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MOAEJUPOBAHUE JABU/XEHUA OFBEKTOB C UCITOJIB30OBAHUEM
COBPEMEHHBIX OBPA3OBATEJbHBIX TEXHOJIOI' U ITIPU ®OPMUPOBAHUU
AJITOPUTMHUYECKOTI'O MBILIIVIEHU A

AHHOTAUMAA. B cmamve paccmMompeHo  MOOeIuposamue KAk  Memoo  COBPEMEHHbIX
00pa308amenbHblX MeXHON02U NO3HAHUS OKpydcarowe2o mupa. Llenvio uccredosanus senisiemcs
YENIOCMHOe PACCMOMPEHUe, BbisiGIEHUEe, MEOPEemuUiecKoe 000CHO8AHUe U anpoOdUpPosaHue MemoouKu
NPUMEHEHUs.  KOMNbIOMEPHBIX MEXHON02Ull KAK CHnocoba @dopmMuposanus ancopummuieckKozo
MblUIeHUsT cmyOeHmos nedazocuiecko2o 8y3a. Onpedenenvt niamgopmvl 006pa308amenbHuIX
MexXHONo2Ull Ol  MOOeIUpoBanus 0s8udxceHus o00vekmos. Ilpusedenvl npumepvl u dmansi
BbLINOJIHEHUSL  3A0AHUl,  NOKA3blealowue  NpaKmuueckoe  HNpuMeHeHue  KOMNbIOMEPHO20
MOOeNUPOBAHUS HA 3AHATNUSIX.

KiroueBble ci10Ba: MOJETUPOBAHUE JBUKCHHUS OOBEKTOB, AQITOPUTMHUYECKOE MBIIIICHHE,
WH()OPMAIIMOHHBIC TEXHOJIOTHN
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MODELING THE MOTION OF OBJECTS WITH THE USE OF MODERN
EDUCATIONAL TECHNOLOGIES FOR THE DEVELOPMENT
OF ALGORITHMIC THINKING

Abstract. This article discusses modeling as a method of using modern educational technologies
for the study of the world around us. The aim of the research is to comprehensively consider,
identify, theoretically justify, and test the methodology of using computer technologies as a way to
develop algorithmic thinking among students of a pedagogical university. We have identified
educational technology platforms for modeling the motion of objects. Examples and steps for
completing tasks are provided, demonstrating the practical use of computer modeling in the
classroom.

Keywords: modeling the motion of objects, algorithmic thinking, information technologies

CoBpeMeHHBIE 00pa30BaTeIbHbIE TEXHOJOTHH OTKPBHIBAIOT MIMPOKHE BO3MOXKHOCTH IS
peai3allii METOJIOB MOJICIMPOBAHUS Ha ypokax HHPOpMATHKU. MozenupoBaHUE ABH)KEHUS
00BEKTOB — 3TO OYEHB YBIIEKATEIbHOE U TI03HABATEIILHOE 3aHATHUE, IOMOTAONIEE YUAMMCS JTydlle
MOHATh (PU3MYECKHE 3aKOHbI W TMPUHIUIBL Pa0OTHl pa3IUYHBIX cHUCTeM. l3ydeHue OcCHOB
KOMIIBIOTEPHOTO ~ MOJCITUPOBAaHHUS  3HAKOMHUT  OyAyIIMX IE€JaroroB ¢  COBPEMEHHBIMHU
MH(OPMALIMOHHBIMU TEXHOJIOTUSAMHU, KOTOPBIE B AallbHEHIIIEM MOTYT ObITh MPUMEHEHBI Ha YpOKax
WHPOPMATUKHA. AKTYaJbHOCTh HCCIICJOBAHUS  ONPENACISIETCS  BAXXHOCTHIO  HCIOJB30BAHMUS
KOMITBIOTEPHBIX TEXHOJOTHI [UJIsl Pa3BUTUSA JIOTMUECKOTO M aJrOPUTMUYECKOTO MBIIIJICHUS
Oynymero yuutens. B mpaktudeckoi pabote 31O OymeT CrmocoOCTBOBaTh — Pa3BUTHIO
QITOPUTMHUYECKOTO MBIIIJICHHS YYaIuXCsl.

