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Abstract. This paper is devoted application of technologies of the virtual worlds for working out of
serious games. In article the technique of designing of serious games with authoring tool «Thinking Worlds» use
is considered.

Moioioe moKojeHHe Bcerjga MposBISET OOJbIION MHTEPEC K HOBBIM TEXHOJIOTHSM,
MI03TOMY CYILECTBYET HEOOXOIUMOCTh MPENOJHOCUTh MHPOPMALUIO B aKTyalbHOW JJIsl HUX
dbopme, oTBevaromeil coBpeMeHHbIM 3anpocaM. OHON W3 MOJA0OHBIX TEXHOJIOTHI SBIISICTCS
«BUPTYaJbHBIA Mup» [1].

C Toukm 3peHuss BOCHPUITHS Y4EOHOTO Marepuaia HaumboJiee 3HAYUTEIHHBIM
MPEUMYIIECTBOM WIP U CUMYJISITOPOB (WJIM TPEHAXKEPOB), CO3JAHHBIX C MOMOULIbIO 3TOU
TEXHOJIOTUH, SIBISETCS CHOCOOHOCTh CHUMYJISTOpA MEPEHECTH y4alllerocsi B pealuCTUUYHYIO
CUTYaIMIO, YTO MO3BOJIUT Jy4llleé YCBOUTH Marepuaj. PacCMOTPUM COOTHOIIEHHE MEXIY
TaKUMH TOHATUSAMU, KaK BUPTYaJIbHbIE MUPBI, «CEPbE3HbIE UTPhI» U CUMYJISIIUU.

OOpazoBarenbHble CUMYJSIUU — O3TO CTPOrO BBICTPOEHHBIE, CTPYKTYPUPOBAHHBIE
CILIEHapUU C MPOBEPEHHBIMU IMpPaBWJIAMH, 33JaHUSMU U CTPATErusIMH, KOTOPbIE TIIATEIbHO
MIPOEKTUPYIOTCA AJISl pa3BUTHsI clelU(UUECKUX KOMIIETEHUUH rosib3oBarens. [lonyueHHsie B
CUMYJISIUSAX KOMIIETEHIIUU MOTYT ObITh IIEPEHECEHBI M0JIb30BATEIEM B pEaIbHbIN MHUP.

BupTtyanbHbie MUPBI — 3TO MHOTOTOJB30BaTENIbCKUE 3D OKpy:KEHUsI, Cpelibl WU KaHP
UHTEpHET-coobmecTBa. Haxosich B Takoi cpefie, Moab30BaTeNId MOTYT B3aUMOJEHCTBOBATH
Ipyr ¢ JIpyrom, IOJb30BaThCS 3apaHee CO3/JaHHBIMU KOMIIBIOTEPHBIMU OOBEKTaMU, HO HUX
NeUcTBUS OOBIYHO HE MOIYMHSIOTCS KaKOW-TO 3a/JaHHOM 1I€IM, HallpUMep, TaKuX Kak Mepexo/
Ha CJIEIYIOIUN YPOBEHb WM YCHEIIHOE TPOX0KACHUE CLIEHAPHUSL.

Urpsl — 370 BOBIEKaroLas AESTENbHOCTh, OOBIYHO MCIIOJIb3yeMas JJIsl pa3BiIeUyeHUs, HO
KOTOPYIO TaK)K€ MOKHO MCHOJB30BaTh JUISl M3YYEHUS U NMPAKTUYECKOTO NPUMEHEHHUS 4Yero-
nu60: Habopa MHCTPYMEHTOB, Uael wiau nedctBuil. Urpel peanusyrorcs B CUHTETUYECKOM
(WM BUPTYaJbHOM) MHUPE, CTPYKTYPHUPOBAHHOM C IIOMOIIBIO OINpPEAEICHHBIX MpaBuUll,
MEXaHU3MOB OOpaTHOM CBSI3M, M UHCTPYMEHTOB WJIM METOJOB MOJJEpKKHU. Wrpsl
00s13aTeNIbHO TPEOYIOT IMeIaroruaeckoll «OCHOBBDY M 3TUM OTJIMYAIOTCA OT CHUMYJIAIuid. B
Hay49HOM COOOIIECTBE €AMHOTO OMPENEICHUsI «CEePhE3HBIX UTP» HE cymecTByeT. O0Iee BO
BCEX B3MJIAJaX CBOJUTCS K TOMY, YTO B TaKue€ UIpbl BCTpOeHA oOydaromias Mojielb, B HUX
HPUCYTCTBYET TaKO€ COJEpXKaHUE, YTO IPOLECC Urpbl 00ydaeT; OLEHKAa OOyYeHUS MOXKET
IIPOMCXOJUTH B paMKaxX caMOI'0 UI'POBOTO MpOLiecca WM 3a €ro MpeieaMH.

