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Conducted studies have shown that, in fact, when selecting sketches from the application's 

internal storage, its editing functions are few: it can be mirrored and reduced or enlarged. When 

downloading images from external storage, editing functions are slightly more. When downloading 

an image or photo in this way, is can rotate it to any degree, change the brightness of the image, and 

its clarity. Is can also make the colors of the selected picture brighter, or even monochrome. Studies 

results have shown that the main limitation is the lack of function of overlaying multiple images and 

the deficiency of distributed computing power to coordinate individual components of the 

application to ensure their optimal interaction.  

Conclusions. The given stages of sketch preparation for additive printing made it possible 

to identify bottlenecks in the embedded software for nail decoration services support and for artistic 

painting. On the basis of the built advanced algorithm for the formation of the print task, 

the expediency is shown and the functionality of extended editing of sketches is substantiated, 

which will allow deploying a software environment in the form of a client-server cloud web 

application in compliance with the principles of Industry 4.0 design in the implementation of typical 

service models. 
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Video games have firmly entered the life of a modern person. In the last three years alone, the 

number of gamers has increased by 500 million people. According to the forecasts of the marketing 

company Newzoo, by 2023 the volume of the gaming audience worldwide will grow to 3 billion 

players, and the turnover will cross the mark of 200 billion dollars for the first time. [1]. 

 

Demand for games has shown steady growth even before the coronavirus pandemic. So in 

2019, the game turnover was twice the turnover of the music industry and film distribution 

combined. And in recent years, the gaming industry has become one of the fastest growing 

industries in the entertainment industry. [2,3]. 

Already today, the potential of video games goes beyond the entertainment industry. The 

gamification trend has made games not only a pop culture phenomenon, but also an important 

medium for communication. For example, in European schools, the popular game Minecraft is used 

to teach students.[4]. And British companies partially transfer workflows to the gaming 

environment, holding meetings in the game Red Dead Redemption 2.[5]. 
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Despite the fact that mobile games are the main driver of the industry, PC games are still the 

most profitable segment of the gaming market. Among the genres, the genre of the collectible card 

game (hereinafter referred to as CCG) remains popular.[6]. 

The purpose of this work is to create a ready-made computer game "Switching button" in the 

CCG genre for the MS Windows operating system using the Unity cross-platform computer game 

development environment. 

To achieve this goal, it is necessary to solve the following tasks: 

- to study the features of the gaming industry in the CIS and in Kazakhstan in particular; 

- choose the genre of the game and the platform for its placement; 

- develop the main concept of the game; 

- write a script; 

- prepare assets and animations; 

- Implement a game prototype. 

 

After a thorough analysis of the available game engines, Unity was chosen. In the course of 

the analysis, comparisons were made, actual game engines for novice game developers were 

selected.[7]. 

During the implementation of the project, it was revealed that in order to play in the CCG 

genre, it is necessary to choose a color palette, simplify the mechanism for creating a deck, and 

create an understandable interface for interacting with cards. 

It was also decided to create a high-quality, well-developed plot with interesting characters. 

For this, a convenient scenario tool was chosen, namely the screenwriter kit, which is well suited 

for creating scenes, characters, synopsis and loglines. He solved many problems with ease of 

editing, moving text and scenes. 

For detailed work with the text, the Libre office open source office suite was used. Among the 

key advantages of the package are simplicity and affordability. For editing graphics, images, sprites, 

etc. gimp was used. 

The result of the work was the computer game "Switching button". A dialogue, card system 

was implemented; a deck-building base has been developed; designed graphical interface; the 

movement of characters on the global map in general and the map of specific zones in particular has 

been implemented. All processes are integrated into a single software system, as well as tested, 

optimized and debugged. The goal of the project was achieved in full. 
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