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ABSTRACT
to the qualification work by the student of the group 402 of Petro Mohyla Black Sea

National University
Tsyhanok Danylo

“DEVELOPMENT OF 2D GAME 'CASTLE DEFENSE' ON THE UNITY3D
ENGINE”

The relevance of this study lies in the growing demand for 2D games in the tower
defense genre, which combine simplicity of implementation with deep gameplay mechanics,
cross-platform accessibility, and popularity among users. Developing such a game in the
Unity3D environment allows creating an interactive product with a multifunctional interface
and an efficient upgrade system.

The object of the research is the process of developing interactive 2D games in the
Unity3D environment.

The subject of the research is the methods of creating the internal game logic,
implementation of the user interface, event handling, wave mechanics, and player interaction
with the tower system. The goal of the work is to develop a fully functional prototype of a
2D tower defense game.

As a result of the work, a functional game model was designed, core gameplay
mechanics and user interface were implemented, and performance and stability testing was
conducted. The development was done using the C# language in the Visual Studio
environment.

As a result of the work, a functional game model was designed, core gameplay
mechanics and user interface were implemented, and performance and stability testing was
conducted. The development was done using the C# language in the Visual Studio

environment.



This work consists of three chapters. The first chapter analyzes the current state of 2D
tower defense games. The second chapter is dedicated to the design of the game system. The
third chapter presents the results of the prototype development and testing.

The overall scope of the work is 68 pages. Thesis contains 1 application, 25 figures, 3
tables and 34 references in it.

Key words: 2D game, tower defense, Unity3D, game prototype, C#, game

development, user interface, tower upgrade.
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BCTYII

Ha cyyacHomy ertami po3BUTKY 1HPOpMaLIMHUX TEXHOJIOT1H BII€OINPU CTAJIA HE JIUILE
MOTYXHUM IHCTPYMEHTOM pO3Barv, a i BaXJIMBUM 3acO00M KOMYHIKallli, HAaBYaHHS Ta
peanizanii TBOpYoro mnoTeHiiany. IrpoBa IHIYCTpis AEMOHCTPYE CTPIMKE 3pOCTaHHS,
OXOIUTIOIOYM IIHUPOKUNA CHEKTP MiIaThopM — BiJ MOOUIBHUX MPUCTPOIB 0 CTAL[IOHAPHUX
KOMIT FOTEPIB 1 KOHCOJIEH. Y 1IbOMY KOHTEKCT1 po3poOka 2D-irop 3anumaeTses akTyaabHOO
3aBIIIKM CBOill JOCTYMHOCTI, HIDKYOMY TIOPOTY BXOAY JMJIsi PO3POOHMKIB Ta BEIUKIH
HOIMYJSIPHOCTI CEpPel KOPUCTYBAUIB.

AXTyallbHICTh TEMHU 3yMOBIICHA IIMPOKUM TIOTMUTOM HAa KOMITAKTHI Ta KpeaTuBHi 2D-
IrpH, a TaKOK HASIBHICTIO CyYaCHUX TEXHOJIOT1H, SIK1 JI03BOJIAIOTH CTBOPIOBATH SIKICH1 IrpOB1
NPOAYKTH HABITh Y CKJIaJi HEBEMUKUX KoMaH[. Cepell TaKhX TEXHOJIOTiH 0COOIMBE MicIie
3aiimae pymiii Unity3D, skuii moenHye y co0i THYy4YKicTh, 0araToQyHKIIIOHAIBHICTh Ta
miaTpuMKky sk 2D, tak 1 3D-rpadiku. MoBa nporpamyBanHs C#, 1110 BUKOPUCTOBYETHCS B
cepenosuii Unity, 1o3Bosiste peani3oByBaTH CKIIAIHY JOTIKY MOBEIIHKH I'POBHX 00’ €KTIB,
ONTUMI3yBaTH MPOTYKTUBHICTh Ta CTBOPIOBATH MACIITaA00BaHY apXITEKTYpY.

006’exToM poGoTH € mporec po3poOku iHTepakTHBHUX 2D-irop y cepemoBui
Unity3D.

IIpeameToM poOdOTH € METOAM CTBOPEHHS BHYTPINIHLOI JIOTIKM TPH, peajizaris
KOPHUCTYBalbKOTO iHTEep(deiicy, oOpoOka mojiid, MeXaHiKa XBWJIb 1 B3a€EMOJIS TPaBI 3
CHUCTEMOIO BEX.

MeTto0 po6oTu € po3poOka MOBHODYHKINIOHATEHOTO TpoToTHNy 2D-Tpu kaHpy
tower defense.

JIns JOCSTHEHHS MMOCTaBJICHOT METH HEOOX1THO BUKOHATH HACTYIIHI 3aBIaHHS

~ TIpOAaHaNi3yBaTH ICHYIOY1 MIAXO0IU IO CTBOPEHHSI ITPOBUX J0JIaTKIB KaHpy tower
defense;

~ oOrpyHTtyBatH BHOIp pyIIis, MOBM TPOTPaMyBaHHS Ta CEPEIOBHUIIA PO3POOKH;

~  CHOpOEKTYBATH (QYHKI[IOHAIBHY MOJIEINb TPH;

2025 p. Janunno [uranok
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~ peasli3yBaTH OCHOBHI IFPOB1 MEXaHIKH Ta iHTepeiic;

~ TPOBECTH TECTYBAaHHS CUCTEMHM Ta OL[IHUTH ii CTAOUIbHICTb.

VY mporeci BUKOHaHHS poOOTH 3aCTOCOBYBAJIUCH METOAU 00'€KTHO-OPIEHTOBAHOTO
MPOrpaMyBaHHs, CTPYKTYPHOI'O MPOEKTYBaHHS, MOAYJIBHOIO TECTYBAaHHS Ta €MIIIPUYHOTO

aHaJi3y MPOAYKTUBHOCTI.
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1 AHAJII3 CYHACHOI'O CTAHY PO3POBKH 2D-II'OP Y ’KAHPI TOWER
DEFENSE

1.1 IrpoBi nogaTKku Ta 0c00AMBOCTI po3podku 2D-irop

Cdepa irpoBux J0IaTKIB MOCiae 0coOMMBE MICLE B cydyacHOMY 1HGOpMaILiiiHOMY
cepeloBUII, Ae IUGPOBI TEXHOJIOTII Jenani OuThIe BILUIMBAIOTH HA CHOCIO CHPUIHSATTS
cBiTY, 00p0oOKM 1H(]OpMaIlii Ta B3aeMOJIi 3 HEew0. Y 100y CTPIMKOI JUKUTATI3AIlli, KOJIU
JIOJIMHA IIOJCHHO B3a€EMOJIE 3 BEJIMKOIO KUIBKICTIO BI3yaJIbHOIO i IHTEPAaKTUBHOIO
KOHTEHTY, iTpH CTaJIH HE MPOCTO CIIOCOOOM MPOBEICHHS 103BULISL. BOHM IepeTBOpHITUCS Ha
NOTYXHUHN 3aci0 (OpMyBaHHS CBITOIJISAY, BIUIMBY Ha €MOILIMHO-TICUXOJIOTTYHHMM CTaH,
PO3BUTKY HABUYOK 1 HABITh MI’>KOCOOMCTICHOI KOMYHIKaIlii. ['pa Bxke 1aBHO nepecTasia 0yTu
BUKJIFOUHO PO3Barold — BOHA TpaHCHOpMyBajacs y BaroMHil 1HCTPYMEHT KOMYHIKaIlii,
HaBYaHHs, KyJIbTYPHOT0 OOMiHY, a TaKOX colrianbHoro MojentoBaHHs [1]. CydacHi reiimepu
— TI€ He JIMIIE MMJTITKH, a MPeICTABHUKHN BC1X BIKOBUX TPYII, SIK1 4epe3 TPy 3aHYPIOIOTHCS
y 3MOJIeJIbOBaH1 CBITHU, BUPIIIYIOTh CKJIaJHI 3aBIaHHS, OYIyIOTb CTpATerii Ta peayli3yoTh
KpeaTuBHI 3aaymu. Came IrpoBi JOJATKU CTalld TUM CEpPEJOBHUINEM, Y SAKOMY TEXHIYHA
peamizaifisi B3a€MOJIi€ 3 €CTeTUYHUM JOCBIJIOM, CTBOPIOIOYM HOB1 ()OPMHU BIPTYaJbHOTO
oyrts [2].

Oco0OnmBe MicIle B Il €KOCHCTEMI 3aliMarOTh IFPOBi1 JOJATKH, IO peai30BaHi y
dbopmaTti gBOBUMIpHOI rpadiku. BoHu 30epiraloTh akTyaabHICTh 3aBASKH CBOiH MPOCTOTI,
MIBUIKOCTI PO3POOKH, a TAKOK EMOIIIHII BUPA3HOCTI, AKY 3/]aTHI IIepeaaBaTH HaBITh 0a30Bi
Bi3yalibHI pimeHHs. IrpoBi 1ogaTku, 30KpeMa Ti, 0 po3po0JieHl Ha OCHOBI JBOBUMIPHOT
rpadiky, MarOTh HU3KY TIEpeBar, siki CIPUSIOTH IXHIM MOMYJSPHOCTI cepell pO3pOOHUKIB Ta
KopucTyBadiB. [IpocToTa peamizailii, MEHIIII BUMOTH 1O OOYHMCIIOBAIBHUX PECYpPCIB Ta
MO>KJIMBICTh OXOIUICHHS IIMPIIO] ayauTopii — Bce e poOuth 2D-irpu nmpuBaOIMBUMH SIK
JUTS TH71-pO3pOOHMKIB, TaK 1 JUIsi BeMUKUX CTyAid [3]. ¥V mporieci CTBOpEeHHSI TaKuX irop
Habararo Jieriie BIIPOBa)KyBaTH HOBI MEXaHIKH, TECTyBaTH CIICHAPIi Ta IBUJIKO pearyBaTH

Ha 3BOPOTHUM 3B’SI30K BiJl KOpUCTyBauiB. KpiM TOro, JBOBUMIpPHI IFPH 4YacTo

2025 p. Janunno [uranok
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BUKOPHUCTOBYIOTHCS SIK HABYAJIbHI MPOCKTH Y BUIINX HABYATBHUX 3aKJIaaX, OCKUIBKH BOHU
J03BOJISIIOTH CTYACHTAM 30CEPEUTHCS HAa OCHOBAaX MPOTpaMyBaHHS, AU3aiiHy Ta JOTIKU TPH
0e3 HeoOXITHOCTI 3aHypIOBAaTHCS y CKJIaJHI acneKTH TpuBUMIpHOI rpadiku [4]. Takum
yuHOM, 2D-irpu He nuile 3pyyH1 y po3po0l1il, a il MalOTh BEJIMYE3HY MEJaroriyHy IIHHICTh
y miarorosui MaitOyTHix IT-¢daxiBuis.

Po3BUTOK IrpoBUX JOJATKIB TICHO TMOB'SI3aHUNA 3 EBOJIIOLIEID amapaTHOTO
3a0e3MeyYeHHs] Ta MPOTrpaMHUX IAaTGOpM. [3 KOKHUM POKOM KOPHCTYBadi OTPUMYIOThH
Jefanl MOTYKHIII MPUCTPOi, 37aTHI 0OpoOJISITH cKiaaHi rpadidHi CIEHH, BOJHOYAC 13
3MEHIIICHHSIM EHEPrOCIOKMBAHHS Ta MiABUIICHHSM JOCTYMHOCTI. 3 TMOSBOIO MOTYXKHUX
MOOUTPHHX TPHUCTPOIB Ta MIMPOKOTO JOCTYIy IO IHTEPHETY, irpH CTalId JOCTYIMHUMH
NPaKTUYHO KOXXHOMY KOPHCTYyBady, HE3aJEeKHO BiJ HOTO MICIl TPOXKUBAHHS YU
comianbHOro ctarycy [5]. YHacmigok [bOro BHHHUKIA TOTpeda B YyHIBEpCATbHUX
IHCTpYMEHTax po3poOKH, 3JaTHUX 3a0€3MEeUNTH KPOCIIaTHOPMEHHICTh, MACIITAOOBAHICTh
Ta CTaOUIbHY IPOAYKTUBHICTB. Lle mpu3Benno 10 3pocTaHHs MOMUTY Ha IrPOB1 IOAATKH, 1110,
y CBOIO Yepry, CTUMYJIOBAJIO PO3BUTOK IHCTPYMEHTIB /JIs 1X CTBOPEeHHs, TakuX sik Unity3D,
Unreal Engine Ta iam1i [6].

Unity3D, 30kpema, cTaB OJHIEI0 3 HAUTIONMYJISAPHIMIHIX TUIATGOPM sl pO3pOOKH irop
3aBISKH CBOIH JOCTYITHOCTI, THYYKOCTI Ta IIUPOKOMY CIIEKTPY MOXKJIUBOCTEH [7]. Horo
nepeBard BKJIIOYAIOTh IHTYITUBHO 3pO3yMinui  iHTepdehc, pO3BHHEHY CHCTEMY
JIOKyMEHTAIIll, BEJIUKY 01010TE€Ky rOTOBHUX PECYPCIB Ta IUIATiHIB, a TaKOXX IHTErpaIliroo 3
TIONYJIIPHAMH MOBaMHM TIporpaMyBaHHs, 30kpema C#. Horo minrpuMka sk 2D, Ttak i 3D
rpadiky, a TaKoXX MOXKIJIMUBICTH PO3TOPTAaHHS IrOp Ha pi3HUX IuIatPopMax poOUTH HOTO
iIealbHUM BUOOpPOM 7 PO3POOHUKIB 3 ychoro cBiTy. KpiM Toro, Benmka CHiTbHOTa
KOPHUCTYBadiB Ta HASBHICTh YHCICHHUX HABYAIBHUX MaTepiajliB CHPHUSIOTH MIBHIAKOMY
OCBOEHHIO TUIaTGOPMH HaBITh HOBaukamMH [8]. 3apasku Unity3D GaraTo He3ane)KHUX CTYI1H
OTPUMAJIH 3MOTY pealli3yBaTH CBO1 MPOEKTH 0€3 3HaYHUX (PIHAHCOBUX BKJIAJICHB, 110 PaHIIIIe

OyJ10 MaiKe HEMOKITUBO.
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IrpoBi AOJATKM TaKOX BIAIrparOTh BaXKIHMBY pOJIb Yy PO3BUTKY KPEaTHUBHOCTI Ta
IHHOBAII. Y Tmpoleci CTBOPEHHs Irop BiAOYBA€TbCS AKTUBHE 3allydY€HHs AW3aiHEpIB,
MPOrpaMmiCTiB, CLEHApUCTIB 1 3BYKOBUX 1HXKEHEpIB, [0 CTHUMYJIIOE€ PO3BUTOK
MDKAUCHUIUTIHAPHOTO  MigxoAay. BoHM  HajgaiooTh  po3poOOHUKAM  MOXIIMBICTH
eKCIIEPUMEHTYBaTH 3 HOBHMH iJesIMH, MEXaHIKaMH Ta CTWJISIMH, [I0 CHpHUSE TMOSBI
YHIKaJbHUX Ta 3aX0IuTtorouux irop [9]. ['pa Moxe OyTH sik 3acO00M BUPAKEHHS aBTOPCHKO1
NO3UIIli, TaK 1 IHCTPYMEHTOM COIIJIbHOI KpUTUKU. baraTto yCnilmHuX NpoeKTiB MOYUHATUCS
SIK HEBEJIMKi €KCIIEPUMEHTH, SIKi 3 9aCOM MEePEPOCIIN y TOBHOLIHHI IPOAYKTH 3 MUTbIHOHAMU
KopHcTyBauiB mo Bchomy cBiTy [10]. Lli ictopii ycmixy MOTHBYIOTH HOBI KOMaHIU
npoOyBaTH CBOT CHIIM y T€HM/IEB1, CTBOPIOIOYHM KOHKYPEHTHE CEPEIOBHUIIE Ta IMiBUIIYIOUN
3arajbHUI piBeHb IHAYCTPII.

OxkpiM po3BaxanbHOI (YHKIII, ITPOB1 JOJATKH BCE YaCTIllle BUKOPUCTOBYIOTHCS B
OCBITHIX IiIAX. [X iHTepaKTUBHA MPUPO/IA 103BOJIAE TIMOIIE 3aTy4aTH YUHIB Y HaBUYAIbHHUIA
npolec, akTUBI3yIOYH yBary, ram’sTbh, JOTIYHE MHCIIEHHS Ta 3/IaTHICThH J0 aHaiizy. BoHu
JI03BOJIAIOTH CTBOPIOBATH 1HTEPAKTUBHI HAaBUYAJIbHI CEPEAOBHINA, SIKI CIIPUSIOTH KPAIOMY
3aCBOEHHIO Marepiajly Ta PO3BUTKY KPUTUYHOTO MHUCIEHHS. Irpu MOXYTh MOJAEIIOBATH
peanbHl CHUTyallii, 10 J03BOJIIE KOPUCTyBauaM HaOyBaTH MPAaKTUYHUX HABUYOK Y
Oe3neyHOMY Ta KOHTpoJiboBaHOMY cepeaoBuili [11]. Crogum BXOASTH 1 CUMYJISTOPU
MOBEJIHKM B EKCTPEHUX CHUTYallisIX, 1 TPEHAXKEepU IS MEIMKIB, 1 CEpHO3HI Irpu s
BHUBYCHHS 1CTOPii, MOBU YW MaTEeMaTHKH.

VY KOHTEKCTI YKpaiHChKOTO PUHKY, PO3BUTOK ITPOBUX J0JATKIB HA0yBae 0COOIUBOTO
3HaueHHsA. B ymoBax BiiiHU Ta r700anbHOT HECTAOUTBHOCTI TEMM/IEB CTAE HE JUIIE TOYKOIO
€KOHOMIYHOTO 3pOCTaHHS, a W TPOCTOPOM KpeaTuBHOI peduiekcii ¥ HarloHaIbHOT
camoinentudikaiii. 3pocTaroya KiTbKICTh TATAHOBUTHX PO3POOHMKIB, MIATPUMKA 3 OOKY
JIep’KaBH Ta 1HBECTOPIB, @ TAKOX 3POCTAOYM 1HTEpec 3 OOKYy KOPHCTYBadiB CHPUSIOTH
(bOopMyBaHHIO CIPHUSITIIMBOTO CEPEIOBUIIA IS pO3BUTKY iHAYCTpii [ 12]. YKpaiHChKi irpoBi
CTynii Bxke 3100yTM BU3HAHHS Ha MDKHApPOJHOMY piBHI, IO CBITYUTH MPO BHUCOKHIMA

noTeHuian BiTun3HsHoro puHky [13]. Ilpoektn Ha kmtant «STALKERY, «Metroy», «Sheriff
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of Baghdad» a6o «Farlanders» neMoHCTpYIOTb, 1110 YKpAiHCHKI IrpH 3JJaTHI KOHKYPYBaTH Ha
CBITOBOMY PUHKY SIK Y TEXHIYHOMY, TaK 1 B HAPATUBHOMY IUIaHI.

Takum dnHOM, IrpoBI JONATKM € BAXJIMBUM €JIEMEHTOM Cy4yacHOi Hu(pPOBOi
KyJbTYpH, 11O TMO€EAHYE B €001 TEXHOJIOTIYHI IHHOBAIlli, KPEATUBHICTh Ta COI1aJIbHY
B3a€MOIi10. [XHili BIUIUB Ha Pi3Hi ACNEKTH KMTTS IIPOJOBKYE 3pOCTATH, BIIKPUBAIOUH HOBI
MO>KJIMBOCTI JUIsl PO3BUTKY SIK OKPEMHUX OCOOMCTOCTEH, TaK 1 CycHuIbCTBa B LUIOMY. Y
MalOyTHbOMY came L cdepa MOKE CTaTh OJHHUM 13 OCHOBHUX JApaiBepiB IU(PPOBOi

€KOHOMIKH Ta IHTEJIEKTYyaJIbHOTO KamiTaly.
1.2 Texnouaorii 2D-po3podku B cydacHiii ingycTpii irop

JIBoBUMipHaA po3poOKa B IHIYCTPii Ir0Op CTAHOBUTH OJIHY 3 HAMOUIbII CTaOUIBHUX 1
BOJIHOYAC JUHAMIYHUX CKJIaJ0oBUX IHU(poBoi TBOpYOocTi. HesBakarounm Ha aKTUBHHM
PO3BUTOK TPUBUMIPHOI Tpadiku, MmenaepiB, QOTOPEATICTUYHUX CEPEeJOBUI Ta
kiHemaTorpadiunoi animairii, 2D-rpadika npogoBKye BIEBHEHO YTPUMYBATH CBOT MO3HIIIi.
Ile cBimuuTh Mpo ii yHIBEpCaATbHICTh, AIANTUBHICTH 1 3AaTHICTD MepeIaBaTH IITUOOKUN CEHC
HaBiTh yepe3 npocti hopmu. [lonpu nominyBanus 3D-rpadiku B AAA-cermenTi, came 2D
JIUIIAETHCS OCHOBOIO 3HAYHOI YACTUHU ITPOBOr0 KOHTEHTY, OCOOJMBO Y MOOLTLHOMY, 1H]I1
Ta HaBYAJIbHOMY cekTopax [14]. ¥V mux kareropisx po3poOOHUKH MPArHyTh 10 €KOHOMIii
pecypciB, BUCOKOI MMPOTYKTUBHOCTI Ta TBOPYOi cB0OO M, a 2D sAKkpa3 1 gae 3MOTy JOCATTH
iei Mmetu. [IprurHa BOTO KPUETHCS HE JIMIIIE B MEHIIIN CKIIAIHOCTI peaiizamii Yi HIKIHX
TEXHIYHUX BUMOTaX, a ¥ y CTHJIICTUYHINA BHPA3HOCTI, 110 HAJAE irpaM BIIACHY Bi3yallbHY
MOBY Ta aBTCHTHYHICTb [15].