Hayuynast HOBM3HA WCCIEIOBAHUS 3aKIIOYAETCS B TEOPETUYECKOM OOOCHOBAaHWUH METONA
MOJICTIMPOBaHUsl B Tporecce (OPMUPOBAHMS AITOPUTMUYECKOTO MBIIUICHUS OO0YYaroUIuXcs.
Pa3BuTne MBICTUTETLHON AEATEIBHOCTH OYAYIIEro Meaarora CriocoOCTBYET MOCIeI0BATEILHOCTH U
JIOTUYHOCTH JIEUCTBUN B pa3pelIeHUH MEAarornyecKuX CUTYalluid, PEUICHHIO0 TEOPETUYECKUX U
IIPAKTHUYECKUX 3a/1a4 IIOCPEICTBOM II0CIIEIOBATEIbHOCTH 1EUCTBUM.

B wayuHoil JmTepaType  aNrOPUTMHUYECKOE  MBIIIJIEHHE  pPaccMaTpUBAETCs  Kak
METOAOJIOTHYECKass COCTABISIONIAs KOMIIETCHIMW Tmeparora. JIaHHBIA  BUJA  MBIIUICHUS
OIpeJIeNIAeTCs] CHOCOOHOCTBIO OCYHIECTBIIATH BBIOOP ONTHMAIBHOTO MapIIpyTa JOCTHXKEHUS
obOpazoBarensHoit nenu (C.O. AntyxoBa, H.®. Jlonranosa, C.1. Mapamkabos, .H. CmupHoBa),
coctaBiATh M pemate 3anaun (O.B. UeOypuna), nelcTBOBAaTH IO 3apaHee YCTAHOBJIEHHOMY
npaBuiy win oopasiy (E.A. Ytiomona).

B n3y4eHun oCHOB KOMITBIOTEPHOTO MOJAETMPOBAHUS HEOOX0AUMO HE TOJIBKO OMUPATHCS Ha
TEOPETHYECKOE H3YYEeHHE MpeaMeTa, HO M YJENATh BHUMAHHE NPAKTUYECKOW COCTABISIOUICH.
Takoif mpouecc MOAEIMPOBAHUS CTAHOBUTCS OCOOEHHO WHTEPECHBIM [UI YYEHHMKOB, KOTJa Ha
ypokax WH(GOPMATHKH HCIOIB3YIOT HMHCTPYMEHTHI 3D-MomenupoBaHus, aHUMAIUIO, CHMYJISIIUH,
4yTo JenaeT Impouecc oOyuyeHHs Oosee MHTEPAKTHBHBIM W yBjekaTeldbHbIM. [lonoOHbIe
WH(POPMAIIMOHHBIE CHUCTEMBI IO3BOJISIIOT YYCHWKAM HWHTEPAKTHBHO B3aMMOICHCTBOBATH C
MOJIEJIIMH, TIOMOTAalOT UM TJIy0’ke MOHATh (PU3MUECKUE 3aKOHBI, aITOPUTMbI U IPUHIMIBI paObOTHI
pa3nuuHbIX cucTeM. B o0OydyeHne HEoOXOAMMO BKIOUYaTh M pabOTy ¢ MpOrpaMMHBIM
o0ecriedyeHrneM, 4YTO TO03BOJISIET Pa3BUBATh HABBIKM IMPOTPAMMHUPOBAHMS, AJITOPUTMHUYECKOTO
MBIIIUICHUS U PEIICHHS 3a71a4.

B kxauecTBe coBpeMeHHBIX IIaTHOpM 00pa30BaATENbHBIX TEXHOJIOTUH JII MOJIEIUPOBAHUS
JIBYKEHUS] 00bEKTOB MOKHO MCTIOIH30BATh CIIEAYIOIIHE:

. BusyanbHbie s3b1ku iporpamMmupoanus (Scratch, Blockly);

. 3D-monenmupoBanue (Blender, Tinkercad);

. [Iporpammuble cpeabl ans ¢puznueckux cumyssinuii (Algodoo, PhET);
o Urposeie nqemwxku (Unity, Unreal Engine).

SA3piku nporpammupoBanusi Scratch, Blockly mo3Bomsitor co3maBaTh aHUMalMu U MOJENU
JIBHKEHHS OOBEKTOB C MTOMOIIIBIO OJIOKOB KOJ1a, JOCTYITHBIX JaXKe JJIsl HAUMHAIOIIMX [IPOTPaMMHUCTOB.
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[TnaTdopmsr Blender, Tinkercad oGecnieunBaroT co3ganue TPEXMEPHBIX MOjIeNIel 00BEKTOB,
KOTOpBIE MO’KHO aHUMHPOBATh U UCIIOJIb30BATh ISl PA3IMYHBIX CHMYJISITHA.

[Iporpammubie cpenpl Algodoo, PhET mo3Bossitor mMomenupoBaTh IBHKEHHE OOBEKTOB,
YUHUTHIBAs GU3HUYECKUE 3aKOHBI, TAKWE, KaK TPABUTAIUs, TPEHUE, HMITYJIbC.

