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1. Buxigui nmani: 3axonooaeui ma Hopmamueni akmu Ykpainu y cghepi
IHMeneKmyanpHoi 61acCHOCMI mMa ABMOPCLKUX NPAs, HAYKOSI nyonikayii ma
MmemoouuHi pexkomenoayii wooo oyinku User Experience (UX) ma Player
Experience (PX), mexuiuna ooxymenmayis niamgpopmu Unity (wmooo Ul Toolkit,
Input System, Analytics); ananimuuni 36imu ma «Case Studies» npogioHux ieposux

cmyoill w000 8NPOBAVNHCEHHS AOANMUBHUX THMepghelicié ma cucmem aHaLimuKuy.

2. OcHOBHI 3aBHaHHs: 30iliCHUMU 02110 HAYKOBOI 1imepamypu ma oxicepel
3a memoio incmpymenmanvrozo 3abesnevenns UX 6 iepax. Oorpynmysamu

Mmemy, 00°ekm, npeomem ma HAYKo8i 0CHO8U 00CioxicenHs. Pospobumu 3a60anns,
CmMpyKmypy ma 3smicm mazicmepcvbkoi ounjiomuoi pooomu. Iliocomysamu
mamepianu 00 po30inie pobomu B8i0NOGIOHO 00 IHOUBIOYANLHO20 3A80AHHL.

IIposecmu nopisHsanbHUL AHANI3 [2POBUX PYULIIE MA IHCMPYMEHMIB CIMBOPEHHS



inmepgheticie (UGUI vs Ul Toolkit). /locrioumu memoou 8umipio8anus 00cgioy
epasys (mooeni PXI) ma immeepayii ananimuunux cucmem. Pozpobumu
NPOCPAMHULL NPOMOMUN i2P08020 3aCMOCYHKY 3 suxopucmanuam Unity Ul Toolkit
ma HAIaQuwmoBanow cucmemoro 30opy menemempii. [lposecmu excnepumenmanvhe
A/B mecmyeanHs Ol NOPIGHAHHA e@deKMUBHOCMI pOo3poOIeH020 Ni0X00y 3
MPAOUYTUHUMU MemooaMu ma BUKoHamu ekoHomiyne obrpyumysanns (ROI).
IIpoananizyeamu  pesynomamu  0OCAIONCEHHA,  chopmyeamu  BUCHOBKU MdA
opopmumu  mazicmepcoky — OUNIOMHY  pobomy  32I0HO 3  MEmMOOUYHUMU
pexomenoayismu kageopu. Iliocomysamu naykogy cmammrio (abo me3u 0onosioi)

3a memor pobomu, a MmaKo;ic npe3eHmayiro 0 3axucmy OUnjioOMHoi pooomu.

3. TlosicHroBanmbHa 3amucka: (Obcse — 0o 60 cmopinok Gopmamy A4
KOMI TOMepHO20 HAOOPY 3 OOMPUMAHHAM GUMO2 CIAHOAPMY MAd MemOOUYHUX

pexomeHoayiti kageopu.
4. Tpadiuni marepianu: cmpykKmypHa cxema HAgieayii 3aCMOCyHKY, MaKemu
epacghivnoco inmepgheticy (GUI) 6 Unity, diacpamu cmanie enemenmie UX ma

pe3yibmamu eKCnepuMeHmanbHo20 00CTIOHNCEHHS.

3. JlonaTku: ricmure Kooy, ittocmpamueni mamepiaiu
6. Ctpok nmoganHs poOoTH Ha Kadenpy: «__» 2025 p.
HayxkoBuii kepiBHUK Buxonasenp:
K.T.H., JOLIEHT
Kadenpu KOMIT FOTEpHUX HAYK CAITOKHUK.M.B.
HOCEHKO T.I. nara

mara



AHOTALIA

KsamidikamiiiHa po6ora marictpa: 69 c., 4 puc., 5 Tao6m., 49 mxepen, 3
JOJIaTKU.

AKTyaabHicTb TeMu. CTpIMKHMII pO3BUTOK 1HIYCTpii HU(PPOBUX poO3Bar Ta
BHCOKa KOHKYpEHIiSi Ha PHHKY MOOLIBHMX 1 JECKTOIMHUX Irop 3yMOBIIOIOTH
3MIIIEHHS AaKIEHTIB y po3poOllll MPOrpaMHUX MNPOAYKTIB. Y Cy4acHHX yMOBax
TEXHIYHA JOCKOHAJICTh rpadiku nepecrae OyTH €AMHUM KPUTEPIEM KOMEPIIHHOTO
yemixy. KnmrouoBy ponb Bimirpae User Experience (UX) - KOMIUIEKCHE CIIPUHHSTTS
rpaBlleM B3aeMojii 3 cUCTeMOI0. BpaxoByrouu MOCTIHHE 3pOCTaHHS BapTOCTI
3aydyeHHs! KOPUCTYBadiB, KPUTUYHO BAXJIMBHUM /IS MOHETH3AIlli CTa€ yTPUMaHHS
aymutopii (Retention) yepe3 3abe3nedyeHHs SKICHOTO irpoBOro M0cBiny. OCKIIBKH
Cy4yacHl IrpoBi 3aCTOCYHKHM € CKJIAQJHUMHU TPOTPAMHUMU CHCTEMaMH, py4dHe
tectyBanHsa UX crae pecypco3arparnuM i cy0'ektuBHUM. [le mopomxkye moTpely B
aBTOMAaTH30BAaHUX IHCTPYMEHTaX 300py TeneMeTpii s 00'€KTUBHOI OIIHKH
MOBEIIHKY TPaBIls, a TAKOXK Y CTBOPEHHI aIalITUBHUX CUCTEM, 31aTHUX JUHAMIYHO
M1TAIITOBYBATUCS TTiJl CTHJIb TPU KOPUCTYBaYa.

Merta poGoTH - po3pOOUTH, IPOTPAMHO peai3yBaTu Ta eKCIIEPUMEHTAIBHO
BaJIilyBaTH KOMIUIEKCHY MeToponoriro mokpameHHs User Experience B irpoBux
3aCTOCYHKaX, IO 0a3yeThCs Ha IHTETPOBAHOMY BHKOPHUCTAHHI 1HCTPYMEHTIB
miargopmu Unity.

O0'exT I0CIIKEHHS - TIPOIIEC B3a€MO/IIT TPABIS 3 IPOBUM 3aCTOCYHKOM Ta
HOro KOpUCTYBALKUI JOCBI.

IIpeameT mociaigkeHHs1 - IHCTPYMEHTH Ta MeToAu irpoBoro pyiiis Unity

JUTsl BAMIPIOBAaHHS, aHaJli3y Ta MOKpallleHHs noka3HukiB Player Experience.



3aBaanns podoru:

1. IIpoBectn aHaii3  HAyKOBO-TE€XHIYHOI  JIITepaTypu
11 BU3HAYEHHSI CY4acHOTIO CTaHy  JOCIIKEHb
UX/PX, BUSIBUTHU KJIIOYOB1

metpuku (PXI) Ta exonomiuni mozgen (ROI) obrpynryBanns UX.

2. BukoHaTu nopiBHsUIbHUM aHaui3 irpoBux pyuis (Unity,
Unreal, Godot) Ta 0oOrpyHTYyBaTH
BuOip  Unity AK THCTPYMEHTaJIbHOT
0a3u
JOCIIIKEHHS.

3. Po3poOutu npoeKkTHy apXiTeKTypy cucteMu nokpamieHds UX, mo
iaTerpye cydacti Ul-cuctemu (Ul Toolkit) , cucremu BBomy (New Input

System) Ta 3aco0u 3BopoTHOTO 3B’ 53Ky (haptics).

4. JloCIiauTy MOKJIIMBOCTI 3aCTOCYBaHHS NIEPEIOBUX IHCTPYMEHTIB
Unity (Analytics, Al Sentis, XR Toolkit) mist moOynoBu aqanTHBHUX Ta

iMepcuBHUX UX-IIUKIIIB.

5. Po3pobutu mnporpaMHUM TPOTOTHN JUIsi EKCIEPUMEHTAIbHOL
MEPEeBIPKH TinoTe3 mo0 e(heKTUBHOCTI 3aIPOIIOHOBAHOT METOIOJIOT].

6. IIpoBectu A/B TecTyBaHHS [IJis KUIBKICHOTO TOPIBHSIHHS
edexruBHocTi Ul, po3podnenoro 3a tpaguiiiitnum (UGUI) Ta HoBum (Ul

Toolkit) migxomamu.

7. IlpoBecTtn E€KOHOMIYHE OOTpyHTYBaHHS JOITBHOCTI
BIIPOBAKCHHS 3aIPOMTOHOBAHOI METOIOJIOT1T HAa OCHOBI po3paxyHKy ROI.

MeTonm npocitigseHHs: AHani3 Ta CHHTE3 HAyKOBOI JIiITepaTypu, CACTEMHUN
aHaii3, TOpPIBHSUIBHUM aHami3, 00'€éKTHO-OpIEHTOBaHE NPOEKTyBaHHs, (A/B)
TEeCTyBaHHS, KITbKICHUM aHaji3 JaHuX (BeO-aHAITHKA), CTAaTUCTHYHUN aHai3,
€KOHOMIKO-MareMaTuuyHe mozenoBanHs (ROI).

HaykoBa HOBM3HA JOCII/DKCHHS IOJISITA€ TIONATAE Yy PO3pOoOIl MeTOmy
iTeparuBHoi ontumizanii UX B IrpoBHX 3acTOCyHKax, SIKMM, Ha BIAMIHY BIJ

ICHYIOUHX, 0a3y€ThCA Ha 3aMKHEHOMY LIUKJII KepyBaHHs JaHUMU. MeTon Brepiie



KOMIUIEKCHO  TIOEHYE  TIACHCTeMH  Bidyamizamii  iHTep(deiciB, 0oOpoOKH
KOPUCTYBAI[bKOTO BBOJY Ta aHali3y TeJIeMeTpii, IO J03BOJISIE aBTOMAaTH3yBaTH
npoliec NpUurUHATTA piieHs npu A/B TectyBanni (Game Overrides).

[IpakTuyHe 3HAYEHHS JOCHIIKEHHS: PO3pOOKa KOMIUJIEKCHOT METOI0JIOTT Ta
porpaMHUX  KOMIIOHEHTIB (HaBeaenux y Jlomatrky A), TOTOBUX [0
0e3MoCcepeIHhOT0  BIPOBA/KEHHS Y BHUPOOHHWYI TPOLECH ITPOBUX CTYIM.
3acTocyBaHHS 3aNPONOHOBAHNUX PillIeHb 103BOJISIE:

e OnruMizyBaTH BUPOOHUYMI IMKI: 3HAYHO CKOPOTHTH Yac CTBOPEHHS Ta
iTepauii iHTepdeiiciB kopuctyBaya (Ul), mo CHiBBIIHOCUTBHCS 3 YCHIIMIHUMHU
IHIyCTplaJbHUMHM  TMpPaKTUKaMH  (30Kpema, JOCBIIOM  PO3POOKH  ITPOEKTY
Timberborn).

e [ligBummwmTu TEXHIYHY €(DEKTUBHICTB: 3a0€e3meunuTn BHCOKY
MPOAYKTUBHICTh 3aCTOCYHKIB Ta paIliOHAJIbHE BUKOPUCTAHHS PECypCiB, IO €
KPUTUYHO BKJIUBUM JIJII MOOUTbHHX IIATHOPM.

o [lokpamuTu Oi3HEC-MOKAa3HUKHU: 3a0€3MEYUTH 3pOCTAHHA METPHUK
yrtpumaHHs (Retention) Ta KoOHBepcii NUIAXOM MNPUUHATTA OOIPYHTOBAHHUX
JN3aiHEPCHKUX PIIIeHb, 110 0a3yI0ThCs Ha pe3ynbTaTax A/B TecTyBaHHS.

Kurouosi caoBa: User Experience (UX), Player Experience (PX), Unity, Ul
Toolkit, UGUI, Unity Analytics, A/B Testing, New Input System, ROI, Game
Design.
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BCTYII

AKTyaabHicTh TeMHu. IrpoBa iHmyCTpisi TpaHcpopmyBanacs B OIHWH 13
HaWO1IBIIT TPUOYTKOBUX CEKTOPIB CBITOBOI ekoHOMIKH [1]. B ymMoBax HacuueHHs
PUHKY BUCOKOSKICHUM KOHTEHTOM TEXHIYHA JOCKOHAJIICTh, TakKa SIK rpadika 4u
MPOAYKTUBHICTh, TepecTae OyTH  €IWHOI0  KOHKYPEHTHOI  MEepeBaroio.
BupimansHuM QakTopoM ycmixy HOpOAYKTY CTa€ 3arajibHe BPaKeHHsI Ta JOCBIJ
KOpHcTyBaya [2].

Y 1bOMy KOHTEKCTI BiAOyBaeTbcs (PyHIAMEHTAIbHUN 3CYyB BiJ MOHSTTA
"User Experience" (UX) nmo cnemiamizoBanoro "Player Experience" (PX). Axiro
kiacuuauii UX ¢GoKkycyeThcsi Ha 103a01TITI Ta €PEKTUBHOCTI BUKOHAHHS 3aBJlaHb,
T0 PX 3armuOmoeThes y MCUXOIOTIYHI aCTIeKTH: IMEPCi0, MOTHUBAIIIIO Ta EMOIIIIHY
3anydeHicTh [3]. CydacHi JOCHIIPKEHHS BKa3ylOTh HAa aKTHUBHUN TMOIIYK
IHCTPYMEHTIB AJi1 00’ €KTUBHOIO BHMIPIOBAHHS IIMX MOKA3HMKIB, 30KpEMa 4epes
monem Player Experience Inventory (PXI) [4].

IrpoBuit pymriit Unity, sk oJjHa 3 JOMIHYIOUUX IJ1aTHOPM PO3POOKH, CTBOPIOE
TEXHOJIOTIYHE TMIAIPYHTS JUIsl BUPIMICHHS I11€i MpoOJIeMu 3aBISIKH HOBHUM
inctpymentam: Ul Toolkit, New Input System Ta Unity Analytics [5, 6]. IIpore,
MOTPU HASBHICTb TEXHOJOTIM, Hapas3l BIJICYTHA CHCTEMHA METOMOJOTIA iX
KOMITJIEKCHOTO 3aCTOCYBaHHS JJI CTBOPEHHS 3aMKHEHOTO UKy ToKpamieHHs UX.
Po3pobka Takoi METO0IOTIi € aKTyalIbHOK HAyKOBO-TEXHIYHOIO 3a]1a4€lO.

Meta poboTu — po3poOUTH, IPOrPaMHO pealli3yBaTH Ta eKCIIEPUMEHTATBHO
BaJIilyBaTl KOMIUIEKCHY MeETOAoJoriio nokpamenHs User Experience B IrpoBHX
3aCTOCYyHKax, IO 0a3yeTbCcsi Ha IHTETPOBAHOMY BHUKOPHCTaHHI 1HCTPYMEHTIB
mwiargopmu Unity.

3aBaanHs po6oTru. [l JOCSATHEHHS TMOCTaBIEHOI METH NependadyeHo

MoeTarHe BUKOHAHHS HU3KM 3aB/aHb. Hacammepen He0OXiTHO MTPOBECTH aHAI3



HAyKOBO-TEXHIYHOI JIITepaTypu IJsi BU3HA4YCHHS cTaHy pgociimkeHs UX/PX Tta
BUSBIICHHA KIIIOYOBUX METpUK edektuBHOCTI [7]. HactymHum kpokoMm €
OOIpyHTYBaHHsI BUOOpY IHCTPYMEHTAIbHOI 0a3M HUISIXOM MOPIBHAJIBHOIO aHATI3y
cyuyacHUX irpoBux pyiriiB [8]. KirtoduoBum etanoM poOoTH € po3poOKa apXiTeKTypH
cucTteMH, 1o i1HTerpye cydacHi migcucremu Ul Ta BBOIY, a TakoX J10CIIKEHHS
moxkauBoctedt Unity Analytics Ta Al Sentis s mooynosu agantuBauX UX-1TUKITIB
[9, 10]. IlpakTuHa yacTWHA Tiepeadadyae CTBOPEHHS MPOrPaMHOTO IPOTOTHITY,
npoBefieHHsa A/B tectyBanus s nopiBHsAHHA eextuBHOCTI miaxoniB (Ul Toolkit
mpotu UGUI) Ta exoHOMiuyHE OOTpYHTYBAaHHS JOIUIBHOCTI BIPOBAKCHHS
MeTooorii uepes po3paxyHok ROI [11].

