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Pestome. B paboTe omucaH MeTOJ ajanTalliyd Ipolecca OOyYeHHs B aJaNTHBHBIX POJIEBBIX
0o0yJaomuX Hrpax, OCHOBAaHHBI Ha IUHAMUYECKOM KOHTEHTHOM COIJVIACOBAaHMM HEIMHEWHBIX
00yJaromero U WMrpoBoro cieHapuen. OOydaromuii CIieHApUHA W COIOCTABJICHHBIA €My WIPOBOM
CLEHAapUil  IPEACTaBISIIOTCS  CTPYKTYPHO-YIOPSAOYEHHBIMU  IIPOCTPAHCTBaMH.  MexaHHu3M
JUHAMHYECKOTO0 KOHTEHTHOTO COTJIACOBaHMS HENIMHEWHBIX OOYYaroLIero M WIPOBOTO CIIEHApHUEB,
peann30BaHHbIN B UTPE, OCHOBAH Ha aKTHBALIUH IIPEIONIPEACIICHHBIX UTPOBBIX COOBITUH B 3aBUCUMOCTH
OT BBEIOPaHHOTO UTPOKOM Pa3BUTHS UIPOBOTO CrokeTa. Kaxmomy BUANMOMY M HEBUAUMOMY OOBEKTY
HAIPOBOI'0 MUPA HA3HAYAIOTCS TPUITEPBI B COOTBETCTBUU € IIOCTPOCHHBIM IIPOCTPAHCTBOM 3HaHUU. [Ipu
MONAJAaHUN IEPCOHa)ka B WIPOBYIO CHUTYalMIO, MPUBA3aHHYI0 K OOJIACTH [IEHCTBUS TpuUITEpa,
AKTUBU3HUPYCTCA U BBIZBIBACTCA CUCTEMA ANAJIOTOBBIX OKOH JJId BBINIOJHCHUA 3aJaHUA, COCTaBJICHHOI'O
3TOUW MrpoBOM cutTyanuei. Urpok TMHAMHUYECKHA CTPOUT CBOM UI'POBOM CLIEHApUI B 3aBUCUMOCTH OT
BbIOOpa CTpaTeruyl OCBOCHMS NPOCTPAHCTBA 3HAHMN M BBINOJIHEHHS COOTBETCTBYIOILMX HIPOBBIX
33JlaHUil, TIPH 3TOM PEANTU30BaHHBIA B HWIPEe METOJ AMHAMUYECKOIO KOHTEHTHOTO COIIACOBAHMS
o0ecrieurBaeT OCBOCHHUE BCETO MPOCTPAHCTBA MPH JI000# cTpareruu, opMupyemoit urpokom. Onucan
croco0® peanm3anuu MeToga B oOydaromiedt poneBor urpe Kammm mms u3ydeHus OOBEKTHO-
OpPHUEHTHPOBAHHOTO MPOTPaMMHUPOBAHUS U A3bIKa C++.

Knwouesvie cnosa: obydaromiasi urpa, amantuBHas oOydaromnasi Wrpa, oOydarolluii Kypc, MOJENb
aJlanTalm, METO/1 aJIalTallui, HEJIMHEHHBIN CLIEHApUM, IPOCTPAHCTBO 3HAHUM.
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Abstract: The paper describes a method for adapting the educational process in adaptive role-playing
learning games using dynamic content matching of nonlinear learning and game scenarios. The training
scenario and the game scenario, associated with it, are represented by structurally ordered spaces. The
mechanism of dynamic content matching of nonlinear training and game scenarios implemented in the
game is based on the activation of predefined game events in relation to the plot path chosen by the
player. Triggers are assigned to each visible and invisible object of the game world in conformity with
the constructed knowledge space. When a character enters a game situation tied to the trigger's scope,
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a system of dialog boxes is enabled to complete the objective, set by this game situation. The player
dynamically builds their game scenario depending on the choice of a strategy for mastering the
knowledge space and performing the corresponding game tasks while the method of dynamic content
matching, executed in the game, ensures the development of the entire space in terms of any strategy
formed by the player. The means of the method employment in the Cammi learning role-playing game
for studying object-oriented programming and the C++ language is defined.

Keywords: learning game, adaptive learning game, training course, adaptation model, adaptation
method, nonlinear scenario, knowledge space.

For citation: Khairov A.V., Shabalina O. A., Kataev A.V. Implementation of the method for dynamic
content matching of learning and game scenarios in an adaptive learning game. Modeling,
Optimization and Information Technology. 2022;10(1). Available from:
https://moitvivt.ru/ru/journal/pdf?id=1107 DOI: 10.26102/2310-6018/2022.36.1.002 (In Russ).

