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AHHOMayusa

MpeAacTaBneHa peanusauma BU3yasbHOTO pefakTopa CLeHapueB, NO3BOJIAD-
Eero NPOeKTMPOBaTb CEPUU IKCMEPUMEHTOB ANA BUPTYasibHbIX 06pa3oBaTeNbHbIX
nabopatopuii. OnucaHa cBA3b NPUBEAEHHOrO NOAXOAa C BO3MOMKHOCTbIO SIBHOMO
ynpaBaeHna BOBAEYEHHOCTbIO CTYAEHTOB M METOAAMMU €€ OLEHKM.

Knroueevie cnoea: supmyansHele nabopamopuu, supmyasbHble CUMYAAUUU,
node-based editor, 2paguyeckuli pedakmop cyeHapues, OUeHKA 808/1€4E€HHOCMU

BBEAEHUE

B nocneaHue rogbl BUpPTyanbHblie N1abopaTopum nepectann cYMTaTbCA NMPUH-
LUMNMaNbHO HOBOM U peaKo mMcnonb3dyemon obpasoBaTeslbHOM TEXHO/orMen n pac-
CMaTPUBAIOTCA CErOAHA KaK Ba)KHOe U Heobxoanmoe cpeacTBO NOAroTOBKU U 0byye-
HMA cneumannctos [1-4], Tak Kak NO3BONAIOT A40OUTLCA YBEINYEHUA BOBNEYEHHOCTH
06yy4aloWMXCA N, KaK CNneacTBUe, NOBbIWEHMA NOATOTOBNEHHOCTH, YAyYLlEHUA BU3Y-
aNbHOro BOCMPUATMA TEXHUYECKOrO NPOLLECCa, COKPALLEHNA PAaCcX040B OpraHM3aLmu,
MmacwTabupyemoctn npouecca obyvyeHusa, 6ecnpuCTpacTHOM OLLEHKM npouecca oby-
YyeHuAa, obecneyeHUs KONNEKTUBHOM yyebHO-meToamyeckoi paboTbl [5]. Hanbonee
pe3ynbTaTUBHbIM cNocobom ocBOeHMA NabopPaTOPHOro NPaAKTMKYMa CTasio KOMOUHMU-
poBaHWe TPAAUUMOHHOIo NabopaTopHOro NPaKTMKyYMa CTYAeHTOB eCTeCTBEHHOHAYY-

HbIX CNEeLNaNbHOCTEN C OKPYKEHNEM, CO34aBaeMbIM BUPTYasibHbIMKU NabopaTtopmamu
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[6]. B [7] nogpobHO onucaH ogMH U3 CUueHapueB, Peasin30BaHHbIX B PpaMKax BUPTY-
anbHoM nabopaTopun, — cLUEHAPUA MMMYHODEPMEHTHOIO aHan3a KPOBU ANs onpe-
AEeNEeHNA KPAaCHOM BONYAHKK, ABNAIOLLENCA Cepbe3HbIM ayTOMMMYHHbIM 3aboneBaH M-
emM. Peann3oBaHHbIA 3KCNEPUMEHT NpeacTaBnAn coboM NMHENHYO nocneaoBaTesb-
HOCTb LLAroB, He AOMNYCKaBLIYK BapMaTUBHOCTU AEUCTBMN, NPUCYLLMX peasbHOM Na-
6opaTtopHoM npakTuKe [8]. B To Ke Bpema ansa obecneyeHnAa peasncTMYHOCTN obpa-
30BaTe/IbHOrO npouecca B BUPTyasbHbIX nabopatopmsax HeobxoaAnMO AO0/KHbI BbiTb
peann30oBaHbl Pa3/iNyHble BapMaHTbl AEACTBMIA, cOBEpLUaeMbiXx 06y4aemMbim, KOTOpble
MOTYT NPUBECTU KaK K OLIMOBOYHbIM, TaK U K NPaBUAbHbIM pe3yabTaTam [9].

