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PA3PABOTKA MPOrPAMMHON KOMMOHEHTbI
PA3BJIEKATENNIbHON CUCTEMbI « GAMELAND»

Benopycckuti 2ocydapcmeeHHbIl yHUsepcumem UHopMamuku U paduoanekmpoHUKU
2. MuHck, Pecniybniuka benapycb

KapHaywenko A.J1., JTuwuk O.A.
Uckpa H. A. — accucmeHm kaghedbl 9BM

C kaxablM rofloM KOMMbIOTEPbl BCE BonbLUe BXOAST B HaLLy XW3Hb. C nosiBneHnemM cetu VIHTepHeT 3ToT npouecc cTan
ewwé bonee akTMBHbIM. BcemupHas nayTuHa sSiBNSETCH NOYTU HEMCCAKAEMbIM UCTOYHVMKOM Pa3nnyHon MHOPMaLMN OT Hay4YHbIX
cTaTten Ao MobUMbIX PUNBEMOB MK My3blkin. Mano Toro, oHa OTKpbINa LUMPOKME BO3MOXHOCTM AN OBLLEHNSA: MHOTOYUCEHHbIe
chopyMmbl, YaTbl U coumanbHble CeTU NO3BONAT 6e3 Tpyaa HalTu eauHOMBILLIEHHNKOB. Ho 3aeck obHapyxwunacb 1 obpaTHas
CTOPOHA, N BOT YXKe ThICAYMN U ThiCAYM Mogen (NpenMyLLecTBEHHO MOMOAEXb) Yachbl HAaNPONéT CAAT y MOHUTOPOB, NOAMEHSS
peanbHoe, XuBoe obLeHne BUpTyanbHbIM. iccnenoBaHysa nokasbiBakoT, YTO HEPEeAKO 3TO BEAET K HaBA34MBOWM NOTpebHOCTN B
nCronb3oBaHMN VIHTepHeTa, CONpoBOXAAIOLLENCS coumanbHON Ae3aganTaumein N BbIpaXeHHbIMU NCUXONOTMYECKUMN CUMMTO-
Mamu.

YunTbiBad notpebHocTM u npobrnembl COBPEMEHHOW Momnogexu, 3agjaden npoekra “Gameland” crano
NpuBreYeHne BHUMAaHUS K aKTMBHOMY W yBnekaternbHOMY OOLLEHMI0 BHE coumanbHbiX ceTel. Vaea npoekTa
COCTOMT B CrefylolleM: MMEeeTcsl HEeKOe «UIpoBOE MNPOCTPaHCTBO», T.e. MECTO; rAe MOXHO HalTu camble
pa3Hoobpa3sHble Urpbl OT HACTOMbHLIX A0 X-Box, ¢ cooTBeTCTBYIOWEN aTMOCHEpO, pacnonararoLLe K 06LLeHHo.

OcHoBHOW byHKLMEN pa3pabaTbiBaeMoi NpOrpaMMHON KOMMOHEHTbI pa3BrnekatenbHon cuctemsl “Gamel-
and” siBNsieTCA opraHusauus nogen B rpynnbl AN COBMECTHOrO NpoBeAeHUst cBOOOAHOMO BpemeHu. Bcé, 4yto
TpebyeTcsi OT Momnb3oBaTens, NPOWAs HECIOXHYH Npoueaypy perucrpauuu, ocTaBWUTb 3amnpoc Ha yvacTue C
yKaszaHvem npeanoyTUTENbHOTO BPEMEHW W HEeKOTOPbIX APYrMX KpUTEpueB, W A0XOATbCA MoKa cuctema
npegocTaBuUT BO3MOXHbIE A BapUWaHThbI.

Puc. 1 — AnbTepHaTuBa BMPTYarnbHOWN peanbHOCTU — Ha-
CTOSILLNI coumanbHbIA OnbIT

OCco6eHHOCTBI0 JaHHOMO MPOEKTa SABMSAETCA TO, YTO Mbl UCMONb3yemM VIHTEpHET AfiA OTBIIEYEHUS OT HEro
xe. Takum 06pasoM, HWYYTb He OTpULAs ero LIMPOKMX BO3MOXHOCTEW CouMasibHbIX CeTel, Mbl CTapaeMcs
NpenocTaBuTbL anbTepHaTUBY B BUAE PeanbHOro CoLmMarbsHOro onbiTa.
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