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IrpoBa inaycTpisi mpanioe Ha 3a10BOJIEHHS] NOTPed MiNBIHOHIB KOpPHCTYBayiB, TOMY PO3POOHUKHU
AKTHBHO YIOCKOHAJTIOIOTH HasiBHI Ta po3po0.isiioTh HOBI irpu. Oco0JuBUM KaHPOM € TimepkasyaibHi
irpy i3 IpoCTHM CIOKETOM, HECKJIAIHOI0 MeXaHiK0I0, NPUMITUBHUM iHTepdeiicom kopuctyBaua. Ilonpu
NO3ipHY NPOCTOTY, TaKi irpu nomy.JispHi it npudyTKoBi. JKNTTEBMIi HMK.I rinepka3yajbHoi rpu Moke 0yTH
J0BOJIi KOPOTKHMM — KiJIbKa THKHIB 4M MicsAlliB, 110 nependavac il o0MekeHHii Yac Ha po3podJIeHHs TaKoi
rpu. JJouiyibHO MaTH iHCTPYMEHT /11 BUSHAYEHHS, OLiHIOBAHHSA TA BPaAXyBaHHSs 000 IMBOCTel yCHilIHUX
rinepkasyajibHuX irop. ToMy akTyaabHHMM € 3aBJaHHA PO3P00JIEHHS CTPYKTYPH ONUCY rinepKazyajabHOl
TPpH, 1100 HA OCHOBI TAKHMX CTPYKTYPOBAHMX JAHUX MOKHA 0Y/10 NPUITHATH pillIeHHS 11010 peJIeBAHTHUX
XaPAKTePUCTHUK YCHIIIHOI IPH.

l'inepka3syauabHi irpu B iHaycTpii po3Bar € ogHUM i3 kaHpiB irop ajas MoOinbHUX muaTdopm. s
BH3HAYEHHA PeJIeBAHTHUX XapaKTePHCTUK TaKoi rpM HeoOXiTHO HAKONMYHUTH JaHi npo ycnimHi irpm,
BHU3HAYMTH 3arajIbHi XapaKTenCTHKH, CHJILHI 1/ yciX Ka3yaJbHHUX irop, CTpyKTypyBaTH OTPMMAaHi AaHi,
HA OCHOBI fIKHX Bii0paTu Ti XapakTepucTHMKHM, 110 BIVIMBAIOTh HA ycnimHicTs rpu. st npuiinarTsa
pPilleHHSA NPO PpeJeBAHTHICTh XapaKTePUCTHKH BapTo MPOAaHATI3yBaTH CTPYKTYpPOBaHi JaHi, 1o
onucyoTh rpy. Biniopani xapakrepucTuku 0yae peajizoBaHo y rinepka3syaibHii rpi.

BuszHadeHi pesieBaHTHi XapaKTepUCTHKM TPU € BaroMMM KpuUTepieM BHOOpPY NPOrpaMHOro
3a0e3nedeHHs A pO3po0JieHHs IPH. 32 TAKHMH KPHTEPisiMH BapTO OLiHUTH NOMYJISAAPHI irpoBi pymii —
GameMaker, Godot, Unreal Engine ta Unity. [las npuiiHATTS pillleHHs 1010 HAKPAIIOro ABUrYHA
JOUUIBHO BHUKOPHUCTATH MeTOA AaHaJidy iepapxiii. [lisi HAKONMYeHHS JAHUX WIOJ0 YCHIIIHOCTI
po3pob.ienoi rpu 3actocoBano Facebook Analytics.

3anponoHOBaHA KOHUeENUiA BH3HAYEHHS peJeBAHTHUX XapaKTepUCTHK iH(opMauiiHux
TeXHOJIOriil JaBaTHMe 3MOTy MOEIHYBATH TaKi TEXHOJIOTII y €IMHY cHCTeMY.

Kurouosi ciioBa: rinepkasyajbHa rpa; peiyKT; MeTO/ aHAJi3y iepapxiii; irpoBuii pyurii.

Beryn. 3aranbHa nmocraHoBKa mpodsemMu

ChoroJieHHS BOXKO YSIBUTH 0€3 MOOITBHUX MPUCTPOIB, KOMIT FOTEPIB, IrPOBUX MPUCTABOK Ta iHIIOI
PO3BaXKaJIbHOI TEXHIKH, sika (hOpMye Hallle M03BULIA. 3 YCBIAOMJICHHSIM MOXKJIMBOCTEH iH(pOpMaIiitHux
TEXHOJIOTIH sK IrpoBoi MIaTGOpMHU PO3POOIICHHS KOMIT IOTEPHHUX Irop MEPETBOPHIIOCH HA 1HIYCTPIIO 3
Oe3miu40 HampsiMiB, (aHaTiB, 3pEIITOI0, 3MaraHHsMHU i3 Kibepcrmopty [1]. PiHaHCOBI MOTOKM irpoBOi
inycTpii npuBabmioroTh IT-(axiBIiB pi3HOrO CHpsSMYBaHHS, TPUBA€E Oe3MEPEPBHUN TMONIYK KPEATUBHUX
izeid, GopMyBaHHS Ta PO3BUTOK HOBHX IrpoBHX aHpiB. [[OMITHUM TpeICTABHUKOM IOMYJSIPHOTO 3apa3
xaHpy € rinepkasyanpHi irpu (“HyperCasual”), xotpi HaOymu momysspHocTi octanHiME pokamu. Y 2013 p.
1l irpy aKTHBHO BHHIILTH Ha puHOK 3 Flappy Bird i mpomoBxyioTh po3BuBaTHCh [2].
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YacTo rpaBui UIyKalOTh LIKaBY CIOKETHY JIHIIO Ta 3aXOIUIUBI Bi3yasibHi e(eKTH, ajie TilepKa3yalbHi
irpu 30cepekeH] Ha MPOTHIICKHOMY. Y HHMX Maibke HEMa€ CIOXKETy, ajle Lie IIBUAKI irpH, Ha SIKi 4acTo
BUTPAYAETHCS 10 XBUIMHU yacy. ['inepkasyanbHi irpu Maiixe He NOTPeOYIOTh IHCTPYKLIH 1 3aiMarOTh Majio
pecypciB y emaptdoni. [Ipoaax 3ragaHoi Buiie o/Hi€l i3 HaiimomyIsApHIiNIMX rinepkasyansHux irop Flappy
Bird 3a nenp npuHocuth BracHukam 10 50 tucsa gonapis. Ls Oe3miatHa rpa Ha miatdopmax Google Play
ta 10S i 3aiimMae mepiie Miclie y CBITOBHX PEHTHHIaX.

[locrae akTyanpHe 3aBOaHHS — PO3POOMTH TilepKasyanbHy TPy Ta peanizyBaTh y Hill KIIHO4OBi
XapaKTePUCTUKH, IPUTAMaHHI MOMYJIIPHUAM irpaM TaKoTO KaHpYy.

Jocniautu 0coOIMBOCTI IrpOBHX KAHPIB Ta PO3POOUTH CUCTEMY OIHMCAHHSA TilepKa3zyaabHOI IPH
MHOXHHOO XapaKTePUCTHK.

[IpoananizyBaT XapakTCPHUCTUKM YCHIIIHMX TilepKazyadbHUX irop Ta BHU3HAUYUTH iX
PEIICBaHTHICTb.

[IpoananizyBat JocTynHi 3acoOu po3poOneHHS TIpu, BHOpaTH Takuil, IO HaWKpaiie
BIZIMOBiAaTUME MOXJIMBOCTSIM peaji3alii BU3HAYEHUX PEJIEBAHTHUX XapaKTEPHUCTHK riNepKa3zyaabHOI IPH.

Po3poOuTu rinepkasyanbHy Ipy i3 peleBaHTHUMH XapaKTEPUCTUKAMH Ta TOCTIINTH NOKAa3HUKH il
YCIIIIHOCTI.

1. Iinepka3yaJbHi irpu B inaycTpii po3Bar

1.1. OcobauBocTi irpoBoi inaycTpii

Indopmaniiini TeXHOOT{ BiATPalOTh BETUKY POJb Y XKHUTTI KOKHOI JIOAWHH, BOHU CYIIPOBOKYIOTh
Hac y HaBYaHHi, po0OTi, HA BiAMOYMHKY. OAHI€IO 13 YaCTUH BIAMOYMHKY € IHAYCTpisl po3Bar, NpuOyTKOBI
BiZICOIrpy — Taiy3b, LIO aKTUBHO PO3BHBAETHCA. IrpOBY IHAYCTPilO TAaKOX WIMPOKO YHPOBALKYIOTH Y
HaBUaIbHY cepy: BIIOMUM NPHUKIAZIOM reimidikamii y HaBUaHHI € cepelOBUIIE Ta MOBA MIPOrpaMyBaHHS
Scratch, e BHKOPHCTaHO Bi3yajbHy MOBY MpPOrpaMyBaHHS: MaHIMyJIOKOYH TOTOBUMH OJIOKaMH, YYCHb
MOJKe, HAlPUKIIAJ, peai3yBaTH JIOTiKy I'PU Ta BCTAHOBHUTH CrielianbHi npasuna s Hei [3]. Tlormubnene
3aCTOCYBaHHS 1HIYCTpii po3Bar y HaBYaHHi Nependadac BUKOPUCTAHHS TEXHOJIOTII BipTyallbHOT peabHOCTI
JUTSL TPYHTOBHIIIOTO BUBYEHHS (Di3uKH, XiMii, GioJorii Tomo.

