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Po3pobKa gomatkiB ana mobinbHux npuctpois. UI/UX iHTepdelicu

BUMOT'H JIO PO3POBJEHHSA IT'POBUX PYIIIIB 1JIs1 IHAI-ICOP

Hompawrxkoea JI.B., 0.e.n., ooyenm, kagpeopa MCT, XHEY im. C. Ky3neys
Bunozpaoos /1.B., cmyoenm, xagpeopa MCT, XHEY im. C. Ky3neys

Abstract. This study explores the requirements for developing game engines tailored to indie
games. It proposes a flexible, modular engine that combines ease of use for beginners with
advanced features for experienced developers. Key priorities include modern technology
integration, rapid testing tools, and clear documentation. The goal is to simplify development,
reduce costs, and support creative freedom, ultimately boosting the quality and competitiveness of
indie games.

Po3BuTOK 1HOI-ITOp, SK BaXJIWBOIO CETMEHTa IrPOBOi 1HAYCTPii, CTPIMKO
HaOWpae 00EpTiB y Cy4aCHOMY CBiTi. 3pOCTalOuMii iHTEpeC IO HE3aJSKHUX Irop
3YMOBJICHUW I1XHBHOIO I1HHOBAIIMHICTIO, YHIKaJIbHUM TMIAXOAOM JO0 JU3aiiHy Ta
MOJIMBICTIO ~ CAMOBHpaXeHHsI  po3poOHHKIB. OpHAK, CTBOPEHHS  AKICHOTO
IpPOrpaMHOro 3a0e3MeyeHHsl A 1HII-1rop BUMara€ e(QeKTUBHHUX, AOCTYINHHUX Ta
(yHKLIOHATBHUX IHCTPYMEHTIB. Y 1IbOMY KOHTEKCTI AaKTyaJIbHICTb CTBOPEHHS
IrPOBOTO pyLIis JJIsSl 1HII-IFOp TOJIArae y 3a0e3nedyeHHi po3pOoOHUKIB THYYKHMMH Ta
3pyYHMMH 3aco0amu Ui peajizaiii TBOPUMX 11€d, IO CIPUATUME 3POCTAHHIO
KOHKYPEHTOCIIPOMOKHOCTI Ta PO3IIUPEHHIO PUHKY HE3AJICKHUX 1T0P.

MeToro 1IbOTO AOCHIIKEHHSI € BUSIBICHHS BUMOT JO PO3pOOJIEHHS IrpOBUX
PYIIIiB JJIs 1H/TI-1r0P.

Po3pobinienHIo 1rpoBUX pyIIiB AJsl 1HAI-ITOp Mae IMepeayBaTH PO3pOOICHHS
BIJIMMOB1AHOT METOAMKH, SIKA JJO3BOJUTH CIIPOCTUTH MPOIIEC PO3POOKH irop, 3MEHIITUTH
BUTpaTH dYacy Ta pEcypciB, a TaKoX 3a0e3MeUYuTH BHUCOKY SKICTh KIHIIEBOTO
npoaykry. Lls MmeToauka Mae BKIIOYATH BIPOBAIKEHHS CydYaCHUX TEXHOJOTH, TAaKUX
SK aJITOPUTMH ONTUMI3alii, iHTerpauis 3 rpadpiyHuMH Ta Pi3udHuMHU 010I10TEKaMu, a
TaKO’X MOJKJIMBICTh HaJaITyBaHHS PYILIis BIAMOBIIHO 10 CHEHU(IYHUX BHUMOT
npoekTy [1].

Ha ocHoBi anani3y jitepaTypu OyJiv BUSBIICHI HACTYITHI BUMOTH J0 PYIUIiB JIJIs
1HTI-1TOP.

1. InTyiTUBHO 3po3yMinuit iHTepdeiic pyis.

BaxxnuBUM acmekToM € CTBOPEHHSI 3pYYHOTO CepeloBHINA JUisi poOoTH 3
pylIieMm, ske 3a0e3NeunTh PO3pOOHMKAM JOCTYI JO0 KIIOUOBHX (YHKIN yepes
IHTYITUBHUHN 1HTEepdeiic 1 3po3yMily JOKyMEHTaIlit0. MeTa po3poOJIeHHS PyIiisl Mae
MOJIATATH HE JIMIIE Y TEXHIYHOMY BJOCKOHAJICHHI IMPOIIECY CTBOPEHHS Iirop, a iy
HaJaHHI 1H/1-PO3POOHMKAM MOKJIMBOCTI BTLTIOBATH CBO1 TBOpPYI i/1€i B e(PeKTUBHMIA
Ta KOHKYPEHTOCIPOMOXHHMM MNpOAyKT. JlocsSrHeHHs 1Ii€l MeTH CHpHUITHME
NOJANBIIOMY PO3BUTKY 1HIYCTpii 1HZI-IrOp, CTBOPEHHIO HOBHUX 1HHOBAI[IHUX
MPOEKTIB 1 PO3MIUPEHHIO JOCTYITHOCTI TEXHOJIOT1H ISl He3aJIeKHUX PO3POOHUKIB.

2. MonynbHa CTpyKTypa.

Po3pobnenuii pyurii Mae MoeAHyBaTH B €001 MPOCTOTY BUKOPHUCTAHHS IS
HOBAYKIB 1 IMTMOOKY (hYHKI[IOHATBHICTD JIJIs IOCBIIUEHUX PO3POOHUKIB. Takuil miaxis

147



% CekKuia 3 — MynbTumeainHi Ta web-TexHonorii.
Po3pobKa gomatkiB ana mobinbHux npuctpois. UI/UX iHTepdelicu

J03BOJIUTh JOCSATTH MaKCHUMAalbHOTO KOM(OPTY NpH CTBOPEHHI Irop pi3HOI
CKJIQJIHOCTI, B/l IPOCTUX MPOTOTHUIIIB JIO CKJIAJTHUX MPOEKTIB.