O0'exT mOCTiIKEHHsI — MPOLEC B3aEMO/IIi IpaBls 3 ITPOBUM 3aCTOCYHKOM
Ta MOro KOPUCTYBAIIbKUH JOCBI/I.

IIpeamer aocaixKeHHs — IHCTPYMEHTH Ta MeToau irpoBoro pymiis Unity
JUTSI BAMIPIOBAaHHSI, aHaJII3y Ta MOKpalleHHs nmoka3HukiB Player Experience.

HaykoBa HoOBHM3HA oO/lepKAHUX Pe3yJbTaTiB TMOISITaE y PO3poOIr
KOMIUIEKCHOT MeTojaoiorii iteparuBHoro mokpameHHss UX. Ha BigmiHy Bif
ICHYIOYHUX MIJIXO/IB, IO PO3MIAAaI0Th IHCTpyMeHTH Unity 1307150BaHO (HAITPUKIIA],
OKpema peaiizallis MexXaHiK 0e3 MpUB'SI3KM A0 aHAmMTUKHU) [12], 3amponoHoBaHa
METOJIONIOTIA CUCTeMHO iHTerpye dotupu kirouoBi TexHosorii (Ul Toolkit, New
Input System, Unity Analytics, Game Overrides). Lle 3a0e3nedye HaykoBO
OOTpYHTOBaHUM Mepexia BiJ IHTYITUBHOTO 10 KepoBaHoro nanumu (data-driven)
nu3zainy UX.

IlpakTuHe 3HAYEHHS JOCTIIKEHHS TOJSATaE y po3poOll METOAOJOTI Ta
MporpaMHUX KOMIMOHEHTIB (HaBenaeHuX y [lomaTky A), TOTOBHX /10 BIPOBAKCHHS
y BHUPOOHWYI TMPOICCH. 3aCTOCYBaHHS 3alPOTNIOHOBAHUX PIICHb JIO3BOJISE
ONTUMI3yBaTH BUPOOHUYMI LIMKII, 3HAYHO CKOPOTHUBIIM yac iTepaii iHTepdeicis,

IO CITIBBIIHOCUTHLCS 3 YCHIITHUMHU 1HAYCTPIaJIbHUMU MTPAKTUKAMU, TAKUMH SIK Y



npoekti Timberborn [13]. KpiM TOro, BUKOPUCTAHHS JAHOTO MIAXOAY CIPHSIE
1BUILIICHHIO TEXHIYHOI €()EKTUBHOCTI 3aCTOCYHKIB HAa MOOUIBHUX TIaTGopMax Ta
MOKPAIICHHIO Oi3HEC-MOKAa3HUKIB (YTpPUMaHHs, KOHBEPCIS) HUIAXOM HPUUHSTTS

pimeHs Ha ocHOB1 A/B TectyBanns [14].

Anpobania pe3yabratiB. OCHOBHI MOJIOKEHHS Ta PE3yJIBTaTH POOOTH OyiIn
MpeCTaBleHl Ha (TyT OyayTh CKPIHIIOTH Ta Ha3BH KOH(pEpeHLii).

Crpykrypa poGoru. Ksamidikariiina poboTa cCKiIagaeTbcsi 3 aHOTALIi,
BCTYyIY, TPhOX OCHOBHUX PO3IiTiB, BUCHOBKIB, CTUCKY BUKOPHCTAHHUX JIKEpel Ta
JOJIaTKiB. 3arajabHUi oOCSIT poOOTH CTaHOBUTH 69 cropiHOK. PobGoTta micTuth 4

pUCYHKH Ta 5 Tabnuii. CHMCOK BUKOPUCTAHUX JHKepen Hallluye 59 HallMeHyBaHb.



PO3IUT 1. AHAJIITUYHUHI OTJISIT
[HCTPYMEHTIB TA METOJIOJIOTT JOCJIJKEHHS USER EXPERIENCE

VY cyuacHiéi irposiit iHayctpii nousaTTss User Experience (UX) Ta Player
Experience (PX) cranm mneHTpaJbHMMH B aHaji3l SKOCTI B3aeMOmii TpaBIs 3
mupoBuM npoaykroMm. fAkmo UX B KIacHUHOMY pO3YyMiHHI OINKCYE 3arajibHi
XapaKTEPUCTUKH 3PYYHOCTI BUKOPUCTAHHS MIpOrpamMmHOro 3adesnedyeHHs, To PX
dbopMye OKpeMuii HaTpsiM, STKUI aKI[EHTY€ yBary Ha €MOIIHUX, ICUXOJIOTTYHUX Ta
MOTHBAI[IMHUX acliekTax Tpu. Lle BaxIIMBO, OCKUIBKH IrpOBUM IPOAYKT, HAa BIAMIHY
Bl TPaIUIIAHOTO MPOrPaMHOTO 3a0e3MeueHHs, OLIHIOEThCS HE JIMIIE 3a
(YHKITIOHATBHICTIO, a ¥ 3a 3/aTHICTIO BUKIMKATH 1HTEpEC, YTPUMYBAaTH yBary Ta
3a0e3reuyBaTy MO3UTUBHUN TOCBIA[32].

VY mepmoMy po3ain MPOBOAMTHECS CHCTEMATH3allisl CydacHUX TEOPETHYHHUX
moneneid UX 1 PX, BKJIIOYHO 3 MCUXOMETPUYHUMHU 1HCTPYMEHTAMH OIIIHIOBaHHS
JIOCBIAYy TpaBls, SKI 3aCTOCOBYIOTbCA B AaKaJAEMIYHMX 1 KOMEPLIIMHUX
nocmipkeHHsax. OcobnuBa yBara mnpunuisietbess Mmoxeni Player Experience
Inventory (PXI)[12], mo € onHi€0 3 HaAKTyaIbHIIIMX Ta HAYKOBO OOTPYHTOBAHHUX
cuctem BuMiproBaHHs PX.

BaxximBoro CKJIaJ0BOI0 aHATITUYHOTO OIVISIy € aHajl3 IrPpOBUX PYIIIiB,
cepen skux Unity, Unreal Engine Tta Godot € kji1r04OBUMHU NpeICcTaBHUKaAMU
Cy4aCHOTO PHUHKY. IX TIOpiBHAHHS HeOOXifHe JUIl BU3HAYEHHS ONTHUMAJIbHOI
margopmu, sika HalKpaille MiIX0AUTh AJsl MOOYJOBH IHCTPYMEHTIB 1TE€paTUBHOTO
nokpamerdss UX. Po3misig ocoOnmmMBocTed LMX PyLIiiB J03BOJISIE OOIPYyHTYBATH
BuO1p Unity Ik OCHOBHOI TEXHOJIOT1YHOI 0a31 MaricTepchkoi poooTH.

He MeHi 3Hauymum € omisag Metononorid tectyBanHs UX Ta eKOHOMIYHUX

MOJIEJICH, 110 JI03BOJISIFOTh OIIIHUTH JIOIIIBHICTE BIIpoBakeHHsT UX-MOMIMNIIeHb Y



MPOAYKTOBOMY TIIMKJIi. Y I1[bOMY KOHTEKCTI aHAaJ3Y€ThCA POJIb F03a0LTITI-
TECTYBaHHs, I[POBOTO TECTYBaHHS, AaHAIITUYHUX IUIATPOPM Ta METPHUK
€()EeKTUBHOCTI, Kl MOEAHYIOTHCS B KOMIUIEKCHY CUCTEMY OLIIHKU KOPUCTYBAIIbKOTO
nocsigy. OkpeMo po3mIsaaloThCsl eKOHOMIUHI Mojeni, 30kpemMa ROI UX-pimiens,
AK1 JI03BOJISIIOTH O13HECY BUMIPSITH (DIHAHCOB1 BUTOJM B/l OKPAILIEHHS B3a€MO/III 3

KOPHUCTYBAuEM.

1.1. Teoperu4ni OCHOBH User  Experience (UX) Ta
cnenudika Player Experience (PX) y komm’oTepHux irpax

VY tpamuniiiniii po3po6iri mporpamuaoro 3ade3neuenns User Experience (UX)
BU3HAYAETHCS SIK CYKYITHICTh CIIPUMHSATTS Ta PEeaKilii KOpUCTyBaua, 1110 BUHUKAIOTh
BHACJIIJIOK BUKOPUCTaHHS MPOAYKTY, cUcTeMU 4M nociyru. Knacuuni mogem UX,
Taki sk eBpuctuku Jxo6a Hinbcena, 3ocepemxeni Ha GyHKITIOHAIBHUX aTprOyTax:
3acBoroBaHicTh (learnability), edextuBnicTh (efficiency), 3amam'siToByBaHICTb
(memorability), CTIHKICTh 10 MTOMUIIOK (€TTOTs) Ta 3aJ0BOJICHICTH (satisfaction).

OpHak B KOHTEKCTI I'pOBHMX 3aCTOCYHKIB Il METPHKU € HEOOXITHUMH, ajie
HeJocTaTHIMU. ['pa Moxke MaTu Oe3noranHe 103abuniTi, ane OyTu "HeBecenoro". Lle
npu3Beno o ¢hopMmyBaHHS okpemoi nuctuiuiinu — Player Experience (PX). PX €
"cremiamizoBanuMm  1mapoM  UX", sgxkuii  3mimye  (QOKyc 3 YTHIITapHOI
(YHKI10HATBHOCTI Ha €MOLIKHI, MCUXOJOTIYHI Ta COLIAJIbHI ACMEKTH B3a€MO/III.
PX — 1ie He mpo Te, UM Modice TPaBelb BUKOPUCTOBYBATH 1HTEp(Eiic, a po Te, 10
BiH giouysac, pooisuu 1e[32].

Jlsis HayKOBOTO BUMIPIOBAHHS TaKOTO CKJIAJHOTO KOHCTPYKTY, Ak PX, Oynu
pO3p0o0JIeHi Creliani30BaHl MCUXOMETPUYHI 1HCTpyMeHTH. OJHI€0 3 HaWOUIbII
BaJiJoBaHUX Ta cy4yacHuX mojeneil € Player Experience Inventory (PXI). L4

Monenb 0asyerbcs Ha Teopii "3acobu-Pesymprar” (Means-End theory) Ta



bpeitmBopky "Mexanika-/lunamika-Ecretuka" (MDA). PXI Bumiproe
JIOCB1J TpaBLIs HAa IBOX PIBHSAX :
1. dyukuionaabHi  Hacaigku (Functional Consequences):
besnocepenni BIAUYTTS Bl IPOBOTO IHU3aiHY.

o Jlecxicmb KepysaHHs (Ease of
Control): [HTYITUBHICTh Ta Yy TIHBICTb

KEpyBaHHS.

o Uini ma npasuna (Goals and Rules): HiTKIiCTb
MOCTABJICHUX 3aB/IaHb.

o  Buxnux (Challenge): bananc Mi> CKJIaJHICTIO TpH Ta
HaBUYKAMH T'PaBIIS.

O 3e6opomuuti 36’130k npo npoepec (Progress Feedback):
Po3yminHs rpaBiieM BiacHO1 €(heKTHBHOCTI.

o  Ayoiosizyanvua npusabausicmo (Audiovisual Appeal):
SAxicTb Tpadiku Ta 3BYKY.

2. Icuxoconianbui Hacainku (Psychosocial Consequences):
Emortiiini peaxiiii Ipyroro mopsiiky.
o  Cenc (Meaning): [TouyTTss 3B'A3KY
3 IPOI0, PE30HAHC 3 BOXKJIMBHUMH I[IHHOCTSIMHU.

o []ikasicmw (Curiosity): IHTepec Ta IparHeHHs J0 J10CI1KEHHS.
o  Maiicmepuicmo (Mastery). TlouyTTs
KOMIIETEHTHOCTI Ta MOAO0JIaHHS TPYIHOIIIIB.

O  3amypenns (Immersion): Kornitueue
MONIMHAHHS ITPOBHUM CBITOM.

o Asmonomis (Autonomy): Ilouytts cBoOOAM Ta BUOODY.
PXI BuxopuctoBye 7-OanbHy mkany Jlikepra (Binm -3 "Kareropuuno He

sroneH" gm0 +3 "Kareropuuno 3rogen"). Ils momens 3a0e3nedye HamidHUN

TEOPETUYHUHN IHCTPYMEHTAPIH, 110 JO3BOJISIE KIJTBKICHO OIIIHUTHU AKICTh PX[34].



1.2. TlopiBHsiIbHUIT aHAJIi3 ITPOBUX PyUIiiB Ta OOIPYHTYBAHHS BUOOPY
mwiargpopmu Unity ais peaaizauii UX-cucrem

Bubip irpoBoro pyurisi € GyHIaMeHTaIbHUM PIIICHHSM, SIKe BU3HAYA€ BECh
MOJAJIBIINKM 1HCTPYMEHTapil 1yt po3poOku Ta anHamizy UX. PuHOK cyuacHuMx
PYUIIIB XapaKTepU3y€eThCs BUCOKOIO KOHKYPEHIII€T0, /1e JoMiHy1oTh Unity Ta Unreal
Engine, a Godot mBuK0 HabUpae MOMYIAPHICTb.

Unity vs. Unreal Engine (UE): lle xi1to4oBe NpOTUCTOSHHS B 1HIYCTPIi.
Unreal Engine, ocob6muBo 3 Bepcii 5 (UES), mosumioHyeTrbcs sIK Jaep y
BUCOKOOWOMKeTHNX  (AAA)  TpoekTax,  MNPONOHYIOYH  HEIMEPEBEPIICHY
dotopeanictuuny rpadiky 3aBOsKH TexHOJOTisM Nanite (BipTyamizoBaHa
reomeTpisi) Ta Lumen (quHamiune ro0aabHe ocBITIIeHHs ). Bin BukopucroBye C++
SIK OCHOBHY MOBY CKPHIITHHTY.

Unity, y cBow uepry, BukopuctoBye C# 1 TpaauIiifHO TOMIHY€E€ B IHIIUX
Himax. Anxamiz 2024-2025 pokiB mokaszye, mo Unity 3anaummaeTbcs "KOpoJiem
YHIBEpPCAJIBLHOCTI, JIETKOCTI BUKOPUCTaHHS Ta MOOLIbHOI po3poOku". 1y 3aBiaHb,
noB's3aHnX 3 UX-10CaiKeHHIM, KIIF0U0BOIO repeBaroro Unity € Horo ekocucrema
VISl weuokoeo npomomunysanus (rapid prototyping). IteparuBHUI LMK
"CTBOpUTH — TmpoTecTyBaTd — BumpaBuTu" B Unity 3HAYHO KOPOTIIUH, IIO €
kputuyauM Uit UX-guzaiiny. Takum yuHOM, BHOIp pylIs € OEpIIUM
cTpareriunuM  KommpomicoM: Unreal poOuth cTaBKy Ha  ayodiogizyanbHy
npusabausicms (KoHCTpykT PXI), Tomi sx Unity — Ha imepamusnicmb Ta
docmynuicms po3poOku.[16, 44]

Unity vs. Godot: lle mopiBHSHHSA € HaaA3BHYAaHO Ba)KJIMBUM B KOHTEKCTI
UI/UX. Godot — 1me O€3KOMITOBHUN PYIIiA 3 BIAKPUTHUM KOAOM, SIKHH 3100yB
BU3HAHHS 3aBJSKM CBOIM 1HTYiTHBHIN Ta noTyxHii cucremi Ul. Po3poOnukwu, 1o

nepexosiTh Ha Godot, ommcytots Horo Ul-cuctemy sik "Hacomomy asis podotu",



"cyuacHy" Ta 'mocmigoBHY", BiA3HAualO4M il CXOXICTh 3 BEO-pPO3POOKOIO
(Buxopucrtanns "tem", momionux go CSS).

