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CroemanpHicTh: 122 KoMOo'roTepH1 HayKu
OcsiTHRO-TIpOdeciitHa mporpama: KomMn'toTepHi HayKu

3ATBEPJIKYIO
3aBigyBay kadheapu EMMIT
Onsra KPUBUIIBKA
« » 20 p.

3ABJJAHHSA
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AHOTANIA
KBaJi(ikaniiiHoi podoTH
Ha 3100yTTsl OCBITHBOI'0 CTyIICeHsI 0aKajaBpa

Tema: Po3pooka zpu y scanupi Tower Defense.

Aemop: [lizanesuu Ilagno Onexcandposuu

Hayxkosuit kepienuk: JKykoecokuii B.B., kanouoam mexHiuHux Hayx, ooyenm xageopu
EMMIT.

3aXUMEHA (eeveveeePeeivineiiinnnennneees 2024 pOKY.
IHosacnwoesanvna 3anucka 00 Keanigpikauitinoi pooomu: 54 c., 44 puc., 2 diae., 31 doxcepen.

Knrwwuoei cnoea: icposuii oooamox, epa, pospooka, Unity, Tower Defense, game app, game,
develop.

Kopomxuii 3micm npaui:

3aBnaHHsIM KBasi(ikamiiftHoT poOOTH/TIPOEKTY Oyia po3poOKa iIrpoBOro J0AATKA SKaHPY
Tower Defense na miargopmi Unity. MeToro 11boro nmpoekrty Oyio He JIMIEe CTBOPEHHS
(GYHKIIIOHAJIEHOTO Ta 3aXOTUTIOI0YOTO ITPOBOTO MPOAYKTY, ajie i HaOyTTs MPaKTUIHOTO JIOCBIAY B
nporpamMyBaHHI, TU3aifH1 Ta ONTUMI3aIlii I'POBUX JTO/IaTKIB.

3a3HaueHUH IPOEKT CTBOPIOBABCS /JIsl PO3BUTKY HABMYOK po3poOKu Ha ruiatdopmi Unity
Ha IpUKIIAJl IrpoBoro nojaatka y »xanpi Tower Defense. ¥V nponeci pobotu Haj NpoeKTOM
BUKOPHUCTOBYBAJIUCS Pi3HI ACMIEKTH PO3POOKHU Irop, BKIFOUAIOUN CTBOPEHHS IFPOBUX MEXaHIK,
PO3pOOKY IMITYYHOTO 1HTENIEKTY BOPOTiB, a TAKOXK poOOTY 3 rpadikoro Ta aniMmamisimu. Kpim toro,
BEJIMKA yBara NpUIUIsIIacs ONTUMI3alil MPOIyKTUBHOCTI Ta 3a0€3Me4eHHI0 CTablTbHOT poOoTH
J0aTKa.

OcHoBHa po3po0Ka BKIJIFOUasIa HaIMCAHHS KOy, CTBOPEHHSI IrPOBHX PiBHIB, PO3POOKY
CUCTEeM. 3aKIIIOYHHI eTall, TECTYBaHHS, Nepe10adaB BUSBIICHHS Ta BUIIPABICHHS ITOMUJIOK, a
TaKOXX OMTHUMI3allii0 TPHU TS 3a0€3MEUCHHS] HAaKPaIoro KOPUCTYBAIbKOTO JOCBITY.

3aBasiku poOOTI HAJ IIUM MMPOEKTOM, B/IAJIOCS 3HAUHO MOKPAIUTH HABUYKHU B
nporpamyBanHi Ha C#, mpu po6orti 3 Unity, a TakoX OTpUMATH JOCBIT Y CTBOPEHHI CKIIaIHUX
ITPOBUX MEXaHIK Ta IHTEPAKTUBHUX CEPEIOBUIII.



The task of the qualifying work/project was the development of a game addition of the
Tower Defense genre on the Unity platform. The goal of this project was not only to create a
functional and exciting game product, but also to have practical experience in programming,
design and optimization of game applications.

This project was created to develop development skills on the Unity platform using the
example of a game add-on in the Tower Defense genre. The project used various aspects of game
development, including the creation of game mechanics, the development of artificial intelligence
of enemies, as well as work with graphics and animations. In addition, great attention was paid
to optimizing performance and ensuring stable operation.

Main development included writing code, creating game levels, system development. The
final stage, testing, predicting and fixing bugs, and optimizing the game to ensure the best user
experience.

Thanks to work on this project, it was possible to significantly improve skills in
programming in C#, when working with Unity, as well as gain experience in creating complex
game mechanisms and interactive environments.

(nionuc aesmopa)
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Beryn

Bineoirpu nepexuBaroTh CTpIMKE 3pOCTaHHS B IHAYCTpii pO3Bar.
I'paBerns MOke OTpUMaTH 3HAHHS TPO HOBI peaii, MepeBipUTU CBOI1 3AIOHOCTI TepoiB 1
MOJTyMKH BUIIPOOYBaTH ce0e B iIrpOBOMY CBITI.
3 KO)KHUM POKOM PHHOK irop BiT4yBa€ CIUIECK MOMUTY 3 HOBUMH MOXJIUBOCTSIMU SK IS

TpaBIIiB, TaK 1 JUIsl pO3pOOHHUKIB.

Tower Defense - o1uH 3 HAUMPOCTIIINX KAHPIB B1JIEOITOP.
3aBASKM 3aXOIUTIOIOYINA ITpOBIM MeXaHill Ued JKaHp BIIOMUM THUM, [0 B HBOMY
PO3MIIITYIOTHCSL BEX1 Ta Typewi, sKi MOKHAa BHKOPUCTOBYBATH JIJIsi Halaay Ha BOPOTIB,
I'paBIll MOBUHHI 3aXUINATH CBOIO 06a3y YU TEPUTOPIIO.
[Ilo6 mokpammTu cBOi HaBUYKH, kaHp Tower Defense Hajmae rpaBusM IIMPOKHI BHOIp
IIKaBUX 1 cTpareriunux MoximBoctei. s po3pobku rpu Tower Defense morpiOue

BCceOIYHE pO3YyMIHHS MTporpamMyBaHHs Tpadiky Ta IrpoBOTO AU3aiiHy.
Temoro € peanizaiis 6a3oBux MexaHik Juist rpu 'y xanpi Tower Defence.

Metor € npakruuHa peanizauis rpu 'y xanpi "Tower Defence" na mmardopmi

Unity.

AKTYaJIbHICTh 1IHOTO JIOCTIIPKCHHSI BHU3HAYAETHCA IHTEPECOM JO irop y >KaHpi
"Tower Defence" cepen rpasuiB Ta nonyssipHicTio miatdopmu Unity cepen po3poOHUKIB
irop. 3apa3, mBH/IIE 32 BCE, € BEIMKA KUIbKICTh MOTSHIIIMHUX TPaBIIiB, SKi 0 31rpaiu y Tpy

TaKOTO JKaHPy. A TaKOXK MOJIOJII PO3POOHUKH, SKI IPArHyTh CTBOPIOBATH BJIACHI ITPH.

00'exToMm aociimkeHHst € rpa xkaHpy Tower Defence, e rpaBenb 3aXuIaeTbes Bij

BOPOTIB 32 JOMIOMOTOI0 PI3HUX BEX.

Ipeamerom nociimxennst € cepenopuiie Unity npu po3poOiri rpu xanpy Tower

Defence.

Metogamu 10cJIiIKeHHs1 BUBHAYEHO TEpENiK 3aBAaHb, 1110 BUCTyNAaTUMYTh Y PO

IUTaHY BUKOHAHHS POOOTH.



Po3aia 1
[Hdopmarriiine 3a6e3meueHHsI 0 00’ €EKTY J10CIIKEHHS

1.1 Beryn B skanp Tower Defence:
Oruspa :xanpy Tower Defence:

Tower Defence - ne xaHp, skuil 0a3yeTbcs Ha CTPATErIYHOMY IUIAHYBaHHI
00opoHu. ['0I0BHOIO METOIO TPaBIIA € 3aXUCTUTH MEBHUI 00'eKT (3a3BU4ail 6azy abo

TEPUTOPIIO) BiJl HACTYMAIOUMX BOPOT'iB, BUKOPUCTOBYIOUH Bexki abo Typeni[10].
IcTopist Ta mOMyJIAPHICTH:

XKanp Tower Defence Bmepuie HaOyB MOMYJISPHOCTI y paHHI 4Yacu IrpoBOi
1HIyCTpii, 1 BIATOAI BiH CTaB OJHHMM 13 HAWBIJIOMIMINX >KaHPIB cepej IrPaBIiB 110
ychoMy cBiTy. Bimomi npeacraBHuku, Taki sik "Plants vs. Zombies", "Defense Grid:
The Awakening" ta "Bloons Tower Defence", 3m00ynu mOMyasipHICTb 3aBISKH

3aXOIUTMBOMY TE€HMIUICIO Ta BUKIIUKAM, sIKI BOHU CTAaBUJIU TPABIICBI.
OcHoBHMMH eleMeHTaMu rpu y skaHpi Tower Defence e:

- BeKi (Typei):
TOJIOBHMM 3aci0 OOOpOHM IpaBLs, SIKWUW CIYXHUTh JJIsl 3aXUCTY B1Jl BOporiB. BoHu
MOXKYTh MaTH Pi3HI BUAM 30p0i Ta XapaKTEPUCTHKHU.

