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Pe3tome: B nanHOi cTaThe pacCMOTPEHBI MOJIENIN ¥ TEXHOJIOTUH aJalTAlliH B aJalITUBHBIX 00YYaIOIINX
urpax. Bce n3BecTHbIe MOIX0/IBI K pa3padO0TKe aAalTHBHBIX 00YYaOINX UTP MPEACTaBISIOT co00it ad-
hoc pemrenus, n mepeHOC WX B APyTHWe WIPHl MPAKTHYECKH HE BO3MOXKEH. Jlisi pelieHue TaHHOM
npobieMsl OblTa pa3paboTaHa MOJENb ajanTallid K YpPOBHIO 3HAaHWN IONB30BaTeNii HAa OCHOBE
MPOCTpaHCTBA 3HAHUMU. [IpelyIOKEHHBI METOJ| MOJNCPKUBACT HEJIMHEHHBIN IMpoIecC OOYyYeHHUS |
MO3BOJISIET BBICTPAWBATh MEPCOHANBHBIE CTPATETHH OOYYEHHS, YTO MOXKET OBITh HCIIONB30BAHO IS
ajlanTanyy Tporecca oO0ydeHHs K Kaxaomy oOydaemomy. OCHOBHOW MpoOJIEeMOH MpeaaraeMoro
METO/Ia SIBJISIETCS MOTPYKEHUE HEIMHEHHOTO 00ydaromiero cueHapusi B UrpoBoil KoHTeKcT. [Iponecc
pa3paboTKN aJanTHBHBIX OOYYAIOMIUX WIP, PEAM3YIONINX IOTPYKeHHEe OOYYaromero ciueHapus B
WUTPOBOH KOHTEKCT Ha ocHOBe 3l-mmoaxomaa, TpeOyeT pa3paboTKH MPOEKTHBIX PEIICHUH 10 00SCIICYCHHIO
COBMECTHMOCTH HEJHMHEHHBIX OOYyYalollero W WrpoBOTO ClieHapueB. B olmem ciyudae, KaxIoMmy
oOyyaroniemMy JeHCTBUIO MOXET OBITh COMOCTaBJICHO OOJbINE OJHOT'O MIPOBOTO JCHCTBHSA, KOTOPOE
MOJKET BBIOMPATHCS UCXOMS U3 UTPOBON CHTyallMH. DTO TO3BOJSAET PACIIUPUTH UTPOBOU CIieHApUH H
MOBBICUTh WUTPOBYIO TMPHUBIEKATENILHOCTh 0€3 MOTEPH JIOTHUECKUX CBSA3EeW OOYyYaroIIero CIEHapHsl.
JlaHHBIE MCCIIeIOBAHUS CBSI3aHbI ¢ pa3pabOTKOM METO/Ia alalTallii Ha OCHOBE TIPEJIOKEHHOM MOJICIIH,
U eT0 pealn3anyei B alaniTHBHON 00yJalomien urpe.

Knrouesvle cnosa: obydaromas cuctema, oOydvaromias urpa, afanTHBHas oOydaromas urpa, MOJECHb
aJlanTalm, METO/1 aJlallTallii, METO/ OTPYKEHUS, HETMHENHBIN CLIEHApUid, POCTPAHCTBO 3HAHUH.
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Abstract: This article discusses the models and technologies of adaptation in adaptive learning games.
All known approaches to the development of adaptive learning games are ad-hoc solutions, and
transferring them to other games is practically impossible. To solve this problem, a model was developed
to adapt to the user's knowledge level based on the knowledge space. The proposed method supports a
non-linear learning process and allows you to build personal learning strategies, which can be used to
adapt the learning process to each student. The main problem of the proposed method is the immersion
of a non-linear learning scenario in a game context. The process of developing adaptive learning games
that immerse the learning script in the game context based on the 31 approach requires the development
of design solutions to ensure the compatibility of non-linear learning and game scripts. In the general
case, more than one game action, which can be selected based on the game situation, can be associated
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with each learning action. This allows you to expand the game scenario and increase game attractiveness
without losing the logical connections of the training scenario. These studies are related to the
development of an adaptation method based on the proposed model, and its implementation in an
adaptive educational game.