[cropuuno 2D-rpadika ctama OCHOBOIO CTaHOBIICHHS Bei€i reiimM-1HaycTpii. Po3poOka
2D-irop icTOpWYHO TmepeayBasia TPUBUMIPHUM minxonam. llepmni apkamHi aBTOMAaTH,
koHcom Ta gomamrHi [IK mparmroBanu came 3 JABOBUMIPHHUM TMPOCTOPOM, CTBOPIOIOYHU
dbyHIaMEHT XaHPiB irop, Mo 30eperyiiu akTyadbHICTh JOHHWHI. Taki KIIACHYHI XaHPH SK
wiargopmepu, shoot-em-up, beat-em-up a6o JRPG 3apommmnucs came y JTBOBUMIpHOMY

BUMIpil. | Xoua cyyacHi TE€XHOJOTIi JO3BOJIAIOTH BUIBHO BUKOPUCTOBYBaTH 3D-rpadiky
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HaBITh y MOOUTBHUX A0JAaTKaX, 2D-Tpadika He JIMlIe He 3HUKAE, 2 HABAKH — OTPUMYE HOBE
JUXaHHA B YMOBax 1HA1-OyMy, peTpo-€CTETUKH Ta XyI0XKHIX ekcriepuMeHTiB [16]. CydacHa
2D-ecteTuka yacTto 00Irpye HOCTANBIiIO 3a MIKCENIb-apTOM, BOJIHOYAC BJIOCKOHAIIIOIOYH 11
Cy4YaCHUMU TE€XHOJIOT1SIMH, TAKUMH SIK TUHAMIYHE OCBITJIICHHS, MAPTUKIHN a00 e 1epu.

3 morygny TexXHonorli, po3podka 2D-irop BuMarae cnenupiyHOro MiAXOAY 10
noOy0BU CIIeHH, aHiMailli, (Gi3uku Ta B3aemoxii. Y cepenoBuili Unity, sike MIATPUMYE
NOBHOIIHAY 2D-mapagurmy, po3poOHWUKH MalTh 3MOTY IMpaIlOBaTH 3 TalJI-CETaMH,
crpaiiTamMu, KoJlaiiiepaMH Ta KaMepolo, CHeIiallbHO aJanTOBaHOK JIO JABOBHMIPHOTO
npoctopy [17]. Okpim 1woro, 2D Toolkit, Cinemachine, Tilemap Editor, Ta iHmi miarinu
CYTTE€BO CIIPOILYIOTh pOOOTY HaJ IrpOBUM MpocTopoM. binbir Toro, incTpyMenTapiit Unity
J03BOJISIE THYYKO HAJIAIITOBYBAaTH OCBITJICHHS, IICHIEpU Ta €(PEKTH, IO TPaAMIIIHO
acorirorTbes 3 3D-rpadikoro, ane MOXYTh 3aCTOCOBYBaTHCH 1 B muiomuHi 2D [18]. 1le
03Havae, 1110 cboro/iHi 2D-rpadika — 11e He JInIe miKceni abo MyIbTUIUTIKAIIHHI 00pa3u, a
MOBHOIIIHHA Bi3yasbHa miaTdopma, sika MOKe BUIJISAATH HE MEHII Bpaxkarode 3a 3D mpu
3HAYHO MEHIIMX BUTpATaX yacy Ta pecypciB.

Onniero 3 mepeBar 2D-po3poOKu € MBUAKICTh TPOTOTUITYBAaHHS. 3aBASKH BITHOCHIM
IIPOCTOTI CTPYKTYPHHUX E€JIEMEHTIB, HEBEJIWKI KOMaHIU a00 OKpeMi E€HTY31aCTH MOXKYTh
CTBOPIOBATH ITPOBI MPOEKTH y CTHUCII CTPOKH, 30€piraroum MpHu IbOMY BHCOKHU PiBEHBb
AKOCT1 Ta XyA0KHBOI 3aBepiieHocT! [19]. ¥V meprmi THXHI Micas CTBOPEHHS KOHIICTIIIIT BXKe
MOXKHa MaTH irpaOeibHy AeMO-BEpCio, Ha 0a3i SKOi MPOBOJMTHLCSA TECTyBaHHS Ta 30Ip
3BOPOTHOTO 3B's3Ky. Lle BimKpuBae mpocCTip Al KPEaTUBHUX €KCIIEPUMEHTIB, OCOOJIMBO B
yMOBaxX OOMEXEHUX PeCcypciB, XapaKTepHHX IS HaBYAIbHUX a00 HE3aJe)KHUX MPOEKTIB.
2D-irpu cTaroTh iicaIbHUM TOJIITOHOM JIJISL TOCIIKEHHS TIOBEIIHKY IPaBIis, OaaHCyBaHHS
MEXaHIK 1 HApOIyBaHHS CKIJIATHOCTI.

[3 mosiBoro cydacHux rpadidHUX pemakTopiB, Takux sk Aseprite, Krita abo Adobe
Photoshop, a Takox cremianizoBanux GpeHMBOPKIB JIJIs1 aHIMAIlii, CTBOPEHHS TBOBUMIPHHUX
00’€KTIB CTAJI0 JOCTYITHUM HaBITh /Il Henpodeciiianx xynoxHuKiB [20]. Li incTpymeHTH

MalOTh HU3BKUM MOPIT BXOAY Ta MOTYXHI (PYHKIIi: CTBOPEHHS aHIMAI[IMHUX LHKIIB,
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KaJpyBaHHs, MOKaJApoBe peAaryBaHHs. KpiM Toro, po3BHHEHa eKOCHCTEMa OE3KOIITOBHUX
Ta KOMEPIIHHUX aCCETIB, NOCTynHUX Ha miargopmax tuny Unity Asset Store um itch.io,
JI03BOJISIE 3HAYHO CIPOCTUTHU MpoIEeC BizyanbHOro odopmiieHHs rpu [21]. Po3poOHukam
Oimpllie HE MOTPIOHO CTBOPIOBATHM BCE 3 HYNIS — BOHHM MOXYTh 30CEpEAUTHCS Ha
YHIKaJbHOCT1 TE€HMIIICI0 Ta cleHapii, KOMOIHYIOUM HasBHI pecypcH Uisl JTOCATHEHHS
0a)XaHOTO XYJ0)KHBOTO €(EKTY.

Cydacna 2D-po3poOka He 0OMEXyeTbCs JUIIe KIACUMYHUMHM Iatdopmepamu abo
apkajgamu. BoHa oXoIUTioe CKIagH1 JKaHPOBI TIOPUAM: B CTPATETriid peasbHOTO Yacy 0
CUMYJITOPIB )KUTTS, BiJl MPUTOAHUIILKUX Bi3yaJbHUX HOBEJ JIO TIPOIETYPHO 3reHEPOBAHUX
roguelike-ceitriB [22]. Irpu 3 BIZKPUTHM CBITOM, CHUCTEMaMH PO3BUTKY IEPCOHAXKIB,
HETIHIMHUMHU CIOKETaMH, YacTO pealli3oBaHl Yy JBOBUMIpHIA momuHl. [lpu 1bomy
CTPOINCHHSI TEOMETpPil CIIEHH KOMIICHCYEThCS CKIAIHICTIO JIOTIKH, TedMIu3aiiHy Ta
CIOKETHO1 TTOOYJOBH, 10 POOUTH 2D-TIPOEKTH MOBHOIIIHHUMHU TPEICTABHUKAMHU Cy4acHOT
irpoBoi iHaycTpii. CyuyacHi 2D-irpu He noctynaroThes 3D-kojeram y riamOoKiid MeXaHill,
aTMOC(EPHOCTI Y 3/IaTHOCT1 €MOIIIITHO 3aJyYUTH TPaBIIS.

Takum urHOM, 2D-po3poOka € He JuIle ICTOPUYHOIO0 CIAIIIMHOI, a ¥ aKTUBHUM
CErMEHTOM CY4acHOro TreiMJeBy, IO HPOJOBKYE EBONIOLIOHYBAaTH. i aKTyanbHICTh
BU3HAYAETHCA HE TEXHIYHUMU OOMEKEHHSMH, a ECTeTHUYHHMHU W KOHIIENTYaJbHUMHU
MOKJIMBOCTSIMH, SIK1 JO3BOJISIFOTH CTBOPIOBATH TNIMOOKI, 3aXOIUIMBI Ta BOJHOYAC JOCTYIIHI
U1 peamizaiii npoekTu. Y MaiOytHpoMy 2D He 3HUKHE — BOHO TpPaHC(HOPMYETHCH,
JIOTIOBHIOBATUMETHCS HOBHUMH TEXHIKaMH, ajne 30epeke CBOIO CyTh: MepefaBaTH ICTOpii

IIPOCTOIO0 MOBOIO 00pa3iB, Ky PO3yMi€ KOXKECH.
1.3 Orasig icHyO4HX pillleHb

Cranom Ha cworomni puwHOK 2D-irop xaHpy tower defense € Hama3BUYaWHO
HACHYCHHUM, MPOTE HE BTPAya€ aKTyaJbHOCTI Hi cepell po3pOoOHHMKIB, Hi cepes rpaBiliB. Lle
CTOCYETHCS HE JIMIIIE TTOBHOI[IHHUX KOMEPIIHHUX Pei3iB, a i HABYAIBHUX MPOEKTIB, 1E€MO-

BEpCii, EKCHepUMEHTAIbHUX MPOAYKTIB Ta MNPOTOTUIIB. [0OJOBHOIO MepeBaroro
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JBOBUMIPHUX IFOp € iXHS TEXHIYHA IOCTYIHICTh: pO3p00UTH 0a30By MEXAHIKY, peani3yBaTu
OCHOBHY JIOTIKYy Ta CTBOPUTH IpOBY METII0 MOXHa 0€3 TIIMOOKMX 3HaHb y Talys3l
KOMIT 10TepHO1 rpadiku. Came ToMy cepell ICHYIOUUX PIllIeHb NepeBaXatoTh HEBEIIUKI, aje
no0pe CTPYKTYpOBaHI MPOEKTH, $KI BHUKOHYIOTb YITKO OKpECIEeHY (YHKIII0 —
JIEMOHCTpAIlII0 MEXaHIKH, pealli3aliio TeMMIUICHHOTO MaTepHY YH BI3yallbHOT'O CTHIIIO.
Cepen HAUMOMMPEHIIUX TUITIB IFOP Y IIbOMY CETMEHT1 BUPI3HSIOTHCS TaKl )KaHPH, SIK
tower defense, mardopmepu, mryrepu 3 BUIOM 300Ky, KBECTOB1 ICTOPii 3 OOMEKEHHUM
IPOCTOPOM, & TAKOX F'OJIOBOJIOMKH. 3 METOIO KPAILIOTO PO3YMIHHS PI3HOMAHITTS peati3aiii
y oKaHpi, HUX4YE HABEJCHO IMOPIBHSAJIbHY TaOJMII0 HAUMOIIMPEHINX pillleHb, SKi
JEMOHCTPYIOTh SIK KOMEpI[IHHI, TaK 1 HaBYaJIbHI MIAX0AM 10 cTBOopeHHs 2D tower defense

irop (tabxn. 1.1).

Tabnuus 1.1 — IopiBHsbHA XapakTepucTuka icHyrounx 2D tower defense piteHb

Hazga rpH /| Tun OcHoBHI ['padika HoctynHic | Bukopucran
IIPOEKTY peamizaiiii | 0co0IUBOC Th KOJIY Ui pymIii
Ti
Kingdom Rush Komepmiii | [Tokpamen | CtunizoBana, | Hi Brnacuwmii
Ha rpa Hi  BEX, | MAThOBaHA Py
CIOXKET,
JIEKUTBKA
THUITIB
BOpOT'iB
The Last Shelter | Hezanexn | J{unamiun | 2D sci-fi Hi Flash/HTM
(demo) arTpa Ui TeMmrl, L5
BEXKI 3
anrpengam
u
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TowerDefenseTem | Ocgitniii | ba3oa Minimanictu | Tak Unity
plate mabjaoH | JIOTiKa yHa

xBuib, Ul,

npedadu

BOpOT'iB

Kinens tabmumi 1.1

TD_Game_Unity Open- [[Ta6mon 3 | [likcenwpHa Taxk Unity
source anrpenam

IMpOTOTH Hu,

i BHYTPIIITHS
BaJIIOTA
MiniTD 2 Indie/Ste | IIpocra AoctpakTHa, | Hi Unity

am peli3 | MexaHika, | TeoMeTpis
3pocTaroua

CKJIAJIHICTH

Itch.io Tower Demo | Ocsirniii | [Ipehabu | Bextopha Tax Unity
IIPOEKT | BOPOTIB,
waypoint-
CUCTEeMa,
TaMep

XBUIJIb

Sx BUIHO 3 TAONUIl, MPOEKTH 3HAYHO BIAPIZHSIIOTHCS 3a CTHIIICTUKOIO, CKIQTHICTIO
MEXaHIK 1 TeXHIYHUMH ITIX0/IaMH KOKEH 13 HMX Ma€ CBOI XapaKTepHI pUCH peai3ailii,
3YMOBIICHI HE JIUIIIE TPAMIIIEI0, a i TEXHIYHUMH OOMEXEHHSIMH Ta OYiKyBaHHSIMHU ILTLOBO1
aynutopii. Y Bumaaky 3 tower defense — came 1eit xanp OyB oOpaHuii Jyis peanizarii

JTAHOTO MPOEKTY — Ha MEPIUIUH MJIaH BUXOUTh OallaHC MK XBUJISIMUA BOPOT1B, IIBUJIKICTIO
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iXHBOTO NPOCYBaHHS, €(PEKTUBHICTIO PO3MILIEHHS OOOPOHHHUX CHOPYA Ta 3POCTAIOYOI0
CKJIQJHICTIO.

bineuiicte icHyrounx 2D tower defense pimeHp 0a3yroTbcsi Ha KIACHYHIA MOJEII:
BOPOTHU PYXalOThCs MO 3a34JIET1Ib BUBHAUCHOMY MapIIpyTy, TpaBellb PO3MIIIye OOOPOHHI1
BEX1, KO’KHA 3 IKMX Ma€ MEeBHUH pajlyc ypaKeHHs, MBUAKICTh aTaku Ta Tun aii. [lonmynspHi
pIIIEHHS peali3yloTh CUCTEMY MOKpAIIeHHs BeK a00 3aMiHy 0a30BUX OJIMHHUIIb HA OUIBII
e(eKTHBHI, BBOASATh KUIbKAa TUIIIB BOPOTIB 3 PI3HUMM XapaKTEPUCTHUKAMU Ta JOJAI0Th
MOKJIUBICTb BHUKOPUCTAaHHS CHeElIaJbHUX 3A10HOCTel abo pecypciB, sIKI aKTUBYIOTHCS
BPYUHY.

Jlesiki peasnizanii poOssIiTh aKIIEHT Ha CIO’KETHIN CKIIaJ0B1i: KOKEH pIBEHb MOXeE OyTH
BIUIETEHUH y OUTBITY ICTOPItO, JIe TpaBellhb BUCTYIIAE K 3aXUCHHUK KOPOJIBCTBA, KOMaHIUP
nipo3aily ado HaBiTh YapiBHUK, 10 MPOTUCTOITh CHJIaM TEMpPSBH. Y TaKUX BHUMAIKaX
CTHJIICTHUKA TPH, JIaJOTH, HaBITh MY3UYHUU CYNPOBIJ IPalOTh HE MEHIIY pOJib, HIK caMa
MexaHika. [Him & oOuparoTh MIHIMAIICTUYHHM TIAXiA, A€ Bech (HOKYC 30CepeKeHU Ha
IrpoBOMY mpolieci: KUIBKICTh BOpOTiB, JuHaMmika 00w, Bi3yalbHI edexktu Ta
reiMan3aitHepChKi BUKIIUKHY.

3 TOYKH 30py TEXHIYHOI peaizailii, 6arato iCHyHUHX pillieHb 0a3yIOThCS Ha PYIIii
Unity3D, sikuii 103BOJIsIE 3pY4YHO MpAIIOBaTH 3 JBOBUMIPHOIO Tpadikoro, peanizoByBaTu
¢bi3uKy, CTBOPIOBATH aHIMAIlii, KEpyBaTH 00’ €KTaMH Ha CIICHI Yepe3 KOMIIOHEHTHY CUCTEMY
Ta iHTerpyBatu 3ByK, Ul Ta 30epiranns nanux. Unity miATpuMye CTBOPEHHS IUIAXIB JJIs
BOporiB 4epe3 spline abo waypoint-cucTeMy, JO03BOJISIE THYYKO 3aJlaBaTH ITOBEIIHKY
MITYYHOTO 1HTEJIEKTY Yepe3 CKPUITH Ta 3a0e3euye KOHTPOIb HaJl MPOAYKTHBHICTIO HaBITh
y MPOCTUX MPOEKTAX.

[ixaBo, 10 cepel BIAKPUTUX pemno3uTopiiB Ha miatdopmax Ha kmrant GitHub a6o
itch.i0 mepeBakaroTh came HaBUYaJIbHI NPHKIATUM. BOHM dYacTo MamTh OOMEXKCHY
(GYHKITIOHATBHICTB, ajie T00pe CTPYKTYPOBAHHWM KOJI 1 CYMPOBIAHY JOKyMeHTarlito. Taki
MPOEKTH MICTATH 0a30By MEXaHIKy pPO3MIIICHHS BEX, CTBOPEHHS BOPOTiB i3 mpedadis,

JOTIKY BTpaT JKUTTS, TMOpPa3KU Ta TMEpeMoru, I1HOAI — CHUCTEMY alrpeiaiB i
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BHYTPIIIHBOIFPOBY BaJtoTy. Lle 103Bos€ CTyAeHTaM 1 HOYaTKIBISAM HIBUIKO 3aHYPUTHCS B
IpoLec po3poOKHU Irop Ta Kpaiie 3p03yMITH MPUHLIUIIN POOOTH PYILis.

OxpeMo ¢l BiI3HAYUTH IPOEKTH, SIK1 pOOJISITH aKIIEHT Ha BizyanbHoMY cTuiil. Cepen
HUX € SIK py4YHa IKceJibHa Ipadika 3 HOCTAIbITYHUM IPUCMAKOM, TaK 1 BEKTOPHI PIIIEHHS 3
YITKOI0O TEOMETpIEI0 Ta SCKpaBUMHM Koibopamu. Lle nomae xaHpy ecTeTHMUYHOT
pi3HOMaHITHOCTI: oauH tower defense Moke BUTISATH K KiacuuHui fantasy-01i1, iHmmit
— K (QyTypUCTUYHE TMPOTHCTOSHHA pPOOOTIB, TpeTii — K alcTpakTHa rpa 3
reoMeTpuYHUMU popMamu Ta MiHiManicTuuauMm UL

YacTo B ICHYIOUMX PIIIEHHSIX peali3yeThCs OJIHA 3 KIIOYOBUX MEXaHIK: IKajla XBUIb
BOporiB. BoHa ciyrye iHAKaTOpOM Mporpecy piBHSA 1 103BOJISIE TPABIIO TUIAHYBATH CBOT 1.
Jlesiki irpu yCKJIAIHIOIOTh L0 CXEMY, BBOJISIYM BapiaTUBHICTh MapIIPYTiB, PaNTOBI 3MIHU
TUITYy BOPOT'iB 200 HaBITh OOCIB, SIKI MOPYLIYIOTh 3arajibHy JIOTIKY. Taki eleMEeHTH CIPUSIOTh

MOBTOPHOMY MPOXOJKEHHIO TPH, MIIBUIICHHIO IHTEPECY Ta BapiaTUBHOCTI Te€UMILICIO.
1.4 ITocTanoBKka 3agaui

VY mpotieci CTBOpEHHS MPOrpaMHOro NpoAykty tuny 2D-irpu xanpy tower defense
HEOOXI1JTHO YITKO BU3HAYUTH SIK 3aTaJIbHy METY Po3poOKH, TaK 1 KOHKPETHI TeXHIYHI 3aja4i,
10 BUHUKAIOTh Ha Pi3HUX eTamax ii peamzailii. O0’€KTOM pO3pOOKH B Mexax Il€l
JTUTUIOMHOT pOOOTH € IrpOBHUIA 3aCTOCYHOK «Swamp Towers» — ABOBUMIpHA Tpa, CTBOPEHA
Ha pymrii Unity, y siKiii KOpUCTyBadeBi MPOMOHYETHCS 3aXUCTUTH TEPUTOPIIO BiJ] XBHJIb
BOPOTiB, PO3MIIIYIOYH 00OPOHHI BEXK1 PI3HUX THIIIB.

Metoro poOOTH € TPOEKTYBAaHHS, PO3pOOKa Ta YACTKOBE BJIOCKOHAJICHHS 0a30BO1
irpoBoi moxeni tower defense, sika peanizoBaHa y 3a3HadeHOMY pemno3uTopii. Y xomi
peasizaliii ToCTaBJICHO 3aB/IaHHS HE JIUIIE CTBOPUTH (PYHKI[IOHYIOUHIA IrPOBHI MPOTOTHII,
aye 1 3a0e3MeunTy BHYTPINTHIO JIOTIYHY IUTICHICTB TPH, 30aJIaHCOBAHICTh ITPOBUX MEXaHIK,
KOPEKTHY po0OTY iHTep(PEHCHUX €IEMEHTIB, aJallTUBHICTh CHCTEMH JI0 PI3HUX ITapaMeTpiB

BXIJTHUX JJAHWX, a TAKOXK Bi3yallbHY Ta ayJiajbHy 3aBEPIICHICTb.
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Po3pobka rpu B Mexax LbOTO MPOEKTY OXOIUTIOE JEKUIbKa MOCHIIIOBHUX 3aBJlaHb,
KOJKHE 3 SIKMX BIUIMBA€E Ha 3arajbHy SIKICTh TpoayKTy. [lepemycim, WaeTbes mpo peatizaliio
JIOTIKM pyXy BOPOTiB BIAMOBIAHO [0 33JaHOTO MAaplIpyTy 13 JOTPUMAHHSAM O0a30BHX
NPUHIUIIB onTuMizamii. Jlam HEoOXigHO 3a0€3MeUYUTH MOXKJIUBICTh IHTEPAKTUBHOTO
PO3MIIIEHHSI BEX Ha IrPOBOMY IOJ1 13 MEPEBIPKOI0 KOPEKTHOCTI MO3ULIOHYBaHHS Ta
Bi10OpaxkeHHsAM paaiycy aii. OkpeMy yBary ciii NpUIAUIUTH aJTOPUTMY aTakH, sIKHA Mae
BpPaxoBYBAaTHU K TUIT BOPOra, Tak 1 MapaMeTpu KOHKPETHOI BeK1 — ii MIBUJKICTh CTPUILOH,
CWJIy BJIy4YaHHS, TUIl YPAXKEHHS Ta IPIOPUTET I[LII.

