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PE®EPAT

Po6ota mictuTh: 41 CTOPIHOK OCHOBHOTO TEKCTY, 43 CTOPIHOK T0MaTKiB, 34
PHUCYHKIB, 14 BUKOPHUCTAHHUX JIXKEPE.

MeTtor0 BHUMyCKHOI KBasi(ikaiiiiHoi poOOTH € BHUBYEHHS OCOOIUBOCTEU
PO3pOOKH MiCTOOYIIBHOIO iIrpOBOI0O AOJATKY JJIs omepaiiiiinoi cucremu Windows.
JlaHuii irpoBUiA 10AaTOK CIIPSMOBAHUN Ha PO3BaKAIBHUHN 1TPOBUI KOHTEHT.

B xoxai po3poOku MicTOOY/IIBEIBHOTO ITPOBOTO JOAATKY IS OMEepariitHol
cucremu Windows Oyiu mpoaHaii3oBaHi CydacHi pylImii s CTBOPEHHS IrPOBHX
nonatkiB. ByB neransHO npoanaiizoBaHe irpoBwuii pymii Unity, Oyia oOpana MoBa
nporpamyBaHHs Juis pyimis Unity, o3HaiioMuincs 3 cepenoro po3poOKu, OyB
CTBOPEHMI MICTOOYAIBEIbHUI ITPOBUN JIOAATOK JUIA OMNEpariiiHOl CUCTEMU
Windows, Oyiio TpoBeACHO TECTYBaHHS JOJaTKy. BHpOOJIEHO oOmuc mporecy
po3poOku. PeanizoBaHo, a TakoX ONMUCAHWUN KOPUCTYBAJIBHUIIBKUHN 1HTEp(dEcC,
IrpOBI MEXaHIKM Ta cayHATpeK rpu. [IpomemMoHCTpoBaHO pe3yiabTaT BUKOHAHOI
poOoTH.

Cucrema 3aJ0BOJIBHAE BCIM BHUMOTI'aM, Hpeﬂ'ﬂBHGHI/IM B TGXHi‘-IHOMy SaBIIaHHi.
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BCTYII

AxTtyanbHicTb. Po3poOka MicTOOYAIBHHX Irop 3alHMINAETHCS AKTyaIbHOIO

yepe3 BeauKy 0a3y (aHaTiB Ta maHyBaJdbHUKIB. BOHM HamarOTh MOXKJIUBICTH
TpaBIIM CTBOPIOBAaTH Ta KEpPyBaTH BIIACHUMHU MICTaMH, pO3BHBATH iX Ta
3aJJOBOJIbHATH MOTpeOU BIpTyaldbHUX XuTeniB. Llel xaHp € MOmynsipHUM cepen
IpaBIlIB PI3HOTO BIKY Ta IrpoBHX BIOA00aHb. P0o3poOka MicTOOYIIBHUX 1rop
BHMMarae TBOPUOTO MHUCJICHHS Ta IHHOBAIIHUX pilleHb. PO3pOOHUKH CTUKAIOTHCS 3
BUKJIMKOM CTBOPCHHSI PETICTHYHUX Ta 3aXOIUTIOIOYMX ITPOBHUX CBITIB, a TaKOX

3a0€3IeUeHHs IHTePaKTUBHOCTI Ta TTMOMHU TeHMILICIO.

OO0’ exT AocaiDKEeHHS: MicTOOYMiBHMIA irpoBuid gogaTtok it OC Windows.

[Tpenmer nOCIKEHHS: Po3poOKa irpoBoro aoaaTka Ha pyimii Unity.

Mera JOCHI/DKEHHS. METOK JaHOl JUIIOMHOI poOOTH € po3polka

micToOyaiBensHOi rpu s OC Windows.

3a1aul TOCHIKEHHS

1. O3HailoMUTHCA 3 TPUHLKAIIOM POOOTH Cy4aCHUX IrPOBUX PYILIiB.
2. Peamizaris cuctemu OyIiBHHUIITBA Ta 3HECEHHS JOPIT Ta OyAMHKIB.
3. Peamnizartist cuctemu 30epexkeHHs IrpOBOT cecii Ta 11 3aBaHTaKEHHSI.

4. CtBopeHHs1 ¥ ajanTallisi IrpoBOi BaJIOTHU Ta HACEJIEHHS O MOTOYHOTO

IIPOEKTY.

5. TectyBaHHS MICTOOYIBETHHOT TPH.



1. AHATITHYHUN OTJISAX

1.1 Po3po0Oka noaatkiB a1t 0COOMCTHX KOMII'IOTEPIB

IrpoBi pymrii - me mporpamHe 3a0e3MedYeHHs, K€ BUKOPUCTOBYETHCS IS
PO3pOOKH KOMITHOTEpHUX 1rop. IcHye GaraTo BHIB ITPOBUX PYIIIiiB, KOXKEH 3 SKHX

Mae€ cBOi 0cOOIMBOCTI Ta PpyHKIIOHAN. OCh IesK1 3 HUX:

Unity - 1me oaMH 3 HaWNONYJSPHIMIKMX IPOBHUX PYIIiB, SKHM
BUKOPUCTOBYETHCS JUIsl CTBOPEHHS 1rop AJisi pi3HUX Iuiardopm, Britouyaroun [1K,
KOHCOJIi, MOOUIBHI MPHUCTPOi 1 BipTyanbHy peanbHicTh. UNity Mae BenmuesHy
CHUIBHOTY PO3pOOHUKIB, 10 3a0e3medye MiATPUMKY, HaBUYAHHS Ta JIOCTYIHICTb

OE3KOIITOBHOI BEpCii sl MOYATKIBIIIB.

Unreal Engine - 1e irpoBuii pyiii, 0 BUKOPHUCTOBYETHCS JJISI CTBOPECHHS
AAA-irop mns pizHux miargopm. BiH Mae TOTY>KHUN 1HCTpyMEHTapid s
po3poOku rpadiku Ta Gi3UKH, a TAKOXK MATPUMYE BIpTyanbHy peanbHicTh. Unreal
Engine e OibI CKIaIHAM y BUKOPUCTaHHI, Hixk UNity, ajie HOro MOXIJIMBOCTI OijIbIIT

BUCOKI.

CryEngine - tie irpoBuii pymriii, skuii crieniani3y€eThCsl Ha CTBOPEHHI irop 3
BHUCOKOSIKICHOIO Tpadikoro, 0coOIMBO B 00acTi peanmicTuuHoi rpadiku. Bin mae
NOTYXKHY MIATPUMKY T€OMETpii, OCBITJIEHHSA Ta TiHEH, a TaK0X MOMJIUBOCTI IS

PO3POOKH IITYYHOTO 1HTEJIEKTY.

GameMaker Studio - me irpoBuii pyIIiii, IKAi CIPOIIYE MPOLEC PO3POOKH
irop Juist moyatkiBuiB. BiH mae rpadiunuii iHTepdeiic, Mo 103BOJsE PO3POOHUKAM

30CepeIUTHCS Ha TEMMILIET Ta iCTOpii, HE BUTpAaYarOun yac Ha CKIIQJTHUI KOJI.

Construct - e irpoBui py1iii, SKHil TAKOXK CIPOIILY€E MPOLIEC CTBOPEHHS 1r0p,
30CepeKyounch Ha TpadiuHoMy iHTepdelici Ta (QyHKISX TEepeTsITyBaHHS Ta
po3mimieHHs: 00'ekriB. Llel pyuriii miaXoauThs A HIBUAKOTO NMPOTOTHITYBAHHS Ta

PO3pOOKU MaJIUX 1rop.



Godot - 1ie BiAKpUTHI IrPpOBUI Py, SKHI Mae OC3KOMITOBHY JIIICH31I0 Ta
HiATPUMY€E po3poOKy irop mis pisHux miaargopm. Godot mae MOTYKHHI IBUTYH
rpadiku Ta (Hi3UKH, a TAKOXX MOXKIIUBOCTI [T PO3POOKH BIpTyallbHOT peanbHOCTI Ta

HITYYHOTO 1HTEJICKTY.

Koxen 3 mux irpoBux pyIIiiB Ma€e CBOi OCOOJMBOCTI Ta TEpeBard, sKi
3aJexarthb Bi moTped po3poOHHKa Ta mpoekTy. s BuOopy HallKpalioro irpoBoro

pYIIiIo MOTPIOHO BpaXxOBYBaTH Taki (haKTOPHU:

Mema izcpu: SIkuio meTa irpu - 1e po3pooKa MOOUIBHOI TPy, TO CJIiJ BUOpaTH
Py, 1Mo miaTpuMy€e MOOUTHHI TiaTdopmu. ko mera - po3poOka irop s

KOHCOJIEH, TO HEOOX1THO BUOpATH PYIIIiii, [0 MATPUMYE KOHCOIBHI IIaT(OPMHU.

Haeuuku pospobnuka: SIkumo po3poOHHK Mae JOCBiA POOOTH 3 TEBHUM

pYIIiEM, TO 11€ MOXe OyTH BaXKIUBUM (DaKTOPOM Y BUOODI.

Xapaxmepucmuxu pywis: Pyl mOBUHEH MaTh HEOOXiIHI XapaKTePUCTUKU
JUIsl po3pOOKH TEBHOTO THUILY Irop, HANpUKIad, MIATPUMKY (PI3HKH, aHIMaIli,

MITYYHOTO 1HTEJIEKTY TOIIO.

Macwmab npoexmy: Beluki NPOEKTH MOXKYTh BHUMaraTH BUKOPHUCTaHHS
OUIBIII MOTYKHUX PYIIIiB 3 OUIBIION (YHKIIOHATBHICTIO Ta MOKJIMBOCTAMH IS

CHiBIIpalil pO3pOOHUKIB.

Jliyensysanus ma eapmicms: BapTicTh pylnisi Ta YMOBH JIILEH3YBaHHS

MOXXYTb OyTH BOXXJIMBUMH (haKTOpPAMH Y BUOOP1 PYIIIisl ISl IPOESKTY.

Iliompumka ma cninenoma: Pyuiiii HOBUHEH MaTH IOCUTh BEJIUKY CHUIBHOTY
PO3pPOOHUKIB Ta OYTH MIATPUMYBAHUM PO3POOHUKAMHM JIJIi BUPIIMICHHS MPOOJIEM 1
JIOTIOMOTH 'y BUBUYeHHI pymris. CremianizoBaHi MOXIMBOCTI: Jleski pyrnii MaroTh
CHeriagi3oBaHl MOXJIMBOCTI JJis po3pOOKH 1rop y NMEBHUX XKaHpaX, HANPHUKIA,

PYIIiN JUIsl CTBOPEHHS IrOp-CTpaTeriii abo irop-posibOBUX.



VY KiHIIEBOMY MiJICYMKY, BHOIp ITPOBOTO PYIIis 3aJieKUTh BiJ MOTped Ta
MOXJIMBOCTEN MPOEKTY, JAOCBIAY pO3poOHHKa, OIOKETY Ta JIICH3YBaHHS PYIIIis,
HOIATPUMKHA CHUIBHOTH PO3pOOHUKIB Ta iHImUX (aktopiB. [lpu BuOOpP1 irpoBOro
pYIIis ClTiJI BpaxoBYyBaTH HE TUIBKU MOTOYHI MOTpeOH, a i MaiiOyTHI ePCIEeKTUBU
PO3pOOKH MPOEKTY. BaXXITMBO TakoX PO3yMITH, IO PYIIIii MarOTh CBOI TIepeBaru Ta
HEJOMIKHY, 1 BUOIp MOBHHEH OyTH 3pOOJICHUN 3 ypaxyBaHHSM KOHKPETHUX BHUMOT

MIPOCKTY Ta MOTpeOd po3poOHUKA.

1.2. Jocaigxenns pymis Unity

Unity - e oJuH 3 HAUMOMYJISAPHINIKMX IFPOBUX PYIIITB Y CBITI, IKUH JT03BOJISE
pO3pOONIATH 1rpu JUIsl Pi3HUX IUIATGOPM, BKIOYAOYM MOOUIBHI MPHUCTPOI,
KOMIT'FOTePH, KOHCOJI Ta BipTyasibHi peanbHOCTi. OCHOBHI ocoOmuBocti Unity

BKJIIOYAIOTh:

Kpoccennamgpopmenicmo: Unity no3Boiise po3poOSATH IrpH JUIS Pi3HUX

mwiatdopm, Takux sk Windows, MacOS, Linux, Android, iOS, Xbox Ta Playstation.

Bisyanonuii peoakmop: Unity Mae Bi3yallbHUH pPEIAKTOp, SKHAW JIO3BOJISE
CTBOpIOBaTH rpadivHi 00'€KTH, pO3MIIIYBaTH 1X Ha CIIEHI, pelaryBaTH aHIMaIlilO Ta

edeKTH.

@izuka: Unity Mae notyxauil pymiid (i3uku, sSKUi 103BOJISIE CTBOPIOBATH

peaNTiCTUUHy TIOBEIIHKY 00'€KTIB B iTpi.

Mooicnusocmi wmyunozo inmenexmy:. Unity mae GyHKIIOHAT JUTsI PO3POOKH
IITYYHOTO 1HTEJICKTY, IO JI03BOJISIE CTBOPIOBATH CKJIAJIHI CUCTEMH TIOBEIIHKHU IS

NPC Tta iH1mmx 00'eKTiB.

Mosu npoepamysanns. Unity miarpumye Jaekiibka MOB IpOrpaMyBaHHS,
skmroyaroun C#, JavaScript ta Boo. Ognak, mj1st po3poOKH BETHKHX Ta CKIaTHUX
MIPOCKTIB PEKOMEHAYETHCS BHUKOPUCTOBYBaTH C#, SKUH € OCHOBHOIO MOBOIO

nporpamyBanHs s Unity.
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Unity e nomyisspHuM BUOOPOM It PO3POOKH irop 3aBASKH CBOIM IOTYKHUM
MOXJIMBOCTSIM Ta JIETKOCTI BUKOpUCTaHHs. Moro pymriit (i3uku Ta MOKIMBOCTI JIJIs
PO3POOKH IMITYYHOTO 1HTEIEKTY POOJIATH HOTO 11€aTbHUM BUOOPOM JJISI CTBOPEHHS

1rop pi3HOTO PiBHS CKJIATHOCTI.

1.3. Jocaigxkennst MoBu nnporpamyBanHsi C#

C# (C Sharp) - 1ie moBa mporpaMmyBaHHs, po3po0iieHa KoMiaHiero Microsoft,
sIKa BUKOPHUCTOBYETKCS JIJIST PO3POOKH PI3HUX JOJATKIB Ta MPOTrpamM, BKIIOUYAOYN

1Irpu.

VY pymuii Unity C# BUKOPHUCTOBYETHCS K OCHOBHA MOBa IIPOTpaMyBaHHS JIJIs
cTBopeHHs irop. Unity Mae BOy10BaHy cepey po3poOKH, sKa IMiATPUMYE pO3pOOKY
Ha C# Ta 1n03BOJIsIE PO3POOHUKAM JIETKO CTBOPIOBATH PI3HOMaHITHI (yHKIII Ta

B3a€MO/IIi MIJK 00'€KTaMU TpH.
C# mae Gararo mepeBar Juist po3po0Oku irop y Unity, BKiIroarouu:

OO0'exTHO-OpieHTOBaHAa MoBa: C# miaTpuMye  00'€KTHO-OpIEHTOBaHE
porpaMyBaHHS, IO J03BOJSE PO3POOHWKAM CTBOPIOBATH KO, SKUHU JIETKO

3p03yMiTH Ta MOIU(]IKyBaTH.

Bucoka mponyktuBHICTh: C# KOMITUIIOETHCS JO MAIIMHHOTO KOMY, IO
JTIO3BOJISIE IOCATHYTH BUCOKOT MPOJYKTUBHOCTI I'PU Ta 3HU3UTH HABAHTAXKCHHS Ha

CUCTEMY.

Jlerkicte BuxkopuctanHs: Cunrakcuc C# nerkuil ajis BUBYCHHS Ta

BUKOPHUCTAHHSA, [0 pOOUTH HOTO AOOPUM BUOOPOM JIJIsl TOYATKIBLIIB.

Benuka cmigpHOTa: Unity Mae BeluKy CIHIIBHOTY PO3POOHMKIB, sKa
JI0TIOMarae BUpILIyBaTH MPoOJeMHU Ta Hajlae baraTto pecypciB it BuBueHHs C# Ta

Unity.
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1.4 TexniuHe 3aBJJaHHS HA PO3POOKY A01aTKA

B pesynbraTi BUKOHAHHS JaHOTO JWIJIOMHOTO MPOEKTY TOBHUHEH OyTH
CTBOPEHUN IrPOBHI JOAATOK J>KaHPY MICTOOYMIBEIBHOI TPH , IO JO3BOJIUTH
KOPUCTYBa4yaM BIJIITBOPIOBATH POJb MICHKOTO IUIaHyBaJbHUKA Ta KepyBaTh
PO3BUTKOM BIPTyaJIbHOTO MicTa, 3a0e3meuyroud KOMGOPTHE KHUTTA HOro
MEIIKAHIISIM Ta PO3BUTOK MicTa B muIoMy. JIJIsl TOCATHEHHS 4OTO MOTPEOyETHCS

3pOoOWTH TaKi 3aBIaHHS:

e (O3HalloMJIEHHS 3 IOTEHLIAJIOM irpoBoro pyuis Unity

e Po3pobutu reiimruiel mMicTOOYAIBHOI I'pH, IO J03BOJUTH KOPUCTYyBayam
KepyBaTU pPO3BUTKOM MicTa. ['eliMIUIel TOBMHEH BKJIOYaTH B cede
IUTAaHYBaHHS 10PIT, IHQpacTpyKTypH, BUOIp MiCIls Oy 1iBHUIITBA

® pPO3pOOUTH CHUCTEMY €KOHOMIKM MICTa, 10 JO3BOJUTH TPaBISIM
3M11ICHIOBATH 1HBECTHIIIT Ta OTPUMYBATH NPUOYTOK BIJ PO3BUTKY MicTa. Lle
BKJIIOYA€ B ce0e ynpaBIiHHA OIOJKETOM MicTa

® pPO3poOUTH 3pyuHUil 1HTEepdeEC, IKUN TOMOMOXKE MOOAYUTH KOPUCTYBAUY
3arajibHi pecypcH, IHCTPYMEHTH IO B3a€EMOIl 31 CBITOM Ta CHCTEMY

30epeKCHHS
2. MoneJib MPOEeKTY Ta MOCTOBA 3a1a4i

Mopenbs — 11e mpoekT, iHpopMalliiiHe, HaTypHa-MaTepiaJibHEe YU OIMKCOBO-
MakeTHe ysBieHHs npeaMera. O0'ekT abo sBUILE, IO € TOTOXHOK YU CIPOLIEHOIO

BEPCI€I0 MOJIEIIHOBAHOTO 00'€KTA, MPOEKTY UM SIBUIIA (TIPOTOTHUITY)

2.1 IlpoekTyBaHHSA

[IpoexTyBaHHS TpH - 1€ MPOIEC CTBOPEHHS KOHIIEMIIT Ta IU3aiHy IrPOBOTO
nocsiny. Lel mporec BkiIroYae po3poOKy redMIuIer0, CTBOPEHHS IMEPCOHAXKIB,

piBHIB, rpadiku Ta 3ByKOBOTO CYyPOBOY.
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KoxHa rpa, mo0 6yTH peaiizoBaHo0, MoTpedye 71€i. [aes — 1e npoekT Beiei
KOMaH/I1 pO3pOOHHUKIB, 1 BOHA MOKE YepIaTH HATXHEHHS X04 3BikH. [ eHepaTopu
1716l BUPIIIYIOTh JI0 SIKOTO *aHpy Oy/ie CTaBUTHUCS Ipa, a Aajll BkKe BiA0OyBaEThCS
pobora BianoBiaHo. KoHuemniris, obpana nu3aiiHepaMu, MOKe OyTH OpUTTHAIBHOIO
171e€10, MPOJOBKEHHSIM 200 MOKe OyTH 3aCHOBaHA Ha SKUICH JiitieH3ii. Jlimensis

MoOske OyTH 3aCHOBaHa Ha KHU31, PLIbMI 200 KOHKPETHHUX JIOASX 1 IepCOHaKaX.

e Konneniis rpu Oyie 3aKI04aTi y pO3BUTKY CBOTO Miclig Ha OOMEXEHOI 1o
po3Mmipam Mami, 1e OyAe MO€THAHHSIM JIBOX aHpPIB Oe3IisUTbHOCTI Ta
MICTOOY/IIBEJIbHOI TPH.

e Po3poOka reriMiuieto: B i€l Ipi Oyzie peanizoBaHO 3 TOJIOBHUX MEXaHIKU:
OyIIBHULTBO, 30€pEXKEHHS ITPOBOTO IMPOrpecy Ta MOro 3aBaHTaXKEHHS Ta
OCTAaHHE MEXaHIKa BHYTPIIIHBO IIPOBOI BallOTH, SKa MOTPEOYETHCS MPHU
KOYKHOMY OyI1BHUITBI.

e JluzaiiH piBHS: 1€ OyJie MPOCTOIO0 Marow 0€3 CKJIAHOIIIB 1JI IPaBLs.

e BisyanbHuil [u3aiiH: BiH OyJie CX0XKHI Ha MIHIMAJII3M Y AeTali3alli Ta TPOXU
TUTSAYNNA Y KOJIbOPax.

e 3BYKOBUU Ju3aiiH: OyJe CcKiIanatucs 3 3BYKOBUX €(QeKTiB, IO OyayTh
MOCHJIFOBATH KOHKPETHI Jii TpaBIls Ta MY3WKH, IO OyJie yHMUCYBaTHUCh JI0
KOHIIENTY TPH.

e [uTepdeiic: Oyae IHTYITUBHO 3pO3yMUIMM, HE BEIMKUM Ta HE BIJBOJIIKATH

c000I0 TPaBIl BiJI IrPOBOTO MPOIIECY .

