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AHHOMayusa

B Buaeourpax ¢ oTKPbITbIM MUPOM KNaCCUYECKME MHCTPYMEHTbI ApamaTypruye-
CKOro aHanu3a — TPexaKTHaA CTPYKTypa, Kpueaa ®PpeiiTara, nyTb repoa — nepecratoT
ONMUCbIBaTb PeasibHbIM UTPOBOM OMbIT: UTPOK Mosy4vaeT ceoboay BbibOpa nocnenosa-
TE€NIbHOCTM MPOXOXKAEHUS MOAYNbHOITO KOHTEHTA, YTO AenaeT HEBO3MOMKHbIM aBTOp-
CKUIM KOHTPO/Ib TeMNopuTma. B paboTe BBegeHa KoHuenuums storytelling literacy — kom-
neTeHUMs UrpoKa, BKAKOYatoLLaa pacno3HaBaHMe 3MOLMOHANIbHON TOHANIbHOCTU KOH-
TEeHTa, 0CO3HAaHHOE KOHCTPYMPOBAHME NENCUHIA N HappPaTUBHOE ppeiMnpoBaHme cob-
CTBEHHOW UrpoBOMN TpaekTopuu. Ha ocHoBe popmanbHOM MoAeNn HappPaTUBHOIO CO-
CTOAHMA UIPOKA — aganTaLmMm annapaTa CloXKeTHbIx 06bekToB, a3, rpaHelr n Noporo-
BbIX COCTOSIHUI — MPeaoXKeHa apxntektypa UT-cuctembl NogaeprKKM HappaTuea, opu-
€HTUPOBAHHOIO Ha Mrpoka. Cuctema BK/AOYAET ABWUKOK HAPPATUBHONO COCTOSIHWUSA
(feedback loop mexay TenemeTpmen 4eNCTBUN U KOHTEHTHOM NOACUCTEMOWN), UHCTPY-
MEHTbI BU3yaIN3aLnmM TPAEKTOPUN ANA UTPOKA, MHCTPYMEHTbI aHann3a HappaTUBHOTO
NOKPbITUA ANA AM3aliHepa U MOAyNb afanTUBHOWM FreHepaLMn KOHTEHTA Ha OCHOBE
60NbLIMX A3bIKOBbLIX MOAENEN.
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BBEOEHUE

OTKpbITble MUPbI* CTaNIv AOMUHUPYIOLWLEN NapaanrMO COBPEMEHHOIO reMmam-
3aunHa. Ot The Elder Scrolls V: Skyrim po Elden Ring, ot The Legend of Zelda: Breath of
the Wild po Assassin's Creed — nrpokn nony4yatot becnpeueaeHTHyto ceoboay B Bbibope
nocne[0BaTeNIbHOCTM NPOXOXKAEHMA KOHTEHTa. OaHAKo 3Ta cBoboaa nopoxaaeT GyH-
AAaMeHTa/IbHY0 NpobaemMy: Knaccuyeckne MHCTPYMEHTbl HApPPaTUBHOIO aHaAM3a, oc-
HOBAHHbIE€ Ha IMHENHbIX CTPYKTYpax [1—4], TakMX KaK TpexaKTHas CTPYKTypa, NyTb re-
pos, KpmnBasa Ppeiitara (NMpammnga HapacTaHUA — Ky1IbMUHALUMK — Pa3BA3KK), He pabo-
TAKOT KaK onmcaTeibHble MOAE/IN UTPOBOFO OMbITa B OTKPbLITbIX MUPaX.

B NMHEeNHbIX urpax amMsalHep KOHTPOAMPYeT TEMMOPUTM: 3@ HAMNPSKEHHbIM
6oem cnepyeT AManoroBas CLeHa, Nocse KyIbMMHAUMK — NepeapblliKa ansa pedaexkcum.
B MoAyNbHbIX OTKPbITbIX MUPaX AM3aHEP cO34aeT NAINTPY HE3aBUCUMbIX KOHTEHTHbIX
eaMHUL, He 3HaA, B KaKoM nocnenoBaTe/lbHOCTU UTPOK UX nponaeT. Takaa cuTyaums
NOC/NYXM1a OCHOBOM LEHTPasNbHOM rMNoTe3bl HacToAwen paboTbl: B UTPax C OTKPbI-
TbIMW MUPaMM GYHKUMA HAapPATUBHOIO apXMUTEKTOpA NepexoauT OT AM3aliHepa K ur-
POKY, 1 3TO TpebyeT HOBOro TMNa KkomneteHuumn — storytelling literacy.

Poccuiickue nccnepgoBaHusa [5, 6] Takke 0603Haunam 3Ty npobaemy, Nnokasas,
YTO TPAAULMOHHbIE MHCTPYMEHTbI MPOTOTUNMPOBAHMA CLEHAPUEB HE YYMTbIBAIOT BO3-
MOYHOCTU UIPOKA CAMOCTOATEIbHO KOHCTPYMPOBATb NOC/eA0BaTEeNIbHOCTb U3 FOTOBbIX
MoZyNeNn, a He NPOCTO BbIOMPATb MeXay BETBAMM.

Llenn Hactoawen paboTbl 3aKaoyYanucb B cneaytowem:: (1) dopmanunsosaTtb
KoHuenuuto storytelling literacy [7] n nokasaTb ee MecTo cpeam CMeXHbIX NOHATUI; (2)
npeanoXKnTb GopMabHYH MOoAe b HAPPAaTUBHOIO COCTOAHUA UIPOKa, NPUTOAHYIO ANA
BblUMCANTENbHOM peanunsaumu; (3) onucaTb apxutektypy UT-cuctembl NoaaeprKku
player-driven-HappaTnsa, BK/IOYasA airOPUTMUYECKOE AAPO — ABUKOK HappPaTUBHOIO
COCTOAHMA.

L OTKpbITbIN MUp (open world) — TMN UrPOBOro NPOCTPaHCTBA, B KOTOPOM UIPOK MmeeT ceoboay mc-
CnefoBaHMA BUPTYasIbHOTO MUPA M BbiI6Opa NOCNeA0BaTENbHOCTU MPOXOXKAEHNA UTPOBOTO KOHTEHTA
6€3 *KecTKo 3a4aHHOM IMHENHOM CTPYKTYPbI. B 0TANYME OT ypOBHEBDLIX UFP C GUKCMPOBAHHON Nocne-
[0BATE/IbHOCTBIO TOKALUMI, OTKPbITbIE MUPbI NO3BONSOT UTPOKY CAMOCTOATE/IbHO ONPeAeNnsiTb MapLu-
PYT M NOPAAOK BbINONHEHWUA 3a4aHNUN.
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1. TEOPETUYECKUMN KOHTEKCT U NAKYHA
1.1. CywecTtByowme nogxoabl

KoHuenuua amepaKeHTHOro HappaTuea (emergent narrative) socxoauT K “Rules
of Play” [8]: embedded narrative — 3apaHee HanMcaHHasA UCTOPMA — NPOTUBOMNOCTABAA-
eTcAa emergent narrative, BO3HMKaOLWEMY U3 B3aMMOAENCTBMA UTPOBbIX cucTtemM. Knac-
CUYECKMMM Npumepamu asnatoTca The Sims u Dwarf Fortress, roe ppamatnyeckue uc-
TOPWUM POXKAAIOTCA U3 NPOoLEeAYPHbIX NPaBKa 6€3 aBTOPCKOro 3amblicia. 3Ta KOHLenuua
OMUCbIBAET CUCTEMHYIO SMEPAMKEHTHOCTb, HO HE OCO3HAHHOE KOHCTPYMPOBaAHUE UTPO-
KOM CBOEeW HappaTUBHOW apKu.

MoHAaTue player as author B [9] paccmaTpmBatoT B KOHTEKCTE BETBALLMXCA Happa-
TMBOB (branching narratives), roe ansainHep 3apaHee NPONUCbIBAET BCE BO3MOXKHbIE
nyTW, a UTPOK BblbMpaeT mexay HUMK. B Takmx cTtpyktypax — The Witcher, Detroit: Be-
come Human, Life is Strange — TeMNOPUTM KOHTPONMPYETCA AU3aNHEPOM Ha KarKaom
BETBW: UTPOK BbIBMpPAET, KaKyto UCTOPUIO PacCKa3aTb, HO HE KaK ee CTPYKTYpPUpPOBaTb.
B MOAYNbHbBIX OTKPbITbIX MUPAX MEXaHU3M NPUHLUNMUANBHO MHOM.

KoHuenums player agency — cnocobHOCTU UTPOKa BAUATb HA UTPOBOM MUP — LN-
poKo obcyrkpgaetca B game studies. B [10] pa3BuTa naes npmMcBOEHUN UTPbl UTPOKOM
(player appropriation): Urpok npnceamBaeT Urpy, CO34aBaA CMbIC/Ibl M MPAKTUKW, He 3a-
NOXEeHHble an3anHepamu. B [11] nccnemoBaHbl TeNecHbIM OnbIT U PU3NYECKOE KOH-
CTPyMpOBaHUE NYTH Yepe3 UrpoBoe NPOCTPAHCTBO. Peyb naet o NPUCBOEHUN UTPbI UT-
POKOM (BO3MOXHOCTb UrPaTb B UFPYy Pa3NIMYHbIMU BapMaHTaMmM) — UTPOBOM NpoLecce,
KOTOpPbIN MAET Bpa3pe3 C aBTOPCKMM 3aMbICIOM. ITO BaXKHO, HO He ONUCbIBAET CUTYa-
LMI0, KOTA4a Urpa M3Ha4yalbHO CNPOEKTUPOBAHA KaK KOHCTPYKTOP, NPeaoCTaBAAKOLWMNA
NTPOKY MHCTPYMEHTbI 417 CAMOCTOATENIbHOM HAapPaTUBHOM apXUTEKTYPbI.

B [12] cka3aHO o cnocobHoCTH urp ybexaatb yepes AencTBUA, a He Yepes Tek-
CTbl, KOTAa UFPOK CAMOCTOATE/NIbHO KOHCTPYMPYET NOCNeA0BaTENbHOCTbL Npoueayp co-
6bITMN. ITO NPUHUMMNMANBHO HOBAA CUTyaLMA: UTPOK CTAaHOBUTCA HE TO/IbKO UCMNOJTHU-
TeNeMm, HO U peXxmnccepom co6CTBEHHOTO SMOLLMOHA/IbHOrO OMbITa.

MpPOCTPAHCTBEHHbIMA NOAXO4 K HAPPaTUBHOMY AM3alHy — environmental story-
telling [13] n ergodic literature [14] — doKycupyeTcA Ha YMEHUM YNTATb NPOCTPAHCTBO
(spatial literacy), HO NOYTK He KacaeTcsA yMeHUA BbICTPanBaTb NOC/eA0BaTENbHOCTb CO-
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6bITUIA BO BpemeHU (temporal narrative literacy). ®opmanbHblii MaTeMaTUYECKWU an-
napaT BEPOATHOCTHO-BPEMEHHOIO MOAEIMPOBAHUA UTPOBbIX cucTem [15] onucbiBaeT
nepemeLLeHnA NrPoKa B HAPPATUBHOM NPOCTPAHCTBE, OAHAKO PaccCMaTPMBAET TEMMNO-
PUTM KaK GYHKLMIO AM3aliHepa, @ He KoOMNeTeHUMIo urpoka. KoHuenuma game literacy
[16] oxBaTbiBaeT NOHMMaHME MEXAHWUK U NPABWJI, HO HE HAPPATUBHYIO KOMMNETEHLMIO.

OTAeNbHOro BHMMaHMA 3aC/yXKMBAeT NOHATME MeWCcUHra (pacing) — Temna u
pPUTMa Nogayum cobbITUM U KOHTEHTA, XapaKTepa YepesoBaHMA MHTEHCUBHbIX U Meau-
TAaTMBHbIX 3Nn30408 [17]. B AMHENHbIX HappaTUBax NENCUHT ABAAETCA MHCTPYMEHTOM
AN3aHepa: OH BCTPOEH B CTPYKTYPY NPOU3BEAEHUA U BOCMPUHMMAETCA YMUTATENEM
WUNU 3pUTENEM KaK AAHHOCTb. B MOAYNbHbIX OTKPbITbIX MUMPAX KOHTPOb NENCUHIA ne-
pPeExoauT K UTPOKY, U UMeHHOo 3To aenaet storytelling literacy He npocTo *KenaTenbHOM,
HO HeoHXo0AMMOMN KOMMETEHLMEN.

Ocoboe mecTo cpean CyLecTBYHOLWMX NOAX0A0B 3aHMMaeT paboTa [18], B KOTO-
poi popmanmsoBaHa CBA3b HAppPaTUBa M FeMMNIea Yepes3 CUCTEMY CIOXKETHbIX 0Obek-
TOB, pa3, cobbITUIA M NPaBUA AaKTUBALUN MexaHUK. COOCTBEHHO 3TOT annapaT NeXuT B
ocHoBe GopManbHOM Moaenun, NPeanoKEeHHOM B HacToswWwen cTatbe (pasa. 4).