Jlo 3amay HaJEeKUTh TaKOXX CTBOPEHHS CHUCTEMH XBHJb, sKa Tependadae 3MiHy
KUTBKOCT1 BOPOTiB, iXHIO IIBUAKICTb, TUII, CTIMKICTh Ta HasABHICTH O00CIB. [Ipu 1bOoMy KOXHa
HACTyITHa XBWJIA TIOBUHHa OyTH CKJIQJHIIIOK 3a TOMEPEIHI0, IO BUMAarae po3poOKu
JTMHAMIYHOTO MEXaHI3My MaciTa0yBaHHsS CKJIAQJHOCTI Tpu. He MeHI BaXXJIMBOIO €
peanizailisi BHYTpPIIIHbOIIPOBOi €KOHOMIKM: KOXHA Be)ka MOBMHHA MaTH BapTiCTh, a 3a
3HMILIEHHS BOPOT'iB I'paBellb Ma€ OTPUMYBATH PECYPCH, K1 TO3BOJISIOTH KYITyBaTH HOB1 BEXK1
abo MOKpanlyBaTu HasiBHI. TakuM 4YHUHOM, (HOPMYETHCS LHUKI «PU3UK—BUHATOPOAA», IO
HIATPUMYE THTEPEC 10 TPH.

J1o 3a7a4 TUTIIIOMHOT pO3pOOKH TaK0K HAJISKUTh (hopMyBaHHS 6a30Boro iHTEpdEiicy
KOPHUCTyBaya: BiIOOpaKEHHS peCcypcCiB, KUTBKOCTI KUTTIB, TOTOYHOI XBHJIi, ITOB1JIOMJICHb
Ipo TEePEeMOry YW Topa3Ky. YCl €JIeMEHTH MarTh OyTH aJanToBaHi JO JBOBHUMIPHOTO
BI3yaJIBHOTO CEpPEJIOBUINA Ta 3a0e3MeuyBaTH IHTYITUBHO 3pO3YMLTY B3a€EMOJIIIO 3 TPaBIIEM.
KpiM 1poro, rpa moBHHHA MaTH MOYAaTKOBE MEHIO, MOXJIMBICTH IMEPE3aIMyCKy PiBHS Ta
BUXOJY 3 IPOTPAMH.

3 orisay Ha BHUKOpHCTaHHS cepefoBuia Unity, JOJATKOBUMH 3aadyaMH I1OCTA€
ONTUMI3alli CTPYKTYPH MPOEKTY, MPAaBUIIbHE BUKOPUCTAHHS KOMIIOHEHTHOI apXiTEeKTYpH,
norpumanHs npuHIUIiB MVC y Mekax JIOTIKH T'pH, a TAKOXK 3a0e3meueHHsT YnTabeTbHOCTI
Ta pero3adenpHOCTI KoAy. OKpeMHM HampsiMOM TiependadacTbes peamizailiss 0a30BOi
aHimarii, iHTerparisi 3BYKOBUX e(EeKTiB Ta OQOpMJIEHHS IrpoBOi CIEHH Yy CTHIII

swamp/fantasy, skuii BiAnoBigae iieiHOMY 3aJlyMy T'pH.
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BucnoBku 10 po3ainy 1

VY pesynbTaTi aHamizy OpeAMETHOI 00jacTi OyJo BHUSABJICHO CYTTEBE 3POCTAHHS
MONyJISIPHOCTI 1UPpOBUX 1rop, 30kpeMa y 2D-cerMeHTi, SKUW JEMOHCTPY€E CTaOLILHUN
MOMUT Cepel IIUPOKOi ayAuTOpli 3aBASKM JOCTYNHOCTI, MNPOCTOTI CHPUHUHATTA Ta
KkpocruiaropmenHocTi. TeopeTuuHe OOIpyHTYBaHHsS PO3BUTKY 2D-irop namo 3mory
OKPECIIUTH OCHOBHI MPUHIUIIM, 3a SKUMH 3JIMCHIOETHCS MPOEKTYBaHHS, MOOYaA0Ba
reiMIiero Ta BisyanbHe odopMmieHHs. [IpoBeneHe MOPIBHSIHHS MOMYJSIPHUX PINICHb Y
xaHpi tower defense 3acBinumnio, 110 OUIBIIICTD 3 HUX MAalOTh OOMEKEHHS a00 y Bi3yasbHIN
THYYKOCTI1, a00 B alTOPUTMIYHIN CKJIAAHOCTI, 110 BIKPUBAE MOKJIMBICTH JJIi CTBOPEHHS
HOBOTO, OUTBII THYYKOTO i aIallTHBHOTO irPOBOTO MIPOAYKTY.

YTOouHEHHS BHUMOT 110 (YHKI[IOHAJIBHOCTI, CTaOUIbHOCTI, PO3UIMPIOBAHOCTI Ta
KOPUCTYBAIIBKOTO JIOCBIAY IO3BOJWIO C(HOPMYIIOBATH 4YiTKE TEXHIYHE 3aBIaHHS IS
JTUTUTOMHOTO PO€EKTY. Bu3HaueHo, 1o ctBopeHHs BiacHoi 2D tower defense-rpu nae 3mory
HE JIMIIE peali3yBaTH MPaKTUYHI HABUYKH Yy cdepi IrpoBOro MnporpamMyBaHHs, a U
IPOTECTYBATU CydacH1 TEXHOJIOT1l ¥ IHCTPYMEHTH Ha TpakTuill. 3i0paHa aHajmiTuyHa 0a3a
NoCJIyryBaja MIAIPYHTIM ISl IPUHHATTS OOIPYHTOBAHUX PIllIEHb OO0 BHOOPY PYIIis,

MOBH MPOTPaMyBaHHS Ta CTPYKTYpU MailOyTHBOT TpH.
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2 MIPOEKTYBAHHSA I'PU
2.1 IIpoexkTyBaHHs QYHKLIiOHATY

Ha erani npoekTyBaHHS (YHKUIOHAJIBHOI MOJENI TpU HEOOXIAHO BCEOIYHO
MpoaHai3yBaTh MOXKJIUBI i KOPUCTYyBaya B MeXaxX IrPOBOTO MPOILIECY, a TAKOK BUSHAUUTH
(GyHKIIOHAJIBHI peakiii cucteMu Ha 1i aii. Lle no3Bossie 3a06e3meunTy JOriyHy LUTICHICTb
apXITEeKTypH 3aCTOCYHKY, YHUKHYTH CYNEpPEYHOCTEH y TMOBEHIHIII CHCTEMH Ta 3aKJIacTd
OCHOBY I MailOyTHhOro MacmrtaOyBaHHs. OJHUM 3 €(PEKTUBHHUX IHCTPYMEHTIB, IO
703BOJIsIE (hOpMali3yBaTH Takl B3a€EMO3B’A3KHU, € JlarpaMa BapiaHTIB BUKOPHUCTAaHHS (use-
case diagram). Bona 3a6e3neuye rpadiuHe NpeacTaBiICHHs KIIOYOBUX CIIEHAPIiB B3a€MO/II1
MDK KOPUCTYyBayeM 1 CHUCTEMOIO, a TaKOX JO03BOJISIE CTPYKTYpPyBaTU (DYHKI[IOHATLHICTH
3aCTOCYHKY Ha paHHIX eTanax po3poOKd. Y KOHTEKCTI HAIIOro IMPOEKTY Taka jiarpama
Bi3yasizye oOcar (pyHKIIIOHANy, IEMOHCTPYE MOXIIHUBI MOCIIJOBHOCTI Jiil 1 BigoOpaxae
JIOT1KY B3a€MO3B’sI3KiB MK KOMIIOHEHTAMH irPOBOTO MPOIIECY.

KO3epom y KOHTEKCTI 1i€l Tpy BUCTYyMA€ KIiHIEBUH TpaBellb — 0co0a, siKa Kepye
IrpOBUMHU TIpoIlecamMu yepe3 BizyalnbHUM iHTepdelic kopuctyBadya. CucremMa, B CBOIO 4epry,
— 1€ BCS CYKYMNHICTh BHYTPIIIHIX MEXaHI3MIB, aJrOPUTMIB Ta JIOTIYHUX MOYJIIB,
nobynoBanux Ha pymrii Unity, 110 BiAmoBigae 3a peakiliio Ha Aii rpaBIisl, BioOpaKeHHs
MO/Ti, OOYMCIICHHS Pe3yJIbTATIB 1 JMHAMIUHY 3MIHY CTaHIB T'PH BIJIIMOBIIHO /10 3aKJIaICHUX
creHapiiB. Takuii moain Ha "akTopiB" 1 "cucremy" M03BOJISE YITKO BIIOKPEMUTH 30BHIITHIO
MOBEAIHKY BiJl BHYTPIIIHBOI JIOTIKH, [0 BAKJIUBO 3 TOYKU 30PY MIATPUMKH Ta CYyMPOBOIY

MIPOrPAMHOI0 IPOAYKTY.
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Pucynok 2.1 — Jliarpama BapiaHTiB BUKOPHCTAHHS

Ha crtBOpenili Hamm JmiarpamMi akTOpOM BHUCTYIA€ KIHIIEBUUW KOPUCTYyBad, TOOTO
rpaBellb, SKUA B3a€MOJi€ 3 ITPOBUM 3aCTOCYHKOM uYepe3 iHTepdeiic KopucTyBadya.
IlenTpansHUM eJeMEHTOM (YHKIIOHAJBHOI MOJAEN € irpoBa cucteMa — HaOip
KOMITOHEHTIB, IO pPeali3yloThb OOpOOKY BBEJCHUX IaHUX, 3MIHIOIOTh CTaHU OO0’ €KTIB,
KOHTPOJIFOIOTh B3a€EMOJIIF0 MK €JIeMEHTaMHU Ta 3a0e3NedyroTh IUIICHICTh IrPOBOTO
CepelOBHUINAa. YMOBHO BCIHO (PYHKIIOHAJIBHICTh ITPOBOi CHCTEMH MOKHA TOJUIMNTH Ha
JIEKITbKA BEIMKUX OJIOKIB: 1HIIiami3allis irpoBOTO cepeoBHINa (3amycK TP, 3aBaHTAKCHHS
CIIEHHU), KOHTPOJIb IrPOBOTO Tpolecy (PO3MIIIEHHS BEX, MOYATOK XBHWJII), B3aEMOJIA 3
pecypcamu (30uMpaHHs, BUTpAUYaHHs, aNTpeilin), clieHapil 3aBeplleHHs (BUTpalll, [TOPa3Ka,
nepes3aryck), a TAKOXK JOTIOMDKHI Jii (BUX1J] y TOJIOBHE MEHIO, HAAIITYBaHHSA, 1ay3a).

I'paBentb Mae 3MoOry 3amycKaTw Tpy Ta TMOYHMHATH HOBY CECii0, IO IHIIiami3ye
BHYTPIIIHIO CTPYKTYPY JaHUX, TEHEPYE MaIy, PO3MIIIYyE MOYATKOBI 00’ €KTH Ta OOHYJIsE
TaliMepu U pecypcH. Y paMKax aKTUBHOI Cecli KOPUCTYyBay MOKE PO3MIIIyBaTH OOOPOHHI
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BEXKI Ha BU3HAYCHUX MUITHKAX KapTH. BaxiIwBo, M0 IS IOTO CHCTEMa TEpPEeBipse SK
JIOT1KY JJOCTYMHOCTI1 KJIITUHKH, TaK 1 HASBHICTh HEOOX1HOT KIJTbKOCT1 pecypciB. KoxkHa Bexa
BOJIOJII€ YHIKATbHUMHU XapaKTePUCTUKAMH — IIBUIKICTIO aTaKH, TAJbHICTIO, TUTIOM IIKOIU
— 1 Moke OyTH TMoKpalleHa y npoueci rpu. [lokpaiieHHs Bexi JOCTYIHE JUIIe Micas ii
YCHIITHOTO PO3MIILIEHHS, @ HOTO BapTICTh MOCTYIIOBO 3POCTAE.

Cucrema peaiiizye MOCHIAOBHY JIOTIKY XBHJIb — TPYNH BOPOTIB 3 SBISIIOTHCS Ha
CTapTOBUX TOYKAaX 1 MPSAMYIOTh JO0 TrpaBleBoi 0a3u. SIKI0 meBHAa KUIBKICTH BOPOTIB
nojonajga HUIsIX 1 jgocsria 0a3u, cucrema (Qikcye MopasKy. SIKIIo K XBHIS YCHIIIHO
3HHMIIICHA, TPaBEIlb OTPUMYE Haropoay — pPECypcH, Ki MOKHA BUTPATUTH Ha HOBI CTIOPYIH
a00 TIOKpAIIEHHS BXKE HassBHUX. TakUM YMHOM, TPaBeIlb Y PEXKUMI peaIbHOTO Yacy aHaJli3ye
CUTYaIlit0, TPUIIMaE PIIICHHS PO CTPATEridYHE PO3MIIICHHS CIIOPY/, CIIIKYE 32 TEMITOM TPH
Ta KOOPJHMHYE 3aXKUCT. 3aBEPIICHHS PiBHS BiIKPUBAE JOCTYI JIO CIICHAPIiB Iepe3aycKy ado
TIOBEPHEHHSI JI0 TOJIOBHOTO MEHIO, IO € TUIIOBUM BapiaHTOM PO3Tally>KEHHS y 103ep-(Iioy.

Jliarpama TakoXX LTIOCTPYE 3aJCKHICTh MK JISIMH TPaBI: JAesiki QPYHKIT MOXYTh
BUKOHYBATUCh JIMINE TICAs BUKOHaHHSA 1HImWX. Hanpuknan, nigs «[loxpammutu Bexy»
MO>KJIMBA JIUIIE TICHs 11 MoOYA0BH, a PO3MIIIEHHS JOCTYITHE JIMIIE B MEKaX aKTUBHOI cecii
rpu. Lle 3a0e3neuye MOKPOKOBICTh JIOT1KH, YHEMOKIIUBIIIOE XUOHI [Tii, MIHIMI3Y€ KITbKICTh
MIOMHUJIOK, TIOB’S3aHUX 13 I1103a4E€pPrOBUM BHKIMKOM METOJIB a00 aHOMAaJisIMH CTaHy.
[ToxiOHa MOMAENb MO3BOJISE JIETKO MacIITaOyBaTH Tpy: Y MakOyTHROMY JOJaTH HOBI ii,
CIIeHAapii UM TUIIK aKTOPiB (HANPUKJIAI, IPYroro rpapis ado aaMiHICTpaTopa), He 3MIHIOIOUH
3arajbHy JIOTIKY.

VY miacyMKy, 3aBASIKM YITKOMY PO3MEXKYBAHHIO i, CTPYKTYpOBaHIW JIOTII Ta
noOyZoBi CIeHApiiB y BUTIANI USe-case JiarpaMu, po3poOJieHa MOJENIb CHUCTEMHU €
3pO3yMIIOK0 JJIs BCi€T KOMaHIM — Bij] TeMIN3aiHEPIB 0 TECTYBAIBHHUKIB — 13a0e3meuye
nepenOauyBaHy MOBEAIHKY TPH, THYUYKICTh Yy peajizaimii Ta OCHOBY ISl TOJAQJIBIIOTO

PO3BUTKY IPOEKTY.
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2.2 IIpoeKkTyBaHHS BHYTPIlIHbLOI 0y 10BH

BHyTpilHs apXiTeKTypa NporpaMHOro 3a0e3rneyeHHsl 3HAaYHOK MIPOI0 BU3HAYAE SIK
CTaOUIbHICTh pOOOTH ITPOBOTO AOJATKY, TaK 1 3pyUHICTh HOro MaciiTadyBaHHs, CyIPOBOAY
Ta TecTyBaHHs. [ Toro, mo6 3a0e3MeunTH YiTKy JIOTIKY B3a€MOJIT MK KOMIIOHEHTaMHU
cucTemMu, Oyio0 nmoOynoBaHO Alarpamy KiaciB, ska BioOpaxae CTPYKTYpY KOy HPOEKTY,
PO3pOOIIEHOr0 Y MeXkaxX JUIIOMHOI POOOTH.

Jliarpama KjaciB OXOIUTIOE KJIHOUOBI KOMITOHEHTH, IO BIAMOBIJAIOTH 32 MOOYI0OBY
PiBHIB, JIOTIKY BOPOTiB, CUCTEMY BeX, IHTep(deiic KopucTyBaya, peAaKTOPChbKi IHCTPYMEHTHU
Ta TepesiueHHs, K1 BU3HAYal0Th BHYTPIIIHI CTAaHU Ta TUIIUA 00’ €KTiB. BoHa 1eMOHCTpyE K
criaJKyBaHHsI BiJl 0a30BHX KiaciB, 30kpemMa MonoBehaviour, Tak 1 B3a€EMO3B’SI3KH MK
JOTIOMDKHUMHU CTPYKTYpaMH, sIKi BAKOPUCTOBYIOThCS JUIsl 30€piraHHsi JaHUX Ta 0OpOOKH

BHYTPIIIHIX CIIEHaPiiB.

LevelEditor LevelkditorWin... ¥ FreeSpaceUl
Knace Knacc
= EditorWindow =+ MonoBehaviour

TowerlnfoProvi... ¥ TowerlevelProp... ¥ ?lEnur-
Knacc Knacc

Towerlevellnfo... ¥
Knacc

=¥ PropertyDrawer
¥

SpawnEnumera... ¥

Knace

EnemyHealth TowerModelVie... ¥

Knacc Knzcc N
- MonoBehaviour TowerfindResult ¥ EnemyTypeMet... ¥
Kazce Static Kaacc
¥

MainMenuUl EnemyHealthBar ¥ Limiter<TValue> EnemyinfoHold... ¥

Knacc Knzcc ¥HuBspransHEf Kazoo

—+ MonoBehaviour =+ MonoBehaviour

Bullet Enemylnfo Ex SerializedList<T... ¥
atic Kn

=+ MonoBehaviour

W
Knzcc acC Stati acc ¥uueepcansHuil Kazco
¥

StatusWorkType ¥ . EnemyType
Mepequcisiue MepequcisHue

Pucynok 2.2 — Jliarpama KiaciB

Cucrema BOpOTiB peanizyeThes uepe3 Taki kiacy, sk EnemyHealth, EnemyHealthBar,

Enemylnfo ta EnemylnfoHolder. Kitac EnemyHealth Biamosimae 3a 06poOKy KHUTTEBOTO
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LUKy BOPOXKMX IOHITIB — ypa)K€HHs, CMepTh, 3MiHa cTaHy. EnemyHealthBar peanizye
Bi3yaJlbHE NPEJCTaBICHHS KUIBKOCTI 370poB’s Hax BoporoM. Kmac Enemylnfo mictuth
MeTaiH(opmanio npo BOporiB (WIBHIAKICTh, TUH, 0a3oBe 370poB’s), a EnemylnfoHolder
JI03BOJISIE€ LIEHTPAII30BaHO 30epiraTu Ta pejaryBaTH Il XapaKTepUCTHKH, IMOBIPHO, dyepes
penakrop Unity.

Kinac EnemyType € enymepaiiieto, sika BU3HA4Ya€ TUIU BOPOTiB. Y TMO€THAHHI 3
EnemyTypeMethod, 1m0, iMOBIpHO, € CTATUYHUM KJIACOM-YTHUJIITOIO, peai30BaHO 3pyUHUN
MeXxaHi3M Kiacu@ikalii BOporis, ix 00poOKu Ta BIIOOPaKEHHS.

Cucrema BEX npeCcTaBlIeHa qyepes KJIacH TowerLevellnfo,
TowerLevelPropertyDrawer, TowerlInfoProvider, TowerModelView, TowerFindResult.
Bonu (hopMyrOTh TOBHOIIIHHUK MOJTYJIb JUUISl CTBOPEHHS, OHOBJICHHS Ta BiIOOpaYKEHHS BEK.
3okpema, TowerLevellnfo mictuth maHi mpo piBHiI Bex, a TowerLevelPropertyDrawer
3abe3reuye KaCTOMHE BiIoOpakeHHs BlacTUBOCcTel y peaakropi. Kimac TowerModelView
BIJINTOB1JIa€ 32 B3aEMOI110 MOJIEIII Ta NpecTaBiieHHs, ToAl sk TowerInfoProvider, oueBuiHoO,
BUKOHY€E (YHKIIIIO IMOCTavaabHUKa JaHux s Bexk. TowerFindResult € ctpykTypoto, sika
30epirae pe3ynbTaT MOIIYKy abo BUOOPY Bexki, 30epiraroud MOCUJIAHHS Ha BIAMOBIIHHM
00’ €KT.

[arepdeiic kopuctyBaua npencraBieHo kimacamu MainMenuUI ta FreeSpaceUI.
[lepmmii BimmoBimae 3a TOJOBHE MEHIO, 3alyCK piBHS, BHXIJ, IEpPe3ammycK TOIIO.
FreeSpaceUl, BoueBub, B3aEMOJII€ 3 IrPOBUM I10JIEM, BiIOOpaKarOuu BUIbHI ITUISHKH IS
po3mimieHHs1 Bek. BoHu obuzaBa € Hamagkamu MonoBehaviour, mo 3a0e3medye ixHe
MAKITIOYEHHS 10 00’ €KTIB CIIEHHU.

[actpymenTu penakropa mpencrasieni knacamu LevelEditor, LevelEditorWindow,
EnemylnfoHolder (sikuii mae moBeainky Editor). BoHu 103BOJISIOTE 3MiHIOBATH ITapamMeTpr
rpu 6e3nocepenubo 3 pemaktopa Unity. LevelEditorWindow, iimoBipHO, BiamoBimae 3a
rpadiuHe mpeacTaBIeHHS PiBHA Y BUTIISA/I BikHA penakTopa, a LevelEditor — 3a iioro soriky

Ta 00pOOKY B3aeMOIi.
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Cnyx00B1 KJIacM Ta CTPYKTYpH BIAIrparoTh JonoMixkHy poiib. Bullet peanizye
MOBEAIHKY CHapsAla, IO BUITYCKAEThCA BekaMu. SpawnEnumerable omnepye KoJeKIi€ro
00'€KTIB, sIK1 HEOOX1HO CTBOPUTH, UMOBIPHO, LI€ YacTUHA XBWJI1 BoporiB. Limiter<TValue>
€ YHIBepCadbHUM KIACOM, IO MOXe OOMEXKyBaTH 3HAYCHHS B TEBHUX MEXax.
SerializedList<T> — kacTomMHa KOJIEKIlis, IPUCTOCOBaHA JI0 POOOTH 3 cepiaii30OBaHUMHU
o0'ekramu B Unity Editor.