2.2 IIpoekTyBaHHS MeXaHikM OyAiBHUIITBA

Mexanika OyIIBHHIITBA — II€ MEXaHIiKa, 10 JTO3BOJISIE TPABII0 PO3MIIIYBATH
NEBHI €K3eMIUISIpU 00’ €KkTiB Ha Mani. BoHa Oyje IpyHTyBaTUCS Ha CUCTEMI CITOK —
1€ cHCTeMa SIKa J03BOJISIE PO3MIIITYBATH €K3EMILISIPU 00’ €KTIB JIUILE IO KIITHHKAM,

10 J03BOJISIE YHUKHYTH TaKUX MPOOJeM, SK BEJMKIN MOTIK JAHWUX, Yepe3 Te IO
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KOOpAMHATH Y KOJi OyIyTh 3aBKIU LIJOYUCICHHUMU TUM CAMHM 3MEHIIMBIIN
HABAHTAXKEHHS Ha KOMIT IOTEp TPaBIsl Ta MPOOJIEMHU «KOJI131i1», KOJIU OJIUH 00’ €KT

OTIMHSIETHCS B IHIIIOMY.

Pucynoxk 1. Burnsg cucremu Oy yBaHHS Ha CiTIIl, /1€ KOXKEH 00’ €KT MOXKe
3aiiMaTy JIMIIE BIAMOBIIHY KIITUHKY 4M KiIiTuHKA. le b — Oyaunok, I — nopora
Ta M — MarasuH.

Sk Mu 6aurMMO TOJIOBHMM HEIOJIKOM IIi€l CUCTEMH € BIJICYTHICTh SKOICh
JIOTiKi po3MmiIeHHs 00’ ekTiB: kKo b po3mimyerbes y moporu, a M — Hi. J{ist iboro
MPUXOAUTH Ha Toromora Jipyra cucrema ['padis, 1€ KokHa KITITHHKA PO3MI3HAETHCS

SK By3€Jl, a psIMa, 1110 3’ €IHYE iX — peOpo.

VY Takiii cucteMi MOKHA HaJlalITyBaTH 3B S3KU BYJIB OJUMH 3 OJHHUM, LIO
JI0JIa€ JIOTIKY Y cucTeMy OyayBaHHs, TENEp MEePEBIPSII0UYH uepe3 pedpa By3JH CyCiliB
MO’KHa YCKJIQJHUTU CHUCTeMy OyAiBHHUIITBA JOJABIIM YMOBY, IO Yy OYyIb-SKOMY

CyCITHbOMY BY3J11 IOBUHHA OYTH JI0pora.

Tomy SKIIO0 BUKOPUCTOBYBATH IIi JBI CUCTEMHU MOXHAa BUKOPUCTOBYBATU
nepeBarn 000X CHCTEM: pO3MIIIyBaHHA O00’€KTIB MO CITLI, 0OPU YOMY

BUKOPHUCTOBYIOUH JIOTIKY Ta pPO3TAlllyBaTH JIUIIIE 32 BAKOHAHUX YMOB
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Pucynok 2. Cuctema rpadis, e CHHI KyJIi — BY3JIM Ta 3€JI€H1 JiHii, 0 iX
3’€JIHYI0Th — pedpa.

2.3 3ByKkoBIi edpekTH Ta My3HKa Y irpi

Bimeoirpu  cknmamaloTbcs 3 TPhOX — KOMIIOHEHTIB:  300pasKeHHS,
IHTEPaKTUBHICTh, 3BYK. SIKIIIO MEpIIIi IBa KOMIOHEHTH (POPMYIOTh (YHAAMEHT T'PH,

TO 3BYK 1 My3HKa TpaHCHOPMYIOTh TPY B IIOCH OUIbIIIE, HI3K MTPOCTO JIO.

[InanyBaHHs 11€anbHOrO MOTrpadyBaHHA, €MOIlifHA BTpaTa YJIIOOJIEHOTO
NEepCOHaXa, IEPErOHH, 110 3aXOIUTIOIOTh yX, — My3HKa 301IbIIIy€ IMEPCUBHICTD I'PH,

SMYIIYIOYHU I'paBlA 3aHYPIOBATUCA 3 T'OJIOBOKO B lHH_Iy peaJ'IBHiCTB.

My3uka B irpax 1 HaBiThb y KiHemaTorpagdi 3mimyerbcs 3 (OHOM 1 cTae
HEBIIIIJIbHOK0 YAaCTUHOKO 3arajbHOI KApTUHU. 3a JOMOMOIOK CayH]I-IU3aiiHy

MOKHA "JOKPYTUTHU" TOCBIJI TPABIIS 1 301IBIIUTH IMEPCUBHICTb.

3 4OTO CKJIAJA€ThCs CAYHATPEK B irpax? IrpoBuil cayHATpEeK CKIIATA€ThCA 3

JNEKUILKOX €JIEMEHTIB:

e Mys3uka,
e 3ByKOBHUII iIHTEpPeiic (My3udHa CKIIaJ0Ba 3BOPOTHOTO 3B'A3KY);

e @DOHOBI 3BYKH;

[Ilo moBUHEH BigYyBaTH TpaBellb, MepeOyBaryu B TIIMOUHAX ITiI3eMeIIs?

Po3poOHuK MOKe JOMOMOI'TH I'paBLIEBl B JOCTIIKEHH1 CBITY 3a JOIIOMOTOI0 3BYKIB.
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Slxumu BOHM MarOTh OyTH?

® 3AIMKJICHUMH,
® TaKUMH, 10 HE IPATYIOTh,

® BIJIOBIIHUMH J0 aTMOC(EpH.

I3 1bOTO PpOOMMO BHCHOBOK, III0 My3HMKa Y MICTOOY 1IBHOT I'pl IOBUHHA MaTH

HACTYTIHE:

1. [TokpoBUTENbCHKUN Ta BECENMA: B MICTOOYMIBHOI TpW 3a3BUYAl
nepeBakae MO3UTUBHUN HACTpid, TOMy My3uKa MOBMHHa OyTH Becenoro. BoHna
MOBUHHA MAIAMAaTH HACTPIiil TpaBIIIo.

2. [HCTpyMEHTanbHa My3UKa: OCKIJIBKH MICTOOYIBHA I'pa 3a3BUYail Mae
dboHOBUI XapaKTep, IHCTPYMEHTAJIbHA My3UKa MOXKe OYTH OUIBII IMiAXOSIIO0, HIXK
MICHI 3 BOKaJIOM. MenoI1iHICTh IHCTPYMEHTIB MOXE JIONOMOTTH IMOTJIMHYTH I'paBLs
B IFPOBHI CBIT.

3. Pi3HOMaHITHICT, Ta TOB’SI3aHICTh JI0 TMOJIH: My3HKa MOXKE
3MIHIOBAaTHCh 3aJI€KHO BIJ MOJI1M B Ipi. Hanmpukiaza, Koju rpaBelb JOCTITa€e yCHixXy
MYy3HKa MOKE MIIKPECIUTH 0 PaIiCHY MOIIO.

4, ATMochepHICTh: My3MKa NOBMHHA BiJoOpaxkaTu aTMocdepy TIpH,
TOOTO BOHA MOBMHHA MAaTH €JIEMEHTH, K MOXXYTh HaraJyBaTH HaNpPUKIIAJ 3BYKU
MicTa.

S. [ukiiyHicTh: My3uKa OyTH HE BHpa3Ha y MOMEHT MEpeXOoJiB 1 He

HaOpUIaTH TIPU LUKITYHOMY TTOBTOPI.

Tomy 13 ICHYIOUMX KaHPIB MY3UKHU OUIBIII 33 BCE MIAXOIUTh A0 MiCTOOY11BHOI
rpu Taki xkaHpu my3uku: l0-fi ta relax. XKaup mysuku "relax" (pemakc) BianoBigae
32 CTBOPEHHS CMOKIWHOI Ta po3ciiadiiorouoi atMocepu. My3uka B IIbOMY KaHp1
MpU3HAYeHa JIJIs BIATIOYMHKY, 3HATTSA CTPECY Ta CIPHUSHHS 3aralbHOMY peJakcy.
Kanp mysuku "lo-fi" (ckopoueno Bix low fidelity) e momynsapaum xaHpoM, sIKuit

XapaKTePHU3YETHCS OCOOIMBOIO aTMOC(EpOIO Ta 3ByKOBOKO €CTETUKOIO.
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3. CTBOpeHHsI MiCTOOY1iBHOI rpH

3.1 IlinroroBKa MaTepiaaiB 10 MOYATKY CTBOPIOBAHHS

Jlng modaTky mepes TUM K MOYaTH CTBOPIOBATH TPy HaM MOTPEOYIOThCA
Marepian 3 AKUMH MU Oyzaemo mpaitoBatu. JlJis UBOTO TMPOEKTYy MEH1

MOTPEOYIOTHCA: MOJIEN 3 iX mpedadaMu, IKOHKU, My3UKY Ta 3ByKOB1 €(heKTH.

3.1.2 Moaeabku(0yaiBJi, npupoaa)

[Teprre o HamM 3HATOOUTRCS 1€ Mojei 1 iX pedadu. [Tpedad (prefab) — me
1a0yioH i 00'ekTa B irpoBomy pymii Unity. 3a monmomoror mpedabiB MoxHA
CTBOpUTH  "3pa3ok" mpeamMeTa 3 TEBHUMHU  BJIACTUBOCTSAMH, a IOTIM
BUKOPHCTOBYBATH TaKl MPEIMETH Ha BCiil irpoBi ciieHi. ko 3MiHUTH ripedad, To
3MIHSTHCS BC1 00'€KTH, CTBOPEHI Ha MOTO OCHOBI. Y HalIoMy BUNAAKY npedadamu
OyIlyTh: JepeBa, Kyllll, KaMiHHS, CIOPYAu Ta AOpPOru. 30ip KUIbKOX mpedadis,

3BYKOBUX €(EKTIB, CIIPANTIB, MEXaHIK, TOIIIO — HA3UBAETHCS «aCETOM.

€ nexijgbka BapiaHTIB 3HaWTH mpedabu: Ha odiriiiHomy BebO-caiiti Unity
Asset Store ta Ha iHIIUX BeO-caiiTax, siki Takox sk UNity cTBopwim mMapkeTIieic
OpIEHTOBaHUM Ha Po3pOOHUKOB irop. Ha Takux BeO-cailTax MOXKHA 3alTH SIK OJHY
Mozaenb 4yu mpedad, Tak 1 num 30ipku. [ Tak 3 yciM, IO PO3TAIIOBAaHO Ha
MapKeTIUIEHCl — TPbOX YM JBOX-BUMIPHI MOJENI, CHpalTU(KapTUHKH), 3BYKOBI
edekTH, BizyadbHl e(eKTH, TOTOBI 30ipKH, MEXaHIKA TPU Ta 1HCTPYMEHTH. Tam
KOXXHA OJMHUI MOKE MOIIMPIOBATHCS JBOMAa CcHocoOamu: OE3KOIITOBHO Ta 3a

OJIHOPA30BY ILIATY.

Pi3Husg Mix oiiiHuM MapKeTIUIeicoM Ta IHIIMMH BeO-cailTaMu y criocooi
IMIOPTYBaHHS MaTepiaiiB — JAepeBa, Kyl Ta KaMiHHs, 110 5 oopaB y Unity Asset
Store imnoptyroThes yepe3 Packege Manager, sikiii 30epirae yci gojaHi acetd 3
Unity Asset Store. Bonn MoXyTh He OYTH y MpPOCKTY, aje KOPHCTYBad 3aBiKIU
3MOJKe TX IMIBUJKO IMIIOPTYBaTH y Oyab-skuii mpoekT uepe3 Packege Manager. [l

IILOTO TIOTPIOHO BBIWTH B JIayHUEpi y CBill ocooucTuii akkayHTt Unity. Tax s i jomaB
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nepeBa 1 kymil. [Ipukimag Mo)KHa MOAUBUTHCH y MyHKTI 3.2.1, 60 myis Toro moo6
MOJAUBHUCH, 110 Y aCETi, MOTPIOHO MATH MPOEKT 1 AUBUTHUCS Y HHOMY MICIS IMIOPTY

aceTa — I1e OJIUH 3 MiHYCIB TaKOTO CIIOCO0Y.

= Animator ### Scene @ AssetStore = Package Manager
=+ v | Packages: My Assets~ | Sort: Name \~ Filters = | Clear Filters € <

» Airy Ul - Easy Ul Animation TZ3 A FREE C I G SFX p K a
asua ame ac
» Alien Ships Pack 1.0 4
5 i Dustyroom

» Ancient Breakable Pottery 1.3 4 Version 1.0.0 - January 25, 2016

> Arp & Synth Music 1.0 £ | view in the Asset Store - Publisher Website -

» Arrow WayPointer 117 4 Publisher Support

» Asian Audio Bundle (Music + Ambie... .. . 5 .
Casual Game Sounds is a collection of criginal

» Aura 2 - Volumetric Lighting & Fog 2.1.13 4 hand-crafted one-shot sound effects. It contains
essential audio material covering most events of

» Automated Waypoint System 1.0 4 g . CREE N LR 5 i
More...

» Bandit & Pirate Pack 1.0 4

Images & Videos
> FE;EE Casual Game SFX Pack 1.0 - 7 \
25 of 357 packages Load next 25 100 / \ -

Last update Aug 24, 10:55 E Import Download

Pucynok 3. Bxiamunka Packege Manager, ae immoptyroTthes acetu 3 Unity Asset

Store

Hpyruii crnoci0 mojaTvl 1€ 3HATH IHIIUKA MapKEeTIUICHC OpiEHTOBaHWM Ha
PO3pOOHUKIB irop, HanpukiIag Beo-cait Kenney.nl. L{e Takuii ke BeO-caiT, 5K i BEO-
caiiti Unity Asset Store, ane BiH BiJpi3HSI€THCS CIOCOOOM IMITOPTYBaHHS, Ta TOBAPH,
10 TaM PO3MIIIYIOThCS. 3BIATH 5 B3SB Mojel Ta npedadu mopir ta cnopyx. 1lo6
IMIIOPTYBATH iX, MOTPIOHO 3aBaHTAXKUTHU 3 BEO-caiiTy apxiB 3 (aimaMu oOpaHOTO
acety. Ilicnsa yoro xomu mMu 3abakaeMoO IMIOPTYBaTH aceT, MOTPIOHO oOpatu y
penakTopi Ha MaHeNl IHCTPYMEHTIB CaMOro pemakTopa obpatu «ASSets», mami y
HHLOMY 3HaWTH i oOpatu «Import Package», a Bxxe Hbomy «Custom Package» (puc.
3). AGo iHIMI BapiaHT MPOCTO MEpeTATHYBIIM 3 mpoBigHuka Windows mamnky 3

aceToM, 10 IPOBiTHKKA pegakTopa Unity.
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3 Builder URP - TownScene - Windows, Mac, Linux - Unity 2021.3.19f1 Personal <DX11>
File Edit Assets GameObject Component Jobs Window Help
Create b4

Show in Explorer Same © Animation

v i =

Open
Delete

Rename
Copy Path Alt+Ctrl+C

Open Scene Additive
View in Package Manager

Import New Asset...
Import Package > Custom Package... ‘

Export Package...
Find References In Scene ‘,
Select Dependencies

Refresh Ctrl+R
Reimport

Reimport All
Extract From Prefab
Update UXML Schema

Seed ¥R Input Bindings
Open C# Project
Wiew in Import Activity Window

Properties... Alt+P

Pucynox 4. [Ipyruii nuisx iMIopTyBaHHsI aCeTy 4epe3 «IMIOPT MaKETiB»

3.1.3 Ixoukun

Jlam 1KOHKM, COpalTM — 3BHYAHI MAJIOHKH, 110 BUKOPHCTOBYIOTHCS Y
pemakTopi Unity 3 pisuux migcraB. € Oarato BeO-caliTiB 3aroCTpeHHX Ha
PO3MIIIIEHHS ¥ PO3MOBCIO/PKEHHI 1KOHKIB Ta CIPAWTIB MOYMHAIOYH 3 OQIIIHHOTO
caiity aceriB Unity, 10 He MEHII MOMYyJISIPHUX CalTiB. I Oy1y BHKOPHUCTOBYBATH

BeO-pecypc Flaticon.com.
J11st MOE€T Tpu MEH1 MOTPIOHO JEKiJIbKa 1IKOHOK:

® MCHIO

® IHCTPYMEHTH — JJIs BKJIAJKH OyIiBHHUIITBA
e Oynba03ep — ISl KHOIIKYA 3HECEHHS

® iKOHKa OyJIWHKA

® IKOHKa JOpOru

® IKOHKa Mara3uHy/KoMepiii

® IKOHKH 3BYKY JUIsl HAJIAIUTYBaHHS TYYHOCTI
A 0CBh JIesIK1 IKOHKH, 10 TTINIILIIN 10 TPOCKTY:
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Pucynok 5. IkoHKka MeHIO

Pucynok 6. IkoHka Oynbao3epy

PucyHnok 7. IkoHKa Oy quHKY

| [oooo ﬂll
H| [Dooo
r'

Pucynok 8. Ikonka marasuay/xoMepiii
I:l |-| y y P

) Pucynok 9. [koHKa yBIMKHEHOTO 3BYKY

X

Pucynok 10. [koHKa BUMKHEHOTO 3BYKY

3.1.4 My3uka Ta 3ByKoBi edexTn

My3uka B irpax BIJITpa€ JyKe BaXJIUBY POJIb, JOTIOMAaraloud CTBOPIOBATH
aTMoc(epy Ta MOCWIIOBATU €MOollii rpaBUiB. BoHa Moxe OyTH BUKOpHCTaHA IS
MIJKPECICHHs Jii, CTBOPEHHS HANpyTH, BCTAHOBJIEHHS HACTPOIO ab0 HaBITh IS

po3ciabieHHs rpaBls B CHOKIMHUX MOMEHTaX.