Keywords: learning system, learning game, adaptive learning game, adaptation model, adaptation
method, immersion method, nonlinear scenario, knowledge space.
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Beenenmue.

OnHuM 13 HanboJiee aKTUBHO Pa3BUBAIOIIMX TPEHAOB B chepe pazpaboTku 00yyaromux
UTPOBBIX MPHUIIOKEHUN SIBISIFOTCS aJalTHBHBIC 0Oy4Yalolie Urpbl. AJanTuBHAS 00ydaromas
Urpa MOXeT pacCMaTpHUBATHCSA KaK aJalTUBHAs oOydarollash CUCTeMa, Ipolecc oOydyeHus B
KOTOpOM peann30BaH B UTPOBOM KOHTEKCTE. OIHAKO OMBIT OKA3bIBAET, YTO MPSIMON MEPEHOC
MoJiesiell 1 METO/I0B, pa3pabOTaHHBIX Ul aJalTUBHBIX OOYYaroIlUX CHUCTEM, B aJalTUBHBIE
oOydarolue Urpbl, HE BCErJa BO3MOXKEH. AJanTaius K I0Jb30BAaTEN0 C TOYKH 3PEHUS
nporecca o0yueHus: noJpazymMeBaeT pa3paboTKy HEIMHEHHOro oOydarollero cueHapus, a B
oOydaromux urpax oOy4aroIuid cleHapuil Tak WiId MHaue MpHUBSA3aH K urposomy. Ilostomy
pa3paboTKa aJanTUBHBIX OOYyYalOLIIUX WUIP B JIONOJIHEHHE K 3ajadye obecrieyeHus OanaHca
UTIpOBOM U 00ydYaroliel KOMIIOHEHThI TpeOyeT Takke pa3paOOTKU MPOEKTHBIX PEIIEHUH I10
00eCIeyeHNI0 COBMECTUMOCTH HETMHEHHBIX 00yUaroIIero 1 UrpoBoro ClieHapueB.

Mojaen ¥ TEXHOJIOTHH aJaNTAIMA B AJaNITHBHBIX oﬁyqamumx urpax.

Pa3pabotka Mopnenel W METOAOB ajanTalluyd s aJalTUBHBIX OOYyYaroUIuX HIrp
MpHCTaBIsieT co00il caMOCTOSTENbHOE HANpaBlIEHUE HCCIeNoBaHW B chepe pa3paboTku
obyuatorero nmporpammuoro obecneuenus (I10) [1].

Monenn u MeTONbl aJanTaldy JUIsl aJalTUBHBIX OOYyYarolIMX Wrp Ha OCHOBE
MeIarOrMYECKUX areHTOB MPeIoKeHbl B [2,3]. AmanTaiius B JTaHHBIX MOJCIAX MPOUCXOIUT
3a cUeT U3MEHEHUS MOPSIKa MPECTaBICHNS KOHTEHTA B 3aBUCUMOCTH OT CTHJISI 00y4eHUs WU
U3MECHEHHE 00BbEMOB H CIIOKHOCTH 00Y4YaIOIIuX MarepuayioB. B [4] omucan MeTo afantaium,
OCHOBaHHBIM Ha aJaNTUBHBIX M KOHTP-aJaliTUBHBIX MOJICKA3KaX, MU3MEHSIOMIUX CI0XHOCTh
MIPEICTABICHHS O0YYArOIIero KOHTEHTA.

Hawuboinee o011eii MOIENBIO afanTallii Ha CETOAHAIIIHUN TeHb cunTaeTcs Mmoaeins ALGAE
(Adaptive Learning GAme dEsign) [5]. Oanako crmoco6 peaau3aiiu 3TOH MOJICIIN MPUBA3aH K
konkpetHoit urpe CodRed. IIpuMeHenne Moaenu MpH pa3pabOTKe IPYTrUX aJalTUBHBIX UTP
TpeOyeT pa3pabOTKH PEIIeHH 10 COTJIaCOBAaHUIO MOJENM CO CIICHApUEeM H HTPOBOM
MEXaHHUKOMU.