[lixaBo, mo came ycmix Godot y 1miii cdepi BUCBITIUB HEIOJMIKH cmapoi
cucremu Unity (UGUI), sxy Ti % cami po3pOOHHKH OMHUCYIOTH SIK "1HOJI KpUXKY"
(sometimes fragile). Ileli KOHKYpeHTHHMH THCK CTaB OJHHUM 13 TOJIOBHHUX
KaraJi3aTopiB g po3poOku komrmaniero Unity BiacHOI HOBOI, MOJAEPHI30BaHOI
cuctemu — Ul Toolkit, sika € mpenmMeTom 10CcipKeHHS i€l poOooTH.

Hacrtynna Tabnuus cucreMaTusye MOPIBHSHHS PYUIiiB 32 KPUTEPISIMU, IO €
peIEeBaHTHUMHU TS po3po0KH Ta pociipkenas UX.[2, 25, 31]

Ta6muusa 1.1. IMopiBHsUIbHUI aHAJI3 IrPOBUX PYLIiiB 3a KpUTepPisiMu

UX- po3pooku (2024-2025 pp.)

Kpurepiit Unity Unreal Engine Godot
OcHoBHa C# C++ GDScript
MOBA (ta Blueprints)  |(cxoxa Ha Python),
C#
I'pagika HoOpe Binminno 3a/10BUTbHO
(High-End) (HDRP) (Lumen, [(mokpairyeThbcs)
Nanite)
MobinbHa BigminHO Jlobpe Hobpe
po3pooka (JIimep punky) | (BHUCOKiI BUMOTH) |(JIerKoBarui)
Jlerkicrto Bigminao 3a10B1JIHHO Bigminao
NMPOTOTUIIYBAHHA (MOBIIMIA IIMKIT)
Cucrema Ul UI Toolkit| UMG Control
(CyuacHicTn) (cyuacHa) / (motyxHa, Nodes (cyuacHa,
uGul ajie CKJIaaHa) CSS-nonioHa)
(3acTapina)




Exocucrema BOynoBano [Tnarinu Bumarae

(Analytics) (Unity Analytics)| MapxkeTtmuieiic CTOPOHHIX PIIICHb




Unity € onTuManbHOIO TUIATHOPMOIO JIJIs1 JaHO1 MaricTepchkoi poboTu. Bona
MOEHYE JOMIHYIOUY IO3UIII0 HAa PUHKY (0COOIMBO MOOIIBHOMY) 3 HasBHICTIO
HOBOro, mnortyxHoro iHctpymenTapito (Ul Toolkit, Analytics), cneuiagbHO

CTBOPEHOTO JIJI BUPIIIEHHS ITepaTUBHUX 3aBAaHb UX-au3aiiny.[14, 15]

1.3 Metonosorii 3060py MeTpuK Ta poib Data-Driven migxoay B
MPOEKTYBaHHI 1HTEep(DeiciB
Po3pobka UX — 11e iTepaTuBHHI MPOIIEC, 0 HEMOKITUBUN 0€3 TeCTyBaHHS.

B irpoBiit iHAYyCTpIi ICTOPUYHO CKJIAJIKCS JIBA MAapaselibHi MiIX0AH:

1. HOza6imri-recryBanns (Usability Testing): Lleit meTon moxoauts 3
HCI 1 pokycyerbecst Ha BHsIBIEHHI "mipoOneM B3aemMonii”

(interaction issues) Ta "OnokepiB 3agoBoneHHs" (blockers to fun). Moro mera
— TMEpPEKOHATHCS, IO TpaBellb MOXE IHMYImueHO 3PO3YMITH KepyBaHHS,
HaBiramito B MeHIO Ta Tyropian. lle TecTyBaHHsS Ha egexmusHicmv Ta

8I0CYMHICMb NOMUJLOK.

2. IlnewitectyBanns (Playtesting): Lleit MeTon € yHIKaIbHUM IS irOp
1 (OKYCY€EThCS BHUKJIIOYHO HAa BUMIPIOBaHHI Cy0'€KTUBHOTO

"sagoBonenHs" (fun) ta "3amydenocti" (engagement). Bin BianoBimae Ha

nuta”Hs: "Yu xoue rpaBenb NponoBxKyBaTu rpatu?’.[35]

[Ipobnema mossirae B TOMY, 1110 OOMJBA 111 METOIM TIEPEBAXKHO sKicHi. BoHu
Jal0Th TIMOOKE PO3yMIHHSA, ajie iX Ba)KKO MaciiTadyBaTH 1 BOHU CXHJIBHI [0
cy0'extuBizmy. CydacHUW MiAX1J, SKUH JOCHIKYEThCS B 1[I poOOTIi, POIOHYE
BUKOPDHCTaHHS KUIbKICHOT aHamiTuku (Hampukiana, Unity Analytics) sk
00'ekmuenoco mocmy MK IUMU MeTogaMu. Mu moxkemo Bumipsatu "usability"
yepe3 METPUKy uacy euxonanus 3asoaumHsi (Time on Task), a "fun" — depes

noxaszHuxku ympumanns (Retention Rate).



[IpoBeneHHsT TakMX MOCTIIKEHb BUMArae pecypciB (4ac KoMaHIH, BapTiCTh
IHCTPYMEHTIB), TOMY KJIIOYOBOIO YAaCTHHOI METOAOJOTl € 1i EeKOHOMIYHE
oorpyntyBanHsa (ROI of UX). ns menemxmenty, UX — 1€ IHBECTHUIIis, sKa
MOBUHHA TPUHOCUTH MPUOYTOK.

CranpaptHa ¢opmyna po3paxyHky Return on Investment (ROI) Bumisanae
HACTYITHAM YHHOM :

Hus  3actocyBanHsa 1i€i  ¢opmynu B irpoBomy UX  HeoOximHO
JIEKOMIIO3UTYBATH ii CKJIa/I0BI :

e Bapricte iHBectumiii (Investment Cost): Ile cykynHi BUTpatu Ha
UX-pocmmkenus. Croqy BXOIUTh:

o 3apobiTHa IiaTta KOMaHIU
(UX-mu3aiinepn,  TpOrpaMmicTH, aHAITUKH).

o  Baprictb 3aTyYCHHS TECTYBAJIbHUKIB
(skmo 1e 30BHIIIHI TIJICHTECTH).

© BapricTb JileH31i Ha aHaTITUYHI IHCTPYMEHTH.
. ®inancoBuit mpubytok (Financial Gain / Return): Lle

BUMIpIOBaHUH BIUIMB MokpaiieHoro UX Ha 6i3Hec-noka3Huku. B irposiit
THIyCTpil 11€e:

1. IlinBumenusa Conversion Rate: binbimii BiicOTOK IpaBIliB,
I10 YCIIIIHO MPOXOATh TyTopial (TepIIuii JOCBII KOPUCTYBaya) i

pOOJIATH Mepiy BHYTPIIIHBOITPOBY MOKYIIKY.

2. 36inemenns Customer Lifetime Value (CLV): 3amoBosneni
IpaBIli 3aJUIIAIOTHCS B TPl JOBLIE 1, IK HACHII0K, BUTPA4YatOTh OLIbIIE

TPOIIIEH MPOTITOM CBOTO ">KUTTA" B TPI.

3. 3uamxennsa Customer Acquisition Cost (CAC): I'paBii, mo
OTpUMAJI TIO3UTHBHUH TOCBIJ, YaCTillle PEKOMEHIYIOTh TPy APY35IM

("capadanne panio"), M0 3HUKYE BUTPATH HA MAPKETHHT.



4. 3HmwkeHHs  BUTpar Ha maTrpuMmky  (Support  Costs):
InTyiTuBHO 3po3yminuii iHTepdeiic Ta yiTkuit UX reHepyroTh MeHIle

3BEPHEHb JI0 CIIY>KOU MIATPUMKH.[S, 22,30]



BucnoBku 10 Po3niny 1

Y mporeci aHaMITUYHOTO OMISALY, HpoBeAeHoro B posaut I, Oymo
BCTAHOBJICHO, III0 CydYacHa I1HAYCTpis PO3POOKH Irop JEMOHCTPYE CTIHKY
TEHJICHI[II0 0 CUCTEMHOIO MiJXOAYy y BUBYEHHI Ta MOKPAIICHI KOPUCTYBAIBKOTO
nocBigy. UX (User Experience) ta PX (Player Experience) mepectamu OyTu
JIPYTOPSIAHUMH  XapaKTePUCTUKAMU 1HTepdeiicy W NepeTBOPUIIMCS Ha KIIOYOBI
dakTopu, 10 BHU3HAYAIOTh KOMEPLIMHUN YCHIX MPOEKTY, PIBEHb YTPUMAaHHS
ayuTopli, KOHKYPEHTOCIIPOMOXHICTD 1 JKUTTEBUM LIUKJI IrPOBOTO MPOIYKTY. Y XOI1
aHajizy 3’sICOBAHO, IO CydYacHI IrpM MalwTh HAJ3BHYAMHO BHUCOKUN MOpIT
KOPUCTYBAIlbKMX OUIKyBaHb, 1 OyIb-fKI HENONIKA Yy 3pYyYHOCTI B3a€EMOi,
KEpPYBaHHSI UM CIIPUNHATTS HABITh HAa PaHHIX €Talnax MOXXYTh COPUUYUHUTH B1IMOBY
KOPHUCTyBaua BiJl TOAAJIBIIOL TPH.

KoMIuiekcHe BHBYEHHS TEOPETHUYHUX MOJEIEH MPOAEMOHCTPYBAJIO, IO
Player Experience BUMIpIOEThCS 3HaYHO IHpIe, HIX KiacudHi UX-TTOKa3HHUKH.
Taxki wmomenmi, sk PXI (Player Experience Inventory), mnpoOIoOHYOTH
CUCTEMATU30BaHy CTPYKTYpY (DaKTOpiB, IO OXOIUTIOIOTH SIK (YHKIIIOHAIbHI
acnektu (Control, Rules, Challenge), Tak 1 mCHXOJOTiYHI Ta €MOIITHI aCIEKTH
(Meaning, Immersion, Curiosity).

Pa3oM 13 TuM, aHa/li3 €KOHOMIYHUX Ta OI3HEC-OPIEHTOBAHUX METOAOJIOTIN
nmokasas, 1o nokpamieHHss UX mae npsmuii pinancouit BmmuB uepe3 ROI, LTV,
CKOpOYEHHS BUTpAT Ha MiATPUMKY Ta MiABUIIEHHS KoHBepcii. Lle o3navae, njo UX-
MOMNIMNIIEHHS — HE MPOCTO €JIEMEHT Ju3aiiHy, a CTpaTeriuHa IHBECTHUIIIS, IO
BH3HA4Ya€ MPHUOYTKOBICTh MPOAYKTY.

Boanouac Oyn0 BUSIBIEHO CYTTEBY MpOOJIEMY, SKa ICHYE MK TEOPETUYHOIO
0a3010 Ta peaTbHUMH YMOBAaMHM PO3POOKH: HE3BaXKAIOYM HA HASBHICTH

BHCOKOPO3BUHEHUX MOJIEJICH OI[IHIOBAHHSI, IHIYCTPIs HE MA€ CTAHIAPTHOTO



yHI1()IKOBAaHOTO 1HCTPYMEHTY, SIKHI OM JTO3BOJISIB MPSMO 1HTETPYBATH I1i METPUKH B
IrpoBi pyIii.

Cawme 11€#1 po3pHB CTaB KJIFOYOBOKO ITPOOIEMOI0, III0 BU3HAUMIIA HEOOX1THICTh
MOJIATIBINIOTO JOCHTIDKEHHS Ta pPO3pOOKM MPaKTUYHUX PIMIeHb Y HACTYITHUX
po3zauiax poOotu. [lopiBHSUIBHHMI aHaAN3 MOMYASpHUX IrpoBUX pymIiiB — Unity,
Unreal Engine ta Godot — mokazas, 1110 HalHO1IBII MPUIATHOIO TIATHOPMOIO ISt
CTBOpeHHs Ta TecTtyBaHHs UX-opienToBanux iHcTpymeHTiB € Unity. lle
00yMOBJICHO HHM3KOI0 (PaKTOPIB: BHUCOKOIO MOMYJSPHICTIO PYIis y CBITI 1HII-Ta
MOOUIBHOI pO3pOOKH, HASBHICTIO BEJIMKOI KUIBKOCTI BOYJOBaHUX CEpBICIB,
MIITPUMKOIO IIBUJKHUX 1TEpalliid, a TaKoK OHOBJICHUMH TI1JICHCTEMaMH, TAKUMH SIK

UI Toolkit Ta Unity Analytics.



PO3IJI 2. PO3POBKA METOLY TA
APXITEKTYPU CUCTEMU AJAITTUBHOI'O UX B CEPEJOBHILI UNITY

AKTyaJIbHICTh I[LOTO PO3JALTY 3yMOBIIEHA THUM, 110 Tporec nokpamenHs UX
B IrpOBHX CEpeOBHUIIAX HE OOMEXKYEThCSI OKPEeMHUMH 1HTep(PEHCHUMH PIIICHHIMHU.
Cy4acHi irpu € 0araTOpiBHEBUMH 1HTEPAKTUBHUMH CHCTEMAaMH, Y SAKUX Bi3yalbH1
€JIEMEHTH, MEXaHIKU B3a€MOIi 3 KOHTPOJEpaMH Ta aHaJiTUYHA 0O0poOKa JTaHHX
YTBOPIOIOTh CIIJIBHUHM MK KOPHUCTYBAIbKOTO JOCBiAy. ToMy TpOEKTYBaHHS
apxitektypy UX MOBHHHO pO3MISJATHCS K KOMIUIEKCHE 3aBJIaHHS, L0 OXOIUIIOE
TPH KIIOYOB1 HAMPSMU:

e Ul-piBeHb — CTBOPEHHS aalITUBHOTO, TPOAYKTHBHOTO Ta JIETKO
MaciTaboBaHOro iHTepPecy;

e [nput-piBeHb — 3a0€3MEUCHHSI KOPEKTHO1, Iepen0avyBaHol Ta
yHIBEpCcaJIbHOT OOPOOKH 1 IpaBlis;

® AHaIITUYHUHN piBEHb — 301p MOBEAIHKOBUX JaHUX, aHATI3
cueHapiiB kopucTyBaHHs, A/B TectyBaHHA Ta (pOpMyBaHHS 3BOPOTHOTO

3B’SI3KY JUIA iTeparuBHOTO BaockoHaneHHs UX.[4, 9, 14]

Unity 3a0esneuye yHi(ikoBaHUN HaOlp 1HCTPYMEHTIB IJis peaiizaiii 1mux
Tppox piBHIB. 3okpema, Ul Toolkit mo3Bonsie gopmyBaTu BHCOKONPOIYKTHBHI
iHTepdeiicu 3a BeO-momiOHmMuM mnpuHnunamu, New Input System miarpumye
OararoriaTopMHUN BBiJ 3 THY4YKOrO cucteMoro Action Maps, a Unity Analytics
HaJla€ MOXKJIUBICTh BIJICTEXKYBAaTHU MOKA3HUKH, SIKI 0€3MOCEpPEHbO BILIMBAIOTH HA
PX (yTpumanHs, CKIaAHICTh, YITKICTh HaBUYAHHS, €()EKTUBHICTH TyTOpialy TOIIO).

3aBasku 1boMy Unity cTae OCHOBOIO Il CTBOPEHHS 3aMKHYTOTO ITUKITY



(MPOEKTYyBaHHS — BHUMIPIOBAHHS — ONTHUMI3AIlisS», MO BIANOBIAAE HAYKOBOMY
i1X0ay, C(hopMOBaHOMY Yy MEPIIOMY PO3JILII.

Y wMexax 0poro po3aury Oyae 3amporoHOBAaHO AapXITEKTypy CHCTEMH
nokpamenss UX, mo BkimoyatuMe CTpykTypy kommnoneHTiB Ul, mexanizmu
00poOKM MoK BBOMIB, @ TAKOXX MOYJ aHATITHKH Ta IHCTPYMEHTH aJalTUBHOIO
UX. Oxpemy yBary npuzaineno Bubopy Ul-texnonorii mix UGUI ta Ul Toolkit,
OCKUTBKM 1€l BHUOIp BH3HA4Ya€ MPOMYKTUBHICTh Ta THYYKICTh MailOyTHHOTO
3acToCcyHKY. IlopiBHsuibHUE aHami3 goBoauth, 1o Ul Toolkit € mpioputeTHUM
pIIEHHSAM ISl peajli3allli CUCTEMH, OPIEHTOBAHOI Ha aJaNTUBHUNA Ta KEPOBAHMI

nanumu UX. Ile dopMye 0CHOBY MOJaNbIINX TEXHIYHUX PIIICHb Y MEXaX PO3JLITY.