B Moemy npoekty OyayTh BUKOPHCTOBYBATHUCS HE BEJIMKHIA CITUCOK 3BYKOBUX
edeKTiB: 3ByK OyIiBHUIITBA CIIOPY/IH, 3BYK 3HECEHHSI CTIOPYIH, 3BYK HAIXOJKECHHS
npuOyTKy. Y oMy MeHi gomomoriii 3 BeO-pecypcu: zvukipro.com — nme Oyio
3HAWJEHO 3BYK 3HECEHHs cropymaud; pixabay.com — ne Oyno 3HaiijeHe 3BYK
HAJIXOJIKCHHS PUOYTKY, Y MOEMY BHITQJIKY IIe 3BYK 13BiH MoHeT; Unity Asset Store
— Oyno 3Haiineno acer «Free Casual Game SFX Pack» 3 30ipkor 3BYKiB

OyIIBHUIITBA CTIOPY/I..
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[Ilomo mMy3ukH, SIK s yIOMHHAB B T€Opli My3UKM B irpax y ImyHKTi 2.3 10
reliMIUICI0 Ta JKaHPY HaIIol I'pU MiIXOASTh My3HKa jxkaHpy: penakc ta lo-fi.
['onoBHUM BeO-pecypcoM My3HWKH, MmO s oopaB crap artlist.io uepes Benmky

010;110TeKy 0€3KOIITOBHOI My3UKH 0€3 3a00pOHHU Ha KOIIOBaHHS.

3.2 CtBopenHsi rpu B pymii Unity

[Tepme mo moTpedyeTecss 3pOOUTH, TaK 1€ 3aBAHTAXKHUTH MOTPIOHY BEPCIIO
penakropa Unity. Unity Hajgae KiIBKO JOCTYITHUX BEPCiid pEIaKTOPIB cepell IKHUX €
Oeta Bepcii Ta penizHi. beta Bepcii moTpi6H1 /17151 orpoOyBaHHS HOBUX HOBOBBE/ICHD,
ajie 1 Bepcii He CTallIbHI Ta MOXKYTh YaCcTO BUKJIMKATH MOMUJIKA Ta BUMKHEHHS
penakTopy 0e3 30epekeHb NOTOUYHUX 3MiH, 110 BEeJAE J0 3rasgHoro dacy. Tomy yci
PO3pOOHUKH IrOop BHOMPAIOTH pemi3HI Bepcii — 1e Bepcii, Y SKUX HOBOBBEJICHHS
BIJINIOJIIPOBAaHI, a HOB1 Ta i cTapl KpUTHYHI MOMUJIKH BUIIpaBieHi. Taki Bepcii MatoTh
JIOBrOTEPMIHOBY MIATPUMKY, TOMY HaBITh TOMUJIKK 200 HE CYMICHOCTI, IO HE OyIn

3Haii/IeH] 3a 0eTa-TecTyBaHHs Oy1yTh BUIIPABIEHHI TEXK.
3.2.1 CTBOpeHHS MOYATKOBOI CIIeHH Ta

[Ticns BCcTaHOBIIEHHS penakTopa B yayHuepi UNity 3’ sBaseTbCs MOXKIUBICTD
cTBopuTH mpoekTH. O6paemo “New Project” mms Toro, mo0 CTBOPUTH HOBHUH

MPOEKT.

lew project
20213191 s

All templates

2D (URP)
* Core

3D Sample Scene (URP)
Sample

Project name
., Runner Game " My project

Location

Pucynox 11. Bknanka Bubopy TuIty, Ha3BH Ta NUBSIXY 30€pPEKEHHS MPOEKTa

21



B HOBII BKIIaJII cepel MPONOHOBAaHUX THUIIIB IPoeKTy oopaemo «3D Sample
Scene (URP)» Ttak sk BiH OuLIbll 3a yciX miaxoauTh. HasuBaeMo mpoekT, Ta
00MpaeMO pPO3TaITyBaHHs HA 0COOMCTOMY KOMII IOTEpi, Micis Yoro THcHIMO «Create

Project» Ta o4iKy€eMO MOKH pEJaKTOP CTBOPUTH IPOEKT.

Ko 3aBepIMThCs CTBOPEHHS MPOEKTY, BiH BITYMHUTLCS y peaakTopi Unity,
10 MU B CTaHOBIWIIA. HacTymHIM KpoKoM Oy1e CTBOPEHHS IMOTPIOHMX MATOK 3a JJIs
pO3TalryBaHHS MaTepialiB, CKPUITIB, MOJCIICH Ta CIICH Ta 3pYYHOTO 3HAXOKEHHS

oTpiOHOTO.

VY uu3sy penakropa Unity Oyae podoua 061acTh, e po3TalloBaHa IIPOBIIHUK
«Projecty (masi mpoBiIHUK), KOHCOJIb, @ TAKOX TYIH MM JIOJIaMO BKJIQJKy aHIMAIIii.
Jlns nporo Tpedo HATHCHYTH Ha «Projecty mpaBoro KHOIMKOK MHII Ta 00paTH y
koHTeKcTHOMY MeHIo «Add Taby, a mani «Animationy. Bona Ham moHaI00UTCS Ha

eTari CTBOPEHHs 1HTep(deiicy KopucTyBaya.

OTxe mnoBepTaeMocsi IO BKJIAJKM MPOBIIHMKA Ta CTBOPIOEMO HACTYIIHI
nanku: «_Scripty, «Scripty, «Animationsy, «lmage», «Materials», «Models»,
«Prefabs» Ta «Scenes». Kiranemo y manku Materials, Models, Prefabs Bigmosimni
MaTepiaiy Ta MOJeIi 110 MU BHOpasu paHimie. Y mammi Script Ta _ Script OyayTsb
30epiratucsi ckpint — To0TO (aiinm 3 kogom Ha MoBl C#. Y Image — OynyThb
30epiraTucs yci 300pa’keHHs Ta COPANTH 1110 Oy 1y Th BUKOPUCTOBYBATUCH Y MPOEKTI.
VY manmi Animations OymyTh 30epiratucst yci aHimariii aje npo 1€ s po3IOBiM

JETAJILHIIIE IT13HIIIE.

OctanHe, MO 3aJUIIAIOCH JOJATH IO HAIIOTO MPOEKTYy TakK I acceT 3i
3ByKaMH, Ikl MU OyJ€eMO BUKOPHCTOBYBATH INpH OyAIBHHUIITBI YW HpPU 3HECEHHI.
[IMo6 ix momat MOTPeOyeEThCS BIAKPUTH BKIAIKY «ASSet Store» y meHTpanbHId
poOouiii obnacti. Binkpuerhcsi marasun acetiB Unity, 1e Mu NMOBHHHI 3HAHTH
oeskomroBHui momatok «Free Casual Game SFX Pack», okpuBaemo ioro ta
HaTHCKaeM KHOmKy «Open in Unity», micis 4oro y Opay3epi MOSBUTHCS BIKHO 3

3almuTOM Ha 103Bi1 — THcHeMmo «Allowy. Hac mepexkumae 10 pemakropy, ae Ha
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LEHTpaJIbHIN poOouili o0sacTi BimuMHAEThCS BKIaguHka «Packege Manager», ne

HaM NOTPIOHO 3HAWTH HAI JOJIaHUN aceT Ta IMIOPTYBATH MOr0 KHOMKOO «Importy.

Temep MokHa TepelTH 1O CTBOPEHHS IUIATGOPMHU TaM 3€MJIi Ha, SKi MU
Oyzaemo po3minryBatu OyauHKa. B iepapxii HaTuCKaeMoO MpaBy KHOIMKY MUIII (J1aii
I[TKM), y koHTeKCTHOMY MeHI0 ooupaemo Empty GameObject ta nasusaiimo ioro
«Terrainy y iHcriekTopi. Y HBOMY TaKUM K YAUHOM CTBOPIOEMO IYCTHI 00’ €KT, aye
3 Ha3Bow «Naturey. [lami nartuckaemo I[IKM na Terrain ta crBoproemo Plane Ta
Cube. Cube y incmekropi HazuBaemo Ground. Ha HuMX y 1HCIEKTOpI HaKJIagaEMO
Mesh Collider Ta Mesh Render ta po6umo HacTyITHI HaTaMTYBaHHS K IIOKAa3aHO Ha
MatoHKy 2 i 3. Takox y mapamerpi Scale poOMMO HACTYIIHI HaJAIITYBaHHS: JUIs
plane — x: 1.5; y: 1; z: 1.5; mna ground — x: 15; y: 3; z: 15, a Takox po3TairyBaHHS
no y: -1.51;

B8 Plane (MeshFilter) ¢+ i | B Cube(MeshFitter)

Mesh BE Plane Mesh H Cube

zos)
HY v MeshRenderer Ho ¥ MeshRenderer

Materials Materials

Lightir

Probes
Blend Probes

None (Transform)

Blend Probes

None (Transform)

Additi
Dyn v

Rendering LayerMask O:LightLayer default

sk O:LightLayerdefault

HH v Mesh Coliider

Convex

Everything

Shader Universal RenderPipeline/Lit

Pucynoxk 12 Pucynok 13

Puc. 12-13 — nanamrysanus Mesh Render ta Mesh Collider ms:
12 — Plane; 13 — Ground.
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Ha orpumanomy octpiBIli po3raimoByemMo npedadu (Mojieni) KyIiB, AepeB i
KaMiHb Tak 100 B lepapxii BoHM Oynu BcepeauHi o0’exty Nature. Pesynbratom

ILOTO OTPUMAEM OCTpIBEIlb, K Ha puc. 14.

Pucynok 14. Pe3ynbrar pa3miiieHss 1epeB, KyIliB il KaMiHHS

[Ile o moTpiOHO 3pOOUTH 3 MOYATKOBOIO CIICHOIO TaK I1¢ BUJIATHU PiBHI alie
nepea THM, SK iX BHJATH, iX HOTPIOHO cTBOpUTH. Haa BKIIaIKOIO iHCIEKTOpa
po3TaioByeThest kHomka Layers. Tam tpe6o oopatu Edit Layers, micias goro Hac
MepEeKrHE 10 HAJAIITyBaHb YCIX PiBHIB i Ha piBeHb 8 Tpebo BoucaTu «Naturey, a

Ha 9 — «Groundy.

[Ticast Toro SIK MU CTBOPWJIM PiBHI MOTPIOHO HA3HAYMTH SIKI 00’ €KTH HA HUX
OoynyTh. Tox obupaemo Plane ta y increkTopi nrykaemo Layers, ae mpu HaTHCKY
noTpiOHO 00paTH piBeHb «Groundy. Jlaii y iepapxii moTpiOHO 00paTH TEKy-00’ €KT

Nature Ta HagaTu ilomy piBeHb y 1HCIIeKTOp1 «Naturey.
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3.2.2 CTBOpEeHHSI CHCTEMU KePYBaHHS

MexaHika OyIiBHUIITBA Y IIbOMY ITPOEKTY — II€ BEJIUKA CYKYIHICTh CKPHITIB,
Mo CKIamaeTbcs 3 10 CKpUNTIB, IO BUKOHYIOTH TMEBHY (QYHKINO. AJie 1100

pO3IMOYaTH CTBOPIOBATU CUCTEMY OYIIBHUIITBA MOTPIOHO 3pOOUTH

[Tounemo 3 ckpunra Camera Movement. Bia BukopuctoBye 0i0Ii0TEKy
UnityEngine i moTpiOeH 3a JUId HaJaIlTyBaHHS PyXy Ta IPHOIMKESHHS KaMepH, JIe
cameraMovementSpeed — BignoBinae 3a mMBHAKICTH pyxy, a OrthographicSize — 3a
MaKCUMaJlbHE i MiHIMalbHE HaOMMKEeHHs Kamepu. Peanizanis ckpumra:

public Camera gameCamera;
public float cameraMovementSpeed

12;

public float maxOrthographicSize
public float sensitivity = 0.1f;

5f, minOrthographicSize = 0.5f;

private void Start()

{
gameCamera = GetComponent<Camera>();

}

public void MoveCamera(Vector3 inputVector)

{
var movementVector = Quaternion.Euler(©,30,0) * inputVector;
gameCamera.transform.position += movementVector * Time.deltaTime *

cameraMovementSpeed;
}

private void Update()
{

var scrollInput = Input.GetAxis("Mouse ScrollWheel") * sensitivity;
gameCamera.orthographicSize = Mathf.Clamp(gameCamera.orthographicSize
- scrollInput, minOrthographicSize, maxOrthographicSize);

}

Ile# i ckpumn moTpiOHO mAobaBuUTH 10 Kamepu. [ns mporo motpiOHO 0Opatu
Kamepy y lepapxii, Ta y 1HCIEKTOPY /i€ KHOIKA J0JaTH KOMIIOHCHT MEPETATHYTH

CKPUNIT 3 MPOBITHUKA 1O KHOMKH. A TaKOX TMOKA MH 3alMaeMOCs KaMeporo
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noTpiOHO 1oaatu komroHeHT «Audio Listenery, 3aBasku HbOMy rpa Oy/ie po3yMiTh

JAC pO3TalllOBAaH I'paBCIlb, Ta IICPCAABATH TUIBKH TC, IO MOXKC IMOYYTH I'paBCUb.

Jlani npyruii aje He MeHII 3HauYHu# ckpunT InputeManager, Bin sk it Camera
Movement motpiOHo cTtBOpHMTH y mamii SCript. Bin BiamoBigae 3a 34MTyBaHHS
HATUCHEHHS KHOTIOK, IO BHWKOPHCTOBYIOTBCS y YcCiXx MexaHikax. lleit ckpurm
BUKOpHCTOBYe 2 Oibmorekn UnityEngine # 1 migGidmeoreky EventSystems.
Peanizartist pyHKIII1 34NTyBaHHS:

public event Action<Ray> OnMouseClick, OnMouseHold;

public event Action OnMouseUp, OnEscape;

private Vector2 mouseMovementVector = Vector2.zero;

public Vector2 CameraMovementVector { get => mouseMovementVector; }

[SerializeField]
Camera mainCamera;

void Update()

{
CheckClickDownEvent();
CheckClickHoldEvent();
CheckClickUpEvent();
CheckArrowInput();
CheckEscClick();
}
private void CheckClickHoldEvent()
{
if (Input.GetMouseButton(9) &&
EventSystem.current.IsPointerOverGameObject() == false)
{
OnMouseClick?.Invoke(mainCamera.ScreenPointToRay(Input.mousePosition));
}
}
private void CheckClickUpEvent ()
{
if (Input.GetMouseButtonUp(0) &&
EventSystem.current.IsPointerOverGameObject() == false)
{
OnMouseUp?.Invoke();
}
}

private void CheckClickDownEvent()
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if (Input.GetMouseButtonDown(0) &&

EventSystem.current.IsPointerOverGameObject() == false)
{
OnMouseClick?.Invoke(mainCamera.ScreenPointToRay(Input.mousePosition));

}

}

private void CheckEscClick()

{
if (Input.GetKeyDown(KeyCode.Escape))
{

OnEscape.Invoke();

}

}

private void CheckArrowInput()

{

mouseMovementVector = new Vector2(Input.GetAxis("Horizontal"),
Input.GetAxis("Vertical"));

}

public void ClearEvents()

{
OnMouseClick = null;
OnMouseHold = null;
OnEscape = null;
OnMouseUp = null;

}

[Ticns HanucaHHs i 30€peKeHHs] CKPUIITAa TTOTPIOHO HOTO JOMATH 10 CIICHH.
s uporo motpiOHO ctBoputH GameObject ta momatm 10 HBOTO CKPHIT
InputManager, ams 1BOro MEpPETATYEMO CKPHIIT 3 MPOBIAHHMKA JIO <«JI0JaTH

KOMITOHEHT» Y 1HCIIEKTOP1 i Ha3Batu Horo InputSystem.
3.2.3 CTBOpeHHs cucTeMH Oy IiBHHIITBA

Mexanika OyIIBHHIITBA Yy IIbOMY MPOEKTI MPHUB’s3aHA O CITKH KOOPJWHAT i
pO3TaIIoOBaHi CIIOPY/IM MAIOTh JIUIIIE MIJIOYUCENIbHI 3HAYEHHS Y KOOpJuHaTaX. Tak
YHUKAETHCS MpoodsiemMa KoJi3ii, yepes Ky cropyja Moriia 0 3aJiTH 1HIy, Y4 BO BCI

ONMMHUTHCH Y HIN. A 1II€ 1€ JOTIOMarae 3MEHIIUTHA HABAHTAKEHHS Ha KOMIT IOTep.
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[Is1 MexaHika — I1e BEJIMKAa CYKYMHICTb CKPHIITIB, SIKI B3a€MO3B’SI3aHI MIX
cobor. Mexanika OyJiBHHUIITBAa CKJIQJAa€ThCs 3 OyIIBHUIITBA OyAWHKIB, JOPIT Ta

byHKIIT BUAATCHHS.
3.2.4 ®yukuis OyAiBHUITBA J0Pir

OyHKIis OyAIBHUIITBA JOPIT Y MEXaHIM3MI1 OyIiBHUIITBA BUKOPUCTOBYE
YaCTKOBO 3arayibHi (pyHKIIT OyIBHULITBA: HA KIITAJT MEPEBIPKU KIITUHKA Ha
JOCTYTHICTB JIJIs1 OyIBHUIITBA UM TIEPEBIpKa BUOPAHOTO MICIIS UM HE BUMIILIO

o0paHe Mmiclie 3a Mexi MacuBa (CITKH).

[Iparoe pyHKIIs OyJIBHULITBA TOPIT HACTYTHUM YMHOM HAaTUCHYB OJAMH pa3
Ha kHomKy «Road» y rpi ckpun Ul Controller mepemukae y pexum OyIiBHUIITBA
JIOpIT — BMUKA€ETHCS CITyXad HATUCKY M BIJIYCKY JIiBOI KHONKK Muii. Ha mpocte
HATHCHEHHsI KHONKW M crpamnboBye ¢yskiis RoadPlacementHandler(), sxa
Bukiankae ¢ynkmito PlaceRoad() y ckpunti RoadManager, ne BHKINKA€ThCS
nepeBipKa 3aiiHATOCTI MICI ¥ HE BUXOJUTH MICIIE 3a CITKY, SIKILO YCl MEPEBIPKU

MPOIJIEH1 YCHIIIHO PO3MINIAETHCS KIHIIEBA JOPOTa

Pucynox 15. Moaens kiHIIEBOT 1O0pOTH Ha cipoMy (OHI.

[Ticns woro y kiHIi QyHKIT BUKIMKaeThes: QyHkiis FixRoadPrefabs(), sika
Bukinkae QyHkiii 3 ckpunta RoadFixer. Cyrp ckpunrta RoadFixer y 3mini
pPO3MIIIYBaHOTO MOJENI 3 KIHIIEBOI Ha Ty, IO BiAmoBigae Joriki. Jlorika
pO3TAIIOBYBaHHS TYT Taka — B 3aJIGKHOCTI BIJ] CYCIHIX KIITOK OOHpa€ThCA

MOJIeJIbKa, SiIKa BIMOBIJA€E KUIBKOCTI I0PIr-CyCl/IiB, MOBEPTAETHCS, SAKIIO MOTPIOHO
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JI0 HUX Ta 3allyCKa€ Ty camMy MEPeBIPKY Ha JOporax-cycijax o 3MIHUTH iX i

HOBY JIOPOTY.

