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OCOBJIMBOCTI TECTYBAHHSA MOBIJIBHUX ITPOBUX JOJATKIB IIOPIBHAHO
3 KIACUYHUM INTPOT'PAMHUM 3ABE3INEYEHHAM

Y crarri po3rniggaroTeCa KoYoBI 0CO6/IMBOCTI TECTYBAHHS MOOIIbHUX iFpOBUX [OAATKIB Y [MOPIBHIHHI 3 K/IACUYHUM
porpamHuM  3abesnedeHHsM (enterprise-, desktop- ta web-cucremamu). [lpoaHasi3o0BaHO BIAMIHHOCTI y BuMOrax A0 SIKOCTi,
1POAYKTUBHOCTI, KOPUCTYBALIbKOIo 4OCBIAY, CTabiribHOCTI Ta 6E3repepBHOI B3aeMogii' 3 KopucTyBadvem. OcobmBy yBary npugineHo
creumaiLi irpoBoi 710rikv, rpagIidHOro PEHAEPHHIY, QI3MYHNX PYLLIB, MOHETUZALIVIHUX MEXaHIZMIB Ta TOBELIHKOBUX CLIEHAPIIB rpaBLyiB.
PO3I7IIHYTO pO/ib PYYHOro 1@ aBTOMaTu30BaHOro TECTYBAHHS, CKIGAHOLWI BIATBOPEHHS iMPOBUX CLEHAPIB, @ TaKoX BUKOPUCTaHHS
aranitnkn i AI-rigxogis 41 ontumizauii npoyecy TectyBarHs. CEopMy/IbOBaHO NPaKTUYHI peKoMerAauii A1 komang QA y cgepi
MOGI/IbHOIO resiMaeBy.

Kito4osi crioBa: MOBIIbHI irpy, TecTyBarHs, QA, irposa siorika, UX, npoayKTHBHICT, aBTOMATH3ALYIS, MOHETU3AELIIS, resiMAEB.
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FEATURES OF MOBILE GAME APPLICATION TESTING COMPARED TO
CLASSICAL SOFTWARE

The article analyzes the specific features of testing mobile game applications in comparison with classical software products,
Iincluding enterprise, desktop, and web-based systems. While traditional software quality assurance primarily focuses on functional
correctness, data security, and compliance with formal requirements, mobile games impose additional and fundamentally different
quality demands related to real-time interaction, emotional user engagement, and performance stability. Even minor defects in
responsiveness, frame rate stability, or visual rendering can significantly affect player satisfaction, retention rates, and monetization
outcomes.

The study highlights the non-linear nature of game logic, the high variability of gameplay scenarios, and the strong
dependence on graphical rendering, physics engines, and player behavior, which collectively complicate the testing process. Unlike
classical applications with predictable user flows, mobile games involve numerous dynamic states influenced by randomness, player
actions, and real-time calculations. This significantly limits the effectiveness of traditional automated testing approaches and increases
the importance of manual and semi-automated testing methods.

To empirically compare testing approaches, two experimental products were developed and analyzed: a classical mobile
task management application and a casual 2D mobile game implemented using the Unity engine. Both products had comparable
codebases and were tested on the same set of mobile devices. The results demonstrate that a substantial share of critical defects in
the game application was detected exclusively through manual gameplay testing, particularly those related to state transitions, physics
synchronization, and monetization logic.

Special attention is given to performance testing and behavioral analytics. Metrics such as frame rate stability, thermal
throttling, battery consumption, and user interaction data were used to identify issues that are not detectable through conventional
QA metrics. The findings confirm a strong correlation between defects in gameplay or monetization mechanisms and user churn.

The article concludes that quality assurance in mobile game development requires a multidisciplinary approach that
Integrates software engineering practices, game design principles, UX evaluation, and data-driven analytics. Such an integrated testing
strategy is essential for ensuring both technical reliability and commercial success of mobile game products.
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MNOCTAHOBKA MMPOBJIEMHA
TA 1i 3B°S130K I3 BAXKJIMBUMHW HAYKOBUMU YU IIPAKTUYHUMU 3ABJJAHHSIMU

