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3ABJAHHSI
HA KBAJIIPIKAOINHY POBOTY

Maukiscskomy Jlenncy CepriioBuay

1. Tema kBamidikamiiinoi podotu: «Po3podka nerekruBnoi rpu ""Freedom of the Ghost"
y dopmati KapT 3 BUOOPOM MOIN»

KepiBHUK KBamidikariitnoi po6otn acuctent kabenpu 13 Onexcannp SPOITEBCHKUIA,
3aTBEp/KEHl Haka3oM JlepKaBHOTO YHIBEPCHUTETY 1H(OpMaiiHO-KOMYHIKalIHHUX
TEeXHOJOT1H Big «24» motoro 2025 p. Ne 56.

2. Ctpoxk nmomanHs kBajidikaiiiinoi podotu «02» uepBus 2025 p.

3. Buxigni nani g0 kBamiikaiiiHoi pobotu: Onuc mporecy CTBOPEHHS JIETEKTHUBHOI
IOKPOKOBOi KapTkoBoi rpu Ha pymri Unity. IIpoBeaeHo aHami3 »KaHPOBUX AaHAJIOTIB
(Cluedo, Detective: A Modern Crime Board Game, Obduction) Ta odiriiinol
mokymeHTami go Unity 2020.3 LTS, a Tako)X BHBYEHO MOKJIMBOCTI NOOYIOBHU
BHYTPIIIHLOITPOBOI JIOTIKKH 0€3 3amydeHHs cepBepHOoi uacThuHH. CdhopMysiboBaHO
dvHKINOHANEH] Ta HedVHKIIOHAJILHI BHUMOTHM [0 TPHA, BHUKOHAHO HOPOEKTYBaHHSI
apXITEKTYpH Ha OCHOBI 00'€KTHO-OPIEHTOBAHOI'O IMIIXOJY, peanizoBaHo jgiarpamu Use
Case Ta KJjaciB, BHM3HAY€HO OCHOBHI cIIcHapli B3ae€MOJIl KOPHCTYBada 3 ITPOBHUM
cepenoBumeM. Po3poOka Ta TecTyBaHHS 3AIMCHIOBAJIMCH 13 BHUKOPHCTAHHSIM MOBU
nporpamyBanus C# Ta cepenmosuma Unity, 3 pokycoM Ha peamizallilo CHCTEMH BHOODPY
I, OKAa3y IMIKa30K, BHYTPIMIHEOr0 OJ0KHOTA Ta dhikcatii 1cTopii rpaBIliB.




4. 3MICT PO3paxyHKOBO-TIOSICHIOBAJIBHOI 3amuCKu (TIEpeNiK MUTaHb, SKI MOTPIOHO
pO3pOOUTH)

1. O Ta aHami3 HasgBHUX JIETEKTMBHHUX Ta KapTKOBHX Irop 13 eleMEHTaMH
posciiayBanHsa (Cluedo, Her Story, Obduction), Bu3HaueHHs IXHIX HepeBar Ta
HEJO0JIKIB, aKTYaJIbHICTh 00paHOI TEMH.

2. BusHauenns  GYHKIIOHAJBHHMX  Ta  HE(QYHKI[IOHAJbHHUX  BUMOL __ JIO
MYJIBTHILIEEPHOI KOOIIEPATHUBHOI I'PH.

3. Po3po0ka mijika3Ku Bij IpUBHIA, BUOIp A1H, KJIaCH KapTOK, CIICHapli B3a€MOJIii 3
rpaBueM. IToOoynosa Use Case Ta miarpaM kiacis. Bu6ip pymiisg Unity, moBu C#,
pukopucranug Canvas Ul ta ScriptableObject.

4. Onnc peanizamii KIIOYOBHX KOMIIOHEHTIB: BIJOOpaskKE€HHS KapTOK, 00poOka
BHOOPY IpaBIlsl, CUCTEMA ITAKA30K, ¢da3u rpu. 3actocyBaHHs marepHis MVP.
[MOJ1€BOI MOJIEN1, KACTOMHUX CKpUITIB yV Unity.

5. IlpoBeneHHsI MOAYJILHOTI'O Ta IHTETPALIIHHOIO TECTYBAHHS JIOTIKY rpu. [lepeBipka
LUKJIY A1i, poOOTH MIJIKAa30K, BUOOPY i, peakiui Ha jii rpaBid. TecryBanusa Ul ta
IUIABHOCTI CIICHAPIiB.

5. [lepenik rpadiuHoro Marepiany: npeseHmayis

1. Amnaii3 aHaJOIIB.

2. Bumoru 1o gonatky (GyHKIIOHAIBHI Ta HEYHKIIIOHAJIBHI).
3. Konuenr rpu.

4. TeiiMIuiel Ta MEXAHIKH.

5. IIporpamui 3acobu peanizarii.

6

7

8

. UML-marpamu (Use Case, Kj1aciB).
. Expanni dopmu.
ArnpoOartiist pe3yabTaTiB JOCTIKEHHS.

6. [laTra Bumaui 3aBnanns «25» _mwoTtoro 2025 p.

KAJIEHI[APHI/Iﬁ IJIAH
Ne HazBa eranis CTpoK BUKOHAHHS [Ipumitka
3/m KBaJiQikaliitHoi poboTH eTariB poboTH
1 | ITixGip Ta aHaNi3 HAYKOBO-TEXHIUHOI JIITEpaTypH 3 25.02-04.03.2025

TEMaTUKHU JETEKTHUBHUX IrOp Ta iIrpoBOi MEXaHIKU

2 | Ananis icaytounx aHanoris (Cluedo, Obduction, 05.03-13.03.2025
Detective, Her Story)

3 | [IpoexTyBaHHs CTPYKTYpHU I'pH: cueHapii aiif, miaka | 14.03-23.03.2025
3KH, KapTH, JIOTiKa BUOOpPY

4 | Po3po6ka Use Case ta UML- 24.03-03.04.2025
Jiarpam, MPOEKTYBAaHHS apXITEKTypH 3
BUKOPUCTAHHAM nnatepay MVP

5 | IIporpamua peaiizariisi KIFOYOBUX MexaHik: kapTku, | 04.04-19.04.2025
SpiritBoard, BuOip nii, miaka3ku

6 | Iarerpamis inTepdeiicy Ta noriku, crBopenHs BikoH | 20.04-28.04.2025

BUOOpY, icTopii Jiit




7 | TectyBaHHA MpOEKTY: nepeBipka (a3 rpu, cradbinen | 29.04-08.05.2025
OCTi, CIICHapiiB

8 | OdopmieHHs poOOTH: BCTYII, BACHOBKH, OTIHC 09.05-15.05.2025
peasizarii

9 | Po3pobOka gemMoHCTpaliifHuX MaTepiatiB 1Is 16.05-22.05.2025
3aXHUCTY

10 | IlomepenHiii 3aXKUCT Ta MOAAHHS pOOOTH 23.05-30.05.2025

3100yBa4 BHINO1 OCBITH

Tlennic MAHKIBCBKUI

(nionuc)

KepiBauk

KBaidikaiiitHoi poboTu

Onekcanap SPOIIEBCEKUN

(nionuc)










PE®EPAT

TekcToBa yacthHa KBajiikamiiHOi poOOTH Ha 3100YTTS OCBITHBOTO CTYTCHS

Oakanaspa: 44 ctop., 1 Tabi., 16 puc., 21 mxepen.

Mema pob6bomu — TOCWIMTH MICTUYHO-ACTEKTUBHY CKIIQJOBy TIpH IUIIXOM
BUKOPHUCTAaHHA crienu(iuHuX 00’€KTIB, TAKUX SIK KapTH i, MiJKa3KWA BiJl MPUBUAA Ta
naHelab J0Che, 10 (GOPMYIOTh aTtMoc(epy pO3CIiIyBaHHS Ta 3aHYPIOIOTh T'paBls y
MPOLIEC MOUIYKY ICTUHHU.

06’exm 0ocniddcenHs: — MPOLIEC CTBOPEHHSI 1HTEPAKTUBHOI JETEKTUBHOI T'PU 3
BUKOPHUCTAHHSAM KapTKOBOI CUCTEMHU BUOOPY Ta MOOYIOBH JIOTIKH IT1JIKA30K.

IIpeomem Oocniodcenns — TEXHOJOTIT Ta THCTPYMEHTH peani3alli IHTepaKTUBHOL
JETEKTUBHOI I'PU 3 KAPTKOBUM 1HTEpDeiicom.

Kopomxkuii  smicm pooomu:. Y xBamdikamiiiHiii poOOTI MpoaHaII30BaHO
0COOJIMBOCTI peaii3alli MOKPOKOBUX JETEKTUBHUX ITOp 3 KApTKOBUM I1HTEpQeiicoMm.
JocnimxeHo irpu nmoaioHoro xxaHpy, 3okpema Simulacra, Duskwood Ta Card Detective,
Ha OCHOBI YOT'O BUOKPEMIICHO KJIFOYOB1 (DYHKI[IOHAJIbHI €JIEMEHTH: MIOCTYIOBE PO3KPUTTS
CIOJKETY, BUOIp Aili depe3 KapTKH, CUCTeMa TiIKa30K, B3aEMOJIS 3 JyXOM-TIPUBUIOM, a
TaKOJX 3aIlrC Ta 30epeKeHHsT BUOOPIB IrpaBIIs.

Po3pobseno konuenuito rpu Freedom of the Ghost, y sikiif moegHaHo MiCTHUHY
aTMocQepy 3 JIOTIKOI JSTYKTUBHOTO PO3CHiAyBaHHs. PeanizoBaHO irpoBi MEXaHIKH:
reHepallisi BUMaaKoBOi crpaBu (BOMBIIS, Micile, 30posi, 4ac), B3a€MOJisl Yepe3 YOTUPHU
TUIU KapT (MiJKa3Ka, mam’siTh, MpaBaa/OpexHs, 10J1s), 30epe’keHHs BUOOPIB y OJIOKHOTI,
niakasku yepes SpiritBoard, mocke 13 mepeaicTopiero Ta miACyMKOBA MaHeb Pe3yIbTaTiB.

st po3pobku Oyno BUKOpHUCTaHO irpoBuil pyuiiid Unity, MOBY mporpamyBaHHs
C#, inctpymentu Canvas Ul mms moOymoBu iHTepdeiiciB ta ScriptableObject mis
30epiranHs irpoBux naHux. OCHOBHaA JIOTiKa peali3oBaHa dYepe3 pPO3AUICHHS Ha
menemkepu (GameManager, ProgressManager, ChoiceManager To1o), 1o J103BOJisi€

MiATPUMYBATH MacIITa0OBaHICTh Ta TOBTOPHE BUKOPUCTAHHS KOMITOHEHTIB.



[IpoBeneno TtectyBaHHs 0a30BOro (HyHKI[IOHATY, TEpPEBIPEHO BapiaTUBHICTD
CIIeHapliB, Mpare3aaTHICTh IMiJIKa30K, CTaOUIbHICTh ITUKIIY TPH Ta BIAMOBIIHICTH JIOTIKH
po3chigyBanHs. OTpuMaHi pe3ysibTaTH MIATBEPIKYIOTh €(PEKTUBHICTH peaTiz0BaHOl
CTPYKTYpH Ta MEXaHIK y KOHTEKCTI )KaHPy IHTEPAKTUBHOTO JIETCKTUBY.

Cdeporo BUKOpUCTaHHS PO3POOJIEHOI TPU € OpraHizaiis JI03BIUIS, PO3BUTOK
JIOTIYHOTO MUCJICHHS, HAaBUYOK aHaji3y, ACAYKII Ta KOMaHIHOI B3aEMOIIi cepen
OiUTITKIB Ta MoJoni. ['py Mo)KHa BHUKOPHUCTOBYBAaTH SIK 1HCTPYMEHT IJISi PO3BHUTKY
KPUTHYHOTO MUCJICHHS B HE()OpMaJIbHIM OCBIT1, ICUXOJIOTIYHUX TPEHIHTaX a00 B paMKax

HaBYaJIbHUX ITPOBUX CECIi, OPIEHTOBAHUX HA PO3BUTOK COLIAJIBHOI B3aEMO/III.

KJIFOYOBI CJIOBA: UNITY, C#, CANVAS Ul, IETEKTUBHA
I'PA, SPIRITBOARD, ITPUBU/I, ITIIJIKA3KA, KAPTKOBA I'PA, IIEPETSAAI'YBAHH
1 KAPT, GAMEMANAGER, BJIOKHOT TI'PABIIS, KAPTKH, ITOKPOKOBUI
TEMMITIEN.
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BCTYII

Axmyanvuicmes memu TOJATAE B 3pOCTAIOYiN POl IHTEPAKTUBHHX 1TOp SIK 3aC00y
3aHYPEHHS y CKJaJHI CIOXKETHI CIIeHapil Ta PO3BUTKY AaHATITUYHOTO MUCJICHHSA. Y
Cy4acHOMY IIpOBOMY MPOCTOPi1 JAEAYKTUBHI ITPU 3 €JIeMEHTaMH MICTUKH HaOyBarOTh
NOMYJISIPHOCTI 3aB/ISKU 3[aTHOCTI MOEAHYBATH 1HTEJIEKTYaJIbHI 3aBJIaHHA 3 €MOILIIHUM
3anypeHHsIM. OcoOmuBicte Tpu Freedom of the Ghost momsrae y BukopuctanHi
OpUTIHAIBHOI KAapTKOBOI CHUCTEMH B3a€EMOJIi Ta Yy4acTi MEpPCOHa)Ka-MPUBHUIIA SIK
nocepeHuKa y po3ciiayBanHi. ['paBenps He juIie 31HCHIOE BUOIp A1l uepe3 KapTKu, a i
OTPUMYE MIJKA3KU 3a JOMOMOIOI0 MICTUYHUX €JIEMEHTIB, TAKUX K CIIUPUTUYHA JOLIKA
Ta BUMAAKoBI OaueHHs. lle mo3Bosisie CTBOpPUTH THMOMIMN pIBEHb 3aTy4YCHHS,
BaplaTUBHICTh MPOXO/KEHHS Ta arMoc(epy IHTEPAKTHUBHOTO pO3CIIAYBaHHS 3
eJIEMEHTaMU HaAlPUPOIHOTO.

06'exkmom 0ocnidxcenHs € MPOLIEC CTBOPEHHS ITHTEPAKTUBHOI AETEKTUBHOI TPH 3
BUKOPUCTAaHHAM KapTKOBOI CHCTEMH BUOOPY Ta MOOYOBH JIOTIKHU IMIJKA30K.

Ilpeomemom  Oocnidxcennss € TEXHOJOTi Ta IHCTPYMEHTH peaiizaiii
IHTEPAKTUBHOI JE€TEKTUBHOI IPU 3 KAPTKOBUM 1HTEpEHCOM.

Memoto pobomu € TIOCUJIEHHS MICTUYHO-AETEKTUBHOI CKJIAJ0BOI I'pU ILUISIXOM
BUKOPUCTaHHA crnenudiyHuX 00’€KTiB, 1m0 (HOPMYIOTh aTMochepy po3CTiayBaHHS Ta
3aHYPIOIOTh TPABIlS Y MPOIEC TOUTYKY ICTHHH.

Memoou Oocnidxcenns. aHam3 KaHPOBUX OCOOJMBOCTEH NETEKTUBHHUX ITOp 3
KapTKOBHUM 1HTEep(EiicOM, BUBUYEHHS aHAJIOTTYHUX MTPOEKTIB, MPOEKTYBAHHS apXITEKTYpH
rpu 3a ponomororo UML-miarpam, peasnizaiiisi irpoBoi joriku B cepemoBuii Unity 3
BUKOpHCcTaHHAM MOBU C#, cTBOpeHHs iHTepdeiicy kKopucTyBayda 3 ornoporo Ha Canvas Ul,
MOJICJIIOBAHHSI MEXaHIKM TiJKa30K Ta BapilaTUBHOTO BHOOPY [iid, MPOBEACHHS
MOJIyJIbHOTO TE€CTyBaHHS (PYHKIIIOHAJIbHUX KOMIIOHEHTIB I'PU Ta PYYHOTO TECTYBaHHS
IrpOBUX CIICHAPIIB.

Haykosa noeusna npoexkmy BU3HAYAE€ThCA TOEAHAHHSIM KapTKOBOI MEXaHIKH 3

CJICMCHTaMH ACTCKTHUBHOI'O pOSCJ’IiI[YBaHHﬂ, BHUKOPHUCTAHHAM iHTepaKTI/IBHOFO



NepCcoHaXa-MpUBUAA SK JDKepena MilKa3ok, 1mo (opMmye aTtmocdepy MICTUKH Ta
cnpsiMoBye TpaBis. PeamizoBaHo mexaniky SpiritBoard — BuBeneHHsS MiIKa30K y
BUTJISAII JIITEP, a TaKOX CHUCTEMYy 3alucy BHOOpPIB 13 Bi3yaJbHUMH MapKepaMu
npaBHIbHOCTI. ['pa 3abe3neuye MOBHE MPOXOHKEHHS PO3CIiAyBaHHS B OJJHOMY CEaHCI 3
MOJKJIBICTIO TIOBTOPY Ta 3MiHU CIPAaBH.