OCHOBHBIMH XapaKTEPUCTHUKAM, Pa3IMYalOMUMH W3BECTHBIE TOIXOABI K pa3paboTke
aIaNTUBHBIX OOYYAIOIIMX WIPX, SBISIOTCS XapaKTEPUCTHUKA/ XapaKTEPUCTUKHU HUTPOKa, K
KOTOPOW/KOTOPBIM afanTupyercss urpa (mozenb anmantamuu: «K demy amanTtupoBatb?y),
UCXOJHBIC TaHHBIC, WCIOIB3YyeMbIC ISl QAaNTallid U CIOCO0 WX TONydYeHHUs, U CIOCO0
ajanTalMu  Tpolecca OOy4deHWss B WIPOBOM KOHTEKCTe (Mmerton amantamuu: «Kak
aJIalITUPOBATh?»). AHAIIN3 MOJIEJICH ¥ METOJIOB aalTaIluy JIJIs aJalTHBHBIX 00YJYaroIIUX UIP
npeacrasieH B Tabmuie 1.
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Tabnuna 1 - AHann3 MoAeiIed 1 METOIOB aIalTallii

Hazsanue Monens [Tonyuaemas Croco6 mnomyuenust | Meton
MOJIeTN aJanTanuu uHpopmanua 06 | unpopmanuu ajlanTanuu
o0yyaemMmom
Honey and | Amanranus x | 1.JleficTBust 1.HesBHbIH, B 3smenenue
Mumford’s | cTuiio o0yuaemoro B IpoIecCe UTPHI CTPYKTYPBI
LSQ o0y4eHus nporecce urpsl | 2. SIBHBINH, ¢ oOyyJaronux
2.AHKETHpOBaH | MOMOIIBIO MaTepUajoB
u: BXOJsIIee, BOIIPOCHUKA
MIPOMEKYTOUHOE
1 (hUHATIbHOE
ALGAE Anantanus k | Madopmanust 06 | HesiBHBI, B Spychas
3HAHUSM U omuoKax u MIPOLIECCE UTPBI COpPTUPOBKaA
HaBBIKAM ycrnexax (moporoBoe
3HauYeHUE, PU
KOTOPOM
YCIIOKHSETCS WIH
YIPOIIACTCS
3a/IaHHE)
AutoTutor Ananranusg x| IlomoxxeHus SIBHLBIN, ¢ moMomIpio | I3MeHeHne
SMOIIMOHANb | TeJa U KaMepbl 00BEMOB U
HOMY (bU3HOTIOTHYECK CJI0’KHOCTH
COCTOSTHUIO UX CUTHAJIOB o0y4aromux
MaTepUajIoB
ALIGN Ananranus Kk | Beroop HesBHbIH, B 3smenenue
HaBBIKAM BapHAHTOB MIPOIIECCE UTPHI CIIO)KHOCTH
3aaHui o0y4aromux
00y4aeMbIM MaTepHaJIOB
B umenoMm, wu3BecTHblE MOAXOABI K pa3pabOTKe aJalnTUBHBIX OOYy4yaroUMX UIp

npencTaBisiioT coboir ad-hoc pemieHus, U MepeHOC WUX B JAPYrHE UIPHI MPAKTHYSCKH HE
BO3MOJKEH.

MaTepua.nbl U METObI.

B kauecTBe XapaKTEpUCTHK IOJIB30BATENs], KOTOPHIE YUYUTHIBAIOTCA IIPU aJanTaluy, B
00y4aroluX CUCTEMAaX UCIIOJIb3YIOTCS TEKYIIUE 3HAHUS M0Ib30BaTENs, B HEKOTOPBIX CUCTEMAaX
YUUTBIBAIOTCS TAKXKE TaKUE XAPaKTEPUCTUKH, KaK CTUJIb O0YUYEHHs, MHTEPECHI, IPeJIbI Ty
onbIT U T.A4. C TOUKM 3peHus mporecca oOydyeHus Hanbojiee 3HaUMMOM XapaKTepUCTHUKOM
MOJIb30BATENsl SBISETCS YPOBEHb €ro 3HAHWM, M ajanTalys K ypOBHIO 3HaHUI B OOJIbLION
cTeneHn onpenenser 3(QQeKTUBHOCTh IMpolecca oO0yueHuss B aJanTUBHOM oOydaromiei
cHCTEME.