Mo06inbHI irpoBi JOAATKH MOCIIAIOTH NPOBIIHE Micle cepell HTUPPOBUX MPOAYKTIB HE JIMIIE 33 KUIBKICTIO
KOpHCTYBayiB, aje i 3a 00cAToM 4acy, SIKUil CIIO’KMUBadl NPOBOASATH y B3a€MOJI] 3 HUMH, a TaKOX 32 (PiHAaHCOBUMHU
MOKa3HMKaMH, 1110 BKJIIOYAIOTh BHYTPILIHBOIrPOBI HOKYIKH, PEKJIaMHI MOJIEN Ta MIAMKCKH. 3a JaHUMHU aHATITHYHUX
JIOCITIKeHb 1HIyCTpii, caMe MOOUTbHI irpu (OPMYIOTh 3HAYHY YAaCTHHY TJI00AILHOTO PHHKY ITU(PPOBHX pPO3Bar,
BHIIEpPEKAIOYN 32 TMPUOYTKOBICTIO 0arato CErMEHTIB TPaaWIiiHOTO mporpamHoro 3abesmedeHHs. Ile 3ymoBiroe
T IBUIIICHI BUMOTH JI0 SIKOCTI, CTa0iIbHOCTI Ta KOHKYPEHTOCIIPOMOKHOCTI irpOBUX TPOAYKTIB.

Ha BigmiHy BiJ KJIaCHYHOTO TIPOTPaMHOTO 3a0€3MeYCHHS, OCHOBHOIO METOIO SIKOTO € KOPEKTHE Ta HaiifHe
BUKOHAHHS (YHKITIOHAILHUX 3aBAaHb (00poOKa JaHWX, aBTOMATH3aIlis Oi3HEeC-TIPOIIECiB, MATPUMKA YIIPABIiHCHKUX
piniensb), MOOITBHI irpu OpieHTOBaHI mepeayciM Ha (GOpMyBaHHS TTO3UTHBHOTO €MOIIITHOTO JOCBily KOPUCTYyBaya.
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KirouoBMME YMHHUKAMH YCIIIXY TYT BHUCTYNAIOTh 3aJy4eHICTH T'PaBIs, iHTYITHBHICTH Ta IUIABHICTH B3a€MOII,
Bi3yaJIbHa MPUBAOJIMBICTD, BITUYTTSI KOHTPOJIO, @ TAKOXK CTabiIbHA POOOTA 3aCTOCYHKY B PEXKHMMI PEILHOTO Yacy.
HaBiTe He3HauHi 3aTPUMKH, MaJiHHS YaCTOTH KaapiB ab0 HEKOPEKTHa aHiMallis MOXYTh HETaTHBHO BIUIMHYTH Ha
CHPHUHHSATTS TPU Ta PU3BECTH 10 BTPATH iHTEpeCy 3 OOKY KOPHCTyBaya.

Knacuuyne mporpamue 3a0e3ledycHHs, Take sK Oi3Hec-momatku, iHdopMariiiiai cucremu, CRM- ta ERP-
pillieHHs1, 3a3BUYail Ma€ 4iTKO BU3HAYCHI CLieHapii BUKOPHUCTaHHsI, (hopMai3oBaHi Oi3HEC-BUMOTIH Ta repeadadyBaHy
MOBE/IIHKY KOPUCTYBaYiB. Y TaKMX CHCTEMaXx KJIFOYOBUMH € TOYHICTb 00UHCIICHb, KOPEKTHICTb JIOTIiKH, Oe3IeKa TaHuX
1 BIINOBIOHICT HOpPMAaTHBHHM BHMoOTaM. [loBemiHka KOpHCTyBada YacTO perlaMEHTOBaHA IHCTPYKLIAMH, a
BiIXWJICHHS BiJl OCHOBHHX CIICHAPiiB TPAIUISIOTHCS BiTHOCHO PiIKo.

VY Toit e yac MOOUIBHI IrpoBi JOZATKH XapaKTepU3YIOTHCS BHCOKOIO BAPIaTHBHICTIO iTPOBHX CIIEHApIiB,
HEJTiHIHOIO JIOTIKOIO MIPOXO/KEHHS, HAsSBHICTIO BEJNMKOI KUTBKOCTI CTAaHIB I'pH Ta KOMOiHaIi# miif rpaBus. Irposuit
mporiec nepexdadae MOCTIHHY B3a€MOIIIO 3 TpadiuHuMH, (i3WIHUMH, aylio- Ta MEPEKEBUMH KOMIIOHEHTAMH, IO
MPAIIOIOTE CHHXPOHHO Ta YacTO B YMOBaxX OOMEXEHHX pecypciB MOOLTBHOTO mpucTporo. Kpim Toro, moBemiHka
rpaBLiB € 3HAYHO MEHII Iepe10auyBaHO0, HIXK Y KOPHCTYBaviB KIIACHYHUX CHUCTEM, IO YCKJIaHIOE ITPOEKTYBaHHS
Ta BaJiJallil0 BCIX MOKJIMBUX CLEHAPiiB BUKOPUCTAHHSL.

