JlaGopaTopna podoTta Ne6
2D urpa Unity: Classic Tower Defense
Mema: 03HaiOMUTHCS 3 METOJIJaMH CTBOPEHHS Tpu y kaHpi Tower Defense.

Jlimepamypa
Hoxymenmayis Unity3D https://docs.unity3d.com/ScriptReference

3micT podoTn

3aeoannsn 1. Cmeopumu epy Tower Defense.

1. Creoputr npototun rpu Tower Defense 3 npuMiTuBHUX Giryp:
1.1.  Csroputu notpi6Hi npedadu.
1.2.  CTBOpUTH CIICHY TpH.
1.3.  CrBOpHUTH CHCTEMY BOPOTIB.
1.4. CrBopuTH cucTeMy OalleHb Ta IXHbOI CTPLILOH.
1.5. JlogaTu KOHTpOJIEp TPH.
1.6. JlomaTu Ta HaMamITYBaTH KOPUCTYBAIbKUN 1HTEpeEiic.
2. lloxpamuTH Bi3yajlbHy YaCTHHY I'pH IUISXOM JOJaHHS CIIPAiTIB Ta
aHIMallii.
3asoanna 2. Jlooamu my3uunuii cynposio (36yK 3HUWEHHS 80po2d, 38)K
CMBOPEHHS 8eJiCi Moujo) 00 CMBOPEHOi epu.

MeToanuni pekomeHaanii
1/]e muwie 0oun 3 cnocobis cmeopumu 2py y sxcanpi Tower Defense!

Jnst kombopTHOI pO3pOoOKHU I'pU, CTBOPUMO (haitsioBy cuctemy (puc.l).
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Puc.1 ®aiinoBa cucrema mpoexkTy

Jlonamo Ha CIieHy HaCTYIIHI €JIeMeHTH: 3aJH1i GoH, Miciie JyIs OallHi, BOpora,
0a3y, cHapsj Ta IUIAX MNPOTHUBHUKA. JIJIS Kpamoro CHOPUHHATTS TOTO, IO
B1I0yBAETHCS HA CIIEHI, BOPOTa MOYKHA CTBOPUTH 3 MIPOCTOTO CIIPANTy (puc.2).


https://docs.unity3d.com/ScriptReference
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Puc.2 Cuena 3 npuMiTUBamu.

Po3pobxka cucremu Bopor. HamamMmo MOXIHMBICTE BOPOTY pyXaTuch. B Takomy
THUIIl 1TOp, MPOTUBHUKU PyXarOThCA MO ToukaxX. Bim touku A mo touku b. Tomy

J10J1aMO Ha ciieHy Empty sk Touku
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nuxy (puc.3).
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Puc.3 Touku ns pyxy Boporpa.

st kompopTHOi poOOTH 3 eneMeHTaMu Tuily Empty B iHCnekTopi BuOGEepemo

3pyuHy 1KOHKY (puc.4). IlepeimeHyeMo TOYKH BIAMOBIAHO A0 iX MOPSIKY.

O Inspector B Cons

v Point (3)

Tomm lntammnd

Puc. 4. Bubip iKoHKH.



Ha mnpormBHuMka momamo kommnoHeHT Rigidbody 2D Ta Collider 2D. V
Rigidbody 2D 3minumo 3nauenns Gravity Scale Ha 0.

[lepeiineMo 10 HamWcaHHS CHEHapil0 sl NpoTuBHUKA. CTBOpPUMO
BianoBigHuN C# cKpuUNT.

JIns BUpIIICHHS TUTAHHS PyXy MDK JIBOMa TOukKaMH Mmigiiiae meroxd Lerp, mo
npucyTHii y Vector3. [{ns HanucaHHs CKpUNTY MOTPIOHI HACTYIHI AaHi (puc.S):

MacuB 3 TOYOK HUIAXY.

JIB1 TOUKH MK SIKUMH 31MCHIOETCHS PYX.
Jlo’krHa NUISIXY MK IBOMA TOYKaAMHU.

Yac, mo Oyzae nmoTpadeHuit Ha MO0JAHHS IIIJISAXY.
Yac, Koy OyJI0 JOCATHEHO TOUKY.

IBUAKICTB PyXY.

IloTouHa TOUKA.

Transform[] points;

currentPoint = 8;

or3 startPosition;
3 endPosition;
pathLength;
total TimeForPath;
lastWaypointSwitchTime;

Puc. 5. O0’aBj1eHHSI 3MIHHUX.

