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OBPA3OBATEJIBHBIN XAB JJISI HOATOTOBKHU CIIENUAJIMCTOB
B OBJIACTHU 3AINUTHBI THOOPMALINHU
K.II. Mapmanosa, E.A. butomen
Vupeoicoenue obpazosanus « beiopycckuti cocyoapemeennuiii ynugepcumen
uHGoOpMamury u paouosrekmpoHuxuy, e. Munck, Pecnyboaiuxa bearapyce

AnnoTtauus. OnucaHa KoHUENus oOpasoparenbHoro xadba B ¢popmare Point-and-Click mst
MOATOTOBKU CIIEUUANNCTOB 1O 3amuTte uHpopmaunu. OO6ocHOBaHa 3¢ (EKTUBHOCTD
refimudukann u copesHoanuii Capture The Flag (CTF) ans moBwlieHUs] BOBIEYEHHOCTH
oOyuaromuxcs. Pa3paborannas Ha Unity apXuTekTypa BKIIOYAET IMOJyUYE€HHE 33aJaHUHA OT
HenrpoBblx nepcoHakel (NPC) Ha nokanusix, MOHUTOPUHT PEHTHHTa B BUPTYaJIbHOM Xale,
a Taxxke 3kcnopT apredakroB Ha (usuueckmii [IK nns aHann3a B peanbHON OMepariioHHON
cucTeMe.

KawueBble caoBa: oOpasoBarenbHass xa0; 3amura wuHpopManuy, redAMHUHUKaINS,
cumyssitop, Unity; Capture The Flag, kubepbesomacHocts, NPC; mpakTHuecKue HaBBIKH,
UHTEPAaKTUBHAS Cpena.

EDUCATIONAL HUB FOR TRAINING SPECIALISTS
IN THE FIELD OF INFORMATION SECURITY
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Educational Institution “Belarusian State University of Informatics and
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Abstract. The concept of an educational hab in the format of a Point-and-Click for training
information security specialists is described. The effectiveness of gamification and Capture
The Flag (CTF) competitions to increase student engagement is substantiated. The Unity-
based architecture includes receiving tasks from NPCs, monitoring rankings in a virtual hub,
and exporting artifacts to a physical PC for analysis in a real operating system.

Keywords: educational hab; information security; gamification; simulator; Unity, Capture
The Flag; cybersecurity; NPC; practical skills; interactive environment.

BBenenue

TpaguuuoHHble METOABI  MOATOTOBKM  CIECUUAIMCTOB B 00JIaCTH
TEXHUYECKON 3aliuThl MH(OpMAIMK 3a4acTyi0 HE OOECMEeuMBAIOT JOJIKHOIO
YPOBHS ~ BOBJICUEHHOCTH  oOydvaromuxcs.  M3yuenue  kpuntorpadum,
pPEBEpPC-UHKMHUPUHIA U CETeBOM Oe30macHOCTH TpeOyeT HempepbIBHOMN
npakTuku. Llenbio paboThl SBISETCS CO3JAHUE WHTEPAKTUBHOW MIaT(OPMbI
B (opmare Point-and-Click, no3Bossromeii oOydaromumcs oTpabarbiBaTh
HABBIKM OTpakKeHUs KMOepyrpo3 W pemeHus 3agad popmara Capture The Flag
(CTF) B cuMyJIMpOBaHHO# Cpesie, BKIIFOYAIONICH B3aMMOICHCTBUE ¢ PEATbHBIMU
WH(OPMAMOHHBIMU cucTeMamMu. B Tabmune mnpencraBneHa CpaBHUTEIbHAs
XapaKTEPUCTUKA TPAJAUIIMOHHOTO METOJAa OOYy4YEHUs CIECHUAIUCTOB B 00JACTU
3alUThl KHPOPMALIMK U MPEATIOKEHHOTO METOIa TOCPEICTBOM MHTEPAKTUBHOM
wiaTt(opMBbl, KOTOPBIit OTJIMYAETCS y100CTBOM UCTOJIb30BAHUS,
UHTEPAKTUBHOCTHIO, MACIITAOMPYEMOCTHIO U HAJTMUMEM PEAJIbHBIX MPUMEPOB.