3a3HaueHi 0COOIMBOCTI 3yMOBIIIOIOTH ITPUHIMIIOBO 1HIII MIAXOAX 10 TECTYBaHHS MOOUIBHUX irop. SKkmo y
knacuuHomy [13 momunku inTepdelicy abo He3HauHI BIAXHUJICHHS Y BiJOOpa)KeHH] JaHUX MOXYTb PO3IJISIATHCS SIK
JPYTOPSIIHI, TO B IrPOBHX JI0JaTKaX Taki JedeKTH 31aTHI KpUTHYHO BILUIMHYTH HAa PiBEHb YyTPUMAaHHS KOPHCTYBauiB,
OLIIHKM B Mara3uHax 3aCTOCYHKIB Ta 3arajbHUi NOXin Bin MoHeru3auii. Hampukian, 30ii y Jioriui HapaxyBaHHS
BUHAropoJi, HEKOpeKTHa poO0Ta BHYTPINIHEOIrPOBOTO MarasuHy abo BTpaTa IpOrpecy TpaBlsl MOXYTh MAaTH HpsMi
¢iHaHCOBI Hachimku Ui po3poOHHMKA. ToMy 3abe3medeHHs SIKOCTI MOOUTBHHX IrpOBUX JOAATKIB € CKJIATHIM
MDKIMCIUIUTIHAPHAM 3aBIAHHSM, SIKE BHXOAMTH 3a MEXI TPAJULIIHOTO TECTyBaHHS NMPOTPAMHOTO 3a0e3NeyeHHS.
BoHo moenHye Meromu mporpamMHOi iHKeHepii, irpoBoro am3aiiny, UX/Ul-am3aiiHy, ICHX0JOTii KOpHCTYBa4a Ta
aHaNi3y TOBEIIHKOBHX JaHUX. EQeKTHBHE TeCTyBaHHS Irop BHMarae He IHIIE TEXHIYHOI TepeBipKH
(YHKIIOHAJIBHOCTI Ta NMPOAYKTUBHOCTI, aje i rIMOOKOro po3yMiHHS MOTHBALi I'paBlLiB, MEXaHIK 3aJyueHHs Ta
JIOBFOCTPOKOBOTO YTPUMAaHHS ayJUTOPiI.

AHAJII3 TOCJII)KEHD TA YBJIKAILIA

AHaii3 cy4acHHUX HayKOBHX JIOCII/DKEHb 1 MPHUKIAIHUX MyOJiKalii y ramys3i TecTyBaHHS HpPOrPaMHOTO
3a0e3neueHHs CBIJUUTh, 110 NIepEeBakHA OLIBIIICTH POOIT 30cepepkeHa Ha KiacuaHomy [13, 30kpema web-, desktop-
Ta enterprise-cucTeMax.

VY TakMX IOCHIDKEHHSAX JIETATBHO PO3IIIAAIOTHCSA ITUTAaHHS (PYHKIIOHAJIBHOTO TECTyBaHHS, Oe3IeKw,
HaBaHTAKYBAJILHOTO TECTYBaHHS, aBTOMAaTH3allil MepeBIpoK Ta 3a0e3MeUYeHHs SIKOCTI B yMOBAaX JXHTTEBOTO LUKITY
MIPOTPaMHOTo MPOAYKTy. HaTomicTs TecTyBaHHS MOOLIBHUX ITPOBUX JOAATKIB YaCTO PO3IIISIAE€THCS IIOBEPXHEBO a00
¢parmeHTapHO, 6€3 hopMyBaHHS IUIICHOT METOIOJIOTIYHOT 0a3u, MO BpaxoByBaya O crienu(iky irpoBUX MPOTYKTIB.

IcHyroui myOuikarii, MPUCBSIYCHI TECTYBAaHHIO MOOUTBHHX irop, 374e0UTBIIOT0 (POKYCYIOTBCS Ha OKPEMHUX
aCIIeKTax, TAKUX SIK MPOAYKTHBHICTb, CTAOUILHICTh 3aCTOCYHKY Ha PI3HHX HPHCTPOSIX a00 KOPEKTHICTh rpadiuHOro
peHIepHUHTy. 3HAa4HO pijlle yBara MpUAULIETbCS TAaKUM KPUTHYHO Ba)XKJIMBUM KOMIIOHEHTaM, SIK IrpoBuii OanaHc,
JMUHAMIKa CKJIaJHOCTI, KOPEKTHICTh BUHATOPO 1 MPOrpecii, a TAKOK BIUIUB MOMIJIOK HA MOTHBAIIIIO Ta MOBEIIHKY
rpaBuiB. IlutaHHs TeCTyBaHHS MOHETH3AIIMHUX MEXaHI3MIB — BHYTPIIIHBOITPOBUX IIOKYMOK, PEKJIaAMHHX
iHTerpariii, eKOHOMIKM pecypciB — y HayKOBHX po0OOTax d9acTo 3raJyroThCd JHIIE MOODKHO, MOIPH iXHIN
Oe3rnocepeiHii BIUIMB HA KOMEPLIHHUN YCIIiX MTPOIYKTY.

