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Marepianu mogaHo yKpaiHCHKOO Ta aHTIIIHCHKO0 MOBAaMH.
Penakrop 36ipauka Kotmuk C.B.

©O0paecbkuii HaI[lOHANBHUN TEXHOIOTTYHUH yHiBepcuTeT, 2023



Mamepianu kongepenyii«Komn'votepHi irpu Ta myabTuMenia sik inHoBamifiHmii miaxin 10 komyHnikamii - 2023»

HallIOHAJIBHUM YHIBEpCUTET MiCbKoro rocnojaapctsa iM. O.M. beketosa)

JocaigskeHHsT MeTOAIB PO3Mi3HOBAHHS O00pa3iB y IIOTOKOBOMY Bijieo.
[lecronano C.B., TlomoBa B.P. (Opecbkuil HamiOHAJIBHUN TEXHOJIOTIYHUN
YHIBEPCUTET)

234

EBoamoniss 6oiioBoi cucremum B AcCtion-Rpg: Bix kJacmYHUX MexaHiK 10
cydyacuux inHoBamiii. IllecromanmoB C.B., Porauko €.B. (Onecwkuii
HaIlIOHAJIbHUI TEXHOJIOTTYHUM YHIBEPCUTET)

236

IncTpymenTH peasi3amii IITY4HOro iHTeNeKkTy B irpax :xkaupy «shooter» 3
BUKOpHUCTaHHsIM cucTemu behavior ai editor pasi irposoro pymis UNITY.
[Mlectonanos C.B., llepouna 1.B. (Omecbkuii HamiOHAJIBHHHA TEXHOJIOTIYHHIMA
YHIBEPCHTET)

238

JocaigkeHHss MeTOAIB peadizanii peanictTu4Hoi (i3UKHM B irpax KaHpPy
«Racing». IllecronanoB C.B., Hpuenko A.K. (Onecpkuii HaiioHaTbHHMA
TEXHOJIOT1YHUI YHIBEPCHUTET)

241

Po3poOka mporpamMHux 3ac00iB NPOrHO3yBaHHA pe3yJbTaTiB (yTO0IBHUX
MaT4yiB Ha OCHOBiI Mojeseii mTy4yHoro inrejaekty. IlepeGeitnoc P. JI,
Karenpuiko JI.I. (BiHHUIbKHN HAI[IOHATLHUN TEXHIYHUNA YHIBEPCUTET)

242

Po3paia S. /Ilu3aiin (reMmaizaiiH, 1M3aiiH piBHIB, CAyH/i3aiH, apT)

245

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. (Turan
University, Kazakhstan)

245

CTBopeHHs1 MoJeJi aBTO Ta ajanTtauis Ao Bigneorpu. bomiopyx H. A.
(BonuHCchKHit HalioHANbHAN yHiBepeuTeT iMeHi Jleci Ykpainku)

247

CkIafHUKM  YHIKQJbHOCTI: BAXJIMBICTH  JAuU3aiiHy 30poi B irpax.
Boszusak M. A. (BoauHchkuii HarioHadbHuE yHiBepeuTeT iMeHi Jleci Ykpainkn)

250

Po3podka  30poi aas irop mo BcecBity Warhammer y Blender.
[anymika FO.A. (Bonurcekuii Hamionaneaui YHiBepcuteT iMeHi Jleci Ykpainkn)

252

Oco0smBocTi po3podku TpuBuMipHuX irop. 3aBansHiok €.K., Pomaniok O.H.,
[epuyk P.IL.° (BiHHUmBKAM = HAIIOHAJBHUM  TEXHIYHUH  YHIBEPCHTET,
3axigHOYKpaiHChbKM HAIIOHAIHHUM YHIBEPCUTET)

254

Oco0smBocTi peanizanii 3-/ moaesieii B komn’wpHuX irpax. Mamamyk B.A.
(Bonmuebkmit Hamionaneamid YHiBepcutet iMeHi Jleci YkpaiHkn)

