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Crarbs NOCBSIICHA AKTyalbHON TeMe reiiMudukanuu B 00pasoBanun. CeroiHs BUICOUTPbI U UTPOBBIC TEX-
HOJIOTUM CTaHOBSATCS 3HAYMMOH 4acThbIO COBPEMEHHBIX 00pa3oBaTelbHBIX TexHonoruil. Llenkio uccnenoBanus sB-
JsieTes pa3paboTKa MEXaHU3Ma IPUMEHEHHUSI HTPOBBIX MEXAHUK BHUACOUIP B MPOEKTaX relMu(pHKanny. ABTOpaMU
cocTaBlieHa KJIacCH(UKALMS BUACOUTP M MUIPOBBIX MEXaHHK Ha OCHOBAHWH JIMTEPATypPHOTO 0030pa 3apyOeKHBIX
U POCCHICKNX MCTOYHHKOB. [Ipe/uioskeH METOoJL OLCHKH reiiMIuies, OCHOBaHHBII Ha pacdyeTe OLECHOK 0a30BbIX Ipa-
BIJI TEHMIUIES B MTPOBBIX MEXaHWKaX. METOI YYUTHIBAET OCOOCHHOCTH OCHOBHBEIX HI'POBBIX MEXAaHHK BHICOHUID
1 MOXET OBITh HCIOJIB30BaH UL OLICHKH MOTCHIINAIA BIACOUTD 10 YIOBICTBOPCHHIO ITOTPEOHOCTE HIpoKa 1 BOC-
CO3/IaHHIO COCTOSTHUSI TOTOKA Urpoka. HOBBIH MOIX0/ K OLIEHKE IelMILIes TPUMEHUM TSl reiMU(UKaLi B 00pa3o-
BaHUH, NTOCKOJIBKY IT03BOJISICT KOJINYESCTBEHHO OLIEHHUTb, KAKHE UTPOBBIC MEXaHUKH HEOOXOJHMO HCIIONB30BATh UL
YAOBIETBOPEHUSI HOTPEOHOCTEH CyObEKTOB, OIBEPIKCHHBIX TeHMU(UKAIINY.
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GAMIFICATION IN EDUCATION: THE NEW APPROACH
TO EVALUATE GAMEPLAY
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The article is dedicated to trending topic on gamification of education. Nowadays video games and game
technologies are important parts of modern educational technologies. The aim of the study is to develop mechanism
for determining the possibility of using video game mechanics in gamification. The authors described the
classification of video games and game mechanics based on literature review of English and Russian authors. The
new evaluation method based on the computation of the basic rules of game play in game mechanics has been
proposed. The method considers the basic video game mechanics and can be used to assess the potential of video
game to satisfy needs of the gamer and the recreation of the flow state. The new approach is relevant for gamification
of education, because it allows to quantitively evaluate how to choose appropriate game mechanics for satisfaction
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AXTYaJbHOCTh TEMbI HWCCJICHOBAHUS CBSI-
3aHa C TEM, YTO CETONHS TPOUCXOAWUT TpaHC-
(hopmarust mapaJUTMBl 00pA30BAaHUS: YXOIAT
B IPONIIOE TPAIWIMOHHBIE MENarorHIecKue
TEXHOJIOTMH, OCHOBAHHbBIC HA TPAHCIALMH 00-
pa30BaTeIbHOTO KOHTEHTA; IMOSBIISETCS HOBOE
HMHTEPaKTHBHO-UTPOBOE 00pa3oBaresibHOE TPOo-
CTPAaHCTBO, KOTOpOE O0eCHeurBaeT OBICTPYIO
00paTHYIO CBSI3b MEXKIY TIpEroiaBaresieM u 00-
YYaIOMIIMUCS, YCHJIMBAEeT TPYIIOBYIO aKTHB-
HOCTH W TIOBBIIIIAET MOTHBALMIO K OOYYEeHHUIO
[1, 6]. Bugeurpsl u UrpoBble TEXHOIOTUU CTa-
HOBSITCSI MOILIHBIM HMHCTYMEHTOM MOTHBAaLUU
HOBOTO MTOKOJIEHHS CTYJICHTOB K O0yUEHHIO.

[NonynspHOCTb MHAYCTPHU BUACOUTD (IO
olieHKaM Entertainment Software Assotiation,
B CIIIA 64% naceneHust UrpaeT B BHUACOUTPHI
peryisipao [18]) 1 ee sxoHOMIYeckuii ycrex (1o
oueHkam Json & Partners Consulting, Mupo-
BOif 00beM urpoBoro peiHka B 2016 roay cocra-
BuT $95,2 Myps [27]) cmocoOCTBYeT TOMY, UTO

BUJICONTPHI CETOIHS CTAHOBSITCS BEChMa 3HAYH-
MbIM siBlieHUEM. WrpoBble TEXHOJIOTUH, TelM-
JTN3aiH, UTPOBBIC MEXaHUKH BHICOUTP HAXOIST
CBOE TIPIMEHEHHE CEeTOMHS B Pa3iIMYHBIX O0a-
CTAX YEJOBEYECKOW JEATENbHOCTH: 00pa3oBa-
HUH, OU3HECe, MapKETHUHTE, YITPABICHUH, HAyKe,
MEIUIIHE, COLMALHBIX METUA U TIp.

K. Pobcon ormeuaer, 4TO CcerogHs HaOu-
paeT nomyJaspHOCTh TeHMUBUKAIUSI — UCTIONb-
30BaHUE MPUHILIUIOB TeUM-I13aliHa BUIEOUTD
B HeurpoBoM KoHTekcTe [40]. [IpakTuku rei-
MU(DUKAIUN B JESITEITFHOCTH TAKUX KPYITHBIX
MUPOBBIX KOMIaHWH, Kak Facebook, Samsung,
Pepsi, Nissan, Xerox, Salesforce, Microsoft ro-
BOPSAT O BBICOKOM CIIPOCE Ha reHMU(UKAIINIO
Cpeau TpejacTaBUTEeNeH Ou3Heca JUiss U3MEeHe-
HUS TIOTPEOWTENHLHOTO TOBeAcHMS. B akame-
MHYECKON 1 OM3HEC-TUTEPATyPe UCCICAYIOTCS
MIPUHITUIBI TU3aiiHa TeHMUGUKAINHA, KITIOUe-
BbIE TICUXOJIOTHYECKUE (PYHKIINHU, KOTOPHIE Jie-
JKaT B €€ OCHOBE.
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ITo cnosam JI. ne-Mapxkoc u z1p., IOTEHIU-
aJ BHJICOUTP NpHUBJIEKAET BHUMaHHUE padoT-
HHUKOB CHCTeMBI oOpa3oBanus. I[loTeHmuan
BHJICOUTP MOXKET OBITh HCIOIB30BAH IS
CO3/1aHUsl HOBOM NEJaroru4ecKol TEXHOJIO-
THUHU, KOTOpas MMO3BOJIUT IMOBBICHTH Ka4€CTBO
oOyueHwus1, Aenas 3TOT npouecc dojee 3axBa-
THIBAIOIUM M BbIpazuTenbHbiM [15]. Buge-
OUTPHI TMMO3BOJISIIOT HMCHBITaTh YHHUKAJIbHBIH
OTIBIT HAXOXJICHHUSI B MMMEPCUBHBIX MHUpPax
¢ OoraTsIM HappaTHBOM, CO3JAIOIINM 3aXBa-
TeIBatomue ucrtopuu [14]. JI. JIxekcoH u np.
TaK)Ke OTMEYarT TO, YTO HCIIOJIb30BaHUE
WTPOBBIX MEXaHHWK BUICOUTP IJIsi OOydeHHsS
JIOCTaTOYHO HOBBIW, HAOMPAIOIIUH MOMYJIISp-
HOCTb METOJ, KOTOPBIM MO3BOJSAET Mepei-
TA OT TPAJUIMOHHBIX METOJOB IEJarOTUKH
K COBPEMEHHBIM 00pa30BaTEIbHBIM TEXHO-
JIOTHSIM, MCTIONB3YIOIINM TOCJIETHUE JJOCTH-
skenust UKT u npeumyiiecTBa BUPTYaIbHBIX
Cpea M IUCTAaHIIMOHHOTO 00y4eHus [28].

