIeHHA. Buxopucranns Blender nospossie
CTBOPUTH AKICHY Ta PEATICTUYHY TPy .

Unity - me irpoBuil JABWTYH, SIKUH JIO3BOJISIE CTBOPIOBATH ITpH IS Pi3HUX
wiatgopm, Ttakux gk [IK, MoOuLIBHI mpucTpoi, KOHCOJI Tomio. BiH Hagae mupoki
MO>KJIMBOCTI ISl pO3POOKHU 1rop TakKi SIK CTBOPEHHS PiBHIB, BOPOTiB, BEXK, HAJIAIITYBaHHS
¢bi3uku, a”imarii Ta edekriB. s Toro, mob odpatu Unity, Oyio mpoaHaaizoBaHO Ta
PO3MIISIHYTO JAEKUIbKA MOMyJISIPHUX IMPOBHMX ABHrYHIiB, Takux sk Unreal Engine, Game
Maker Studio, Construct. Ockineku Unity BukoprcToBye MOBY mporpamyBanas C# Ta
Mae TiepeBary Haj IHIIUMH JBUTYHaAMHU Yy PO3poOIl /Uisi MOOUIBHUX MpUiIaaiB, Oyiio
oOpaHO caMme MOoro Jyist peajizailii 1aHo1 AUTIOMHOT pOOOTH.

3BefieHl pe3yJbTaTH aHali3y XapaKTepUCTUK PO3IVIAHYTUX ITPOBUX JIBUTYHIB

HaBejieHo y Tabmuin 2.1.
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Tabmung 2.1 — 3BeAeH! pe3yiabTaTd aHaI3y MPOrPaMHOTO 3a0e3MeueHHs s

pO3pOOKH irop

AKTHUBHHX

PO3POOHHKIB

Mae TToHay 7 MITH

3aBaHTa>XCHb

: : Game Maker
Ioka3uuk Unity Unreal Engine . Construct
studio
IMnaTdopmu Windows, Windows, macOS, Windows, Windows, macOS,
macOS Linux macOS Linux

OoOmexeHHs y
0€e3KOIITOBHIN - - + +
Bepcii
Ocnosia moea C# C++ GML BIJICYTHS
NporpamMmyBaHHA
Pik mosiBu 2005 1998 2012 2007
3D rpadika + + 4acTKOBa -
®diznyne

+ + - +
MO/1eJII0BAHHS
Micue Ha quCKY 4TBb 145Tb 3I'b 500 Mb
Misiva e Intel Core 15- Quad-core Intel Intel Pentium 4 Dual-core Intel
npoiecop 2500K
MiniManbHa DX9 (shader
BizeokapTa DX11 cymicua DX11 cymicha model 2.0) DX11 cymicha

CyMiCHa

MinimajbHa
OonepaTuBHA 8 I'b O3I1 8 I'b O3I1 512 MB O3I1 4Tb O3I1
nam’siTh
KinbkicTs He maroth Takoi Benukoi
PO3pOOHUKIB Mae nonan 5 miaH KOpHCTYBalbKoi 0a3u, sk Unity Ta

Unreal Engine, ane Bce 111e € J0CUTh

HOIYJISPHUMH ITPOBUMH JBUTYHAMU 31

CBOIMU YHlKaJ'ILHI/IMI/I MOXXJIHUBOCTAMH.

IIpuxknagu irop

Subway Surfers;

Fortnite; Sea Of

Hotline Miami;

Ha ruatdopwmi T1K,
KOHCOJI1, MOO1IBHI
IIPUCTPOI Ta
BipTyanbHa

pealbHICTh

ITPOBUX MPOEKTIB
s ITK, koHcoen
Ta BIpTYyaJIbHOI

pEabHOCTI.

2D-irop mns 1K,
KOHCOJIEH Ta
MOOUIBHUX

IIPUCTPOIB.

Holow Knight; | Thieves; Bioshock TowerClimb
- Undertale;
Rust Infinite
IHmmi BUKOPHUCTOBYETECS | BUKOPUCTOBYETHCS | BUKOPUCTOBYETHCSA | BUKOPUCTOBYETHCS
0C00JIMBOCTI JUISL PO3POOKH 1rop |AJis CTBOPEHHS JUISL CTBOPEHHS JUTSl CTBOPEHHS

2D-irop pizHHEX
skanpiB s T1K,
KOHCOJIEH Ta
MOOLIBEHUX

IIPUCTPOIB.



https://play.google.com/store/apps/details?id=com.kiloo.subwaysurf&hl=ru&gl=US&pli=1
https://store.steampowered.com/app/367520/Hollow_Knight/
https://store.steampowered.com/app/252490/Rust/
https://store.epicgames.com/ru/p/fortnite
https://store.steampowered.com/app/1172620/Sea_of_Thieves_2023_Edition/
https://store.steampowered.com/app/1172620/Sea_of_Thieves_2023_Edition/
https://store.steampowered.com/app/8870/BioShock_Infinite/
https://store.steampowered.com/app/8870/BioShock_Infinite/
https://store.steampowered.com/app/219150/Hotline_Miami/
https://store.steampowered.com/app/391540/Undertale/
https://store.steampowered.com/app/396640/TowerClimb/
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Takum uynHOM, BukopuctanHs Unity, C# ta Blender no3Boisisie cTBOpUTH
3aXOIUIMBY Ta BHUCOKOSIKICHY Tpy kaHpy Tower Defense 3 1ikaBuMH MexaHIKaMH Ta

eeKTaMu.

Puc. 2.1. nemoHcTpalist reiMILIeIO

2.1 MoBa nporpamyBanus C#

Amnaiz MoBu niporpamyBanHsi C# [4] € BaXIIMBUM €JIEMEHTOM TIPU PO3POOIIL irop
Ha irpoBoMy nBuryHi Unity. C# € MOBOIO TIporpaMyBaHHsI, SIKa BUKOPUCTOBYETHCS IS
CTBOpPEHHSI BUCOKOSKICHMX, €(QEeKTUBHUX Ta Oe3meuHux mporpaM. Mosa C# € nmyxe
MOTY)KHUM 3ac000M 711 PO3POOKH irop, OCKIIBKH Ma€ BEIUKY KiTbKICTh BOYIOBaHUX
GyHKIIM 1 MOXJIMBOCTEH, K1 CIPUSIIOTh CTBOPEHHIO BUCOKOAKICHOT rpu. Lls MoBa mae
psAA  mepeBar, BKIIOYAIOYM MOXJIMBICTh BHKOPHUCTOBYBATH pI3HI THMNHM JIAaHUX,
00'eKTHOOPIEHTOBAHUM MiX1, JIETKICTh HAATrOJ[KEHHS Ta MATPUMKY 1iatdhopmu .NET.

TakoX BOXJIUBUM acCleKToM € miaTpumka C# 1HCTPYMEHTIB pPO3pOOKHU, TaKUX SIK
Unity, sikuil € OIHUM 3 HAUTOMYJISIPHIIIMX ITPOBUX JABMKKIB Ha puHKY. Unity 103B0OJIsIE
pO3pOoOHMKaM CTBOpIOBaTH Tpu 3 BHUKOpuUcTaHHAM C#, a TakoX Mae BOyJOBaHY

HIATPUMKY pi3HUX Tu1atdopm, Takux sk 10S, Android ta PC.
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Po3pobka rpu B xaHpi Tower Defence morpeOye 3HaHb 3 pi3HHX Traiy3ei,
BKJIIOYAIOUYM T'E€UM-IU3aiH, NMPOrpaMyBaHHs Ta MMCTELUTBO. Y IbOMY BHIIAJIKy, MOBa
nporpamyBaHHsi C# Moke OyTH KOPUCHOIO JIsl peaii3allii 6araTbox KOMIIOHEHTIB TpH,
TaKUX K MEXaHIKMA B3a€MOJIii IOHITA 3 BEKEI0, CHCTEMa MPOrpecy, CHCTeMa HaropoJ Ta
MOKpAIICHb BEX 1 T.]I.

OcCHOBHMMHU MepeBaraMu BUKOPUCTAHHSI MOBH TporpamyBaHHst C# 1y1st po3poOKku
I'PU € MOXKJIUBICTB JIETKO PO3IIMPIOBATH KO, BAKOPUCTOBYBAaTH OaraTto (ppeMBOpPKIB Ta
010ioTeK e MiABHILEHHS €(QEeKTUBHOCTI Ta IIBUAKOCTI PO3pPOOKH, a TaKOXK
BUKOPHUCTaHHSA MIMPOKOTO CIEKTPa IHCTPYMEHTIB )11 ToOyA0BH IrpadiyHoro iHTepdency
ta edektiB. [y po3mupenHs 3Hanb BukopructaHo kaury «C# 8.0 and .NET Core 3.0 —

Modern Cross-Platform Developmenty [5].

C# mMoBa mporpamyBaHHs, fKa MATPUMYEThCcs Ha Oaratbox IDE BkItouarouu:
Visual studio, JetBrains Rider, MonoDevelop, SharpDevelop. B Unity rapso
niarpumyetbes Visual Studio, Tomy mo o6uaBi mporpamu Hasiexxats kommanii Microsoft
1 pO3pOOJNIAIOTECS 3 ypaxyBaHHSAM B3aemojii MK cobor. lle o3Hauae, mo mnpu
Bukopuctanni Visual Studio mis mporpamyBanas B Unity mMaemo Oiibin TOYHY
IHTEerpanito, MiJCBIYyBaHHS CHUHTAaKCHCY, AaBTOJOMNOBHEHHS KOAYy Ta I1HIII KOPHUCHI
byHKI1, K1 CIPOLTYIOTh PO3POOKY TPH.

OnHak, BapTO 3a3HA4MTH, IO po3poOka rpu B kaHpi Tower Defence 3
BUKOPHUCTAHHSAM MOBHU TporpamyBanHsi C# Mo)ke mMatu TNeBHi ckiagHomi. Hanpukian,
MOK€ BHHUKHYTH TMpoOjieMa 3 ONTHUMI3aIli€lo TpH Ta 1 €eKTHUBHICTIO, OCOOIUBO Ha
CTapillluX MPUCTPOsX abo Komm'toTepax 3 oOMexxeHHMMH pecypcamu. KpiMm Toro, s
YCHIIITHOTO BUKOPUCTAHHS MOBU mporpamyBanHs C# y po3poOili irop moTpiOHO MaTu
BHUCOKY KBasi(pikallifo Ta JOCBiJ B IMPOrpaMyBaHHI 3arajioM, a TaKOX 3HAHHS TEBHUX
IrpOBUX JIBUTYHIB Ta 010110TeK. be3 boro MoKyTh BUHUKHYTH IPOOJIEMH 3 peaizalli€ro
CKJIQJHUX MEXaHIK TpY Ta ONTUMI3AIl€ro ii mporeciB. TakoX BaXIMBO MaMm'siTaTd MPO
OHOBJICHHS MOBHM Ta I1HCTPYMEHTIB, aJDK€ iX BHUKOPHUCTAHHS MOXXe 3a0€3MeUuTH
MOKpPAIEHHs MPOAYKTUBHOCTI Ta 3MEHIIEHHS KUIBKOCTI TOMHUJIOK Y TPOLIECT PO3POOKH.

3aranom, MoBa nporpamyBaHHs C# Moke OyTH MOTY>KHUM THCTPYMEHTOM JIJIsl pO3pOOKHU
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irop, MpoTe BUMArae Biji po3poOHMKA BEIMKOT yBaru J10 JeTajei Ta 3HaHHS HalHOBILINX

TEHICHIIIN y CBITI IrpOBOI 1HAYCTPIi.

Puc. 2.2. nemonctpanis IDE Microsoft Visual Studio

2.2 Irposuii aeuryn Unity

IrpoBuit nBuryH Unity [6] € omHUM 3 HaHOUIBII MOMYJIIPHUX ITPOBUX JBUTYHIB,
KU BUKOPUCTOBYETHCS Ul CTBOPEHHS IrOp B PI3HUX KaHpax. BukopucTaHHS 1IbOTO
ITPOBOTO JIBUTYHA I PO3POOKM TPU JO3BOJUTH PO3POOHUKAM CTBOPHUTH Oarato
e(EeKTUBHUX MEXaHIK Ta €PEKTIB, K1 3p00JISATh TPy IIKABOIO Ta 3aXOIUIUBOIO.

Unity Takox Hallae MOXJIMBICTh CTBOPIOBATH PI3HOMAHITHI €)EKTH, aHIMAIIIIO Ta
HAJa€ TOTYXKH1 IHCTPYMEHTH JIJIsl pO3POOKH 1T0p, BKIIOYAIOUX MOXKJIMBICTh CTBOPEHHS Ta
penaryBaHHs 00’ €KTIB, 110 JIOMIOMOKE 3pOOUTH Ipy OLIBII MPUBAOIMBOIO TA 3aXOIJIUBOIO
JUIsi TpaBIiliB. bimbmiicte e(ekTiB MOXKHA CTBOPUTH 3a JIOMOMOTOI0 TpadidHOTO

iHTepdecy TaHoTo JIBUTYHA, IO CIPOCTUTH MPOIEC PO3POOKH.
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Puc. 2.3. crBopenns eddekri Ha Unity

Opnak, 115 yCHilHOI po3poOKH Ipu 3 BUKopucTaHHsAM Unity moTpiOHI TIIHOOKI
3HAHHS MOBH ITporpamyBaHHs C#, 30KpeMa 3HaHHS apXITEeKTypH i€l miatopmu, KiaciB
Ta METO/IIB, SIKI BAKOPUCTOBYIOTHCS B TIpoIieci po3po0ku. Takox moTpiOHO MaTH 3HAHHS
npolecy po3poOKH irop Ta riuOoKe po3yMiHHS MPUHUMUITIIB POOOTH rpapiYHUX ABUTYHIB.
Cepena po3pobku Unity mae cBOi 0COOIMBOCTI, IO MOXYTh OyTH Ba)KKUMH IS
pO3yMiHHS JUIsi HOBaykiB, TOMYy [Jsi po3poOku Tpu B skaHpi Tower Defence 3
BUKOpUCTaHHAM RPG MexaHik HEOOXiAHO MaTH MPAKTUYHUN JOCBIJ POOOTH 3 IUM
ITPOBUM JIBUTYHOM 200 OyTH TOTOBUM IIBUIKO HABYATHUCS HOBOTO.

OmHUM 3 MOKIIMBHUX HENIOMIKIB BUKopucTanHsa Unity B po3po0OI1i irop € 0OMeKeHHs
Ha JIesIK1 aCTeKTU MPOEKTY, TakKi SIK MIBUJIKICTb 0OpOOKH BEJIMKOT KIJTLKOCTI 00'€KTIB YU
poOoTa 3 rpadikor0 B peaTbHOMY Yaci, Yepe3 1m0 HEOOX1THO PO3IUBIATACH ONMTHUMI3AIIII0
K HEBIAJIBHY CKJIAJO0BY NpoekTy. Takoxk, e IDE Moxe BUMaratu BeJIMKUX PECYpPCIB,
10 MOKE CTaTH MPOOJIEMOIO JUIsl MEHIIUX CTY/1 a00 1HIUBIAyaIbHUX PO3POOHUKIB.

Opnak, HOro BUKOpPUCTAaHHS Mae CBOi mepeBaru. Lle moTyxHuii irpoBuil IBUTYH,

AKUW miaTpumye Oarato TuiatrgopM, BKIFOYAIOYM MOOUIBbHI, JECKTOMHI Ta KOHCOJBHI
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matdopmu. Unity Mae BEIMKY CIUTBHOTY PO3POOHHUKIB Ta KOPHUCTYBAUiB, 110 JO3BOJISE
JIETKO 3HAWTH pimeHHs Ha ¢opyMax Ta Onorax. Takoxk OJHIEIO 3 OCOONMBOCTEH Ili€l
CIUJILHOTH € MiATPUMKA PO3POOHUKIB 3aBISKH OHJIaliH-Mara3uny Asset Store [7], skuii €
gactuHol0 Unity. Asset Store MICTUTb BENUKY KUIBKICTb TOTOBHUX aCCETIB, TaKHX SK
MOJIeJIl TIePCOHAXIB, TEKCTYypH, 3BYKH, ITUIariHU Ta 1HIII MaTepiaiu, sIKi MOXYTh OyTH
BUKOPHUCTaH1 JIS IIIBUKOI pO3pOOKHU 1rop Ta I0JaTKIB.

VY Asset Store € O6e31utaTHi Ta 1IaTHI acceTu. be3mnaTHi acceTu MaloTh 0OMEKEH1
MOKJIMBOCTI a00 SKICTb, aje JAO03BOJSIOTH KOPHCTyBayaM MO3HAHOMHUTHUCH 3
PI3HOMAHITHICTIO PI3HUX aCCETIB Ta BUKOPUCTOBYBATH iX y CBOIX MPOEKTAX OE3IIIATHO.
[InaTH1 acceTy MOXKyTh OyTH OUTBII POZMIMPEHUMHU TA AKICHUMH, 3aJIEKHO BIJ LI1HU, SKY

BCTAaHOBUB PO3POOHUK.

Asset Store € xopuCHUM pecypcoM i PO3POOHMKIB, SKI IIYKAIOTh MHUISXH
IPUCKOPEHHS MPOLIECy PO3POOKM CBOIX 1rop Ta JoJaTKiB. 3aBasku Asset Store
PO3POOHUKH MOXYTh IIBUIKO 3HAWTH HEOOXIJHI acCeTH, SIKI BOHU MOXKYTb
BUKOPHCTOBYBaTH Yy CBOiX MPOEKTaX, 3MEHIIYIOUM TUM CaMUM 4Yac Ta BHUTpPATH Ha
po3poOky. Kpim Toro, Asset Store Takox 103BOJIsIE pO3pOOHUKAM MTPOAaBaTH CBOI BJIACHI
acCeTH, 10 CTUMYJIIOE PO3BUTOK CIUIBHOTH PO3POOHHKIB Ta BHECOK y TMOIMYJISIPU3AIIIIO
Unity.

Kpim Toro, Unity miarpumye MoBy nporpamyBanHsi C#, sika Ma€ BEJIMKY KUIbKICTb
010J110TE€K Ta IHCTPYMEHTIB, 1110 3HAYHO MOJIETIIye po3po0Ky rpu. C# € MOTYKHOI MOBOIO
nporpaMyBaHHsl 31 3pYYHUM CHHTAKCHCOM Ta JOCHUTb JIETKOK JUIsi BUBYEHHS UIf
MPOrPaMICTIB, SIKI paHillle BAKOPUCTOBYBAJIM 1HIIII MOBH IPOrpaMyBaHHs. 3a JOMOMOT' OO
i€l MOBU NpOrpaMyBaHHs, PO3POOHUKH MOXYTh JIOCUTh MPOCTO CTBOPIOBAaTH Ta
KepyBaTu TOBEAIHKOI0 00'exkTiB rpu. Kpim Toro, C# mo3Bosisie Ouibil e(hEeKTUBHO
YIPABJISITH BCIEIO IPOIO, 30KpeMa 30epexkeHHsIM 1H(popmallii mpo repoiB, BOPOTiB, BEXI, a
TaKOX yMpaBIiHHIM rpadiyHuMU eheKTaMu, 3BYKOM Ta IHITUMHU aClIEKTaMH TPH.

Takum unnHOoM, BukopuctanHs Unity Ta MoBu mporpamyBaHHs C# € Baium

BUOOpOM 111 po3poOku rpu B kaupi «Tower Defence». Opnak, HEOOXiIHO MaTH
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JIOCTaTHIA JOCBiA y po3poOlll irop Ta 3HATH OCOOJIMBOCTI POOOTH 3 IIMM ITPOBUM

JBUTYHOM JIJIsl TOCATHEHHS yCHIXY y po3po0ii TpH.

2.3 IIporpamue 3a0e3ne4eHHs1 1Jisi CTBOPEHHSI TPUBUMIPHOI KOMII'IOTEPHOIL

rpadiku, MoaenloBaHHs Ta aHimamii Blender

Blender [8] - ue noryxuuit ButbHU iHCTpYyMeHT 11t 3D-MoaemoBanHs, aHiMaltii
Ta Bisyam3amii. Y po3pooui rpu B xaHpi «Tower Defence» Blender moxe Oytu
BUKOPUCTAHUN JJII CTBOPEHHS BUCOKOSIKICHMX 3D-Mojenei, a TakoxX JJisi CTBOPEHHS
peaNiCTUYHUX aHIMalli Ta e(eKTIB.

JUIsi BUBUEHHSI LIbOTO IMPOrpaMHOro 3a0e3MedeHHs] € 0araro OHJailH pecypcis,
onuH 3 Takux - Blender Guru [9]. Blender Guru npomnoHye cTaTTi, HaB4aJbHI BiJIeO Ta
JTOTOMIXH1 (paiiiu, siki BKJIFOYAOTh B1J] OCHOB JI0 MPOCYHEHUX TeXHIK 3D-monentoBanHs
Ta a”imarli. Kypcu po3po0iieHi Takum YuHOM, 11100 BOHU OYyJIH JIETKUMHU JIJISt 3pPO3YMIHHS
HaBITh ISl MOYATKIBIIB, aje BOJHOYAC 1HPOPMATUBHUMH Ta JCTAIBHUMHU JJIs O1IBII
JOCBIJYEHUX KOPUCTYBaUiB.

OnuuMm 3 ronoBHUx nepesar Blender € #ioro 6e3miaTHICTh Ta BIAKPUTHI KOJI, 1110
JI03BOJISIE PO3POOHUKAM Ta XYJOKHUKAM BUKOPHCTOBYBATH Iporpamy Oe€3IIaTHO Ta
HaJalITOBYBAaTHU ii miJl cBoi moTpedu. Blender mae mmpokuii Habip 1HCTPYMEHTIB ISt
MOJICITIOBAHHS, BKJIIOUAIOUM MOKJIUBICTh CTBOPIOBATH CKJIAaJIHI (DOPMH 3a JTIOTIOMOTOIO
0araTb0X METOJIB, TaKUX SIK CKYJBITYBaHHS, MOJCIIOBAHHS 3 BHKOPHUCTAHHSIM
reoMeTpuYHuX (PopM Ta 0araTbOX 1HIIUX.

Takox, Blender mae BOymoBaHi 1HCTPYMEHTH MJii PO3pOOKM aHiMallii Ta
Bi3yautizallii, o J03BOJIIE PO3POOHUKAM CTBOPIOBATH PEANICTUYHI aHIMAIlIHI CIICHH,
30KpeMa JJisi pyXy BoporiB Ta 30poi. Blender Takox minrpumye pi3Hi popmatu daiiinis,
110 J03BOJIsIE pO3POOHUKAM JIerKo iHTerpyBaTu 3D-Moneni Ta aHiMallli B rpy.

[Tin ywac po3pobku rpu, Blender BukopucTOBYBaBCS IJIsi CTBOPEHHS pIiBHIB,
BOPOTiB, JEKOPY Ta BEX. 3a IOMOMOTOI IIOTO MPOTpaMHOTO 3abe3meueHHs Oyio

CTBOPEHO aHIMaIlii U1 pyXy BOPOTiB Ta aTak Bex. Kpim Toro, 6yso Bukopucrano Blender
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JIJIsl CTBOPEHHS p13HUX €(PEKTIB Ta AEKOpaIlii, sKi JoMoMarajiy 30araTuTy Ipy Ta 3poOUTH

ii O1IbII IPUBAOIMBOIO IS TPABIIIB.