[Ipu cTapTi IpUCBOEMO 3HAYEHHSI 3MiHIH, 10 BIAMOBIIA€ 3a OCTaHIN Yac 3MiHU
TOYKHM(TAK SIK 3 HEI MOYMHAETHCS BIUIIK Yacy) Ta BU3BEMO (yHKIIIO 110 Oyne
OOYHMCITIOBATH JUCTAHIIID Ta 4Yac, mo Oyae MoTpayeHuil Ha HHOTO. TakoX JaHa
(GyHKIIisS TpUCBalOTUME 3HaYCHHS Toukd A Ta Touku b (StartPosition/endPosition).

Jlns obunciieHHsT AUCTaHIII MK TOUYKaMH BHKOpHCTaeMo MeToj Distance, 1mio
npuitmae y cebe 81 mo3uilii. [ oGurciieHHs Yacy MOIITUMO BCIO JOBXHUHY IIJISAXY
Ha MIBUIKICTH (pHUC.6).

lastWaypointSwitchTime = Time.time;
distanceCalculation();

distanceCalculation()

startPosition = points[currentPoint].position;
endPosition = points[currentPoint + 1].position;

pathLength = V r2.Distance(startPosition, endPosition);
totalTimeForPath = pathLength / moveSpeed;

Puc 6. Jlictunr kony



[ITo6 3mycuTH 00’€KT pyXaTUCh BUKOPUCTAEMO YK€ BiOMUN Ham meton Lerp
y ¢ynukmii FixedUpdate.

Jlnst boro OyaeMo B3HABATH TOTOYHHEM Yac O0’€KTy, IO PYXA€ThbCS IS
CHIBBIAHOIIEHHS 3 3araJlbHUM 4YacoM, IIo OyJe BUTpa4YeHO Ha Bech nursax. [lis Toro
100 MMEepPEeBIPUTH YK JOCAT 00’ €KT KIHIIEBOI TOUYKH BHKOpHcTaeMo metoz Equals, mo
IepeBipsae Ha TOTOXKHICTh MiXK TOUKaMH. SIKIIO Tak, TO 3MIHUMO ITOTOYHY TOYKY Ha 1,
3a3HAYMMO Yac JOCATHEHHS TOYKH Ta 3HOBY BHKIMYMMO (QYHKIIIIO OOpaxyHKY
noTpiOHMX HaMm AaHuX (puc.7).

(@]

currentTimeOnPath = Time. lastWaypointSwitchTime;
gameObject.transform. position = .Lerp(startPosition, endPosition, currentTimeOnPath / totalTimeForPath);

if (gameObject.transform.position.Equals(endPosition)) {
if (currentPoint < points.Lemgth - 2)
{
currentPoint++;

lastWaypointSwitchTime = Time.time;

distanceCalculation();

Puc.7. Jlictunr kony

[TpuKpinmUMO CKpUIT JO MNPOTUBHUKA. B 1HCIIEKTOpPI B KOMITIOHEHTI CKPHUIITY
3alOBHUMO BIJIMOBIJIHI TIOJISI, @ caMe Y BIAMOBITHOMY TOPSJIKY J0JIaMO Y MacHuB
TOYKH Ta BKQKEMO IIBUAKICTh pyxy Bopora. Hatucuemo kHonky Play Ta mepeBipumo
KOPEKTHICTh pOOOTH CKpUNITY (pUC.8)

Points

Element O A Point (Transform)
Element 1 A Point (1) (Transform)
Element 2 A~ Point (2) (Transform)

Element 3 A.Point (3) (Transform)

Move Speed

Puc. 8. HamamryBanus pyxy

Takox noTpiOHO gonucaty QyHKIIIIO0, 0 Oy/e MOBEPTATH CIPANT Yy HAMPAMKY
70 HaCTyMHOI TOYKHU. Y HIM OOYMCIMMO KyT MOBOPOTY Ta 3a JOMOMOIOI0 (PYHKIIIT
AngleAxis moBepHemMo Hail 00’€KT y TOTpiOHY cTopHY. Jlomamo BHKIMK QYHKINT y
¢yukuito FixedUpdate y Onomi mepeBipkd Ha JOCSTHEHHSI TOYKH MPOTHUBHUKOM

(puc.9).