[lepeBipka Ha CycCiZiB CTaja MOXJIMBOI Yy MOEMY MPOEKTI YEpe3 «THUIH
KIITUHOK», SIK1 TOJUISIOTHCS Ha: MyCTi, IoMa, KPaMHHIIL, BEJIMKI criopyau(aoma). |
byHKLIS TepeBipku Oepe KOOPAMHATH W JIUBUTHCS 3HAYEHHS Yy MACHUBI THUIIIB-

kIiTuHOK. [Ipukian po6oTy po3MilieHHs OJIHIET JOPOTH O1JIs 1HIIUX:

Pucynoxk 16. [Ins npukiany po3TanryBaiu 3
JIOPOTH Y PSILI.

Pucynok 17. bins neHtpaibHoi 10oporu 3 puc.6
po3TallyBaiu Jopory 3 jiBa. Yepes nepeBipky y
RoadFixer mopory, 1o mocraBwiId pO3BEPHYIIO
JIOPOTOI0 IO TpaBa 1 3aMyCTHJIO TEPEBIPKY Y
HEHTPaAIbHIN JOPO31, 10 EPETBOPHUIIO 1i 3 TPSIMOT
JOpOTH Ha T-MOAIOHY ¥ MOBEPHYJIO MOJAETH Y
NOTPiOHY CTOPOHY.

Pucynox 18. bing neHTpaibHOi AOporu 3 puc.6
po3TamiyBand JOpOTYy 3 TpaBa, IICIAS 3MIHU
HampsAMKy ¥ po3TalllyBaHHS  3allyCTUJIACh
nepeBipka LHEHTPaIbHOT JOpOTH, sKa
MEPEeBIPUBIIHN KUTBKICTh CYCi/IiB 3MIHHIIA MOJIEIb
Ha YOTUPUCTOPOHHIO ¥ pO3TaIIyBaB ii.

VY penakropi Unity ckpuntu RoadFixer ta RoadManager 3B’s13aHi yepes
OJIVH IrpOBUI 00’€KT Ha IKOMY BOHU po3rtainoBani. Y RoadManager npus’si3ane
RoadFixer y cimori RoadFixer, a y RoadFixer y BiAnOBiIHUX CcI0TaxX MPUB’s3aHi

yC1 TUIIU I0PiT, a came mipedadu (mozeni). [Ipukias 3B's13KiB:
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~ Road Manager (Script)

Pucynok 19. HamamryBanss 06’exta RoadManager

IcHye 1 iHImMI MeTo A Oy 1IBHUIITBA — TPOKJIAJaHHA A0Broi noporu. Lleit meTon
BUKOpUCTOBYE 3 QyHkuii niBoi kHomku muimi: OnMouseHold, OnMouseDown,
OnMouseUp. Cnyxauem, sikoro 3 InputManager, 1o BUKIUKAETHCS y TOJIOBHOMY

ckpunti GameManager.

[IpoknaganHss Aopir mpaue Tak — fAKIo, JiBa KHomka wmuiri(JIKM)
3aTHCHYTa, TO crhpanboBye 2 ¢dyHkmii mumii: Ha OnMouseDown — 3anucyerbes
KOOpJMHATH MOYaTKy NpokiamanHs; Ha OnMouseHold — 3ammcyeTrhest morouna
KIHIIEBa TOYKAa MPOKJIAJAaHHS JOpIr, NP YOMY BOHAa MOXE 3MIHIOBaTHCh B

3aJIEKHOCTI B1J] 3MIHU KOOPAUHAT (JIUIIIE IITOUUCETHHUX ).

ITicns 3ammcy 2 KOOpAMHAT — TMOYAaTKOBUX 1 KIHIIEBUX BHKJIHUKAETHCS
roadManager, sikuii MpoKJIaiae NUIAX BiJ OJHOI KOOPUHATH JI0 1HIIIOT, Ta IIepeBipsie
NEPEIIKOAN Ha IJISAXY, SKIIO BOHU € TO BIH OTMHA€E MEPENIKOIN MOKU HE 3MOXKe
OPOKJIACTH NUIAX A0 KiHIeBoi KoopauHatu. [licias mpokIagaHHA «HIUIIXY»,
MOYMHAETHCS PO3MILIEHHS Ha yCiX HOro KOOpAMHATaX TUM4YacoBHX naopir. Lli
TAMYACOBl JIOPOTH PO3MIIIYIOTHCS, K 1 B 3BUYAWHOMY OY/IBHMIITBI y BHUTJISIII
KiHneBux gopir. [ami 3amyckaerbcst RoadFixer, skuii mepeBipsie JIOTiKy ycCixX
pPO3TaIIOBAaHMX TUMYACOBHUX JIOPIT 1 iX AOPIT CYCiZliB, Ta 3amiHIOE npedadu Ha

BIJIMOBI/THI, PO3BEPTAOYH 1X 1O HEOOX1THOCTI.

VYce 11e po3MilyBaHHS THMYAaCOBHX JOPIT BiIOYBA€THCA MPU KOXKHIM 3MiHI

KIHIIEBUX KOOPAMHAT 1 3aBEpIIYIOTbCS Juiie npu BiaTuckanHi JIKM (dbynkuis
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OnMouseUp), Tomi yci TUMYacoBi JOPOTH 13 CIOHCKY THUMYAacOBHX JOpPIT
BUJIAJIAIOTBCS 1  PO3MIIIYIOTBCS BXKE TMOCTIMHI jgoporu. Ilpukman pobGotu

MpOKIIaianHs qopir Ha puc.20-23.

Takoxx MOTpiOHO 3ayBakKUTH, LIO0 KOJU PO3MIIIYIOTHCS TMOCTIHHI 1 TIIBKU
nocTiiiHi ciopyau (OyawHKH, noporu) crpanboBye ¢yHkiis DestroyNatureAt(),
BOHA BUKOPUCTOBYE MAaCHB MTPOMEHIB, SIK1 BUKIIMKAE 10 3€MJI1 Ta 3aIIUCY€ pe3yabTatT
3ITKHEHHS Ha LUIIXYy IPOMEHIB, J¢ yCl pe3yJbTaTH, II0 PO3TallOBaHI Ha piBHI

«Nature» Bunanstoreca. Came ToMy yci JiepeBa, KyIill Ta KaMiHHsS OyJI0 3alicaHo

1o piBHs «Naturey.

Pucynox 20. [Tycra irpoBa 0651acTh 10 «ITPOKJIaTaHHS
JIOPIr.

Pucynox 21. Pe3ynbrar mpokjagaHHS THMYacCOBHX
nopir micias 3atuckands JIKM ta mpoBeeHHS MUl y
npaBuii 0ik (Yci 00’ extu 3 piBHsa «Naturey )

Pucynok 22. PesynbTaT mpoJIOBXKEHHS MPOKJIATAHHS
THUMYacOBUX Jopir. Ha mei pa3 3 3aTHCHEHOT KHOTIKOIO
JIKM mu1ll moBeau 0 TOpH Ta B JiBO. Ik Mu 0aunmo
TUMYACOB1 JOPOTH 3MIHWJINUCH, a CTapi BUJATUIIHUCE.
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©

. e w Pucynok 23. Ilpuknan yHUKHEHHS TMeEpEuIkoja Mpu

R ‘ ' OpOKJIAJAaHHS JOpir. 3 YEepBOHOIO TOYKHA TOYaIU
5 MPOKJIAJIAaHHS JIOPIT Ta MOTATHYJIU IO CUHBOT TOUKH — Y
' pe3yNbTaTi Jopora MoOavyuBIIN MEPEIIKOAY Y BUTIISAL
2 . OynuHKy cripoOyBajila YHUKHYTH, ajie To0aumia 1HIIHHA
é; o b: - OyAMHOK U OMMHYyJNa HOro, fK TUIBKM BOHa MOro
wf . P OMUHYJIA BiJ] TIE€T TOUYKH MPOKJIABCS MUISAX 0 KIHIIA.

3.2.5 ®yHk1is OyAiBHUITBA OYAUHKIB

OyHKIA OyIIBHUIITBA OYAUHKIB SBJISIE COO0I0 CUCTEMY JIJII PO3MIIIYBaHHS
Korii npedabiB, came Komii 00 KOKHE «OyMIBHUIITBO T'PABI» - 11€ KOMIIOBaHHS
BIJIOBITHOTO mnpedabda Ta po3MiLIEHHS MOro Ha Mami Ta y MYCTOMYy O0O0’€KTi

«Structurey, ssikuii Mae CBOi HaJTAIITYBaHHS.

Bona mpairtoe Tak Koau Mu 00upaeMo Oy IIBHUIITBO Oy/Ib-sKii CIIOPY AU Yepe3
iHTEepQeic, Hampukiaa KHomka «HOuse», yBITKaeTbCcsl ciyxad HATUCKY JIBOI
KHOMKHM Mulin 1 ipu Hatucky (pyukmis OnMouseClick) 3amyckaeTbest BiAmoBiaHa
¢byHkIisg. Y HamoMy mpuKiIaai 3amyckaerses ¢ynkiis «HousePlacementHandlery,

sAKa BUTIIAAa€ HACTYIIHUM YHMHOM!

{
ClearInputActions();
inputManager.OnMouseClick += (pos) =>
{
if (money >= costHouse)
{
ProcessInputAndCall(structureManager.PlaceHouse, pos);
}
¥
inputManager.OnEscape += HandleEscape;
}

®ynkiisn «HousePlacementHandler» Gepe koopmuHatu Kypcopy Ha Marri
yepe3 InputManager, tTa npoxoas4u NmepeBipKy HAsBHICTh TPOIIEH (JeTanbHIIE B

nyHKTi 3.2.5) Bukiukae gynkuito PlaceHouse 3 ckpuna structureManager.

public void PlaceHouse(Vector3Int position)
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if (CheckPositionBeforePlacement(position))

{
int randomIndex = GetRandomWeightedIndex(houseWeights);

placementManager.PlaceObjectOnTheMap(position,
housesPrefabe[randomIndex].prefab, CellType.Structure,
buildingPrefabIndex:randomIndex);

AudioPlayer.instance.PlayPlacementSound();

gameManager.AddOneBuildingOfPopulation();

VY cBow uepry ¢ynkiis PlaceHouse Bupimye BumaakoBo sikuii mpedad
OynauHKy 3 OyIuMHKIB OyJe  BUKOPUCTOBYBATHCh, 3alyCKae  (PYHKIIIO
PlaceObjectOnTheMap, Bukiukae 3BykoBHH e(eKkT OyaiBHUITBA CHOPYIH
(metanpHile y 3.2.8) Ta BUKIUKAE (PYHKIIIO 3 TOJOBHOIO CKPHITA, IO J0JA€
nomyJsito (aeranpHinie y 3.2.5). Ane mo6 yce 11e Bii0ya0ch MoTpeOy€eThes MPOUTH
NepeBIPKY, siKa MepeBipsie JOPOTY B KIITII MOPsiA, 00 B MOET JIOTIKI CLIOPY AU MOKYTh

OyIyBaTHUCS JIMILIE MTOPSIT JOPIT, Ta MEPEBIpKa HA T€ YU BUIBHO Ta IOCTYIIHE MICIIE.

SAxkiio oOpaHne miciie 0y/1e 3a MAaCUBOM KJIITOK CITKH 3’ IBUTHCS MTOB1IOMJICHHSI
y koncoum «This position is out of boundsy. fkmo odpane miciie Oyae 3aiHATO Y
KOHCOJII Tako 3’sBHThCS Hamgmuc «This position is not EMPTY». Ta it octanus
nepeBipka JIOPOry MOPSJ 3 KIITUHKOK OYyAIBHUIITBA, SKIIO 1i HE MPOMAEHO
3’sBJIsIEThCsl Hanmuc y koHcosi «Must be placed near a road». Slkmo Oyab-sika
nepeBipka He Oyjie MmpoiiicHa yce po3MillyBaHHS 0OpPUBAETHCS, Ta TOBEPTAETHCSA 3

MIEBHUM ITOBIJIOMJICHHSIM Y KOHCOJTI.

Ocrannim eranom € ¢ynkiis PlaceObjectOnTheMap, sika € yHiBepcabHOO
byskuiero g OyaiBHUITBA Oyab-akoro OyAMHKY 4u Aopord. BoHa cTBOpIroe
NyCTHH IrpoBUii 00’€KT 3 BiAMOBIIHOIO Ha3Boro (Structure yn Road), Ta cTBOpioe y
Hil Komito mpedada, po3TAIIOBYE B BIAMOBIIHOMY MICIIi, TAKOX 3MIHIOE JIOTTYHUN
TUN KJIITHHKA Ha BignoBiaHy g0 tuny mnpedada (Road, House, Special,
BigStructure) ta i octanne 3amyckae ¢ynkimii DestroyNatureAt, sika youpae yci

€JIEMEHTHU IPUPOIH.
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[Ilo6 nomatu mpedad A0 MEBHOTO TUITY ITPOBUX CHOPYJ (J0Ma, Mara3uHHu),
Tpeba B iepapxii y mycTtomy o0’ekty StructureManager, nomaTd CKpUNT
StructureManager. ¥ HboMy OyayTh pO3rOpTaEMi THUIHA CIOPY[I , SKIIO TpeOo
JI0JIaTH CIIOPY 1y, HAIPUKJIA 10 MarasuHiB, Tpedo posropuytu «SpecialPrefabsy ta
HATUCHYTH HA IUTIOC YU 301JBIIUTH YUCIO HAMPOTH HAmMcaB Oubie 9ucio. Toi
3’SBUTBCA CJOT 3 MyCTUM MicueM mia mpedad Ta HaJAIITyBaHHSAM HIMPUHU
npedady. [MoTpiOHui npedad 3 MpOBIAHUKA PEIAKTOPY MOTPIOHO MEPETATHYTH Y
CJIOT 3 TMYCTHM 3HadeHHsM mpedaly, A1 B 3aleXKHOCTI Bi po3MIpiB Mojemi

smeHmmTH ii. [Ipukian HanamtyBanus 06’ ekty StructureManager:

Pucynok 24. HamamryBanns 00’€eKTy
StructureManager:

Houses Prefabe

@ Flat1

e YV House Prefabs — 5 npeabiB OynuHkiB

e V Special Prefabs — 2 npedaba komepiii

e V Big Structure Prefabs — 3 npedaba Benmukux
OyJIMHKIB

+ Placement Manager (Script)

@ Bank

Game Manager £ GameManager (Game Manager)
Width

Height

@ Hospital

Pucynox 25. HanamryBanus 00’ekty Placement
Manager: y skoMy MO>KHa 3MIHUTH [ITUPUHY Ta BUCOTY
irpoBoi citku. Ha manuit yac po3mip citka 15 Ha 15
KJIITOK.

@ House5
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3.2.6 ®yHKIish BUAATEHHSA

OyHKINA BUAAJICHHS, 00 3BUIBHUTH JIMIIE OJHY KIITKY, a HE yCIO MaIry,
NOTpPIOHO SKOCh 3HaWTH Tpedad, BUAAIMTH HOro Ta 3MIHUTH JIOTIYHUNA THUI

KJIITUHKHU Ha «€MPty».

Jliis 1poro BUKOpUCTOBY€eThes GyHKIs DestroyBuildingAt, Bona Bukinkae
IPOMEHI HaJl KIITHHKOI, JIO 3eMJIi 1 SKIIO BOHA 3 4MMOCh 3 piBHs «Defaulty
31ITKHETHCA, 11€ 3aMUIIETHCA Y MacuB. [Ipukiaa BUKIUKY TPOMEHIB:

RaycastHit[] hits = Physics.BoxCastAll(position + new Vector3(e®, 0.5f, 0), new

Vector3(e.2f, 0, 0.2f), transform.up, Quaternion.identity, 0.5f, 1 <<
LayerMask.NameToLayer ("Default"));

Jle snaucnns BoxCastAll: moyarok npomeH:o y 3 BUMipax, KiHEIb TPOMEHIO
y 3 BuUMipax, MO TOPU3OHTY, HAMPABJICHHS, JOBXWHA MPOMEHI, Yac Ta PIBEHb

00’ €KTIB, SIK1 TOTPIOHO 3aIMKCYBAaTH.

[licns dYoro KOXXEH pe3ynbTaT TMepeOupaeTbcss y UK, J€ BiH
MEPETBOPIOETHCS Y ITPOBUI 00’ €KT, a 00’ €KTY BU3HAYAETHCS 00’ €KT OATHKO, SKIIO
fioro iM’st miaxoauts (Structure, Road, SpecialStructure), To BUKOHY€TBCS JIOTTUHUI
MPOIIEC CUCTEMHU T'POIIeH Ta HACEICHHS, TTOTIM 3MIHIOETHCS JIOTTYHUIN TUIT KJIITUHKA
Ha MYCTO, BUAAJIIEHHS IFPOBOr0 00’ €KTYy Ha Mami 1 iepapXii Ta BUJAJICHHS JTaHUX B

macuBi gaHux criopy. [puknan ¢pyskiii DestroyBuildingAt:

RaycastHit[] hits = Physics.BoxCastAll(position + new Vector3(9, 0.5f,
0), new Vector3(e.2f, @, 0.2f), transform.up, Quaternion.identity, ©.5f, 1 <<
LayerMask.NameToLayer ("Default"));

foreach (var item in hits)

{
var a = item.collider.gameObject;
GameObject foo;
foo = a.transform.parent.gameObject;
if (a.transform.parent.name == "Structure" || a.transform.parent.name
== "Road" || a.transform.parent.name == "SpecialStructure")
{

switch (a.transform.parent.name)

{
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case "Structure":
gameManager.RemoveOneBuildingOfPopulation();
break;

case "SpecialStructure":
gameManager.RemoveOneBuildingOfIncome();

break;
default:
break;
¥
placementGrid[position.x, position.z] = CellType.Empty;
Destroy(foo);
}
Debug.Log("+Name Parent: " + item.transform.parent.name);
if (a.transform.parent.parent.name == "Road")
{
placementGrid[position.x, position.z] = CellType.Empty;
foo = a.transform.parent.parent.gameObject;
Destroy(foo);
}

Debug.Log("+Name PParent: " +
item.transform.parent.parent.name);

}
foreach (var structure in GetAllStructures())
{
if (structure.Key == position)
{
if(structureDictionary.ContainsKey(position))
{
Debug.Log(position+"” - "+ structure.Key);
structureDictionary.Remove(position);
}
}
}

Pucynox 26 Pucynok 27



Pucynok 26-27. Ilpuknan poOOTH CUCTEMH BUAAJICHHS OYMMa IPaBIsl: PUC.
26 — rpaBelb po3TallyBaB JOPOTyY Ta Oy IMHOK; puc.2/ — rpaBelb BUAAIUB OYIUHOK,

a TIOTIM JIOpOTY.

[lpuxnan pobGotu BUOOPY BHIAAKOBOro mpedada OAHOTO THUIY MpHU

OyJIIBHUIITBI:

Pucynok 28. I'paBelnib po3raiiryBaB y JiHii0 4 JOPOTH.

Pucynok 29. I'paBeup po3sraimryBaB 3BEpXy Ta 3HHU3Y
Bin joporu no 4 Oynuska. 3 5 npedaliB OyAHHKIB
BUKopucTanuch Jume 3. ILle He moraHo, 60 mpu
BHOIpIIi Juie y 8§ OyJUHKIB 3aCTOCYBAJIOCh 3 PI3HUX
npedadu.

Xody 3ayBaXXUTH WII0 BUAAJICHHS CHOPYJ HE IOBEPTAE IrPOBI 00’ €KTH
npupoAu 00 Ti OyJM BUAAJIEHI, @ HE BUMKHYTI, 1110 pOOUTH I'py OUIbLI CYBOPIIIMM

110 6€31yMHOTO Oy IIBHUIITBA.