Takmum obpasom, BO3HMKAET HeoHXoAMMOCTb pa3paboTkn pedakmopa cyeHa-
pues 3KCNepuUMEHTOB AAs BUPTYasibHbIX /labopaTopuii, NO3BONAIOLWEro CO34aBaTb
CepuM 3KCNEepMMEHTOB, AonycKatowme 60/bly0 cTeneHb BapMaTUBHOCTU. [Ana 3Toro
Heobxo4AMMO NepenTn OT «KECTKOo» 3anporpammuposBaHHoi (hardcoded) cueHapHom
CUCTEMbI K TaK Ha3blBaeMyto «Hog0BoM» (node-based) [10], K 4OCTOMHCTBAM KOTOPOW
OTHOCAT JIETKYI0 MOoANDULMPYEMOCTb U MaclwTabmupyemocTb pewennn [11]. Kpome
TOro, CO34aBaeMbl MHCTPYMEHT Pa3paboTKM BUPTYasIbHbIX SKCNEPUMEHTOB A0/KEH
6bITb yA06eH ana paboTtbl 6e3 cneymanbHON TEXHUYECKOM NOATOTOBKM.

Visual Programming ~

Visual Programming
Emvironmant for Sarous
Games (VIPETr)

' '
Sarnious Game Logic and

Structure Modeling
Language (GLiSko)

Model Validation &

Code Creation
e -
|
| I |
il .
Mobile Senous Game Web Based Serous e o G
(103, Android ele.) Game asktop Se )

L &

Model-Driven Development

Puc. 1. O6wmit npouecc moaybHOM pa3paboTKM cepbe3HbIX Urp,
BK/1H0MAA BU3YanbHbIN peaaktop VIPEr
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Node-based noaxoa ycnewHo NpMMeHAETCa U gnA pa3paboTKM KomnbloTep-
HbiX urp [12], ero pa3suTtne npeacrtaBneHo B [13], rae sToT noaxoA, yCnewHo UCNolb-
30BaH B BM3ya/ZibHOM pefaKkTope nporpammunpoBaHmsa VIPEr, KOTOpbIM NnpumeHAaeTca B
COYEeTaHUN CO CpeacTBaMU OPYIrNX CNOEB apXUTEKTYPbl — A3bIKOM MOALENINPOBAHUA
ANns cepbesHbix Urp GLISMo n ynpasnaemoit mogenbto Toolchain (puc. 1).

PEATIU3SALINA PEOAKTOPA CUEHAPUEB

Ona peanunsaunm KoMNaekca BUPTYasbHbIX nabopaTtopuit U cobCTBEHHO HO-
A0BOro pegakTopa bbin BblbpaH NPOrpamMmHbIA NPOAYKT AN CO34aHMA UHTEPAKTMB-
HbIX U MyNbTUMEANNHbIX npuaoxeHunn Unity [14], B nepByto odyepeab M3-3a rTMOKMX
BO3MOXHOCTEMN pacmnpeHna 6a3oBoro pegaKkropa.

| ScenarioStep A [ MonoBehaviour ¥ | | ScriptableObject ¥ )
Class Class Class
‘ = Behaviour ‘ + Object
= Fields = = 'S _
@ floats = | —‘7 | ScenarioAction A
@ gameObjects | ScenarioControl... A \ ) ilasss. et
@ id @, steps Class . s_crilptabIeO... RAERaEL0IE
@ ints e =+ MonoBehaviour [N ) B = Fields
@ isDone 2 Field ° step
@ nextSteps lii activeSteps e i -
@ prevSteps p @, actions Methods
@ rect h @ interactingObject @  Action (+ 1 ove...
@ scriptableObjec... = Methods @  DrawNodeWin...
@ stepType @ start ®@ CheckSteps @ Init
@ strings @, Start @  |sPlayMode
= Methods @, Update
® AddNextStep
@  AddPrevStep [ [ |
© DeleteAllfield MovelocalTo ¥ PickObject ¥ StartAction ¥
@ GetNextSteps ‘ ilass;narioAction ‘ ilass;narioAction ‘ ila;;enarioAction
@ GetPrevSteps | |
@ |sPreviousSteps... h h
@  RemoveConnec... ) [ . ) . ) .
@ ScenarioStep | ObjectActivation ¥ | | PutinsideAnoth... ¥ | | | Wait ¥ |
- Class Class Class
= ScenarioAction = ScenarioAction = ScenarioAction
[ |
| SetAnimatorState ¥ | | SpawnObject ¥ | | WaitEnter ¥ |
Class Class Class
= ScenarioAction = ScenarioAction = ScenarioAction