Ilpaxmuuna 3nauywicme TONATAE B TOMY, 110 PO3po0JIeHa IE€TEKTHBHA IPa MOXKE
OyTH BUKOpHCTaHa K 3aci0 PO3BUTKY aHAJIITUYHOIO MUCJICHHS, YBard A0 JeTajied Ta
JNETyKTUBHUX HABUYOK. 3aBISIKM BHUKOPHUCTAHHIO 1HTEPAaKTUBHOTO iHTepdeiicy, Tpa
3/laTHa BUKOHYBATH POJb TPeHaXepa A (popMyBaHHS HABUUOK MOCHTIIOBHOTO aHAMTI3Y

CUTYyaIIiit
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1 AHAJII3 ITPOBJIEMMU TA OI'JIAA ICHYIOUMX PILIEHDB

1.1 Omnmc npeaMeTHOI ray3si

VY cydacHOMy CBITI KOMIT'IOTEPHI ITpy CTajid HE JIMILIE JHKEpeIoM po3Bar, a il
MOTY>XKHUM 1HCTPYMEHTOM PO3BUTKY KOTHITMBHHX 3/110HOCTEH KopucTyBauiB. OcoOnnBe
MICIIE Cepell HHMX IIOCIJIal0Th IHTEPAKTUBHI IIpH, IO TMOEJHYIOTh €JIEMEHTH JIOTIKH,
CTpaTETIYHOTO MUCJCHHS Ta COIliaibHOI B3aeMojii. Came J0 TaKoro >KaHpy HaJICKHUTh
irpa "Freedom of the Ghost" —nerexkTiBHa KapTKOBa TIpa 3 MOKPOKOBUM IrpOBUM
IIPOIIECOM, IO peanizyeTbes Ha pyirii Unity. Bona 06'e1Hye KOMIOHEHTH JTOCIIIKEHHS,
300py MIJKa30K Ta MOCTYIIOBOIO PO3KPUTTS CIOKETHOI JIiHIi, 1110 HAJa€ i TTMOMHU Ta
1HTEPAKTUBHOCTI.

[IpeameTHa ramy3b  JOCHIKEHHS  OXOIUIIOE  PO3POOKY  IHTEPAKTHUBHUX
JNETEKTUBHUX 1rOp 3 KapTKOBUM 1HTEpdeiicoM, y SKUX I'paBellb MOCIII0BHO 00upae Aii,
aHaI3y€e MiAKa3KW Ta HAMaraeTbCs PO3KPUTH 37104MH. OCOOIMBICTIO € BIPOBAIKEHHS
€JIEMEHTIB MICTUKH Yepe3 MepCOHaKa-MPUBUJIA, IKUI HAJla€ HEMPSAMI T1Ka3KU, a TAKOXK
CTBOPEHHSI I'POBOTO MPOILIECY, MOOYJOBAHOIO Ha MOCTYIOBOMY BIJIKPUTTI 1H(pOpMAIlii,

30epekeHH] pillleHb y OJIOKHOTI Ta 3MIHHINM CTPYKTYpP1 MMPOXO>KEHHS .

1.2 Orssx nporpaMHUX NPOAYKTiB-KOHKYPEHTIB

1.2.1 Simulacra
Simulacra — 1e iHTepakTUBHA ACTEKTUBHA Tpa, peali30BaHa y BUIJISIII 3HAWCHOTO
tenedoHy. ['paBenb AOCHIHKYe OCOOWCTI TMOBiMOMIICHHS, (oTorpadii Ta T0MATKH
3HMKJIOL JIIOJUHU, 00 PO3KPUTU NpaBAy Npo 1ii 3HUKHEHHS. IrpoBuil mpoiec
noOyJ0BaHUI Ha TOIIYKY MiJIKa30K Y IMUGPOBUX CIiaxX Ta aHai31 B3aEMO3B S3KIB MIXK
3HaljeHow  iH(popmaliero. ['pa  moegHye armocdepy  Hampyrd, €IEeMEHTH

MICUXOJIOTIYHOTO TpUJIepa Ta HEeJIIHIMHUI HapaTuB.
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Henomniku: oOMexeHa B3aeMOJisl 3 ITPOBUM CEPENOBUIIEM, BICYTHICTh KapTKOBOI

MEXaHIK{ YU BaplaTUBHOTO BHOOPY MiMl y TpaauIliiHOMY reiMIIeiHOMY (popMari.

1.2.2 Duskwood

Duskwood — 11e MOOiIbHA IETEKTHBHA I'pa B JKaHPl IHTEPAKTUBHOI'O TPHIIEPA, 1€
rpaBellb OTPUMYE MOB1IOMIJICHHS BiJl IEPCOHAXKIB, SIK1 PO3CHIAYIOTh 3HUKHEHHS J1IBUNHHU.
Bcest rpa moOyaoBaHa HaBKOJIO TEKCTOBOTO CIIJIKYBaHHS, Teperisaay ¢aiiis, Bigeo Ta
aymio, SKi TOCTYIIOBO PO3KPHUBAIOTH CIOKET. BaximBy posib Bigirpae armocdepa
HAIPY>KEHOCTI Ta 1JIt0314 PeaabHOro JIMCTYBAHHA B YaTl.

Henoniku: oOMexeHe yrnpaBiIiHHS [isIMU TPaBIls, BIICYTHICTD (h13UYHOI B3a€MOJIIT 3
00’eKkTaMu, By3bKa MeXaHiKa BUOOpPY peErulK 0e3 anbTepHAaTHB y BUIJISII KapTOK YH

AKTUBHUX JIH.

1.2.3 Card Detective
Card Detective — 1e MoOibHa Tpa B KaHPl JCTEKTHBY, MOOYyJ0BaHA HABKOJIO
KapTKOBOi MeEXaHIKH. ['paBellb OTpUMYy€ HOBI KapTKH, IO CUMBOJI3YIOTH JIOKa3H,
NEPCOHAXIB a00 MO/, 1 BUKOPUCTOBYE X Uil 3’sICyBaHHs JeTaneil 3mounHy. KoxeH
BUOIp BIUIMBAE HA XiJI PO3CIIIIyBaHHS, a KIHI[IBKA 3aJI€KUTh BiJ 310paHoi iH(opmarrii.
Henomniku: miHiHUNA CIOXKET y OUIBIIOCTI ClIEHAp1iB, 0OMEKeHa B3a€MO/IIsl 3 IFPOBUM

CBITOM 11032 ME€XaMU KapTKOBUX MOIIH.
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Taomung 1.1
AHaJli3 KOHKYPEHTIB ITPOEKTA
Haspa rpu | ®opmar | CouiajgbHa Bunaako- IHokpoxo- Croxer- | Hemouaiku
B3acMOis BiCcThL BiCThL HiCTh
Simulacra | Iudposa Husbka Husbka Hi Bucoka | JliniiiHui
rerMILIeH,
oboMexeHa
B3a€MO/IiA
Duskwood | I{udposa Cepenns Husbka Hi Bucoka | IloBiabHH
M TeMIl,
oOMexxeHa
BapiaTUBH
1ICTh
Card [Mudposa Husbka Cepennst Tax Cepennas | OOMexeH
Detective W BIUIUB
rpaBIlsd HA
CIOXKET
Freedom of | ITudposa Bucoka Cepenns Taxk Bucoka | [lotpebay
the Ghost CKJIa(Hii
noOy10Bi
CLIeHapliB
1.3 Oraspa IT-3aco0iB i TexHoJ10riI# 17151 peanizanii
1.3.1 IrpoBuii pyuriit Unity
Unlty — IOC CYy4YaCHC KpOCHJ'IaT(l)OpMHe CCPCAOBHIIIC pO3pO6KI/I, AKE HO3BOJIAE

CTBOPIOBATU 1HTEPAKTUBHI JIOJATKH, 30KpEMa irpu, 3 BHCOKHM pIBHEM Bi3yasi3ailii,
aHiMarlii Ta Jioriku. OJIHI€I0 3 KJIFOYOBUX T€peBar pylIiisi € HOro opieHTAaIlis Ha 3pyYHICTh
po3pobnuka: iHTepdeiic Unity Mae IHTYITMBHO 3pO3YMITY CTPYKTYpPY, SIKa JO3BOJISE
30CepeIUTHCS caMe Ha (YHKUIOHAIBHOCTI NPOEKTY, & HE Ha AeTalsIX peanizauii
rpadiqHOTO PyTIIis.

s peanizauii rpu «Freedom of the Ghost» 6yno o6pano came Unity 3 ornsigy Ha

HOT0o MOTY>KHI MOXJIMBOCTI B po0oTi 3 2D-rpadikoro. 3aBasku KOMIOHEHTaM Sprite
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Renderer, Canvas, RectTransform, Image Ta Event System, po3poOHuKy Bmamocs
peaidyBaTH B3a€EMOJIIF0 3 KapTKamH, IIiJIKaskaMu, iHTepdeiicom BuOOpy i Ta
omoxknotom rpaBus. Cucrema Canvas Scaler mo3Bosimiia peanizyBaTh aJlaliTUBHUM
iHTep(deric — He3anekHO BiJ pO3Mipy BiKHA UM €KPaHY, BCl €IEMEHTH BIIOOPaKaIOTHCS
3 OTHAKOBOIO TOYHICTIO ¥ JIOTIKOIO B3a€EMO/II].

e oani€o KIOYOBOIO TMepeBaror € SceneManager, KUl Ja€ 3MOTy THYYKO
KepyBaTH MEPEeXoJaMy MK CIICHAMU: HANPUKIIAJ, 3allyCK HOBOI I'pH, TMOBEPHEHHS 10
rOJIOBHOT'O MEHIO, 3aBeplleHHs cecii. L{e 3HauHOo crpolirye KepyBaHHSI IIPOBUM IPOILIECOM
Ta MIJBUILYE THYYKICTh cucTteMu. Jlyis peanizaiii irpoBOi JIOTIKM TaKOX HIMPOKO
BUKopucTtoByBaBcss Canvas Group — 3 HOro JOMOMOIO peali3oBaHO e(eKTH
3aTeMHEHHS, TUTaBHE 3’ SBJICHHS TaHesel, OJIOKyBaHHS B3a€MO/IIT 3 €IEMEHTaMU 1] Yac
aHIMaIllH TOIIO.

Oco06muBO  BaXIMBUM OyJi0 BOpOBa/KeHHA MexaHi3my drag and drop
(meperaryBaHHsl KapToOK), M0 peamizoBaHo uyepe3 mnonaii OnBeginDrag, OnDrag,
OnEndDrag, 3aBnsiku 4oMy rpaBellb IHTYITUBHO B3a€MOJIIE 3 KapTKaMu, IEPEeMIlIatoyu
iX 10 cmemiajdbHUX 30H (HAMpUKIAN, J0 30HU mpuMapu abo maHeni Bubopy). Taka
peaizarllis MiJIBUILY€E PIBEHb 3aTy4Y€HOCTI KOPUCTyBaya J0 irpoOBOIo MpoIecy.

Kpim toro, Unity miaTpumye iMIIOPT BEIUKOT KIJIBKOCTI hopmatiB rpadiku Ta 3ByKY,
[0 JO3BOJWIO MIBUAKO IHTErpyBaTH 300PAKEHHSI KapTOK, 1KOHKUA Ta ayaioedexTu.
3aBasku Asset Store, po3poOHHMK MaB 3MOTry BHUKOPHUCTOBYBATH JOJATKOBI pecypcu
(maboHu KHOMOK, (hoHU, Ul-enemeHTH), 1110 3Ha4HO MPUCKOPHUIIO CTBOPEHHS IPOTOTHUITY
TpH.

He w™enm axmmBoro mepeBaroro Unity € MOXIMBICTH KpOCIIaTHOPMEHOTO
po3ropTaHHs. Y MaillOyTHbOMY rpa MOKe OyTH €KCIopTOoBaHa Ha iHIN muatGopmu
(Android, 10S, WebGL, macOS), mo po3mmproe ii MOTEHIIHY ayJauTOpil0 Ta
MOJKJIMBOCTI MOJAJIBIIOT0 po3BUTKY. HasiBHICTH akTHBHOI chiabHOTH Unity Takox

CIPOCTUJIA BUPIIICHHS HETPUBIAJBHUX 33/1a4 Yepe3 JOKYMEHTAI[il0 Ta 0OrOBOPEHHS Ha

dbopymax.
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Taxum ynHOM, Unity cTaB onTuMaabHUM BuOOpoM s peaniszauii rpu «Freedom of
the Ghosty, 3aBasiki CBOill MOTYKHOCTI, THYYKOCTI, IHCTPYMEHTAJIbHUM MOKJIUBOCTSIM

Ta JISTKOCTI Y BUBYCHHI IS pO3POOHHUKA.

il

GHOST

ppDDDDDBD
‘DDDDDDDD
D

'
P

Puc. 1.1 Iarepdetic pymis Unity

1.3.2 MoBa nporpamyBanus C#

C# — mne o0'ekTHO-Opi€HTOBaHa MOBa MPOTPAMYBaHHS, CTBOPEHA KOMIIAHIEIO
Microsoft, sika € OCHOBHOIO MOBOIO AJii CKpUIITOBOI po3poOku B Unity. Y KOHTEKCTI
ctBopenHsi rpu «Freedom of the Ghost», 11 MmoBa Hafiana Bci HEOOX1TH1 IHCTPYMEHTH JIJIs
CTBOPEHHSI CTA0LIbHOT, CTPYKTYPOBAHOI Ta THYYKOI 1FPOBOI JIOTIKH.

3aBasku cyBopiit Tumizanii, C# 103B0oJiss€ YHUKHYTH 0araThb0X TUMTOBUX MOMUJIOK IIIE
Ha eTarll KOMIUISILIT, 110 CIpUsi€e MIABUILIEHHIO HaAiitHOCTI Koay. i yac po3pobku rpu
OyJI0 CTBOPEHO JIecATKH KiaciB, 30kpema CardData, CardDisplay, GhostMemory, Player,
GameManager, ActionPanelManager, NotebookController, koxeH 3 sikux BiAmoBinae 3a
OKpeMy 4YacTUHY JIOTiKK Tpu. OO0'€KTHO-OPIEHTOBAHMM MiAX1J JO3BOJMB OpraHi3yBaTH
KOJI Y BHUTJISIZI JIOTIYHO PO3AUICHUX OJIOKIB, SIK1 JIETKO TECTyBaTH Ta MiATPUMYBATH.

Opniero 3 ocobmmBocTeit MoBu C# € miATpUMKA MOJIN Ta AeNeraTiB, 1Mo J03BOJIHIIO

peanizyBaTd 3py4Hy OOpOOKYy MOl B3aeMOJli KOpUCTyBadya 3 KapTKamu: BHUOID,
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NepeTAryBaHHs, aKTUBallld i, TepeBipka MpaBIMBOCTI BiAmoBiael. Yepes cucremy
EventTrigger Unity, noennany 3 C#-ckpunramu, peaitizoBaHO peaiCTUYHY B3aEMOIIIO 3
iHTepdeicoM — HanpUKIa, BIAKPUTTS M1Ka30K Bl IPUMapU YH IMEPEBIPKY ICTUHHOCTI
TBEPJHKCHHS TPaBIIA.

C# Ttakox pno3BoJsie edexkTuBHO mpaimoBatd 3 KopyruHamu (Coroutine) —
MEXaHI3MOM peajizamii BigKIageHuX abo TMOCTymoBHX [id y dYacl. Y Tpi 1e
BUKOPHCTOBYBAJIOCS, HAaNPUKIIAJ, TPU 3aTPUMKax Iepel BiIoOpaXeHHSIM BiANOBIAEH
MPUBHJIA, MIJACBIYYBaHHI KapTOK, a TaKOX IIiJ] 4ac MOKPOKOBOTO BIIKPUTTS TaHeen
BuOOpy. Lle 3a0e3neunsio 01kl TIaBHUM Ta Bi3yajlbHO MIPUBAOIUBHI ITPOBUI 1OCBI.

Oxpim Toro, C# nobpe inrerpyerbcs 3 Ul-xkomnonentamu Unity uyepe3
UnityEngine.UIl ta TextMeshPro, mo mo3Boiauiio BigoOpa)kaTh TEKCTOBI1 IIiJKa3KH,
pearyBaTH Ha BBEJCHHS KOPHCTYyBada, OHOBIIIOBATH OJIOKHOT T'paBIli BIAMOBITHO IO
NPUIHATUX pillleHb. YCs JIOTiKa OHOBIIEHHA 1HTep(deiicy Ta 30epexeHHs BUOpaHUX
KapTOK peaiizoBaHa 3a JOMOMOroro CKpuntTiB C#, siki B3a€MOMIIOTH 3 BIJMNOBIIHUMU
GameObject-amu Ha CIICHI.

3aBasku BuKopuctanHio C# po3poOka rpu cTalia He JIMIIE TEXHIYHO MOXKIIUBOIO, ajie
1 CTPYKTYypOBaHOIO, KEPOBAHOIO Ta MAaCIITa00BAaHOW. YCl1 (YHKI[IOHATBHI MOXIMBOCTI
rpu Oy peanti3oBaHi BUKIIOUHO Yepe3 110 MOBY, 0€3 3aTy4eHHs! CTOPOHHIX TEXHOJIOT1H,

10 MiABUILYE CTAOUIBHICTD 1 HAIIMHICTh BCHOTO MTPOEKTY.

Puc. 1.2 C# po3poOka
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1.3.3 Cucrema Ul na 6a3i Canvas

I'padpiunmii iHTEepdeiic rpu peanizoBaHuii Ha ocHOBI cuctemu Canvas, 10 €
cTanaapTHoto TexHosoriero B Unity mns ctBopeHHs Ul. Bona nae 3mory OyayBatu
IHTEPAKTUBHI IMMaHeJ, KHOIKHA, TEeKCTOBI MOJIS, CIIUCKHU, SKI aBTOMAaTHYHO aaNTYIOThCS
M1 Pi3HI J03BOJIM €KPaHIB.