3HaBIli BUISIOTH OUTBII SIK COPOK Pi3HOMAaHITHUX ITPOBUX JKaHPIB. Y Ci iX MOXKHA ITOJIIJTUTH HA TIEBHI
KaTeropii, HaNPUKIIaJ], 32 TEXHOJIOTIE0: MOOLIBbHI iTpH, KOMIT IOTEpHI Ta KOHCOJIbHI, irpH 3 BUKOPUCTAHHIM
BIpTyaJIbHOT peasbHOCTI, JOTIOBHEHA PEAIBLHICTD Ta irpH 31 3MIIIAHOIO PEaIbHICTIO TOIIIO.

Haiimonynspaimni wotupu 6a30Bi irposi miarhopmu:

- MOOLTBHI TIaTHOPMH,

- IIepCOHAJbHI KOMIT I0TEPH;

- KOHCOJIi;

- BipTyallbHa PeanbHICTh.

Posmoninn Mk ayauTopi€ro 3IIHCHIOETbCS OOOB’SI3KOBO uepe3 CHCTEMY OI[IHIOBAHHS BIKOBOTO
oomexenns ESRB “Entertainment software rating board” i3 BUKOpUCTaHHSM TaKUX MOKa3HUKIB

- EC “Early childhood” — mst miTeii MOIOAIIOrO BiKY;

- E “Everyone” — ms ycix;

- E10+ “Everyone 10 and older” — s ycix Big 10 pokiB Ta crapiiux;

- T “Teen” — st miUIITKIB,

- M “Mature” — qns mopociux;

- AO “Adults only 18+” — TijBKH IS TOPOCIHX.
1.2. Tunu irop Ha MoGiIBHUX NJIaT(OPMAX

Mo0GinbHi mnardopMu HAWAOCTYMIHILII AJIS TPABLiB, 3BaKal0YM Ha PiBEHb MOLIMPEHHS BiINOBITHUX
npuctpois. [lonynsapaumMu cepen irpoBUX MOOITBHUX 3aCTOCYHKIB € irpH Ka3yaabHOTO XKaHPY, 3aXHCT BEXI,
POJIBOBI irpH, rinepkasyaibHi TOLIO.
3axucT Bexki
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Baxuct Bexi (“Tower defense” a6o TD) — »xaHp CTpaTeriyHuX irop. 3aBaaHHs IPaBIsL — EPEMOTTH
BOPOTiB, M0 HACTYIAIOTh, 30yAyBaBIIN BEXi, SKi HAMAJAlOTh HA BOPOTIB, KOJH Ti ONMUHSIIOTHCS MOOIH3Y.
[IpoTuBHUKY I Bexi, 3a3BHUail, pi3HATHCA 3a XapaKTEPUCTHKaMu Ta BapTicTio. Komu Boporu nepemoxeHi,
rpaBelpb 3apo0iisie rpomri abo irposi O6anu, sIKi BAKOPUCTOBYE A1l TpuaOaHHs abo MoaepHizauii Bexx. Bubip
THUILy BEeX 1 iX po3TalryBaHHs — HEBIAUJIbHA Ta OCHOBHA cTpaterig rpu. OIHUM 13 Cy4acHUX NMPEACTaBHUKIB
poro xkanpy € rpa Crazy Defense Heroes (puc. 1).
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Puc. 1. Crazy Defense Heroes

3a JOMOMOIO MariuHuX 3MI0HOCTEH TIepoiB TpaBellb 3aXHUINAae CBOIO TEPUTOPIIO BiJ Hamagy
3JIOUMHINB. Y CKIaIHEHHS 3a0€31euy€eThCs 301IbIICHHAM KUJIbKOCTI 3JI0YHMHIIIB Ha IrPOBOMY PiBHI, a TAKOXK
yepe3 BapiaTHBHICTD irPOBOTO MPOCTOPY.

CxoBaHi 00’ ekTH

Cxosani 06’extr (“hidden object”) — irposuii xanp, miasun xaupy “masau” [3]. I'pa Takoro Ty
noTpeOye BiJ IpaBiisg yBard Ta 30cepemkeHocTi. ['0J0BHA MeTa TpH LILOTO KaHPY — 3HAHTH MPHXOBaHI
00’€KTH Ta po3rajaTH 3araJkd Ha irpoBOMYy IMojii. ['paBellb MyCHUTh 3HAWTH yCi 00’€KTH Ta BUKOHATH
3aBJIaHHs. 3a3BHuail yac B irpax Takoro >KaHPy BUKOPHUCTOBYIOTh SIK OOMEXCHHS Ta CBOEPIIHY MOTHBALIIIO.
Jlesiki irpy 1IbOTO XKaHPY MarOTh PI3HOMAaHITHI MOAU(IKAIl Ta piBHI CKJIaIHOCTI I PI3HUX THUIIB TPABIIiB.
OnHi€ro i3 TenepimHix MOMyIAPHUX irop IBOTO0 KaHPy € HoBa yacTrHa Escape game: 50 rooms 2 (puc. 2).

ESCAPE GAME
SO ROOMS
Puc 2. Escape game: 50 rooms 2

Kasyanbhi irpu
KazyamsHni irpu (“casual games”) — irpoBwii skaHp, po3poOaeHUi st MIMPOKOTO KOJIa KOPHUCTYBAYiB.
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KazyanpHi irpu Bipi3HAIOTHCS MPOCTUMH MIPABUIAMH Ta HE MOTPEOYIOTH OCOOINBOI HAIIONETTTUBOCTI, Yacy
Ha TpeHyBaHHs a00 OyIb-AKHX CHeLiabHUX HABUUOK BiJl KOPHCTYBaya; iX MOPiBHIHO HEBAXKKO PO3POOIATH.
Bararo takux irop Takox MarTh SICKpaBy puBadIuBy rpadiky i MiHiMyM Tekcty. [Ipukmnagom ka3zyaipHOT
€ Gardenscapes — rpa “tpu y psa” (puc. 3).

VY wiii Tpi rpaBenp JONOMarae JBOPEUBbKOMY BiIHOBUTH 3aHeaOanuit can. [Ipoxonsuun irposi piBHi,
rpaBenpb 30upae “3ipKu”, sSKi 3MOKe BUTPATUTU Ha BUKOHAHHS 3aBJaHb i3 BiTHOBJICHHS Caly.

PoaboBi irpu

Ponsosi irpu (PRG a6o “Role player game”) — irpouii skaHp, OCHOBaHHH Ha IrPOBHX €JEMEHTax
TPaIUIIHHUX HACTUILHUX POJBOBHX Irop. Y poOJbOBid I'pi I'paBellb Kepye OMHUM abo AeKiIbKOMa
MEPCOHAKAMH, KOXKEH 13 SIKUX OMHUCYETHCS HAOOPOM YHCIOBHX XapaKTEPHCTHK, MEPEIiKOM 3MI0HOCTEH i
HaBU4OK. Cepel TAKUX XapaKTePUCTHK — TOYKU YAapy, TOKa3HUKU CUJIM, CIPUTHOCTI, IHTEJIEKTY, 00OPOHH,
YXUJICHHS, PIBEHb PO3BUTKY IIEBHOI MaicTepHOCTI. [TpHUKIa0M IBOT0 )KaHPY 13 BUKOPUCTAHHIM TEXHOJIOTIT
MoGinpHuX irop € Raid (puc. 4).

