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AHHOTALUA

B cratbe pacCMaTpuBacTCA HOBBIHN noaxoJd K BBIITIOJIHCHUIO Jla60paT0pHI>IX
paboT 1Mo KOMIBIOTEPHOM rpaduKe ¢ MPUMEHEHUEM reiMU(UKALUN U CTOPUTEIINHTA.
BHCI[peHHe HUI'POBLIX 3JICMCHTOB B ITPOLCCC 06ytleHI/I}I n CO31aHUC SMOIUOHAJIBbHBIX
CBsI3eH HJId YIIPAaBJIICHHUA BHHUMAHHCM CTYACHTOB OCYIOCCTBIEICTCA C IIOMOIIBIO
pa3pabOTKH CIEIMAIBHOTO MIPOTPaMMHOTO o0ecrieueHus. Takoi moaxoa K 00y4eHUIo
BBI3BIBACT MHHTCPCC Yy CTYACHTOB, IIOBBIIIACT BOBJIICHCHHOCTL W MOTHBAIIHUIO
oOyuatromuxcs. VMcnonp30BaHue TaKMX TEXHOJIOTUNA OCOOCHHO Ba)KHO MPHU H3yUYECHUHU
JTUCIUIUIMH KOMITbIOTEpHas rpaduka U MyJIbTUMEANIHbBIE TexHOJIoTuu. Kak mpasuo,
B pa3pa60TKe TaKUX IIpOorpaMm, IIPHHUMAIOT Y4YaCTHC KW CaMH CTYICHTBI, YTO
IMOBBIIACT UX MMPAKTUYICCKYIO 3HAYNMOCTD.

Summary

The article discusses a new approach to performing laboratory work on computer
graphics using gamification and storytelling. The introduction of game elements into
the learning process and the creation of emotional connections to manage the attention
of students is carried out through the development of special software. This approach
to learning arouses interest among students, increases the involvement and motivation
of students. The use of such technologies is especially important when studying the
disciplines of computer graphics and multimedia technologies. As a rule, students
themselves take part in the development of such programs, which increases their
practical significance.

Knrouesvie cnosa: cetimugpurayus, osuxcox Ren’Py, Python, uzobpaowcenus,
k00, RGB napamvempur.

Keywords: gamification, Ren'Py engine, Python, images, code, RGB parameters.

bypHoe pasBuTHe HOBBIX HWHGOPMAIMOHHBIX TEXHOJOTHA CIIOCOOCTBYIOT
JOTIOJTHEHUIO 0OBIYHOM PaOOThI MTPENO/IaBaTelis Ha YBIIEKATEIbHYIO ¢ MHOTOO0OpazueM
$bopM U TIOJIXO0JI0B, YTO HAXOJAHUT OTPAKCHHE B COBPEMEHHOM cUCTeMe 00pa30BaHUs B
BBICIIIMX YUEOHBIX 3aBeIcHUsAX. B HacTos111e€ BpeMsi MEHSIOTCSI CTEPEOTHUITBI 00yUeHMUS,

CTAHOBATCS aKTYaJbHBIMUA TAKUC ITOHATHA KaK HCKYCCTBGHHBIﬁ HUHTCIIVICKT, MAallTMHHOC
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oOydenwne, reiMuduKaIms, CTOPUTEIUINHT, KOTOPBIE BRI3BIBAIOT MHTEPEC Y CTYACHTOB,
MOBBIMIAIOT BOBJICYEHHOCTh M MOTHBALIUIO OOyYaroluxcs, MO3BOJSIOT UM Oolee
¢ (EeKTUBHO yCBaWBaTh HOBBIM MaTepuald. MCmoap30BaHWE TaKUX TEXHOJOTHMA
OCOOCHHO BaXHO TMPU M3YYCHUM JUCIUIUIMH KOMIIbIOTEpHAass rpaduka u
MYyJIbTUMEIUMHBIE TEXHOJOTUU. VIMEHHO OHU TpeOylOT HE TOJBKO 3HAHUS
TEOPETUUECKOT0 MaTeprasia, HO ¥ Pa3BUTHE TBOPUYECKOTO BOOOPAKEHHUS, KPOTIOTIUBOM
paboTbl W TMOCTOSIHHOTO KOHTPOJSL CO CTOPOHBI mpenojaBateis. VMeHHo,
CTOPUTEJUIMHT B JAHHOM CITy4ae CIOCOOCTBYET HArJISIAHOMY MPEICTABICHUIO JFOOOM
CJIO’)KHOM TEMBbI, YTO MO3BOJUT OOJIETYUTh €€ MOHUMAHHUE, a XOPOIIO BBICTPOCHHAS
MOCJIEIOBATEILHOCTh ATAMOB BBIMIOJHEHHUS JIa0OpAaTOPHOU pabOThl B BUJE UTPOBOIO
CIO’KETa CMOXKET HaI0JIT0 3a/IepKaTh BHUMAaHUE IPU OCBOCHUH OOBEMHOT0O MaTepuania,