Unity, Unreal Engine natoT BO3MOXHOCTb CO3/1aBaTh HHTEPAKTUBHBIE UTPBI M CUMYIIALIUU C
PEAUTUCTUYHBIM JIBHKEHUEM OOBEKTOB.

HudopmalinoHHbIe TEXHOJIOTUH PEKOMEHYETCS MCIOJb30BaTh NPU W3YYEHUH JUCIHILINH:
¢bu3nKa, XUMUSI, ACTPOHOMHUS, UCTOPHSI, THOCTPAHHBIE SI3BIKU.

Hanpumep, MOXKHO IPEIOKUTH B KAUECTBE MPOEKTHBIX TEM CIICAYIOIIUE:

B (hu3uKe: n3ydeHue 3akoHOB HhIOTOHA, TPaeKTOpHiA TBUKCHHS, TPABUTAIUY;

B pa3jiesiax MeXaHUKH: MOJICIMPOBAHUE IBUKEHUS MAIllMH, PAKET, CAMOJIETOB, MEXaHU3MOB,
poOOTOB, a MOXKHO TPENJIOKHTH CO3AAHUE MOJENEH JIeTaTeJbHBIX allapaToB M M3Y4YEHUE HUX
JIBUKEHUSI B BO3/IyX€;

B pa3jienax THUIPOJMHAMHKHU: W3yYeHHUE [BIDKEHUS OOBEKTOB B BOJIC, M3yUYCHHE BOJIH,
TEYEHUH.

B aCTPOHOMHUH: MOJICTUPOBAHKE JIBHXKCHUS TUTAHET, 3BE3/1, TAJIAKTHK.

B XMMHH: MOAEITUPOBAHNE IPOTEKAHUS XUMUYECKUX MPOIIECCOB.

B UWHOCTPAHHBIX s3BIKAX: MOJICIMPOBAHUE BHPTYAJIbHBIX CHTYyaI[Mi, TJE€ MOXKHO
MIPAKTUKOBATh Pa3rOBOPHBIC HABBIKU, HAIPUMED, 3aKa3blBas €1y B PeCTOpaHe, MOKymnas OujIeThl Ha
I10€3/] UM 00IIAsACh C BPAYOM.

B UCTOPHH: MOJEIMPOBAHUE UCTOPHUYECKHX COOBITUH, CO3/IaHUE BUPTYaIbHBIX 3KCKYypCUN
10 My3esiM, WIH MOCEIICHUE UCTOPUUECKUX MECT B BUPTYaJIbHOU pEabHOCTH, U3y4asi KyJIbTypy U
MIPAKTUKYs MHOCTPaHHBIM s3bIK B KOHTeKcTe. [locTpoeHune moneneil, co3gaHue aHUMAIMOHHBIX
(UIHBMOB WIIM BHJICOPOJIMKOB CIIOCOOCTBYET IMOHUMAHHUIO U OOBEKTHBHON OIICHKE MPOUCXOISIINX
COOBITUI U MOKET HCIOIb30BATHCS MPU U3yUYEHUH JIF0OOTO MpeaMeTa.

Haubonee pacrnpocTpaHEHHBIM SI3BIKOM IPOTpaMMHUPOBaHMs siBIseTcst Python, KoTopbrit
BO3MO>XHO HAUWHATh U3y4aTh C 5—8 KIIacCOB.

Jnst  3akperyieHus HaBBIKOB IPOTPAMMHUPOBAHUS MOXKHO MPEIJIOKHUTH  CIEIYIONINE
MIPUMEPHBIE 3a/IaHuUs AJIs YYCHUKOB:

. Co3nanue MoAEIH IBUKEHUS! aBTOMOOWIISL C YU€TOM CHJI TPEHHS U TpPaBUTALIUH.

o PazpaboTka Urpsel, B KOTOPOH MEPCOHAXK MPBITAET U MPEOA0JIEBAET MPEMSATCTBUS.

. MopenupoBanue ABMXKEHUSI Msiua B UTpe B 6ackeTO0m (PpyTdo, 6acker0oi, aTOMOB
B MOJIEKYJax).

