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STAGES OF CREATING MOBILE GAMES  

ON THE EXAMPLE OF THE DEVELOPMENT OF GAMES IN THE HORROR GENRE 

ZAINULDINOV A., FEDOROV V., TEN S., KIM YE.R. (e.kim@turan-eu.kz )  

Turan University, Kazakhstan 

 

The main stages of mobile game development are considered. Its basic principles are considered for 

each stage. The class structure of the developed mobile game in the horror genre is also given.  

 

Nowadays, mobile devices are an integral part of many people's lives. Smartphone users download 

millions of apps and games on Google Play every month. Gaming applications account for a large share 

of downloads.  

Among the various applications and games available on mobile devices, horror games are one of the 

most popular genres. Horror games for Android can deliver real adrenaline to players, cause them a sense 

of fear and create a unique atmosphere.  

The development of any mobile game takes place in seven stages: 

1. Market research and idea promotion. 

2. Definition of the game category. 

3. Analysis of the gameplay. 

4. Choosing a platform (operating system). 

5. Creating a good design. 

6. Drawing up a monetization plan. 

7. Development and implementation of a mobile game. 

Let's take a closer look at each stage. 

The birth of an idea. 

To succeed, you need to start with generating ideas. Considering that experienced game designers 

have already implemented thousands of ideas, you need to come up with something original or even a 

formula, but in a new package. The most important thing is to take into account the large audience and 

keep in mind the people who will play the new product [1-6]. 

Before creating a mobile game, you need to decide what to do and for whom. What genre: arcade, 

simulator, action, strategy, RPG; take into account the age of the audience: young or middle-aged. 

Category selection. 

There are three main categories among dozens of genres: 

Hyper-casual – games without a plot and a short session. 

The middle core is more complex and requires strategic thinking. This is usually appreciated by 

players and attractive to competitors. Examples: Apex Legends Mobile, Clash of Clans, Dislyte. 

Hardcore – the highest level of complexity and depth of study. Players who like certain genres spend 

more time with them. Examples: Civilization VI, Honor of Kings, PUBG Mobile. 

Many of the most popular games in the Apple App Store and Google Play are medium and complex. 

Almost all the best-selling games are medium-core. However, in popular free games, most of them are 

extremely difficult. 

Analysis of the gameplay. 

People become addicted to the game when it's easy to play. But the complexity is gradually 

increasing. If you create a game and make it exciting, most players will survive. 



Матеріали конференції«Комп'ютерні ігри та мультимедіа як інноваційний підхід до комунікації - 2023» 

246 

In addition, people often lose interest in games that last too long. Therefore, it is necessary to create 

short sessions with a large number of unlockable items, power amplifiers and secret items. All this is done 

so that the players do not lose interest. 

Choosing a platform. 

When developing games for mobile devices, you need to choose a platform or operating system. 

Developers are mainly trying to create mobile games for Android with a market share of 71% and to a 

lesser extent for iOS. Cross-platform development is more convenient, but hybrid development is even 

more expensive. 

The decisive factor here is the target market. It is aimed at the operating system used by people who 

pay for the game. If additional costs are not a problem, you can immediately count on support for both 

operating systems. 

Creating a great design. 

A mobile game is much more difficult to develop than an app. There are a lot of things to think 

about and a lot of details to solve. 

Sophisticated players will remember the bright design. It can also be an advantage allowing you to 

stand out from the crowd of competitors. 

Creating a monetization plan. 

Of the 3.5 million apps on Google Play, only 3.1% are paid. This very small percentage is due to the 

freemium monetization model. It dominates the market today. In this case, the applications can be 

downloaded for free, but access to the various materials contained in them is possible only for a fee. 

Besides freemium, there are other ways to monetize: 

In-game advertising. Most games are monetized through advertising. However, this is more of a 

deterrent for gamers than an advantage for developers. Many games get low ratings and complain about 

annoying ads. As a result, gamers come to the conclusion that studios developing mobile games have one 

goal – to make money on advertising. 

Reward players for viewing ads. This is a more attractive and socially acceptable format, because it 

offers players a reward (for example, virtual currency) for viewing ads. 

Monthly payment. This may be the most suitable way to earn money. This means a small monthly 

fee after subscribing to the store from a bank card linked to the user's account. This is a more convenient 

way for players to receive bonuses. Because they don't have to watch ads and pay only a small amount 

each month. 

In-app purchases Most cash games use this type of monetization. Developers don't show ads. Players 

can use their virtual money for various purposes. 

Development or outsourcing of mobile games. 

The final step is to develop the game in–house or outsource it to a mobile game development 

company. To turn your idea into a profitable business, you need a team of experienced programmers with 

the appropriate skills. After all, creating a cool game project requires a professional approach. 

The authors have developed a mobile game on Android OS in the horror genre, the class structure of 

which is shown in Figure 1. 

In total, 26 classes were created for the project, which can be divided into 6 conditional groups: 

1. Player; 

2. Management on a mobile device; 

3. Interactive items; 

4. Inventory items; 

5. Opponent; 

6. General. 

In conclusion, I would like to say that the development of mobile games is one of the promising 

areas of information technology development and can be considered as part of the independent work of 

disciplines related to programming, or as a diploma design. 
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Figure 1 – The structure of the game classes 
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Вступ. 3D моделювання та геймдевелопмент є одними з найбільш захоплюючих напрямів в 

інформаційній та розважальній індустріях. Створення 3D моделей автомобілів та їхнє 

використання в іграх, таких як GTA San Andreas, вимагає навичок та знань у галузях комп'ютерної 

графіки, моделювання та програмування. У цьому рефераті ми розглянемо процес створення 3D 

моделі автівки в Zmodeler та її адаптацію для гри GTA San Andreas. 

Проблемні питання: 

1. Вивчити основи 3D моделювання та роботи з Zmodeler. 