EX — craruunuii knac, skuif IMOBIPHO MICTUTh po3lIMpeHHs (extension methods) abo
CITY>KOOB1 METOM JIJIsl CIPOILECHHS 3araJIbHUX JIiH, TaKuX K 00poOKa mojiiid, MaTeMaTH4Hi
PO3paxyHKH YU MEPEBIPKH.

Enymeparii StatusWorkType ta EnemyType BUKOPHUCTOBYIOTBCS Il OTHCY CTaHIB
abo TumiB 00'exTiB y rpi. BoHu 3a6e3neuyioTh 4iTKe CTPYKTYPYBAHHS JIOTIKH, 3HIKYIOTh
KUIbKICTh "MariyHux" 3Hau€Hb Y KOJI1 Ta MiABUIIYIOTh YUTAEMICTh.

Ycs  apxiTekTypa Tpu moOynoBaHa Ha MPHHIMINAX MOJYJIBHOCTI Ta MOMALTY
BiZmoBinanbHOCTI. KOXKeH Kiac BIANOBITA€E 3a OKpeMHUH acmneKT (yHKI[IOHAIBHOCTI, M0
CIPOIIY€ MATPUMKY MPOEKTY Ta I03BOJISIE MACILITA0yBaTH HOro B MaitOyTHhOMY. HasiBHICTD
PEIAKTOPCHKUX THCTPYMEHTIB CBITYUTH MPO OPIEHTAIlII0 PO3POOKU HE JIUIE HA KIHIICBUI

pe3yibTart, aje W Ha 3py4YHICTh TeCTYBaHHS Ta 3MiHU MapaMeTpiB 0e3 Moaudikaliii Koay.
2.3 Bubip 3aco00iB po3podku

VY mporieci CTBOPEHHS IrPOBOTO 3aCTOCYHKY KJIFOUOBHM € BHOIp PYIIis, SKUW CTaHe
OCHOBOIO JIJIs peai3allii BCiX TEXHIYHUX Ta Bi3yaIbHUX KOMIOHEHTIB rpu. Cepen HasiBHUX
pillieHh HA PUHKY MPOTpaMHUX 3aC001B pO3pOOKH irop 0COOIUBY yBary Oyio MpHUIIICHO
TakuM monyiaspHuM tiatdpopmam, sik Unity, Unreal Engine, Godot, GameMaker Studio,
Defold Ta Cocos2d. Ilicist netanpbHOT0 MOPIBHSUTBHOTO aHATi3y OyJIo 0OTpyHTOBAHO BHOIp

came Unity K OCHOBH JJIs peatizailii TUIIIOMHOTO TPOEKTY.

2025 p. Janunno [uranok



Kadenpa inTenekTyansHux inpopMariiinux cucrem 23
PospoGka 2D rpu "3axucr 3amky" Ha meuryi Unity3D
Tabmuus 2.1 — IlopiBHsAHHA py1IiiB AJig po3poOku 2D-irop
Pymmiit Mosa OcHoBHa cnemianizaiis | [lepeBaru Henomixu
porpaMyBaHH
S
Unity C# 2D/3D, [MoTyxHuii Baxumii  3a
MYJbTUIIATGOPMEHICT | pelaKTop, JerKi  pyuiii,
b Unity  Asset | ae BECh
Store, ©Oararo | pyHKIIIOHAT
TyTOpianiB 0€3KOIITOBHU
i
Unreal C++ / | IlepeBaxkuo 3D Bucoxkosikicna | CkiagHui,
Engine Blueprints rpacdika, Ha/UTUTIITKOBHIA
Bi3yalibHE TUTSE 2D,
NPOrpaMyBaHH | BEJUKHIA
s po3Mip
MIPOEKTIB
Godot GDScript/ C# | 2D/3D Open-source, | Menmie
Engine JIETKU, IIJIariHiB,
aKTUBHA cialia
COUILHOTA MiATPpUMKA
BEITUKUX
MIPOEKTIB
GameMake | GML 2D [Ipocta norika, | OOMexxeHui
r Studio mamuii  mopir | Ul, ckmagHO
BXOAY MacutadyBar
u
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Kineus tabnni 2.1

Defold Lua 2D Jlerkui, Hessuuna
OITUMI30BaHUI | EKOCUCTEMA,
BY3bKa
MiATPUMKA
Cocos2d C++ 2D ['HyYKiCTB, Bucokwii
BUCOKHIA Hopir  BXOAy,
KOHTPOJIb Majo
BI3yaJIbHUX
IHCTPYMEHTIB

Sx BuanHo 3 Tabnumi 2.1, Unity BUT1IHO BUPI3HAETbCA Cepell IHIIUX PYIIIiB 3aBISKU
CBOIll yHIBEpPCAIBHOCTI, 3PYYHOCTI y BHMKOPHUCTAHHI Ta MOTY>KHOMY (yHKIioHany. Ha
BIIMIHY BiJ] 0araThOX ajJbTEPHATHB, BIH HAJa€ MOXKJIUBICTh CTBOpIOBaTH K 2D, Tak 1 3D
irpu 6e3 HEOOXITHOCTI IMEepeMHKaHHs MK IutaTdhopmMamMu ab0 BUKOPUCTAHHS Pi3HUX
cepeoBUIl. Y KOHTEKCTI MPOEKTY, IO CTOCYETHCS CTBOPEHHS JIBOBUMIPHOI T'pH, PYIIii
HaJae cremanizoBanuii 2D-pexkumM, KUK onTuMizye poOOTy 31 crpaiiTaMu, aHIMaIII€lo,
Taiimariamu Ta (izukoro. Lle gae 3Mory CyTTEBO 3MEHIIMTH Yac Ha PO3pOOKYy Oe3 BTpaTH
SIKOCT1 Y¥ () yHKITIOHATHHOCTI.

[TopiBasiHo 3 Unreal Engine, Unity Burisigae 3Ha4HoO JIETIIMM Ta AOCTYMHIIIAM IS
HEBEITMKUX KOMaHJ 1 IHAUBITyalbHUX po3poOHUKiB. Unreal, 6e3ymMOBHO, Mae Bpaxkaroui
MOXIMBOCTI y cdepi 3D-rpadiku Ta ¢oropeanizsmy, oAHAK HOro (yHKIIOHAT 4YacToO €
HaaMipHUM i peanizamii 2D-npoextiB. Kpim Toro, po6ora 3 Unreal motpebye Oinbi
rMMOOKUX 3HaHb y rany3i C++ Ta ckiaadimoro mporecy kommiismii. Unity HaTOMICTh
JI03BOJISIE BUKOPUCTOBYBATH MOBY C#, sika € OUIBII 1HTYITHBHO 3pO3yMIJIOI0 NIl HOBAYKiB
Ta IIBU/IIIE ONAHOBYETHCS B KOHTEKCTI OCBITHIX IMPOEKTIB.

Godot Engine, skmii ocTaHHIMH pOKaMH 3100yBa€ MOMYJSPHICTH cepen iHIi-

PO3pOOHMUKIB, 11MICHO Ma€ HU3KY MEepeBar, cepell IKUX BIAKPUTUN BUXITHUN KOJI, JIeTKa Bara
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Ta akTuBHA crnuibHOTA. [IpoTe cuctema GDScript, 1110 € OCHOBHOIO MOBOO JJIsI HAITM CAHHSI
cuenapiiB y Godot, 3HauHo noctynaerbes C# K y NPOAYKTUBHOCTI, TaK 1 B IHCTpPYMEHTAapi.
Kpim Toro, exocucrema Godot mMoOku IO HE Ma€ TAaKOTO IIHPOKOTO CIEKTpa TOTOBUX
KOMIIOHEHTIB, IHCTPYMEHTIB Ta miariHiB, sik Unity Asset Store. Lle oOMexye TrHYUYKICTh
MIPOEKTY, OCOOJIMBO B YACTUHI Bi3yaJIbHOTO 0()OPMIIEHHS Ta PO3IIMPEHHS (PYHKIIOHATY.

GameMaker Studio € yy10BUM pIIIEHHSM AJIs1 CTBOPEHHS NpocTux 2D-1rop, 30kpema
wiargopmepiB Ta apkaa. Bin mae 3pyuHuil iHTepdeiic 1 n03Bois€ mpaloBatu 0e3
HAIMCAaHHS BEJIUKOI KUTbKOCT1 Koay. [IpoTe nist Ouibin ckinaaHux irop skanpy tower defense
HOro MOXKJIMBOCTI MOXKYTh BUSBHTHCS HepocTtaTHIMU. CTpykTypa GameMaker oOMexxeHa B
NUTaHHAX  pobotw 31 ckimagaumMu  Ul-KOMIIOHEHTaMHM, CHCTEMaMH  YaCTHHOK,
PEAAKTOPCHKUMU IHCTPYMEHTAMH Ta MYJIbTUIUIATPOPMEHHICTIO Ha PiBHI, SKUH MPOIOHYE
Unity. Takox BapTO BpaxoByBaTH, 110 Unity JI03BOJIsi€E CTBOPIOBATH KaCTOMHI PEAaKTOPH,
10 € KPUTUYHO BAXKJIMBUM JIJIsl IIBUKOI ajanTallii irpoBux piBHiB, Toal Ak y GameMaker
TaKa MOKJIUBICTb peai3y€eThbcsi 0OMEKEHO.

Pymiit Cocos2d, xou 1 cnemiamizyerbest Ha 2D-irpax, mae By3bKYy cdepy
3acToCyBaHHA. MOro CTpykTypa BUMAarae OUIbII HH3BKOPIBHEBOTO MIiIXOAY, a PO3pobKa
BeJIeThCs TepeBakHO Ha C++, 110 MiABHUIIYE MOPIT BXOAY JJIsI HOBAYKiB. Y TOPIBHAHHI 3
Unity, Cocos2d BUTIIsija€ MEHIII THYYKUM 1 HE Ma€ Takoi KUIBKOCTI IHTETPOBAaHUX 3ac00iB
JUIS CTBOPEHHS 1HTEepdelicy, podoTu 3 pecypcamu abo moOyaoBu ciieH. J[o Toro x, s
Cy4aCHOTO KOPUCTyBada KPUTUYHO BXKIMBHUMHU € 3acOo0M Bizyaunizaillii, migrpumka VR/AR,
XMapHi CepBiCH, aHATITHKA — yci 11l KommoHeHTH Unity Mae Bxke «3 KOpoOKm» ado JOCTyIH1
gyepe3 odimiitHi MoTyTi.

[le ogauM BakauBUM (AKTOPOM CTajla TOCTYMHICTh HaBYAIbHUX MaTepiaiiB. Unity
Ma€ BEIMYE3HY KUTbKICTh OQIIIHHUX 1 HEoQIIHHUX TyTopiamliB, KypciB, (GopymiB Ta
nokymMmenTarii. Ile ocoOnMmMBO akTyallbHO B YMOBax OCBITHBOI PO3pOOKH, KOJIM TOTpiOHA
IIBHJIKA MIATPUMKA 3 OOKY CIUIBHOTH 200 MOKJIMBICTh 3HAWTH NPHUKJIAJ peaizamii Tiel um

iHmoi 3agavi. HaBiTh HaWCKIQAHINI acMEKTH, TaKi SK ONTHMI3aIlis MPOJTYKTUBHOCTI abo
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nmoOy10Ba CUCTEMU 30€peKEeHHS JaHuxX, y cepefoBuili Unity MarOTh JeTaabHO OMUCaHI
pIIIEHHS, SIKI MOXKHa 0€3M0CEepEeIHBO IHTETPYBATU B IIPOEKT.

[TepeBaroro Unity € Tako» HOro MOTy»Ha ClieHa IHCTPYMEHTIB peIaKkTopa. 30Kpema,
ICHye MOXJIMBICTh cTBOpioBaTH BiacHl UIl-KOMIOHEHTH, BIPOBAIKyBaTH Bi3yallbHE
peaaryBaHHs JaHUX, TEHEPYBaTH PiBHI, TECTYBaTH MOBEIIHKY 00'€KTIB B peaibHOMY 4daci. B
yMOBaXx po3poOKu Ipu xaHpy tower defense 1ie 703B0JIsIE CTBOPUTH MOBHOIIHHY CUCTEMY
penaryBaHHs piBHIB, HAJIAIITYBaHHS BOPOTiB, BEXK, MapaMeTPiB IIKOU, IIBUJIKOCTI, JTOT1KH
XBHJIb TOIO. Takui MiAXiJ CYTTEBO CKOPOUYE Yac Ha iTEPaTUBHE TECTYBaHHS Ta MOJICTIIYE
MPOLIEC TEUMIU3ANHY.

BaxxnuBuM kputepieM € it MynbTUIIaTGopmerHicTb. Unity 103BOIsIE €KCTIOPTYBATH
rpy nig mupokuit cnektp miatpopm — Windows, Android, 10S, WebGL, Linux, a Takox
Uil iIrpoBUX KoHcojeH. lle BinkpuBae MOXIIMBOCTI JJiE MaiOyTHHOIO MaclITaOyBaHHS
NpOEKTY, MyOJiKaIli B MapKeTiielcax, aganTaiii 10 pi3HUX ayJuTOpid. AJIbTepHATUBHI
pymIii 9acTo MarTh OOMEXEHHS Ha OE3KOIITOBHE KOMEpIliiHe BUKOpPUCTAaHHS abo
BUMAararoTh JOJaTKOBUX MOAYJIIB JIJIsl PO3TOPTaHHs Ha pi3HUX muaTdopmax. Unity y nbomy
TIaH1 OUTBIN YHIBEpPCATBHUMN 1 TPO3OPHH.

VY mporieci CTBOPEHHS IrPOBOTO 3aCTOCYHKY KJIFOUOBHM € BUOIp PyIIisl, KM CTaHE
OCHOBOIO JIJIsI peastizallii BCiX TeXHIYHUX Ta BI3yaJIbHHX KOMIIOHEHTIB rpu. Cepen HasBHHUX
pilliecHb Ha PUHKY IPOrpaMHUX 3ac00iB pO3pOOKH irop OCOONHMBY yBary OyJio MPHUILICHO
TakuM monyaspauM matdopmam, sk Unity, Unreal Engine, Godot, GameMaker Studio,
Defold ta Cocos2d. ITicns meTtanpbHOTO MOPIBHSUIBHOTO aHANi3y Oysi0 OOIpYHTOBaHO BHOIp
came Unity sik OCHOBH TS pealti3allii AUIIOMHOTO TTPOEKTY.

Unity € oqaUM i3 HAWTTOIIMPEHIIINX PYIIIIB y CBITI 3aBISKH CBOIH yHIBEpCaIBHOCTI,
3pYYHOCTI y BUKOPUCTaHHI Ta TOTYXKHOMY (QyHKIioHaTy. Ha BimMiHy Bim OaraThox
aNMbTEPHATHUB, BiH HaJa€ MOXKIUBICTH cTBOpIoBatH siK 2D, Tak 1 3D irpu 6e3 HEeoOXiMHOCTI
NMepeMuKaHHd MDK TuiatopmaMu a00 BUKOPUCTAHHS PI3HUX CEPEAOBUIN. Y KOHTEKCTI

MIPOEKTY, IO CTOCYETHCS CTBOPEHHS TBOBUMIPHOI I'pH, PyIIiil Hajae cremianizoBanuii 2 D-
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PEXUM, SIKUHA ONTHMI3ye poOOTY 31 cpaiiTamu, aHiMalli€ro, TailnmManaMu Ta (i3ukoro. Lle
J1a€ 3MOTY CYTTEBO 3MEHILUTHU 4ac Ha po3poOKy O6€3 BTpaTH SIKOCTI UM (PYHKI[IOHAJIBHOCTI.

ITopiBusiHo 3 Unreal Engine, Unity Burisaae 3Ha4HO JICTIIMM Ta JOCTYIHIIIAM JISI
HEBEIIMKUX KOMaHI 1 IHIWBiAyanbHUX po3poOHuKiB. Unreal, 6e3yMoBHO, Mae Bpakarodi
MOXJIMBOCTI y cdepi 3D-rpadiku Ta ¢oropeanizsmy, ofHAK HOro (yHKIIOHAI 4acTo €
HaaMipHuM i peamizamii 2D-nipoektiB. Kpim toro, podora 3 Unreal motpebye Oinbin
rIMOOKKMX 3HaHb y rany3i C++ Ta ckimaaHimoro mpoiecy koMmmiasamii. Unity HatomicTh
JI03BOJISIE BUKOPUCTOBYBATU MOBY C#, sika € OUIbII 1HTYITUBHO 3pO3YMLIONO /JIi HOBAYKIB
Ta MIBU/IIIIE OMAHOBYETHCS B KOHTEKCT1 OCBITHIX MTPOEKTIB.

Godot Engine, skuii OCTaHHIMH pOKaMH 3100yBa€ MOMYJSPHICTh Cepel iHi-
PO3pOOHUKIB, IIHCHO Ma€ HU3KY MepeBar, cepe/l SKUX BIAKPUTUNA BUXITHUMN KOJI, JeTrKa Bara
Ta akTHBHA criapHOTA. [IpoTe cucrema GDSCript, 1110 € OCHOBHOIO MOBOIO JIJIsl HAITMCAHHS
cuenapiiB y Godot, 3Hauno nmocrymnaerscsi C# sik y IpOyKTUBHOCTI, TaK i B IHCTpYMEHTapIl.
Kpim Toro, exocuctema GOdOt MOKM [0 HE Ma€ TAaKOrO IIUPOKOTO CIEKTpa TOTOBHX
KOMIIOHEHTIB, IHCTpYMEHTIB Ta muiaridis, sk Unity Asset Store. Ile oOMexye THYUYKICTBH
IIPOEKTY, OCOOJIMBO B YACTHHI Bi3yaJbHOT'O O(POPMIICHHSI Ta PO3IMMUPECHHS (QYHKI[IOHATY.

GameMaker Studio € uymoBUM pillIeHHSAM JIJIs CTBOPEHHS IIpocTux 2D-irop, 30kpema
mwiatdopmepiB Ta apkaa. Bim mae 3pyunmil iHTepdeiic 1 m03Bojs€ mpamroBath 0e3
HAIKMCAaHHS BEJIMKOI KiITbKOCTI Koay. [IpoTe mms OinbIn ckiagHux irop skaupy tower defense
HlOro MOXIJIMBOCTI MOXYTh BUSIBUTHCS HepocTatHiME. CTpykTypa GameMaker oomexena B
NUTaHHAX  pobotn 31 ckmagHumu  Ul-KOMIIOHEHTaMHu, CHUCTEMaMH  YaCTHHOK,
PEAAKTOPCHKUMU IHCTPYMEHTAMH Ta MYJIbTUILIATPOPMEHHICTIO Ha PIiBHI, KU MPOMOHYE
Unity. Takox BapTo BpaxoByBatH, 1mo Unity no3Bossie CTBOPIOBATH KaCTOMHI PelaKTOpH,
0 € KPUTUYHO BaKJIMBUM JIJIS IBHU/IKOI aJanTalii irpoBux piBHIB, Toi sk y GameMaker
Taka MOKJIMBICTh peani3y€eThcsi 0OMEXEHO.

Pymriii  Cocos2d, xou i1 cmemianizyetbes Ha 2D-irpax, mae BY3bKy chepy
3acTOCYBaHHSA. MIOro CTpyKTypa BMMarae GilIbIl HH3BKOPIBHEBOTO MiIXOMLY, a PO3poOKa

BEJIEThCSA TepeBaxHO Ha C++, 1m0 miIBHIYE TOPIT BXOMY IS HOBAauYKiB. Y TOPIBHSHHI 3
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Unity, Cocos2d Burinsigae MEHII THYYKHM 1 HE Ma€ Takol KUTbKOCTI IHTErPOBaHUX 3ac00iB
JUIs CTBOpEHHS iHTepdeiicy, podoTu 3 pecypcamu abo moOyaoBu cueH. Jlo Toro x, s
CYy4aCHOT'0 KOPUCTYBaya KPUTHYHO BAXIIMBUMH € 3aco0u Bizyanizaiii, miarpumka VR/AR,
XMapHi CEpBICH, aHAIITUKA — yci 11l KommoHeHTH UNity Mae Bxke «3 KOPOOKK» a00 TOCTYITHI
yepe3 odiliitHl MOAYIII.

[lle oqauM BaykIMBUM (PAKTOPOM CTajia JIOCTYIHICTh HaBYAIbHUX MaTepianiB. Unity
Ma€ BEJIMYE3HY KUIbKICTh O(MIMIHHUX 1 HEOoPIIHHUX TyTOopiadiB, KypciB, GOpyMiB Ta
nokymMmenTaiii. Ile ocoO6nMBO akTyallbHO B yMOBax OCBITHBOI PO3pOOKHM, KOJIM MOTpiOHA
MIBUIKA MIATPUMKA 3 OOKY CHUIBHOTH 200 MOMJIMBICTh 3HANUTH MPUKIIaA peaizallii Tiei yu
iHImo1 3agavi. HaBiTh HaWCKIaAHINI acMEKTH, TaKi SK ONTHUMI3AIlisl MPOJTYKTUBHOCTI abo
noOyoBa cuUcTeMu 30epekeHHs AaHuX, y cepemoBuini Unity maroTh AeTaabHO OIHMCaHi
PIIIIEHHS, SIKI MOXKHA 0€3M0CEePEIHhO IHTETPYBATH B TIPOEKT.

[Tepesaroro Unity € Takox HOro MOTYy»HA ClieHa IHCTPYMEHTIB peilakTopa. 30KpemMa,
ICHye MOXJIMBICTH CcTBOpioBaTH BiacHl Ul-koMmoHEHTH, BIPOBaKyBaTH Bi3yallbHE
penaryBaHHs JaHUX, TEHEPYBaTH PiBHI, TECTYBaTH MOBEIHKY 00'€EKTIB B peaibHOMY daci. B
yMOBax po3poOku rpu xaHpy tower defense 1ie 103BoJIsIE CTBOPUTH MOBHOIIHHY CHCTEMY
penaryBaHHs piBHIB, HAJIAIITYBaHHS BOPOTiB, BEX, MapaMeTPiB IITKOIH, IITBUIKOCTI, JIOT1KH
XBWJIb TOIIO. Takui MiIXiJ CyTTEBO CKOPOUYE Yac Ha iITepaTUBHE TECTYBAHHS Ta MOJICTIIIYE
MPOLIEC TEUMIN3ANHY.