Puc. 2.4. cuena nporpamsoro mpocropy Blender

Takox Blender Oyno BukopucTaHo Juis MaltOBaHHS CIIJIBHOT TEKCTYPH VIS YCIX
00'€KTIB, 3aBISIKA PO3TAIIyBaHHIO iX TOYOK B OJHIA CHUIbHIM CHCTEMI KOOpJIWHAT.
MastoBaHHsI CIIJILHOT TEKCTYPHU Iy Ke JOTIOMOTIJIO JIJIsi ONTHUMI3allii Tpy. Takox 3aBIsKU
[[bOMY MPOTPAMHOTO MPOCTOPY MOXKIIMBO CIIOCTEPITaTH 3a KiJIbKICTh MOJITOHIB 00'€KTIB
Ta ONTHUMI3yBaTH iX, 1100 3a0e3MeunT MaKCUMaIbHY MPOAYKTUBHICTH Tpu. Kpim Toro,
Blender HagaB MOXIIMBICTh CTBOPIOBATH PEATICTUYHI Ta JI€TaJII30BaHi 00'€KTH IS TPH,
1110 T ABMIILYBAJIO i1 SIKICTh Ta MPUBaOIMBICTh [T rpaBiiB. Bukopucranus Blender Takox
JTIO3BOJIUJIO HaM 3a0€3MEeYUTH CYMICHICTh MiK 00'€KTaMM B I'pi Ta JIETKO 1X IMIIOPTYBaTH
B irpoBuil 1BUrYH. Lle 103BOSMIO NOCATHYTH €IHOCTI CTHIIIO Ta 30BHIIIHBOMY BUTJISY

yCiX €JeMEHTIB I'PH.
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Puc. 2.5. CninbHa TekcTypa A 00’ €KTiB Tpu

Kpim Toro, BukopuctanHs Blender mo3Bommio 3poOuTH po3poOKy Tpu OLIBII
€(DEeKTUBHOIO Ta MPOJYKTHUBHOI, 3a0€3MEUUBIIM MOXJIMBICTh TMpallOBaTU 3 Yycima
o0'ekTamMu TpU B OJHOMY MporpaMHOMY cepenoBuili. lle 3HayHO 3MEHIIMIO Yac Ta
3YCHJUIS, HEOOXIMHI 11 pO3pOOKH TPH, Ta JTO3BOJIMJIIO 30CEPEAUTHCH Ha CTBOPEHHI
BHUCOKOSIKICHOT reiMITIeiiHOT Ta TpadivHoi ckiagoBux. BaxkiauBo 3a3Haunty, mo Blender
Ma€ BEJIMKY KUIBKICTh PI3SHOMAHITHUX aJJIOHIB, SIKI MOXXHA BHKOPHUCTOBYBATU LIS
MoJNIIeHHss pobotu 3 mporpamoro. Hampukinan, iCHYHOTb aaloHU sl CTBOPEHHS
nei3axiB, peAakTOpiB aHiMallll, TUIariHu JUIs IMIIOPTY Ta €KCHOPTY pi3HUX (opMarTiB
¢aiiniB, Ta 6arato IHIIMX KOPUCHUX JT0JATKIB. BUKOpUCTaHHS [IUX aJIOHIB MOKE 3HAUHO
nosiermutd  poboty 3 Blender Ta 3pobutu mnporec CTBOpEHHS TIpu MIe OLIbII

IIPOLYKTUBHHM.
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3. PEAJIIBALISA TA TECTYBAHHSA I'PU " KAHPY «TOWER DEFENSE»
3 EJIEMEHTAM RPG

3.1 Po3po0ka 0CHOBHMX MeXaHI3MIB Irpu

[Tepen TuM sk TiepelTH 10 pO3pOOKH IpH, HEOOX1THO MTpoaHaIi3yBaTH, 1110 y TPl

xanpy «Tower Defense» mae OyTu.

B rpi xanpy Tower Defense 3a3Buuaii MatoTh OyTH Taki €JI€MEHTH:

1.

9.

Bexi abo iHImi 3aco0u 00OpOHH, sIKI MOXXHA PO3MIIIYBATH HAa KapTi, 1100
3aXMCTUTH BiJl HACTYIY BOPOXKUX CHIL

Bopoxi cunu, siKi HaCTyNaroTh Ha TEPUTOPIIO rPaBLs 1 HAMAraroThCs IPOUTH 10
KIHIIS KapTH.

Pecypcu, ski rpaBelib MOKe BUTpayaTH HA MOKYIIKY Ta IMiJIBUILIEHHS PIBHS BEX.
CucrteMa mporpecy rpablis, Taka SIK OYKH JOCBIJly, PIBHi, JOCSTHEHHS Ta
HaropoJiy.

Pi3HOMaHITHI KapTKK a00 PiBHI 3 PI3HUMHM JaHAMIA(PTaAMU, XapaKTepUCTUKAMHU
Ta CKJIQJHICTIO MPOXOI>KCHHS.

MexaHi3M ynpaBiiHHS BeXamMu a00 1HIIMMHU 3aco0aMu 00OPOHH, SIKiI TPaBellh
MO>K€E MOKPAIyBaTH Ta YOCKOHAIIOBATH.

EnemenTtu reiiminieto, Taki sIK rmaysa, BIIHOBJICHHS TPH, Mara3uH 3 MOKJIUBICTIO
KYITIBJII HOBUX BEX Ta 1HIII JTOAATKOBI (yHKIIII.

I'padika Ta 3ByKkoBi €deKTH, Kl JOMOMaraloTh CTBOPUTH aTMOc(epy rpu Ta
JOITIOBHIOKOTH T'€UMILIICH.

HeckinueHHMI pexuM, B IKOMY IpaBelb 3MOKE 3MaraTUCs 3 IHIIMMU IPaBISIMU

10. /liamoroBa cuctema, BHOOPH Ta HACIIIKH, 100 TPaBEIlh 1€ O1IbIIE TOHYPUBCS

710 IrPOBOTO BCECBITY.
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3.1.1 B3aemogaii BoporiB 3 BexxaMu

Jlns B3aemojii BeX 3 Boporamu, O0yJjio po3po0sieHo 0a30BHil aOCTpaKTHHM Kiac
«Towery, sxuii 30epirae meron «ChecklfCanShooty. Jlorika 1isoro MeToa CKIIaa€ThCs
B TOMY, 10 Koiu 00’ekT 3 LayerMask «enemyy» Bxoauth 10 Physics.OverlapSphere,
Bexa 30epirae HalOJIMKIOTO BOPOTa Ta MOYMHAE [0 HBOMY CTPUIATH.

Jlna B3aeMonii BOPOTIB 3 KyJsIMH, OyJO BHKOPHCTAHO IIAOJOH MPOEKTYyBaHHS
Visitor [10], sxkuit 103BOJISE ITOAATKOBO PO3MIMPUTH (PYHKIIOHAIBHICTH 00'ekTa O€3
3MIHM HOTO OCHOBHOI CTPYKTypu. KoxkeH THN KyJib Ma€ yHIKaJdbHI XapaKTEepUCTUKU Ta
edeKTH, TOMy KOXKE€H BOPOT TTOBHHEH MAaTH BJIACHY YHIKAJIbHY PEaKIl0 Ha KOXXEH THII
KyJb. Y rpi Oyno Bukopuctado intepderic IEnemyVisitor mist B3aemoii Mixk 00'ekTamMu
KyJb Ta BoporiB. Koim Kymnsi TOpkaeThcs Bopora, BoHa Imepenae cebe iHTepdeiicy
[EnemyVisitor sk mapameTp, 110 A03BOJSIE BOPOrOBI YHIKAJIBHO pearyBaTH Ha KOXKHY
Kymo. TakuM YMHOM, 3aCTOCYBaHHs IA0JIOHY MPOeKTyBaHHA «VISItOr» Ha IBUTYHI
Unity, 103BoJisie €EKTUBHO YIPABISATH B3aEMO/IIE€I0 MK 00'€KTaMU TpH, JIETKO J10/1aBaTH
HOBI TUIK 00'€KTIB Ta AJITOPUTMIB, 0€3 3MIHA OCHOBHOTO KOJIY.

s peanizanii mabdmony «Visitory wa asurysi Unity BUKOPHCTAHO HACTYIHHH
niaxia: crBopeHHs iHrepdeiicy [Enemy Visitor, sikuit mictuth MeToau TakeDamage, 110
MPUITMAIOTh KOKEH TUTI 00'€KTIB 3 SKUMU MTOBUHHI OyTH B3aeMoii. Jlaini Oysio cTBopeHo
pi3HI KJIach BIJBIyBadyiB, SIKI y BHUMNAAKYy JOTHKY IO BOpOra 3BEpPTalOThCS O HOTO
iHTepdeiicy [EnemyVisitor 1 Bukmukatoth meton TakeDamage, nepenaroun cede sik

napamerp.



Enemies

- — — — >

Crosshow

<<Interface>>
IEnemyVisitor

TakeDamage(bullet: FireBullet): void
TakeDamage(bullet: IceBullet); void
TakeDamage(arrow: Crossbow): void
TakeDamage(bullet: CannonBullet): void

A

<<Interface>>
IVisit

+Damage: integer
+Power: integer

FireBullet

-
HitEnemy(IEnemyVisitor enemy)
- — — a4 — —

Client

+Damage: integer
+Power: integer

IceBullet

+Damage: integer
+Power: integer

CannonBullet

+Damage: integer
+Power: integer

Puc. 3.1. UML /[liarpama kiaciB ma0ioHy npoekTyBaHHs «ViSItor

VY 1poMy BHMaaKy, Oyjo cTBopeHo iHTepdeiic IEnemyVisitor, skuii MiCTHTBH
METOJIU I 00pOOKH KOKHOTO TUITY KYJIb Ta BOporiB. [lani Oyio po3pobiieHo inTepdeiic
IVisit, skuii mictute mMeron HitEnemy. B 1iboMy MeTOi BHKOPHCTOBYETHCS METOJ
TakeDamage intepdeticy IEnemyVisitor sskomy mepeaaeTbes MOTOYHHN Kiac. Takum
YMHOM, KOJIA KYJISi TOPKA€ThCS BOPOra, BUKIMKAEThCs Meton HitEnemy, sikuii nepenae
KYJIIO BIJTIOBIAHOMY KJIacy BIJBITyBady, sIKHU peajizye JOTiKy oOpoOKH B3aeMOii MIXK
KYJICIO Ta BOPOTOM.

OTKe, BUKOPUCTaHHsA Mma0aoOHy mpoektyBaHHs «Visitor» Ha asuryni Unity
JTIO3BOJISE 3 JIETKICTIO peali3yBaTH JIOTIKY B3a€MO/I1i MK 00'€KTaMH, 110 3HAXOATHCS Ha
cueHi rpu. Ile m03BoJIsie 30cepenuTrCs Ha Po3poOIll IrPOBUX MEXaHIK, HE 3BEpPTalOUU
yBary Ha CKJIaJ{Hy JIOTiKy B3a€MOJii M’k 00'€KTaMHu.
3acrocyBaHHs 111a0JI0HY MPOeKTyBaHHs «VISItOry gomomMarae 3MEHIINUTH 3B'S3aHICTD MiXk
KJlacaMH Ta 3a0€3MEeUUTH JIETKY PO3UIUPIOBaHICTh cuctemu. Lle mo3Bosie 3MiHIOBATH

JIOTIKY TPH Ta I0JaBaTH HOBI €IEMEHTH O€3 BEJTMKUX 3MiH B KOJIi. TakoK, BUKOPUCTAHHS
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11a0JIoHy npoekTyBaHHs «VIiSItory ponomMarae 30eperty Ko YMCTUM Ta OPraHi30BaHUM,

10 POOUTH WOTO JIETKUM AJI PO3YMIHHS Ta MiITPUMKH.

3.1.2 Jlorika Boporis

VY rpi xaupy «Tower Defense» Boporu BifirparoTh BaKIMBY poJib. BoHH €
TOJIOBHMMHU MEPEIIKOIaMHU, SIK1 TPaBIEB1 MOTPIOHO MOI0IATH, OO JOCATTH YCIIXY B Ipi.
Boporu pi3HHX TUMIB 1 3 PI3HUMHU XapaKTEPUCTUKAMU MOXYTh MAaTH Pi3HUM e(eKT Ha
rpy.

[To-nepie, HasIBHICTh PI3HUX BOPOTIB POOUTH Ipy OUIBII CKIAAHOKO Ta IIKABOIO.
Axmo rpaBelb HE MaTHUME >KOJHUX TMEPEIIKOJ, TO Ipa IIBHAKO CTaHE HYJIHOIO Ta
pocTor0. Boporu cTBOPIOIOTH HANPYTy Ta CTUMYIIOIOTH TPABI AyMaTH CTPATErivuHoO,
BUOWpATH MPaBUIIbHY CTPATETIIO Ta BIANOBIIATH HA Hemepen0adyBaHi CUTYaIlii.

[To-npyre, BOporu 03BOJSIIOTH PO3BUBATH cUCTeMy OaniaHcy B rpi. Pi3Hi Tumnu
BOPOTiB MOXYTh MAaTU PI13HI XapaKTEPUCTUKHU, TaKl K IIBUAKICTb, )KHUTTEBI OYKH, CUJIA
aTakd, YyHIKaJbHI 3110HOCTI Tomo. Ile mae MOXIUBICTH PpPO3POOHHKAM TIpHU
HaJaITOBYBaTH Oananc, o0 rpa OyJia 4eCHOO Ta I1KaBOIO.

[To-Tpere, HasBHICTH BOPOTIB JO3BOJISIE TPABIEBI B3aEMOJIATH 31 CBOIM
cepenoBuiieM. ['paBellb TOBUHEH CTaBUTH OAIITH Ta 1HINI OY/IIBJI B TaKWUW CHOC1O, 11100
BOHU €()EeKTUBHO 3aXHINaJIK HOro BiJ BOporiB. Lle BuMarae Bij rpaBlig HE TIJIbKA 3HAHHS
XapaKTEPUCTHK CBOIX OamT, aje i po3yMiHHS TOTO, SIK BOPOTH MOXKYTh PyXaTHCS Ta K

iXHI aTaKl MOXYTh BIUIMBATH Ha OAIITH Ta 3aMOK.
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Client LevelConfigStorage <<Enumeration>>
+type: EnemyType - - — — EnemyType
™ +hitPoints: integer
b | +damage:_integer
+amount; integer
WaveSpawn

+coins: integer

+speed: float

+spawninterval: float -descriptionTexts: List<String>
-buttons: List<Button>

EnemyDescription
-gatePosition: Transform

-spawnPosition: Transform
-enemyPower: float;

+FillDescription(enemy: List<EnemyType>): void
+UpdateDescription(): void

-ShowDescription() : void

-HideDescription() : void

+StartSpawnEnemy(): void

-SpawnEnemy(): IEnumerator

-UpdateDescription(): void
-SetEnemyPower(): void

L__\

Enemies

EnemyAnimation

-animationsName: List<String>

-damageResist: float EnemyHP

+StartApearance(): void
+StartRun(): void
+StartFastRun(): void
+StartWalk(): void
+StartDead(): void

+SetStartValues(int HP, float speed, int coins) : void
-EnemyFled(): void

-EnemyDead(): void

-Attack(): void

-SpecialAbility(): void

-currentHP: integer
-tager: Transform

h’.

+ChangeHP (damage: integer): void
+AddHP(hp: integer): void

-Follow(): void +UseAbility(): void
* [
| | <<Interface>> ISummoner
| b T - - - T- — ™| FindNotifyTowerGroup(): void;
Coins | | NotifyTowerGroup(): void;
+PutCoins(integer coins): void * I P ———

<<Interface>> IFlying

ChecklfNeedShoot(damage: integer, power: integer): boolean; TakeDamage(IBullet bullet): void

Puc. 3.2. UML pgiarpama oCHOBHUX KJIaCCiB BiJIMOBIAaI0OUMX 32 BOPOTiB.

Ha pucynky 3.2 3o00paxeni kmacu «WaveSpawny Tta «LevelConfigStorage»
BIJIMIOBIIAIOTh 3a KIJIBKICTh Ta xapakTepucTuku BoporiB. Kiac «LevelConfigStorate»
30epirae HajalITyBaHHA MOTOYHOTO PIBHS, a caM€ KUIbKICTh, THUIl Ta XapaKTEPUCTUKU
BoporiB. Komu yci pecypcu rpu 3aBanTaxkeHi, kiaac «\WWaveSpawny 3BepTaeThCs 10 Kiiacy
«LevelConfigStorage», mo06 B3sATH XapaKTEPUCTHKH BOPOTIB Ta BHKJIMKAE CBIH METOJ
«StartSpawnEnemyy, sxuii 3amyckae kapyTuHy «SpawnEnemyy. Ilicas mporo, kjac
«WaveSpawny 3Beptaethes 10 kiacy «EnemyDescriptiony, BUKIHKAIOYH HOro METO
«FillDescription» nepenarouu oMy OTOYHHI TUI BOPOTiB.

Komu kapytuna «SpawnEnemy» BiampanboBye, kiaac «\WaveSpawny 3BepTaeTbes
710 TyJTy 00’ €KTIiB, Ta CTBOPIOE BOPOTa TOTOYHOTO THUITY, IIepeIalouu HOMY MapameTpH 3

kiacy «LevelConfigStorage». Yci Boporu ycrnaakoByrOThCs Bif Kitacy «Enemiesy, Tomy
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MH MO’KEMO BHMKJIMKATH y Oyab-sKOro Bopora meroj «SetStartValuesy, takum dnHOM
nepeIaloyd CTapTOB1 MapamMeTpHu.

Koxxen Bopor mictuth kitac «EnemyAnimationy, skuii BiAmoBigae 3a aHiMarrii
KOXHOT i Bopora Ta kiac «EnemyHP», sxuii BigmoBigae 3a 370pOB’S Ta OTpUMAaHE
MOIIKO/DKCHHSI. TakoK KOXEeH Bopor peamidye intepdeiic «lVisitory, skwii Oyio
PO3IIIAHYTO paHillle Ta 3aCTOCOBYE MeToJ kitacy «Coinsy mix Ha3Boro «PutCoinsy. Ilei
METO/ I03BOJISIE JAaBATH TPABIIO 30JI0TY, SKIIO BOpora 0yJio BYaCHO 3HHUIIEHO.

B rpi € yHIKa/IbHI BOPOTH 31 37110HOCTSMH, SIK1 BIUTUBAIOTH Ha IrpoBUii riporiec. J{is
TaKUX BOPOTiB Oyio po3pobseHo intepdeiicu «ISummoner» ta «lFly». Hanpuknan,
BOPOTH, SIKI MOXKYTb JIITaTH, 10 IKUX HEMOXJIMBO 10paTHCh 0€3 CrelialbHOI BEXK1, came
Taki BOpOru peani3ytorh iHTepdeiic «IFly», skuit miacTpoeHuil cremianbHO Ui IHX
ocoOmuBuX BeX. OCKUIBKM MOBITPSHI BEXI1 JyX€ MOBUIbHI, Y IpaBLs MOXE CTaTUCh
npobiieMa, KOJIH ACK1TbKa TAKUX BEK BOJHOUYAC MMOYHYTH CTPUIATH 1O Bopory. [y 1ioro
y Bopora 3 intepdeiicom «IFly» € meton «ChecklfNeedShoot», sxuii moseprae false,
SKIIO JIJIsl TIEPEMOTH BOPOTa BXKE IIJIUTHCS JOCTaTHRO BEX. B cBOI uepry Boporu 3
iHTepdeiicom «lSummoner»y MoXXyTh CTBOPIOBATH MEHIIMX BOpoOriB. Yepes Te, 1o B
NPOEKTI OyJI0 BHKOPHCTAHO Ia0soH mpoekTyBaHHS «ODSErvery, Bexi MmepecTaroTh
IIYKaTH BOPOTIB MICJS TOTO, SIK IEBHA KUIBKICTh BOPOTIB BXKe 3aruHyjia. ToMmy, BOporu 3
UM 1HTepdericoM MaloTh CHOBICTUTH BEX1, IO 3 SBWJIKCh HOBI BOPOTH, KOTPUX

NOTPIOHO IIYKATH.

3.1.3 MexaHi3M CTBOPEHHS Be:K Ta Mara3uHy

B rpi € neBHi MicTa, HATUCHYBIIIM HA SIK1 TPaBellb BIAKPUBAE Mara3suH, B SIKOMY BiH
MOK€ CTBOPUTH JIE€KUIbKA THUIIB BEX, MPOJATH BEXKY, a00 MOKPAIIMTH BEXKY IO BXKE
icaye. Jlas 1moro Oyio pospobsieHo kiac «TowerPlace», sikuii B3aemojie Kiacom
«Towen» ta «ShopPanel». TowerPlace 36epirae indopmariito, uu € Ha HbOMY 3apa3 Bexa,
Yi MaKCHUMaJIbHHUI 11 piBeHb. [Ipu HaTrckanHi Ha TowerPlace, Bin Bukiukae y ShopPanel
meton «ChangeMenu()». Lleii merom auBUTECS Ha nmaHi 1mporo TowerPlace, Ta

3aJI€)KHOCTI  BHJI HUX BUKIMKAae oauH 3 MeroxmiB  «ShowMainMenu»  abo
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«ShowUpdateTowerMenu()». 1li mMeToau BiApPi3HSAIOTHCSA BiIOOPAKEHHSIM KIJIBKICTIO
KHOTIOK, ix ¢yHkmionanom. Metog  «ShowMainMenu» BimoOpaxkae yci KHOMKH
CTBOPEHHS BEX (SIKIIO TIOTOYHWH pIBEHb JO3BOJISIE), B TOH dYac, KOJIU METOJ
«ShowUpdateTowersMenu()» BimoOpaskae JIMIIE KHOIKH IMOKPAIICHHS (SKIO Yy BEXI1 HE
MaKCUMaJIbHUI PIBEHB) Ta KHOIKY IMPOIaXKI.

[Tpyu HaTHCKaHHI HA KHOIKY KYIIBJI BeXi MU 3BEpTaEMOCh 10 Kiacy «Coinsy», Ta
BUKJIMKAEMO B HhOro MeToj «TakeCoins» mepenaroun oMy JaHi 31 CTATUYHOTO KJIACy
«Pricesy, sxkult 30epirae miHu BexX (Il CTaTUYHHUNA KJIac HEOOXITHHWH IS TOTO, 00 Y
TOJIOBHOMY MEHIO OyJia MOKJIMBICTh 3MEHILUTH IIHY Ha BEXY, 3aBIIAKH 3apO0JICHOMY
30J10Ty BIpoaoBxk Ipu). Meton «TakeCoins» mepesipsie, 4n JOCTATHHO B IPABIIA 3apa3
30JI0Ta JUIS TOTO, 100 CTBOPHUTH BEXY. SIKIIO 30710Ta IOCTATHHO, METOJI TIOBEpTAE true,
kiac «ShopPanely Bukiankae wMmerton «CreateTower» Ta 3BepTaeTbCs JIO KIacy
«TowerPlacey, skuii Bukinkae y kiacy «Tower» meron «CreateTowery. Lleit meron
BIJINOBIJIA€ 32 TIOCTYNOBE BIIOOPAKEHHS YacCTHMH BEXi, 1100 3poOUTH Tpolec
OymiBHHUITBA OLIbIN CKIaAHUM Ta HikaBuM. ko meton «TakeCoins» moseprae false,
rpaBio OyJe MOKa3aHO MOMEPEKEHHS, B SIKOMY CKa3aHO, IO T'PABII0 HEJOCTATHHO
30710Ta Jy1st OyAIBHUIITBA BEXI.

[Tpu B3aeMo/1ii 3 KHOTKORO, sIKa TIPOJIA€E BeXKY, Kiac «ShopPanely Bukiukae Metos
«SellTowery, sxuit B3aemozie 3 meron «ReturnCoins» y xmacy «Coinsy, Ta Mmeromom
«DestoyTower» knacy «TowerPlacey.

Takox O0yB po3pobnenumii kinac «CastlePanely, skuii 3aBxau BioOpakae KHOIKH
JUTSL B3a€MOJIT 3 3aMKOM. {1 KHONKM MpW HATUCKAHHI NPALIOOTh Maike aHaJOTTYHUM
YUHOM, TIJIBKHM 3aMICTh BeX OyIyrOTh OapuKamy, BITHOBIIOIOTH 3I0POB’Sl 3aMKy, abo

CTBOPIOIOTH MACTKY.
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Coins
Client -startCoins: integer
) r’ +PutCoins(coins: integer): void N
I +void ReturnCoins(coins: integer): void |
+bool TakeCoins(coins: integer): boolean
| ]
L ] | CastlePanel
ShopPanel -prices: List<integer>
-prices: List<integer> [~ = = 7| -ThrowLog(): void
+HideButtonsForStoryMode(level : integer) : void |q — — J -CreqteBarrlcaQe(); void()
o -repairCastle() : void
-ChangeMenu(): void
-ShowMainTowersMenu(): void !
-ShowUpdatedTowersMenu() : void |
-HideShapPanel():void *
-CreateTower(tower: ObjectType): void - -
-CreateUpdatedTower(tower: ObjectType) : void [~ — — — <<static>> Prices
-SellTower() : void ] L _ _ _,| +FireTowerPrice: integer
* +lceTowerPrice: integer

+CannonTowerPrice: integer
| +CrosshowTowerPrice: integer
+LogPrice: integer

I +RepairPrice: integer
TowerPlace +BarricadePrice integer
+IsEmpty: boolean
+TowerlsCreated: boolean /

+IsMaxTowerLevel: boolean

+InstantiateTower(): void Tower
+DestroyTower(): void
+TowerPlaceWasSelected(): void - — — — — — —
+TowerPlaceWasUnSelected: void +DestroyTower(): void
-IsPointerOverGameQObject(): void +CreateTower(): void

Puc. 3.3. UML nmiarpama kjacciB BiAIMOBiTadbHUX 3a JIOTIKY Mara3uHy.

Y Bac HeflocTaTHbO MOHET.

