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OINMC TEXHOJIOT'Ti /KAHPY TOWER DEFENSE

XKanp tower defense 30epirac axTyalnbHICTh 3aBASKH IOETHAHHIO
npocToi 0a30B01 JIOTIKK Ta MNIMOOKHUX CTPATErivyHuX pimieHb. Taki irpu Jierko
alanTyoThcs 10 MOOUIbHUX, BeO- 1 IIK-matdopm, ixHs MexaHika noOpe
MiIXOAUTH Ul KOPOTKHMX CecCiii 1 TOBTOPHOTrO NpoxomkeHHs. Tema €
Ba)XJIMBOIO Yepe3 TEXHOJIOTIYHY CKJIAIHICTD Horo peamizamii. /st sikicHOTO
tower defense moTpiOHI CiTKOBa KapTa, CHCTeMa MAapIIPYTiB, XBHIbOBUI
CIaBH BOpOTiB, ©(EKTUBHE OHOBICHHS BEJIHMKOi KIJIBKOCTI OO’€KTiB Ta
3po3yMinuil iHTEpdeEiic.

HajimommpeHImow OCHOBOIO piBHIB € CiTKOBa a0 BY3JIOBa KapTa.
I'paBers po3millye Bexi Ha BU3HAYCHHX KIITHHKaX, a BOPOTH PyXarOThCS
B3JIOBXX MapmipyTy. Taka cTpyKTypa CIPOIIye MEepeBipKy KOMi3ii i poOUTh
po3pobneHHs piBHIB mepenOauyBaHuM. Jlis  moOynoBum  MapuipyTy
3aCTOCOBYIOTH QJTOPUTMHU MOUIYKY LUIAXy, Hacammnepen A*. YV mpocTux
MPOEKTaX MUIIX (DIKCOBAHHMA, a y CKIAIHINIUX — OHOBJIOETHCS IIiCIA
BCTaHOBJICHHsSI HOBHX Iepelikon. Lle mo3Boisie THyyko pearyBaTtd Ha Jii
rpaBLs.

KirouoBy ponb Bifirpae cucreMa XBHIb, IO 3a7a€ TEMIl TPH,
HApOCTaHHS CKIIQJHOCTI Ta 3MiHYy THIIB CYIPOTHBHHUKIB. XBHIILOBA JIOTiKa
(dopMye BIgUyTTsA Tporpecy W M03BOJsE€ OanmaHCyBaTH piBHI Oe3 3MiHH
OCHOBHOI KapTH. /I TPOXYyKTHBHOCTI BaXJIIMBUM € object pooling —
MTOBTOPHE BUKOPHCTAHHS CHAPSIIIB, BOPOTIB 1 Bi3yalbHUX e(eKTiB. Y xkaHpi,
€ OJHOYACHO aKTWBHI JECATKH OO0 €KTiB, IMeW MmiaxiJ 3MeHIIye
HaBaHTAKEHHS HA 11aM’STh 1 IPOLEcop.

Inrepdeiic y tower defense moBuHEH WIBHIKO INepeAaBaTH TPaBLEBI
KpUTUYHY 1H(hOpMAILit0: BapTICTh BEX, pajiyc Aii, NIKOAY, IBUIKICTh aTaKH,
KUJIBKICTh pecypciB i HampsMOK pyxy BoporiB. ToMmy miJCBiuyBaHHS 30H,
iHnuKaropn Ta iHQopMmauliiiHI MaHedl € He JEeKOpaTHMBHUMH, a
(YHKIIOHATIFHIMH €JIEMEHTaMH.

VY tabnuui 1 npeacraBieHO OCHOBHI TEXHOJIOTIT 3a3HAUYEHOTO KAHPY.