- BOpOIHM:
HACTYMAO4l CHUJIM, SIKI HAMaraimTbCs 3HHUIIUTH OO'€KT, KU TpaBelb MOBUHEH
3axumiat. BoHn MOXXyTh MaTH pi3H1 XapaKTEPUCTUKH Ta 31aTHOCTI.

- [UIAXH:
MapHipyTH, TO SKHX PyXalThCS BOPOTM Ha MUIAXY A0 ITl. ['paBmro moTpiOHO
PO3TalIOBYBaTH CBOi BEXI1 TaK, 100 MAaKCUMaJIbHO €(DEKTUBHO 3HUIIMTH BOPOTIB Ha
ISXY.

- pecypcem:
rpouri abo pecypcu, siKi rpaBLIO MOTPiOHO 30upaTu ado 3apoOATH AJsl MOKYIIKHU Ta

IIOKpAaIICHHA BCIK.



1.2. HasgBHi anajioru:

[Ipu po3misaal KOHKypeHTHOro otodeHHs y cdepi >xanpy Tower Defense BaxkiauBo
BpaxoByBaTH, III0 BIH BXXE Ma€ TEBHY KUIBKICTh YCIIIIHUX Irop, SKi BXe 3100yiIH
MOMYJISIPHICTH cepen rpasiiB. Ock esKi 3 BIAOMUX IpeacTaBHUKIB xaHpy Tower Defense

Ha tardopmi Unity:

"Bloons TD" (Puc.1):
1 cepis irop Bia Ninja Kiwi crana ofHi€ro 3 HaUmonyasipHIIIKX y skaHpi "Tower
Defense". I'padikoro Ta reiiMiieeM BOHA BUT1IHO BIAPI3HIIOTHCS BiJ IHIIUX 1FOP

IIbOTO YKaHPY Ta HaJuxae 0araTboX po3pOOHUKIB.

SMNIPER MONKEeY

Puc.1.1 I'eiimneii Bloons TD|[5]



"Kingdom Rush' (Puc.2):

irpu 3 wie€i cepii Big [ronhide Game Studio Takoxx 3100y71 TOMYJISIPHICTD 3aBASIKA

I[IKaBOMY CIOXeTY, ToOpe mpopoOiieHiii rpadiii Ta mHO0KOMY FeMILIEIO.

Puc.1.2 I'eiimmuieit Kingdom Rush|[6]

"Plants vs. Zombies'' (Puc.3):

rpa Bix PopCap Games cTana ofHi€ro 3 HalWyIIOONICHINUX CEPeJl TPABIIIB 3aBISIKU
CBOEMY YHIKaJIbHOMY I1JIXOAY, 1€ IPaBL BUKOPUCTOBYIOTh POCIUHU AJi1 OOpOTHOU 3
30M01. L5 rpa BUALISETHCS CBOEIO SICKPABOIO IPadikor0, TyMOPOM Ta HIKaBUM

TEUMILIIEEM.

Puc.1.3 I'eiitmniielt Plants vs Zombies|[7]

[Ticast orsiy aHANOTIB S BUPIIIMB OpieHTyBartucs Ha reiimiuieit Plants vs Zombies.
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1.3. 3araabHi acnekT crBopenHs rpu y xkanpi Tower Defence:

CrBopenns rpu xanpy Tower Defence nepenbadae BUKOPUCTAHHS PI3HUX MEXaHIK
Ta KOMIIOHEHTIB JJISI CTBOPEHHSI FeHMILICIO TPH, JIe TPaBIIEBl MOTPIOHO OOOPOHSATHUCS BiJl

BoporiB. Ock kiro4oBi npuHunu peanizauii Tower Defence :
reMMILIeN Ta Mamna:

- cdopmyeTe reiimManzaiiH, Mary irpoBOTO CBITY, Ha fKiil po3TalloBaHi HUISIXU AJS

BOPOXKHX OJMHUIIL Ta MICIIS IS PO3MIIICHHS 00'€KTIB OOOPOHH.

- BHW3HAUTE€ MEXaHIKy XBHJIb BOPOTIB, IO HAMaJaTUMyTh Ha ToJOoBHUHN 00'ekT. lle
MOXKE€ BKJIFOYATH BHU3HAUCHHS YACOBMX IHTEpBaJiB MDK XBWJISIMU BOPOTIB 1 THIIIB

BOPOTB.
Bexi Ta IX po3MillleHHS

- CTBOpITh MOJEINI BEX iX XapaKTepUCTUKHU, TaKi K BapTICTh, CUJIA aTaKH, JAJIbHICTh

CTP1IL0H TOIIIO.

- JIoJalTe CHUCTEeMy PO3MIIICHHS BeX Ha Mmami. I'paBIli MOBUHHI MaTH MOXKJIUBICTH
BUOUpATH MICIS IS PO3MIIIEHHS BEX, 1 116 MOXE BHMAaraTd NMEBHOI B3aeMOJIl 3

1HTEpPENCOM IpH.
PYX BOPOriB:

- BHW3HAUTe NUISIXHU, SKI OyayTh MPOXOAWTH BOPOXI ONWHMUIN. 3a3BUYall 11e OymyTh

NIeBHI JIHIT Y¥ KOPUJIOPH Ha Marli.
- BHUKOPUCTOBYHTE CHCTEMYy NUISXIB JJI1 BU3HAYCHHS MAapIIPyTIB XOAH BOPOTIB

B3/IOBXK 3amanux Tpac. Unity Hamae 3acoOM JJisi CTBOPEHHS CHUCTEM IIUISAXIB Ta

KOHTPOJIIO HaJl PyXOM BOPOTIB.
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inTepdeiic Ta KepyBaHHA:

- po3poliTe iHTEep(deic rpu, kUil Oyme BKIIOYATH 1H(GOPMAIlIO MPO TPOII TPaBII,

YKUTTS, TOTOYH1 XBUJI1 BOPOTIB, BUOpPaHY BEXKY TOIIIO.

- 3abe3mneure MOXJIHMBICTh TPABIIO BUOUPATH BEXK1 JJIsl PO3MIIIEHHS 1 TOKPAIICHHS Ta

IPOJIAXKy BEXK.

- HOﬂaﬁTe CICMCHTH KCPYBAHHA, Takl SIK KHOIIKU L IIOYaTKy HaCTyr[HO.l. XBHII1

BOPOTB.
edekTH Ta aHIMaLiA:

- JUIs HOJINIIEHHS BI3yalbHOTO BpAaXEHHS AOAATe aHIMAaI[ll0 BOPOTIB Ta BEXK.

- peani3yiiTe crieniaibHi €()EeKTH, Taki K BUOYXH UM aHIMAIlisl Y pa3i 3aBEpILICHHS IPU

abo mporparry.
0aJlaHC I'PH TA HAJIAINITYBAHHS:

- TEeCTyWTe rpy, mob 3ade3neuntn 0ajaHc MK BaXKKICTIO Ta BUKJIMKOM ISl TPaBIIA.

- HaJJAalITyWTe MapaMeTpHu BEX, BOPOTiB Ta peCcypcCiB, 00 3p0OUTH Ipy IIKABIIIOKO Ta

30a51aHCOBAHOIO.
30epesKeHHs MPorpecy Ta peKopaiB:

- JoJaiTe CcHucCTeMy 30epeKeHHsI MpOorpecy TrpaBls Ta BEICHHS PEKOPIiB, SKi

JI03BOJIAIOTH T'PaBLSAM BIAHOBIIIOBATH Py Ta MOPIBHIOBATH CBOI IOCATHEHHS.

3BYKHM Ta My3HKa:

- BHUKOPHCTOBYHTE ayiio pecypcu JUuisli CTBOPEHHS 3BYKOBOIO CYIPOBOAY TIpH,

BKJIFOUAIOYH 3BYKH BUOYXiB, TOCTPLIIB Ta MY3HKY.

12



Po3aia 2

[ndopmariitne 3a06e3ne4eHHs 10 IPEIMETY 10 CI1HKSHHS

2.1. Unity sik nuiargopma 1J1s1 po3po0ku irop:

KOPOTKMM OIS/

Puc.2.1 Jlororun Unity[8]

Unity - nie inTerpoBane cepenonuiie po3pooku (IDE), mpuznauene s
CTBOPEHHS PI3HOTUIHUX 1rop Ta goaarkis. Unity(Puc.1) Binomuii cBo€ro
aKTyaJbHICTIO 1 TOMYJSIPHICTIO CEPell PO3POOHUKIB, OCKUIBKHU LIEH IrpOBUA
JIBUTYH HaJla€ HAJ3BUYAHO ITUPOKI MOKJIMBOCTI JUISl PO3POOKH irop Ha Pi3HUX

argopmax|[9].
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AKTYaJIbHICTD:

- DararomiaT(OpMHICTh:
Unity 103BoJisi€ pO3pOOHUKAM CTBOPIOBATH IrpH AJIA PI3HUX MIaTGOpM, TaKUX
sk [1K, MoO1IbHI TPUCTPOI, KOHCOIMI, BipTyanbHa peanbHicTs (VR)[18] Ta iHmmi.
[lo po6utk Unity akTyaabHUM THCTPYMEHTOM, OCKUIBKH PO3POOHUKN MOKYTh

CIPSIMOBYBATH CBOI IFPH Ha MIUPOKY ayauTopiro[20].