Puc. 3.4. GUI mara3uny mis OyTiBIIi BexX
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3.1.3 JlokaJizauis rpu

Jlokamizamiss Tpu € BaXJIMBUM €TalloM B 1i po3poOIli, OCKIIBKH J03BOJISE
MPUCTOCYBATU TPy JO MOTPed PI3HUX MOBHHX Ta KyJIbTYPHUX TPyH KOPHCTYBadiB, IO
PO3LIUPIOE AYUTOPIIO TP Ta MIABUIILYE 1i TOMYJISPHICTS.

3aBAsKy JoKanmizalli, rpa Moke OyTH JIOCTYIHA JUIsl TPaBIiB 3 PI3HUX KpaiH, SKi
TOBOPATH PI3HMMH MOBaMH. JIokajizoBaHa Tpa MOKe OyTH OUTBII 3pO3yMiIOI0 Ta
pUBaOJIMBOIO JIJI1 KOPHUCTYBayiB, OCKIJIbKM BOHA MICTUTh HATUBHI MOBHI Ta KYyJbTYpHI
€JIEMEHTH, 1110 JO3BOJISIE TPABLSIM 3aHYPUTHUCS B TPy OLJIbII TOBHO.

Kpim Toro, nokamnizaiiis rpu Moxe 30UIbIIUTH A0X1]] BiI MPOJaXy, OCKITbKH BOHA
npuBepTae OLIbIIE KOPUCTYBAUIB 3 PI3HUX KpaiH, sIKI TOTOBI mpuadatu rpy. Takox 1e
JI03BOJISIE PO3LIUPIOBATA PUHKU 30yTy Ta 3aJly4aTh HOBUX 1HBECTOPIB.

VY mporect jgokanizaiii HEOOX1JHO MEPEKIACTH ITPOBI TEKCTOBI PSAIAKU Ha Pi3HI
MOBH, @ TaKO BPaxOBYBAaTH KYyJbTYpPHI OCOOJIMBOCTI Pi3HUX KpaiH, U100 3pOOUTH TPy
sIKOMOTa O1JIbII TPUBAOIMBOIO /IJI1 KOPUCTYBAUiB.

Bapro mam'sitaTu, 110 jiokasmizaiis - 1e NOCTIHHUN NpoIec, 1 Mcls BUIYCKY I'pH
MOXXYTbh 3'IBIIITUCA HOBI OHOBJIEHHS, AKI MOTpeOyrOTh Jokamizamii. ToMy BaKIuBO
320€3IeYnTH MOKIUBICTD JIETKOT Ta IIBUIKOI JJOKaJi3aIlli JOAaTKOBOTO KOHTEHTY.

Jlns peamizarii jokamizarii y rpi po3poOieno kimacu «LocalizationManagery,
«LocalizedText» Ta mBi crpykrypu «LocalizationData», «Localizationltemy. Kiac
«LocalizationManager» micTuth y co0i MeTOAM IS 3aBaHTAXCHHS JIOKaTi3aI[iiiHIX
naHux 3 (aitry, 30epexeHHss BHOpaHOT KOPUCTYBaueM MOBHM B HaJlaIITYBaHHSX TPH,
OTPUMAaHHS JIOKATI30BaHOTO TEKCTY 3a KJIFOYEM Ta METOAM VISl CTIOBIIICHHS MPO 3MiHY
MOBH.

Knac «LocalizedText» Bigmosigae 3a OHOBIEHHS TEKCTOBHMX ITIOJIB, AKI MICTATH
nokamizoBani jgani. Iledi kimac mignmucyerbes Ha momito «OnlLanguageChanged», ska
BUHHUKAE Mg 4vac 3MiHd MoBM y «LocalizationManager», Ta OHOBIIIOE TEKCT 3

BukopucTanHusaM Metoay «GetLocalizedValue» kiacy «LocalizationManager.
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Taxox knac «LocalizationManager» mictuth B c00i JBi BKJIAJACHI CTPYKTYPH —
«LocalizationData» Ta «Localizationltemy, ski SBISIOTE €000 CTPYKTYPH JUIS
30epekeHHs KITfo4Ya Ta 3HaYEHHS JIOKATI30BaHOTO TEKCTY.

B xmaci «LocalizationManager» peanizoBaHO IMIATPUMKY PI3HHX MOB 3a
JIOTIOMOTO0 3aBaHTaxeHHs AaHux 3 JSON-¢aiiniB, ski MICTITh naHl Jokam3arii. Jms
3pYyYHOCTI BUKOPUCTAHHS Y KOl OyJIo peani3oBaHO CTaTHUHY 3MiHHY «_iSReadyy, sika
JTO3BOJISIE TIEPEBIPUTH, UM 3aBAHTAXKWIMCH BCI1 JIaH1 JIJIs JIOKaJIi3allii.

VY 3arasibHOMY, peai3allis JoKami3allii y Tpi 3MIHCHIOETHCS 3a JTOMIOMOTOI0 KJacy
«LocalizationManager», sikuii Hagae 3pydHHI CIIOCiO IS 3aBaHTaXCHHS Ta OTPUMAaHHS
nokamizoBanux jgaHuX. Kmac «LocalizedTexty mo3Bosisie aBTOMaTHYHO OHOBJIIOBATH

TEKCTOBI MOJIS y TPl MiJ Yac 3MIHU MOBH.

Client

|
LocalizationManager

-static isReady: boolean LocalizationData
-localizedText: Dictionary<String, String>

-currentLanguage: String <>— +ltems: List<Localizationltem>
-path: String

+ChangelLanguageText() : void
+LoadLocalizatedText(langName: String): void
+GetLocalizedValue(): String

I
|

LocalizedText Localizationltem
-localizationManager: LocalizationManager +Key: String
-key: String +Value: String

-UpdateText(): void

Puc 3.5. UML piarpama kiaciB BiAMOBIAJIbHAT 32 JIOKAJII3AITIO
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3.1.4 Mara3uH y roJiloBHOMY MeHIO TpH

VY GaraTpox irpax 3a3Bu4ail IpUCyTHIN IrpOBUI MarasuH, € rpaBellb MOXKE KyIIUTH
MOKPAIIEHHS IJIsl CBOIX MEPCOHaXIB a00 MPEAMETIB, 110 30UTBIIYIOTh iX €PEKTUBHICTD Y
rpi. IrpoBl Mara3uHM 3 HNOKpPALICHHSIMH JO3BOJIAIOTH I'PAaBLSIM BUTPAyaTH BHYTPILIHIO
BAJIIOTY TPU HA PI3HOMAaHITHI PEIMETH, 0 T03BOJISE M IMiIBUIIYBAaTH CBOI IMAHCH HA
nepeMory ado MOJIMNITYBaTH ITPOBUH JOCBI.

[HOmi B MarasumHi MOXYTh OYTH HaBITh ITPOBI CKIHM SIKI TaKOX BIJIOMI SK
KOCMETHYHI MPEIMETH, 10 BIUIMBAIOTH TUIHKM Ha 30BHINIHIO CKIaA0BY rpH. CKiHU
MO>KYTh MICTUTH HOBI 30BHIIIHI BUIJIAIA NEPCOHAXKIB, TaKl K OAAT, KOJIbOPHU IIKIPH,
3a4iCKH, akcecyapu abo 30pos. BoHM TakoX MOXYyTh BHOCUTH 3MIHHM BI3yaJbHOTO
BUTJISIAY MIPEAMETIB @00 OTOUYEHHS, TaKl K TEKCTYpH, KOJIp, aHIMAILIisl TOLIO.

3a3BHUyail, iIrpoOBUN Mara3suH MICTUTh PI3HOMAaHITHI MPEIMETH, SIKI TPaBellb MOXKE
KyIyBaTH 3a BHYTPIIIHIO BaIOTy Ipu. OKpIM 30BHIIIHBOIO BUIJISAY B MarasuHi TaKoxX
MOYTb OyTH HOBa 30p0Os, Pi3HI IPEAMETH, EHEPIETHUYHI HAIO1 Ta 1HIL NOKPAIEHHS, K1
JTIO3BOJISIIOTH TPABIIO CTATH CUJIBHIIIKUM B TPI.

Kpim Toro, irpoBi Mara3uHu MOXYTh JOJIaBaTH JO0 TPU €JIEMEHTH TeHMILICIO, SKi
JTO3BOJISIIOTH TPABISIM 301IBIITYBAaTH BJIACHUM PIBEHb Ta OTPUMYBATH HOBI MO>KJIUBOCTI.
Hanpuxkmnan, B irpax tumy RPG rpaBenb MOXe KymyBaTH pi3HI TOKpAIICHHS, SKi
JO3BOJISIIOTH  IOMY PO3BHBATH CBOTO TEPCOHaXKa, 301IbIIYBaTH HOro 3a10HOCTI Ta
OTPUMYBATH HOBI HABHYKH.

Opna 3 gopM peanizalii iIrpoOBUX CKHUHIB MOJIATA€ Y BUKOPUCTAHHI BHYTPIIIHbOI
IPOIIOBOI OJWHHUIN, SKy TpaBellb MOXe 3apoOuTH, OOMIHATH abo mpuadatu 3a
JIOTIOMOT'OI0 peajIbHUX TpoIlel. 3a TOMOMOTOI0 1[1€1 TPOIIOBOI OJAMHUII TPABELb MOXKE
npuadaTy AOCTYN JI0 PI3HUX CKUHIB Yy BHYTPIIIHOMY MarasuHi rpu. [ama ¢opma - 1e
JIOTATKOBUI KOHTEHT, KM MOKHA TPUI0aTH OKPEMO B MaraswHi IuiatrQopmu, Ie
JOCTYIIHI ITPH.

IrpoBi CKMHM MarOTh TEpeBard sK JJisi PO3POOHMKIB, TaK 1 JJis TPaBIlB.
P0o3po6GHNKH OTPUMYIOTH 10AATKOBI JOXO/IH, 10 TO3BOJISIE IM MMPOIOBKYBATH MiATPUMKY

I'pU Ta pO3pOOISITH HOBUM KOHTEHT. ['paBili, 3 CBOro OOKY, MOXXYTh HAaCOJOKYBaTHCS
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ITPOBUM TIPOIIECOM, HAJAIITOBYIOYM CBI BUTJISA] YHIKQIbHAMH CHOCOOaMH Ta
BHPa)KalOuu CBOIO 1H/IMB1TyaJIbHICTb.

Yei i dakTopu 3poOWiaM IrpoBI Mara3uHd 3 TOKPAIICHHSAMH BaXXITMBUM
€JIEMEHTOM 0araTh0X 1irop, MmO JO03BOJISIE PO3IMIMPIOBATH MOXIIMBOCTI TPAaBINB Ta
JI0JIaBaTH JI0 TPU HOBI €JI€MEHTHU TeUMILICIO.

Hns rpu «Tower Dimension» Oymno po3poOiieHO MarasuH, SKHHA JI03BOJISIE
MOKpAIyBaTH XapaKTEPUCTHKH KOXKHOI BEXKi OKpEeMO, IO O3BOJIUTH TPaBIIO
BUTA/yBaTH CBOIO CTpaTeriio, 3a KO BiH Oyne rpatu. Takoxk y KOXKHOI BEXl1 € CBOi
yHIKaJIbHI XapaKTEpPUCTUKH, HANPUKIAL y TapMaTd € TOKpaIIeHHS, SKe IO03BOJISE
30UTBIIUTH paJilyc BUOYXY KyJii, Ha BIJIMIHHY BiJl 1HIITUX.

Jnga  1mporo  Oyjno  po3poOsieHo  craTmuHi  kiack  «ShopPrices»  Tta
«TowerStandartCharacteristics». L{i kxiaacu MICTATh CTapTOBI JaHI O XapaKTEPUCTHKAX
BEX Ta I[IH Mara3uHy. 3aBJIKH1 bOMY, TP MIEPIIOMY 3aIyCKy TP MU MOXKEMO 30epertTu
1 AaHi 3a gormomororo «PlayerPrefsy.

PlayerPrefs - e mpocTwmii iHCTpyMeHT 30epeskeHHst nanux B Unity. Bin mo3Bodsie
30epiraTv 3HAYeHHs PI3HUX THUIIIB JIAHWUX, TAKUX SK PSJIKH, yucia, OyJieBl 3HAYCHHS Ta
1HII, MDK ceaHcaMM Tpu. Ycl JgaHl 30epiraloTbCsl TMiJl KIOYaMHA 3 KJacy
«TowerCharacterics» ado «TowerMenuy. SIkiio y rpaBist HEIOCTaTHBO ITPOBOI BAJTFOTH
NpY HATHCKAHHI Ha KHOIKY TMOKpAaIleHHs, oMy OyJe 3amporOHOBAaHO IMOIUBUTHCS
pexkiaMy. B 1HImIOMYy BHIIaAKy XapakTepUCTHKa Bexl OyJe MOKpalleHa, Ta I[iHa

nigBuIneHa 3aBasku meroay «UpdateButtony.
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Client

\
TowerMenu

-buttons: List<Buttons>
-updatePrice: Dictionary<String, integer>

r— — — 7 - - T T N
I
I
|

#PricelsHigherMaximum(price: integer): boolean
| -UpdateButton(): void
U151 KOXHOT BEXi | -SetNewCharacteristics(): void
OKpeMmi 3MiHHI | I
. ' v

Ans KOXHOT BeXi
OKpeMi 3MiHHI

[ TowerStandartCharacteristics <<Static>> <<Static>>
ShopPrices TowerCharacteristics
+Damage: integer
+Price: integer + static DamagePrice: integer + static Damage: integer
+ShootDelay: integer + static SalePrice: integer + static Price: integer
+AttackRange: integer + static ShootDelayPrice: integer + static ShootDelay: integer
+Amount: integer + static AttackRangePrice: integer + static AttackRange: integer
+BulletRange: integer + stat@c AmountPrice: integgr + stat!c Amount: integ_er
+ShootSpeed: integer + static BulletRangePrice: integer + static BulletRange: integer
+ static ShootSpeedPrice: integer + static ShootSpeed: integer

Puc. 3.6. UML miarpama kJaciB BIATIOBITaf04HX 32 pOOOTY BHYTPIITHBO-ITPOBOTO

Mara3vHy B I'OJIOBHOMY MCHIO

AuncTaHLis ataku

AucTtaHuis: 9

LocTyrnHa KITbKICTb BeX

K-CTb: 9

LliHa 3a BeXy

YpOH

YpoH: 50

Hasaz

Puc. 3.7. demonctpauist GU| BHyTpiIIHBO-1TPOBOT0O Mara3uHy
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3.1.5 lllonenHa Haropoaa y roJloBHOMY MeHIO I'PH

[logenHa Haropoja - 1€ TUI BUHArOpoAW B Irpax, sika MPOIOHYE TPaBIIEBI
3apoO0JISTH NIEBHY KUIBKICTh BaJIOTH a00 PECypCiB 3a BXOJKEHHS 10 TPU KOKEeH JieHb. Le
MO€ CTUMYJIIOBATH TPABIIIB TPaTH B TPy MIOAHS 1 30UIbIIYBaTH aKTUBHICTh I'PaBIIIB Y
pi.

HlonenHi Haropoan MOXYTh OyTH PI3HUMH B 3aJIe)KHOCTI BiJ TpH, ajieé BOHU
3a3BUYall MalOTh MPOTPECUBHY CTPYKTYPY, /1€ KOXKEH JIeHb, AKUN T'paBellb BXOJIUTH 10
TP, BIH OTPUMYE BUILY HATOPOAY, HI’K MOMEPEIHbOTO AHs. SIK MPaBUIIO, SKILO TPaBEIb
MPOIMYCTUB JIEHb, POTPEC HATOPOIU CKUAAETHCS HA TIOYATKOBHUIl PIBEHb.

Hampuknaz, y geskux irpax mojeHH1 HaropoJid MOXXyTb OyTH HaCTYITHUMU:
Hensp 1: 100 moneT
Jlenp 2: 200 moHeT
Jenpb 3: 300 moHeT
Henn 4: 400 moHeT
Jenpb 5: 500 moHeT

A A

I'paBenb MOKe OTPUMATH Il HATOPOAM, 3aJIE€KHO BIJ TOrO, YA BXOAUB BIH JI0 TpU
IOPOTATOM I'SITU AHIB MiAPsA. SIKIIO rpaBelb He BXOAUB J0 I'PU MPOTATOM OJHOTO JHS,
TO Horo Haropoja ckuaaeThes Ha 100 MOHET (MMOYaTKOBUM PIBEHB).

logeHHi HaropoAu MalwTh KulbKa MUIed. BOHM CTHUMYJIOIOTH TI'paBLiB
MOBEPTATHCS JI0 TPH LIOJIHS, 11O IM1IBUIIYE aKTUBHICTh TPABIIIB 1 CIIPHUSIE MIATPUMII TPOIO
aKTUBHOCTI TpaBUiB. PeryispHe BXOJKEHHS [0 TpPU TaKOX JOMOMAara€e rpaBLsAM
MNIATPUMYBATH 3B'A30K 3 ITPOBOIO CIUIBHOTOIO, TI03BOJISIFOUM iM CIILJIKYBATUCS, CIILIIBHO
rpatv a0 KOHKYpPYBaTH 3 1HIIMMHU TPABISIMHU.

Takoxx Haropogu HagalTh TpaBLUAM JOJATKOBI pecypcd, SKI MOXKHA
BUKOPUCTOBYBAaTH I PO3BUTKY MEPCOHAXka, MOKPAIIEHHS a00 OTPUMaHHS HOBUX
npeaMeTiB. Lle Moxke CTUMYJITIOBAaTH TPaBLiB AOCATATH HOBUX JOCATHEHb, TPOCYBATHCS B

IrpOBOMY CBITI Ta BUKOHYBATH OUIbII CKJIAJH1 3aBJAAHHS, BUTPAUYaOUd MEHILIE Yacy.
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Jlns peamizamiii  MIOJEHHUX  Haropoa  OyB  po3poOJieHi KJIacH:
«ButtonDailyReward», «DailyReward», «RewardPref», «Reward» Tta enum
RewardType.

B romoBHOMYy MeHIO y TpaBIis Oyje KHOIKa, sika Oyje BHKOPHUCTOBYBATH Kjlac
«ButtonDailyReward» Ta mepeBipstu 3a momomoror kiacy «DailyReward», au € y
rpaBls Haropoja. Y BHUManKy true Kiac TIOYHE BHUKOPHCTOBYBAaTH METOJ
«ShowRewardMark» Ta mokasyBatu 300pa)XeHHS «SigN», Aar04M IPaBIIO 3HATH, IO B
HBOTO € Harojma. [IpW HATHCKaHHI Ha IO KHOIKY, OyJe BHKIHKATHCH METOJI

«HideAndShowy, sikuii mokaske maHelb M0ACHHOI HarOPOIH.

LlogeHHa Haropoaa

3adepitb Haropoay!

flekb 2 Letb 3 LeHb 4 Aenb 5

‘ =
0‘& == =

&=

LeHs 9 eHb 10 Heds 11 [eHb 12

=
. . .

3abpatu

Puc. 3.8. Jlemonctpartis GUI moaenHnoi Haropoau

Knac «DailyReward» BiamoBijgae 3a BioOpakeHHsS 1KOHOK Haropoj, 4acy o0
HACTYIHOI Haropoau, 30epe)keHHs MOTOYHOTO JHS HArOPOAU Ta OTPUMAHHS HAropOIH.
3apasgku crucky «RewardPrefy, sxuit 30epirae Tun Haropoau, kiac «Daily Rewardy
Bukiankae meton «InitPrefabsy, mepenaroun ememeHTaM CHMCKY JHI SKMM I[i HATOPOIH
HaJIe)KaTh Ta IIOTOYHHUI JCHh HATOPOIH, BUKINKaroun Metoz «SetRewardDatay koxxHOTO

eJIeMeHTY. SIKIIO iX IeHb MEHIINUN 32 MOTOYHHM, BOHU 3MIHIOIOTH KOJIIP 33IHBOTO (DOHY.
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[Ipu Hatmckanni Ha kHOmKy «Claimy kmac «DailyReward» Bukiankae meTon
«ClaimReward» Ta 3Bepraerscs no kiacy «ClaimRewardPanel», y sikoro Bukimkae
MeToa «Showy, miepearoun HoMy THIT HAarOpoJau Ta MOTOYHMM JeHb. [1icis mporo kiac
«ClaimRewardPanely» niepesipsie i Haropoau 3aBsku metoay «CheckRewardTypey,
Ta BIJIMITOBXYIOUMCH B1JI HATOPOJAHW 00MpPA€E HEOOX1THY JIOTIKY.

B xinmi rpaBelis oTprmMae irpoBy BairoTy, kinac «ClaimRewardPanel» 3Bepraernes
1o kiacy «DailyReward» ta Bukiaukae y Hporo meton «UpdateRewardState», 3aBasku
YOMY MOTOYHUH J€HDb 301IBIIYETHCS, TOTOYHA HArOPO/1a 3MIHIOE CBIl KOJIp.

[Micns  mporo  kmac  «DailyReward»  3Bepraetbcst 10  Kitacy
«ButtonDailyReward» ta Bukiukae y Hboro meron «RewardWasTakedy, skuit xoBae

300paKCHHS HAropoIu «Signy.

Client
\
ButtonDailyReward ClaimRewardPanel
-sign: Image -rewardlcon: Image
-daliyRewards: DailyRewards -rewardGold: integer
+ShowRewardMark(): IEnumerator +Show(reward: RewardType, streak: integer) : void
+RewardWasTaked(): void -CheckRewardType(reward: RewardType): Sprite
+HideAndShow(): void -EnableMoneyAnimation(gold: integer) : IEnumerator

} ; T
|

|
| |
DailyRewards |

|

-rewardPrefabs: List<RewardPref>
-buttonReward: ButtonDailyReward
-claimRewardPanel: ClaimRewardPanel |¢— — — — — — — — — J
-streak: integer
-canClaim:bool

+ShowDailyReward(): void - - "

-InitPrefabs(): void L R Reward
-UpdateRewardsState(): void T " Type: RewardType
-ClaimReward(): void

L_T

RewardPref -
<<Enumeration>>
-background: Image RewardType
CheckRewardType(reward: RewardType): Sprite Gold
SetRewardData(day:integer, streak:integer, reward: Reward):void Random

Puc. 3.9. UML miarpama kjaciB BIATIOBITal0UHX 32 IIOJACHHY HAaropoay
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3.1.6 Jlepemo gianoris

JlepeBo AiajoriB - 1€ IHCTPYMEHT JIJISI CTBOPEHHS MOCTIIOBHUX T1aJIOTiB MiX
MEPCOHaKaMH B irpax abo mporpamax. BoHO 103BoJsIE CTBOPIOBATH Pi3HI CIICHApii
PO3MOB MiX IEpCOHAKaMH, B 3aJICKHOCTI1 BIJl TOTO, sIK1 BIJIMOBi/II BUOEpe KOPUCTyBaY.

JlepeBo aianoriB MoKe MaTH Pi3HI PiBHI, 3aJIE)KHO BiJl CKJIaHOCTI mianory. Ha
KOKHOMY PiBHI MOXKYTh OyTH pi3HI BapilaHTH BIATOBIAEH 7S TPaBI, 1 B 3aJIEKHOCTI
B1J1 BUOOPY TpaBIlsl MOXKYTh OYTH BIIKPUTI P13HI TUIKU J1AJIOTY.

VY nepesi J1anoriB MOXyTh OYTH TaKO J0JJaTKOB1 €JIEMEHTH, TaKi K
1H(opMalIliitHi MOB1IOMJICHHSI, 3alIUTU HA BUKOHAHHS 3aB/laHb a00 CIeliaJIbHI MOi1, sKi
MOKYTb 3MIHIOBATH X1JI ITpH.

CtBOpeHHs JiepeBa 11aJIoTiB MOKe OyTH CKIIaTHUM IPOIIECOM, SIKHIl BUMArae Bij
pPO3pOOHUKA IJIAHYBAaHHS Ta AETAIIBHOIO MTPOPOOJIEHHS BCIX MOXKJIMBUX BApPIaHTIB
nianoriB. O HaK, MPaBUILHO CIIPOEKTOBAHE JIEPEBO J1aJIOT1B MOXKE CTBOPUTH 11IKaBY
IMEpPCUBHY TPy, Jie TpaBellb Oyjie BiA4yBaTH, IO HOTO i1 BIUTMBAIOTH HA X1J] CIOKETY.

