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This work examines the history of development and structure of game me-
chanics. Game mechanics are used to describe how players interact with the
rules, as well as more formal properties of the game, such as game objectives,
player actions and strategies, and game states. The process of deconstructing
mechanics begins with the search for reference games. The problems that arise
during the reproduction of this mechanic were studied and the methods of their
solution were considered. On the basis of the conducted analysis, the approba-
tion of the considered methods of deconstruction of game mechanics was carried
out in the work.

Ha croromuimiHiid JAeHb, 1HIYCTPiS KOMITIOTEPHUX ITOp — OJIHA 3 HAMII-
BUJIIIINX Tay3€H, 10 PO3BUBAIOTHCA Cepell KOMI'IOTEPHUX TEXHOJIOTi. BoHm
CTaJIM CTPABXKHIM KyJIbTYpHUM (DEHOMEHOM, BUHHKHYBIIHU SIK HEXUTPUHU TUIIA
TBOPUYOi TyMKH TPOTPaMICTIB, 3 KOXXHHM POKOM HaOyBarum Bce OUIBIIOL
HOMYJISIPHOCTI.

OCHOBHOIO CKJIaJI0BOIO Oy/ab-sIKOT I'PU € IrpoBa MexaHika — cucrema ado
MOJIEJIIOBaHHS, 3aCHOBAaHA Ha MpaBUJIaX, Kl MOJIETIIYIOTh 1 CHOHYKAaIOTh KOPU-
CTyBaua JOCII)KyBaTH Ta BUBYATH BIACTUBOCTI CBOTO MPOCTOPY MOKINBOCTEH
3a IOMOMOT'0I0 MEXaH13MIB 3BOPOTHOTIO 3B'SI3KY.

JI7iss omucy irpoBOro TPOIECY PO3PI3HSIOTH TMOHSTTS TOJOBHOI IrpoBOi
MEXaHIKA, a TaKOoX TOHATTS OCHOBHUX Ta JpyropsaHux. l'ojoBHa irposa
MeXaHiKa MpeJICTaBIIsIe€ ONMUC 1, SAKi IPaBeIlb BUKOHYE 3HOBY 1 3HOBY MPOTSATOM
yciel rpu. OCHOBHI BKJIIOYAIOTh BC1 MEXaHIKH, SIK1 JOCTYITHI TPaBIIEBI IMiJ Yac
BCi€i rpu abo CTalTh AOCTYIHUMHU Ha paHHIX cTajisx rpu. Hampuknan, mns
Grand Theft Auto ue cTpinsHUHA, TOETUHKU B OIMKHBEOMY 0010, BoAiHHS. [pyri
MOKYTh 3aCTOCOBYBATHCSI TPABIIEM 3a TIEBHUX YMOB, HAITPUKJIAJ, MICJISI TOTO, SIK
ITPOBHUIA IEPCOHAXK JJOCSTAE TIEBHOT'O PIBHS MaCTEPHOCTI.

Sk BiIOMO, OJIHIEIO 3 OCHOBHMX MEXaHIK Cy4YaCHHX KOMIT IOTEPHHUX Ir0Op €
NEPEMIIICHHS Y MPOCTOpP1 Ta Yacl, a TaK0X KEpyBaHHs TPAHCIOPTHUMH 3aco0a-
MHU. 3 TEXHIYHOI TOYKH 30pY B Irpax 3 MOJAIOHOI MEXaHIKOI BaXJIHMBUM € IO-
JIO’)KEHHS ITPOBOTO €JIeMEHTa, HAmlpsIM, B SKOMY BiH PYXa€ThCs, a TAKOXK Tepe-
THUHY Ta 31TKHEHHS 3 1HIIMMHU 00'€KTaMH.