VY "Freedom of the Ghost" uepe3 Canvas OyJio peaizoBaHo:

- TOJIOBHE MEHIO ITpH;

- TaHeJb HaJallITyBaHb;

- €KpaH BHOODY Aii;

- TaHeNb 13 JIOCKE,;

- MAKa3KH BiJ IPUBUIA;

- BIKHO BHOOpY KapToOK;

- MIJICBITKa IPOrpeCy IpaBIid,;

- OJIOKHOT TpaBlid 3 ICTOpPi€r0 BUOOPY;

- BIKHA 3aBEPILICHHS I'PU Ta PE3YJIbTATIB.

Kommnonentu Canvas noeanytorbes 3 cucreMamu Event Trigger 1 Graphic Raycaster,
[0 3a0e3MeYyrTh KOPEKTHE pearyBaHHS Ha MoJii (KHONMKOBUHN BXiJ, MEPETATYBAHHS
KapT, HaTUCKaHHA). 3a momomoror Layout Group 1 Content Size Fitter 3a06e3neueHo
aJaNTUBHICTH 1 3pyYHE PO3TAIIyBaHHS €JIEMEHTIB Ha €KpaHi.

3aBasiku BOynmoBanuM Mexanizmam Unity, cuctema Canvas 3a0e3neumnsia IIBUJIKE
CTBOPEHHsI Ta THYYKE HaJallITyBaHHs 1HTep(ECy, 10 BIANOBIAAE CTUIICTUII TPHU Ta ii

(yHKI10HAJIBHOCTI.

1.3.4 IlopiBHSIHHA aJIbTEPHATHBHUX PillleHb
[Ipu BUOOpP1 TEXHOJOTIYHOTO cTeKY 1S peanizaiii rpu "Freedom of the Ghost" 6yio
PO3TIIIHYTO KUJIbKA MOMYJAPHUX ITpOBUX pyIriiB. OCHOBHUM KPUTEPIEM CIyTyBaja ix
OPUAATHICTH J10 PO3pOoOKM 2D-IPOEKTIB 13 MOKPOKOBOKO JIOTIKOK, HIUPOKUMHU
MO>KJIMBOCTSAMH 11O POOOTI 3 iIHTEepdercoM, TIATPUMKOIO KACTOMHOT JIOTIKU J1i, a TAKOXK

3pYYHICTIO JJI1 HAaBYAJIbHOT pO3POOKH.
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Unreal Engine

Unreal Engine — 1e oauH i3 HAHNOTY)KHIMIKX 1 HAHIOMYJISIPHIIINX PYIIIIB Y CBIiTi
reiimieBy, SIKHil HayacTillle BUKOPUCTOBYETHCS Y BUCOKOOIOKETHUX AAA-TIpO€KTaXx.
loro OCHOBHOIO IEPEBArOI0 € YHiKaIbHA CHCTEMa Bidyalisamii, mo 3abesmedye
dboTopeanictuuny rpadiky, 3apasku yomy Unreal ctaB crangapToM y cTBOpeHHI 3D-irop
3 KiHeMaTtorpagiuHoio sKicTio. Pymriii 6azyeTbcst Ha MoBI C++, ajne TakoX MPOMOHYE
Blueprint — crucremMy Bi3yaabHOT0 CKPHIITHHTY, SIKA JIO3BOJISIE peali30ByBaTH JIOTIKY 0e3
MporpaMyBaHHs, 1110 € TTFOCOM JIJIs IM3aiHepiB PIBHIB Ta HOBAYKIB.

Unreal mae Garatuii HaOlp IHCTPYMEHTIB, Takux sk Niagara (CUCTEMa YaCTHUHOK),
MetaSounds (3Byk), Control Rig (animariisi), siki J03BOJIAIOTH peasli3yBaTH CKJIAIHI
clieHH, (I3UKy, aHIMAIlI0 MEPCOHAXIB 1 cepe/loBuIa. Y pylii peaji3oBaHO CydacHe
ocBiTIeHHS — Lumen, fke miaTrpumye riio0ajlbHE OCBITJIEHHS B PeaJIbHOMY 4aci, 1110
KPUTUYHO IS peanicTudHux 3D-crieH.

OpHak, HE3Ba)KarO4M Ha CBOI cHilbHI cTopoHH, Unreal Engine mae i ps HEOMIKIB,
K1 pOOJISITH MOTO MEHIN MPUBAOIMBUM JJII CTBOPEHHSI caMe 2D-TIPO€EKTIB, TaKuX SIK
«Freedom of the Ghost». Pymiiii opieHTOBaHMII TepeayciM Ha BETUKI TPUBUMIPHI
MPOEKTH, 110 POOUTH peajizaliio MPOCTOi MOKPOKOBOI 2D-rpu HaAMIpPHO CKIIAIHOIO.
Hasgni incTpyMenTu s 2D xoua it icHytoTh (Paper2D), ane € npyropsiHUMH, MEHIIT
NIATPUMYBAHUMH 1 HE MatOTh PO3BMHEHOT JOKYMEHTAllli 4i 1abJIOHIB.

Takox cning 3a3Haunty, o Unreal Engine notpedye nMoTyKHOTO 00alHaHH — SIK
JUIsl pO3pOOKH, Tak 1 aisg TecTyBaHHs rpu. Bucoki Bumoru go O3Il, Bimeokaptu i
npoliecopa yCKIaIHIOIOTh MIBUAKE MpoToTuilyBaHHA. Kpim Toro, 30ipka irop 3aiimae
OubIIIe Yacy, a po3mip QiHATBHUX MPOEKTIB € 3HAYHO OLTBIITUM.

BucnoBok: xoua Unreal Engine — ineansuuii BuOip /it po3podku ckiagaux 3D-
Irop 13 BHUCOKOIO Bi3yasibHOIO TOuHICTIO, JUIsi Tpu «Freedom of the Ghost», sika
30CePEIKYEThCSL Ha JIOTIIN, TEKCTI, MIJKa3Kax 1 B3aeMOJIl 4epe3 KapTKH, e pyIIii €

Ha,I[MipHI/IM Ta HC OIITUMAaJIBHUM.
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Godot Engine

Godot Engine — 1i¢ BIOKpUTHH pylmd 3 BIAKPUTAM KOJIOM, IO AaKTHBHO
PO3BUBAETBCA 1 Ma€ 3pOCTAIOYY HOMYIIPHICTb cepell iHi-po3po6HuKiB. Floro ronoBHo0
OCOOJIMBICTIO € iepapXivHa CTPYKTypa CIICH Ta BY3JIiB, 110 JA€ 3MOTY JIETKO KOMIIOHYBATH
goriky, Ul ta 00’ektn rpu. Takuil miaxig A03BOJISE€ pealli30BYBaTH TMPOEKTU Oe€3
mIMOOKOTO 3aHYPEHHS B CKJIQTHI MIa0JI0HU TTPOSKTYBAHHS, IO POOUTH PYIIi 3pyIHUM
JUTS TIOYATKIBITiB.

Godot BiIMIHHO TIJAXOJAUTH JUII CTBOPEHHS 2D-NMPOEKTIB, Mal4YM OKpEeMy
JIBOBUMIpHY CHCTEMy KOODJMHAT, KaMepH, Konaiinepis i disuxu. Moro BmacHa moBa
nporpamyBanHs — GDScript — 6a3yetbcst Ha Python-moaiOHOMYy CHHTaKCHCI, IO
poOUTH 1i TOCTYNMHOIO JJisI HOBUX KOpPHUCTyBauiB. OKpiM TOTO, PYLIH MATPUMYE 1HIII
moBu: C#, C++ 1 HaBiTh VisualScript (Bi3yajabHe MpOrpamMyBaHHs).

[aTepdeiic pyrris KOMIMAKTHUH 1 3py4HUl, 0ocobimBo npu podoTi 3 Ul: cTBOpeHHS
KHOIIOK, MaHesed, aHIMaIiii Ta mnoaiil peam3yeTbesa mBHAKO. Godot Takoxk Mae
BOYy/IOBaHy aHIMAIIiHY CUCTEMY, PEJAKTOpP IIEHAEepiB, CHCTEMY CUTHAJIB i1 00pOoOKHU
oAl 0e3 MpsMoi 3aJIeKHOCTI MK 00’ €KTaMHU, 110 JI03BOJISIE JICTKO CTBOPUTH TOIEBUN
reUMILIEN.

[Torpu cBoi mepeBaru, Godot mae TmeBHI OOMEXKEHHS: IOPIBHSHO HEBEJIMKa
CHIIBbHOTA, MEHIIIA KIJIbKICTh 1A0JIOHIB 1 Tu1ariHiB y Asset Library, cknanHima peamnizaris
0araToKOpHCTYBALIbKUX MEXaHIK, a TaKOX OOMEXeHa MIATPUMKA 30BHIIIHIX XMAPHUX
cepBiciB. Kpim Toro, aesiki CKiIaJHl MEXaHIKU MOTPEOYIOTh pyYHOI peaisallii, OCKIJIbKH
rOTOBI PIIIEHHS] YACTO HE OXOIUIIOIOThH BC1 BUIAJIKH.

BucnoBok: Godot — wynmoBuil pymriii ajis cTBopeHHs mpoctux 2D-irop, anme mis
peamizailii TOBHOIIIHHOI TOKPOKOBOI TpH 3 BEIHUKOW KimbKicTio Ul-emeMeHTiB,
IHTEPAKTUBHOTO CIIEHAPi0, 00pOOKH KAPTKOBUX /1M Ta THYYKOT JIOT1KM — MO>KJIMBOCTEHN
Godot Moke OyTH HETOCTATHRO.

Ile o6Mexye ioro mpuaaTHicTh 1Jis po3poOku rpu «Freedom of the Ghosty.
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Unity

Unity — 11ie ouH i3 HaNMONMyJIAPHIMIKMX PYIIIiB 11 cCTBOpeHHs sk 2D, Tak i 3D irop,
KWW 11I€TbHO MIIXOIUTh SK JJIS 1HI1-pO3POOHUKIB, TaK 1 JJIs BEJIMKUX CTYIIH. Moro
TOJIOBHA TIepeBara — Ie 0ajaHc MK MOTYXHICTIO, MPOCTOTOIO Ta (PYHKIIOHATIBHICTIO,
[0 poOUTH MOTO YHIBEpCATbHUM 1HCTPYMEHTOM I peaiizailii Halpi3HOMaHITHIIINX
IrpOBHX 17I€H.

Unity mae po3Buneny cuctemy Ul, ska Bximrogae Canvas, Layout Group, Button,
TextMeshPro, EventSystem, Animation, Animator, Raycast Target, Canvas Group, 1110
3a0e3nedye peaizalilo MOBHOTO TpadiuHOro iHTepdeincy nans KapToK, MiKa30K,
0JIoKkHOTa, MeHI0 Tomo. Takox peanizoBaHa miaTpuMka drag and drop depe3
[PointerDownHandler, IPointerDragHandler Ta ixmmi inTepdericu, 1o 103B0JIsIE TPaBIIEB1
IHTYITUBHO B3a€MOJISITH 3 KAPTKAMH.

Kon y Unity mumerscs Ha MoBi C#, sika miaTpumye 00'€KTHO-OpIEHTOBAHE
nporpamyBaHHs. Lle mo3Bommno B rpi «Freedom of the Ghost» peanmizyBatu raydxky
CTPYKTYpY: KJacu Jijisi 0OpOOKH KapToK, MiJKa30K, 1HTepdeicy, BUOOpY IpaBIs, JOTIKH
nepemMoru ta mnepesanycky rpu. Yepes xopytuHu (IEnumerator) Oyno peanizoBaHO
3aTPUMKH MK (azaMu rpH, a TAKOXK TUIABHE 3’ IBJICHHS IM1JKA30K.

3aBasku Benwkik crmiybHOTI Ta Unity Asset Store, po3poOHHK MaB JOCTYI JI0
BEJIMYE3HO1 KIJIBKOCTI TOTOBUX pilleHb, BKItovyaroun mabdmonu Ul, 3BykoB1 edekTu,
aHiMarlii, mpudTH, cucTeMHU MiaKa30K. [{e 703BOIMII0 30cepeIuTUCS caMme Ha po3pooIll
JIOTIKH TPH, HE BUTPAYaIOUX Yac Ha CTBOPEHHS 0a30BUX €JIEMEHTIB 3 HYJIS.

Unity Takox miarpumye OaratomiargopmeHHy 30ipKy, HIO Ja€ 3MOTY B
MalOyTHHOMY JIETKO ekcrioptyBatu rpy Ha Android, 10S, I1IK, WebGL, mo ocob6mauBo
BKJIMBO 3 TOUKH 30py KOMepITiami3allii rpu ado i po3MOBCIOIKECHHS.

BucnoBok: came Unity cTaB Halikpamum BuOopoM aiisa peatizaiii rpu «Freedom of
the Ghost» 3aBmsiku imeanpHil miarpumili 2D-rpadiku, po3BuHEHIN 1HQpacTpyKTypi,
npoctoTi iHTerpauii Ul, noriku mozgiii Ta B3aeMoAii 3 KOpUCTyBauyeM. ['HYUKICTb,
CTaOUIbHICTh 1 BEJIMKA CHUIBHOTA 3pOOMSIM el Py ONTHUMaJIbHUM Cepel 1HIIMX

JOCTYITHUX AJIbTCPHATHUB.
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3arajibHUiI BUCHOBOK
VY pe3ynbTari aHamnizy:
- Unreal Engine Big3HayaeTbcs BHCOKMM  pIBHEM  JcTamizamii  Ta
MPOTyKTUBHOCTI, aJI€ € HAJTUIIIKOBUM JIJISl HAIIOI TPH.
- Godot mae xoporili MOKIUBOCTI Jyuist 2D, ane oOMeKeHU Y pOo3LIUPIOBAHOCTI
Ta MEPEXKEBIN MTPUMIII.
- Unity 3abe3nedye Bci HEOOXiAHI IHCTPYMEHTH JJIsi CTBOpeHHA 2D-rpu 3
HEJTIHIMHOIO JIOTiKOI0, iHTepakTHBHUM Ul, 3pydHOI0 CTPYKTYPOIO MIPOEKTY Ta

IMUPOKHUMHU MOKIIMBOCTAMMU IJIA MaCHITa6YBaHHSI.

Came Tomy Unity Oyno o00paHO sIK OCHOBHY Iuiatropmy Juisi po3poOKH

0aKaaaBpChKOIO MPOEKTY — JNETEKTUBHOI MOKpoKoBoi rpu "Freedom of the Ghost".
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2. MPOEKTYBAHHS I'PU «FREEDOM OF THE GHOST»

2.1 ApxirekTypa rpu

Apxitektypa 1pu «Freedom of the Ghosty noOynoBana 3a mnpuUHLIUIIAMEU
MOJYJIbHOCTI Ta PO3JILJICHH BIAMOBiaibHOCTEeH. OCHOBHA yBara mpuaiieHa opraHizarii
JIOTIKH TpU HaBKOJI0 (ha30BOT0 TEUMILICIO, 1€ KOKHA Jist TpaBIIs (BUOIp KapTKU, IEPETIIsT
JIOChE, B3aEMOJIS 3 TMPUBHUAOM) IHIIIIOE BIAMOBIIHY 3MIHY CTaHy cHCTeMH. ['pa
peaizoBaHa sIK MOCJIIOBHICTh B3a€EMOIOB’ I3aHUX €TalliB, 1110 KEPYIOThCS IIEHTPATbHUM
MeHemkepoM Tpu  (GameManager) Ta MATPUMYIOTBCS OKPEMUMH  MOAYJISIMU
iHTepdeicy, JTOTIKU MiKa30K, ICTOPIi PIlIeHb 1 Bi3yalbHUX €(PEKTIB.

VYei kIIo4oBi MIJICHCTEMHU  B3a€EMOJIIIOTH uepe3 MoAli abo mpsiMi BUKIIUKH,
3a0e3Meuyrouu HITICHICTh IFPOBOTO MPOIIECY Ta KOHTPOJIb 32 MOCTIAOBHICTIO Ail. Takuit
MIIX11 J03BOJISIE MaciiTadyBaTH TPy B MallOyTHROMY, J0/laBaTH HOBI THIH KapT,
3MIHIOBAaTH MPaBUiia a00 CTPYKTYPY pO3CiiayBaHHs 0€3 BTpaTH CTAOUTbHOCTI CUCTEMHU.

[aTepdeiic mobynoBanuii 3a nonomororo Canvas-cuctemu Unity, 110 J0O3BOJIHIIO
IIIBUIKO CTBOPUTH IHTEPAKTHBHI €JIEMEHTH Ta aAamlTyBaTH TPy 0 PI3HUX PO3IIUPCHb
€KpaHiB. YCs apXITEeKTypa MIATPUMY€E THYUKY IHTETPALil0 HOBUX E€JIEMEHTIB 1 JO3BOJISIE

peai3oByBaTH CKJIAHY JIOTIKY 3 MIHIMAJIbHOO 3aJIEKHICTIO MI>K MOIYJISIMHU.