1.2. KnoueBan nakyHa

AHanu3 nuTepaTypbl NMOKa3an, YTo CYLLECTBYIOWME UCCNEA0BAHMA ONUCbIBAKOT
BO3HWKHOBEHME UCTOPUI U3 CUCTEMHOIO B3aMMOAENCTBUSA, AN3ANH IMHENHDBIX U BET-
BAWMXCA apoK, MHTepnpeTaumio environmental storytelling, player agency n game
literacy, a Tak»Ke BNMAHUE IMYHOCTHbIX XapaKTEPUCTUK UIPOKa Ha HappaTUBHbIE Npes-
nouteHua [19]. OgHaKo 3a paMKammM pacCMOTPEHMA OCTatoTcA: (@) 0CO3HaAHHOe npume-
HEHWE UIPOKaMM ApamMaTypriuyeckmx NPUHLMUNOB K BbICTPANUBAHUIO COBCTBEHHOM MNo-
CNleloBaTeIbHOCTN B MOAY/IbHOM CTPYKTYPE; (6) NENCUHT KaK MHCTPYMEHT UTPOKa, a He
TO/IbKO AM3anHepa; (B) TEXHOMOrMYecKas noanepKka atoro npouecca yepes UT-un-
CTPYMeHTbI. HacToAlan cTaTba Hanpas/eHa Ha 3ano/IHEHWE AaHHOW NaKyHbI.

2. TEOPETUMECKMI KOHTEKCT U NNAKYHA
2.1. 1Ba TMNa HE/INHEMHOCTH

anIHLI,MI'II/IaI'IbHO BaXXHO pa3rpaHU4nTb ABa TUIMA HEe/IMHENHOro HappaTUBHOTIO

IN3aHa, KOTOPble HepPeAKOo OTOXKAECTBAAIOT.
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Bemesawutica Happamus (The Witcher 2, Detroit: Become Human): aBTop co-
3[1aeT HECKO/IbKO 3apaHee HanucaHHbIX nyTen (puc. 1); Bbibop urpoka onpeaensnert, Ka-
KYO M3 3aroTOBNEHHbIX APOK OH MNPOXMBET; TEMNOPUTM KOHTPOIMPYETCA AN3aNHEPOM
B KaXXA40M BETBU. YNCNO peanm3aumi KOHEYHO M 3a4,aH0 3apaHee.

Havano ncropuu

/Embdﬁ/ l BblGOpP B\BIJIG'D&B\

Apka A Apka b Apka B
eMn 3aaH Au3anHepo TemnaauaHuwsaﬁHepom eMn 3aJaH Au3anHepo

/N N N

fe

®uHan A

\ ®duHan A1l ®uHan b1 ’ ®uHan b ®wuHan B1 ‘ ®duHan B2 ‘

J

T Bce PpMHanbl HanUcaHbl 3apaHee

Puc. 1. BeTBAWMMNCA HappaTUB: AN3AMNHEP 3apaHee 3a4aeT KOHEYHOE MHOXECTBO
apPOK M TEMNOPUTM KaXKa0WN BETBU; UTPOK BbIOMPAET NyTb, HO HE KOHCTPYMPYET €ro

CTPYKTYpPY.

MoOynbHbIl KOHCMPYKMOpP: KOHTEHT NpeAcTaBNeH KaK Habop OTHOCUTE/NIbHO
HEe3aBMCUMbIX MOAYNeN — KBECTOB, aKTUBHOCTEM, IOKALUUMN;, UIPOK CaMOCTOATE/IbHO
onpeaenneT Ux NocAeA0BaTeNbHOCTb (PUC. 2); AM3aHEP HE MOXKET NpeacKasaTh, B Ka-
KOWM MOMEHT UrPOK NPOMAET TOT UIN MHOM KOHTEHT. B Zelda: Breath of the Wild mo»KHo
OTNPaBUTbCA K PUHANBbHOMY Boccy cpasy nocne nposora uamn yepes 100 yacos uccne-
[OBaHUSA.
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MNccnepoBaHue

Y\

Mo6ou4HbIN KBECT MwuHu-6occ
HappaTvBHbIA | | KyNBMMHALMOHHBIA |

cpasy

KpadTuHr ‘
HeNTpanbHbIA

MeauTaTUBHbIN

OCHOBHOWM KBeCT

P . N
Konneku, ®uHanbHbIN 60CC Ounanor NPC
MeLuUTaTUBHbIN ) | Ky/nbMuHa MOHHbIWA | HeNTpanbHbIA

HappaTUBHbIN

= |Irpok A: UccnepoBaHne > KBecT —> duHan = |rpok B: 6ol - konneky. - duHan

== |rpok B: 0CHOBHOW KBecCT = duHan = Wrpok I: cpa3y ¢uHanbHbIN 6occ

OpHa nanutpa — 6eckoHe4YHoe YUCIIo TpaeKTOpVII;I - ,D,VISaI‘;IHep He KOHTpOoNnupyeT nocnegoBaTesibHOCTb

Puc. 2. MoaynbHbI KOHCTPYKTOP: AM3aNHeEP CO34a€eT NaINTPY HE3aBUCUMbIX

KOHTEHTHbIX MOAY/1el C pa3HbIMM ApamMaTypruyeckumm GyHKLUMAMU; UTPOK

CaMOCTOATE/IbHO onpeadenAaeT nocnenoBaTte/sibHOCTb, B TOM YMC/1€ MOXKET I'Iepel\/'lTVI K

dMHanbHOMyY boccy cpasy nocsie Nposora (KpacHana CTpeska).

MMeHHO B MOAYNbHbIX CUCTEMAX BO3HUKAET npo6nerv\a: KTO OTBEYaEeT 3a Apama-

TYPrMYECKYI0 CTPYKTYpPY, €CAu AU3aliHep He KOHTPOAMPYeT NoCnefoBaTeslbHOCTb.
B Assassin's Creed Odyssey Tpv napannenbHbie CIOXEeTHble IMHUM — CEMEeNHan Apama,

3aroBop Kyana, MI/ICI)OJ'IOI'MLIGCKVIIZ nAact — MOryT NpoxoanTbCA B NPOnN3BOJIbHOM MO-

pAAKe; UToroeaAd aMmoUuMOHaA/IbHAA apKa onpeaendaeTca He AM3al\/’1HOM, a Bbl60p0M nr-

POKa.

2.2. ln3aiiHep Kak co3paTtenb NanuTpbl

AHanus OTKPbITbIX MUPOB MNOKa3ana, 4To ,D,I/ISaI‘/’IHepr (I)aKTI/I‘-IeCKI/I CO344al0T HE UC-

TOPUIO, a NaINTPY HAPPaATUBHbLIX MHCTPYMEHTOB C Pa3/IN4YHbIMN SMOLIMOHAJ/IbHBIMU TO-

Ha/1IbHOCTAMWU: UHTEHCUBHbIE U MEANTATUBHbIE aKTUBHOCTU, TPparegmnto 1 kKkomeaguio, Co-

LUManbHOe B3aMMOAENCTBME U OAMHOYECTBO, 3KIWEH U uccnegosaHune [17]. B Zelda:

Breath of the Wild 310 ABHO OTpa*KeHO B TUMOJOMMN KOHTEHTA:

intense (6UTBbI C NPOTUBHUKAMMU);
contemplative (c6op maTepranos, NOUCK KONNEKLMOHHbIX NPEAMETOB);

narrative (BocctaHoBNAEHWE BOCMOMUHAHWI FNaBHOrO repos);
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e  puzzle (ron0OBONOMKM B CBATUANLLAX);

e  exploration (nouck, uccnepoBaHue, akTBauma balen).

An3anHepckaa punocoPpumsa nNpoekTa, U3NoXKeHHaa pa3pabotumkamum Nintendo
[20], NnpAMO NO3ULMOHMPYET UTPY KaK CUCTEMY MHCTPYMEHTOB A1 CAMOCTOATENIbHOTO
KOHCTPYMpPOBaHUA OMbITa.

3agaya An3anHepa CoCTOMT B TOM, 4ToObl o6ecneynTb pasHoobpasme NanunTpsl,
3a43a4a Urpoka — BbibpaTb Nocnea0BaTENbHOCTb MCMNONb30BAHMA KPACOK AN1A CO34aHMA
cobcTBEHHOWM KapTuHbl. UMeHHO ans peweHuns 3Ton 3aaaum Tpebyetca storytelling lit-
eracy.

3. KOHUENLUWMA STORYTELLING LITERACY
3.1. OnpegeneHve v ypoBHMU KOMNETEHLUN

Onupancb Ha noHATMe game literacy [16] — cnocobHOCTN YUTaTb UTPOBbIE CU-
CTEMbI, NMOHUMATb MEXaHUKN U 3OPEKTUBHO C HUMKU B3aMMOAENCTBOBATb, Mbl Npeana-
raem AONONHUTL ero KoHuenumen storytelling literacy: cnocobHocTblO UrpoKa oco-
3HAHHO KOHCTPYMpPOBATb COOCTBEHHYIO HAPPATUBHYIO apKy U3 MOAY/bHbIX 3/IEMEHTOB
Urpbl NyTEM NPUMEHEHNA APamaTypruyeckux NPMHLUMNOB K NOC/eA0BaTe/IbHOCTU COb-
CTBEHHbIX AEUCTBUNA.

KoHuenuua BKAOYAET TPM YPOBHA KOMNETEHLUMN.

YposeHb 1 — pacrno3zHasaHue sMmoyuUoHaAbHOU MoHanbHOCMU KOHMeHma. baso-
Bbl YPOBEHb: NHTYUTUBHOE OLLYLLLEHNE PA3HULLBI MEXKAY «TAXKENbIM» N KIETKUM» KBe-
cTaMu. [MpoaABUHYTbIM YPOBEHb: OCO3HAHHAA KaTeropusaumna KOHTEHTA No NapameTpam
3MOLIMOHANbHOM TOHANIbHOCTU (Tpareaua, KOMeaus, anoc, IMPU3M, XOPPOpP), UHTEH-
CUBHOCTU, KOTHUTUBHOM Harpy3Kku u coumanbHocTu. B The Elder Scrolls V: Skyrim onbiT-
HbIN UFPOK, TO/IbKO YTO 3aBEPLUMBLLMIN HAMNPAKEHHOE NOoA3EMENbE, PACNO3HAET KBECT
«A Night to Remember» Kak amouunoHanbHyto pas3pagky n «The Taste of Death» Kak
HenoAxo4ALWNIM ANA TEKYLLEr0 MOMEHTA.

YposeHb 2 — KoHcmpyuposaHue nelicuHea u pumma. Oco3HaHHOe YepeaoBaHue
TMNOB KOHTEHTa ANS CO34aHUA BOJIHOBOM 3MOUMOHANbHON AMHAMMKWU: HapacTaHue
HaNPAXeHMA — KYNIbMUHAUMA — Pa3BA3Ka — pUTMUYECKoe YepeaoBaHue. B Elden Ring
3TO MOMKET BbIrNALETb KaK UCCef0BaHME HOBOM IOKALMM = Cepusa NONbITOK NobeanTb

CNo¥XHoro 6occa = CNOKOMHbIN c6op maTtepmanoB B OCBOEHHbIX 30HaAX - noaroToBKa
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K cneaytowiemy Bbi3oBy. [JaHHaA Nocnen0BaTelbHOCTb GYHKUMOHANbHO aHAN0IMYHa
TOMY, KaK CLeHapuCT BbICTPaMBaeT YepeaoBaHMe CLEH AEACTBUA N AManora.

YposeHb 3 — HappamusHoe pelimuposaHue onsbima. HanoxeHne Ha MexaHu-
YecKne AEenNCTBUA HApPPATUBHOIO CMbIC/IA: onpeaeneHne «rnaBHoOM UCTOPUM» U «MOo-
HOUYHbIX 3NM3040B», MPULAHME CMbICIa MEXAHUKE Yepe3 HappPaTUBHYIO IMH3Y, CO3a-
HMe MOMeHTa 3aBepleHua. B Red Dead Redemption 2 nrpok MoXeT NPONTU OA4HY U Ty
YK€ MEXaHMYECKYIO UFPY KaK UCTOPUIO UCKYMNNEHMSA, UCTOPUIO YNaaKa Uan UCTOPUIO UC-
cnenosaTena B 3aBUCMMOCTM OT Bbibopa poKyca n nocneaoBaTeIbHOCTH.