Puc. 2. CTpyKTypa Knaccos
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OCHOBOW Hallero noaxoga ABASETCA BU3YyasibHOE NOCTPOeHMe Moanduunpo-
BaHHOroO KOHEYHOro aBTOMaTa, KOTOPbIA NpeAacTaBaseTcA B BUAe rpada nepexonos,
roe y3nbl rpada (Mam node) n ero pebpa onuCbIBatOT BbINOAHAEMbIE Npoueaypbl U
NOTOK AaHHbIX COOTBETCTBEHHO. [1lepBOHAYaIbHO apXUTEKTYpPa pPeaaKTopa CLeHapmeB
OCHOBbIBaNacb Ha noanmopomame, Ho B Unity yKasaTtenn Ha ak3eMnaAapbl O4YEPHUX
KNaccoB HeMpaBWIbHO cepuanmsyroTca B ¢pann cueHbl. M3-3a aToro npu cneaytowei
3arpysKe CueHbl CO34aBaINCb 3K3emMnaApbl 6a30BOro Kaacca U TePAAUCL HEKOTOPbIe
CCbI/IKM Ha gpyrne ob6beKTbl. EWwé ogHoM npobaemoit okasanocb To, YTO HEBEPHO CO-
XPaHAKTCA CCbIJIKM HAa OAMH U TOT e 0O6beKT. ECim Ha Hero cCblNatoTcA HECKOJIbKO
06BEKTOB, TO NOC/E NOBTOPHOM 3arpy3Kn CUEHbl CO34atoTCA 3K3eMNAAPbl 06bEKTOB B
KO/IMYECTBE CCbI/IOK HA Hero. B ntore cTpyKTypa KNaccoB NpuHAAA BUA, NpeacTaBieH-
HbIM Ha puc. 2. Ha KaXKaoMm ware XpaHATCA NepemMeHHble Pa3HbIX TUNOB, KOTOPble MO-
ryT 6bITb MCNONB30BaHbI NPU BbINOJIHEHUN AENCTBUA CLEHAPUA: TEKYLLLEE COCTOAHME,
yKasaTenu Ha cnegyowme n npeaplaylwimne warn, TMn 4encrsms, KOTopoe BbINOHAET-
ca yepes ak3emnaap ScriptableObject, n Homep wara. TekywMm COCTOAHUEM YNpaB-
NAeT CrneuunanbHbI KOHTPOAIEP, KOTOPbIA XPaHUT aKTUBHbIE CLEHapHble Wwarn u B
C/ly4yae WX BbINOSIHEHUA NepexoAuT K caeaylowmMm Wwaram. B goyepHux Knaccax
ScriptableObject yka3biBaeTca, Kak B OKHe pefaKkTopa A0/IKHO BbIrNALETb AeNCTBME.
Kaxapih y3en npeacrasnset cobon war cueHapma n odpopmaseTtca B Buae rpapuye-
cKoro komnoHeHTa editor window, BcTpoeHHoro B Unity, c nonammn napameTpos. [Ba
y3/1a coeguHAloTcA pebpom, B pe3ysbTaTe cUeHapuii umeeTt BuA rpada nepexonos
(puc. 3).