Beenenune

CoBpeMeHHbIE TEHACHIMH OO0Y4Yaromero MpOorpaMMHOTO OOECIICYeHHsI CBSI3aHBI C
pa3paboTKOl alanTHBHBIX OOYYAIOIIMX CHCTEM, PEIN3YIOIIUX MepCOHU(UIMPOBAHHBIN
npouecc OOydeHHS Ha OCHOBE aHalM3a IIOBEJCHUS IIOJB30BATENs B IIPOIECCE €ro
B3aUMOJIEHCTBUS ¢ cucTeMoil. OCHOBHOW XapaKTepUCTUKOH, MCHOIb3yeMON B 0OydaroLIuX
cucTeMax JUId aJanTaluy Ipolecca oOydeHUs, SBISETCS ypOBEHb 3HAHUM I10JI30BATEIS.
PazpaboTka Takux 00y4arouX CUCTEM OPa3yMeBaeT IOCTPOCHUE CTPATErnu 00ydeHus Jis
Ka)X/I0TO TT0JIb30BaTENsl B 3aBUCUMOCTH OT €T0 TEKYIIETO YPOBHS 3HAHHIA.

OpHUM U3 pa3BUBAIOLIMXCS TPEHIOB B cepe pa3padoTKy 00yyaroIero nporpaMMHOI0
obecriedeHust SBISIETCS pa3paboTKa OOYYalOIUX WIp, IMporecc OOydeHUs B KOTOPBIX
peaan30BaH B UTPOBOM KOHTEKCTE.

HoBeiM mraroMm B pa3paboTke OOy4arOImUX KOMITBIOTEPHBIX WUIp  SBISETCA
nepcoHuukanus npouecca o0yuyeHus: B MTPOBOM KOHTEKCTE, T. €. pa3padoTKa aJanTUBHBIX
oOyyaromux urp [1]. ArantuBHas 00ydaromnas urpa MO>XeT pacCMaTpUBATHCS KaK aJlallTUBHAS
o0yyaroIasi cucrema, nporecc o0ydeHus B KOTOPOM peaan3oBaH B UTPOBOM KOHTEKcTe [2].
Opnako mpsIMO EpEeHOC MOJIENe U METOI0B, pa3pabOTaHHBIX [ aJaTUBHBIX 00Y4aIOIINUX
CHCTEM, B a/IalITUBHBIE 00YYaIOLIe UTPBI, HE BCET1a BO3MOXEH. Tak, B poJIeBbIX 00yJaroINX
urpax oOy4aromui ciieHapuil TOJKEeH OBITh TaK WIIM HHAYe MPHUBSI3aH K UTPOBOMY CIICHAPHIO.
CoBMmeleHHEe JBYX JIMHEHHBIX CLIEHApUEB HE MpEACTaBiIsIeT co0OW cepbe3HOM MpoOIeMBI.
OnHako U1t TOCTPOSHUSI HHINBUAYAIBHBIX CTPATETUii O0YUECHHUS B aIallTUBHBIX 00YUYaIOINX
cucTeMax CTPYKTypa oO0ydarollero clieHapus J0JDKHBI ObITh HelnHeHoH. COOTBETCTBEHHO,
pa3paboTKa aJanTUBHBIX POJIEBBIX O0yUYaIOUIUX UIp (UTP CO ClieHapueM) TpedyeT pa3paboTKu
HETPUBUAIBHBIX PEIIEHUH M0 00eCreueHHI0 COBMECTUMOCTH HEIMHEHWHBIX OOYdalollero u
UTPOBOTO CIIEHAPHEB.

MeToa TMHAMHYECKOI0 KOHTEHTHOI'0 coraacoBaHnus, oﬁyqaloluero U UTPOBOTO
CIICHApUEB B alallTUBHBIX 06yqammnx urpax

B [3-6] pa3paboTtan mMeTox ajanTally Mpoiecca oOyd4eHUs B aJalTUBHBIX POJIEBBIX
00y4aroluX Urpax, OCHOBaHHBIN Ha JUHAMHYECKOM KOHTEHTHOM COTJIACOBAaHUU HETMHEIHBIX
o0yyJaroIero u UrpoBoro creHapuen. HenmHeiHbIil oOyuatomuid cuieHapuid mpeacTaBisercs
IIPOCTPAHCTBOM 3HAHUM, KOTOPOE CTPOUTCS KaK BIIOKEHUE HCXOJHOM CTPYKTYpHI
oOyyaromero kKypca B pemerky [7]. DineMeHTamMM HpOCTpaHCTBA SBISAIOTCS (pparMeHTHI
3HAHUMU, CBSI3U MEXAy (parMeHTaMu OTpa)karoT JIOTUKY UX ocBoeHus. KaxxaoMmy aneMeHTy
NIPOCTPAaHCTBAa 3HAHUI coOMOCTaBisAeTCs oOOydaromiee JeHCTBHE, KOTOpoe HEeoOXO0IUMO
BBINIOJTHUTH JJI U3y4EHHS] 3TOro ()parMeHTa 3HaHUH (Hampumep, U3ydeHHe TeOPEeTHUECKUX
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MaTepHaJioB, BBIIOJHEHHE MPAKTUYECKOTO 3aJlaHMsl, IPOXOKICHNE TECTUPOBAHUA U T. 1.), U
COOBITHE HUIPOBOTO CICHApPHsS Kak HMHTEpIperanus oOydaromero JeiCTBHS B HIPOBOM
KOHTEKCTE.