B xoHTeKkcT1 AianoriB B irpax, BUOIp MOKe MaTH Pi3HI HACTIJKU B 3aJI€KHOCTI BiJ
CUTYallil Ta KOHTEKCTY I'py. 3a3BUYail B1JI LIbOTO 3aJIEKUTh Jajli PO3BUTOK CIOKETY Ta
B3a€MO/IIT TpaBIls 3 iIrpoBUM cBiTOM. Hampukiiasn, BuGip 1iaoroBoi omilii Moxe
MIPU3BECTH JI0 TOTO, IO TPaBEIlb OTPUMAE HOBI 3aBJIaHHS, 3HAN/IC TOTATKOBY
1H(}OopMaIrio nNpo nepcoHaxiB abo BIAKPHUE HOBI JOKaIlli. 3 1HIIIOTO OOKY, BUOIp TaKOXK
MO>K€ MaTH HETaTUBHI HACIIKH, HAPUKJIIA, MOXE CIPUUYUHATUA KOHMIIKT 3 THITUMU
NEePCOHAKAMHU, 3MEHIIUTHA MOXJIUBOCTI IPABIS 00 MPU3BECTH 10 3aKIHUCHHS T'PH.

Posrany>keHi aianoru Ta BUOip rpaBlsl € BaXXJIMBOIO CKJIaJ0BOIO 0araThox
ITPOBHUX KaHPiB, TakuX K RPG, mpuroHuIbKi irpy Ta irpy 3 BIAKPUTHM CBITOM. BoHU
J03BOJISIIOTH TPABIIEBI BIIUYTH BIUIMB CBOiX BUOOPIB Ha TPy, CTBOPUTH BIACHUI

YHIKQJIbHUN JTOCBIJ] Ta CTIPUSIOTH MOTJIHOJIEHHIO IMepCii B IrpOBHiA CBIT.
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OO6MipKyBaTV NPono3unLito AHa uu
QE BiAMOBUTUCH?
N\

\i/ﬂ' ¥
Yo

&;

O6MipKyBaTK BiagMoBUTUCH

AH: My mornm 6 4OMOBUTUCH

Puc. 3.10. nemoHcTpaltis aepeBa aianorie rpu « Tower Dimensiony

Jlns  CTBOpeHHs Takoro JepeBa JiajoriB  Oyjlo  po3poOJIeHO  Kjacu
«DialogueControlle»,  «Dialogue»,  «DialoguePressAnyKey»,  «ChoiceStatusy,
«ChoiceControllery.

Knac «DialogueControllery» Bimmosimae 3a BimoOpaskeHHsS TialoriB, Ta Tepenae
kokHOMY Kitacy «Dialogue» moniro «ChangeSpriteOnlmagey. Ile HeoOxiaHO i TOTO,
1100 y KOXKHOTO Jiajory BigoOpa)xaBcs epcoHax KUl kaxke perutiky. Ha movarky piBHi,
SAKIO € JIaJioTH, IIed Kjac BigoOpakae TEpIIMM  JiajJor 3aBIsSIKH  METOIy
«ActivateStartTexty, B 3ayie)xHOCTI Bijg MUHYJIHX BUOOpIB. L1i BHUOOpH MU OTpuMaEMO BiJ
kiacy «ChoiceControllery», sxwuii 30epirae munyi Bubopu yepe3 «PlayerPrefsy 3a string
KJIF0UaMu cTatuaHoro kinacy «ChoiceStatusy.

Knac «Dialoguey BiamoBinae 3a BioOpakeHHs HACTYITHOTO JiaJIOTy, BUKITMKAIOYH
y Hboro merox «CreateTexty, skmo 3minHa «nextDialogue» He mycra. Skmo y
notoyHoro fiamory 3MinHa «iSHaveChoice» He mycra, BimoOpakae maHenb BHOODY,
Bukinkatroun y kiacy «ChoiceController» meron «ShowChoicePanely. Tnakmie sikino

«nextDialogue» ta «isHaveChoice» mycri, aianor 3aKiH4y€ThCsl, Ta IOYNHAETHCS TPa.
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Knac «ChoiceController» Biamosigae 3a 30epekeHHs BUOOPY, IMICIS HATUCKAHHS

OJIHI€T 3 KHOTIOK, IIel Kiac 30epirae gaHi 1Mo KJIrody 3aBisakd kiacy «ChoiceStatus» ta

3BepraeThes 10 «DialogueControllery Ta Bukimkae y mboro meron «MakeChoicey,

nepepardy oMy HoMmep Bubopy. B 3anexHOCTI

Bil I[LOTO HOMEDA,

«DialogueControllery aktuBye miamor 3 HOMEpOM IEepETaHUM HOMY.

KJIac

Client

M

DialogueController

-dialogues: List<Dialogue>

-choiceDialogues: List<Dialogue>
-characters: List<Sprite>
-character: Image

-alternativeDialogues: List<Dialogue>

+StartDialogue(isStart: boolean, scenario: integer): void
+MakeChoice (choiceNumber: integer): void
-ChangeSpriteOnlmage(character: DialogueSprites): void

*

Dialogue

OTpumac iHdopmavito sig ChoiceController
AKUIA cLUeHapiid ajanoris HeoBXigHO BKIUWTY

I
I
|
|
v

-character: DialogueSprites
-nextDialogue: Dialogue
-isHaveChoice: boolean

ChoiceController

-buttons: List<Button=

+CreateText(): void
+ActivateStartText() : void

-ClickChecker(): void

-OnDialogueShow(DialogueSprite): void

I__J‘

+GetChoicelnfo(lvl: integer): void
+ShowChoicePanel(): void
-OnChoiceYes(): void
-OnChoiceNo(): void

'

DialoguePressAnyKey

-textColor: Color

Quikye gianor 3
Bubopom
- — — — — —
<<Enumeration>>

<<Static>>
ChoiceStatus

DialogueSprites

-text: TMP_Text

+ActivateText(): void
+DisableText(): void

MainCharacter
Mage

+characterNameKey:
List<String>
+choices: List<string>

Warrior

Puc. 3.11. UML niarpama kjaciB BiIOBIJIAI0YMX 3a JEPEBO J1aJIOT1B
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3.1.7 Aynio y rpi

Aynio € HeoOX1IHOK YaCTHHOIO OyJb-fKOi TPHU, OCKUIBKM BOHO JI03BOJISE
CUTIOBATH €()EKTUBHICT TPH, CTBOPIOIOYN aTMOC(epy Ta MiAKPECTIOI0UH [Tii TPaBIIiB.
Y rpi MOXYTh BHKOPHUCTOBYBATHUCh PI3HOMaHITHI €(EKTH 3BYKY, MY3HKa, T'OJIOCOBI
€JIEMEHTH, 3aJIEKHO BiJl ’KaHPY 1 3alyMy aBTOPIB.

Jlnis Toro, 100 3a06e3neunTy ayaio B Ipi, 3a3BHUail BAKOPUCTOBYIOThCS 01010TEKH
ay10JIBUTYHIB, 5Kl 3a0€3MeUyI0Th BIATBOPECHHS ayaiohaiiiliB B peKUMI PEaIbHOTO Yacy
31 3MIHHOIO TYYHICTIO, TEMIOM, Ta IHIIUMHU Tapamerpamu. OcHOBHI 0i0diOoTEeKH
ayJlI0JIBUTYHIB, IKI BUKOPUCTOBYIOThCA B IpalibHIN 1HAYCTpll, ne FMOD, Wwise, Unity
Audio, Unreal Audio, 1 CRI ADX2.

Kpim Toro, mms Toro, w00 3a0e3neyuTd SKICHE ayaio, HeoOX1THO
BUKOPUCTOBYBATH SIKICHI ayA10-(hailyiv 3 BUCOKOIO PO3AUIBHOIO 3/IaTHICTIO Ta O1TPEUTOM.
Takox BaXIMBO MNPAaBWIBHO PO3MILIYBATH 3BYKOBI JKepenaa B Ipl, OO0 AOCATTH
HalOUIBIIOTO e(PeKTy iIMepcii 1S TPaBIIiB.

Jliist po3poOku rpu Oyiio Bukopuctano «Audio Listener» ta «Audio Source» [11].
Audio Listener - 1me KOMIOHEHT, SIKUH JO3BOJISE BIJCTCIKYBaTH 3BYK y BChoMy 3D
npoctopi rpu. KoxkHa criena mae jumne oauH Audio Listener, skuii MOXKHA pO3MICTUTH
Ha Oynp-sikoMy 00'ekTi B cueHi. Skmo Audio Listener po3minieHUil Ha MEepCcOHaXI
rpaBIlsl, TO 3BYK OyJe crpuiimMaTucsi Tak, HIOM BiH ¥oro uye. Skmo Audio Listener
PO3MIILIEHUN HA CTaTUYHOMY OO'€KTI, TO 3BYK OyJie MOIIMPIOBATUCS 3 LEHTPY LbOTO
00'eKTy.

Audio Source - 11e KOMIIOHCHT, SIKHW MPHUKPIILIFOETHCA 10 00'€KTa, 110 TeHEPYeE
3BYK, HallpUKJIAJ, 10 My3UYHOTO Mieepa, eheKTy 3ByKy BUOYXy UM A1aJIOrOBOrO BIKHA.
Koxxen Audio Source mMoxke BiITBOpIOBaTU Jiuie oAuH 3BYK. Audio Source MiCTUTH
napaMeTpH, Taki sIK TYYHICTb, MaHOpaMyBaHHS (CHIBBIJHOIIEHHS 3BYKY MDX JIIBUM 1
IpaBUM KaHaJlaMU), BUCOTY (CIIBBIAHOLIEHHS 3BYKY MK JUHAMIKAMM) Ta 1HIIII.

Kounu rpa BiaTBOproe 3ByK, 3ByK Bix Audio Source 30upaetrbes y Audio Listener,
SKUW TIOTIM BIATBOPIOE 3BYK 3TiMHO 3 Moro HacTpodikamu. OOuaBa KOMIIOHEHTH

JO3BOJISIIOTh HAJIAIITOBYBAaTH PI3HI NapamMeTpu, Takl sIK BIACTaHb, 3BYKOBI e(eKTw,
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MIPOCTOPOBI HAJIAIITYBAHHSI TOIIO, III0O CTBOPIOBATH O1JIBIN peaicTUUHy aTMochepy s
rpaBid. J{s cTBOpeHHs HaamTyBaHb audio OyJio BUKoprcTaHo kiiac «OptionManagery,
KU 30epirae yci HaJlalmTyBaHHsA TpH. Y HAJAMTYBaHHAX B HAC € TIOB3YHOK, SIKHI
30epirae 3HaYCHHS ayJ1i0 BUKOpUCTOBYIoun «EXposed Parametersy wmikmiepiB «Musicy,

ta «Effectsy.

Exposed Parameters B aynio - e inctpymeHT B Unity, sikuii 103BOJIsIE
KOHTPOJIIOBATH Pi3HI aCHEKTH 3BYKY, TaKl SIK TYUHICTbh, TAHOpaMyBaHHs Ta (PUIbTpaIlito,
npsiMo B penakropi Unity. BukopucroByroun «Exposed Parametersy, moxHa
3a0€3MeUnTH JUHAMIYHUHN 3BYK B TP, IO 3aJICKUTH BIJl IFPOBUX TOJI1H, TAKUX 5K
31ITKHEHHSI TPaBIIA 31 CTIHOIO a00 301JIbIIIEHHS PIBHSI €HEPTI1i TOJIOBHOTO TEPOS.

Jlnst Bukopuctanus «Exposed Parametersy, moTpiOHO Crio4aTKy CTBOPUTH
MikIep 3Byky B Unity 1 1oatu 10 Hb0T0 ayaiokiiny. [Ticis iboro MoxHa J01aTH
«Exposed Parametersy», BU3HaYuTH iX HA3BH Ta 3HAYCHHS 32 3aMOBYyBaHHIM. [ToTiM
MO>KHA BCTAHOBUTH 3HAUCHHS ITUX ITApaMETPiB 4epe3 CKPHUIITH.

Jlyis BinTBOpeHHs ayiio Oyio po3pooieHo kinac «AudioManager», o skoro
3BEPTAIOTHCS yC1 00’ €KTH, SIKIIO IM HEOOX1THO BIITBOPUTH 3BYK. TaKoX JJis
30epeKeHHs HAJIAITyBaHb 3BYKY OyJ10 po3pobieHo kiac «OptionManagery, skuii
30epirae 3HaueHHs noB3yHKa 3ByKy y GUI 3aBasiku PlayerPrefs, ta Bucrapise
npornopiliine 3HaueHHs B «EXposed Parametersy, mo qo3Boiisie 30epiraTu
HaJIAIITyBaHHS TPU. 3aBISKH [IbOMY KOPUCTYBady HE TOTPIOHO KOKHOTO pa3y
3MIHIOBATH 3BYK, aJKe rpa 30epirae iioro BuOip, Ta BIATBOPIOE OO0 MUHYJI1

HaJIAIITYBAHHS MPH 3aIIyCKY T'PH.
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3.2 CTBOpeHHs MojieJiell 1JIsl Be:K Ta BOPOTiB

Jliis Bex Ta BoporiB OyB BUKOpHcTaHuUH cTuiab «Low poly». Ileir cTwie B
OCHOBHOMY BUKOPHUCTOBYETBhCS i CTBOpeHHA 3D-mozenelt MOOUIBHMX 1rop, e
ontumizanis rpadikid rpa€ BaKIUBY POJib. 3HWKEHHS KUIBKOCTI TMOJITOHIB JTO3BOJISIE
3MEHIIUTH HaBaHTAXXEHHs Ha rpadiuHuil mporecop Ta 301IbIIUTH TPOAYKTUBHICTD IPH.

Jlnsg cTBOpeHHS Mojened Oynu BHKOpUCTaHl mpumituBH. llpumituBu — 1€
reoMeTpudHi Gopmu, Taki SK KyOW, HWIIHAPHU, chepr, KOHYCH Ta iHIII, SIKI MOXKHA
CTBOPUTHU OJHUM KJIIKOM. BOHM 103BOJISAIOTH HIBUIKO CTBOPIOBATH 0a30B1 GopMu, sK1
MOTIM MO>KHA 3MIHIOBAaTH Ta JIETal13yBaTH.

Jist 3MiHu popmu 00’ €KTa BUKOPUCTOBYBAIUCH TakKi 0a30B1 PyHKITI:

1. Extrude - me oamu 3 0a30BHMX IHCTpYMCHTIB MomeiioBaHHs B Blender, sxuii
JIO3BOJISIE  CTBOPIOBAaTH HOBI T'€OMETPUYHI (OPMH HUISIXOM BUTATYBaHHS
(BuaaBIIOBaHHS ) BUOpaHUX 00J1acTel 3 MOBEPXHI MOJIEIII.

2. Subdivide - no3Bossie po3aiMTH 00paHy rpaHb, peOpo a0 MOBEPXHIO HA OLIBITY
KUIBKICTh MEHIIUX IpaHeil a00 MOBEPXOHb.

3. Inset Edge Loop - 1me iHCTpYMEHT, KM J03BOJISIE AOAATH HOBUU psJ TpaHen
BCepeArH1 00paHoi rpaHuIli TpaHi ado MOBEPXHI.

4. Bevel - e iHCTpyMeHT, SIKUH 3MiHIOE (HOPMY Ta PO3MIpP Kpar I'e€OMETPHUUHOTO
o0'exta. Lleil IHCTpyMEHT CTBOPIOE OKPYIJIEHHS, 110 MOKE MOKPAIIUTH BUIJISL Ta
peaiCTUYHICTh MOJEITI.

OaHuM 3 BaXKJIMBHUX acrleKTiB cTBOpeHHs low poly mopeneit € Bubip KoiabopiB Ta
TEKCTYyp. BUKOpHUCTaHHS TPOCTUX KOJBOPIB Ta TEKCTYP J103BOJISIE 30€pErTH MiHIMAIbHY
KUIBKICTh JaHUX Ta 301IBIIMTH MPOAYKTUBHICTh TpU. TEKCTypH MOXKIMBO CTBOPIOBATH Y
blender, B po3aimi «Texture painting». Texture Painting - 1ie ofuH 31 cIOCO01B CTBOPEHHS
tekctyp B Blender, ne Bu moxere posdapOyBatu 3D-mozens Oe3nocepeHbO Ha i
MTOBEPXHI.

Jlns toro, mo6 posmouat Texture Painting, Bam moTpiOHO MaTH MOJIENb, Ha SKY

BU XOYETE HAHECTHU TEKCTYpY. BU TakoX MOBHMHHI MaTU CTBOPEHY TEKCTYpPY, Ha SIKYy BU
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Oyzaere pobutu po3mantoBaHHs. Bu mMoxere cTtBopuTH HOBY TekcTypy B Blender, a6o
IMIOPTYBATH 300paXe€HHsI 3 1HILIOTO JKEpea.

[Ticas 1mporo BU MOXKETe BIAKpUTH maHenb «Texture Painty (mepemukau
3HAXOAMUTHCS BHHU3Y €KpaHy B pexumi «3D Viewporty), mo6 mouatu podoty 3 Texture
Painting.

[Tin gac poGoru 3 Texture Painting Bu MokeTe BHKOPHUCTOBYBATH pIi3HI
IHCTPYMEHTH, HaIpHUKIaJ, KUCTh, TyMKa, MacKyBaHHs, TEKCTYpHI KHCTI Ta iHI. Bu
MOXeETEe 3MIHIOBATH PO3MIp Ta KOPCTKICTh KUCTI, BUOUPATU KOJBOPU Ta TEKCTYPH JJIs
MOKJIaJaHHS.

Kpim Toro, Texture Painting mae BaM MOXJIHMBICTH MEPEHTH IO IHIIMX IIApPIB
TEKCTYPH, TaKuX sk Normal map ta pesbed, 11100 HaNAIITYBaTH JACTAJI BAIIOl MOJIETI.

[Ticns toro, sk B 3aBepmmuTe Texture Painting, Bu MokeTe 30eperTH Baliry
TEKCTYpy Ta 3aCTOCYBATH 11 Ha Ballly MOJEIIb.

Jns Bcix BoporiB Oyia ctBopeHa adimarllis. Blender mae BOygoBaHUi pemnakTop
aHiMaIlii, 1o J03BOJSIE CTBOPIOBATH AaHIMAIIIO 32 JOMOMOTOI0 KIIOYOBHX KaJpiB.
KitouoBuii kajjp BCTAHOBIIOE 3HAYEHHS BJIACTUBOCTEHM 00'€KTa (TaKMX SIK MOJIOKEHHS,
oOepraHHsi, MacmTa0yBaHHS TOINO) Ha TMeBHUM MomeHT uacy. I[lotim Blender
aBTOMATHUYHO 1HTEPITOIIOE 3HAYCHHS MK KITFOUOBUMH KaJpamu, o0 CTBOPUTH TUTABHUI
nepexia MK HUMH.

[IIo6 animyBatu 00'ekT B Blender, crioyatky moTpiOHO CTBOpUTH apMaTypy abo
CKEJIeT, AKMM BU3HAUa€ pyX KiCTOK B 3D-nipoctopi. [IoTiM NOTpiOHO TPUKPITUTH MOJIETH
00'eKTa JI0 KICTOK 3a JJOTTIOMOTOIO TIPOIIECY, KU Ha3UBaeThCs igging.

Rigging 103BoJIsi€ CTBOPHUTH i€pApXidHy CTPYKTYPY KICTOK, 00 KEPYBaTH PyXOM
mozeni. Ilicis Toro, K MOJenb MPUKPIIJIEHA 10 KICTOK, MOXKHA IMOYaTH aHIMyBaTH
00'€KT, CTBOPIOIOYH KITFOUOBI KaJIpH TSI KOKHOT KICTKH, 00 BCTAHOBUTH 11 TIOJIOKEHHS,

o0epTaHHs Ta MacIiTaOyBaHHS Ha MEBHUI MOMEHT 4acy
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3.3 Onrumizanis Ta po3podKa CiJIbHOI TEKCTYPH IPH

OnTumizaiiis - e Mpolec BIOCKOHAJICHHS MPOJYKTUBHOCTI Ta €(PEKTUBHOCTI
BaIlIOro MpOoeKTy. BiH MICTUTHh B cebOe pi3HI TEXHIKU Ta CTpaTerii, sSKi JI03BOJISIIOTH
3MEHIITUTH BUTPATH MaM'ATi, 301IbIITUTH IBUJKICTh POOOTH, MiABUIIUTH AKICTh Tpadiku
Ta 3a0€3MeYUTH KpaIly irpoBy JUHAMIKY.

OnTuMmizalis rpu € BaXXJIMBUM €TarioM B po3po0Ili Oy/1b-IKOi IpH, OCKLIBKH BOHA
JTIO3BOJIIE€ JOCSATTH OUIBIIOI MPOJAYKTUBHOCTI Ta MIJIBHIIMTH 3aJ0BOJICHHS TPaBIiB Bij
rpu. bibur Toro, Big onTUMI3aLI1 3a1€KUTh PO3MIP I'PH, 110 MOKE OYTH KPUTUYHUM JIJIs1
MOOUIBHUX MPUCTPOIB 3 OOMEKEHOIO KUIBbKICTIO maM'siTi. OCKITbKM MOO1IBHI TPUCTPOT
MarTh OOMEXKEHI OOYMCIIOBaJbHI pecypcu Ta Oarapero, BOHH HE 3/1aTHI OOpOOJISTH
BEJIUKY KUIBKICTh CKJIQAHUX rpaiyHUX 00'€KTIB Ta IPOLIECIB.

KpiMm Toro, MoO1IbHI IPUCTPOT MAIOTh Pi3HI XapaKTEPUCTUKH, TaKl SIK pO3JALIbHA
3JIaTHICTh €KpaHa, MpOoIecop Ta IMaMm'siTh, 1[0 MOKE BIJIUBATH HA MPOJYKTHUBHICTbH T'PHU.
OnTtuMizaiiss J03BOJISIE 3a0€3MEYUTH MAKCHUMaJIbHY MPOJYKTHUBHICTh Ha PI3HUX
MOOITBHUX MPUCTPOSIX, 3HU3UTH HABAHTA)XEHHsSI Ha IPOLIECOp Ta HaM'siTh, a TaKOXK
MIJIBUIIUTH ¢(heKTUBHICTH OaTapei.

JUist TOCSATHEHHS L1€1 METH, PO3POOHUKH MOXKYTh BUKOPUCTOBYBATHU Pi3HI TEXHIKU
Ta IHCTPYMEHTH, TaKi 5K madioH npoextyBanHs «Object pooly, iHcTpyMeHT ckileloBaHHS
kimpka mMesh B ommu «Meshbakery, cTBopeHHs CHiTBHOT TEKCTYypH 3a JOIMIOMOTOIO
poO3TalryBaHHs TPUKYTHUKIB Ta YOTHPUKYTHHUKIB 3 TpaHed o00'€ekTa Ha MalbOBaHOI
TeKCTypH B «Blender» Ta BUKOPHUCTOBYIOUM MOXKJIMBOCTI irpoBoro asuryHa Unity [12].
KpiM ToOro, ontumizaiisi TakoX MOXXE MICTHUTH ONTHUMI3ALl0 KOAY, BUKOPUCTaHHS

NpaBWIBHUX HajamTyBaHb B UNity Ta ympaBiiHHS pecypcaMu.
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3.3.1 Object Pool

Texuika ontumizarii Object Pool [13] B Unity m03Bojsie 3MEHIINUTH KiJIbKiCTh
CTBOPEHHUX Ta 3HUIICHHUX OO'€KTIB y Bamii rpi. ¥ po3poOdii irop, 4acto HEOOXITHO
CTBOPIOBAaTH Ta 3HHUIYBATH 0arato OJHAKOBUX OO0'€KTiB, HANPHUKJIAA, KyJi, BOPOTH,
edeKTH Ta IHIIII.

3amicTh CTBOPEHHS Ta 3HUIIICHHS 00'€KTIB 3HOBY Ta 3HOBY, Object Pooling 36epirae
3ape3epBOBaHi 00'€KTH B MyJIl Ta MEpepo3noauIsge ix mpu HeoOxigHocTi. Komu o0'exr
Oiunple He MOTPiOEH, BiH HE 3HUIIYETHCS, a MOBEPTAETHCA N0 MYy, J€ MoOXe OyTu

BUKOPUCTAaHUI 3HOBY MI3HIIIE.

Simple object use

Destroy

Object > Opyéct

\i

Create
- Object »|  Object

Object pool

Deactivate and reused

Activate
- Pooled object added to queue Pooled object added to queue, Pooled object added to queue »| Pooled object

On object Must
Be destoyed

Puc. 3.12. niarpama po6otu 1rabnony npoekrysanus Object Pool

3a3Buuaii O0akaHO TPUMATH BCl TOBTOPHO BUKOPHUCTaHHI O0'€KTH, SIKI B ITIO
XBUJIMHY HE BUKOPUCTOBYIOTHCS, B OAHOMY MyJii O0'€KTiB, 00 HMUMH MOXHa OyJIO

KepyBaTH 3a JOTIOMOTOI0 €IMHOI Y3TOJIKEHOI MO TUKH.
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B Unity, mis peamizamii Object Pooling, MokHa BHKOPHCTOBYBAaTH IMiIXiJa 3
PYYHUM CTBOpPEHHSM MyJy O0'€KTiB, a00 BHKOPHUCTOBYBATH T'OTOBI O010J1IOTEKH, SKi
JI03BOJISIIOTH CTBOPIOBATH Ta YMPABJIATH ITyJIaMU 00'€KTiB IMIBUIKO Ta MIPOCTO.