CHANNW IELENNE

Puc. 4. Raid

OcHOBHA MeTa 1i€l TPH — BIIHOBUTH KOHTPOJIb HAJl TEPUTOPIEIO, SIKY 32 IrPOBHM CIOYKETOM 3aXOIUIH
311 cuid. ['paBelib BUOMpae coOi TOJIOBHOTO T'eposi Ta MOYMHAE (POPMYBAaTH KOMaHAY i3 I'ITH YYaCHHUKIB.
BapiatuBHiCTh KOMOIHAIl IrpOBMX IEPCOHAXKIB Ja€ 3MOTYy TIpaBIIEBI MPOXOJUTH IrpoBi piBHI Ta
BiTHOBJIIOBATU KOHTPOJIb HaJl 3arapOaHuMH TEPUTOPISIMH.
I'inepka3syajbHi irpu

lNinepkasyaneHi irpu (“hyper casual”) — mopiBHSHO HOBHIA iIrpOBHIA XKaHP 31 CIIPOLICHUM KEpyBaHHIM
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Y MiHIMi30BaHOIO Y4acCTIO TpaBLs. 3a3BHYail Taka Ipa Ma€ MiHIMAIICTUYHUNA JU3aiiH, He MOTpeOye TOBroi

B3a€MOJIl 3 Hero. Y TPl TaKOTo KaHpy IpaBelb BUKOPUCTOBYE JIMIIE OAHY KHOMNKY a00 HaBiTh 0COOMBI

MO>KJIMBOCTI cMapT¢oHa, HAPUKJIIa, TIOJIOKEHHS Y IPOCTOP1 UM IMIBUAKICTH MEpeMillIeHHs IPUCTPOIo. MeTa

IpU TAKOro KaHpPy, HEpeBaKHO, HeCKiIagHa. I'pa 3a3Buuail TpuBae Hemosro. llpukiazom momynsipHOI

rinepkasyaibHoi rpu € Airport Security (puc. 5).
Day2

-
L I  Day3
[ ]

9

So my name is Mia Jones,
\ and I'm 32 years old!

Mia Jones

/
g 60
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() \
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e

Puc. 5. Expanu 2pu Airport Security

You had a gun on you

Because you're weird

OcHoBHa MeTa i€l Ipu — MEPEBIPATH KOXKHOTO MEPCOHa)Ka HA IyHKTI HPOIYCKY B acpoIopTi Ta
Habpaty OibIIY KiJBKICTh OYOK, 3Mararouuch i3 Apy3sSMH 3 COLIATbHUX MEPEK.

OTxe, mpoaHami3yBaBIIM HaWKpalll *XaHPH irop Ha MOOUIBHIM IUIaTGopmi, MOXKEMO 3pOOUTH
BHCHOBOK, IO yCi i irpy BUKOPUCTOBYIOTh Pi3HUH MiAXiA Ui 3alikaBieHHs rpaBisd. Y Tabn. 1 mogano
KIUTBKICTB TPaBIIiB, SIKi BCTAHOBHWJIM BiAIOBIHI irpH pi3HUX >kaHpiB. [laHi oTrpuMaHo, 30KpemMa, 3 matdopmu
“Google play” i3 Bukopuctanusm Mo6iIbpHOI miaTdhopmu Ha 6asi “Android”.

Tabauys 1
AHaJii3 HeoOXiZHMX KPHUTEPIiB WIS peantizanii KOXKHOIO KAHPY
Kanp I'pa Aynuropis, Tun Komanpa, Yac Yac
MJTH ayaUTopii 32 | YYaCHHKIB | pO3pOOJICHH, “XuTTS”
BIKOM TH)KHIB rpH, POKIB
Tower Crazy Defense >1 Tee >15 >13 15
Defense Heroes
Hyper Casual | Airport Security >10 E >3 >10 0,17

RPG Raid > 10 Mature > 100 > 26 3,5

Casual Gardenscapes > 100 E10+ > 150 > 52 4

Hidden Escape game: 50 >5 Teen > 25 > 20 2,5

object rooms 2

KosxeH 13 sxaHpiB Ma€ meBHI 0co0nuBocTi. OCOOIUBY yBary NpHBEpPTAaIOTh TilepKa3yaibHi irpu. Xo4
€ I'pH 3 JIOBIIUM )KMTTEBUM LIUKJIOM, SIKI HABITh HAOUPAIOTH IMMOPIBHIHO OLIBIIY YACTKY ayJUTOPII, ajie TOXi
BiJl HUX OYIKY€EThCS JIMIIE B JIOBIOCTPOKOBIHM mepcnekTHBi. KpiM Toro, po3poOiieHHs 3aiiMae 3HAYHHI
MPOMIXKOK Yacy, MOTpeOye YMCIICHHINIOI KOMaHIM, IO BIUIMBAE Ha 3arajbHy BapTiCTh mpoekty. lLle
apryMEHTH IS aKTyaJlbHOCTI JKaHpy TilepKasyalabHOI TpH, KOTPHU HHHI Ay:ke momyiasipuuii [4] i mae
MePCIEKTHBY 3pOCTaHHs [5].

Opnier0 13 HAHICTOTHIMKMX MpoOJieM, 3 SKAMH CTUKAIOThCA PO3POOHMKH Ta BIIACHUKHU
rinepkasyaibHUX ITOP, € JOBKHHA JKUTTEBOTO UKy Tpr. OCOOIUBICTIO € TAKOXK T€, IO TPaBEIlb, JOCATIIH
MICBHOTO PiBHSA HaBWUYOK, BTpadae iHTepec a0 rpu. Jlocmimuuku [4] 3anmporoHyBaid KOHIICIILIiO
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MepcoHati3auii CKIagHOCTI PiBHIB TiNepKa3yallbHOI I'PH Uil YTPUMAaHHS YBaru IpaBLs.

2. CTpyKTYpyBaHHS OoNMCY rinepka3yajbHoI IPU Ta 3HAXO/XKEHHSI il peJIeBAHTHUX XapaKTEePUCTHK

2.1. CTpyKkTypa A0C/TiIzKeHH

OcHoBHa MeTa POOOTH MOJsrae y po3poOseHH] KOHLENUii yJTOCKOHAJCHHS HpOLECY BU3HAUCHHS
pEJIeBaHTHUX XapaKTEPUCTUK TilepKazyajabHOI I'pH, TOOTO TAKMX, IO MPUTAMaHHI YCHILIIHUM aKTyaJbHUM
irpam. [y mocsirHeHHs 1i€el METH MOTPIOHO [1Ba €Taly: Ha MEPIIOMY HEOOXiIHO BH3HAYMTH BiIIOBiAHI
peJieBaHTHI XapaKTEPUCTHKH, a Ha APYroMy — peanizyBaT iX y rpi Ta omiHuTH ii ycmimnicts. Ha puc. 6
MOJIAaHO MOCTIIOBHICTh KPOKIB pealtizalii MepIIoro eramy — BU3HAYEHHs PEIEBAHTHUX XaPaKTEPHUCTHK
rinepka3yaibHOI Ipu.

BusHauutn
XapaKTepuCTUKN
irop

BusHauutun
peneBaHTHI
XapaKTepucTUKU

Ppu

Puc. 6. Kpoxu npoyecy gusnauensi peneaHmHux Xapakmepucmux 2inepkasyaibHol epu

30upaHHs JaHUX YCKJIAQTHIOETHCS X CIa0KOI CTPYKTYpPOBAHICTIO, OCKUJIBKM HEMAa€ BH3HAYCHUX
XapaKTepUCTUK JUI OLHIOBAHHS YHM OIMCAHHS TilepKasyaJbHOI TPH: ONHC TPU MOXKE BifOOpakaTH
cy0’exTuBHE OaueHHs (axiBLiB i3 po3poOIEHHS Irop, HepeciyHuX KOPUCTYBadiB, OTO- Ta BieoMaTepiaiy,
3BYKOBI TopikkH Tom1o. Crabka CTPyKTYpOBaHICTh BIUIMBAE 1 HA BU3HAUYCHHSI XapakTepucTuk rpu. o Toro
K HEOOXiJHO HAKONMYYBAaTH AaHi HA JIBOX eTanax poOOTH: i Yac 30upaHHs CIaOKOCTPYKTYPOBaHUX JaHUX
1 JaHMX, BXX€ CTPYKTypoBaHHX. Ha OCHOBI CTpyKTypOBaHMX HAaHHX 3IIHCHIOBATUMETHCS aHai3 I
BUSIBIICHHSI PEJIEBAHTHUX XaPaKTEPUCTUK I'PH, TAKUX, 1[0 MOXKYTh OyTH BU3HAYaJIbHUMH JUIS 11 yCHiIHOCTI
Ha PHHKY.

2.2. Bu3Ha4YeHHs XapaKTePHCTHUK rinepKa3yajbHOI rpu
30upaHHs JaHUX

Jns 30upaHHs AaHUX [poaHali3yeMO HasBHI iHQoOpMamiiiHi Jukepena — OaHi Ha CHELiabHUX
pecypcax, TakuXx siK, HarmpuKian, SensorTower [6]. Po3risiHeMo MHOKHHY TinepKa3yaibHHX irop, [0 CTaau
YCHILIIHUMH TpoekTamu (i yCIITHUMHA MATUMEMO Ha yBa3i Taki, 0 3aiiMal0Th YilIbHI MICLIS 32 KiJIbKICTIO
KOpHCTYBauiB). Bi3bMeMO [0 yBaru irpoBi MPOEKTH 3a TPU MiCsAIl, OLIHIOBATUMEMO iX 3a KIIBKICTIO
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OXOIUICHHX KOpUCTyBauiB. JI0 Takux NpOEKTIB 3apaxyemo (puc. 7, 8):
- Rolling Cube.
- Fashion Queen Catwalk.
- Hide and seek cat escape.
- Muscle rush smash running.
- Roof rails.
- Stack ball crash platforms.

e
1 o 2

TOUCH TO NEXT /
7

Puc. 8. Imocmpayisa Stack ball crash platforms (ayoumopis >100 000 000)

Heycmimini, Hemomy sipHi irpy, 1o He crogobaiuck ayauropii (puc. 9):
- Stack maker.

