JlabopaTtopna po6ora Ned

IrpoBuii HuKJI

Mema: 03HAWOMUTHCS 3 TOHATTSM ITPOBUM IIUKJI, BHU3HAYUTU HYOMY
BQXUJIMBUM ITPOBUN IIUKJ, BH3HAYATH KOJH TOTPIOHO MPOBOJUTH 3aMIIICHHS,
J0JITaBaHHs1, CTBOPEHHSI, BUJJAJICHHS ITPOBUX LIUKIIIB.

Jlimepamypa

Designing The Core Gameplay Loop: A Beginner’s Guide.
https://gamedesignskills.com/game-design/core-loops-in-gameplay/

What is a core loop in a mobile game? https://www.homagames.com/blog/what-is-a-
core-loop-in-a-mobile-game

Core Loop in Game Developmen. https://blog.theknightsofunity.com/core-loop-in-game-
development/

3micT podoTn

3aeoanna 1. PerenbHO ONpalloBaTu TEOPETUYHUN MaTepiall:
— O3HaliloMUTHUCA 32 IKUM IPUHIUIIOM JI0aBaTH B I'Py MEXAHIKU.
— O3HalloMUTHUCA K CTBOPUTH JUHAMIYHUHN T€M IUIai.
— o Take Core loop.
— IHCTpyMEHTH yTpUMaHHS IPABIIiB.

— Konau mnoTpiOHO MNPOBOAUTH 3aMillleHHS, J0JIaBaHHS, CTBOPEHHS,
BUJIAJICHHS ITPOBUX IUKJIB.

3asoannsn 2. CTBOpPUTH ITPOBUM LMK, SKUM Oyjae TMpaioBaTH SK B
KOPOTKOCTPOKOBIH, TaK 1y JIOBFTOCTPOKOBII MEPCIEKTUBI.

3asoannsa 3. CTBOPUTH ITPOBUH IIUKIT — MPOKAYKa TPABIIAL.

3asoannsa 4. CTBOPUTH IrPOBUI LIUKJI — 3MIHU YIPABICHHS PECYPCAMH.

3aeoannsa 5. CTBOpUTH ITPOBUM LIUKIT — 3MIHH JIOKAIIH.

MeToau4Hi pekoMeHaaumii

[rpoBuit muKk: - e cucreMa abo Habip MeXaHik, skl Oyjie BUKOPUCTOBYBATH
rpaBenb. ByAiBHHUIITBO, OWTBH, BHUPOIIYBaHHS BpOXalo, IO 3aBrOJHO - II¢
MUTTEBUN TEUMILICH, SIKWI CTBOPIOE MIKPOIIPOIIIAPOK MPOEKTY. [HIIMMU cioBamu -
ye CYKynHicmo mpueepis, wo nosmopwwmscs, Oill epasys i giodexa Ha yi Oii

NPOMACOM NEBHO20 NPOMIICKY UYACY.


https://www.homagames.com/blog/what-is-a-core-loop-in-a-mobile-game
https://www.homagames.com/blog/what-is-a-core-loop-in-a-mobile-game

Sxkmo  B3atu lHpi-irpu - y HEUX Mami OIOKETH, TOMY PO3POOHUKU
HAMararoThCs 30CEpPEUTHCA Ha irpOBOMY MK B Iepuly 4epry. Moro He MoxHa
BUMIPIOBATH TOJIMHAMU - TpaBelb MOBHHEH 3pPO3YMITU CYTh TpPHU MPOTITOM
JEKITbKOX XBHWJIMH MICIS 3aMyCcKy. SIKIIO IUKJ YiIUisg€e, TO € BEJIMKHMA IIaHC, IO
rpaBellb 3aJUIIUTHCS HaJ0BTO.

XOpomuii IrpOBUM IUKII CTBOPIOE «CIPUHTH» TEeUMILIEs, SKI IMPUHOCATH
3aJJOBOJICHHS TpPH iX MOBTOPEHHI. SIKIIO BH pPO3yMi€Te Ball irpOBUM LUK, 1
3MOXKETE PO3JLIUTH HOTO Tak, 100 KOXKEH pa3 IpaBIleBi OyJIO IIKaBO - 1€ CHIIBHO
MOINIIUTG TPY.

He BaxnuBo, ckuibku TpuBae rpa (2 ado 200 roaun), 3agymMaitecs: mpo Te,
110 IpaBeIb POOUTH BiJl MOMEHTY /10 MOMEHTY. Tak BU moyHeTe po30UBaTH 1U3aitH
Ha YaCTHHM 1 (PIKCYBaTH Ti, IKI CTAHYTh OCHOBHHUM IT'POBUM LUKJIOM TPH.

1106 po30uTH Tpy Ha YaCTUHU, TPaBEIlb MOBUHEH OAYUTH 1 PO3YMITH YOTHPHU

OCHOBHI peui:

— Haitbnmxya mera?
— JSIki 3aBgaHHs MOTPIOHO BUKOHATH?
— CkibKy Hacy 1ie 3aiime?
— Sxuii nporpec 1OCATHYTUI?

IrpoBi nukim € y Beix irpax. Hanpuknan:

- [yTep: KynuB 30poro - 3HUIIIB TPOTUBHUKIB - OTPUMAB I'POILIL;

— KBecTu: po3rajgaB ToOJIOBOJIOMKY - OTPUMaB MpPEIMET - 3HAWUIIOB

3aCTOCYBaHHS,
— Ka3zyanbH1 apkaau: MEHIO - pIBE€Hb - HAaropo/a;

— MMO RPG: kynuB CHOpSIKEHHs, MPOBIB psn O0iB, OTpUMaB
Haropomuy.
Roguelike (>kaHp KOMITIOTEpPHHX IrOp) € OJHUM 3 SICKpaBUX MPUKIAJIB 3

BIIMIHHUMH 1rpoBUMH HUKJIaMu. [IpuHannicTe au3zaiiHy roguelike B Tomy, 110

PO3POOHUKH MOXKYTh 30CEPEAUTHCS Ha JOJATKOBOMY KOHTEHTI, SKUA J0]1a€



PI3HOMAaHITHICTb, a HE PO3TATye MpoxokeHHs. Ictopis xanpy roguelike: Bix

Rogue no Binding of Isaac.

KoHTpoJIbHI NUTAHHS:
1. Yomy irpoBuil UK € OAHUM 13 IHCTPYMEHTIB YTPUMAaHHS I'paBIIiB B
rpi?
Sk cTBOPUTH TMHAMIYHUMA TedMILTai?
Komnu cToiTh BBOAWUTH HOBUIL [TUKIT?
IIlo Taxe 0a30BUIl LIMKJII?
Komu notpiOHO MPOBOIUTH 3aMIIICHHS [IUKITIB?

Komu motpiOHO MPOBOINUTH BUIATICHHS ITAKITIB?

N o g bk D

Komu 1 HaBio npoBOAUTH YCKIaAHEHHS ITUKIIIB?

Jlomamne 3aBaanHs: JloomnpaioBaTi caMoCTiiiHY poOoTY.