. [IpoexTHpoBaHMe W CO3JaHME MOJENM MAaIIMHBl (camoisieTa, JH00ro pobdoTta),
CTIOCOOHOTO TIepeMEeNIaThCs 0 3aJaHHON TPAEKTOPHUH.

o Koneuno, BbIOMpaTh 3alaHUsl HY)KHO B COOTBETCTBHH C BO3PAacTOM M YPOBHEM

MIOATOTOBKH YYEHHMKOB, TIOMOTass MM IIPH 3TOM B PELICHUM 337ad C pealbHbIMU NIPUMEpPaMH, a
IJIaBHOE — 00ECIEeUnTh UM JOCTYIl K HEOOXOAMMOMY MPOrpaMMHOMY OOECIIEUYEHUI0, pecypcam U
MHCTPYKIMSM.

Ha nepsom »>tane nsyuyeHus TEXHOJOTMH KOMIBIOTEPHOI'O MOJAEIUPOBAHUS JOCTATOYHO
BBINOJIHUTH MOJIEIMPOBAHUE MPOCTHIX PUTYP:

1. Co3nate Mojzenb Ky0a, MUpaMUIbl WU IWIMHAPA C TOMOIIBI0 Mporpammbl 3D-
MOJIETTMPOBAHUS.

2. W3meHuTs 1BET, pa3Mep U TEKCTYPY MOJIEIH.

3. Cruenarp aHUMAIUIO BPALLEHUS WIN IEPEMELIEHUS MOJEIIH.

Ha émopom 3tane BbINOIHUTE MOJIETUPOBAHUE IBUKECHHUS:

4. Co3nate MoAenb JBMXKYIIErocss o0bekTa (IIapuk, aBTOMOOWIIb, caMojeT, po0OoT) ¢
MTOMOIIBIO0 TPOrpaMMBbl BU3yajibHOTO MporpaMMmupoBanus (Scratch, Blockly).

5. Jl06aBUTh aHUMAILMIO JIBUXKEHHUS, W3MEHEHMs HaIPaBICHMS, B3aHMMOJEHCTBHS C
OPYTUMU 00BEKTaMHU.

6. Co3znate 3D-mopnens peasbHOro o0bEeKTa (HampuMmep, aBTOMOOHIIb, CaAMOJIET, MsY.

3/aHue, Me0enb U T.J.) C IOMOIIBI0 TporpaMMbl 3D-MonennpoBaHusl.
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7. JloGaBUTh TEKCTypbl, MaTepualibl W JeTali, 4YToObI cAelaTh MOJIENb Ooee
PEUTUCTUYHOM.

8. AHMMUPOBATH MOJIENb, YTOOBI ITOKA3aTh €€ PYHKIMOHATIHHOCTb.

Ha mpemubem >1ane BHIOTHUTD TPOCTYIO CUMYJISIUIO:

9. Co3nmath MOzAEnb MageHUs MsA4a C YYETOM TIPaBUTALMH C MOMOIIBIO HPOTPAMMEI
¢dusnueckux cumyssinuii (Algodoo, PhET, nim ¢pynkimii CSS HTML).

10.  V3MeHHTH BBICOTY HaJCHHUS, MacCy Msida U CHITy TPaBUTAllMU, YTOOBI HAOIIOAATh 3a
W3MEHEHUSMU.

11.  Co3mate Mojenb ABMKCHUS MAasTHUKA WM KOJEOAHUS NPYNKHHBI C TIOMOIIBIO
porpamMMbl (PU3HMUECKUX CUMYJIALUN.

12. V3menuTh mnapaMmeTpbl Mojenu (AIMHY MAasTHHKA, JXECTKOCTh NPYKUHBI) H

HAOJII0AATh 32 H3MEHEHUSIMH B €0 JIBUKCHUU.

[IpencraBiaeHHble 3Tanbl CPEACTB U METOJOB OOyuyeHMsI OyAyT MakCHUMajbHO BIUSATH Ha
(dbopMHIpOBaHKE ATOPUTMUYECKOTO MBIIIUICHUS OyAyIIUX M1E€Aaroros.

B kauecTBe nmpumMepa MOXXHO IPUBECTH MEPEMELIEHNE «aBTOMOOUIIS 110 3KpaHy MOHUTOpA.
Hwxe nmpeacraBieH «paboymii anropuTm», KOTOPBIM MOXKHO HCIIOJIb30BaTh Kak 0a30BbIi HAa ypoKax
MHGOPMATUKU. AJITOPUTM IO3BOJISIET IME€pPEMeEIlaTh aBTOMOOWIb IO 3KpaHy, pealu30BaHHBIA Ha
s3pike Python. B coBpemenHoM Mupe mporpammupoBaHus s3blk Python cranm omHuM M3 caMbix
HOMYJIAPHBIX SI3BIKOB CPEIM HAUMHAIOIIUX pa3paboTYMKOB M NpodeccHoHanoB Ouarogaps
IIPOCTOTE, YATAEMOCTU U MOILHBIM BO3MOKHOCTSIM.