- Killer body.

- Mad smash.
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BE THE WINNER! MAKE 1T RIGH.

Puc. 9. Inocmpayisn Stack maker (ayoumopis >100 000)

Bu3HaueHHs1 XapaKTEePUCTUK I'PH

Po3po6uuky [6] BUALISAIOTH Pi3HOMAHITHI XapaKTEPUCTHKH irop, i3 HUX TilepKa3yalbHUX CTOCYIOThCS
TaKi:

- OcHoBHa miatdopma — Haiinonysipaimumu € Play Market ta AppStore, takoxx Habupae 06epTiB
App Gallery.

- BikoBuii peHTHHT — KOO € OCHOBHA ayJIUTOPIs Ta, BIAMOBITHO, MOTSHIIIIHO MOXIIMBE KiJIbKICHE
OXOIUIEHHS ayIUTOPii.

- Tun pexyiaMu — HOISIETHCS HA “YKOPCTKY™, sIKa MOJAETHCS Yepe3 KOXKHI JiBa — TPU KJIALlaHHS , Ta
“nmarigHy” — pa3 Ha KiJbKa piBHIiB 00 32 BUHAropoy.

- MynbTHILICEp — Ipa caMOCTiiiHa a00 3 IHITUMHU ydacCHUKaMU (TIEPeBaXHO Ipa 3 60TOM).

- Bumip — ne Burisin mogeneit rpu 2D abo 3D. Ilpsimo BruinBae Ha Bi3yanbHy CKJIaI0BY I'pH.

-Ipagika — B irpax 1[pOro >KaHPy aKTUBHO BUKOPUCTOBYIOTh TaKi XyJOXHI CTHIIL
HHU3bKOTMOJIiroHanbHe MojemoBanus (LOw Poly, LP), meramizoBane MomentoBaHHS 0e3 OOMEKEHHS 3a
nomironamu (High Poly, HP), mikcensny rpadiky (Pixel Art, PA).

- OcHOBHa MexaHiKa — aHp TinepkasyanbHOI rpu mependadae BUOIp onHIE] OCHOBHOT MEXaHIKH
B3aeMo/il i3 rpoto. Tomy po3poOHuKy noiineHO BuOuparu 3i “slide” (mpotsruytu), “tap” (HaTucHyTH),
“hold” (3aTpumaTi), MOXKJIMBE TaKOXK CyMIXKHE MMO€HAHHS [Tl OTPUMAHHS CKJIAHIIINX €K3EMILISIPIB.

Hocmigavku [7] 3ampomoHyBamd BjiacHi KpPHUTEpil Ta METOA OI[HIOBAHHS 3aCTOCOBHOCTI
rinepka3yanbHOI IpH.

CTpyKTypyBaHHS IaHUX MPO TPy
3razjaHi paHilie MPOEKTH OXapaKTEPU30BaHO 33 KPUTEPisIMH, HABEICHUMHU Yy TabI. 2.

Tabauys 2
IlopiBHAHHS XapaAKTePUCTHK YCHIIIHUAX Ta HEYCHIIIHUX irop
Hazga rpu Bixoswuii Tun Mynerunneep | Bumip | I'padika | OcnoBHa | YcmimHicTs
PEUTHHT | pexiiaMu MeXaHiKa

Rolling Cube 3+ HKOPCTKA - 3D PA slide +
Fashion Queen Catwalk 7+ KOPCTKA - 3D HP tap +
Hide and seek cat escape 3+ JarigHa - 2D LP hold +
Muscle rush smash running 7+ HKOPCTKA + 3D HP slide +
Roof rails 3+ HKOPCTKA - 3D LP slide +
Stack ball crash platforms 12+ JarigHa - 3D LP hold +
Stack maker 3+ KOPCTKA + 3D LP slide -
Killer body 3+ HKOPCTKA - 3D HP slide -
Mad smash 3+ HKOPCTKA - 3D LP tap -
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AJITOPUTM aHAJI3y JaHUX

Jns aHanizy BUOpaHO pe3yabTaTH CTPYKTYPOBAHOTO OMHKCY irop, M0 AOCATIIN YCIiXY, Ta HEYCIIITHAX
irpoOBHX MPOEKTIB. Pa30oM ompanboBaHo 1eB’ATh MPOEKTIB, SKi 32 BIKOBUM PEHTHHIOM PO3IMOALICHO TaK:

- “3+” — mricts irop (66,67 %);

- “7+” — nBi rpu (22,22 %);

- “12+” — ongna rpa (11,11 %).

3a rpadikoro AOCHiAKyBaHi irpu po3MOiIEHO Ha TaKi rpymu:

- Low Poly (LP) — i’site irop (55,55 %);

- High Poly (HP) — tpu rpu (33,34 %);

- Pixel Art (PA) — oxna rpa (11,11 %).

Po3nozin irop Ha rpymnu 3a THIIOM PEKJIaMH MOJaHO Y Tadi. 3.

Tabauys 3
Po3noaisa irop 3a Tunom pexyiamMmu
Tun pexnamu JarigHa JKOpCTKa
Kinskicts irop, % 2 (22) 7 (78)

CrpyKTypoBaHi AaHi NpOaHAII3yeMO Ui MOIIYKY NMPUXOBAHUX 3aKOHOMIPHOCTEH — pPElIeBaHTHHUX
XapaKTepUCTHUK TilepKa3yalbHOI Py, O BIUIMBAIOTH HA ii ycmilmHicTh. PO3KpUTH HEOUEBUAHI 3aJI€KHOCTI
B JIAaHUX J]a€ 3MOTY iHmeaeKmyanvHull ananiz Oanux. Y 3aralbHOMY BUIAIKy IpoLec BUAOOYBaHHS 3HAHb
MOJKe OyTH ITEpaTHBHHM i CKIIaa€ThCS i3 YOTUPHOX OCHOBHHX KPOKiB [8]:

1. BinOupanus maHux.

2. [TonepenHe onpalroBaHHs JaHUX.

3. [HTEeNneKTyanpHMIA aHATI3 TaHUX.

4, OruiHIOBaHHS Ta iHTEpIIpeTallis MoOyIOBaHUX MOJIENIEH Ta BUSBICHUX 3aKOHOMIPHOCTEH.

Hakonuveni Ta BiANOBIOHO OMpanbOBaHI JaHI 3pyYHO MOJABaTH TAaOJIMYHO, Tak, MO0 CTOBMLI
MO3HAYaJIM iMEHa BIACTUBOCTEH, a €JIEMEHTH PSIKIB MICTHJIM 3HAa4eHHs BilacThBOcTeil. Panok Tabimui y
TepMiHaX MAIIMHHOTO HaBYAHHS € NPUKIAOOM, SKUH IO3HAYAIOTh Yepe3 U, a MHOKHMHY YCiX mpukiamis — U.
CroRmili TaOJaUI HA3UBAIOTh ampuOymamu a, Toal A — MHOKMHA BCiX aTpHOYTIiB. SIKIIO TaOJIMIIA MICTUTh
ampubym nputinimms piwienns 0, 3HaYSHHS SKOTO BKa3ye Ha HAJEKHICTh MPUKIALY U IO IEBHOTO Kiacy,
TO TaKy TAOJIHITIO HA3UBAIOTh MAOAUYEI0 NPULIHAMIN DIleHb.

Meroosnorisi HabIMKEHUX MHOKHUH [9] € MareMaTHYHUM IHCTPYMEHTOM JIJIsl BUSIBJIICHHS y JaHUX
NPUXOBaHHUX 3aKOHOMipHOCTeH. OCHOBHHI MPHHIIHIT aJITOPUTMY HABYAHHS Ha MPUKJIA/IaX 3 BUKOPUCTAHHIM
HaOJIMKEHUX MHOKWH TIOJIATAE y BUSBIICHHI HA TUIIIKOBOCTI Cepell HAsSBHUX O3HAK, 110 OMUCYIOTh TIPUKIIA].
Tak BUABISIOTH “CHIIBHI” O3HAKH, SIKi BIUTMBAIOTH HA KIaCH(IKAIIIO IPUKIIATY.

HanmipHi, cynepewiusi, eKBiBaJICHTHI JlaHi i3 TaOIUI BUITY4at0Th. [1iCIIs IbOrO BIIY4YalOTh CTOBIIIII,
aTpuOyTH SIKUX HE BIUIMBAIOThH Ha Kiacudikamito. Hajmani ananizyBaTHMEMO JIMIIE Ti aTpUOyTH, Bijl SKHX
3aNIeKUTh KiIacH(ikallis NpUKIamiB TaOnuii. MHOXHWHA aTpUOyTIB, IO 3aJUIIMIMCS, HA3UBAETHCS
pedykmom — TiJAMHOXHUHOK YCIX aTpuOyTiB TaOmuii A, ski 3a0e3MeuyrOTh TOH CaMHil pe3ysbTaT
KJIacUQikallii BCIX MPUKIIAIIB Ta0OMII, K 1 BCS MHOXKHHA A.

