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This research paper explores complexity and time management in
multiplayer party games and examines their impact on player experience and
overall game dynamics. It analyzes various aspects of game design, such as
timers and unique gameplay structures, in order to identify general principles for
achieving balance. Ensuring a balanced distribution of time between different
aspects of gameplay is a key element of game design. The research aims to
identify how to optimally manage time in games, providing a sense of challenge
that maintains player interest and preserves the integrity of the gameplay.

bananc rpu y multiplayer party games 3a3Buyaii po3yMi€ThCS SIK
3aMpoBaKEHHSI MEBHOTO PIBHS CIpPaBeIIUBOCTI Ui rpaBiiB. Lle Bkitouae B
cebe HaJamTyBaHHS CKJIAJHOCTI, YMOB BUIpAIly-TpOrpairy, irpoBUX CTaHIB,
OaJlaHCYBaHHS €KOHOMIKM TOIIO, 100 BOHU MpAIfOBAIM B TaHAEMI OJIUH 3
onauM [1]. IIpaBunbpHa piBHOBara 3abe3rneuye 4ecHy KOHKYPEHIII0, MATPUMYE
IHTEpeC TpaBIiB Ta UUIICHICTb TpU. AHaNI3 TOHKOIIIB MIiHI-ITp PO3KpUBAE
CUCTEMHUN MiAXiM a0 OalaHCy, HI0 TPYHTYEThCS Ha B3aEMOJIl TaiiMepis.,
CKJIQHOCTI Ta YHIKAJIbHUX ITPOBUX CTPYKTYP.

CraHgapTHUM ICUXOJOTIYHUM IOSICHEHHSM HEBJAY y TPl Ta BHUKJIHUKIB €
Teopiss moToKky  Mixam YikceHTMiXami, 3TiIHO 3 SKOK BHUKJIUK IEBHOI
JUIBHOCTI (OpMy€e BY3bKMM KaHall, B SKOMY TIpaBelb nepedyBae y cTaHl
MPUBAOJIMBOTO TMOTOKY. XOYa TEOpis MOTOKY MPHUIYCKAaE, MO TpaBellb MOXKE
KOJIMBATHUCS MIXK TPUBOTOIO 1 HYJIbI'010, BOHA CTBOPIOE OaHAIbHY MpOOJieMy, sKa
MoJIsira€ B TOMY, 110 CTAaHJIApTHA UIIOCTpallis nependavae miaBHe 301IbIICHHS
CKJIAQAHOCTI 3 TUIMHOM d4acy [2]. Hoa @anbpiutTeliH yTOYHMB II€ TBEPIXKECHHS,
CKa3aBIllH, 10 CKJIQJHICTh I'PU MOBUHHA 3MIHIOBATHUCA XBWJICMOMIOHO — 1HO/II
rpa TOBMHHA OYTH TPOXHW JIETHIOI, 1HOMI TPOXM CKIAIHIIIOK, 1 IO
HEPIBHOMIPHICTh NPHU3BOJAUTH /O 3aJI0BOJICHHS, SK TOKAa3aHO HA PHUCYHKY 1.
Heperymnsipae 3pocTanHs CKIagHOCTI 301IbIIy€e€ WMOBIPHICTD TOTO, IO TPaBEIlb
3a3Ha€ sIK HeBJa4, Tak 1 ycmixis [3].
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Pucynok 1 — Kpamuii kaHain noToKy

«Turing Test»

VY wmini-Tpu «Turing Test» po3risgaeTbesi ClieHapiil AT OJHOTO CTYJIEHTa
Ta TpbOX mpodecopiB. ICHYIOTH TpH payHIAM 3 OKPEMUMHU TUTAHHSAMHU IS
B3aemo/ii. CTyaeHT, BITbHO (DOpPMYIIOE MUTAHHS I TpodecopiB, HIIIOYH

nporiec rpu (auB. puc. 2 — miarpama «Turing Testy, nerenma «1»). Jlam
npodecopy MOBUHHI BIJAMOBICTH Ha 3alUTaHHS, 110 JO0JA€ PIBHS CKJIQJAHOCTI
3anmutaHb (ouB. puc. 2 — giarpama  «Turing Test», neremma «2»). Ha

3aBepUIAIbHOMY €Talll, CTYJCHT PETEJbHO aHalli3y€ MUTaHHS 1 BIAMOBIAL JJIS
IHACHTU(IKYBaHHS IITYYHOIO I1HTEIEKTY cepel npodecopiB (IuB. puC. 2 —
niarpama «Turing Test», nerenaa «3»).