Puc.2.2 Unity[20]

14



- CHUIbHOTA TA pecypcH:
Unity Mae TOCUTBH BEJIHMKY CIUIBHOTY PO3POOHHKIB, IO POOUTH MOXKIMBUM
OTPUMaHHS MIATPUMKH, JAOMOMOTM Ta JIOCTYMy A0 Oe3iidl pecypciB, TaKUX SIK

nokymenTarlis| 11], onyaifH-Kypcu Ta GopymH.

OCHOBHI nmepeBaru BUKOPUCTaHHSA:

- 3pyuHuii inTepdeiic:

Puc.2.3 Intepdeiic Unity[19]

Unity mae iHTYiTUBHUI 1HTEep(Elic, 0 T03BOJISIE JIETKO CTBOPIOBATH Ta pearyBaTH

IrpOBI1 00'€EKTH Ta CLICHH.
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- rpadiuyHuii moTeHIiaz:

Puc.2.4 Ilpuxknan rpagiku[12]

Unity nigTpumye po3poOKy rpadigHOro KOHTEHTY, BKitoyatoun 2D ta 3D rpadiky,
TaKOX Pi3HI ClielialIbHI €(PEKTH.

I'padiuni ¢pynkmii Unity 103BOJISIOTH KEPYBaTH 30BHINIHIM BUTIISIIOM BaIoi
IPOrpaMH Ta JIETKO HAJIAIITOBYIOTHCS.

Bu moxere BukopuctoByBaTH rpadiuni pyHkuii Unity Ajig CTBOPEHHS! KpacUBOi,
ONTUMIi30BaHO1 rpadiku Ha pi3HUX MIaThOpMax, BiJ MOOLTEHUX J10 KOHCOJIEH

BHUCOKOT'O KJIacy Ta poOOYMX CTOJIB.

a
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- (¢i3uka Ta a”imanis:

Puc.2.5 ®izuka B Unity[13]

Unity Hagae IHCTpYMEHTH ISl CTBOPEHHS peanicTUYHUX (Hi3MUHUX €PEKTIB Ta
aHiMallii 00'eKTiB.

Unity qonomarae MojeioBaty (Di3UKy y BallloMy MPOEKTI, 100 MepeKoOHATHUC, 10
00’ €KTH TIPaBUIILHO MPUCKOPIOIOTHCS Ta PEaryroTh Ha 3ITKHEHHS, CUJIa TSOKIHHS Ta
pI13HI1 1HII CUJIH.

Unity Hazmae pi3Hi peanizaiii pi3M4HOTO MEXAHI3MY , SIKI BU MOXKETE
BUKOPHUCTOBYBATH BIJIMOBIIHO 10 TOTPEO CBOTO MPOEKTY:

3D, 2D, 06’ exTHO-Opi€EHTOBaHMM a00 OpIEHTOBAHUMN Ha JaHI.
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- MOKJIMBOCTI NIPOrpaMyBaHHS:

Puc.2.6 Jlororun C#[21]

po3poOka irop B Unity BinOyBaeThCs 3 BUKOPUCTAHHSIM MOBH TiporpamyBanns C#[21],
110 JAa€ PO3pOOHUKAM HIMPOKUIN MPOCTIP JUIsl MPOrpaMyBaHHs 1rpOBOT JIOTIKH.

C# (BumoBnserbest Ci-mapn) — 00'€KTHO-OpIEHTOBaHA MOBa MPOrpaMyBaHHS 3
Oe3neyHoro cucremoro tumizauii st miaargopmu NET. Po3pobinena Annepcom
I'etincoeprom, Cxorom Binramytom Ta Ilitepom Tonpae mig erimoro Microsoft

Research.
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2.2. OcHoBu po3po0ku irop Ha Unity:

Unity MICTUTh JIEKUTbKa KIIOYOBHUX JETAJICH, IO JO3BOJISIOTH PO3POOHUKAM
CTBOPIOBATH ITPHU Ta IHTEPAKTUBHI noaarku[11].

JlaBaiiTe TOKJIaIHIIIE PO3MIAHEMO, sIK mpartoe Unity:
irpoBi 00'exTH Ta cCueHu:

- irpoBi 00'exTH:

Puc.2.7 CrBopeHHs irpoBux 00’ekTiB[22]

KoKeH 00’ekT y Bamiii rpi € GameObject , BiJ] mepCOHAXKIB 1 KOJIEKIIITHUX
MIpEeIMETIB /10 BOTHIB, KamepH Ta crnenedekru. Ognak GameObject HEe MOXKe HIYOTO
poOuTu caMm 1o co0i; BaMm MOTPIOHO HAJATH OMY BJIACTUBOCTI, TIEPII HIXK BiH CTaHE

IMCPCOHAKEM, CCPCIOBUIICM abo CHeHiaJIBHI/IM e(i)eKTOM.

GameObjects — 11e pynaamenTanbHi 00’ exktu B Unity, siki MpeCTaBIISIIOTh
MIEPCOHAXIB, PEKBI3UT 1 Aekoparrii. Cami mo cobi BOHM HE JOCSTAIOTh OaraTo 4oro,

ajie JII0Th SIK KOHTEWMHEPH ISl KOMIIOHEHTIB , SIK1 peati3yroTh (yHKI[IOHAI.

[ITo6 HagaTu irpoBoMy 00’ €KTY BIACTUBOCTI, HEOOX1H1 ISl TOTO, IITOO CTaTH
CBITJIOM, JIEpE€BOM a00 KaMeporo, BaM MOTPIOHO J0/IaTH JO HHOTO KOMIIOHEHTH .
3asie’)kHO BiJ TUIY 00’ €KTa, SKUM B XOUETE CTBOPUTH, BU JOJAETE Pi3HI KOMOIHAIII{
kommnoHeHTiB 10 GameObject. Unity mae 6arato pi3HUX THUIIIB BOYTOBaHUX

KOMIIOHEHTIB, 1 BU TAKOXK MOXETE CTBOPIOBATH BJIACHI KOMIIOHEHTH
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- CHEHM:

= Hierarchy # Scene
Create = (A |5|ud|d ~||2p|| % | <) | &I~

Main Camera
Directional Light

Puc.2.8 Ilpukiiag cTBOpeHHs CleHu[23]

Cuenu — 11e Miclie, Jie BU IpatroeTe 3 BMicToM B Unity.

Ile pecypcu, siki MICTATh TPy UM MPOTPaMy MOBHICTIO a00 YaCTKOBO.

Hanpuknaza, Bu MOXXKeTe CTBOPUTH MPOCTY TPy B OJIHIN CLIEHI, TOA1 K TS
CKJIQJIHILIOL IPU BU MOYKETE€ BUKOPUCTOBYBATH OJIHY CLIEHY HA PIBE€Hb, KOJKHA 31 CBOIM
CepeoBUIIEM, TIEPCOHAKAMU, TIEPEITKO/IaMHU, JIEKOpaIliIMH Ta iHTepdeic

KOPHUCTyBauda. Y MPOEKTI MO>KHA CTBOPUTH Oy/Ib-SKY KIJIbKICTh CIICH.

Komnu Bu cTBOproeTe HOBUII MPOEKT 1 BiAKpuBaeTe ioro Bnepiie, Unity

BIJIKpUBAE 3Pa30K CIICHU, SIKUW MICTUTD JIUIIIE KaMepy 1 CBITIIO.

20



KOMIIOHCHTH Ta CKPHUIITH:

- KOMIIOHCHTH:

v GameObject Static *

Tag Untagged

AL Transform
Position
Rotation

o I “
ot L i =

# Rigidbody

Mass

Drag

Angular Drag

Use Gravity

s Kinematic

Interpolate None
Collision Detection  Discrete
Constraints

Info

Puc.2.9 Ilpukiax KOMIoOHeHTIB[24]
KOMIIOHEHTH - 11e Oy/1iBeJIbH1 OJIOKM ITPOBUX 00'€KTIB, SIKI BU3HAYAIOTh TXHIO
MOBEJIIHKY Ta BIacTUBOCTi. Unity Mae iekisibka BOyTOBAaHMX KOMIIOHEHTIB,
takux gk Transform, Collider, Rigidbody Ta iH111, a Takox 1ae po3poOHUKaM

CTBOPIOBATH BJIACHI KOMITOHEHTH.
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- CKpUNTH:

—
Vignette.bly
vignette.chrq

}

zoxd OnTriggersta

var fire = c.
(fire && f

float dist = 1-({
NearHeat(dist);

}

var smoke = ¢.0et
(smoke && smoke

{ float dist =
N moke (d1st

hC @
s mohﬂ'.m:cles.cs
wtufHowPamcles e
2 1 thBex
rors plas e
- Z (heal th80
world.cs

Puc.2.10 Po6ora 3i ckpunramu[14]

PO3POOHUKH BUKOPUCTOBYIOTH CKPUIITH JJIsl IPOTPaMyBaHHS JIOTIKH Ta MOBEIIHKU
irpoBux 00'ekTiB. CKpUIITH AAIOTh MOXKJIMBICTh CTBOPIOBATH ITPOBUM 1HTEJIEKT,

KepyBaTH aHIMalli€l0, 00poOIsATH Aii rpaBIs Ta 6araTo 4Ooro iHIIOTO.
¢izuka Ta animanis:

- Unity mae BOymoBaHny cuctemy (i3uKH, siKa JO3BOJISIE CUMYJIIOBATH PyX Ta
3ITKHEHHSI 00'€KTIB B I'pi, 110 pOOUTH CBIT I'PH PEATICTUYHIIIUM Ta J03BOJISE

CTBOPIOBATU (PI3UUHI TOJIOBOJIOMKH Ta €(PEKTH.