B amropurmi Ixoncona [10] 3ampomonoBano croci6 modymoBu pemykra. Hexait R — mHOXMHA
atpuOyTiB, SKi YTBOPIOIOTH PEAYKT, S — HaOIp MiAMHOXHMH Sj aTpuOyTiB ay 32 3HAYCHHSAMH SAKUX
BIZPISHAIOTHCS Ba MpHUKIand Uj Ta U j 3 U, am € A, sj € A. 1li mAMHOXIHY aTpHOYTIB BiAIOBIIAIOTH
KOH IOHKTaM (QyHKILI] po3pi3HEeHHS, Ky OyIyl0Th 3a JOriyHOro BuBeAeHHs. To0To S € iHakmmM criocoOom
nomanss QyHKIGi g A. JU1s KoXKHOT MiAMHOKUHE Sj 00YHCITIOI0Th KoedimienT W (Si), IKHif 03HAYA€ Bary S
y S . ANTOpUTM MOIIYKY PENyKTa CKIaJaeThCs 3 I’ SITH KPOKiB.

Kpok 1. [Npuiiastu R =@.

Kpox 2. Bubparu B S atpuOyT @ , siKHii MaKCUMi3ye 3HaueHHs Y, W(S;) s BCIX S;, IO MICTATH a.
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Kpox 3. lomatu a no R.
Kpox 4. BuganuTu i3 S BCi mMiIMHOXWHHU Sj, IO MICTSTH a.

Kpoxk 5. Sxmio S =@, 1o R — mykanuid peaykT, aJropuT™ 3aBepLIeHo. [Hakiie — mepexoguMo 10
Kpoxky 2.

3. Bubip pejieBaHTHUX XapaKTePUCTUK TinepKa3yajabHOI IpH
3acTocyeMO BKa3zaHi e€Tamu aHamizy JaHWX [ BHOOPY pENeBaHTHUX XapaKTEPUCTHK
rinepkasyaipHux irop (tabu. 2). CtpykTypy Habopy AaHuX 300paxeHo Ha puc. 10.
Jlnst GinTbIoi 3py4HOCTI BBEZAEMO Mo3HaueHHs (Tabdi. 4).

Tabnuua NPUAHATTA pilleHb

YMOBHI aTpubyTtn ATpubyT piweHA

I I

- BikoBui pernTuHr

- Tun peknamun

- MynbTunneep

- Bumip

- Npadhika

- OcHOBHa mexaHika

- YeniwHicTe

Puc. 10. Cmpyxmypa mabauyi danux

Tabruys 4
Ilo3HayeHHsI XapaKTePUCTHK I'PH

XapakTepucTuka 3Ha4YeHHs INo3HaueHHs

3+ Al
BikoBuit pefiTuHr T+ A2

12+ A3

JKOPCTKA C1
Tun pexnamu e —" o
Mynberunneep MP
Buwmip 2D 2D

3D 3D

Low Poly LP
I'padixa High Poly HP

Pixel Art PA

. slide M1

OcHOBHa MexaHika tap M2

hold M3
YcmimHicTh D

BukoprcTaemMo BBeAeHI TMO3HAYCHHS IS MOJAHHS IEepeTBOpeHoi Tabmuii manux (tabm. 5) s
3acrocyBaHHs anroputMmy JlxoHcona. KouBepryemo Tabn. 5 BiamoBigHo mo motpidHoro ¢Qopmary.
Hamnpuknan, rpa Rolling Cube mae mikcenbHy rpadiky, ToMmy cTaBuMo 3HadeHHs “1” B cropmii PA, a 'y
crosiugx LP ra HP — 3pauenns “0”.
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Tabauys 5
IleperBopeHi naHi as aaropurmy /[xoHCOHA aHAJI3Y JaHUX

?;:Ba Al |A2 | A3|C1|C2|MP|2D|3D|LP|HP|PA|M1|M2|M3 |D
Rolling Cube 1 1 1 110 0 0 1 0 0 1 1 0 1 1
Fashion Queen Catwalk 0 1 1 (1|0 0 o110 1 0 0 1 0 1
Hide and seek cat escape 1 1 1101 0 1 0|10 0 0 0 1 1
Muscle rush smash running 0 1 0 110 1 0 1 0 1 0 1 0 0 1
Roof rails 1 o(o0of|1]o0 0 o110 0 1 0 1 1
Stack ball crash platforms 0 0 1101 0 0 1 110 0 0 0 1 1
Stack maker 1 oo 1]0 1 o|1|1]01|0 1 0 0 0
Killer body 1 oo 1]0 0 o101 1|0 1 0 0 0
Mad smash 1 ofo|1]0 0 o|11]01|0 0 1 0 0

[Ticns 3acTocyBaHHs anropuTMy JPKOHCOHA OTPUMAHO PE3yNbTaT, IKUH 3py4HO 1MoaaTu Taom. 6.
Tabnuys 6
Pe3yabTar BUKOHAHHS anropuTMy JI>KOHCOHA aHANI3Y JaHUX

1 2 3 1 2 P D D P P A 1 2 3

Pesynpratn 3actocyBaHHs anroputMmy JPKOHCOHa 3HAXO/DKEHHS PEAYKTY IIOKa3yloTh, L0 Ha
YCHILIHICTh NMPOAaHaIi30BaHUX irop BIUIMBAIOTH [IBI XapaKTEepUCTHKH. BuUMip rpadiku — 3D i ocHOBHUIA
¢ynkiionan — slide. I1i pe3ynbTaté Oyne BpaxoBaHO y po3po0JieHHI rpu. BiacHe, BkazaHi XapaKTepHUCTHKH
— BUMIp rpadiku i OCHOBHUI (YHKIIIOHAT — MOYKEMO Ha3BaTH KPUTEPISIMH OLIHIOBAHHS TPH.

4. Bubip 3aco0iB peasizauii rpu

Ha mnonynspHIicTh TimepkasyalbHUX Irop cepel PO3pOOHUKIB BIUIMBAE, 30KPEMa, MOXJIHMBICTH
BUKOPHUCTOBYBATH Pi3Hi O€3IUIAaTHI Ta IUIaTHI irpoBi pymii. JloCTYITHO YMMAaJIo irpOBHX PYIILIiB, ajie BCi BOHH
PI3HATBCS: JEsSKI 3 HUX BY3bKOCHPSMOBaHI (HANpPHUKIAA, JJIs BUKOPHCTAHHS y TOEIHAHHI 3 IEBHOO
wiaTGopMor0), iHII — MIMPLIOro MPOQIIO, 10 J0MoMarae po3poOHUKaM CTBOPIOBATH KpOCIUIaT()OpMHI
irpH, He BUIIISFOUM PECYPCiB Ha pO3pOOJICHHS BiIacHUX pimieHb [11].

BaxxmBa yacTiHa KOXKHOT IpH — 1 BidyaslbHa CKiIajoBa. € pi3Hi BapiaHTH BUpILIeHHS GOpMyBaHHS
BI3yaJIbHOTO KOHTEHTY T'pU — HANpHKIJIaJA, TpUAOaHHS BXKE TOTOBUX MoJiesiell ab0 CTBOPEHHS BIIACHHX.
[IpoaHanizyeMo MOCTYIHI IrpOBI pyIiii Ta BUOEPEMO TaKHi, 110 BIAMOBIZaTMME BUMOTaM, BCTAHOBJICHUM
panimie. IrpoBuii pymiiii — 1ie TOTOBa apXiTeKTypa, Ky pO3pOOHUKH BUKOPHUCTOBYIOTH ISl 3AITyCKY T'DH.
[Iporpamoro Oynp-IKOT TpH € IrpOBHI PYIIiH, 13 NMPOMHCAHOIO JIOTIKOK, HANPUKIA, Ui BUBEICHHS
300pakeHHsl. 3a3BUYail IrpOBUH pyIIii Jae 3MOry po3poOHHMKAM JIOIaBaTH TaKi MONEPEIHbO peaizoBaHi
iHcTpymenru [12]:

- (hi3uKa eJIEeMEeHTIB;

- KEpYyBaHHS;

- PEHIIEPUHT;

* HEOOXIHI CKPHIITH;

- BUSIBJIEHHS KOJII31H;

- IITYYHUH 1HTEJIEKT TOLLO.