Jns crBopenns Object Pooler B Unity, Oyno po3po0iieHO CKPHINT, SKHii
CTBOpPIOBAaTMME ITyJI Ta 30epiraTume 3ape3epBoBaHi 00'ekTH y Macusi. Ilicis mporo, Bu
MO’KETe BUKOPHUCTOBYBATH METO/IH, III00 B3ATH 00'€KTH 3 MYy, MIOBEPHYTH iX Ha3a1, abo

JIOJaTH HOBI 00'€KTH JI0 MYJTy, SKIIO 11€ HEOOX1aHO.

Client ObjectPooler
7| +static Instance: QbjectPooler
+objects: List<Objectinfo>
‘ -pools: Dictionary<ObjectType, Pool> ‘
+GetAndSetObject(obj: ObjectType, pos: Vector3, rot: Quaternion) : GameObject
+ReturnObjectToPool(ob): GameQbject) : void
- -InitPool(): void
<<Inner>> Objectinfo -InstantiateObject(ob: ObjectType, pos: Transform): GameObject Pool
+Type: ObjectType 1 +Container; Transform
+Prefab: GameObject | +Objects: Queue<GameObject>
+StartCount: Integer
_|_a | +Pool(container: Transform)
<<Enumeration>> ObjectType *
Enemie - <<Interface>> IPooled PooledObject
Bullet - - - - ” <
Tower +type(ObjectType)

Effect

Puc. 3.13. UML giarpama kiaciB ma6sony npoektyBanus Object Pool

Object Pooling € edextuBHUM crmocoOoOM onTHMI3aIlii BaIloi TPH, OCKIIBKH
JI03BOJISIE 3MEHIITUTH KIJTBKICTh CTBOPEHUX Ta 3HUIICHUX 00'€KTIB, III0 MOXKE MTOKPAILITUTH
NPOJYKTUBHICTh Ta IMIBUAKICTH Bamiol rpu. Bukopucranus Object Pooler mossosie
NOKpAaIIUTH TedMIuiel, 3a0e3MeunTH Kpalluid JOCBIJ KOPUCTyBada Ta 3pOOUTH TPy

JIOCTYITHOIO JTs OUTBITIOT ayuTOpii.
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3.3.2 Mesh baker

Accer mas irpoBoro asuryna Unity, mig nassoro MeshBaker [14], mo3Bomsie

po3poOHHMKaM 00'eqHyBaTH Kilbka MeSh B oawH omTuMmizoBanwii Mmesh. Ile moxke

JIOTIOMOT'TH MTOKPAIIUTH MPOJIYKTUBHICTh TP, 3MEHIIIYIOUN KIJIbKICTh BUKIUKIB METOIY

«Drawy [15] 1 mokparryoun epeKTUBHICTh PEHICPHHTY.

Meron «Drawy» B Unity Biamosizmae 3a BimoOpakeHHS TpadidHOTO KOHTEHTY Ha

expani. [{eli MeTo/] BUKIIUKAETHCS T1J] Yac peHJIEPUHTY KaJpa, 1 BiH IMpaIlfoe€ HACTyITHUM

YUHOM:

1.

BinOyBaeThcs miaroroBka Ao penaepunry. lle o3nauae, mo Unity BCTaHOBITIOE
HeoOxiH1 ctanu OpenGL a6o DirectX, Taki sk MaTpulll TPOEKIi Ta BUIY,
HaJAIITyBaHHS OCBITJICHHS, KaMepy, MaTepiajiu, TeKCTYpH Ta 1HIII TapaMeTpH,
11100 TOTYBAaTHU CLIEHY /ISl B1IOOpakeHHS.

Unity po3paxoBye, sKI 00'€KTH TOBHHHI OyTH BHUIUMHUMH Ha €KpaHI B
3QJIEKHOCTI BiJ IMO3HMIIII Ta OplEHTAlli KaMepHu, pIBHIB AeTami3alli Ta 1HIIUX
napameTpiB.

3a nomomororo anroputMmiB o0xoay rpady cuenu Unity Bu3Hauae, ki 00'€KTH
MOBUHHI OyTH BIOOpa)KeH1 B SIKOMY MOPSAIKY, I00 3a0€3Ne€YUTH NPABUIIbHE
HaKJIaJlaHHSA 00'€KTIB Ha €KpaHi.

Unity nepeBipsie, ki 4aCTUHM OO'€KTIB BUJMMI, a KI - Hi. SIKIIO YacThHa
00'ekTa 3HAXOJUTHCS 3a KaMeporo abo 3a 1HIUM 00'€KTOM, TO BOHA HE Oyje
BiJI0OpaXkeHa.

Hami, Unity Bukiukae metoq Draw st KOKHOTO 00'€kTa, SIKUA MOTPIOHO
BimoOpasutu. lleit meron 30upae Bci HEOOXIMHI JaHI I BiJOOpaKEHHS
o0'ekTa, Takl SIK BEpINIWHHU, IHJIEKCHM Ta Marepiaiv, 1 HaJCWIaE iX Ha
PEHIACPUHTOBUI JIBUTYH.

PennmepunroBuii 1BUTYH, B CBOIO Yepry, BijgoOpakae o0O0'€eKT Ha eKpaHi,
3a0e3neuyoun MpaBruiIbHE 3MIIIyBaHHS KOJIbOPIB, OCBITJICHHS Ta TEKCTYPH.
Komu Bci o0'ektn Ha creni Oynu BimoOpaxkeni, Unity 3akiHuye mpoiiec

PEHIEPUHTY Ta BIIOOpaKEHHS KaJpa, 1 Iepeiae Kaap Ha BUBI.
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JIns Ko)KHOTO 00’€KTa Ta Marepialy Ha 00’€KTI BUKJIMKAEThCS MeToj «Drawy,
TOMY 00’€THYIOUM O0’€KTH Ta iX Marepiajid B OAWH MeSh, My MOXeMO 3MCHIIUTH
KUTBKICTh BUKJIMKIB IIbOI'O METOY. AJIKE TeTep MU MaeEMO OJMH 00’ €KT, 1 BC1 TOBTOPHO
BUKOPHUCTaHI MaTepiaau 1ux 00’ €KTiB 00’ €IHYIOTHCS B OJWH, IO JTO3BOJISIE YHUKHYTH
nyOroBaHHS MaTepiaiB 1 TaKk caMO 3MEHIIUTH KUTBKICTh «Drawy. Came s 1p0ro i
notpioen Mesh baker, 11106 3po6ouTt Meton «Drawy HafiMeHII 3aTpaTHHM.

Takoxx Mesh baker namae pizHomaniTHI (YHKII, BKIIOYAIOYH ITIIATPHUMKY
CKeJIeTHMX Meshes, reHepartito aTiiaciB TekcTyp Ta rpym piBHiB fnetarnizainii (LOD). Bin
TAKOK BKJIFOYA€ IHCTpyMeHTH Ui ontumizamii UV, renepanii lightmap Ta
HaJalITyBaHHS MPOIIECY 3JIUTTSA, 00 BIH BIANOBIIaB KOHKPETHUM BUMOT'AM IPOEKTY.

[le onuu BaxxnuBuii acrnekT MeshBaker - 1ie #oro MOXJIuBICTH ONTHUMI3YBaTH
KUIBKICTh BEPIIHNH, sIKI 00pOOJISIOTHCS MIPU PEHJIEPUHTY, IO MOKPAILY€E MPOTyKTUBHICTh
rpu. Y irpax, oco0JIMBO 3 BEJIMKOI KUIBKICTIO 00'€KTIB, KO’KHA BEPIIMHA MOXKE 3HAYHO
BIUTHHYTH Ha MPOAYKTHBHICTh, OCOOJMBO TPH PEHACPUHTY Ha CIAOIIUX TMPUCTPOSX.
Tomy o0'enHaHHS KiTbKOX MEShES y oJuMH ONTHMi30BaHUM MesSh moxe OyTH mayxe

KOPUCHUM JJI ONTUMI3AI[l1 TPOJYKTUBHOCTI TPU.

Level10-mesh

B None (Object)
Irc

Mesh Renderer

Waorld Origin

B Non

Bake

Enable Renderers On Source Objects

Puc. 3.14. OcuoBHi HanamryBanHs Mesh baker
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3.3.3 CTBOpeHHsI CIUIbHOI TEKCTYPH

Jlns Toro, mo0 CTBOPUTH CHIIBHY TEKCTYpPY CIOYATKy HEOOXITHO 3amucaTH yci
KOJIbOPH, SIKI BUKOPUCTOBYIOTh Halllli 00’€KTH, MICJISA YOTO PO3MICTHTHU IIi KOJIbOPH Ha
Hamii TekcTypl. g Tekcrypa Oyna mpoaemoHcTpoBaHa y 2.3 myHKTI. Ilicis mporo
HEOOX1THO AJI YCiX 00’ €KTIB CTBOPUTHU PO3TOPTKY, BUKOPUCTOBYIOUH 1HCTpyMeHTH UV
penaryBanHs y nporpami blender ta posramryBaTu BepIIMHU 00’€KTa Ha HEOOXITHOMY

HaM MICIIl Y TEKCTYPI.

Puc. 3.15. po3ramyBaHHs BEpIIMH 00’ €KTY Ha TEKCTypl BUKopucToByroun UV

Konu yci BepmmHM Oynu po3MilieHi, HEOOXITHO BUIAIUTH YC1 MaTepialiu,
IMIIOPTYBAaTU OO’€KT, Ta JOJATH MHOMY Marepiaj, KM BHKOPUCTOBYE HEOOXIJTHO
TekcTypy. Bigrenep meron Draw, Oyne BUKIMKATUCh | pa3 1Jist KO)KHOTO 00’ €KTa, TOKU
BOHU He OynyTh 00’€enHaHi B ojuH Mesh 3ansku Mesh baker.

[Ticns nomaBaHHs ycix 00’€kTiB, Ta 00’e€aHaHHs iX B oamH Mmesh, unity Oyne
BUKJIMKaTH e 1 meton Draw, ajpke y Bcix 00’ €KTiB OMH MaTepial, Ta 30epiratoThCs
BOHH B OjlHOMY Mmesh.

Takox a5 eleMeHTIB iHTepdelicy, MOKIMBO 3pOOUTH TeKCTypHHi atlas, TooTo

BEJIUKY TEKCTypy, IO MICTUTh O0€3/lly MAaJeHbKUX 300paKkeHb, SKI Ha3UBaIOTh
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TEKCTYpPHUMH Mij] perioHaMu. 3amicTh TOTO, MO0 3aBaHTaXyBaTH O€3J14 OKpEeMHX
TEKCTYp JIJIsl KOXKHOTO 00'€KTa B Ipi, MOKIIMBO 3aBaHTAXHUTH OJHY TEKCTypy-atTjac, sika
OyJie MICTUTH yCi HEOOXiJHI TEKCTYpH, a MOTIM BUKOPUCTOBYBATH IIiJl PETIOHM IlI€i
TEKCTYpH I KOXKHOTO 00'€KTa.

Buxopuctanss atnaciB TeKCTyp Mae Kinbka mepesar. [lo-mepie, 1€ 103BOJISIE
ICTOTHO 3MEHIIUTH KUIBKICTb TEKCTyp, IO 3aBaHTAXYIOThCS, 1 MPUCKOPUTHU
3aBaHTaxeHHs1 Tpu. [lo-gpyre, e A03BOJISIE 3MEHIIUTH KUIBKICTh BHUKIHKIB [0
BIJICOKAPTHU JIJISl 3MIHHM TEKCTYP, OCKIJIBKU BC1 HEOOX1/IHI TEKCTYPH BXKE€ 3aBaHTaKEHI Ha
3ragky. HapemiTi, BUKOpHUCTaHHS aTjaciB TEKCTyp MOKE 3MEHIIUTH BUKOPUCTAHHS
ONEpPaTUBHOI MaM'sATl, OCKUIbBKM KOXKHAa TEKCTypa 3aiiMae NEBHUM OO0CAT mam'ari, a
BUKOPHUCTAHHS aTJiacy J03BOJIsI€ 00'€THATH KUJIbKA TEKCTYP OJHIEIO.

Unity Mae BOYJJOBaHU# IHCTPYMEHT JJIs1 CTBOPEHHS TeKCTYpHHUX atiaciB [16], skuii
703BOJIsIE 00'€IHYBAaTH KUIbKA TEKCTYp B OJHY BEJIUKY TeKCTypy. Lleil iHCTpymeHT
HazuBaeThes Sprite Packer (makyBanbHuk crpaifti). [1[o6 BUkopucTOBYBaTH MOT0, Bam
HEOOX1THO TO3HAYUTH Ballll TEKCTYPH AK CIIPANTH Ta JOJIATH iX JI0 CIIMCKY YITAaKOBYBaHHS

crpaiiTis, micis yoro Unity aBToMaTHUHO 30€pe iX y €IMHUNA TEKCTYpHUH aTiiac.

Atlas1
2048x1024 RGBA Compressed ETC2 UNorm 2.0 MB

Puc. 3.16. Jlemonctpaiis Tekctyproro Atlas
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3.4 TecTtyBaHHs1 po3po0JieHOI TpH

TecryBanHs Tpu Ha irpoBoMy ABUTYHI UNity - e BaykiMBa 4acTHHA PO3POOKHU
Oynb-sikoi rpu. TecTyBaHHs JoroMarae BUSBUTH i BUIIPABUTU IIOMUJIKU Ta HEOIIKU TPH,
110 MOKYTb BIUTMHYTH Ha 11 TeiiMIiiel Ta poOoTy.
Y Unity tectyBaHHS rpu 3a3BHYail MPOBOJIUTHCS HA PAHHIX CTaisIX PO3POOKH,
KOJIM Tpa HE MOBHICTIO TOTOBA, aj€ BXK€ MICTUTH 0a30Buil (pyHKuioOHaAN. TecTyBaHHA
MO>KHA MPOBOJIMTH HA JEKUIBKOX PIBHSX:
1. TectyBaHHsi (yHKIIOHAJa: HAa [OMY €Talll TECTYEThCS PoOOOTa OKpPEMHUX
€JIEMEHTIB T'PH, TAKUX AK pyX MEPCOHAXIB, iX aHIMalli, podoTa iHTEepdency
TOLLIO.

2. TecTtyBaHHs IrPOBOTO MPOIECY: HA IOMY €Talll TECTYEThCS TEUMILICH TpH B
LJIOMY, BKJIFOUAIOYM B3a€MO/III0 TPaBIISl 3 OTOYEHHSIM, OOMOBY CHUCTEMY, MICIi
Ta 3aBJIaHHSI, PIBE€Hb CKJIAIHOCTI TOIIO.

3. TecTyBaHHA TPOAYKTUBHOCTI: Ha I[bOMY €Talll TECTYyETbCA MPOAYKTHUBHICTDH
I'pU, BKJIFOYAIOYH IBUJIKICTh 3aBaHTAXKEHHS, KaJJPOBY YaCTOTY Ta OMTHUMI3AIIII0
po0OOTH TPH HA PiI3HUX MIATPOpMax.

Jlns TtectyBanHs Tpu Ha Unity 3a3Buuaii BHKOPHCTOBYIOTHCS CIEIliaIbHI
iHcTpyMmenTH, Taki sik Unity Test Runner, Unity Profiler Ta Unity Remote. Unity Test
Runner no3Bossie cTBOprOBaTH Ta 3aIllyCKaTH TECTU JUIsl MEPEBIPKU POOOTH OKPEMHX
enemeHTiB rpu. Unity Profiler gomomarae BUSBIATH Ta BUIPABISATH MOMWIKH, IO
BIJTMBAIOTh HAa MPOAYKTUBHICTH rpu. Unity Remote no3Boisie TectyBatu rpy Ha pi3HHX
npUCTPOsiX 0€3 HEOOXIAHOCTI ii KOKEH pa3 NEePEeKOMIIIIOBATH Ta BCTAHOBIIOBATH.

Takox mys TecTyBaHHs Tpu Ha Unity MoXKHa BHKOPHCTOBYBAaTH PI3HOMaHITHI
30BHIINIHI 1HCTPYMEHTH, TaKi SIK TeCTyBajbHI (peiiMBopKky Ta Oi6mioreku. Hanpuxman,
JUTsl aBTOMATHU3aIlll TECTyBaHHS MOKHA BHKOPHUCTOBYBAaTU (pperMBOpKH, Taki sik Unity
Test Runner, NUnit abo Xunit. Ili ¢peliMBOpkH HO3BOJISIIOTH CTBOPIOBATH TECTH, SIKI

MOKYTh OyTH BUKOHaHI aBTOMAaTHYHO ITi]] 4aC PO3POOKH T'PH.
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Tako ICHYIOTH CHEIllajibHI IHCTPYMEHTH JJIsl aHaJli3y MPOJYKTUBHOCTI T'PH, 5Kl
JOTIOMAararoTh BUSBUTH MOKJIMBI TTPOOJIEMHU 3 TMPOIYKTUBHICTIO Ta ONTHMI3yBaTH TPY.
Opnum 3 Takux iHCTpyMeHTiB € Unity Profiler, sikuit qo3Bosisie ananizyBaTi poOoTy rpu
Ta 3HAXOAWTH MPoOJIeMHI Miciig. BiH mae MOXKIMBICTH BIACTE)KYBAaTH Ta aHATI3yBaTh
dpeitmBopk, CPU, GPU Ta iHmI BUIU 3aBaHTAKEHHS, 1110 JIOMIOMAra€ BUSBUTH OyTTS B
MPOJYKTUBHOCTI TpH Ta BUpIMUTU iX. Profiler mae MOoXIuBICTH BiJICTEXKYyBaTH OaraTo
napaMeTpiB, TaKUX SAK KIIbKICTh BHUKOHAHUX PEHACPUHTIB, KUIbKICTh BUKOHAHHUX
ckpunTiB, 3aiiHare CPU ta GPU, yac BukoHaHHs (peiiMiB, 4ac BUKOHAHHS OKPEMHUX
METOMIB Ta 0arato 1HIIIOTO.

Pazom 3 Unity profiler inoxi BukopuctoByeThcs Frame Debugger. Frame Debugger
- 1€ IHCTPYMEHT, 110 JA03BOJISIE aHATI3yBaTH KOKEH KaJlp IPH, BIACTEKYBATH BCl 3MiHH,
K1 BiIOYBaIOThCS B T'Pl, Ta BU3HAYATH, SIKI MPOIECH 3aiiMaloTh Oubline pecypciB. Llei
1HCTpyMeHT noctynHuid B Unity 1 103BOJIS€ PO3IIIAIATH TPy B PEKHUMI pEaIbHOrO 4acy.

Frame Debugger no3Bosisi€ BiICTEKYBAaTH HACTYIHI €JIEMEHTH IPH:
[TonoxeHHs 1 po3mip 00'€KTIB.
KinbkicTh BepIH, MPUMITUBIB, MaTEPialiB Ta TEKCTYP, IO BUKOPUCTOBYIOTHCA.
Kinekictes draw call Ta HacKkiTbKM BOHU BIUIUBAIOTh HA MIPOJTYKTUBHICTD.
KinbkicTh peHaep-TeKCTyp, SKi CTBOPIOIOTHCS Ta BUKOPUCTOBYIOTHCS.

Kinbkicte shadow casters Ta shadow receivers, ikl BIUIMBalOTh HA MPOJAYKTUBHICTb.

o o~ w D PE

BukopucTtanHs OCBITJIEHHS Ta €(DEKTiB.
3a nonomoroto Frame Debugger MmokHa BU3HAUNTH, K1 YACTUHU TPU BUMArarOTh
HaNOUIbIIE PECYPCIB, IO MOXKHA MOKPAIIUTH, 11100 rpa mpairoBaia Okl e(peKTUBHO Ta
0e3 3aTpuMok. TakoX e IHCTPYMEHT JI03BOJISIE BUSIBUTH MMOMUJIKU Ta HETOJAIKH, K1
MOKYTh BUHUKHYTH B IIPOLIECI PO3POOKH IPH.
JIist TecTyBaHHS TPU Ha PI3HUX MPUCTPOSIX MOKHA BHUKopucTOBYyBaTd Unity
Remote, sikuil no3BoJisie BinoOpa)kaTh 300pakeHHS 3 MPUCTPOIO HA KOMM'IOTEpi Ta

B3aEMO/IISITH 3 TPOIO 32 JOIIOMOTO0 KOMITOTEPA.
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Kpim Toro, nns 3a0e3nedeHHs sIKOCTI IpU MOKHA BUKOPUCTOBYBATH CEpBICH IS
aBTOMaTU4YHOTrO TecTyBaHHA, Taki K Unity Cloud Build, sikuii 103BoJisie aBTOMaTHYHO
30upaTH Ta TECTyBaTU I'Py Ha PI3HUX MPUCTPOSIX Ta IIATPopMax.

Jlns tectyBanHs Tpu «Tower Dimensiony» Oyino BHKOPHUCTaHO EMYJISITOp IS
Android «BlueStacks 5». BlueStacks 5 € nomynsipaum emynstopom Android, sikuit Moxe

OyTH BUKOPUCTAHUU ISl 3aITyCKYy Ta TECTYBAaHHS 1Ir0p Ha KOMIT'IOTEpI.

&p BlueStacks App Player &g & Harpansi @ Play&win (9

Score: 0

A M: Opku BugBnAn Hac! My He roToBl 40 TpyBanoro 6ot! Halwa mera - He
nepemMort OpKIB, a BUrparty yac Ana NiAroToBKN Tenenopty.

HaTuCHITb GY/b-51KY KHOMKV

b4

Puc. 3.17. lemoncTpartis emynsatopa «BlueStacks 5»

Leli eMynsTOp 03BOJISIE€ 3aIMYCTUTH OUIBLIICTD 1MOp, SKI TOCTymHI 1 Android-
iaTdopMu, Ha BallIOMy KOMI'TOTEp1 3 BUKOPUCTAaHHSAM KJaBiatypu Ta muti. BlueStacks
5 miATpUMYy€ HIMPOKHUI CHEKTp rpaiyHUX HaAJIAIUTyBaHb, TAKUX SIK BUCOKA PO3ALIbHA
3/1aTHICTh, MAKCUMaJbHa KUTbKICTh FPS 1 miarpumka pisHUX TUTIB rpadidyHUX KapT.

Le#i emynsTop Mae pocTuii iHTEpdElic, IKU T03BOJISE JIETKO HAJIAIITYBATH HOTO
JUTSI TECTYBaHHS KOHKPETHOI rp. BiH Takox miaTpuMye 6araTOKOpUCTYBaIbKUH PEKUM,
110 IO3BOJISIE TPATH y TPY pa3oM 3 APY3IMH a00 THIITMMHU KOPHUCTyBadyaMHu 31 BChOTO CBITY.

Kpim Toro, BlueStacks 5 mae nogatkoBi ¢hyHKIIIT, TaKi IK MOXJIMBICTh 3aIUACY TPH,

HIBUJKI KJaBilli, MYJbTH-IHCTAHC, IO JO3BOJISE€ 3aMyCTUTH KUIbKa EK3EMIUISIPIB
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BlueStacks na oqnomy komm'torepi, Ta iHmil. i pyHKIIT MOXKYTh OYTH KOPUCHUMU IS

PO3pOOHUKIB, SIKI XOUYTh IPOTECTYBATH CBOI ITPH B PI3HUX YMOBaxX a00 BUKOPHUCTOBYIOTh

JIOJIaTKOB1 MPOrpaMu JUIsl 3aMUCy YU TPAHCIIALIT CBOIX 1rop.

Ochb 1m1e neski k4ol MoxxynBocTI BlueStacks 5 mist TectyBanHus irop:

1.

[HTYITUBHMI Ta JIETKUM y BUKOPUCTAHHI 1HTEpQEHC, IKUM T03BOJISE MIBUIKO
HAJAIITYBaTH EMYJSTOp Ta KepyBaTh MOro mapameTpamu. Bu Moxerte
BCTAHOBJIFOBATH PO3JUIBHICTh €KpaHa, KUIBKICTh sJiep Iporecopa, oo0csr
OTepaTHBHOI MaM'sATi Ta 1HINI HAJAINTYBaHHA, 1100 MEPEKOHATHUCS, L0 Tpa
MPAIoe ONTUMAIIBHO.