Puc.2.11 Pobora 3 animanismu B Unity

- Unity Ttakox mATpUMY€E aHIMaIilO O0O0'€KTIB, 1€ PO3POOHHKH MOXKYTh
CTBOPIOBATH PYXU Ta aHIMAIlilO Il IEPCOHAXIB, 00'€KTIB Ta 1HIIUX ITPOBUX

eJIEMEHTIB.
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MYJbTHMeEAia Ta pecypcu:

| EERESE o
B cuio ixer BESEEET

. Inachve

Puc.2.12 3Bykn B Unity[15]

- Unity no3Bonsie iMmopryBatu rpadiky, 3BYKH, Biie0 Ta 1HII MYJIBTUMENiHHI
pecypcu A1l BUKOPUCTaHHS B IPi.
Po3pobHMKN MaiOTh MOXIJIMBICTH HAAINTYBaTH OCBITJACHHS, Marepiaid Ta

TCKCTYPH IJIA JOCATHCHHA 0a’XKaHOTO CTHIIIO I'pH.

- 3acobu pecypciB Unity 103BOJISIIOTH OPraHi30BYBaTH Ta KEPYBATH aKTUBAMH, L0

crpoIye podoTy 3 pecypcamu I'pH.
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BipTyajibHa Kamepa:

Puc.2.13 Ilpuxknaam BipryanbHux Kamep|25]

B Unity MO)KHA HanalITOBYBaTH Kamepw Ui BiIOOpaXeHHS TPU 3 PI3HUX PaKypcCiB
Ta KyTiB omwigy. Lle mo3Bosisie CTBOprOBaTHM Ppi3HOMAHITHI €(deKTH KaMmepu,

BKJTFOYAIOYH 3yM, IIOBOPOTH Ta 3MiHY (PoKyca.

Te, mo 6aunTh Kamepa, BUZHAYAETHCS 11 TpaHchopMalli€ro Ta kKomnoHeHToM Camera.
[TonmoxxeHHst TpaHcopmarlii BU3HaYa€ TOUKY OISy, HOTO Bich Bepea (Z) BU3HAYae
HanpsIMOK Teperisiay, a Horo Bichk 1 Bich yropy (Y) BH3HAYaIOTh BEPXHIO YACTHHY

eKpaHa.

[Tapametrpu xommonenta «Kamepay» Bu3HauaOTh po3Mip 1 Gopmy ob6macTi, ska
HOTpaIuIsie B 00JacTh Meperisday. 3 HaTAITOBAaHMMHU IIMMHU TapamMeTpamMH Kamepa
MOJKE BiJIoOpa)kaTH Te, 1110 BOHA «0auuTh» Ha eKkpaHi. ¥ Mmipy Toro, sik GameObject
pyxaeTbcs Ta 00epTaeThCs, BIAOOpaxKeHe 300pakeHHSI PyXaeTbCs Ta 00epTaeThes

BIZIITIOBIIHO.
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B3aeMolia Ta Pizuka 3B's3KiB:

Button

Puc.2.14 Knonka(naiinpocTtimmi 3acio B3aemoii)[26]

Unity Hamae 3aco0u Ui B3aeMOJii IrpoBUX O0O0'€KTIB, BKIIFOUAIOUH JICTCKTOPH
31TKHEHb Ta MOii, sIKi CIIPAIlbOBYIOTh IIPH MEBHUX JIISX I'PABIS UM IFPOBUX 00'€KTIB.
Unity MICTUTBh NMOTYXHUN PEHIEPHUHI, IO J1a€ MOXKJIMBICTh CTBOPIOBATH BI3yaJIbHO

3aXOIUTMBI TPH 3 PI3HUMHU CTUJISIMU Tpadiku.

BinbmricTe KOMIOHEHTIB B3a€EMO/I1T MatOTh ACSK1 CIIIbHI PHUCH.

Bouu noctrynHi myisi BUOOpy, IO O3Ha4yae, 0 BOHM MalOTh CHUIBHI BOYyJAOBaHi
dbyHKIT 171 Bizyanmizallii MmepexoliB MK CTaHaMd (HOpMaJbHUHM, BHWIUICHUMA,
HATUCHYTUW, BUMKHEHMM) 1 JJIS MEPEXOAay JO IHIIUX BHOpaHMX 3a JOIOMOIOIO
KJIaBlaTypH YU KOHTPOJIEpa.

s crinpHa (yHKIIS onyMcaHa Ha cTopiHill «Bubipy .

Komnonentu B3aemonii MawTh npuHaiiMHI oy mnoairo  UnityEvent, sxa
BUKJIUKAETHCS, KOJM KOPUCTYBa4 B3AEMOJIE€ 3 KOMIIOHEHTOM TIEBHUM YHWHOM.
Cuctema iHTep(eiicy KOpUCTyBaua BIJIOBIIIOE Ta PEECTPYE Oyab-sIKI BUHSTKH, SKi

MOIIMPIOOTHCS 11032 KoAoM, TpueaHanuM 10 UnityEvent.
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2.3 Asset Store:

Unity Asset Store € momoMm Il 3pocTarodoi 0i0J10TeKH OE3KOMTOBHUX 1
KOMEPIINHUX aKTuBIB, cTBopeHux sk Unity Technologies, Tak 1 wienamu ciiibHOTH. Leit
OHJIAH-PUHOK HaJa€ PO3POOHMKAM MOXKJIUBICTh IIBUIKO Ta €(PEKTUBHO 3HAXOAUTH M
BUKOPHUCTOBYBATH PI3HOMAHITHI PECYpCH, fAKI MOXYTh 3HAUHO MPUCKOPUTU MPOIEC

PO3pOOKHU.

JlocTynHa BenuKa PI3HOMAHITHICTh PECYpCIB, SKI OXOIUIIOIOTH BCE: BIJ TEKCTYp,
MoJIeIel 1 aHiMmarlii 10 IUIMX MPUKJIAAIB MPOEKTIB, HABYAIBHUX IMOCIOHUKIB 1 pecypciB
po3mpeHHs. Po3poOHUKM MOXYTh 3HAUTH TEKCTypH JUIsl CTBOPEHHS PEaTiCTUYHHMX
MOBEPXOHb, TPUBUMIPHI MOAENI AJig JOJABaHHS JeTalied J0 CBOIX CIEH, aHIMallii s
O)KUBJICHHS TIEPCOHAXKIB Ta 00'€KTIB, a TAKOXK 3BYKOB1 €(DEKTH Ta My3WYH1 KOMITO3HUIIIT JIJIst
CTBOpeHHsI aTMoc(epH B ixHiX irpax. OKpiM I[bOro, JOCTYIHI CKPUIITH Ta 1HILI MTPOTrpamMHi
KOMIIOHEHTH, SIKI MOXYThb CYTTE€BO CIPOCTHUTH MpOLEC KOAYBAaHHS 1 BIPOBAKCHHS

pI3HOMaHITHUX (QYHKIIIH.

Bwmict, noctynHuii B Asset Store, gomomarae MOKpalIUTH Ball MPOEKT, Ipy 4u
OporpaMy Ta 3MEHIIWTH HABAHTAKEHHSA, HEOOXIJAHE IJIsi CTBOPEHHSI 1HCTPYMEHTIB abo
Mojenelt 3 Hyas. BUKkopucToByouM TOTOBI aKTUBH, PO3POOHUKH MOXKYTh 30CEPEIUTUCH HA
YHIKaJIbHUX aCHEKTax CBOIX MPOEKTIB, 3a0IIa/XKyI04H yac 1 pecypcu. Kpim Toro, akTusm,
npuadani B Asset Store, 4acTo CympOBOMKYIOTHCS TOKYMEHTALIE€I0 Ta MPUKIAIaMH, 110

MOJIETTIIY€E 1X IHTETPAIil0 Ta HAJIAIITyBaHHS.
[Ipu po3poOi1i JTaHOTO MPOEKTY OYJIM BUKOPUCTAHI JaH1 aCETH:
- acet-nak Sunny Land Forest [1];
- backyard Top-Down Tileset [2];
- acer-mak Pixel Adventure 1 [3];

- aceT-nak 3 my3ukoro Adventure music and SFX [4];
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[Tporec po3pobku

Po3nain 3

3.1. Onuc igei Ta BUMOT 10 NPOAYKTY:

I'paBens kepye Tpymnoro JiCOBUX CTPaXiB, SIKi MIOBUHHI 3aXUCTUTH HACEIICHUN MTyHKT

B/ HaIa 1iB AUKUX 3BIPIB, K1 HAOIMKAIOTHCS 3 TJIMOWH JIICY.