2.1.1 KOMIIOHEHTH I'PH Ta 3B’ SI3KU Mi’K HUMM
I'pa "Freedom of the Ghost" peanizoBana Ha OCHOBI MOAYJILHOT CTPYKTYPH, 1€ KOKEH
KOMITIOHEHT BIJIMIOBI/Ia€ 32 KOHKPETHY YaCTUHY 1rpoBOTro npoiecy. OCHOBHI MOyl TPU:
- Game Manager — royioBHHII KepyrO4Hii KOMIIOHEHT. Binmosiznae 3a reHepairiro
crpaBu (BUIAIKOBHUI BUOIp BOMBIII, MicCIIsl, 30poi Ta yacy), BIACTIAKOBY€E CTaH I'PpH,
HIIaTI3y€e TIKa3KK Ta B3aEMOJIIE 3 THIIUMHU CUCTEMAMH,
- Ul Manager — BiamoBijzae 3a BimoOpakeHHsI 1HTEp(]EHCy: TOJOBHOTO MEHIO,
eKpaHy BUOOPY [, TOCke, OJIOKHOTA, TTOB1IOMJICHD BiJ] IyXa Ta 3aBEPIICHHS TPH,

- Scene Controller — 06po6iisie 3aBaHTa)KECHHS Ta AKTUBALIIIO CIIEH;
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- SpiritBoard — cnemianbHUH MOAYJIh B3a€EMOAIl 3 TpHBHIOM. BimmoBimgae 3a
BUBEJICHHS OYKB, T1JKa30K;

- NotebookManager — cuctema 3ammcy BCiX BHOpPaHHMX IpaBIEM BIAMOBIiACH IO
KaTeropisx (BOMBIL, MicIie, 30pos, yac). Takox BHU3HAUYaA€, MPaBUIIbHA BIIIOBIIL
YHM Hi, 1 BifoOpaxkae pe3ynbrar (+/-);

- ChoicePanelManager — BinmoBinae 3a nuHamiuHe (HOpPMYBaHHS TPHOX BapiaHTIB
BIJIMTOBIJICH, IO 3’ ABJISTFOTHCS TICIISI B3aEMO/IIT 3 IEBHOIO KapToro. [Ticis Bubopy —
nepeae BiJiMnoBiab y OJOKHOT;

- DossierManager — reHepye CIOXeTHE J0Ch€ Ha TI0YaTKy KOKHOI I'pH, 0a3yI04HCh
Ha oOpaHUX MPaBWIbHUX BIAMOBIIAX. Jlocke Hamae aTMocdepHe 3aHypeHHsS Ta
HaTSIKU,

- CardSystem — peauizye Jioriky nii koxxHO1 kapti (Memory, Truth, Fate, Board).
Koxna kapra mae yHIKaJIbHY MOBEIIHKY Ta B3aemojie 3 SpiritBoard a6o
ChoicePanelManager;

- ProgressTracker — Beje migpaxyHOK MpaBUIBHHUX BIAMOBIACH, 3MIHIOE I ICBITKY
(KOTBOPOBY 1HJWKAIlIO) Ha OJIOKHOTI, KOHTPOJIOE 3aBEPIICHHS TP Ta ii
pe3ybTar;

- Player Controller — inmoginae 3a 00poOKy BUOOpPY rpaBiis Ta Jiii Ha IrPOBOMY

O

VY¢i KOMITIOHEHTH CHUIKYIOThCSA MK cO00t0 uepes nocepennuka GameManager abo 3a

noromororo nofii (Events) (mus. pucynok 2.1).
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E ‘

ActionCard
Y
g ]
GameManager
g ] 2]
SpiritBoard ChoiceManager
2] 2] 2 ]
ProgressManager DossierManager UlController

e

2 ]
NotebookManager

Puc. 2.1 Component Diagram
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2.1.2 Cuenapii B3aemojii rpaBiiB
VY rpi "Freedom of the Ghost" rpaBeup B3aeMoi€ 3 iIrpOBUMH KOMIIOHEHTAMH Y
dbopmari OKPOKOBOro po3ciiayBaHHsA. Ha mouaTky KOKHOT HOBOI CIIpaBU T'PaBIlIO
MOKA3y€EThCA JIOCHE 3 OMUCOM CIICHH 3JI0YHHY, 0 (opMye aTMochepy Ta 3aJa€ HampsM
noiryky. Jlami rpaBenp moerarnHo BUKOPUCTOBYE YOTHPHU THUIM KapT mii: SpiritBoard,
Memory, Truth, Fate, koxkHa 3 SKUX MMOB’s3aHa 3 OJHIEIO 3 KaTETOpiii: BOMBIIS, MicIIe,
3HapsAas abo yac.
[Ticnst KOXKHOTO XOMY:
- rpaBelb OTPUMYE MiJAKA3KY BiJ MPUBH/IA BIMOBIIHOTO TUIY;
- CHUCTeMa MPOTOHYE TPU BapiaHTU BUOOPY;
- rpasels o0HUpae BIAMOBIAL 1 OTPUMYE pe3yiIbTarT,

- 3aIUC aBTOMATHUYHO (DIKCYETHCS B OJIOKHOTI.

[aTepdeiic mincBiuye XiJ po3CiiAyBaHHs, MOKA3yKYH IMPOrpPec, 1 B KIHII IpH
rpaBelb JI3HAETHCSA, YU BJAIOCS PO3KPUTU cripaBy. MexaHika J03BOJISIE SIK MOBHICTIO

HOBY T'PY, TaK i TOBTOPHE MPOXO/HKCHHS MOTOYHOT (JIUB. pUCyHOK 2.2.)
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2.2 IlaTepHn MPOEKTYBAHHS

VY nporueci po3podku rpu "Freedom of the Ghost" Oyno BukopucTtaHo HU3KY

11a0JI0HIB MMPOEKTYBAHHS AJIs 3a0€3MeYeHHsI THYYKOi Ta MacIITabOBaHOT apXiTEKTypH:

Singleton (Oaunak) — 3actocoBano s kiacy GameManager, skuit
KOOPJIMHYE 3arajibHy JIOTiKy TPH, KOHTPOJIIOE CTaH TPHU, TMEPexi Mik
CIIEHAMU Ta B3a€MOJIII0 MK KIIFOUOBUMH CUCTEMAMH.
Observer (Crnoctepirau) — peagizoBaHO y BHUTJISII CHCTEMH IO MIXK
KoMmrnoHeHTamu rpu. Hampukinan, NotebookManager aBTomMaTH4HO
OHOBIIIOETHCSI TIPU HOBOMY BHOOp1 TpaBlsg 0e3 TpsiMOi 3aJeKHOCTI Bij
JKepera moii.
Factory Method (®aOpuunuii METO) — BUKOPHCTOBYETHCS AJII CTBOPEHHS
00’€KTIB KapTOK Jii, MO J03BOJIIE THYYKO CTBOPIOBATH Pi3HI THUIHU KapT
(BOUMBIIA, Miclie, 30posi, yac) Ha OCHOBI AaHuX y ScriptableObject.
Command (Komannga) — 3acTOCOBY€TbCs Jisi 30€piraHHs Al TpaBls y
OJIOKHOTI, 1110 TO3BOJISIE peaTi3yBaTH 1ICTOPit0 BUOOPIB, a TAKOXK MOTEHITIHHO
peanizyBatu (QpyHKIIT "MOBEpHYTHCS Ha3ad" y MallOyTHbOMY.
MVC-nioniOuuii posnoain — xou 1 He ¢opmanbauiit MVC, norika rpu
pO3JIlJIeHa Ha:

- mogenb (ClueData, PlayerChoice),

- kontpoisep (GameManager, ChoiceManager),

- npexncrasieHHs (UIManager, NotebookUI, SpiritPanelUI).

[li marepHu 3a0e3nedymsid 4YITKE PO3IIJIEHHS BIANOBINAIBLHOCTEH, JIETKICTh Y

TECTyBaHHI KOMIIOHEHTIB Ta 3PYYHICTh PO3MIMPEHHS TPU HOBUMHU CLEHAPIsIMU YU

MEXaHIKaMU.
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2.2.1 Singleton

[Tatepn Singleton BUKOPHCTOBYETHCS IS 3a0€3MI€UEeHHS iICHYBaHHS JIUIIIE OJTHOTO
eK3eMILISIpa MEBHOTO KJIACy MPOTATOM YChOTO JKHTTEBOTO IIUKITY TPH. Y HAIIOMY TPOEKTI
neil miaxig peanizoBaHo y kiaci GameManager, SKUW BHCTyHae TJI00albHUM
KOOPJMHATOPOM IrpOBOTO MPOIIECY.

OcnogHi ¢ynkmii GameManager:

1HIIlaTi3a11is I'POBUX MapaMeTpiB;
- yOpaBidiHHS cTaHamMu Tpu (IIOYATOK, XiJ TpaBlisd, TOJOCYBaHHS, 3aBEpIICHHS
TOIIO);
- nepenada komauj jo iHmux miacucrem (Ul renepaTop kapT, 6JI0KHOT, yX TOIIO);
- IeHTpaii30BaHa 0OpoOKa MoiH, 1110 BINIMBAIOTh HA BECh IPOBUM KOHTEKCT.
Bukopucranas Singleton 103BOJIMIO YHUKHYTH MHOXHHHUX €K3E€MILUISPIB
GameManager y pi3HUX CIIEHaX, 30epirarouu IiIo0adbHUNA KOHTEKCT Ta 3a0e3MeYMBIIN
y3rOKEHICTh Y JIOCTYIII J10 Joriku KepyBaHHs. Yepes Instance GameManager 10 O0yib-

SIKO1 YaCTUHU I'pu MOXXKHa IMBHUAKO 11 Oe3reyHo 3BCPHYTHUCH.

2.2.2 Observer

[Tarepn Observer 3abe3nedye peakTUBHY apxIiTEKTypy, B sKiii 00'ekTH
(cmocTepiradi) aBTOMATUYHO TOBIIOMIISIIOTBCA MPO 3MIHY CTaHy 1HIIOrO o0O0'ekTa
(cyO'exta). Y rpi 11€il MeXaHi3M peasli30BaHO yepe3 Aeneratu Ta nojli na C#.
[Ipukian 3acTocyBaHHS:

- micyg BUOOpyY KapTKu rpaBueM BUKIMKaeThes moaist OnCardSelected;

- MianMcaHi Ha [ nomito  cuctemu  (Hampukiaa, NotebookManager,
GhostHintManager, UlUpdater) MuTTeBO pearyioTh Ha 3MiHY — OHOBIIOIOTH
OJIOKHOT, MOKa3yI0Th MiJKa3Ky, aKTUBYIOTh aHIMAIIIO TOIIIO.

[e#t miaxia MIHIMI3Y€E TIPSMI 3aJIEKHOCTI MK 00'€KTaMU: OJTUH KOMIIOHEHT HE Ma€
3HATH MPO KOHKPETHY peaiizaliio 1HIoro. 3aBAsKU IIbOMY HOBI MIJICUCTEMU MOXHAa
JIETKO TIIKIIOYUTH J0 HasBHUX MOJIA Oe3 3MiHU icHyrodoro koxay. lle Biamosimae

npuHIUNaM BigkputocTi/3akputocti (SOLID) Ta miaTpuMy€e rHYYKICTh CHCTEMHU.
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2.2.3 Factory Method

JI1s1 CTBOpPEHHS ITPOBUX 00'€KTIB — 30KpeMa KapTOK — y TPl peaizoBaHo MaTepH
Factory Method. Ines nomsirae B Tomy, 1100 1HKAmCyJIFOBaTH MPOLIEC CTBOPEHHS 00'€KTIB
3aJIeKHO BiJ iX TUMy (BOMBII, MICIe, 3HAPSAA, Yac), abCTparyloun KOpUCTyBayda Bij
JeTaneil KOHCTPYIOBaHHS.

[Tpuxmnanu peamizarii:
- mpu crapti rpu ¢Gabpuka BUKIMKAETbCA I TEHepalii KapT 3 pI3HUMHU
napaMmetrpam# (iMm'si, TUII, KOJIIp, aHIMAaIlis);
- JUIs1 KOYKHOT'O TUITY KapTKH BUKOPUCTOBYIOThCS p13HI Tpedadu, mpudtu ado cTuii;
-y MailOyTHbOMY MOXHA JIETKO PO3IIMPUTH CUCTEMY HOBHUMH THUIIAMU KapTOK Oe3
3MIHHU OCHOBHOI{ JIOT1KH CTBOPEHHS.

Takuili mAXiA A03BOJISIE LEHTPAII30BAaHO KOHTPOJIOBATH BCl  MapaMeTpH
CTBOPEHHsI 00'€KTIB, 3MEHIIIY€ TyOJIKAI[I0 KOAY Ta CHPOIIY€E MIATPUMKY CTPYKTYpH
MIPOEKTY.

2.2.4 Command

[Tatrepys Command peanizoBaHo y MexaHi3Mi OJiokHOTa rpaBisi. Koken BuOip
(HampukJiian, ooOpaHa kapTKa Kateropii "30post" 31 3HaueHHSIM "MoJ0T") pecTaBIsIEThCS
y BUTJISAJII OKPEMOT KOMaH/IH, sika 30€piracTbCsl y CIUCKY MO,

Oco0auBOCTI 3aCTOCYBaHHS:
- KO’KHa KOMaHJIa Ma€ CTPYKTYPY: THII Aii, TapaMeTpH, Yac BUKOHAHHS;
- 3amucu 30epiraroTbes y Jor moaiil (MoxiuBo B MaiOyTtHhomy nisi Undo abo
neperisiay icropii);
- MOXHa peaizyBaTH "BiIMOTKY'" XO/iB 200 MiJCBIYyBaHHS OCTaHHIX JIIH.

[e#t miaxig m03BoJisg€ HE JuIe 30epiratu iHGOopMaIliro, a i poOUTH ii TOCTYIMHOIO

JUIS. TIOAQIBIIOTO aHali3y, BIJIJIAro/DKEHHs 4M MoJudikaiii MexXaHIK y HACTYIMHHUX

BEPCIsX TPH.
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2.2.5MVC

Xoua B rpi «Freedom of the Ghost» He BUKOpPHCTaHO MOBHOIIHHY peani3aliio
natrepHa MVC (Model-View-Controller), apxiTekTypa moOygaoBaHa 3 YiTKHM JOTTYHHUM
PO3ALIEHHSM 000B’SI3KIB MK MOJTYJISIMHU:

Mopnens (Model): Knacu, sixi mictsth aani rpu (Hanpukiaa, ClueData, CardData,
GameState, PlayerSelection). Bonu He micTaTh 5oriku BinoOpaxkenHs ado o6pooku Ul,
JIUIIIE JTaHi.

Kontponepu (Controller): Cxpuntu, 1O KEpylOTh JOTIKOW (HAMPHUKIA,
GameManager, CardController, ChoiceHandler). Bonu BiamoBiiatoTh 3a iHIIiaIi3a1it0
IpU, TEHEepallilo KapT, 3UYUTYBAHHS B3a€EMOJI1 3 KOPUCTYBa4eM, 3aIlyCK MOIIH.

[MpencraBnenns (View): Ul-kommoneHTH, ski BidyanizyroTh fani (NotebookUI,
CardUI, HintPanel, CanvasManager). Bonu pearytooTh Ha Mo/ii il OHOBIIIOIOTh 1HTEPPEiic
y BIJIIOBIb HA 3MIHY CTaHy.

[le po3nuieHHs A03BoJis€ €(EKTUBHO MIATPUMYBaTH, OHOBIIOBATH Ta
posumproBatu rpy. Hanpukian, npu 3MiH1 30BHIITHBOTO BUTIISIY KapTKU HE MOTPiIOHO

3MIHIOBATH JIOTIKY TeHepallii a00 30epiranHs JaHuX — JOCTaTHbO OHOBUTU KOMITOHEHT

CardUl.

2.3 Cuenapii Buxkopucranss (Use Case)

2.3.1 Onuc 6a30BUX cLHEHAPIIB

UCI: IlouaTtok rpu: rpaBeilb 3alyckae rpy, oOupae HOBY cCecito, Meperiisjaae
BCTYITHE JIOCHE 3 ICTOPIEIO 3JIOUHHY.

UC2: B3aemonist 3 yxoM: TpaBellb NEPETIrye OHY 3 KAPTOK Jii Ha 30HY MPUBH/IA.
[IpuBua pearye, HajaO4M MiJKa3Ky, sika OB’ s13aHa 31 3HAUEHHAM IONEPEIHbOI /i1 a0o
TumnoM Kaptku. [limka3ka 30epira€ThCsi y BHYTPIIITHLOMY CTaH.

UC3: OtpumanHs BUOOPY: MICHsl B3a€MOJIIi 3 MPUBUIOM TpaBellb 0a4yuTh 3 HOBI
BaplaHTH KapToOK (10 OJH1{ 3 KaTeropii: BOUBIL, Miclle, 3Haps s, yac). [’ paBenb oOupae
OJIHY — BOHa 30epiraeTbcs B OJIOKHOTI pa3oM 13 BIATIOBITHOO MTO3HAYKOIO MTPaBUIBLHOCTI

(YMOBHO10).
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UC4: Tlepernsan 60KHOTA: TpaBelb y OyIb-SIKHH MOMEHT MOXE MNEpPErJIIHYTH
0JIOKHOT, Jie 3a(hiKCOBAHO IOIEpeIHI BUOOPH, MiJKAa3KH BiJ JyXa, a TAKOXK KOJbOPOBI
1HAMKATOPH MPOTPECY.

UCS: 3aBepieHHs rpu: MICsS 3aBEPLICHHS JEKUIBKOX LHKIIB BUOOPY, TPaBIIO
MIPOTIOHYEThCST 3pOOUTH (piHAJIbHE MPUITYLIEHHS (XTO, N1, KOJU, 4uM). SIKIo BHOIp

30iraeTbcs 3 BHyTPIIIHIM HA0OPOM iICTUHU — T'pa 3aBEPIIYETHCS IEPEMOTOI0, 1HAKIIE —

I0Pa3KoIo.
O e
rpaseus Npueug
/ Freedom of the Ghoﬁ\ / \\L
. — Kk — — o — - o T
¢ UCI: Movatok rpu-'-“_) -_:"UCS 3aEEpUJEHHH rpu / ._:""uc::: Mepernsg ﬁnnKHoTa UCZ B3aemopin 3 npuaunnm-u) (l.UC3: OTpUMaHHA BapiaHTIB Bwﬁopy.)