T. Jlum u ap. pazpadoramu monens LM—-GM
(or anrmn. «Learning Mechanics — Game
Mechanics»: oOyd4aroliue MeXaHUKH — UTPO-
BBIC MEXaHUKH), KOTOPasl yCTAaHABIMBACT CBA3b
MEX]Iy UTPOBBIMH M O0YyYarOIUMHU 3JI€MEHTA-
mu [34]. Monens LM—-GM BxmtodaeT B ceOst
KapTy B3aMMOCBS3M WTPOBBIX M OOyYarommnx
MEXaHUK U OMUCHIBAET, KAKUM 00pa3oM Clemy-
€T UCTIO0JIh30BaTh ONPE/ICIICHHBIE UTPOBBIE Me-
XaHWUKH B YAYYIICHUN 00yYaONINX MEXaHUK.

OpHaKo, HECMOTPS HA HAJTMYHE MHOXKECTBA
HCCIIC/IOBAaHUH B 00JIaCTH reiiMuuKaium, Bbi-
COK CIIPOC Ha pa3paboTKy MPOEKTOB reiiMmudu-
Kaliu B 00pa30BaHMM, B HACTOSAIIEE BpeMs He
CYIIECTBYEeT MeXaHU3Ma, MO3BOJISIIOIIETO yCTa-
HOBUTH COOTBETCTBHE MEXITYy HTPOBBIMH Me-
XaHWKaMH | 3afadamu reiimudukanmn. [lems
CTaTbU 3aKIIFOYAETCs B Pa3padOTKe MeXaHH3Ma
MIPUMEHEHUS] UTPOBBIX MEXaHHK B relMudUKa-
LUK B 00pa30BaHUH.

Kaacenpuxanus Bugeourp
U UTPOBBIX MEXaHHUK

Hamu ObIn mpoBesieH JMTeparypHbId 00-
30p 3apyOeKHBIX U POCCHUHCKUX HCTOYHHKOB,
MOCBSIIICHHBIX ~ KJIACCU(DMKAIIMKA ~ BUJICOUTP
Y UTPOBBIX MeXaHUK. CIielyeT OTMETUTh TO, YTO
MHO)KECTBO HCCIICIOBATENICH MOCBITUIM CBOM
padoThl CO3AaHUIO MOTHOLICHHBIX PEIO3UTOPH-
€B UTPOBBIX MexaHuK [17, 22, 26, 29, 34, 46],
a Take ux Knaccudpukarmu [9, 19, 29]. M. Cu-
KapT ONpeIeTsieT UTPOBYIO MEXaHHUKY Kak Jei-
CTBHUE, KOTOPOE BBI3BAHO areHTOM (HTPOKOM)
JUTSL B3aMMOJICUCTBUSI C MTPOBBIM MUPOM CO-
[JIACHO TpaBuUjiaM UTpsI [44].

BonpimnHCTBO paboT B 00IaCTH relMu-
(UKaMu aHATU3UPYIOT UTPOBBIC MEXaHUKHU

yKe B KOHTEKCTe TeliMupuKanuu, He odpa-
asich K BUJCOUTPAM KaK MEPBOUCTOUYHUKY.
Opnako Hamboliee TEpPCIEKTHBHBIM, C Ha-
HIe TOYKHM 3PEHHS, SBISICTCS MOIXOJ, MPH
KOTOPOM KJIacCH(DHUKAIMIO UT'POBBIX MEXaHUK
cleyeT paccMaTpHUBaTh B KOHTEKCTE KJac-
cupuKanuu camMux Buieourp. 1o o0Obsc-
HSETCSl PSIJIOM MPUYHH: BO-TIEPBBIX, padora
C TEPBOUCTOYHUKOM (C MTPOBBIMU MEXaHU-
KaMH BUJICOUTD) MOBBIIIACT IIAHC TOTO, YTO
Ba)KHAasi HTPOBasi MEXaHUKa He OyzneT moTepsi-
HA; BO-BTOPBIX, UCCIECIOBAHIE BUACOUTD IO~
3BOJIUT BBISIBUTH B3aUMOCBSI3b UTPOBBIX Me-
XaHUK C JPYTMMH DIEMEHTaMU BUICOUTPHI,
TaKUMH KaK TeHMIUIeH, CETTUHT, HappaTHB
U T.A., 4TO OyzneT crnocoOCTBOBaTh yBeJIHYe-
HUI0 CUCTEMHOCTH reiMH(PUKAIIIH.

Tak kKak Mbl ONpENEIMIH TO, YTO JUJIS
pa3paboTKH MeXaHH3Ma HCIOIb30BAHUS
UTPOBBIX MEXaHUK B reiMU(UKaUH CIeTy-
eT paboTaTh ¢ MEPBOUCTOUYHUKOM (HTPOBHI-
MU MEXaHHKaMH BHUJCOUTP), HEOOXOIUMO
MPOBECTH KIAacCU(DUKAIUIO CaMUX BHUICO-
UTP U BBISIBUTh, HACKOJIBKO YaCTO UT'POBBIC
MEXaHHKH CIIy)aT OCHOBaHUEM J[aHHOU
KJIacCHU(UKAIIIH.

JocrtatouHo OoJybIIOoe KOJIUYECTBO HC-
CJIEJIOBAaHUN CEerojHsl MOCBSINEHO MpoodIe-
MaM kjaccudukanun Bugeourp [10-13, 21,
24, 33, 36, 45]. . ApCEeHOJT OTMEYaeT TO,
4TO0 OOJBIIMHCTBO KJIaCCU(PUKAIUN BUILO-
UTP OCHOBAHO JINOO MCKIIFOUUTEIBHO HA HH-
TEPaKTUBHOCTH JKaHPOB BUICOUTP, TUOO Ha
MOHUMAaHUKM KOMILIEKCHOW TPUPOIBI JKaH-
POB BHJICOUTP, COCTOSAIIECH U3 UHTECPAKTHB-
HOTO, HAPPATUBHOTO, TEMATUYECKOTO, COIHU-
anbHOro u Apyrux acmnekrtoB [11]. P. Knapk
u apyrue B cratbe «lloyemy xaHpBI BUC-
OUTPBI HECOCTOSITEIBHBI: KilacCU(HUKAIIH-
OHHBIN aHaIW3» ACHAlT BBIBOJ O TOM, YTO
CYIIECTBYIOIINE KOHIETIUU OTpEeIeIeHHUS
JKAHPOB BHJICOUTP HECOCTOSTENbHBI, I0-
CKOJIBKY CYIIECTBYIONIUE KIACCHPUKAIIHH
HE MpeJiararoT KOHKPETHBIH HAabop KpuTe-
pUeB HACHTHU(UKAIMU KaHpa BUICOUTPHI,
HE CIOCOOCTBYIOT UX 3P (HEKTHBHOMY ITOHC-
Ky, IOJIaBJISIOT TBOPYECKOE Pa3BUTHE U MO-
HOMOJIU3UPYIOT U/HIIM MCKAXKAIT MPOJAXKHU
Bugeourp [12].

Crnenyer OTMETHTH TO, YTO B HACTOsIIIEE
BpEeMsI HE CYIIECTBYET €IMHOW Kiaccuduka-
uu Bujieonrp. [loaToMy st cucTeMaTu3aum
CYIIECTBYIONIMX HAyYHBIX 3HAHHW O KIIACCHU-
(uKaIAX BUACOUTP MBI COCTaBHIN 00001IIeH-
HyI (aceTHy Kiaccu(DUKALUIO BUACOUTP
HA OCHOBAHHHU JIMTEPATYpHOTrO 0030pa. O600-
HIeHHas KJaccu(pUKanus BUICOUTDP MPeacTaB-
neHa B Ta0m. 1.
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Taoauna 1

O6o00mieHHast (haceTHast KiiacCH(DUKAIHS BUACOUTD

1. Knaccugpurxayun eudeouzp no cooepicanuio

a. Mo sanpam [2, 8, 10, 11, 17, 21, 23-25, 30, 33, 37, 38, 43, 45, 47-49]

i. rpsl nHbopManmu

ii. rpsl neiicTBust (ABHMOKEHMS)

iii. Irpbl KOHTPOJIS U TJIAHWPOBAHKSE

1. Boessie ponessie (Action role-
playing)

1. BoeBukw, skmH (Action)

1. Crpareruu B peaibHOM BpeMe-
Hu (Real-time strategies)

2. OtkpeIThie posieBbie (Open role-
playing)

2. BOEBHKH € OTKPBITHIM MHPOM
(Open action)

2. MHOTONO0JIB30BaTENbCKUE OH-
naiin 6oesbie apensl (Multiplayer
online battle arena)

3. Ponessie (Role-playing)

3. «Cimaueps» (Slasher)