OxpeMy CKIaJHICTh y IOCIHIPKEHHSIX CTAaHOBHUTH CrielM(ika TEXHOJOTIYHOro cTeKy reimueBy. CydacHi
MOOLUTBHI ITpH 3a3BUYail CTBOPIOIOTHCS 3 BUKOPHCTaHHAM irpoBuX pymiiiB, Takux sik Unity abo Unreal Engine, siki
3a0e3neuyroTh BUCOKMI piBEHb a0CTpakiii MK BUXITHUM KOJIOM 1 (DaKTHYHOIO MOBEIIHKOIO I'pU Ha MPHCTpoi. 3
OJTHOTO OOKY, II€ CIIPOILyE PO3pOOKY CKIagHHUX TpadivHuX 1 Gi3MIHMX MEXaHiK, a 3 IHIIOro — YCKJIAJIHIOE ITPOIIec
TECTYBaHHs, 0cOOJIMBO aBTOMaTH30BaHOro. Ha BimMmiHy Bim kimacuunux web- abo desktop-momatkis, nme cueHapii
B3a€MO/Iii KOPHUCTYBa4a € OLTBII AETEPMiHOBAHUMH Ta JIETKO (OPMai3yI0ThCs Y BUTIISAL TECT-KEHCiB, irpoBi crieHapii
4acTo 3aJIeKaTh BiJl 4acy, BUIAKOBOCTI, (DI3MIHUX OOUUCIICHD 1 HOBEIIHKH IITYIHOTO IHTEIEKTY.

VY HHU3II TOCHTIKEHb 3a3HAYA€THCS MEPCIEKTUBHICTh BUKOPHUCTAHHA aHATITHYHHUX MiIXOMIB Y TECTyBaHHI
irop, 30kpema 300py telemetry-manux, heatmap-amamizy i rpaBmiB Ta mpoBeneHHS A/B-TecTyBaHHS irpoBHX
MexaHiK. Taki IHCTpyMEHTH JO3BOJIIIOTH BHSBIISTH IPUXOBaHi NpoOi1eMu B AW3aliHI PiBHIB, OajlaHCi CKJIQAHOCTI Ta
KOPHUCTYBaIlbKOMY JOCBI/Ii, SIKi CKJIAJTHO BiATBOPUTH 32 TOTIOMOTOI0 TpamuIliiHux QA-nmpaktuk. BogHouac 6imbmicTs
po0iT OOMEKYETBCSI ONMMCOM OKpeMHX KelciB a0o0 3arajJbHHMX IepeBar HUX MiAXOJiB, HE IPOIOHYIOYHM YiTKHX,
BIZITBOPIOBAaHMUX METOJMK iX iHTerpauii y moBHouinHi QA-mporecu.

AHani3 HasBHHMX JOCITI/DKEHb 1 IMyOJiKamid JeMOHCTpYe HasBHICTh CYTTEBOI'O HAYKOBO-NPAKTUYHOTO
PO3pHBY MDK KIaCHYHMMH MiAXOAaMH 1O TECTYBaHHS NPOrPaMHOro 3abe3ledyeHHs Ta peajbHUMHU MOTpedaMu
MoOinpHOTO TeiiMaeBy. Lle 3yMoBitoe HEOOXigHICTh MOAAIBLIMX JOCII/KEHb, CIPSIMOBAHUX Ha CHCTEMaTH3aLio
METOMIB TECTyBaHHS IrPOBHX HOAATKIB, po3poOKy KomIuieKcHUX QA-crpaterii ta QopMmMyBaHHS NPaKTHYHHX
peKOMeHIaIliii, afanToBaHUX A0 CHEeU(iku MOOITFHUX iTOp.
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®OPMYJIOBAHHSA HIJIEA CTATTI
Mertoro cTaTTi € aHaii3 cnenn@iky TecTyBaHHS MOOUIBHUX IrpOBHX JOAATKIB Y MOPIBHSHHI 3 KIAaCUYHUM
MporpaMHKM 3a0e3MeUeHHIM Ta BU3HAYCHHs KJIFOUYOBUX BIIMIHHOCTEH y mixonax 10 3a0e3rnedeHHs IKOCTi.