RotateIntoMoveDirection()

Vector3 newDirection = (endPosition - startPosition);

x = newDirection.x;
y = newDirection.y;
rotationAngle = Mathf.Atan2(y, x) [/ Mathf.PI;

gameDbject.transform.rotation = Quaternion.AngleAxis(rotationAngle, Vector3.forward);

currentTimeOnPath = Time - lastWaypointSwitchTime;
gameObject.transform.position = Vector2.Lerp(startPosition, endPosition, currentTimeOnPath / totalTimeForPath);

if (gameObject.transform.position.Equals{endPosition}) {
if (currentPoint < points.Length - 2)

currentPoint++;
lastWaypointSwitchTime = Time.time;
distanceCalculation();
RotateIntoMoveDirection();

Puc. 9. Jlictuar xomy

[lepeBipuMO MPABWIBHICT POOOTH CKPHUITY, NEPEUIIOBIIN O PEXUMY TpH.
Honamo o6’exty Ter Enemy.

Tag Enemy v

Takox BOpOT TOBUHEH MaTH KiJIbKICTh OYOK 3JI0POB’Sl Ta KIJIBKICTh 30JI0Ta, 110
OyJie OTpUMaHO y pa3i HOro 3HUIIICHHS BUCTPiIaMu OallrHi.

hp = 3;

¥
coinAfTterKill = 18;

Jlictunr ckpunty Enemy:

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

public class Enemy : MonoBehaviour
{

public int hp = 3;

public float coinAfterKill = 10;

public Transform[] points;
private int currentPoint = 0;
[SerializeField] private float moveSpeed = 2.0f;

private Vector3 startPosition;
private Vector3 endPosition;

private float pathLength;

private float totalTimeForPath;
private float lastWaypointSwitchTime;

void Start()
{

lastWaypointSwitchTime = Time.time;
distanceCalculation();

}

private void distanceCalculation()



//064YMCIEMO KOOpPAMHATM ABYX TOYOK, MiX AKUMM 6yae 34iWCHWBATUCL pyX
startPosition = points[currentPoint].position;
endPosition = points[currentPoint + 1].position;
//BU3Ha4YaeMo BiAcTaHb Mix HMMM, Ta 4Yac wo byae NOTpayeHWi Ha HbOro
pathLength = Vector2.Distance(startPosition, endPosition);
totalTimeForPath = pathlLength / moveSpeed;

}

private void RotateIntoMoveDirection()

{
Vector3 newDirection = (endPosition - startPosition);

float x = newDirection.x;
float y = newDirection.y;
float rotationAngle = Mathf.Atan2(y, x) * 180 / Mathf.PI;

gameObject.transform.rotation = Quaternion.AngleAxis(rotationAngle,
Vector3.forward);

}
void FixedUpdate()

{
float currentTimeOnPath = Time.time - lastWaypointSwitchTime;
gameObject.transform.position = Vector2.Lerp(startPosition, endPosition,
currentTimeOnPath / totalTimeForPath);

if (gameObject.transform.position.Equals(endPosition)) {
if (currentPoint < points.Length - 2)

{
currentPoint++;
lastWaypointSwitchTime = Time.time;
distanceCalculation();
RotateIntoMoveDirection();

}

[Tpuctynumo no ctBopeHHs Kyiai. CtBopumo BigmoBimumii C# ckpunt. Pyx
KyJl OyJie 3A1MCHIOBAaTUCh aHAJIOTIYHO pyXy MNPOTUBHUKA, BIAMIHHICTIO Oy/€ JUII T€,
oo Kyjsg Oyne TMOCTIMHO 3MIHIIOBaTH KIHLEBY TOYKY, TOOTO MepeciiayBaTH
IPOTHBHHUKA.

O1xe, 00’ aBeMO TOPTiIOHI HAM 3MiHHI. Y POJIi KIHIIEBOI TOUKH Oyje IrpOBHiA
06’ext Enemy. ®yukiis FixedUpdate mictutume y cobi mepeBipky Ha Te, Y iCHY€
nepeciaigyBaeMuii 00’€KT, SKIIO TaK, TO 3MIMCHIOBATUMEThCA PyX 10 HBOTO, B
IHIIOMY BHUNAAKy — 3HUIICHHA KyJi. Y (QyHKUII cTapT MU 3HAXOAHWMO EJIEMEHT
GameManager, mo Oyae NOTPIOHMI HaM Yy TOAANBIINA po3podI, a TIOKH
3aKOMEHTYWUTE KOTO.

Ha o6’exkt kymi momamo kommoneHT Collider 2D Tta 3MiHuMo 3HaueHHs IS
Trigger Ha true, mIIXOM HATHCKAHHS HA BiIMOBIIHHIA YCKOOKC.