Nnntoctpaumneit ocosHaHHOro npumeHeHus storytelling literacy cayxut cnyyanm
npoxoxkaeHua Assassin's Creed Origins, Korga nocie MHTEHCMBHOWM Ky/JiIbMUHALMUM OC-
HOBHOTO ctoXeTa (MecTb youinue cbiHa) 6bin BbIOpaH A0NOAHUTENbHbIN KBecT «Obelua-
Hue baleka»: megMTaTUBHbLIN COOP KaMeHHbIX KPyroB-co3Be3Aui NO BCeW KapTe OT-
KpbITOro mmpa. HappaTMBHO KBECT CTa/1 Pa3BA3KOM — NPOLLLAHNEM reposA C CbIHOM U 3a-
BEpLUEHNEM LMKNa ropeBaHUA. MexaHUYeCKM OH NOJIHOCTbIO COOTBETCTBOBA/ TEKYLLEN
NnoTpebHOCTN B CMOKOMHOM MUCCea0BaTe/IbCKOM OMNbiTe Nocne neperpysku. NMpumeya-
TeNbHO, YTO 3Ta PO/Ib «PA3BA3KU» He OblNa 3aKpenieHa 3a KBeCTOM pa3paboTymkamm,
OHa 6bla CKOHCTPYMPOBAHA CAMUM UTPOKOM OCO3HAHHO, C ONMOPOM HA 3HaHME 3aKo-
HOB ApamaTypruu.

3.2. OTAnYmMA OT CMEeXKHbIX KOHL,enuuii

CooTHoweHue KoHuenuum storytelling literacy co cmeKHbIMM NpeacTaBAeHO B
Tabn. 1.

KntoueBbiM oTANUYMEM ABNAETCS aKTUBHOE NPUMEHEHMNE APaMaTyPriyeckmx 3Ha-
HUM K KOHCTPYMPOBAHUIO COOCTBEHHOTrO OMbITa, @ HE NPOCTO NOHUMAHUE CUCTEM WU

BOCnpunATHE 3a4aHHOro HappatmBea.

Tabnunua 1. CpaBHeHue storytelling literacy co cmeKHbIMM KOHLENUMAMM.

KoHuenuus dokyc Otnnune ot storytelling literacy

) MoHMMaHMe UrPoBbIX CU- | PYHKUMOHANBHOCTb, HE SMOLLMOHA/b-
Game literacy [16]
CTEM N MEXaHUK HaA AMHaAMMKaA

) MOHMMaHWe anropuTMoB | TexHMYecKoe NOHMMaHME CUCTEM, He
Procedural literacy [21]
W npaBun HappaTUBHOE KOHCTPYMPOBAHUE
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CnocobHoCTb BAMATL Ha Bo3MoKHOCTb Bblbopa 6e3 0b6a3aTenb-
Player agency [9] .
UrpoBOMN MUP HOro HappPaTUBHOIO OCO3HaHUA
Narrative comprehen- MoHMMaHue 3aaaHHOM 1c- | MNaccnBHOE BOCNPUATME, HEAKTUBHOE
sion [22] TOpUK co3faHue
. ApanTauua HappaTuBa K MepcoHanuzayma 6e3 kKomneTeHUUN:
Personality-based narra-
] ] JINYHOCTHbIM YepTam Ur- cMcTeEMa aganTUPYeTCA, HO UFPOK He
tive adaptation [19]
pOKa KOHCTPYMPYET apKy OCO3HAHHO
MpuMmeHeHWe apamaTyprmyeckmx
o AKTMBHOE KOHCTPYMpOBa- .
Storytelling literacy [7] . NPUHLMNOB K COBCTBEHHOM NocneaoBa-
HWEe HappPaTUBHOM apPKM . .
TEeNbHOCTU AeNCTBUI

4. POPMANbHAA MOAE/Ib HAPPATUBHOIO COCTOAHUA UTPOKA
4.1. UcxogHbiit popmanbHbiv annapar

Ona nepexoaa OT onucaTeibHbIX KaTEroOpPUM K BbIYUCIMMbIM CTPYKTYpPam Heob-
xoamma ¢popmanbHas mogenb. B [18] npegnorkeH annapaT, B KOTOPOM CHOXKET ONMCaH
yepes cucTtemy 0H6bEKTOB: MPOTArOHUCT C HABOPOM rpaHer (M3MepUMBbIX XapaKTepwu-
CTUK) U COXKeTHble NMHMK. CIoXKeT NpeacTaBaeH Kak Habop cobbiTuiA, pacnpeaeneHHbIX
no ¢asam; cocToAHMA 06 bEKTOB 3a4aHbl YMCIEHHO Ha oTpe3ke [0, 100] c noporosbimu
30Hamu (oTpuuaTenbHasa, HeMTpanbHan, NONOKUTENbHAA); COOLITUA N3MEHSIOT COCTO-
AHWA, @ NOPOroBble Nepexoabl 0TOH6PaAXKaOT aKTUBALMIO UTPOBbLIX MEXAHUK (CM. puc. 3).

[aHHas cuctema paspaboTaHa A4NA 3a4aHHOMO aBTOPOM IMHEMHOTO CHOXKETA, r4e
An3aHep 3apaHee onpeaennn 06beKTbl, COOLITUA N COOTBETCTBYHOLWLME UM MEXAHUKW.
[nA OTKPbITbIX MMPOB HEOBXOAMMO ee NepeoCMbICIEHNE B NEPCMNEKTUBE, OPUEHTUPO-
BaHHOM Ha urpoka (player-centered): eaMHuuen aHann3a CTaHOBUTCA HE BbICTPOEHH bl
aBTOPOM CIOXKET, @ IMYHAA NOoC/eA0BaTe/IbHOCTb MOAY/IEM KOHTEHTA, BbiIOpaHHaA ur-

POKOM.
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da3zbl CroKeTHble NTUHUK FnaBHas uenb
BpeMeHHble OTPe3KU CloXKeTa TeMaTWUKW HappaTuBa npoTtaroHucTa

CobbiTHSA l

[ —
L

M3meHeHWe cocTOssHUMIA 0ObEKTOB
ymucnosas wkana [0-100] - Tpu Noporosblie 30HbI

‘ Moporosble nepexoabl ‘

|

AKTUBaLUA MeXaHUK

Puc. 3. dopmanmsaums ctoxketa Kak cuctembl ¢pas, TMHUIN U cobbiTuii (no [18]): dpaswbl,
CHOXKETHbIE IMHUM U [/1aBHasA Lieib NPOTAaroHUCTa NOPOXKAAT CObbITUS, KOTOPbIE
N3MEHAIT COCTOSIHUA 06beKTOB No wKane [0—100]; npy AOCTUKEHNM NOPOTOBbIX

3HaYEeHUN NPOUCXOAAT NEPEXobl, aKTUBMPYIOLLINE UTPOBbIE MEXAHUKM.

4.2. O6beKTbl moaenm

B cucteme, OpMEHTUPOBAHHOM Ha WUrpoKa, LenecoobpasHo BbIAENUTb TPU
rpynnbl 06 beKTOoB.

KoHmeHmHsbIe AUHUU: OCHOBHbIE M NOOOYHbIE KBECTbI, UCCEA0BaTE/IbCKUE 3MU-
304bl, 60eBble CTONIKHOBEHUA, PUTYaNbl KONNEKLUNOHUPOBAHMSA, COLMANbHbIE B3aUMO-
NEencTBUsA, KaTcUeHbl, NpoLeaypHO creHepupoBaHHble cobbiTUA. OHKM UTPaKOT PO/Ib MO-
AY/IbHbIX € CHOXKETHbIX IMHUN», AOCTYMHbIX UTPOKY B MPOM3BO/IbHOM NOCneA0BaTe/IbHO-
CTW.

[paHU HappamMuBHO20 COCMOSAHUSA U2POKA — ONnepaLMoHaibHble NapaMeTpbl Ur-
POBOro OMbITA: 3MOLMOHA/NbHAA WMHTEHCUMBHOCTb, KOFHWUTWUBHASA HarpysKa, 4YyBCTBO
PUCKa, YYBCTBO KOHTPO/A, YPOBEHb BOBAEYEHHOCTU, OLLYLLEHNE HE3aBEPLUEHHOCTH,
noTpebHOCTb B pa3paaKe, NOTPeObHOCTb B KyAbMUHAUMK. Kaxkabii napameTp 3agaeTtca
Ha oTpe3Ke [0, 100] c noporoBbiMW 30HaMM, aHANOFMYHO FPaHAM NpoTaroHucTa B [18].

TeKywaa HappamueHas yesb U2POoKa — CUTyaTUBHAA U He BCErga 0Co3HaBaemas

YCTAHOBKA: «[0KaTb APaMy», «MNepeK/ioYnNTbCA Ha CMOKOMHbIM PEeXUM», «3aKPbITb
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3MOLMOHaNbHbIMA XBOCT», KBEPHYTb YYBCTBO BbI30Ba», KHE 3aBEpLUATb UTPY CAULLKOM
pe3ko». MMeHHO OHa MO3BO/IAET CUCTEME UHTEPMNPETMPOBATL OAUH U TOT KEe MOoAY/b
No-pasHOMY B 3aBMCMMOCTM OT 0BLLEro COCTOAHMA TPAaeKTopUKU (cm. puc. 4).

KOHTEHTHbIE NTMHUKN

OCHOBHOM KBecCT
Mo60o4HblEe KBECTbI
boeBble CTONKHOBEHUSA
MccnepoBaHue
KonnekunoHMpoBaHue
Cou,. B3auMogeicTeme

MpouenypHble cobbiTUA

rpaHVI COCTOSAHMSA
wkana [0-100] - Tpw 30HbI

3MoL,. MUHTEHCUBHOCTb
KorH. Harpy3ka

YyBCTBO pUcka

YyBCTBO KOHTpPONSA
YpoBeHb BOBNEYEHHOCTH
OwyLl. HesaBepLEHHOCTKH

MoTp. B paspsgke

HappaTuBHas uenb

«00XaTb ApamMy»
«NepekntyuTbCs»
«3aKpblTb XBOCT>»
«BEepPHYTb Bbl30B»

«nnaBHO 3aBepLINTb»

HecTabunbHas,

MoTp. B KYNbMUHALIMK cuTyaTuBHas

o ,/' . / o _/

Tpw rpynnbl 06bEKTOB MOAENN HAPPATUBHOIO COCTOAHUS UrPOKa

Puc. 4. Popmannsauma HappaTUBHOIO COCTOSHUA UTPOKA: TPU rPynnbl 06 bEKTOB
MOZAE/IM — KOHTEHTHbIE IMHUM (TUNOIOTMA aKTUBHOCTEN), FPaHN COCTOAHMA (BOCEMb
HOPMMPOBAHHbIX NapameTpoB B AnanasoHe [0—100]) n HappaTuBHaA uenb
(cutyaTMBHO PopMUpPyEMOe HaMepeHUe UTPoKa).

4.3. CobbiTna n ¢asbl

B aBTOpcKoM cucteme [18] cobbiTMA NOKaNM30BaHbI B pa3ax U MU3MEHSAOT COCTO-
AHNA 06beKTOB MexKay da3amun. B KOHTEKCTe OTKpbITOro mupa ¢asbl yaobHee noHm-
MaTb KaK OTPE3KU UIPOBOI TPAEKTOPUM — CECCUM, KPYMHbIe 3NN304bl, 3aBEpPLUEHHbIE
UrpoBble LUUKAbI UAM 6NOKU aKTUBHOCTU, BHYTPWU KOTOPbIX OMNbIT OTHOCUTENbHO OAHO-
pOAEH.

CobbITUAMM CTAaHOBATCA NPOXOXKAEHNE KBECTa, MoparkeHne oT bocca, ycnewHoe
nccnepoBaHne HOBOWM 30HbI, CEPUA PYTUHHbIX AENCTBUM, NONYyYEHNE HAPPaATUBHO 3HA-
YUMOM PENNUKU, OTKPbITUE NIOKALMM, MEPEKNOYEHNE HA KONNEKLUNMOHUPOBAHWE, ONN-
TeNIbHOE OTCYTCTBME CIOXKETHOTO NPoABMMKeHUA. Kaxaoe cobbiTe M3MeHseT 3HaYeHuA
rpaHen HappPaTUBHOIO COCTOAHWUA UTPOKa COrTaCHO MaTpMLLE BECOB.

OueHKa rpaHei BbIMONAHAETCA KOCBEHHO, Yepe3 MoBeAeHYEeCKMe MPOKCU: CU-
CTEMA UHTEPNpPETMPYET TENEMETPUIO AENCTBUIM KaK CUTHANbI 06 MU3MEHEHUM NapameT-

poB COCTOAHMA COrNaCcHO maTpuue BeCOB, CBFI3bIBElPOLLI,€VI TMNbl cobbITUI C rPaHAMU
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HappaTMBHOro cocTosHUsA (GopmanbHOe onucaHue 3To MaTpuupbl AaHo pasaene 5.1).
MpAmMoi camooTyeT Urpoka n appekTnBHble moaenu [23] paccmaTpmBatoTca Kak pac-
LWMpPEHMA cucTeMbl, obecneuynsatroLme 6onee TOYHYIO OLLEHKY 3a CYET ABHOTO y4acTus
NrPOKa MU AONONHUTENbHbIX CEHCOPHbIX AAHHbIX.