Puc. 2.3 Use Case miarpama

2.3.2 UML-piarpama knacis

UML-ngiarpama Bkiarodae ocHoBHI kiach: GameManager, Card, ClueSelector,

SpiritBoard, UlManager, Ghost, NoteBook, TruthOrLiePanel. IToka3zano ixHi 3B’s3KH,

IIO0JIA Ta MCTOOMU.

© Card ©GameManager
o type : string
gy o StartGame()
Ehialleleting o RestartGame()
e RevealCard() e EndGame()

[N

Y
@ Ghast © ClueSelector © Ul Manager
© Answervestolquestion : string) | | & ShowOptians{category : tring) © FidePonel(name - string).
o RandomMemory(type : string) \ : o UpdateNotebookUI()
Notebook / Rk
© : i © SpiritBoard @ TruthOrLiePanel

o entries : List<string>
o AddEntry(text : string) @ ShowCluePrefix(type : string) : éﬁﬁ?vi?lsst\:vﬂ(()answer . string)
o ShowAll() :

Puc. 2.4 UML-niarpama kiacis



34

2.4 30BHilIHI IHCTPYMeHTH

2.4.1 Draw.io

Draw.i0 — 1me Oe3KOmTOBHMI OHJIAWH-cepBic st cTBopeHHs UML-miarpam,
JiarpaM IpoIeciB, apXITEKTYPHUX CXEM 1 JIOTIYHUX CTPYKTyp. BiH OyB BUKOpHCTaHUIA
JUTsl TOOYTOBU HACTYITHUX CXEM:

- Use Case diagram — omucye OCHOBHI cIieHapii B3aeMOii T'paBIsl 3 TPOIO,

BKJIIOUAIOYH TIEPETATYBAHHS KapTKH, BUOIP i1, TOJIOCYBaHHS TOIIO.

- Component diagram — BigoOpaxae apXiTeKTYpHY CTPYKTYpY T'pH, B3a€MO3B'SI3KU

Mk ocHOBHMMH MoayJiimu (GameManager, Ul, Card System,

- Class diagram — moxka3ye 3B’s3kM MK 00’€KTaMHU: KapTKaMH, ITiJIKa3KaMH,

OJIOKHOTOM, TPaBIEM, MEHEPKEPAMHU TOIIIO.

Draw.10 103BOJIsSi€E CTBOPIOBATH 1HTYITUBHO 3PO3YMLII CXEMHU, 3pYUHI JJIS IPYKY,
BCTaBKM B JIMIUIOM a00 JIEMOHCTpallii mijJ yac 3axucty. Bci cTBopeHi niarpamu 0yiio
30epexkeHo Oe3nocepeinbo Ha Google Drive, 1o 103BOJINIIO:

- MaTH MOCTIHHHUM TOCTYI 3 OyAb-SKOTO IIPUCTPOIO;
- IIBHUJKO PEIaryBaTH CXEMH MPHU OHOBJICHHI JIOTIKH TPH;
- CIIUJIBHO MPAIFOBATH HAJ JiarpaMaMu, He BTpavyarouu 1CTOPIi 3MiH.
3aBAsSKA MpOCTOTI iHTepdeiicy Ta Benukid Oi0mioreumi ¢iryp, Draw.io craB

HE3aMIHHUM THCTPYMEHTOM ISl TOKYMEHTAIli TEXHIYHOI YaCTUHU TPH.

2.4.2 Git + GitHub
Git — 1me cucTemMa KOHTpOJIIO BepcCiil, M0 J03BOJSIE €(PEKTHBHO KEPyBaTH
MPOIIECOM PO3POOKHU TP, OCOOTUBO B yMOBAX MOCTIHHOTO OHOBJICHHS JIOTIKH, Tpadiku
Ta iHTepdeiicy. Y noeananui 3 GitHub sk xmapHuMm peno3utopieM Oyjio OpraHi30BaHO
3py4yHe CXOBHIIIE KOJy, ne 30epiraiamch yci eTarnu peai3artii.
Oco0auBOCTI BUKOPUCTAHHS:
- cTtBOpeHo okpemi rinku (branches) nmns pizHux 3agad: Oa3oma Jorika, Ul,

TeCTyBaHHs, BUOIp Miii, OJIOKHOT;
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- KOXXHE OHOBJIEHHSI CYINPOBODKYBaJOCAd KOMEHTapeM A0 KOMITY, IO J03BOJISIIO
B1JICJIIIKOBYBATH, KA caMe (PYHKIIIOHAJIbHICTh OyJia 3MiHEHA,

-y pa3i nosiBu 6ariB — OyJI0 MOXKJIMBO BITKOTUTUCS IO CTaOLIbHOI BEPCii;
GitHub 3a6e3neunB pe3epBHE KOMIIOBaHHSA, 1100 YHUKHYTH BTPaTH JaHUX.
Kpim Toro, Bukopuctanusi Git y Mpo€eKTI CHPUSIO OPraHi30BaHOMY MIIXOIY 10

porpaMmyBaHHs, 110 0COOJMBO BaXJIMBO M1l 4aC KOMaHIHOI poOOTH abo0 MOJAIbIIOrOo

CYNpOBOY TPH.
2.4.3 TextMeshPro
TextMeshPro — e posmupeHas cucreMu TekcTy B Unity, ske 3a0esmedye

BUCOKOSIKICHUW PEHJIEPUHT TEKCTy, IIUPOKUN HaOlp CTWIIB 1 BEIMKY THYYKICTh Yy
HaJallITyBaHHI.

Buxopucrtanns TextMeshPro y rpi 103BomI0 JOCSITTH HACTYITHUX PE3YIbTATIB:

BHCOKA YITKICTh 1 KOHTPACTHICTb TEKCTYy HAaBITh NpPH MaclTaOyBaHHI

iHTepdeiicy;

- yHi(iKoBaHUH CTHIIb OPOPMIICHHS KapTOK, MiKa30K Bl IPUBHUIA, A1aJIOT1B,
MCHIO Ta 1HIINX €JICMCHTIB;

- MOXJIMBICTB 33J]aBaTH Pi3H1 KOJbOPH, TiHI, MEXI, IO MIJBUIIYE Bi3yaIbHY
pUBAOJIUBICTH;

- miaTpuMKa O0araTOMOBHOCTI, IO € TEPCHEKTUBHOK (QYHKIIE s

JOKaJi3aIii rpu.

3okpema, TextMeshPro Oyyi0 BUKOPUCTAaHO B HACTYITHUX €JIEMEHTAX:

SpiritBoard — st BimoOpakxeHHs miIKa3Ky BijJ IPUBH/IA;

TaHelb JIIH — JJIS 9iITKOTO Bi0OpaXeHHS Ha3B KapTOK;

OJIOKHOT TpaBLsi — JJ1s1 30epiraHHs Ta neperisiny BUOpaHuX J0Ka3iB;

BCl TEKCTOB1 KHOIIKH Ta 3arojioBgu Ul.

3aBasku BukopuctanHio TextMeshPro, iHtepdeiic rpu Burisgae mpodeciiito,
JIETKO YUTAETHCS Ha OYyJIb-IKOMY €KpaHi Ta JO3BOJISIE IIBUAKO CpUMaTH 1H(OpMAIIio,

10 0COOJIMBO BAXJIMBO B JIETEKTHBHOMY aHPI, /16 KOXKHA TTiJIKa3Ka Ma€ 3HaYEHHS.
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Cnoragu npo
36poto

Puc. 2.5 Peamnizauia TextMeshPro

2.4.4 Unity Profiler

Unity Profiler — nie moTyxuwuii BOy10BaHU iHCTPYMEHT, SIKUI HAJIA€ NETATLHUI

aHaJi3 MPOJAYKTUBHOCTI TPH 1] YaC BUKOHAHHS. Y Tiporieci po3poOku rpu «Freedom of

the Ghost» Unity Profiler BimirpaB Kir4oBy posib Yy MepeBipli CTaOUIBHOCTI Ta

onTUMI3aIlli pecypCOEMHHUX €JEeMEHTIB, TakuxX sk aHiMmalii, Ul-KoMImoHEHTH, JIoTiKa

MEPETATYBAHHS KapPTOK 1 €PEKTHU IMiKA30K.

OcHOBHI (DyHKIIIT Ta BAKOPUCTAHHSL:

BuwmiptoBanus FPS (Frames Per Second): m03Boyisfio BIACHIIKOBYBAaTH, YH
30epiraeTbest cradubHa yacToTa KajapiB (60 FPS 1 Builie) HaBITH ITpU OJJTHOYACHOMY
3aBaHTaXCHH1 K1JIbKOX 00'€KTIB Ha CIICHI, TAaKUX SIK KapTku, edektu SpiritBoard,
OJIOKHOT, TTaHEJI1 JIIi TOIIIO.

MOHITOPUHT BUKOPUCTAaHHA NIaM’sITi: OyJIOo MepeBIpeHo, YU BCl 00'€KTH KOPEKTHO
3BUTHHSIIOTHCSI TICTIS 3aBEPIICHHS TP a00 nepexoy Mixk crieHamu. Lle gano 3mory
BUSIBUTH Ta YCYHYTH MOXJIMBI BUTOKU IaM’sAT1 (memory leaks).

[lepeBipka naBantaxxeHHs Ha CPU 1 GPU: 3a nonomoroto Profiler moxHa 0yJio
OIIIHUTH, sIKI caMe KoMIoHeHTH (aHiMoBaH1 Ul-niaHesi, OHOBJIEHHS JIOT1KH BUOODY,
NIJKa3Kd MPUMapy TOIIO) HAWOUIbIIE BIUIMBAIOTh HAa MNPOAYKTHUBHICTH, 1 3a
MOTpeOr OMTUMI3YyBaTH iXHIO peai3alliio.

TectyBanns Ha pizHux npuctposx: Unity Profiler mo3Bosnsie 3amyckaru BignaneHe

npodimoBanHs (Remote Profiling), 1o BuKopucToByBanocs A1l aHaIi3y TOBEIIHKU TPy

Ha MOOUTBHUX TIPUCTPOSIX CEPEAHBOTO PIBHI.

KpocIuiatQopMeHy CTablIbHICTh TPHU.

e pmanmo 3mory 3a0e3neyuTH
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Oninka yacy BUKOHAHHS METOJIB: mpodaiiiep mokazyBaB, CKUIbKA MITICEKYH]
BUTpAYaeThCs HA BUKOHAHHS KoskHOTo MeToty B Update, LateUpdate, FixedUpdate Toro
— 1€ JO03BOJIMJIO BUSBUTH KPUTHUYHI TOYKH, SIKI MOIJIM BUKIMKATH 3aTPUMKH a0o
3aBHCaHHS.

Pesynbraru:
[Ticas 3acTocyBaHHS mpodailiiiHry 0yJ0 MiATBEPIKEHO, II10:
- Tpa HE MepPEeBaHTaXye CUCTEMY HaBITh NIPU TPUBAJIHX CECIsIX;
- aM’STh BUKOPUCTOBYEThHCS €(DEKTUBHO;
- Bcl Ul-enemMeHnTH onTHMI30BaHI;
- aHiMarlii Ta epeKTU He CTBOPIOIOTH (Ppu3iB a0o JariB.

Takum uunoMm, Unity Profiler craB He3aMiHHUM IHCTPYMEHTOM HE TUIBKU JIJIS
BUSIBJICHHSI TIOTEHLIMHUX TpoOJieM, ajne 1 JJig rapaHTyBaHHS IJIaBHOTO, CTa0lJILHOTO
irpoBoro nocBiny koprcTyBaua. Mloro perysspHe BUKOPHCTAHHS Ha eTarax po3poOKH Ta
TECTYBaHHSI JTO3BOJIUJIO 3a0€3MEUUTH TEXHIUHY SIKICTh 1 ONTUMI3allil0 TPHU 3TITHO 3

CyY4aCHUMH BUMOT'aMHU.
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3. PEAJII3ALLIS ITPOBOI1 JIOTI'IKA

3.1 OcHOBHA CTPYKTYpa NPOEKTY

[Ipoexkt tpu "Freedom of the Ghost" peamizoBano y cepenoBumi Unity 3
BUKOPUCTAaHHAM MOBHU mporpamyBanHs C#. CTpykTypa MNpOEKTy MOOyJOoBaHA 3a
MPUHIIAIIOM PO3IIJICHHS BiJMOBINaIbHOCTEH Mi)K OCHOBHMMH KOMIIOHEHTAMH TPH.
KoxHa ¢yHKIiOHaIPHA YaCTHHA peajli3oBaHa B OKPEMOMY CKPHUIITI @00 TPy CKPUITIB,

10 JO3BOJISIE MIATPUMYBATH THYUYKICTh Ta MACIITA0OBAHICTh KOJY.

3.1.1 Menemkep rpu

Menemxep rpu (GameManager) BUKOHY€e (DYHKIIIO IIEHTPaJIbHOTO KOHTPOJIEPa,
0 BIJINOBiJa€ 3a Tmepedir irpoBoro mporecy. BiH iHiIiami3ye cTapTOBY CIIEHY,
3aBaHTaXye KOH(Iirypaiiro rpu, 30epirae Ta 3MIHIOE CTaH TpU. Y HAIIOMY MPOEKTI
GameManager BUKOpPHCTOBye maTepH Singleton mis 3a0e3nedeHHs TI00aIbHOTO
noctymny 1o cebe. Y merosi Start() BinOyBaeThcs 1HILIaMI3allls KAPTOK, 3aIMyCK MEPIIOi
nmigkasku 4depe3 SpiritBoard Ta BcraHoBieHHs TaiimepiB B3aemojii. Kpim Toro,
GameManager BijanoBigae 3a 00poOKy IepeMoru Ta IMmopasku, KepyBaHHs 1HTepdercoM,
Nay3010 T'PU Ta B3a€EMOJIIO 3 IHIIUMU CEpBICAaMU — HANPUKIA/, )KYpPHAJIOM IMIJKa30K a0
IcTOpi€r0 TpaBid. YCl JaHi Mpo Tpy 30epiraroThCs y BHYTPINIHIX CTPYKTypax THUITY
Dictionary<string, object>, 1110 103BOJISI€ 3pyYHO JIOTYBATH TO/ii Ta BECTU aHATITUKY TI1]T

4ac MPOXOKEHHS.

3.1.2 Cucrema KapTOK

VYea nmorika modyaoBaHa Ha BukopuctanHi ScriptableObject. Koxkna kapTka mae
BJIACHHH KJ1ac-Hamaaok 6azoBoro CardSO, sskuii MiICTUTB THIT KAPTKH (3aIIHT, TiIKa3Ka,
nepeBipKa, 10Jis1), acOllOBaHE TEKCTOBE IMOBIIOMIICHHS, BI3yallbHY 1KOHKY, MOJIUBY
B3aemoito. Kaptku o0polOmsitoThes 3a gomomororo CardManager, sikuii BHUTIQIKOBO
oOupae 0JIHY 3 TPhOX HOBHX KapTOK IIEBHOTO THITY JIJISI TPABIIS MICIISI KOXKHOI i1, 3aBISKH

posnuieHHo jJoriku y ScriptableObject Mu J1erko MokeMo J10JaBaTh HOB1 THUIIHA KapT, HE
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3MIHIOIOYH OCHOBHY CTPYKTYypy mpoekty. Kaptku 3 tumom "Ilinkaska" moB’si3aHi 3
MexaHikoro SpiritBoard, a "3amuTaHHs 10 A0J1" — 13 BUIIQJKOBUM TI'€HEPATOPOM

MpaBIMBOi Ui XUOHO1 1H(POpMaIIii, 10 CTBOPIOE €EKT TPH 3 MPUBUIOM.

3.1.3 Cuenapiii nigka3zok

[Timka3ku CTBOPEHO 3a MPHUHITMIIOM HAPATUBHOTO JIepeBa: KOXKHA IMiKa3Ka Mae
3MICTOBHE HAaBaHTa)XCHHS W OPIEHTOBAaHA Ha KaTeropiro (BOWBILL, 30posi, MicIie, dac).
Bonu 36epiratoThes ik TeKcToBi (haiimu abo ScriptableObject. SpiritBoard, orpumyroun
nepury KapTy, BUKJIMKae OOpOOHUK TUITy "NB1 JIITepU" 3 KIOUOBOIO CI0BA CIPaBKHbBOI
BIAMOBIAL. Yci MIJIKA3KKH MICTATh BHYTPIIIHIA TEr, M0 JO3BOJISE BIICTSKUTH, CKUIBKU
pasiB rpaBenp OaunB ToAiOHY i1HGopMariro. Ile BaxiIMBO mIa peanizalii MeXaHIKH
MOBTOPIOBAHOCTI Ta 3MIIIYBAHHS MPaBIX 3 BUTaaKkor0. OOpOOHUK MMIIKa30K BOYI0BaHO B
HelpManager, sikuii ymie BigoOpakaTu MmiJika3zKy, 30epiratu ii B OJIOKHOTI I'paBIls Ta

aKTUBYBATH ayZ10- a00 Bi3yalbHUI €(EKT.

3.2 BizyaJgi3anis intepgeiicy

Bi3yanbHa yacTMHa I'py peanizoBaHa 3a JonoMororo cucremu Canvas 'y Unity, 110
JI03BOJTIIIO €(PEKTUBHO CTPYKTYpyBaTH BCi 1HTEp(ENCHI €IeMEHTH Ta 3a0e3MeUUuTH

B3a€EMO/Ii10 TPABIIS 3 TPOIO.

