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AHAJII3 ITPOBOT'O IIAKJTY KOMIT'IOTEPHOI 2D-TPH )KAHPY IIJIAT®OPMEP «KOCYJIUK»

IrpoBuit mukn [1, 2] € QyHIAMEHTAIBHOIO CKIAIOBOIO IHM3aiiHy KOMIT IOTEPHHUX irop, IO BH3HAYAE IMOCIITOBHICTH Ta
IUHAMIKY ITPOBUX B3a€MOJiH, a TAKOK B3a€MO3B'I30K MiX KIFOUOBHMH KOMITOHEHTaMH reiimruiero. Lleit mukn 3abe3mneuye
MTOBTOPIOBAHICTH ITPOBHUX MEXaHIK, KA € CYTTEBOIO IS I ATPUMAHHS 3aJIy4eHOCTI TPABIIS Ta TPHUBAJIOCTI irpOBOTO iHTEpECY.
VY mnardopmepHUX irpax 1o0pe CTpyKTypOBaHHH irpOBHil IUKI Ma€ BUpIMIaTbHEe 3HAYCHHS 111 GOpMYyBaHHS IHTYITHBHOTO,
3aXOIUIMBOrO I IHTEPaKTUBHOTO JOCBiAYy. MeTa JaHOTrO NOCIHIIKEHHS IMOJirae B aHali3i irpoBoro nukity rpu «Kocymuky,
BUJIIJIEHHI HOTO 0COOJIMBOCTEH Ta BU3HAYEHHI HANPSMKIB IS HOTCHIIIHOTO ITOKPAILEHHS, 110 JJ03BOJIHUThH YIOCKOHAIHTH
B3a€EMO/III0 TPaBILI 3 iIrpOBUM cepenoBuieM (pucl).

Core Game Loop (IrpoBuii uukn)
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36upacmo pocnuHM OTPUMYEMO HaBHuKM

Pucynok 1. — Cxema irpoBoro Iukity

IrpoBuit 1wk rpu «Kocynuk» poO3ropTaeThes 4epe3 JIOTIYHO B3aEMO3AICKHI €Talld, 110 3a0e3MeuyroTh JiHIHHICTS,
CIOXKETHY IHTETPOBAHICTh Ta 3MICTOBHICTH irpoBoro mporecy. KokeH 3 eTamiB CTPYKTypye irpoBY IIOCIiZOBHICTB,
CTBOPIOIOYH LITICHY CHCTEMY 3aBIaHb.

IrpoBuit mmkn y rpi «Kocynuk» Bin3HAa4aeThCs IOETHAHHSIM CHOKETHO-MOTHBOBAHUX CJIEMEHTIB 3 TeHMILICHHUMHU
MexaHikamu. KoxxHa B3aeMoist TpaBIst OpraHiyHO MOB’3aHa 3 OCHOBHUM CHOXKETOM, JI¢ LICHTPalbHa METa — BHTOTOBJICHHS
nikiB st 6abyci Kocymnrka — BHUCTyMae sIK MPOBiAHA TTiHis, 10 3a0€31edye iHTerpoBaHiCTh KOXKHOTO eTamry TpH. [loerHaHHS
MeXaHiK JOCIIKSHHS, pO3BUTKY IepCOHaXKa Ta KpaTy MiTKPECITIOe KOMIDIEKCHICT irPpOBOTO IMKITY, TOMI K atMocdepa
JIicy, HmiICKIeHa My3HYHHUM CYIIPOBOJIOM, (DOPMYE 3aHypEHHS IPaBIsl y BIpTyalbHE CEpEOBHIIE.

OcHoBHa nepeBara irpoBoro nukiy rpu «Kocynuky nossrae B mocTyoBOMY pO3LIMPEHHI IOCTYITHOTO irpOBOT'0 IIPOCTOPY
4yepe3 HaOyTTs HOBMX HAaBHUYOK NepcoHaxeM. Lle ¢opMye y rpaBus BiquyTTs MpOrpecy Ta BIIKPHUTTS, IIO € BaKIMBUMH
aclieKTaMu yTpUMaHHs iHTepecy 110 rpu. CTpyKTypa BUHAropo, sika 0a3yeThcs Ha JOCSITHEHHSIX IpaBLis Ta HOTo MoCcTiHHOMY
PO3BUTKY, (DOPMYE Yy IpaBlis MO3UTUBHUN 3BOPOTHHH 3B'SI30K, IO CIIPHSE MOBTOPIOBAHOCTI IrPOBOTO LUKIY Ta MiATPUMYE
MOTHBALIIO JI0 MOJAJBIIOTO MPOXOIKEHHS.

HesBaxkaroun Ha CHIIbHI CTOPOHHM ICHYIOUOI CTPYKTYPH, € MOTCHLIHHI MOXJIMBOCTI AJIS MOKPAIICHHS irPOBOTO LHUKIY.
Hanpukian, nogaBaHHS BUIAIKOBUX IMOJIIH y MPOIEC] JOCTIIHKEHHS JIICYy MOKe ITiIBUIUTH HerepeadadyBaHiCTh irpOBOTO
mporecy, Aoaadu (aKTOPH HEBH3HAYCHOCTi. J[0MAaTKOBO, 3alpoBa/PKEHHS YHIKaTbHUX KOMOIHAIiM IHTpemieHTiB i3
MOJJIMBICTIO OTPUMaHHS Pi3HUX e(eKTiB JIKiB CHOPUsUIO O TMOSBI CTPATETiYHOTO €IEMEHTY, CTUMYJIIOIOYH TPaBIS IO
eKCIIepUMeHTIB. MOKHA TaKOX PO3TIITHYTH MEXaHIKy B3a€MOJIII 3 iHIIMMH IEPCOHaXaMu ab0 CTBOPIHHAMM, IO HaJamo O
TJIMOUHM CIOXKETY 1 JI0JJATKOBUX BUKJIMKIB.

st eheKTUBHOI pO3POOKH irop HEOOXiAHO TIHOOKE pO3yMiHHS Mojeied rpoBoro mukiny. OmHak, HecTaya HayKOBHX
JIOCTIKSHB Y il rayTy3i YCKJIaHIOE€ CTBOPEHHS ONTUMAIbHUX IrPOBUX MexaHik. Pobotu Jlanmay, ne Xaana, Jlifimaraiinena
€ BOXXJIMBUM KPOKOM y I[bOMY Hanpsmky [3, 4, 5, 6].

IrpoBuii nmkn rpu «Kocynuk» € MPUKIAIOM IUIICHOT iHTerpamii CIOKETHHX 1 TFedMIUICHHMX eJEeMEHTIB y paMKax
mwiatopmepa, 10 3abe3neuye 3aXOIUTUBHII Ta IHTCPAKTHBHHN IOCBiM. BHcOka CTYIiHB CTPYKTYPOBAHOCTI IpH uepes
MOCIIIOBHICT JIOCIIDKEHHS, KpadTy Ta BIOCKOHAJICHHS HAaBHYOK CTBOPIOE CTiHKY MOTHBALIIO 10 MPOJOBKEHHS TPH.
BomHouac, po3mmMpeHHsT IrpOBUX MEXaHiK, TAKUX SIK JOJABaHHS BUITAJJKOBHX IMOMIH 1 MOMJIMBICTh OLIBIIOT B3aeMomii 3
IHIIUMH TIEPCOHAKaMM, MOXKE 30araTUTH IrpoBHH JOCBif, 3a0e3nedyrodn OulblIe BapiaTMBHOCTI Ta AWHAMIKH, IO
CHPUSTUME JIOBrOTPHUBAIIOMY 3TyYSHHIO TPABIIL.
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