3pyuHi 1HCTpyMeHTH po3poOHuka: BlueStacks 5 Hamae psg KopuCHHX
IHCTPYMEHTIB Il PO3pPOOHUKIB, Kl CHPOUIYIOTh Mpolec TecTyBaHHs. Lle
BKJIFOYA€ MOXKJIMBICTh 30€pEKEHHS 3HIMKIB €KpaHa, 3alucy BIJE0 3 €KpaHa,
CUMYJISILIIIO PI3HUX PEXKHUMIB CEHCOPHOI'O BBEJIEHHS (TaKuX K JOTHUK, KECTH,
CEHCOpHUM eKpaH) Ta 1HIIII.

Cunxponizaiis 3 wMoOutbHUMH npuctposimu: BlueStacks 5  no3Bosmse
CHUHXPOHI3YBaTH Ballll IrpoB1 AaHl 3 MOOLIbHUMU NpuUcTposiMu. Lle o3Hauae, o
BHM MOJKETE CHHXPOHI3yBaTH Ballll IrpOBI JIaH1 3 MOOUIBHUMH MPUCTPOSIMH, 1O
JI03BOJISIE BaM TIPOJIOBXKyBaTu Tpy Ha BlueStacks 5 tam, ne Bu 3akiHuUMiIM Ha
MOOUIBHOMY MpUCTPOi W HaBmaku. Lle 703BoJsIE 3pyYHO NMEPEMUKATUCH MIXK

pi3HEMH TUIaTopMamMu Ta 30epiraTu Mporpec y Ballux irpax.

VY 3zaransHomy, BlueStacks 5 wmoxke OyTHM KOpPUCHMM 1HCTPYMEHTOM IS

TE€CTYBaHHS 1rop, 0COOJMBO SKIIIO BU XOYETE BUIIPOOYBATH TPy Ha OUIBIIIOMY €KpaHi Ta 3

BUKOPUCTAaHHSAM KJIaBlaTypy Ta MUIIII.

3aramoM, TecTyBaHHS rpu Ha Unity - 1i¢ BaxJIMBHH eTam pPO3pOOKH, SKHUit

JoromMarac€ BUSIBUTH Ta BUIIPABUTH ITIOMUIIKH, 3a0€3MCUNTH SIKICTh Ta OHTI/IMiBYBaTI/I rpy

JUTSL pI3HUX MPUCTPOIB Ta MIATHOPM.
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BUCHOBKH

OTmxe, micis MPOBEICHHS aHaJi3y AOAATKIB Ta irop, MOXKJIMBO 3pOOUTH BUCHOBOK,
110 aKTYaJIbHICTh ITOP HIKOJIM HE 3HUKHE, aJK€ JOJATKU CTaJd YACTUHOIO CY4YaCHOTO
KUTTS JIOAUHM. Irpu € He nuiie 3aco00M po3Baru, ajae i MOXKyTh 3a0€3MEUUTH JTHOIeH
3aJI0BOJICHHSIM, EMOIIIMHUM JOCBIIOM Ta HaBYUTH iX HOBOTO, 00 3MYyCHUTH 3ayMaTHCS
npo moch riaudire. Came Tomy cdepa po3poOKH IrpOBUX JOAATKIB € OJTHIEIO 3 HANOUTBII
npuOyTKOBHX Tally3eil Cy4acHOi €KOHOMIKH, SIK1 IIIBHJIKO 3POCTAIOTh.

[lin yac HamMCcaHHS JUIIOMHOT PoOOTH OyJO0 PETENhHO AOCIHIKEHO MPOIEC
CTBOPEHHsI TPU Ta MPOAHANI30BaHO BCi oro ckiaaoBi etanu. OcobnuBa yBara Oynia
IpUaLJIeHa 10 peaiizalii IrpOBUX MOXJIMBOCTEH 3aBIsKM MOBI mporpamyBaHHs «C#y.
Cepenoumie «Unityy» crano HagiiHUM Ta JOCTYIHHM IHCTPYMEHTOM JUIsl peatizaiii
MPOEKTY Ta ycix 3aaymanux (QyHkiid. Bci rpadiuni eremeHTH OyJi0o CTBOPEHO 3a
nomomororo «Blendery ta Oynu onTrmizoBaHi i1t MOOUTEHOT TpH.

[lincymoByrouM BHIIECKa3aHEe, MOXHa 3poOMTH BHUCHOBOK, 1o Blender, sk
MOTY)XKHUN 1HCTPYMEHT JJIi MOJCIIOBaHHS Ta CTBOpeHHS 3D-00’€KTiB, T03BOJIMB
CTBOPUTHU MBOBIKHY Tpadiky Ta aHiMaIlio s Hamoro npoekty. CnutbHo 3 Unity, 110
€ BUCOKOSIKICHUM JBUKKOM JJI PO3POOKH 1rop, OyJi0o peani3oBaHo BCl 3aiyMaH1 (yHKIIT
Ta CTBOpPEHO MpodeciiHui relMIIeH, 3a JOTOMOTo0 MOBH TporpamyBanHs C#, 110 €

OCHOBHOIO MOBOIO po3poOku Ha maTdopmi Unity.
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Homatoxk A

JIEP’KABHHUI Y HIBEPCUTET TEJTEKOMY HIKALIIIA

HABYAJIBHO- HAYKOBUI IHCTUTY T IH® OPMAIIMHAX
TEXHOJIOT' T

KA® EJTPA THDKEHEPIi [TPOT' PAMHOT O 3ABE3TIEY EHHS

PO3POBKA I'PH B )KAHPI «TOWER DEFENSE» 3 BUKOPUCTAHHSAM RPG
MEXAHIK MOBOIO C#

Buxonas crynenr 4 kypcy
rpymullJ]-43
Boiiko M ukura CepriioBuy
KepiBHuk poboTH
nokTop ¢inocodii, nouent kapempu II13/1i6p iBaMIT Onecs AHAp ifioBUY

Kvis — 2023

META, OB’€EKT TA IIPEAMET JOCIIKEHHSA

e MeTa po60TH — TIBUILIEHHI 3allKaBICHOCT1 TelMIUieeM Tpu B xkaHpi «Tower
Defense» rpaBmiB Ha MOOUIbHMX NPUCTPOSX 3a PaXyHOK BIPOBAKCHHS MEXaHIK
«JlepeBo miasoriB » Ta «JlepeBo MACUBHUX YMIHB ».

o O0’exT 10ocaiake HHs— reiimimieit rpu xanpy «Tower Defensey.

o IIpeamer nocaimxenns — rpa xanpy «Tower Defense» 3 ememenramu RPG s
MOOUIBHUX TIPHCTPOIB .
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3AJIAUI JUTIJIOMHOI POBOTH

[Tin6ip HAyKOBO-TEXHIYHOT JIITEPATYPHU.

Anam3 ocHoBHUX KoHIernn Tower Defense.

Po3po0Oka cTpyKTypy Ta KOMIIOHEHTIB TPH.

MopenroBanss 00’ €KTIB TPH.

CTBOpEHHSI TEKCTYp I IrPOBUX KOMIIOHEHTIB Ta po3po0Ka In3aiiHy
PIBHIB.

OntumizyBaHHS TPH T MOO1IbHI IPUCTPOT .

TecTyBaHHs Ta TOKyMEHTALIis TPH.

AHAJIOT'H

R P

2 & S
Oco6mBicTs Plant.s vs Tower Infinitode2 ) Tow er

Zombies 2 Madness 2 Dimension

Pi3HOMaHITHI Boporu + - - +
Pi3HoMaHiTHI Bexi + - + +
Benuka kinbKicTs piBHIB + + - -
Orc Boporis - - + +
Heckinuenuii pexum - - + +
CroKeTHHi pexuM + - - +
3D rpadika - + - +
Mpodeciiiamit Ul + - - -

VHiKanbHI MEXaHIKH JKaHPY - - - +



70

BUMOI'U 10 TPOBOI'O KOHTEHTY

HasiBHICTh CI0’KETHOTO Ta HECKIHUECHHOTO IIPOBOTO PEKUMY .
[IpencraBiieHHs] BHYTPIIIHHOITPOBOTO Mara3uHy 3 TIOKPAIICHHIMH BEX Ta
I0/ICHHUX HArOpoJi Y TOJIOBHOMY MEHIO TPH.

BukopucTanHs pi3HOMAaHITHHAX BEXK 31 CBOIMH yHIKaJIbHIMH TUTIAMHY aTaKH.
BukopucTanHs pi3HOMAaHITHAX BOPOTIB 3 YHIKAJILHUMH 3/110HOCTSIMU.
Buxopuctanns irpoBoi MexaHikH «/lepeBo iajoriBy B CIOKETHOMY
PEXUMI.

[IpencTaBnenns BUOOPY PiBHIB Ta CKaCyBaHHS HACII1IKIB BUOOPIB MiJ] 4ac
J1aJIOT1B B CHOYKETHOMY PEKHM1 3aB/ISIKM 3aBAHTAXKCHHIO PIBHS .

KOHLIEIIT I'PH

Y MarivHOMY CBITi 70 TUIAHETH JIFOAeH BTOPIIHCH OPKH, IKi HAMAraroThCs 3aXOIUTH CBIT JIFONEH .
KopuctyBad Oyne rpaTi 3a MOJIOJIOTO KOMaHAMPa, SKUH Ma€ BUPIITyBaTH, SK JiSITH, KOMY BIpHTH
Ta K OOPOTUCH 3 OPKaMM.

OcHOBHHI redMIUIEd MICTUTh MOOYIOBY OOOPOHHUX BEX Ta BUKOPUCTAHHS MACTOK UL 3aXUCTY
CBOTO 3aMKYy.

lefiMIute y CIO’)KETHOMY PEXUMIi JOJATKOBO Ma€ CUCTEMY BHOOPIB IiJ| Yac fjajioriB, sKi OymyTb
BIUIMBATH Ha redMIuIeil Ta KiHelpb icTopii. SAKkmo xopuctyBaud Oyje HE3aJ0BOJICHUN HACIIIKaAMH
BUOOPY,BIH 3M0’K€ 3aBaHTA)KUTU HEOOXITHUN pPIBEHb Ta 3MIHUTH CBiil BUOIp.

I'pa MicTHTh BHYTpIIHBOIrPOBHH MarasuH, B SIKOMY IpaBellb MOJKe OKpanryBaTy cBoi Bexi. Lle
JIOTIOMOJKE TpPaBHIO HAOWUpaTH peKopAHi Oaju y HECKIHIYEHHOMY pEeXHMi Ta IOJIETIIHTh
CIO’KETHUH PEXUM.

KosxeH neHb rpaselr MOXe OTPUMYBATH 30JI0TO 3 LIOJICHHUX HAaropoj, Ta OTPUMYBAaTH 30JI0TO 3a

MpoaeHNA piBeHb. KOpUCTyBad 3M03Ke BUTpATH II€ 30JI0TO Ha TIOKPAICHHS BEX Y Mara3uHi.
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HIAT'PAMU KJIACIB I'OJIOBHOT'O MEHIO

LacaluatianOats

oM asonkery

erghiare: Siing): vo : ®

Loceticetontem

Jiarpama Ki1aciB MeXaHIKU
«IIlonenna maropoga»

Jliarpama knacis
BIIMNOBITAILHUX 34 JIOKAI3ALIIO

11

EKPAHHI ®OPMH

['osmoBHE MeHIO Tpu

['eiimmiet rpu

12
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EKPAHHI ®OPMU

Jianorosa rimka BHyTpimHBOIrpOBHii  MarazuH

13

EKPAHHI ®OPMH

Bineonemonctpaius rpu B emyisitopi «Bluestacks 5»

14
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AIMPOBALIA PE3YJIBTATIB JOCJ/IIIKEHHSA

boiiko M.C 3actocyBanHs ma0I0Hy MPOEKTYBaHHA Vvisitor Ha ABuryHi Unity st
00poOKH B3aeMOii 00’ €KTIB TpH // 3acTOCYBaHHS MPOrPaMHOrO 3a0€3IMeUeHHS B
IKT. 361pauk Te3. 20.04.2023, AYT, m. Kuis — K.: VT, 2023. - C. 114

boiiko M.C Bukopuctanus anaropurMy A* i IITYYHOTO IHTENEKTY MOOIB y Tpi Ha
Unity / 11T Beeykpaincbka HaykoBo-npaktruna konpepenis «CydacHi
IHTEJIeKTyallbHI 1HpOpMAIIiiiHI TEXHOJIOTI B HAYIll Ta OCBITD).

361pauk Te3 16.05.2023, AYT, m. Kuis K.: YT, 2023. —nionaso 10 apyky.
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BUCHOBKH

[Minibpano HayKOBO-TEXHIYHY JITEPATYPY.

[Iposeneno anami3s 0oCHOBHUX KoHIeNIiN xanpy «Tower Defense».

JlocmimpkeHo Bech MPOIEC CTBOPEHHS TPHU Bi alrOpUTMIB 10 CTBOpEeHHS 00’ekTiB. Po3pobneno
apXiTeKTypy Ta OCHOBHI ajroputMmu rpu xaHpy «Tower Defense» 3 momatkoBumMu MexaHiKaMu
«Jlepeso mianoriB» Ta «JlepeBo MaCUBHUX YMIHB».

CrBopeno ocHoBHI 3D o00’exti Tpu, Taki SK BeXi, BOPOTH Ta €JNEMEHTH [EKOPY 3aBIIKU
nmporpaMHOTO 3a0e3neueHHs «Blendery.

CrBOpEHO OCHOBHHMI [W3aiiH pIBHIB Ta IrpoBi TeKCTypu s 006’e€kTiB rpu. byno posramoBaHo
PO3TOPTKHU 00’€KTIB HA HEOOXTHOMY KOJILOP1 CHIBHOT TEKCTYpH, 3aBISIKH 4OMY OYJIO 3MEHIIIEHO
KUIBKICTh MaTepiajliB B Ipi.

I'py onmTuMi3oBaHO 3aBIIKM 3arajlbHOJOCTYITHHX IHCTPYMEHTIB, TakuX SK TeKCTYpHHUH amiac,
CIIUThHA TEKCTypa Ta CKIICIOBAHHS 00 €KTiB 3aBmiaku accety «MeshBaker».

[IpoBeneHo TecTyBaHHS TPH 3aBASKA MOOUILHOMY eMynsaTopy «Bluestacks 5».

16
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Hoxaroxk b

public interface IEnemyVisitor
- q
. void TakeDamage(FireBullet bullet);
. void TakeDamage(IceBullet bullet);
. void TakeDamage(CannonBullet bullet);
. void TakeDamage(CrossbowBullet bullet);
. void TakeDamage(CastlelLogic.Barricade barricade);
. void TakeDamage(UI.LevelController levelController);
. void TakeDamage(BomberExplosion bomberExplosion);

OooONOTUVTE, WN

10. void TakeDamage(CastlelLogic.LogWithSpikes logWithSpikes);
11. }

12. public abstract class Enemies : MonoBehaviour, IEnemyPooled
13. {
14. [SerializeField] protected
EnemyPooler.ObjectInfo.EnemyObjectType _enemyName;
[SerializeField] protected NavMeshAgent _navMeshAgent;

protected
protected
protected
protected
protected
protected
protected
protected
protected
protected
protected
protected
protected

CastlelLogic.Castle _gate;
EnemyHitPoints _hitPoints;
const float _minDistance = 0.5f;
float freezeImmunity = 0.8f;
float _frezeTime = 5f;

float _unFrezeeTime;

float _startSpeed;

int _fireDamageDifference = 2;
int _coins;

int _maxHP;

bool isBoss;

bool _sizeWasChanged = false;
Action OnEnemyDied;

static protected Transform _defenseGate;
static protected Coins _coinsContainer;
static protected bool _levellsEndless;
static public float AdditionalSize;

public EnemyPooler.ObjectInfo.EnemyObjectType
Type => _enemyName;

protected virtual void Awake()

{
}

OnEnemyDied += SimpleKillEnemy;

public static void SetGeneralEnemySettings(Transform
defenseCastle, Coins coinsContainer, bool levelIsEndless)



{
_defenseGate = defenseCastle;
_coinsContainer = coinsContainer;
_levellIskEndless = levelIsEndless;
}
protected virtual void SimpleKillEnemy()
{
_coinsContainer.PutCoins(_coins);
EnemyPooler.Instance.DestroyEnemyObject(gameObject);
OtherPooler.Instance.DestroyObject(_hitPoints.gameObject);
if (!_levelIskEndless) EnemyCounter.RemoveEnemy();
}
protected virtual IEnumerator UnFreeze()
{
while (_unFrezeeTime > 0)
{
yield return new WaitForSeconds(1f);
_unFrezeeTime--;
}
while (_navMeshAgent.speed < _startSpeed)
{
_navMeshAgent.speed /= _freezeImmunity;
}
}
protected virtual void Freeze()
{
if (!IsInvoking("UnFreeze"))
StartCoroutine(UnFreeze());
_unFrezeeTime = _frezeTime;
if (_navMeshAgent.speed * _freezeImmunity > 0.2f)
_navMeshAgent.speed *= _freezeImmunity;
}

protected virtual void TakeSimpleDamage(int damage)
{

bool isAlive = _hitPoints.ChangeHP(damage);

if (!isAlive) { OnEnemyDied?.Invoke(); }

protected virtual void TakeFreezeDamage(int damage, int

freezePower = 0)

{
bool isAlive = _hitPoints.ChangeHP(CalculatePowerDamage(damage,
freezePower));
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if (!isAlive) OnEnemyDied?.Invoke();

else
{
for (int 1 = @; i < freezePower; i++)
{
Freeze();
}

}

protected virtual IEnumerator TakeFireDamage(int damage,
int power)

{
int fireDamage = CalculatePowerDamage(damage, power);
while (fireDamage > 0)
{
if (gameObject.active)
{
TakeSimpleDamage(fireDamage);
fireDamage -= _fireDamageDifference;
yield return new WaitForSeconds(0.15f);
if (fireDamage <= _fireDamageDifference)
{
for (int i = 0; 1 < 5; i++)
{
if (gameObject.active)
{
TakeSimpleDamage(fireDamage);
yield return new WaitForSeconds(0.15f);
}
else break;
}
break;
}
}
else break;
}
}

protected int CalculatePowerDamage(int damage, int power)

{

int returnedDamage = damage;

for (int i = 1; i < power; i++)

{
}

return returnedDamage;

returnedDamage *= 2;

79



80

public virtual void EnemyFled()

{
EnemyPooler.Instance.DestroyEnemyObject(gameObject);
Destroy(_hitPoints.gameObject);
if (! _levelIsEndless) EnemyCounter.RemoveEnemy();

}

public abstract void EnemyNearToGate(CastlelLogic.Castle gate);

public abstract class EnemiesWithAnimation : Enemies

{
[SerializeField] protected EnemyAnimation _animation;
[SerializeField] protected Collider collider;
[SerializeField] protected int _damage = 1;
private bool _isFreezing = false;
protected override void SimpleKillEnemy()
{
EnemyPooler.Instance.DestroyEnemyObject(gameObject);
}
protected virtual void PrepafeForDead()
{
OnEnemyDied = null;
_collider.enabled = false;
StopAllCoroutines();
_animation.Dead();
_navMeshAgent.speed = 0;
_coinsContainer.PutCoins(_coins);
OtherPooler.Instance.DestroyObject(_hitPoints.gameObject);
if (! _levellIsEndless) EnemyCounter.RemoveEnemy();
_navMeshAgent.enabled = false;
}
protected virtual void GeneralOnEnable()
{
_collider.enabled = true;
_animation.SetDead(SimpleKillEnemy);
OnEnemyDied = PrepafeForDead;
}
public virtual void SetStartValues(EnemyHitPoints hitPoins, int
HP, float speed, int coins, bool isBoss = false)
{

_havMeshAgent.enabled = true;

_navMeshAgent.SetDestination(_defenseGate.position);
_hitPoints = hitPoins;

_hitPoints.CreateHP(gameObject, HP);



_startSpeed = speed; _navMeshAgent.speed = _startSpeed;
_coins = coins; _isBoss = isBoss; _maxHP = HP;
_animation.StartMove(speed);
}

protected override IEnumerator UnFreeze()

{
while (_unFrezeeTime > 0)

{

yield return new WaitForSeconds(1f);
_unFrezeeTime--;

}

while (_navMeshAgent.speed < _startSpeed)
{

}

_navMeshAgent.speed /= _freezeImmunity;

_animation.StartMove(_navMeshAgent.speed);
_isFreezing = false;

}
protected override void Freeze()
{
_unFrezeeTime = _frezeTime;
if (!_isFreezing)
{
StartCoroutine(UnFreeze());
_isFreezing = true;
}
if (_navMeshAgent.speed * _freezeImmunity > 0.2f)
{
_navMeshAgent.speed *= _freezeImmunity;
_animation.StartMove(_navMeshAgent.speed);
}
}
protected virtual void Attack()
{
if (!_gate.TakeHit(_damage))
EnemyFled();
}

public override void EnemyNearToGate(CastlelLogic.Castle

{
_gate = gate;
_havMeshAgent.speed = 0of;
_animation.StartAttack(Attack);
_navMeshAgent.enabled = false;
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}
}
public interface IFlyEnemy
{
bool CheckIfNeedShot(int damage, int power);
}
public interface ISummoner
{
void FindNotifyTowerGroup();
void NotifyTowerGroup();
}

public class EnemyAnimation : MonoBehaviour

{
[SerializeField] private Animator _animator;
[SerializeField] private string _appearance;
[SerializeField] private string _walk;
[SerializeField] private string _run;
[SerializeField] private string _fastRun;
[SerializeField] private string _dead;
[SerializeField] private string _ability;
[SerializeField] private string _attack;

private Action _onAbilityCasted;
private Action _onEnemyDead;
private Action _onEnemyAppear;
private Action _onEnemyAttack;

private void AnimationEventDead()

{
}
private void AnimationEventUseAbility()

{
}

_onEnemyDead?.Invoke();

_onAbilityCasted?.Invoke();

private void AnimationEventAppear()

{
}

_onEnemyAppear?.Invoke();

private void AnimationEventAttack()

{
}

_onEnemyAttack?.Invoke();
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public void Appear(Action appearEvent)
{

_animator.SetTrigger(_appearance);
_onEnemyAppear = appearEvent;

}
public void StartMove(float speed)
{
_animator.ResetTrigger(_walk);
_animator.ResetTrigger(_run);
_animator.ResetTrigger(_fastRun);
if (speed >= 3f)
{
if (_fastRun != "")
{
_animator.SetTrigger(_fastRun);
}
else
{
_animator.SetTrigger(_run);
}
}
else if (speed >= 1.3f)
{
if (_run !="")
{
_animator.SetTrigger(_run);
}
else
{
_animator.SetTrigger(_walk);
}
}
else
{
_animator.SetTrigger(_walk);
}
}

public void SetDead(Action deadEvent)
{

}

public void AddDeadAction(Action deadEvent)
{

}
public void Dead()

{

_onEnemyDead = deadEvent;

_onEnemyDead += deadEvent;
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}

_animator.SetTrigger(_dead);

}
public void UseAbility(Action ability)
{
_onAbilityCasted = ability;
_animator.SetTrigger(_ability);
}
public void UseAbility()
{
_animator.SetTrigger(_ability);
}
public void SetAbility(Action ability)
{
_onAbilityCasted = ability;
}
public void StartAttack(Action attack)
{
_onEnemyAttack = attack;
_animator.SetTrigger(_attack);
}

public class EnemyHitPoints : MonoBehaviour, IOtherPooled

{

[SerializeField] private
OtherPooler.ObjectInfo.ObjectType _hitPointsType;
private int _currentHitPoints;

private static Vector3 _offset = new Vector3(e, 1.35f, 0);
private GameObject _enemy;

public static void UpdateHPOffset(float offset)
{

if(offset == 1.5f)
_offset = new Vector3(0, 1.35f + offset / 3, 0);

else
_offset = new Vector3(e, 1.35f + offset / 1.5f, 0);

}
public static void SetDefaultHPOffset()
{

_offset = new Vector3(e, 1.35f, 9);
}

public OtherPooler.ObjectInfo.ObjectType
Type => _hitPointsType;
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public void CreateHP(GameObject enemy, int maxHitPoints)

{
_enemy = enemy;
_currentHitPoints = maxHitPoints;

}

private void Update()

{
GetComponent<RectTransform>().position =
Camera.main.WorldToScreenPoint(_enemy.transform.position
+ _offset)
GetComponent<TMP_Text>().text =
_currentHitPoints.ToString();

}

public bool ChangeHP(int damage)

{
_currentHitPoints -= damage;
if (_currentHitPoints <= @) return false;
return true;

}

public void AddHitPoins(int hitPoints)

{
_currentHitPoints = hitPoints;

}

public int GetHPValue() { return _currentHitPoints; }

public static class EnemyCounter

{

public static int CurrentEnemyAmount = 0;
public static int EnemyCount = 0;
public static int CurrentWavelevel = 1;

public static Action<Enemies> OnEnemyWasCounted;
public static void ResetWavelevel()