B anroputme ucnosnb3oBaHbl (GyHKuMu Oubanorexku Pygame, B KOTOpoil mpencrtaBiieH
Ha0Op MPOTPaAMMHBIX CPEJICTB, MOMOTAIOIINX Pa3padaThiBaTh JIOOBIE KOMIBIOTEPHBIE MOJECIH, a
TaK)K€ CO3/1aBaTh JBYMEPHBIE KOMIIBIOTEPHBIE UTPHI.

import pygame, math, sys
from pygame.locals import *

# Set the screen

screen = pygame.display.set_mode((800*3/2, 600*3/2))
WHITE = (255, 255, 255)

screen.fill(WHITE)

# Initialize the clock

clock = pygame.time.Clock()

fps =60

class car:
MAX_FORWARD_SPEED =2.5
MAX_ REVERSE_SPEED =2.5

def __init_ (self, car_filename, X, Y, angle):
#pygame.sprite.Sprite.__init__ (self)

# Load the car image

self.car = pygame.image.load(car_filename).convert()
self.car = pygame.transform.rotate(self.car, 180)
self.car.set_colorkey((255, 255, 255))

self.car = pygame.transform.scale(self.car ,(100, 100))
# Speed is between 0-3

self.speed =0

# Direction: 0 = right, 1 = down, 2 = left, 3 =up
self.direction = 1

# Keep track of rectangle's position
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self.xpos = X

self.ypos =Y

self.angle = angle

# Initialize the car by blitting it
self.display_car()

# EFFECTS: Function to display the car image
def display_car(self):
self.xpos = self.xpos - self.speed*math.cos(math.radians(self.angle))
self.ypos = self.ypos + self.speed*math.sin(math.radians(self.angle))
screen.fill((0, 0, 0))
screen.blit(pygame.transform.rotate(self.car, self.angle), (self.xpos, self.ypos))

pygame.display.flip()

# Makes car turn left
def left(self):
self.angle+=0.5
#self.direction = (self.direction + 3) % 4
# for i in range(91):
# clock.tick(45)
#rotated_car = pygame.transform.rotate(self.car, self.angle)
self.display_car()

# Makes car turn right
def right(self):
self.angle-=0.5
#self.direction = (self.direction + 1) % 4
# for i in range(91):
# clock.tick(45)
#rotated_car = pygame.transform.rotate(self.car, self.angle)
self.display_car()

def accelerate(self):
self.speed +=0.3
# for i in range(90):
# clock.tick(30)

# self.speed =0

def decelerate(self):
self.speed -=0.3
# for i in range(100):
# clock.tick(30)

# self.speed = 0
def animateCar():
rect = screen.get_rect()
myCar = car("car.png", rect.centerx, rect.centery, 180)

done = False

while(1):
11



# Event handlers

keys = pygame.key.get_pressed()

clock.tick(fps)

if keys[K_ESCAPE]:
pygame.quit()
sys.exit()

elif keys[K_RIGHT]:
myCar.right()

elif keys[K_LEFT]:
myCar.left()

elif keys[K_UP]:
myCar.accelerate()

elif keys[K_DOWN]:
myCar.decelerate()

myCar.display_car()
pygame.event.pump()

# Game logic
# Clear the screen before drawing
# Display what is drawn:

# pygame.display.flip()

def main():
abort_criteria = True

# while abort_criteria:

#
#
#
#
#
#

user_typing = input("Type 1 to escape or 2 to animate car: \n")
if user_typing is "1":

print ("EXxiting now")

abort_criteria = False
else:

animateCar()

animateCar()
main()

[Tpumep paboOTHl TpeACTaBIEH Ha pHUCYHKe 1, rae aBTOMOOWIL MOXKHO IepeMelaTrh

KJIaBUILIAMU <—1— | I10 DKpaHy.

Al

Pucynoxk 1. ITpumep paboTbl

Ha nepBslit B3I IpeACTaBIEHO MPOCTOE MPOrpaMMHOE O0ecIIedeHne A pealn3alnu, HO
IPU 3TOM OHO IMOMOTAeT MOHATHh HE TOJBKO 0a30Bble MPUHIUIBI MPOTrPAMMHUPOBAHUS, PabOTy C
GyHKIUSAMU, TpaBUIIa Mepeiadl TapaMeTpoB B (QYHKINU, HO U AJIEMEHTHI YIIpaBiIeHUs] O0BEKTOM B

OCJIIOM.
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OrpomMHBIM HHTEPECOM TMOJIB3YIOTCS U AHUMHPOBaHHbIE OOBEKTHI. 31€Ch TaKkKe MOMXKHO
MPEAJIOKUTH MHOXKECTBO PA3JIMYHBIX TPOTPAMMHBIX MTAKETOB.