IrpoBi pywrii € 6araTopa3oBUMH KOMIIOHEHTaMH, SIKi pO3POOHUKM BUKOPHCTOBYIOTH Ul OOYAOBH
byHaamenTy rpu. JlomiibHO BUKOPHCTOBYBaTH iHCTpyMeHTH Ta cretmdikarii DirectX, OpenGL, Vulkan,
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XNA. Kpim TOro0, MOKIHBO BUKOPHCTOBYBATH KOMEPLIiHHI Ta BIIKPHUTI pKepeia 6i0IioTeK, Mo MICTITh
rpa¢iuHi cueny, $i3uKy eJIeMeHTiB Ta 6i106aioTeKH rpadiqHoro iHTEpQency.

[cHYIOTD IECATKH Pi3SHOMaHITHUX PYLIiiB AJIs1 pO3pOOICHHS BiI€0Irop, KOKEH 13 HUX Ma€ IepeBard Ta
HEJIOJIKHU: JHIIe 11 MOOUTBHUX M1aTdopM 3 BUKOpUCTAaHHIM 2D-rpadiku; ans po3pobiaeHHs Opay3epHUX
irop Tomo. IomymsipHi cepen irpoux pymiiie Unity, Unreal Engine, GameMaker, Godot Ta in. Ilompu
noioHicTh 0a30BOro (yHKLIOHATY, TaKi pyLIii MalOTh MEBHI BiAMIHHOCTI, IO MOE CTaTH BU3HAYAJIbHUM
mig gac BUOOpyY pywist A7sl peatizauii rinepkasyanbHoi rpu. Po3risiHeMo 0co0MMBOCTI BKa3aHUX PYLIIiB.

4.1. OcobauBocCTi irpoBux pyuiiB
Unity

Unity — 6araroratdopMHUii irpOBHI PyYILiH, IKHUii ]a€ 3MOTY JISTKO CTBOPIOBATH iHTepakTUBHUIA 2D-
ta 3D-koHTeHT. PO3po0HMKH Opi€eHTYBanM HOTo TiNBKH Ha OOHY MaTtdopMmy, a BXKE MiJ Yac MOJANIbIIOTO
pO3po0ICHHS ToYain po3BUBaTH Ta Maciutadysaru [13].

OCHOBHOIO MOBOIOY TporpamyBaHHs BHOpaHo C#, sika MOCTIHHO PO3BHBAETHCS Ta MiATPUMYETHCS
Microsoft. MoBa nporpamyBaHHsI Ma€ CepelHill MOpIr BXO/PKCHHS, BEJHKY CIIIBHOTY OJHOAYMIIB Ta
BIJIKPUTY JOKYMEHTAIIiI0, IO TOJIETIIY€E 3HaXOKeHHs MOTpiOHOT GyHKLil abo meToxy. Unity miatpumye
PO3LIMPEHHS eKpaHa BCix cMapTQOHIB Ta BC1 onepaliiHi cucteM MOOUTBHIX MPUCTPOIB.

Binowmi irpu, crBopeni 3 Bukopuctanusam Unity, — Lara Croft Go, Her Story, Pillars of Eternity Ta
Kerbal Space Program. Unity cymicHwuii 3 iHmmaMu porpamamu, Takumu sk Maya, 3DMax, Blender, Zbrush.
i nporpamu Jar0Th 3MOTY MOJICTIOBATH T4 BUKOPHCTOBYBATH BIIACHI MOJIEINi irpoBUX 00’ €KTIiB. SIKIIO X
PO3pOOHHMK HE Ma€ IOCTaTHBO JOCBimy crBopeHHs 3D-momeneit, Moxe ckopucTaThcs cepsicom “Unity
Store”. YV npoMy MapkeTi MOKHA 3HAWTH BXKE T'OTOBI MOJENI Ui CBOEI T'pH, TOTOBUH pO3pOOIICHMIHA
(yHKIIIOHAJ IEBHUX MEXaHiK Ta 0araTo iHIIOro.

Unreal Engine

Unreal Engine — irpoBwii py1iii, po3po6enuii kommaniero Epic Games [14]. MoBoro nporpamyBaHHsI
BuOpano C++. Unreal Engine orpumaB kinbka Haropom, cepen IiHIIUX — pekopa [iHHeca sk
“HalycHimHIMA pymii s ctBopeHHs Bifeoirop” y 2014 p.

Maitke moMicaI 3’ IBISTIOTHCS OHOBJICHHS 10 aKTyaubHOI Bepcii irpoBoro pymris [15]. ITepeBarn
Unreal Engine — HasBHICTh SIKICHOTO IHCTPYMEHTY Uil pOOOTH 3 PI3HUMH BHAaMH rpadik, a TaKokK
yIocKoHaoBana cucrema Blueprints, 1o momomoxe B poOoTi yepe3 BizyanbHuii iHTepdeiic 6e3 KpUTHIHOT
notpedu y TIMOOKMX 3HAHHSIX MOBH nporpamyBaHas C++. J[o HeomikiB MOXHA 3apaxyBaTi HeOOX1IHICT:
JIIIEH30BaHOI KOMii Il poOOTH; CIUIATH BIACOTKA 3 MPHOYTKY BiJ pO3p0O0JICHOT IpH MICHsI TOTO, SK BOHA
cTaHe PUOYTKOBOIO; HASIBHOCTI KOMaH/IH PO3POOHHUKIB.

HaiiBigomimii irpu, ctBopeni Ha pymrii Unreal Engine, — cepist Gears of War, cepis Mass Effect, cepis
Bioshock Ta cepis Batman: Arkham.

GameMaker

GameMaker — 6aratoriarhopMHUiA PyILiii-KOHCTPYKTOp Uit cTBopeHHs: 2D-irop. Mae npoctuii i
3po3yMinuii iHTepdeiic, BUuepnHy AOKyMEHTALlil0, BiIEOYPOKHU Ta GOpyMHU 1040 HOro pobOTH Ta CTBOPEHHS
irop [16].

Penakrop GameMaker Studio nae moxnuBicTh He nwmine cTBoproBat 2D-irpu, a i 3acTOCOBYBaTH
3D-rpadiky [17]. Pywiit nae 3mory crBoproBatu 2D-irpu i3 3acTocyBaHHsAM BIacHUX rpadivHuX 00’ €KTiB,
3BYKIB Ta aHiMallii, ki TAKOX MOYKHA CTBOPHTH Ta penaryBati y GameMaker Studio.

Ha Bigminy Bim Oinbimocti iHmmx irpoBux pymii, GameMaker Studio we morpeOye BMiHHS
nporpamyBatu. KopucryBaui MoxxyTh “BuOMpaTd Ta Kiamatu’ ISl CTBOPEHHS IPH, a LE MPOCTile Ta
MIBUJILE, HDK KOAyBaHHA. Pa3oM i3 TuM, e oOMexye GpyHKIioHAN JOoCTYynHUX eneMeHTiB. upmn dyHxmii
GameMaker nepenba4yaroTh BAKOPHCTAHHS ITATHOI BEpCil PyILIisL.

Binowmi irpu, po33po6iieni 3a qonomororo GameMaker, — Spelunky, Hotline Miami, Super Crate.
Godot
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Godot — BiakputHii 6ararormargopmunii 2D- ta 3D-irpoBuii pyuiit 3a ninensietro MIT [18]. Pymuiit
NPOMOHY€E 3HAYHMI HaOip MOIIMPEeHHX iHCTpyMeHTIB [12], Mae BimkpuTuii Ko, TOOTO BiACYTHI POSUITI,
HepeiaTy, NPUXoBaHi BUIUIaTH Tomo. Y Godot € criibHOTa, siKa MOCTIHHO BUITPaBIIsie MOMHJIKH Y pOOOTI
pyuuist Ta po3po0iisie HOB1 QyHKIII.

4.2. Bu6ip pyuis

KoxeHn i3 posrnsHyTHX pyWIiB Ma€ mNepeBarn Ta HEAONIKM, A OOIPYHTOBAHILIOIO BUOODY

3aCTOCYEMO METOJI aHaJi3y lepapXii Al IPUHHATTS PilLICHb.

4.3.T1o6ynoBa iepapxii npuiiHATTS pilleHb

OniHoBaTUMEMO 3rajilaHi BHUIIE pPyWIil 3a XapaKTEPUCTHKaMH{, BaXJIMBUMH JJSl PO3POOHHMKIB
rinepkasyaibHHX irop. J[jis 1ocsSrHeHHs OCHOBHOI METH — pO3pOOIICHHS irpOBOT0 MPOEKTY (TimepkasyaabHOT
IpH) BXKIMBO TOCSITH JBOX ILijeil: MiHiMi3amii 3aTpaT Ha po3poOKY Ta 3MEHILICHHS 4Yacy po3poOJIeHHsS
mpoekTy. Ha puc. 11 Bka3zaHO Takok KpUTepii, 3a IKUMH OI[IHIOBATUMEMO JOCATHEHHS BiAIOBITHOI METH.