3.2.1 SpiritBoard

SpiritBoard — 1ie MicTuuHMiA iHTEpEHCHUI EIEMEHT, 3 TKOTO TIOYHHAETHCS TPA.
[Ipu cTapTi Ha eKkpaHi 3’ IBISETHCA JOIIKA 3 aI(aBiTOM, 1€ MiACBIUYYIOTHCS JIUIIE MEePII
JBl JIITEpU MPABHIBHOI MIAKA3KK 3 OAHIET 3 YOTHPHOX KaTeropii (micue, 3Hapss,
BOUBIL a0o0 uyac). IlimcBiuyBaHHs BiOYBa€ThCS 3a JOMOMOTOI 3MIHM KOJBOPY abo
SCKPaBOCTI BIAMOBITHUX OYKB.

[leit eneMeHT aomoMarae TpaBIEeBl OTPUMATH MEpPIIy TEMATUYHY MiJKa3Ky u

dbopmye aTmocdepy 3arakoBOCTI Ha MOYATKy rpH. Y pearizaiii Bukopuctano Canvas +
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TextMeshPro, a edektn mifCBiYyBaHHS CTBOPEHO Yepe3 3MiHY KOJIbOPY TEKCTy abo

a"imariito nosisu (fade-in).

ABBTTOEEX3MW
| THKAMHONPC

TYOXLYUWLbIOA

Puc. 3.1 SpiritBoard

3.2.2 BaokHOT rpaBus

brokHOT — 116 OKpemuil ereMeHT iHTepdelicy, B sSKOMYy 30epiraroThCcs yci
OTpUMaH1 rpaBLEM MiJIKa3KH MICs B3aeMOil 3 AyxoM. I1icist Ko)KHOTO BUOOPY OJHIET 3
TPHOX 3aIlPOTIOHOBAHUX KAapPTOK, ii TEKCT aBTOMATUYHO JOJAETHCS JI0 BIAMOBIIHOL
KaTeropii B OJIOKHOTI: BOMBLIS, 3HAPSS, Miciie abo Jac.

[aTepdeiic peanizoBano 3a gomoMorow TextMeshPro st 4iTkoro BimoOpaskeHHS
tekcty Ta VerticalLayoutGroup uu GridLayoutGroup /17151 BHOPSIKOBAHOTO PO3MIIIIEHHS
3anuciB y popMi cnucky. ['paBerb Mae MOKIIMBICTD IEPETIISAATH BECH )KYpHAJ MIJKA30K,
ajie He MOJKe 3MIHIOBATH TOTIEPEIH1 BUOOPH.

[{eit KOMIIOHEHT BUKOHYE poJib "ICTOPIi po3ciiayBaHHs", iKa JOIIOMAarae rpaBleBl
JIOTIYHO aHaJi3yBaTH BXK€ OTPUMaHy i1H(GOpPMAILI0 Ta HaOMMKATHUCS O PO3B’SA3aHHS

CIIpaBHU.
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* Time: [leHb

* Weapon: lNicTone

2]
"

* Location: Bynuys

* Killer: bpar

Puc. 3.2 biiokHOT

3.2.3 Bikno "IlpaBaa yu bpexus"

Oxpemuii Ul-ekpaH, 110 3’ SIBJASETHCS MICSA aKTUBALli KAPTKU BIANOBIIHOTO THITY.
Mictuth mosie Jyisi BBEJICHHS TUTAHHS Ta KHOMKY MiATBep KeHHs. [1icis HaTuckaHHs Ha
KHONIKY npuBuja Bignosigae "Tak" abo "Hi", mpuyomy BiAmoBinb Moxke OyTu abo
MPaB/IMBOIO, a00 BUMAKOBOIO (3aJIeXKHO BiJl KapTH). PeanizoBaHo 3a 10MOMOIor0 naHeni
BBoay TextMeshPro InputField, a BignmoBigl BUBOASATBCS uepe3 aHIMOBAHE
noBiioMJieHHs. Takoxk nepeadadeHo 0J0KyBaHHS MOAAIBIINOI B3aEMO/IIT 10 3aBEPIICHHS

agiMari.

L 3akpym
3anurtatu

Mpueug kaxe: "Hi"

KaMib?

Puc. 3.3 Bikuo "lIpaBna un bpexus"

3.2.4 BikHo pe3yJbTaTiB

dinanpHUN eKpaH, IO MOKa3ye pe3yJbTaT Tpu (mepeMora 4yu Tmopaska). B
3QJIKHOCTI BiJl MPaBUJILHOCTI BUOOPY TpaBIlsl, BUBOJAUTHLCS BIAMOBIAHE MOBITOMIICHHS.
Mae kHOIIKM TIepe3anycKy Irpu abo MOBEpHEHHS B MEHIO a00 HOBOI Ipu. PearnizoBano 3a

nonomororo Canvas Group.
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CnpaBy He pO3KpUTO

Hoee gino

Puc. 3.4 BikHo pe3ynbTariB

3.2.5 Ilaneab BUOOPY KapTOK

[aTepdeiic, mo 3’ABig€TbCA Micis KOoKHOTO J1i. ['paBenr 6aunTh 3 HOBI KapTKU
OJIHOTO THUITY (MicIie, 30pos, TOIII0), 3 AIKUX Ma€ oOpaTu oHy. KoxkHa kapTka pealnizoBaHa
K KHOIKAa 3 UIFOCTpAIlI€l0, 3aroJIOBKOM 1 KOpPOTKMM omucoM. [Ipu HaBemeHHi abo
HATHUCKAHHI BUKOPUCTOBYETHCSA Bi3yallbHUM ePeKT mifcBiuyBaHHs. [lanens 3HUKAE TiCHs

BUOOpY, a 0OpaHa KapTKa 3alHUCY€ETHCS B OJIOKHOT.

Puc. 3.5 I1anens BuOOpy KapTOK
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3.3 B3aemonis kopucTyBayia

VY rpi "Freedom of the Ghost" B3aemoniss kopucTyBadya moOyjoBaHa HABKOJIO
MOETAITHOTO0 OTPUMAHHS I1JKA30K Uepe3 cepito KapTKOBUX i, a TAKOXK KOMYHIKaIIii 3
npuBuaoM. Bechb iHTepdeiic peanizoBano 3a gomomororo Canvas Ul y Unity 3

BUKOPUCTAHHSAM KHOTIOK, ITaHeJNel, aHIMaI[li 1 CHCTEMU NePeTITryBaHHS.

3.3.1 IlepersiryBaHHsI KapT
Opniero 3 kmoyoBux MexaHik y rpi "Freedom of the Ghost" € cucrema
nepersryBaHHs kapTok (Drag-and-Drop), ska 3a0e3nedye iHTYiTHBHY B3a€MOII0 MiX
rpaBieM 1 irpoBuM cepepoBuieM. Came uepes el MEXaHI3M peajli3y€eThCs OCHOBHA
(dbopma KOMyHIKaIli 3 IrPOBUM CBITOM — I'paBellb (P13UYHO "MEPEHOCUTH" CBOIO JII10, 110
CTBOPIOE €PEKT 3aHyPEHHS 1 IPSIMOI y4acTl B pO3CIIITyBaHHI.
TexniuHa peanizaiis:
MexaHi3M nepeTraryBaHHs oOy0BaHUI Ha OCHOBI 1IHTepdericiB noaii Unity:
- IPointerDownHandler — 00po06iisie Moaif0 HATUCKAHHS Ha KapTKy
(peecTpye, 1110 TpaBelb MOoYaB NEPETATYBAHHSA).
- IPointerDragHandler — aktuByeTbes i yac pyxy Muiili ado maibiis
1 OHOBJIIOE TTO3HITII0 00’ €KTA Y PeaIbHOMY Yaci.
- IPointerUpHandler — BukiMkaeTbes, KOJW TpaBellb BiAMyCcKae
KapTKy (3aBEpIIEHHS MEpPETATYBaHHS), MICIS YOr0 BUKOHYEThCA TEpeBIpKa Ha
JOCSITHEHHSI I1JIbOBOI 00JI1ACTI.
VY SKOCTI HITLOBUX 00aCTe MOXKYTh BUCTYNATH:
- 3oHa npuBuaa (GhostArea) — BHUKOPHUCTOBYETHCS ISl aKTHUBAIIil
M IKA3KH;
- cnemianbHi Ul-eneMeHTH — 11 1H1miaIii i Ha OCHOBI THITY KapTH
(HampuKIa, IepeBipKa, miaKa3Ka, BUOIp 01 TOIIO).
IToBeniHka i yac nepeTsryBaHHs:
- KapTka Bi3yaJlbHO BIJOKPEMITFOETHCS BiJ] KoJoaW: ii mmap (sorting

layer) 3MiHIOETBCS, ITOO BOHA 3aBX K OyJia MOBEPX 1HINNX €JIEMEHTIB IHTEpEHCy.
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- BinTBoproeTbes 3BYK MeEpeTsryBaHHS ab0 KOPOTKHM ayaioedexT
(HanmpuKIa, mIypxit namnepy abo exo, SKIIO MepeTAryBaHHA e 10 Ayxa), 10
MIJICUITIOE aTMocdepy.

- Y MOMEHT HaBeJIeHHS Ha JOMYCTHUMY 30HY aKTHBallli MiJACBIUYyETHCS
cama o0nacth ab6o 00’ekt (Outline, Glow, abo i1 edexTn).

O6poOka pe3ynbTary:
[Ticns Toro, sik KapTKa CKUHYTa Ha JIOMYCTUMUIN 00’ €KT:

- Cucrema BHUKOHY€ TMeEpeBIpKYy KOJi3li  (Hampukiaa, 4epes
RectTransformUtility.RectangleContainsScreenPoint abo KacToMHY JIOTIKY
BU3HAUEHHS 30HMU).

- k1o Bce BUKOHAHO MPaBUIIBLHO, BUKIIUKAETHCS BIAMOBIAHA MOMIS:
HaIpUKIa, 3’ ABJISIETHCS MiKa3Ka, BIIKPUBAETHCS BIKHO BUOOPY, 400 aKTUBYETHCS
aHIMaIlis ayxa.

- k1o rpaBenp BIAMYCTUB KAPTKY B HENOMYCTHMIi 001acTi — BOHA
noBepTaeThes Ha Miclie 3 aHimaiiero (depes DOTween, Lerp, abo Coroutine s
IUTABHOT'O TOBEPHEHHS).

[TepeBaru Takoro miaxomy:

- [HTYiTUBHICT, — TIEpETATYBaHHS 3pO3yMiJie HaBiTH 0€3 HaBYAHHS,
10 pOOUTH TPy JOCTYIMHOIO ISl HOBAUKIB.

- BizyanbHa B3aeMojisi — TpaBellb OayuTh pe3yJbTaT CBOIX MIA Yy
peasbHOMY Yaci.

- ['Hyukicte po3poOkum — drag-and-drop moskHa MaciiTabyBaTé Ha
1HIIT B3a€MO/IIi: IepEMIIIEHHS TPEAMETIB, KOMOIHAIlT KapT, TOMIO.

- ATMochepHicTh — Bi3yalibHI i 3ByKOBI €()eKTH pOOSATh Mii TpaBIlsd
E€MOIIHHO HACUUYCHUMHU.

Takum uymHOM, cucTeMa MEpEeTAryBaHHS KapT y Ipl € HE MPOCTO CHOCOOOM
BBEJICHHS JaHUX, a HEBIIIJILHOIO YACTUHOI ITPOBOTO JOCBIY, SIKA MOEIAHYE JIOTIKY,
atMoc(epy Ta reMan3aiiH y eauHe 1ijie. BoHa migkpecitoe KIrYoBUNA MPUHIIU TPUH —

"TOpPKHUCH MIJKA3KH, BIAUYH 1cTOpit0".
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3.3.2 O6pobOka BudOpy

VY rpi "Freedom of the Ghost" micis BUKOHaHHS KOXHOI Jii TpaBellb OTPUMYE
MOXJIMBICTh 3pOOUTH BUOIP cepell TPhOX BUMAIKOBUX KapTOK, III0 HAJIEKATH J0 OJHIET 3
YOTUPHOX KaTeropii: BOMBIL, Miclie, 3Haps I a0o yac. Taka MexaHika peanizoBaHa JIjis
MOETAHOro 300py J0Ka3iB Ta 3a0€3MeYeHHs MPOTPECUBHOIO PO3BUTKY CIOKETHOT JIiHii,
IpU LOMY KOXKEH BHOIp Ma€ 3HaYeHHS 1 HaOIIKae TPaBIis 0 PO3B'sI3aHHS 3araiKH.

Mexanika mosiBu BubOopy: Ilicias 3aBepiieHHs akTUBHOI [ii  (HampuKIa,
OTpUMaHHS IT1JIKa3KH BiJl TpUBHIa a00 aKTHBAILIIi CTIeIiabHOl KapTKHU) B iHTEepdeiici rpu
3 ABIISIETHCS MMaHENb BUOOPY, KA MICTUTh TPU YHIKaJIbHI KapTKW 3 BaplaHTaMHU JIMILIE
onHlel karteropii.  BuOpana xkaTeropiss BHM3HAUa€ThCS BHUIAJAKOBMM YHHOM Ha
MOYaTKy KOXKHOTO IIUKITY, 1110 TAPAHTY€E PI3HOMAHITHICTH IrPOBOTO MPOLIECY .

{1 xapTku BigoOpaxkaroThcs 3a jonomorow Ul-KHOMOK, KOXkHA 3 KX MICTUTh
TEKCTOBHM omuc BapiaHTy (Hampukiazn, "Hix", "Banna", "Tomac" a6o "3:00 nHoui").

Ko»Ha Taka KHOIKa — I11€ IHTEpAKTUBHUN €JIEMEHT, SIKUI pearye Ha HaTUCKaHHS
Ta 00po0JIsIETHCS CrielianbHuM ckpurntoM (Hanpukiaz, CardSelectionHandler a6o gact
uHoto joriku GameManager).
[ToBeninka micist BUOODPY:
[Ticist HaTUCKAaHHA HA OJIHY 3 TPHOX KapTOK:
1. BuOpane 3Hau€HHS 3aIUCY€ETHCS 10 OJOKHOTA rpaBlLs — L€ OKpeMa MaHelb, y Kl
(b1KCYIOThCS BC1 00paHi Bepcii T0Kas3iB.
2. [Hmni 181 KapTKW 3HUKAIOTh 3 €KpaHa, 3a0e3Meuyoun YUCTOTY 1HTepdhency Ta aKIeHT
Ha HACTYMMHOMY KpOIIi TpH.
3. I'pa mepexoauTh 0 HACTYITHOTO €TaIy — HAMpPHUKIIAJ, 3allyCKaeThCsl HOBUM Xif a0
BIJIKpUBAETHCS THTEPPEIC NI TepETATYBAHHS Y€ProBOi KapTKH Jii.

VYesa norika 1mporo mpouecy peanizoBaHa uyepe3 C#-ckpuntu B Unity, siki
LICHTPaJIi30BaHO 00poOIAIOTh mosii: BusBieHHS HatuckanHs (ONnClick), onoBneHHs
iHTepdeiicy, 3amuc y crpykrypy nanux Onoknorta (NotebookManager.AddEntry()), a

TaKOK BUKJIMK (QYHKIINA MEPEeXoy 10 HOBOTO CTaHYy I'PU.
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BaxxnuBicTh mporo erary:

OO6pobOka BUOOpY — 11€ KITI0YOBA MEXaHIKa, SKa MOE€HY€E IPABI 31 CTpaTeryHUM
€JIEMEHTOM TpHU: KOXKEH 3po0JieHuH BHOIp Hece NMEeBHUU 1HQOpMAIIHHUN CIif, KUK
rpaBellb Ma€e aHaI3yBaTH y MOAAJBIIOMY.

[le cTuMyITrO€ JIOTiYHE MUCTICHHS, BMIHHS TIOPIBHIOBATH T1IKA3KH Ta BUKIIIOYATH
HENpPaBUIIbHI1 BapiaHTH.

KpiMm Toro, Ttaka ¢opma BHOOpPY [03BOJISIE JIETKO PpO3MIMPIOBATH TPy B
MaiiOyTHbOMY, JTOJIal0YM HOBI THIM KapT, HOB1 KaTteropii abo cmeriajibHi eheKTH KapT
0€3 3MiHM OCHOBHOI apXITEKTYpH.

Takum ymHOM, cucteMa OOpoOKM BHOOpPY B Tpl peajii3oBaHa SIK I1HTYITHMBHO
3pO3yMiINH, ajie CTpaTeriyHO BaXJIMBUW e€Tam, M0 Ja€ rpaBleBl 3Mory (GopmyBaTu
BJIACHY JIOTIKY pO3CJiAyBaHHS.

3aBasku BukopucranHio Unity Ul, momiii kHOMOK 1 30epiraHHs BHOOpPY B

CHELIAIbHY CTPYKTYPY, I MEXaHiKa MpaIoe CTabIbHO, JIOTIYHO Ta 3pYYHO JJIsl TPABIIAL.
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4. TECTYBAHHS TA AHAJII3 PE3YJIBTATIB

4.1 Texniune cepenoBuile

Jlis  TecTyBaHHS TpPU BHUKOPHUCTOBYBAJIOCS HACTYIHE amapaTHO-TPOTpamMHe
Cepe/IOBUIIIE:
- Onmepamiitna cuctema: Windows 10 Pro x64, Bepcis 22H2
I[Mporecop: Intel Core i5-10400F (6 saep, 2.90 GHz)
- OmnepatuBHa nam’s1Te: 16 GB DDR4
- Bigeokapra: NVIDIA GeForce GTX 1660 Super
- IrpoBuii pymii: Unity 2021.3.34f1 LTS

- Posmupenns: TextMesh Pro, Universal Render Pipeline (URP)

- Bineopo3ainsHicts s tectiB: 1920x1080 (Full HD)

- Momnitopunr npoayktuBHocTi: Unity Profiler, Windows Performance Monitor
Takox rpa nepesipsiiach Ha HOYTOYIIl 3 HIXKYUMU xapakrepuctukamu (Intel 13, 8

GB RAM, inTerpoBana rpagika), mob nepeBipuTy MiHiMalIbHI BUMOTH JI0 3aITyCKY.

