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This study addresses the complex issue of balancing asymmetric spell
systems in card-based games prior to practical playtesting. The research focuses
on the problem of comparing inherently different spell classes. An algorithmic
approach based on a Universal Utility Unit is proposed to mathematically weigh
direct numerical effects against abstract tactical advantages, factoring in differen
spell parameters. This pre-test balancing model allows game designers to
normalize spell effectiveness, preventing dominant strategies and ensuring
a higly engaging player experience from the first iteration.

VY nporieci po3poOKH IrpOBUX 3aCTOCYHKIB Ha MEPETUHI JKaHPIB, 30KpEMa,
MOE/IHAHHS KJIACUYHUX a3apTHUX KAPTKOBUX IrOp 3 MEXaHIKaMU BHUKOPUCTAHHS
3aKJISATh Ta/ab0 3M10HOCTEH, IO BIUIMBAIOTh HAa XiJ TPU TOCTPO IOCTAE
npo0jemMa MaTeMaTUYHOTO OalaHCyBaHHS  BHYTPIIIHBOITPOBUX  CHCTEM.
OcHOBHA CKJIQJIHICTh TOJISITA€ B TOMY, IO TPaBellb Ma€ JOCTYI JO0 IIMPOKOTO
CHEKTpa 3aKjisATh pi3HMX KkiaciB. [IpoOnema OanaHCyBaHHSI 3aKJsTh y Takii
CUCTEMI MOJATAE B TOMY, SIK 00’ €KTUBHO MOPIBHATH €()EKTUBHICTh, aTaKyH4OIr0
3aKJISATTS KOTpPE HAHOCUTH |5 mkoau oOpaHOMYy TpaBLIO Ta UIKO30PHOTO
3aKJISITTS. KOTPE MiHSIE BUTJISA 0OpaHOi KapTH.

TpamuiifHIM METOJIOM TIOYAaTKOBOTO OajlaHCyBaHHS € BUKOPHCTAHHS
3BOXEHUX TaOJMIb 13 KUIBKICHUMHM Ta SIKICHUMHU TOKa3HUKamMu. Po3poOHuKH
BU3HAYAIOTh Bary KOXKHOI XapakKTEPUCTHKHA 1 BHPAXOBYIOTh 3arajbHY
e()eKTUBHICTh MpeaMeTa Ui HaBUUKU. OHAK el METOJ Ma€e CyTTEBUN HEIOMIK
py poOOTI 3 ACUMETPUYHUMH KJlacaMu 3/110HOCTeH. SKIo A aTakyro4doi Marii
Jerko po3paxysatu BigHomeHHs «IIlkoma / Bapricteh MaHu», TO IJIs 17IF030PHOT
9y MaHINYyJIAMidHOT Marii NpsMUX KUIBKICHMX IOKa3HUKIB IITKOJIA HEMAE.
BiacyTHiCTh €IMHOT METPUKH TPHU3BOAUTH O TOTO, IO PO3POOHHUKU YaCTO
MPU3HAYAIOTh BAPTICTh TAaKUM 3aKJISATTSAM IHTYITUBHO, III0 BUMArae JECATKH
TOJIUH CIIIOTO TECTYBaHHS JIJIsi BUSBIICHHS «3JIaMaHUX» KOMOIHAIII.

[ro mpobiieMy MOKJIMBO BUPIIIUTH OaJaHCYIO4l KOXXHHM Kiac OKpeMo,
IpoTe€ B TAaKOMY DIIIEHHI MAarOThCA CBOi HEJOJIIKH, 4Y€pe3 PO3PUB 3aKIIATH
Ha pI3HI KJAaCM y Tpi MOXKE CKJIACTHCS CUTyallld NpHU SKIM yCl 3aKIATTS
KJIacy 3axucty OyayTh MNpUOJM3HO OJHAKOBUMHU TIO0 €(PEKTHBHOCTI, aJie
npu IbOMY 3HA4YHO OYyayTh TeEpeBEpIIyBaTH 3aKJATTs aTaKyrdoro Kiacy,
110 3pOOUTH TPy HE30aJIaHCOBAHOIO.
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Jlis BUpimIeHHS TPoOJIeMH HEMOPIBHSHHOCTI €(eKTiB 0e3 pO3IiIeHHS
3M10HOCTEH Ha OKpeMi KaTeropii MPOMOHYETHCS AITOPUTM IEPEBEACHHS BCIX
XapaKTepUCTHK 3aKIiATh Yy €IUHYy BaIIOTY — YHiBepcanbHy OIUHUIIO
Kopuctrocti (YOK). CTBOpeHuii anropuT™ CKIATAETHCS 3 YOTUPHOX KPOKIB:

Kpox 1 (BcranoBnenHst 6a30BOro €KBiBaJICHTA)

3a ocHOBY OepeThcsi HaltmpocTimui pecypc rpu. Hanpuknan: 1 oguHuIs
3nopoB’ss = 1 YOK. 1 ogunung Manu = 0.5 YOK.

Kpok 2 (O1iHka HeYnCIoBHUX, a0CTPaKTHUX €(DEKTIB)

JUist MaHIMyJSIIIAHUX, 3aXUCHUX Ta UIO30PHUX 3aKJsATh BBOAUTHCS
noustTs «MMoBipHicHOT ko au/Buromny. Hampukias, 3aKisTTs im03ii 3MyIIye
MPOTUBHUKA MPUUHITH XUOHE PIIICHHS, 1[0 B CEPEAHHOMY KOIITYBaTUME HOMY
BTpatu 1 xomy. Skmo BTpara 1 xomy B ekBiBajieHTI AOpiBHIOE 10 oguHUIIM
IIKO/IM, TO 6a30Buil edekT UTto3ii orinyeTbes y 10 YOK.

Kpok 3 (BpaxyBaHHs mapaMeTpiB Iporpecii)

VY cucremi rpu «Arcane Gambit»y KOXXHE 3aKJISITTS Ma€ IIHHICTb HE JIUIIE
y BUTJIAJIL CaMOro €(peKTy LbOro 3aKyATTS, a i y BUIIIsiAL 3100yTOro «Po3yMiHHS
Marii». JlaHuii mapameTrp [03BOJSE TPaBISIM BIIKPUBAaTH OUIBII IOTYXKHI
3aKJATTS M1J Yac TPU, OCKUIBKM L€ mNapamMeTp € KIOYOBUM, BIH TaKOX
MOBUHEH MaTu cBoio Bary B cucteMi YOK. Bapricte 1 omunmIn 3100yTOTO
po3yMiHHA Marii omiHioeThes, Hanpukiang y 1 YOK. BogHouac Bumora 1o
MIHIMAQJIBHOTO PIBHS PO3YMIHHS ISl KacTy BU3HAuYa€ JOMYCTUME BIIXWJICHHS
e(hEKTUBHOCTI 3aKJIATT.

Kpox 4 (Po3paxynok Koedinienra banancy)

Jlns ¢inaneHOl oIiHKK po3paxoByeThesi Koedinient bamancy (Kpg),
SKUH JEMOHCTPYE CIHIBBIIHOMIEHHS OTPUMAHOI BHTOIHM JIO0 BHTPAYCHUX
pecypciB. [neanbHUM 3HaYEHHSAM U1l 0a30BOr0 3aKIATTA € Kppy = 1.

dopMyna po3paxyHKy Ma€ HACTYITHUWA BUTJISL:

Ebase+(Cgain ) Wgain)
Mcost * Weost '
ne Epqqe — 0bazoBa xopucHicTh edekrty 3akiuarts (B Y OK);
Cgain — KUIBKICTB 37100yTOr0 «PO3yMIHHA Marii» 3a BAKOPUCTAHHS 3aKJIATTS,

Kpar =

Wgain — Bara 1 ogunuii posyminns (Hanpuknan, 1 YOK);
M ,s+ — BapTICTh 3aKJISATTS y MaHi,
W,ost —Bara 1 ogunuili manu (Bcradonsena sik 0.5 YOK).

st imoctpartiii pobotu Gopmynu mopiBHSIEMO 3a ii JOMOMOTOIO JBa
3aKJISITTS PI3HUX KJIACIB, IO HE BUMArarTh MOMEPETHHOI0 PO3YMIHHS Marii Jyis
pO30JIOKYBaHHsI, TOOTO € Oa30BUMHU.