WaitEnter 1 WaitEnter 2 . e ——
Interaction Obj Interaction Obj S.etAnlmatorState 2 T quedAdlvatlon &

¥ Centrifug| @ #Incubator] @ Animator Time Db]fd
Lfcentrifuge e | nosliv @

State I [ Sethctive

1

Key Key

e e

Message Message

- o -

isideAnotherobj MovelocalTo 7

#Testl @ ibather_1 @
Where to put? p— Target vector

¥ Test2 o] [v] [v] o

Key MoveSpeed

What to put? What to move? /

Some text 2

Puc. 3. Mprmep cueHapma, ONMCAaHHOro B HO4OBOM peaaKkTope
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LWaru cueHapuna MoryT BbINOJIHATLCA KaK NnocaeaoBaTte/ibHO (pMC. 4), TaK U Na-

pannenbHo, B C/ly4ae OTCYTCTBUM 3aBUCMMOCTU LLAroB Apyr oT gpyra (puc. 5).

WaitEnter 1 WaitEnter 3 MovelocalTo 4
Interaction Obj ObjectActivation 2 Interaction Obj What to move? ObjectActivation 5
[#Microplat] @ Object [#Incubator] @ \amicroplate o] Object
—_— Key b | samicroplate O L Key ——| Target vector b wemicroplate Q
& || SetActive & -1.592 1.012 1 | |setactive
Message Message MoveSpeed
[Some text | Some text 5

Puc. 4. lNMpumep Lenoykn nocnenoBaTeNbHbIX CBSI3eN HECKOJIbKUMX LLaroB

SetPosition 2
Target
[#None (Game Object) | @ |
Position

SetPosition 5

Target
‘#MNone (Game Object) | @ |

WaitEnter 4 Position

Interaction Obj o 0 0
[¥None (Ga| @
Key -

WaitEnter 1
Interaction Obj 0 0 0
#MNone (Ga @
Key

/

SetRotation 3
Target
[@@None (Game Object) | © |
Rotation

SetRotation &
Target
[#None (Game Object) | © |
Rotation
0 1] 0 1] 0 0

Message
Message _—

\

Puc. 5. Mpumep oTpbIBKa CUEHapMA C pacnapannennsaHnem

Ob6sa3aTenbHbIM KOMIMOHEHTOM cueHapuAa ABNAETCA CTapTOBbII‘;I y3en

(ScenarioStartAction, puc. 6), ¢ KOTOPOro A0NXHbI HAYUMHATLCA BCE BETKU CLEHapMA.

Puc. 6. CrapToBblit y3en (ScenarioStartAction)

KomnoHeHT Loop (puc. 7) npeagHasHayeH Ana peanunsaumm noBTOPEHUs Aeun-
CTBWUM, HAYMHAA C YKa3aHHOTO KOMIMOHEHTa, onpeAensaoweroca no naeHTuduKaTopy
(Start id), dukncposaHHoe KonnyecTso pas (lteration count).

Loop 18
Start id
0
Iteration count
0

Puc. 7. KomnoHeHT noBTOpeHua aelcteuii (Loop)
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KomnoHeHT MovelocalTo (puc. 8) npegHa3HavyeH Ans nepemelieHns obbekTa

M3 UCXOAQHOro KOOPAMHATHOrO MOJIOXEHUS B 3aAaHHOe 3HaveHue (Target vector) c
onpeaeneHHom ckopocTbio (MoveSpeed).

MovelocalTo 19
What to move?

gMone (Game Object) | @
Target vector
0 4] 4]
MoveSpeed
0

Puc. 8. KomnoHeHT nepemelleHnsa obvekta (MovelocalTo)

KomnoHeHT ObjectActivation (puc. 9) nepeBoAnT HEOOBXOAMMBIN 3/1EMEHT U3

aKTUBHOIO COCTOSIHMA B HEAaKTMBHOE W 06paTHO, Aenas 06bEeKT BUAMMbBIM UAU HEBU-
AUMbIM.