MoporoBas NOrMKa Aenaet BO3MOXKHbIM NOCTPOEHME Pabounx MHCTPYMEHTOB,
a He TO/IbKO aHaIMTUYECKUX ONUCAHWNI: BbICOKUIN YPOBEHb MHTEHCUBHOCTU NPU HU3KOM
YyBCTBE KOHTPO/SA UHTEPMNPETUPYETCSA KaK 30HA Neperpysku; ANUTeNnbHana HeuTpasb-
HOCTb 6€3 3HaUYMMbIX U3MEHEHUIN — KaK CTarHaUMs; CAULLIKOM YacTble CKauyku Mexay
NOIKOCAaMM — KaK U3ObITOYHAA N3MEHUYMBOCTb TPAEKTOPUMN.

4.4. OueHKa rpaHeit HAppPaTUBHOrO COCTOAHUA

PaHW HappPaTUBHOrO COCTOAHUA He HabatogaeMbl HanNPAMYHO, OHM BbIBOAATCS
M3 AOCTYNHbIX AaHHbIX. MOXHO BblAENUTb TPM YPOBHA OLLEHKM C BO3pacTatoLLen Tou-
HOCTbIO U C/IOXKHOCTbIO peanmsaunu.

YposeHb 1 — nosedeH4Yeckue npokcu. ba3osbin ypoBeHb, peannsyemblit 6e3 yya-
cTMA urpoka. Kaxkgaa rpaHb otobpaykaeTtcs Ha Habop HabaogaeMblx NOBeAEeHYECKUX
nHaukaTopos (Taba. 2).

3HayYeHMA NepecymTbIBaAOTCA cornacHo ¢opmyne obHoBneHMA BekTopa (n. 5.1.1)
NPW KaXX40Mm cobbITUM TeNeMeTpUN.

YposeHb 2 — camoomyem uzpoka. MNeprogmyeckme MMKPOONpPOChl B KOHLE cec-
CUW UM AIBHbIE 3/IEMEHTbI YrpaBaeHua («xouy 6onblue sKWweHa/TULWmnHbI»). Obecneyu-
BAKOT NPAMYIO BaANAALMIO NOBEAEHYECKUX NPOKCU, HO TPEeBYIOT y4acTMa UrpoKa 1 no-
TEHLMaNbHO CHUXKAIOT Mmmepcuto. LlenecoobpasHbl Ha aTane KaAMBPOBKN CUCTEMBI.

YposeHb 3 —agpppekmusHbie modesnu. OueHKa Ha 0oCHoBe GU3N0/TOTMYECKUX AaH-
HbIX (YacToTa cepAeYHbIX COKPALLEHUI, 31EKTPOAEePMasbHAA aKTUBHOCTb) UAM NOBe-
AEHYeCKNX NaTTepHoB, 06paboTaHHbIX METOAAMM MALLUMHHOIO 0By4eHMA — B paMKax
noaxona EDPCG [23]. ObecneumBatoT HanbonbLUYO TOYHOCTb, OAHAKO TpebytoT Anbo
AOMNONHUTENBHOIO CEHCOPHOro obopyaoBaHUA, AMB60 3HAUMTENbHOTO 06bema obyya-
OLLUMX AAHHbIX.

B 6a30B0I1 peannsaunm cucCTemMbl NOALEPHKKN HappPaTUBA JOCTATOUYHO YPOBHA 1.
YpoBHM 2 M 3 pacCMaTPUBAIOTCA KaK pacClUMPEHMA, NOBbIWAOLWME TOYHOCTb OLLEHKM
NPW HaAWYUKM COOTBETCTBYHOLWLEN MHPPACTPYKTYPbI; UX MHTErpauma B apXUTEKTYpYy

[IBMXKKa HappPaTMBHOIO COCTOSAAHUA ONucaHa B pasa. 5.
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Tabn. 2. CpaBHeHue storytelling literacy co cmexxHbIMUM KoHUENUUAMM.

paHb

MoBeseHYeCKUI NPOKCK

IMOUMOHaNbHaA MHTEHCUB-
HOCTb

[ona NHTEHCUBHOIO KOHTEHTa 3a nocsieaHue N MUHYT

KorHuTuBHas Harpyska

YactoTa nepeKmoquMH mexay tnnamu aKTUBHOCTEM

YyBCTBO pUCKa

CooTHOLLEHWE MOPAXKEHWUIM M NOMbITOK B 60€BOM KOHTEHTE

YyBCTBO KOHTpONS

Jona yCnewHo 3aBepLlleHHbIX aKTUBHOCTEN

ypOBeHb BOB/1IE4HEHHOCTH

AnntenbHoCTb ceccmmn 6e3 nepepbiBoB

OwyuieHne He3aBepLUEHHOCTH

Yuncno HavaTblX, HO HE 3aBepLUEHHbIX KBECTOB

MoTpebHOCTb B paspsake

OnnHa Hel'lpeprBHOl‘a WHTEHCMBHOWM nocnenoBaTe/ibHOCTH

MoTpebHOCTb B Ky/IbMUHALMMK

Bpema ¢ MOMeHTa nociegHero KybMUHaLMOHHOIO CobblI-
™S

5. APXUTEKTYPA UT-UHCTPYMEHTOB NOAAEPXKKUN HAPPATUBA

5.1. O6wan apxmuTeKTypa: ABUXKOK HAPPATUBHOIO COCTOAHMUA

Bce npepnaraemble MHCTPYMEHTbl 06beauHEHbl B e4MHbIA BbIYUCANTENbHDIN
MOJY/1b — ABUXKOK HappaTuBHoro coctoAaHma (Narrative State Engine, NSE). Ero kntoye-

BaA 0COOEHHOCTb — LIMKMYECKUI, @ HE IMHENHbIN XapaKTep paboTbl (cm. puc. 5):

— TenemeTpua AeNCTBMM UTPOKA = KNacCUPMKATOp CobbITUIA;

— Knaccudukatop coboiTnin - obHOBNEHWE BEKTOPA HAPPATUBHOMO COCTOSHUA;

— BEKTOpP COCTOSAHWUA —> NOPOroBbIi AeTeKTop ¢as;

— AeTekTop ¢as3 > Tpu NapannenbHbIX BbIXOAa: peKOMeHaaTeNbHan noacu-

ctema / uHTepdeic Bu3yannsaumm Ana Urpoka / reHepaTuUBHbIM MOAYNb;

— BbIX0Abl = MoaNPUKALMA UTPOBOr0 KOHTEHTA U MHTEpPdENCa; UTPOK pearun-

pyeT Ha N3MEHEHHbIN KOHTEHT = HOBbIN LUK TENEMETPUN.
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TenemeTpusa 0eUCTBUIN UTPOKa
KBecTbl, 6ou, nccnegoBaHue, naysbl

v

Knaccuoukatop cobbiTuin
TN, MUHTEHCUBHOCTb, ANUTENBHOCTb

\:

BekTOop HappaTUBHOIrO0 COCTOSAHUSA
8 napameTtpos [0-100]

\:

MoporoBblii geTekTop ¢a3s
€ umnkn neperpyska / Hopma [/ aeduunt

|
2 v v

Busyanu3sauus PekomMeHpaTtenb FeHepaToOp
018 Urpoka no NENCUHry afanTUBHbIN

[ | I
W

MrpoBOii KOHTEHT - UHTepdeiic
peKkoMeHaaLnmn, NoacKaskuy, reHepauns

¥

Urpok

Puc. 5. Apxutektypa NSE: 3aMKHYTbI KOHTYp 06paTHOM cBA3u (feedback loop) ot
TeNnemeTpumn AencTBMn Yepes KnaccnduKaTtop M NOPOroBbIN AETEKTOP K TPEM
MCNONHUTENbHbIM NoACUCTEMAM (BM3yanum3auma, pekomeHaaTe b, reHepaTop

a4anTnBHOrIO KOHTeHTa) “n O6paTHO K UTPOKY.

Takum ob6pa3om, NSE paboTaeT B KOHType 06paTHOM CBA3U MeXAY UTPOKOM U UT-
POBbIM MMPOM, @ HE KaK BHELWHUIN «COBETYNK». CUCTEMA He HaBA3bIBAET e4UHCTBEHHO
BEPHYIO MHTEPNPETALMNIO, @ NOAAEPKUBAET C/ION BblYUCIUTENIbHON MHTEpNpeTaunmn —
AeNaeT NpoLecc HApPaTMBHONO KOHCTPYMpPOBaHUA 6onee 0CO3HAHHbIM, YUTAEMbIM U
TEXHONOMMYECKM pacwmpaembim (CM. puc. 6). 3aMKHYTbIM KOHTYp 0bpaTHOM cBA3M
MeXKAY COCTOAHNEM UTPOKA U UFPOBbIM KOHTEHTOM ABAAETCA CTaHAAPTHOM apXUTEKTY-
pPOM aAanTUBHbIX UFPOBbLIX cucTem [24].
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WHCTPYMEHTbI UrpoKa MHCTpYMeHTbI AnsaitHepa
— Buayanusauus HappaTUBHON TPAEKTOPUK — PepakTop pasmeTku Mopyneit
— PekoMeHaaTenbHbli MHTEPpdEnc — AHanMTMYecKUit gawbopa,
— MHAmMKaTopbl HAPPATUBHOIO COCTOSHUA — KoHdurypaTop noporoe v Teros
\ S J
[aHHble Tern/
COCTOSAHUSA 7 HaCTPONKK
NSE

OBWMXXOK HappPaTUBHOIO COCTOAHNA

CuUrHan reHepatum

n

ApanTUBHaA reHepauma KOHTeHTa

— lMpoLenypHbIid reHepaTop cobbiTUi
— Ownanoroeas cucrtema (NPC)

| — leHepaTop oKkpy>XeHus 1 3agay )

TpéxypoBHeBas apxutekTypa UT-cucTeMbl noaaepku player-oriented HappaTtusa

Puc. 6. TpexypoBHeBasa apxuteKkTypa UT-cuctembl nogaepKKM OPMEHTUPOBAHHOIO Ha
MIrPOKA HappPaTMBA: MHCTPYMEHTbI UTPOKA M MHCTPYMEHTbI AM3alHepa
B3aMMOZEMNCTBYHOT C ABUKKOM HappaTuBHoro coctoaHma (NSE) yuepes cnou nepegaum
OAHHbIX COCTOAHMA U KOHbUrypauunm; NSE dopmupyeT curHan reHepauum gna
noacmucTembl a4anTUBHOMO KOHTEHTA.

dopmanbHana cneundukayma anroputma NSE

Onpeaenum cuctemy popmasbHo. [ycTb HAPPATUBHOE COCTOSAHUE UTPOKA B MO-

MEHT BpemeHu t npeacTaBNeHO BEKTOPOM
s(t) = (sy, S2, ..., S8) € [0, 10013,

roe cTeneHb pa3mMepHOCTM 8 COOTBETCTBYET BOCbMU rPaHAM HappPaTUBHOMO COCTOAHUA
(cm. puc. 2), a Kaxkablid napameTp s; NPUHMMaET 3HavyeHUs Ha oTpeske [0, 100]:
$1— 3MOUMOHaNbHAA MHTEHCMBHOCTb, S, — KOTHUTUBHAA HarpyskKa, Ss — YyBCTBO PUCKa,
S4 —YYBCTBO KOHTPOAS, S5 — YPOBEHb BOB/IEYEHHOCTH, Sg — OLLYLLLEHNE HE3aBEPLUEHHO-
CTW, S7 — NOTPEOHOCTb B pa3psaKe, S — NOTPEOHOCTb B KY/IbMUHALMN.

MycTb E — KOHEYHOE MHOXECTBO TUMNOB UFPOBbIX COOLITUIN, 3a4aBaemoe An3ai-
HEepPOM NpPU HAaCTPOMKE CUCTEMbI. TUNOBOM COCTaB E BKAOYAET NPOXOXKAEHME KBECTa,

noparkeHue ot 60occa, ycnewHoe nccnefoBaHMe N0KaLUK, CEPUI0 PYTUHHbIX AEACTBUN,
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Nnosy4eHne HaAPPaATUBHO 3HAYMMOWN PENIUKU, NEPEKOYEHME HA KOTIEKLMOHNPOBA-
HUe. PaamepHOCTb | E| 3aBUCUT OT NPOEKTA; B KAYECTBE NPAKTUYECKOro OPUEHTUPA A0-
ctaTo4yHo 10-20 TMNoB CObObITUI, NOKPbIBAIOLWMX OCHOBHbIE PEXKUMbI aKTUBHOCTU Ur-
pOKa.

