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Bce Oinplia KibKiCTh KOPUCTYBaYiB HMpUI0al0Th MOOLITBHI IpUCTpoi (MOOi-
JIbHI TeneOHH, IUTAHIIETH Ta IHIII raJKEeTH) Ta IPOBOJSTH 0araTo BiJIbHOIO 4Yacy
BHUKOPHCTOBYIOUH B Pi3HHUX COLIAIbHUX MEpexax Ta irpax. 3a OCTaHHIH Yac IMOIIH-
puitocst ayxe 0araTo pi3HHX KaHpiB 1 MipKaHpiB irop. OqHI 3 HAWIOMYISPHIIINX
cranmu kasyanbHi (Hyper Casual) irpu. Hyper Casual irpu — 1e irpu 0e3 CroxkeTy 3
MaKCHMAaJIbHO TIPOCTUM YIpaBiliHHAM B "tap to play" ¢opmari, MeTa rpi HacTiIBKA
3p03yMisia JUIs TPaBIL, IO B Ipi HEMa€e HEOOXiTHOCTI B IHCTPYKIIi.

KasyanbHi irpu ayxe momynspHi Ha MoGinbHuX mmatdopmax [1]. Ix wactka
Ha Play Market cranoButh Oiin3bko 40 % Bing ycix irop. Lle oOyMoBiieHO 3aBaHTa-
xeHicTio inTepdeticy. Haituacrinie MoOibHI MIaTGOPMHU MalOTh JIUIE CEHCOPHHIA
€KpaH HEBEJIWKOTO PO3Mipy, a Ha HbOMY HE BMICTHTH BEJIHMKY KUIBKICTh OpPTaHIiB
ynpaBiiHHasa. Ka3zyanpHi irpy He BUMAararOTh BEJTUKOI KUTBKOCTI JPKOWCTHKIB, KHO-
TIOK Ta 1HMIOrO, i 0araTo irop BJIAIITOBAaHI HA BCHOT'O JIMIIE OAHOMY KIIKY B Oy/Ib-
SIKY YaCTHHY EKpaHy.

MeTo10 710TI0BiAl € aHAI3 METOIB Ta TEXHOJIOTIH PO3POOKN KazyalbHHUX irop
3 BUKOPHCTAHHSIM ITPOBUX PYIIiiB.

B nonoBizai HaBOJSTECS pe3yNbTaTH aHali3y pUHKY MOOIJIBHUX irop Ta aHai-
3y HAWNOMYJISAPHIIIMX irpoBUX pymiiiB. OTpuMaHi JlaHi MOKa3yrOTh 10 MaiXke I10-
JIOBUHA YCIX MOOUIBHMX irop me kaszyaibHi. Kpamiiii pymii st po3poOKH TaKux
irop — e Unity [2, 3]. Unity — ue muiatgopma po3pobku 3D-KoHTeHTa B peajibHO-
My 4aci, Ma€e GE3KOIITOBHY BEpCiio i BEIMKY KiJIbKICTh JOCTYITHOI B iHTEPHETI J10-
KyMEHTAIlil Ha Pi3Hi TeMH, BOHA JIy’K€ IPOCTa B OCBOEHHI, CKpunTuHT pymrist Unity
miarpumye MoBy C#. B nmormoBizi mpenacraBieHa METONOJIOrISI po3poOKH irpoBoro
relMIlIel0, CIOXKETY, IrPOBUX CKPHUITIB 1 CIIpalTiB, iHTep(elicy KopHucTyBada Ta
3arajbHa apXiTeKTypH CHCTEMHU.
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