{
}

CurrentWavelLevel = 1;

public static void AddEnemy(Enemies enemy)



CurrentEnemyAmount++;
OnEnemyWasCounted?.Invoke(enemy);

}
public static void RemoveEnemy()
{
CurrentEnemyAmount--;
EnemyCount--;
if (EnemyCount == ©) WaveSpawn.NoEnemyOnLevel();
}
public static void CountEnemy(int enemy)
{
EnemyCount += enemy;
}
public static bool HasEnemyOnGame()
{
if (CurrentEnemyAmount == @) return false;
else return true;
}
public static bool HasEnemy()
{
if (EnemyCount == @) return false;
else return true;
}
public static void ResetEnemyCount()
{
CurrentEnemyAmount = 9;
EnemyCount = 0O;
}

}

public class LocalizationManager : MonoBehaviour

{

private Dictionary<string, string> _localizedText;
private string _currentlLanguage;
private static bool _isReady = false;

public delegate void ChangelangText();
public event ChangelLangText OnLanguageChanged;

private void Awake()

{
if (!PlayerPrefs.HasKey(PlayerPrefsKeyContainer.Language))

{
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if (Application.systemLanguage ==
SystemLanguage.Russian ||
Application.systemlLanguage ==
SystemLanguage.Belarusian)
PlayerPrefs.SetString(
PlayerPrefsKeyContainer.Language, "ru RU");
else if (Application.systemlLanguage ==
SystemLanguage.Ukrainian)
PlayerPrefs.SetString(
PlayerPrefsKeyContainer.Language, "uk_UK");
else
PlayerPrefs.SetString(
PlayerPrefsKeyContainer.Language, "en US");
}
_currentLanguage = PlayerPrefs.GetString
(PlayerPrefsKeyContainer.Language);
LoadLocalizedText(_currentLanguage);

public void LoadLocalizedText(string langName)

{
string path = Application.streamingAssetsPath +
"/Languages/" + langName + ".json";
string dataAsJson;
// HACK Iphone == RuntimePlatform.IPhonePlayer
if (Application.platform == RuntimePlatform.Android)

{
#region MyTry
path = Path.Combine(Application.streamingAssetsPath,
"Languages/" + langName + ".json");
#endregion
WWW reader = new WWW(path);
while (!reader.isDone) { }

dataAsJson = reader.text;

else

{
}

dataAsJson = File.ReadAllText(path);

LocalizationData loadedData =
JsonUtility.FromJson<LocalizationData>(dataAsJson);

_localizedText = new Dictionary<string, string>();
for (int 1 = @; i < loadedData.Items.Length; i++)

{
_localizedText.Add(loadedData.Items[i].Key,
loadedData.Items[i].Value);

}
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PlayerPrefs.SetString(PlayerPrefskKeyContainer.Language,
langName);

_currentLanguage =
PlayerPrefs.GetString(PlayerPrefsKeyContainer.Language);

_isReady = true;

OnLanguageChanged?.Invoke();

}
public string GetLocalizedValue(string key)

{
if (_localizedText.ContainsKey(key)) return
_localizedText[key];
else
throw new Exception("Localized text with key \
"\" not found");

+ key +

}
public string CurrentlLanguage
{
get
{
return _currentLanguage;
}
set
{
LoadLocalizedText(value);
}
}
public bool IsReady
{
get
{
return _isReady;
}
}

}

public class LocalizedText : MonoBehaviour

{
[SerializeField] private string _key;
private LocalizationManager _localizationManager;
private TMP_Text _text;

void Awake()
{
if (_localizationManager == null)

_localizationManager =
GameObject.FindGameObjectWithTag("LocalizationManager").GetComponent<Locali
zationManager>();

if (_text == null)



89

_text = GetComponent<TMP_Text>();
_localizationManager.OnLanguageChanged += UpdateText;

}

void Start()

{
UpdateText();

}

private void OnDestroy()

{
_localizationManager.OnLanguageChanged -= UpdateText;

}

virtual protected void UpdateText()

{
if (gameObject == null) return;
if (_localizationManager == null)

_localizationManager =

GameObject.FindGameObjectWithTag("LocalizationManager").GetComponent<Locali
zationManager>();
if (_text == null)
_text = GetComponent<TMP_Text>();
_text.text = _localizationManager.GetLocalizedValue(_key);

}

[System.Serializable]
public class LocalizationData

{
}

public LocalizationItem[] Items;

[System.Serializable]
public class LocalizationItem

{
public string Key;
public string Value;

}

public class ButtonlLanguage : MonoBehaviour

{
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[SerializeField] private

LocalizationManager _localizationManager;
[SerializeField] private MainMenu.ShoplLogic.Shop _shop;
public void OnButtonClick()

{
_localizationManager.CurrentLanguage = name;
_localizationManager.LoadLocalizedText(name);
_shop.ChangelLanguage();

}

public class ShopPanel : MonoBehaviour

{

[Space(5)]
[Header("Ice")]
[SerializeField] private
[SerializeField] private
[SerializeField] private

[Space(5)]
[Header("Cannon™)]
[SerializeField] private
[SerializeField] private
[SerializeField] private

[Space(5)]
[Header("Crossbow")]
[SerializeField] private
[SerializeField] private
[SerializeField] private

[Space(5)]
[Header("Fire")]
[SerializeField]
[SerializeField]
[SerializeField]

private
private
private

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

private
private
private
private

[Space(5)]
[Header("Other")]
[SerializeField] private
[SerializeField] private
[SerializeField] private
[SerializeField] private

GameObject _iceButtonContainer;
Button _iceTowerButton;
TMP_Text _iceTowerPriceText;

GameObject _cannonButtonContainer;
Button _cannonTowerButton;
TMP_Text _cannonTowerPriceText;

GameObject _crossbowButtonContainer;
Button _crossbowTowerButton;
TMP_Text _crossbowTowerPriceText;

GameObject _fireButtonContainer;
Button _fireTowerButton;
TMP_Text _fireTowerPriceText;

GameObject _buyPanel;
GameObject _updatePanel;
Button _sellTowerButton;
Button _updateButton;

GameObject _shopPanelContainer;
WarningMessages _warnings;
Coins _coinsContainer;

TMP_Text _updateTowerText;



[SerializeField] private
[SerializeField] private
[SerializeField] private
_createTowerEffect;
[SerializeField] private
_sellTowerEffect;
[SerializeField] private
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Sprite _fireUpdateSprite;
Sprite _iceUpdateSprite;
EffectPooler.ObjectInfo.EffectObjectType
EffectPooler.ObjectInfo.EffectObjectType

AudioUITypes _buySound;

private int _fireTowerPrice, _iceTowerPrice, _cannonTowerPrice,

_crossbowTowerPrice;

private const string AUDIO_MANAGER_TAG_NAME
private int _maxIceAmount;

private int _maxCrossbowAmount;
private Vector3 _distanceToCreateTower
Vector3(0.3f, 1f, 0.3f);
private Vector3 _offset
private TowerPlace _towerPlace;

private AudioManager _audioManager;
private int _iceAmount = 0;

private int _crossbowAmount = 0;

private bool _mainMenulIsCreated;

private bool _updateMenulIsCreated = false;
private bool _finalMenulIsCreated = false;

new

private

{

void Awake()

_mainMenuIsCreated = true;
GameObject[] audio

AudioManager";

new Vector3(ef, -1.05f, of);

GameObject.FindGameObjectsWithTag(AUDIO_MANAGER_TAG_NAME);

_audioManager

Ground.OnGroundClick = HideShopPanel;
#region SetTowerPrice
_maxIceAmount
PlayerPrefs.GetInt(PlayerPrefsTowerCharacterictics.
_maxCrossbowAmount
PlayerPrefs.GetInt(PlayerPrefsTowerCharacterictics.
_fireTowerPrice
PlayerPrefs.GetInt(PlayerPrefsTowerCharacterictics.
_iceTowerPrice
PlayerPrefs.GetInt(PlayerPrefsTowerCharacterictics.
_cannonTowerPrice
PlayerPrefs.GetInt(PlayerPrefsTowerCharacterictics.
_crossbowTowerPrice
PlayerPrefs.GetInt(PlayerPrefsTowerCharacterictics.
SetTowerPriceText();
#endregion

audio[@].GetComponent<AudioManager>();

IceAmount);
CrossbowAmount) ;
FirePrice);
IcePrice);
CannonPrice);

CrossbowPrice);
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private void Start()

{
#region ButtonAddListener
_fireTowerButton.onClick.AddListener(CreateFireTower);
_iceTowerButton.onClick.AddListener(CreateIceTower);
_cannonTowerButton.onClick.AddListener(CreateCannonTower);
_crossbowTowerButton.onClick.AddListener(CreateCrossbowTower);
_sellTowerButton.onClick.AddListener(SellTower);
_updateButton.onClick.AddListener(UpdateTower);
#endregion

}

private void ChangeMenu()

{

if (_towerPlace != null)
{
if (_towerPlace.IsEmpty && ! mainMenuIsCreated &&
I _towerPlace.IsMaxLevel)
{
SetVisibleUpdateButton();
ShowMainTowersMenu();

}
else if (! _towerPlace.IsEmpty & & ! towerPlace.IsMaxlLevel)

{
if (! _updateMenuIsCreated)

{
if (_finalMenulIsCreated)

{
SetVisibleUpdateButton();
_finalMenuIsCreated = false;
}
if (_mainMenuIsCreated)
ShowUpdateTowersMenu();
else
_updateMenuIsCreated = true;

}
}
else if (_towerPlace.IsMaxLevel && ! finalMenulIsCreated)
{

SetVisibleObjects();

_mainMenuIsCreated = false;

_updateMenulsCreated = false;

_finalMenuIsCreated = true;

}

_updateTowerText.text =
_towerPlace.TowerPrice.ToString();
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private void CreateUpdatedTower(TowerPooler.ObjectInfo.TowerObjectType
tower)

{
if (_coinsContainer.TakeCoins(_towerPlace.TowerPrice))
{
_towerPlace.InstantiateTower(tower, _offset,
_createTowerEffect, _distanceToCreateTower);
_audioManager.PlayUISound(_buySound);
}
else { _warnings.NotEnoughCoins(); }
}
private void ShowMainTowersMenu()
{
SetVisibleObjects();
_mainMenulsCreated = true;
_updateMenulsCreated = false;
_finalMenuIsCreated = false;
}
private void ShowUpdateTowersMenu()
{
SetVisibleObjects();
_mainMenulsCreated = false;
_finalMenuIsCreated = false;
// ChangeButtonSprite();
}
private void SetVisibleUpdateButton()
{
_updateButton.gameObject.SetActive(true);
_updateTowerText.gameObject.SetActive(true);
}
private void SetVisibleObjects()
{
if (_towerPlace.CurrentTower != null )
{

_buyPanel.SetActive(false);
_updatePanel.SetActive(true);
if (!_towerPlace.IsMaxLevel)

¢ _updateButton.gameObject.SetActive(true);
_updateTowerText.gameObject.SetActive(true);

}

else

{

_updateButton.gameObject.SetActive(false);
_updateTowerText.gameObject.SetActive(false);



}
else
{
_buyPanel.SetActive(true);
_updatePanel.SetActive(false);
}
}
private void SetTowerPriceText()
{
_fireTowerPriceText.text = _fireTowerPrice.ToString();
_iceTowerPriceText.text = _iceTowerPrice.ToString();
_cannonTowerPriceText.text = _cannonTowerPrice.ToString();
_crossbowTowerPriceText.text = _crossbowTowerPrice.ToString();
}
private void HideShopPanel()
{
if (_towerPlace != null)
{
_towerPlace.TowerPlacelWasUnSelected();
_towerPlace = null;
}
_shopPanelContainer.SetActive(false);
}

private void CreateTower(TowerPooler.0ObjectInfo.TowerObjectType tower)
{
_towerPlace.InstantiateTower(tower, _offset, _
createTowerEffect, _distanceToCreateTower);

}

private void CreateIceTower()
{
if (_towerPlace.IsEmpty && _
coinsContainer.TakeCoins(_iceTowerPrice))
{
_iceAmount++;
CreateTower(TowerPooler.0ObjectInfo.TowerObjectType.
Frozen_Towerl);
ShowUpdateTowersMenu();
ChangeMenu();
_audioManager.PlayUISound(_buySound);
if (_iceAmount >= _maxIceAmount)
_iceButtonContainer.SetActive(false);

}

else { _warnings.NotEnoughCoins(); }
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private void CreateCrossbowTower()

{
if (_towerPlace.IsEmpty &&
_coinsContainer.TakeCoins(_crossbowTowerPrice))
{
_crossbowAmount++;
CreateTower(TowerPooler.0ObjectInfo.TowerObjectType.Crossbow_Towerl);
ShowUpdateTowersMenu();
ChangeMenu();
_audioManager.PlayUISound(_buySound);
if (_crossbowAmount >= _maxCrossbowAmount)
_crossbowButtonContainer.SetActive(false);
}
else { _warnings.NotEnoughCoins(); }
}
private void CreateFireTower()
{
if (_towerPlace.IsEmpty & & _coinsContainer.TakeCoins(_fireTowerPrice))
{
CreateTower(TowerPooler.ObjectInfo.TowerObjectType.Fire_Towerl);
ShowUpdateTowersMenu();
ChangeMenu();
_audioManager.PlayUISound(_buySound);
}
else { _warnings.NotEnoughCoins(); }
}

private void CreateCannonTower()
{
if (_towerPlace.IsEmpty &&
_coinsContainer.TakeCoins(_cannonTowerPrice))

{

CreateTower(TowerPooler.0ObjectInfo.TowerObjectType.Cannon_Towerl);
ShowUpdateTowersMenu();
ChangeMenu();
_audioManager.PlayUISound(_buySound);
by

else { _warnings.NotEnoughCoins(); }

}

private void SellTower()

{

if (_towerPlace.CurrentTower.GetComponent<IceTower>())

{
_iceAmount--;
_coinsContainer.ReturnCoins(_towerPlace.DestroyTower
(_sellTowerEffect, distanceToCreateTower));
ChangeMenu();
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_iceButtonContainer.SetActive(true);
return;

¥
else if (_towerPlace.CurrentTower.GetComponent<CrossbowTower>())
{
_crossbowAmount--;
_coinsContainer.ReturnCoins(_towerPlace.DestroyTower
(_sellTowerEffect, _distanceToCreateTower));
ChangeMenu();
_crossbowButtonContainer.SetActive(true);
return;
¥
_coinsContainer.PutCoins(_towerPlace.DestroyTower
(_sellTowerEffect, _distanceToCreateTower));
ChangeMenu();

}

private void UpdateTower()

{

if (_towerPlace.TowerIsCreated)

{

switch(_towerPlace.TowerType)

{
case TowerPooler.ObjectInfo.TowerObjectType.Fire_Towerl:
CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Fire_Tower2);
break;

case TowerPooler.ObjectInfo.TowerObjectType.Fire_Tower2:
CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Fire_Tower3);

break;

case TowerPooler.ObjectInfo.TowerObjectType.Frozen_Towerl:
CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Frozen_Tower2);

break;

case TowerPooler.ObjectInfo.TowerObjectType.Frozen_Tower2:
CreateUpdatedTower(TowerPooler.0ObjectInfo.TowerObjectType.
Frozen_Tower3);

break;

case TowerPooler.ObjectInfo.TowerObjectType.Crossbow_Towerl:
CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Crossbow_Tower2);

break;



case TowerPooler.ObjectInfo.TowerObjectType.Crossbow_Tower2:

CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Crossbow_Tower3);
break;

case TowerPooler.ObjectInfo.TowerObjectType.Cannon_Towerl:
CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Cannon_Tower2);

break;

case TowerPooler.ObjectInfo.TowerObjectType.Cannon_Tower2:
CreateUpdatedTower (TowerPooler.0ObjectInfo.TowerObjectType.
Cannon_Tower3);

break;

default:
Debug.LogError("ShopPanel strangeTowerType");
break;

}
}
else { _warnings.TowerIsBuilding(); }
ChangeMenu();
}
public void SetTowerPlace(TowerPlace towerPlace)
{
if (_towerPlace != null)
_towerPlace.TowerPlaceWasUnSelected();
else
{
_shopPanelContainer.SetActive(true);
_warnings.HideStartWarning();
}
_towerPlace = towerPlace;
_towerPlace.TowerPlacelWasSelected();
_audioManager.OnBackButtonClick();
ChangeMenu();
}
public void CheckTowerPlaceTypeForSale(TowerPlace towerPlace)
{
if (towerPlace.CurrentTower.GetComponent<IceTower>())
{
_iceAmount--;
_coinsContainer.ReturnCoins(towerPlace.DestroyTower
(_sellTowerEffect, _distanceToCreateTower));
_iceButtonContainer.SetActive(true);
}

else if(towerPlace.CurrentTower.

GetComponent<CrossbowTower>())
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_crossbowAmount--;
_coinsContainer.ReturnCoins(towerPlace.DestroyTower
(_sellTowerEffect, _distanceToCreateTower));

_crossbowButtonContainer.SetActive(true);

}

towerPlace.IsEmpty = true;
towerPlace.CurrentTower = null;
towerPlace.IsMaxlLevel = false;

if (_towerPlace == towerPlace)
{
ChangeMenu();
}
}
public void HideButtonsForStoryMode(int level)
{
switch(level)
{
case 0:
_crossbowButtonContainer.SetActive(false);
_iceButtonContainer.SetActive(false);
_cannonButtonContainer.SetActive(false);
break;
case 1:
_crossbowButtonContainer.SetActive(false);
_iceButtonContainer.SetActive(false);
break;
case 2:
_iceButtonContainer.SetActive(false);
break;
case 3:
_iceButtonContainer.SetActive(false);
break;
default:
break;
}
}
}

public class CastlePanel : MonoBehaviour

{
[Header("LogWithSpikes™)]
[SerializeField] private Button _logButton;
[SerializeField] private TMP_Text _logPriceText;

[Header("Castle")]
[SerializeField] private Button _castleUpdateButton;
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[SerializeField] private TMP_Text _castleUpdatePriceText;

[Header("Other")]

[SerializeField] private Audio.AudioUITypes _buySound;
[SerializeField] private WarningMessages _warnings;
[SerializeField] private Coins _coinsContainer;

[Header("Settable Objects in Scene")]

[SerializeField] private Castle _castle;

private Audio.AudioManager _audioManager;

private const string AUDIO_MANAGER_TAG_NAME = "AudioManager";

private void Awake()

{
GameObject[] audio = GameObject.FindGameObjectsWithTag
(AUDIO_MANAGER_TAG_NAME);
_audioManager = audio[@].GetComponent<Audio.AudioManager>();
}

private void Start()

{
_castleUpdatePriceText.text = _castle.CatlePrice.ToString();
_logPriceText.text = _castle.LogPrice.ToString();
_logButton.onClick.AddListener(OnLogButtonClick);
_castleUpdateButton.onClick.AddListener(UpdateCastle);
}
private void OnLogButtonClick()
{
if (_coinsContainer.TakeCoins(_castle.LogPrice))
{
_castle.UseTrap();
_logButton.interactable = false;
_logPriceText.text = "";
_audioManager.PlayUISound(_buySound);
}
else _warnings.NotEnoughCoins();
}

private void UpdateCastle()
{

if (_coinsContainer.TakeCoins(_castle.CatlePrice))

{

_castle.ChangeMaxHitPoints();

_castleUpdatePriceText.text = _castle.CatlePrice.ToString();
_audioManager.PlayUISound(_buySound);

}

Else _warnings.NotEnoughCoins();



public void SetLogActive()

{

S

_logButton.interactable = true;
_logPriceText.text = _castle.LogPrice.ToString();

public class Coins : MonoBehaviour

{

[SerializeField] private TMP_Text _coinsAmountText;
[SerializeField] private Score _score;
[SerializeField] private int _startCoins;

private const int EARNED DURIN_LEVEL DIVISION = 10;
private int _coinsContainer;
private int _coinsMultiply = 1;

public static int EarnedDuringlLevelCoins;

private void Awake()

{
EarnedDuringlLevelCoins = 0;
_coinsContainer = _startCoins;
_coinsAmountText.text = _startCoins.ToString();
}
public void PutCoins(int coins)
{
_coinsContainer += coins;
_coinsAmountText.text = _coinsContainer.ToString();
EarnedDuringlLevelCoins += coins /EARNED_DURIN_LEVEL_DIVISION
* EnemyCounter.CurrentWavelLevel * _coinsMultiply;
_score.AddScores(coins * EnemyCounter.CurrentWavelLevel);
}

public void ReturnCoins(int coins)

{

_coinsContainer += coins;
_coinsAmountText.text = _coinsContainer.ToString();
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}
public bool TakeCoins(int price)
{
if (price <= _coinsContainer)
{
_coinsContainer -= price;
_coinsAmountText.text = _coinsContainer.ToString();
return true;
}
else { return false; }
}
public void IncreaseGold()
{
_coinsMultiply += 1;
}

public class Score : MonoBehaviour

{

[SerializeField] private TMP_Text _scoreAmountText;
private static int _scoreAmount = 0;

private void Awake()

{ _scoreAmount = 9;
gublic void AddScores(int scores)
{ _scoreAmount += scores;
_scoreAmountText.text = _scoreAmount.ToString();
}
public static int GetScore()
{ return _scoreAmount;
}

public class DailyRewards : MonoBehaviour

{

[SerializeField] private GameObject _background;
[SerializeField] private TMP_Text _status;

[SerializeField] private Button _claimButton;

[SerializeField] private Button _closeButton;

[SerializeField] private ButtonDailyReward _dailyRewardButton;

[SerializeField] private RewardPref _rewardPrefab;
[SerializeField] private Transform _rewardsGrid;
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[SerializeField] private ClaimRewardPanel _claimRewardPanel;
[SerializeField] private List<Reward> _reward;

private List<RewardPref> _rewardPrefabs;

private string _claimText;

private string _comeBackText;

private string _forNextRewardText;

private float _claimCoolDown = 24f; /// 24 / 60 / 6
private float claimDeadlLine = 48f; /// 24 / 60 / 6
private int _maxVisibleStreakCount = 12;

private int _minStreak = 0;

private bool _canClaimReward;

2;
2.