CoBpeMeHHbIE TIOAXOJBI K pa3paboTke oOydvarommx cucteM[6], amanTupyromuxcs K
YPOBHIO 3HAHW IOJH30BATENECH, OCHOBaHBI HA MOJIENHM MPEAMETHON 00JacTH W MOJAETH
obygaemoro. Mojens 00y4aeMOro XpaHUT HHPOPMAIMIO O TEKYIIEeM YPOBHE 3HAHHI
MOJIb30BaTeNsl W TaK WM HWHA4Ye TpUBs3aHAa K MOJENHM MPEAMETHON obnactu. Meromabl
aJlanTaluy B TAKUX CHCTEMAaX OCHOBAHBI HA OIIEHKE TEKYIIEro YPOBHS 3HAHUN 00y4aeMoro u
«TOJICTPOIKE» TMpoliecca 00yUeHHUs: B CUCTEMe K 3ToMy oOydaemomy. OJHaKO MpUMEHEHUE
MoJieNied U METOJOB aJanTaluy, pa3pabOTaHHBIX IS aJaNTUBHBIX OOyYalOIIMX CHUCTEM, B
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aJallTUBHBIX 06yqafonmx HUrpax HC BCCTAa BO3MOXKHO, TaK KaK IJIsd pa3pa60TKH aJallTUBHBIX
o0yJaromux WUrp HEOOXOJUMO COTJIaCOBAaHME MOJICNEH alanTaluu Ipolecca oOydeHHs U
UTPOBOTO TPOIIECCa, OXPAHSIOMIMX JIOTMKY B OOIIEM Cllyyae HETMHEHHBIX 00ydaromero u
UTPOBOTO CIICHAPHUEB.

B [8] mpemmoxern MeTon MOJEIHPOBAHHS IMPEAMETHOW OOJACTH KakK MPOCTPAHCTBA
3HAHWI, U OpraHW3aluu Tpolecca O0ydeHHUs KaK MCUYHMCICHHS COCTOSHHS 00y4aeMoro Ha
MPOCTPAHCTBE B 3aBHCHUMOCTH OT JICUCTBUU IO OCBOCHHUIO (PParMEHTOB MPOCTPAHCTBA.
[TpenyioskeHHBI METOA TOAJEP)KUBACT HEJIMHEHHBIA IpoIecc OOYyYeHUS W TO3BOJISET
BBICTPAUBaTh NEPCOHAIBHBIE CTPATETUN OOYUCHHS M, TAKHM 00pa3oM, aAalTHPOBATh MPOIIECC
00yUYeHHsI K KaKIOMy 00ydyaeMOMY B 3aBHCUMOCTH OT TEKYIIETO YPOBHS ero 3HaHui (PrucyHOK
1).
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Pucynok 1 — Ilpumep agantuBHOM cTparernu 00ydeHUs Ha OCHOBE IPOCTPAHCTBA 3HAHUH

B [10] pa3zpaboTana KOHIIEMIHS TOTPY>KEHHS TIpoLiecca 0Oy4eHus, B UTPOBOH ClieHApHUH,
KOTOpass obOecreynBaeT OalaHC WIPOBOM W oOydarolled KOMIIOHEHThl M oOecreyuBaeT
BO3MOYKHOCTH JIOCTIKEHHUS [IEJI O0YYEHUS B Pe3ysIbTaTe JOCTIKEHUS UTPOBOH 1ienu. Moienb
HOTPY>KEHUS] OCHOBAaHA Ha CONPSKEHUH Ipoliecca 00ydeHUs U UTPoBOTo nporuecca. Kaxaomy
KOMITOHEHTY TIporiecca OOydYeHHsI COMOCTABIISCTCS €r0 JKBUBAJICHTHAs HHTEPIIPETAlUS B
UTPOBOM KOHTEKCTE, 4YTO IIO3BOJSIET oOOeclneynBaTh CTPYKTypHOE €IMHCTBO IIpoliecca
00y4YeHHsI ¥ UTPOBOTO TPOIIECcca W IKBUBAICHTHOCTh JOCTIKEHUS Ieeld 00ydeHHs U caMon
urpbl. IHTETparys 00yJaromux AeHCTBUI B UTPOBOI KOHTEKCT OCHOBAaHA Ha Pean3allii TPEX
I-kommonenToB (31-approach) [10]. Marepuansl kypca npeacrasistores (Introduction) gepes
UTPOBOW MHp; UTPOBBIC 33/1aHUsI, BBITOIHIEMBIX UTPOKOM, M UX PELICHUS HHTEPIPETUPYIOTCS
B KoHTekcTe urpbl (Interpretation); pesymeratel msyuenuss kKypca BiusitoT (Influence) na
pe3yJIbTaThl UrpslI [7].