[SerializeField] E
pathlLength;
total TimeForPath;
ctartTime;

moveSpeed = 5T;

| gameContoler = Ga ject.Find( "GameManager") .GetComponent<GameContoler>();
startPosition = gameObject.transform.position;
startTime = Time.time;

Puc. 10. Jlictunar xoxy
QO
if (target !=
pathLength = stance(startPosition, target.transform.position);
totalTimeForPath = pathLength /

currentTimeOnPath =
gameObject.transform.position

Destroy(gameObject);

Puc. 11. Jlictunr xoxy

CkopucraeMoch ¢yHkiiero OnTriggerEnter2D s mepeBipky 31TKHEHHS KyJIi
3 nuero. [lepeBipumMo uu € 00’ €KT mepecitiayBaJbHUM MTPOTUBHUKOM, J1ajii BI3bMEMO
3a gormomMoror Meroay GetComponent<> otpumaemo aoctyn 1o iHopmarlii Bopora
Ta BIAHIMEMO OJHE OYKO 3J0pOB’d. SIKIIO 3M0pOB’s piBHE ab0 HWXKYE HYIIS,
3HHUIIYEMO O0’€KT Ta JOJAEMO JO ICHYIOUMX MOCTYITHOI IrpOBOI BAJIIOTH IIHY 3a
B3HUIICHHS BOpora (ajie TOKK 3aKOMEHTYEMO ITI0 CTPIYKY JOTIOKH HE Oyje CTBOPEHO
BIJIMIOBIAHOTO CIIEHAPIIO).

(Collider2D collision)

if (collision.gameObject = target)
{
Enemy enemyDate = target.GetComponent<Enes
targetHP = enemyDate.hp--;
if (targetHP <= @)

I
L

gameContoler.gold += enemyDate.coinAfterkill;
Destroy(target);

Destroy(gameObject);

Puc.12. Jlictuar komy

[TpuKpimUMO CKpUIIT 10 BiJIMOBIAHOTO 00’ €KTy. Y mosne target 3a3Haure o0’ exT
IPOTHUBHUKA Ta MEPEBIPTE YU MEPECIIIIYE UOTO KYJIS.



CtBopith Komii 00’€kTy ENnemy Ta HamamTyite iX sIK HOBI THIHM MPOTHUBHUKIB,
3MIHUBIIM Koutip it 3py4HOCTi. IlepersHiTh 00’ektrn Enemy ta Bullet y manky
Prefabs nnst ctBopenHst npeabiB MPOTUBHUKIB Ta KYJIi.

15yobme obepeschi, koopounamu 06 ’ekmis nosuri bymu gioyeumposani (0)!

Jlictunr crenapito Bullet:

using UnityEngine;

public class Bullet : MonoBehaviour

{

private GameContoler gameContoler;

private Vector3 startPosition;
[SerializeField] public GameObject target;
private float pathLength;

private float totalTimeForPath;

private float startTime;

private float moveSpeed = 5f;

void Start()

{
gameContoler = GameObject.Find("GameManager").GetComponent<GameContoler>();
startPosition = gameObject.transform.position;
startTime = Time.time;
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject == target)
{
Enemy enemyDate = target.GetComponent<Enemy>();
int targetHP = enemyDate.hp--;
if (targetHP <= 0)
{
gameContoler.gold += enemyDate.coinAfterkKill;
Destroy(target);
}
Destroy(gameObject);
}
}
void FixedUpdate()
{

if (target != null)

{
pathLength = Vector2.Distance(startPosition, target.transform.position);
totalTimeForPath = pathLength / moveSpeed;
float currentTimeOnPath = Time.time - startTime;
gameObject.transform.position = Vector2.Lerp(startPosition,

target.transform.position, currentTimeOnPath / totalTimeForPath);
}

else

{
}

Destroy(gameObject);

[lepeitnemo 10 cTBOpeHHs cuctemMu OaimieHb. CTBOPUMO BiJIMTOBITHUN CIIeHAPii
Ta mepenaeMo 10 Koro HanmucaHHs. Criepury o0’SIBUMO 3MiHHI, IO HAM CTaHYTh Y
Haroni. bamni mMaTUMyTh piBHI, IIIHY /I TMOKYIKH Ta Ha 1X TOKpPAIICHHS Ta



MIBUAKICTh BHUCTPLIIB. TakoXX CTBOPUMO MacuB 3 IrPOBUX OO €KTIB, 1O OYyAyTh
CIyryBaTH piBHsAMHU OamieHb. Jlomamo mose, mo npuiiMatuMe y cede mpedad Kyl
U1 BUCTpeniB. Ui BiICIIKyBaHHS BOPOTIB CTBOPUMO CIMCOK 3 ITPOBUX 00’ €KTIB.

ntoler gameContoler;
TtowerlVL = @8;
goldForLVLUp;
shootInterval;

ect[] towers;

ect> enemies;
bullet;

Puc.13. OO0’ aBieHHS 3MIHHUX.