3.2.7 Cucrema rpoieii Ta HaceJIeHHS

Ockuibku 11 Tpa OyJe CyMINIIIIO KUIbKOX KaHpiB, a came: MICTOOYIIBHI,
cTparerii Ta 0e3A1SIBHICTS — MOTPIOHO AKOCHh YCKIAJAHUTH TUM CAMUM PO3TITHYTH
reimIuiel Ta 3arikaBuTH rpasid. | UM yckinagHeHHsM Oyje cucTema rpoiiei Ta

HACCJICHHS.

1106 rpaBeib MIr PO3MICTUTH OYylIb-IKYy CHIOpYAYy WOMY MOTPIOHO KYIUTH ii,
TAM CaMHUM BUTPATUTH BHYTPIIIHKO ITPOBY BaJIOTy 32 OCHOBY B35TO BalOTOIO
aMepUKaHCHKHUI JIoap, ajie IIe He Tpa€ BaXKJIMBE 3HAYCHHs, 00 i 3HAYCHHS JaTH

IPABIIO PO3YMIHHS, [0 MO3HAYAE 1151 Udpa JIuIle OJHUM CUMBOJIOM.
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Ha intepdeiici skuit Mu neTasbHilIe po3rIsSTHEMO Jajii pO3MIIIEHO 4 3MiHHI
Ha BEPXHIH MMaHeIi: 3 JiBa MIOTOYHA KIJIBKICTh IPOIIIEH, Y IIEHTP1 MUHYJIUN MPUOYTOK,
3 MpaBa 2 3MiHHI Yepe3 CUMBOJ « / », 3 JIiBa MOTOYHA KUTbKICTh HACEJICHHS, 3 IpaBa

MMOTOYHA MaKCUMaJIbHa KUIBKICTh HaCCJICHHS.

1000% 0% 100/ 200

Pucynox 30. BepxHs maHenb iHTepdeicy

[Ipamroe cuctema rpomield HACTYMHUM YHHOM Yy TOJOBHOMY CKPHUITI
GameManager y wMeroai Start, skuii 3amycKaeTbCsi MPU 3aMyCKy CKPUITY
3aBaHTAXKy€ CTaHJAPTHI HAJIAIUTYBAHHSA CUCTEMHM I'pOIIEH Ta HACEJIEHHS, OHOBIIIOE
TEKCTH IHTEpP(ENCIB, TA 3aIyCKAETCS «KAPyTHHA»— 1I€ METO/I, SIKUH BUKOHYE KOJI

yepes3 Hanucany 3aTpuMKy. [Ipukiag KapyTUHU 3 [IbOTO MPOEKTY:

private IEnumerator waiter()

{
while (true)
{
yield return new WaitForSecondsRealtime(7);
UpdateMIP();
UpdateTextMIP();
}
}

Beck kop posramoBan y nukiie While, Tomy koJ1 3 3aTpUMKOI BUKOHY€EThCSI
HECKIHYEHHO. | AK1110 MOTp160HO KapyTHHY 3aBXKI1 MOKHA 3YITMHUTH 3 1HILIOTO KJIaCy

abo MeToxy.

@yukuis UpdateMIP 3amyckae mpopaxyBaHHS OTPHUMaHOTO MPHOYTKY Ta
301bIIeHHsT HaceneHHd. [Ipaioe 1e Tak, cro4yatky BHUPaxOBYETHCS HACKUIBKU
301IBIIATHCS HACETICHHSI Y 3MEHIIUTHCS — 3aX0AUTHCA 1% BijI MOKa3HUKA MOTOYHOT
MaKCHMaJIbHOI KIJIBKOCTI HACeJIeHHS, Jaii depe3 omeparop SWitch oOupaerbes
Jiarma30H BHIAAKOBOIO 3pOCTaHHS YM 3MEHIICHHS, Jlami TOTOYHA KIJIBKICTh

HACEJICHHsSI TOPIBHIOETHCS 3 TMOJOBHMHOI TOTOYHIM MaKCUMaIbHIM KUIBKOCTI
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HACEJICHHS y pe3yibTaTl 40ro, BUPIUIYETbCA TUIl 3pOCTAaHHS HACEJIEHHS: B OOM/IBI

CTOPOHH YU B OJIHY CTOPOHY.

vy MICPIIOMY BHUITIAAKY HACCICHHA MOKC, AK 36iJII)IHI/ITI/ICH, TaK 1 3MEHIIIUTUCH

— 1€ BUIPABAOBYETHCS TUHAMIYHUMU 3MIHAMU HACEJICHHS, SIK 1 B peaTbHOMY CBITI.

VY apyroMmy BUIAIKy HACEICHHS MOXKE TITLKH 301JIBITYBATHUCH — I1€ BOTHOYAC
3anoODKHMM 3aci0 BiJl TEpIIOro BapiaHTa, SKIIO HACEJICHHS JyXe CHUIIbHO
3MEHIIUTHCS, TaK 1 AKIIO rpaBelb 30yaye Oarato OyniBens — 1ie Oy/ie HaraayBaTu
MiCTa, 10 MBHIKO PO3POCTAIOTHCS, TUM CAMHM CTAlOTh Ty’K€ MPUBAOIMBUMH IS
J0JIeH 1 TOMY Ha IUIMB HOBUX MICTSIH IepeOrBae X0U-IKECh 3MEHIIICHHST HACEJICHHS.

[Ipukinan mi€i cUCTEMHU y KOJII:
//POPULATION PART

m = (int) maxPopulation/100;
switch (m)
{
case >= 10 :
n = rnd.Next(@, 55);
//Debug.Log("m>10. "+m+" n: "+n);
break;
case >= 5 when m < 10:
n = rnd.Next(0, 16);
//Debug.Log("10>m>5. "+m+" n: "+n);
break;
case < 5:
n = rnd.Next(9, 5);
//.Log("5>m. "+m+" n: "+n);
break;
default:
Debug.Log("erorr in UpdateMIP");
break;
}
m = (int) maxPopulation/2;
if (population>=(maxPopulation/2))

{
v = rnd.Next(1, 11);
if (v==3 ] v==6]| v==10)
{

population = population - n;
//Debug.Log("Pop>Max -"+n+" income pop v:"+v);
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i'F(V:: ||V==2||V==4||V== ||V==7||V== ||V==9

|| v == 11)
{
population = population + n;
if (population>maxPopulation)
{
population = maxPopulation;
}
//Debug.Log("Pop>Max +"+n+" income pop v:"+v);
}
¥
if(population<(maxPopulation/2))
{

population = population + n;
if (population>maxPopulation)

{

population = maxPopulation;

}

//Debug.Log("Pop<Max: +"+n+" income pop v:0");

//MONEY PART

a = (population * 100) / maxPopulation * maxIncome / 100;
Debug.Log("a: "+a);

income = (int) a;

money = money + income;

[IpubyTOK BXKE PO3PAXOBYETHCS MICIS pO3paxyBaHHS HaceJIeHHs, 00 3MiHa
KUTBKOCTI HaCcEJICHHS TPUBOIUTH 10 1HIIOro mpuOyTKy. [IprnbyTok po3paxoBy€eThCs
TaK: I[OTOYHA KIJIbKICTh HAacCeJIeHHs NOMHOXYyeTbcsi Ha 100, aginutbes Ha
MaKCHMAJIbHY KUJIBKICTh HACEJICHHS THM caMUM 3HaxoauThes 100 MOMHOXHUTH Ha
IOPOLEHT HAcENEHHS BlJ] MakCUMyMy, Aajll yC€ MHOXHUTbCS Ha MaKCHUMaJlbHUN
npudyTok Ta Aumthess Ha 100. 100 y mpoMmy piBHAHHI JIMIIE 3aJjsl TOYHOCTI
pospaxyHkiB. [Ticist goro float 3miHHA TEepeTBOPIOETHCS Ta 3aMUCYETHCS HA 3MIHY
Income Tumy int. A BXe MPUOYTOK JOAAETHCS JI0 MOTOYHOI KiJIBKOCTI TPOIIEH, 1110
YTBOPIOE HOBY KUJIBKICTh TpoOIIe. Y KIHIl 3alycKaeTbesl (YHKIISI OHOBJIECHHS

iHTepdelicy BEpXHbOI MaHeJ, MCJISl Y0TO TPaBellh MOXKE OaUUTH 3MIHHU.

Konu y rpaBis nocTaTHbO KOIUTIB BiH MOXke OyayBaTu criopu. Ilpu crpobi
OyIyBaTH TIEpUIOK TEPEBIPKOIO i€ TepeBipka KOIITIB, SKIIO BHUCTayae

OyIIBHUIITBO ¥/€ SK 3BMYAHO, a y KIHI MICIs YCIX MEPEBIPOK BUKIUKAETHCS

40



GYHKIiST 3 TOJOBHOTO CKpUIITA, SIKA JOJA€ TEBHY KUIbKICTh MaKCHMAaJIbHOTO
npuOyTKYy YW HACENeHHsA, TaKOX I[iHa crnopyau 30utblryerbess Ha 10% Ta
3aIycKaeThesl QYHKINS OHOBIICHHS iHTep(delcy rpaBiis, 3a JUid TOTO 00U TpaBelb

mo0a4YMB 3MIHU T'POIIEH, SKIIO Orepallis MpOoUIIIa YCIIITHO Ta 1HII 3MIHHU.

S0 K rpaBelb MOYHE 3HOCUTHU CIOpyAy BiH oTpuMae 50% BiJ cTapoi IiHH,

a TaKOX 3MEHIIY€E IIHY JO MUHYJIOI.

Xody 3ayBa)xHUTH, 0 Y KOXKHOTO TUITY CTIOPYAH CBiil I[IHHUK 1 CBii TOaTOK

JT0 TIOKA3HUKIB.

3.2.8 30epeskenns

Cucrema 30epexeHb 1I€i Ipl MPaL0€ HACTYITHUM YAHOM BUKOPUCTOBYIOTHCS
3 ckpurTa: MepuIMidi — CKPUIIT, IKAK 3UUTY€E Ta 3aIKCYy€ aHHi y (aiin tumy .json;
JPYTUi — BiH MICTUTb IIA0JIOH 30€peKEHUX JaHUX, [0 IKOMY 3alIUCYIOThCA JaHHI 3
TPEThOTO CKPHUINTA; TPETiil — e rojoBHMi ckpunt GameManager, ne y KiHIi €

3MIHHI JIJI 3alUCYy ITPOBUX JaHUX, YU 3MiHI I'POBUX JJAHUX.

B mimomy cucrema 36epexxenr Mae 11 wmicip s 306epekeHp, a 30epirae y
(aiinax rpu 3MiHHI CUCTEMH TPOIIEH Ta HACEIEHHS, Ta YCl CHOPYAH PO3MIILIEHHI Ha
kapTi. {715 1boro nepedupaeTbesi MACKB IaHUX CHOPY/, A€ 3alIUCaHO PO3TAIlyBaHHS
Ta iHAeKc. [Haekc noTpideH nuie ass Oy AUHKH, 10poraM He noTpiOHe, 60 OyAMHKA
BUKOPUCTOBYIOTh CUCTEMY OYJIIBHHUIITBA 3 BUIIAAKOBUM NpedadoM OyauHKa, TOMY

SKIIO HE 3alKMCYyBATU 1HJEKC, ITPU 3aBAHTAKEHHI Oy 1B 3aBXKAU OYAYyTh PI3HUMH.

30epekeHHs, 3aBaHTAXXEHHS Ta 3aIlyCK HOBOi I'PH BU3UBAIOTHCS KHOIIKAMU Y
MEHIO, CaM€ MEHIO PO3TAlllOBAHO 3J1iBa Ta 3BEPXY Ta BUIJISAAE K TPU MapaeiabHi

JHHIT

Pucynok 31. KHorka MeH10 3 300paXeHHSIM MEHIO.
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New Game

Save
I

Load

Pucynox 32. [1anens MEHIO 3 KHOTIKAMU 30€peKEHHS, 3aBAaHTAKEHHS Ta 3aITyCKY
HOBOI1 I'pH

3.2.9 Ul inTepdeiic Ta iioro animanis

InTepdeiic — 1e BimoOpakeHHs €JIEMEHTIB I'pU CIIOCIO B3aeMO/IIT 3 IFPOBUM
cBITOM. TOMY BiH IOBUHEH OyTH 3pO3yMUINM, HE BEJIMKUM, Ta HE BIJIBOJIKATH BIJ

rpu. Tomy iHTEep(eiic y 1i€] TpU BUKOHAHO B MIHIMAJII3ME.

BuH cknanaetbes 3 3 TOJIOBHUX €JIEMEHTIB MEHIO, BEPXHBOI 1HPOpMaIiitHOT

TaHelll Ta BKJIAIKKU Oy 1iBHUIITBA

Cnouatky ckoraproemo «Canvas» - 1e Oyje HaIllorw TEKOIO I eJIEMCHTIB
iHTepdeticy, nani ctBoproemo «Canvas» y HpoMy, Ta HazuBaemo «BGy - 1e 3a s
TOro mo0u Oauntu KOpHoHU Hamoro iHTepdeiicy. [omoBuuit Canvas

HAJIAIITOBYEMO HACTYITHUM YHHOM, SIK Ha puc. 33

[Ticns doro ctBoproemo «Panely, wnasuBaemo «MIPPanel», craBumo
npo3opictb Ha 0% y color, a BHpIBHIOBaHHS MO IEHTPY Ta B CEPEAMHI, aalli
postamoByemo X: 13.70651; y: 207; z: 0; a po3mip: mmpuna: 772.589; Bucora: 35.
Hami y nanem MIPPanel ctBoproemo 3 enementn Tumy Text, HasuBaemo ix
«TextMoney», « TextIncomey ta «TextPopulationy, B po3aini Text ycroau mumiMo
«SCOREY, a mpudt obupaemo Aria, po3mip mpudty 20, npuOupaeMo mpo3opicTb

Ta KpacuMo yci okpiM Textincome y wopnuid, a TextIncome y 3enenuii.
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Jami JI0JaEMO MIPPanel KOMIIOHEHT
«HorizontalLayout Group», y HboMy CTaBUMO YCi
TAIOYKA  HABOPOTH  OKPIM  HaJAIITyBaHHS
«Reverse Arrangement». Pesynbratr Ha puc. 20.
ooy Tenep moOW TEKCT 3MIHHUX IMOYaB IPAIfOBATH

1 Notng . NOTPIOHO MEPETATHYTH 111 TPU €IEMEHTa TEKCT 3

iepapxii 10 3 BIAMOBIAHUX CJOTIB B 1HCIIEKTOPI

Match Width Or Height

GameManager.

3apa3 mepexoauMo 10 MEHIO, CTBOPIOEMO

None
Everything

B+ Uiconrster seriot) . KHOTIKY, BUIAJISIEMO ycepeauHi TEKCT,

pPO3MIIlyEMO  €JIEeMEHT IMmage, JIi HBOTO

NEePeTATYEMO IKOHKY Y CJOT «SOUrce», B
Pucynok 33.

Hanamrrysasms Canvas 1HCIIEKTOP1 00MpaEMO BUPIBHIOBAHHS 110 IIEHTPY,

mWUpUHY Ta BuUcOTy pobumo 20. [ami
MIOBEPTAEMOCS JI0 KHOTIKM BUPIBHIOEMO TAKOX SIK 1 300pakeHHSs, BUCOTY Ta UIMPUHY
pobumo 35, posramoByemo mo koopauHaTax X: -381.899; y: 207; z: 0. Homaemo
¢yukmiro OnClick HaThckaroum TWIOC B 1HCIIEKTOpPI, MEPETATYEMO 3 iepapxii
GameManager y ciot 06’exta, Ta obupaemo dyHkiiro «SwitchVisabilityMenuy.

Pesynprat KHOIIKM MeHIO Ha puc. 31.

Jamni crBoproemo y Canvas «Panel», HazuBaemo ioro «SaveSystemPanely,
BUPIBHIOEMO, Ta 3ajaeMo mupuHy: 175; Ta Bucoty: 101.5606; po3ramoByemMo mo
KoopauHarax X: -87.56 y: 50.67; z: 0;, mpozopicte: 40%, n101a€EMO KOMITOHEHT

«VerticalLayout Group».

VY HpOMy cTBOpIOEMO 3 KHOIKHU Ta HazuBaeMo «NewGameBtny, «SaveBtny
ta «LoadBtny», podbumo BupiBHIOBaHHS, mupuHy: 160; Bucoty: 30;, ycepemauHi
3MIHIOEMO esieMeHT Text ta 3minroiMo tekct Ha « New Gamey, «Save» ta «Loady.

Pe3ynbTaT MOXKHA MOTJIAHYTH Ha puc.32.
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Crporoemo nanens ta HazuBaeMo «Build Groupy, podumo nipozopicts 100%,
BUpIBHIOEMO, mUpuHy: 175; Bucory: 202.8;, po3ramyBanus X: -312.5y: -311.3; z:

0;, Ha HBOTO J00ABIIEMO KOMIIOHEHT «Animationy.

Bcepemuni Build Group ctBoproemo kHONIKY Ta maHenb. KHOTIKY Ha3uBaiiMo
«BuildMoveBtny, BupiBaioemMo, mmpuHy: 25; BUCOTY: 25;, po3TalllyBaHHA X: -75; Y:
91.6; z: 0;, no6asnsiimo ¢ynkmiro OnClick, mepersaryemo 00’eKT Ha CIOT daitry
«CloseOpenBuildPanel». Bcepennni KHONKH CTBOPIOEMO 300pa)KeHHS Ta

nepeTsaryemo «t0olS» 3 mpoBiTHUKA Ha «SOUICEe» y 1HCIIEKTOPI.

[Tanens HazuBaiimo «BuildMoveBtny, BupiBHIOEMO, HMpuHYy: 175; BHCOTY:
188.4968;, poszramyBamHs X: 6.10; y: -7.62;; z: 0; momaeMO KOMITOHEHT
«VerticalLayout Group». Beepenuni ctBoproemMo 1 eJIeMEHT TeKCTy Ta 5 KHOIOK. Y
TekcTi B TekcTi nummiMo «Building Menu:», mmpuna: 160; Bucora: 30. Knonkwu yci
3 mupuHoto: 160; Bucororo: 30;, Ta HactymHuMH Ha3Bamu «PlaceRoadBtny,
«PlaceHouseBtn», «PlaceSpecialBtn», «PlaceBigBtn» Ta «DestroyBtn», i
BIJIOBITHO 3 HAcTymHUM TekcToM «Road», «House», «Special», «Place 2x2» ta

«Destroy».

[Ticnst woro yci 111 KHOMKHW NMOTPiOHO nonatu y komrnonenti Ul ckpunr, skuit
MU fomany 10 ronoBHoro Canvas, a komip oopatu «E401FF». PesynpraT MoxHa

nobaunTty Ha puc. 33 Ta 34.

Building Menu:
Road |

House

Special

Place 2x2

Destroy

Pucynox 34. CtBopeHa naHenb OyAiBHUIITBA
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I ocTanHe, 1110 3aMUIIAIIOCS 3pOOUTH, TAK 11€ aHIMAIllIO TTaHes1 OyIBHUIITBA.
Bona Oyae BHCKaKyBaTH NpHU HATHCKaHHI KHONKH 3 PUCYHKOM IHCTPYMCHTIB.
BinkpuBaemo Bkianmky «Animationy», tucHemo 3HmM3y «Create», 30epiraemo y
noTpioHO Micii aHiMarito. Ilicis goro obupaemo, mo Mu OyjaeM 3MiHIOBaTH — B
HAIIOMY BUTAJKY II€ TO3UIlISA Ta HATHUCKAEMO YEPBOHY KHOIIKY 3aIHCYy, TATHEMO
yacoBy mkany 10 0:30 Tam po6umo HacTymHi 3MiHu X: -312.5; y: -124.4; z: 0, micns

YOro THCHEMO Ha YE€PBOHY KHOIIKY, 1110 aHiMallito HazuBaemo BuildGroupOpen.