Jis  pa3pabOTKU «CEpbE3HBIX HUIP» B TPEXMEPHOM IIPOCTPAHCTBE JIydllleé BCETO
MOAXOJAT <«JIBUKKHU», KOTOpbIE BKJIIOYAIOT «IBUXKOK» i 2D w/mnu 3D-penaepunra,
¢buznueckuil <« IBJKOK», 3BYK, aHHMalMs, WCKYCCTBEHHBIM  HMHTEJUIEKT, CETEBOE
B3aUMO/JICHCTBUE U yIpaBJieHHE NMaMAThi0. Bce Mogo0HbIe «IBUKKN»» MOKHO pa3/IeUTh Ha
HECKOJIbKO KaTeropuil:

— Juig pa3paboTKu OJHOMob30BaTenbckux npuioxenuit (Unreal, Gamebryo, Unity
3D, XNA, Torque, Director);

— «Opayzepubie amxkn» (Flash, Silverlight, Java, Java FX, Wild Pockets 3D);
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— BHpTyalbHble MHUpBI M MHOromosb3oBaTenbckue urpbl (Second Life, Multiverse,
OpenSimulator (OpenSim)/Ogre 3D, Panda 3D, Alternativa3D);

— (IBWXKKW» 7151 pa3pabOTKU NPUIIOKEHUN 1151 MOOMIIbHBIX ycTpoicTB (1IPhone SDK,
Flash Lite, Java ME, EdgeLib);

— crHeuuanbHble aBTOPCKHUE CpPEACTBA ISl pa3pabOTKH OO0ydaroUX IMPUIIOKEHUI
(Thinking Worlds, Shiva 3D, Storytron).

CpaBHenue Bo3MoxxkHocTei  Alternativa3D, Shiva 3D wu Thinking Worlds
MPUMEHHUTENBHO K pa3pab0TKe «CEPhE3HBIX UTP» NMPUBEACHO Ha PUCYHKE 1.

s Thinking Worlds Shiva 30 === Alternativa 30
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Pucynok 1 — CpaBHeHMe NPOrpaMMHBIX ITPOIYKTOB JUIsl pa3pabOTKU «CEPHE3HBIX UTP»

Thinking Worlds — 3To nerkuii B HMCHOJIb30BaHUMM BU3yalbHbIH 3D HMHCTpyMEHT
(authoring tool) mist OBICTPON pa3pabOTKH «CEPHE3HBIX UTP» C UCTIOIB30BAHUEM TEXHOJOTHUH
BUpTyanbHblX MHUpoB. B Thinking Worlds peanusyercs mnpuHIun «u300pa3uTeNbHOTO
yIIpaBJICHUSI 'TTOTOKOM JIaHHBIX», KOTOPBIA IO3BOJISIET CO3JaTh HWrpy 0O€3 HaBBIKOB
nporpammupoBanus. B Thinking Worlds cyiiecTByloT HEKOTOpblE 3apaHee CO3/laHHBIE
1a0JIOHBI, JUIS BBIMOJTHEHUS! T€X WM WHBIX NEHCTBUH B BHPTYAJIbHOM MHUpE (Janee Takue
u1abaoHbl . OynyT Has3biBaThCcsl Osiokamu). Bech creHapuil Urpsl CTPOUTCS C MOMOUIBIO
COCIMHEHUS MEXKIY COO0H 3TUX OJIOKOB OTIPE/ICTICHHBIM TUIIOM HAIIPABICHHON CBSI3H.