CtpyKTypHasi yHOpsJOUYEHHOCTb pEIIETKH [7] MO3BOJSET MPEACTaBIATh IPOLECC
B3aMMOJCHCTBHUS I0Jb30BATENl C IPOCTPAHCTBOM 3HAHUM Kak 3aBHMCHUMOCTb COCTOSIHMS
[I0JIb30BATEIs] HA IPOCTPAHCTBE OT JEHCTBUI, COBEPIIAEMBIX MM HaJ 3JIEMEHTaMHU
IIPOCTPAHCTBA, W U3MEHSAIOIIUX COCTOSHHUE OCBOCHHOCTH 3TOro IpocTpaHcTsa. [Ipm stom
Kbl IOJIb30BaTeNh CBOOOAEH B BBHIOOpPE [EHCTBUH, OMpPENENsSEMBIX €ro TEKYIIUM
COCTOSIHUEM, U BBICTPAUBAET CBOIO IEPCOHAIIBHYIO CTPATETUI0 O0yUYEHHUS.

WuTerpanus o0y4aromux AeWCTBUI B UTPOBOI KOHTEKCT OCHOBaHA Ha peanu3anuu 31-
nojxonaa, onucanHoro B [8-10]. IIpu 3ToM mOCTPOEHHOE MPOCTPAHCTBO UTPOBOTO CLICHAPUS
CTPYKTYpPHO-3KBUBAJIEHTHO POCTPAaHCTBY 3HaHUM (PucyHnok 1).
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Pucynok 1 — IIpocTpaHCTBO 3HAaHUI B UTPOBOM KOHTEKCTE
Figure 1 — The space of knowledge in the game context

OcBoeHMEe NMPOCTPAHCTBA 3HAHWW U UTPOBOM KOHTEKCTE 3aKJIOYAeTCsl B BHIOOpE U
OCBOEHUH DJIEMEHTOB IPOCTPAHCTBA, AOCTYNHBIX B TEKYIIMH MOMEHT BpeMeHHu. Mrpok
BBITIOJIHSIET HMTPOBOE JIEUCTBHE, COIMOCTaBICHHOE (parMeHTy mpocTpaHcTBa 3HaHuil Cl,
TpeOyroliiee BBIMOJHEHU oOydaroniero 3afanus. [locie ycnemHoro BBIMOJHEHUS 3a/laHus,
UTPOKY JOCTYNHBI JIeHCcTBUSA, comocTaBieHHble 3neMeHTam C2, C3 u C4; urpox BbIOpan
UTPOBOE JIEHCTBHE, BBIIOJIHEHUE KOTOPOro TpeOyeT M3ydeHus (parmMeHTa MpOCTpaHCTBA
3HaHuid C2. Ilocnme ycmemHoro BBIIOJHEHUS HUIPOBOTO JIEWCTBHUSA, COINOCTABIEHHOTO
¢parmeHTy mnpoctpaHcTBa 3HaHMM C2, MO CIEHapHUIO JOCTYNHBI HUIPOBbIE JEHCTBHS,
corocTaByieHHble 3nemeHTaM C3 u C4; urpox BbIOpasl UrpoOBOE JAEWCTBHE, BBINOJIHEHUE
KOTOporo TpeOyeT u3yuyeHust ¢parmeHTa mnpoctpaHctBa 3HaHuil C4. Ilpouecc ocBoeHus
MPOJOJIKAETCA IO Te€X MOp, MOKa UTPOK HE OCBOUT BCE AJIEMEHTHI MPOCTPAHCTBA, MIPU 3TOM
HUKaKasl BBIOpaHHAasi UTPOKOM CTPATErusi OCBOCHHUS HE HapyIllaeT 33aHHYIO JIOTUKY OCBOCHHUS
npoctpancTtBa. Ha PucyHke 2 mpencrtaBieH npumep CTpaTErMd OCBOEHHUS IMPOCTPAHCTBA
3HAHUH U UTPOBOM KOHTEKCTE.