)

/
/

private int _currentStreak

{
get => PlayerPrefs.GetInt(PlayerPrefsKeyContainer.
CurrentDayStreak, 0);
set => PlayerPrefs.SetInt(PlayerPrefsKeyContainer.
CurrentDayStreak, value);
by
private DateTime? _lastClaimTime
{
get
{
string data = PlayerPrefs.GetString(
PlayerPrefsKeyContainer. LastDayStreakClaimedTime, null);
if (!string.IsNullOrEmpty(data))
return DateTime.Parse(data);
return null;
¥
set
{
if (value != null)
PlayerPrefs.SetString(PlayerPrefsKeyContainer.
LastDayStreakClaimedTime, value.ToString());
else PlayerPrefs.DeleteKey(PlayerPrefsKeyContainer.
LastDayStreakClaimedTime);
¥
¥

private void Awake()

{
_claimButton.onClick.AddListener(ClaimReward);
_closeButton.onClick.AddListener(ClosePanel);
_dailyRewardButton.SetButtonAction(ShowPanel);
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_background.LeanScale(Vector2.zero, 0.5f).setEaseInBack();
SetLocalization();

}
private void Start()
{
InitPrefabs();
StartCoroutine(RewardStateUpdater());
}

private void InitPrefabs()

{

_rewardPrefabs = new List<RewardPref>();

for (int 1 = @; 1 < _maxVisibleStreakCount; i++)

{
_rewardPrefabs.Add(Instantiate(_rewardPrefab,
_rewardsGrid, false));

}

}
private IEnumerator RewardStateUpdater()
{
while (true)
{
UpdateRewardsState();
yield return new WaitForSeconds(1l);
}
}

private void UpdateRewardsState()
{

_canClaimReward = true;
if (_lastClaimTime.HasValue)

{

var timeSpan = DateTime.UtcNow - _lastClaimTime.Value;

if (timeSpan.TotalHours > _claimDeadLine)

{
_lastClaimTime = null;
_currentStreak = 0;
_minStreak = 0;
}
else if (timeSpan.TotalHours < _claimCoolDown)
{
_canClaimReward = false;
}

}
UpdateRewardsUI();
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}

private void UpdateRewardsUI()
{

_claimButton.interactable = _canClaimReward;

if (_canClaimReward)
{
if(!_dailyRewardButton.MarkShowed
&& _dailyRewardButton.gameObject.active)
_dailyRewardButton.StartCoroutine(
_dailyRewardButton.ShowRewardMark());
_status.text = _claimText;

}

else

{
var nextClaimTime = _lastClaimTime.Value.AddHours
(_claimCoolDown);
var currentClaimCooldown = nextClaimTime - DateTime.UtcNow;
string cooldown = $"{currentClaimCooldown.Hours:D2}:
{currentClaimCooldown.Minutes:D2}:
{currentClaimCooldown.Seconds:D2}";
_status.text = $"{ _comeBackText} {cooldown}
{_forNextRewardText}";

}

for (int i = @, streak = _minStreak;
i < _rewardPrefabs.Count; i++, streak++)
{
_rewardPrefabs[i].SetRewardData(streak,
_currentStreak + _minStreak, _reward[i]);

}

private void ClaimReward()

{

if (! _canClaimReward) return;
var reward = _reward[_currentStreak];

switch (reward.Type)
{
case Reward.RewardType.Gold:
break;
case Reward.RewardType.Random:
break;
case Reward.RewardType.Chest:
break;
default:

throw new Exception("DailyRewars, ClaimReward error");
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}

_lastClaimTime = DateTime.UtcNow;
_currentStreak++;
if(_currentStreak == _maxVisibleStreakCount)
{
_minStreak += _currentStreak;
_currentStreak = 0;
}
UpdateRewardsState();
_dailyRewardButton.RewardWasTaked();
_claimRewardPanel.Show(reward.Type, ClosePanel,
_currentStreak + _minStreak);

}
private void ClosePanel()
{
_background.LeanScale(Vector2.zero, 0.5f).setEaseInBack();
}
private void ShowPanel()
{
_background.SetActive(true);
_background.LeanScale(Vector2.one, 0.5f).setEaseOutBack();
}
public void SetLocalization()
{
if (PlayerPrefs.GetString("Language") == "ru_RU")
{
_claimText = "3abepute Harpagy!";
_comeBackText = "BepHuTtecb 4epes";
_forNextRewardText = "gna Bawew cnepywwein Harpagbl";
}
else if (PlayerPrefs.GetString("Language") == "uk_UK")
{
_claimText = "3abepiTb Haropogy!";
_comeBackText = "lNoBepHiTbcA 4epe3";
_forNextRewardText = "gna Bawol HacTynHol BuHaropogu";
}
else // (PlayerPrefs.GetString("Language") == "en_US")
{
_claimText = "Claim Your reward!";
_comeBackText = "Come back in";
_forNextRewardText = "for your next reward";
}
_claimRewardPanel.SetLocalization();
}
}
[Serializable]

public class Reward

{
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public enum RewardType

{
Gold,
Chest,
Random
}

public RewardType Type;

public class RewardPref : MonoBehaviour

{

[SerializeField] private Image _background;

[SerializeField] private Color _defaultColor;
[SerializeField] private Color _currentColor;
[SerializeField] private Color _selectedColor;

[SerializeField] private TMP_Text _dayText;
[SerializeField] private Image _rewardIcon;
[SerializeField] private Sprite _rewardGold;
[SerializeField] private Sprite _rewardRandom;
[SerializeField] private Sprite _rewardChest;

private string _startText;

private void Awake()

{
}

SetLocalization();

private void SetLocalization()
{
if (PlayerPrefs.GetString("Language") == "ru_RU")
_ startText = "[leHb";
else if (PlayerPrefs.GetString("Language") == "uk_UK")
_ startText = "[leHb";
else if (PlayerPrefs.GetString("Language") == "en_US")
_startText = "Day";
else _startText = "Day";

}

private Sprite CheckRewardType(Reward.RewardType reward)
{

switch (reward)

{
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case Reward.RewardType.Gold:
return _rewardGold;
case Reward.RewardType.Random:
return _rewardRandom;
case Reward.RewardType.Chest:
return _rewardChest;
default:
throw new Exception("RewardPref incorrectType");

}

public void SetRewardData(int day, int currentStreak, Reward reward)

{

}

SetLocalization();

_dayText.text = $"{ _startText} {day + 1}";
_rewardIcon.sprite = CheckRewardType(reward.Type);

if (day > currentStreak)

_background.color = _defaultColor;
else if (day < currentStreak)

_background.color = _selectedColor;
else

_background.color = _currentColor;
}

public class ClaimRewardPanel : MonoBehaviour

{

[SerializeField] private GameObject _claimRewardContainer;
[SerializeField] private Image _rewardIcon;
[SerializeField] private TMP_Text _rewardValue;
[SerializeField] private Button _claimButton;
[SerializeField] private CoinsPanel _coins;
[SerializeField] private Audio.AudioManager _audioManager;

[Space(5)]

[SerializeField] private Sprite _rewardGold;
[SerializeField] private Sprite _rewardRandom;
[SerializeField] private Sprite _rewardChest;

private Action OnRewardClaimed;
private string _goldText;

private const int GOLD_PRIZE = 100;
private int _tempGoldContainer = 0;

private void Start()

{
_claimButton.onClick.AddListener(Hide);
Hide();



}
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private Sprite CheckRewardType(Reward.RewardType reward)
{

switch (reward)
{
case Reward.RewardType.Gold:
return _rewardGold;
case Reward.RewardType.Random:
return _rewardRandom;
case Reward.RewardType.Chest:
return _rewardChest;
default:
throw new Exception("RewardPref incorrectType");

private void Hide()

{

_claimRewardContainer.LeanScale(Vector2.zero, 0.5f).setEaseInBack();

}

_claimRewardContainer.SetActive(false);
OnRewardClaimed?.Invoke();

private IEnumerator EnableMoneyAnimation(int gold)

{

}

audioManager.PlayUISound(Audio.AudioUITypes.TickSound);
_tempGoldContainer = 0;

int _oneTenthEarnedGold = gold / 60;

while (gold > 9)

{
if (gold - _oneTenthEarnedGold >= _oneTenthEarnedGold)
{
_coins.AddDailyCoins(_oneTenthEarnedGold);
gold -= _oneTenthEarnedGold;
_tempGoldContainer += _oneTenthEarnedGold;
by
else
{
_coins.AddDailyCoins(gold, true);
gold -= gold;
_tempGoldContainer += _oneTenthEarnedGold;
b
_rewardValue.text = $"{ tempGoldContainer}";
yield return new WaitForSeconds(0.015f);
¥

_audioManager.PlayUISound(Audio.AudioUITypes.TakeDaily);
_rewardValue.text = $"{_tempGoldContainer} {_goldText}";

private IEnumerator EnableRandomAnimation(int gold, int streak)

{



_audioManager.PlayUISound(Audio.AudioUITypes.TickSound);
int rand = 9;
for(int 1 = 0; 1 < 60; i++)

{
rand = UnityEngine.Random.Range(-95, 400);
_rewardValue.text = $"{(GOLD_PRIZE + rand) * streak}";
yield return new WaitForSeconds(0.015f);
}

_rewardValue.text = $"{(GOLD_PRIZE + rand) * streak} {_goldText}";
coins.AddDailyCoins((GOLD_PRIZE + rand)
* streak, true);
_audioManager.PlayUISound(Audio.AudioUITypes.TakeDaily);

}

public void Show(Reward.RewardType reward, Action rewardClaimed,
int streak)

{

_rewardIcon.sprite = CheckRewardType(reward);

switch(reward)
{
case Reward.RewardType.Gold:
int additionalGold = UnityEngine.Random.Range(25, 50);
StartCoroutine(EnableMoneyAnimation((GOLD_PRIZE
+ additionalGold) * streak));
break;

case Reward.RewardType.Random:
StartCoroutine(EnableRandomAnimation(GOLD_PRIZE,streak));
break;

case Reward.RewardType.Chest:
_rewardValue.text = $" 1 {reward}";
break;

}

_claimRewardContainer.SetActive(true);
_claimRewardContainer.LeanScale(Vector2.one,0.5f).setEaseOutBack();
OnRewardClaimed = rewardClaimed;

}

public void SetlLocalization()

{
if (PlayerPrefs.GetString("Language") == "ru_RU")

{

}
else if (PlayerPrefs.GetString("Language") == "uk_ UK")

{

_goldText = "3onota";

_goldText = "3onota";
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}
else // (PlayerPrefs.GetString("Language") == "en_US")
{
_goldText = "gold";
}

public class ButtonDailyReward : MonoBehaviour

{

[SerializeField] private Image _mark;

[SerializeField] private Button _button;

[SerializeField] private GameObject _buttonContainer;
[SerializeField] private float _markDelay = 0.1f;
[SerializeField] private Audio.AudioManager _audioManager;

private Color _color;

private Action OnButtonClick;

private bool _markShowed;

public bool MarkShowed => _markShowed;

private void Awake()

{
_button.onClick.AddListener(() => OnButtonClick?.Invoke());
}
public void SetButtonAction(Action action)
{
OnButtonClick = action;OnButtonClick += () =>
_audioManager.PlayUISound(Audio.AudioUITypes.ShowDaily);
}
public IEnumerator ShowRewardMark()
{
_color = _mark.color;
_color.a = of;
_mark.color = _color;

_markShowed = true;
_mark.gameObject.SetActive(true);

while(true)
{
while(_color.a > 0.1f)
{
_color.a -= 0.05f;
_mark.color = _color;
yield return new WaitForSeconds(_markDelay);
}
while (_color.a < 1f)
{

_color.a += 0.05f;
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_mark.color = _color;
yield return new WaitForSeconds(_markDelay);
}
}
}
public void RewardWasTaked()
{
StopAllCoroutines();
_mark.gameObject.SetActive(false);
_markShowed = false;
}
public void HideAndShow()
{
if (_buttonContainer.active)
{
_buttonContainer.LeanScale(Vector2.zero,
0.5f).setEaseInBack();
_buttonContainer.SetActive(false);
}
else
{
_color = _mark.color;
_color.a = of;
_mark.color = _color;
_markShowed = false;
_buttonContainer.SetActive(true);
_buttonContainer.LeanScale(Vector2.one,
0.5f).setEaseOutBack();
}
}

public class DialogueController : MonoBehaviour

{
[SerializeField] protected List<Dialogue> _startDialogues;
[SerializeField] protected List<Dialogue>
_startAlternativeDialogues;
[SerializeField] protected List<Dialogue> _choiceDialogues; // n
[SerializeField] protected List<Dialogue> _endDialogue;
[SerializeField] private List<Sprite> _characterSprites;
[SerializeField] private DialoguePressAnyKey _pressAnyKeyText;
[SerializeField] private GameObject _dialogueBorder;
[SerializeField] private GameObject _pausePanel;
[SerializeField] private Image _characterImage;
protected Action _onDialogueEnded;
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private IEnumerator ChangelLanguageDialogue
(List<Dialogue> dialogues)

{

foreach (var dialogue in dialogues)
{
dialogue.ActivateText(ChangeSpriteOnImage,
_pausePanel, pressAnyKeyText);
yield return new WaitForSeconds(0.01f);
dialogue.GetComponent<LocalizedText>().enabled = false;
dialogue.gameObject.SetActive(false);

}
}

private void ChangeSpriteOnImage(DialogueSprites character)

{

switch (character)

{
case DialogueSprites.MainCharacter:
_characterImage.sprite = _characterSprites[0];
break;
case DialogueSprites.Mage:
_characterImage.sprite = _characterSprites[1];
break;
case DialogueSprites.Yan:
_characterImage.sprite = _characterSprites[2];
break;
case DialogueSprites.Warrior:
_characterImage.sprite = _characterSprites[3];
break;
case DialogueSprites.Engineer:
_characterImage.sprite = _characterSprites[4];
break;
default:
break;
}

}

public virtual void StartDialogue(bool isEnded, int scenario = 1)
{
_dialogueBorder.SetActive(true);
if (!isEnded)
{
_characterImage.gameObject.SetActive(true);
switch (scenario)
{
case 1: _startDialogues[@].
CreateText(_onDialogueEnded);
break;
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case 2: _startAlternativeDialogues[©@].
CreateText(_onDialogueEnded);
break;

case 3: _startAlternativeDialogues[1].
CreateText(_onDialogueEnded);
break;

case 4: _startAlternativeDialogues[2].
CreateText(_onDialogueEnded);

break;
}
}
else
{
_characterImage.gameObject.SetActive(true);
_endDialogue[©@].gameObject.SetActive(true);
_endDialogue[@].CreateText(_onDialogueEnded);
}
}
public void SetDialoguelanguage()
{

gameObject.SetActive(true);
StartCoroutine(ChangelLanguageDialogue(_startDialogues));
StartCoroutine(ChangelLanguageDialogue(_endDialogue));

if(_startAlternativeDialogues != null)
StartCoroutine(ChangelLanguageDialogue(_startAlternativeDialogues));

if(_choiceDialogues != null)
StartCoroutine(ChangelLanguageDialogue(_choiceDialogues));
}
public void MakeChoice(int choice)
{
switch(choice)
{
case 1: _choiceDialogues[@].CreateText(_onDialogueEnded);
break;
case 2: _choiceDialogues[1].CreateText(_onDialogueEnded);
break;
case 3: _choiceDialogues[2].CreateText(_onDialogueEnded);
break;
case 4: _choiceDialogues[3].CreateText(_onDialogueEnded);
break;

}
}



public virtual void SetEventOnDialogueEnd(Action onDialogueEnd)
{

_onDialogueEnded = onDialogueEnd;

_onDialogueEnded +=

() => { _characterImage.gameObject.SetActive(false); };

1}

public class DialogueController : MonoBehaviour

{
[SerializeField] protected List<Dialogue> _startDialogues;
[SerializeField] protected List<Dialogue>
_startAlternativeDialogues;
[SerializeField] protected List<Dialogue> _choiceDialogues;
[SerializeField] protected List<Dialogue> _endDialogue;
[SerializeField] private List<Sprite> _characterSprites;

[SerializeField] private DialoguePressAnyKey _pressAnyKeyText;

[SerializeField] private GameObject _dialogueBorder;
[SerializeField] private GameObject _pausePanel;
[SerializeField] private Image _characterImage;
protected Action _onDialogueEnded;

private IEnumerator ChangelLanguageDialogue
(List<Dialogue> dialogues)

{
foreach (var dialogue in dialogues)
{
dialogue.ActivateText(ChangeSpriteOnImage,
_pausePanel, _pressAnyKeyText);
yield return new WaitForSeconds(0.01f);
dialogue.GetComponent<LocalizedText>().enabled = false;
dialogue.gameObject.SetActive(false);
}
}

private void ChangeSpriteOnImage(DialogueSprites character)

{

switch (character)

{
case DialogueSprites.MainCharacter:
_characterImage.sprite = _characterSprites[0];
break;

case DialogueSprites.Mage:
_characterImage.sprite
break;

case DialogueSprites.Yan:
_characterImage.sprite
break;

case DialogueSprites.Warrior:
_characterImage.sprite = _characterSprites[3];

_characterSprites[1];

_characterSprites[2];
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break;

case DialogueSprites.Engineer:
_characterImage.sprite = _characterSprites[4];
break;

default:
break;

public virtual void StartDialogue(bool isEnded, int scenario = 1)

_dialogueBorder.SetActive(true);
if (!isEnded)
{
_characterImage.gameObject.SetActive(true);
switch (scenario)
{
case 1: _startDialogues[@].
CreateText(_onDialogueEnded); break;
case 2: _startAlternativeDialogues[©@].
CreateText(_onDialogueEnded); break;
case 3: _startAlternativeDialogues[1].
CreateText(_onDialogueEnded); break;
case 4: _startAlternativeDialogues[2].
CreateText(_onDialogueEnded); break;

}

else

{
_characterImage.gameObject.SetActive(true);
_endDialogue[0@].gameObject.SetActive(true);
_endDialogue[@].CreateText(_onDialogueEnded);

}

public void SetDialoguelanguage()

{
gameObject.SetActive(true);
StartCoroutine(ChangelLanguageDialogue(_startDialogues));
StartCoroutine(ChangelLanguageDialogue(_endDialogue));

if(_startAlternativeDialogues != null)
StartCoroutine(ChangelLanguageDialogue(_startAlternativeDialogues));

if(_choiceDialogues != null)
StartCoroutine(ChangelLanguageDialogue(_choiceDialogues));
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public void MakeChoice(int choice)

{

switch(choice)
{
case 1: _choiceDialogues[@].CreateText(_onDialogueEnded);
break;
case 2: _choiceDialogues[1l].CreateText(_onDialogueEnded);
break;
case 3: _choiceDialogues[2].CreateText(_onDialogueEnded);
break;
case 4: _choiceDialogues[3].CreateText(_onDialogueEnded);
break;

}

public virtual void SetEventOnDialogueEnd(Action onDialogueEnd)
{

_onDialogueEnded = onDialogueEnd;

_onDialogueEnded += () => {
characterImage.gameObject.SetActive(false); };

3
public enum DialogueSprites
{
MainCharacter,
Mage,
Yan,
Warrior,
Engineer
¥

public class DialoguePressAnyKey : MonoBehaviour
{
[SerializeField] private TMP_Text _text;
private float _showSpeed = 0.075f;
private float _showTime = 1f;
private float _hideSpeed = 0.05f;
private float _hideTime = 1f;
private const float COLOR_VALUE = 0.05f;
private Color _textColor;

private IEnumerator ShowAndHideText()

{



_textColor = _text.color;

while (_textColor.a < 1)

{

}

_textColor.a += COLOR_VALUE;
yield return new WaitForSeconds(_showSpeed);
_text.color = _textColor;

yield return new WaitForSeconds(_showTime);

while (_textColor.a > 9)

{

}

_textColor.a -= COLOR_VALUE;
yield return new WaitForSeconds(_hideSpeed);
_text.color = _textColor;

yield return new WaitForSeconds(_hideTime);
StartCoroutine(ShowAndHideText());

}

public void ActivateText()

{
_text.gameObject.SetActive(true);
StartCoroutine(ShowAndHideText());

}

public void DisableText()

{
StopAllCoroutines();
_text.gameObject.SetActive(false);
_textColor = text.color;
_textColor.a = 9;
_text.color = _textColor;

}

public static class ChoiceStatus

{

public
public
public
public
public

// End
public

static string MainCharacter = "MainCharacter"; yes/no
static string Mage = "Mage"; // yes/no

static string Yan = "Yan"; // yes/no

static string Engineer = "Engineer"; // yes/no

static string Warrior = "Warrior"; // yes/no

Level 1

static string StaylLevell = "StaylLevell"”; // stay or sneak

// Start Level2
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public class ChoiceController

{
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// 3BWUHYBAaTUTW Mara B TOMYy, WO BiH He Tyau TenenopTyBaB HacC
public static string ConflictWithMagelLevel2 =
"ConflictWithMagelLevel2"; // yes/no Mage Sad

// End Level2

// ToroanTucb 3 nepemup'amM Mix opkamu
public static string NegotiateOrcsLevel2 = "NegotiateOrcsLevel2"; //
yes/no Warrior sad

// Start Level3

// 3BWHYBAaTUTU Mara B TOMy, WO 4epe3 WOro TenenopT MU He BCTUTU

AOMOMOr TU NIOAAM.

public static string ConflictWithMagelLevel3 =
"ConflictWithMagelLevel3"; // yes/no Warrior sad

// End Level3

// BupiwyBaTu TenenopTyBaTUCA A0 MicCcTa 4u Ao micuAa cunu
public static string ChoiceToTeleportlLevel3 =
"ChoiceToTeleportLevel3"; // power / Town Mage Sad

// Start Level4

// 3BMHYBATUTM Mara B TOMYy, WO BiH HaBMUCHO TenenopTyBaB Hac Ao

Micua cunm

public static string ConflictWithMagelLevel4d =
"ConflictWithMagelLeveld4"; // Mage Sad

[SerializeField]
[Space(10)]
[SerializeField]
[SerializeField]
[Space(5)]
[SerializeField]
[SerializeField]
[Space(5)]
[SerializeField]
[SerializeField]

private int _levelNumber;

private

private
private

private
private

private
private

: MonoBehaviour
List<GameObject> _choicePanels;

Button _choiceYesl;
Button _choiceYes2;

Button _choiceNol;
Button _choiceNo2;

DialogueController _dialogueController;
Coins _coins;

private int _choiceNumber = 1;
private GameObject _dialogue;

private void Awake()

{

_choiceYesl.onClick.AddListener(OnChoiceYesl);
_choiceYes2.onClick.AddListener(OnChoiceYes2);
_choiceNol.onClick.AddListener(OnChoiceNol);
_choiceNo2.onClick.AddListener(OnChoiceNo2);
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}

private void OnChoiceYesl()

{
_choiceYesl.interactable = false;
ChoiceYes(_choiceNumber);
_choiceNumber++;
_choiceYesl.interactable = true;

}

private void OnChoiceYes2()

{
_choiceYes2.interactable = false;
ChoiceYes(_choiceNumber);
_choiceNumber++;
_choiceYes2.interactable = true;

}

private void OnChoiceNol()

{
_choiceNol.interactable = false;

ChoiceNo(_choiceNumber);

_choiceNol.interactable = true;
_choiceNumber++;

}

private void OnChoiceNo2()

{
_choiceNo2.interactable = false;
ChoiceNo(_choiceNumber);
_choiceNo2.interactable = true;
_choiceNumber++;

}

private void ChoiceYes(int numb)
{
if(numb == 1)
{
switch(_levelNumber)
{
case 1: PlayerPrefs.SetString(
ChoiceStatus.StaylLevell, "stay");
_dialogueController.MakeChoice(1);
break;
case 2: PlayerPrefs.SetString(
ChoiceStatus.ConflictWithMagelLevel2, "yes");
_dialogueController.MakeChoice(1);
break;
case 3: PlayerPrefs.SetString(
ChoiceStatus.ConflictWithMagelLevel3, "yes");
_dialogueController.MakeChoice(1);
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break;
case 4: PlayerPrefs.SetString(
ChoiceStatus.ConflictWithMagelevel4d, "yes");
_dialogueController.MakeChoice(1);

break;
}
}
else if ( numb == 2)
{
switch (_levelNumber)
{
case 2: PlayerPrefs.SetString(
ChoiceStatus.NegotiateOrcsLevel2, "yes"); _
dialogueController.MakeChoice(3);
break;
case 3: PlayerPrefs.SetString(
ChoiceStatus.ChoiceToTeleportLevel3, "power");
_dialogueController.MakeChoice(3);
break;
}
}

_choicePanels[_choiceNumber-1].SetActive(false);
_dialogue.SetActive(false);
}

private void ChoiceNo(int numb)
{
if (numb == 1)
{
switch (_levelNumber)
{
case 1: PlayerPrefs.SetString(
ChoiceStatus.StaylLevell, "sneak");
_dialogueController.MakeChoice(2);
break;
case 2: PlayerPrefs.SetString(
ChoiceStatus.ConflictWithMagelLevel2, "no");
_dialogueController.MakeChoice(2);
break;
case 3: PlayerPrefs.SetString(
ChoiceStatus.ConflictWithMagelLevel3, "no");
_dialogueController.MakeChoice(2);
break;
case 4: PlayerPrefs.SetString(
ChoiceStatus.ConflictWithMagelLevel4, "no");
_dialogueController.MakeChoice(2);
break;
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else if (numb == 2)

{
switch (_levelNumber)
{
case 2: PlayerPrefs.SetString(
ChoiceStatus.NegotiateOrcsLevel2, "no");
_dialogueController.MakeChoice(4);
break;
case 3: PlayerPrefs.SetString(
ChoiceStatus.ChoiceToTeleportLevel3, "town");
_dialogueController.MakeChoice(4);
break;
}
}

_choicePanels[_choiceNumber-1].SetActive(false);
_dialogue.SetActive(false);

}
public int GetChoiceInfo(int level)

{
_levelNumber = level - 1;
switch (_levelNumber)
{
case 1: return 1;
case 2:
if (PlayerPrefs.GetString(
ChoiceStatus.StaylLevell) == "yes")
{
_coins.TakeCoins(100);
return 2;

}

else return 1;

case 3:
if (PlayerPrefs.GetString(ChoiceStatus.
ConflictWithMagelLevel2) == "yes"
| | PlayerPrefs.GetString(
ChoiceStatus.NegotiateOrcsLevel2) == "yes")
return 2;
else return 1;
case 4:
if (PlayerPrefs.GetString(
ChoiceStatus.ChoiceToTeleportLevel3) == "town")
{
if (PlayerPrefs.GetString(
ChoiceStatus.ConflictWithMagelLevel2) == "yes"
&& PlayerPrefs.GetString(
ChoiceStatus.ConflictWithMagelevel3) == "yes")
{return 4; }
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else if (PlayerPrefs.GetString(
ChoiceStatus.ConflictWithMagelLevel2) == "yes"
| |PlayerPrefs.GetString(
ChoiceStatus.ConflictWithMagelLevel3) == "yes")
{

}

else return 2;

}

else return 1;

return 3;

default:
return 1;

}
}
public void ShowChoicePanel(GameObject dialogue)
{

_dialogue = dialogue;

_choicePanels[_choiceNumber-1].SetActive(true);