HaunbGosiee mocTymHbIMU U TPOCTHIMH SBISIOTCS GyHKIHH CSS, B KOTOPBIX €CTh CBOHCTBO
animation, KOTOpO€ IMO3BOJIIET aHUMHUPOBATh MpaKTHUECKU JTr000e cBoiictBo HTML snemeHTOB.
[IpaBuno anumaruu ykaspiBaercs B 01oke keyframes.

Yyenukam OBUIO TMPEACTABICHO 3aJaHUE HA CO3/IaHUE NPOCTCUININN AHMMHPOBAHHBIX
00BEKTOB, HAIPUMED, CO3/1aTh COOCTBEHHBIN «CMAMIINK», KOTOPBIA MOpraeT riia3kamu, Uil cO3/1aTh
anumupoBannyto JIHK — monens, wim monens MOJIEKYJbI BOABI, TJI€ MPOUCXOJUT «CIHSHUE
aTOMOB KHCJIOpOJa U BOJOPOAA.

. I:l

H
<html> <body>
<head> <div class="d1"></div>

<meta charset="utf-8">
<title>@keyframes</title>
<style>

.creature {

width: 200px; height: 200px;

border-radius: 50%;

background: #3ac;

position: relative;

¥

.creature::before, .creature::after {

content: ";

position: absolute;

width: 30px; height: 40px;

border-radius: 50%;

background: #000;

top: 40px;

animation: eye 2s ease-in-out infinite;
}

.creature::before { left: 55px; }
.creature::after { right: 55px; }
@keyframes eye {

90% { transform: none; }

95% { transform: scaleY(0.1); }
}

btn {
text-decoration: none;
border: 2px solid #764abc;
color: #764abc;
padding: 10px 20px;
border-radius: 25px;

transition: all 1s;
position: relative;

<div class="d2"></div>
<div class="d3"></div>
<div class="d4"></div>
<div class="d5"></div>
<div class="d6"></div>
</body>
<style>
body{background-color: black;}
d1{
width: 50px;
height: 50px;
border-radius: 50%;
background-color: white;
position: relative;
animation: lol 4.5s ease infinite alternate;}
d2{
width: 50px;
height: 50px;
border-radius: 50%;
background-color: white;
position: relative;
animation: lol 4s ease infinite alternate;}
ad3{
width: 50px;
height: 50px;
border-radius: 50%;
background-color: white;
position: relative;
animation: lol 4.5s ease infinite alternate;}
d4{
width: 50px;
height: 50px;
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} border-radius: 50%;

.btn::before { background-color: white;
content: ", position: relative;
position: absolute; animation: lol 4s ease infinite alternate;}
top: 110; left: 110; .ad5{
width: 100%; width: 50px;
height: 100%; height: 50px;
background-color: #764abc; border-radius: 50%;
transition: all 1s; background-color: white;
} position: relative;
.btn::before { animation: lol 4.5s ease infinite alternate;}
[*...previous code */ .d6{
z-index: -1; width: 50px;
transform: translateX(-100%); height: 50px;
border-radius: 50%;
.btn:hover::before { background-color: white;
transform: translateX(0); position: relative;
} animation: lol 4s ease infinite alternate;}
</style>
</head> @keyframes lol{
<body> from{transform: translate(0,0);}
<div class="creature"></div> to{transform: translate(250px,0);}}
</body> </style>
</html> </html>

[IpencraBieHHble NPUMEPHI  SBIAKOTCS TOTOBBIMU  QJITOPUTMAMH, KOTOPBIE MOKHO
HCII0JIb30BaTh HA MPAKTUUYECKUX 3aHATUSX 10 KOMIIBIOTEPHOMY MOJEINpoBaHui0. Ha ocHOBe Takux
MPOCTEUIINX QJITOPUTMUYECKUX MOJIETICd OIMHCHIBAIOTCS KaK CTaTUYHbIE OOBEKTBI, TaK |
JBUKYIIMECS MOJIETH C 3JIEMEHTaMU aHUMAllH, BPALLEHUS WK NIEPEMEIICHUS.