J1n1st nOCSITHEHHS TOCTaBIICHOT METH BU3HAYEHO TaKi 3aB/IaHHS:
MpoaHalli3yBaTH BIIMIHHOCTI Y BUMOTaXx [0 SIKOCTi irPOBUX Ta KJIIACHYHUX MPOrPaMHUX MPOIYKTIB;
JOCIIIAUTH 0COOJIMBOCTI TECTyBaHHS IrPOBOT JIOTIKH, Tpadiku Ta NPOAYKTHBHOCTI;

po3risiHyTH posib UX Ta MOBEIHKN KOPHUCTYBaya y MOOUIBHHX ITpax;

BU3HAYUTH OOMEKEHHS aBTOMATH30BAHOT'O TECTYBAaHHS Y FeHMIEBI;
c(hopMyITIOBATH NPaKTUIHI pekoMeHgamii st QA-KoMaHI.

BUKJIAL OCHOBHOI'O MATEPIAJIY

Jnst npoBeeHHsT HOCTiIKEHHS OyJI0 CTBOPEHO JIBa TECTOBHX HMPOIYKTHU:
KJIACHYHUI MOOIJIBHUI 3aCTOCYHOK TuIy “task manager”;

MoOinbHYy 2D-rpy xaupy casual arcade, peanizoBany Ha pymiii Unity.
OO6uIBa MPOJAYKTH MalU CXOXHH 00cAr Koay (~45 THC. psA/KIB) Ta TECTYBAIKCS HA OJHAKOBOMY Habopi

VY K1acHYHOMY MPOrPaMHOMY 3a0€3MCUCHHI OCHOBHUMU TIOKa3HUKAMU SKOCTI BUCTYMAOTh:
KOPEKTHICTh 013HEC-JIOTIKH;

CTabUIBHICTH pOOOTH;
Oe3IeKa JaHuX;

BIJIMOBITHICTE (DYHKIIOHATTHHAM BUMOTaM.
Jist MOOLTEHUX iTOp A0 3a3HAYCHUX KPUTEPIiB JOAAOTHCA Cy0’ €KTUBHI Ta IOBEIIHKOBI MOKA3HHUKH:

IDTaBHICTH KepyBaHHA (input latency);

crabinpHicTh FPS;

Bi3yaJibHa MITICHICTh CLICHH;
0aJyaHC CKJIaJHOCTI Ta TEMILY IpH.

IopiBHAHHA BUMOT 10 AKOCTi

Tabmuis 1

I Kpwurepiii “ Knacnune I13 “ MobinbHi irpn |
I OyHKIIOHATBHA KOPEKTHICTD “ Bucoka “ Bucoka |
I UX sik KITI090BHiA (aKTop “ Cepenmiit “ Kputnanuit |
I FPS / pennepusr “ He xputnuno “ Kpuruuno |
I TloBeninkoBi creHapii I I Oo6MexeHi I I Bucoki |
I Emouiitna peakiyist KOprcTyBada “ Husbka “ Bucoka |

Knacuune N3

® ToyHicTb paHux
® besneka, Macwra6oBaHictb

® BignosigHicTb BUMoOram

Puc. 1. CTpyKkTypa NoKa3HHMKIB IKOCTi 1151 Ki1acuuHoro I13 Ta MoGiibHuUX irop

* CrabinbHicte poboTu

Mo6inbHi irpu

® FPS (Yacrora kappiB)

» KopekTHicTb noriku

® Emouinnmun UX

(aiarpama Benna: nepeTuH — cTablIbHICTh i KOPEKTHICTH, yHiKaIbHI 3001 — FPS, emouiiinnii UX)
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IrpoBa morika xapakTepH3yeThCS HENIHIHHICTIO Ta HASBHICTIO BETMKOI KiJIbKOCTI CTaHIB, Kl 3aJIe)KaTh Bi:

. BumnaakoBux nofiii (Random Seed);
. (hI3UYHUX PO3PAXYHKIB;

. noseninku NPC;

. i TpaBLs Y peajlbHOMY Yaci.

Jnst nocnimpkenHus Oyno 3reHepoBaHo 500 irpoBux ceciid TpuBamicTio 5—20 XBWIMH 3 BUKOPHCTaHHSIM
aBTOMAaTH30BaHOTO “00Ta-rpaBIlst’”.
Tunosi nedexTy, BUABJICHI y TPi:

. 3aBHCaHHA JIOTIKH [IPH IMIBHIKOMY IIOBTOPHOMY CTapTi PiBHS;
. HEKOPEKTHHH CTaH KOJIi31# MiCIIs may3u;
. PO3CHHXPOH aHiMarlii Ta (i3uKH.