PazpaboTka «cepbe3HO# UTpbI» COCTOUT U3 CIEAYIOIINX JTAIOB: pa3padoTKa CleHapus,
ajanranusi CleHapus K BO3MOXKHOCTSM CpeacTB pa3pa®oTku (B HameM ciydae Thinking
Worlds), paspabotka wunTepdeiica, HEMOCPEACTBEHHOE CO3/JaHHE WIPhl, TECTUPOBAHUE
CO3/IaHHOTO TIPOEKTA.

Ha »srame pa3paGoTku cuieHapusi CieayeT ONPEACTUTHCS C KOJUYECTBOM YPOBHEH U
CIIOHOCTBIO caMoil urpsl. Yem serdye u mpouie Oyzaer urpa, TeM ObicTpee oOydarouiuiics
MPOI/IET ee W YCBOUT HEoOXoMuMyro nHpopMaiuio. B caMom TekcTe criieHapus 00s3aTelTbHO
JOJDKHBI OBITH TIPOITMCAHBI JHAJIOTH TIEPCOHAXKEH W OTpEeTICHbI BCE BapHUaHTHl Pa3BUTHS
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ciokera. Takke MOXHO TPOBEPUTH, HACKOJIBKO XOPOIIO CTYIEHT YCBOWJI TOJYYECHHBIC
3HaHUS, U TOTO HEOOXOMMO BKJIFOUUTH B CLIEHAPUI TECTOBBIC 3a/IaHHS.

Ha cnenytomiem stane BbINOJHSAETCS afanTalys clieHapus 1oJ Bo3MoxHocTd Thinking
Worlds ¢ ncnionb3oBanueM ciaeyromuX TUIOB (PyHKIMOHAIBHBIX OJIOKOB:

1. CutScene (ympaBieHHE TOJIOKEHUEM KaMEPhl B CUMYJIISIIHH);

2. EntityControl (ympaBieHue o0beKTaMu Ha CIIEHE);

3. EntityWatch (neiicTBusl, OTHOCSIIIHECS K TPOBEPKE COCTOSHUM OOBEKTOB);

4. InputOutput (6Gy0KM, OTBEYArOIIUWE 3a YIPABICHHE BHEIIHUMH PECYpCaMH:
uHTepdeiic, 3ByK, BUJ1e0, anHumanuu, nauisie popmata SCORM u T.11.);

5. InteractionControl (ympaBieHue aAuajioraMyu MeXIy IepcoHa)XKaMu U 00BEKTaMH);

6. LogicWatch (Bximouaer B cebsi TaiiMep M OJIOK JUId ONIpENENICHUS OIEepaTOpOB
«HY/ «UTNY);

7. PureLogic (6;10ku, ¢ MOMOIIBIO KOTOPBIX MOXXHO MPOU3BOAUTH PA3JIMUHbIE NCHCTBUSA
C IEpEMEHHBIMHU);

8. SceneLimits (3mech coOpanbl 0JIOKM, OTBEYAIOLIME 3a HAYajJO M KOHEL TpYIIIIbI,
CICHbl WJIM BCEH CHUMYILIIIMH, a TaKXkKe 3a MepeMelleHHue MEXKIy CIHeHaMH B CaMoOW
CUMYJISILIUN).

Tak ke oYeHb YIOOHBIM TIPUEMOM SBJISCTCS OOBECAMHEHHE HECKOJBKHX OJIOKOB
cueHapus B rpymy (dmemMeHT Logic group) W OCyIIecTBICHHE B CHEHAPUH JaTbHEWITNX
NEUCTBUM YK€ HaJ TPYIIOH, a HE HaJ CIIOKHOM CTPYKTYPOH, COCTOAILIEH W3 HECKOIbKHX
JIECSITKOB OJIOKOB.