CrenyeT OTMETUTD, YTO HA MPAKTUYECKUX 33JIaHUSX MO KOMIBIOTEPHOMY MOJIETHUPOBAHUIO
BXHO COYETaTh TEOPETHUYECKHE 3HAHUS C MpakTHUYecKuM mnpumeHeHueM. [Ipu dopmynupoBke
3a/IaHMsT YETKO YKa3blBaTh KOHKPETHYIO II€JIb: YTO MMEHHO OOyYaroliuecs: JOHKHBI CO3JaTh WM
CMOJICTUPOBaTh. BaXHBIM SIBIISIETCS TO, YTO II€Jb JIOJDKHA OBITH TOCTHKUMOM B paMKax 3a/IaHHOTO
BPEMEHU U BO3MOKHOCTE. KOHKpETHbIE MpUMEpPHI W 3TAlbl BHITOJIHEHUS 3aJaHUS — 3HAYUMBIC
COCTaBJISIONINE B KOMIBIOTEPHOM MOJAEITUPOBAHUU. 3aJaHUE JOJDKHO OBITh MOTHBHUPYIOIIUM,
MOKa3bIBaTh MPAKTUYECKOE MPUMEHEHUE KOMITBIOTEPHOI'O MOJICIMPOBAHMSL.

OcyiecTBieHne «pa30MBKW» 3aJaHUs Ha OTJENbHBIC ITAlbl B Hauyane pabOThl TOMOXKET
YYEHUKaM CTPYKTYpPHpPOBATh MPOIECC pabOThl U «HE TOTEPIATHCS» B AeTalsax. Ha stom srtame
BO3MOXXHO 00CYKJIEHUE BOMPOCOB U MPOOJIEM ¢ OJHOKIACCHUKAMU, MIPEJIOKEHHE OOMEHa UJIeIMHU.
N nanee He0OX0MMO yCTAaHOBUTH YETKHUE CPOKHU BBITIOJIHEHHS 33JJaHUM, YTO MOTUBUPYET YUYECHUKOB
M T[IOMOraeT UM OPraHu30BaTh BpeMs. XOpPOILIO OPraHU30BAHHBIE 3aHATHSA 110 KOMIIBIOTEPHOMY
MOJICIUPOBAHUIO TIO3BOJISIOT (POPMHUPOBATH Y YUCHHUKOB TAKHWE HABBIKHM, KaK MPOCKTHUPOBAHHE M
IUTAHUPOBAHKE, TIOUCK MyTed perieHust mpodsieM, KOMMYHUKAIUsS, alTOPUTMUYECKOE MBIIUICHHE,
TBOPYECKHUU MOJIXOI.

TakuM 00pazoM, UCHOIB30BaHHUE KOMMBIOTEPHBIX TEXHOJIOTUN SIBJISETCS HEOThEeMIIEMOU
4acThl0 TIpH (HOPMUPOBAHUHU ANTOPUTMUUYECKOTO MBINIJICHUSI CTYJEHTa IEeIaroruueckoro By3a.
bynymuii  yuurenp mnOpoayMbIBa€T IMOCIEAOBATEIBHOCTh PELICHUSA 3adad g JOCTHXKEHUS
MTOCTABJICHHBIX IIEJIEH, aHATM3UPYET CBOM JIEUCTBHS M KOPPEKTHUPYET, pa3pabaThiBaeT aarOpPUTMBI.
I'pamoTHOE MpoOBENEHUE MPAKTUYECKOTO 3aHATHS HAIIPABJIECHO HE TOJIBKO Ha BBHINOJHEHUE 3aIaHUM,
HO CO3/Ia€T YCJIOBHS ISl U3yUYEHUS, OOCYKICHHS, IKCIIEPUMEHTUPOBAHUS W PA3BUTHSI ITU(PPOBBIX
KoMIeTeHlnil. KoMIbloTepHOE MOJENMPOBAHUE — 3TO IEJarorMYeCKUil MHCTPYMEHT, KOTOPBIM
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JienaeT mpoiecc oO0yueHUs Oojiee HMHTEPECHBIM, HArJsSAHBIM M IPAKTHKO-OPUEHTHPOBAHHBIM,
MO3BOJISIFOIIMM aKTUBHO CBSI3BIBAThH AITOPUTMHUPOBAHUE C JPYTHUMH U3YYaeMbIMU JUCIUTITHHAMH.