4.3.2 IIpoayKTHBHICTH KJI€HTA
[nctpymentu: Unity Profiler, Task Manager, Memory Diagnostic
BumiproBaHHs:
- Cepenniii FPS: 60 FPS na FullHD po3ainbHocTI.
- HaBanraxenns na GPU: 20-35%
- IMam’sare: ~350 MB y niky, npu akTUBHHUX CLEHAX
PesynbraTu:
- I'pa cTabiapHO IpaIftoe Ha MPUCTPOSX CEPEAHBOTO PIBHS.
- BigcytHi memory leaks.
- 3aBaHTa)XCHHS HOBMX CIIEH HE MPU3BOAUTH J10 3aBUCaHb (110 0.5 cex max).
- OnTtumizanis crpaitiB Ta BukopuctanHs URP mokpaiiye mpoayKTHUBHICTE 0€3

BTpaTH SKOCTI.
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4.2 I03ep-keiicu 11 nepeBipKu

4.2.1 Bubip kaprtu aii

Mera: IlepeBipuTH, 9yu TpaBelb MOKE BUOpATH OFHY 3 TPHOX BUITAIKOBUX KapT,
K1 3’ ABJIAIOTHCS MICII KOKHOI dil.

Kpoxku:
1. 3aBepmIUTH B3a€EMOIII0 3 TOTOYHOIO KapTOIO.
2. JlouekaTucs OSIBU BUOOPY 3 TPHOX HOBUX KapT.
3. HatucHyTHn Ha of1HY 3 HUX.
4. TlepexoHaTucsi, 110 BOHA 3HUKAE 3 BUOOPY, a 1 3HAYCHHS 30€piracThCcsi B OJOKHOTI
IpaBIIsl.

PesynbTaT: YCi Tpu KapTu BiJ0OpakarOThCd KOPEKTHO, OJIHA 3 HUX 30epiraerhcs,

JIB1 1HIII 3HUKAIOTh. Y C1 J1i KOPEKTHO JIOTYOTHCS.

Puc. 4.1 MomeHT BUOOpY OJHIET 3 TPHOX KapT

4.2.2 OTpuMaHHs MiIKA3KM BiJ NpUBUIA

Merta: [lepeBipuTi MeXaHiKy TeHepalli MaKa3Ku Mpu B3aEMO/IIT 3 TyXOM.
Kpoku:
1. Ilepetsiruytu kapty tumny "Iliaka3zka" abo "3anutanHs" Ha 30HY AyXa.
2. O4iKyBaTH Ha BUBEJICHHS TEKCTY I1KA3KH.

3. 3BIpUTH KaTErOpit0 MiAKA3KH 3 TUTIOM BX1JHOI KapTH.
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Pesynbrar: Ilicna mepersryBanns y 100% BUmangkiB 3’sSBISEThCS MiKa3Ka, TEKCT

BIZIOOpaXKA€THCS Y BIIMOBITHOMY BIKHI 3 KOPEKTHOO KaTeropiero (BOMBIIS, 30posi, MicIIe, Yac).

3anuraTtu

Mpueupg kaxe: "Hi"

Puc. 4.2 BikHO 3 miaKa3Kor0

4.2.3 30epe:keHHs MiAKA3KU 10 0J10KHOTA
Merta: IlepeBipuTy, 4u KOXKHA I1JIKa3Ka 3aMUCYETHCSA 10 OJIOKHOTA rPpaBLis.
Kpoku:
1. Otpumaru miakasky yepe3 SpiritBoard abo kapry.
2. [TopuBuTHCS OJIOKHOT TPABIIA.
3. 3HaliTH HOBY MIJKA3Ky CEPEJl 3aMKCIB 32 KATETOPIEIO.
PesynbraT: Ilinmkazka onapasy 3’SBISE€ThCS Yy BIAMOBIIHIN BKJIAI1 OJOKHOTA.

[aTepdeiic He 3aBUCae, KaTeropis MiJICBIYYETHCS KOJTLOPOM.

* Time: lleHb

* Location: Mapax

Puc. 4.3 briokHOT rpaBIiisg 3 HOBOIO IMiIKA3KOI0
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4.2.4 TloBepHeHHSsI 10 TOJIOBHOT0 MeHI0, 200 Mepe3anyckK
Mera: IlepeBipuTH, YyM HPaBWIBHO MPALIO€ KHONKAa MOBEPHEHHS 1O MEHIO 3
OOHYJICHHSIM TPH, Ta IEPE3aIyCK I'PH.
Kpoxku:
1. TIpoiiTu Bci eTanu i OTpUMaTH MOBHUN HAO1p MiAKA30K.
2. [louekatu, MOKH BIIKPUETHCS TOJIOBHE MEHIO.
3. 3anyCTUTH HOBY Ipy, 00 BUITH y TOJIOBHE MEHIO
Pesynbrar: BcCl TMMYacoBi 3MiHHI OOHYJIAIOTBCS, CIEHA 3aBaHTAXYEThCA 3

IIOYAaTKYy. HepeaanycxaeTLc;I I'pa 3 THUMHU K CaMHM IIapaMCTpaMHU.

Freedom .
~of the-

Puc. 4.4 T"o10BHE MEHIO ITICJI HATUCKAHHA “‘Buiith B MeHIO”

4.3 AnaJi3 cTablIbHOCTI podoTH

4.3.1 IloBeninka npu BTPATi MiAKJIIOYEHHS
OCKUIBKM Tpa HE BUKOPHCTOBYE OHJIAWH-MYJbTUILICEP, TIEPEBIpKA CTOCYBaIaCh
BUMAJKIB BTPATH JOCTYIMY JI0 PECYpPCIB — HANPHUKJIIAJI, HEOCTYTHICTh JIOKAJIbHUX asset-

1B, BUAAJICHHS (DAiIIIB TOIIIO.
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Tectu:
1. IlpumycoBe BUIaNICHHS CIIPATIB KapT.
2. BigkiroueHHs: Mepexi (TepeBipKa Ha MpeIMeT BUKIUKY ITOMHIIOK).
3. 3aBaHTa)KEHHS TOIIKOKEHUX CIIEH.
PesynbraT: Yci moMuiku o0poOstoThest uepes try-catch 6oku. ['pa He aBapiliHo
3aBepIIyeThCS. BHBOAUTHCS TOBIIOMIIEHHS TMPO BIACYTHICTH pecypcy. Cucrtema

GameManager Mae pe3epBHE 3aBaHTA)KCHHS 32 3aMOBUYBAHHSIM.
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BUCHOBKHA

Y pe3ynbTaTi BUKOHaHHS KBamidikauiiiHoi pobotu Oylio peani3oBaHO ITpOBUI
nporotun mudpoBoi getekTuBHOI rpu «Freedom of the Ghost» y dbopmari nokpokoBoi
KapTKOBOi B3a€MOJIIi 3 €IleMEHTaMHM MICTUKHU. ['pa cTBOpeHa 3a JOIMOMOIOI0 IrpOBOTO
pyurist Unity Ta MoBu niporpamyBaHHs C#.

1. Jlnsa po3pobku Oyno oOpano pymiiid Unity udepes 3pyuHicTh pobotu 3 Ul
niaTpuMKky C# Ta MIMPOKI MOXKIUBOCTI poOOTH 3 aHIMAaI€lo 1 moAisiMu. Bukopucrano
Canvas, EventSystem, TextMeshPro, a Takox cuctemy nepetsaryBanns (Drag-and-Drop)
1 animariii (DoTween).

2. byno cmnpoekToBaHO MOIYNBHY CTPYKTYpy, mo Bkimodae GameManager,
UlManager, CardManager, SpiritBoard, NoteBook, GhostController. 11 B3aemMoii Mixk
MOAYJSIMU 3acTocoBaHO martepHu Singleton, Dependency Injection, a Takox
ScriptableObject msa kapToxk.

3. PeanizoBaHo 4oTHUpHU OCHOBHI THUIH KapT (IMiJKa3Ka, epeBipKa, J0Js, TOIIKA),
SpiritBoard a1 moyaTkoBOi MigKa3Kku, OJOKHOT JIsl 30epexeHHs1 BUOOpyY, Ta BUOIp Aiid
13 TphOX BaplaHTIB. Ycd JIOTIKa TOJAUIEHA HA OKpPeMl CKPUNTH 3 YITKOIO
B1IITOBIIAJIHHICTIO.

4. Intepdeiic ctBopeHo Ha ocHOBI Canvas. Y Tpi peani3oBaHO: TOJIOBHE MEHIO,
naHenab BuOOpy niid, SpiritBoard 3 mijncBidyBaHHSIM JIiTEp, BIKHO MiJKa30K, OJIOKHOT
IpaBllsl, BIKHO pe3yJIbTaTiB. AHIMAIlll 10Aal0Th IUIABHOCTI, a TEKCT 0OpMIICHUN Yepes
TextMeshPro.

5. [IpoBeaeHo TectyBaHHs 0a30BUX CIICHAPIiB: BUOIP KAPTKHU, B3AEMOIIS 3 JYXOM,
NosiBa MiJIKa3KH, 3aBEpPIUEHHS T'PH, TIOBEPHEHHS J0 MEHIO. ¥YCl MEXaHIKU MpaliolTh
cTabuIbHO, 0€3 MOMWIOK 1 3aBHCaHb. JIOTika MigKa30K 1 30epekeHHs] BHOOPY MPAIIioe
KOPEKTHO.

6. Y MalilOyTHOMY JOLIBHO PO3IIUPUTH TPy 32 PAXYHOK:

- 30epexeHHs MPOrpecy MiXK CEClsIMH;

- OLIBIIOI KIIBKOCTI KAPTOK Ta MiJIKa30K;
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- CKJIAJIHIIIUX CIICHAPIiB MiAKa30K;

- PO3IIMPEHHS JIOTIKH MEPEBIPKH Ta PEaKIlii ayxa;

- MIATPUMKH JIOKaJi3allii.

Pe3ynbTaT BiAMOBiga€ MOCTABICHUM ITUISIM: CTBOPEHO MPOTOTHUIT TPH, IO TTOETHYE

JIETEKTUBHUM CIOXKET, IHTYITUBHUM 1HTEp(]EIC 1 MOCTIOBHY JIOT1KY B3a€MO/IIT 3 TPaBIIEM.

Pobota mpoiima anpoobartito. 3a i pe3yasTaTaMu 0yJIo OIMyOJIIKOBAaHO HACTYITHI
TE3U JIOIIOBIIEH:

1. ManxkiBcekuit [.C., SApomeBcohkuii O.B. BuznaueHHs BUMOT O JE€TEKTUBHOI TPy
y (popmarti kapT Ta Bubopy BapianTis aiil "Freedom Of The Ghost". Marepianu: VI
Bceykpaincbkoi HayKOBO-TEXHIYHOI KOHGEpEeHIli «3acToCyBaHHS MPOTrpaMHOro
3abe3rneueHHss B 1H(GOpMalIMHO-KOMYHIKAIiiHUX TexHojorisx 24.04.2025,
HNVYIKT, KuiB, Ykpaina, C.243-245.

2. MankiBcbkuit [.C., SIpomeBcbkuii O.B., Buznadennss BUMOT A0 irpoOBOTO pyIIis
UNITY st po3poOKkH JIeTeKTUBHOI TpH Y hopmaTi KapT Ta BUOOPY BapiaHTIB J1H.
Mertepianu: VI Beeykpainchbka HayKoBO-TeXHIYHa KOH(pepeHIlis «3acToCcyBaHHs

IpPOrpamMHOro 3a0e3neyeHHss B 1HPOPMaLIHHO-KOMYHIKAITHUX TEXHOJIOTISIX).

24.04.2025, AYIKT, KuiB, Ykpaina, C.246-247.
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JTOJATOK A. IEMOHCTPAIIMHI MATEPIAJIA

o PPy,

JTEPKABHHH YHIBEPCHTET IH®OPMAIIIHHO-
' ‘ KOMYHIKAIIAHAX TEXHOJOITH

HABUAJIBHO-HAVKOBHH IHCTHTYT

‘ El l=: | H I IH® OPMAIIHHAX TEXHOJJIOTTH

KA®EIPA THKEHEPTI TPOTPAMHOT O " Ergimeeg O
3ABE3NEYEHHS

BukoHaB cTyfeHT 4 Kypcy

e MeTa 10CTiAKEeHHS — TOCHINTH MiCTHIHO-ITEKTHBHY CKJIAI0BY TDH IULIXOM
BHKOPHCTaHHS crienu(igyanx 06’ekTiB, o opMyI0Ts aTMOoc(epy pO3CIiIyBaHHA Ta
3aHYPIOIOTh TPABIIA Y TIPOIEC TIOMTYKY iCTHHH.

o O0’€KT 10CTIIZKEHHAS - IPOIIeC CTROPEHHS IHTEDAKTHRHOT ITEKTHRHOT TDH 3

A It MR S D

JIeTeKTHRHOI TPH 3 KapTKOBHM iHTepdeficom.
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3A1AUI JJUITJIOMHOI POBOTHU

IIpoaHamizyBaTH iCHYIO0UI IeTeKTHBHI iTpH 3 eleMeHTaMH IHTepaKTHBHOTC PO3CIiTyBaHHA Ta
BapiaTHBHOTO CIOKETY.

CdopmymroBaTi (yHKIIIOHATRH] Ta He(YHKIIIOHATRHI BHMOTH 10 IeTeKTHRHOI Tpl "Freedom of the
Ghost".

Po3pobutu iHTepdelic KopHCTyBada 3 ypaxyBaHHAM KapTKOBOI MeXaHIKH Ta BHOOPY Miil.
PeamizyBaTn KJIHOTORY iTpOBY JOTIKY: MeXaHi3M 300py J0Kaz3iB, BUOIp KApTOK, MiAKa3KH BiJ
IIpUBHIA.

IIpoBecTH MOIYIEHE Ta pyUHe TeCTYBaHHA TPl IepeBipUTH JIOTIKY ClleHapiiB i BapiaTHRHICTE
PO3BHTKY IOl

DyEEmil Simulacra Duskwood Card Detective Freedom of the Ghost
JleTexTHEHHIT CEOKET + + + +
Buxopecranss n n _ n
TmKa30K EHDOpPY
KapTroea MexaHika - - + +
Haaemicte npHEHDA - - - +

- - - +
B.Hﬁlp 1?. ﬂfKU]LKDX + + + 4
Bignoeinei
BE;[BH.}U’I'— _ _ + +
SJAMHCIE/OIOKHOTA
Mo#UTHEICTS HOETOPHOTO + + + +
TPOXOIKEHHA
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KOHIIEIIT I'PH

Freedom of the Ghost — ue atmocdepHa NOKPOKOBa AETEKTUBHA IPa 3 KAPTKOBUM iHTepdelicom, y Akl rpaBeub
pO3CAiaye TaEMHMYe BOMBCTBO 3a AONOMOTOK MiAKA30K Big NPUBMAA HepTBX. KOXMHA HOBa CNpaBa — Ue yHiKanbHe
NOeHaHHA NiAO3PHBAHOIO, MICLA, 3HAPAAAA Ta Yacy 3N104MHY, AKI rpaBellb Ma€e BCTAaHOBMTK, AOCAIAMYHOUYMN MiIAKA3KM,
aHanisy4YM cuTyaulio Ta pobaaym Bubip Ail 33 AONOMOrOK CreLiaNbHUX KapT.

CeTTUHr rpu:
3noBicHe MICTO, Ae Hi4 NPMXOoBYE Binblue, Hix NPOCTO TemMpABY. MpaBeLb — HEBUAMMMUIA AETEKTUB, AKMIA Yepes MiCTUYHMIA
3B'A30K i3 AyXOM }epTBM NOBMHEH PO3KPUTH Npasay, AKY He 6auUnTb HIXTO IHWWEA.

TexHiuHi napameTpu:

* Maatdopmm: Windows, Android

* KepyBaHHA: MULLIKA, KnaBiaTypa (MK) a6o ceHcopHuii ekpaH (Mo6inbHI npucTpoi)
* Mpadika: 2D-iHTepderc i3 TEKCTOBMMM Ta BisyanbHUMM MiAKa3KaMU

LlinboBa ayauTopia: 100MTeni AeTEKTUBIB, NCUXOMNOTIYHKMX iITOP Ta 3araflok; rpasuyi BiKOM Big 12 pOKiB, WO WYKaKTb
HeCTaHAAPTHUIA CKOMET Ta aTMOChEpPHUIA A0CBIA; MPUXUIBHKMKK iITOp i3 BapiaTUBHICTIO AiF Ta enemMeHTaMn MICTUKA

TEVMILJIEN TA MEXAHIKH

leiimnneit:

lpaBeupb AOCNiIMYE Cpasy, BUKOPUCTOBYIOUYKM KAPTKW Ajid ANA B3aeMOAIT 3 NPUBMAOM HepTBW. OTPUMYIOUN NiIKa3KHK,
rpaseub 0OMpaE BapiaHTW BIANOBIAeN | 33HOTOBYE CBOI 340ra/ikM ¥ BAOKHOT, NOCTYNOBO HabNMMKAKUYNCh [10 PO3KPUTTA
ICTUHM.