3. I'mobanbeHbIe cTpareruu
(Global strategies)

4. TekCTOBbIE MHOTOIIOH30BATEb-
ckue (Multi-user dungeon, MUD)

4. T'onku-cpaxenust (Battle-
racing)

4. Ilowaroseie crpareruu (Turn-
based strategies)

5. MaccoBble MHOTOIIOJIb30BaTEIIb-
cKkue omyaitH ponesble (Massively
multiplayer online role-playing)

5. «Ilnarpopmepsn»
(Platformer)

5. Ctpareruu HEMPSIMOTO KOH-
Tpous (Sim strategies)

6. T'omoBomomku (Puzzle)

6. «Crenc-60eBukuy» (Stealth-
action)

6. ['moGanpHBIC BOCHHBIE CTpaTe-
run (Global wargames)

7. KBectsl (Quest)

7. Urpel-ioennHKy, GadTHHTH
(Fighting)

7. DKOHOMUYECKUE CTPATETUU
(Economical strategies)

8. UIrppl «yKaKu U ILETKHU
(Point-and-click)

8. T'onku (Racing)

8. Urpe! «3ammra Oarien
(Tower defense)

9. bpaysepnsie (Browser)

9. Apkanst (Arcade)

9. BoeHHbI€ UTpBI, «Bapredme
(Wargames)

10. [puxirodeHIecKre
(Adventure)

10. Vxacwr (Horror)

10. Kaprounsie urpsr (Card)

11. O6yuaromue (Education)

11. Urpsl BBDKUBaHUS B yKace
(Survival horror)

11. JlJormaeckue urpsr (Logic)

12. Urpsr-Bonpocsl (Quiz)

12. IIyTepst (Shooter)

12. TakTHYeCKHE UTPHI, ATTOHCKHE
pouieBbie urpsl (Tactic, JRPG)

13. CumynsaTopsl CBUIaHUN
(Dating sim)

13. CnopTUBHBIE CUMYITSTOPHI
(Sport)

13. VIrpbI «CHMYTISTOP TIOIKOBOJI-
ua» (Microcontrol)

14. Busyansusie HoBeITH (Visual
novel)

14. CuMyasTOPHI TEXHUYECKUX
cpeacts (Simulator)

14. TpamocTponTETEHBIC CUMYJISI-
topsl (Building)

15. T'epoiickue (Hero)

15. Putm-urpsr (Rhythm)

15. VIrpbl «CUMYTSATOP SKU3HI
(Life sim)

16. Urpel ¢ HappaTHBOM, KOTOPBIH
M3JIaraeTcsi HOCPEACTBOM H3yde-
Hust okpyxenus (Environmental
narrative)

16. «MeTtpouaBaHus»
(Metroidvania)

17. HTepakTUBHOE KUHO
(Interactive movie)

17. Urpser «u30eit ux Bcex»
(Beat ‘em up)

18. «Poramkm» (Roguelike)

18. Urpsl «miepecTpersit ux
Bcex» (Shoot ‘em up)

19. Urpsl ¢ npUMEHEHUEM CBe-
toBoro nucrorneta (Light gun)

20. I'oHKH Ha BEDKABAaHHUE
(Vehicular combat)

21. «ApkaHOH UTPHI
(Arkanoid, Breaking out)

22. Urper-nabupuntsl (Maze)

b. Ilo cerTunry [21, 23, 33, 38]

i. [To MecTy ieiicTBUS BUJICOUTPBI

ii. [To BpeMeHM ACUCTBUS BUICOUTPHI

1. Peanbubiii Mup (Real world)

1. Bo3uuknoBenue xuznu (Origin of life)

2. Asmarckuii ceTTrHT (Asian setting)

2. Kubepnank (Cyberpunk)

3. Kazuno (Casino)

3. bynymee (Future)

4. 3amok (Castle)

4. T'oruxa (Gothic)
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IIponosxenue Tadi.

5. Urposoe moy (Game show)

5. CobprTus npouwisix et (Historic)

6. 'ocriurans (Hospital)

6. CpenneBexoBbe (Medieval)

7. [Ipupona (Nature)

7. CoBpemennsbiii Mup (Modern)

8. Okean (Ocean)

8. Peneccanc (Renaissance)

9. Cenbckmit certuar (Rural setting)

9. Ctummank (Steampunk)

10. Hlxomna (School)

10. Jouctopuueckue Bpemena (Prehistoric times)

11. Kocmoc (Space)

11. 3akar umBmimzanuii (Dawn of civilizations)

12. Kocmuueckuii kopadiib
(Spaceship)

12. Cpeanue Beka (Middle Ages)

13. Tynapa (Tundra)

13. Dnoxa konmonu3zaiuii (Colonization Ages)

14. Topozckoii cerrunr (Urban setting)

14. Dnoxa unaycrpuanuzanuu (Industrialization Ages)

15. Mapamrensuenii mup (Parallel
world)

15. Mpommenmue Boitab! (Overpast wars)

16. AbTepHATHBHEIN MUD
(Alternative world)

16. Hogeiimast nuctopus (Modern times)

17. ®suresn (Fantasy)

17. UndopmannonHnas 3pa (Information era)

18. I'epondeckast MU OTOTHS
(Heroic mythology)

18. UccnenoBanms oTkpeITOro KocMoca (Outer space exploration)

19. Xpuctunanckas MUPOIOTHS
(Christian mythology)

19. BOBomonus (Evolution)

20. CoBpemeHHast MADOIOTHS
(Modern mythology)

c. Mo meam [11, 21, 30, 33, 37, 38, 49]

1. Urps! Ha IpOXOXKIEHHE
(Playthrough)

7. Xapnaxopuslie urpsl (Hardcore)

2. O0pazoBaTeIbHbIC HTPBI
(Education)

8. ®utHec-urpsel (Exergaming)

3. Pa3BiiekarenbHbIE UTPBI
(Entertainment)

9. Urpsl s BewepuHOK (Party)

4. Kazyanpasie urpsr (Casual)

10. Urpsr conmansHOTO B3anMoaencTus (Social)

5. Urpsr-necounnnp! (Sandbox)

11. Urpei-meauranms (Meditation)

6. CopeBHOBaTEIbHbBIE UIPHI
(Competitive)

d. ITo HapparTuBy [2, 23, 33, 38]

1. Cexc (Sex)

19. Komeaust (Comedy)

2. UckyccrBo 1 auzaiiH (Art & Design)

20. Kpumunan (Crime)

3. busnec (Business)

21. Yxacs (Horror)

4. leru (Children)

22. PomanTuka (Romance)

5. KonnenrtyanbHbIi HappaTUB
(Concept)

23. lInuonax (Spy, espionage)

6. Anokayuncuc (End of the world)

24. BeoxuBanue (Survival)

7. Ena (Food)

25. Taitna (Mystery)

8. IIpa3gauku (Holydays)

26. Tpunnep (Thriller)

9. lpama (Drama)

27. Botina (War, Fighting)

10. 3axon (Law)

28. Becrepn (Western)

11. Memunmua (Medicine)

29. Kubepmnank (Cyberpunk, Dark Sci-Fi)

12. TTpupona (Nature)

30. Kocmoc (Space)

13. TTomuTuka (Politics)

31. [Mocramoxanmuncuc (Post-apocalyptic)

14. Penurus (Religion)

32. Crumnask (Steampunk)

15. Hayka (Science)

33. ®onresn (Fantasy)

16. Cnopr (Sport)

34. Ucropuueckuii Happarus (Historic)

17. CBepxbecTecTBEHHOE
(Supernatural)

35. Hayunas danracruka (Sci-fi, Futuristic)

18. IlyTeniecTBUs U IEPEBO3KH
(Travel and Transportation)
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Iponosxenue Tadu. 1

2. Knaccugukayua eudeouzp no konuuecmey uzpoxos [2, 8, 21]

. OnHononk3oBatenbekue urpsl (Singleplayer games)

. MHoromnosbe3oBarenbekue urpbl (Multiplayer games)

. Urpe1, no3Bosisironue urpars Ha oHoM ycrpoiictse (Hotseat, Splitscreen games)