ObjectActivation 20
Object

gMone (Game Ob; ©
[ |SetActive

Puc. 9. KomnoHeHT nsmeHeHus aktusHoctu (ObjectActivation)

KomnoHeHT PutlnsideAnotherObject (puc. 10) co3gaeT foyepHUii 0ObBEKT

(What to put) ans nepapxuyeckum pogutensckoro (Where to put) no HaxKaTuio KHOMKK
(Key).

sideAnotherObje
What to put?
[@None (Ga| ©
Where to put?

gMone (Ga @
Key

Puc. 10. KomnoHeHT co3gaHus aovyepHero obbekTa (PutinsideAnotherObject)

KomnoHeHT SetAnimatorState (puc. 11) BkatoYaeT aHMMaumo obbeKkTa (¢ 3a-
AaHHbIM UAEHTUPMKATOPOM aHUMauUuK State).
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[ SetAnimatorState 23 |

Animataor
PMNone (Game Ob| @
State

0

Puc. 11. KomnoHeHT BKAOYEHMA aHMMaUmK (SetAnimatorState)

Habop komnoHeHTOB SetPosition, SetRotation, SetScale (puc. 12) nsmeHser co-

OTBETCTBEHHO MECTOMO/I0XeHMe, Yyros NoBopoTa U macwTtab. SetPosition oTanyaetca

oT MovelocalTo Tem, YTO OH MFHOBEHHO NepeHOCUT 06bEKT B HEOHX0AMMOEe MeCTO.

Bce Tp KOMNOHEHTA 334a0T U3SMEHEHMA MO TPEM KOOPAMHATaM.

SetPosition 24 SetPosition 25 SetRotation 26
Target Target Target
#Mone (Game Object) | @ #MNone (Game Object) @ #Mone (Game Object) @
Position Position Rotation
0 0 ] ] ] 0 0 ] ]

Puc. 12. KomnoHeHTbl SetPosition, SetRotation, SetScale

KomnoHeHT ShowMessage (puc. 13) otobparkaeT TekctoBoe coobuieHne (Mes-

sage) B TeyeHue onpegeneHHoro spemenu (Show Time, B cekyHAax).

_ ShowMessage 28

Show Time
0
Message

Puc. 13. KomnoHeHT gobaBneHns coobuieHmin nonb3osaTento (ShowMessage)

KomnoHeHT SpawnObject (puc. 14) BctaBnsaeTt 06bekT (Prefab) B 3agaHHoe me-

crononoxeHue (Local Pos), c BbibpaHHbIM pakypcom o630pa (Rotation).
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SpawnObject 29
Prefab
gMone (Game Object) | @
Parent
gMNone (Game Object) | @

Local Pos:

i} 0 0
Rotation:

0 0 0

Puc. 14. KomnoHeHT BcTaBKK (SpawnObject)

KomnoHeHT Wait (puc. 15) 3agaéTt nay3y Ha onpeaenieHHbIA NPOMENKYTOK Bpe-
MeHu (Time, B MUHYTaXx).

Wait 30
Time

Puc. 15. KomnoHeHT naysbl (Wait)

KomnoHeHT WaitEnter (puc. 16) co3gaeT nay3y A0 Haxkatua KHonku (Key) anbo
N0 BblbOpa yKa3aHHOro obbekTa ¢ Terom aktuBHoCcTU (ActiveObject), ¢ oTobpaxeHu-
€M TEKCTOBOro coobuieHma (Message) npm HaBeAeHMN Kypcopa Ha 0O6beKT uan B cay-
Yyae, Korga nonb3oBaTe/lb HAX0AUTCA B HYKHOM MecTe.