3. Iarerpaiist pi3HUX BUAIB CY4acCHUX 1HPOPMAIIHHUX TEXHOIOTH.

Oco0nmuBy yBary BaXJIMBO NPUIUIMTH I1HTErpamii CcydacHUX TrpadiuyHux,
(GI3MYHUX Ta IITYYHUX I1HTEIEKTyaJIbHUX TEXHOJOT1M, K1 3HAYHO PO3LIMPIOIOTH
MO>KJIMBOCTI JJIi CTBOPEHHS Bi3yalbHO BpPaXXalOUMX Ta 1HTENEKTYyaJbHO CKIIATHUX
irop [2].

4. HasiBHICTh IHCTPYMEHTIB ISl TECTYBaHHSI 1rOp.

BnpoBamkeHHs 1HCTpYMEHTIB JUIsl IMIBUAKOTO TECTYyBaHHS 1rop J103BOJUTH
3HU3UTU Yac Ha TOIIYK 1 BUIPABIEHHS MOMMWIOK, & TaKOX CIPOCTUTH MPOIIEC
HaJAIITYBaHHA W ONTUMI3aIlil TPOayKTY [3].

5. HasiBHICTh TOKyMeHTAIIIi.

HasBHIiCTh 3p03yMuIOl JOKyMEHTAIlli Ta HaBYAJIBHUX MaTepialliB CIPHUSITUME
PO3IIMPEHHIO JOCTYIY 10 IHCTPYMEHTIB pO3POOKH JJIS TUPOKOTO KOJIa pO3POOHUKIB,
BKJIFOYAOYHM THX, XTO TUIBKM TIOYMHAE CBiM TUIAX y TeimaeBi. Po3poOka 1ux
MaTepialiB JT03BOJUTh HE JIMIIE 3MEHIIUTH KPUBY HaBYaHHS, aje ¥ 3a0e3nmeduTH
KOPUCTYBa4iB HEOOXiTHUMHU 3HAHHAMU i1 €(DEKTUBHOTO BHKOPUCTAHHS PYIis, 110
CIIPUSATUME IIBUJIKOMY BTUICHHIO 1JIeH Y JKUTTE3aTHI NPOAyKTHU. Pesynbratu po6oTu
MaloTh 3a0€3MEeYUTH 1H1-PO3POOHUKIB IHHOBALIMHUM IHCTPYMEHTOM JJIsl peai3alii
TBOPYHMX 1/I€H, 110, B CBOIO YEPTy, CTUMYJIIOBATUME PO3BUTOK 1HIYCTPIi HE3AIECKHUX
irop Ta ii moJaIbITy NOMyJIIpU3aIlii0 CEpel MUPOKOI ayUTOpii.

IrpoBi pymnii s iHOI-irop 3a3BUYall  CTBOPIOIOTBHCS 3 YpaxyBaHHSIM
criennp1YHUX [UJIeH — BOHU OPIEHTOBAHI Ha THYYKICTh, IPOCTOTY BUKOPUCTAHHS Ta
MIATPUMKY YHIKaJIBHUX 11€H, SIK1 BEJIMKI pylIii MOXKYTh He 3a0e3neuntu. Hampukiazn,
pymiii Falling Everything Engine, ctBopenuit cnemianpHo 1isi rpu Noita, OyB
PO3pOOICHUI MJii CUMYJISIT KOXHOTO TIKCENsi B IrPOBOMY CBITI SIK OKPEMOTO
¢dizmanoro o06’ekta. Taki pymiii T03BOJISIOTH 1HII-PO3POOHUKAM peari3yBaTu
EKCIIepUMEHTaJIbHI MEXaHIKM, fKI 1Hakme Oynu O HaaTo CKIAgHUMHU — abo
Hee()eKTUBHUMU Ha 3arajbHuX rmiaTtdopmax.

BucHoBok. CTBOpEHHS Cy4acHOTO irpOBOTO PYILIs JJIs 1HAI-ITOp € BaXXJIUBUM 1
aKTyaJbHUM 3aBIAHHSM, K€ CIPHUSATUME PO3BUTKY IHAYCTpPIi HE3AJEKHUX IrOp Ta
BIJIKpUE HOBI MOXJIMBOCTI JJis1 po3pOoOHUKIB. Po3po0iieHnii pyiiii Mae 3aJ0BOJIbHITH
BUMOTaM THYYKOCTI, MOZYJBHOCTI Ta TPOCTOTH BUKOPHUCTAHHS, O3BOJIAIOUU
CTBOPIOBAaTH BHUCOKOSIKICHI ITpOB1 MPOJAYKTHU 3 MIHIMAJIBHUMHU BHUTpPATaMHU PECYpPCIB.
[aTerpariss HOBITHIX TEXHOJIOTIA Ta po3poOKa IHTYITUBHMX 1HCTPYMEHTIB
CIIPUATUMYTh €()EKTUBHOMY BTIJIEHHIO TBOPYHUX i7Iel PO3POOHUKIB, PO3IIUPEHHIO
TXHIX MOKJIUBOCTEH Ta 3aTy4eHHIO HOBUX (haxiBIIiB /IO TaTy3l.
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