Figure 2 - State Transition Diagram of a Game Character

(states: Idle — Move — Jump — Damage - Respawn)

< —_—
Logic freezing !
during level
restart
A
7
_//
Desychronization
of animation and
physics
Incorrect
collision state, )

(states: Idle — Move — Jump — Damage - Death — Respawn)

Puc. 2. J/liarpama nepexoiis cTaHiB irpoBoro nepconaska
(cranu: Idle > Move — Jump — Damage — Death — Respawn)

[puxknax ¢pparmenra xoxy TectyBanHs irpooi noriku (Unity Test Framework):

IEnumerator
NUnit.Framework;

UnityEngine;
g byEnaanable<Eloot 5 controller.SetState(PlayerState.Death);
System.Collections;

controller.Jump();
GameObject player; ;

PlayerController controller;

Assert.AreEqual (PlayerState.Death, controller.CurrentState,

0] );

player = GameObject( e
controller = player.AddComponent<PlayerController>();

controller.Initialize(); IEnumerator

controller.SetState(PlayerState.Idle);

0 5

Object.Destroy(player);

controller.Move(Vector2.right);
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[lompn HasiBHICTH unit-TecTiB, Onm3pko 63% KpUTHYHUX NedekTiB Oyau BUSBICHI BHKIIOYHO MiA dac
pydHoro abo HaliBaBTOMATH30BAaHOTO TECTYBaHHS, IO MIATBEP/PKYE OOMEXKEHICTh KIACHYHUX MiAXOIIB
aBTOMAaTH3allil y reiiMIeBI.

Jnist aHanmi3y npoJyKTHBHOCTI BUKOPUCTOBYBAJIHCS:

. Unity Profiler;
. Android GPU Inspector;
. Firebase Performance Monitoring.

TecTyBaHHS IPOBOAMIIOCE HA 6 MIPHUCTPOSIX Pi3HUX HIHOBHX KATETOPIM.
OCHOBHI METPHKH:

. cepenniit FPS;
. MiniManbpaui FPS;
. temneparypa CPU/GPU;
o CIIOXKUBaHHs OaTapei 3a 15 XBUINH rpH.
Tabmuis 2
PesyabTaTn BumiproBanus FPS
| Tpucrpiii I Cepeniii FPS I Min. FPS |
Pixel 6 I 60 I 55 |
[Samsung A52 I 48 I 39 |
[Redmi 9A I 31 I 22 |
FPS
60

50

40
FPS Degradation
30 - :
10 . x - - .
0 5 10 15 20

Yac rpu (xBunuum)

Puc. 3. I'pagik 3minu FPS 3ae:xno Bix TpuBajocti irposoi cecii

Komenrap: micnsg 12—15 XBUnuH rpu Ha OPUCTPOSIX HIKYOTO Kiacy crocrepiranocs magiHas FPS na 18—
25% depes TepMaIbHUN TPOTIIHT.

1.1.1. MoHeTu3auis Ta aHAJTITHKA

Jlst mocTipkeHHS MOHETH3AIi THUX MEXaHi3MiB OyJI0 IHTETPOBAaHO:

. BHYTpimHBOIrpoBi mokynku (IAP);

. rewarded ads;

. aHamiTuky nofiit (Firebase Analytics).

1.1.1.1. TectoBaHi crieHapii:

. MIOKYTIKa IPH HecTablIbHOMY 1HTEpHETI;

. MOBTOPHA MMOKYTIKA MicIis crash;

° BiJTHOBJICHHS TPaH3aKIIiil.

Tabmmrs 3
BusiBjieni nedpexTn MmoHeTn3aunii

| Cuenapiii | | Yacrora | | Kputuunictb |
|H0):[Bi171He CIIMCaHHS || 2% || Bucoka |
|BTpaTa mpeaMera micis crash || 5% || Bucoxka |
|HeaKTMBHa peknama | | 11% | | Cepenns |
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[puknax aHATI THYHOT TOAIT:

Amnani3 nokasas, mo 74% KOpPHCTYBadiB, sIKi 3ITKHYIHCSA 3 0aroM y MOHETH3allii, He MOBEPTaIUCS 10 TPH,
Toxi sIK Ay kiacugHoro 113 1eit moka3Huk He mepesuntyBas 30%.
Retention Rate
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OcHoea Ha gaHmnx 500 aBTOMaTU30BaHMX IrPOBMX CeCii TPMBANICTIO BiA 5 40 20 XBUAUH

