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Po3pobka Bifeo irop - ranysb L0 CTPIMKO 3pOCTae
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BukopuctaHHA MeTpUK Ana aHanidy Bigeo irop

@ Me puky BHYTPIIIHLEO-ITPOBOT0 POCTY - aHAIII3 YIOTh IPOBHUI MIPOIIEC
e MeTpuUKH 3a71y4€HOCTI Ta MOHE TU3 AIIll - BKa3 YIOTh HAa CTYIIHb 3 aI[IKABJIEHOCTI
e MeTpuku nNponeciB po3po0OKHU - XapaKTe PU3 yIOTh NPOLEC PO3POOKU B KOMaH/1



[Tpobnema iCHY4YMX METPUK - BUKOPUCTAHHS TeNnemMeTpil

BupilleHHsa - nepenTn Ha BUKOPUCTaHHS BUMOT, A4S nobyaoBu
METPMUK.

[MpeameTHa o0bnacTb: irpn 3 BiAKPUTUM CBITOM.




[emoHcTpauiga poboTn cUCTEMU Ha pearibHIi rpi

Game metrics analyzer Project Diagrams Data Setup Metrics Log Out
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AHani3 HanoBHEHOCTI CBITY CTOPOHHIMU aKTUBHOCTAMMU | BOporamm




AHani3 npongeHunx wnaxie. Backtracking




Uac BuTpayvyeHnn Ha KOXXeH BMO akTUBHOCTI Ta 3arafbHUn

Game metrics analyzer Project Diagrams Data Setup Metrics

& Analyze project ‘AII Quests width Distractions

Total Playtime
Time Spent on Each Activity (s)
Time Spent on Each Quest (s)
Distance Between Every Quest (m)
Time Between Every Quest (s)
Total Play Time (h): 1.43
Enemy Types Between Quests
Enemy Variery Change
Quantity of Each Enemy Type

Time Spent on Each Enemy Type (s)

Places of Interest Quantity Between Quests




ac MK KBecTamMu

Time Between Every Quest (s)




TpuBanicTb KOXXHOIO KBECTY

Time Spent on Each Quest (s)

600

400




KinbKICTb BOPOTiB KOXXHOIO TUMY
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B1CHOBKU

e Po3pobrieHo Habip MeTpUK, AN aHani3y Bigeo irop Ha OCHOBI ONMUCY BUMOT,
00 rnovaTky po3pobKkm NpoaykTy.

e PeanisoBaHo [oLaTOK 34aTHUN po3paxoByBaTU METPUKM.

e [IpoBeneHo aHani3 peanbHOI rpy 3a 4OMNOMOro Po3pobneHnX IHCTPYMEHTIB.
BiH no3BonmB BUSBUTM 0COBNMBOCTI 1T CTPYKTYpU, a came: backtracking,
HepPIBHOMIPHMIM Yac MiXK KBeCTaMu, po3rnogdin Yyacy MixX BugamMmu OissfibHOCTI, Ta
GanaHc Tunie BOPOriB.
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