1. Atakyroue 3axknsattsa «Soul Burn»: Hanocuts 15 mkogu 310poB’to
npoTuBHUKA (Epgse = 15 YOK), mae +3 mo posyminns marii (Cggin = 3),
korurye 35 manu (M, ,q; = 35)

2. Imozopue 3axmsarts «Mirror Trick»: 3miHIOE BUTIISIT KapTu, IO
MPU3BOJUTH IO TAKTUYHOI TOMUWJIKM NMPOTUBHUKA (OL[IHEHAa MMOBIpHICHA BUT0/1a
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Epase = 10 YOK), mae +2 no posyminns marii (Cyqin = 2), Komrye 20 MaHu
(Mcost = 20)-
Pospaxynok mist «Soul Burny:
K _15+(3-1) 18 _
bat ™ 35.05 175"
Pospaxynok mist «Mirror Trick»:
10+(2-1) 12
Kb =005 ~10~
AJTOpUTM  JIEMOHCTPY€, IO  UIIO30pHE  3aKJIATTS  BUSBHIOCH
eeKTUBHIIIUM 3a aTakyloue. Y MYJIbTUIUICEPHIA Tpl L€ Mpu3BeAe 0
JIOMIHYBaHHSI MAaHIMYJSTUBHUX CTpaTeridi, OCKUIbKA TpaBlli OTPUMYIOThH
3a0arato TaKTUYHOI TepeBard 3a Mally KUIbKICTh MaHH. Po3poOHHKY 11e
0 TIOYaTKy Tpu Tpeba abo 3MEHIIUTH BapTICTh aTaKyHUoOro 3aKJsITT,
a00 MIJBUIIUTH BapTICTh BUKOPUCTAHHS 1JIFO30PHOTO.
bamancyBanHsT ~acuMeTpuyHUX KJaciB  3110HOcTe abo  3aKiATh
y 3MarajlbHUX MYJIbTHIUICEPHUX ITPaX € KPUTHYHO BAXKJIMBUM E€TaIlOM, aj[Ke
HaMEHINUN JUcOalaHC MK TpaBIsIMU IIBUAKO MPHU3BOJUTH 10 TMOSBU
BUTpaIiHoi crpaterii. Ilepexin Big mpsAMOro MOPIBHSHHS XapaKTEPUCTHUK IO
pO3paxyHKy aOCTpakTHOI IIJTLOBOT KOPUCHOCTI i BuUpilrye mpobieMy
MOPIBHSIHHS 3aKJISTh PI3HUX KJIACiB.
3anponoHoBanuii anroput™ YHiBepcainbHoi Onunuii KopucHocti (YOK)
JT03BOJISIE PO3POOHUKAM MAaTEeMaTUYHO 3BAKUTH MPSMUN ePEeKT Ha IrpOBUH CTiJ,
BUTPATH MaHU Ta BHECOK Y MPOTPECIIO TPaBISl y €IMHOMY YHCIOBOMY BHMIpI.
Xoya meil maxii He MOK€ MOBHICTIO 3aMIHUTH JKUBE TECTYBaHHS TPaBISIMU
yepe3 Hemnepen0adyBaHICTh ICUXOJOTIYHOro Qakropa Oiedy B KapTKOBUX
irpax, BIH rapaHTy€ YCYHEHHS IpyOMX MaTeMaTHYHUX TMOMUJIOK III€ Ha eTarl
MPOTOTUITYBaHHA TeUMIM3alH-JOKYMEHTa, 3HAYHO  3a0MIA/DKYKOYM  4ac
PO3pOOKHU Ha ITEpaTUBHOMY pedalaHci.
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