Tenep CTBOPIOEMO TEX caMy aHIMaIlif0 ajic HAaBIAKH W HAa3WBAEMO HMOTO
BuildGroupClose. Peanizariss y koli BHKIWKY BIJKPHTTS Ta 3aKpUTTS TaHEN

OyIIBHUIITBA:

switch (IndexBuildPan)

{
case 1:
anim.Play(“BuildGroupOpen”); //-311.3 -124.4
IndexBuildPan = 2;
break;
case 2:
anim.Play(“BuildGroupClose”);
IndexBuildPan = 1;
break;
default:
IndexBuildPan = 1;
CloseOpenBuildPan();
break;
¥

®dyukmis anim.Play(“BuildGroupClose™) B sikoi .play Biamosinae 3a 3amyck
aHiMalli, a 3HAYEHHsA Yy MAYXKax BHpIIIyE, Ky CaMe€ aHIMAIlil0 3alyCTHTh Ha
irpoBoMy 00’ekTi anim, sikuii OyJi0 MPHB’SI3aHO 10 CKPHIITA Yepe3 JO0JaBaHHS

CIIEMEHTY Ha SIKOMY € KOMIoHeHT Animation

3.2.10 3BykoBi epexkTH

3BYKOBI €)eKTH MPAIIOI0Th 3a MOCEPETHUIITBOM 2 00’ €KTIB i€papxii: 00’ €kTa
KU BIATBOPIOE 3BYK, TaM 00’€KTa KU BUCTYIA€ cllyxaueM. B naHoMy BUIMAJKy

cllyxXaueM BUCTYIIa€ KaMepa Ha sikiii po3raroBan AudioListener, A BinTBoproBauem
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3ByKY € 00’ ekT «AudioPlayer», Ha skomy po3sraiioBan kommnoHeHT «Audio Sourcey

ta ckpun «AudioPlayery, skuii BHUKIMKAa€ PO3MIIIEHUH y ¥MOro CioTi 3BYK

OyaiBuunTBa. [Ipuknaa ckpumra:

public class AudioPlayer : MonoBehaviour

{
public AudioClip placementSound;
public AudioSource audioSource;
public static AudioPlayer instance;
private void Awake()
{
if (instance == null)
instance = this;
else if (instance != this)
Destroy(this.gameObject);
}
public void PlayPlacementSound()
{
if(placementSound != null)
{
audioSource.PlayOneShot(placementSound);
}
}
public void ChangeMute()
{
StartCoroutine(waiter());
}
private IEnumerator waiter()
{
audioSource.mute = laudioSource.mute;
//Debug.Log("mute");
yield return new WaitForSecondsRealtime(2);
audioSource.mute = laudioSource.mute;
//Debug.Log("Unmute");
}
}

Y umsomy komi ¢ynkuis PlayPlacementSound BiamoBigae 3a BHUKJIHMK

3ByKkoBoro edekrty, a ¢yukuis ChangeMute sumpasise 3ByKoBHil Oar mpu

3aBaHTaXEHH1 IrPOBOr0 MPOrpecy HUIIXOM MPUTITYIIEHIM 3BYKY LIbOTO €PEKTY.
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3a Takow XK aHAJOTIE 3pOO0JeHI 3BYKH 3HECEHHs, MPUOYTKY, Ta LUK 3

MY3UKH.
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BUCHOBKH

B pesynbpTaTi BUKOHAHHS JAHOTO AWUIJIOMHOTO MPOEKTY OyB CTBOpEHUU
ITpOBUI  OJATOK 3 KaHpy MicToOyaiBenbHA. JloJaTOK MpHU3HAYCHUN st

(GYHKIIOHYBaHHS IIiJ] yIPaBIiHHAM onepaiiiiinoi cuctemu Windows.

B xoxi po3poOku MicTOOYAiBEILHOTO ITPOBOTO JOJATKY JI0 ONepariiiHol

cucremu Windows Oyiu BupileHi Taki 3a1a4i:

e (O3HalloMMBCA 3 CYYaCHUMHU pYIISIMA JIJIE CTBOPEHHS ITPOBUX
JOJIaTKIB.

e (O3HaifoMUBCS 3 cepeIoro po3poOKH irpoBoro pyuris Unity, Ta orpriman
MPaKTUYH1 HABUYKH POOOTH 3 HUM.

e byno po3pobnene Ta peanizoBaHe 3pydyHE, IHTYITUBHO 3pPO3yMUIHI
iHTEepdeic IrpoBOro 10JaTKy.

e PecanizoBaHi CKJagHI MeXaHIKI JJIs1 YCKJIATHEHHsS Ta 3aIliKaBJICHHS
TpaBIsd

e byB po3poOnenuit MicToOyAiBETbHUMN ITPOBUNA 10IATOK

e byo peanizoBaHO MPOEKT yis onepariiaoi cuctemu Windows.
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HMonarok Al. GameManager
(al a2 a3 — kax bl ¢ai Tak)

using SVS;

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

using Random = System.Random;

public class GameManager : MonoBehaviour

{
[Header("FileImport")]
public CameraMovement cameraMovement;
public RoadManager roadManager;
public InputManager inputManager;
public UIController uiController;
public StructureManager structureManager;
public ObjectDetector objectDetector;
public SaveSystem saveSystem;
//public AnimationsManager animManager;

[Space]

[Header("Money System")]
[SerializeField]public int money;
[SerializeField]public int income;
[SerializeField]public int maxIncome;
[SerializeField]public int OneStructureIncome;
[SerializeField]public int costSpecial;

[SerializeField]public int population;

[SerializeField]public int maxPopulation;

[SerializeField]public int OneStructurePopulation; // +employers
[SerializeField]public int costHouse;

[Space]

//HYX TekcT paboTHMKOB M MH6 MakKC pabOTHUKOB + pamaoMm.
public Text textMoney;

public Text textIncome;

public Text textPopulation;

private float a;

private float b;

private int IndexBuildPan = 1;
private int m;

private int v;

private int n;

private Random rnd = new Random();
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[Space]

[Header("Animation")]

public Animation anim;

public GameObject saveSystemPanel;

void Start()

{
uiController.OnRoadPlacement += RoadPlacementHandler;
uiController.OnHousePlacement += HousePlacementHandler;
uiController.OnSpecialPlacement += SpecialPlacementHandler;
uiController.OnBigStructurePlacement += BigStructurePlacement;
uiController.OnDestroy += DestroyHandler;
inputManager.OnEscape += HandleEscape;
textMoney.text = "";
BeginingMoneySave();
UpdateTextMIP();
StartCoroutine(waiter());
}
private IEnumerator waiter()
{
while (true)
{
yield return new WaitForSecondsRealtime(10);
//UpdateMIP();
UpdateTextMIP();
}
}
J/mmmm e MONEY----------
private void UpdateTextMIP()
{
textMoney.text = money + "$";
textIncome.text = income + "$";
textPopulation.text = population+" / "+maxPopulation;
return;
¥

private void UpdateMIP()

{
//POPULATION PART *0.7 ne /2

m = (int) maxPopulation/100;
switch (m)
{
case >= 10 :
n = rnd.Next(@, 55);
//Debug.Log("m>10. "+m+" n: "+n);
break;
case >= 5 when m < 10:



n = rnd.Next(0, 16);

//Debug.Log("10>m>5. "+m+" n: "+n);
break;
case < 5:
n = rnd.Next(0, 5);
//.Log("5>m. "+m+" n: "+n);
break;
default:
Debug.Log("erorr in UpdateMIP");
break;

}
m = (int) maxPopulation/2;
if (population>=(maxPopulation/2))

{
v = rnd.Next(1, 11);
if (v==3]|vs==61]]v-==10)
{
population = population - n;
//Debug.Log("Pop>Max -"+n+" income pop v:"+v);
}
if(v==1 || v=2]||v=4]||v=5]|v=7]|v==8]]v==29
|| v ==11)
{
population = population + n;
if (population>maxPopulation)
{
population = maxPopulation;
}
//Debug.Log("Pop>Max +"+n+" income pop v:"+v);
}
}
if(population<(maxPopulation/2))
{
population = population + n;
if (population>maxPopulation)
{
population = maxPopulation;
}
//Debug.Log("Pop<Max: +"+n+" income pop v:0");
}

a = (population * 100) / maxPopulation * maxIncome / 100;
Debug.Log("a: "+a);

income = (int) a;

money = money + income;

UpdateTextMIP();

public void RemoveOneBuildingOfPopulation()
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a = (costHouse * ©0.9f * 98.5f) + money;

money = (int) a;

maxPopulation = maxPopulation - OneStructurePopulation;
b = costHouse * 0.9f;

costHouse = (int) b;

Debug.Log("MaxPop reduction. Money+50%cost="+a);
UpdateTextMIP();

public void RemoveOneBuildingOfIncome()
{
a = (costSpecial * 0.9f * 0.5f) + money;
money = (int) a;
maxIncome = maxIncome - OneStructureIncome;
b = costSpecial * 0.9f;
costSpecial = (int) b;
Debug.Log("MaxInc reduction. Money+50%cost="+a);
UpdateTextMIP();

public void AddOneBuildingOfPopulation()
{
money = money costHouse;
maxPopulation = maxPopulation + OneStructurePopulation;
b = costHouse * 1.1f;
costHouse = (int) b;
Debug.Log("MaxPop promotion");
UpdateTextMIP();

public void AddOneBuildingOfIncome ()

{
money = money - costSpecial;
maxIncome = maxIncome + OneStructurelncome;
b = costSpecial * 1.1f;
costSpecial = (int) b;
Debug.Log("MaxInc promotion");
UpdateTextMIP();

private int bMoney;

private int bIncome;

private int bMaxIncome;

private int bOneStructurelncome;
private int bCostSpecial;

private int bPopulation;

private int bMaxPopulation;

private int bOneStructurePopulation;
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private int bCostHouse;

// save beg. settings

private void BeginingMoneySave()

{
bMoney = money;
bIncome = income;
bMaxIncome = maxIncome;
bOneStructureIncome = OneStructurelncome;
bCostSpecial = costSpecial;
bPopulation = population;
bMaxPopulation = maxPopulation;
bOneStructurePopulation = OneStructurePopulation;
bCostHouse = costHouse;

¥

// load beg. settings

public void BeginingMoneylLoad()

{
money = bMoney;
income = bIncome;
maxIncome = bMaxIncome;
OneStructureIncome = bOneStructurelncome;
costSpecial = bCostSpecial;
population = bPopulation;
maxPopulation = bMaxPopulation;
OneStructurePopulation = bOneStructurePopulation;
costHouse = bCostHouse;
UpdateTextMIP();

private void HandleEscape()

{
ClearInputActions();

uiController.ResetButtonColor();

private void DestroyHandler()

{
ClearInputActions();
inputManager.OnMouseClick += (pos) =>
{
ProcessInputAndCall(structureManager.Destroy,
¥
inputManager.OnEscape += HandleEscape;
}

pos);
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private void BigStructurePlacement()

{

ClearInputActions();

inputManager.OnMouseClick += (pos) =>

{

ProcessInputAndCall(structureManager.PlaceBigStructure, pos);
¥

inputManager.OnEscape += HandleEscape;

private void SpecialPlacementHandler()

{

ClearInputActions();

inputManager.OnMouseClick += (pos) =>

{ if (money >= costSpecial)
{
ProcessInputAndCall(structureManager.PlaceSpecial, pos);
}
¥

inputManager.OnEscape += HandleEscape;

private void HousePlacementHandler()

{

ClearInputActions();

inputManager.OnMouseClick += (pos) =>

{ if (money >= costHouse)
{
ProcessInputAndCall(structureManager.PlaceHouse, pos);
}
s

inputManager.OnEscape += HandleEscape;

private void RoadPlacementHandler ()

{

ClearInputActions();

inputManager.OnMouseClick += (pos) =>

{
ProcessInputAndCall(roadManager.PlaceRoad, pos);
}s
inputManager.OnMouseUp += roadManager.FinishPlacingRoad;
inputManager.OnMouseHold += (pos) =>

{
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ProcessInputAndCall(roadManager.PlaceRoad, pos);

¥
inputManager.OnEscape += HandleEscape;
}
private void ClearInputActions()
{
inputManager.ClearEvents();
¥

private void ProcessInputAndCall(Action<Vector3Int> callback, Ray ray)
{

Vector3Int? result = objectDetector.RaycastGround(ray);
if (result.HasValue)
callback.Invoke(result.Value);

public void CloseOpenBuildPan()

{
Debug.Log("index:" + IndexBuildPan);
switch (IndexBuildPan)
{
case 1:
anim.Play("BuildGroupOpen"); //-311.3 -124.4
IndexBuildPan = 2;
break;
case 2:
anim.Play("BuildGroupClose");
IndexBuildPan = 1;
break;
default:
IndexBuildPan = 1;
CloseOpenBuildPan();
break;
}
}
public void SwitcchVisiabilityMenu()
{
saveSystemPanel.SetActive(!saveSystemPanel.activeSelf);
}

private void Update()
{
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cameraMovement.MoveCamera(new
Vector3(inputManager.CameraMovementVector.x, 0,
inputManager.CameraMovementVector.y));

}

public void SaveGame()
{
SaveDataSerialization saveData = new SaveDataSerialization();
foreach (var structureData in structureManager.GetAllStructures())
{
saveData.AddStructureData(structureData.Key,
structureData.Value.BuildingPrefabIndex, structureData.Value.BuildingType);
¥
saveData.money = money;
saveData.income = income;
saveData.maxIncome = maxIncome;
saveData.OneStructureIncome = OneStructurelncome;
saveData.costSpecial = costSpecial;
saveData.population = population;
saveData.maxPopulation = maxPopulation;
saveData.OneStructurePopulation = OneStructurePopulation;
saveData.costHouse = costHouse;
var jsonFormat = JsonUtility.ToJson(saveData);
Debug.Log(jsonFormat);
saveSystem.SaveData(jsonFormat);

public void LoadGame()
{
var jsonFormatData = saveSystem.LoadData();
if (String.IsNullOrEmpty(jsonFormatData))
return;
SaveDataSerialization saveData =
JsonUtility.FromJson<SaveDataSerialization>(jsonFormatData);
structureManager.ClearMap();
foreach (var structureData in saveData.structuresData)
{
Vector3Int position =
Vector3Int.RoundToInt(structureData.position.GetValue());
if (structureData.buildingType == CellType.Road)

{ roadManager.PlaceRoad(position);
roadManager.FinishPlacingRoad();

}

else

{

structureManager.PlacelLoadedStructure(position,
structureData.buildingPrefabindex, structureData.buildingType);

}
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money = saveData.money;

income = saveData.income;

maxIncome = saveData.maxIncome;

OneStructurelncome = saveData.OneStructurelncome;
costSpecial = saveData.costSpecial;

population = saveData.population;

maxPopulation = saveData.maxPopulation;
OneStructurePopulation = saveData.OneStructurePopulation;
costHouse = saveData.costHouse;

UpdateTextMIP();

Honarok A3. Grid

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

namespace SVS

{
public class CameraMovement : MonoBehaviour
{
public Camera gameCamera;
public float cameraMovementSpeed = 5;
public float maxOrthographicSize = 5f, minOrthographicSize = 0.5f;
public float sensitivity = 0.1f;
private void Start()
{
gameCamera = GetComponent<Camera>();
}
public void MoveCamera(Vector3 inputVector)
{
var movementVector = Quaternion.Euler(0,30,0) * inputVector;
gameCamera.transform.position += movementVector * Time.deltaTime *
cameraMovementSpeed;
}
private void Update()
{
var scrollInput = Input.GetAxis("Mouse ScrollWheel™) * sensitivity;
gameCamera.orthographicSize = Mathf.Clamp(gameCamera.orthographicSize
- scrollInput, minOrthographicSize, maxOrthographicSize);
}
}
}
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Honmatok A3.

using System;
using System.Collections.Generic;
public class Point

{
public int X { get; set; }
public int Y { get; set; }
public Point(int x, int y)
{
this.X = x;
this.Y = y;
}
public override bool Equals(object obj)
{
if (obj == null)
{
return false;
}
if (obj is Point)
{
Point p = obj as Point;
return this.X == p.X && this.Y == p.Y;
}
return false;
}
public override int GetHashCode()
{
unchecked
{
int hash = 6949;
hash = hash * 7907 + X.GetHashCode();
hash = hash * 7907 + Y.GetHashCode();
return hash;
}
}
public override string ToString()
{
return "P(" + this.X + ", " + this.Y + ")";
}
}

public enum CellType
{



Empty,

Road,

Structure,
BigStructure,
SpecialStructure,
None

public class Grid
{
private CellType[,] _grid;
private int _width;
public int Width { get { return _width; } }
private int _height;
public int Height { get { return _height; } }

private List<Point> _roadList = new List<Point>();
private List<Point> _specialStructure = new List<Point>();

private List<Point> _houseStructure = new List<Point>();

public Grid(int width, int height)

{

_width = width;

_height = height;

_grid = new CellType[width, height];
}

// Adding index operator to our Grid class so that we can use grid[][] to
access specific cell from our grid.
public CellType this[int i, int j]

{
get
{
return _grid[i, j];
}
set
{
if (value == CellType.Road)
{
_roadList.Add(new Point(i, j));
}
if (value == CellType.SpecialStructure)
{
_specialStructure.Add(new Point(i, j));
}
if (value == CellType.Structure || value == CellType.BigStructure)
{
_houseStructure.Add(new Point(i, j));
}

_grid[i, j] = value;
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public static bool IsCellWakable(CellType cellType, bool aiAgent = false)

{
if (aiAgent)

{
return cellType == CellType.Road;
}
return cellType == CellType.Empty || cellType == CellType.Road;
}
public Point GetRandomRoadPoint()
{
if (_roadlList.Count == 0)
{
return null;
}
return _roadlList[UnityEngine.Random.Range(®, _roadList.Count)];
}
public Point GetRandomSpecialStructurePoint()
{
if (_specialStructure.Count == 0)
{
return null;
}

return _specialStructure[UnityEngine.Random.Range(9,
_specialStructure.Count)];

}
public Point GetRandomHouseStructurePoint()
{

if (_houseStructure.Count == 0)

{

return null;

}

return _houseStructure[UnityEngine.Random.Range (90,
_houseStructure.Count)];

}
public List<Point> GetAllHouses()
{
return _houseStructure;
}
internal List<Point> GetAllSpecialStructure()
{
return _specialStructure;
}
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public List<Point> GetAdjacentCells(Point cell, bool isAgent)

{
return GetWakableAdjacentCells((int)cell.X, (int)cell.Y, isAgent);

public float GetCostOfEnteringCell(Point cell)
{

return 1;

public List<Point> GetAllAdjacentCells(int x, int y)
{

List<Point> adjacentCells = new List<Point>();
if (x > 9)
{

adjacentCells.Add(new Point(x - 1, y));
}
if (x < _width - 1)
{

adjacentCells.Add(new Point(x + 1, y));
}
if (y > 9)
{

adjacentCells.Add(new Point(x, y - 1));
}
if (y < _height - 1)
{

adjacentCells.Add(new Point(x, y + 1));

}

return adjacentCells;

public List<Point> GetWakableAdjacentCells(int x, int y, bool isAgent)

{
List<Point> adjacentCells = GetAllAdjacentCells(x, y);

for (int i = adjacentCells.Count - 1; i >= 0; i--)
{
if (IsCellWakable( grid[adjacentCells[i].X, adjacentCells[i].Y],
isAgent) == false)

{
adjacentCells.RemoveAt(i);

}

return adjacentCells;

public List<Point> GetAdjacentCellsOfType(int x, int y, CellType type)