Takum o0pa3zom, cTpareruss oOydyeHHUs, IOKa3aHHAs Ha pPHUCYHKE 2, BKIIOYaET
CIeyIOIYI0 TocneaoBarenbHOCTh UTrpoBbix nedctBuit (LA1/GA1, LA2/GA2, LA3/GA3,
LA4/GA4, LAS/GAS, LA6/GA6, LA7/GA7, LA8/GAS, LA1/GA1). Ota cTparterus sBiseTcs
HE €IMHCTBEHHOM, T.K. Ha Ka)KJOM IIare mpoiiecca 00y4eHus Moab30BaTelb MOKET BHIOUPATh
moboe neiictBue GA1 M3 Habopa JTOCTYIHBIX B HACTOSNIMNA MOMEHT BPEMEHH AJIEMEHTOB
HEJIMHEWHOTO CLEHAapHUs, ONPEENIIEMbIX HAa MPOCTPAHCTBE 3HAHUHI IO pE3yJIbTaTaM OLICHKU
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ero Tekymux 3HaHui. Kaxmas ctparerus oOydeHus, BO3MOXKHAs Ha MPOCTPAHCTBE 3HAHUH,
BKJIFOUAET BCE 3JIEMEHTHI IpocTpaHcTBa LA1/GA, HO OTIMYAIOTCS MOPSIKOM HX CIICTOBAHHUS.

s coxpaHeHHs JJOTUKM OCBOEHHS MPOCTPAHCTBA 3HAHHM MPH BBHIOOpE Pa3iHYHBIX
UTPOBBIX CTPATETHSX IS KaXI0Tr0 (hparMeHTa MpOoCTPAHCTBA, BKITFOYAIOIIETO N HECBSI3aHHBIX
JJIEMEHTOB, HEOOXOAMMO peajJn30BaTh nh! BapHAHTOB MOCIEAOBATEIHLHOCTEH HUIPOBBIX
JICACTBUU.
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Pucynok 2 — Ilpumep crparerun oOydeHUs Ha IPOCTPAHCTBE 3HAHUN
Figure 2 — An example of a learning strategy in the knowledge space

B oOmem cnydae, kaxaoMmy oOydaromeMy JIEHCTBHIO MOXET OBITh COIMOCTABJIEH B
UTPOBOM CIICHApUU HAOOp MIPOBBIX JEUCTBHI (ClieHapHil “‘oxuH-KO-MHOTEM) (PucyHok 3),
4TO IMO3BOJIACT paClIMPUTH I/IFpOBOﬁ CHeHapI/Iﬁ 1 MOBBICUTH €I'0 UT'POBYIO ITPUBJICKATCIIBHOCTDH
0e3 MoTepH JTOTUYECKHUX CBSA3EH 00YJaroIIero ClieHapHsl.
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Pucynok 3 — @parMeHT npocTpaHcTBa ACUCTBUI (CLIEHAPHH “OTMH-KO-MHOTHM)
Figure 3 — Fragment of the action space (one-to-many scenario)

Peanuszanus Merona B aJanTHBHON 00y4yaroleil urpe ¢ HeJJMHEHHbIM UTPOBBIM
cLHeHapueM

B kauecTtBe nmpoTotuna O6bu1a B3sTa posieBas ooydaromas urpa «Kammm» 11 usydenus
00BEKTHO-OpHueHTHpOoBaHHOTO TporpammupoBanust (OOII), peanu3oBaHHas B XKaHpE escape-
room [5]. ITo croxery urpsl rinaBHbIM mepcoHaxkeM siBisiercst «IIpodeccop KamaeB» (c
paspemenust mpodeccopa kadenpsr CAIIP um ITIK Bosrorpaackoro rocynapcTBEHHOTO
TEXHUYECKOI'0 YHHUBEpCUTETa, 1.T.H., Kamaea Basepus AnatonbeBuua), CO3HaHHE KOTOPOTO
B pe3yibTaTe HeyAayHbIX OnbIToB (PHCYHOK 4) mepeMecTWaoch B MalleHBKOTO poboTa,
coctosiiero u3 16 maruutoB — Kammu. B cBoeM HOBOM cocTOsiHUM ITpo¢eccop OKa3bIBaeTCs B
MUpe OOJBIINX BELIeH, 0 KOTOPOM OH HMUYEro He 3HACT U B KOTOPOM OH HE yMeeT XHTb. s
TOTO YTOOBI BEpPHYTh MPO(ECccopy ero 4eIoBeUeCKHil 00K, UTPOK TOJDKEH mpoBecTd Kammu
710 1a00paTOpUU U MOYUHUTH YCTAHOBKY. JlJIs 3TOro eMy mpeCcTOMT OCBOUTHCS B HOBOM IS
HET0 MUPE ¥ BBIIOJIHUTH MHOKECTBO HT'POBBIX 3aJIaHHi. B mporiecce Urpsl HTPOK MOCTETIEHHO
paciMpsieT UrpoBOM Mup, 100aBisisl HOBBIX IEPCOHAKEH, NPUHUMAET HOBBIE (OPMBI,
oOy4yaercsi HOBBIM BO3MOXKHOCTAM. J[lyis 3TOro OH pa3zpabaThIBaeT HOBBIE KIACCHI C
pa3UYHBIMM CBOMCTBaMH, U CO3[a€T UIPOBbIE NEPCOHAXH, KAaK OOBEKTHI 3THUX KJIACCOB.
OnucaHue UIpoBOr0 MHpa, KOTOpoe co3aaeT Urpok, B koHTekcte OOIIl mpencrasnsiercs
JMarpaMMoOi KJIacCOB €ro CYHIHOCTEH.

