PYKOBO/CTBO I1IOJ/Ib3OBATEJIA

KinneHTCcKoe Bed-npuioxenune «rposoe I1O»

1. Bsegenue
1.1. Ha3HaueHHe cHCTeMBI U 00/1aCTh MPUMEHEHUsI

Knuentckoe BeO-mpwioxkenne «WrpoBoe I1IO» mpexcraBisser coboid
MHTEePaKTUBHBIU TIPOrPaMMHBIU MPOAYKT, BKJ/TIFOYAIOLINMT
HECKOJIbKO (DYHKIIMOHA/bHBIX ~ yPOBHeM (ClieHapueB), TpeJHa3HaueHHbIX /ISl
obecmieueHusi JOCYTOBOM aKTUBHOCTUA W BOBJIEUEHHs T10/Ib30BaTeiel pa3/uUHbIX
BO3pacTHbIX Kareropuii. Wrposoe I[IO peanusyer pa3BieKare/ibHble W/WIU
oOpa3oBare/ibHbIe BO3MOXXHOCTH B PaMKaX 3a/laHHBIX CIieHapHeB B3aUMO/IeHCTBYS,
rpeJlyCMaTPUBAIOIIUX  BBIMOJHEHUE [10/b30BaTe/leM WIPOBBIX, JIOTUYECKUX,
T03HaBaTe/bHbIX, TDEHUPOBOYHBIX WM UHBIX 3a/JaHUM.

[TpegHa3HaueHO //is1 SKCIITyaTaljum:

e Ha CEHCOPHBIX CTOMKaX/MH()OKUOCKAaX/UHTEPAKTHUBHBIX CTEHJAX B PEXUMeE
orpannueHHoro goctymna (Kiosk, mo/sHOoKpaHHBIM pekuM 6e3 [oCTyra K
CHUCTeMHBIM KOMITIOHEHTaM);

Knuentckoe BeO-ipunoykenre «Wrpoeoe I10» OpWeHTHPOBAaHO Ha
WHTYWTHUBHOE yTpaB/ieHrWe UM MOXKeT WUCII0/Ib30BaThCs TI0/b30BaTeIsIMU  Oe3
CreLrasbHOU MOATOTOBKH.

2. IToaroToBKa K pabdore
[Tepen 3aryckoM ybeauTeCh, uTo:

1. YcTpoiiCcTBO BK/IFOUEHO Y KOPPEKTHO 3arpy3wusioch (MuraHue, n3o0pakeHue
Ha KpaHe, paboTa ceHCopa/yCTPOMCTB BBOZA).

2. Knmuentckoe BeO-ripuioxkerue «rpoBoe ITO» ycTaHOB/IEHO WK pa3MeIlieHO
Ha HOCHUTeJie/JUCKe COTJIaCHO MpeJi0CTaB/IeHHOMY JIUCTPUOYTUBY.

3. (Ilpu 3KcrnlyaTtaliuM Ha CTOWKe) aKTUBMpOBaH pexuM Kiosk win vHou
PEXXUM  OrpaHWYeHHOr0  JI0CTyIla, IIpefoTBpallaloluil  BbIXOJ B
OIepaLOHHYH0 CUCTEMY U 3aIlyCK [IOCTOPOHHUX NPUJIOKEHUM.



3. 3anyck cueHapusa (yHKIIMOHA/IbHOTO YPOBHS

3anyck (hyHKLIMOHAIbHOTO YPOBHS (CLIeHapHsi) BBIMOJIHSETCS M0J/Ib30BaTe/IeM yepes
uHTepdelic KueHTCKoe BeO-nipunoxeHue «rposoe I[1O».

3anyck Ha myabTuMeaAuHOM cTeH/e (Kiosk)

1. YbepuTech, UTO Ha yCTPOMCTBE OTOOpa’kaeTCsi OCHOBHOM 9KpaH KJIMEHTCKOI0
BeO-nipusioxkeHust «irpoBoe I1O» (3kpaH BeIOOpA).

