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vlastnosti, ich prevod na implementaciu
vyvoj a implementacia

- dizajn strategickej hry a implementacia prototypu v Unity

® Prototyp reprezentuje vzhlad alebo funkcnost
niektoreho/niektorych aspektov vyvijanej hry.
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Strategicke hry

® - trenovacia simulacia

® - odstup od vojenskej tematiky
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Koncept hry

® Aspekt manazovania
® Tema (dobyvanie, objavovanie, budovanie, obchodovanie)

® Perspektiva



Prototyp

- 2Clenny tym
- agile-scrum
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- Simulacia riadenia krajina
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Your fulfillment of last plan
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Planovanie produkcii
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Vyvoj aplikacie

—public class CountryManager : MonoBehaviour

{

private static CountryManager instance;

public static CountryManager Instance

{
get
{
if (_instance == null)
{
_instance = GameObject.FindObjectofType<CountryManager>();
¥
return _instance;
¥
¥
void awake()
{
DontDestroyonLoad(gameObject);
¥

void start()
{
RefreshDetails();
ListRegions();
SetStartingResources();
foreach(RegionHandler reg in regionList)

{
}

reg.SetPassiveShowcase();
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Miscellaneous Files

vI #= CountryManager
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//For buildings structures that take up Slots
public void Build(Showcaselink buildingObject)

! GameObject building = buildingObject.GetlLink();
selectedRegion.BuildStructure(building);
building.GetComponent<BuildingType>().ApplyConstructionCosts(ref resources);
builtThisTurn++;

RefreshDetails();
¥
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public void BuildStructure(GameObject tbb)

! foreach (StructureSlot slot in buildingSlots)
¢ if (!slot.IsOccupied())
{
slot.Build(
Instantiate(tbb, slot.GetTransform().position, slot.GetTransform().rotation, transform));
break;
) stucuresiotes -+ > I
¥ [c#] Miscellaneous Files vI
) 101 = public void Build(GameObject newBuilding)
102 {
103 = if(building != null)
104 {
185 Object.Destroy(building);
1@6 }
107 i
108 occupied = true;
109 permanent = false;
11@ building = newBuilding;
111 b
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Aplikacné interface:

Interface pre budovy

Interface pre popup okna

nterfaces.cs +# X

[c#] Miscellaneous Files - I *0 BuildingType
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7 —public interface BuildingType

8 {

9 public bool CanBuild();

10 public void ApplyConstructionCosts(ref CountryManager.Resources res);
11 public void ApplyProductions(ref CountryManager.Resaurces res);
12 = //public void IncreaseProductions(ref RegionHandler.Region reg);
13 //public void RemoveProductions(ref RegionHandler.Region reg);
14 I public int RequiredWorkers();
15 public string StringProductions();
16 o public bool TakesSlot();
17 1
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[c#] Miscellaneous Files ~ | =0 BuildingType
66
67 -lpublic interface Clickable
68 {
69 void OnMouseUpAsButton();
70 public void SetSelected();
71 public void SetUnselected();
72 }
74 -lpublic interface Hoverable
75 {
76 void OnMouseEnter();
77 void SetHovered();
78 void OnMouseExit();
79 void SetUnhovered();
80 }
Q
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Vyvoj strategickych hier v Unity
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otazky

2. ,Co vsetko sa da vo vasej hre robit? Ako tieto
veci komunikujete hracovi?*

. »S akymi problémami navrhu/implementacie

1. ,V praci uvadzate, Ze ste sa stretol s 3 R . N
ste sa stretli pri vyvoji hry?

problémom ,analysis paralysis". Uvedte
prosim konkreétny priklad: taky, na ktorého /4. ,Zaujimal by ma viac kontext vasej hry ako
vyrieSenie ste najviac hrdy." vzdelavacieho nastroja - kde planujete hru
pouzit?V skolach? Pripadne na nejakych
festivaloch? Alebo bude hra niekde online
dostupna?"
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