Poapobka irpoBMx NpPoeEKTiB

2. 3MeHWeHHA
noTtpi6Horo 4acy Ha
po3pobky NpoEKTY

1. Minimizauin
3aTPaTH Ha po3pobky
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Puc. 11. I]ini pospobrenns cinepkasyanvHoi epu

ANbTEepHATHBHI irpOBi pyIIii MOPiBHIOBATHMEMO 32 BKa3aHUMHU KPUTEPIsIMH, SIKi CITIBBITHOCSTHCS 3
OCHOBHOIO METOIO.

Hexaii C = {Ci|i=1,..., 4} — ue Halip i3 yoTuphox Kpurepiis (tabm. 7), a T={Tj|j=1,..., 4} —ue
CYKYITHICTh QJIbTEPHATHBHUX IrPOBUX pyIiiB (Ta01. 8), SIKKMU MOKHA CKOPUCTATHCS ISl PO3POOIICHHS TPH.
Iepapxiro pileHb HaBeIcHO Ha puc. 12.

Tabnuys 7



268

Tapac Bonowiko, Temsna Lllecmaxeguu

Kpurepii Bubopy irposoro pymist

Ilo3HauenHs Kpurepiii
C1 BincyrtHicTb postTi
Cy Hwusbkuit mopir BXOHKCHHS
Cs HassHicTb TEXHOJIOTIT Bi3yaJbHOTO
porpamyBaHHS
Cy Joctynnicts 3D-rpadiku
Tabauys 8
AJIbTepHATHBHI IrpoBi pymii
Ilo3naueHHs AnpTepHaTUBU
T1 Unlty
1> Unreal Engine
T3 GameMaker
14 Godot
Bubip irposoro pywia
Cy Cz Cs Cs
T1 T2 Ta T4

Puc. 12. Iepapxin piwens y MAI wjo0o excnepmmuoeo oyiHIO8AHHS i2posux pyuliie

4.4. TlopiBHAIHHS aJbTEePHATHUB 32 KPUTEPisIMHU

s omiHIOBaHHS aJbTEPHATUB IMOPIBHIOEMO KOXKHI IBI aNbTEpHATHBU 3 YPaxyBaHHSIM KOXXHOT'O
KpHuTepito. Ha 0cHOBI eKCiepTHOT OIHKK (OPMYETHCS MAaTPHUIS TIOMIAPHUX MOPIBHSAHB A po3MipoM 4x4 —
MaTpHIs MapHUX MOpiBHSHB, A= (i), me aij> 0, ai> U aij, aii= 1, nei=1,...,4,j=1,....4, ne a ajj —
CIIiBBITHOIICHHS BAKJIMBOCTI OJIHI€T aTbTEPHATHBH IOPIBHAHO 3 iHIIO (HAPUKIA, Ha puc. 13 HaBeIeHO
MAaTpPUIIIO CY/DKeHb eKCIIepTa 1010 KpUTepito “BiacyTHicTh posiTi”).

T1 T2 T3 T4
T1 1 5 1 1
T2 0,2 1 0,2 0,33
T3 1 5 1 1
T4 1 3 1 1

Puc. 13. Mampuys nopisusinns 3a kpumepiem ““Biocymuicmo posiimi’
3 OIIHOK 32 YOTHPMa KPUTEPisIMU (OPMYIOTHCS YOTHPU MATPHUIII TIOTIAPHUX MOPIBHAHB. J[1s KOXKHOT
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MaTpHli OyAyIOTh BiATIOBIIHY HOPMOBaHY, CyMa €JIEMEHTIB KOXKHOTO PsiIKa IUIUThCS Ha 4, a oTpuMaHui
BEKTOP € BEKTOPOM JIOKAIIbHOTO Tipioputety (puc. 13). Takox Ha puc. 4 mogaHo 00UMCICHHS, HEOOXIiTHI 1St
BU3HAUEHHS Y3TOJUKCHOCTI IYMOK eKcrepTiB — 3HadeHHs L. [[nsa fioro momyky moTpibHO mizcymyBatu
€JIEMEHTHU KOKHOT'O CTOBIL MaTpuLi A, a L MOXXHa ofepKaTH, TOMHOKMBIIHN 3HAHACHUI BEKTOP CyM Ha W.
o6 Bu3Haumuty ingexc ysromxenocti Cl, L Tpeba 3MeHIINTH HA KiNBKICTh aJbTEPHATHB 1 PO3AUIUTH HA
(kinmpkicte anmprepHaTuB — 1). Koediuient y3romkenocti CR BHKOpHUCTOBYE BHIAAKOBUIl iHAEKC
ysromkerocti Rl (a6, 9) CR = CI/RI. Koediuient ysromkenocTi, MeHmuii 3a 0,1, CBIIYHTS, 1110 MATPHUIISL
BI/INOBIa€ cTaHIapTaM y3ropkeHocTi (puc. 14).

Tabauysa 9
Bunajakosuii ingexc y3romxenocti (M — mopsitok marpuni A)
M 1 2 3 4 5 6 7 8 9
RI 0 0 0,58 0,9 1,12 1,24 1,32 1,41 1,45

BekTopu npioputeti 3BeneHo B Ta0i. 10. KoxkeH i3 KpuTepiiB BBaKaTUMEMO OJHAKOBO BaXKJIUBUM.

Tabnauys 10
IHopiBHAHHA XapaKTePUCTUK irPOBUX PyUIiiB
a G Cs G .Bi):[HOCHI/II‘/'I
NPIOPUTET
Ty 0,334 0,332 0,320 0,336 0,331
T 0,133 0,291 0,074 0,346 0,211
Ts 0,459 0,291 0,320 0,096 0,291
Ts 0,073 0,086 0,285 0,223 0,167
T, T, Ty T, w T, T, T, w
T, 1 5 1 1 0.320 T, [1 3 3 0.334
T, |02 1 02 033 0.074 T, |03 1 3 0.133
T, 1 5 1 1 0.320 T, 1 5 7 0.459
T, L1 3 1 1 0.285 T, 03 03 1 0.073
L=403 CI=001 CR=0013 L=423 CI=008 CR=0087
T, T, Ty T, w T, T, T3 T, w
T, [1 1 1 5 0.332 T, [1 1 5 1 0.336
T, {1 1 1 3 0.291 T, [1 1 3 2 0.346
T3 |1 1 1 3 0.291 T |02 03 1 05 0.096
T, 02 033 033 1 0.086 T, L1 05 2 1 0.223

L=404 (I=001 CR=0014 L=411 (CI=004 CR=0.040

Puc. 14. O6uucnenns y memoodi ananisy icpapxii

BekTop BiTHOCHOTO MPIOPUTETY MICTUTH 3aralibHy OLIHKY aJbTePHATUB (OOUHCITIOETHCS K CEPEIHE

JUTSL KOXKHOI aJlbTepHATUBH). AJIBTEPHATHBA, 110 BiMOBIIa€ HAROLIBIIOMY 3HAYCHHIO, 1 € HAUKPALIOHO.

BiamosigHo 10 BekTopa BigHOCHOTO Tpioputery (tabm. 10), HaiffakTyaibHIIIMM irpOBUM PYIIiEM €

Unity. Tomy nopasnsiiie po3po0iieHHs BifOYBa€ThCsI 3 BAKOPHCTAHHSAM CaMe I[bOr0 PYILIisL.

4.5. Po3po0JieHHs rinepka3yajbHOI Py 3 BUOPAHNMHU PeJIeBAHTHUMH XapaKTePUCTUKAMM

OCHOBHHMM CIOKETOM I'pd BHOpaHO 0OOpOHY 3aMKy Bia BOporiB. bynm cTBOpeHi 4OpHOBI BapiaHTH

eneMeHTiB MeHto Ta 3D-06’ekTiB rpu (puc. 15).
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Puc. 15. Konyenm gameplay

OCKiUTbKM OCHOBHA MEXaHIKa PO3pO0JIIOBAHOI TiNepKa3yalbHOI T'pH, BIAMOBIIHO J0 pPE3yJIbTATIB
aHaimizy mammx, — Slide, To 11 BpaxoBaHO Ta peayi30BaHO y IE€peCyBaHHI TOJOBHOTO TEPCOHaXa (IHB.
apxiTeKTypy BiAIOBIIHOTO MOAYIsA Ha puc. 16) Ta “kacrtyBanni” marigunux cdep (puc. 17). Tobro mis
MIEPEMIIIICHHS TNEPCOHaKa TpaBICBI MOTPIOHO OJMH pPa3 HATUCHYTH Ha IeBHiW oOmacti. [ToBTOpHE
HATHCKAHHs y Til caMiii irpoBiit obyacTi iHimiroe omparroBants moxaii Shooting Module — qis kopuctyBaua
1Ie BUIISATHME SIK CTBOPEHHS BEJHMKOI c(epd HaJ TOJIOBHUM TEPCOHAKEM Ta MONAIBIINKA PyX KyJi B
HaIpsIMKy BOpOTa.