. Urper mo nepenmcke (Play by Electronic Mail games)

. MaccoBble MHOTOIIONIB30BaTENIbCKIE OHIAaH-Urphl (Massively multiplayer online games)

. Knaccugpurxayun eudeouzp no uzdamensckum Kpumepuam

. ITo Oromkety paspadorkm [21, 49]

. BeicokoOromxkeTHbIe HTPHI (AAA)

. HuzkoGromxerHsie urpsr (B)

. Irpel ot He3aBUCHMBIX pa3paboTunkoB, HHIU-UTPHI (Indie games)

. Jlroburenbckue urpel (Amateur games)

. ITo uznarenbckomy popmary [11, 21, 38, 49]

. OpuruHaIBHBIC UTPHL, TIEPBBIC UTPHI B ceprsix (Original)

. Ouepennble urpsl B cepusx (Sequel, prequel, remake)

. Hononuenust (Add-on, expansion)

BRI =T (WIN [~ (WA W[~

. Onmzonuunsle urpsl (Episodic)

5. Urpsl ¢ 3arpyxaembiM koHTeHTOM (Downloadable content)

c. [Io Tumy pacnpoctpanenus [21, 49]

1. Itarasre 11. Becruaraeie

1. Urpsr Ha dpusuyeckom Hocutene | 1. YenoBHo-OecriatHbie (Shareware games)
(Physical copies)

2. ludpossie kormu (Digital copies) | 2. becruatbie ¢ mukporpan3akuusmu (Free to play games)

3. VIrpsl 110 MOJMHUCKE 3. Urpsl ¢ BpeMEHHBIM OrpanudeHreM nojbp3oBanus (Trial games)
(Subscription games)

4. becmnarnabie (Freeware games)

4. Knaccugurxayun euoeouzp no naameopme [2, 21, 49]

1. [lepcoHaMBHBIN KOMIBIOTEP 4. Urposrie aBTomatsl (Arcade machines)
(Personal computer)

2. Urposas xoucons (Gaming 5. bpay3zep (Browser)
console)

3. MoOunbpHOE yCTPOHUCTBO
(Mobile device)

5. Knaccugpuxayus sudeouzp no zpaguueckomy uzoopasricenuio

a. [To pacnoJsio:kennio urpoBoii kamepsl [11, 21, 33, 38, 49]

1. Bun ot nepsoro smna (First 6. TpexmepHsblii Bux cBepxy (3D top-down)

person view)

2. Bug ot tpersero numa (Third 7. 3omerpuueckuii Bug (4 view)

person view)

3. IsymepHEIit Bu cOoKy (2D 8. Bepruxaneusiii ckporumaaT (Vertical scrolling)

side-view)

4. TpexmepHsIit B cO0Ky (3D 9. boxootii ckpommHT (Side scrolling)

side-view)

5. ABymepHEIi BUA cBepxy (2D 10. V3MeHeHHe pacionokeHus UTPoBoi kamepsl (Perspective
top-down) manipulation)

b. ITo TexHosornu rpadguyeckoro orodpazkenus [20, 21, 31, 35]

1. IlceBnorpaguxa 4. TpexmepHoe crepeonzodpaskenue (3D stereo)
(Pseudographics)

2. Isymepnas (2D) 5. JlononaeHHas peanbHOCTh (Augmented reality)

3. Tpexmepnas (3D) 6. Bupryanpnas peansHocts (Virtual reality)

c. ITo Bu3yaasnomy ctuiio [33, 38]

1. Komuke (Comics) 6. CTuib, UMUTHpYOLIMN pe3ynbrar pyuHoit padotsl (Handicraft)
2. Mynsrunem (Cartoon) 7. CTIis, IMUTHPYIONTHHA Pe3yabTaT PHCOBAHUS aKBapeIbHOM

kpackoii (Watercolor)

3. Aanme, manra (Anime, manga) | 8. CTiih, IMUTHPYIOIIHIA pe3ynbTaT prucoBanus Bpy4Hyto (Cel-shaded)
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Oxonuyanue Ta0J. 1

4. Peamuctuunblii ctrib (Realistic)

9. Kapxkachsiii ctuib (Wireframe)

5. AbctpakTHbIi cTiitb (Abstract)

6. Knaccugukayusa euoeouzp no zeiimniero

a. Ilo HeJICHANMPaBJICHHOCTH

i. Buneonrpsl, OpreHTHPOBaHHBIC HA JOCTHKEHIE TSN

ii. Bugeourpsl, opueHTHPOBaHHBIC HA IPOIECC

b. I1o 6a30BbIM npaBuJIaM reiimmies [36]

1. U36erats (Avoid)

6. [Tepememats (Move)

2. CootHocutb (Match)

7. IlogBepraTbes ciydaitHoMy Bo3neiicTeuio (Random)

3. Vanutoxars (Destroy)

8. Briompars (Select)

4. CoznaBatb (Create)

9. Crpenstb (Shoot)

5. Vopaginsats (Manage)

10. IMucarp (Write)

7. Knaccugpurxayusn euoeouzp no 3zadarouiemy memny u pummy [33, 38/

1. Irpbl ¢ MEANTATHBHBIM TEM-
oM («/I3en») (Meditative or Zen
games)

5. AIrpsl ¢ BO3MOKHOCTHIO MAaHHUITYJISIIA BpeMeHeM (Time
manipulation games)

2. Urpsl ¢ yCTOINUMBBIM PUTMOM
(Persistent games)

6. VIrpbl, B KOTOPBIX H3MEHCHUE BPEMEHHU MPOUCXOIHUT COTTIACHO
kanenpaapo (Calendar-based clock games)

3. Urpsl B pexume peaabHOro
BpemenH (Real-time games)

7. VIrpsl, B KOTOPBIX JEUCTBUs orpannydeHbl Bo Bpemenu (Timed
action games)

4. VIrphlI ¢ MOMIArOBBIM TEMITOM
(Turn-based games)

8. Knaccugpuxayus sudeouzp no ammocghpepe [32, 33]

1. ArpeccuBHas (Aggressive)

8. Tauncreennas (Mysterious)

. Muas (Cute)

9. Mupnas (Peaceful)

. Mpaunas, temnas (Dark)

10. Capkactrdeckas (Sarcastic)

. FOmopuctrueckas (Humourous)

11. YyscrBennas (Sensual)

. Bnoxunosnstomas (Ispirational)

12. Yenuuennas (Solitary)

N[N |||

. Hampspkennas (Intense)

13. Ipuuynnusas (Quirky)

7. becnieunas (Light-hearted)

9. Knaccugpuxayusn sudeouzp no muny konyosku [33]

1. MHOXecTBeHHas1, pa3BeTBIeHHast KoHIoBKa (Branching type of ending)

ca (Circuitous type of ending)

2. VIrpbl ¢ KOHITOBKOH, MOCJIE KOTOPOH BO3MOXKHO MTPOXOXKJACHUE UTPHI 3aHOBO C COXPaHEHHUEM MTPOrpec-

3. Urps 6e3 npopomkenus nocie kouoBku (Finite type of ending)

4. Urpst 6e3 kounoBku (Infinite type of ending)

5. Urpbl ¢ KOHLIOBKOM, [TOCJIE KOTOPOI BO3MO)KHO MPOXOKIEHUE UTPBI 3aHOBO € JOIIOJIHUTEIbHBIMU BO3-
MOXKHOCTSIMHU M coxpaHeHueM mporpecca (Post-Game)

OOoOmenHas kinaccuuKammus BHUICO-
UTp TOKA3BIBACT TO, YTO HEBO3MOXKHO OXBa-
THTh BCE MHOTOOOpa3ue BUJCOUTP, a TAKKE
CJIO)KHO OTIIMYHUTH OJHY BUJEOUTPY OT IIPY-
roii. Hanpumep, GTA V (Bepcus nus 1K)
MOXHO OTHECTH K XaHpy OOEBHKa OT Tpe-
ThEr0 WJIM TIEPBOIO JIMIA, TAKKE K KAHPY
TOHKH, C DJIEMEHTaMH poJieBOr UTphl (RPG)
U MaccoBOW MHOTIOMNOJIb30BAaTEIbCKON OH-
navH-urpel (MMO), a Takxke «UTpHI-TIe-
COYHUIIBI».