Puc. 4. I'pagix BuIMBy IOMHJIOK MOHeTH3amii Ha retention rate

IIpoBeaeHe AOCIIHKEHHS i ATBEPIUIIO, 1[0 TECTYBAHHS MOOUIBHUX IrPOBUX OJATKIB € 3HAYHO CKJIAIHIIITHM
1 6araTOBMUMIpHIIINM ITPOLIECOM MOPIBHSHO 3 TECTYBaHHIM KJIACHYHOTO IporpamHoro 3abe3nedyenHs. Ha BinmiHy Big
Oi3Hec-cucTeM 1 iH(QOpMAIIMHUX 3aCTOCYHKIB, Jié OCHOBHMH aKIIEHT POOMThCS Ha IepeBipui (QyHKIiIOHAIbHOT
KOPEKTHOCTI Ta BIAMOBIIHOCTI (hOpMasi30BaHUM BHMOTaM, y MOOUIbHOMY IeiiMJIEBI KIIFOUOBUM KPUTEPIEM SIKOCTI
BUCTYINAa€ LUTICHUA KOPUCTYBAalbKMH JOCBiJ, SKUH HEMOXIIMBO IIOBHICTIO OI[IHUTH JIHMIIE 32 JOIOMOTO0
aBTOMAaTH30BaHUX IHCTPYMEHTIB.

PesynbraTi qoCiKEHHS CBiT4aTh PO BUCOKY 3aJIEXKHICTD ITPOIIeCy 3a0e3eueHHs IKOCT] iIrpOBHX JI0JIaTKiB
BiJl py4HOTO TecTyBaHHs. Lle 3yMOBIIEHO HEINiHIHHOIO IrpOBOIO JIOTIKOO, BEIUKOIO KIIBKICTIO MOXKIMBUX CLIEHApIiB
B33a€EMOJIIi Ta CYTTEBUM BIUIMBOM CYO’€KTMBHOTO CHPUHHATTS TpaBLEM IrpoBOro mpouecy. PydHe TecTyBaHHA
JIO3BOJISIE OLIHUTH OajlaHC, BIAYYTTS CKJIQ[HOCTI, IHTYiTHBHICTH yIIPaBIIiHHS Ta EMOLIHHY peakKililo KOpUCTyBaya, 1110
€ KPUTUYHO BaKJIMBUMH acleKTaMH SKOCTI IPU W BOJHOYAC Ba)XXKO (popMasti3yloThesl y BUIIISAAI aBTOMATH30BAaHUX
TECTIB.

OkpeMy yBary B TECTyBaHHI MOOUTBHHX irop HEOOXiTHO WPHUAIIATH MOCTIHHOMY KOHTPOIIIO
npoxyktuBHOCTi. CtabinpHa dacToTa KajpiB, KOPEeKTHa podoTa rpadiuHOro peHAepHHTY, (Pi3MYHHX OOYMCIICHB i
MEpEeXEeBUX KOMIIOHEHTIB O€3MOCepeqHbhO BIUIMBAIOTh Ha IUIABHICTH irpoOBOTO IIPOIECY Ta PiBEHBb 3a/J0BOJICHOCTI
KopucTyBauiB. HaBiTh He3Ha4HI MPOCITaHHA NPOAYKTUBHOCTI ab0 KOPOTKOYacHi 3001 MOXYTh MPHU3BECTH IO
HETaTHUBHMX BIATYKIB, 3HWKEHHS PEHTHHI'Y 3aCTOCYHKY Ta BTPATH I'PaBIIiB, II0 POOUTH MPOAYKTHBHICHE TECTYBaHHS
Oe3rnepepBHUM IPOIIECOM IPOTSITOM YChOTO KUTTEBOTO LIUKITY TIPOAYKTY.

JlocnijpkeHHsT TaKoX MIATBEPAWJIO TICHHH 3B’SI30K TECTYBaHHS MOOUIBHHMX Irop 3 IIOBEIiHKOBOIO
aHAIIITUKO0. AHANI3 il TpaBIliB, iXHIX NUIAXIB y TPi, TOYOK BUXOY, B3AEMO/IT 3 MOHETH3alIHHUMH MEXaHi3MaMHt Ta
PIBHS 3aJTy4€HOCT] JO3BOJISIE BUSABIATH Ae(EKTH, SIKi HE MPOSBISAIOTHCS MiJ Yac TPaJULiHHOrO TecTyBaHHs. Takum
yrHOM, QA y refiMIeBI Jie1ai YacTile IHTerpy€eThCs 3 aHATITHYHUMU iHCTpyMeHTamu Ta data-driven migxomamu, o
Jla€ 3MOT'y IpuiiMaTH OOTPYHTOBAHI PilIEHHS II0JI0 ONTHMI3allii iIrPOBUX MEXaHIK 1 KOPUCTYBAILKOTO JIOCBiY.