Tower defense — wme skaHp, y SKOMY TEXHOJOTIYHA peasi3awis
OesrocepeIHbO BIUIMBAE HA SIKICTh TEHMIUICIO, i€ HaWOUIbII 3HAYYIIUMHU
KOMITOHEHTAMH € CITKOBa CTPYKTypa KapTH, aJrOPHTMH MaplIpyTH3auii,
XBHJIbOBA CHCTEMa Ta ONTUMi3aniitHi MmeToau. OTJIsi MOKa3as, 0 YCIiIIHAH
IIPOEKT KAaHPY OyAyeTbcs Ha IOEAHAHHI IIPOCTOI Bi3yalbHOI Mogeli,
nepeadadyBaHOi JIOTIKM BOPOTIB 1 3pydHoro iHTepdeiicy. Came 3aBIsIKu
upomy tower defense 3anumaerbest ePEKTUBHOIO MOJIEIUTIO JISI HABYATHHUX
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Ta KoMepuiitHux irop. Ha mpakTurmi TexXHoJorii )kaHpy BUKOPHUCTOBYIOTH HE
JMIIE B PO3BAXAIBHUX irpax, a i y HABYaIBHUX CUMYJIATOpPaX, JIe BaXKJIHBO
HAOYHO TIOKA3aTH NPUHIMIIN IUIAHYBAaHHS PECypciB, OWIHKH PH3HKIB 1
mnpiopureriB. Tower defense 3py4Hmii K MOIENb IS SKCIEPHMEHTIB i3

reuMaIn3aiiHOM.

Tabmmus 1
OCHOBHI TEXHOJIOTIi )KaHPY
TexHoJioris DyHKIiA Edexr
. Posmimennst Bex 1 | Copornye JIOTIK
CitkoBa KkapTa e POty y
MapIIpyTiB piBHS
- IToGynoBa nusixy | 'Hydka peakuiss Ha
A* / pathfinding A y| iy peak
BOPOT'iB HEePENIKOH
KepyBanust xBuisimu | @opmye  temm i
Wave system py . PMY¢
CYNPOTUBHHUKIB CKJIA/IHICTh
IToBTOpHE 3MeHuye
Obiject pooling BUKOPHUCTAHHS HaBaHTAXKEHHS Ha
00’€KTiB CUCTEMY

[lmardpopmHa amamTariss 3aleXdUTh Bix BHUOpaHWX pimeHs. Jlns
MOOLTPHHX BepCili MOWIIBHO CIPOIIYBATH Bi3yalibHI e€(pEeKTH Ta YacTOTy
oHoBieHHs, msi [IK-Bepciif MokHa 30UTBIIYBAaTH KiTBKICTH BOPOTIB,
PI3HOMaHITHICTB BEeX 1 ITHOMHY OanaHCyBaHHS.

Omxke, TexHoJOriYHMH crek tower defense MoXkHA pO3risImaTH sK
KOMIIaKTHY MOJEJb CydacHOi irpoBOi apXiTeKTypu: KapTa, HUISIX, XBUWII,
iHTepdeiic 1 onTUMi3allis NpauTh SK €MHA CUCTEMA.

HaiitunoBimumMu npoGieMaMu )KaHpy € HaJMipHA OJTHOTHUITHICTh PiBHIB,
cnabka BapiaTHBHICTh BOPOTIB 1 NepeBaHTakeHHs iHTepdeiicy BeIMKOro
KUIBKICTIO mapaMeTpiB. Uepes 1€ BAXKJIMBO MOEIHYBATH 3PO3YyMITY CXEMY
I'pH 3 OCTYIIOBUM YCKJIQJHEHHSIM MEXaHiK.

IMopansime BaockoHaneHHs tower defense moB’si3aHe i3 3aCTOCYBaHHIM
npoLeaypHOl TeHepalii, axanTHBHOro OanaHcy, po3ymHimoro Al Ta
rHydkimoi cuctemu amrpeiimiB. Came Taki pilIeHHS IO3BOJISIOTH
MATPUMYBATH iHTEpecC IpaBild 0e3 BTPATH JOCTYITHOCTI.
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