Jnst  BBISBICHUS, HACKOJIBKO 4YacTo
UTPOBBIC MEXaHUKH CJIY)KAaT OCHOBaHUEM
KiIaccu(uKaluu BUICOUTP, HEOOXOIAMMO
YCTaHOBHTH OIPEJEICHHOE COOTBETCTBHE
MEXJy KPUTEepUSIMH KiacCU(pUKAIUi BU-

JICOUTP U BJIEMEHTAMHU BUJEOUIDP, KOTOPOE
MpeacTaBiIeHo B Tabm. 2.

ComnocTaBieHne JJIEMEHTOB BHUIEOUTP
U KpUTEpUEB KiIacCUPUKAIUNA BUICOUTP
MOKa3ajo, 4To B OOJbIIEH CTETIeH! KIacCH-
¢duKaus BUACOUTP MPOUCXOAUT IO HIPO-
BBIM ME€XaHUKaM, HEXKCJIU MO JAPYIruM O3Jic-
MEHTaM BHUJIEOWTPHI. DTO O3HAYaeT TO, YTO
WTPOBbIE MEXaHUKM MU TeMIiied urparoTt
KJIIFOYEBYIO0 pOJIb B KiacCU(HUKAIIMU BHJE-
ourp (COOTHOCATCS C IIECTBbIO KPHUTEPHS-
MH KJIacCHU(UKAIUK), OHH TAKKE 3HAYUMBI
B mpouecce reiimupuranuu. [losromy He-
00X0MMO B TMEPBYIO O4Yepeb UCCIEAOBAThH
HUT'POBBIC MCXAaHUKH, 4 TAKKC UX COOTHOLIC-
HUE C TeUMILIEEM.
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Tabauna 2
ComnocrapieHne IEMEHTOB BUIEOUTD
Y KpUTEPHUEB KiacCu(pUKaui BUICOUTD

Kpurepnii

DJIeMEHT BHICOUTPHI
KJIacCU(DUKAIIK BUICOUTD

BusyanbsHoe mpen- [To rpaduaeckomy oTo-

CTaBJICHHE OpaxxeHHI0, 0 aTMOc(epe
CerTHHT Io certurTy, O arMocdepe
3BykoBoe corpoBo- | [To armocdepe, o Hap-
KIICHHE paTuBy

Happarus [To uenu, no Happarusy,

mo atMocgepe, 1Mo THITY
KOHIIOBKH

HrpoBble MeXaHUKH
U TeiMILIeH

Ilo sxanpawm, 1o uenu, 1o
KOJIMYECTBY UTPOKOB, I10

relMILIEetO, 10 33J1a01IIe-
My PHTMY, TIO TuIaTopme

[onp3oBarensckuii | [To rpadudyeckomy oTo-
uHTEepdeiic OpakeHHI0, 1Mo aTMochepe
[Tnardopma ITo nmardopme, o usna-

TEIBCKUM KPHTEPHSM, TI0
TUIY PACIPOCTPAHCHUS

Hrposbie MeXaHUKH U reimIiei

C Hameit TOYKH 3peHus, CTPYKTYpHO TeiM-
IJIe MOXKHO TIPEACTAaBUTh B BHJIE COBOKYITHO-
CTH UTPOBBIX MEXaHUK, KOTOpBIE ITOOYEPETHO
3aMEHAIOT APYT JIpyra B MPOLECCE B3aUMOACH-
CTBUS UTPOKA C Pa3IMYHBIMU JIEMEHTaMH BU-
Jneourpsl. IrpoBele MEeXaHUKH, Ha HAII B3IV,
COCTOST U3 0a30BBIX MpaBWII reimiuies. [pym-
na wuccienosateneil yHuBepcutera Tymy3bl
K 0a30BBIM MpaBHJIaM TeHMILIEss OTHOCHT ClIe-
Iyrorue: n30erarb, COOTHOCUTH, YHUUTOXATh,
CO3/1aBaTh, YINPABIIATh, NEpEMeEIaTh, MOABEp-
raThCsl CIIy4allHOMY BO3ICHCTBHIO, BRIOMPATH,
cTpenarb, nucarb [36]. bazoBele mnpaBuia
reiimiuies: («UrpoBble KUPITUYN») — OCHOBHBIE
ANIEMEHTBI, Pa3IUYHble KOMOMHALIMU KOTOPBIX
COOTBETCTBYIOT pa3HbIM MpaBUJIaM M LEISIM
Buieourpel. Coyetanne 6a30BBIX MPABUI CO3-
JaeT obpas areHra (MUrpoka), Halpumep, cTpe-
JATh + YHUYTOXKATh = KWIJIEP, WM H30eraTh +
yHOpaBiIsITh = BoauTenb [16]. Metadopudeckun
relMIIIe MOXHO MPENCTAaBUTh B BUJAE Opra-
HU3Ma, UTPOBbIE MEXaHUKH — B BUJE pa3iny-
HBIX TKaHEeW opraHu3ma, a 0a3oBbIC TpaBHIIa
reiiMriest — B BUji€ OMOJIOTUYECKUX KIIETOK.

[ToaToMy Tpu McceTOBaHUH UTPOBBIX Me-
XaHUK HEOOXOIMMO YYHTHIBATb OCOOCHHOCTH
rediMIuies] B BUJE cOYeTaHUs 0a30BbIX MPAaBUI
reliMIIes,, a UTPOBBIE MEXAHWKHM pacCMaTpH-
BaTb HCKIIOUUTENIBHO KaK 4acTh TIelMILes..
UrpoBbie MexaHMKH CO3IAIOT OCOOBIN cruHEp-
reTudeckuit 3hexT reimrures.

T'elimmiieil MO3BOJISIET YAOBJIETBOPSTH IO-
Tpednoctn urpoka. Corracuo T.M. I'y6oro,

OCHOBHBIM MOTHBHPYIOIIUM (HaKTOpOM, 00b-
EIMHSIONIMM TIOJIb30BaTelIell B BUPTYaJIbHOM
NPOCTPAHCTBE, SIBISACTCS  YJIOBIECTBOPEHHUE
moTpedHOCTe# «31eck u ceiiuacy [4]. Ilo Te-
OpWHU CaMOJETEPMUHAITIH, KOTOpasi MOCBsIIIIe-
Ha U3yYEHHUIO yenoBeyecko Motuanuu [50],
a TaKKe aHaJIU3y NMPHUMEHEHHUS HTOM TEOpUH
K Buaeourpam [39], y urpoka ecTb OCHOBHBIE
MOTPEOHOCTH: OTPEOHOCTHh B COBEPIICHCTBO-
BaHWW YMEHHI 1 HaBBIKOB, TIOTPEOHOCTH B aB-
TOHOMHOCTH, TIOTPEOHOCTH BO B3aUMOOTHOIIIE-
HUSX C APYTUMH JTIOIBMHU.

Buseourpsl ¢ pa3HbIM TUIIOM TelMILIes, Ha
HaIll B3I/, B PA3HOM CTENEHU YIOBJIETBOPSIOT
BBILICTIEPEYNCIICHHbIE TIOTPEOHOCTH  HUIPOKa.
Hampumep, ecnu y urpoka B Oonblei cTeneHn
BBIp2)KEHA MOTPEOHOCTH B COBEPILICHCTBOBA-
HUW CBOMX YMEHUH M HABBIKOB, TO BHJCOUTPHI
nercTBri (OOCBUKH, CIBIIEPHI, IUIaTGopMephbl
1 JIp.), B KOTOPBIX OBICTpasi 0OpaTHas CBS3b, HAH-
JyqIuM 00pa3oM OyIyT MOAXOANUTH UTPOKy. st
VAOBIIETBOPEHUS TIOTPEOHOCTH B aBTOHOMHOCTH,
KOTOpasi 3aKJII0YaeTcss B YyBCTBE KOHTPOJIS Haj
CHUTyallell U OIIYIIEHWH HE3aBUCUMOCTH, HaH-
Jy4IIUM  00pa3oM TOAXOIAT WIPBI KOHTPOIIS
Y TUIAHUPOBAHUS (CTPATETUH, KApTOYHBIE UTPHI,
JIOTUYECKUE MIPBI, «IIECOYHUILDY H Jp.). Jis
WTPOKA C TOTPEOHOCTHIO BO B3aNMOOTHOIIEHHSIX
C IpyTHIMH JIFOTBMA TIOIXO/IAT BUIECOUTPHI, B KO-
TOPBIX BO3MOXKHO OCYIIECTBIISITh COIMAILHOE
B3aMMOJICHCTBUE, HAIIPUMEDP, MAaCCOBBIE MHOIO-
TOJIb30BATENILCKUE OHJIANHH-UTPBI, KOOMEpaTHB-
HBIE UTIPBI, POJIEBBIE HUTPHI U AP.