VY3aranpHIOIOYH pE3yIbTaTh, MOXKHA CTBEPXKYBATH, 1[0 TECTYBaHHS MOOITBHUX IrPOBHUX IOJATKIB BUXOIUTh
3a Mexi kmacnyHuX QA-METPHK, TaKHX SK KUTBKICTH He(eKTiB 4M BiCOTOK IOKPHUTTS TecTaMu. BoHO motpebye
KOMIUIEKCHOTO TiAXOMY, SIKHH IMOE€JHY€E TeXHIYHY IEePEeBipKY, OIIHKY TeiMAN3aiiHy, aHai3 TTOBETiHKH KOPHUCTYBaiB
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Ta BpaxyBaHHSI KOMEPUIHHUX acmekTiB mponaykry. Came Taka iHTErpoBaHAa MOJENb 3a0€3MCUeHHS SKOCTI €
HE0OXiTHOI0 YMOBOIO CTBOPEHHS KOHKYPEHTOCIIPOMOXKHHX 1 YCHIITHUX MOOUIBHHX irop.

BUCHOBKMHU TA NTEPCITIEKTUBHU NMOJAJIBIINX JOCJIAKEHD

Y poboti mokazaHo, M0 e(eKTHBHE TECTYBAaHHS IrPOBHX JOJATKIB BHMarae IMOEIHAHHS IHXXCHEPHOTO
MiAX0/y 3 eleMeHTaMu reiimausaiiny, UX-mociiIKeHb Ta aHai3y MOBeAiHKHA KOpUcTyBadiB. OcOOIMBY POJIb Bifirpae
pY4HE TECTYBaHHS, SIKE JIO3BOJISE OLIHIOBATU CYO €KTHBHI aCIeKTH irpoOBOTO MNPOLECY, a TaKOX JOBrOTpPHUBAIIEC
MPOAYKTHBHICHE TECTYBaHHS, CIPSIMOBAaHE Ha BUABICHHS Aerpanamii FPS, HectabinpHOCTI (Qi3HYHUX PO3paxyHKIB i
npobaeM cuHXpoHi3alii. OTpuMaHi pe3yabTaTH TaKOX IMiATBEPIKYIOTH TICHHU 3B’S30K SIKOCTI irpoBOi JIOTIKK 3
KOMEpIIIfHIMH TIOKa3HUKAMH TPOAYKTY, 30KpeMa YTPUMaHHAM TpPaBHiB Ta €(QEKTHUBHICTIO MOHETH3AIliHHIX
MEXaHIi3MIB.

[lepcriekTHBH TOAANBIINX MOCTI/KCHb [OUIBHO CHPSIMYBAaTH HAa PO3BUTOK 1 CTaHAAPTH3ALIIO
ABTOMATH30BaHUX 1HCTPYMEHTIB IS TECTYBAHHS irpOBOI JIOTIKM, 3JATHUX MPAIIOBATH 3 HENIHIHHUMHU CLIEHAPIsIMH,
BUIJIKOBUMH TOJISMH Ta CKJIQJIHUMU cTaHaMu TpH. OKpPeMOro JOCITiJHUIBKOTO iHTepecy HaO0yBae BUKOPUCTAHHS
METOJIB IUTYYHOTO IHTEJIEKTY Ta MAIIMHHOTO HaBYaHHS JUIA aHali3y IOBEIIHKOBUX IIaTEpHIB TIpaBIiB,
MPOTHO3YBaHHS TOTEHIIHHUX Je(eKTiB 1 BUSABICHHS KPUTHYHUX TOYOK y TeHMILIei Ha OCHOBI BEIHMKUX O0CATIB
telemetry-mganux.

KpiM TOro, aKkTyaabHUM HAIpsIMOM € po3poOKa yHi(iKOBaHMX METPHK SIKOCTI AJsl MOOUIBHHX irop, siki O
MOENHYBAIM TEXHIUHI IOKAa3HUKU (CTaOIBHICTh, IPOAYKTUBHICTh, KOPEKTHICTH JIOTIKM) 3 ITOKa3HHUKAMHU
KOPHCTYBAIbKOT0 JOCBIAY Ta 3aiydeHOCTi. POpMyBaHHA TaKMX METPHK CIIPUATUME ITiIBULICHHIO IP030pocTi QA-
MPOIIECiB, MOJETIINTh OPIBHSIHHS Pi3HUX IrPOBUX MPOAYKTIB Ta TO3BOJHUTH KOMaHIaM pO3poOKH OUTbII e(heKTHBHO
KepyBaTH SIKICTIO Ha BCIX eTamax KUTTEBOTO HUKIY MOOLUIEHOI IpH.
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