KoHKpeTHoe cobbiTe e € E dUKcMpyeTca KnaccudmUKaTopom no AaHHbIM Tene-
MmeTpuu. MNMpn HacTynIEHUM UTPOBOTO CObbITUA e € E BEKTOp nepecyunTbiBaeTcs no ¢op-
myne

si(t + 1) = clamp(si(t)A + wi(e)u(e), 0, 100),
roe

° A € (0, 1) — KoadPpuumneHT 3aTyxaHuA (pekomeHayemoe 3HaveHne A = 0.92
33 UrPOBYIO MUHYTY);

° wi(e) € [-1, +1] — Bec BAnAHMA cobbITMUA € Ha rPaHb i, 3a4aeTca maTpuuen
W pasmepom |E| x 8 Npun pasmeTKe KOHTEHTa;

° u(e) € [0, 100] — MHTEHCUBHOCTb CObbITMA, onNpeaensemas KnaccmpmkaTo-
POM MO A/IMTENIbHOCTU, YACTOTE U KOHTEKCTHOMY TUNY;

° clamp(x, 0, 100) — orpaHU4YeHne 3Ha4YEHUA A0NYCTUMbIM AMANA30HOM.

[na KaXkaoro napameTpa s; onNpeaensatoTcsa Tpu 30HbI (Taban. 3).

Tabn. 3. NoporoBas KnaccudpuKauma 30H.

30Ha AnanasoH UHTepnpeTauuma
Dedonumnt [0, 30) napameTp He aKTMBMPOBaH
Hopma [30, 70] YCTOMYMBOE COCTOAHUE
Meperpyska (70, 100] TpebyeTca KoppeKuua

[eTtekTop ¢a3 BblYMCASET 4OMUHMPYOWMIK NnaTTepH P no npasunam npuopu-
TeTa:

P=argmax{score(p;)}, j € {neperpyska, 3acTon, HeT_pa3BA3KN, HET_KyAbMUHALMM},

roe score(p;) — B3BeWEHHasA CyMMa OTK/IOHEHWUIA COOTBETCTBYHOLMX rPaHer OT HOPMb!.
Anroputm (nuct. 1) BbINoAHAETCA ¢ nepruogom At (pekomeHayemoe 3HayYeHue:
60 c MTPOBOro BpEMEHMN).
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JinctuHr 1. TnasHbi umkn NSE

01 NSE tick(event stream, s, t):

02 oJja Kaxmoro e B event stream 3a [t-At, t]:

03 S « update vector(s, e, A, W)

04 P — detect pattern(s)

05 ecou P = Q:

06 BepHyTbL NOP // BMemaTeJlLCTBO He TpebyeTcs
07 f « target function (P) // uejeBas mpaMaTyprudyeckKas OyHKUMS
08 M — query base(f, s) // BHOOpPKa MOmyJiel IO TeTlam

09 eciu |M| = 0:

10 aKTUBUPOBATL visualizer (s)

11 BEPHYTH

12 r « rank(M, s) // paHxXupoBaHme o Oam30CTU K f
13 ecou confidence(r[0]) = 6: // 6 = 0.65 — NOPOT YyBEPEHHOCTHU
14 aKTUBMpPOBaThL recommender (r[0])

15 uHaye:

16 aKTUMBMPOBATE generator (£, s)

17 BEPHYTH

NSE nHuummpyet BbIXoa, TONbKO Mpu BbINOJHEHUWN YCNOBUA
3i: s; € [30, 70] A Asi/At > §,

roe & — MMHMMaNbHaA CKOPOCTb U3MEHEHUA, OTCEKAtOLLAA WymoBble GAyKTyauum (pe-
KomeHayemoe 3HauyeHue & = 3 en./muH). 9To npeaoTBpallaeT M3bbITOYHbIE BMeELLa-
TeNbCTBA NPU YCTOMYMBOM COCTOAHUMN.

Mpu nepBOM 3amycKe BEKTOP YCTaHaB/AMBAETCA B HEWTPA/NbHOE COCTOsiHWE
s(0) = (50, 50, 50, 50, 50, 50, 50, 50).

KoHKpeTHble 3HayeHnA BecoB Wi(e) He MoryT 6bITb onpeaeneHbl yHUBEpPCabHO:
OHM 3aBUCAT OT }KaHpa, TEMNA U HAPPATMBHbIX KOHBEHLMIA KOHKPETHOro NpoeKTa. Me-
TOAO/IOMMYECKMM OCHOBAHWEM A5 UX ONpeAeNieHNs CAyXKaT: IKCNepTHas HacTPoMKa
CBA3EN HAappPaATMBHbIX OOBEKTOB C MTPOBbIMK MapamMeTpPamMm, onmcaHHaa B [18]; npuH-
UMNbl UTepaTUBHOM HAaNaHCMPOBKU UTPOBLIX CUCTEM [8]; a TaK)Ke NpaKTUKa 3KcnepT-
HOro NPOEKTUPOBAHMA IMOLMOHANBbHbIX PETUCTPOB KOHTEHTA, 33,0KYMEHTUPOBAHHAA
pa3pabotumkamu The Legend of Zelda: Breath of the Wild [20]. MaTtpuua W dopmupy-
eTCA Yepes MHCTPYMEHTApUIA gM3aiiHepa (CM. HUXKE) M YyTOYHAETCA UTEPaATUBHO NO AaH-

HbIM TENEMETPUM PeanbHbIX UFPOBbIX ceccuin [24].
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Bce MHCTpYMeHTbI cUcTeMbI pa3esieHbl Ha TPU KaTeropum B 3aBMCMMOCTM OT aj-
pecata U MOMEHTA NPUMEHEHUA: MHCTPYMEHTbI A5 UTPOKa (peXmMm peasibHoro Bpe-
MEHM, runtime), MHCTPYMEHTbI ANs An3aliHepa (3Tan NPoOeKTUPOBaHUA) U NOACUCTEMA
afanTUBHOM reHepauMmn KOHTEHTa.

5.2. Kateropus |: MUHCTpYyMeHTbI AN UTPOKa

NHCTpyMmeHTbl KaTeropum | obpalleHbl HeNocpeaCTBEHHO K UTPOKY M paboTtatoT
B PeXKMMe peasibHOro BpemeHu. Mx 3agaya — caenatb BUAUMbBIM TO, YTO OObIYHO CyLue-
CTBYET /INLLb Ha YPOBHE CMYTHOTO OLLYLLLEHWNSA: COOCTBEHHbIM HAPPATUBHbIA PUTM, IMO-
LLMOHANbHYO HACbILWEHHOCTb NPOMAEHHOIO NYTU N TEKYLLYIO NOTPEBHOCTb B TOM UM
MHOM TUMNe KOHTeHTA. KaTeropusa BKAOYAET TPM NOACUCTEMDI.

1. Busyanuzauyusa HappamugHol mpaekmopuu. Mo ocn X nokasaHbl ¢asbl
(ceccuu, urposble UMKAbI), N0 ocK Y — U3MeHeHUe 3HaYeHn I rpaHein HappPaTUBHOTO CO-
CTOAHMA: SMOLMOHA/IbHAA UHTEHCUBHOCTb, pPa3HOObpasne aKTUBHOCTEMN, OLLyLLEHME
3aBepeHHocTU. MHTepdeinc Heoba3aTENbHO TEXHUYECKUIA: OH MOXKET CYLLLECTBOBATb B
dbopme MArkon BM3yannsaLmmn — KapTbl HeAaBHUX UTPOBbLIX PEXKMMOB UM MHAMKATOPA
HacblWweHHOCTU. Ero 3agava — caenatb BUAMMBIM TO, YTO CYLLLECTBYET TO/IbKO HA YPOBHE
CMYTHOTO OLLYLLLEHUA.

2. PekomeHOamenbHaA cucmema Ha OocHose nelicuHed. B oTnnume oT cTak-
AAPTHbIX PEKOMEHAATENbHbIX CUCTEM, ONTUMU3UPYIOWNX YAepHKaHME UAN BeposAT-
HOCTb K/IMKa, 34eCb 0ObEKTOM ONTUMM3ALLUN ABNAETCA KaUeCTBO HAPPATUBHOM BO/THbI.
Anroputm pekomeHgauum (cm. puc. 7) paboTtaet cneayrowmm obpasom: yntaertca Te-
KYLLMA BEKTOP HAappaTUBHOIO COCTOAHUA —> onpeaenaeTca AOMUHUPYIOWMA NaTTepH
(neperpy3Ka, 3acToi, OTCYTCTBME Pa3BA3KMU, AedUUMT KyJIbMUHALUM) —> MO mMaTpuue
npaBua BblIbMpaeTca ueneBaa gpamaTypruyeckan pyHKUMA = M3 pa3medyeHHon Hasbl
KOHTEHTa BbIbMpaeTca Moay b C COBMAZAOWMMN TeraMmn - peKOMeHAaunA BblaaeTcs
UTPOKY.

3. [MepcoHanbHbIl HappamueHsll npoguns. JuHammnyeckas moLenb npes-
NMOYTUTENbHOFO NENCUHIA KOHKPETHOIrO UrpoKa: OAHU CKAIOHHbI K AJIMHHBIM BO/IHaM
«uccnenoBaHMe — BbI30B — NepeablLllka — HOBbI BbI30BY, ApYrue npeanovymTatoT NaoT-
Hble ApamaTUYeCKMe KNacTepbl, TPETbU CTPOAT ONbIT KaK YepeaoBaHUE CHOMKETHbIX U
PYTUHHbIX NPaKTUK. Mpodunnb BbiABAAET NOBTOPAOLWLMECA NATTEPHbI U NpeaoCcTaBAAeT
UTrpoKy pedNeKCMBHYIO NPO3PAYHOCTb, He PUKCUPYA ero B OAHOM MOAENN NOBEAEHMA.
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BekTop HappaTUBHOro COCTOSAHUS

l

JeTekTop NaTTepHa
CpaBHEHWEe C NoporoBbiMKU WaBnoHaMm

neperlpysl(a sacroit HeT DEISBHSKM HeT KLﬂbM.

v , \ , v 4

MoBopot PasBsizka KynbMuHa-
Wnnn ackanauus NTUHKUAN MOHHbIA MOMEH

-

~

Paspsapka

1 OTObIX

v

LleneBas ¢yHKLUSA
f(cocTosHMe) - gpamaTypruyeckas ponb

A

Bbeibopka 13 6a3bl paamMeTku
bUNbTP NO Teram - paH>XuWpoBaHue

J

PexkomeHpgauns moayns

Y

Mrpok npuHuMaert [ oTBepraer
- 0B6HOBNEHWe BEeKTopa COCTOAHKUSA

Puc. 7. AIropuTm peKomeHgaumm KOHTEHTHOrO MOAYASA Ha OCHOBE NeNCUHra: BEKTOP
HapPaTMBHOIO COCTOAHWA NOCTYNaeT B AETEKTOP ANArHOCTUYECKMX NATTEPHOB,
KOTOpPbI onpeaenseT Uenesyto ApamaTypriuyeckyto GyHKLMIO; MO Hel BbINONHAETCA
paHXuMpoBaHHaA BbIbOpKa U3 6a3bl pasmeTkn n GopmmpyeTcs pekoMeHaaumnsa ans
UrPOKa.

MpUHUMNMaNbHbIM TpeboBaHMEM K MHCTPYMEHTaM KaTeropuu | ABAseTca HeHa-
BA3YMBOCTb. BU3yanmsaumsa n pekomeHaaumm He 40/IKHbI Pa3pyLlaTb UMMEPCUIO UK
C03/4aBaTb KOTHUTUBHYIO Harpy3Ky NOBEPX UrPOBOro npouecca. Bo3amorkHble peleHuns:
MArkaa GoHoBana MHAMKALNA BMECTO ABHbIX YBEAOM/IEHMIN, NOoAa4a PpeKOMeHAaumMi B
naysax mexKay akTMBHOCTAMM, ONUMOHANbHOCTb — UFPOK CaM peLlaeT, akTUBUPOBaATb
NI CNOM HappaTMBHOM pedaekcmn. Takmum 06pa3om, MHCTPYMEHTbI KaTeropmm | GyHK-
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LMOHUPYIOT KaK AOMNONHUTEbHbIN CNON ANA TEX UTPOKOB, KOTOPbIE FOTOBbI K 0CO3HaH-
HOMY HApPPATUBHOMY KOHCTPYMPOBAHWIO, HE CTAaHOBACbL 00A3aTE/IbHbIM 31E€MEHTOM
nHTepdenca.

5.3. Kateropwus ll: UHCTpymeHTbl ANA gu3aiiHepoB

NHCcTpymeHTbl KaTeropumn Il paboTatoT Ha 3Tane NPOEKTUPOBAHMA M Pa3METKU
KOHTEHTa — [0 TOro, Kak UrpoK 3anyctuT urpy. Nx 3agaya — noarotoBUTb JaHHbIE, He-
obxoanmble ana pabotbl NSE: pazmeueHHyt0 6a3y KOHTEHTHbIX MOAYAEN, HAaCTPOEH-
Hble Noporn n maTtpuuy Becos W. KaTeropma BKIOYAET TPU NOACUCTEMDI: PeAaKTop
pa3MeTKn moaynemn, aHaanTu4ecknin gawbops n KOHPUrypaTop NOPOroB U TEroB.