Jlnst obecrieueHrusi OMHOBPEMEHHOTO JIOCTHKEHHUS WIPOBOM W IETH OO0ydeHUs
npe/Uio’keHa KOMOMHUPOBaHHAs MOJENb CLieHapus, B KOTOPOM MIpPOBbIE M OOydyaromiue
3a/1aHusl BBIMOJHIIOTCS OJTHOBPEMEHHO, T.€. 00beAMHEHBI B 0J1HO JieiicTBue (PrcyHOK 2).
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PucyHok 2 - Monenb THHEHHOT0 KOMOMHHPOBAHHOTO CIICHAPHS

[pennoxxeHHas MOJIENb CLIGHAPUS PeaIn3yeT MPUHIKIT qUIProquo. Mrpok ctpemutcs K
JOCTHKCHUIO WIPOBOI LIENM, HO HPU 3TOM OH HESBHO CTPEMHUTCS K JOCTHDKEHHIO LENU
o0yueHHs, T.€. UTPOBas IIeNb TOCTUTAETCS KaK 1eNlb 00y4YeHuss. Mexanusmel peanuzanuu 3l-
HOX0/1a B POJIEBBIX 00yYAIOIINX UTPax ¢ KOMOMHUPOBAHHBIM JINHEHHBIM CIICHAPUEM OITHCAHBI
B [11,12].

[IpoGnemoii  pa3pa®OTKM agANTHBHBIX OOYYAaIOUIMX UIP C KOMOMHUPOBAHHBIM
HEJIMHEHHBIM CIICHapHeM, PEaTH3yIOMUX NPEAIOKEHHYIO MOJIETb MOTPYKEHHUsST 00ydJaroniero
CIIeHapus B UTPOBOM KOHTEKCT Ha OCHOBE 3|-1oaxoa, SBIsIeTcs HEe0OXOMMOCTh Pa3padOTKU
crocoba MHTETrpanuy npoiecca 00y4eHns: C UTPOBBIM IPOLIECCOM, COXPAHSIOMETO JIOTHKY
HEJIMHEHHBIX 00YYalOIIero 1 UTPOBOTO CLIEHAPHEB.

PesyabTarthl.

PazpaGoran MeTo amanTtanuu mpoiecca OOy4eHHs B aJanTHBHON oOywaromied urpe,
OCHOBaHHBIM Ha JMHAMMYECKOM KOHTEHTHOM COTJIACOBAHMM OOYYalollero M HrpoOBOTO
crieHapueB. HenmmHelHbI 00yJaromuid ClICHapui poJIeBOM 00YYaroIIe UTPhI MIPEICTABISACTCS
MPOCTPAHCTBOM 3HAHUH, KaX/IbI 3JIEMEHT KOTOPOTO BKJIIOYAET (hparMeHT 3HAHUH, KOTOPbIE
HEOOXOIMMO OCBOWTH) M 33/IaHUE ISl OLEHKH YPOBHS OCBOEHHS 3TOTO (pparMeHTa 3HAHHA.
KaxxgoMy ayieMeHTy MpOCTpaHCTBA 3HAHUW COMOCTABISETCS COOBITHE UTPOBOTO CIEHApUS,
TpeOytoliee BHIIOJHEHUS] UTPOBOTO 3aJaHMsl, KaK MHTEPIPETAllMU OOyYarollero 3aJaHus B
UTIpOBOM KOHTEKCTE. [Ipr 5TOM IpOCTpaHCTBO UTPOBOTO CLEHAPUS CTPYKTYPHO-3KBUBAJICHTHO
MPOCTPAHCTBY 3HaHUW. DparMeHT KOMOWHHUPOBAHHOTO HETWHEHHOTO WIPOBOTO CIICHAPHS
nokasaH Ha Pucynke 3.