{
List<Point> adjacentCells = GetAllAdjacentCells(x, y);
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for (int i = adjacentCells.Count - 1; i >= 0; i--)

{
if (_grid[adjacentCells[i].X, adjacentCells[i].Y] != type)
{
adjacentCells.RemoveAt(i);
}
}

return adjacentCells;

/// <summary>

/// Returns array [Left neighbour, Top neighbour, Right neighbour, Down
neighbour]

/// </summary>

/// <param name="x"></param>

/// <param name="y"></param>

/// <returns></returns>

public CellType[] GetAllAdjacentCellTypes(int x, int y)

{

CellType[] neighbours = { CellType.None, CellType.None, CellType.None,

CellType.None };

if (x > 9)
{

neighbours[@] = _grid[x - 1, y];
}
if (x < _width - 1)
{

neighbours[2] = _grid[x + 1, y];
}
if (y > 0)
{

neighbours[3] = _grid[x, y - 1];
}
if (y < _height - 1)
{

neighbours[1] = _grid[x, y + 1];
}

return neighbours;

Hoxatok A4. Grid Search

using System;

using System.Collections;

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

using UnityEngine;

public class GridSearch {
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public struct SearchResult

{
public List<Point> Path { get; set; }

public static List<Point> AStarSearch(Grid grid, Point startPosition, Point
endPosition, bool isAgent = false)

{

List<Point> path = new List<Point>();

List<Point> positionsTocheck = new List<Point>();

Dictionary<Point, float> costDictionary = new Dictionary<Point, float>();

Dictionary<Point, float> priorityDictionary = new Dictionary<Point,
float>();

Dictionary<Point, Point> parentsDictionary = new Dictionary<Point,
Point>();

positionsTocheck.Add(startPosition);
priorityDictionary.Add(startPosition, 0);
costDictionary.Add(startPosition, 9);
parentsDictionary.Add(startPosition, null);

while (positionsTocheck.Count > 9)
{
Point current = GetClosestVertex(positionsTocheck,
priorityDictionary);
positionsTocheck.Remove(current);
if (current.Equals(endPosition))
{
path = GeneratePath(parentsDictionary, current);
return path;

foreach (Point neighbour in grid.GetAdjacentCells(current, isAgent))
{
float newCost = costDictionary[current] +
grid.GetCostOfEnteringCell(neighbour);
if (!costDictionary.ContainsKey(neighbour) || newCost <
costDictionary[neighbour])

{

costDictionary[neighbour] = newCost;

float priority = newCost + ManhattanDiscance(endPosition,
neighbour);

positionsTocheck.Add(neighbour);

priorityDictionary[neighbour] = priority;

parentsDictionary[neighbour] = current;
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}

return path;

private static Point GetClosestVertex(List<Point> list, Dictionary<Point,
float> distanceMap)

{

Point candidate = list[0];
foreach (Point vertex in list)

{
if (distanceMap[vertex] < distanceMap[candidate])
{
candidate = vertex;
}
}

return candidate;

private static float ManhattanDiscance(Point endPos, Point point)

{

return Math.Abs(endPos.X - point.X) + Math.Abs(endPos.Y - point.Y);

public static List<Point> GeneratePath(Dictionary<Point, Point> parentMap,
Point endState)

{

List<Point> path = new List<Point>();
Point parent = endState;
while (parent != null && parentMap.ContainsKey(parent))
{
path.Add(parent);
parent = parentMap[parent];

}

return path;

Homatoxk A5 INeedingRoad

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

public interface INeedingRoad

{

Vector3Int RoadPosition { get; set; }

HMonatox A6 Input Manager

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

public class InputManager : MonoBehaviour
{
public event Action<Ray> OnMouseClick, OnMouseHold;
public event Action OnMouseUp, OnEscape;
private Vector2 mouseMovementVector = Vector2.zero;
public Vector2 CameraMovementVector { get => mouseMovementVector; }
[SerializeField]
Camera mainCamera;

void Update()

{
CheckClickDownEvent();

CheckClickHoldEvent();
CheckClickUpEvent();
CheckArrowInput();
CheckEscClick();

private void CheckClickHoldEvent()

{
if (Input.GetMouseButton(9) &&

EventSystem.current.IsPointerOverGameObject() == false)

{

OnMouseClick?.Invoke(mainCamera.ScreenPointToRay(Input.mousePosition)

)5

private void CheckClickUpEvent ()

{
if (Input.GetMouseButtonUp(0) &&

EventSystem.current.IsPointerOverGameObject() == false)

{

OnMouseUp?.Invoke();

private void CheckClickDownEvent()

{
if (Input.GetMouseButtonDown(0) &&

EventSystem.current.IsPointerOverGameObject() == false)

{

OnMouseClick?.Invoke(mainCamera.ScreenPointToRay(Input.mousePosition)

)5
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}
private void CheckEscClick()
{
if (Input.GetKeyDown(KeyCode.Escape))
{
OnEscape.Invoke();
¥
}

private void CheckArrowInput()

{

mouseMovementVector = new Vector2(Input.GetAxis("Horizontal"),
Input.GetAxis("Vertical"));

¥

public void ClearEvents()

{
OnMouseClick = null;
OnMouseHold = null;
OnEscape = null;
OnMouseUp = null;

¥

Honxatoxk A7 Object Detector

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

public class ObjectDetector : MonoBehaviour
{
public LayerMask groundMask;

public Vector3Int? RaycastGround(Ray ray)

{
RaycastHit hit;
if (Physics.Raycast(ray, out hit, Mathf.Infinity, groundMask))
{
Transform objectHit = hit.transform;
Vector3Int positionInt = Vector3Int.RoundToInt(hit.point);
return positionInt;
}
return null;
}

public GameObject RaycastAll(Ray ray)

{
RaycastHit hit;
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if (Physics.Raycast(ray, out hit, Mathf.Infinity))
{

return hit.transform.gameObject;

}

return null;

Honarok A8 Placement Manager

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class PlacementManager : MonoBehaviour

{

public GameManager gameManager;

[Space]
public int width, height;
Grid placementGrid;

private Dictionary<Vector3Int, StructureModel> temporaryRoadobjects = new
Dictionary<Vector3Int, StructureModel>();

private Dictionary<Vector3Int, StructureModel> structureDictionary = new
Dictionary<Vector3Int, StructureModel>();

private void Start()

{
placementGrid = new Grid(width, height);

internal CellType[] GetNeighbourTypesFor(Vector3Int position)

{
return placementGrid.GetAllAdjacentCellTypes(position.x, position.z);

internal bool CheckIfPositionInBound(Vector3Int position)

{

if (position.x >= © && position.x < width && position.z >= 0 &&
position.z < height)

{

return true;

}

return false;

internal void PlaceObjectOnTheMap(Vector3Int position, GameObject
structurePrefab, CellType type, int width = 1, int height = 1, int
buildingPrefabIndex = -1)
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StructureModel structure = CreateANewStructureModel(position,
structurePrefab, type, buildingPrefabIndex);

var structureNeedingRoad = structure.GetComponent<INeedingRoad>();
if (structureNeedingRoad != null)
{
structureNeedingRoad.RoadPosition = GetNearestRoad(position, width,
height).Value;
Debug.Log("My nearest road position is: " +
structureNeedingRoad.RoadPosition);

}

structureDictionary.Add(position, structure);
for (int x = 0; x < width; x++)

{ for (int z = ©; z < height; z++)
{
var newPosition = position + new Vector3Int(x, 0, z);
placementGrid[newPosition.x, newPosition.z] = type;
DestroyNatureAt(newPosition);
}
}

private Vector3Int? GetNearestRoad(Vector3Int position, int width, int
height)

{
for (int x = @; x < width; x++)
{
for (int y = 0; y < height; y++)
{
var newPosition = position + new Vector3Int(x, 9, y);
var roads = GetNeighboursOfTypeFor(newPosition, CellType.Road);
if (roads.Count > 9)
{
return roads[90];
}
}
}
return null;
}

private void DestroyNatureAt(Vector3Int position)

{
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RaycastHit[] hits = Physics.BoxCastAll(position + new Vector3(e, 0.5f,
0), new Vector3(e.5f, 0.5f, 0.5f), transform.up, Quaternion.identity, 1f, 1 <<
LayerMask.NameToLayer ("Nature"));

foreach (var item in hits)

{
Destroy(item.collider.gameObject);

public void DestroyBuildingAt(Vector3Int position)
{
//RaycastHit[] hits = Physics.BoxCastAll(position + new Vector3(@, 0.5,
0), new Vector3(e.3f, 0.5f, 0.3f), transform.up, Quaternion.identity, 1f, 1 <<
LayerMask.NameToLayer ("Default"));
RaycastHit[] hits = Physics.BoxCastAll(position + new Vector3(@, 0.5,
0), new Vector3(e.2f, 0, 0.2f), transform.up, Quaternion.identity, 0.5f, 1 <<
LayerMask.NameToLayer ("Default"));

foreach (var item in hits)

{
var a = item.collider.gameObject;
GameObject foo;
foo = a.transform.parent.gameObject;
if (a.transform.parent.name == "Structure" || a.transform.parent.name
== "Road" || a.transform.parent.name == "SpecialStructure")
{

switch (a.transform.parent.name)

{

case "Structure":
gameManager.RemoveOneBuildingOfPopulation();
break;

case "SpecialStructure":
gameManager.RemoveOneBuildingOfIncome();

break;
default:
break;
}
placementGrid[position.x, position.z] = CellType.Empty;
Destroy(foo);
¥
Debug.Log("+Name Parent: " + item.transform.parent.name);
if (a.transform.parent.parent.name == "Road")
{
placementGrid[position.x, position.z] = CellType.Empty;
foo = a.transform.parent.parent.gameObject;
Destroy(foo);
}

71



Debug.Log("+Name PParent: +
item.transform.parent.parent.name);

}
foreach (var structure in GetAllStructures())
{
if (structure.Key == position)
{
if(structureDictionary.ContainsKey(position))
{
Debug.Log(position+" - "+ structure.Key);
structureDictionary.Remove(position);
}
}
}

internal bool CheckIfPositionIsFree(Vector3Int position)

{
return CheckIfPositionIsOfType(position, CellType.Empty);

private bool CheckIfPositionIsOfType(Vector3Int position, CellType type)
{

return placementGrid[position.x, position.z] == type;

internal void PlaceTemporaryStructure(Vector3Int position, GameObject
structurePrefab, CellType type, int buildingPrefabindex = -1)
{
placementGrid[position.x, position.z] = type;
StructureModel structure = CreateANewStructureModel(position,
structurePrefab, type, buildingPrefabindex);
temporaryRoadobjects.Add(position, structure);

internal List<Vector3Int> GetNeighboursOfTypeFor(Vector3Int position,
CellType type)

{

var neighbourVertices = placementGrid.GetAdjacentCellsOfType(position.x,

position.z, type);
List<Vector3Int> neighbours = new List<Vector3Int>();
foreach (var point in neighbourVertices)
{
neighbours.Add(new Vector3Int(point.X, @, point.Y));

}

return neighbours;
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private StructureModel CreateANewStructureModel(Vector3Int position,
GameObject structurePrefab, CellType type, int buildingPrefabIndex)

{
GameObject structure = new GameObject(type.ToString());
structure.transform.SetParent(transform);
structure.transform.localPosition = position;
var structureModel = structure.AddComponent<StructureModel>();
structureModel.CreateModel(structurePrefab, buildingPrefabIndex, type);
return structureModel;

internal List<Vector3Int> GetPathBetween(Vector3Int startPosition, Vector3Int
endPosition)
{
var resultPath = GridSearch.AStarSearch(placementGrid, new
Point(startPosition.x, startPosition.z), new Point(endPosition.x,
endPosition.z));
List<Vector3Int> path = new List<Vector3Int>();
foreach (Point point in resultPath)

{
path.Add(new Vector3Int(point.X, @, point.Y));
}
return path;
}
internal void RemoveAllTemporaryStructures()
{
foreach (var structure in temporaryRoadobjects.Values)
{
var position = Vector3Int.RoundToInt(structure.transform.position);
placementGrid[position.x, position.z] = CellType.Empty;
Destroy(structure.gameObject);
}
temporaryRoadobjects.Clear();
}

internal void AddtemporaryStructuresToStructureDictionary()

{

foreach (var structure in temporaryRoadobjects)

{

structureDictionary.Add(structure.Key, structure.Vvalue);
DestroyNatureAt(structure.Key);

}
temporaryRoadobjects.Clear();

public void ModifyStructureModel(Vector3Int position, GameObject newModel,
Quaternion rotation)

{

if (temporaryRoadobjects.ContainsKey(position))
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temporaryRoadobjects[position].SwapModel(newModel, rotation);
else if (structureDictionary.ContainsKey(position))
structureDictionary[position].SwapModel(newModel, rotation);

public StructureModel GetRandomRoad()

{

var point = placementGrid.GetRandomRoadPoint();
return GetStructureAt(point);

public StructureModel GetRandomSpecialStrucutre()

{

var point = placementGrid.GetRandomSpecialStructurePoint();
return GetStructureAt(point);

public StructureModel GetRandomHouseStructure()

{

var point = placementGrid.GetRandomHouseStructurePoint();
return GetStructureAt(point);

public List<StructureModel> GetAllHouses()

{

List<StructureModel> returnList = new List<StructureModel>();
var housePositions = placementGrid.GetAllHouses();
foreach (var point in housePositions)

{

returnList.Add(structureDictionary[new Vector3Int(point.X, 0,

point.Y)]);

}

return returnList;

internal List<StructureModel> GetAllSpecialStructures()

{

List<StructureModel> returnList = new List<StructureModel>();
var housePositions = placementGrid.GetAllSpecialStructure();
foreach (var point in housePositions)

{

returnList.Add(structureDictionary[new Vector3Int(point.X, O,

point.Y)]);

}

return returnlList;

private StructureModel GetStructureAt(Point point)
{
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if (point != null)
{

return structureDictionary[new Vector3Int(point.X, @, point.Y)];

}

return null;

public StructureModel GetStructureAt(Vector3Int position)
{

if (structureDictionary.ContainsKey(position))

{

return structureDictionary[position];

}

return null;

public Dictionary<Vector3Int, StructureModel> GetAllStructures()
{

return structureDictionary;

}
public void ClearGrid()
{
placementGrid = new Grid(width, height);
foreach (var item in structureDictionary.Values)
{
Destroy(item.gameObject);
}
structureDictionary.Clear();
}

HomaToxk A9 Road Fixer

using System;

using System.Collections;

using System.Collections.Generic;
using System.lLing;

using UnityEngine;

public class RoadFixer : MonoBehaviour

public GameObject deadEnd, roadStraight, corner, threeWay, fourWay;

public void FixRoadAtPosition(PlacementManager placementManager, Vector3Int

temporaryPosition)

{
//[right, up, left, down]

var result = placementManager.GetNeighbourTypesFor(temporaryPosition);
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int roadCount = ©;
roadCount = result.Where(x => x == CellType.Road).Count();
if(roadCount == @ || roadCount == 1)
{

CreateDeadEnd(placementManager, result, temporaryPosition);
}else if(roadCount == 2)
{

if (CreateStraightRoad(placementManager, result, temporaryPosition))

return;

CreateCorner(placementManager, result, temporaryPosition);

}else if(roadCount == 3)

{

Create3Way(placementManager, result, temporaryPosition);
}
else
{

CreatedWay(placementManager, result, temporaryPosition);
}

private void Create4Way(PlacementManager placementManager, CellType[] result,
Vector3Int temporaryPosition)
{
placementManager.ModifyStructureModel(temporaryPosition, fourWay,
Quaternion.identity);

}

//[left, up, right, down]
private void Create3Way(PlacementManager placementManager, CellType[] result,
Vector3Int temporaryPosition)
{
if(result[1] == CellType.Road && result[2] == CellType.Road && result[3]
== CellType.Road)
{
placementManager.ModifyStructureModel(temporaryPosition, threeWay,
Quaternion.identity);
}else if (result[2] == CellType.Road && result[3] == CellType.Road &&
result[@] == CellType.Road)
{
placementManager.ModifyStructureModel(temporaryPosition, threelWay,
Quaternion.Euler(0,90,0));
}
else if (result[3] == CellType.Road && result[@] == CellType.Road &&
result[1] == CellType.Road)
{
placementManager.ModifyStructureModel(temporaryPosition, threeWay,
Quaternion.Euler(0, 180, 0));
}
else if (result[@] == CellType.Road && result[1l] == CellType.Road &&
result[2] == CellType.Road)
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placementManager.ModifyStructureModel(temporaryPosition, threelWay,
Quaternion.Euler(0, 270, 0));
}

//[left, up, right, down]
private void CreateCorner(PlacementManager placementManager, CellType[]
result, Vector3Int temporaryPosition)

{
if (result[1] == CellType.Road && result[2] == CellType.Road )

{
placementManager.ModifyStructureModel(temporaryPosition, corner,
Quaternion.Euler(@, 90, 0));
¥
else if (result[2] == CellType.Road && result[3] == CellType.Road )
{
placementManager.ModifyStructureModel(temporaryPosition, corner,
Quaternion.Euler(0, 180, 0));

}
else if (result[3] == CellType.Road && result[@] == CellType.Road )

{

placementManager.ModifyStructureModel(temporaryPosition, corner,
Quaternion.Euler(@, 270, 0));
}
else if (result[@] == CellType.Road && result[1l] == CellType.Road )

{

placementManager.ModifyStructureModel (temporaryPosition, corner,
Quaternion.identity);

}

//[left, up, right, down]

private bool CreateStraightRoad(PlacementManager placementManager, CellType[]

result, Vector3Int temporaryPosition)

{
if (result[@] == CellType.Road && result[2] == CellType.Road)

{
placementManager.ModifyStructureModel (temporaryPosition,
roadStraight, Quaternion.identity);
return true;
}else if (result[1] == CellType.Road && result[3] == CellType.Road)
{
placementManager.ModifyStructureModel(temporaryPosition,
roadStraight, Quaternion.Euler(90,90,0));
return true;

}

return false;
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//[left, up, right, down]

private void CreateDeadEnd(PlacementManager placementManager, CellType[]

result, Vector3Int temporaryPosition)
{
if (result[1] == CellType.Road )
{
placementManager.ModifyStructureModel (temporaryPosition,
Quaternion.Euler(0, 270, 0));
}
else if (result[2] == CellType.Road )
{
placementManager.ModifyStructureModel (temporaryPosition,
Quaternion.identity);

¥
else if (result[3] == CellType.Road )

{
placementManager.ModifyStructureModel(temporaryPosition,
Quaternion.Euler(@, 90, 0));

}
else if (result[@] == CellType.Road )

{
placementManager.ModifyStructureModel(temporaryPosition,
Quaternion.Euler(0, 1890, 0));

}

Homatox A10 Road Manager

using SVS;

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class RoadManager : MonoBehaviour

{

public PlacementManager placementManager;

deadEnd,

deadEnd,

deadEnd,

deadEnd,

public List<Vector3Int> temporaryPlacementPositions = new List<Vector3Int>();
public List<Vector3Int> roadPositionsToRecheck = new List<Vector3Int>();

private Vector3Int startPosition;
private bool placementMode = false;

public RoadFixer roadFixer;
private void Start()

{

roadFixer = GetComponent<RoadFixer>();
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public void PlaceRoad(Vector3Int position)

{
if (placementManager.CheckIfPositionInBound(position) == false)
return;
if (placementManager.CheckIfPositionIsFree(position) == false)
return;
if (placementMode == false)
{

temporaryPlacementPositions.Clear();
roadPositionsToRecheck.Clear();

placementMode = true;
startPosition = position;

temporaryPlacementPositions.Add(position);
placementManager.PlaceTemporaryStructure(position, roadFixer.deadEnd,
CellType.Road);

else

placementManager.RemoveAllTemporaryStructures();
temporaryPlacementPositions.Clear();

foreach (var positionsToFix in roadPositionsToRecheck)