[Ilo6 edekTUBHO CTpUMYBATH HamaJW Ta 3aXUILNATH HACEJIICHUN MyHKT, IpaBellb

NOBHHEH PO3TAIIOBYBAaTH CBOiX BOiHIB HA CTPATET1YHUX MO3HUIIISX.

Bumoru 10 mponykry:

TOJIOBHE MEHIO
dboHOBE 300pakeHHS
(oHOBa My3HKa

CHCTEMa PO3MIIICHHS BEX1
CUCTEMA 310POB’ s
CHCTEMa BaJIOTH

BEXa OTPUMAHHS BaJIIOTU
aTaKyroJa Bexa

CIIaBHEp BOPOTiB

JIOTiKa PyXy BOPOTiB
JIOTiKa aTaky BOPOTiB

MeXaHiKa Iporpanry
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3.2. Menro

JIist  CTBOpEHHSI TOJIOBHOTO MEHIO, SK TIOKa3aHO Ha MaNIOHKy 1, Oymo BHPIIIEHO
BUKOPHUCTATH aCETH, KHOMKK Ta (QYHKIIII 10 HUX.
Jlnst kaonkm Start pynrkimiro ChangeScene, y ckpunti Menu, 715 Iepexoay MiXK CIIEHAMH.
Jlnst kaonku Options GyHKITIFO JIs1 3MIHA BUJIUMOCTI BiKOH.
Hnsa xHonku Quit ¢dyskmito QuitGame, y ckpunti Menu, ajis 3aBepilieHHS BUKOHAHHS
IPOTPAMH.

Takox (poHOBY My3uKy Oyno M0aHO BHUKOPUCTOBYIOUM BOymoBaHuii B Unity KOMIOHEHT

Audio Source y skHif 10IaHO Y BiAMIOBIIHE TI0JIE (haT 3BYKY.

Puc.3.1 T'os10BHE MeHIO*

*: po3pobneno asmopom

I[J'ISI CTBOPCHHA CTOpiHKI/I HaJIalITYBaHb K IIOKAa3aHO Ha MAaJIFOHKY 2 6y.]'IO BI/IpiIIIeHO

BUKOPHUCTATH TEKCTOBI1 MOJIsA, aCETH, KHONKY Ta (QYHKIIIT 10 Hed.

Puc.3.2 Meno HanamryBanusa™

*: pospobreno agmopom

Jnsa xkaonku Back dynkiito 3miau BuanMocTi BikoH. Takok Oyio momaHo 6a3oBHi

Unity 00’€KT — MOB3YHOK.
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3.3. Ielimau3aiin

byno cTtBOpene (oHOBe 300paskeHHs, M0omaHO (OHOBI 3BYKH, SIK TOKa3aHO Ha
MAJIFOHKY 3.

@oHOBE 300paK€HHA CTBOPEHO 3a jJomomMorow BOyaoBaHoi B Unity cucreMu
TileMap Tta panimie 3HalJEHUX aceTiB IJIs HEI, 10 JTO3BOJISIE PO3CTABJIATH aceTH HiOU

NEH3JIMKOM 3 MaTITPH.
JI71s 11bOTO MOTPiOHO:

1. CtBopith HOBuUIi 00'ekT Tilemap:
- B iepapxii (Hierarchy) kmar#iTh mpaBor0 KHOIIKOIO MUIII Ta BUOEpITh 2D
Object > Tilemap > Rectangular.

2. ImmopryiTe cripaiTu:

- TEpPEeTATHITH Ballll CIpailTu B manky Assets y BikHi Project.

3. Po3ninith cupailT-JIMCT HA OKpEeMi TalIu:

- BuOepiTh cripalT-mucT B Project.

- B Inspector 3miHiTh Sprite Mode Ha Multiple.

- HatucHITh Sprite Editor Ta BukopucToByliTe IHCTpYMEHT po3aiieHHs (Slice)
JUTS TIOTITY JIUCTA HA OKPEMi CIIpaiTH.

4. CrBopits Tile Assets:

- BuOepiTh cpalT abo AEKUIbKa CIIPAMTIB, K1 BU XOYETE BUKOPUCTOBYBATH SIK
TaWIN.

- KJIAIHITh MPaBOIO KHOIKOI MUIII Ha BUJUICHHUX clipaiiTax 1 Buobepith Create
> 2D > Tiles > Rectangular.

- Jaiite Ha3By Bamiomy HoBoMy Tile Asset Ta 30epexiTh Moro.

5. CTBOpITH HOBY MAJIETKY:
- BubepiTs Window > 2D > Tile Palette.
-y BikHi Tile Palette narucuiTs kHOnIKy Create New Palette.

- BBEITh Ha3By Ta HaTUCHITH Create.
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6. JlomaiiTe TaiM 40 MAJICTKH:

- mepetarHiTh Tile Assets 3 Project y Bikno Tile Palette.
- Unity nonpocutb 30eperTu 1ii Tailjiu B IEBHY Nanky (3a3Buyaii Assets).

7. Mamoiite Ha Tilemap:

- BuOepith Tain 3 Tile Palette Ta mamoiite Ha Tilemap B Scene.
- BUKOPHCTOBYHTE iIHCTPYMEHTH NEH3JIsI, TYMKH Ta 1HII I peJaryBaHHs
Tilemap.

8. Honaiite komnoneHT Tilemap Collider 2D:

- BubOepith 00'ekT Tilemap B Hierarchy.

- HarucHITb Add Component y BikHi Inspector Ta gogaiite Tilemap Collider

2D.

Puc.3.3 l'elimausaiin*

*: po3pobneno asmopom

@DOHOBI 3BYKH JIOIAHO 3a TOTIOMOTroio BOynoBanoro B Unity komnonenty Audio

Source y sIKMil 101aHO y BIANOBIAHE MoJe (ails 3ByKY.
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3.4. Bexi

[Tpedadu[27] Bex Oyn0 CTBOPEHO K MOKa3aHO HA MAITIOHKY 4 Ta 5.

Tag Tower Layer SpawnPoint

Transform

< Sprite Renderer

Materia 5-Default

Additional Settings

in Layer

# Box Collider 2D

aterial 2D)

Info

Pink Guy

Puc.3.4 O6’exr Pink Guy*

*: po3pobneno asmopom
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Lighting

ag Tower o Layer SpawnPoint

Transform

Material
Additional Settings
Sorting Layer

rin Layer

v Box Collider 2D

Material 2D)

Inf

Minja Frog

Puc.3.5 O6’exr Ninja Frog*
*: po3pobneno asmopom

[Tpedhabu Bex CTBOPEHO 3a JOTIOMOTOO 3HAWIEHUX paHimie crpaiTiB PinkGuy Ta
NinjaFrog rakox Unity komnonenty Box Collider 2D, 110 nae iMm MOXITUBICTD

B3a€EMOJIISITU 3 HABKOJIUIIIHIM CEPEIOBUIIIEM.
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Bexka Basrorn

Po3pobneno Bexxy oTpuMaHHs BallOTH, SIK OKa3aHO Ha MaitoHkax 9 Ta 10.
Beka oTpuMaHHs BallIOTH peali3oBaHa 3a JOTIOMOIOI0 3HAMICHOTO PaHIIlIe CIPanTy
PinkGuy Ta ckpunty IncomeTower, sikuil paxye neBHUN 1HTEpBaJ Yacy(S CeKyH.) 1 1onae

NEeBHY KUJIbKICTh BaJIIOTH Ha OaJlaHC rpaBIIsl.

Puc.3.6 Ckinbku 0yao*

*: po3pobneno asmopom

Puc.3.7 CkijbKkHu cTaja0*

*: po3pobneno asmopom

Takox B 11et MOMEHT HaJ rojioBoto PinkGuy 3’sIBisi€ThCsi MOHETKA.
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ATaKylua Bexka

Po3pobneHo aTakyrouy BeXy sIK MOKa3aHO Ha MaJltOHKY 11.

Puc.3.8 O6’exr Ninja Frog*

*: po3pobneno asmopom

Shoot Item (Script)

Circle Collider 2D

Rigidbody 2D

Puc.3.9 Shoot Item*

*: po3pobneno asmopom

Araxkytoda Beka peanizoBaHa 3a JOIOMOTI'OI0 3HANIEHOIO paHillIe CIIPanTy
NinjaFrog ta ckpunty AttackTower, sikuii paxye nmeBHUM 1HTEPBA Yacy, a TOA1 3a IEBHOIO
JIOTIKOTO 3aIrycKae cHapsia(mai.12), sskuii Ma€e BIaCHUN CKPUINT, SIKUW MePEBIpsi€ KOHTAKT 3
00’exToM, 1110 Mae Ter Enemy, y pasi nonagaHHs 3HIMa€e IboMYy 00’ €KTY MTOKa3HUK
3JI0pOB’sl, @ SIKIO 3/I0POB’sl B 00’ €KTA 3aKIHYMIIOCS, TO CHAPS 3HUILYE HOTO.
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Be:xa 3 6a30BUMH napaMeTpaMu

Jlorikoro cTBopeHHs 11i€i Bexi € konuemniss OOII[28], a came HaciTyBaHHS.