YTO BbI3BIBACT KMBOU 3MOI.[HOH3J'II)HI>Iﬁ OTKJIMK Y CTYACHTOB H 6y,[[eT CII0COOCTBOBATH

HOBBIM IIPOYHBIM 3HAHUAM. PaCCMOTpI/IM BO3MOKHOCTD ITPUMCHCHUA TAKOTI'O IIOAXO0Ja

MIPU BBIMOJHEHUH JTA0OPATOPHBIX PabOT MO KOMIMBIOTEPHOU Tpaduke Ha mpuMmepe
U3yueHHs MpUMHUTHBOB Oubamorexkn OpenGL [1,2].

B nHacrosiee BpeMs cymiecTByeT OOraThlii HHCTpYMEHTapUi JUJIsl peain3aliu
CTOpUTEUTMHTa B ydeOHOM mporiecce. OMHAM W3 TaKUX HHCTPYMEHTOB SIBIISCTCS
Ren'Py — nBmwxok 11 co3gaHus BH3yaldbHbIX HOBeII. OQHOM W3 TJaBHBIX €ro
O0COOCHHOCTEH SIBIICTCS MCITOIH30BAHUE S3bIKA AKPAHOB, TIO3BOJISIOIINI CBOOOTHYIO
KacToMu3amnuioo uHTepdeiica ¢ momMomipio 2D m3o0paxenuit. Hamuuue B s3bIKe
CIICHApHEB MTOMOTAET OINPEICIUTh PACIOJIOKEeHHe 00BEKTOB Ha dkpaHe. K Tomy ke
OHH MOTYT PEIaKTUPOBATHCS B JIFOOOM TEKCTOBOM pPEIAaKTOpEe, B JAaHHOM ClTydae
ucnonb3yercs JEdit. Takoi moaxo 3HAYUTEIHHO YIPOINACT MPOIECC JOKATU3AIMH
UTPHI HA JPYTHE SI3BIKK U COBMECTUMOCTD C U3BECTHBIMHU HHTETPUPOBAHHBIMY CPEIaMU
npeaHa3HauYeHHBIME T pa3pabotku urp — Unity, Unreal engine, coBpeMeHHBIMU
cpefaMu | si3bikaMu mporpamMupoBanus Visual Studio, Python [3, 4].

Bce MHOXECTBO M300pakeHUH, KOTOPHIE MOXKHO TOJYYUTh TPH TIOMOIITH
cpeactB  Ombmuorekn OpenGL, B KOHEYHOM HWTOIe MPEICTABISAIOT  COOOM
COBOKYIMHOCTh TMPOCTEUINNX T€OMETPUUECKUX (DUTYp, HA3bIBAEMBIX MPUMHUTHBAMH.

Jlns BeiBoga npuMutuBa B OpenGL HeoOxoMMO yKa3aTh €ro TUIl U Ha0Op BEPUIMH,

b
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3aJIafOIINX €r0 XapaKTepHbIe TOUKH. YunTbiBaeM, uto OpenGL noxnepxuBaeT pa3Hbie
Busbl npumuTBoB GL_POINTS, GL_LINES, GL_LINE_STRIP, GL_LINE_LOOP,
GL_TRIANGLES GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN, GL_QUADS
GL_QUAD_STRIP, co3naem cripaBOYHHK, B KOTOPBIH BHOCUM HEOOXOIUMBIC TaHHBIE.
J11s1 3TOTO 3a/1aeM Ki1acc 00beKTa N300paKeHsI, IPUHUMAIOIINI TpH mapamerpa [7]:
1. Ums uzoOpaxenus (ero Tvm)
2. CIIMCOK KOOpJMHAT BEPIIMH U300paKeHUS