BaxxnuBum kputepiem € i mynbtuiuiarGopmernicts. UNity 103Boisi€ eKCIIOpTyBaTH
rpy mix mupokuii criektp miarpopm — Windows, Android, i10S, WebGL, Linux, a takox
JUTsl irpoBUX KoHcoJied. lle BimkpuBae MOMXIMBOCTI Il MallOyTHROTO MaciiTaOyBaHHS
MPOEKTY, MyOITiKaIlii B MapKeTIuieicax, ajanramii 10 pi3sHUX ayauTopiil. AJbTEpHATHBHI
pymrii 4acto MawTh OOMEXKEHHS Ha OE3KOIITOBHE KOMEpIliifHE BHUKOPHUCTAHHA a0o
BUMAararoTh JI0OJaTKOBUX MOJYJIIB JUIS pO3TOPTAaHHS Ha pi3HUX Muiatdopmax. Unity y iisomy
1aH1 OUTBI YHIBEPCATBHUAM 1 TPO30PHUH.

EdextuBHa peamizaiis TporpaMHOrO 3a0e3MEUeHHS HEMOXIWBa 0e3 BHOOpPY

BIIMIOBITHOTO CEpEeIOBUINA PO3POOKH. Y BHUIMAAKY CTBOpeHHs 2D-irpoBoro gomaTky Ha
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Unity i3 BukopuctanHsM MOBU C# KITIOYOBHM €JIEMEHTOM TEXHIYHOT iIH)PACTPYKTYPH CTa€
CepelloBULIE, sIKE€ 3a0€3MeUnTh MOBHOLIIHHY IHTErpalil0 3 pYUIIEM, MIATPUMKY MOBH,
3pYYHICTh HAJaro/KEHHS, BIJICTEKEHHS MOMWIJIOK, aBTOJOIOBHEHHS KOAY Ta IIBHAKHIMA
JOCTYI 10 JOKyMEHTAalli. 3 Oorjsay Ha BUIE3a3HaueHl KpuTepii, BUOip Oyno 3po0iaeHo Ha
kopucth Visual Studio — ogHOro 3 HaHOUIBIN MOTYXHHUX, CTAOLTBPHUX Ta ()YHKI[IOHAIHLHO
HACHYCHUX cepenoBulll st podoTu 3 C# ta Unity.

Visual Studio € odimiitHO pekOMEHIOBaHUM CepeIOBHUIIEM i po3pooku B Unity, 1o
3abe3rneuye Haiikpaily miarpumky kommnoneHtis .NET, interpariiro 3 pegakropom Unity ta
NOBHY CYMICHICTb 3 010J110Te€KaMu, sIK1 BAKOPUCTOBYIOThCS y Ipi. CepeoBHIlle Hala€ THYUYK]
IHCTpPYMEHTH [JIsl OpraHizaiii KOAY, HaJaro/pKeHHs MPOEKTY, 3alyCKy OHIT-TECTIB,
NEPEeBIPKM HA BUHATKH, MPO(]UIIOBaHHS MPOIYKTUBHOCTI Ta ONTHUMI3alii anroputmis. Lle
JI03BOJISIE HE JIMIIE peai3oByBaTH (PYHKIIOHAJ, a W MIATPUMYBATH SIKICTb MPOrPAMHOTO
OPOJYKTY Ha BUCOKOMY PIBHI.

VY nopiBusHHI 3 agbTepHaTuBamu, Takumu sk Visual Studio Code, JetBrains Rider,
MonoDevelop uu Sublime Text, Visual Studio mae Hu3Ky mepeBar, ki € KpHTHYHUMH JJIs
ckiaaguux mpoekTiB. Hampukman, Visual Studio Code xou i jerkwii Ta yHiBepCaabHHIA,
oJHAK He 3a0e3mnedye MOBHOI MIMOMHHU iHTerpamii 3 Unity 0e3 ckiagHOol HalamTyBaHHS
cTtoponHix posmupenb. Jlebar Unity y VS Code wyacto mpairoe HecTabinbHO, a
aBTOJIOTIOBHEHHS MOJKE MOTpeOyBaTH AOAATKOBUX KOH(piryparmii. Y cBoro uepry, Visual
Studio «3 kopooku» miarpumye Unity Debugger, npairioe 3 ycima Tumamu 30ipoK, i 103BOJISIE
nepersiaaTH 3HAYCHHS 3MIHHUX, CTeK BUKIMKIB, JOKaJIbHI 3MiHHI Ta O0'€KTH CICHHU Y
peanbHOMY 4Yaci.

JetBrains Rider — mie ogHe cydyacHe cepelOBMINE 3 IMOTYXKHUM ()YHKIIIOHATIOM.
[IpoTe BOHO € MIAaTHUM, IO OOMEXYE MOro JOCTYMHICTh Y KOHTEKCTI HABYAIBHOTO YH
IHIUBiTyaIbHOTO TIpOoeKTy. KpiM Toro, Rider mae nemnio BHIi CHCTEMHI BUMOTH, CITOKHBA€E
OinmpIie pecypciB Ta MOXKe MOTpeOyBaTH HaNAIITYBaHHS CTOPOHHIX TUIATIHIB JUISI TIEBHUX
mosxuBocterd Unity. Visual Studio y Bepcii Community € moBHICTIO O€3KOIITOBHOKO JIJIst

HEKOMEPIITHOTO BUKOPUCTAHHS Ta HABYAHHS, IPU LIbOMY MPOIOHYE BCl T1 % MOKJIHUBOCTI
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— BkouHO 3 Live Share, Git-interpariieto, BOYZOBaHUM TEPMIHAJIOM 1 TOTYXHHM
MEHEKEPOM PO3IINPEHb.

MonoDevelop, sxuit panime mocraBiasBcs pasom 3 Unity, maBHO BTpaTuB
AKTYallbHICTh 1 OilbIIe He MiATPUMYyeThcs. MoOro (yHKIIOHAIBHICT € O0OMEKEHOIO,
iHTepdeiic — 3actapinmum, a iHTerpaiis 3 HoBuMH Bepcismu UNity npakTU4YHO BifCYTHS.
Sublime Text abo Notepad++ — TeKCTOBI peaKTOpH, MO0 MOXKYTh BUKOPUCTOBYBATHUCH IS
penaryBaHHsS KOy, OJHaK HE HAJar0Th MOBHOIIIHHOTO CEPEIOBHINA JUIS HaJJaroKeHHS,
po0OTH 3 aBTOKOMILTITOM, KOHCOJUTIO, CHCTEMOO KOHTPOJTIO BEPCiif Ur TecTyBaHHAM. Takum
YHHOM, JIJIS1 CKJIaIHUX MPOEKTIB BOHU KaTETOPHYHO HE MiAXOMASTh.

Visual Studio Takox Mae BUCOKMH CTYIMiHBb KacToMmizailii. Mo)KHa HaJlalITOBYBAaTH
mabJIoOHU KOy, KOJIPHY CXeMY, rapsidi KJaBillli, aBTOMaTH4H1 IMIIOPTH, (popmMaTyBaHHSI.
Kpim Toro, miaTpumyeThCcsl CTBOpEHHs TpoekTiB He jaume mix Unity, a # mig .NET,
KOHCOJIbHI 3aCTOCYHKH, O10JII0T€KH, I1HCTPYMEHTH peJaKkTopa — 110 JI03BOJISIE
MacIITadyBaTH MPOEKTHY CTPYKTYPY 3a MOTpeOr. 3aBIsKH HASTBHOCTI PO3IINPEHb, TAKUX SIK
ReSharper, Unity Tools, C# Snippets Ta IntelliCode, cepenopuiiie HaOyBae A04aTKOBOI
THYYKOCTI ¥ IIIBUKO/TII.

Opniero 3 Hadnotyxkuimmx ¢yukmin Visual Studio € cucrema iHTEpPaKTHBHOTO
nebarinry. BoHa m03Bojsie HE MPOCTO 3YNMUHATH BHKOHAHHS Ha OpEMKIIOIHTaX, a W
3MIHIOBaTH 3HAYCHHs 3MIHHHUX Ha JIbOTY, BIJICTeKYBATH X1 BUKOHAHHS KOPYTHHU, YUTATH
BMICT CJIOBHHKIB 1 KOJIEKI[i{, TIpaI[fOBaTH 3 YMOBHHMH 3YITMHKAMH, JIOTYBAHHSM IOJIIA Ta
BUKIIUKIB. []e KpUTHYHO BaXXITMBO B IrPOBIi JIOTII, OCOOJIMBO T/l Yac pO3POOKH CKIIQTHUX
CUCTEM B3a€MOJIii MK Bexamu, Boporamu T1a Ul.

Visual Studio migTpumye iHTerparriro 3 Git: MmoxHa 6e3nocepenapo 3 |DE cTBoproBaTu
peno3uTopii, BUKOHYBATH KOMITH, TMPALIOBATH 3 TUIKAMH, POOWUTH 3IUTTA 3MiH. Y
KOMaHIHi{ po3po011i a60 mpy miATPUMILL iCTOPIi 3MiH 1€ 3HAYHO CIIPOIIYE POOOUHIA TIPOIIEC.
Takox icuye migtpumka Azure DevOps, GitHub Actions, Cl/CD-naiinnaiinis, mo poOHUTh
VS aKkTyanbHUM HaBITh JUIsl BETUKUX MPOJIAKITH-KOMAH/I, HE KaXXy4d BXKE MPO JUTUIOMHUAN

MIPOEKT.
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Hapermnri, cnig 3a3naunth, mo Visual Studio akTHBHO OHOBITIOETHCS, Ma€e ODilliiHY
ninTpuMKy 3 6oky Microsoft, ceprudikoBany JOKyMeHTAIlit0, a TAKOXK BEINYEC3HY KUTBKICTh
HaBYAJIbHUX MaTepialliB — sIK y TEKCTOBOMY, Tak 1 Bineodopmari. Lle n03Bosis€ MIBUIKO
OMAaHYBAaTH HaBITh HAMCKIIAJHIIII aClEeKTH po3poOKH, 1 HE BUTpayaTH 4yac Ha OOpOTHOY 3

THCTPYMEHTOM 3aMICTh peaiizailii (yHKI[IOHATY.
BucnoBku 10 po3ainy 2

Y Mexax apyroro pos3autry Oyno 3M1MCHEHO TOBHOIIIHHE MPOEKTYBaHHS IrPOBOT
CUCTEMHU 3 ypaxyBaHHSM (YHKI[IOHAJIBHUX, CTPYKTYPHUX Ta apXiTEeKTypHHX BHUMOT. B
OCHOBY PO3pOOKH MOKIAICHO MiX1/T O MOETATHOTO MOICTIOBaHHS (DYHKI[IOHAITY, IO 1aJI0
3MOTY BHOKPEMHTH KIIIOUOBI CIleHapii B3aemojii kopucTyBada 3 Tpor. [loOymoBana
JiarpaMa BaplaHTIB BUKOPUCTaHHA BinoOpa3mia 0a30Bi clieHapii: po3MILIEHHS BEXK, CTapT
XBWJII BOpOTiB, B3a€MOJII0 3 IHTepdeiicom, amrpeisi eneMeHTiB oboponu Tomio. Lle
J03BOJIUIIO C(HOPMYBATH JIOTTUYHHM KapKac MOBEAIHKY IpaBlis B paMKax 3a/JaHOr0 IrpOBOTO
porecy.

Po3pobka BHYTpilIHKOI OyIOBH CHCTEMH Ha OCHOBI JiarpaMu KJaciB 3abe3nedunia
YiTKE PO3MEXYBaHHS OOOB’S3KIB MIK eJleMeHTaMH apxiTekTypu. Kiacu BOpoOriB, BexX,
XxBWIb, UI-KOMITOHEHTIB Ta JIOTIKH PiBHIB pO3pO0OJIEHO TAKUM YMHOM, 100 MiATPUMYBaIach
MOAYJIBHICTh, PO3IIMPIOBAHICTD 1 3pYYHICTh MOJAJIBIIOT MATPUMKH Koy, OCcOoONHBY yBary
OpUAUIEHO MeXaHi3MaMm arperairiii  iHdopwmarii, IiHKancymsiii crTaHiB 00 €KTIB 1
3a0€3MEeUYCeHHIO B3a€EMO/I1T MIXK KOMIIOHEHTAMH Yepe3 CIIeliaai3oBaHl CepBICH.

OO6rpyHTOBaHO BUOIp OCHOBHUX TEXHOJIOTTYHHX 3ac001B: pymrist Unity sik mimaTdopmu
po3po0OKH, MOBHU mporpamyBaHHs C# SK OCHOBHOT'O IHCTPYMEHTA JIOTIKH Ta CEpeIOBHIIA
Visual Studio sx iHTerpoBaHOTrO pimeHHS s €(PEKTUBHOT PO3POOKH 1 HAJNATOJKEHHSI.
[IpoBenene TMOPIBHAHHS 3 albTEPHATHBAMHU MMIATBEPAMIIO JOMUIBHICTH OOpPaHOrO CTEKa
TEXHOJIOT1H Y KOHTEKCTI peanizariii came 2D-irpoBoro mpoekty B xanpi tower defense. Unity

3a0e3meunB yci HEOOXiTHI 3acO00M M BI3yalbHOTO TPOEKTYBAHHS PIBHIB, MATPUMKY
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anivauid, Ul, ¢i3ukum, a TakoXX IHCTPYMEHTH UIBUAKOIO HPOTOTUITYBAaHHS Ta
PEAAKTOPCHKOro HAJIAIITYBaHHS apaMETPIB.

TakuM YuHOM, pe3yibTaTH APYroro po3Auly 3a0e3neuniv TMOBHY TEXHIYHY Ta
JIOT1YHY MIATOTOBKY JI0 €TaIly peai3allii, HaJlaBIIH YiTKe 0aUeHHs CTPYKTYPH MailOyTHHOTO
I'POBOTr0 3aCTOCYHKY Ta 3aKJIaBUIM OCHOBY JUIsl HOro epeKTUBHOI peasizallii i HoJaabIIoro

MacmTabyBaHHS.
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3 PO3POBKA I'PA "3AXHUCT 3AMKY"
3.1 Po3po0ka 0CHOBHMX aJITOPUTMIB

Po3poOka aaropuTMi4HOi OCHOBU I'pyd — KIIFOUYOBUHM €Tall peajizallii mporpaMHoOro
MPOAYKTY, SKMM BHU3HAYa€ JIOTIKY (YHKLIOHYBaHHS BHYTPIIIHIX MPOIECIB, AUHAMIKY
reUMILICIO Ta Y3TOJKEHICTh B3aeMO 111 MK 00’ ekTamMu. CaMe Ha IIbOMY €Tarll CTBOPIOETHCS
ceplie rpu — HaOIp CLIEHApIiB, 5K 3a0€3MeUyr0Th 11 )KUTTEBUIN LMK BiJl TeéHEpallii BOPOriB
1 KepyBaHHsI iX mapaMeTpaMH J0 OHOBIICHHS BEX, OOPaxXyHKY IIKOAH, BU3HAYCHHS (hiHATY
piBHA. Big SIKOCTI anropuTMIB 3aJ€XHUTh 3arajbHa CTaOUIbHICTb I'PH, ii 30aaHCOBAHICTD,
JUHAMIKa Ta 1IrpoBa MpUBaOIUBICTh. K10 iHTEepdelc BIANOBIAAE 3a NEpIlie BPaKeHHS, TO
jorika rpu QOopMye OCBiN, MO0 3aJHMIIAETHCS 3 KOPUCTYBadeM HAJOBro. Y Mekax
JUTUIOMHOTO TPOEKTY PpEai3oBaHO HHU3KY IMOBHO(YHKIIIOHATBHUX aJTOPUTMIB, SIKi
OXOTUTIOIOTH yci 0a30B1 CKJIa[0B1 JOriku Tpu. LI anroputMu npaioTsh y TICHOMY 3B’ SI3KY
3 rpadiyHUMHU 00’ €KTaMU, TOJ1I€EBOIO crcTeMOro Unity Ta iIrpOBHM CTaHOM, SIKUH TOCTIMHO
3MIHIOETBCSl Y BIAMOBIAL Ha il TpaBIl abo MOBEMIHKY BoporiB. Hukue HaBejeHo aHami3
OCHOBHUX aJITOPUTMIB 3 hparMeHTaMHU KOJTy, 110 iX UTFOCTPYIOTh, IS TITUOIIOr0 pO3yMIHHS
PUHITUITIB TOOYI0OBU IrPOBOT MEXaHIKH.

ANTOpuUTM YIIpaBIiHHS TapaMeTpaMu BOpOTa

OnHie0 3 HaWBXJIMBINIMX YAaCTUH AJITOPUTMIYHOTO sJipa TPU € MOAYJb, SKHM
BIJIIOBiJIa€ 3a KEpyBaHHSA IMapaMeTpaMu BOPOXKUX OIuHMIG. llelt dyHKIioHaT €
dbyHIaMEHTOM JJIs1 TIOOYIOBH CUCTEMH OO0, aJDK€ caMe BOPOTH CTBOPIOIOTH BUKJIUK JIIS
TpaBIlsl, BIUIMBAIOTh HA CKIJIAHICTh TpU Ta (POPMYIOTh OCHOBHY HAMPYTY IrPOBOTO MPOIIECY.
Knac Enemylnfo BukoHye ponb 0a30BOro KOHTEHHEpa NaHWX, SIKAUWA I1HKATCYIIOE€ BCIO
HEOOXiIHY 1H(GOPMAIIiO PO KOHKPETHOTO BOPOXKOTO IOHITA. Y IBOMY Ki1aci 30epiratoThCs
Taki XapakTEPUCTHKH, SK MMBHIKICT pyxy (speed), motoune 3mopoB’s (health),
MakcuMmanbHe 3710poB’ss (maxHealth), morenmiitra mkoma (damage), sSiky BOpOr MoOXKe
3aB/IAaTH y pa3i JOCATHEHHS 0a3W rpaBIls, a TAKOK KUTBKICTh ITPOBUX PECYPCiB — Yy JaHOMY

BUIAJIKy MOHET (money), siKi rpaBellb OTPUMYE y pa3l yCHIITHOTO 3HUIIEHHSI BOPOTa.
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Take 4diTKe BIAOKPEMJIEHHS MapaMeTpiB J103BOJISIE THYYKO 3MIHIOBATH BJIACTUBOCTI
PI3HUX THUNIB BOPOriB 0€3 HEOOXIIHOCTI MEpPEenucyBAaTH IHIII MOAYJI IPH, IO 3HAYHO
MIJBUIIYE MAcIITA0OBAHICTh 1 CHpPOINYE MOJANBITY MHIATPUMKY MNpoekTy. Kpim Toro,
napametpu Ty Min(0) a6o Min(1) Buctynarots ¢popmoro 6a30Boi Baiifalii 3HaYeHb Y
peaakTopi Unity, 1110 103BOJIsi€ 3MEHIIUTH KUIBKICTh TOMWJIOK Ha €Tari KOH(Irypariii.

Oco6nmBoi1 yBaru 3acinyroBye BiactuBicTh RelativeHealth, sika peanizye oouncnenss
BITHOCHOTO pIiBHS 370pOB’S TOTOYHOTO BOpOra $K BIJICOTKOBOTO CITIBBITHOIIIEHHS
NOTOYHOTO J10 MAaKCUMAaJIbHOTO 3HaueHHs. L{elt mapameTp He TUIbKKM BUKOPUCTOBYETHCS IS
BiTOOpaXKeHHsI IIKaJIu 370pOB’s B iHTepdeiici, ame ¥ MOXKe CIyryBaTH TPUTEPOM s
NOBEIIHKOBUX 3MIH BOpOTa: HapHUKJaa, 3MiHA KOJIbOPY, IIBUIKOCTI a00 TUIlY aTaku MpHU
3MEHIIIEHHI 3/I0POB’S HUXKYe MEBHOro mopory. TakumM 4MHOM, HaBiTh 0a30BUH KJac Hazlae

BEJIMKUN MPOCTIp AJi MOOY0BU aJaNTUBHOI Ta IMHAMIYHOT OOMOBOT CUCTEMHU.

[Serializable]

public class EnemyInfo

{
[Min (0)] public float speed = 1;
[Min (0)] public int health;
[Min(1)] public int maxHealth;
[Min(0)] public int damage = 1;
[Min (0)] public int money = 1;
public EnemyType enemyType;

public float RelativeHealth => health / (float)maxHealth;

Pucynok 3.1 — Kiac Enemylnfo

VY 3aranbHOMy KOHTEKCTi, kiac Enemylnfo € 3pa3kom mpaBWIbHOI 1HKancCymsiii
JaHUX, M0 JIO3BOJISIE IIEHTPANi30BaHO 30epiraTH BCi KIFOUOBI XapaKTEPUCTHKUA BOPOXKOI
OJIMHUII1, B3aEMOJIISITH 3 HUIMH YIPOJOBXK YCHOTO IrPOBOTO IUKITY Ta 3a0€3MEUYNUTH KOPEKTHY

IHTErpalio 3 1HIIMMU MOJYJISIMU — TaKUMH SIK CUCTEMa IeHepallli BOPOTiB, MEHEIKep
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XBWJIb 200 O0MoBuUH 1HTEpdeic. Lle Takoxk € nepinM KpoKOM A0 pO3IIUPEHHS — J0/1aBaHHS
HOBHUX THUIIIB BOPOTiB, 3MIHM OaslaHCy, 3acTocyBaHHs eneMeHTiB Il — yce e MoxnuBo
3aBJISIKM TPaBUIIBHO MOOYI0OBaH1 OCHOBI.