Ha 6Gammnro no6asumo xommnouHent Circle Collider 2D ta 30impmmmo #Horo
paaiyc. Bin ciiyryBatume pajiiycoM JOCSTHEHHS JI0 IiJICH.

3a momomororo ¢yukiiii OnTriggerEnter2D i OnTriggerExit2D nonaBatumemo
A0 CITMCKY HpOTI/IBHI/IKiB Ta BUJATIATUMEMO.

(Collider2D collision)
.Add(collision.gameObject);

(Collider2D collision)

.Remove(collision.gameOb]j

Puc.14. Jlictunr xoxy

Jlnst peamizariii CTpUIbOM CKOPHUCTAEMOCH KOpPYTHHAMH. SIKIIO B CIUCKY
INPUCYTHIM BOpPOT, CTBOPIOBAaTUMETbCA OO’€KT Kyl 1 B mapamerp target
nepe1aBaTUMEThCS TIEPIINIA BOPOT y CITHUCKY.

IEnumerator Shoot() {
yield return
if (enemies.Count :
{
e0bject newBullet = Instant
£

G ate(bullet, gameObject.transform);
newBullet.GetComponent<Bullet:()

.target = enemies[@];

(

tartCoroutine(Shoot(});

Puc.15. Jlictunr komy.

3a momomororo ¢yukiii OnMouseUp peanizyeMO MOXIHBICT TOKYIKHA Ta
nokpameHHss OamHi. Jlng mouarky B QyHKuii Start oTpuMaeMo KOMIIOHEHT
GameControler y sikomy 30epiraTUMeTbCs AaHi PO HasBHI KOIITH.

[Tpu HaTHCKaHI HAa 00’ €KT MEPEBIPATUMETHCS HACTYITHE:



- Uwu 1ocTaThHO KOIITIB JJIsl TOKYTKK a00 MOKPAICHHS
- Yu GamiHsg HEe Ma€ OCTaHIM piBEHb MOKPAIEHHS
SIKio Tak, TO 00’€KT 3aMIHATUMETHCS Ha HAcTynmHUN. CTBOPIOETHCS OarrHs

BHUIIIOTO piBHH, d ITIOTOYHA 3HUIIIYETHCA.

O

if (gameContoler.gold »= goldForLVLUp &% towerlVL < towers.Length-1)
gameContoler.gold -= goldForLVLUp;

tom

1iewTower = Instantiate(towers[towerLVL], transform.position, Quaternion.identity);
Destroy(gameObject);

Puc.16. JlictuHr xoxy
[TepeHeceMo CKpHIIT Ha OaIHIO Ta CTBOpUMO Inie ABi 11 komii (Ctrl+D)

[lepmia maTriMe HACTYITHI TApaMETPH:

[TapameTpu HamamToByWTe K BU 3a0axaete. [leprma OaimrHs ciayrye Juiie
MicLIeM JiJIsl OyZJ0BH 1HIIMX (HE Ma€ PIBHS Ta IHTEPBAJI CTIILOM).

[lepenecemo 1i 00’extn y nanky Prefabs, sminuBmm xomip mist 3pydHocTi y
po3po0IIi.
15yobme obepesrcHi, koopounamu 06 ’ekmis nosurni oOymu eioyenmpogani (pieni ())!
[ToBepHemocr n0 mnapametpiB. llepenecemo y macuB cTBOpeH1 mpedadu
Oamens Ta goaamo npedad Ky y moae Bullet
Towers

Element 0

—{]

PlaceForTower
Element 1 |

Element 2

—{]

Enemies
Bullet W Bullet

Puc.17. HanamryBanHs OaieHb



[ToBTOPITH aHANOTIYHO 3 IHIIMMU JBOMa OO0’€KTamMH OamleHb. Y CKpPHIITI

3aKOMEHTYy#WTe ToJis 3B’ s13aHi 31 GameControler.