JpyruMu cioBamH, YJIOBJIETBOPEHHUE I10-
TpeOHOCTEH UTPOKa MPOUCXOANUT B BUJICOUTPE
MMOCPEACTBOM TEHMIUIEs, YTO TOBBIIIAET MO-
THBAIUIO UTPOKA. DTO caMoe IIIaBHOE, YTO He-
00XOZIMIMO YYUTBIBATh TIPH MIEPEHOCE UTPOBBIX
MEXaHHUK Ha HEMTPOBBIC CUTyalluH B TeiMudu-
Kaliy, B TOM YUCIie B 00pa30BaHMU.

MeToa oleHKH redMIiest

Jna co3ganus MexaHu3Ma, KOTOPBIM To-
3BOJISUT OBI OTIPENEIIATh BO3MOKHOCTE TIPUMeE-
HEHUs UTPOBBIX MEXaHUK B TehMu]HUKAIIUU
00pazoBaHus, MBI MpEAJIaraeM HCIOIb30BaTh
pa3pabOTaHHBIII HAMU METOJl OIEHKH TeWM-
miaes. lleap MeToma COCTOMT B TOM, YTOOBI
onucarh TeUMIUIeW OIpeneseHHON BUEOU-
rpbl C TOYKH 3peHHs Kiaccupukamuu 0a30-
BBIX IpaBuj remiuies. Jpyrumu ciioBamu,
METOJ OIICHKH TeUMILIEs] 0TOOpaskaeT MOJTHO-
Ty UTPOBBIX MEXaHUK, TO €CTh HAJIUYUE BCEX
WM HECKOJbKHX 0a30BBIX NPABWI B TreiM-
miee. Mcnonb3ys JaHHBIA METOJ, MBI MOXKEM
OIICHUTh MOJIHOTY W TOTCHIHAN TeumIuies,
U PacCMOTPETh BO3MOXKHOCTH €T0 IpPHUMEHE-
HUS B TeHMUDUKAITAN.
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PaccmoTpuM anropuTM Merofia OIEHKH
remmIuiest:

1. BeiOupaem ompeneneHHy0 BHICOUTPY
JUISL OLICHKH IeiMILIes.

2. BeijiensieM BC€ BO3MOXKHBIE HIPOBBIE
MEXaHUKH B TeMIUIee BHICOUTPHI, TIOIB3YSICh
peno3uropuem [42].

3. CocraBnsgeM Tabnuily, KoTopas 3aia-
€T COOTBETCTBHE MI'POBBIX MEXaHHWK 0a30BHIM
npaBwiam (Tadi. 3).

8. [lonyuennsie HEHyJAEBBIE 3HAYCHUS
B IIare 7 CyMMHUPYIOTCS U AEJISITCSA HA KOJU-
4eCcTBO 0a30BBIX IpaBuJl MUHYC KOJIHUYCCTBO
HYJIEBbIX 3HAU€HUU B 1iare 7.

B pesynbrare BHIIONHEHHS JAHHOTO all-
ropuTMa B Imare 7 pacCcUMTHIBA€TCS TIPO-
LEHTHOE COOTHOILEHHE KaXJI0ro 0azoBOTO
MpaBuja B UTPOBBIX MEXaHUKaX, a B mare §
pacCUUTBIBACTCA OLI€CHKA IMOTCHIMAJla remM-
TJesl B IeJIOM.

Taoauna 3

CootBeTcTBHE 0a30BBIX npaBUI revmIuies u HUI'POBBIX MCXAaHUK

BbasoBoe mpasmio 1

BazoBoe mpaswuo 2

baszoBoe npasuiio n

Urposast mexanuka |

Urposas mexaHuka 2

Wrposas MmexaHuka n

4. Eciu B UrpoBOi MeXaHHUKE BCTpeya-
eTcs ompeaesieHHOoe 0a30BOE MPAaBUIO, TO
Ha TIepeceyeHur UTPOBOM MEXaHHMKH M Oa-
30BOTO IMpaBuja CTaBUM EIMHUIlY, HUHa4e
HUYEro He CTaBUM.

5. IloBTopsiem mar 4 1o Tex mop, MoKa
He OyAdyT pacCMOTPEHbl BCE HIPOBBIE
MEXaHUKH.

6. B cTonbrie ¢ 6a30BBIM MPaBUIIOM MOM-
CUMTBIBAEM KOJMYECTBO €IMHULI, 3aT€M IOJY-
YEHHOE YMCJIO JAETUM Ha KOJIMYECTBO UTPOBBIX
MeXaHHK 1 yMHOkaeM Ha 100 (ans Toro, uTo-
OBl BEIPA3UTH B MPOIICHTAX).

7. IToBTOpsieM miar 6 ¢ KaXKIbIM CTOJIOIIOM
0a30BBIX TIPABHIL.

Ha ocHoBe mpuBeIEHHOrO MeToa OLEH-
KW TeHMIIIesT MOXHO COCTaBHUTh Kiaccu]uka-
LU0 BUACOUTP, JEMOHCTPHUPYIOLIYIO MOJTHOTY
revimruies. [logoOHas kinaccupukanus mo3Bo-
JUT areHTam (UrpoKam) BBIOMPATh BHICOUTPY
¢ OoJee MIMPOKUM CIEKTPOM 0a30BBIX JeH-
CTBHMH M Pa3JINYHBIX UI'POBBIX MEXAHUK.

Bocnonb3yeMcsi nmpencTaBIeHHBIM  Me-
TOAOM JJISl OLEHKU TeWMIUIes BHICOUTPbI
Braid. Tlepeuncnum Bce UIpOBBIE MEXaHUKU
(Bocmonb3yemcs periozutopueM [42]) u como-
CTaBUM HMX 0a30BbIM IpaBHWJaM. Pe3ynbrarhl
OLIGHKHU TIPEJICTaBIeHbI B Ta0i. 4, B KOTOPOM
B CTPOKax MpEJICTaBICHBI UTPOBbIE MEXaHUKH,
a B CTOJIOMMax — 0a30BEIC MIpaBHJIA.

Taoauua 4
CootBercTBUE 0Aa30BBIX MPABUII TEUMILICS] 1 UTPOBBIX MEXaHUK (Ha MIpUMepe BUIICOUTPHI Braid)
I
S el s |2828E |,
. =125 £ |5|8|E25|& 5|5
Braid ol el |3 2eEEEgle
SRR E B ESE
S| olE|l O § o5& 2lm|O
O[> = = O &

1 21314 5 |6]|7 8 911011
ITomoms (Helping) 0j0]1] 0 |O]1 0 0(0]0
Manunyssinus co BpemeneM (Transforming time) 0{0]J0] O |1]1 0 0]0]0
[Nepexmouenne pexxumon (Switch modes) 1|1(1] 0 [1]1 0 0(0]0
Araka (Attacking) 0j0]1] 0 |1]1 0 0/0]0
Ckpsitoe nzobpaxenne (Hidden image) 1|10 O |10 0 0[0]0
Bpewms peaknnu (Reaction time) 1{0]1] 0 [1]1 0 0(0]0
«Taiimuary (Timing) 11]0[1] 0 J1]1 0 0]0]0
Mertaurpa (Metagame) 00|10 O |O|1 0 0[0]0
VYnopsnouerne (Arranging) 0|10 0 |1]1 0 0[0]0
BripaboTka crparernu (Strategizing) L{1)1| 0 |1]1 0 0[0]0
Jlornueckoe mbiienue (Logical thinking) 1|11 0 [1]1 0 0]0]0
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Oxonuyanue Ta0.J1. 4