ANropuT™M NOCIIAOBHOTO CTBOPEHHS BOPOTIB

VY 6u1bIIOCTI CydacHHUX 1rop, Jie peaaizoBaHO MEXaHIKy MPOXOJKEHHS PIBHIB uepes
XBWJII BOPOTIB, KPUTUYHO BAXKIMBOIO € YITKa Ta KOHTPOJIbOBAHA CHCTEMa TIeHeparli
CYNpOTUBHUKIB. Bij 1i peasnizaliii 3aj1eXuTh He JIMIlIe IrpOBUM OanaHc, aje il puTM, Harmpyra,
CKJIQJIHICTh 1 3a/JI0BOJIEHHS TpaBIls Bix mporecy. Came A mbOro y MeXax po3poOKu
IpOEKTY OYyJI0 CTBOPEHO crelnianizoBanuii kiac SpawnEnumerable, axuit peanizye mabdion
IEnumerable. 3aBasiku nboMy Kj1ac cTae JpKepeaoM 00’ €KTIB it KOHCTpYKIIii foreach, mo
JI03BOJISIE JIETKO ITEpaTUBHO TepeOupaTH BOPOriB, SKI MalOTh OyTH CTBOPEHI IMiJ Yac
IPOXO/KCHHSI KOHKPETHOTO pPiBHs. Takui MiAXil Hajae 3MOTY pealli3yBaTH HE IMPOCTO
CTaTUYHY 4Yepry MOHCTPIB, a MOBHOIIHHY 0araTopiBHEBY CHCTEMY XBHJIb i3 BKIAJICHUMH
MAXBUJISIMH, 110 3HAYHO 30arauye irpoBUid mpoliec.

Knac SpawnEnumerable BOymoByeTbcst y 3arajibHUil ITUKI Tpu Ta 3abe3neuye
MoeTanHe, KOHTPOJIbOBAHE MOPOHKEHHSI BOPOKUX IOHITIB 3TiIHO 3 Hamepe]] BU3HAUCHUM
cueHnapieM. KokHa xBuiisg (wave) MOXKe€ MICTHTH JeKUIbKa MiaXBwib (subWave), 1o
JI03BOJISIE 3a/1aTH HE TUTBKH KIJIBKICTh BOPOTIB, aji¢ ¥ X TUIIH, 4aCTOTY MOSBU Ta CTPYKTYPY
aTakh. Y KOXXHIN IMIXBUJII BKa3ye€ThCs KOHKpPETHa KUIBKICTH BOPOTiB (count), a TaKoX
00’exT (monster), sKuii MOTPiOHO 1HCTaHIIFOBAaTH. B mporeci BukoHnanus nukny foreach y
meronai GetEnumerator() BimOyBaeThCs MOCHIIOBHA T€HEPAITisl BOPOTIB 13 PI3HHUX IT1IXBUJIb,
[0 pOOUTH CHUCTEMY T'HYYKOIO, MAacIITa0OBAaHOKI W aJalnTHUBHOIO JIO0 OYyJb-SKOTO PIiBHS

CKJIAJTHOCTI.

public class SpawnEnumerable : IEnumerable<GameObject>

{

public IEnumerator<GameObject> GetEnumerator ()

{
for (var levelLength = level.waves.Length; CurrentPositionWave <

levellength; CurrentPositionWave++)
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CurrentWave = level.waves[CurrentPositionWave];
foreach (var subWave in CurrentWave.subWaves)

{

for (int 1 = 0; 1 < subWave.count; i++)

{
yield return subWave.monster;

CountSpawnMonsters++;

}

CurrentPositionWave—--—;

Pucynok 3.2 — Knac SpawnEnumerable

OpHi€ero 3 KIIOYOBHX MEPEBAr 1[bOT0 aJrOPUTMY € TOYHHNA KOHTPOJb HaJ KUTbKICTIO
Ta TIOPSAKOM CTBOPEHHX BOPOTiB. [limpaxyHOK 3MIHCHIOETHCS 32 JJOTIOMOTOK JTIYHILHUKIB!
CountSpawnMonsters — st Bxke ctBopeHux Boporis, 1 CountMonsters — jy1s 3arajabHOT
KUTBKOCTI, sika MOke OyTH 00UHCIIeHa Ha OCHOBI CYMapHOT0 3HaYeHHs count yciX MiIXBWIb
yCiX XBWUJIb piBHA. Lle M03BOIIsIE HE NHIIIEe MOHITOPUTH XiJ 0010, a i1 BUBOJWTH 1HIUKATOPH
nporpecy, Hampukiaa, MonsterFillPercentage, skuii MoO)Xe BHUKOPHUCTOBYBAaTHUCH Y
rpadigHomMy iHTepdencl A T1eMOHCTpallii, CKUTBKH BOPOTIB YK€ MPOMUIIIO 1 CKIIBKH IIIe

OYIKY€ETHCA.
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Pucynok 3.3 — CnaBH Boporis

Oxkpim 1poro, cTpykTypa SpawnEnumerable poOUTh MOKIMBUM JIETKO peai3oByBaH1
CIieHapii I aAanTUBHOI CKJIAHOCTI Ipu. Hanmpukiaz, y CKIIaHIIMKUX PIBHIX MOXKYTh OyTH
J0JIaH1 YMOBH, MPHU SKUX ITICIS KOKHOT MiAXBUIII MEPEBIPSETHCS CTaH TpaBIsl (3aTUIIOK
310pOB’s1 0a3u, KUIBKICTh PECYPCiB TOIIO), 1 HA OCHOBI ITUX JIAHUX 3MIHIOETHCS CKJaj] abo
KUIBKICTh BOPOTiB HACTYITHOT MiAXBWII. Takui THYYKUH TiAX11 10 TOOYI0BH XBUJIb POOHTH
Ipy JUHAMIYHOIO 1 MEHII TIepea0aqyBaHOIo.

Kpim Toro, BripoBamkenns inrepdeiicy IEnumerable mo3Bos1si€ BITOKpEMUTH JIOTIKY
CTBOPEHHSI BOPOTIB BiJ pEIITH IrpoBHX KOMIOHEHTIB. lle migBuIIye MOAYIbHICTH
apXITEKTYpH TPH Ta TOJIETIIYe TECTYBAaHHS, MOBTOPHE BUKOPUCTAHHS KOJYy W TOJAJbIIE
po3mmpeHHs ¢yHKioHany. Hampuknan, MokHa peanizyBaTh JOJATKOBI CTaHU IS
KOXXHOTO €JIeMEeHTa XBWJII — THUITY 3aTPUMKH TIepe/l CIaBHOM, OCOOJIMBIX YMOB TOSIBH 200
aHIMaIHHUX €()EeKTIB, — HE 3MIHIOIOYH 0a30BY CTPYKTYPY KIIacy.

Takum ynnom, SpawnEnumerable € mpukiaagoM rpaMoTHOI OpraHizaiii anropuTMmy
MOCJTITOBHOTO CTBOPEHHS BOPOT'iB, 1[0 HE JIUIIIE BI/ITOBIIa€ BAMOTaM J0 IPOAYKTUBHOCTI Ta
JIOTIKM TPH, a i 3a0e3nedye MacmTaboBaHICTh, 3pyUHICTh Y po3po0ili il KOHTPOILOBAHICTH
yCIX €TamiB IrpOBOi XBUJII.
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Anroput™ BUOOpPY 1H(pOpMaLii PO BEXKY

VY Oynp-skii rpi xkaHpy tower defense KiIOUOBUM €JI€MEHTOM TeUMILICIO € CUCTEMA
000pOHHUX criopyl — BexX. Came BOHM BUKOHYIOTh AKTUBHY OOHOBY pOJib, B3aEMOJIIIOTH 13
BOpOraMH, 3aBJAalOTh LIKOJHU, CIOXKMBAIOTh PECYpPCH Ta 3MIHIOIOTH ITPOBY JIMHAMIKY B
peanbHOMY yaci. JIjis peasnizaliii JOTiKM B3a€MO/IIi 3 BeKaMH, 30KpeMa TaKUX acCIEKTIB, K
OHOBJIEHHS, TOPIBHSIHHS P1BHIB, BUBEJEHHS xapakTepucTuk y Ul a0 BU3HaueHHS BapTOCTI1
anrpeiay, HeoOX1JHO MaTH IIEHTPaTi30BaHUM 1 THYUKH# c1ioci0 goctymny f0 iHdopMmailii npo
KOHKpeTHY Bexy. Llto 3amauy edpextuBHO po3B’s3ye peanizaiis kinacy TowerlnfoProvider,
AKUN y TOE€NHAaHHI 3 AonoMbKHOIO cTpykTyporo TowerFindResult go3Bossie 3naxonutu
BIJIMOB1/IHI MeTajaH1 32 00’ €KTOM BEX1 Ha CIICHI.

Meton GetTowerFindResultByTower() € 1meHTpaJlbHUM KOMIIOHEHTOM  ITi€l
¢GyHKIIOHATBHOCTI. BiH BHKOHYE MOILIYK BIAMOBIAHOCTI MIX KOHKPETHHUM EK3EMILISIPOM
o0’exta Tower, sKui iCHye y Tpi, Ta HOro NaHUMHU, SIKI 30€piraloTbCsi y CTPYKTYpi
TowerlInfoCollection y Burmisini nabopy TowerLevellnfos. Koxen 00’exkt TowerLevellnfo
MICTUTHh MacuB infoltems, siki OMUCYIOTH MOCIITOBHI PiBHI BJOCKOHAJICHHSI TIEBHOT'O THITY
BEXKi. Y KOXKHOMY eJleMeHTI 30epiraeThcs mpedad Bexi (tower), 110 BUCTYIIA€ €TAIOHOM ISl

MOPIBHSHHS 3 00’ €KTOM Ha CIICHI.
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public TowerFindResult GetTowerFindResultByTower (Tower tower)
{
foreach (var towerlevelInfo in TowerLevelInfos)
{
var towerlLevels = towerlevellInfo.infoltems;
for (int j = 0; j < towerLevels.Length; j++)
{
var prefab = towerLevels[j].tower;

if (tower.prefab == prefab)

return new TowerFindResult (towerLevelInfo, 7j);

}

return null;

36epiratothesi B TowerInfoCollection. Y mportieci BUKOHAHHS METOTY POBOIUTHCS ITepaIlis
no Bcix Tunax goctymHux Bex (TowerLevellnfos) Ta iX piBHSX, Micis 9Oro MOPIBHIOETHCS
npedad 06’ exra tower 13 mabdsoHOM 30epexeHoro piBHsa (towerLevels[j].tower). Akmio 36ir
BUSIBJIICHO, TO CTBOPIOETHCS 1 moBepTaeThes ekzemiursip TowerFindResult, skuit MicTUTB
iHdOopMaIIiI0 MPO KOHKPETHY BEXY Ta ii MOTOYHUN PIBEHb Yy CHCTEMI amrpeimay. SKino

BIJIMOBIIHICTh HE 3HANIEHO — METOJI IoBepTae null, 110 103B0JIIE KOHTPOIIOBATH BUITAAKU

Pucynok 3.4 — Kunac TowerInfoProvider

Ilet MeTom m03BOJISIE 3ICTABUTH OO’€EKT HA CIEHI 3 HMOro MeETaJaHUMH, IO

MOMIJIOK 200 HEKOPEKTHO CTBOPEHUX 00’ €KTIB.
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Life: 2 IENRZNN

Pucynok 3.5 — ByaiBHUIITBO Bex

Otpumannii TowerFindResult Buctymae iHTepdeiicoMm nocTymy 10 CTPYKTypu
xapakTepucTuk Bexi. Yepes BiaactuBocTi Currentltem ta Nextltem po3poOHUK MOXke JIETKO
BU3HAUWTH SIK TOTOYHHI CTaH BEXIi, TAK 1 HACTYITHUHN PIBEHb MTOKPAIIEHHS] — WOTO BapTiCTh,
30UTBIIICH] TTapaMeTpy aTakW, JAIBHICTh, MIBUAKICTh CTPLILOM Tomio. Taka mojaens mae
3MOTY peajli3yBaTH JIOTIKYy anrpeiiay yHidikoBaHO s Oyab-skoi Bexki 0e3 ayOsroBaHHS
KOJIy Ta JI03BOJISIE MIBUJIKO MAcIITa0yBaTH CUCTEMY — HAIIPUKIIAJl, J0JIaTU HOBI piBHI ab0
TUIIN BEX 0€3 IepenuCyBaHHS JIOTIKH TTOPIBHSHHSI.

binpmie Toro, taka apXiTekTypa 03BoJiA€ €PEKTHBHO IHTErpyBaTH (YHKIIIOHAT 13
rpadgiyHuM iHTEephEcOM TpH: BUBOJUTH TMAKA3KH, BiIOOpakaTH JOCTYIHI OHOBJIICHHS,
3MIHIOBATH 1KOHKH, MIJCBIYYBATH MOJIMIICHHS. Y pa3i pO3MIUPEHHS MPOEKTY (10AaBaHHS
VHIKQTPHHX YMiHB BeXK, e(DeKTiB a00 abTepHATUBHUX T'JTOK po3BUTKY) — TowerFindResult
1 BIATIOBIAHA CHCTEMa MOITYKY ByK€ TOTOB1 JIsl MIATPUMKH I11€T THYYKOCTI.

Y  migcymky, wmeton GetTowerFindResultByTower() Buctymae KpUTHYHHM
THCTPYMEHTOM, SIKUW TIo€HY€E (Hi3udHI 00’ €EKTH CIICHH 3 X JIOTTYHOI0 CTPYKTYPOIO JTAaHHUX,
JI03BOJISIE THYYKO B3a€EMOJIISATH 3 HUMHU Ta MIATPUMYE MACIITAOOBAHICTh, YHCTOTY KOy 1
3pO3yMiTy apXiTeKTypy IpH.

Anroput™ noOyaoBH 1H(OpMAILIIITHOT MO/IE1 BEXi
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Jlnst 3a0e3neyeHHs SIKICHOT B3a€MOJ1i KOPHCTyBaya 3 IpOI0 HEOOXITHO HE JIMILE
peanizyBaTu (yHKIIOHAJIBHY JIOTIKY anrpeijy Ta 0010, a i HaJaTH TPaBILIEBl 3pO3yMLIE,
CTPYKTYpOBaHE 1 Bi3yaJlbHO 3py4HE YSBJICHHS MPO CTaH 00’ €KTiB Ha MOJi. Y BUMAJKY 13
CHUCTEMOIO BEX, II€ 03Hayae HeoOX1aHicTh BuBoAUTH B Ul Bcio kito4oBy iH(pOpMaIito —
MOTOYHUN pIBEHb, XapPaKTEPUCTUKH, MOTEHIlaJl HACTYHMHOrO TMOKpAIEHHs, BapTICTh
MpoJaXy Ta anrpeiiay, ikoHky ¥ omwmc. IIlo0 nenrpanizoBano 3i0paTu I JaHl 3 PI3HUX
JOKEpe 1 epesiatu iX y rpadiuHuii iHTepderic, y Mexax IpoeKkTy 0yso peanizoBaHO 00'€KT
tuny TowerModelViewer.

[TobynoBa 1i€i CTpyKTypu BiIOYBA€ThCS HAa OCHOB1 PE3yJbTaTy TMOIIYKY uepes
TowerFindResult. Meton ToTowerModelViewer() Bukonye arperaiito iHdopmariii 3
PI3HHUX YaCTHUH CHUCTEMH: 3 00’ €KTa Bexi Ha ciieHl (Tower), 3 MeTalaHuX NMPO KOHKPETHUN
piBenb (TowerUpgradelnfo), 3 ToBapy y marazuni (TowerShopltem), a Takox 3 TaHUX TIPO
HacTynHe MoxnBe oHOBIeHHS (nextTowerLevellnfoltem). Takuii migxin 103BOJIsE 3BECTH
BCIO 1H(OPMAITiIO B €IUHUM 00’ €KT, SIKUM MOTIM TiepeaeThbest y BianoBiaH1 Ul-koMIOHEHTH,

He TTOTPeOyIOUH T0JaTKOBHX 3aITUTIB UM OOYMCIICHb Y MOMEHT BiIOOpaKECHHS.

public static TowerModelViewer ToTowerModelViewer (
Tower tower,
TowerUpgradeInfo towerLevelInfoltem,
TowerShopItem shopItem,
int level,

TowerUpgradeInfo nextTowerLevelInfoltem

return new TowerModelViewer (
tower.info.target,
tower.info.damage,
tower.Radius,
tower.info.cooldown,
tower.info.countMonstersDamage,
towerLevelInfoltem.salePrice,
nextTowerLevelInfoltem.buyPrice,

shopItem.icon,
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shopItem.description,
shopItem.name,

level

Pucynok 3.6 — Kiac TowerFindResult

3aBasiKy 11l MoJieni 3a0e3neuyeThes €1MHa TOUKa 300py yciei HeoOXiqHO1 iHPopMalii
JUIsl BUBOAY B 1HTep(eiic. 30kpema, CI0u BXOASTh KIOYOBI O0MOB1 XapaKTEPUCTUKU BEXKI:
damage (3aBmana mkojna), cooldown (iHTepBan MK arakamu), countMonstersDamage
(KUTBKICTh BOPOTIB, fIKI MOXYTh OyTH aTakoBaHi), target (Tum wuiii), a Takox Radius —
paziyc aii Bexi Ha moJji. Beil mi mapamMeTpu MaroTh BUpIIATbHE 3HAYCHHS [Tl TeUMITICHHOT
CTparterii rpaBlisi, TOMY MalOTh OyTH MPO30PO MOIaH1 B iHTEpdEiici.

OxpiM 00HOBUX XapaKTepUCTHK, cTpykTypa TowerModelViewer MICTUTH Takox
eKoHOMIuHYy iH(opmairito: salePrice — BapTicTh Hpojaxy MOTOYHOI Bexki, buyPrice —
BapTICTh amnrpelly 10 HACTYIMHOTO PiBHS, 110 34uTyeThes 3 nextTowerLevellnfoltem. Lle
JT03BOJISIE TPABIEB1 MpUMMAaTH OOTPYHTOBAHI PIlIEHHS: YM BUT1AHO MPOJABATH BEXKY, YU
BapTO ii MOKPAIIUTH, YU JOLUUIEHO OyAyBaTH aHAJIOTIUHY BEXKY 1€ pas.

I'padiuni mani mpencraBieHi yepe3 icon, name, description, sSKi TOXOASATH i3
noB’si3aHoro ToBapy B MarasuHi (TowerShopltem). Ile 3a0e3mnedye y3romKeHICTh MiX
BIIOOpaKEHHSAM y Mara3uHi, Ha I0JIi Ta B JOJIaTKOBUX BikHaX onucy. Ha3pa i onruc MOXYTh
MICTHTH SK TEXHIYHI BIJOMOCTI, TaK 1 CTHJII30BaHUM TEKCT, IO JOJA€ T'pi HApaTUBHOI
TJIMOVHU.

PiBenr Bexi (level) Takox iHTerpyeThcs y (iHaIBHY MOJENH, TO3BOJSIOUU
iHTepdeiicy aBTOMATUYHO MiAOMpPATH KOJIp pamMKd, aHiMaiii abo cremianbHi e(eKTH
BIJIMTOBITHO /10 TIOTOYHOTO CTaHy. 3aBISKHU I[bOMY TPaBelb OTPUMYE YITKHU Bi3yalbHUN
3BOPOTHHUH 3B’ 30K 11010 CHJIH 1 BAKIIMBOCTI KOXKHOT OJTHHUITI.

Taxum ynnoMm, TowerModelViewer BUKOHYE pOJIb MOCTY MIXK BHYTPIIITHBOTO JIOT'1KOFO

I'PH Ta Bi3yaJbHUM BIJOOpaXEHHSIM JaHHX, 00’ €IHYIOUYHM BC1 HEOOX1THI €IeMEHTU B OJHY
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LUTICHY CTPYKTYpy. Takuil miaXi 3HAYHO CHPOLIY€E MOAAJIBIIY MIATPUMKY Ta PO3BUTOK
MPOEKTY, a TAKOX JIO3BOJISIE JIETKO aJanTyBaTH IHTEepQeic a0 3MIH y OalaHcl Y HOBUX
MexaHikax 0e3 MopylIeHHs 0a30BOi apXITEKTYPH.

Anroput™m 06poOKH PIBHIB BEXKI1

VY crpykTypi OyAb-fIKOi CHCTEMH alrpeiy BaKJIUMBY pOJIb BIAIIPA€ KOPEKTHE
30epiranss Ta 00poOka iHpopMalii Mpo NOTOYHHUM 1 HACTYITHUN PiBEHb 00’ €KTa. Y MPOEKTI
1 3a7a4ya BuUpimyeTbest 3a gomomororo kinacy TowerLevellnfoResult, sikuii Bukonye
GyHKIII0 arperaropa JaHUX, HEOOXITHUX JJi1 KEPyBaHHS MPOLIECOM TOKpAIIEeHHS
o0opoHHUX cnopyd. [anuil knac iHKamncymdoe iHGOpMallilo Mpo IIHM, PIBHI Ta CTaH
JOCTYITHOCTI anrpeiny, 3ade3neuyroun 0a3y AJis JOTIKU K BHYTPIIIHBOITPOBOT €KOHOMIKH,

Tak 1 eleMeHTiB B3acMoxaii B Ul.
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Pucynok 3.7 — PiBHi Bex

- -(,g

OcnoBHa ponb TowerLevellnfoResult — npeicraBuTu B o;fHOMY 00’ €KTi BECh CIICKTP
napameTpiB, HEOOXITHUX IS KOPEKTHOTO amnrpeily: MOTOYHY BapTICTh MPOAAKY
(sellPrice), BapTicTh OHOBIEHHsA 10 HacTymHoro piBHA (updatePrice), mpedad Bexi
HactymHoro piBHs (nextLevelTower), ii morounmii piBeHp (currentLevel), a Takoxx dac

nobynosu (buildTime). Yci i mapameTpu BUKOPUCTOBYIOTHCS SIK 'y OOHOBIH JIOTII, TaK 1 B
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iHTepdeiicl: Hanmpukiaa, Ui BIIOOPa)KEHHS IKOHKM HOBOI BEX1, 3MIHM TalMepiB 4H

0o0paxyHKY IFpOBOi BaJItOTH [l Yac anrpeiay.

public class TowerLevelInfoResult
{
public readonly int sellPrice;
public readonly int updatePrice;
public readonly GameObject nextLevelTower;
public readonly int currentlLevel;

public readonly float buildTime;

public bool HasNextLevel => nextLevelTower;

Pucynok 3.8 — Kitac TowerLevelinfoResult

Onniero 3 HaWOUTBIT (YHKIIOHAIIBHO BaXKJIMBHX CKJIAIOBUX KJIacy € BJIACTHBICTH
HasNextLevel, sika BHUKOPHCTOBYEThCS [JIsi TEPEBIPKH MOXKIMBOCTI MOAAIBIIOTO
MOKpAaIEeHHs MOTOYHOT BeX1. Y KOHTEKCTI IrpoBoro intepdeicy came 1e JoriyHe 3Ha4eHHS
BU3HAuUa€e, 4yu OyJe axkTUBOBaHAa KHOIIKA OHOBJIEHHS, 4YuM Oyle BOHAa HEJOCTYIHOIO
(HampuKIaa, y pasi JOCATHEHHS MaKCUMaJIbHOTO PIBHS PO3BUTKY 00’€kTa). Takoxx I
nepeBipKa J03BOJISI€ YHUKHYTH TIOMIJIOK Ha JIOTIYHOMY PiBHI — CHpo0 3aIyCKy anrpenmy
0e3 HasIBHOT'O HACTYITHOTO PiBHSI.