Pucynok 4 — «IIpodeccop KamaeB» B 1ByX COCTOSHUSX
Figure 4 — «Professor Kamaev» in two states

Oo6yuaronmii kypc mo OOII, peann3oBaHHBIN B UTPE, BKIFOYAET MHOXKECTBO Pa3eiioB,
WHTEPIPETUPOBAHHBIX B UTPOBOM KOHTeKcTe (Tabmuma 1).
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Ta6muua 1 — Paznenst kypca (pparmenT)
Table 1 — Course sections (fragment)

Nnentudukarop | Pazgen kypca Urposoii paznen
pazzena Kypca
Cy bazoBble Tumb 3aaHue MoJIb30BATEIbCKUX JAHHBIX IS
JTAHHBIX npodus noas3oBarens (Maentuduxanms
TIOJIH30BATEJIS )
C, Kitaccer 1 00BbeKTHI Co3nanue nepcoHaxei Urpsl
Cs MeTons K1acca VYnpasiieHue nepcoHakeM UTphl
Cy Maccussl W3menenust popMbl epcoHa)Xa Urpsel

Hcxonnast cTpykrypa oOywaromiero Kypca npejictasisier coboit rpad, 3amaromuit
KOHEYHOE MHOXKECTBO (DparMEeHTOB 3HAHMI, COCTABIIAIONINX COJIEp)KaHUEe 00JIacTH 3HAHUH, U
CBSI3U MEXKIY (parMeHTaMH, OTPaKarolKe JOIMKY OCBOCHHS pa3/iejioB 00ydaroliero Kypca
(Pucynoxk 5).

®
(e)

PucyHnok 5 — @parMeHT cTpyKTypbl 00ydaromero Kypca
Figure 5 — Fragment of the structure of the training course

B mporotune urpst KamMmmu ctpykTypa Kypca, HOCTpOCHHAs pa3pabOTUYUKOM Kypca,
CBEpHYTa B JIMHEHHYIO LIETIOYKY MOCIEA0BATENbHO U3y4aeMbIX pa3zenoB. COOTBETCTBEHHO
UTPOBOM CIIeHapUii, COMOCTaBICHHBIN 00y4aloIIeMy CLEHAPUIO, TAKXKE SBISETCS JTUHEHHBIM.
®parMeHT JHMHEWHOW CTPYKTYphl pa3iesioB OOydYaroIIlero Kypca M COOTBETCTBYIOIIMX
00yuJaroIero ¥ UTPOBOTO CIIEHapUeEB MpeIcTaBlIeHbl Ha PucyHke 6.
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Pucynok 6 — JluneitHast cTpykTypa KOMOWHHUPOBAHHOTO CIICHAPUS
Figure 6 — Linear structure of the combined scenario

ITocTpoenue MpoCTPaHCTBA 3HAHUM I AJaNITUBHON BEPCHH HUIPbI

s mocTpoeHus MpOCTpaHCTBAa 3HAHUM B aJalTHUBHOW BepcuM OOydarolled WIrpbl
MCXO/IHBIN rpad onucaHus o0ydarolero Kypca, He CBOpauMBaeTcs B IMHEHHYIO CTPYKTYpY, a
BKJIAJIBIBAETCS B pEUIETKY, O0Opa3ymollyl0 CTPYKTYPHO-YIOPSAOYEHHOE MPOCTPAHCTBO
(Pucynok 7). HenuHeiHbIii KOMOMHUPOBAHHBIN ClIEHAPHIA, COTIOCTABICHHBII MOCTPOCHHOMY
MIPOCTPAHCTBY 3HAHMM, NpeACTaBiIeH Ha Pucynke 8.
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Pucynoxk 7 — IIpoctpancTBO oOyuaroriero kypca  PucyHok 8 — HenuHeliHbIi KOMOMHUPOBAHHBIH
Figure 7 — Space of the training course CIleHapHii
Figure 8 — Non-linear combined scenario

Jns opraHuzanuy Ipolecca OCBOEHHUS IMPOCTPAHCTBA 3HAHUM KaxAbld (parMeHT
MIPOCTPAHCTBA JIOJKEH 3aKaHUMBATHCA 3aJaHUEM, IO Pe3yibTaTaM OLEHKU KOTOpOro Oyner
OMPENENATHCA TEKYIIHI Ha00p (parMeHTOB, JOCTYIHBIX JUIsi OCBOEHUA. J{Jis 3TOro pasaens
Kypca, COMOCTaBlieHHbIe (parMeHTamM mpocTpanctBa C; u C,, JCKOMIIO3MPOBAHBI Ha
noanpocrpancTsa (Pucynok 9).
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LA LA, LAss LAza
GAL GAss GAszs GAzs
Caz Cas Cua
LA, LA:s LAss LAz,
GA.2 GA.; GA.. GAs: i
Cus C:
LA LA:
GA., GA:
(c.)
LA
GA:

Pucynok 9 — dparMeHT nmpocTpaHCcTBa 3HAHUH
Figure 9 — Fragment of the knowledge space

Omnucanue pa3aciioB KypcCa U 3JICMECHTOB IIPOCTPAHCTBA OTO6pa)KeHBI B Ta6JII/II_Ie 2.

