The Kingdom Defense




Introduce

The Kingdom Defense is a complete project template that will help you
create a great 2D classic tower kingdom defense games like Kingdom
Rush. You only need change the graphic, advertising ID and publish on
Google Play or App Store . The project includes many game features like
Admob, In App Purchase. The project use Unity new version (2019.x) so
your game has highest performance and support all mobile device
generation

Features

Action fantasy defense game

- 36 levels with many map

- 7 tower abilities and upgrade

- Over 50 different enemies and bosses

- Command your soldiers and see them engage in hand to hand cartoon
battles!

- Magic skills

- In app purchase

- Admob interstitial and rewarded Video

- Optimized for Android Phones and Tablets!

- Work with Unity 2019.x
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Check Asset/Images and Asset/Sprites folder, we put all graphic in these
folders, they are .png files and you can reskin easily by photoshop




Replace the sounds and musics
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We put all sound and music files in Resource/audio files, please replace
them to change sound or music



Change advertising ID

-Open menu scene
-Check THE_PLATFORM_MANAGER
-Change all to your key and id
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Set up IAP

Use all IAP product ID in THE_PLATFORM_MANAGER
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Next step, please read in Unity Manual
Step 1: for Unity Unity
https://docs.unity3d.com/Manual/UnitylAPSettingUp.html

Step 2:
-For 1I0S

https://docs.unity3d.com/Manual/UnitylAPAppleConfiguration.html

-For Android

https://docs.unity3d.com/Manual/UnitylAPGoogleConfiguration.html
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