{

roadFixer.FixRoadAtPosition(placementManager, positionsToFix);

roadPositionsToRecheck.Clear();

temporaryPlacementPositions =
placementManager.GetPathBetween(startPosition, position);

foreach (var temporaryPosition in temporaryPlacementPositions)

{
if (placementManager.CheckIfPositionIsFree(temporaryPosition) ==
false)
{
roadPositionsToRecheck.Add(temporaryPosition);
continue;
}

placementManager.PlaceTemporaryStructure(temporaryPosition,
roadFixer.deadEnd, CellType.Road);

}

FixRoadPrefabs();
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private void FixRoadPrefabs()

{

foreach (var temporaryPosition in temporaryPlacementPositions)

{

roadFixer.FixRoadAtPosition(placementManager, temporaryPosition);

var neighbours =
placementManager.GetNeighboursOfTypeFor(temporaryPosition, CellType.Road);
foreach (var roadposition in neighbours)

{

if (roadPositionsToRecheck.Contains(roadposition)==false)

{

roadPositionsToRecheck.Add(roadposition);

}

foreach (var positionToFix in roadPositionsToRecheck)

{

roadFixer.FixRoadAtPosition(placementManager, positionToFix);

public void FinishPlacingRoad()
{

placementMode = false;
placementManager.AddtemporaryStructuresToStructureDictionary();
if (temporaryPlacementPositions.Count > 0)

{

AudioPlayer.instance.PlayPlacementSound();

}

temporaryPlacementPositions.Clear();
startPosition = Vector3Int.zero;

HMomatok All Simple Camera Controller

#if ENABLE_INPUT_SYSTEM
using UnityEngine.InputSystem;
#tendif

using UnityEngine;

namespace UnityTemplateProjects

{

public class SimpleCameraController : MonoBehaviour

{

class CameraState

{
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public
public
public
public
public
public

public
{

float
float
float
float
float
float

yaw;
pitch;
roll;
X;

Y;

Z;

void SetFromTransform(Transform t)

pitch = t.eulerAngles.x;
yaw = t.eulerAngles.y;
roll = t.eulerAngles.z;
x = t.position.x;
t.position.y;
t.position.z;

public void Translate(Vector3 translation)

Vector3 rotatedTranslation = Quaternion

X += rotatedTranslation.x;
y += rotatedTranslation.y;
z += rotatedTranslation.z;

y:

Z =
}
{
translation;
}

public void LerpTowards(CameraState target, float positionLerpPct,

float rotationLerpPct)

yaw = Mathf.Lerp(yaw, target.yaw, rotationLerpPct);

pitch = Mathf.Lerp(pitch, target.pitch, rotationLerpPct);
roll = Mathf.Lerp(roll, target.roll, rotationLerpPct);

Mathf.Lerp(x, target.x, positionLerpPct);
Mathf.Lerp(y, target.y, positionLerpPct);
Mathf.Lerp(z, target.z, positionLerpPct);

public void UpdateTransform(Transform t)

t.eulerAngles = new Vector3(pitch, yaw, roll);
t.position = new Vector3(x, y, z);

{
X =
y =
Z =

}

{

}

const float k_MouseSensitivityMultiplier = 0.01f;

CameraState m_TargetCameraState = new CameraState();
CameraState m_InterpolatingCameraState = new CameraState();

.Euler(pitch, yaw, roll) *
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[Header("Movement Settings")]

[Tooltip("Exponential boost factor on translation, controllable by mouse
wheel.")]

public float boost = 3.5f;

[Tooltip("Time it takes to interpolate camera position 99% of the way to
the target."), Range(0.001f, 1f)]
public float positionLerpTime = 0.2f;

[Header("Rotation Settings")]
[Tooltip("Multiplier for the sensitivity of the rotation.")]
public float mouseSensitivity = 60.0f;

[Tooltip("X = Change in mouse position.\nY = Multiplicative factor for
camera rotation.")]

public AnimationCurve mouseSensitivityCurve = new AnimationCurve(new
Keyframe(of, 0.5f, of, 5f), new Keyframe(1lf, 2.5f, of, of));

[Tooltip("Time it takes to interpolate camera rotation 99% of the way to
the target."), Range(0.001f, 1f)]
public float rotationLerpTime = 0.01f;

[Tooltip("Whether or not to invert our Y axis for mouse input to
rotation.")]
public bool invertY = false;

#if ENABLE_INPUT_SYSTEM
InputAction movementAction;
InputAction verticalMovementAction;
InputAction lookAction;
InputAction boostFactorAction;
bool mouseRightButtonPressed;

void Start()
{

var map = new InputActionMap("Simple Camera Controller");

lookAction = map.AddAction("look", binding: "<Mouse>/delta");

movementAction = map.AddAction("move", binding:
"<Gamepad>/leftStick");

verticalMovementAction = map.AddAction("Vertical Movement");

boostFactorAction = map.AddAction("Boost Factor", binding:
"<Mouse>/scroll");

lookAction.AddBinding("<Gamepad>/rightStick").WithProcessor("scaleVec
tor2(x=15, y=15)");
movementAction.AddCompositeBinding("Dpad")
JWith("Up", "<Keyboard>/w")
With("Up", "<Keyboard>/upArrow")
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With("Down", "<Keyboard>/s")

With("Down", "<Keyboard>/downArrow")

JMWith("Left", "<Keyboard>/a")

MWith("Left", "<Keyboard>/leftArrow")

With("Right", "<Keyboard>/d")

JWith("Right", "<Keyboard>/rightArrow");
verticalMovementAction.AddCompositeBinding("Dpad")

With("Up", "<Keyboard>/pageUp")

With("Down", "<Keyboard>/pageDown")

JWith("Up", "<Keyboard>/e")

With("Down", "<Keyboard>/q")

JWith("Up", "<Gamepad>/rightshoulder™)

With("Down", "<Gamepad>/leftshoulder");
boostFactorAction.AddBinding("<Gamepad>/Dpad").WithProcessor("scaleVe

ctor2(x=1, y=4)");

#tendif

movementAction.Enable();
lookAction.Enable();
verticalMovementAction.Enable();
boostFactorAction.Enable();

void OnEnable()

m_TargetCameraState.SetFromTransform(transform);
m_InterpolatingCameraState.SetFromTransform(transform);

Vector3 GetInputTranslationDirection()

Vector3 direction = Vector3.zero;

#if ENABLE_INPUT_SYSTEM

f#telse

var moveDelta = movementAction.ReadValue<Vector2>();
direction.x = moveDelta.x;

direction.z = moveDelta.y;

direction.y = verticalMovementAction.ReadValue<Vector2>().y;

if (Input.GetKey(KeyCode.W))

{
direction += Vector3.forward;
¥
if (Input.GetKey(KeyCode.S))
{
direction += Vector3.back;
¥
if (Input.GetKey(KeyCode.A))
{

direction += Vector3.left;
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#tendif

}
if (Input.GetKey(KeyCode.D))

{
direction += Vector3.right;
¥
if (Input.GetKey(KeyCode.Q))
{
direction += Vector3.down;
¥
if (Input.GetKey(KeyCode.E))
{
direction += Vector3.up;
}

return direction;

void Update()

// Exit Sample

if (IsEscapePressed())

{
Application.Quit();

#if UNITY_EDITOR

#tendif

UnityEditor.EditorApplication.isPlaying = false;

// Hide and lock cursor when right mouse button pressed
if (IsRightMouseButtonDown())
{

Cursor.lockState = CursorLockMode.Locked;

// Unlock and show cursor when right mouse button released
if (IsRightMouseButtonUp())
{

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

// Rotation
if (IsCameraRotationAllowed())

{

var mouseMovement = GetInputLookRotation() *

k _MouseSensitivityMultiplier * mouseSensitivity;

if (invertYy)
mouseMovement.y = -mouseMovement.y;
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var mouseSensitivityFactor =
mouseSensitivityCurve.Evaluate(mouseMovement.magnitude);

m_TargetCameraState.yaw += mouseMovement.x *
mouseSensitivityFactor;

m_TargetCameraState.pitch += mouseMovement.y *
mouseSensitivityFactor;

}

// Translation
var translation = GetInputTranslationDirection() * Time.deltaTime;

// Speed up movement when shift key held
if (IsBoostPressed())

{
translation *= 10.0f;

// Modify movement by a boost factor (defined in Inspector and
modified in play mode through the mouse scroll wheel)

boost += GetBoostFactor();

translation *= Mathf.Pow(2.0f, boost);

m_TargetCameraState.Translate(translation);

// Framerate-independent interpolation

// Calculate the lerp amount, such that we get 99% of the way to our

target in the specified time

var positionLerpPct = 1f - Mathf.Exp((Mathf.Log(1f - ©.99f) /
positionLerpTime) * Time.deltaTime);

var rotationLerpPct = 1f - Mathf.Exp((Mathf.Log(1f - 0.99f) /
rotationLerpTime) * Time.deltaTime);

m_InterpolatingCameraState.LerpTowards(m_TargetCameraState,
positionLerpPct, rotationLerpPct);

m_InterpolatingCameraState.UpdateTransform(transform);

float GetBoostFactor()
{
#if ENABLE_INPUT_SYSTEM
return boostFactorAction.ReadValue<Vector2>().y * 0.01f;
#else
return Input.mouseScrollDelta.y * 0.01f;
#endif

Vector2 GetInputLookRotation()
{
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// try to compensate the diff between the two input systems by
multiplying with empirical values
#if ENABLE_INPUT_SYSTEM

var delta = lookAction.ReadValue<Vector2>();

delta *= @.5f; // Account for scaling applied directly in Windows
code by old input system.

delta *= @.1f; // Account for sensitivity setting on old Mouse X and

Y axes.
return delta;
ftelse
return new Vector2(Input.GetAxis("Mouse X"), Input.GetAxis("Mouse
Y*));
#endif
}
bool IsBoostPressed()
{
#if ENABLE_INPUT_SYSTEM
bool boost = Keyboard.current != null ?
Keyboard.current.leftShiftKey.isPressed : false;
boost |= Gamepad.current != null ? Gamepad.current.xButton.isPressed
. false;
return boost;
#telse
return Input.GetKey(KeyCode.LeftShift);
#endif
}
bool IsEscapePressed()
{
#if ENABLE_INPUT_SYSTEM
return Keyboard.current != null ?
Keyboard.current.escapeKey.isPressed : false;
#telse
return Input.GetKey(KeyCode.Escape);
#endif
}
bool IsCameraRotationAllowed()
{
#if ENABLE_INPUT_SYSTEM
bool canRotate = Mouse.current != null ?
Mouse.current.rightButton.isPressed : false;
canRotate |= Gamepad.current != null ?

Gamepad.current.rightStick.ReadValue().magnitude > @ : false;
return canRotate;

#else
return Input.GetMouseButton(1);

#tendif

86



bool IsRightMouseButtonDown()

{
#if ENABLE_INPUT_SYSTEM
return Mouse.current != null ? Mouse.current.rightButton.isPressed :
false;
ftelse
return Input.GetMouseButtonDown(1);
#endif
}
bool IsRightMouseButtonUp()
{
#if ENABLE_INPUT_SYSTEM
return Mouse.current != null ? !Mouse.current.rightButton.isPressed :
false;
#else
return Input.GetMouseButtonUp(1);
#endif
}
}
}
Homaroxk Al2 Structure Manager
using SVS;

using System;

using System.Collections;

using System.Collections.Generic;
using System.lLing;

using UnityEngine;

public class StructureManager : MonoBehaviour
{

public StructurePrefabWeighted[] housesPrefabe, specialPrefabs,
bigStructuresPrefabs;

public PlacementManager placementManager;

public GameManager gameManager;

private float[] houseWeights, specialWeights, bigStructureWeights;

private void Start()
{
houseWeights = housesPrefabe.Select(prefabStats =>
prefabStats.weight).ToArray();
speciallWeights = specialPrefabs.Select(prefabStats =>
prefabStats.weight).ToArray();
bigStructureWeights = bigStructuresPrefabs.Select(prefabStats =>
prefabStats.weight).ToArray();

}
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public void PlaceHouse(Vector3Int position)

{

if (CheckPositionBeforePlacement(position))
{
int randomIndex = GetRandomWeightedIndex(houseWeights);
placementManager.PlaceObjectOnTheMap(position,
housesPrefabe[randomIndex].prefab, CellType.Structure,
buildingPrefabIndex:randomIndex);
AudioPlayer.instance.PlayPlacementSound();
gameManager.AddOneBuildingOfPopulation();

internal void PlaceBigStructure(Vector3Int position)
{
int width = 2;
int height = 2;
if(CheckBigStructure(position, width , height))
{
int randomIndex = GetRandomWeightedIndex(bigStructureWeights);
placementManager.PlaceObjectOnTheMap(position,
bigStructuresPrefabs[randomIndex].prefab, CellType.BigStructure, width, height,
randomIndex);
AudioPlayer.instance.PlayPlacementSound();

public void Destroy(Vector3Int position)

{
if (placementManager.CheckIfPositionIsFree(position) == false &&
placementManager.CheckIfPositionInBound(position) != false)
{
//Debug.Log("This position is not EMPTY");
placementManager.DestroyBuildingAt(position);
}
//logika = typecell = null on x.y.z
//destroy obj on input x.y.z
}

private bool CheckBigStructure(Vector3Int position, int width, int height)
{

bool nearRoad = false;
for (int x = 0; x < width; x++)
{
for (int z = @; z < height; z++)

{

var newPosition = position + new Vector3Int(x, 0, z);



if (DefaultCheck(newPosition)==false)

{
return false;
}
if (nearRoad == false)
{
nearRoad = RoadCheck(newPosition);
¥

}

return nearRoad;

public void PlaceSpecial(Vector3Int position)

{

if (CheckPositionBeforePlacement(position))
{
int randomIndex = GetRandomWeightedIndex(specialWeights);
placementManager.PlaceObjectOnTheMap(position,
specialPrefabs[randomIndex].prefab, CellType.SpecialStructure,
buildingPrefabIndex: randomIndex);
AudioPlayer.instance.PlayPlacementSound();
gameManager.AddOneBuildingOfIncome();

}
}
private int GetRandomWeightedIndex(float[] weights)
{
float sum = of;
for (int i = @; i < weights.Length; i++)
{
sum += weights[i];
}
float randomValue = UnityEngine.Random.Range(©, sum);
float tempSum = 0;
for (int i = @; i < weights.Length; i++)
{
//0->weihg[0] weight[0]->weight[1]
if(randomValue >= tempSum && randomValue < tempSum + weights[i])
{
return i;
}
tempSum += weights[i];
}
return 0;
}

private bool CheckPositionBeforePlacement(Vector3Int position)



if (DefaultCheck(position) == false)
{

return false;

if (RoadCheck(position) == false)
return false;

return true;

private bool RoadCheck(Vector3Int position)
{
if (placementManager.GetNeighboursOfTypeFor(position,
CellType.Road).Count <= 9)

{
Debug.Log("Must be placed near a road");
return false;
}
return true;
}
private bool DefaultCheck(Vector3Int position)
{
if (placementManager.CheckIfPositionInBound(position) == false)
{
//Debug.Log("This position is out of bounds");
return false;
}
if (placementManager.CheckIfPositionIsFree(position) == false)
{
//Debug.Log("This position is not EMPTY");
return false;
}
return true;
¥

internal void PlacelLoadedStructure(Vector3Int position, int
buildingPrefabindex, CellType buildingType)
{
switch (buildingType)
{
case CellType.Structure:
placementManager.PlaceObjectOnTheMap(position,
housesPrefabe[buildingPrefabindex].prefab, CellType.Structure,
buildingPrefabIndex: buildingPrefabindex);
break;
case CellType.BigStructure:
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placementManager.PlaceObjectOnTheMap(position,
bigStructuresPrefabs[buildingPrefabindex].prefab, CellType.BigStructure, 2, 2,
buildingPrefabindex);
break;
case CellType.SpecialStructure:
placementManager.PlaceObjectOnTheMap(position,
specialPrefabs[buildingPrefabindex].prefab, CellType.SpecialStructure,
buildingPrefabIndex: buildingPrefabindex);
break;
default:
break;

public Dictionary<Vector3Int, StructureModel> GetAllStructures()
{

return placementManager.GetAllStructures();

}
public void ClearMap()
{
placementManager.ClearGrid();
}
}
[Serializable]
public struct StructurePrefabWeighted
{
public GameObject prefab;
[Range(0,1)]
public float weight;
}

Homatox Al3 Structure Model

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

public class StructureModel : MonoBehaviour, INeedingRoad

{
float yHeight = 0;

public Vector3Int RoadPosition { get; set; }

[field: SerializeField]

public CellType BuildingType { get; private set; }
[field: SerializeField]

public int BuildingPrefablIndex { get; private set; }
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public void CreateModel(GameObject model, int buildingPrefabIndex, CellType
buildingType)

{
var structure = Instantiate(model, transform);
yHeight = structure.transform.position.y;
BuildingType = buildingType;
BuildingPrefabIndex = buildingPrefabIndex;

}

public void SwapModel(GameObject model, Quaternion rotation)
{

foreach (Transform child in transform)

{
Destroy(child.gameObject);

}

var structure = Instantiate(model, transform);
structure.transform.localPosition = new Vector3(@, yHeight, 0);
structure.transform.localRotation = rotation;

Homatox A13 Ul Controller

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class UIController : MonoBehaviour
{

public Action OnRoadPlacement, OnHousePlacement, OnSpecialPlacement,
OnBigStructurePlacement, OnDestroy;

public Button placeRoadButton, placeHouseButton, placeSpecialButton,
placeBigStructureButton, destroyButton;

public Color outlineColor;
List<Button> buttonList;

private void Start()
{

buttonList = new List<Button> { placeHouseButton, placeRoadButton,
placeSpecialButton, placeBigStructureButton, destroyButton };

placeRoadButton.onClick.AddListener(() =>

{
ResetButtonColor();
ModifyOutline(placeRoadButton);
OnRoadPlacement?.Invoke();

3
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placeHouseButton.onClick.AddListener(() =>

{
ResetButtonColor();

ModifyOutline(placeHouseButton);
OnHousePlacement?.Invoke();

1
placeSpecialButton.onClick.AddListener(() =>

{
ResetButtonColor();

ModifyOutline(placeSpecialButton);
OnSpecialPlacement?.Invoke();

3
placeBigStructureButton.onClick.AddListener(() =>

{
ResetButtonColor();

ModifyOutline(placeBigStructureButton);
OnBigStructurePlacement?.Invoke();

1)

destroyButton.onClick.AddListener(() =>

{
ResetButtonColor();

ModifyOutline(destroyButton);
OnDestroy?.Invoke();

1)

private void ModifyOutline(Button button)
{

var outline = button.GetComponent<Outline>();
outline.effectColor = outlineColor;
outline.enabled = true;

public void ResetButtonColor()

{
foreach (Button button in buttonlList)

{
button.GetComponent<Outline>().enabled = false;

Honatoxk Al4 AudioPlayer

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

namespace SVS

{

public class AudioPlayer : MonoBehaviour

{

public AudioClip placementSound;
public AudioSource audioSource;

public static AudioPlayer instance;

private void Awake()

{
if (instance == null)
instance = this;
else if (instance != this)
Destroy(this.gameObject);
}
public void PlayPlacementSound()
{
if(placementSound != null)
{
audioSource.PlayOneShot(placementSound);
}
}
public void ChangeMute()
{
StartCoroutine(waiter());
}
private IEnumerator waiter()
{
audioSource.mute = laudioSource.mute;
//Debug.Log("mute");
yield return new WaitForSecondsRealtime(2);
audioSource.mute = laudioSource.mute;
//Debug.Log("Unmute");
}
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