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BAJTAHCUPOBAHUE CINTOXHbIX UTPOBbLIX NMPOEKTOB B EXCEL
C BOJIbLUAM KOJIMMECTBOM PECYPCOB

Bernopycckuti 2ocydapcmeeHHbIl yHugepcumem uHbopmMamuku U paduoarieKmpoHUKU
2. MuHck, Pecniybniuka benapycb

PatixmaH I'. A.
AHucumos B. 5. — kaHOudam ¢bus-mam. HayK, OoyeHm

B coBpemeHHbIX MeTofax pa3paboTku UrpOBbIX MPOEKTOB OAHUMM M3 MMaBHbIX 3a4ay ABnsATcA 6anaHcu-
pOBKa M MPOrHO3MpOBaHWe PasBUTUS UFpoKa. DTO 06A3bIBAET K MPUMEHEHNIO COOTBETCTBYIOLLENO NPOrpaMmMHOro
obecneyeHus, Takoro, kak Microsoft Excel.

B kayecTBe OCHOBbI Obifa B3fTa couuanbHas nurpa co CroXXHOM 3KOHOMUYECKON MoAenbto, 60MbLIMM KOnu-
YeCTBOM PECYPCOB U BO3MOXHOCTbIO TOProBIU.

BanaHc paspabatbiBancs B Tpu aTana:

1. CocraBnenue Tabnuubl KOHCTAHT.

2. CocTtaBneHue pacyeTHbIX Tabnuu.

3. CocTtaBneHue TabnuL, NporHo3MpoBaHus.

Ha nepBom Luare BbISIBNSANUCH BCE 3HAYUTENMbHBIE UIPOBbLIE KOHCTaHTLI, KOTOPbIE MCMONb3YIOTCA B KOAe, U
3aHoCUNMCb B Tabnuuy. BaxHo NOHMMaTb, YTO MMEHHO 3TW KOHCTaHTbl — KOHEYHbIN MPOAYyKT pa3pabaTbiBaeMon
MaTemaTU4ecKon Moaenu.

Ha BTOpOM Luare BbISABMANMCb BCE B3aUMOCBSA3N MeXQy WrpoBbIMU 3HAYEHUSIMU, COOTHOLLEHUS PECYPChbI-
TOBap, U Ha MX OCHOBE CO3[aBanucb pacyeTHble Tabnuubl. bnarogaps pacyeTHbiM Tabnmuam nerko MOXHO yBU-
AeTb, kKak paboTaeT nrposasi 3KOHOMMKA.

Ha TpeTbem Liare ¢ NOMOLLLIO POPMYH, MOMYYEHHbIX B pacyeTHOM Tabnuue, NPorHo3npoBanoch pasButme
urpoka Bo BpemeHu. [Insi atoro Heob6xoaumo GbIno y4ecTb NPOBEAEHHOE MONb30BaTeNIeEM BPEMS B Urpe, YacToTy
€ro 3axo00B W aKTUBHOCTb BO BPEMS UTPOBOWN CECCUM.

Mocne coctaBneHusa GanaHca Gbina npousBeneHa GanaHcupoBka. Linkn G6anaHCMpOBKM BbIrMAAWUT crie-
AyoLmm obpasom:

1. CocTtaBneHue nepBoro nNpubnmxkeHus. 3HadeHUss KOHCTaHT YyCTaHaBNMBAKOTCS «HA rMasy, C OrnsaKon

Ha pacyeTHble Tabnumupl.

2. TectmpoBaHue urpsl.

3. AHanus pesynbTaTos.

4. KoppekTupoBaHue GanaHca, COCTaBrneHUe BTOPOro NpubnmkeHus.

OCHOBHOW CINOXHOCTbIO MpU co3aaHun Mogenv obpaboTku cTano MoAenMpoBaHWE KOHEYHOTo Mpubnuxe-
HKA, korga 6anaHc MakcMmarnbHO YAOBMETBOPSIET HyXdam paspaboTymka. Yem GbicTpee GyneT cocTaBneHo Ko-
HeYyHoe npubnuxeHve, Tem nydwe. [NpakTuka nokasbiBaeT, YTO KOHEYHOe NpubnukeHwe coctasnsieTca 3a 3-4
utepauun.

Takum obpasom, bbina paspabotaHa maTtemaTmdeckass Mofenb OanaHca Ans cCoumanbHOM UMPbl CO CIOX-
HOW 3KOHOMWYECKOW MOAENbI0, 60NbLUMM KONMMYECTBOM PECYPCOB M BO3MOXHOCTbLIO TOProBnu. PaccmaTpreaemas
MaTtemaTmyeckas Mogernb 3a CYET rMOKOCTM MCMoNb3yeMoro NoaxoAa Nerko nepecrtpavBaeTcs nog Apyryt urpo-
BYIO MEXaHWKY, 4TO obrieryaeT ee GanaHCMpOBKY.
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