Pedakmop pasmemkKu mooyned. Kaxabli MoAyb ONUCAH HE TOJIbKO MO CHOXKeT-
HOM TEME UM MEXaHUYECKOMY TUMNY, HO M NO ApPamaTyprMyeckum napameTpam: MHTEH-
cnBHocTb (0—100), amounoHanbHbIN pernctp (Tpareauns / komeaus / anoc / nupusm /
XOppop), LAUTENBHOCTb, KOTHUTUBHAA HArpy3Ka, CTeneHb 3aBEPLUEHHOCTU, TUN IMOLMU-
OHa/IbHOro 3¢ PeKTa, COBMECTUMOCTb C pa3amm pas3pAaKM UK KYJIbMUHALMUN.

Ba30BbIi aAIFOPUTM TETMPOBaHUA MOAYAA NpU BHeceHUKU B 6a3y (cm. puc. 8): Ha
BXOZ€ — ONUCaHWe KBECTa U MeTaJaHHble; OL,EeHKa Mo NATU OCAM (MHTEHCUMBHOCTb, KO-
FTHUTUBHAA HArpy3Ka, SMOLMOHANbHbIA PErUCTP, AIUTENbHOCTb, TUM 3aBEPLUEHHOCTH);
noporosas Kaaccudukauma no 30HaM (KyNbMUHAUMOHHbLIA / meauTaTUBHbIN [
HelTpanbHbIN); 3annck Teros B 6a3y pasameTku. Mpu Hannumm LLM-moayna yactb ocei
OLLeHMBAETCA aBTOMATMYECKM MO TEKCTY KBECTA; OCTa/bHble 3a4al0TCA AM3aNHEPOM
BPYYHYIO M KOPPEKTUPYHOTCA MO AAHHbIM TENEMETPUMN.
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KOHTEHTHbI Mopgy/b

y

OueHka no 5 ocam
MHTEHCUBHOCTb + PUTM + PUCK - Harpyska - GMHanbHOCTb

y

Moporoeas Knaccudukauus
Kaxpas ocb - 30Ha (HW3Kas [ cpeaHas [ BbicoKas)

>2 OCVI@bICOKI/Ie =2 OCIav-WISKI/Ie OCTa.w:Hble
KynbMuHa- Mepurta- HeiTpanb-
LMOHHbIN TUBHbIN HbIN

®opmMupoeaHMe Habopa Teroe
TN + 3Ha4YeHKd Nno ocam + ¢)a3bl npuMeHeHuUda

)

3anuck B 6a3y pasmeTku
MOAYNb JOCTYNEH peKoMeHaaTento (puc. 4)

Puc. 8. Anroputm KnaccudpuKaLumMm KOHTEHTHOrO MOAYA NPU TETMPOBAHMUN: MOAY /b
OL,eHMBAETCA MO NATU OCAM (MHTEHCUMBHOCTb, PUTM, PUCK, KOTHUTUBHAA HArpysKa,
$MHANbHOCTL), NOpPOroBasa KnaccmdpuKaLma NPUCBaMBaET eMy TUN
(KyNbMUHAUMOHHbIN/MeaANTaTUBHbIN/HEUTPanbHbIN), nocae Yyero cGopMUPOBAHHbIN
Habop Teros 3anucbiBaeTcA B 6a3y pasmeTKM 1 CTAHOBUTCA AOCTYMNHbIM

pekomeHaaTeNto.

AHanumuyeckuli 0awbopd. MOXKHO BblAENINTb TPU NOACUCTEMbI, BXOAALLNE B
Aawbopa.

A. Cucmema aHGAU3G HAPPAMUBHO20 MOKPbIMUA. NoBepx pasmeyeHHOM
6a3bl CTpOUTCA BU3yaNM3aLMA, OTBEYAlOLLAA HA BOMPOCHI, A4OCTAaTOMHO /I BAPUAHTOB
ANA MATKOM pa3BA3KKU NOCAE KPYMNHbIX CIOXETHbIX MMKOB; HE BO3HUKAET I LOMUHUPO-
BAHMA OAHOr0 PErncTpa Ha oTAEeNbHbIX 3Tanax NPOrpeccum; PaBHOMEPHO /N pacnpe-
AeNeHbl CMOKONHbIE N MHTEHCUBHbIE MOAYN; CYLLECTBYIOT 1M NPOBabl, B KOTOPbIX Y
UrPOKa HeT NOAXOAALMX CPeACTB CMEHbI pUTMa. [JMarHocTMyeckme naTrepHbl aHaNo-
TMYHbI NeperpysKe, 3aCToo U N3BbITOYHOM U3MEHYMBOCTM K13 [18].
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B. AHAAUMUKaG nammepHo8 u2posbix mpaekmopul. Ha arpermposaHHbIX
AAHHbIX TeNeMeTPUM CTPOUTCA aHANUTMKA: Kakne nocaenoBaTeNbHOCTU Yalle NpuBo-
AAT K BbINAaAEHUIO M3 UTPbI; B KAKMX 30HAX UFPOKN MCKYCCTBEHHO cO3atoT cebe pas-
BA3KY; KaKMe TUMNbl KOHTEHTa CUCTEMATUYECKM UCMNOb3YIOTCA B HEOXKMAAHHbIX ApamMa-
TYPruyeckmx GyHKLUAX.

C. Cucmema paHHez20 npedynpexcoeHusa. Ha nepeceyeHnn AaHHbIX NOKpPbI-
TUA U TeIEMETPUM: aBTOMATUYECKaA AeTEKLMA CUTYaALLMIN, KOrga UTPOK HAaxo4MTCA B CO-
CTOAHUK, Tpebylowem KoppeKunun (neperpyska, 3acton, AedUunT KyAbMUHALMMU), HO
noaxogAwmx moaynen B 6ase pasameTkm HeL0CTaTOYHO UM OHM HEZAOCTYMHbI HA TEKY-
Lem sTane nporpeccuun. PeaynbTaT — curHan ansamHepy o He06Xo04MMOCTU PACLLIMPUTD
NannTpy B KOHKPETHOM 30HeE.

MoacucTembl AONOAHAOT Apyr Apyra: (A) aHannsupyet 6a3y pasmeTku, (B) aHa-
NM3npyeT noBeaeHne Urpokos, (C) BbIABNAET pacxoXkaeHne MeXay HUMWN.

KoHgpueypamop nopozos u mezos. HTepdeic ansa HaCTPOMKN MATpULLbl BECOB
W, noporosbix 3Ha4eHMN 30H M NpaBuAa akTMBaummn noacuctem NSE npumeHUTENbHO K
KOHKpPeTHOMY NpoeKTy. NTepaTnBHaa KannbpoBKa NapaMeTpoB NO AAHHbIM TesnemeT-
pUK peasibHbIX UTPOBbIX CECCUM ABNAETCA CTaHAAPTHOM NPAKTUKON a4anTUBHbIX UTPO-
BbIX CUCTEM: B paMKax ppelimBopKa Experience-Driven Procedural Content Generation
MOZENIN NTPOBOFO OMbITA YTOUYHAKTCA LMKAMYECKU MO MEPE HAKOMIEHUA AaHHbIX O NO-
BeAEHUM UIPOKOB [23]. B npeasiaraemon apxnTtekType 3TOT NPUHLLMN NEPEHOCUTCA Ha
HappaTMBHbIN CNOWN: KOHPUrypaTop obecneunBaeT An3aHEpPY AOCTYN K NapameTpam
cuctembl 6e3 Heo6xo04MMOCTM BMeLaTENbCTBA B MPOrPaMMHbINA KOA.

5.4. Kateropus lll: apganTuBHaA reHepauuA KOHTEHTa

Ecnun y urpoka Habntogaetcs notpebHoOCTb He B 1l06OM HOBOM MaTepuane, a B
CTPOro onpeaeneHHoOM ApamaTypruyeckon GyHKLMKU, reHepaunsa AOMKHA yYUTbiBaTb
3TO cocToAHMe. Nocne TAKeNoN KyNbMUHALMOHHOM NOCNeA0BaTeNbHOCTU reHepupy-
eTCA KOPOTKUIA MeauMTaTUBHbIMA 3NM304, C BbICOKOM CTEMEHbIO CUMBOJ/IMYECKOM 3aBep-
LUEHHOCTWN; NOCNEe 3aTAXKHOW CMOKOMHOWM $a3bl — cOObITUE, BO3BPALLAIOLLEE YYBCTBO
PUCKa M CTaBKK; nocne GppycTpmMpytoLLero Knactepa — MoAy/lb C BbICOKMM YyBCTBOM
KOHTPOA U ACHOW HarpagoMn.

Bonblune A3bIkOBble MOgeNnn obecneymBatoT reHepaLLMio TEKCTOBOIO KOHTEHTA —

KBECTOBbIX Ananoros, onucaHuii, penamk NPC — cornacHo 3a4aHHbIM 3MOLMOHAIbHOM
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TOHANbHOCTM M HAPPATUBHOWM PYHKUMK [25, 26]. B oTaMUMe OT NpoCTOMN «NepcoHanmsa-
UMMY», TeHepaLma BCTPAMBAETCA B apPXUTEKTYPY HAapPaTUBHOM BOJIHbI, @ HE TO/IbKO B
npoduab BKycoB nosnb3osaTend. Micnonb3oBaHMe Noao0bHbIX MHCTPYMEHTOB C Aallb-
HeMLWMM aHaIM30M TEKCTOB BUAEeoUrp [27] NO3BOAUT U3YUYNTb HapPaTMBHbIE NATTEPHDI
M NOHATb, KaK UIPOKM BOCMPUHMMAIOT Pa3/inyHbIe TUMbl KOHTEHTA, CO34aBan ASMNUPU-
yecKyto 6asy gna nccnegosanma storytelling literacy.

5.5. OrpaHu4eHUa n ycnosma npuMmeHeHus

MepeHoc annapaTa [18] B KOHTEKCT OTKPbITbIX MUPOB TPebyeT HEKOTOPOTO YyTOu-
HeHuA. UcxoaHas cuctema paboTaeT ¢ 4eTKo GopManm3yembiM aBTOPCKMM CHOXKETOM,
roe gusamHep 3apaHee 3agaeT 06beKTbl, COObITUA, IMHUN N COOTBETCTBYHOLLME MM Me-
XaHMKKU. B 0bwem cnyvyae HappaTUBHAA LeNb UTPOKA HEABHA, IMOLUMOHANbHbIE COCTO-
AHMA BbIBOAATCA BEPOATHOCTHO, @ OAUH U TOT XXE€ MOAY/Ib MOXET BbINONHATb Pa3Hble
®YHKLUMM B 3aBUCUMOCTM OT NpeaLuecTsytowen Tpaektopumn. Noatomy NSE gonxkeH co-
4yeTaTb PYYHYHO AM3AMHEPCKYIO Pa3MeTKy, TENEMETPUIO, MOAENN MALMHHOIO obyye-
HMA U LLM-moaynn nHtepnpetaymm u reHepaumnm [25]. Cuctema [18] BbicTynaeT Kak
MeTOA0/10rM4YecKan OTNPaBHaA TOYKA: OHA NMOKa3blBaeT, KaKMM 0H6pa3om MOKHO ne-
pPenTM OT PasMbILUNEHNI O HappaTuBe K popmannlyemomn cucteme o6bEKTOB, COCTOS-
HMUWN, NOPOroB, AATOPUTMOB M BU3yaNIN3aLUN.