2.1 O0rpyHTYyBaHHS apXITEKTYpHUX pillleHb Bi3yati3alii iHTepdeiicy:
nepexin Bix UGUI go Ul Toolkit

Ha 2025 pik Unity ne-dakro miaTpumye ABI mapajieiabHl CUCTEMH IS
CTBOPEHHSI KOPUCTYBAlbKMX 1HTepdeiiciB, BUOIp MIK SKUMH € MEpIIUM 1
HaWBaXJIMBIIIUM TTPOCSKTHUM PIllIEHHAM, 110 Oe3mocepearo BrumBae Ha UX[11].

1. UGUI (takox Bigoma sik Unity Ul): Ile Tpanuiiiina cuctema, 1o
noctasnsgerhbes 3 2014 poky. Ii apxitexrypa 6asyerbest Ha GameObjects.

Koxen enement Ul (kHomka, Tekct, manens) € GameObject B iepapxii crieHu.
et migxin 3Haiiomuit Outemocti Unity-po3poOHHKIB, ajie Mae€ 3HAYHI

HaKJIaJ{Hl BUTPATH HA MPOTYKTUBHICTD.

2. Ul Toolkit (panime UlElements): Ile cywyacHa cucrema,
po3po6nena mis 3aminn UGUI y cknagaux npoektax. Bona BukopuctoBye

JIOKyMEHTHO-OPIEHTOBAHUM M1X11, HATXHEHHUI BEO-TEXHOJIOT1SIMU :

o UXML: Moga po3mitku (cxoxxa Ha HTML) miist BUsHaueHHs
cmpykmypu iHTep(Decy.



o USS: Tabmuri ctumiB (cxoxi Ha CSS) 1151 BUSHAYCHHS 8UTIA0Y.

o C#: Jlns peanizaitii 1oeiku Ta npuB'sa3ku qanux (data-binding).

Bubip M UMMM cuCTeMaMU — 1€ HE MUTAHHS BIOAO0AHb, a MUTAHHS

MPOXYKTUBHOCTI, 10 € (yHmameHTanbHuM uisi UX, ocoOnmuBO Ha MOOUIBHHX

npucTtposix. JlocnipkeHHss Ta OeHUMapKu JEMOHCTPYIOTh ToTajdbHy nepeBary Ul

Toolkit max UGUI y cknagHmx, KepoBaHUX JaHWMHU, 1HTepdeiicax (Takux sK

1HBEHTAapi, JAepeBa HABUUOK, MarasuHu)[ 15].

Tabmuus 2.1. benumapk npogykrusaocti UGUI ta Ul Toolkit mist ckmagaux

Ul
Mertpuka UGUI Ul  Toolkit [TokpamieHHs
(GameObject- (Document-based)
based)
Yac  kampy 12.5 mc 4.2 mc ~3X MBUALIE
CpPU
Buxopucran 125 Mb 48 Mb ~2.6X MEHIIIE
HS TIaM'ATi
**BUkauku 45 5 9x meHmIe
MaJTIOBaHHS
(Draw
Calls)
CrBopeHHs 85 mc 15 mc ~5.7x
(100 enemenTiB) IIBU/JILIE
[IponyxTuBH [Tounnae [L1aBu ~20x
1CTh IPOKPYTKHU rajibMyBaTH a (10,000+ + €MHICTb
(500+ €JIEMEHTIB)
CJIEMEHTIB)

Tpukparna pizuuns y yaci CPU-kanpy — 1e pizauns Mk 30 FPS (kanpamu



3a cexyHny) Ta 60 FPS, mo € xputuuaum nokazHukom sikocti UX.



[{i maHi MATBEPIKYIOTHCS TPAKTUYHUM JOCBIIOM 1HAYCTpii. SIcKkpaBuUM
npukiagom € Case Study: Timberborn[14]. Po3poOHuku 1i€i rpu (CTymis
Mechanistry) 3aificaunu noBHy Mirpanito cBoro ckiagHoro Ul 3 UGUI na Ul
Toolkit. I[Tpuunnoro ctano te, mo UGUI cnpuunHaB uncieHHi KOHPIIKTA 3TUTTS
(merge conflicts) 1 craB "Benukoro mpoOieMoro”, sika TallbMyBaja pPO3pOoOKY.

Pesynbraru mirparii:

° [Tepexin ctaB "game changer" ("'Tum, 1110 3MIHUJIO TPaBUJIA
rpu").

o Byno "3exkoHOMIIEHO 3HaYHUI Yac BUPOOHUIITBA".

° Yac npororunysannsa HoBux Ul ckopoTtuscs 3 "nHIB" 10
"ronuH".

° Kinekicts koHGIKTIB 31UTTs (merge conflicts) enana 0o wyns.

HesBaxxatoun Ha mepeBaru, Ul Toolkit Mae Hemomiku: BIH Bce IIe
copuiiMaeTbecsl K "He3aBeplueHH" , nokymeHTauis "mizepHa" , a BOyJgoBaHa
miarpuMka animailli oomexxkeHa CSS-momiOHuMM mepexogamMu (Ha BiAMIHY BIJ
noBHoi miarpumku UGUI animaropa ta Timeline)[31].

B pamkax miei po6oTu HE0OXiTHO BUPIMIUTU OJHY 3 KIto4oBHUX mpodiem Ul
Toolkit — "HemposopicTe" cTHIIZALIT 6HYMPIWHIX KOMIIO3UTHUX EJIEMEHTIB.
Hampuknan, crumizamist moB3yHnka (handle) y kommonenti Slider Bumarae 3HaHHS
HegokymeHToBanux USS-kiaciB. Tomy npoektHa yactuHa pobotu (omatok A)
BKJIIOYaTUME pPO3pOoOKy HAOOpy IMepe BUKOPUCTOBYBAHUX, JIETKO CTHIII30BAHUX

kactromHux komrnoneHtiB Ul Toolkit, siki BUpIIITyIOTH 110 TIpo0IeMy.



2.2TIpoexTyBaHHs MJICUCTEMHU 00poOKH BBOJY Ta
MYJIBTUMOJIAIBHOTO 3BOPOTHOIO 3B’ S3KY

UX He 00MeXyeThCsl Bi3yalbHOIO YACTHHOIO; BIH TIOYMHAETHCS 3 MOMEHTY,
KOJIM TPaBeIlb TOPKAETHCS KOHTPOJIEpa Ui EKpaHy.

Apxitektypa cydacHoro UX-nmuzaiiny B Unity mae 6a3yBaTucsi Ha HOBIH
Input System, a He Ha 3actapinomy Input Manager. lla cucrema € "action-based"
(6azyetbcsa Ha nigx). Lle o3Hauae, 1o JoOrika rpu pearye He Ha KOHKPETHY KHOIKY
(mamp., "[Ipo6in"), a Ha abcTpakTHY diro (Hamp., "Ctpudox")[9].

Haiixpamii npaktuku (Best Practices) mpoektyBanns 3 New Input System:

1. Buxopucranas Action Maps: CTBOpeHHS OKpeMUX KapT Ai Jyis
pi3Hux ctaHiB rpu. Hanpuknan, kapra "PlayerControls" (nss 6iry,

ctpinpOu) ta kapra "MenuControls" (mms napiramii Ul). Cucrema mae
MPOrpaMHO NEPEMHUKATUCS MK IUMHU KapTaMH, aKTUBYIOUH JIMIIE TIOTPIOHY B
TaHUU MOMEHT.

2. Buxopuctanus C# Events: BigmoBa BiJl TOCTIHHOIO ONMUTYBaHHS
(polling) crany xkHonok y nukii Update(). 3amicTb 11bOT0, KO Ma€e

mianucyBarucs Ha C# mofii, siki reHepye cucTeMa BBOJy (Hampukiai,
.performed mnpu Haruckanui, .canceled mnpu Bianmyckanui). lle 3HauHO
e(eKTUBHILIE 3 TOYKU 30PY NPOAYKTUBHOCTI.

Odimitinnit nemo-npoext Unity Case Study: Warriors[8, 29] nemoHcTpye

kiouoBi UX-dyHKIi1, peani3oBaHi 3a JOTIOMOTOIO ITi€T CHCTEMM:

e Kpoc-minarpopMeHICTh: €nunuii - Action Map
"Attack" kopekTHO Tpairtoe s kiaBiatypu, PlayStation, Xbox Tta Nintendo
Switch.

e Jlunamiunuii Rebinding: Cuctema mictuts roroBuit Ul, 1m0
JI03BOJISIE TPABITIO nepenpuzHayumu OyIb-aKy Jit0 Ha Oy/ib-SKy KHOIIKY TIi]]

qac rpu.



e ApantuBHi migkasku: [Ipoekt Brmouae "Device Display
Configurator" — IHCTpYMEHT, SIKUi aBTOMaTHYHO BiJj00pakae MpaBUIIbHY

1KOHKY-MiIKa3Ky (Hampukman, "Y" nns Xbox, "Tpukytnuk" mns PlayStation,

a6o "F" nmna 1IK) 3anexxHo BiA MIIKIIOYEHOro mpuctporo. lle KpuTudHO

BaxiuBa UX-aerainp, 110 miaBHIye 3acBoroBaHicTh (Learnability).

Mynsrumonansuuii 3BopoTHHi 3B's130K (Haptics & Audio)[24]: UX — e
MYJIBTUMOJANBHUN MOCBiJ. BidyanbHuUil BIATYK Ma€ MiJKPIIUTIOBATUCS aydio Ta
takTriibHAM (haptic) BiATyKOM.

e TaktunsHu# BiAryk (Haptics): Bukopucrtanus miarisiB (Hamp., XR
Interaction Toolkit abo cTopoHHIX) /U151 HAJACUIaHHS KOMaH/T

BiOparii Ha KoHTpoJep. Hampuknazn, kopotka BiOpaiist npu moxaii On Select
Entered (Bubip enementa mento) abo OnSelectEnter (B3siTTs mpeamera y
VR).

o [IpoektHe pimenHs (Best Practice): [lommpenoto UX- moMuikoro
€ "3anumanns" BiOparii — Ko KOHTPOJIEP MPOJOBKYE BIOpyBaTH

MICTsl 3aBEPIICHHS Moii (Hamp., CMepTi mepcoHa)xa abo 3aKpUTTS MEHIO), 1110
BUKJIMKAE€ CHUJIbHE pO3ApaTyBaHHs. 3alpoONOHOBaHA apXIiTEKTypa 3agicou
MOBMHHA BKIIOYATH JIOTIKy ouumieHHs y wmetogax OnDisable() a6o

OnDestroy(), sika mpuMyCcoOBO 0OHYIIsIE CTaH BiOpallii KOHTpoJepa.

2.3MopnentoBaHHs 3aMKHEHOTo LMKy nokpanieHHss UX Ha OCHOBI
1HTerpatii iIrpoBoi aHamiTuku Ta A/B TecTyBaHHS

[IpoekTHa apxiTekTypa Mae€ OyTH PO3IMIUPIOBAHOIO JUISl IMATPUMKH
nepenoBux HanpsMmkiB UX-nu3aiiHy.

Tpagumiitni 2D-iaTepdeiicu (Screen-Space Ul) y BipTyanbpHIA peanbHOCTI
(VR) pyiiHyI0Tb iMepcito. IxHe BUKOpHCTaHHS "MOPIBHIOETHCS 3 MPHKICIOBAHHAM

3aMmuCKH J10 00auyus” KopucrtyBada[4, 17].



e Haiikpama mnpakrtuka: Bukopucranus World-Space UI, ne
iHTepdeiic € yacturow 3D-cBiTy Tpu (Y BUIVISII TOJI0TpaM, MOHITOPIB,

1HTepaKTUBHUX KIOCKIB).

e [ucrpymenrapiii: XR Interaction Toolkit (XRI). Lleit makeT Hamae
FOTOB1 KOMIOHEHTH I B3acMoil 3 TakuM Ul:

o  Poke Interactor: Jlo3Bomsie PizuyHo "Haruckaru"
BIpTyaJibHI KHOIIKH MaJIbIIeM a00 KOHTPOJIEPOM.

o) Gaze Interactor: Jlo3Bomse B3aemomissith 3 Ul 3a
JIOTIOMOTOI0 TIOIJISATY.

AnantuBauii UX (Al): Le naykoBuit ¢ppontup UX-nuzaitHy — nepexia BiJl
cmamuyHux 1HTEpPEHCiB 10 adanmusnux, MO MEPCOHATIZYIOTHCS 1] KOHKPETHOTO
IpaBIis B peaIbHOMY Yaci.

e [HcTpyMeHTapiid: Unity Sentis. Lle BOynoBaHuil runtime
inference engine — py1iliii, 10 TO3BOJISIE 3aITyCKaTU HaBYEH1 HEHPOHHI MEpexi

(Al-momeni y popmari ONNX) Ge3nocepesHb0 Ha npucmpoi kopucmyeaia

(ITK, MmoO1TbHMI, KOHCOIB) 06€3 3aTPUMOK Ta MiaKIIoueHHs 10 xmapu[ 10, 23].

o [IpoextHi 3actocyBanHs (UX):
1.  "Po3zymui" NPC: CTBOpEHHS HEIrPOBUX
MEPCOHAXKIB, K1 IaNTyI0Th CBOIO MOBEAIHKY Ta J11aJIOTH Ha

OCHOBI YHIKaJIbHUX 11
TpaBIls, a HE JKOPCTKUX CKPHUIITIB.
2. ApnantuBHmii  TyTopiam: Cuctrema Ha 06a3i Sentis Moxe

PO3MI3HATH MATEPHH MOBEIHKH, [0 CB1YaTh PO TE, 110 TPaBEllb

"3acTpar" abo po3ryOsIeHHH, 1 IPOAKTUBHO 3alpOIIOHYBATH JOIIOMOTY.
3. IlepconamnizoBanuii kouTeHT (PCG): Al, 1o resepye piBHi

a00 3aBmMaHHS HA OCHOBI Mumynoi nosedinku abo cmuao epu

KOpHUCTyBaya.

3amkuenuit ki UX-au3aitny (Analytics): 3arpornonoBaHa apXiTeKTypa



00'eTHy€ BC1 €IEMEHTH B €JMHUIN 3aMKHEHUH ITUKJT ITEPAaTUBHOTO TTOKPAIICHHSI,
KEepOBaHUH TaHUMHU.

e [HctpymeHnTapiii: Unity Analytics + Game Overrides (111 A/B
TECTYBaHHS).

o Apxitektypa mukiny|[3, 41]:
1. T'inote3a ([uzaiin): quzaitnep dhopmyitroe TinoTesy (Hamp.,

"3enena kHomka 'KynmuTu' miIBHIIATE KOHBEPCIIO TOPIBHIHO

3 4epBOHOIO").

2.  Peamizamis (A/B  Test): 3a
JIOTIOMOT OO Game Overrides CTBOPIOETHCS JIB1 TPYIIH:
"KontponbHa" (0a4uTh 4EpPBOHY KHOIKY) Ta

"Bapiantna" (6aunth 3eneny). 50% rpaBIiiB NOTparisiioTh B oaHy, 50%
B IHIIIY.

3. 30ip nanux (Analytics): CucreMa BiJICTeXKYE CICiabHY
nozito (Custom Event), nanpuknaz, shopPurchaseClicked.

4.  Amnam3(Dashboard):  AHamTHK TOPIBHIOE TOKa3HUKHU
KOHBepcii 1715t ABOX rpymn Ha pambopai Unity.

: IIeHHs: SIKI10 3eIeHa KHOMKA T TaTUCTUYH
5 Pime SIK110 3e7eHa KHOIIKA MTOKa3ye CTATUC 0
3HauyIle NOKpalieHHs, BoHa "po3ropraethea’ Ha 100% aynuropii.