HacninyBanHs kiaciB — 11 KOHIEIIIS 00'€KTHO-OPIEHTOBAHOTO IIPOTrpaMyBaHHS
(OOII), sixa 103BOJIsIE OAHOMY KJ1acy (ITOXITHOMY a00 TOYIPHBOMY) YCIIaIKOBYBAaTH
BJIACTHBOCTI Ta METOHM 1HIIIOTO Kjacy (6a3oBoro abo 6aTekiBChKOT0). Lle q03BOINISE
CTBOPIOBATH HOBI KJIACH HA OCHOBI ICHYIOUHX, III0 CIIPHUSIE TIOBTOPHOMY

BUKOPUCTAHHIO KOAY Ta CIPONLY€E MOTO MiATPUMKY.

CtBOpeHo 6a30By BEXy 3 0a30BUMH IMapaMeTpaMu Ta PO3pOOJIEHO MEXaHIKy aTaku

BOPOT'IB SIK MIOKa3aHO HA MaJIFOHKY 17.

Tower
Class
=+ MonoBehaviour

AttackTower DefenceTower IncomeTower
Class Class Class
= Tower =+ Tower = Tower

Hiar.3.1 liarpama 3aJjie:kHOCTi BiJ 0a30B0i BexKi*

*: po3pobneno asmopom
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System.Collections;
System.Collections.Generic;
UnityEngine;

Tower : MonoBehaviour

health;
cost;

LoseHealth( amount)

health —= amount;
if Chealth == @)
i

Die();

return

i

return

Die()

Debug.Log("Tower is dead");
Destroy(gameObject);

Puc.3.10 Kox 6a30Boi Bexi*

*: po3pobneno asmopom

bazoBa Bexxa Oysa peanizoBaHa 3a JOTIOMOTOK TIEPEHECEHHS YCIX CHIbHUX (DYyHKITIH
3 yCIX HasIBHUX BEX Ta HAJIAIUTYBAHHS HACJIIyBaHHS IHIIMMU BEKaMU LI€T K

MOKAa3aHOo Ha jJiarpami 2.




3axncHa Bexa
3axucHa Bexa Oy/ie BUKOHYBATU (DYHKIIIFO 3aXUCTY IHIIUX BEXK.

OcHOBHI KOMIIOHEHTH 3axXHUCHOI Bexi 11e Sprite Renderer, Box Collider 2D, Animator ta
ckpunty Defence Tower, mo Hacninye 3aransauii ckpunt Tower. Ckpunt Tower Hanae

TaKi 3arajbHi mapaMmeTpu sk 3a0poB’s Ta [lina.

* Layer SpawnPoint

Transform

Sprite Renderer

Defence Tower (Script)
Health
Cost

Box Collider 2D

7+ v Animator

Normal

Always Animate

Puc.3.11 Burnsa irpoBoro 00'exkra 3axucHoi Bexi B pegakropi Unity*

*: po3pobneno asmopom

DefenceTower.cs »

C: > Fight in Forest

1 using UnityEngine;

Puc.3.12 Ckpunt 3aXucHOI BeKi™

*: po3pobneno asmopom

Ckpunt Defence Tower cBO€ro ueproro He HaJa€ BEK1 HOBUX BIACTUBOCTEM, a
noTpiOEH TUTBKY JJI YiTKOI i€epapXxii. 3axucHa Beka Ma€ OuibIine 3M0poB’si(8) HiXK 1HIIII

BC}Ki, aJic HeMa€ aTaku. TakoX BOHA KOIITy€E 4 BaJIIOTH.
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JlazepHa Bexka
Jlazepna Bexa Oyje BUKOHYBaTH (DYHKIIIIO 3aXUCTY HACEJICHOTO MyHKTY 11032
EKpaHOM.
OcHOBHI KOMIIOHEHTH Jla3epHOi Bexi 11e Sprite Renderer, Box Collider 2D,

Animator Ta ckpunt Lazer Tower, 110 Haciniye 3arajibHuii ckpunt Tower.

Transform

Sprite Renderer

v Box Collider 2D

+ Lazer Tower (Script)

Animator

ler

Puc.3.13 Buruisig irpoBoro 00'ekra jiazepHoi Bexi B penakropi Unity*

*: po3pobneno asmopom

Cxkpunt Tower Hafae Taki 3aranbHi mapameTpu gk 310poB’s Ta [{ina. Ckpunt Lazer
Tower Hanae Bexi 1ie Taki BiacTuBocTi sk [lkoxa ta [nTepsan (moctpinis).
Taxox ckpunt Lazer Tower BukopuctoBye npedad Lazer [tem: nazepuuii cHapsij, ssKuM
CTpUISIE 1Iel TepcoHax. SIK cHapsia OyJIo CTBOPEHO 00’ €KT 31 CIIpaiTOM OJIAKUTHOTO

IPSIMOKYTHHKA.
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LarerTowercs & 3
F1 Assembly-CSharp
System.Collections;
L UnityEngine;

Object prefab_shootItem;
interval;

{
StartCoroutine(ShootDeleay());
1
IEnumerator ShootDeleay()
{

yield return WaitFo ds(interval);

ShootItem();
StartCoroutine(ShootDeleay());

-_SﬁuotItem{)

ct shotItem = Instantiate(prefab_shootItem, transform);]
shotItem.GetComponent<ShootItem=().Init(damage);

Puc.3.14 Cxpunr jia3epHoi Bexki*

*: po3pobneno asmopom

JlazepHa Bexa Mae MEHIIUM 1HTepBai araku(1) HiX 1HII BexXi, ale KomTye qopoxye(15).

Takox y I1i€1 BeXK1 € Taki BIACTUBOCTI SK 310poB’s(5) Ta mkoga(1).

LazerTower
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AnimManii Bex

Jlnist arimartiit 6yso Bukopuctano Unity kommoHeHT AHiMatop. B Animarop Oyiio
JIOJTAHO PsiJl CIIPATIB 3apaHHs BiApenaropaHux 3a qonomororo Sprite Editor mif

BIJIMOBIAHI TapaMETpPH.

Puc.3.15 Cnucok animaniii Be:xx y penakropi Unity*

*: po3pobneno asmopom

Any State

ldle Musk

Puc.3.16 /IepeBo Ta BikHO aHiMaliii(3axXuCHOI Bexki) y peaakropi Unity*

*: po3pobneno asmopom

Amnimarii ams npedabiB BeX Ta BeX Ha MaHesl BUOOPY 3p00IeH1 OKPeMO, OCKUTbKU
POOIATHCS IO PI3HOMY.
Jlist maneni BuOopy AHIMaTop MOCWIIAEThCS HA KOMIOHEHT Image, a 1t npedaly

Ha koMnoHeHT Sprite Render.



3.5. Cucremn

Po3pobneno cucreMy po3MilieHHS BEXi, K TTOKa3aHO Ha MATIOHKY 1.

Puc.3.17 Cucrema po3minieHHs1 Bexi*

*: po3pobneno asmopom

CuctemMy po3MiIIeHHS BEX1 peaiz0BaHO 3a JIOMOMOTOI0 HAJIAIITOBAHUX
npedabiB(110 po3CTaBlICHI Ha CHeLialbHINA aHell) Ta CKPUIITY Spawner, KUl 3UuTye
HATHCKaHHS MUIIKOIO Ha MEeBHUM npedad(11o poouTs ioro BUOpaHuM), epeBipse
HasSBHICTH JIOCTaTHHOI KIJIBKOCTI BAJIFOTH, 3aMHATICTh KIINTUHKH, a TOJI1 JIUIIIE JTO3BOJISE

MOCTaBUTH BEKYy Ha oOpaHe Miclie.
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Cucrema 310poB’st

Po3pobneno cucreMy 370pOB’s, sIK TOKA3aHO HA MAJIOHKY 2.

Puc.3.18 Cucrema 3nopoB’s*

*: po3pobneno asmopom

Cucrema 310poB’s peasizoBaHa 3a JOIOMOI'OI0 3HAMIEHOT0 paHillle CIpanTy
MiKCeIbHOro cepiis, 3aBanTaxyBanoro Unity 06’ekty TextMeshPro Ta ckpunrty
HealthSystem, 110 criouaTky npucBoroe 1eoaTHE 3HAUCHHS 310POB s, MOTIM 3MEHIITY€E
1oro koiu 00’ekT 3 TeroM Enemy 3axoauTh y 30HY Tpirepy, Aai MepernprucBOOE 3HAYCHHS
TEKCTOBOTO TOJIS, TPU HACTYITHUX 3MEHILEHHAX 310pOB’s Oy/ie MepeBipATH Y HE cTaia

KUIBKICTh 370POB’ sl MEHIIIE OUHUII, SKIIO 1€ TaK, TO BUKJIMKAE BIKHO TIPOTpaIy.
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Cucrema Baaroru

Po3pobneHo cuctemMy BatOTH SIK TIOKa3aHO HA MAJIIOHKY 3.