KpuTnuyeckn BarKHO, 4To6bl UT-MHCTPYMEHTbI OCTaBa/IMCb CPeACTBAMM paclumpe-
HMA BO3MOXKHOCTEMN, @ HE MaHUNyAAaUUK. [paHMLa MmexXay NoAAEPKKON HapPaTUBHOTO
KOHCTPYMPOBaHUA U HaBA3bIBAHMEM ONpPeaeeHHOIro 3SMOLMOHANIbHOIO ONbITa A0/1XKHA
6bITb YETKOM M Npo3payHON. Peanmsayma pekomeHAaTENbHON NOACUCTEMbI A0/1XKHA
npeaycmatpmsaTb ABHOE MHPOPMMUPOBAHME UFPOKA O SIOTMKE PEKOMEHAALNI U BO3-

MOXHOCTb UX OTKOYEHUA.
6. NPAKTUYECKUE UMIMJIMKALUM ONA TEAMON3ANHA

Mpu3HaHWe UrpoKa HapPaTUBHLIM APXMTEKTOPOM TpaHChOpMUpPYeT noaxosd, K
NPOEKTUPOBAHMIO Urp. [INa AN3aliHEPOB CIOXKETOB 3TO O3HAYaEeT Nepexos, oT NMHENHbIX
nocieoBaTeNIbHOCTEN K MOAY/IbHbIM 3MOLIMOHA/bHBIM NaANTPaM: KBECTbI A0/KHbI
NPOEKTUPOBATLCA KaK HE3aBUCUMbIE 3N1€MEHTbI C IBHOM 3MOLMOHA/IbHOW OKPaCKOW,
npurogHble AN UCNONb30BaHMA B Pa3HbIX KOHTEKCTax. M3 3TOro BbITEKaeT pAfd KOH-

KPETHbIX MPOEKTUPOBOYHbIX TPEOOBaAHUMN.
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1. MemauHpopmayua 011 uepoka. Urpokam HeobxoaMmMo npenocTaBAATb
CUTHa/Ibl O XapaKTepe KOHTEHTa: MHTEHCMBHOCTb KBECTa, ero 3SMOLMOHaIbHAA TOHaNb-
HOCTb, ABNAETCA /IN OH KYyIbMUHALUNOHHbIM UK NpeacTaBnaeT coboii nepeablliky. Pe-
ann3aumsa BO3MOXKHa Yepes BU3yasibHble MapKepbl (LLBETOBOE KOAMPOBaHMUE), pacLLm-
peHHble onucaHus, cuctemy Teros (action, contemplative, emotional, comedic). Or-
KPbITbIM BOMPOCOM OcTaeTcs 6anaHc mexay MHGOPMUPOBAHUMEM UTPOKA U COXPaHe-
HMem adppeKTa OTKPbITUA.

2. Apxumekmypa 8bibopa. KeBecToBble CTPYKTYpbl A0MXHbI obecneynBaTb
AOCTYMHOCTb Pa3HbIX SMOLMOHANbHbIX PEFUCTPOB B t0OOM MOMEHT Nporpeccuun: na-
pannenbHble KBECTOBblE IMHUMN PAa3HOM TOHANIbHOCTM, BO3MOXHOCTb NepeKato4aTbea
MeXAY MHTEHCUBHbIMU U MeANTAaTUBHbIMM aKTUBHOCTAMMW HA BCEM NMPOTAXKEHUMN UTPbI.

3. banaHc c80600b1 u cmpykmypeol. NonHaa ceoboaa Bbibopa nocnenosa-
TENbHOCTU He BCEerga CNYXUT HappPaTUBHOMY OMbITY: UTPOK MOXKET Cy4aHO BbICTPO-
UTb NOCNeaoBaTeNbHOCTb, B KOTOPOM HET HM OAHOr0 KY/JIbMWHALMOHHOIO MOMEHTa,
WU NPONTU TPU TAXKENDbIX KBECTa NoAapsa 6e3 paspaaku. M3aHep MOXKeT 3a4aTb MAr-
KMe orpaHUYeHua — «KMArKMe noporn Ao0CTYyNHOCTU»: OTAE/IbHble MOAYNU CTaHOBATCS
AOCTYMHbI TO/IbKO MOC/AE TOr0, Kak UrPoK NpoLlen KOHTEHT onpeaesieHHON 3moumo-
HaNbHOM QYHKLUMWN. ITO COXPAHUT areHTHOCTb, HE Pa3PyLUMB HAPPATUBHYIO BOJHY.

MepeuncneHHble TpeboBaHMA HENOCPEACTBEHHO ONPEeAENAOT ONMCAHHYI0 apXu-
TEKTYPY MHCTPYMEHTOB (CM. pa3a. 6): cuctema TermpoBaHuA obecneymBaeT MeTamH-
dbopmaumio, aHaNUTMKA MOKPLITUA NPOBEPAET apXUTEKTYpPYy Bblbopa, a pekomeHaa-
TeNbHaA NoacucTema peanmsyet MATKY0 6anaHcMpoBKy 6e3 HapylweHUA areHTHOCTH
UrpoKa.

3AKNHOYEHUE

MoKa3aHo, YTO OTKPbITble MUPbI Bbi3BaAN GpyHAAMEHTANbHbIN CABUT HAapPaTMB-
HOro aBTOPCTBA: OT AN3aMHepa, KOHTPOIMPYHOLWEro TEMMNOPUTM, K UTPOKY, CAMOCTOSA-
TEeNbHO BbICTPAMBAIOLWEMY MOCNE[0BATENbHOCTb MOAYNbHbIX COObITUI. ITOT CcABUT
TpebyeT HoBOM KoHuUenuun — storytelling literacy, BkAtovatowen Tpu ypoBHA Komne-
TEHLUMWU: pacno3HaBaHWEe 3MOLMNOHANbHOM TOHANbHOCTU KOHTEHTA, KOHCTPYMpPOBaHMe

NnencuHra Yepes YepeaoBaHMe aKTUBHOCTEN M HappaTUBHOe GpenMMpPoOBaHME ONbITA.
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MpepnoxeHa popmanbHas MoLesib HAPPATUBHOIO COCTOAHMA UTPOKa, pa3BUBa-
towan annapat [18] B HanpasneHuun player-centered: BeKTOp M3 BOCbMK Onepaumo-
Ha/IbHbIX MAaPaMeTPOB C MOPOroBbIMU 30HAMU, TPU FPYNMNbl 06 LEKTOB (KOHTEHTHbIE /IN-
HUW, TPAHWN COCTOAHMA, HappaTMBHAA LeNb), cobbITMMHO-Pa3oBan CTPyKTypa. Ha oc-
HOBe 3TOM MOAENIN ONMCaHa apXUTEKTYpa ABUMKKA HappaTuBHoOro coctoAaHma (NSE) —
BbIYMC/IUTENIBHOFO MOAY A, paboTaloLWero B KOHType 06 paTHOM CBA3M MeXKAY AENCTBU-
AMW UTPOKA N UTPOBbIM KOHTEHTOM.

Cuctema UT-MHCTPYMEHTOB pa3aesieHa Ha TPU KaTeropun: MHCTPYMEHTbI A5 Ur-
POKa (BM3yanusauma TPaeKTopuM, PEKOMEHZALMN HA OCHOBE NENCUHra, NepcoHaslb-
HbI HAPPATMBHbIM NPOPUNb), MHCTPYMEHTbI AN AN3aMHepa (TerMpoBaHNe KOHTEHTa,
aHaNN3 HappPaTUBHOrO MOKPbLITUA, aHA/NIMTUKA TPAEKTOPWUIA), aganTUBHaA reHepaums
KOHTEHTa C Y4eTOM TeKyLUMX HAappPaTMBHbIX NOTPebHOCTEN UrpoKa.

OrpaHunyeHmnem paboTbl ABASETCA NPENMYLLECTBEHHO TEOPETUUYECKUI XapaKTep:
dopmanbHana mogens TpebyeT amnuMpuyeckon Bannaaumu.

HanpaBneHua ganbHenLWmnxX Uccaea0BaHMn ONpeaenatoTca TPeMS OrpaHUYeHn-
AMM HacToAwen paboTbl.

C MHXXeHepHOW TOYKM 3pEeHUA, NPUOPUTETHLIMM 3343a4aMKN ABAAOTCA NPOTOTU-
nupoBaHne NSE u BepudpuKauma aaroputma Ha peanbHbIX AaHHbIX TeNeMeTpUn; Ka-
nnbpoBKa MmaTtpuubl BecoB W Ha UrpoBbIX NPOEKTAX Pa3/INYHbIX ¥KaHPOB; OLLEHKA Bbl-
YNCANTENbHOM CNOXKHOCTM aNropmuTMa Npu macwtabmpoBaHnm Ha 6oablune 6a3bl KOH-
TeHTa; uHTerpauma LLM-moayns reHepaymm ¢ noporosbim AeTeKTopom ¢as B e4uHbIN
NCNONHAEMbBIN KOHTYP.

MpenmyLLeCTBEHHO TEOPETUUYECKMI XapaKTep MoAe NN TakKe TpebyeT amnunpu-
4YeCKOM BanuAaaumnmn: UsamepeHua Koppenaumm mexay yposHem storytelling literacy m
Cy6BEKTUBHOM YA0BNETBOPEHHOCTbIO UFPOBbLIM OMNbITOM, MPOBEPKN YHUBEPCAIbHOCTU
HappPaTUBHbIX MAPAaMeTPOB Ha Ky/IbTYPHO PAa3HOPOAHbIX BbIOOPKaX.

HakoHeL, koHuenuua storytelling literacy Kak KomneTeHLUN CTaBUT BONPOC O ee
0by4aemoCTM: HAaCKONIbKO OCO3HAHHOE MPUMEHEHUE APAMATYPrUYecKMX NPUHLUNOB

nogaaeTca ueneHanpasiaieHHoOMy pa3sutnio y UrpoKoas.
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bnaropgapHocTu

PaboTa BbINO/IHEHA 33 CYET rpaHTa, NpeaocTaBAeHHOro Akagemuen Hayk Pec-
ny6anKkm TaTapcTaH obpasoBaTeibHbIM OpraHM3aumMaM BbiClIero obpasoBaHuA, Hayu-
HbIM M MHbIM OPraHU3aUMsaM Ha NOAAEPKKY NNAHOB PAa3BUTUSA KaApPOBOro NoTeHUmMana
B YaCTU CTUMY/IMPOBAHUA MX HAy4YHbIX U HAy4YHO-NeAarormyeckmux paboTHUKOB K 3a-
WMTE AOKTOPCKUX AUCCEPTALMI U BbINMOJHEHUIO HAyYHO-UCCNeA0BaTENbCKUX PaboT
(CornaweHue ot 22.12.2025 Ne 12/2025-NA-KdY)
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rMOCCAPUMN

ApanTuBHaA reHepaumua KOHTEHTA — aBTOMATMYECKOe CO34aHMe UTPOBbIX TeK-
CTOB, ANANOroB M COBbITUI C y4ETOM TEKYLLErO HAPPATUBHOIO COCTOAHMA UTPOKa U 3a-
AAHHOM ApamaTypruyeckon GyHKUMKU; peanmsyeTcs Ha OCHoBe 60/bLUMX A3bIKOBbLIX
moaenemn.

BerBawmiica Happartus (branching narrative) — Tun HenMHeMHOro HappPaTUBHOTO
AV3aiiHa, NPU KOTOPOM AMN3aMHep 3apaHee co34aeT KOHEYHOE MHOMKECTBO apOoK; UTPOK
BblOGMPaAET NyTb, HO TEMMNOPUTM KaXKA0N BETBM KOHTPOIMPYeTCA AM3aNHEPOM.

BeKTop HappaTUBHOIO COCTOAHUA — GOpPMasibHOE NPeaCcTaB/ieHNE TEKYLLErO Ur-
POBOro OMbiTa B BUAE YNC/OBOrO BEKTOPA U3 BOCbMM HOPMMPOBAHHbIX NMapamMeTpoB
(rpaHen), Kaxkablii U3 KOTOPbIX NPUHMMAET 3HaYeHus Ha oTpeske [0,100].

Game literacy / urpoBas rpamoTHOCTb — CMOCOBHOCTb YNTATb UFPOBbIE CUCTEMBI,
NMOHUMATb MeXaHUKN N 3GPEKTUBHO C HUMMN B3aMMOLENCTBOBATD.

FeiimaunsanH (game design) — npouecc NpoeKTUPoBaHUA UFPOBbLIX CUCTEM, Me-
XaHMWK, MPaBUA U KOHTEHTA, onpeaensaowmx UrPoBOM ONbIT.

paHM HappPaTMBHOrO COCTOAHUA — OMEpPaALMOHA/IbHble NApPaMeTPbl MOLENM,
pa3BMBaKOLWME NMOHATUE «TPaHU» M3 GOopManbHON cucTembl [18] NpUMeEHUTENBHO K
player-centered nepcnekTMBe: 3MOUMOHANIbHAA WHTEHCUMBHOCTb, KOTFHUTUBHAA
Harpy3skKa, YyBCTBO PMCKaA, YyBCTBO KOHTPO/IA, yPOBEHb BOB/IEYEHHOCTH, OLLYLLEHME HE-
3aBepLIEHHOCTH, NOTPEObHOCTL B pa3psaaKe, NOTPEOHOCTb B KY/IbMUHALUW.

[OBuXXoK HappaTtusHoro coctoaHua (Narrative State Engine, NSE) — Bbiuncaum-
TeNbHbIM MoAyNb, paboTatowmii B 3aMKHYTOM KOHTYpe 06paTHOM CBA3N mMexKay Tene-

MeTpUen AeNCTBUIMA UTPOKA U KOHTEHTHOM NOACUCTEMOWN UTPbI.
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Opamatypruyeckas yHKUMA — pPO/ib KOHTEHTHOrO MoAy/ns B HappaTUBHOWM
BOJIHE: KY/IbMUHALMA, Pa3paaKa, pa3Ba3Ka, 3CKanaumna n ap.