Ha »srtane pa3paboTtkm  wHTEpdeiica  BBIIOJHICTCS  pa3paboTka  m1abiioHa
MOJIL30BATENLCKOTO ~ MHTEp(delica, KOTOPHIA MOXKHO TIPUMEHHTh Ha BCEX YPOBHAX
co3gaBaeMoil «cepbe3Hoi urpsi». B Thinking Worlds cymecTtBytoT crannapTabie 1madaoHbI
uisi uHTEepdENcoB, HO I€JIecOo00pa3HO OBLIO OBl 3aMEHUTh WX Ha T€, KOTOpPHIE OOJIbIIE
MOJIXOMST MO CTHIIMCTHKE K pa3padaThiBacMOM UIpe.

Ha stane co3manust urpbl co3marTCs JOKalMu, Ha cieHy no0aBisitorcs 3D 0OBeKTHI,
MEPCOHAXKHU, Kamephl, W3 (YHKIMOHAIBHBIX OJOKOB KOHCTPYHPYETCS CIEHAPH WIPEHIL.
['maBHBIM TPaBUIIOM, KOTOPHIM CTOWT PYKOBOJCTBOBATHhCS NPU CO3JAaHUM JIOKAIUH B UTpE,
3TO TO, YTO Y KaX/I0H M3 HHUX JOJDKHA OBITh CBOS (PYHKIHS. J[J1s1 OTHOTO YPOBHS JOCTATOYHO
3-4 noxanuii, yToOBl MaKCUMAaJIbHO MOTPY3UTh CTYJEHTa B UTpOBOW OOy4arouiuil mpoiiecc.
BaxHBIM MOMEHTOM TIIpH CO3JAaHHH «CEPbE3HON WIPBI» SBIISETCS BHIOOP BHENIHETO BHIA
aBarapa moJib3oBaTels. Takke B urpe y o0ydyaeMoro BCerzia JOJKEH ObITh XOTsI Obl OJUH
MEPCOHAXK-TIOMOIITHUK, KOTOPBI BBITIOJHACT (QYHKIUIO CBOEOOPAa3HOrO HACTAaBHUKA, K
KOTOPOMY BCETr/la MOKHO OOpaTHTHCS 32 TIOMOIIBIO.

OnwucanHas METOJMKA MOXET OBITh HCIIOJb30BaHA HE TOJIBKO MPHUMEHHUTEIHHO K
Thinking Worlds, HO 1 11 cO31aHUsI «CEPBE3HBIX UTP» C TIOMOIIBIO IPYTHX MMAKETOB.

JlanpHelilnee BHEAPEHHE TEXHOJOTUU BUPTYAIbHBIX MHPOB B 00pa3oBaTeIbHbIN
MpOIIeCC MOXKET pa3BUBATHCS IO JIBYM HampasieHusM. [lepBoe HampaBiIeHHe MoIpa3yMeBaeT
UCTIOIB30BaHNE B YICOHOM TIpoIiecce Bce OOJIbIIee KOJUISCTBO MHHOBAITMOHHBIX TEXHOJIOTHUI
CBSI3aHHBIX C BHUPTYAIbHOH pPEaTbHOCTHIO. [IpM TakoM pa3BUTHH TPaIUIHOHHBIE (HOPMBI
oOy4eHHs CTaHYT OTXOJUTh HAa BTOPOH IIaH. BTopoe HampaBiieHHE IMOJpa3yMeBaeT JIHIIb
YaCTUYHOE BHEAPEHHE TEXHOJOTHH BHPTYaIbHBIX MHPOB B Y4YEOHBI MpOIECC, LENbIO
KOTOPBIX OyJeT mpernojHeceHne HHQOpPMAanuu CTYIEHTY B albTEPHATUBHOM BHJE, IS
3aKperIeHUs MaTepraia U3y4eHHOTO Ha JICKIHSIX WM CeMUHapax.
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