T unity3d RIEBIHAREI BT 5 L

W OE

BB, RIM¥ERi % (Tower Defence) , tHGIFKTD , #§—2RiMit7Eh A - HMEIE B2k
LS, CABH AR BN BB SR Bk, B PRI . B2 AR, WAt 2 v
i H AT BetE s, R4 H, BERIERR N PR IFR SR T TR 2 —, WREHT
& CHEYIREREY .

ARV AE F 2S RTHAT S SR 51 55 Unity3d, 4WARiE SN Cl. EIRT, Bixal bl
FEATART 25 R b g A% Py 2 3 T BOh A R B4, A 4 4 HR T 1) % 28 i
Bk, kN H R EA — E BE R AR RGN H IR Bk T E S
& H T R E 5 S R E . H ] Unity3d 5183k BE11E UTL Sk Hb I 1 45 B K iE
T4t e A AR R SR, AR TF R BRI IE ) B IS, TR
B, JEFRAR T IR R A

AL EFENEBRE S EE L TATHES TR R RIT S ThREEIL . MWREE YA
T, 2 IEEE PR AR BT AT R, 0 TF R B S« ST DA B SR Bt 72 o (1 = 22 )
#BT AR 1D 5%

KRB WEAk: B5Bi; Unity3ds PC



Design and Implementation of a virtual city building game

Abstract

Tower defense, that is, turret defense, also known as TD, refers to a kind of strategic game that
blocks the enemy's attack in the game by building turrets or similar buildings on the map. Tower
defense has a wide audience, simple game mode and strong playability. Today, tower defense is still
one of the most popular download types in game applications, such as the classic "Plants vs.
Zombies".

This design uses the current popular cross platform game engine unity3d, and the
programming language is C. In the game, players can build various defense towers on any blank
land to attack different types of monsters. Monsters will advance according to the predetermined
route. When the number of monsters entering the destination reaches a certain number, the game
will fail. When the number of monsters entering the destination does not reach a specified number
and all monsters are killed, the game will pass the customs. Use unity3d engine to design and
simplify the layout of UI and game map. And through the use of expanding classes, developers can
quickly add new monsters, defense towers, etc., improve development efficiency, but also reduce
the development cost of the game.

This paper selected topic background and the significance, feasibility and requirement
analysis, game design and function implementation, testing, and so on four aspects, according to the
production process of this design is discussed, the development idea and the main problems in the
process of implementation and the implementation of all records shall be described.

Keywords: Virtual game; Unity3D game engine; The interactive of games



1 =TT OO 1
Yy VA | OO 1

L2 WEFTLET G TR S oottt a st na st es et s e nsnens 1

I R X 1O PR 3
p R 570, N I L OO 3

p B el i OO 3

2.3 T AT ottt 4

28 LB ettt ettt ettt e s e e et et s e e e et et rnanaeterans 4
I3 s OO 5
3.1 IR oottt 5

LY I rza e OO 5
321 HIB G EEZE oottt 5
B.2.2 T ettt ettt ettt ettt n et n s tenans 6

I = OO 6

3,28 T BE ZR G oottt 8

325 AT oottt 8

3.2.6 BETH Ul ettt sttt n et 9

B TFRRIATZI .ottt ettt ene e 11
O 3 o OO 11
A1.1 BEHUIETEREI oottt 11

A.1.2 PERRIEFEVETERII oottt 11

B.13 TRATEIER oottt 12
N =Y 1 5 SOOI 12

B.1.5 PERRIEEAEIR oottt 12

4.1.6 T THIIEIIL . .ooooeee ettt 13

BT THAGTEEREIL oottt 13

B.1.8 A EEETIEIEIIL oottt 13

4.1.9 PERRARAITEFIBII oot 14

4.1.10 FNFEBLIEIRAEIIL oottt 14

4.1.8 TNATHEERZRBEII oottt 14

T VOO 14
T Bl £ 11T OO 14

T 13 OO 15

B3 MR ELZE oottt ettt ettt s et 17

B R ettt ettt A s At e st A A ettt AR e et et e et et et s n et et et enaneneeas 18
BEZE TR oottt ettt a ettt en e 19
R OO 20
B ettt a ettt e Attt s e At et s et e et et et an et etetesnanaeteranans 20



PLEAB AR SRR TS, AW RSB —FEHNE.
B RREAERA, BiA: https://d. book118. com/74702001312
4006056



https://d.book118.com/747020013124006056
https://d.book118.com/747020013124006056