Tabnuna 2 — CooTBETCTBHE pa3esioB Kypca U 3IEMEHTOB IIPOCTPAHCTBA
Table 2 — Correspondence of course sections and space elements

Unentudu | Tema oOyuaroiiero Nnentudu | UrpoBoe codbiTHE
KaTop 3aJIaHus KaTop
TEMBI CcOOBITHA
C; Br16op Tuma gaHHbIX LA Wnentudukaius noas30BaTeNs
C, Co3manne Ki1accoB U LAs Co3naHue raaBHOrO MEepCoHaXka
00BEKTOB KJIaCCOB urpsl Kammn
Csq PazpaboTka meToa kmacca LA, 4 OO6yueHue nepcoHaka JBMKECHHUIO
JIBUKEHUS BIEpE] BIEPEN
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Cso PazpaboTka meToa kimacca LA, O6yuenue Kammu qBHMKEHUTO
JIBUKCHHSI Ha3a]l Hazaj
Cs33 Pa3paboTrka meTona kiacca LA, 5 OOyuenne Kammu 1BUXEHHUIO
JIBUKCHMSI BIIPABO BIIPaBO
Cs34 Pa3paboTrka meTona kiacca LA, 4 OOyuenne Kammu 1BUXEHHUIO
JIBUKCHMSI BIIEBO BJICBO
Csn N3yueHue ogHOMEPHBIX LA44 [IpeoOpazoBanue mepcoHaxa B
MacCHBOB dhopmy 3mes (3armonHeHUE
OJIHOMEPHOT'0 MacCHBa)
Cyr N3yuenune TpeXxMepHbIX LAy, [IpeobpaszoBanue nepcoHaxa B
MacCUBOB dbopmy 'upst (3amonaeHue
TPEXMEPHOI0 MAacCHBA)
Cys N3yueHue ogHOMEPHBIX LA.3 [IpeoOpazoBanue epcoHaxka B
MacCHBOB dhopmy Illap (3amonHeHUE
0JIHOMEPHOT'0 MACCHBA)
Cas N3ydenue 1ByMepHBIX LAy, [Ipeo6pa3oBanue nepcoHaxka B
MacCUBOB dbopmy Kammu (3amonHeHme
JIBYXMEPHOT'0 MacCHBA)

B Tabnuue 3 mpencTaBieHbl BOZMOKHOCTH KaXKI0H u3 (opM mepcoHaxa U UrpoBbIC
3aJJaHMs, JJIS BBIIOJIHEHUS KOTOPBIX HEOOXOJMMBI MPeoOpa3oBaHUs B COOTBETCTBYIOIIME

(bopMBL.

Tabmuma 3 — Onricanre BO3MOXHOCTEH (POPMBI B UTPOBBIX 3a1aHUI
Table 3 — Description of the capabilities of the form and game tasks

®opma | 3D HrpoBsie BOZMOKHOCTH Kareropus urpoBsIx 3aaHui,
MOJEIIb (GopMbI nepcoHaxa BBITTOJIHEHHS] KOTOPBIX TpeOyeT
npeobpazoBanus B Gopmy
Kammu c; IlepenBuxeHue B OJIHBIN [IpoxoxkaeHue moa0c NpenaTCTBUN
&) C
TN Ce poct .
o ITepenBuxenue “Ha
o ¢ KOpTOUKax”
o IIppKOK
3mest G ITon3anue ITogbem U CIycK 1o CTepKHE
BHJIHBIM ITOBEPXHOCTSAM
I'nps IIpeKOK € ynapom Paspymenue npensaTcTBui
[Tap IlepexarbiBanue beicTpoe npoxoxacHue
MPENsATCTBUN

[Tpumep peanuzanuu HeTUHEHHOTO (pparMenTa clieHapus npeacTtanieH Ha Pucynke 11.
Jlns Tpex HecBsizaHHBIX A51eMeHTOB LA2/GA2, LA3/GA3, LA4/GA4, opsiiok 0CBOGHHSI KOTOPBIX
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onpenenseT urpok, (Pucynok 10a), peann3zoBaHo mecTs BapuaHToB (3!) mocienoBaTebHOCTEH
UTPOBBIX JeCcTBUI B UTpoBoM ciieHapuu (Pucynoxk 10b).