HasBHICTh 4iTKO pO3MEXKOBAaHUX 3HAUYEHb y MEXaX OJHOTO 00'€KTa O3BOJISIE HE
TUTHKY IIBUKO OTPUMYBATH HEOOX1AH1 TaHi, a i 3a0e3meuye BUCOKY MOAYJIBHICTD: 3aMiCTh
nepeIaBaHHsl PO3PI3HEHUX TapaMeTpiB MK MOMYIISIMH, MOXKHA MPAIIOBATH 3 €IUHOIO
CYTHICTIO, SIKa MICTHTHh BCIO aKTyalbHy iH(popmaliito. Takuil MiAXia 3HAYHO CIPOIIYE
MPOIIeC OHOBJICHHS JAaHWX, TECTyBaHHS, HAJaro/HKCHHS 1 BBEICHHS JOJATKOBUX MEXaHIK,
AK-OT 0araTOTLIKOBI JIiHII PO3BUTKY, 3aTPUMKH OyIiBHUIITBA YW aJalTHUBHI anrpeun

3aJIeKHO BiJI TUITY BOPOT'iB.
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Kpim toro, 3aBasku HasiBHOCTI npedaldy HacTynHoro piBHs (nextLevelTower) rpa mae
3MOTy JTUHAMIYHO IMiJIMIHIOBAaTH I'POB1 00'€KTH 0€3 CKJIAAHOI JOTIKH BPY4HY MPOMHUCAHUX
cueHapiiB. lle mo3Bossie peanizoByBaTH €PeKTH 3aMiHM MOJIEJNI BEXI1 MiJ Yac anrpeuny,
3alyCK HOBMX aHIMalliili abo 3MiHM OOMOBUX XapaKTEPUCTHUK aBTOMATUYHO, MPOCTO Yepe3

3aMIHYy OJIHOT'O MOCHUJIAHHS.

@ & A4

Pucynok 3.9 — Pi3HOMaHITTSI BOpOTiB

Y migcymky, TowerLevellnfoResult BucTtymae BakiIuBUM 1HCTPYMEHTOM B
apXiTeKTypi TpH, 00’ €JHYIOUH 00K peCcypcCiB, JIOTIKY PO3BUTKY BEX 1 IEPEBIPKY IPAaHUYHUX
YyMOB B OJTHOMY KOMITAKTHOMY 1 HaJiiiHOMY 00’€KTi. 3aBIsIKU IIbOMY IrpoBa CHCTEMa
3QJIMIIAETHCS CTIHKOO 10 IIOMMJIOK, aJIalITOBAHOO JI0 3MiH 1 3pYYHOIO JIJIsST PO3IIUPEHHS.

VY cyKkymHOCTI HaBeJIeHI aNroOpuTMU (POPMYIOTH SIAPO JIOTIKH TpU. BOHH OXOTUTIOIOTH
yC1 OCHOBHI HaIpsIMKH (PyHKIIIOHYBaHHSI — BiJI T€HEpaIlii BOPOTiB, 0OJIIKY iX mapaMeTpiB 1
[UKJIIYHOTO CIaBHY, 10 MmoOymoBu Mojenei mus Ul-BimoOpakeHHs, oOpoOKH anrpeiais,
MEePEBIPKU MOXIIMBOCTEH PO3BUTKY 1 BUKOHAHHS BHYTPIIIHBOITPOBUX 00UYUCIICHB. 3aBIsIKA
MOJYJBHOMY MiAXOAy BCi III KOMIIOHEHTH JIETKO MacCIITa0yIOThCS, MEPEHOCATHCS MIXK
CIIEHAMH, TIOBTOPHO BUKOPHUCTOBYIOTHCS Ta TECTYIOThCS. Taka CTpPyKTypa apXiTEKTypH
JI03BOJISIE THYYKO KEpyBaTH 3MIHAMH Yy TPOEKTI, IMIBUIKO J0JaBaTh HOBI (GyHKII abo
3MIHIOBaTH MEXaHIKy 0e3 MOBHOTO TMepenucyBaHHsS komy. lLle ocoOnmBO BaKIMBO Y
KOHTEKCTI pO3pOOKH irop, J¢ 9acTo HEOOXiTHO OajaHCyBaTH MiX IIBHJKICTIO peai3ariii,

THYYKICTIO 1 CTAOUThHICTIO BUKOHAHHS.
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3.2 Po3poOka inTedpeiicy kopucTyBaya

[aTepdeiic KOpucTyBaua € KPUTUYHUM €JIEMEHTOM OY/b-KOi IpH, 0COOJIMBO y *KaHPi
tower defense, ne rpaBelb MOCTIHHO MpUMae PIIMIEHHS B peaJbHOMY Yaci. Y Mexax
JUIUIOMHOTO MPOEKTY PO3po0IeHO mpocTui, ane ¢pyHkuioHanbuuit Ul, sxuii 3a6e3neuye
IHTYITUBHY B3a€MOJIi10 3 Ipor0. OCHOBHUMU NPUHIIUIIAMH MPU MPOEKTYBaHH1 1HTEpdEicy
Oynu: 4uTaOeNbHICTh, JOTIYHE TPyMyBaHHS €JIEMEHTIB, MIHIMAJII3M Ta aJanTUBHICThH 0
dbopmary ABOBUMIPHOI I'PH 3 130METPUYHUM BUTIISJIOM.

I'osioBHE MEHIO

Ha nepmiomy CKpiHIIOTI 300pa’keHO CTapTOBUM €KpaH rpu. Y NpaBiii 4YacTUHI
pPO3MIIlIEHO Ha3BYy TIpu — Swamp tower, mo € dactTuHoo (ipMoBOTO cTuito. Hukde
3HaxXOJAThCS JBI OCHOBHI KHOmkW: Start ta EXit, ski 3amyckaioTh rpy ad0 3aKpHBaiOTh

3aCTOCYHOK BITIOBITHO.

Swamp tower

0.1.0+alpha

Pucynox 3.10 — 'omoBHE MeHIO

BizyanpHO KHOMKHW YiTKO BIJALICHI, MalOTh KOHTPACTHHH (DOH, KWW BHJIILE iX Ha
3arajJpHOMY CUHBOMY Tii. JliBa WacTWHa eKpaHy 3alOBHEHA BEPTUKAIHHO BUPIBHIHOIO

rpadikoo — 300paKEHHSIMH BEX Y KUTBKOX BapiaHTaX, Mo (HOpPMYe acoIlialliio i3 KaHpOM
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rpu. Y mpaBoMy HW)KHBOMY KyTi po3MmimnieHo Homep Bepcii: 0.1.0+alpha — mio Bka3ye Ha
cTaTyc po3poOku rpu Ta 3abe3neuye 0a30By 1HpOpMaIli0 Il TECTyBaJlbHUKA YU
KOpHUCTYBauya.

IrpoBa cuena (0y1iBHUIITBO)

Ha npyromy ckpiHmioTi 300pa’k€HO OCHOBHY IFPOBY CIIEHY 3 BIAKPUTUM Mara3uHoM
BEXK. Y IIEHTP1 PO3MIIIEHO IFPOBY KapTy — 3€JIEHA 30HA 3 PO3MITKOIO JJIsl PO3MIIICHHS BEXK,
BUKOHAHA B ICEBJ0I30METPUYHIN MpoeKuii. Yropi JiBOpYyd NPUCYTHINA JIIUMUIBHUK KUTTS
(Life: 8) 3 mporpec-6apom moTo4yHoi xBwii BoporiB (1 / 4), mo m03BOJISIE TpaBIEBI
OpIEHTYBATUCh y MOTOYHOMY CcTaHi rpu. BHu3y posmiieno niuninbHUK pecypceiB (10), ski

BUTPAYAOTHCS HA 6YI[iBHI/II_ITBO Ta MMOKPAIICHHA BCIXK.

Pucynok 3.11 — TloyaTkoBU# CTaH Ipu

[IpaBopyd peanizoBano maHenb BUOOpY Bex. KojkHa Beka mpe/cTaBiIeHa y BUTIISIII
KapTouyku: 300paxkeHHs (cmpaiit), HazBa (Pawn, Lightning, Bombardier Tomo), omuc
(mexopaTUBHUIA), BapTICTh, a TaKOX IKOHKMA XapaKTepHUCTUK. Bexi BHOpsAIKOBaHI

BEPTUKAILHO, MAIOTh PAMKH, K1 YiTKO BIIUIAIOTH X OJTHY BiJl OJHOT, @ TEKCT BiIOOpaKEeHO
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3 KOHTpacToM 110 (hoHy. e 703BoIIsIE TPaBITO MIBUJIKO OLIIHUTH XapaKTEPUCTUKHU Ta oOpaTu
MOTPIOHY OJMHUIIIO.

Tpertiit ckpiHIIOT JeMOHCTpYe OoioBy (asy. Kapra 30epekeHa, oHaK AesiKi IUTKU
3aifHATI MOOYJOBaHMMHU BekaMu. Ha mosi mpucyTHI IOHITH BOPOTiB y BHUIJISAI PYXOMHUX
00'exTiB. JIiIBOpyY BiioOpakaeThCsl akTyajdbHa KUTBKICTh KUTTIB (Life: 7) Ta moTouHa xBus
(3 / 4), nporpec siKOi BiJ3HAYEHO >KOBTUM I1HAMKATOpOM. Huxkue — OHOBJIEHUN OajnaHC
pecypciB (13), mo BimoOpakae NUHAMIKY HAJXOJKEHHS KOIITIB 3a 3HUILECHHS BOPOTIB.

[Tanens npaBopy4 (Towers) 3anumimiacss HE3MIHHOIO, IO MIATPUMYE CTATICTh IHTEP eifCy.

Pucynok 3.12 — IrpoBwii nporec

[aTepdeiic rpu 3arajoM € CTaTUYHUM Y CTPYKTYpi, ajie TUHAMIYHUM Yy 3MICTI —
3HAYEHHS 3MIHIOIOTHCS BIAMOBITHO 70 CTaHy I'PH, IO J03BOJISE TPABIIEBl aaNTyBaTU CBOT

pIIIEHHS 10 KOHTEKCTY.
3.3 Po3poOka irpoBux MexaHik

OcHOBHI IrpOBI MEXaHIKM peajli30oBaHI depe3 B3aEMOJII0 OKPEeMHX KOMIIOHEHTIB,

OB’ I3aHUX 13 BOPOTaMH, BEXKaMU, XBUISIMU, CTPUTILOOIO Ta EKOHOMIKOIO. Y IIbOMY PO3ALT1
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PO3IJIIHYTO pealti3aliio KIIYOBUX MEXaHIK, SKi (OpMYIOTh JIOTIKY kaHpy tower defense:

PYX BOpOTriB, BTpaTa *UTTs, M00YyI0Ba i anrpeii]] Bex, aTaka, OTPUMAHHS PECYPCIB, XBUJI

Ta Iopa3Ka.
Pyx BOpOTiB 1 MPOXOIKEHHS MapLIPyTy
Koxen Bopor mae Mapuipyt, SKui MPOXOAUTh Bl TOUKU BXOAy 10 0a3u rpaBud. Pyx

pealizyeThCs 3a JJOIMOMOI0I0 KOPYTHH a00 OHOBJIEHHs KoopauHat depe3 Update().

void Update ()
{
if (points == null || points.Length == 0)

return;

Vector3 target = points[currentPointIndex];

transform.position = Vector3.MoveTowards (transform.position, target,

speed * Time.deltaTime) ;

if (Vector3.Distance (transform.position, target) < 0.1f)
{

currentPointIndex++;

if (currentPointIndex >= points.Length)

{
ReachEnd () ;

Pucynok 3.13 — ®ynkmis Update

Y mpoMy koxai points — Habip koopawHAT HULIXy. Komu Bopor mocsrae octaHHBOI

TOYKH, BUKIIMKAE€THCA MCTO/J ReachEnd (), SIKMH SMCHIIIY€ JXUTTA I'paBLAd:
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void ReachEnd()
{
GameManager.Instance.LoselLife (damage) ;

Destroy (gameObject) ;

Pucynok 3.14 — ®ynkuis ReachEnd

MexaHika BTpaTH KHUTTS

I'paBenib Mae (ikcoBaHy KUIbKICTH KMUTTIB. [Ipum mpopuBi BOpora 3MEHIIYEThCS

JIYAIBHUK:

public void LoselLife (int amount)
{

lives —-= amount;

if (lives <= 0)

{

GameOver () ;

Pucynok 3.15 — ®ynkiis LoselLife

[ToGymoBa Ta po3MilIeHHs BeXi

Komnu rpasenp kirikae Ha BUTbHY TUTMTKY, BUKITMKAETHCS METO PO3MIIIICHHS BEXKI:

public void PlaceTower(Tower prefab, Vector3 position)
{

if (money >= prefab.cost)

{

Instantiate (prefab, position, Quaternion.identity);

money -= prefab.cost;

}

public void PlaceTower (Tower prefab, Vector3 position)
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if (money >= prefab.cost)

{
Instantiate (prefab, position, Quaternion.identity);

money -= prefab.cost;

Pucynok 3.16 — ®ynkuis PlaceTower

ATtaka Bexi
KoxHna Bexa camMOCTIHO BH3Haya€e BOPOTIB y pajiyci 1 aTakye ix 13 3aJaHUM

THTEPBAJIOM:

void Update ()
{
timer -= Time.deltaTime;
if (timer <= 0f)
{
Enemy target = FindTarget():;
if (target != null)
{
Shoot (target) ;

timer = cooldown;

Pucynok 3.17 — ®@ynkuis Update

®dyukmis FindTarget() moBeprae HalOIMKIOTO BOpOTa B paiyci Jii:

Enemy FindTarget ()

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

radius) ;
foreach (var hit in hits)

{
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Enemy enemy = hit.GetComponent<Enemy> () ;
if (enemy != null)

return enemy;

}

return null;

Pucynok 3.18 — ®ynkuis FindTarget

A cama CTpiJ'IB6a BHUKOHYETBCA MCTOIOM:

void Shoot (Enemy target)
{

Bullet bullet

Quaternion.identity);

Instantiate (bulletPrefab, transform.position,

bullet.SetTarget (target);

Pucynoxk 3.19 — ®ynkiis Shoot

Arnrpeiin Bex

KosxHa Bexxa Mae kisibka piBHIB. [Ipy OHOBIIEHHI BOHA 3aMIHIOETHCS HA HOBUH Tipedad
3 IHIIUMH TTapaMeTpaMu:

public void UpgradeTower (Tower currentTower)

{

var upgrade =
towerInfoProvider.GetTowerFindResultByTower (currentTower) ;

var next = upgrade?.NextItem;

if (next

{

!'= null && money >= next.buyPrice)

money -= next.buyPrice;

Vector3 pos = currentTower.transform.position;

Destroy(currentTower.gameObject) ;

Instantiate (next.tower, pos, Quaternion.identity);

Pucynoxk 3.20 — ®ynkis UpgradeTower
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Pucynok 3.21 — Anrpeiig Bexi

ITlin wac rpu BinOyBaeTbcsl moeTamHa TeHeparliss BoporiB. lle peanizoBano 3a
JIOTIOMOTOI0  TiepepaxoByBaya SpawnEnumerable, sxuii y KOXHOMY KaJpi TOBepTae

HAaCTYIIHOI'O BOpora:

IEnumerator SpawnWave ()
{
foreach (var enemyPrefab in spawnEnumerable)
{
Instantiate (enemyPrefab, spawnPoint.position,
Quaternion.identity);

yield return new WaitForSeconds (0.5f);

Pucynok 3.22 — ®dynkiis SpawnWave

Ile#i mexaHi3M 103BOJIsiE MacmTadyBaTH KUIBKICTH BOPOTIB, 3MIHIOBATH iX THII,
napameTpH TOIIIO.

3aBepineHHs PiBHA Ta IEpeMora

I'pa 3aBepryeThes y JBOX BUTIAIKAX: KOJIH KUTTS 3BEJICHO 110 HYJIs (TIopaska) abo Bci

XBUJI1 3HUILIEHO:
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void CheckWinCondition ()

{
if (spawnedAll && GameObject.FindObjectsOfType<Enemy> () .Length == 0)

{
Victory () ;

Pucynok 3.23 — ®ynkuis CheckWinCondition
3.4 TectyBanHs

3 MEeTO TepeBIpKU CTaOUIBHOCTI, HUTICHOCTI Ta BIAMOBITHOCTI ()YHKIIIOHAIHHUX

KOMIIOHEHTIB Irpu 6y.]'IO MPOBCACHO KOMIUICKCHC TCCTYBAHHA BCIX OCHOBHHMX MEXaHIK. I[O

TECTyBaHHS 3anydeHo (yHKIIOHaNbHI, reWmriedHi Tta Ul-ckmagoBi, BKJIOYHO 3

MOBEIIHKOIO0 BEX, BOPOTIB, XBWUJIb, B3a€EMOJII€I0 3 iHTepdericoM, 00pOOKOI MOMUIIOK 1

3araJbHOIO HpO}IYKTI/IBHiCTIO. B Ta6J'II/IIIi HH)XYC HaBCIACHO HepCHiK YMOB TCCTYBAHHA,

OUIKYBaHy MOBEAIHKY Ta (aKTUUHUN PE3YNIbTAT Y paMKaX KOKHOTO TECT-KeHCy:

Ta6mums 3.1 TectyBaHHS ITPOBOTO A0JIATKY

Ne YMoBa TecTyBaHHS OuikyBaHa MOBEIIHKA PesynbTaT
1 Haruckauus KHOIIKY | [HiIitoeTbesl  mepexiam  Bifx | Y CIIIIHO
Start y roToBHOMY MEHIO | MEHIO 7O OCHOBHOi IrpOBOi
CIICHH, 3aBaHTAXYIOThCS BCi
pecypcu
2 Hartuckanns kHonku | [Iporpama 3aBepinye | Y CHilHo
Exit y meHto BUKOHAHHS, Tpa KOPEKTHO
3aKPUBAETHCS O€3 MOMIIIOK
3 3anyck rpu BuBoauThCsa cTapTOBE MEHIO | Y CIIIIHO
3 JIOTOTUTIOM TPH, KHOITKAMH
VOpPaBIiHHSI Ta  BEPCIEO
J0JIaTKy
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Kk o AKTUBHINA

(BUTBHIN) TIUTII

Bexxa  posmimgyerbcss  Ha

CIIEHI, OayaHc MOHET

3MEHIIYETHCSI HAa BIAMOBIAHY

VY CIimuo

CyMy
Baprictb Bexi | Knomka KYIIBII1 BeXI1 | YCHIIIHO
NEPEeBUILYE  KUIBKICTh | J€aKTUBYETHCH,
MOHET HIOTIEPEIPKEHHST HE J103BOJISIE

PO3MICTUTH BEXKY

Bopor 3axoauth y 30HY | Bexkxa mouwmHae  cTpinsTH, | YCHINIHO
JIOCSHKHOCT1 BEXK1 CIIpaIlbOBY€E MEXaHI3M aTaKH,

BOpPOI  BTpayae  YacTHHY

3710pOB’ sl
310poB’s Bopora | Bopor aAHIMYETBCSI K | YCIiIHo
3MEHIIYETHCS 10 HYISA 3HUIICHUHN, 3HUKAE 3 KapTH,

I'paBIIEBI HapaxoOBYIOThCS

MOHETH
ITowaTox Tpu Ta 3MmiHa | [HAUKATOpP KUTBKOCTI JKUTTIB | Y CITIIIHO
eTariB rpaBisg  3’SBISETbCS  Ta

OHOBJIIOETHCS BIAIIOBIIHO 10

TIO1H
Bopor nocsrae | 3HAYCHHS  JKUTTIB  T'PaBIlA | Y CHIIITHO
¢dinanbHOT TOYKH | 3MEHILYEThCS HAa BEJIMYUHY,
MapHipyTy sKa BIATIOBiTa€ BOPOTY
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10 XKurtris = 0 I'pa 3aBepIIYEThCA | Y CHIIIHO
NO0pa3KoIo, Ha eKpaH
BUBOJUTHCS ¢diHanbHe
MOBIJTOMJICHHS

11 3aBepileHHs BCiX XBWIb | SIKIIO  OJEH BOpOr HE | YCHIIIHO
JIAIIOB 110 KIHIIA,
BHUBOJUTKLCS €KpaH NMEPEMOTH

12 KopuctyBau HaTtuckae | Bexxa ~ OHOBIIOETHCS 110 | YCHIIIHO

Ha KHOIIKY IOKpAIICHHS | HACTYITHOTO piBHSI,
BEXI1 3pOCTalOTh il aTaka,

anabHICTH a00 MIBUAKICTD

13 3HMIIIEHHS BOpora I'paBeup OTpUMYE | Y CHIIIHO
BUHAropoay y  BUIJIAI
MOHET, OanaHC 3MIHIOETHCSA
BIJIITIOB1IHO

14 [ToyaTox HOBOT XBHUJTI Boporu MOYMHAIOTH | Y CIIIITHO
3’ SIBIISITUCH rpynamu,
JTOTPUMYIOUHUCH
BCTAHOBJICHOT'O TAMMIHTY

15 [Tepexig MK XBUIISIMH | SMIHIOETHCS iHTepdeiic | YcminHo
IIKaJIN XBUITI, BOpOTHU
3MIHIOIOTh TUII Ta
XapaKTePUCTHKHU
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16

