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Abstract

The article examines principles for balancing level difficulty in puzzle games with step-by-step solutions. It
presents an overview of methods for introducing mechanics, building a learning curve, and maintaining player
engagement based on classic games. The author’s game, which uses a time-rewind mechanic to create player
clones and interact with spatial objects, is described, and the application of a formal level parameterization model
for predicting difficulty is demonstrated. Examples of difficulty calculations are provided, allowing for level ad-
justments and the creation of a balanced progression.

AHoTAaNis

VY cTaTTi pO3MIIANAarThCS NMPUHIMIN OanaHCYBaHHS CKIAJHOCTI PiBHIB y TOJOBOJOMKAX i3 IOIIArOBHMH
pimennsmu. [IpeacraBieHo Orisii METO/IB BBEJACHHS MeXaHiK, MOOYI0BH HABYAIBHOT KPUBOI Ta MiATPUMAHHS
iHTEpecy IpaBLs Ha OCHOBI KIIaCHYHHX irop. ONMCcaHo aBTOPCHKY IPY, SIKa BUKOPUCTOBYE MEXaHIKy ITOBEPHEHHS
Yacy JJIsi CTBOPSHHS KJIOHIB IPaBIsl T B3AEMOJIIT 3 IPOCTOPOBUMH 00’ €KTaMH, 1 MPOIEMOHCTPOBAHO 3aCTOCYBAHHS
dhopMabHOT MOJIeNTi MapaMeTpu3allil piBHIB Ui MPOrHO3YBaHHS CKJIAAHOCTI. HaBeneHo mpukiaau oOYUCICHHS

CKJIaJTHOCTI, 1110 JIO3BOJIIOTH KOPUTYBAaTH PiBHI Ta (hOpMyBaTH 30a7IaHCOBAaHY MPOTrPECito.
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Beryn. T'onmoBonoMKkM crnmparoThCs He Ha pe-
(iexcu, a Ha 3/aTHICTH TpaBls PO3IMI3HABATH 3aKO-
HOMIPHOCTI, pO3yMITH IIpaBHjIa Ta TBOPUO MOETHYBATH
MexaHiku. Yepes e OagaHCyBaHHS CTa€ IICCIPSIMO-
BaHHMM Ta ITEPAaTHBHHUM IIPOLIECOM: KOXEH PIBEHb Ma€
OyTH JOCTaTHBO CKJIAIHUM, II00 BiA4yBaTHUCS KO-
pPHCHHMM, ajie HE HACTUIbKU CKIaJHHM, 00 MPU3BO-
JIUTH IO pO34apyBaHHS.

Bararto cy4acHuX To0BOJIOMOK 1T00OYy/J0BaHi HaB-
KOJIO MOCIJJOBHOCTI PyYHO CTBOPEHHUX piBHiB. KoxkeH
piBEHb BUCTYIIAE SIK BUKJIUKOM, TaK i HAaBYAIBHUM 1H-
cTpyMeHTOM. L{s1 cTpyKTypa cTBOpIOE yHIKaNbHI Ipo-
Onmemu GanmaHCYBaHHS:

e Sk cmin BIpOBapKyBaTH HOBI MEXaHIKU?

e Ik MIBHIKO Ma€ 3pOCTaTH CKIAJIHICTH?

e Sk rpa MOXe MiATPUMYBATH 3aIiKaBJICHICTh
MPOTSTOM AECATKIB a00 COTEHb PiBHIB?

V 1iif poOOTI aHANI3YIOTECS IIi MPOOIIEMH Ta TIPO-
MOHYETHCS CTPYKTYPOBAHHH MiAX1/ 10 iX BUPIIICHHS.

AHaJi3 iICHYIOUHX roJI0BoJIOMOK. [lepen TuM sk
3aCTOCOBYBaTH (opMasibHi MOAENi CKJIAaJHOCTi, KO-
PHCHO PO3IJISIHYTH MiIXOAH 10 OajJaHCYBaHHS, SIKi BH-
KOPHCTOBYIOTh BIJIOMi T'OJIOBOJIOMKH. AHaji3 iCHYIO-
YHX Irop J03BOJISIE 3PO3YMITH, SIK IOEAHYIOTHCSI HaB-
YaHHS, BUKIUK 1 MIOCTYIIOBE YCKJIATHEHHS PIiBHIB IJIs
MiATPUMKH IHTEpECY TPaBIIs.