Takum uuHOM, 3a0e3rnedyeHHs 30a7TaHCOBOHOIO BIJBEJCHOTO 4Yacy MiX
CKJIQJHICTIO TTOCTABJICHUX 3alMTaHb, HAIAHUMH BiAMOBIISIMH Ta iX IMOJATBIIAM
aHaATI30M Ma€ MEePIIOPsITHE 3HAUCHHS.

«Brain Knights»

VY wminHi-rpi «Brain Knights» makcumanbHa KUJIbKICTh TpaBIliB (opMye Bi
KOMaH/IU 110 YOTUPH YYaCHUKHU KOKHA. [louaTKoBHil payHI CKIaAa€ThCs 3 JBOX
nigpaysais 1 TpuBae 90 cekynn. Hactymuwmii TpuBae 141 cekyHny, 3 axux 47
CEKYH]] BUXOJIUTh Ha OJIHE MTUTAHHS.

Koxxen payHa wmae pi3HUM pIBEHb CKIAIHOCTI 3anuTaHb. [lepmuii
po3paxoBaHuWil Ha OJIN-OMMTYBAHHS 3 MPOCTHUMH 3alUTAHHSAMH, /1€ KaIliTaH
oOupae rpaBUs 31 CBO€i KOMaHIM, SIKAWA HaWKpalle OpPIEHTYETbCS y TEMI
(nuB. puc. 2 — piarpama «Brain Knightsy», nerennu «1» ta «2»). ¥V npyromy,
HABITaKM, 3aCTOCOBYETHCS KOJICKTUBHUW IMiJXiJ, IO J03BOJIIE KOMaHIaM
CHUIBHO OOMIpPKOBYBATH BIJIMOBI/I HA OUIBII CKJIAHI 3alUTAHHS (IUB. pUC. 2 —
niarpama «Brain Knights», nerenau «1» ta «3).

I'pa 3abe3mneuye OanaHc 3a JAOMOMOTOI0 MOMIPHOI CKJIAIHOCTI PayHIIB 1
JOCTaTHBOT'O Yacy Ha BUIMOBIAI Ta oOroBopeHHs. Kamitan koMaHau Mae
JOCTaTHBO Yacy JiJIsi BUOOPY BIJTOBIIaua Ta TEMH.

«Skibidy Party»

Mini-rpa «Skibidy Party» Bwmingye mo BocbMu TpaBmiB. Hampukiaii
KO)KHOTO payHIy IpHU3HAYCHUN Cy[as, SKUH pO3IOIiIL€E MICIS Ha OCHOBI
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OTPUMAHMX CUTyalld Ta BIAMNOBIJIHUX «MEMIB», THM CAMUM OTPUMYIOUYHU PI3HHI
piBeHb CKIaAHOCTI (nuB. puc.2 — miarpama «Skibidy Party», nerenma «1»).
Ilepen muM KoXKeH TrpaBellb Ma€ 3aBAaHHS BHUOpATH BIAMOBIIHHUN «MeM» 10
cutyaii (muB. puc. 2 — niarpama «Skibidy Party», nerenga «2»).

PerenpHe BOpOBaKEHHA TalWMeEpiB Yy MIHI-TPY CIYTye KIOYOBUM
OpraHi3aliifHuM 1HCTPYMEHTOM, IO HaJa€ TPaBIsIM Ta CYyHJll HEOOXIAHUM dac
U1 PO3CYUIMBOI'O BUOOPY «MEMIBY.

Turing Test | Brain Knights

Skibidy Party

Pucynok 2 — Jliarpama 6ajiancy Jijist MiHi-irp

JocmipkeHHsT B MiHI-ITpax BKa3zye, M0 CHUCTEMHUM MIAXiJA J0 YacOBHUX
¢dakTOpiB 1 PI3HOMAHITHOCTI 3aBJaHb Tpa€ KIOUYOBY poOJib y 3a0e3nedeHHI
CIpaBeNIMBOi KOHKYPEHIIii, MPUBEPTAE yBary rpaBIliB Ta MATPUMYE IIICHICTD
rpu. B KOXHIM MiHI-Tpl BAAJIOCS AOCATTH 30aJaHCOBAHOTO PO3MOJILITY dYacy
BIJIMOBIHO JI0 KOXKHOI IrpoBOi cuTyarlii. Takum 4MHOM, BUBYCHHS TCHMILICIO B
MIHI-IFpaxX PO3KPHJIO, IO BpPaxyBaHHsS YacCOBUX ACIHEKTIB Ta PI3HOMAaHITHOCTI
3aBllaHb HE JMIIE NIJACWIIE KOHKYPEHLII0, ajle ¥ CTBOPIOE YHIKaJdbHI Ta
3aXOILII0I0Yl MOMEHTH, IO TJIMOOKO BIUTMBAIOTh Ha iIrPOBUH JOCBIJ I'PABIIIB.
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