Emergent narrative / amepa)KeHTHbIi HAappPaTUB — HappPaTMB, BO3HMKAIOLLNI 13
B3aMMOZENCTBUA UTPOBbIX cMCTeM He3 aBTOPCKOro 3aMblC/1a, KAk He3annaHMPOBaHHOE
cneacTBue npoueaypHbIX NpaBua.

Ergodic literature — noHsaTne, BBeaeHHoe Aapcetom [14]: TeKcTbl, Tpebyowme
HETPUBMANbHbLIX YCUANIM ANA NPOXOXKAEHMA; B UTPOBOM KOHTEKCTE — NPOU3BEAEHMUA, B
KOTOPbIX YMTaTE/Ib/UIPOK aKTUBHO Y4aCTBYET B KOHCTPYMPOBAHUM MYTH Yepes TEKCT.

3aMKHYTbIU KOHTYp 06paTtHoii cBa3u (feedback loop) — apxnTeKTypHbI NpUH-
LMn aganTUMBHOM CUCTEMbI, MPU KOTOPOM BbIXOAHbIE AaHHble CUCTEeMbl BO3BpaLLatoTcA
Ha ee BXOA W BIUAIOT Ha nocneagyrouee nosegeHne. B koHTekcte NSE: gencrsua wmr-
poOKa —> TenemeTpus —> 0H6HOBNAEHME BEKTOpPA COCTOAHUA = MoaMPUKaALMA KOHTEHTA
—> HOBbl€ AENCTBUA UTPOKA —> HOBbIN LMK/I.

KatcueHa (cutscene) — HeMHTEepPaKTUBHbLIN BUAeOdParmeHT B Urpe, NpeaHasHa-
YEeHHbIN ANA PA3BUTMA CIOXKETa UKW NpeacTaBAeHUA NepPCOHaXKeN.

KOHTeHTHbI mogynb — OTHOCUTE/IbHO HEe3aBUCMMaa eaAnHULA UIPOBOro KOH-
TeHTa (KBeCT, aKTMBHOCTb, IOKALUMA), XapaKTepuayemana Habopom agpamaTypruyecKmx
TEros.

KOHTEHTHble IMHUN — TUNONOIrNA aKTUBHOCTEM UIPOKA B OTKPbITOM MUpE: OC-
HOBHble M NOB6OYHble KBECTbl, H0eBble CTONKHOBEHWSA, UCCAEL0BAHNE, KONNEKLMOHM-
poBaHWe, couMabHble B3aMMoaeincTema, npoueaypHble cobbiTma.

KpuBasa ®peintara — moaenb ApamaTyprmyeckon CTPYKTYpbl NpPOM3BeLeHMUS,
OnucbIBatoLLaA Noc/ieA0BaTeNIbHYO CMeHY $a3: SKCNo3nLUMA —> HapacTaHWe Hanpaxe-
HUA = KY/ZIbMWUHaUMA —> cnag, —> pa3BA3Ka [4]. B KOHTEKCTe HacToALWeN cTaTbW UCMONb-
3yeTcA KaK 3TaN0OHHaA IMHEeMHaA MoAeNb, HENPUMEHMMAA K MOAY/IbHbIM OTKPbITbIM
MWpPaM B CBOEM UCXOAHOM BUAE.

LLM (Large Language Model, 6onbLuasn A3blKkoBaa moaenb) — A3bIKoBaA MOAENb
Ha OCHOBe TPaHCHOPMEPHOMN apPXUTEKTYPbI, 0Oy4eHHaA Ha 6ONbLUMX TEKCTOBbIX KOPNY-
Cax; B KOHTEKCTe HaCTOAL e CTaTbW NCNONb3YEeTCA ANA reHepaLnm HApPPATUBHOIO KOH-
TeHTa (KBecToBbIX Ananoros, onucaHuii, penank NPC) ¢ 3aaHHON 3MOLMOHaNbHOM TO-

HaNbHOCTbIO U ApamaTypruyeckon pyHKumen [25].
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Marpuua BecoB W — napameTpuyeckaa matpuua pasmepom |E|x8, 3agatowan
B/IMSIHWE KaXKA0ro TMna MUrpoBOro cobbITUA Ha KaxAaylo rpaHb HappPaTUBHOMO COCTOA-
HWA; HaCTPaMBaEeTCA AN3aNHEPOM U YTOYHAETCA MO AaHHbIM TeNeMeTpun.

MopaynbHbIA KOHCTPYKTOP — TMM HAapPPaTUBHOIO AM3alHA OTKPbITbIX MUPOB, NPU
KOTOPOM KOHTEHT NpeACTaB/eH KaK NannMTpa He3aBUCUMbIX MOAY/1EN C PA3HO SIMOLM-
OHa/IbHOM TOHANbHOCTbIO, @ NOC/1IeA0BaATE/IbHOCTb NMPOXOXKAEHMA ONpPenensieTca Urpo-
KOM CaMOCTOATENbHO.

HappatuBHaa apKa — apamaTtypruyeckana KpuBaa 3MOLMOHANbHOIO Hanpaxe-
HUA: HapacTaHWe, KyIbMUHaUMA, pa3BA3Ka.

HappaTtuBHOe NOKpbITUE — XapaKTePUCTUKA 6a3bl KOHTEHTHbIX MoAyNen, oTpa-
Xatowasa PaBHOMEPHOCTb NPeACTaBAEHHOCTM Pa3HbIX APAaMATYPruyeckmx GyHKUMN v
3MOLMOHANbHbIX PErUCTPOB Ha BCEM NPOTAXKEHUN UTPOBOMN NPOrpeccum.

HappatusHoe ¢ppeiimmpoBaHme — Ha/TOKEHNE HAaPPATUBHOIO CMbIC/1A HA MeXa-
HUYECKMe AeNCTBUA: onpeaenieHne KrnaBHoM UCTOPUU» U «NOBOYHbIX 3NM3040B» COb-
CTBEHHOM WUIPOBOM TPAEKTOPUM, NpUAaHNE 3HAYEHUA OTAE/IbHbIM 3MNM304aM Yepes
HAapPaTUBHYIO JINH3Y, KOHCTPYMPOBAHWE MOMEHTa 3aBeplleHus. TpeTuin ypoBeHb
storytelling literacy.

HappaTtusHbIit npodpurnb Urpoka — AnHammyeckaa moaesib NpeAnoyYTUTEIbHOro
NemcuHra KOHKPETHOro UrpoKa, BbiABNAEMaA Ha OCHOBE MOBTOPAIOLLMXCA MNAaTTepPHOB
ero UrpoBOM TPAEKTOPUM.

NPC (non-player character) — HeurpoBoi nepcoHax, ynpasasemblii UTPOBOWM CU-
cTemon.

OTKpbITbIi Mmup (open world) — TN UrpoBoro NPoOCTpaHCTBa, NpPeaoCcTaBAAto-
WM Urpoky csoboay mccnenoBaHua u Bbibopa NocienoBaTeIbHOCTU NPOXOXKAEHMA
KOHTeHTa 6e3 }KecTKO 3a4aHHOMN TNHENHOM CTPYKTYPbI.

MeicuHr (pacing) — Temn 1 puUTM NoAaum cobbITUI N KOHTEHTA: XapaKTep yepe-
AOBaHWNA MHTEHCUBHbIX U MeAUTAaTUBHbIX 3NN30408, YNPaBAAOLWNNA IMOLMOHANBHOM
ANHAMWKOMN UrPOBOTro OnbITa.

Personality-based narrative adaptation — noaxopg kK HappaTuBHOMy An3aliHy,
Npu KOTOPOM COAEPKAHNE U CTPYKTYPaA KOHTEHTA a4anTUPYHOTCA K IMYHOCTHbIM Yep-
Tam Urpoka (Hanpumep, no mogenu Big Five); otanuaetca ot storytelling literacy Tem,

YTO aJanTaumMs BbINONHAETCSA CUCTEMOM, @ HE CAMMM UTPOKOM OCO3HaHHO [19].
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Player agency / areHTHOCTb UrpoKa — CNocobHOCTb UrPOKa COBeEpPLLIaTb OCMbIC-
NeHHbIM BbIOOP M OKA3bIBATb BAUAHME HA UTPOBON MUP U Pa3BUTUE CODbITUIA.

Player-driven narrative — HappaTuB, KOHCTPYMpPyeMbI CaMUM UIPOKOM Yepes
BbIGOP NOCNeA0BaTENbHOCTU MOAY/IbHOMO KOHTEHTA.

Noporosbin aetekTop pa3 — KomnoHeHT NSE, BbIMMCAAOWNIA LOMUHUPYIOLUIA
ANArHOCTUYECKUI NAaTTepPH Ha OCHOBE OTKNOHEHWI rpaHen HappPaTUBHOIO COCTOAHMA
OT HOPMbI.

Procedural literacy / npoueaypHaa rpaMoOTHOCTb — CNOCOBHOCTb MOHUMATb U
CO34aBaTb CUCTEMbI HA OCHOBE NMPABWUA N aNTOPUTMOB; BBEAEHA KAaK aHANOTr YnTaTeNb-
CKOWM rpaMOTHOCTU A5 MHTEPAKTUBHbIX Meaua.

Spatial literacy / npocTpaHcTBEHHaA rPaMOTHOCTb — CMOCOBHOCTb YNTaTb U UH-
TepnpeTMpoBaTb HAPPATUBHbIE 3HAYEHUS, 3aKOANPOBAHHbIE B UTPOBOM NPOCTPAHCTBE:
apPXUTEKTYpe JIOKALUMIN, PacnosioKeHUM 0ObeKTOB, BM3YyasibHbIX NOACKA3KAX OKpYKe-
HUA.

Storytelling literacy — komneTteHuUMA UrpoKa, BKAOYAOLWAA CNOCOBHOCTb pacno-
3HaBaTb 9MOLMOHA/IbHYIO TOHA/NIbHOCTb KOHTEHTA, OCO3HAHHO KOHCTPYMpPOBaTb Newn-
CUHT Yepes YyepenoBaHME aKTUBHOCTEN U HappaTUBHO ¢perimMpoBaTb COBCTBEHHYIO
NTPOBYHO TPAEKTOPMUIO.

Ctroputennep (storyteller) — cybbekT, co3aatolnii U CTPYKTYPUPYIOLLUIM NOBECT-
BOBaHWeE, onpeaensa ero KOMNO3ULMIO U SMOLMOHANBbHYIO AMHAMMUKY.

Temnoputm — B HappaTUBHOM AuM3aiiHe: COOTHOLLUEHME CKOPOCTU U PUTMA
CMeHbl 3MOLIMOHA/IbHbIX COCTOAHWUIM HA NPOTAXKEHUM UTPOBOrO ONbITa.

Temporal narrative literacy / TemnopanbHasa HappaTUBHaA rPamMOTHOCTb — CrO-
COBHOCTb BbICTPaMBaTb MOC/AEA0BATENbHOCTb COOLITUA BO BPEMEHM, KOHCTpyupyA
3MOLIMOHANbHYIO ANHAMMKY HAapPaTMBA; B KOHTEKCTE HACTOALLEM CTaTbM — KOMMOHEHT
storytelling literacy, otanuatowmm ee ot spatial literacy.

TenemeTpua feMcTBUA — NOTOK AAHHbIX O NOBEAEHUWN UTPOKA, PETUCTPUPYEMDIN
NUrPOBOMN CUCTEMOM B peasibHOM BPEMEHMU: TUMbI AENCTBUM, UX ONINTENIbHOCTb, YacToTa
N KOHTEKCT.

TernpoBaHMe KOHTEHTA — NPoLLeAypPa PAa3METKM KOHTEHTHOIrO moayna Habopom
ApamaTypruyeckux aTpnbyTos, obecnevymBaroLMx ero NocaeayoLLyto BblIbopKy peko-

MeHAaTeNbHOM NOACUCTEMOM.
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Abstract

In open-world games, classical tools of dramatic analysis — the three-act struc-
ture, Freytag's pyramid, the hero's journey — fail to describe the actual gameplay expe-
rience: players gain freedom to choose the traversal order of modular content, making
authorial control over pacing impossible. This paper introduces the concept of story-
telling literacy — a player competency encompassing recognition of the emotional reg-
ister of content, conscious pacing construction through activity sequencing, and narra-
tive framing of one's own gameplay trajectory. Based on a formal model of player nar-
rative state —an adaptation of the story-object/phase/facet/threshold-state formalism
— we propose an architecture for an IT system supporting player-driven narrative. The
system comprises a Narrative State Engine (feedback loop between action telemetry
and the content subsystem), trajectory visualization tools for players, narrative cover-
age analysis tools for designers, and an adaptive content generation module based on
large language models.

Keywords: video games, open worlds, narrative design, storytelling literacy, pac-
ing, modular narrative, player agency, procedural content generation, narrative state
engine, game literacy.
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