WaitEnter 31
Interaction Ohj
#None (Ga ©
Key

Message

Puc. 16. KomnoHeHT BbiboOpa (WaitEnter)

OnucaHHbIN 6a30BbIA HAbOpP KOMMNOHEHTOB ANA peann3aumu cueHapueB pabo-
Tbl MONb30BaTENA C 3NIEMEHTAMMU CUEHbI (BUPTYyanbHOM nabopatopmn) npu Heobxo-
AMMOCTM MOMKHO PaclMPUTb, HEMNOCPEACTBEHHO MNPOrPaMMMUPYA AENCTBMA HOBbIX
KOMMNOHEHTOB, HanpMmep, KOMNOHEHTa 03BYYKU KAaKOro-To AeNCTBUSA UAM KOMMNOHEH-
Ta CNpaBKKM 06 ob6beKTe cuUeHbl.
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Ha puc. 17 npuBeaeH OTPbIBOK ONMcaHUA cueHapua nepeHoca (SetPosition5) ¢
aHumaumei (SetAnimationState4) mukponnaHweTa ¢ cbiIBOPOTKOM (06BbEKT microplat
yKasaH B WaitEnter3) no Ha)kaTuo 3a4aHHON KHOMKKN ¢ noBopoTom (SetRotation6) B
NMHKyb6aTop (YKasaH Kak uenb — dispenser), NpMyém BAMAHME NOBOPOTA CYLLECTBEHHO
AN KOPPEKTHOro oTobpaxkeHua npoueaypbl (puc. 18). Bce Tpu geictema (nepeHoc,
NMOBOPOT, aHUMaLMA) BbINONHAOTCA OA4HOBPEMEHHO. [ToKa Bce OHM He ByayT BbINOA-
HEeHbl, CLEHapPUI He NeperaéT K cneayolemy Lwary.

SetPosition 5

Target
|ijdispenser | ap
Position

R | R P

| WaitEnter 3| .

\ Interaction Obj | SetAnimatorState 4 | ShowMe
[\amicroplat| © Animator E—
Key [\adispenser | @ E—
e ] State Message
Message '1—| Im
o

SetRotation 6

Target
|ijdispenser | oL
Rotation

E [0 067 |

Puc. 17. OTpbIBOK CLEHapUA NepeHoca MUKpPOoNaHLWweTa B MHKYy6aTop

(a) bes nosopoTa (b) C noBopoTom

Puc. 18. BavaHne noBopoTa Npu NepeHoCce MUKpONAaHLLEeTa B UHKybaTop
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CBA3b NOAXOAA NODE-BASED C AHANIU3OM BOBJIEHEHHOCTU

Mpouecc NpoxoXKAeHUs BUPTYaNIbHOrO 3KCNepMMEHTa B cpeae BUPTyasbHOM
NnabopaTopuM HEKOPPEKTHO CYMTaTb OOyYaloWEen UrPoK, ecim B HEM OTCYTCTBYIOT
anemeHTbl remmuduKaumm, CTUMyAMpylOLMEe BOBNEYEHME B MIPOBOM npouecc, K
NPMMepPY — PaACKpPbITUE TalHbl, 3aragKku, HEOXUAAHHbIA NOBOPOT COOLITUI, conpo-
BOXKAaoWMcAa adPeKTHbIMU AeNCTBUAMM (B3PbIB, BCMbIWKA) UAK Tpebyrowmin 6bIcT-
poro pearMpoBaHuMa 1 BepHOro Bblbopa. B cnyyae oTcyTcTBMA NOA0OHBLIX MHTEPAKTUB-
HbIX 3/1lemeHToB 0byyarowmii byaeT NnpoxoamTb NO PYTUHHbBIM, 3apaHee NPONMCaHHbIM
npoueaypam JAMHENHOro cueHapua. Tem He MeHee, HECMOTPSA Ha ero OorpaHuYeH-
HOCTb, Aae ANA IMHEeMNHOro CueHapua BUPTYaIbHOIO SKCNepMMeHTa Heobxoaum Ao-
KYMEHT, NoAPOO6HO ONUCHIBAOWNIM UTPOBYID MEXAHUKY — reMMAMN3anH, UAN AN3aNH-
AOKYMeHT [15].