CnaBH KUIBKOX BOPOTiB

Koxen 3 Hux oOupae

MapuipyT,  pyXxa€Tbci 3
BpaxyBaHHSIM KOOpJAWHAT

nuIsIXy 6e3 KoJi3in

VY CIimuo

17

Ha expani >10 Boporis

KoxHa BEXa

IiJIECTIPSIMOBAHO obupae
HaMOJIMKYOro abo

HaliHe0e3MeYHIIIoro Bopora

VY CIimuo

18

Boporu OTPUMYIOTh

KOy

AmHiMallii BIy4YaHb, CIUIECKH
edeKTiB, 3ByKOBI CYIPOBOIU

BIJIIOBIAIOTH 111 BEXKI

Ycniso

19

3aBaHTa)KEHHSI PIBHS

Bcei HasBHI BEXKI1
BI3yali3yIOThCS 3 ix
napamMeTpaMmu, TEKCTOBUMHU

MIKa3KaMH

Ycniso

20

4 1 OuIblIIEe XBUJIb, IIOHAT

50 00'ekTIB OAHOYACHO

['pa migTpumye cTaOUTBHHIMA
FPS > 50 «xampiB, He

Bi/10yBa€ThCS 3aBUCAHb

Yo

21

['paBeub MMOBTOPHO

HaTUCKae Start micis

porpanry

BinbyBaeTncs [IOBHUNA

pectapt CLIEHU,
OOHYJIIIOTBCS  JTIYMIBHUKH,
00’ exTH 3aHOBO

CTBOPIOIOTHCS

Yemiurao
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BCXK

— cnpoba 10J]aTh HOBY BEXKY

HE NMPOXOJUTH

22 [Tay3a rpu I[Ipu  axkTMBauii  KHOMNKH | YCHIIIHO
“Pause” — 3ynuHSAETHCA
JIOTiKa PyXy Ta aTak
23 BuMKHEHHS/BBIMKHEHHS | Ayzi0 YceniHo
3BYKY BUMUKAETHCS/BITHOBIIOETHCS
BIJIMOBIIHO 70  CTaTycy
KHOTIKH
24 Tectu nicnst oHosneHus | [lapamerpu (wkoxa, | YcmimHo
BEXK JaJBHICTh, TaliMep) peabHO
3pOCTAIOTh MICHS anrpeny
25 Bopoxi xBuii 3 pi3HuM | JluHamika XBHIIb 3MIHIOETBCS | Y CHIIIHO
IHTEpBAJIOM KOPEKTHO, 1HTepBaJ  MIX
HOSIBAMHM BUTPUMYETHCS
26 Bizyanbuuii edext | [Ipy  3HUIIEHH]I  Bopora | YCIIIIHO
BUOYXY BUBOIUTHCS BIITOBIIHUI
edeKT, He BIUIUBAaE Ha
MPOIYKTHUBHICTh
27 MoOUTBHICTD Knomnku MacITadyroThes | Y CITIIIHO
iHTEepdeicy BIJIMOBIIHO JIO €KpaHy, HE
NEPEKPUBAIOTh 1HIIT
eJIEMEHTH
28 OOMexeHHST  KUTBKOCTI | SIKIIO JOCSTHYTO MaKCHUMyM | Y CHIIIHO
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29 [Tpumycose 3aBepieHns | HactynHuii 3amycK | Y CHilHo
porpamu BinOyBaeThcsi 0Oe3 300iB, 3
MOBHOIO 1HII[1AJ13aI[1€10
30 CkunaHHs Iporpecy Knonka “Reset” ouuirye | YcmimHo
1oJIe, MOHETH, JKUTTS — BCE
MIOBEPTAETHCS JIO 3HAUYCHB 32
3aMOBYYBaHHSIM
31 Bopor orpumye kinbka | Yci aii oOpoOsitoThes BIpHO, | Y CIIIIHO
aTak OJTHOYaCHO cymapHa IKoaa
HiPaxOBY€EThCS MPABHIILHO
32 OOmexeHuit ekpat Ha expanax 3 HH3BKOIO | YCHIIIHO
PO3ILIEHOIO 3JIaTHICTIO
€JIEMEHTH HE BHUXOIATH 3a
Mex1
33 [TigBuiiene Cucrema 4aCTHHOK, CKPUIITH | Y CIIIITHO
HaBaHTAKEHHS (100+ | Ta angelTH HE BUKIUKAIOTh
00'eKTiB) 3aBHCaHb
34 Bexi 3 pisuumu tinamu | KoxkeH Tun Benme cebe mo- | YcmimHo
aTaku pi3HOMY (CIUIECK, BOTOHb,
3aMOpO3Ka) — TIOBEIIHKA
KOPEKTHa
35 Tect BoporiB 3 pi3HotO | Bidyanbha 1 JoriyHa | Y chinrHo
[IIBUIKICTIO MIBAIKICTD BOPOTiB
BIZIOB1Ia€ 3aJaHuM
napameTpam
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36 Bzaemonis 3 Ul mig vac | KopuctyBau  moxxke — 06e3 | YcmimHo
XBUJI1 NOMHWJIOK OHOBJIIOBaTH BEX1
ab0 CTaBUTHU HOBI
37 Ayaio cynpoBin nmofid | 3ByKoBi edexTH | YcmimHo
BINOBIAAIOTH JUSIM
NOCTpiNK, yAapu, CMepTh
BOpOra
38 Bexi He crpuisitorh y | MepTBUX BOPOT'iB He | YcmilHo
TPYyIH BpaxoBaHO K MUl —
nepeBipeHo Joriky isAlive
39 30epexxenHss  yactotu | [Ipu  TpuBanomy reimruiei | YcmimHo
OHOBJICHHSI (15+ xB) mNPOAYKTUBHICTH
3QJIMIIAETHCS CTAOUTBHOIO
40 O06mik cratuctukd | Cyma  BOUTHUX  BOpOTiB, | YCITIIIHO
rpaBLs BUTPAuY€HUX MOHET, Yacy
BIIOOpAXKAETBC B MEHIO
pe3yabTaTiB
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Life: 2 I

Pucynok 3.24 — Kineup piBHA

VYci TecTH 3aBepIIeHO YCHIIIHO, KPUTUYHUX MTOMUJIOK BUsIBIIEHO He Oyno. [loBeainka
rpu BiJnoBijnae ouikyBaHid jorimi, Ul oHOBIIOETbCS KOpEKTHO, nepdomMaHC CTaOUIbHUN
HaBITh MPU MiABUIICHOMY HaBaHTakeHHI. CHcTeMa roToBa /10 MOJANbIIOTO PO3BUTKY Ta

MaciTa0yBaHHS.
BucHoBku 10 po3ainy 3

VY TperboMy po3niii Oyno peasizoBaHO MOBHOIIHHUN NPOTPaMHHUI MPOTOTHII TPH
x)aHpy tower defense, 1o moegHye OCHOBHI €JIEMEHTH T€MMIUICHHOT JIOTiKH, rpadiqHOro
iHTEepdeiicy Ta BHYTPIIHBOI B3aeMoxili 00’ekTiB. Peasizalliss aJropuTMiB IOBEIIHKH
BOPOT'iB, JIOTIKM CIIaBHYy, aTaKk BeX, OOpOOKM pIiBHIB 1 B3aeMOii 3 KOpPHUCTyBaueMm
3MIIACHIOBATIACh Ha OCHOBI1 PaHillle CIIPOEKTOBAHOT apXITEKTypU. 3aBASKH YITKIH CTPYKTYpi
KJIaciB 1 PO3AUICHHIO O0OB’S3KIB MK KOMIIOHEHTAMH BJAJIOCS JIOCATTH BHCOKOTO PiBHS
oprasizaiiii Koay, 110 3Ha4HO MOJIETTINIIO MPOIIEC TECTYBAHHS Ta HAJaroKCHHS.

[aTepdeiic kopucTyBada, peaqizoBaHHN y MeXaX MPOEKTY, MOBHICTIO BiAMOBimae
Cy4aCHUM BHMOTaM JI0 F03a0LTiTi, 3a0€3Mmedyroun TpaBIeBi iHTYITUBHY HaBirairo, 3pyqHe
VIOpPaBIIHHS BEXaMH Ta 4YITKY Bi3yamizaiito ctany rpu. OcoOnmBYy yBary NpHIIICHO
aJanTHBHOCTI €JEMEHTIB, KOpeKTHIi BimoOpaxkyBanocti HUD Ta animamism, 110
MOKPAUIYIOTh 3arajbHE CIPUUHSATTS IrpoBOTO mpouecy. [HTepdelic He nuille MiATPUMYE
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OCHOBHY ITPOBY JIOTIKY, @ i CTBOpIOE BIANOBIIHY aTMocdepy, HEOOXIAHY ISl >KaHpY
CTPATEri4YHOro 3aXMCTY.

[IpoBenene TecTyBaHHS 3aCBIIUWIIO BUCOKY CTAaOUIBHICTh POOOTH 3aCTOCYHKY Ha
L1TBOBIM MIAaTHOPMI, BIICYTHICTh KPUTHUYHHUX MIOMUJIOK Ta BIAMOBIAHICTh OYiKYBaHIH JOTIII
B3aemojli. byna mepeBipeHa K (YHKLUIOHAJBHICTh OKPEMHUX MEXaHIK, TaK 1 3arajbHa
MPOAYKTUBHICTb, BKIIOYHO 3 TMPOAYKTHBHICTIO Ha PI3HUX eTamnax TreldMIUIelo,
HaBaHTAXXEHHSM Ha CUCTEMY Ta MOBEAIHKOIO y BUMAAKY IpaHUYHMUX cueHapiiB. OTpumani
pe3yNbTaTH JI03BOJISIIOTH CTBEPJKYBAaTH IMPO TMOBHY TEXHIYHY TOTOBHICTb TIpHU 0
MOJAJIBIIIOTO BJOCKOHAJCHHS, PO3MIUPEeHHs (yHKIIOHANMYy abo myOmikaili Ha oOpaHii

atdopmi.
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BUCHOBKH

VY nporieci BUKOHaHHS JUIIOMHOI poO0TH OyJI0 peani3oBaHO MOBHOLIHHUNA TPOTOTHI
2D-irpoBoro 3acTocyHky »aHpy tower defense, skuit moenHye B co01 QpyHKI[IOHATBHICTb,
CTaOUIBbHICTh Ta MOTEHIliaN 10 MaciiTadyBaHHsA. PoOoTa oxonuia Bci eTanu po3poOKH: BiJ
aHajizy mpeAMEeTHOI 00JacTi Ta BUOOPY ONTUMAJIbHHMX TEXHOJIOTIH A0 Oe3mocepenHboi
peanizanii reiMIUIeHOT JJOT1KM Ta KOMIUIEKCHOTO TECTYBAHHS.

B pamkax mgocmimkeHHst Oyno oOrpyHToBaHo BuOip pyrrist Unity3D sk ocHOBHOT
TEXHOJIOTT4HOT maTdopmu i peanizaiii npoekry. Unity 3a0e3nedynB MOBHY MiATPUMKY
JBOBUMIPHOT TIpadiku, THYYKY CHCTEMY KOMIIOHEHTIB, PO3LIMPIOBAHY apXITEKTypy Ta
3py4YHi IHCTPYMEHTH HJisi peaaryBaHHs piBHIB. OOpaHa mMoBa mporpamyBaHHs — C# —
Hajana HeoOXiTHUM piBeHb aOcTpakilii 1 moOyA0BU CKJIAJHOI JIOT1KA Ta B3a€EMOJIIT MIXK
o6'extamu cuenu. Cepenosuiie po3pooku Visual Studio mo3sonuio epekTuBHO yHpaBisTH
MPOEKTOM, BiJJTaro/[)KyBaTH KO/ 1 3a0€3IeUUTH YUCTOTY apXiTeKTYPH.

VY mporeci peanizaiiii MpoekTy OylI0 CTBOPEHO CHUCTEMY YIIPaBIiHHS XBHJISIMHU
BOPOTiB, IHTEJIEKT BEX, K1 CAMOCTIHHO MPHUIIUTIOIOTHCS Ta 3IHCHIOIOTh aTaKU, CKOHOMIYHY
MOJEINb 13 TUHaMIYHUM OalancoM pecypceiB, Ul-iaTepdeiic 3 iHpopMamiiHuMu maHeIsiMH,
MarasuH BeX 1 migkasku. OcoOnuBY yBary MpHUIUICHO apXiTeKTypi — IrpOB1 CYTHOCTI
BUHECEHI B OKpPEMi KJIacH, peai30BaHO CUCTEeMHM arperariii manux s Ul, HamamToByBaH1
PEeIaKTOPChKI KOMIIOHGHTH Ta 3pYy4HI JJIs1 MacIITaOyBaHHS CTPYKTYPH.

[IpoBeneHne TecTyBaHHS IMIJATBEPAMIIO MPAIE3JaTHICTh YCIX OCHOBHHUX MEXaHIK:
cTpinpba, amrpeia, XBWII, BTpaTa JKUATTSA, IepeMora, mopa3ka, €KOHOMIiKa, CTaOLIbHICTh
nepdomMancy. IrpoBuii mporec peadi3oBaHO TaKMM YHWHOM, 10O 3a0€3MeYnTH TUIaBHY
JUHAMIKY Ta JIOT1YHHUIA PO3BUTOK CKJIATHOCTI BiJl XBHJI1 1O XBHIIL.

Takum ymHOM, MeTa AMIUIOMHOI POOOTH JOCSITHYTa IOBHICTIO. Pe3ynbpTatoMm €
TEXHIYHO 3aBepiieHa, (ynkmionansHa 2D-rpa, po3pobiena 3 ypaxyBaHHSIM Cy4acHHUX
MiAXO0AiB 70 irpoBoi imkeHepii. CTpykTypa KOAy JO3BOJSE JIETKO MOAM(IKYBATH Ta

PO3LIMPIOBATH TPOEKT, 10 BIIKPUBAE MEPCIEKTUBH MJI MOJAIBIIOTO PO3BUTKY TpHU:
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PO3IIMPEHHS TUITIB BEK, BBEJICHHS HOBUX P1BHIB, peajizallisi MOOUIbHOT BEpCii UM IHTErpaLis

OHJIaliH-( YHKLI1OHATY.
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JTIOJIATOK A

JIicTHHT IPOrpaMHOro Koay

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.Serialization;

public class MoneyText : MonoBehaviour

{
private TextMeshProUGUI _textMeshPro;

private ShopManager _shopManager;

private int _lastMoney;

void Start()
{

_shopManager = ShopManager.Instance;
_textMeshPro = GetComponent<TextMeshProUGUI>();
UpdateText();

private void UpdateText()

{
_textMeshPro.text = _shopManager.money. ToString();
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void Update()

{
if (_lastMoney !'= _shopManager.money)
{
UpdateText();
}
_lastMoney = _shopManager.money;
}

//Mouctp: IBuakicts, XKuttsi, MakcumanbHe xKuTTs, ATaka, Monetu, Tun

using System;
using UnityEngine;

using UnityEngine.Serialization;

[Serializable]

public class Enemylnfo

{
[Min(0)]
public float speed = 1;

[Min(0)]
public int health;

[Min(1)]

public int maxHealth;
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[Min(0)]

public int damage = 1;

[Min(0)]

public int money = 1;

public EnemyType enemyType;

public float RelativeHealth => health / (float)maxHealth;
by

using System;

[Flags]
public enum EnemyType
{
Ground = 0b1,
Fly = 0b10,
Universal = Ground | Fly,
Enemy = 0b100,
Boss = 001000,
EnemyBoss = Enemy | Boss

¥
public static class EnemyTypeMethods

{

71

public static bool IsAttack(this EnemyType enemy, EnemyType bullet)

{
return (enemy & EnemyType.EnemyBoss & bullet) 1= 0
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&& (enemy & EnemyType.Universal & bullet) !=0;

public static bool IsValid(this EnemyType type)
{
return (type & (EnemyType.Boss | EnemyType.Enemy)) =0
&& (type & (EnemyType.Fly | EnemyType.Ground)) = 0;

}

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

public class SpawnEnumerable : IEnumerable<GameObject>
{

private readonly Level _level;

public readonly int CountWaves;

public readonly int CountMonsters;

public int CurrentPositionWave { get; private set; }
public Wave CurrentWave { get; private set; }
public float SpawnTime { get; private set; }

public int CountSpawnMonsters { get; private set; } = 0;

public SpawnEnumerable(Level level)

{

_level = level;
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CurrentPositionWave = 0;

CountWaves = _level.waves.Length;

CountMonsters = _level.waves
Select(

w => w.subWaves
.Select(s => s.count)
.DefaultlfEmpty()
.Sum()

)
.DefaultlfEmpty()
.Sum();

public IEnumerator<GameObject> GetEnumerator()

{

for (var levelLength = _level.waves.Length; CurrentPositionWave <

levelLength; CurrentPositionWave++)

{

CurrentWave = _level.waves[CurrentPositionWave];
SpawnTime = CurrentWave.spawnTime;

foreach (var subWave in CurrentWave.subWaves)

{

for (int i = 0; i < subWave.count; i++)

{

yield return subWave.monster;
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CountSpawnMonsters++;

CurrentPositionWave--;

IEnumerator IEnumerable.GetEnumerator()

{
return GetEnumerator();
by
public float MonsterFillPercentage => CountSpawnMonsters /
(float)CountMonsters;
¥

using System.Ling;

using JetBrains.Annotations;
using UnityEngine;

using UnityEditor;

using System.Collections.Generic;

using System;
public class TowerlInfoProvider

{

private readonly TowerInfoCollection _towerLevellnfoCollection;
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private TowerlInfo[] TowerLevellnfos =>
_towerLevelinfoCollection.towerLevellnfos;

public TowerlnfoProvider(TowerlnfoCollection collection)

{
Debug.Assert(collection = null);
_towerLevellnfoCollection = collection;
}
[CanBeNull]
public TowerLevellnfoResult GetTowerLevellnfoResult(GameObject
gameObject)
{

var tower = GetTower(gameQObject);

return GetTowerLevellnfoResult(tower);

[CanBeNull]

public TowerLevellnfoResult GetTowerLevellnfoResult(Tower tower)
{

var result = GetTowerFindResultByTower(tower);

If (result == null)

return null;

return ToTowerLevellnfoResult(result);

2025 p. Janunno [uranok



Kadenpa inrenexryansaux iHOpPMaIifHUX CHCTEM 76
Po3pobxa 2D rpu "3axuct 3aMky" Ha nBuryHi Unity3D

private static TowerLevellnfoResult ToTowerLevellnfoResult(TowerFindResult

result)
{
var towerLevel = result.Currentltem;
var nextTowerLevel = result.Nextltem ?? TowerUpgradelnfo.Empty;
var levelValue = result.indexOfltem + 1;
return ToTowerLevellnfoResult(towerLevel, nextTowerLevel, levelValue);
by

private static TowerLevellnfoResult ToTowerLevellnfoResult(
TowerUpgradelnfo towerLevel,
TowerUpgradelnfo nextTowerLevel,

int levelValue

return new TowerLevellnfoResult(
towerLevel.salePrice,
nextTowerLevel.buyPrice,
nextTowerLevel.tower,
levelValue,

nextTowerLevel.buildTime

public GameObject GetFirstLevelTower(GameObject gameObject)
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Tower tower = GetTower(gameObject);

return GetFirstLevelTower(tower);

public GameObject GetFirstLevelTower(Tower tower)

{

var result = GetTowerFindResultByTower(tower);

return result?.source.infoltems[0].tower;

private static Tower GetTower(GameObject gameObject)

{

var tower = gameObject.GetComponentInChildren<Tower>();

if(tower == null)

throw new Exception($"'{gameObject.name} isn't Tower™);

return tower;

public Shopltem GetShopltemForTower(GameObject gameObject)
{

var tower = GetTower(gameObject);

return GetShopltemForTower(tower);
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public Shopltem GetShopltemForTower(Tower tower)

{

return ToShopltem(GetTowerFindResultByTower(tower).source);

public TowerFindResult GetTowerFindResultByTower(Tower tower)

{

foreach (var towerLevellnfo in TowerLevellnfos)

{

var towerLevels = towerLevellnfo.infoltems;

for (int j = 0, length = towerLevels.Length; j < length; j++)
{

var towerLevel = towerLevels][j];

var prefab = towerLevel.tower;

if (tower.prefab == prefab)

return new TowerFindResult(towerLevellnfo, j);

return null;

public TowerModelViewer GetTowerModelViewer(GameObject gameObject)
{
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var tower = GetTower(gameObiject);

return GetTowerModelViewer(tower);

public TowerModelViewer GetTowerModelViewer(Tower tower)

{

var result = GetTowerFindResultByTower(tower);

return ToTowerModelViewer(tower, result);

public static TowerModelViewer ToTowerModelViewer(Tower tower,
TowerFindResult result)
{
var towerLevellnfoltem = result.Currentltem;
var shopltem = result.source.shopltem;
var level = result.indexOfltem + 1;
var nextTowerLevellnfoltem = result.Nextltem

?? TowerUpgradelnfo.Empty;

return ToTowerModelViewer(tower, towerLevellnfoltem, shopltem, level,

nextTowerLevellnfoltem);

}

public static TowerModelViewer ToTowerModelViewer(
Tower tower,

TowerUpgradelnfo towerLevellnfoltem,
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TowerShopltem shopltem,
int level,

TowerUpgradelnfo nextTowerLevellnfoltem

)

var model = new TowerModelViewer(
tower.info.target,
tower.info.damage,
tower.Radius,
tower.info.cooldown,
tower.info.countMonstersDamage,
towerLevellnfoltem.salePrice,
nextTowerLevellnfoltem.buyPrice,
shopltem.icon,
shopltem.description,
shopltem.name,

level

return model;

public IEnumerable<Shopltem> Shopltems =>
_towerLevelinfoCollection
.towerLevellnfos
.Select(ToShopltem);

public static Shopltem ToShopltem(Towerinfo info)
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return ToShopltem(info.shopltem, info.infoltems[0]);

public static Shopltem ToShopltem(TowerShopltem shopltem, TowerUpgradelnfo
updatelnfo)
{

return new Shopltem()

{
icon = shopltem.icon,
name = shopltem.name,
targetType = shopltem.targetType,
price = updatelnfo.buyPrice,
description = shopltem.description,
tower = updatelnfo.tower,

buildTime = updatelnfo.buildTime

s
using UnityEngine;

public class TowerLevellnfoResult

{

public readonly int sellPrice;
public readonly int updatePrice;

public readonly GameObject nextLevelTower;
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public readonly int currentLevel,

public readonly float buildTime;

public TowerLevellnfoResult(
int sellPrice,
int updatePrice,
GameObject nextLevelTower,
int currentLevel,
float buildTime

this.sellPrice = sellPrice;
this.updatePrice = updatePrice;
this.nextLevel Tower = nextLevelTower;
this.currentLevel = currentLevel;
this.buildTime = buildTime;

public bool HasNextLevel => nextLevelTower;
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