2. HaXmuTe Ha KHOIKY aKTHBal|i YPOBHS.

3. TMocne Ha)kaTusi BbIOpaHHBINA ClLieHApU 3amyCKaeTcsi aBToMaTHuecku. Ha
5KpaHe MOSBIISIeTCs UTPOBOU MHTep(enC (PyHKLIIMOHATILHOTO YPOBHSL.

4. BzanMopeiicTBHe 0/1b30BaTe A C PyHKIMOHA/TBHBIM YPOBHEM

B pamkax QyHKIMOHa/JIBHOTO YPOBHSI MOJIb30BaTe/lb BBIMNOJIHSAET 3a/laHuUs,
rpe/lyCMOTpeHHble ClieHapueM. B 3aBUCMMOCTH OT YpOBHSI 3a/laHUs MOTYT
BKJIFOUATh:

BbIOOD BapHUaHTOB OTBeTa, COIMOCTaB/ieHHe OOBEKTOB, COPTUPOBKY,

cO6Op/KOHCTPYUPOBaHKE 37IEMEHTOB,;

 TIOC/Ie[JOBaTe/IbHbIEe JEMCTBUS 10 TI0/[CKa3KaM, MIOMCK 00BeKTOB, peakivio Ha
COOBITHS;

« 00yueHHe uepe3 UrPOBYIO MEXaHUKY;

 BBITIOJIHEHHE JEMCTBMM Ha BpeMs, HabOp OUKOB/0A/IOB, MPOXOXKIEHHUE

3TarioB.

4.1. YnpasieHue
YTmipaB/ieHve OCyILeCTB/IseTCS:

e KacaHUsSIMM TI0 CEHCOPHOMY 3KpaHy (Tam/mepeTacKuBaHWe/CBauM, TIpU
Ha/IMUUM TIOAJEPIKKHN);

e /OO0 MBI W K/IaBHATYpPou (K/IMK/TIepeTacKWBaHWe/Ha)kaTve K/IaBHII),
eI NpeJlyCMOTPEHO.

KnueHnrtckoe Beb-ripunoxenue «rpoBoe [1O», MOXKeT cojep)KaTb MO/[CKA3KU U
BU3ya/lbHbIe 3JIeMEHThI, TMOMOrarllie TI0/b30BAaTe/I0 TOHATh TEKYLIYIO Lie/lb
(MHIUKaTOpbl, MHCTPYKLIMM Ha 3KpaHe, TIO/ICBeTKY aKTUBHBIX 30H, COOOIIeHUs 00
olrbKax/ycrexe).



4.2. Ilepexoppl, nay3a U 3aBepileHue
B 3aBHCHMOCTH OT peanu3alyy CljeHapusi M0JIb30BaTe 0 MOTYT OBbITh IOCTYIIHBI:

« Tepexof K C/ieyoIleMy CLIeHapHIO MOc/ie BbIMOTHEHUs 3a[jaHus;
« TIOBTOP 3aJaHusi TIPU HEBEPHOM BbITIOJIHEHUY;
« BBIXOJl B MEHIO WJ/IM 3aBepllieHre YPOBHSI.

Ecmu oTnenbHOM KHOIKM 3aBeplilieHus] HeT, YPOBeHb MOXKET 3aBepIlaThbCs
aBTOMaTUUeCKH TI0C/ie JIOCTY)KEHHs YC/IO0BUS (HaripuMep, BbBITIOHEHbI BCe
JeicTBYs, HabpaHO 0CTaTOYHOEe KOJTMUYEeCTBO 0asioB, TIpoijeH hHHaIbHBIM 3Tall).

5. 3aBepiieHHe padOThI C K/IMEHTCKUM Bed-npuiokeHueM «rposoe ITO»
[Tocsie 3aBepiieHust GyHKI[MOHATBLHOTO YPOBHS:

1. Tlonb3oBaTesnb BO3BpalllaeTCsi B TJaBHOe MeHIO /MO0 TepexoAauT K
C/leflyloljeMy  CLIeHapul0  aBTOMaTM4ecKM (B 3aBUCMMOCTU  OT
(GyHKLMOHABHOTO YPOBHS).

2. g okoHYaHUs paboThI TI0/Ib30BaTe/lb BRIOMPAeT [efiCTBHE 3aBepilaroliee
YPOBEHb.
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