Cucrema BadIOTH peaiizoBaHa 3a jomnomoror ckpunty CurrencySystem, 1110
CIOYATKy MPHUCBOIOE 0a30BE 3HAYCHHS BAJIOTH, MPH MOKYII BeXi MEpeBipse HASBHICTDH
NOTPIOHOT KITBKOCTI BaJIOTH, a MOTIM 3MEHIIy€ ii KOJIM TpaBellb CTABUTh BEXKYy Ha Ty
KUIBKICTh BQJIIOTH CKUIBKH KOIITYE JaHa BEXa, TaKOX KUIbKICTh BAaJIOTH MOXKE OyTH
3017IbIII€HA 32 JOMIOMOTOI0 BEX1 OTPUMAaHHS BaJIIOTH.

VYci 1i 3MiHM KUTBKOCTI BaJTIOTH OZIpa3y K MEPENpPUCBOIOE 3HAUCHHS JJI1 TEKCTOBOTO

I10JIA.

Puc.3.19 Cucrema Bamrorun®

*: po3pobneno asmopom

43



3.6. Boporu

[Ticnst mosiBM BOPOT pyXaeThbCs 3 TOUKH TOSIBH(3a €KPAHOM TPABIls) Yepe3 irpoBe
noJie(3 mpaBa HaJliBO) Jie CTOAThH Bexki. OTpUMY€E IIKOIY IIPH MOMa aHH1 CHAPSIOM BEKEIO.
SAkiio BiH AIMIIOB 10 BEXi, TO MOYMHAE 3aB/IaBaTH il IIKOAMU 3 MEBHUM IHTEPBAJIOM Ta
aHiMariero. SIKIo BiH MIMIIOB 10 KiHIM HUIAXY, 3aXOASYM B 30HY TpHUIepa, TPaBIIO
3HIMAETHCSA OIHE 370pOB’S. SIKIIO BOPOr TaKUM YHWHOM 3a0UpaEe OCTaHHE 370POB’S Y

IpaBIs [Ie TPUTEPUTH BIKHO TIPOTpaIy.
Po3pobneno mpedabu BoporiB, sIK MOKa3aHO HA MaTOHKax 4 Ta 5.

ctor ® | ighting
SPIIE ReTrae e

Enemies

«EnemyBee [Animator)

i

A
db

None (Phy

&5  Rigidbody 2D

EnemyBee

Puc.3.20 Bee*

*: po3pobneno asmopom
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ctor ® |ighting
e e e

Simple

Nane

Enemies

0.1

= Enemy {Animator)

terial 20)

Info

#  Rigidbody 2D

EnemySlug

Puc.3.21 Slug*

*: po3pobneno asmopom

[Ipedabu BoporiB Oyinu peanizoBaHi 3a JOMIOMOTIOI0 3HAMJICHUX paHille cipaiTiB Bee Ta
Slug, komnonenTiB Box Collider 2D, 1110 Hafae iMm MOKIUMBICTh B3aEMOIISITH 3 30BHIIITHIM
cepenoBuieM Ta Rigidbody 2D, mo Hagae im Qi3uyH1 BIACTUBOCTI, @ TAKOX CKPHUITY

Enemy, mo Hajae iM QpyHKIIOHAN PYyXY, aTaKy Ta 1HIIE.
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I'enepauist Boporis

Po3pobneHo caBHEp BOPOTiB, JIOTIKY PyXy Ta aTakH sIK OKa3aHO Ha MAJIOHKY 6.
CnaBHep BOPOTiB peasizoBaHUi 3a IONOMOT00 6 TOYOK Ha KiHIII KOXKHOT JIiHIT 32
€KpaHOM I'paBlsg(HA SIKUX OyIyTh 3’ SIBISTUCS BOPOTH) Ta CKPUIITY, 1110 3allyCKae TaitMmep

1HTEpBaTy CraBHY(2 CEKYH]IN), 1 MO 3aKIHYEHHIO [IbOTO TaliMepy CIIABHUTh BUIIAJKOBOTO

BOopora(3 HasiBHUX NpedadiB) Ha BUMAIKOBIN JiHII.

Puc.3.22 CnaBHep BOpoOriB*

*: po3pobneno asmopom

Jlorika pyXy BOpOTiB peaiizoBaHa y ckpuliTi Enemy, BUKOpHCTOBYIOUYH KOMITOHEHT
Transform, 1m0 BimoBigae 3a MO3UIIII0 00’ €KTA Y IPOCTOPI.

Jlorika ataky BOpOTiB peaiizoBaHa y ckpunti Enemy, nicrarouu gaHi mpo KiabKiCTh
3I0POB’sI BEXK1 Ta 3MEHIIIYIOUM HOTO MPH aTalll Ha 33/1aHy KIJIBKICTh 1 TaK JOTH JIOKU HE

noMmpe abo Beka abo BOPOT.
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Amnimarii Boporis

Po3pobneHo animMaliio pyxy Ta aTaku BOPOTIB, SIK IOKAa3aHO Ha MAJIOHKY 7 Ta
miarpami 1.

AHiMaris pyxy Oyna peasizoBaHa 3a JIONOMOIO0 3aBaHTaXKyBaHOTO KOMIIOHEHTA
AHIMaTOp, 110 BUXOJISIYH 3 HA3BU HAJIA€ MOXKIIUBICTh CTBOPUTH aHIMAIII0, Ta 3HAMICHUX

paHilIe CIpanlTiB KOKHOTO €1€MEHTY aHIMallii.

(s Animation
(s Enemies
(s Bee
s Attack
%, BeeAnimator

sk Move
(o Slug

s Attack

sk Move

Ta SlugAnimator

Puc.3.23 Animauii BoporiB*

*: po3pobneno asmopom

Any State

Entry

Miar.3.2 liarpama animamii*

*: po3pobneno asmopom

[ToTim monmcanmii BUKIIUK 1Ti€i aHiMalii y ckpunti Enemy y ¢ynkimii Move.

AHimaIisg araky OyJia peajizoBaHa 3a JIOIMOMOTOI0 3aBaHTaXKYBaHOTO 00'e€KTa
AHIMaTOp, 1110 BUXOJIIYU 3 HA3BU HAJIA€ MOXKJIMBICTh CTBOPUTH aHIMaIlit0, Ta 3MIHU
JIOBKUHHU TTOYATKOBOTO CIIPANTY MPOTATOM aHIMAIIii.

[ToTiM monucanuii BUKIMK i€l a”iMalii y ckpunti Enemy y dbynkiii Attack.
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M’sicoinHa pociuHAa

Hanano oMy BiacTUBOCTEH 3a 10MTOMOTOr0 KOMITOHEHTIB Sprite Renderer[29], Box
Collider 2D[30], Animator[31] Ta ckpunty Enemy.
BuxopucTtoBytoun HajaHi ckpuntom Enemy mosnst Oyio CTBOPEHO CEpEeAHii, MK

iHH_II/IMI/I, I10 BJIACTUBOCTAX BOPOI.

E)' v Sprite Renderer

»_ piranha-plant-1

Enemies

nterval

Box Collider 2D
Rigidbody 2D

~ Animator

ler

Puc.3.24 Buriisig irpooro 00'ekra M’sicoigHoi pocaunu B peaakropi Unity*

*: po3pobneno asmopom

Mae 10 310poB’s, 4 mkoau, nepecyBaerbes 31 mBUAKICTIO 0.2, a 6’€ 3 IHTEpBAIOM

1.2.
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3.7. BikHo nporpainy

Po3po6neHo BiKHO mporpary, sik IOKa3aHO Ha MAJIIOHKY 1.

Puc.3.25 Bikno nporpamy*

*: po3pobneno asmopom

Bikno nporpaiiry 6yno peanizoBaHo 3a gornomoror Unity koMmroHeHTy TekcToBe
1oJie, 3HaiIEHOro paHillle CIpalTy s KHOIIKH, KHONKK Restart, 1o 3amyckae rpy
croyaTky BUKopucToBytouM QyHkIlito ChangeScene ckpunty Menu 11 mepexoy Ha 1o
K CIIEHY, KHOITKM Menu, 1110 BiAMpaBJisi€ TPaBIlsl HAa CIEHY MTOYaTKOBOTO MEHIO, Ta (POHOBOI
MY3UKH,

110 Joaada 3a gonomororo Unity komnoHeHTy Audio Source Ta 107aHOTO Y BiJIIOBIIHE

noJie (haiiiry 3BYKY.
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3.8. I'oToBHii 011

Butsarnys Ouna(rotoBy rpy) 3 Unity, HIYOr0o He 3MIHIOIOUM B HAJIAITYBAaHHSIX KpiM

OCHOBHOI KapTUHKU I'PU, K ITIOKA3aHO HAd MAJIFOHKAaX I Ta 2.