3. RGB mapameTpsI 11BeTa H300pakeHUs

class ImagePart:
def init_ (self, name, coordinates,colors=[255,255,255]):
self.name=name
self.color=(colors[@],colors[1],colors[2])
self.xy=coordinates

Nmena nzo0pakeHUN CYUTHIBAIOTCSA € KOJIa C TOMOIIBIO CIIPABOYHUKA:

default imgs={
"GL_QUADS": 4, #4YeTblpexyrofibHuUK
"GL_TRIANGLES": 3, #TpeyronbHuk
"GL_LINES": 2, #/MHua
"GL_POINTS": 1 #Touka

JlanHasi 4acTh KoJia MPU HAXOXKJACHUH B CcTpoke glBegin cuuthiBaeT ums
U300paKEeHHSI U3 CKOOOK M 3aIIMChIBAET KOJIMYECTBO KOOPAUHAT BEPUIUH (DUTYPHI.

imgtypes=[] #Cnucok obbekToB Knacca ImagePart
colors=[] #Cnucok napameTpoB RGB LBeTa
for stroka in code: #MocTpo4Has npoBepka KoAa
if ((stroka.find("glBegin(")!=-1) and
(stroka.find(");")>stroka.find("glBegin("))):
st=stroka[stroka.find("glBegin(")+8:stroka.find(");"):1]
imgt=imgs[st] #cuuTbiBaHMe KoNMYecTBa CTPOK W3 cnoBaps

[Tpu Haxoxxaernn B ctpoke glColor3f cunteiBatoTcss RGB mapamerpsr 11BeTa,
M0 MOXOXKeMy MNpUHIUIY U3 glBegin cuuThiBaeTCs MOJACTPOKA U3 CKOOOK U TIO

3aITATBIM Pa3JCIAI0TCA ITapaMETPhI, IOCJIC YE€T0 OHU I[O6aBJIHIOTC$I B CIIMCOK IIB€TOB.

elif((stroka.find("glColor3f(")!=-1) and (imgt!="")):
st=stroka[stroka.find("glColor3f(")+10:stroka.find(");"):1]
colorst=st.split(',")
#nepeBos HAaHHbIX YMCen B CMMCKe M3 TUMa CTPOKM B YUC/IOBOM
for r in colorst:

colors.append(float(r))
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Bce mapamerpsl 100aBIsiIOTCS B CIMCOK M300paxkeHui kiacca ImagePart, mocne
4Yero OcCTaJibHbIe TNIepeMeHHble OOHymsitoTcs, rae glEnd cBugerenbcTByeT 00

OKOHYAaHHH PHUCOBAHUA

elif ((stroka.find("glEnd;")!=-1)):
if imgt I= o:
#po6aBneHne napameTpoB B CMUCOK WM306paxeHWi
imgtypes.append(ImagePart(imgt, points,colors))
#OBHYyNeHUe JaHHbIX
points=[]
colors=[]
imgt=0

[To OKOHYaHUIO CUNTHIBAHUS KOJA BBI3BIBAETCS SKPaH, COJIEP KA N300paKeHUs
renpy.show_screen("Fig_Show",fig=imgtypes)

screen Fig Show(fig):
for i in fig:
add FigDisplay(i)
Krnaccel 00bekTa n300pakeHusl IPUHUMAIOT apaMeTpPhbl U OTBEYAET 3a CO3JJaHUE

pHUCYHKa

class Fig(object):
def _init (self,imgtype,color):
self.position(color)
self.name=imgtype

def position(self,color):
Xpos = 100
ypos = 100
self.position = [xpos, ypos]
self.color=color

def draw(self,canvas,pos,color):
if self.name==4: #PucyeTcAa 4YeTbipexyroJibHUK
canvas.polygon(self.color,[[250, 300],
[300,300],[300,250],[250,250]]1),
if self.name==3: #PucyeTcAa TpeyronbHUK
canvas.polygon(self.color,[[250, 110], [280, 150], [190,
190]1),
if self.name==2: #PucyeTtcAa nuHuA
canvas.line(self.color, [10, 70], [290, 55]),
if self.name==1: #PucyeTcAa Touka
canvas.circle(self.color, (1000,500),5)

Kiacc orobpakenust — nouepHuit kiacc renpy.Displayable, orseuaromniuii
3a oTOOpakeHHe 3aJaHHOW HApUCOBAHHOW (UIYphl Ha IKpaHE OOECIEUUT BHIBOA

n3o0pakeHue ¢ noMonplo QyHkuuu Oubmuoreku Ren’Py canvas, aHanoruyHoi

byHkuuu pygame . draw.