256

CrBopennsii omrumizanisi 3D mogeai M4al-S mis komn'loTepHHux irop.
Manotiino H.E. (Boimacekuii Hanionaneanii YHiBepcutet iMeHi Jleci Ykpainku)

258

CTBOpeHHsI pealiCTUYHOrO peHaepy mnoi3aku asToMmoOins. Hazap bB.A.
(Bonmmachkmii Hamionaneamii YHiBepcutet iMeHi Jleci Ykpainkn)

260

CyvacHuii cTtaH MeTodiB Ta 3aco6iB po3pooxkm UI/UX Web-monarkis.
Henineko JI.B., Henmimpko O.B. (Jlynpkuii  HaIliOHaNbHUH  TEXHIYHUH
YHIBEPCHUTET)

263

IIpo6iaemMu Ta mepcrneKTUBH BJAOCKOHAJIEHHS peecTpalii aBTOPCHKOI0 NMpasBa
Ha Komn'wwtepHi irpm B VYkpaini. Hecrepyk B.A., Kartenpnikos [I.I.
(BiHHMIIbK M1 HAIlIOHAJIBHUH TEXHIYHUH YHIBEPCHUTET)

266

Ieiimau3aiiH: MHCTENTBO IHHOBALIWHOI KOMYHiKaulii 4epe3 KOMII'IOTEpPHi
irpm Ta wmyabTumenmia. XotwHChbkWii [.0. (XapkiBChbKHMU HaI[iOHAJTLHUH
YHIBEpCUTET MichbKoro rocrogapctsa imM. O. M. bekerora)

267

16




Mamepianu kongepenyii«Komn'votepHi irpu Ta myabTuMenia sik inHoBamifiHmii miaxin 10 komyHnikamii - 2023»

Po3aia 5.

JAu3aiin (redmaizaiiH, TM3alH PiBHIB, CAYHXi3alH, apT)

UDC 004.021

STAGES OF CREATING MOBILE GAMES
ON THE EXAMPLE OF THE DEVELOPMENT OF GAMES IN THE HORROR GENRE
ZAINULDINOV A., FEDOROV V., TEN S., KIMYE.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:

Market research and idea promotion.

Definition of the game category.

Analysis of the gameplay.

Choosing a platform (operating system).

Creating a good design.

Drawing up a monetization plan.

Development and implementation of a mobile game.

Lets 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 @ 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.

\‘.@SJ"PS*’!\’!—‘
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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 i0S. 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:
Player;

Management on a mobile device;
Interactive items;

Inventory. items;

Opponent;

. General.

In_conclusion, | 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.

o R Ww
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Figure 1 — The structure of the game classes
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CTBOPEHHS MOJEJII ABTO TA AJAIITALIA 10 BIIEOI'PA
BOJIIBPYX H. A. (bolibruhnazar@gmail.com)
BonuHcpkuit HanioHaabHUN yHIBepcuTeT iMeHi Jleci Ykpainku

Beryn. 3D monentoBaHHS Ta reiMIeBENIONIMEHT € OJHUMHU 3 HaWOUIBII 3aXOIIIOI0YHUX HAMpPSIMIB B
iHpopManiiiHiil Ta po3BaxanmbHi iHAYCTpisix. CrBopeHHs 3D wmogeneit aBTOoMOOLTIB Ta iXHE
BUKOPHCTaHHSA B irpax, Takux ssk GTA San Andreas, Bumarae HaBU4OK Ta 3HaHb Y raly3saX KOMI'FOTEPHOI
rpa¢iky, MOJETIOBaHHS Ta MporpamyBaHHs. Y LbOMY pedepaTi MU pO3TISTHEMO Mpolec cTBopeHHs 3D
Mojieni aBTiBKkY B Zmodeler Ta ii aganTariro mis rpu GTA San Andreas.

IIpo6aeMHi NUTAHHA:

1. BuBuutu ocHoBH 3D MozenroBaHHs Ta poOoTu 3 Zmodeler.
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