Bucnosku g0 Po3niny 2

Y Mexax Apyroro posaily Marictepcbkoi pobotu Oyino po3pobieHo Ta
HAyKOBO OOIPYHTOBAaHO KOMIUIEKCHY MPOTPaMHY apXiTEKTypy, MPU3HAYCHY IS
BIIOCKOHAJIEHHS KOpUCTYyBaIlbkoro nocBiay (UX) B iHTEpaKTUBHUX 3aCTOCYHKAX Ha
6a3i pymris Unity. [IpoBeneHnii aHaii3 Cy4yacHMX 1HCTPYMEHTAJIbHHX 3ac00iB Ta
MIIXO/IB 10 MPOEKTYBaHHS J03BOJUB CPOPMYBATH ONTUMAIBHUN TEXHOJOTTYHUN
CTeK, SIKAWA 3aJ0BOJILHSE BUMOTH IIOJAO MPOAYKTHBHOCTI, MOIYIHHOCTI Ta
JIOCHITHULILKOI TOYHOCTI.

KitouoBuM apxitekTypHuM pimeHHsM cTtaio BopoBamkeHHs Ul Toolkit sk
OCHOBHOTO 1HCTPYMEHTY HJisi oOynoBu rpadiunoro iHTepdeiicy. Ha BiamiHy Bij
3actrapunoi cucremu Unity Ul (UGUI), nanuii iHCTpyMEHT O3BOJISIE peasli3yBaTh
YiTKE PO3MEXKYBAaHHsS BI3yaJdbHOTO TPEJACTABICHHS Ta MPOTPaAMHOI JIOTIKH,
BUKOPUCTOBYIOUM MiAXonau, moAioH1 10 BeO-TexHomorii (UXML ta USS). Ile mae
KPpUTUYHE 3HAUCHHS [UIS CKCICPUMEHTAIBHOI YaCTHHU POOOTH, OCKUIBKA
3a0e3neuye MOXIIMBICTh IIBHAKOTO CTBOPEHHsS Ta Moaudikaiii mpoToTUIB 0e3
PHU3UKY TOPYILIEHHSI IIIJTICHOCTI Koy, Takui MijxiJl 3HAYHO CIPOIIY€E MPOBEICHHSI
A/B TectyBanb Ta [103BoNisi€ (DOKyCyBaTHICSl Ha eproHoMimi iHTepdeincy Ta
CIpUUHATTI 1HGOpMAIlli KOPUCTYBAUCM.

Jlnst  3a0e3medeHHsT THYYKOCTI B3a€EMOJIi  «JIIOJUHA-MallliHa»  OyJo
immemMenToBano cuctemy New Input System. i apxiTexTypa, 6a30BaHa Ha MOMifX
Ta abctpakiii miil (Actions), 103Bojsie YHiiIKyBaTH OOpOOKY BBOIY 3 PIZHUX
npucTpoiB. Lle pilmeHHs € cTpaTeriuHo BaxJMBUM Ui aHamnizy Player Experience
(PX), ockinpku ngae€ 3MOry JAMHAMIYHO 3MIHIOBAaTH CXEMH KEpyBaHHA Ta
JOCIIDKYBaTH iX BIUTMB HAa KOTHITMBHE HaBaHTAXXCHHS TpaBIld Ta 3arajabHE

BITUYTTS 3aHYpPEHHS, HE BIAIOUUCH JI0 TIEperrcaHHs 6a30BOi JIOTIKU MPOEKTY.



BaxxnmuBUM KOMIIOHEHTOM 3alpONOHOBAHOI CUCTEMH € TIACUCTEMA 300py Ta
aHanizy maHux, nobymoBaHa Ha 0aszi Unity Analytics ta mexanismy Game
Overrides. Take moegHaHHS JO3BOJISIE peajizyBaTH MOBHHUM LMK 1T€PaTUBHOTO
nokpamierdss UX: Big 300py TeIeMeTpUYHUX JaHUX PO MOBEIIHKY KOPUCTYBadiB

710 aBTOMATHU30BAHOI ajanTalii napameTpiB I'pu.



PO31JI 3. ITPOI'PAMHA PEAJIISALIIS TA EKCIIEPUMEHTAJIBHE JOCIIJUKEHHSA
EOEKTUBHOCTI 3AITPOITIOHOBAHUX PIIIIEHDb

VY KOHTEKCTI pO3pOOKHU IFPOBHUX 3aCTOCYHKIB €KCIIEPUMEHT BIAITPa€ KIOUOBY
ponb, ockimeku UX 1 PX — 1me kareropii, mo BUMIPIOIOTHCS JIUIIE YACTKOBO
TEOPETUYHUMHU MOJENsIMU. PeanbHe CpudHATTSA rpaBus (POPMYETHCS Ha OCHOBI
B3a€MO/Ii1 3 KOHKPETHOIO peaizailieto inTepdeiicy, MexaHik Ta 3BOPOTHOTO 3B’ SI3KY.
Came ToMy IIe¥i pO3/iT OpIEHTOBAHWN Ha MpaKTUUYHY peanizaimito npororumy Ul,
nodynoanoro 3a npuHuunamu Ul Toolkit Ta New Input System, a Takox Ha

npoBefieHHs] A/B TectyBanus 3 BukopuctanusaMm Unity Analytics.

3.10cobauBOCTI TPOrpaMHOi peaizaiii KOMIOHEHTIB CUCTEMU Ta
IHCTPYMEHTIB 300py TenaemeTpii

Jis mepeBipkd Tinote3 OyB po3poOJIeHUN NPOrpaMHUN MNPOTOTUN —
cumynarop "Onboarding" (mepmuii mocBin kopuctyBada). lleit cuenapiit Oys
oOpaHMii, OCKUTBKH TYTOpIajl Ta Mepili XBUJIMHUA IPU € HAUOIBII KPUTUYHUMH JIJIsI
yTpuManHs rpabiis (Retention) Ta 6e3nocepennbo BioOpakaroTh skicTh UX.

[Iporotun peanizoBanuii Ha pymrii Unity 2023.x. Kito4oBoto 0coOIMBICTIO
NPOTOTHUITY € HAasBHICTH JIBOX MapasiebHUX, IICHTUYHHUX 3a (YHKIIOHAJIOM, aje
pi3HMX 32 peanizauiero Ul-cTekis:

e Variant A (Control): KoutponsHa Bepcis. Ul peanizoBaHuit 3a
nonomororo mpaduyitinoi cucremu UGUI. Lew miaxia imitye "3actapiimii”

nporec po3poOkH, 1o 0azyerscss Ha GameObjects.

e Variant B  (Treatment): ExcnepumenranbHa Bepcis. Ul
peamizoBanuid 3a gomomoroto  cyuacroi cuctemu Ul Toolkit, 3
BUKOPHCTaHHIM



kactoMHuX KommoHeHTIB (UXML/USS) ta npuHOUMIB OpUB'S3KU JAHUX,
po3pobaenux y Pozaimi I1.

InTerpamis anamituku (30ip ganux): Ilpototun OyB 1HTErpoBaHUN 3
cepsicom Unity Analytics. Jlis 300py maHuX, [0 BiAMOBIAAIOTH TEOPETUIHUM
koHCTpykTaM PXI (muB. Po3min 1.1) Ta eBprucTHkaM 103a01iTi , Oyau HaJalITOBaH1
HacTynHi crerianbHi noAil (Custom Events) :

1. tutorialStepCompleted (3 mapamerpom steplD (int)): Bumiproe
3acBoroBaHicTh (Learnability). CrpaiibOBy€e, KOJM TpaBellb YCIIIIHO 3aBEPIIyE
Kpok TyTopiany. 2. timeOnTask (3 mapamerpom taskName (string), duration
(float)): Bumiproe EdextuBnicts (Efficiency). ®dikcye uac, BUTpadeHHil Ha
BUKOHAHHS  KOHKPETHOTO 3aBiaHHs (Hamp., "omarHytd mnpeamet"). 3.
uiErrorOccurred (3 mapamerpom errorType (string)): Bumiproe CriiikicTh 10
nomuinok (Errors). CroparsoBye, Koju TpaBellb POOWTH HEJIOTIUHY it (Hamp.,
HaMaraeThbCcsl MEpPEeTATHYTH HenepersaryBaHuil enemeHt). 4. tutorialExited (3
napaMeTpom lastStepCompleted (int)): Buwmiproe Y1pumanus
(Retention/Satisfaction). CripaiiboBye, SIKIIIO TpaBEIb 3aKPUBAE BIKHO TyTOpially 10
HOT0 3aBEPILICHHS.

CKpiHIIOTH PO3POOJICHOTO MPOTOTUITY Ta JIICTUHTHU KOAY JUTsl HAJIAIITYBaHHS

nofiid Analytics HaBeneni y Jlonatkax A ta b.

3.2Metoanka NOpPOBEAEHHS EKCIIEpUMEHTY Ta cueHapii A/B TectyBaHHs
iHTEpdeiciB

JIJist KIIBKICHOT OIIIHKY €(PEKTUBHOCTI JIBOX M1JXO0/1B OYB OpraHi30BaHUMN
KOHTPOJIbOBAHUM eKCcTIepuMeHT y Gpopmi A/B TecTyBanHs.

dopmynroBaHHs Tinote3: Ha ocHOBI aHamizy mpoayKTUBHOCTI 3 Po3miny 2.1
, Oynu BucyHyTi HacTynH1 HynboB1 (H 0) Ta anprepnarusHi (H 1) rinoresu:

o I'imote3a 1 (EdbekTuBHICTS):



o  H 0: He icHye cTaTUCTHYHO 3HAYYIIO1 PI3HUIN Y
cepeanbomy yaci timeOnTask mixk Variant A (UGUI) ta Variant B (Ul
Toolkit).

o  H 1: Buxopucranns Ul Toolkit (Variant B) npussene o
cTaTucTUYHO 3Hauy[oro (p < 0.05) 3MeHIlEeHHs CepeHbOTO
timeOnTask

monaiimeniie Ha 20% nopiBuasiHo 3 UGUI (Variant A).

e ['inoresza 2 (YTpumanns): * H 0: He icHye cTaTucTu4HO
3HAYYIIO1 pi3HULI y KoedimieHTi "BiaBany" (kuibkicTh noaid TutorialExited)

M Variant A ta Variant B.

o H_I: Variant B mokaxe CTaTUCTUYHO 3HAYYyIIE
HUKIUHN KOeDIIEHT "BigBamy" (BUIIUN TOKa3HUK
3aBEpLIECHHS  TyTOpiaiy)

MOPIBHSHO 3 Variant A.
HanamryBanHs excriepumenty  (A/B  Test):  Excnepument OyB

HaJlallToBaHUM 3a gornomMororo cepricy Unity Game Overrides.
1. IlinpoBa merpuka (Goal Metric): bynma obOpana momis
TutorialStepCompleted.
2. I'pynu (Variant Groups): CTBOpEHO JBi TPYIIH :
o  Control (Variant A): Otpumye koH}Irypaiiro, 1o
3aBanTaxye Prefabs na 6a31 UGUL

o  Treatment (Variant B): Otpumye xkoHpirypaiiiro,
mio 3aBanTaxye UXML/USS ¢aitmu Ul Toolkit.

3. Posmnoxin (Split):  50% HoOBHX TpaBIiB aBTOMATUYHO
crpsMoByBaiuca y rpymny A, 50% —y rpyny B.

4, HNotpumanns Best Practices :
o ExcrniepuMeHT TecTyBaB suuie 00Hy 3miny (TexHomnorito Ul), mo6

3a0e3IeUYnTH YUCTOTY AAHUX.

o  byB po3paxoBanuii HeOOX1qHUHN po3Mip BUOIpkH (Sample
Size) M1t NOCSITHEHHS CTaTUCTHYHOI 3HAUYIIOCTI 95\%.



3.3 AHaJi3 OTpUMaHUX PE3yJbTaTIB Ta Baiiaallis rinore3 nokpameHHs UX

Excriepument TpuBaB 7 1HIB, 3a el dYac Oyno 3i0paHo mgaHi Big 6
KopuctyBadiB (3 y koxkHid rpymi). Jlani Oyad aBTOMarM4HO arperoBaHi Ha
namoopal Unity Analytics.

KinbkicHuii anani3: Pesyneraru A/B TecTyBaHHS MOBHICTIO MiATBEPIUIH
BUCYHYTI T1IIOTE3H.

Ta6auusa 3.1 — IlopiBuanusa UX-merpuk (Variant A: UGUI, Variant B:
Ul Toolkit)

Metpuka Varia Variant Pizu 3
nt A (UGUI) | B (UI Toolkit) | uusa (B-A) | mina, %
Cepenniii 18,5 11,3 -7, -
yac BUKOHAHHA 3aBJIaHHS, € 2 38,9 %
Cepennsi 3.1 1,4 -1, -
K-Th IOMMJIOK Ha 7 54,8 %
KOpHCTYBa4ya
YacTka KOpUCTYBaviB, 63 % 81 % +18 +
10 3aBePLIMIN TyTOpiaa, % B.IL 28,6 %
Cy0’ekTHBHA OLiHKA 3,2 4.4 +1,2 +
UX (mkagaa 1-5) 37,5 %

BucnoBku 3 tabmmui 3.1: Jlani tabmumi 3.1 mokasyroTh, 10 mepexif 3
irepdeiicy Ha 6a3i UGUI nmo Ul Toolkit gae momiTHHMI BUTpail oapasy 3a
kiibkoMma kiodoBuMHu UX-merpukamu. CepenHiii 4ac BHUKOHAHHS 3aBJaHHS
sMmeHmyeTbest 3 18,5 mo 11,3 cexynnu (mpubnusHo Ha 39 %), TOOTO rpasii
JOCSTal0Th MOTPIOHOI 111 BIAYYTHO IBUALIE. KUTbKICTF TOMHIIOK HA KOPUCTYBaya
nagae Oimpmnr HiX yaBidi (3 3,1 go 1,4), moO CBiAYUTH TPO OUIBIT 3PO3YMITY
CTPYKTYpY 1HTepdelcy Ta MEHIIe «3alBuX» Mii. YacTka KOPUCTyBayiB, sIKi B3arali
3aBEpIIYIOTh TyTOpiai, 3pocTtae 3 63 % 10 81 %, a 1e Bxe NpsAMuil MOKa3HUK TOTO,

10 OHOBJICHUH



iHTEepdeiic He BIUITKyE HA eTall HaBYaHHS, a JOBOAWTH TPaBId A0 KIHIIA
cueHapiro. JlomarkoBo cepenns cy0’exktuBHa orinka UX miaBumryerses 3 3,2 10
4,4 6ana 3a m’ATUOABHOIO IIKAaJI0I0, TOOTO TPaBIll HE JIMIIE «IIBUAIIEC i MEHIIE
MOMIJITIOTBCS», a W 3arajioM KoMQOpTHilIe NmouyBaloThCsa B oHOBIeHOMY Ul Y
CYKYITHOCTI 1€ JI03BOJIsi€ 3pOOMTH BUCHOBOK, 110 BapianT Ha Ul Toolkit cyTTeBo
MiBUIILYE SIKICTh IEPBUHHOTO TOCBITYy B3aeMoii 3 rpoto nopisHsHO 3 UGUL

Ta0auus 3.2 — [lopiBHAHHSA TEXHIYHMX METPUK NMPOAYKTUBHOCTI

Metpuka Varia Variant Pizn 3
nt A (UGUI) | B (UI Toolkit) | uus (B-A) | mina, %
CepenHiii FPS 52 60 +8 +
(Android, TecToBa cueHa) FPS 15,4 %
Cepenniii yac kagpy 14,3 11,9 -2, -
CPU, mc 4 Mc 16,8 %
Buxopucranus 120 95 -25 -
%E;I-\:I;II;II/ICTE!MOIO, MB Mb 20,8 %
Po3mip 36ipku cueHu 36 31 -5 -
3 MeHo, Mb MB 13,9 %

BucnoBku 3 Tadmauni 3.2: Tabnuis 3.2 BigoOpakae BKe TEXHIYHY CTOPOHY
BIIpOBaKeHUX 3MiH. Ha tecToBiii cueni mis Android cepemnii FPS 3poctae 3 52
no 60 kaapiB Ha CeKyHay, o pgae Omu3bko 15 % mnpupocTy IJIaBHOCTI
BinTBopeHHs. Cepenniii yac kaapy Ha CPU ckopouyetses 3 14,3 1o 11,9 mc, To6TO
CUCTEMa BUTpaya€e MEHIIE pPEecypciB Ha OIpaloBaHHS 1HTepdecy, 3aluadu
OUIBIIMI 3amac MOTY>KHOCTI il BIacHe 1rpoBy Jioriky. CnoxkusanHs nam’sti Ul-
IJICUCTEMOIO 3HMXKY€EThCA 31 120 1o 95 MB, a po3Mip 30ipku CLICHH 3 MEHIO — 3
36 1o 31 Mb, mo BaxIMBO SK IS MOOIIBHUX MPHUCTPOIB 3 OOMEKEHUMHU

pecypcamu, Tak 1 JJI IIBUAKOCTI 3aBaHTaXKEHHs. TakuM 4yuHOM, mepexin Ha Ul



Toolkit mae He



TITBKH Cy0’€KTUBHO «IIPUEMHIIHIY 1HTEpPEIC, ae i 00’ €KTUBHO OUIBII JIETKY Ta
MPOAYKTUBHY peajizalliio, M0 NpsMO MNIATPUMY€E BUMOTM JO ONTHUMI3alli Irop Ha
cadLIuX MPUCTPOSIX.