Build Settings

Add Open Scenes

Platform

|;| PC, Mac & Linux Standalone

atform

‘ A Arei A
|'| Android

f.-\ Xbox One

Default

Learn about Unit

Player Settings... Build Build And Run

Puc.3.26 BikHo HanamuTyBaHHs Oiany™
*: po3pobneno asmopom
Fight in Forest » Mowyk: Fight in Forest

Tl Copryeanna MogadHs ~ [ Aoxnag

Ira'A Jata 3miHeHHs Tun Pozmip

B Fight in Forest_Data - Manka dainis

B MonoBleedingEdge 14.05.2024 13 Manka dainis
¥* Fight in Forest.exe 14.05.2024 13:00 3acTocyHoK
9 UnityCrashHandlerfd.exe 2 3acToOCyHOK
B UnityPlayer.dll

PoslumpenHa 3acT...

Puc.3.27 Exe-mka roroporo ouiay®

*: po3pobneno asmopom
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BucHoBknu

S 3agoBoONIeHUH pe3ynbTaTaMy, OTPUMAaHUMHM B paMKax I11€i KBami(ikamiifHoi
po0OOTH, BpaxoBYIOUH BCE I1I€ HE BeTUKUit 1ocBi podotu 3 Unity. [licisa ananizy miiei i
3aBJlaHb MPOEKTY BCTAHOBJIECHO, 110 KOKEH eTar OyJI0 BUKOHAHO BiAMOBIIHO A0 BUXITHUX
BUMOT. A TOOTO BUKOHAHO Taki BUMOTH siK: ['ooBHE MeHto, DoHoBe 300paxkeHHs1, PoHOBa
my3uka, Cuctema po3minieHHs Bexi, Cuctema 310poB’si, Cuctema BaitoTu, Bexxa
OTpUMaHHSA BaJItOTH, ATakytoda Bexka, CrraBHep Boporis, Jlorika pyxy Boporis, Jlorika
aTaku BoporiB, Mexanika nporpariy, HoBi Bexxi, HoBuii Bopor Ta AHiMallii Bex.

[Ipouiec po3poOku HE TUIBKK JOMOMIT JOCATTH KOHKPETHUX IUJIEH MPOEKTY, aje
TAKOX JOMOMIT PO3BUHYTH HaBUYKM BUKOpUCTaHHS pi3HUX ¢yHKIiH Unity, Takux sk
aHiMarlisi, nmpedadu, Bukopuctanas Tile Maps tomro. [lokpalmieHHsT HABUYOK HAIMCaHHS

CKPHIITIB B1IOMJIOCS HA SIKOCT1 KOAY Ta 3arajibHii TPOAYKTUBHOCTI.

3aranom, 11eil MPOEKT HE JIMILIE J0CATae CBOEI OCHOBHOI METH, a TAKOX € 3HAUyIIUM
y Moemy TmpodeciiitHomy 3poctaHHi. JloCATHEHHS Ta 3HaHHA OyqyTh BHKOPHCTaHI B
HACTYMHHUX TMPOEKTAX, IO JOMOMOXKE CTBOPUTH CKIJAJHINII Ta 3aXOIUIMBILIL I1rpOBI

BPAKEHHS.
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Cnucok BUKOPUCTAHUX JIKepeJ

. Acer-nak Sunny Land Forest:
https://assetstore.unity.com/packages/2d/characters/sunny-land-forest-108124. (nara
3BepHeHHs: 05.12.2023 p.).

. Backyard Top-Down Tileset:

https://assetstore.unity.com/packages/2d/environments/backyard-top-down-tileset-5385

4. (mara 3BepHenHs: 05.12.2023 p.).

. Acer-nak Pixel Adventure 1:
https://assetstore.unity.com/packages/2d/characters/pixel-adventure-1-155360. (nara
3BepHeHHs: 05.12.2023 p.).

. Acert-nak 3 my3ukoio Adventure music and SFX:

https://assetstore.unity.com/packages/audio/music/adventure-music-and-sfx-221545.

(mara 3BepHenHs: 05.12.2023 p.).

. T'etimruiet Bloons TD:

https://uploads.golmedia.net/uploads/articles/article_media/20612905241641377784gol

1.jpg. (nara 3BepHenHs: 05.12.2023 p.).
. I'etimmnedt Kingdom Rush:

https://cdn.cloudflare.steamstatic.com/steam/apps/246420/ss_502205852350bfd8d6407
0adf4c38121fdf86772.600x338.1pg?t=1715799745. (nara 3Bepuenns: 05.12.2023 p.).

. T'etimruteii Plants vs Zombies:
https://cdn.cloudflare.steamstatic.com/steam/apps/3590/0000008164.600x338.1pg?t=16
15390608. (marta 3BepHenHs: 05.12.2023 p.).

. Jlorotun Unity:

https://encrypted-tbn0.gstatic.com/images?q=tbn: ANd9GcTFt3PPID0o3RW VopaPFyOnS
RrCZ3nlijkMY-IHhJDODBA &s. (nara 3Bepaenss: 05.12.2023 p.).

. Iadopmaris mpo miardopmy Unity:
https://uk.wikipedia.org/wiki/Unity_(%D1%96%D0%B3%D1%80%D0%BE%D0%B2
%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9). (nata
3BepHeHHs: 05.12.2023 p.).
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https://assetstore.unity.com/packages/2d/environments/backyard-top-down-tileset-53854
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https://uploads.golmedia.net/uploads/articles/article_media/20612905241641377784gol1.jpg
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https://cdn.cloudflare.steamstatic.com/steam/apps/246420/ss_502205852350bfd8d64070adf4c38f2ffdf86772.600x338.jpg?t=1715799745
https://cdn.cloudflare.steamstatic.com/steam/apps/3590/0000008164.600x338.jpg?t=1615390608
https://cdn.cloudflare.steamstatic.com/steam/apps/3590/0000008164.600x338.jpg?t=1615390608
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcTFt3PPIDo3RWVopaPFy0nSRrCZ3nlijkMY-lHhJDQDBA&s
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcTFt3PPIDo3RWVopaPFy0nSRrCZ3nlijkMY-lHhJDQDBA&s
https://uk.wikipedia.org/wiki/Unity_(%D1%96%D0%B3%D1%80%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9)
https://uk.wikipedia.org/wiki/Unity_(%D1%96%D0%B3%D1%80%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9)

10. Indopmanii npo xaup Tower Defence:

https://uk.wikipedia.org/wiki/Tower_defense. (nara 3Bepuenss: 06.12.2023 p.).

11. Hokymenrariis mo Unity2D:
https://docs.unity3d.com/Manual/Unity2D.html. (1ara 3Bepuenns: 06.12.2023 p.).
12. JlokymeHTartis 1o rpadiiii:

https://docs.unity3d.com/Manual/Graphics.html. (nara 3Bepuenss: 06.12.2023 p.).

13. JoxymeHnTaitisi 3 Gi3UKHU:

https://docs.unity3d.com/Manual/PhysicsSection.html. (nara 3Bepuenns: 06.12.2023

p.).

14. JlokyMeHTaIlisl 31 CTBOPEHHS CKPUIITIB:
https://docs.unity3d.com/Manual/ScriptingSection.html. (nara 3sepuenns: 06.12.2023
p.).

15. JlokyMeHTaIlis mno ayaio:

https://docs.unity3d.com/Manual/Audio.html. (nata 3sepuenns: 06.12.2023 p.).

16. JlokyMeHTaIlist 1o aHIMAIisgX:

https://docs.unity3d.com/Manual/AnimationSection.html. (1ata 3sepuenns: 06.12.2023
p.).
17. JlokyMeHTaIlisi o KOpUCTyBaIlbKOMY 1HTEpdeicy:

https://docs.unity3d.com/Manual/UIToolkits.html. (nata 3sepuenns: 06.12.2023 p.).

18. JlokymeHTartis 1o po3po0ii Ha VR:

https://docs-unity3d-com.translate.goog/Manual/VROverview.html? x_tr sl=en& x_tr

_tl=uk& x tr_hl=uk& x_tr pto=sc. (narta 3Bepuenns: 06.12.2023 p.).

19. IaTepdeiic Unity:

https://docs-unity3d-com.translate.goog/Manual/UsingTheEditor.html? x tr sl=en& x

20. MoxnuBocti Unity:

https://foxminded.ua/dvyzhok-unity. (mata 3Bepaenus: 06.12.2023 p.).

21. Indopmaris npo C#:
https://uk.wikipedia.org/wiki/C_Sharp. (nata 3Beprenns: 06.12.2023 p.).
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https://docs.unity3d.com/Manual/UIToolkits.html
https://docs-unity3d-com.translate.goog/Manual/VROverview.html?_x_tr_sl=en&_x_tr_tl=uk&_x_tr_hl=uk&_x_tr_pto=sc
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https://foxminded.ua/dvyzhok-unity
https://uk.wikipedia.org/wiki/C_Sharp

22. JlokymeHnrattis 1o irpoBux o0’extax B Unity:

https://docs.unity3d.com/Manual/GameObjects.html. (mara 3Bepuenns: 07.12.2023 p.).

23. JlokyMeHTalis 1o clueHax:
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