— — NN )
LA LA3 LA2 LA3 LA4 LA4 LA2
GAi GA3 GA2 GA3 GA4 GA4 GA2
3 i [} i i
g Y Y|

GA4 GA3 GA2 GA4

- [} i i [} i i

G4 GA2 GA3 e "

: e e e e
— N N > J

7
— Ned Ne6

L1 o LAl
GA1 GAL
a) (hparMeHT MPOCTpaHCTBa 0) BapuaHThI UTPOBOTO CIIEHAPUS, COMTOCTABIICHHBIC
JEUCTBUI (parMeHTy NpoCTpaHCTBA 3HAHUN

a) a fragment of the action space b) variants of the game scenario, associated with a fragment
of the knowledge space

Pucynok 10 — Peanu3aryst HETMHEHHOTO 00YYarOIIEro CIieHapys B HTPOBOM CIIEHApUH
Figure 10 — Implementation of a nonlinear training scenario in a game scenario

B wurpe peanuzoBaH cleHapuil «OAMH-K-OJHOMY», T. €. KaXJIOMy OOydJaromiemy
3aJJaHMIO COMOCTABICHO OAHOI0 UrpoBoe 3ananue (Tabmuima 4).

Tabnuua 4 — [Ipumeps! HTPOBBIX 33AaHUH
Table 4 — Examples of game tasks

Nnentudukarop | Urposoe 3amanue

COOBITHS

GAL [ToxweMm no nunuHIpHUeckoit Tpyode B hopme 3mest (Pucynok 11)
GA2 [Ipoxoxaenue nosocs! npensrcteuii B hopme Kammu (Pucynoxk 12)
GAs3 Pa3pymienue crexisiHHOM oByiku B hopme ['nps (Pucynok 13)
GA4 Paspymenue mocta B ¢popme [lap (Pucynok 14)

' ) e

a®

Pucynok 11 — [TogbeM 1O LUIMHAPHIECKON Pucynoxk 12 — INonoca npensitctBuii B hopme
TpyOe B hopme 3mest Kammvu
Figure 11 - Cllmblng a cylindrical tube in the Figure 12 — Cammy-shaped obstacle course

form of a Snake
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Pucynoxk 13 — CrekisiHHas JOBYIIKA B popMe Pucynok 14 — Paspymaromiuiics MocT B hopme
Tups [Tap
Figure 13 — Kettle-shaped glass trap Figure 14 — Collapsing Spherical Bridge

MexaHu3M AMHAMUYECKOr0 KOHTEHTHOI'O COIJIACOBaHUS, OOYYarollero M HUIpOBOIO
CLICHApUEB, PEAlM30BaHHbIA B MIPE, OCHOBAH HA AKTUBALIMU IPEIONPEICIEHHBIX UTPOBBIX
COOBITHI B 3aBUCHUMOCTH OT BBIOPAaHHOH MI'DOKOM CTpaTeruy pa3BUTUS UIPOBOIO CHOKETA.
Kaxnomy BUAIMOMY 1 HEBUAUMOMY OOBEKTY HTPOBOTO MUPA B COOTBETCTBUH C IIOCTPOSHHBIM
IIPOCTPAHCTBOM 3HAHMK Ha3HA4yaroTcs Tpurrepbl. IIpum momazanum nepcoHaxa B UTPOBYIO
CUTYyallll0, TPUBSA3aHHYIO K OOJIACTH MACWUCTBHUSI TPUTTEpa, TPHUITEDP AaKTUBHU3HUPYETCS U
BBI3bIBACTCS CUCTEMA JMAJIOTOBBIX OKOH JJIS BBIIIOJIHEHUS 3a/laHUs, COCTABJIEHHOIO B ATOU
UrpoBoi curyanuu. Takum 0Opa3oM, UTPOK TUHAMUYECKH CTPOUT CBOM UTPOBOM ClieHApUil B
3aBUCUMOCTH OT BBIOOpPAa CTpaTerMd OCBOEHHUS NPOCTPAHCTBA 3HAHUHW U BBIIOJHEHUS
COOTBETCTBYIOIIIMX HWIPOBBIX 3agaHui. I[Ipm 3TOM peanu3oBaHHBI B UIPE METOJ]
JMHAMUYECKOTO KOHTEHTHOT'O COIJIACOBAHUS O0ECIeYMBaeT OCBOEHUE BCEr0 IMPOCTPAHCTBA
pu JIF000H UTPOBOM cTpaTeruu, GOPMHUPYEMON UTPOKOM.

CucreMa 11ajaoroBblX OKOH BKJIFOYAET JIBAa BUJA JUAJIOTOBBIX OKOH: OKHA C TEKCTOBBIM
3aJIaHMEM M OKHA PEJAaKTHUPOBAHMs IPOrPAMMHOIO Koja, Koropsle xpaHsarcs B BJ[. B/l
pa3paborana Ha ocHoBe XML ¢aiina u xpaHut B ceOe Bce TEKCTOBbIE 3a/1aHus, IOJCKa3KU U
BapUaHThl OTBETOB.