1) Portal / Portal 2

e Cepis BHUKOPHCTOBYe NpUHUUI “teach —
verify — challenge”: cmouaTky HOBa MeXaHiKa JIEMOH-
CTPYEThCSI Y OE3MEeYHOMY Cepe/OBHII, IOTIM 3a-
KPIILTIOETHCS, @ J1ajll KOMOIHY€eThCS 3 MONIepeIHIMU Me-
XaHIKaMU.

e BukopucrtaHHS TOPTalNbHUX [BEpell HaBYaE
TpaBIlsl IPOCTOPOBOMY MHUCIICHHIO Ta TalMIHTY, TpH
OFOMY KOXXHHU HOBHH piBEHBb IIOJIA€ OJWHJBA eJie-
MEHTH, MO0 YHHKHYTH KOTHITHBHOTO IEpEBaHTa-
JKCHHSL.

2) The Witness

e ['paBenb HaBYAETHCS 0€3 TEKCTOBUX ITiIKA30K.

e PiBHI CTpyKTypOBaHi Tak, 0 BiIKPHUTTS Mpa-
BHJI BiIOYBAETHCS Uepe3 MOBTOPIOBAHI Bapiariii.

e OCHOBHHWI TIPHHIMI: caMOCTiiiHe BHBe-
JEeHHSsI 3aKOHOMIPHOCTEIA.

e bamanc nocsraeTbCs 4epe3 KOHTPOIBOBAHY
€KCIIO3HUIIIF0: HOBAa MEXaHIKa 3 SIBIIIE€THCS TIJTBKH MiCIIs
OCBO€HHS IIOIIEPEIHBOI.

3) Braid

e MexaHiKa 4acy BBOJUTHCS IOCTYIIOBO Y CBIiTH
3 0OMEKEHOIO KUTBKICTIO 3MIHHHUX.

o KoxeH CBIT 3HAOMUTH TPaBIsS 3 HOBUM TH-
TOM B33a€EMOJIi 3 YacoM, IO JIO3BOJISAE IIAHOMIPHO
T IBUATITYBAaTH CKIAAHICTb.
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o JlomaTkoBUH €(EKT: CTUMYIIOE TPABISI MH-
CJIMTH HA3a/] i Bepen y Jaci.

4) Baba Is You

e [IpaBuia rpu 3MIiHIOIOTBCS B peajbHOMY Yaci.

e PiBHI rpymyroThCcs 3a THUIAMHU B3a€EMOJIL: 1€
JI03BOJISIE YHUKHYTH OJHOYAaCHOTO BBEJIEHHS KUIBKOX
CKJIQIHUX MEXaHiK.

e bananc mocsraeThes yepe3 0OMEKEHHS KiJlb-
KOCTi OJHOYACHHX TMPaBWJI i KOHTPOJHOBAHY IPO-
rpecito.

Omnuc aBTOPCHKOI rPU. ABTOPCEKA Ipa € 130MeT-
puuHoto rojoBojomkoro st [1IK. I'paBens npoxoauts
MIOCITIZIOBHICTh PIBHIB, BHKOPHCTOBYIOYH MEXaHIKy MO-
A0po:ki B 4aci, sika (aKTHYHO JJ03BOJISIE CTBOPIOBATH

KJIOHIB — Komil momepeaHix Iiif rpaBsd, IO
B3a€EMOJIIIOTh 13 MEXaHI3MaMH PiBHSL.
Tabuauns 1.
Mexanika Onuc Bara ckiaan-
HOCTI
IMomopox B aci (cTBO- CTBOpIOE KOIIiF0 TPaBIIs, KA IOBTOPIOE MTOTIEPEIHI il Ta Te- 3
PEHHS KJIOHA) peMmilrye TOTOYHOTO IPaBIs B Yaci
Hatucki T BinkpuBaroTs 1Bepi a00 aKTUBYIOTH €IEMEHTH 1
Jlazepu Mo>XyTh 3HUIIUTH TPaBIld 200 aKTUBYBATH JIa3epHi MpHitMadi 2
J3epkana BinOuBaroTh J1a3epu, 3MiHIOIOYH HAIPSIMOK 2
Pyxowmi miatdopmu CaMOCTiITHO TepeMiIyIOThCS B IPOCTOPI 2
Pyxomi kopoOku [epeMimneHHs] KOPOOOK ISl aKTHBALIIT TUTUT 1
ITacTtkn MOo>KyTb 3HUIINUTHU I'paBLs 1
HinboBa ayauropis Ta miiargopma: e TIIpocropoBa CKIagHICTE: 3
e [lmardopma: I[IK e HapuanbHe HaBaHTaXXeHHS: 1
e Aymuropis: rpasii, sIKi JFOOISATH JOTI4HI Ta Ch=3+2+2=7
IHTEJIEKTyalbHi BUKJIHKH. C, =73
e [Iporpecisi: KO)KEH HACTYIHHH PiBeHb BBO- Le=1
JIATH HOBHUM BUKJIUK a00 MO€JHAHHS MEXaHIK, 1100 D=12x7+4+1+%3+15%x1=84+3+1.5
HiATPUMYBATH IHTEPEC Ta CTUMYJIIOBATH MHUCIICHHS. =129
Monaens napamerpu3sanii piBHiB. KoxxeH piBeHb InTepuperanisi:  cepemHili/BUCOKHI  piBCHB,
MOXHA OTIMCATH BEKTOPOM NapaMeTpiB: KOMOiHYBaHHS MEXaHIK.
P=(C,CsL,) MNpuxaan 3