T'opoynoe B.E., cmyoenm 3 Kypca pakyibmema uH@popmayuoHHulX MexHoa02uil,
Pomanenxo B.B., kauo. ¢pu3z.-mam. nayx, ooyenm, npenooasame.s

AJTaiicKuil rocy1apCcTBeHHBIN TexHu4Yeckuil yuusepcutet um. M.U. [TonzyHosa

r. bapHayn

YYEBHBIE CUMVYJIATOPBI ®PU3NYECKUX 3AKOHOB JJIS1 OP'AHU3AIIHU
OBYYEHUA B YHUBEPCUTETE HA IIPUMEPE AIMABATHYECKOI'O
PACHIMPEHUSA I'A3A

AHHOTaUMA. B Hacmoswell cmamve npedcmagienvl CUMYAAMOPbl 05l NPO8edeHUsl 1a00PaAMOPHbIX
pabom no usuxe, 6 coomeemcmeuu ¢ NPOSPAMMOU 0OVUeHusi bakanaspuama Kypcd
«lIpoepammmorl undxicenepuuy» Anmaiickoco 2ocyoapcmeennoco ynueepcumema um U.H. Ionzynoasa.
Cumynssmopvt MOOeaupyom OCHOB8Hble 3AKOHbL OUHAMUKU NOCHMYNAMENbHO20 U 8PAUAMENbHOO
08udICeHUL, ABNIEHUS, CBA3AHHbIE ¢ SHmponuell, u aduabamudeckuti npoyecc. Moodenu docmynHvl no
cevlikam 6 cemu unmepuem. I1o HUM npoxooum o3HaKomienue u 0OyyeHue CmyOeHmos8 PasiudHbIX
KYpCO8 8 Nepuoovl uzyieHus coomeemcmeayrowux mooenim mem. Cmamvs modxcem Oblms noie3Ha
mem, Kmo 3auHmepeco8an 8 603MOICHOCMAX OP2AHU3AYUU U UCHONb308AHUsL DOJlee NPOOSUHYMOLL
cucmembl OUCMAHYUOHHO2O 00pA3068aHUsl, A MaKdxice CO30aHUs NOOOOHLIX Mooenell 8 Opyeux
oonracmax Hayk. Cmamovs usbecaem 6v1800a ¢husuyeckux opmyn, KoOmopvie UCHONb3VIOMCA 8
npoOcPAMMAx, a cam UCXOOHBIU KOO NPOZPAMM OMKPLIM U OOCMYNEH 8 PAMKAX TUYEHIUU.
KawueBble ciaoBa: cumynsarop, ¢usuka, (Qu3HuecKue 3aKOHBI, METOAMKA OOYYCHHS,
WH(OPMAIMOHHBIE TEXHOJIOTHH, 3IMa0aTHYECKOe pacIIupeHue.

V.E. Gorbunov,
V.V. Romanenko

TRAINING SIMULATORS OF PHYSICAL LAWS FOR ORGANIZING TRAINING AT
THE UNIVERSITY USING THE EXAMPLE OF ADIABATIC EXPANSION OF GAS

Abstract. This article presents simulators for conducting laboratory work in physics, in accordance
with the undergraduate curriculum of the "Software Engineering™” program at Altai State University
named after I.I. Polzunov. The simulators model the fundamental laws of translational and
rotational dynamics, phenomena related to entropy and the adiabatic process. The models are
available via links on the internet. Students of various courses use them for familiarization and
learning during the periods of studying topics corresponding to the models. This article may be
useful for those interested in the possibilities of organizing and using a more advanced distance
education system, as well as creating similar models in other areas of science. The article avoids
stating the physical formulas used in the programs, and the source code of the programs itself is
open and available under a license.

Keywords: simulator, physics, physical laws, teaching methodology, information technologies,
adiabatic expansion.

dusndeckue CUMYJIATOPHl — TPOrPaMMbl, KOTOpPBIE CO3JaHBI, YTOOBI IO 3aJJaHHBIM
dbopMyliaM U anropuT™MaM MOJETUPOBATH MOBEICHHWE W B3aMMOJCHCTBHE OOBEKTOB B CHCTEMaX.
[Iporpammbl  cumynupoBaHusi (U3UYECKUX 3aKOHOB HCIIONB3YIOT B PA3IUYHBIX 00JacTsX,
HampuMep, B WIPOBBIX JBMKKax (orT aHmi. Game engine), B pakeTOCTPOCHUHU MpPHU IOJACYETE
OQITUCTUYECKUX CBOMCTB PAKET, TAKKE CYIIECTBYIOT MPOTPaMMBbI, PACCUUTHIBAIOIINE TPOYHOCTD
KpEeIUIeHUH, KOHCTPYKIMI, 30HBI OCOOBIX HAaNpsOKeHW W T.0. B 1JaHHOW cTaThbe aBTOPHI
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