Movement Module )
PlayerMovement
-*playerModel: GameObject
p ontroller: Play ontroller aka
PAC
SectionCoordinates +-isMoving: bool (prop: get,set)
- -lerpVelocity-float
<<interface>> #*velocityfioat = 1.0f
— -playerMovementIMovement IMovement #destination Transform
-touchController- TouchController +Velocity:float(prop: get)
+MoveTo(destination: Transform)
+GetDestination(vectorUserTouch:Vector2). Transform
+DefinePointAndMove(vectorUserTouch:Vector2) +PlayerMovementinit()
ZE +MoveTo(point:Transform)

Start():PlayerMovementinit
Update():MoveTo
MoveTo():PAC.MoveAnimation()
Text MoveTo():PAC.CastAnimation()
MoveTo():PAC.IdleAnimation()

DefinePointAndMove

REAREAARRRRANEEEEA i

TouchController
+eUserTouched(rawTouchPosition:Vector2) D Singleton<T>
+static instance:T(prop: get)
-GelTouched()
Update():GetTouched

i

Puc. 16. Apximexmypa Movement Module
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Shooting Module
Sphere
+damage: float SpherePool PlayerAnimationsController
+directionAngle: float
-velocity: float - playerAnimator: Animator
-isMoving: bool +spherePrefabs:List<GameObject> =
-rigidBody : RigidBody +pooledObjects:List<GameObject> + MoveAnimation()
-sphereAnimationsController: SphereAnimationsController aka SAC +amountToPool:int (prop: get,set) + IdieAnimation()
+Velocity: float (prop:get,set) + CastAnimation()
oMove(ij:re‘csmrr:Angle- float) +GetPooledObject():GameObject
+G lnB' ;:(Terpe() " +GeneratePool(amount: int)
etBackToPool( +ExpandPool(amount: int)
+AllowMovement() -AddPoolSphere() <<interface>>
|I0bjectPool
Ei Su:’rL()A‘Iimt'Spr‘lave Start(): GeneratePool
FixedUpt;:fe()'Pszg(&ovue\:nlmanon GeneralePoai(): AddkociSphers
X g ExpandPool(): AddPoolSphere +amoutToPool: int (prop: get)
FixedUpdate():GetBackToPool R 4
OnTriggerEnter(): GetBackToPool "ag;g;g'ezg;ﬁgz;_eé:’(goo% gce:)
GetBackToPool():SAC.IdleAnimation Genemep'o i oimotme "“')
+ a :
 S——
SphereSpawner
SphereAnimationsController
- sphereAnimator: Animator -spherePool:SpherePool
-sphere : Sphere -spawnPoint: GameObject
+Init()
+ MoveAnimation() EnemyOnLadderChecker
+ |dleAnimation() +SpawnSphere()
+ AllowSphereMovement() +EnemyRoute: Route
SpawnSphere(): SpherePool.GetPooledObject
Start():Init
+ () : Sphere..

Puc. 17. Apximexmypa Shooting Module

[Ticns mMaHyanbHOrO TecTyBaHHsS sikocTi 3D-Momenei Taki Mojeli Oyno YAOCKOHAJIEHO 0 OiJIbII
Bucokonomronansaux (puc. 18). PoboTy BukoHaHo B cepefonuinax Figma, Paint, MagicaVoxel, Photoshop.

Puc. 18. Bikna epu

Hns peanizauii rpu Bubpano 3D-rpadiky sk peneBaHTHUI KpHUTEpil yCHIIIHOCTI rinmepka3yanbHOI
TpH.

s ouiHIOBaHHSA PE3yNIBTATiB MPUHHATOTO PilICHHS PO peasi3aliio peeBaHTHIX XapaKTEPUCTHK Y
rinepkasyaibHiii rpi gouinbHo ckopuctatuchk APi FacebookAds ra GameAnalytics. Li APi Hakomu4yroTh
JaHi Mpo KUIbKICTh KOPHCTYBAUiB, 3aIy4€HHUX 3a JOTMIOMOIOI0 peKiIaMH, 4ac nepeOyBaHHS y Ipi, a TaKOXK
BiATiK KopucTyBauiB. Ha puc. 19 mogano cratuctuky Bin Facebook Analytics ma dacoBomy HpOMiXKy
24 ron.
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AKTyanbHoe

Hosi kopucTyBaui YHiKanbHi KopucTyBaui Yucno 3anyckos y nyywmx 10

18 18 3

1 100% no cpasHeHUIO C npeabla 1 100% no cpaBHeHuWIO C Npeabla 1 100% no cpaBHeHuto C Npeabla

MeaunaHHaa NpoaomKUTENbHOC T CeaHcbl i App Launches

49 4 cek. 13 34

1 100% no cpaBHeHUIO C Npeabia 1 100% no cpasHeHuto ¢ Npeabla 1 100% no cpasHeHuto ¢ Npeabla

Puc. 19. 3ibpani oani 3 Facebook Analytics

BucHoBkn

JocnimxeHHs noysrano y po3po0ieHHi Ta peatizalii KOHIEMLi1 CTBOPEHHs I'PH 3 XapaKTEPUCTHKAMH,
NpUTaMaHHUMU HAWMOMYyJISIPHIIIAM aHanoram. 3 Li€r0 METOI0 OyJI0 PO3MIISTHYTO HOHSATTS irpoBoi iHAYCTpii,
MicIIe TinepKa3yaJlbHUX irop y Hill Ta 0COOJIMBOCTI TAKOT'O JKaHPY.

Po3pobneno cucteMy XapakTEpUCTHK, MIO OINUCYIOTh TilepKazyajbHy TIpy, 3TIOHO 13 SKOIO
chopmoBaHo “moprtpetn” ycmimHHX irop. OCOONHMBICTIO BlacHE rilepKasyalbHUX irop € iX HEeBETHKHH
TEepMiH ‘“KUTTS, TOMY [UId aHalmizy BimiOpaHo akrTyanbHi ycmimHi irpu. CTpyKTypoBaHi naHi
NPOaHaTi30BaHO Ta BU3HAYEHO BiJMOBIAHI PEJIEBaHTHI XapaKTCPHUCTUKU — MEXaHi3M yIpPaBJiHHA B I'pi Ta
3D-nu3aiin. Bka3aHi XxapakTepUCTHKH Peati3oBaHO y I'pi.

Hns BuOopy pyuris, Ha SIKOMY pO3poOJsulach TinepkasyalibHa Ipa, 3aCTOCOBAHO METOJ aHallizy
iepapxiil — 3a KpuTepisiMH “BiACYTHICTH postITi”, “BHCOTa MmOpora BXOMKEHHS~, “HasBHICTh TEXHOJOTiH
Bi3yaJIbHOTO IIporpaMyBaHHs” Ta “HasBHICTh IHCTpYMeHTiB poOotu i3 3D-rpadikoro”. 3a pesynabraTamu
3aCTOCYBaHHs METO/Yy BHOpaHo irpouit pymriit Unity mis peanizaii rpu.

Facebook Analytics Bukopuctano /st 30MpaHHs JaHUX MO0 YCHIIIHOCTI PO3pOOICHOI IPH.

VY nmopaipmIMX IOCTIKCHHSIX OyAe PO3IISIHYTO OCOOJMBOCTI MOIIMPEHHS KOHLEMNLIl BH3HAYEHHS
pENeBaHTHUX XapaKTEPUCTHK iH(OPMaLifHIX TEXHOJIOTH I NOEAHAHHS 1X Y €IUHY CHUCTEMY.
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The game industry works to meet the needs of millions of users, so developers are actively
improving existing games and developing a new one. Hyper-casual is a game with a simple plot, simple
mechanics, and a primitive user interface. Despite the seeming simplicity, such games are popular and
bring significant profits to developers. The life cycle of a hypercasual game can be quite short — a few
weeks, or months, which also involves a limited time to develop such a game. It is advisable to have a tool
to identify, evaluate and consider the characteristics of successful hyper-casual games. Therefore, the
actual task is to develop a structure for describing a hyper-casual game so that, based on such structured
data, a decision can be made regarding the relevant characteristics of a successful game.

Hyper-casual games in the entertainment industry are one of the genres of games for mobile
platforms. To determine the relevant characteristics of such a game, it is necessary to accumulate data on
successful games, determine the general characteristics common to all hyper-casual games, to structure
the obtained data, and select the characteristics that affect the success of the game. To decide on the
relevance of characteristics, it is worth analyzing the structured data describing the game. The selected
characteristics will be implemented in the hyper-casual game.

The relevant characteristics of the game are a significant criterion for choosing a game engine for
game development. According to such criteria, it is worth evaluating popular game engines —
GameMaker, Godot, Unreal Engine, and Unity. To decide on the best engine, it is advisable to use the
analytic hierarchy method. Facebook Analytics will be used to accumulate data on the success of the
developed game.

The proposed concept of determining the relevant characteristics of various information
technologies will allow combining such technologies into a single system.

Key words: hyper-casual game; reduct; analytic hierarchy method; game engine.
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