JlictuHr crienapito TOWer:

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

public class Tower : MonoBehaviour

{

private GameContoler gameContoler;
[SerializeField] private int towerLVL = 0;
[SerializeField] private float goldForLVLUp;
[SerializeField] private float shootInterval;

[SerializeField] private GameObject[] towers;

[SerializeField] private List<GameObject> enemies;
[SerializeField] private GameObject bullet;

private void Start()

{
gameContoler = GameObject.Find("GameManager").GetComponent<GameContoler>();
StartCoroutine(Shoot());

}

private void OnMouseUp()

{
if (gameContoler.gold >= goldForLVLUp && towerLVL < towers.Length-1)

{
gameContoler.gold -= goldForLVLUp;
towerLVL++;
GameObject newTower = Instantiate(towers[towerLVL], transform.position,

Quaternion.identity);

Destroy(gameObject);
}
}
IEnumerator Shoot() {

yield return new WaitForSeconds(shootInterval);
if (enemies.Count > © && towerLVL >0)

¢ GameObject newBullet = Instantiate(bullet, gameObject.transform);
newBullet.GetComponent<Bullet>().target = enemies[0@];

gtartCoroutine(Shoot());

grivate void OnTriggerEnter2D(Collider2D collision)

¢ enemies.Add(collision.gameObject);

grivate void OnTriggerExit2D(Collider2D collision)

¢ enemies.Remove(collision.gameObject);

}

CrBopumo Empty o0’ext Tta HazBemo Horo GameManager, cTBOpUMO CKPUNT

GameControler, y sikomy 00’ sBumo monst currentWave, health Ta gold 3 ny6niuanm
noctynom. Takox nonamo nosigs gameOver ta gameWon (puc.18).



gameQver =
gamekon =
health;

gold;
currenthlave = 8;

Puc.18. O0’aBineHHs 3MIHHHX

[lepeTssHEMO CKPHUNT HA CTBOPEHUI 00’ €KT Ta HANTAIITYEMO KIJTBKICTh 310pOB’SI
Ta KomrTiB. Po3komeHTyiiTe moiyisi mo MaroTh 3B’s30k 3 GameConroler y 3apanus
CTBOPEHHUX CKpuNTax. [lepeBipTe MOXKIMBICTD MOKYIIKU Ta MOKPAILICHHS OalieHb.

[lepetinemo 10 CTBOpeHHs cucteMu 0a3u. Ha BiamoBimgHHMI 00’€KT J0/1aMoO
xommoHeHT Collider 2D, mapamerp is Trigger 3minumo Ha true. CTBOPUMO CKPHIIT, 1€
Bxke 3a gomomoror ¢yHkiii OnTriggerEnter2D Oynme 3aificHIOBATHUCH BiJIHIMaHHS
OYKIB 37I0pOB 4.

Jlictaur cuenapiro Base:

using UnityEngine;

public class Base : MonoBehaviour

{
private GameContoler gameManager;
private void Start()
{
gameManager = GameObject.Find("GameManager").GetComponent<GameContoler>();
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.tag == "Enemy") {
if (!gameManager.gameOver)
{
gameManager.health--;
}
Destroy(collision.gameObject);
}
}
}

[Tpuctynmumo 10 po3poOKH TeHepaTopa MPOTUBHHUKIB. JIJIS 1IOTO CTBOPHUMO
BIJIMTOBITHUN CKPUNT Ta moaamo Ha 00’ekt GameManager. Ilepen ocHOBHUM K1acoMm
ctBopuMo kiac Wave, mo matume y coO1 OCOOJIMBOCTI XBWJIl Hamagy, a came:
KUIBKICTh TPOCTUX, IIBUAKAX Ta TOBCTMX NPOTHUBHHKIB, a TaKOX IHTEpBaI IX
reHepairii (puc.19).

primaryEnemy ;

fastEnemy;
fatEnemy ;
spawnInterval;

Puc.19. Kinac Wave



CtBOpuMO MOPTIOHI HAM TIOJISA, & CAME MACHB 3 MOKJIMBUX MTPOTUBHUKIB, TOYOK
ix pyxy, macuB kiacy Wave, migkirounmo ckpunt gameControler, monamo mosst st
MiPaxyHKy KITbKOCTI 3T€HEPOBAHUX OKPEMOTO BHAY NPOTUBHHKIB Ta 3arajbHy
KUIBKICTh CTBOPEHHUX, KIJIbKICTh MOXKJIMBUX MPOTUBHUKIB MIEBHOT'O BU]Y, OTCaHIN Yac
iX CTBOpHEHHSI, TUTI BOPOTA Ta Yac MK XBUIISIMH.