GA - Urposoe aencmee
-~ LA = obymarouiee aencreme

GA:

Pucynok 3 — KoMOuHUpOBaHHAs MOJIEIb HEMTUHEHHOTO cLieHapus ((pparMeHT)

B cootBercTBUM ¢ BbIOpaHHOW cTparerueil oOydyeHHs UTPOK MOKET BBIOMpaTh Jr00oe
neiicTBre U3 Habopa MOCTYMHBIX B HACTOSIIIUA MOMEHT BPEMEHH DJIEMEHTOB HEITMHEHHOTO
CIIEHapHs, ONPEACIIIEMBIX Ha TPOCTPAHCTBE 3HAHUM TI0 PE3yJIbTaTaM OIEHKH TEKYIINX 3HAHUM
urpoka. [lns oOecriedeHus MUHAMHYECKOH COBMECTUMOCTH OOYYalOIIer0 W HIPOBOTO
CIICHapHeB, JII00O0W TMOCIe0BaTEIbHOCTH AeicTBHiA |i/Qi, BEIOMpaeMBIX UTPOKOM M3 Habopa
nevicrBuii (11/91,..., li/gi ,..., In/gn ), onpenen€HHbIX Kak MOCTYMHBIX B TEKYIIMA MOMEHT,
HEOOXOAMMO COTIOCTaBUTh MTPOBOE JNelicTBHe. B o0miem cimydae, ais OCBOCHHUS KaXKIOTO
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HEJMHEHHOT0 (hparMeHTa UTPOBOTO CIICHAPHS, BKIFOUAIOIIET0 N HECBA3aHHbBIX 371eMeHTOB |i/Qi,
npuBeEHHOTO Ha PrucyHke 4a, He00X0AMMO peain30BaTh N! BApUaHTOB B UTPOBOM CIICHAPHUU
(cm. Pucynok 40).
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Pucynok 4 — Peanuzanust HelmMHEHHOTO 00yUaroIero CleHapysi B UTPOBOM CLICHAPUHU

Jlnst ynpaBieHHus UTPOBOI JIOTMKON M BBIOOpA UTPOBOrO AECUCTBUS (i, COIOCTABICHHOIO
BBIOPAaHHOMY HTPOKOM oOOydaroniemy jaedcTBuio li, MOKeT ObITh HCIOJb30BaHA CHCTEMa
JIAJIOrOB.

B o0miem citydae, utst Kakaoro ooydaromero aeicTBust li MoskeT ObITh COIMOCTaBJICH B
UT'POBOM CLIEHapuM HAaOOp UIpoBbIX JAeHCTBMM Gi, 4YTO MO3BOJIAET PACHIMPUTH UIPOBOU
CIICHApHii U TOBBICUTH €r0 WUTPOBYIO IMPHBIEKATEIHLHOCTh 0€3 MOTEpH JOTMYECKHX CBS3EH
00yyaroIlero CleHapus.

O6cy:k1eHre MaTEPUAJIOB H 3aKJII0UYEHHE.

PazpaGoranHas Mozenb ajanTaldd, OCHOBaHHas Ha MHTErpalMd HETUHEHHOro
00y4arolero cueHapuss B MIPOBOM KOHTEKCT, NMPUMEHHMMaA JJsi pa3paOOTKU aJanTHBHBIX
POJIEBBIX 0OYYAIOLINX UTP C HEIMHEHHBIM UTPOBBIM clieHapueM. JlanbHeliune uccnenoBaHus
CBs3aHbl C pPa3pabOTKOM MeToja ajanTallii Ha OCHOBE MPEMJIOKEHHON MOJAENH, U €ro
peanu3anuel B alanTUBHOM oOyyaroleil urpe.

Uccneoosanue evinonneno npu urancogoti noooepcke PODU 6 pamkax Hayunozo
npoexma Ne 18-07-01308a
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