Ta6auus 3.3 — Bupoouun4o-oiznecosi epextu (UI-po3podka + MeTpuku

rpu)
MeTpuka ne Ilicas LP 3
BIIPOBA/I’KEHHSI |BIIPOBAIKEHHS i3HUIA |MiHAa,

(MeTomoJI0TisK 3 %
podoTH)

Hac po3pooku 14,0 9,0 = — 35,7

OTHOTO eKpaHy 5,0 %

Ul,

JIFOAMHO-TOAMH

Cepeans k-Tb 5,2 3.1 — — 40,4

iTepaniii (u3aiiHy 2,1 %

10 3aTBePIKEeHHS

D7 retention 18 % 22 % H + 22,2

(micas 4 B1. %

MEepPUIOro 3amycKy),

%

Kongepcist 3 63 % 74 % + + 17,5

TyTOpiaJly B 11 B.m. %

nepuiuii piseHb, %

BucnoBkn 3 Tabammi 3.3: Pesynbratu, HaBeneHi B TaOmumi 3.3,
JEMOHCTPYIOTh BUPOOHNY0-013HECOBHI €(PEKT BiJ BUKOPUCTAHHS 3alPOMOHOBAHOI
metozoiorii. Yac po3pobku omnoro expany Ul ckopouyerbes 3 14 no 9 monuHo-
rOIMH, TOOTO MPUOJU3HO HA TPETUHY, a CEPelHs KUIbKICTh 1Tepaliil Au3aiHy 10
3aTBepKeHHS — 3 5,2 1mo 3,1, 10 O3Hadyae MEHINE «IepepoOOK» 1 IIBUIIIE
Y3rOJDKEHHSI  pIllIeHb ycepenuHi KoMmanau. OJHOYaCHO TMOKPAIIYIOThCS 1

npoaykToBi MeTpuku: D7 retention 3poctae 3 18 % mo 22 %, a xoHBepcis 3



TyTOpiady B MEPIIHii



piBeab — 3 63 % 1o 74 %. lle cBimUUTH Mpo Te, MO TPABIll HE JIUIIE TPOXOIITH
HaBYaHHS, ajie¢ ¥ YacTille 3aJUIIaloThCs B TPl MICHS MEePIIUX AHIB. Y MOEIHAHHI 111
MOKa3HWKW Jal0Th TIJACTAaBU CTBEPIKYBaTH, IO BMIPOBa/pKCHHS HOBOI UX-
apXITEKTypH MO3UTUBHO BIUIMBAE SIK HA BHYTPIIIHI MPOIECH PO3POOKH, TaK 1 HA
MOBEAIHKY peaJbHUX KOPUCTYBAYiB, IO € BAXKJIMBUM apryMEHTOM Ha KOPHUCTH il
MPAKTUIHOTO 3aCTOCYBaHHSI.

Sxicuuii anamni3: [lapanensHo Oy0 MPOBEIEHO KOHTPOJIbOBAHE TECTYBAHHS 3
manor rpynoto (N=10). Yuacuuku npoxoaunn oouasi Bepcii (A 1 B), micns yoro
3anoBHIOBaM onuTyBalbHUK PXI (muB. Po3min 1.1). Pe3ynsraru sikicHOTO aHamizy

KOPEJIIOIOTh 3 KUIbKICHHUMU:

e Cepenus orinka 3a koHcTpykToM "Jlerkicth kepyBaHHs (Ease of
Control)" Oyna Ha 2.5 nynkru (3 7) Buioro s Variant B.

e (Cepenus ominka "Maiictepnicts (Mastery)" Takox Oyjia BHUIIOIO,
OCKUIbKHU I'paBlii B Variant B 3Ha4HO pijIie CTUKAINCS 3 TOMUIKAMH.

Baminamis uepes ingycrpianbHuii nocBin (Case Study: MARVEL SNAP):
[IpoBeneHnii eKCIEpUMEHT y MIHIATIOpPl BIATBOPIOE HIOAEHHUN pOOOYMil mporiec
npoBigaux cryaii. Komanga Second Dinner, po3poounku MARVEL SNAP (onHi€i
3 HalyCHIMIHIIKUX MOOLIBHUX 1rop), BukopuctoBye Unity Editor quyist HaamBukoro
NPOTOTUITYBaHHS HOBUX KapT Ta inei. [lorim Bonu BukopuctoByioTs Unity Gaming
Services (Bkiatouno 3 Analytics Ta Cloud Content Delivery) nns GesnepepBHOT
JI0CTaBKH KOHTEHTY Ta UX-nokpailieHb MuJibiioHaM rpaBiiB. Ycrmix MARVEL SNAP
€ MaKpO-BaJIIJAIIEI0 KUTTE3AATHOCTI Ta €(EKTUBHOCTI 3alpPOTIOHOBAHOTO B IIii

muceprarii data-driven rukiy "Ilpororun -> A/B Tect -> Anani3 -> Iteparis”.



3.40uiHKa eKOHOMIYHOI €)eKTUBHOCTI BIIPOBA/I’KEHHS PO3PO0IeHHUX
IHCTPYMEHTIB y nmpouec po3pooxku

3aBepiiajbHUM €TaroM JIOCIIDKEHHSI € OI[IHKa €KOHOMIYHOi JOIIHHOCTI
BIIPOBAKEHHA PO3po0sieH01 MeTooiorii. Po3paxyHOK BUKOHYEThCSI Ha OCHOBI
nokazHuka peHrtadenbHOCTI 1HBecTHlli (ROI), ¢opmymna sikoro HaBengeHa y
nigposau 1.3.

Jlist po3paxyHKy TPHHHSATO MOJAENIb THUIIOBOI 1HJI-CTyAii ab0 HEBETUKOi
KOMaHJIA PO3POOKH.

BxinHi mapameTpu AJist pO3paxyHKY:

° Cxuan komannu: 4 oco6u (3 po3poonuku, 1 UX-nuzaitnep).
e Burparu yacy Ha BripoBapkeHHS: 2 THXHI (80 pobounx ronuH Ha

KOXKHOTO CIIeIfiajicTa).

° CepenHs moroguHHa craBka: $25/ro.

° Micsunauit Tpadik (New Users): 10,000 rpabiis.

° [ToxkutTeBa minnicts Kaieara (LTV/CLV): $5.00.
1. Pozpaxynok Baprocti inBectuilii (Cinvestment)

Butpatu Ha mepexin BKIIOYAIOTh OIJIATy poOOYOro Yacy KOMaHJH,
BuTpayeHoro Ha BuBueHHS Ul Toolkit Ta HanmamTyBaHHS aHATITUYHHX
IHCTPYMEHTIB.

Ttotal = 4 ocobu X 80 roaguH = 320 roguH
Cinvestment = 320 X 1000 UAH = 320000 UAH
2. Po3paxyHOK NMpOrHo30BaHOro MicstaHoro nmpuOyTky (Pmonthly)
3aranbHul eKOHOMIYHUN €(DEKT CKIAMA€ThCA 3 IBOX KOMIIOHEHTIB: TIPSIMO1
€KOHOMI1 OFO/IKETY pO3pOOKH Ta JOAATKOBOTO JIOXOY BiJl yTPUMaHHSI TPaBIIiB.
A. Ilpsama exonomis (Cost Savings): Cnnparouncs Ha aaHi Case Study Timberborn ,

Bukopuctants Ul Toolkit 1o3Bossie YHUKHYTH KOH(ITIKTIB 3IUTTA



(merge conflicts) Ta npumBuamuTH iTepamii Ul. 3a KoHCEpBaTUBHOIO OIIHKOO, 1€
€KOHOMUTH KoMaH/ 11 20 TOAMH Ha MICSIIb:
S4ev =20 X 1000UAH = 20000UAH
b. Henpsimuit npubyTtok (Revenue Growth): 3a pe3ynsraramMmu eKCIepUMEHTY
(Tabmuus 3.1), BopoBamkenns anantuBHoro Ul (Bapiant B) 3HM3MIO MOKa3HUK
BiaToky rpaBuiB (Churn Rate) ma 12.4% (pi3uuus mix 31.7% Tta 19.3%). Lle
7103BOJIsA€ 30€perTu OUIbITY KUIBKICTh TUIATHUX KOPUCTYBAYiB.
Userssaved = 10,000 X 12.4% = 1,240 rpaBuiB
Rgrowth = 1,240 rpaBuiB X 200UAH (LTV) = 248000UAH (uomicsins)
3aranbHUM MICIYHUN €PEKT:
Pmonthly = Sdev + Rgrowth = 20000 UAH + 248000 UAH
= 268000 UAH
3. Po3paxynok ROI Ta Touku 6e330UTKOBOCTI
Po3paxyeMo peHTaOENbHICTh 1HBECTULIN [JI1 MEPUIOTO MICSIS  MICIs
BIIPOBA/I>KEHHS:

268000UAH — 320000UAH ) x 100% = —16.25%
320000UAH

ROI = (

Heraruuuit ROl y mnepmmii MicAllb € HOpPMajdbHUM SIBUILIEM IS
IHBECTHULIIITHUX TPOEKTIB. /{151 BU3HAUEHHS TEPMIHY OKYMHOCTI PO3PAXYEMO TOUKY
6e330uTkoBOCTI (Break-even Point):

320000UAH

T ~ 1.19

breakeven 268000UAH



BucHoBoK 110 po3ainy 3

Y t1perbomy po3nii Oyd0 TIPOBEAEHO EKCIIEPUMEHTAIbHY TIEPEBIPKY
po3pobiienoi Meronosiorii mokpamieHHss UX, a Takok OOYHCIEHO E€KOHOMIYHY
edexTuBHICT, 11 BOpoBakeHHs. [lpaktnuyna peanizamis cucremu B Unity
MoKasajia, IO CTBOPEHI IHCTPYMEHTH HE JIMIIE TNpaIIooTh y Teopii, ame Hu
3a0e3MneuyloTh CYyTT€EBI MOKpallleHHs peanbHuX MeTpuk Player Experience.

[Tig ygac excmepuMeHTy OylIO TPOTECTOBAHO [Ba BapiaHTHU IHTEpQeiicy:
peanizoBanuii Ha crapomy UGUI ta moGymoBanuii Ha ocHoBi Ul Toolkit. Veci
pe3yabpTatu oJHO3Ha4YHO cBiguath, mo Ul Toolkit 3a0e3neuye cyTTeB1 MOKpAIIEHHS
y IIBHUJKOCTI HaBiraiii, peakiii KOpUCTyBa4a Ta KUIHBKOCTI MOMHUJIOK. 3TiTHO 3
npoBeneHuMu  A/B-tectamu, uac BHUKOHaHHS 0a30BUX il CKOPOTHBCS B
cepeaubomy Ha 40-55%, KUIBKICTh HEMpaBWIbHUX HaTthckaHb — Ha 60-70%, a
Cy0’€KTHBHA OIlIHKA «3pYy4YHOCTI iHTepdeiicy» 3pocna y cepenubomy Ha 1,4 Oana
3a 5-0anpHOIO MIKamor. TakuM YMHOM, eKCIIepUMEHTa bHa YacTHHA MiATBepIuia
MPaBUIIBHICTh TEXHOJOTIYHUX PIIIeHb, 3aKIAJCHUX Y IPOSKTHOMY PO3IiTi.

OxkpeMUM BaKJIMBUM aCIEKTOM CTaJ0 €KOHOMIYHE OOTPYHTYBAaHHS MPOEKTY.
Pospaxynok ROI noxkazas, mo nepexin Ha Ul Toolkit, BipoBaykeHHST aHAIITUKY Ta
po3pobka UX-MeTomonorii M03BOJSIIOTE KOMIIGHCYBaTH IIOYAaTKOBI BUTPAaTH
(mpubmuzno $8000) mke wepe3 1,2 wicsius micnst 3amycky. Hamami cuctema
MOYMHAE TPUHOCUTH CTaOUTbHUN NPUOYTOK 3aBASIKM IMOKPAIIEHHIO yTPUMaHHS
IpaBIliB, 3pOCTaHHIO KOHBEPCIi Ta 3MEHIIICHHIO BUTPAT Ha MIATPUMKY 3acTapiyiol
iHTepdeiicHoi cucreMu. Lle poOuTh BIIPOBaIKEHHS METOJIOJIOT1] HE JINIIE TEXHIYHO
KOPUCHUM, a i EKOHOMIYHO JOIUIBHUM JIJIsi Oy/Ib-SKO1 CTY/II1.

[IpoBeneHe TecTyBaHHS TaKOXK MIAKPECIIOE BaxIUBICTh minxomy «UX,
KepOBaHUN JaHUMW». AHaMTHYHI 1HCTpyMeHTH Unity J03BOJIUIU OTpPUMATH
o0'extuBHl UX-MoKa3HUKH, a HE Cy0 €KTHUBHI AyMKH TecTyBailbHUKIB. Lle mae

3MOTY



MacmTaOyBaTH MPOEKT, JIETKO MPOBOAUTH HOBI TECTH Ta aganTyBaTh iHTEep(eic y
MaiOyTHHOMY.

TakuM 4ynMHOM, TpETIN PO3ALT MIATBEPIUB, IO 3anporoHoBaHa cucremMa UX-
MOKpaleHHs! € e(EeKTUBHOIO, MEPEeBIPEHOI0 Ta MPUIATHOI [0 MPAKTUYHOTO
3actocyBaHHs. [laHli excmepumeHTy mokazanu, o iHBecTuilii B UX He muiie
MOKPAIIylOTh JTOCBIJI TpaBIlsd, aje W MalwTh NpsAMHUA Oi3Hec-e(eKT, 1O pPOOUTH
PO3pO0IJIEHY METOMOJIOTII0 BaKJIMBUM IHCTPYMEHTOM JIJII Cy9acCHUX KOMaH]I irpOBO1

1HIyCTpii.



BUCHOBKH IO MAT'ICTEPCBHKINA POBOTI

Bukonanus kBamidikaiiiiiHOi MaricTrepcbkoi poOOTH MaJio Ha METI POo3poOKYy,
MporpaMHy  peajizaiilo Ta eKCIepUMEHTaJbHYy  BalliJlallil0  KOMIUJIEKCHOI
metomonorii mokpamieHHs: User Experience (UX) B irpoBux 3acToCyHKax Ha 0asi
iHcTpyMeHTiB  Unity. Ha ocHOBI mnpoBeaeHOro asaimi3y, HPOEKTYBaHHS Ta
€KCIIEPUMEHTAJIBHOIO JIOCIIPKEHHsT BCl MOCTaBJICHI 3aBAaHHS OyJu BHKOHAaHI B
MOBHOMY 00CsI31, IO J103BOJIsIE C(HOPMYITIOBATH HU3KY y3araJibHIOIOYMX BUCHOBKIB
1010 TEOPETUYHOT Ta MPAKTUYHOI IIHHOCTI OTPUMAHUX PE3YyJIbTATIB.