CpaBHUTETbHAS XapAKTEPUCTHKA TIOXOIO0B K OOYISHHIO
Comparative characteristics of learning approaches

[Tapametp oneHku TpaauuuoHHOe Iefimudunuposannas 2D-
oOyueHue miatopma
dopmar nogauu Jlekuuu, cratnueckne | MHTEpaKTUBHBIN CIOXKET, KBECTHI OT
MaTtepuana CTEHBI NPC
Morusanus OueHky, 3a4eThbl HUrposotii nporpecc, rinodaabHbIN
oOyHaromuxcst Leaderboard
Cpena BbINONHEHUS 3a7a4 Pa3posHeHHbIE becuioBHas uHTErpanys Urpel U
BUPTYyaJbHbIE peanbHol OC
MAaIITHUHBI

OcHOBHAA YACTH

PazpabareiBacMbiii xa0 mnpeacTaBisieT COOOW WHTEPAKTUBHBIA KBECT
B xkaHpe «Point-and-Click», peanu3oBaHHbIi Ha WrpoBoM ABMXKKe Unity.
ApXUTEKTYpa TMOCTPOEHA HAa MOJYJIbHOM CHCTEME CLEH, MEPEXOJ MEXKIY
KOTOPBIMHA  OCYLIECTBIIIETCS € MOMOLIBK) CKPUNTOB OOpabOTKHA COOBITHIA
(UnityEvents) w  2D-xomnaiinepoB. WrpoBoii mpomecc  CTHMYJIHPYET
UCCIICIOBATENLCKY0 AKTUBHOCTB. MPAKTUYECKHE 3aJaHusl («KOHTPAKThD»)
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OOy4YaroUIMICs MOJTy4YaeT Yepe3 AUajior ¢ HEUrpoBbiMU nepcoHaxkamu (NPC),
paclpeAceHHbIMA [0 JIOKAlMsIM ~ MTPOBOW  KapThl  MPEICTABICHHBIMH
HA PUCYHKE.

L{eHTpaJTbHBIM 3JIEMEHTOM HABMTAlMW BBICTYNAET BHUPTYAIbHAs KOMHATA
(«xab»). B Hell peanmm3zoBaH uHTEp(delic NEPCOHATBHOTO KOMIBIOTEPA (JIMYHBIN
KaOWHET), T/1e 00yYaroIuics TPOCMATPUBAET CIMCOK AKTUBHBIX 3aJaHWi, CIaeT
HaliicHHbIe «(aarm» (Yepe3 UMUTALKIO email) U OTCIIEKUBAET CBOKO MO3HULIMIO B
riodanbHoM peittunre (Leaderboard).

KiroueBass 0coO€HHOCTH TIaTGoOpMbl — OECINOBHAS WHTErPaLUsi MIPBI C
peanbHOM MpakTUKoW. M3 KoMHATEl 00yYarOIIMKACS 3arpy>KacT TPEHUPOBOUYHBIE
apredakTbl (ceTeBble AaMmmbl Tpaduka, 3amm@poBaHHBIE (AiEI) HA CBOMA
¢usnyeckuii KoMmbrOTEp. PemieHWe 3amady  MPOMCXOAUT B PeajbHOM
OMEPALMOHHOM CHUCTEME C WCHOJb30BAHUEM MOJJIMHHBIX YTWIHT aHAIM3a
3AIMIICHHOCTH.

9 Player's Home [

| Arcade ZONE—? < . >~——z : ' r
s S S 1  Drainage TUNNEL ¥~ SRR bl COUS.EUM

Jlokaruu obpazoBarenbHOro xabda
Educational Hub locations

3aKkJIYeHue

PazpabGorannas muaropMa  JEMOHCTPUPYET  BBICOKMH  MOTEHIMAI
reiiMmupukan B npodwibHOM  oOpa3oBaHumu. UHTErpanusi  peanbHbIX
WHCTPYMEHTOB 3aIUTHl MH(POPMALMK B JOTMKY 2D-kBecTa TpaHC(HOPMHUPYET
TPAOULMOHHOE OOyYE€HWE B  YBICKATEIBHBI MNPOLECC  PACCIEAOBAHMUSL.
BHenpeHne Takux CHCTEM MOBBIMIACT KAYECTBO MOATOTOBKH, COKPALIACT BPEMS
apantanuu K pabouynM 3amadam M (QOPMHUPYET MHTEPEC K CAMOCTOSATEIBHOMY
[TIOVCKY YSI3BUMOCTEHN.
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