Cronpimackuil BecTHUK Nel1/2023

class FigDisplay(renpy.Displayable):
def init_ (self, imgtype, *args, **kwargs):
super(TriDisplay, self). init (imgtype, *args, **kwargs)
self.figure=Fig(imgtype.name,imgtype.color) #3agmaetca pucyemas
durypa

def render(self, width, height, st, at): """Bbi3biBaeTcAa, Korga renpy

HYXHO NONy4uMTb MU30bpaxeHue ana otobpaxeHusa"""

#cpenanTe sKpaH AnA pucCoBaHuA

screen = renpy.Render (1920, 1200)

canvas = screen.canvas()

self.figure.draw(canvas,200,200)

# Tenepb Mbl MPOCTO [O/XHbI BEPHYTb 3TOT peHAep

return screen

def visit(self):
"""3Ta ¢yHKUMA AonxHa BepHyTb Bce displayables.
Y Hac ux HeT, TaK 4YTO MPOCTO BEPHUTE MyCTON CMUCOK
return ..

:HPH IMPpaBHUJIBHO BBCACHHBLIX IIapaMCTpax, CTYACHT IIOJYYHUT 6&MHH,KOTOPHE

0TO0Opa3saTcs y Hero Ha 3KpaHe (pucyHoK 1, 2).

W\ Three Pages.
case WM_PAINT:
int i;
GLfloat x, y;

glBegin (GL_TRIANGLES) ;
glColor3f(I134,22,55);
glEnd;

glBegin (GL_QUADS) ;
glColor3£(5,222,52);
glEnd;

glBegin(GL_LINES);
glColor3£(13,200,I50);
glEnd;
glBegin(GL_POINTS) ;
glColor3£(I145,3,230);
glEnd;

Pucynok 1. Koo npozpammot
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W Three Pages - autoreload - o X

Bam uroroBuit 6ann:I0

Coxpatwrs  B.Coxp 6.Jarp  Omu

Pucynok 2. Bv1600 pe3ynbmupyrouiezo uzoopaxceHus u 3apadomanHvle 0auibl

Jlns peanuzanid BCETO MPOTPaMMHOrO KOJa aBTOMAaTH3alluu BCEX 3aJaHUi
nabopaTopHOil pabOThI, HAJAO CO3/aTh CHUCTEMY YpPOBHEW, YYECTh IIOBBLIIICHHUE
CJIO)KHOCTU 3aJlaHM TyTEM BBEACHUS JIOMOJIHUTEIBHBIX YCIOBHUH, MpopaboTaTh
CUCTEMY JIOCTHUKEHUN W OIEHOK B COOTBETCTBHM C MPOrPaMMOM, Pa3MEIICHHON B
ANEKTpOHHOM oOpazoBatenbHOU cpene (DNOC), nmpoBecTH JIEKCUUYECKUN aHaIU3 Ha
COOTBETCTBHE MPABUIBHOCTH MPOTPAMMHOI0 KOjla, HAITMCAHHOTO CTyAeHTOM [6, 7].

B pesynbpTaTe MCHONB3ys COPEBHOBATEIBHBIE AJIEMEHTHI, CTUMYI 3apaboTaTh
Oosbiiie  OayuioB, KoJuTabopalus C JAPYrUMU  OOyYarolUMMCS, MCIOJIb30BAaHUE
BUPTYaJIbHBIX HArpaj, MOJyYeHUE CEKPETHBIX KOJOB 3a BBHIOJHEHHE 0CO00 CI0KHBIX
3aJlaHul — BCE 3TO OyJEeT crocoOCTBOBaTH 00jiee aKTUBHOMY IMPOIECCY 00yUYeHus, a
BeJIcHUE pedTuHra noctwkenuit crygeHtoB B DMOC, ux A0cTyn K COOCTBEHHBIM
JOCTIKEHUSIM OYIeT CIOCOOCTBOBATh Pa3BUTHIO MOTUBAIIMU CTYACHTOB K O0OYYEHHIO.
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