®Di3UKy BUKOPHUCTOBYIOTh SIK OCHOBY y 0araThOX Cy4YacHHUX irpax, moyu-
HAIOYU 3 IIYTEPIB 1 3aKIHUYIOYU Ka3yaJIbHUMH TOJI0BOJIOMKaMu. Bapto 3a3navu-
TH, 11O 111 MEXaHIKa He 3aBXKJIH MiIKOPsA€EThCS 3akoHaM HbIOTOHA 1 3aJI€KHUTh BiJl
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CETTHHTY.

3aBaaHHs PO3POOHUKIB IrOp MOJSATaE B TOMY, 10O CTBOPUTH MEXAHIKY, SIKY
rpaBlll MOXYTh BHUKOPUCTOBYBaTU [jIsi B3aemonili 3 rporw. Il B3aemonii
3MIHIOIOTh CTaH rpu. IrpoBa MexaHika 4acTo, ajge He OOOB'SI3KOBO MpHU3HAUYECHA
JUTS TIOZIOJIAHHS TPY/IHOIIIB, MOIIYKY KOHKPETHUX MEPEXO0/iB B IrPOBOMY CTaHi.
JluzaitHepu CTBOPIOIOTH 0a30BY MEXaHIKY JJIsl TPaBIls, CHIBBIIHOCSYH OCHOBHI
3aBAaHHS TPU 3 HAOOPOM MEXaHIK, KOPUCHUX 1X MOI0JIaHHS.

He MeHIm BaXIMBHM colliadbHa B3a€MOis MK TpaBisaMu. Panime BoHa
oOMexyBasacsi 3a00poHaMHU Ha JIOTOBIpHI MaTdi Ta Migka3ku. 3apa3 6araTo OH-
JaitH-Irop, HaBMAKH, 320X0UYIOTh KOPUCTYBAYiB 3a JIOMOMOTY 1HIIIUM TPaBIM,
3aMpOIIECHHS IPYy31B Ta y4acTh y PI3HUX BHYTPIIIHBOITPOBUX 1BEHTaX.

Hacamnepen mnoTpiOHO 3ayBaKUTH, IO MICJSI OCBOEHHS BCiX 0a30BHX
MEXaHIK y I'paBIlsl HACTAE TaK 3BaHa CTaJisl BUTOPSIHHS Ta IHTEPEC 10 I'PU MOCTY-
MOBO CXOJUTh HaHIBEIb. BUMPaBUTH II0 CUTYaIllI0 JOMOMOXKE MOJICpHI3allis
MEXaHIKA 32 PAaxXyHOK 30BHINIHIX yMOB. Ti X CTpUOKH, HampuKIaJ, MOKHA
YPI3HOMAHITHUTHU PI3HUMHM JipTaMu ab0 KaramyiabTaMu a00 OCHACTUTH JOJAT-
KOBUMH BJIACTUBOCTAMHU (DI3UKH, SK1 TOJaTyTh TEUMILICH HerependadyBaHICTh.
[le Mmoke OyTH yCyHEHHSI MPOTHMBHHKIB YJApHOIO XBWJICIO NIPH MaJiHHI Ha HUX
3BEpXY, a MOXe, 1 HOBUH CIOCi0 MmepeMileHHS.

Skio 3ampomoHyBaTH Pi3HI CMOCOOM BHUKOHAHHS THX CaMHX 3aBJaHb
pI3HUMH crioco0aMH, irpOBHI JOCBIJ CTaHE OLIBIN 3aXOIUTIOIYNM. Y IIBOMY BH-
NajKy TPaBIEeBl MOTPIOHO BUSBUTH KMITJIUBICTb.

Takum urHOM, MOKHA 3pOOUTH BUCHOBOK, 10 MEXaHIKa 3aJeXHUTh Bia Oa-
JaHCy, SKHM JIErKO TMOPYIIMTH NpPH JOJaBaHHI HOBOro (yHKIIOHamy abo
BHECEHHI 3MiH JI0 ICHYIOUHMX MeXaHIKiB. €uHuil crocib 3'sicyBaTu 11e — IpoBec-
TH HU3KY T€CTYBaHb, 02)KaHO 13 3aTyYEHHSIM CTOPOHHIX JIFOACH.
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