[]1 enemies;
] points;

countEnenry ;
spawnedEnemy ;
lastSpawnTime;
typeEnemy = @;
enemyCounter = @;
Fimeﬂetweenwaues = 5;

Puc.20. O6’sBieHHS 3MIHHUX
VY dynkii Start BuKoHaeMo HaCTITyHI Jii:
0

gameContoler = gameObject.GetComponent<GameContoler:>();

lastSpawnTime = Time.time;

Puc.21. JlictuHr xoxy

["enepaiiiss BoporiB BigOyBatuMeThest y Outorii ¢ykiii Update. Crepriry goaamo
NepeBIpKy YW HE 3aBepiieHa rpa. Jlami ai3HAEMOCH MOTOYHY XBHJIIO 3 CIICHAPIIO
GameControler. IlepeBipuMo, 4 MOTOYHA XBHWJIS HE BHXOJIUTh 3a MaKCHMAaJIbHY
KUIBKICTh XBWJIb. SIKIIO TaK, TO MiJPAaxXyeEMO BCI KUIBKICTh BOPOTIB 3a MOTOYHY
xBwit0. JlobaBumo omeparop Switch, mo onpuaiisTEME KUIBKICTh TPOTHBHUKIB
BI/IMOBITHOTO THUITY.

OOpaxyemMO MOTOYHMI 4YacoBMIl IHTEpPBajl Yy TOPIBHSAHI 3 OCTAHHBOIO
reHepalliel0 MPOTUBHUKA Ta 00 SBUMO 3MIHHY, IO NPUWMATHME I1HTEpBANI MIiX
reHepalisiMi BOPOTiB OTOYHOI XBHIII.



if (!gameContoler.gameOver)

currentha
if (currentWa
I
1
maxEnemies = waves[currentWave].primaryEnemy + waves[currentWave].fastEnemy + waves[currentiWave].fatEnemy;
switch (typeEnemy)
I
1

se @: countEnemy = waves[currentWave].primaryEnemy; b
5 countEnemy
se 2: countEnemy

= rentWave].fastEnemy; br
= waves[currentWave].fatEnemy;
timeInterval = Time.time - lastSpawnTime;
1 spawnInterval;
> timeBetweenWaves) (spawnedEnemy != @ &% timeInterval > spawnInterval)) & enemyCounter < countEnemy)

tantiate(enemies[typeEnemy], points[@].position, Quaternion.identity);

newEnemy . GetComponent<E >().points = points;
enemyCounter+t;
spawnedEnemy-+;
if (enemyCounter »>= countEnemy)
{

typeEnemy++;

enemyCounter = @;

Puc.22. Jlictunr xomy

3a 1OMOMOror0 NEPEBIPKU, KOHTPOIIOBATUMEMO TOTPUMAHHS 1HTEPBAILY MIXK
XBWISIMU Ta TeHepalisiMd TPOTUBHUKA, TAKOX KOHTPOJIOBATH  KIJIBKICTh
3r€HEepOBAaHUX NPOTUBHUKIB OKPEMHX BHJIB. Y 1OMY OJIOIl CTBOPIOBATUMEMO
irpoBuii 00’exT Enemy Ta nepepaBatumeMo oMy y mapameTp TOUkH Aiid pyxy. [lpu
JOCSITHEHHI MaKCHUMaJIbHOI KUIBKOCTI MOTOYHOTO BHUJAY BOpoOra, mepeuseMo o
HACTYITHOTO.

Jlani nmepeBipsATUMEMO M 3r€HEPOBAHO MAKCUMAJIbHY KUIBKICTh MPOTHUBHUKIB
Ta 4u € 00’ekTH 3 TeroM Enemy Ha creni. SIkmo Tak, TO IepexoauMo J0 HACTYITHOT
XBHJII.

if (spawnedEnemy >= maxEnemies &&
{
gameContoler. currenthavett;
gameContoler.gold = Mathf.RoundToInt({gameContoler.gold * 1.1f);
spawnedEnemy = 8;
enemyCounter 5
typeEnemy = @;
lastSpawnTime = Time.time;

Puc.23. Jlictunr xomy

Axmo Oysn0 JOCSATHEHO MAaKCUMAalbHOI KUIBKOCTI XBWUJIb, TO TpPaBellb
nepemMaraTume.

gameContoler.gamelon =

Puc.24. Jlictunr xomy

HanamryiitTe eeMeHT 3a CBOIM Oa)KaHHSIM.