1 21314 5 |6]|7 8 9110]11

PacnioznaBanue 3akonoMmepHocrei (Pattern recognition) I{1]1] 0 [0]1 0 0]0]0
Juanoru (Conversing) 00|10 O |O|1 0 0(0]0
TexcroBeiit HapparuB (Text-based narrative) 0|10 0 |01 0 0(0]0
I'paBurtamms (Gravity) 101 0 |01 0 0[0]0
CwutpHbli HappatuB (Strong narrative) 0O|1]0] 0 |O]1 0 0(0]0
Bnanenue (Ownership) 0{0]0] O [1]0 0 0/0]0
Joctmxenust (Achievements) 1)1 (1] 0 |1]1 0 0[0]0
VYposuu (Levels) 1[1]1] 0 |1]1 0 0/0]0
Itpads! (Disincenives) L{1)j1| 0 |1]1 0 0[0]0
Junamuka nporpecca (Progression dynamics) 1|11 0 [1]1 0 0]0]0
[peamerst auist coopa (Collectibles) 0[1]0] 0 O] 0 0/0]0
Co6op (Collecting) 1101 0 |1]1 0 0[0]0
ManespupoBanne (Maneuvering) 1100 O |1]1 0 0[0]0
[Tepexon u3 mynkra B myHKT (Point-to-point movement) L{1)1| 0 |1]|1 0 0[0]0
[TpepKok (Jumping) 1{oj1] 0 [1]1 0 0]0]0
VYnpasnenune komnonenToM (Controlling component) 0{0]O0] O |O]O 0 0/0]0
B3anmopeiicteue (Operating) 00|10 O |O|1 0 0(0]0
Br16op nienu (Choosing a target) 0j0|1| O |O|I 0 0[0]0
JHocka nouera (Leaderboards) 1|11 0 |1]|1 0 0/0(0
XX 2 [RF] 2 |2

IIpoueHnTHOE COOTHOILIEHHE l«\; 8 8 S QA a S 18188

2112 © |88 < |S|o|<s

[IponieHTHOE COOTHOIIEHHE KaX0ro 6a30B0-
IO IpaBUjIa B MIPOBBIX MEXAHHMKaxX IPeCTaBIIec-
HO B BUJIE JICTIECTKOBOHM IHarpaMmbl (PHCYHOK),
Ha KOTOPOHM Ha K&)KAOW OCHOBHOW OCH (TpaHMIIbI
3HayeHuit Bapeupyrorcs ot 0 1o 100%) npeacras-
JIeHbI COOTHOILICHHSI COOTBETCTBYIOLIMX 0A30BBIX
TIpaBWJI B TeWMITIIee BUICOUTPBI Braid.

Aunanni reiiMmniies Buieonrpel «Braid»

Wafierate

CrpenAt YHHuTOMAT

Bribuparts Cospasate

Mopgsepratsch
cyaiRHomy
BoagelcTenio

¥npagnaTh

Mepemewats

Ananus eetimniesn udeouepsi Braid

B pesynbrare aHanuza redMIuiess BUIIEOU-
TpbI Braid MOKHO cAeTaTh HECKOJIBKO BBIBOMIOB:
1. l'efimmniedt Buneonrpol Braid coctouT w3
sTH 0A30BBIX MIPABUIT TelMILIest — U30erarh, co-
OTHOCHTB, YHUUTOKATb, YIIPABIISITD, IEPEMEILIATh.

2. [lomHOTY TeWMIUIesT BUICOUTPHI Braid
MOYHO MPEJICTABUTH B BUJIC YHCIICHHOH OIICH-
KW TIOJTHOTBI 0A30BbIX MPABUJ reiiMIuies — u3-
oerate (56,67%), coorHOCcHuTh (50,00 %),
yauutoxars (60,00 %), ynpasists (63,33 %),
nepememnath (90 %).

3. Onenka NoTeHIMasa reidMIuies B LeJIoM
paBHa 64 %.

4. Ecnu COOTHECTH OIECHKY TeumIuies
¢ 0000menHol (aceTHONW KiaccupUKaIu-
e, To MOXHO YCTAaHOBHUTBH, YTO BHUJCOUTPA
Braid ssnsercs nnardgopmepom (uzberars —
56,67 %; yuuutoxkats — 60,00%; mnepeme-
matb — 90 %), To10BOJIOMKOHM (COOTHOCHUTD —
50,00%) ¢ BO3MOXXHOCTBIO MaHHITYJIAINH
BpeMmeHnu (ymnpasisaTs — 63,33 %).

MeToa NOTEHIIMAJILHOMH OLIEHKH
BOCCO3JaHUA COCTOAHUA IMMOTOKA

[Torpyxasicb B BUPTYJIbHBII MUP BHJICOH-
rpol [3], co3HaHuE UTPOKa, KaK MPABUIIO, BOC-
MPOM3BOJIUT HEKOE TCHXMUYECKOE COCTOSHUE
(cocTosTHME TOTOKA), B KOTOPOM OH TIOJHO-
CTBIO yBIIeUeH Bujeourpoil. [laHHoe cocto-
SIHUE XapaKTEPU3yeTCsl KpalHEH CTENeHbIO
KOHIICHTPAllMM BHHMAaHUS WIPOKa Ha CBOEH
JESITEIbHOCTH,  aOCONIOTHOHM — BOBJIEYEHHO-
CTBhIO M BBICOKOW MOTHBAIMEH K JTOCTHIKCHHIO
rnocraBieHHo# 1enu [5, 7]. Boccosznanue mo-
JIOOHOTO COCTOSIHHSI B HEUTPOBBIX CHTYaITHSIX,
CHOCO6CTBy}OHIeFO HOBBIIICHUIO MOTHBaIlUU
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CyOBbeKTa, U SBJSCTCS IIeJbI0 MHOTUX IPOCK-
TOB refiMudukanuu.

Kak MbI yxe ToBOpWIM paHee, pa3HbIC
TUTIBI TEWMITIEs] YIOBIETBOPSIOT TOTPEOHO-
CTH WTpOKa Mo-pazHomy. [IpaBmiibHOE TpoOeK-
TUPOBAaHUE WTPOBBIX MEXaHWK IS TeHMILIes,
HaIlEJICHHOE Ha Y/JOBJIETBOPEHHE TOTPEOHO-
CTEH UTPOKa MAaKCUMAaJIbHBIM 00pa30M, Ha HaIIl
B3IJIsi]I, Oy/IeT TaKk¥Ke CII0COOCTOBATh BOCCO3/1a-
HUIO Y UTPOKA COCTOSTHUS TIOTOKA.

PaccMoTpuM TpH OCHOBHEIE TPYTIITBI HTPO-
BBIX MEXaHHK, KOTOpPBIE CIOCOOCTBYIOT YIOB-
JIETBOPEHHIO OCHOBHBIX MOTPEOHOCTEN UTPOKa:
B COBEPILIEHCTBOBAHMHM YMEHHH WM HAaBBIKOB,
B aBTOHOMHOCTH, BO B3aUMOOTHOLICHMSIX
C APYTUMH JItoAbMHU. JIaHHBIE TPYIIIBI UTPOBBIX
MEXaHUK CIIEAYIOIIUEe: IecTBUe (action) — Co-
OTBETCTBYET BHUICOUTpPAM JCUCTBHI, OOBI-
TpeIBaHWE pONU (role-playing) — cOOTBET-
CTBYET POJIEBBIM BHUICOWTPAM W CTpaTeTHs
(strategy) — COOTBETCTBYET BHIEOUTPAM
KOHTPOJIS H TIAHUPOBAHMUS.

[HeiicTBue — rpymnma MeXaHHUK, B KOTOPBIX
AKIEHT CJIeNIaH Ha pedIeKChl UTPOKA, 3PUTEITh-
HO-MOTOPHYIO KOOPJIMHAIIMIO, OBICTPOTY peak-
[IUU UTPOKA Ha BBI30BHI BUACOUTPHI. COIIacCHO
EBPOIEHCKOMY IIEHTPY IPEBOCXONICTBA B 00-
JIACTH CEepPBhE3HBIX WIP, OOBITPHIBAHHE PO —
rpyIa MeXaHWK, TO3BOJISIONIAS YCTaHOBHUTH
3¢ PEKTUBHOCTD AEUCTBHUI B UTPE, B 3aBHCUMO-
CTH OT TOTO, HACKOJIEKO XOPOIIIO UTPOK OepeT
Ha ce0s W pa3BHBaeT CBOI POJIb B Ka4eCTBE
BUpTyasibHOTO TiepcoHaxa [20]. Crparerus —
rpyrma MEXaHUK, KoTopas (POKyCHpyeTcs Ha
IJIAHUPOBAHUH TS TOCTIDKEHHSI OTIPEIEIIEHBIX
Pe3yJIBTaTOB, BKIIIOYAET B Ce0s CTpaTernyeckue,
TaKTUYECKHUE U JIOTUCTUYECKUE BBI3OBHI [41].