IrpoBi MexaHiku:

* TokpokoBuii BuGip KapToK aiit — Memory, Fate, Truth, Board, koMHa 3 AKKX PO3KPMBAE YACTHHY CNPaBW NO-CBOEMY.
* TpwWBWA, BKasye nepui NiTepu BiANOBIAI Yepes MICTUUHUIA iHTepdelic.

* Henpami ¢pasmn, acouiauii Ta cnoragu npuenaa 6e3 npamoi Bignosiai.

*  KoMHa cnpaBa NOYMHAETLCA 3 YHIKANBHOIO TEKCTY, AKWIA CTBOPIOE aTMmochepy | MICTUTL HaTAKM.

* BAOKHOT po3chigyBanHA GIKCye BC Al rpaBuUA 3 NO3HAYEHHAM NPaBMUAbHOCTI (+/—).

*  CucTema nporpecy — 4oTupu etanu (B6MBLA, Miclle, 3HAPAALA, 4ac) 3 Bi3yaNbHUMM iHAMKATOPaMM NPaBUABHOCTI.

* Lllopa3sy HoBe A0CkE Ta KoMOiIHaLji NapameTpiB.



@DYHKITIOHATHHI BUMOTH:

leHepallia cnpaBy 3 BUMAAKOBUMMU
napametpamu (eOueug, 36pog, micue, yac).

Haganha Henpamux NiaKasoK i npusuaa nna
CNpAMYBaHHA rNaBLA.

B3aemogia 3 rpow wnaxom snbopy Al 33
AOMNOMOIOK) KAPTOK,

BisyanbHe No3Ha4YeHHA NPaBUIbLHOCTI
BiINOBiAEl Ha WKani Nporpecy.

neperpaTy NOTOYHY.-
BueeneuHa diHaAbHOI DaHeni 3 pe3ynbTaTamMu Ta
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HedyHkiioHaIBH1 BAMOTH:

3aBaHTaKEeHHS KapToK (He Oimbme 3

IligTpHMEa OCHOBHIX ITAT(OPM
(Windows, Android).

ITPOT'PAMHI 3ACOBH PEAJIIZAILTIL

Qunity D3 @ git

Visual Studio




Use case miarpama
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© card |
]'utype : string \
ovalue : string |

=
| o RevealCard() |

© chost

Jliarpama KjaciB

o RestartGame()
o EndGame()

© ClueSelector

o GiveHint(card : Card)

o AnswerYesNo{question : string)
| @ RandomMemory(type : string)

o ShowOptions(category : string)
o SaveSelection(card : Card)

© oAk

‘©GameMana9er

o StartGame()

} (© uiManager

|  ShowPanel(name : string)

; o HidePanel(name : string)
| ® UpdateNotebookUI()

|5 entries : List<sting> |

(© spiritBoard

© TruthOrLiePanel

o AddEntry(text : string)
o ShowAll()

o ShowCluePrefix(type : string)

o AskQuestion()

ch,

° A (¢ : string)
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T'o10BHE MEHIO

MeHto HallalwTyBaHHA

11
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ExpaH irpoBoro mpoiecy

[Hoskona 6yno nioAHO, ane came B UbOMY — Haibinblua ipoHis.
Barato ouefi — i XoaHoro ceigka.

JlioaW NPOXoAMNM NOB3, XTOCh HABITL 3yNUHABCSA. Ane 6inbwicTb
NWwWe NPUWBKAWYBaNa KPOK — HibM Wwock BigyyBany.

BiH yce 3HaB HagTO WBKAKO. | KOXKHa AeTanb, AKY BiH onucyeas,

3ByYana... K peneTuuis.
Cniau He BKa3yBanu Ha Hamip — WBMALWE Ha MOXKNUBICTL. Te, Wo
6yno nig pyKoto, CTano BUPOKOM.

ABBITAEEX3U
I THKNMHONPC
TYOXU YU bloA

13

3o00paxeHHs iHTepdoency

ABBITAEEK3N | . i
1 TAKAMHONPC ¥poo
M Tyoxuyuwbion | | |
. y | ,i o
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MeHto nicna 3aBepLUEHHS rpu

CnpaBy He pO3KpUTO

Hoge gino

ToyaTu 3aHOBO

y hopmari kapt Ta Bubopy BapianTis aii "Freedom Of The Ghost". Marepiamm:
VI BeeykpaiHchKoi HAyKOBO-TeXHITHOT KOH(pepeHIni «3acTocyBaHHs;
IIporpaMHOro 3abe3eueHHs B iH(popMaIliiiHo-KOMyHIKaIIITHIX TeXHOIOT1X

\\\\\\\\\\\\\\\\\\\\\\

2. Manxiscoxuii /1. C., Apoutescokuii O.B., Bu3HaueHHSA BUMOT JI0 iIFPOBOTO
pymrist UNITY st po3poOKku AeTeKTHBHOL TpH Y OopMaTi KapT Ta BHOOPY
BapianTiB mii. Merepiamn: VI BeeykpalHchKa HayKOBO-TEXHIUHA KOH(DEpEHTIis
«3acToCcyBaHHS MPOrpaMHOro 3a0e3rneueHHs B iHGopManiiHo-KOMYHIKaIiiTHIX
TeXHoJorsIx». 24.04.2025, IVIKT, Kuis, Ykpaina, c.246
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BucHoBKHM

1. IIpoBecHO aHAMI3 AETCKTHRHIIX iTOp 3 iIHTEPaKTHBHIIMI PO3CIiTYBaHHAMH, BHABICHO KIFOUOBI ITiIXOII 10
peamizamii BapiaTHBHOTO CIOXKETY Ta B3aEMOIII 3 KOPIICTYBAUEM.

2. OrliHeHO mepeBarH il HeIOMIKI KapTKOBIX irop 3 BHOOpOM jiit. 3pobieno BICHOBOK, IO KAPTKOBHIT iHTepdeiic
CIIPHAE KpaIoMy 3aIyIeHHED I'paBIls Ta 3pYIHII Bi3yalli3allii Mpolecy po3CciilyBaHHS.

3. BusHaueH0 GYHKIIIOHAIBHI Ta HeYHKITIOHATEH] BiMort 1o Tpi "Freedom of the Ghost", aki 3a0e3meayIoTh TITKY
CTPYKTYPY pO3POOKIL

5. CTBOpeHO KOPUCTYBALBKIIT iHTepeilc, 1o peanizye KapTKOBY B3a€MOJII0, MIKa3KI, JOCkE, OIOKHOT Ta MaHelkb
3aBepIIeHHS TPIL.

pillleHb IrpaBls Ta BiJ0OpasKeHHs [IPOrPecy.

7. IlpoBeneHo Te 4 KIIOHAIHHUX € iB. TIEPEBI ) i BapI . CIICHApIiB

17
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JOIJATOK b. ICTUHI'X ITPOI'PAMHUX MOAYJIIB

using UnityEngine;

using UnityEngine.Ul;

using TMPro;

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

public class GameManager : MonoBehaviour

{

public static GameManager Instance;

[Header("UI™)]

public GameObiject choicePanel;
public GameObject notebookPanel;
public Transform choiceContainer;
public CardDisplay cardPrefab;
public TMP_Text ghostHintText;

[Header("Game State™)]

private List<string> killerOptions = new List<string> { "Anna",
"Boris", "Carla" };

private List<string> weaponOptions = new List<string> {
"Knife", "Poison”, "Gun" };

private List<string> locationOptions = new List<string> {
"Kitchen", "Library", "Garden" };

private List<string> timeOptions = new List<string> {
"Morning", "Noon", "Night" };

private string correctKiller;
private string correctWeapon;
private string correctLocation;
private string correctTime;

private void Awake()

if (Instance == null)
Instance = this;

else
Destroy(gameObject);

void Start()

GenerateSolution();
ShowFirstClue();

void GenerateSolution()

correctKiller = killerOptions[Random.Range(0,
killerOptions.Count)];

correctWeapon = weaponOptions[Random.Range(0,
weaponOptions.Count)];

correctLocation = locationOptions[Random.Range(0,
locationOptions.Count)];

correctTime = timeOptions[Random.Range(0,
timeOptions.Count)];

void ShowFirstClue()
{

K"

}

string clue = correctLocation.Substring(0, 2); // Hanpuxnax

ghostHintText.text = "ITinkaska: " + clue;

using System.Collections.Generic;
using UnityEngine;
using TMPro;
public class NotebookManager : MonoBehaviour
public TMP_Text notebookText;
private List<string> entries = new List<string>();
public void AddEntryFormatted(string category, string
choice, string resultSymbol)
string formattedSymbol = resultSymbol == "+"

? "<color=green><size=150%>+</size></color>
. "<color=red><size=150%>-</size></color>";

string entry = $"+ <b>{category}</b>: {choice}<t>
{formattedSymbol}";

entries.Add(entry);

UpdateNotebook();

}

public void AddEntry(SpiritBoard.ClueType type, string
choice)
{
string correctAnswer = GetCorrectAnswer(type);
bool isCorrect = choice == correctAnswer;

string formattedSymbol = isCorrect
? "<color=green><size=200%>+</size></color>"
: "<color=red><size=200%>-</size></color>";

string category = type.ToString();

string entry = §"+ <b>{category}</b>: {choice}\t
{formattedSymbol}";

entries.Add(entry);

UpdateNotebook();

}

public void ClearNotebook()

entries.Clear();
notebookText.text = ""';

}

private void UpdateNotebook()
{

notebookText.text = string.Join("\n", entries);

}
private string GetCorrectAnswer(SpiritBoard.ClueType
type)
{
switch (type)
{

case SpiritBoard.ClueType.Killer: return
GameManager.Instance.killer;



public void OnCardDraggedToSpirit(CardType type)
{
string memory = GenerateMemory(type);
ghostHintText.text = memory;
ShowChoicePanel(type);

}

string GenerateMemory(CardType type)
switch (type)
{

case CardType.Killer: return "binb. .. oGmiyus 3naiiome...";

case CardType.Weapon: return "Xoomamii merai...";

case CardType.Location: return "lemit. .. miauTka mifg
Horamu...";

case CardType.Time: return "CgiTio... abo TempsiBa?..";

default: return "...";

}
}

void ShowChoicePanel(CardType category)

choicePanel.SetActive(true);
foreach (Transform child in choiceContainer)
Destroy(child.gameObject);

List<string> options = GetOptionsByCategory(category);
foreach (string option in options)

CardDisplay newCard = Instantiate(cardPrefab,
choiceContainer);
newCard.Setup(option, category);
}

}
List<string> GetOptionsByCategory(CardType type)

{
return type switch
{
CardType.Killer => killerOptions,
CardType.Weapon => weaponOptions,
CardType.Location => locationOptions,
CardType.Time => timeOptions,
_ =>new List<string>()
I3
}

public bool CheckGuess(string guess, CardType type)

{
return type switch
{
CardType.Killer => guess == correctKiller,
CardType.Weapon => guess == correct\Weapon,
CardType.Location => guess == correctLocation,
CardType.Time => guess == correctTime,
_ =>false
j3
}

public void AddToNotebook(string value, CardType type)

{
// 36epirae BuOIp rpaBis y OIOKHOT
GameObject entry = new GameObject(*NotebookEntry");
entry.transform.SetParent(notebookPanel.transform);
TMP_Text text = entry. AddComponent<TMP_Text>();
text.text = $"{type}: {value}";
text.fontSize = 24;
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case SpiritBoard.ClueType.Weapon: return
GameManager.Instance.weapon;

case SpiritBoard.ClueType.Location: return
GameManager.Instance.location;

case SpiritBoard.ClueType.Time: return
GameManager.Instance.time;

default: return "";

}
}

}
using UnityEngine;
using TMPro;
using System.Collections.Generic;

public class DossierManager : MonoBehaviour

{

public GameObject dossierPanel;
public TMP_Text dossierText;
public GameObject startButton;
public GameObject reopenButton;
public GameObject actionsPanel;

private void Start()

if (dossierPanel = null)

{

dossierText.text = GenerateDossier();
dossierPanel.SetActive(true);

}

if (startButton != null)
startButton.SetActive(true);

if (reopenButton != null)
reopenButton.SetActive(false

}

public void CloseDossier()

{

dossierPanel.SetActive(false);

if (actionsPanel != null)
actionsPanel.SetActive(true);

if (dossierPanel = null)
dossierPanel.SetActive(false);

if (reopenButton != null)
reopenButton.SetActive(true);
}

public void ReopenDossier()
{
if (dossierPanel = null)
dossierPanel.SetActive(true);

if (reopenButton != null)
reopenButton.SetActive(false);
}

private string GenerateDossier()

{
string Killer = GameManager.Instance.Kkiller;
string weapon = GameManager.Instance.weapon;
string location = GameManager.Instance.location;
string time = GameManager.Instance.time;

List<string> lines = new();



}

public enum CardType
{

Killer,

Weapon,

Location,

Time

}
/I CardDisplay.cs — Ul-kapTka 3 Bu6opom

using UnityEngine;
using TMPro;
using UnityEngine.Ul;

public class CardDisplay : MonoBehaviour
{

public TMP_Text label;

private string cardValue;

private CardType cardType;

public void Setup(string value, CardType type)
{
cardValue = value;
cardType = type;
label.text = value;
GetComponent<Button>().onClick.AddListener(OnSelect);

}
void OnSelect()

bool isCorrect =
GameManager.Instance.CheckGuess(cardValue, cardType);
GameManager.Instance. AddToNotebook(cardValue,
cardType);
GameManager.Instance.choicePanel.SetActive(false);
}
}
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/l Time description

if (time == "Hiu") lines.Add("He6o 3xaBanocs
0€3IOHHNM, a KOKEH 3ByK TOHYB y THIII, sIKa XOBaJIacsi Mix
OynuaKamn.");

else if (time == "Panox") lines.Add("Csir we He
BU3HAYMBCA, Y1 HACTAB JICHb — YCE HABKOJIO 3aTATHYTE
PO3MHUTHUMH KOHTYPaMH i HaATO CIIOKIHHUM MOBITPsM.");

else if (time == "Jlens") lines.Add("IoBkomna 6yio
JIFOZTHO, aJie caMe B LIbOMY — Hali0inbIna ipoHis. barato oueit
— 1 KOJTHOTO cBijKa.");

else if (time == "Beuip") lines.Add("Tiui craBaiau
JIOBIIMMH, a IIOJMX BITPY HIC 3 co00I0 Hectokiil. MosxiuBo,
XTOCh HE BCTHT AIiCTAaTHCh Toa0oMYy.");

/l Location description

if (location == "IlixBan") lines.Add("TIpocTip 6e3 BiKOH.
’KoneH 3ByK TyT He 3HUKA€ — BiH JIUILIE JOBTO TII€ B
KyTKax.");

else if (location == "Kyxua") lines.Add(" Tyt mocs
TOTYBaJIM — MO>KJIMBO BE4epIo, MOXJIMBO IutaH. [ToBepxHs
CTOJTy pO3IOBiaia OiibIiie, Hixk cioBa.");

else if (location == "T'apax") lines.Add("3anax macruna i
MeTaly. [HCTpyMeHTH Jexaiu He TaM, A€ MaiH 0. AJie XTOCh
HE CTaB iX KJIacTH Ha3am.");

else if (location == "Bymuus") lines. Add("JTroau
MPOXOJIUIN TTOB3, XTOCh HABITh 3yMUHSBCA. AJie OUIBIIICTD
JIUIIE TIPHIIBUIITYBaJIa KPOK — HiOM IIOCH BigdyBain.");

/I Killer hint

if (killer == "Tomiuis") lines.Add("Ti, xTo maB 6u
CTaBUTH 3alIUTAaHHSA, CaMi YHUKaIH BignoBiaeit. CioBa WILTH 3a
MIPOTOKOJIOM, aie o4i — Hi.");

else if (killer == " Ipy>uua") lines.Add("Bona MoBuaa.
Hanro criokiitHo. MoB4aHHs 0yBa€ TOJOCHIIINAM 3a iCTEPHKH
— 0CO0JIMBO, SKIIO B HHOMY HEMae 31ByBaHHs.");

else if (killer == "Cycin") lines.Add("Biu yce 3HaB HaaTO
MIBUJIKO. | KO)KHA AeTanb, Ky BiH ONUCYBaB, 3Bydala... sIK
penetumis.");

else if (killer == "JTpyr") lines.Add("Horo ronoc 3pusacst
HAa JKapT, KOJIX MOBa HIIlTa po cepiiozHe. 3maBanocs, BiH
YHHKa€ He IMTaHHS, a BiAMOBiaIbHOCTI.");

else if (killer == "Bpat") lines.Add("Y pomunHIX
CTOCYHKAX 3aBXX/H € TTHOWHA. AJie 9acOM — 1 TiHi, SIKi
BiZIOMBAIOTHLCS JIMIIIE 33 TICBHOTO OCBITJICHHS.");

/I Weapon hint

if (weapon == "Tlicromet") lines.Add("IIym, sikuii yci
4yJH, ajie HixTo He Bu3HaB. Cuig OyB 3aHA/ATO WiTKUM, HIOU
3poOeHni 3 1ocBigom.");

else if (weapon == "Hix") lines.Add("He oxun ynap, ue
omuH iMmynkc. e 6ys0 mock Gibiie — moch 0cOOUCTe i
emortiitae.");

else if (weapon == "Kawmiup") lines.Add("'Cniau He
BKa3yBaJlil Ha HaMip — IIBH/IIE Ha MOXIUBICTh. Te, 1o Oyno
L] PYKOIO, CTaJ0 BUPOKOM.");

else if (weapon == "Pyuxa") lines.Add("TIpeamer
3BMuHHiA. Foro He MOMiual0OTh — IIOKM He CTaHe OCTAHHIM, 10
BHU nobaumre.");

return string.Join("\n", lines);

}
}