Kak nokasaHo B [16], npouecc urpbl (a4n8 BUpTYanbHOW nabopaTopmumn — BUPTY-
aNIbHOro 3KCNEePMMEHTA) aKTUBHO BOBNIEKaEeT UTPOKa (ansa BUpTyanbHOM nabopatopum
— obyyaemoro). CornacHo [17] BoBneYeHMe aKTUBHO A0 TeX Mop, NOKa UrpoBoi Npo-
Lecc AaéT UIPOKYy HOBbIE 3HAHMSA, NPU 3TOM WUIPOK OCTAETCs 3aMHTEPEeCcOBaHHbIM B
HUX. CIMLIKOM C/IOXKHaA Urpa ypoBHA Bbille 06Lero pasBuMTnA NOAb30BaTeNA KOTOU-

BaeT» nHTepec.

BapuatmeHoCTb

BoBae4yeHHOCTb

Oby4eHue MoTuBauus

Puc. 19. «XXenesHblii TpeyroNibHUK» BOBNEYEHHOCTU

3agava reimamnsaliHa 3aKkao4aeTcs, B TOM YMCae U B MPOEKTUPOBaHMN BOB/e-
YeHHOCTK, cobntoaan 6anaHc mexay KayecTBOM 0OyyeHMsA, YPOBHEM MOTMBALUKU U
Ha/IYMem BapUaTUBHOCTU cueHapus. [JaHHbIM 6anaHc npeaniaraeTcs NpeacTaBuTb B
BUE «XKeNe3HOro TPeyrosibHMKa» BoBae4yeHHocTH (puc. 19):
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® [JOCTYNHOCTb UrpoBOro (Ans BUpTyanbHOM nabopaTtopumn — obpasoBaTteb-
HOrO) YPOBHS A5 NO3HAHUA,

® MOTMBaAUMA (AOCTUNKEHUE, OXKMOAHME MOOLLPEHMSA UIN UHTEPECHOTO NpPOo-
AONKEHUA, HAarpaaa 3a NPOXOXKAEHNE YPOBHSA, CONEPHUYECTBO U Ap.),

® BapPMATMBHOCTb CLEHapus.

CooTBeTCTBEHHO, 10OOM NPOAYKT MOXKHO NPeACTaBUTb B KaK TOYKY B AaHHOM
TPeyronbHMUKe, Haxo4AWYCA Ha Pa3HbIX PAaCcCTOAHUAX OT €ro BepLUWMH, YTO WANtO-
CTPUpPYET cTeneHb banaHca mexay TPemsa yKa3aHHbIMWU NapameTpamu.

CobnopeHne nopgobHoro H6anaHca ABNSETCA HETPMBMANBHOW 3aJayen, no-
CKOJIbKY HEKOTOpPbIE KOTHUTMBHbIE N MOTMBALIMOHHbIE LLe/IN HAaxo4ATCA B NPOTUBOpPE-
Ynn Apyr ¢ APYrom, 1, Kak cnenctsme, MakCMMMU3aLMA OOQHOW Lenu MOXKET oTpuua-
TE€NbHO OTPa3nUTbCA Ha APYron. [JOCTUKEeHUE BOBNEYEHHOCTM AOMKHO ObITb peannso-
BaHO eLé B reumaun3sanHe.

CueHapui BUPTYasIbHOrO 3KCNEPMMEHTA A0/IKEH OTPaXKaTb 3TOT HanaHc «xKe-
NIe3HOro TPeyrosibHMKa» BOB/IEYEHHOCTU. Mcnonb3oBaHME BM3yasbHOrO peaakTopa
No3BO/IAET pPeasin3oBaTb 3TU aCNeKTbl CLUeHapuA, COOTHeCs KOMMOHEHTbl peAakTopa
CUueHapueB C reMMUPUKaLMOHHbIMM 31IEMEHTAMM reMMAN3anHaA, TEM CaMbIM B IBHOM
BMAE pellas O4HOBPEMEHHO 334341 KaK NPOEKTUPOBAHUA CLLEHApUA, Tak U NOBbILe-
HMA BOBNIEYEHHOCTU (KaK cneacTBme, M KayecTBa OCBOEHUA MaTepuana).