ae:

e Cm — mexaHi4YHa CKJIATHICTH: CyMapHa
Bara ycix MeXaHiK Ha piBHI.

e Cs— npocTopoBoQYHKIIOHAIBHA CKJIA-
HICTB: KUTBKICTh 00’€KTiB, aKTUBHHX 30H Ta IHTEpaK-
TUBHHUX CJICMCHTIB.

e Lt— HaBya/JbHe HABAHTaXKEHHSI: OLliHKA
TOT0, HACKUJIbKH PiBeHb BBOJUTH HOBI MEXaHIKH a00
KOMOIHYE 1X JIJIs TPEHYBaHHSI.

®opmyna OWIHKH CKJIAJAHOCTI.
PIBHSI OOUUCIFOETHCS:

D =w;Cp, +w,Cs +w3L,
1€ Wy, W,, W3— Bard rnapameTpis.

L1i Barn Mo>xHa KOPUTI'YBaTH Ha OCHOBI TeseMeTpil
TpaBIIiB: CepeaHil Yac MPOXOHKEHHs, KiJIbKICTh Iepe-
3aBaHTa)KEHb.

Ipukaaau po3paxyHKy CKJIATHOCTI.

Mpuxaan 1: [louaTkoBuii HABYAJBLHUI piBeHb

e Mexaniku: [Tnuta (1), Ko (3)

e [IlpocropoBa ckmamHicTh: |

e HapuanbHe HaBaHTAXKECHHS: 2

e Baru: wi=1.2, w2=1.0, w3=1.5

CKi1aHiCTh

Cn=1+3=4
C=1
L =2

D=12+x4+1%1+15%2=48+1+3=2838
InTepnperanisi: yerkuii/cepenHii piBeHb, HaB-
YaJbHUH.
Mpuxaan 2: PiBens i3 1azepom i miardopmamu
e Mexaniku: Knon (3), Jlazep (2), [Inatrdopma
O]

e Mexaniku: Kion (3), Jlazep (2), [Tnardopma
(2), Itoexanns (1), [Tnutu (1)

e [IlpocropoBa ckiagHicTh: 4

e HapuanbHe HaBaHTa)KeHHA:

Crn=3+2+2+1+1=9
C,=4
Ly=0
D=12+9+1%4+15+x0=108+4+0=14.38

InTepnperanisn: BUCOKHI pIBEHb.

BucHoBKH. Y CTaTTi 3a1IpOIIOHOBAHO (OPMAIBHY
MOJIEJIb OLIIHKH CKJIaAHOCTI PiBHIB IOJIOBOJIOMOK 1 O~
Ka3aHo ii 3aCTOCYBaHHS Ha PeaTbHOMY MPOEKTi. Mo-
JIeTIb JI03BOJIsIE aBTOMATH3YBaTH YaCTHHY POOOTH 3 I10-
OyZIOBH TpOrpecii, OIiHIOBATH AKICTh PiBHIB Ta KOPH-
ryBatn ix 3ajexHo Bix Qindexky KOpHCTyBadiB.
Hageneni npukiaay 10BOIsTh, IO HapaMeTPHU30BaHHUI
MIX1 MOXKE CIyryBaTH e(eKTHBHUM IHCTPYMEHTOM
JUTSL TOJIOHUX TIPOCKTIB.
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