MOXHO yCTaHOBHUTH COOTBETCTBHE MEKITY
JTAHHBIMU UTPOBBIMU MEXaHUKAMH U 0a30BBIMHU
npaBmwiaMu reiimiuiesd. C Halleld TOYKU 3peHHUs,
TpyTIe MEXaHUK JeHCTBUE COOTBETCTBYIOT Clie-
Jyrolirie 0a30BbIe MpaBWjIa TeWMILIes: n30e-
ratb, TepeMeIIarhb, MOABEPraThCsl CIyIalHOMY
BO3/ICHCTBHIO, YHUUTOKATh, CTPEISATH; MEXaHH-
Ke OOBITPBIBaHUE POJIM COOTBETCTBYIOT Oa30BBIE
IpaBWiIa: BHIOUpATh, CO3/1aBarh, MMUCATh; MeXa-
HUKE CTparerus — 0a30BbIE MpaBHJA: COOTHO-
CUTh U ympapisaTh. CpeaHee 3HAUCHUE OLECHOK
0a30BbIX TIPABUJI TEUMILIES MOXKET CITY>KUTh T10-
TEHLUAJILHON OLEHKOW BUJIEOUTPHI YIOBIETBO-
PATH COOTBETCTBYIOIIYIO TIOTPEOHOCTh MTPOKa
1 BOCCO3/1aBaTh COCTOSIHUE TTOTOKA.

MeTon NOTEeHIHAIBHOM OLICHKU BOCCO3/a-
HUSl COCTOSIHHMS ITOTOKa COCTOWT B BBITIOJNHE-
HUU CIEAYIOLIUX 1IaroB:

1. Ucnonb3yeM MeETOn OIECHKH TedMIuies
JUTSL pacdeTa MPOIEHTHBIX COOTHOLICHUHA KaXK-
JIoro 0a30BOTO MpaBKiia B UTPOBBIX MEXaHHKAX.

2. PaccunThiBaeM cpeaHee 3HAUCHUE He-
HYJICBBIX OIICHOK MpaBuj reimies, chop-
MHPOBAHHBIN O TpymIaM: AeicTBUE, 00bI-
TPBIBAaHUE POJTH, CTPATETHS.

3. 3anucbiBaeM MOJYYEHHbIE 3HAYCHUS
COOTBETCTBEHHO B psl uepes Aeduc mo dop-
Mmary: «Ha3Banue urpel (cpeqHee 3HaYCHHE
HEHYJIEBBIX OIICHOK MO TpyIe AeHCTBUE —
cpenHee 3HAUY€HUE HEHYJIEBBIX OIIEHOK IO
rpynme OOBITPBIBAHUE POJH — CpPEIHEee
3HAYCHNE HEHYJIEBBIX OIIEHOK IO TPYIIIe
CTpaTerus)».

B nonyuenHoM psjge xKaxaoe 4ucio 0y-
JIeT O03HauaTh IOTEHIIMANl BHUJEOUTPHI 10
YIIOBIIETBOPEHUIO OCHOBHBIX OTPEOHOCTEH
UTPOKa, U, KaK CIEACTBHUE, NOTCHIUATbHYIO
OILIEHKY BOCCO3/IaHUSI COCTOSIHUS IIOTOKA.
Hanpuwmep, Super Mario Bros (95-7-0).
DTO 03Ha4YaeT, 4TO, COIJIACHO 3alHCH, BU-
neourpa Super Mario Bros mOTEHIUAIBHO
MOXET yAOBIETBOPHUTH MOTPEOHOCTH 8 CO-
BEPUICHCTBOBAHUU KoMmeTeHUuuil Ha 95 %,
MOTPeOHOCTh B aBTOHOMHOCTH Ha 7 %, a mo-
TpeOHOCTh BO B3aUMOOTHOIIEHHUSIX C JAPYTH-
mu aroasmMu Ha 0 %.

PaccuntaeM mNOTEHUHANBbHYIO OIIEHKY
BOCCO3JaHUs COCTOSIHUS IOTOKA IS BHE-
OUTpHI Braid:

1. OmeHKH Kaxaoro ©0a30BOTO IpaBHIIA
B UTPOBBIX MexaHHMKax: muizberarb — 56,67 %,
cootHocuth— 50,00 %, yaunuroxars— 60,00 %,
coznasath — 0 %, ynpasnats — 63,33 %, nepe-
Memate — 90,00%, momBeprarbes ciydai-
Homy BosnerictBuio — 0%, BeiOupars — 0%,
crpenars — 0 %, mucats — 0 %.

2. CpenHee 3HAUYEHHE OIEHOK IO TPYII-
maMm: geiictBue — 69 %, oOBIrpEIBaHHE

poau — 0 %, ctparerus — 57 %.
3. 3anumiem 3HaueHus o ¢opmary: Braid

(69—0-57). D10 03HAuaeT, uTO BUAeourpa Braid
MOTEHIIMAILHO MOXET YIOBJIECTBOPUTH IO-
TpeOHOCTh B COBEPIICHCTBOBAHUU YMEHHH
1 HABBIKOB Ha 69 %, MOTpeOHOCTH B aBTO-
HomHOCTH — Ha 0%, a MOTpeOHOCTH BO B3a-
WMOOTHONICHUSAX C JPYTUMH IJIFOJbMH — Ha
57 %. llony4yeHHas Oll€HKA SIBJSETCS MOTEH-
[[AAJIOM PacCcMaTpUBAEMON BHUIIEOUTPHI BOC-
CO3/1aBaTh COCTOSIHUE TIOTOKA, KOTOPOE €CTh
COCTOSIHUE OUIYIICHUE MOTYUCHHS YAO0BOIb-
CTBUSI OT CaMoOpealu3alid U peaau3aluu
MoTpeOHOCTEH.

3akja0ueHne u NMEePCINEKTUBbBI
HCCJIeA0BaHUSA

Ilens u 3aaum JaHHOW CTAaThbU JTOCTHUT-
HYTBI: TpeJCTaBicHa KiIacCU(PUKAIUS BU-
JICOUTp U UT'POBBIX MEXAHUK; CO3JaH METO]I
OIICHKHU T'eHMIIICs, ITO3BOJSIONNNA OIEHUTH
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MOJHOTY TeWMIUIes BUICOUTPBI; pa3pabo-
TaH METOJ TMOTCHIHAJbHONW OIIEHKH BOC-
CO3JaHUsI COCTOSHUSI MOTOKA Y MT'POKa, KO-
TOPBIM MO3BOJISIET KOJTNYECTBEHHO OIEHHUTH
MMOTEHIIMANl BHJICOUTPHI IO BO3MOXHOCTH
yIIOBIIETBOPEHUSI OCHOBHBIX NMOTPeOHOCTEH
urpoka. PazpaboranHbie METObI TIPEJCTAB-
JSIOTCS aKTyallbHBIMU JUJIsl TedMU(UKAIIITT
00pa3oBaHus, TaK KaK MO3BOJISIIOT OLICHUTB,
KaKie UTPOBBIE MEXaHUKHU HEOOXOAUMO HC-
MMOJI30BaTh IS YIOBJIETBOPEHHS IMOTPEO-
HOCTEH CyOBEKTOB, MOJABEPKEHHBIX TCHMU-
dbukannum.

[lepcniekTBa HCCIeAOBaHHWI CBs3aHa
C DMIUPUUYECKON MPOBEPKON mpeacTaBieH-
HOTO METOJla MyTeM COCTAaBJICHHS OMPOCOB
UTPOKOB, MOTYYCHHUS OLICHKH KOTHUTHUBHBIX
MPOIIECCOB UTPOKOB, a TAKXKE MOUCKA COOT-
BETCTBUS HTPOBBIX MEXaHUK U O0yJarOIINX
MexXaHUK B moaeau LM—GM n HaXx0XIeHUI
KOJTUYECTBEHHON OIEHKH BO3MOXHOCTH
MIPUMEHEHHSI UTPOBBIX MEXaHHK B 00pa3o-
BaTENbHOMU cpere.

Ilyonukayus noocomoegieHa 6 pamrax
noooepoicannozo PI'H® nayunoeo npoexma
Ne 16-33-01069.
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