OAuH 13 peann3oBaHHbIX NOAXOA0B BOBAEYEHHOCTM npeanoxeH B [18] ana
CTYAEHTOB, M3y4YaloLWMX NPOrpaMMMNPOBaHME: B PaMKaX Urpbl CTYAEHTbl aHAN3UPYIOT
3aga41, GOpMyAMPYIOT M NUWYT NPOrpammbl ANA MNOTEHUMANbHO BbIUIPbIBAOWMX
cTpaternin. OCHOBbIBaACb Ha ONbITe, CTYAEHTbl MOrYT COBEPLLUEHCTBOBATb CBOM CTpaTe-
TMU ANA OOCTUXNKEHUA NYYLLMX PEe3y/IbTaTOB — U, KaK CeacTBUe, MOTMBALUMA CTYAEHTOB
K 334aHM1I0 3HAYMTENbHO NoBbiwaeTca. OHM roTOBbI TPATUTb 6O/bLLIE BPEMEHWU Ha MO-

BTOPAIOLLYOCA MPAKTUKY.
3AK/TIOMEHUE

Pa3paboTaHHbIN pefaKTop CueHapueB MNO3BOAAET MMOKO CO034aBaTb Cepum
3KCNEePMMEHTOB ANA BUPTYanbHbIX NabopaTtopuint. Kpome TOro, B CUy CBOEM apXUTEK-
Typbl OH NO3BONAET NPOEKTUPOBATL PAabOTy BMPTYanbHOM nabopatopun, yaoBNeTBO-

PAS BCEM KPUTEPUAM «XKEeNe3HOro TPEYro/ibHUKa».
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Cnepytolen BaXKHOM 3aga4velt ABAAETCA OLEHKa BOBNEYEHHOCTM UIPOKa, ANA
€e peLleHns NCNOoNb3YHOTCA pa3/inyHble MeToAUKU. CTOUT OTMETUTb NPeasIOKEHHbIN B
[19] noaxoA4, OCHOBAHHbIN HA TPEKMHTe B3r1a4a UrpokKa.

[nsa oueHKM yaobcTBa M NPOCTOTbl MCNO/b30BaHUA pa3paboTaHHON BM3Yyasb-
HOM cpeabl 4NA NPOrPaMMMUPOBAHMNA CLUEHapUEB IKCMEPUMEHTOB HeobxoanMmo npo-
BECTU psf, UCCNefoBaHUM MO oueHKe to3abunutn. A. HunbceH [20] pasnmyaeT He-
CKOJIbKO TUNOB METOA0B NPOBEPKM 103aOUNNUTU — IBPUCTUYECKME OLLEHKHK [21, 22], KO-
THUTUBHbIE MapLIPYTbl cueHapues [23], dopmanbHbie NpoBepKu [24], BapnaTUBHOCTb
cueHapueB [25], 0630p PYHKUMOHANbHbLIX BO3MOXHOCTEN [26] M cornacoBaHHOCTU
[27].

Heobxoanmo onpeaenntb, byaet M nonb3oBaTeNb B COCTOAHMN OCBOUTb MO-
CTaB/IEHHble Nepea HUM 3aZa4M NO CAaMOCTOATE/IbHOMY BM3Yya/lbHOMY MPOrpammmpo-
BaHUIO CUEHApMEB C MEHbLWMMK 3aTpaTaMu U 6e3 KaKUX-TMOBO MHCTPYKUUNA. BarKHO
BbIABUTb HENOC/ieA0BaTe/IbHble HI0AHCbl B UCMO/b30BaHMN peaakTopa U TPYAHOCTH

nosib3oBaTeNen B ero OCBOEHUM.
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Abstract

The paper presents the implementation of a visual script editor that allows you
to design a series of experiments for virtual educational laboratories. The connection
of the above approach with the possibility of explicit control over students' involve-
ment and methods of its evaluation is described.

Keywords: virtual lab, virtual laboratory, node-based editor, involvement
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