Enemies

Points

Puc.25. Ilpuknag HanamryBaHHS

Jlictuar ckpunty SpawnEnemy:

using UnityEngine;
[System.Serializable]
public class Wave

{

}

public int primaryEnemy;
public int fastEnemy;
public int fatEnemy;

public float spawnInterval;

public class SpawnEnemy : MonoBehaviour

{

[SerializeField] private Transform spawnpoint;
[SerializeField] private GameObject[] enemies;
[SerializeField] private Transform[] points;
[SerializeField] private Wave[] waves;

private GameContoler gameContoler;

private int countEnemy;

private int spawnedEnemy;

private float lastSpawnTime;
private int typeEnemy = 0;

private int enemyCounter = 0;
private float timeBetweenWaves = 5;

void Start()

{
gameContoler = gameObject.GetComponent<GameContoler>();
lastSpawnTime = Time.time;

}

void Update()

{

if (!gameContoler.gameOver)

{

int currentWave = gameContoler.currentWave;
if (currentWave < waves.Length)

{

int maxEnemies = waves[currentWave].primaryEnemy +

waves[currentWave].fastEnemy + waves[currentWave].fatEnemy;



switch (typeEnemy)

{
case 0: countEnemy = waves[currentWave].primaryEnemy; break;
case 1: countEnemy = waves[currentWave].fastEnemy; break;
case 2: countEnemy = waves[currentWave].fatEnemy; break;

}

float timeInterval = Time.time - lastSpawnTime;
float spawnInterval = waves[currentWave].spawnInterval;

if (((spawnedEnemy == @ && timeInterval > timeBetweenWaves) || (spawnedEnemy
I= @ && timeInterval > spawnInterval)) && enemyCounter < countEnemy)
{

lastSpawnTime = Time.time;

GameObject newEnemy = Instantiate(enemies[typeEnemy],
spawnpoint.position, Quaternion.identity);

newEnemy.GetComponent<Enemy>().points = points;

enemyCounter++;
spawnedEnemy++;
if (enemyCounter >= countEnemy)
{
typeEnemy++;
enemyCounter = 0;
}
}
if (spawnedEnemy >= maxEnemies && GameObject.FindGameObjectWithTag("Enemy")
== null)
{
gameContoler.currentWave++;
gameContoler.gold = Mathf.RoundToInt(gameContoler.gold * 1.1f);
spawnedEnemy = 0;
enemyCounter = 0;
typeEnemy = 0;
lastSpawnTime = Time.time;
}
}
else {
gameContoler.gamelWon = true;
}
}
}

CTBOpITH ClieHy piBeHs TpH (puc.26).

Puc.26. Ilpuknaz piBHA rpu



[epeiiaiTe 10 pexuMy I'py Ta MepeBIpTe HAa MPABMIBHICTD i pOOOTH.

YaockoHaneTe Tpy chpaiiTamMu Ta aHiMamisMmu. JlomaiiTe KopuCTyBalbKuit
1HTEep(Eeic Ta 3BYKOBUI CYIPOBII.

JIns mpuKiIamy JOJaHHS 3BYKOBOTO CYIPOBOAY JI0aMO 3BYK IPH 3HHIICHI
Bopora. [lepeHecemo 3Byk Ha mpedab MpOTHBHUKA Ta BUKIIOYMMO Hapamerp Play in
Awake (puc.27).

Il v Audio Source

3D Sound Settings

Puc.27. HanamryBanus ayaiodainy

VY ckpunt Bullet nonummemo 3amyck 3BKy npu 3HHIICHI Bopora (puc.28).

audioSource = target.GetComponent<AL

AudioSource.PlayClipAtPoint(audioSource.clip, transform.position);

Puc.28. Jlictunr xomy

KonTpoabHi nMTaHHA:

1. Axi ocobnuBocTi xkaHpy « Tower Defense»?

2. Sk cTBOpUTH 00’ €KT HA CIICHI B MPOIECi Ipu?

3. SIK CTBOPUTH LIUISIX, TIO IKOMY OyAYyTh PyXaTUCS BOPOTH?
4. Sk momatu 3ByKOBUM CyNpOBi y Tpy?

CamocriitHa po0oTa:

Ocp KiJIbKa 171€#, K1 MO’KHA PO3BUHYTH Ha OCHOBI1 TOTO, III0 BU 3pOOMIIH:
— CtBOpuTH OUIBIIIE TUTIIB MPOTUBHUKIB.

- Binbiie THIIB BEXK.

— Po3pobutu nekiabka BOPOKUX IUISIXIB.

— CtBOpUTH pi3HI PiBHI TPH.