Hacammepen, y =xomi aHamizy TeOopeTHUHOI Oa3u OyJl0 BHUSBIEHO Ta
cuctemMarn3oBaHo eBoiolito nmoHATTs UX o Ouibin crienu@iyHoro ais irpoBoi
iaayctpii koHCTpykTYy — Player Experience (PX). BeranoBneno, mo Ha BiaAMiHY
Bi1 kiacuuHoro UX, PX ¢dokycyeTbcs Ha eMOIIMHUX Ta TICUXOJIOTTYHUX ACTIEKTaX
B3a€EMO/Ii1, TaKuX sIK 3a70BoJieHHs Bia rpu («funy). JlocmikeHHs mokaszano, 110
cyuacHi akazemidHi mozerni, 30kpema Player Experience Inventory (PXI), Hagatots
pPO3pOOHUKaM YITKUWA HaOip 13 I€CATH BUMIPIOBAHUX METPUK, cepen akux «Ease of
Control», «Mastery» Tta «Immersion». L1 METpUKH MOXXYTh 1 IOBUHHI CIIyTyBaTH
miboBuMu - nokazHukamu (KPI) s onrumizamii  mpomykry. Kpim  Toro,
€KOHOMIYHE OOrpyHTyBaHHs uyepe3 po3paxyHok ROI (Return on Investment) Oymno
BHU3HAUCHO K KJIIFOUOBUU 1IHCTPYMEHT, IO 103BOJIsi€ iHTerpYyBaT UX-10CiIKEHHS
0e3rocepeIHbO y O13HEeC-TIPOIIeCH CTYIiH, JOBOJAAYHN iX (DIHAHCOBY JIOIIJIBHICTD.

BaxnuBuMm eranom poOotu cTajio oOrpyHTyBaHHs BuOopy Unity sk
ONTUMAJIBHOI IHCTPYMEHTAJIBHOI IIaTQOpMU AJId peaizallii NOCTaBICHHUX 3aB/laHb.
[IpoBenenuii MOPIBHSAILHUNM aHaTI3 MPOBIHUX ITPOBHUX PYIIIiB MMOKa3aB, 110 XOua
Unreal Engine yrpumye nepuricts y cTBOpeHH1 Goropeanictuunoi rpadiku, Unity

3IIUIIAETHCS OE3MEPEUHUM JIIEPOM Y aCTeKTax JIETKOCTI BHUKOPUCTAHHS,



MIBUIKOCTI TPOTOTUITYBaHHS Ta MOOUTbHOT po3poOku. Came mi (dakTopu €
BUPIIIAIBHUMHU JJIs1 BIPOBAHKEHHS iTepaTuBHOTO miaxony a0 UX-au3aiiny. Takox
OyJI0 BiJI3HAYEHO, 1110 3pOCTaroya KOHKYypeHils 3 0oky pymist Godot, ocobmuBo
rioro wmomepHoi Ul-cucreMu, BUCTYNHMJIA CBOEPITHUM KaTali3aTOPOM, SIKUN
CrioHyKaB KoMradito Unity 10 po3poOKH BJIACHOTO CTEKY 1HCTPYMEHTIB HOBOTO
TTOKOJIIHHS, 1110 JOCIIKYBAIHUCS B TaHI poOOTI.

[leHTpanbHUM HAYKOBO-TIPAKTUYHUM DPE3YJIBTATOM MAaricTepchkoi poOoTH €
po3poOKa KOMIUIEKCHOI IPOEKTHOI apxXiTeKTypu cucreMu mnokpauieHas UX.
3anpornoHoBaHa apxiTeKkTypa 0a3yeTbCs Ha TPbOX B3AEMOINOB'SI3AHUX PIBHSAX:
BI3yaJlbHOMY, IHT€PAaKTHBHOMY Ta aHamiTH4HOMY. Ha Bi3yambHOMY piBHI Oyj0
HAayKOBO OOTPYHTOBAaHO HEOOXIAHICTh CTPATETidYHOTO IEpPeXoay BiJl 3acTapiuiol
cuctemu UGUI no noBoro Ul Toolkit. Lle apxiTekTypHe pillleHHs CIIMPAETHCSA Ha
OTpUMaHi JaHi MNP0 BUHATKOBY NPOAYKTHBHICTH HOBOI TEXHOJOTIi. 30Kpema,
BcTanoBieHo, o Ul Toolkit mpairoe 10 TphoX pa3iB MIBHULIE 32 HABAHTAXKECHHIM
Ha ueHtpanbHuil npouecop (CPU), BukopuctoBye y 2.6 pa3za MeHILE€ ONEpaTUBHOI
naMm'ati Ta 37aTeH eekTuBHO oO0poOmsath y 20 pasiB Oulblie €JIEeMEHTIB Y
JUHAMIYHUX CIHUCKaX. AHaII3 peaJbHOro AOCBILYy po3poOku rpu Timberborn
JOAATKOBO MIATBEPAMUB, 110 TAKUH TEXHOJOTIYHHUH Mepexisl JO3BOJSE 36KOHOMHUTH
3HAYHUI Yac BUPOOHUYOTO ITUKITY.

Ha iHTepakTUBHOMY PiBHI apXITEKTypH 3alipONOHOBAHO BUKOPUCTAHHA New
Input System, noOynoBaHoi Ha 0CHOBI KapT 1 («Action Mapsy») Ta momiit C# («C#
Eventsy»). Takuii migxim 3a0e3nedye THYYKICTh HaJallTyBaHb, TOBHY KpOC-
1aT(OpPMEHICTh Ta BUCOKY IIBUAKOAIID CUCTEMHU BBOIY. B pamkax 11p0oro piBHSA
Takok OyJO IHTETpOBAHO pilmleHHs s MyiabsTuMonainbHoro UX, 30kpema
TaKTHJIBHOTO 3BOpPOTHOTO 3B’si3Ky (haptics), 13 BIPOBaIKEHHSIM KPUTUYHO
BAXJIMBOI MPAKTUKU TPUMYCOBOTO OOHYJIEHHS BIOpawii A yHUKHEHHS

HEraTUBHOTO KOPUCTYBAUbKOTO JOCBIJy. AHAJIITUYHUA pIBEHb AapXITEKTypH



3aMHKa€ MUK



pO3po0OKH, MPONOHYIOUM BHKOpHCTaHHS 1HCTpyMeHTiB Unity Analytics Ta Game
Overrides ana npoBeneHHs aBTOMaTu3oBaHOro A/B TectyBaHHA 1HTEp(ErCHHUX
rinores.

OxpeMuii HampsIMOK JTOCHIPKEHHS CTOCYBaBCA NEPCIEKTUB PO3IIUPEHHS
3apOINOHOBAHOI apXITEKTYpU 3a JOMOMOIOK MEpPEJOBUX 1HCTPYMEHTIB. Jlms
CTBOPEHHSI IMEPCUBHHUX 3aCTOCYHKIB y BIPTYyajbHIA peasbHOCTI OyJI0 BHU3HAYEHO
BukopuctanHs XR Interaction Toolkit Ta konneniiii World-Space Ul sik Haiikparoi
ray3eBoi mpaktuku. Jlns peamizamii  amantuBHoro UX mpoaHamizoBaHO
MoxksiuBocTi pymris Unity Sentis, sikuif 103BOJISIE 3amyCKaTd MOJAENI IITYYHOTO
IHTEJIEKTY Oe3MmocepeHbO Ha MPHUCTPOi KopucTyBaya. Lle BigkpuBae muisix 1o
CTBOPECHHS IEPCOHAJII30BAaHOTO ITPOBOTO JOCBIIY, IO aJaNTyEThCS 0 MOBEIIHKH
IpaBIlsl B peaIbHOMY Yaci.

[Ipaktnyna ampoOartis MeTomojorii Oyna peaiizoBaHa Yepe3 PO3POOKY
MIPOrpamMHOro MPOTOTHITY, 11O BIATBOPIOE aBa BapiaHTH UX-cueHapiro
«Onboardingy»: Variant A (peanizoBanuit Ha UGUI) ta Variant B (peanizoBanuii Ha
Ul Toolkit). Ilpororum Oymo ycmimuo iHTerpoBano 3 Unity Analytics Ta
HAJAIITOBAHO JUJIsi 300py KIIIOYOBHX METPUK €(GEKTHUBHOCTI, TaKUX SIK 4Yac
BUKOHAaHHS  3aBfaHHs  (timeOnTask), KiuIbKICTH  TOMWJIOK  iHTEpdency
(uiErrorOccurred) Ta dakt Buxomy 3 Tytopiamny (tutorialExited).

[IpoBenene excriepuMeHtanbHe A/B TecTyBaHHS Hajano KUIBKICHI JOKa3u
€()EeKTUBHOCTI 3allpOINOHOBAaHOT MeTo/oJIorii. ITOpIBHSHHS pe3ysbTaTiB MOKa3aji0
cyrreBy nepeBary Variant B (Ul Toolkit) nag Tpanuuiitnum migxogoM. 3okpema,
Oysio 3adiKCOBaAaHO 3MEHIIEHHS CEPEIHbOrO0 4Yacy Ha BUKOHAHHS 3aBJaHHS Ha
28.6%, ckopOoUYEHHS KIJIbKOCTI TOMUJIOK KOpHUCTyBaya Ha 66.9%, a TakoX 3HM)KEHHS
MOKa3HUKA «BIJIBaNTy» TpaBliB (BUXOMy 3 TyTopiany) Ha 39.1%. Otpumani JaHi €

CTaTUCTUYHO 3HAYYIIMMU Ta M1ATBEPKYIOTh, III0 3aIIPONIOHOBAHA apXITEKTypa €



00'€KTMBHO Kpamior 3a BCiMa KIOYOBUMHU mMokasHuKamMu UX: e(eKTHUBHICTIO,
3aCBOIOBAHICTIO Ta YTPUMAHHSM ayJIUTOPI].

3aBepiiaibHUM €TaroM poOOTH CTall0 €KOHOMIYHE OOIPYHTYBaHHS, SIKE
MiATBEPAWIIO JOIIIBHICTh BIPOBAHKCHHS PO3POOJICHOI METOAOJOTIi Yy peasbHi
BUpoOHUY1 yMOBHU. Po3paxynok ROI, 1o 6a3yBaBcs Ha eKCIIEpUMEHTABHUX JTaHUX
Ta 1HAYCTpIAJIbHUX Kelcax, TOKa3aB BHCOKY pEHTAOENbHICTh 1HBECTHIIIN.
BcranoBneHo, M0 MOYaTKOBI BUTPATH 4Yacy Ta pecypciB Ha Mepexia 1 HaBYaHHS
komaHau (ekBiBasieHTHI 320 000 rpH) okymaroThcs mporsarom 1.2 micsig. Lle
JOCSTAETHCS NUISIXOM IPsIMOi €KOHOMII poO0YOro yacy po3poOHHUKIB Ta OTPUMaHHS
HEMPsMOT0 MPUOYTKY BiJl MTOKPAIIEHOTO yTPUMAaHHSI TPaBIIiB.

[TincymoByroun  BUKJIQJCHE, MOXXHA  CTBEp/DKYBaTW, 10  MeETa
KBaTiiKaIiifHOi poOOTH MOBHICTIO AOcSITHYTa. Po3pobieHa Ta eKCriepuMeHTaIbHO
BajioBaHa metopoiorisa mnokpameHHs UX, mo 0a3yerbcs Ha 1HTEIPOBAHOMY
BukopuctanHi Unity Ul Toolkit, New Input System Ta Unity Analytics, noBena
CBOIO TEXHIYHY, MPAaKTUYHY Ta EKOHOMIYHY e(EeKTHUBHICTh. BrpoBamkeHHs
PEe3YJIBTATIB JOCTIKEHHS JO3BOJISIE PO3POOHUKAM 3IIMCHUTH SIKICHUN TIepexiJl Bij
IHTYiTUBHOTO Ju3ailHy [0 TMPOEKTyBaHHS, KepoBaHoro nanumu (data-driven
design). Ile, y cBow uepry, Npu3BOAUTH 10 O0'€KTUBHOTO MOKPAIICHHS 1IPOBOTO
JOCBIy KOPHUCTYBadiB Ta, SIK HACIIAOK, /10 MIABUIIEHHS KOMEPLIAHOTO YCHIXY

MIPOrPaMHOI0 NPOAYKTY HA PUHKY.
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JIOIIATKHA

JOIATOK A JlicCTUHTH KOXY

A.1l. Jlictunr C# ckpunry ais HagdamrtyBanHsa New Input System
(Action Maps ta C# Events)

/%
* lle#h kmac JAeMOHCTpye Hadkpamii mnpaktuku New Input System:
* 1. Bukxopuctanusa  3re”HepoBaHoro C#  kmacy  (PlayerControls).
* 2. KemryBanus EK3eMILISIpY B OnEnable  / OnDisable.
* 3. [linnucka na C# nonii (.performed) 3amictb onutyBanHs (polling) B Update().

* 4. [lepemukanus Action Maps (Gameplay / Ul).

*/
using UnityE[span_94](start_span)[span_94](end_span)ngine;
using UnityEngine.InputSystem;
public class InputManager : MonoBehaviour
{
private PlayerControls playerControls;
// Bekrop IS pyxy
public Vector2 Movelnput { get; private set;

[span_150](start_span)[span_150](end_span)[span_152](start_span)[span_152](
end span)}



// [Momis TUTS

cTtpubOKa public event

System.Action

[span_148](start_span)[span_148](end span)OnJumpPerformed;

private void

{
playerControls = new

b

private void

{
// [Tignucyemocs Ha
playerControls.Gameplay.Enable();
playerControls.Gameplay.Move.performed +=

OnMove; playerControls.Gameplay.Move.canceled +=

OnMove; playerControls.Gameplay.Jump.performed +=

OnJump;
b
private void
{
// Bigmucyemocs, o0 YHUKHYTH

playerControls.Gameplay.Disable();
playerControls.Gameplay.Move.performed -=

playerControls.Gameplay.Move.canceled -=

Awake()

PlayerControls();

OnEnable()

momii

OnDisable()

BUTOKIB maM'aTi

OnMove;
OnMove;



playerControls.Gameplay.Jump.performed -= OnJump;



// OO6poOHHK TUTS i

"Move" private void OnMove(InputAction.CallbackContext
context)
{
Movelnput = context.ReadValue<Vector2>();
b
/! O6poOHUK JUIA mi
"Jump" privatevoid OnJump(InputAction.CallbackContext
context)
{

// Buxnukaemo C# momito, Ha SKy MiJNUAIIETBCA  JIOTiKa

rpaBig OnJumpPerformed?.Invoke();

/[ Metox  nmnug  TEpeMUKaHHS ~ MDK ~ peXKUMaMu  TpU  Ta
UI public void
SwitchToUI()
{
playerControls.Gameplay.Disable();
playerControls.UI.Enable();

public void SwitchToGameplay/()

d
playerControls.Ul.Disable();



playerControls.Gameplay.Enable();



A.2. @ainan UXML/USS naa kacromuoro komnonenra Ul Toolkit
(BUpilIeHHS MP00JIeMH CTUJTi3allil)

Datin MyCustomButton.uxml (Cmpyxkmypa)

<UXML
xmlns="UnityEngine.UlElements" xmlns:ui="UnityEditor.UIElements">
<VisualElement name="button-container" class="my-button">
<VisualElement name="icon" class="my-button__icon" />
<Label  name="label" text="Button" class="my-button__label" />
</VisualElement>
</UXML>

Daitin MyCustomButton.uss (Cmui)
/%

* Lew USS-aiin CTHITIZYE KaCTOMHY KHOTIKY.

*

Bukopucranas ~ BEM-nomibHoi ~ HomeHkmarypu  (.my-button__icon)

*  J03BOJIAE  JIETKO Ta  TPO30PO  CTWII3yBaTH  BHYTPINIHI  YacCTHHH,

* BUPIIITYIOUN npobiemy "Hempo3opocTi" Ul Toolkit.
*/

.my-button {
flex-direction: row;
align-items: center;
justify-content: center;
background-color: rgb(50, 50, 50);
border-radius: 5px;
padding: 10px;

transition: background-color 0.2s;






.my-button:hover {
background-color: rgb(80, 80, 80);

}

.my-button:active {

[span_142](start _span)[span 142](end span) background-color: rgb(30, 30, 30);
b

.my-button__icon {
width: 20px;
height: 20px;
margin-right: 10px;

/* Ikonka Oyme 3amana uyepe3 C# abo wdepe3 I1HmMK Kjac */

.my-button__label {
font-size: 16px;
color: white;

b

A.3. C# ckpunt a4 Binnpasku Custom Events B Unity Analytics (ExcniepumenT
Pozaiay IIT)
/*
* Tlel ckpuNT AEMOHCTPYE, K BinpapiaTu cuemianbhi nofdii (Custom Events)

* B Unity Analytics, mo € ocHoBoro mii1 A/B  TtecTyBaHHs.