Urpa peanuzoBana Ha Unity 3D. [na peanuzanuud CUCTEMbl JMAJIOTOBBIX OKOH
ucnonb3ytorcss nHcrpyMeHnTsl Ul s coznmanust mntepdeiica. Habopel crangapthHeix 3D
IIPUMHUTHBOB HCIIOJIB3YIOTCSA B KaueCTBE TPUITEPOB. 3D MoJenu riiaBHOrO MEPCOHAXKA UIPhI
Kammu, xpome ¢dopmer Illap, peanuszoBanbl kKak KOMOMHAIMU H3 16-TH OTIEIBHBIX
11apoo0Opa3HbIX 0OBEKTOB, UMUTHPYIOIIMX MarHuThl. Kaxplii 0ObeKT mpeacTaBiser codon
crannapTtHblii 3D npumuTuB Unity-sphere ¢ 3agaHHON TekcTypoil. Pasmepsl Bcex 00bEKTOB
OJIMHAKOBBI, 3a MCKIIIOYEHHEM OOBEKTa, KOTOpBIH HMeeT Tropas3io OoNbLIMi pa3mep U
HMHTHPYET «T'OJIOBY» BCEX MOJEIIEH.

3akiaueHue

B pabore omucan cnoco0 peanu3allid MeETOJA JWHAMHYECKOTO KOHTEHTHOIO
COIJIACOBaHUSl HEJIMHEMHBIX OOy4aromlero M UIrpoBOro CIiEHapueB B oOydaroledl poseBoi
urpe, obOecrieuyuBarolUii OCBOEHHE OOYydYarollero Kypca Mpu 00l UrpoBOM cTpaTeruu,
dhopmupyemoit urpokoM. I[IpemyiokeHHBIN METON MPUMEHUM I Pa3padOTKH aJanTHBHBIX
POJIEBBIX 00YUAIOMIUX UTP (TP CO CLEHAPHEM).

B pamkax pampHeimed paboThl mpemnonaraeTcs paszpadboratb Habop OMOIMOTEK
AITOPUTMOB U MHCTPYMEHTOB B pamkax Iutatdopmsl Unity, KOTOpble MO3BOJAT CO3/1aBaTh
AIalITUBHBIC POJICBBIC O6y‘I&IOIIIPI€ HUI'pbl HA OCHOBE METOJAa AWUHAMHNYECKOTO KOHTCHTHOI'O
cornacoBaHusi. bubnmoreka OyJeT BKIIOYATh alrOPUTMBI, obOecreyuBarole padboTy
M0JIb30BaTEILCKOr0 HHTEpQEiica U CUCTEMBI IUAJIOTOB, YIIPABJICHHUE BBHITIOJIHEHUEM CIICHAPHUEB
Ha OCHOBC TPUITCPOB, AJITOPUTMBI OUCHKH WU aJallTallkuu. JIJ'ISI IMOCTPOCHUA IIPOCTPAHCTBA I10
3aJJaHHOH CTPYKTYpe Kypca IpeJularaercsi co3aTth Habop HHCTPYMEHTOB, 00€CIeUNBAIOIINX
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3 PEeKTUBHOE YIpaBJICHHE CTPYKTYpOH Kypca M €ro 3JeMeHTaMH Kypca U aBTOMaTHYCCKOE
(bopmupoBaHKEe HEOOXOIUMBIX JAHHBIX B HTPE.

[Mpotiecc pa3paboTKK aJaNTUBHOM UTPhI C UCIIOIB30BAHUEM MPEIaracMbIX OHOTHOTEK
U WHCTPYMEHTOB OyJeT BKJIIOYATH B ce0si pa3pabOTKy CTPYKTYphl OOydYaroliero Kypca o
UTPOBOTO CIICHApHUs, HACTPOWKY CHCTEMbI THAJIOrOB, Ha3HAYEHHE TPHUITEPOB COOBITHUSIM B
COOTBCTCTBUH C HUI'POBBIM CLHCHAPHUCM, 3aIllOJIHCHHUC 6a3BI JaHHBIX HUI'POBOTO CHCHApUA.
CokpallieHHe TPYJOEMKOCTH ¥ BPEMEHHU pa3pabOTKH aJalTUBHBIX POJICBBIX 00YUAIOUIMX UIP
Oy/leT JOCTHraThCsl 3a CYET aBTOMATH3allMM YaCTH IPOIIECCOB COIJIACOBAHUS UIPOBOTO U
00ydaroIiero KOHTEHTa, a TakXKe 3a CYET IOBTOPHOIO HCIOJIb30BAHUS HEOOXOIMMBIX
aJITOPUTMOB.
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