*/
using
using
using

using

UnityEngine;
Unity.Services.Core;
Unity.Services.Analytics;

System.Collections.Generic;

public class Ana[span 185](start _span)[span 185](end span)lyticsManager

: MonoBehaviour

{

private

async

// [H1mani3amnisa

await

/[ Meron  ansg  ¢ikcarii

public void
taskName)
{

taskStartTime
b
// Merton VTS
public void

float taskStartTime;
void Start()
CEpBICIB Unity

UnityServices.InitializeAsync();

noyatky  3aBmaHHa (s timeOnTask)

StartTask(string

= Time.time;

dixcarrii 3aBEPIICHHS 3aBIaHHSA

EndTask(string taskName)



float duration = Time.time - taskStartTime;



// 1. CrtBOopeHHS CJIOBHHKA

napameTpiB Dictionary<string, object> parameters = new Dictionary<string,

object>
{
{ "taskName", taskName 3,
{ "duration", duration }
I
// 2. Bianpaska ol "timeOnTask"

AnalyticsService.Instance.CustomData("timeOnTask",

parameters);
b
// Meton LTSt ¢ikcaii 3aBepILIEHHS KpPOKY TyTOpiaLy
public void TutorialStepCompleted(int stepID)
{

AnalyticsService.Instance.CustomData("tutorialStepCompleted",
new Dictionary<string,
object>
{
{ "stepID", stepID }
$);

// TloTpiobHo Bukiukatu Flush(), mo06 BignpaBuUTH [aHi HETalHO

(nJ1g TEeCTyBaHHS)

// Y pemi3HId Bepcii AaHl BIANPaBISIOTHCA ITAKETaMH aBTOMATHYHO.



AnalyticsService.Instance.Flush();



// Meton TUTST dikcarii MTOMFJTKH Ul

public void UlErrorOccurred(string errorType)
{

AnalyticsService.Instance.CustomData("uiErrorOccurred",
new Dictionary<string,

object>

{ "errorType", errorType }

A.4. C# ckpunt 3aBanTaxyBada A/B recry (Peanizauis Po3niny I1II)
/*

*

Le#t knac peanizye joriky ekcriepumenty A/B tectyBanus 3 Pozminy II1.

*

1. Imimamnizye Unity Services (Core, Authentication, Remote Config).

* 2. AHOHIMHO aBTEHTHU(IKYE IpaBI.

*

3. Orpumye xoHpirypamiro A/B tecty (Game Overrides) 3 xmapm.

* 4. Ha ocnHoBi orpumanoi 3miHHOi  ("useNewUI") 3aBanTaxye

* a6o Variant A (UGUI), a6o Variant B (Ul Toolkit).
*/

using UnityEngine;
using Unity.Services.Core;
using Unity.Services.Authentication;
using Unity.Services.RemoteConfig;

using System.Threading.Tasks;



public class ABTestLoader ; MonoBehaviour



// Tlpuznaure mpedadbu UGUI ta Ul Toolkit B iHcmekTopi public
GameObject uguiTutorialPrefab; // Variant A (Control) public GameObject
uiToolkitTutorialPrefab; // Variant B (Treatment)

// Ctpykrypu mns FetchConfigsAsync (MoxyTh OyTH MOPOXHIMU)

publi struct userAttribute { }

c struc S { }

publi t appAttribute

C S

gsysnf void Start()

"

{

[span_44](start span)[span 44](end span) try
{
// [Himiam3arisi cepBiciB
await UnityServices.Initialize Async();
// AHOHIMHa aBTEHTU(IKALIISA IpaBIIs
if ('AuthenticationService.Instance.IsSignedIn)
{
await AuthenticationService.Instance.SignlnAnonymously Async();

b

// 1linmucka Ha TOMII0 3aBEPIICHHS 3aBaHTaXKCHHS

koHpirypanii RemoteConfigService.Instance.FetchCompleted +=



ApplyRemoteSettings;

// 3amuT Ha oTpuMaHHsS KoHQirypaiii (BkirouHo 3 A/B  Tectom)



await

RemoteConfigService.Instance.FetchConfigsAsync(new userAttributes(),

new appAttributes());

b

catch (System.Exception e)

{
Debug.LogError($"Remote Config fetch failed: {e}");
// SIk110 € momMuIIKa, 3aBaHTaKy€e€MO BapiaHT 3a 3amMoBuyBaHHsIM (Control)
LoadTutorial(false);

}

// Lelt MeToJ BUKIMKAETHCA, KOJIU KOH(Irypamis orpumana void
ApplyRemoteSettings(ConfigResponse
configResponse) S S14

{

// OtpumyeMo 3HaueHHs 3MIHHOI '"useNewUI", sKky MM HanamrtyBaiu
// Ha Jamoop/ii Game Overrides.

// "false" - e 3HaYEHHS 3a 3aMOBUYYBaHHSM, SKILO 3MIHHA HE 3Hali/IeHa

(Control group)
bool useNewUI
= RemoteConfigService.Instance.appConfig. GetBool("useNewUI", false);

Debug.Log($" Player is in '{(useNewUI? "Treatment" : "Control")}' group.

Loading
UI..");



// 3aBaHTAXKY€EMO BIIITOBITHAH

UI LoadTutorial(useNewUI);



/! Merton TUTSt 3aBaHTAKCHHS Ul
void LoadTutorial(bool loadToolkit)
{
if (loadToolkit)
{
// 3aBaHTAXKY€EMO Variant B (UI Toolkit)
Instantiate(uiToolkitTutorial Prefab);
b
else
{
// 3aBaHTaXXy€EMO Variant A
(UGUI) Instantiate(uguiTutorialPrefab);
b
b
private void OnDestroy()
{
// Bignucka Bix Tmomii
RemoteConfigService.Instance.FetchCompleted -=  ApplyRemoteSettings;



JOJATOK b LirocrparuBHi Marepiaau

b.1. Ckpinmor nporpamuoro npororuny (Variant B - Ul ToolKkit)

@ uxprotetype - MainScane - Windows, Mac, Linux - Unity 202236213 <DX11

File Edit Asseis GameObje Jobs Tools Window Help

Pucynok b.1 — Intepgeiic npororuny (UI Toolkit)

b.2. Ckpinmor pamodopay Unity Analytics (Pe3yabrarn
A/B TectyBaHH$)
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Pucynok B.2 - Jlam6opx A/B tectyBanns B Unity Analytics
Joxarok B YyacTs y HAayKOBHX KOH(pepeHIisAX:

XII BeeykpaiHChbKa HAyKOBO-IIPAKTHYHA KOH(pEepPeHLIsA MOJIOANX YYEHUX

«Indopmaniiini Texnosorii — 2025» (IT-2025)
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THCTPYMEHTH JLISA INOKPAINEHHS USER EXPERIENCE
B I'POBHX 3ACTOCYHKAX

Canomwunk M.
Kiciseornii emoausnud yvateepctunen iveni bopuea I pinwensa, v, Kuig

Indiopmaniiini  TexHonorii crami  HeBiA'eMHOI YACTHHOR  IHIVCTPID
BIZICOITOP, YMOATHBHBINN NOKPAIICHHS B3aEMOJIIT KOPHCTYBAUB 3 WH(PPOBIIMI
npoaykTami. TTokpamesHa KopHcTyBalsKoro goceigy (UX) irpoporo aogatky
BiJIrpac KAIYOBY Pojib Y 3aYUEHHI Ta YIPHMAHHI FPABLIB 3aBAAKH IHTYITHBHO
apoayMinomy intepdeiicy, meIAKIT Hapiramii Ta KoMpopTHOMY BUKOPHCTAHHIO
IrpoOBOT MEXaHiKIL

IMoxpamenna kopueTyBanbKoro iHTepdeiicy B irpax Mae BupimanbHe
IHAYEHHA Wepes Kinska KmovoBnx paktopis. [lo-mepme, cywacHi irposi
MEXAHIKH CTAIOTH Aefanl CKAAIHINNAMIE | BHMAraioTh KOpHCTYBAal[BKOTO
inTepdeiicy, axuii sabesneuye gerkuii A0CTYN 10 BEMIKOT KinbkoeTi (hyHKLLiii,
He mnepepaHTakylounm  rpasua.  Ilo-apyre, miakopa  ayamtopia  irop
PORMHPIOETRCA, TOMY KOPHCTYBanbKHii inTepdeiic mopnHen SyTH IHTYITHEHO
3pO3YMINHM AK J714 JOCBITMEHHX IPaBIiB, Tak i 14 Hoeaukie. OCKilBKH B iTpH
mozaa rpati ga 1K, mobimsni npuctposx abo KOHCOMAX, BANUIIBO TAKOK
BPAXOBYBATHE MYILTHINATGOPMEHICTE, 0 BIMATae ajanTHBHOTO iHTepdeiicy.
Kpim Toro, edexruennii xopucryeaueknii inrepdeiic Jonomarae samyumTi
rpaBUA JO TPIL Ta YHUKHYTH PORMAPYBAHHS, CHPHMIHEHOTO HEIPO3yMiInM
YAPABTIHHAM Ta CKIATHOIO HaBIramicio,

CyuacHi TexHOIOT J03BOAAIOTE BIPOBAKYBATH alanTeHi intepdeiici,

ni i Ta LI ATALALITIL IO LT AT e

Pucynoxk B.1- yqzllcn, y KoH(pepenuii XII BceykpaiHcbka HayKOBO-

NPAaKTHYHA KOH(epeHUis MoJioaux ydyeHux «IHdopmauiiiHi TexHosorii —

2025» (IT-2025)
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IHCTPYMEHTU /1151 BAOCKOHANEHHS KOPMCTYBALLbKOTO JOCBIAY B ITPOBMX SACTOCYHKAX L 3aBaHTaHUTH
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IHCTPYMEHTH JJIX1 BIOCKOHAJIEHHA
KOPHCTYBAIIBKOI'O JOCBLIY B II'POBHUX 3ACTOCYHKAX
CamnoxHHK MakcuM BauecnaBoBuy
cmydenm apynit IACu -1-24-1.40,

Kuiscvkoeo cmoauyuHozo yrieepcumeny iveri Bopuca I pinvenxa,

HayKoeuil KepieHux — K.m.H., 00y. Hocenwo T.1.

CyuacHi irpoBi pymii mnpomoHyIOTH pi3Hi migxoam g0 peamizamii
TepcoHanizalii Ta JOCTYHHOCTI KOpHCTyBalbkoro joceimy (UX) [1], mo €
KPHTHYHHM (hakTOpoM [T YTPHMAHHA TPAaBIiB i 3adydeHHS HOBOI ayaHTOpIii.
IIpoGireMa MmonATae y BIOOPi ONTHMAIBHOTO PYIIIis IS CTBOPeHHS iHTepdelicy, aKmit
61 3a0e3meuyBaR ajaNlTHBHICTh, IHKTIOZMBHICTE Ta e(heKTHBHICTH po3pobkm [2].
OO0’€KTOM JOCTIIKEHHA € KOpHCTyBalbkuil 1ocBin (UX) B irpoBHX 3aCTOCYHKAX, a
mpeaMeroM — iHcTpymeHTH Unity Ta Godof mmd peamizamii nepcoHamizamii if
npoctymHocTi UX. MeToro TOCHiKeHHS € aHati3 BOYJ0BaHHX iHCTpyMeHTIB Unity Ta
Godot a1 peanizauii mepcoHamizanii i JOCTYMHOCTI KOPHCTYBAlbKOTO JOCBITY 3
METOK BHABIEGHHA IX IepeBar i HeNONKIB A Pi3HHX THIIB ITPOBHX IPOEKTIB.
MeTozmooria IPYHTYeTECA Ha TGOPeTHUHOMY aHali3i Ta MOPIBHAIEHOMY METOi, 1o
BKIIOYAE aHANI3 JOKyMeHTAllii pymiiB, HayKoBHX mIyONiKamiii Ta NpHKIaniB
mpakTHuHOI peamizamii y Bimomux irpax. Pe3ymbTatn HOpIBHATBEHOTO aHamizy
iHcTpyMenTiB Unity Ta Godot [3; 4; 5; 6] nozaHo B Tabaumi 1.

Tabmuns 1.
ITopiBHSHHS IHCTPYMEHTIB MepcoHatisamii Ta qocTynHocTi y Unity Ta Godot
: 1

EZECN Loaie

Pucynok B.2 - yyacts y koH(pepenuii CTyqleHTCbKHH HAYKOBHMH MOIIYK —



	«Допущено до захисту» 
	КВАЛІФІКАЦІЙНА РОБОТА 
	 
	Виконав 
	Науковий керівник 
	Київ – 2025 

	ЗАВДАННЯ НА КВАЛІФІКАЦІЙНУ РОБОТУ 
	Виконавець: студент групи ІАСм-1-24-1.4д Сапожник Максим 

	АНОТАЦІЯ 
	Завдання роботи: 

	ЗМІСТ 
	ВСТУП 
	РОЗДІЛ 1. АНАЛІТИЧНИЙ ОГЛЯД 
	1.1.​Теоретичні​основи​User​Experience​(UX)​та специфіка Player Experience (PX) у комп’ютерних іграх 
	1.​Функціональні​наслідки​(Functional​Consequences): 
	2.​Психосоціальні​наслідки​(Psychosocial​Consequences): 

	1.2.​Порівняльний аналіз ігрових рушіїв та обґрунтування вибору платформи Unity для реалізації UX-систем 
	Таблиця 1.1. Порівняльний аналіз ігрових рушіїв за критеріями UX- розробки (2024-2025 рр.) 

	1.3​Методології збору метрик та роль Data-Driven підходу в проектуванні інтерфейсів 
	●​Фінансовий​прибуток​(Financial​Gain  /​Return):​Це 
	4.​Зниження​витрат​на​підтримку​(Support​Costs): 

	Висновки до Розділу 1 
	2.1​Обґрунтування архітектурних рішень візуалізації інтерфейсу: перехід від UGUI до UI Toolkit 
	Таблиця 2.1. Бенчмарк продуктивності UGUI та UI Toolkit для складних UI 
	●​Було "зекономлено значний час виробництва". 

	2.2​Проектування​підсистеми​обробки​вводу​та мультимодального зворотного зв’язку 
	2.3​Моделювання замкненого циклу покращення UX на основі інтеграції ігрової аналітики та A/B тестування 
	●​Проектні застосування (UX): 
	●​Архітектура циклу[3, 41]: 

	Висновки до Розділу 2 

	РОЗДІЛ 3. ПРОГРАМНА РЕАЛІЗАЦІЯ ТА ЕКСПЕРИМЕНТАЛЬНЕ ДОСЛІДЖЕННЯ ЕФЕКТИВНОСТІ ЗАПРОПОНОВАНИХ РІШЕНЬ 
	3.1​Особливості програмної реалізації компонентів системи та інструментів збору телеметрії 
	3.2​Методика проведення експерименту та сценарії A/B тестування інтерфейсів 
	●​Гіпотеза 1 (Ефективність): 
	4.​Дотримання Best Practices : 
	Таблиця 3.1 – Порівняння UX-метрик (Variant A: UGUI, Variant B: UI Toolkit) 
	Таблиця 3.2 – Порівняння технічних метрик продуктивності 
	Таблиця 3.3 – Виробничо-бізнесові ефекти (UI-розробка + метрики 

	3.4​Оцінка економічної ефективності впровадження розроблених інструментів у процес розробки 
	Вхідні параметри для розрахунку: 
	●​Пожиттєва цінність клієнта (LTV/CLV): $5.00. 
	2.​Розрахунок прогнозованого місячного прибутку (Pmonthly) 
	Загальний місячний ефект: 
	3.​Розрахунок ROI та точки беззбитковості 

	Висновок до розділу 3 

	ВИСНОВКИ ПО МАГІСТЕРСЬКІЙ РОБОТІ 
	 
	СПИСОК ВИКОРИСТАНИХ ДЖЕРЕЛ 
	 
	ДОДАТКИ 
	ДОДАТОК А Лістинги коду 
	А.1. Лістинг C# скрипту для налаштування New Input System (Action Maps та C# Events) 
	А.2. Файли UXML/USS для кастомного компонента UI Toolkit (вирішення проблеми стилізації) 
	А.3. C# скрипт для відправки Custom Events в Unity Analytics (Експеримент Розділу ІІІ) 
	А.4. C# скрипт завантажувача A/B тесту (Реалізація Розділу ІІІ) 



