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Pestome. B cmamusima ca paszenedanu omoeiHume udoee uzpu ¢ 06pazoeamenna
yen. Hsmuvknamu ca npeoumcmeama, Koumo me npeoiazam 6 npoyeca Ha obyuenue.
H3zepaden e apxumexmypen mooen, npeocmasiagawy Cmpykmypa om cogmyephu
a2eHmu u MAXHAMA OKOJIHA CPpeod - UPMYAIeH C8Mm, KOUMO asmopume Hapuiam
,,Game World”. Paszeredanu ca noopobno xomnonenmume, u32parcoauyu mosu
MOOeN U e ORUCAH YAIOCTHUAM Npoyec HA U2poo obyueHue u cvbupame Ha
cmamucmuxume na uepaewume. Hzepadena e npomomunna upmyaina cpeod u ca
nocouenu usnoazeanume mextonozauu. Ilpedcmasen e u 6woewusm nian 3a
Paspabomra no nOCOYEHUsL APXUMEKMYPeH MOOeJL.

Kntouoeu oymu:. wrpa, oOpazoBaHHe, UTPOBO-0OazupaHo oOydeHHE, COPTyepHH
arentu, Game World, WebGL
Mathematics Subject Classification 2010: 68-06, 68T42.

1. BBBEJIEHHUE

Urpara e 3a0aBHO CbCTE3aHUE, KOSTO MMa ONPEJEICHH IpaBWiia M 4eCTO HOCU
Harpaja 3a J00pe MNpencTaBuiuTe ce ydacTHuiM B Hero [1]. OOukHOBeHO ce
M3II0JI3BAT J[Ba MOJIeJIa Ha UTPUTE B 00pa30BaHHETO:
® WHCTPYKTHBUCTKM MOJICT — YYCHHIIMTE CE€ y4aT, Urpaciiku oOpa3oBaTesIHH
UrpH, 3a/1aJICHH | pa3paboTeHH OT IPYyTH;
® KOHCTPYKTHBHCTKH MOJIC]I — YUCHHIIUTE C€ y4aT, UrpaciKku 00pa3oBaTeIIHU
UTpH, 3a/1aJICHH | Pa3pabOTEeHH OT CAMHTE TSX.
ChlecTByBaT pa3iinuHy KIaCH()UKAIUK Ha UTPUTE, B 3aBUCUMOCT OT IIeJTa Ha
UrpaTta Wi HauuHa, 10 KOWTO camara Urpa npoTHya:
1) I'pyna Ha TBOPYECKUTE UIPH:
® CIOXKETHO POJICBU UTPH;
® CTPOMTEIHO KOHCTPYKTUBHU HIPH;
e Wrpa JpaMaTH3aIHs.
2) I'pyna Ha urpuTte C npaBHiIa:
® IMIAKTHYHU UTPH (IO MAaTEMaTHKA U MY3UKa);
3) IonswxkHH Urpy.
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4) KoMmepcHaiHU U CEpUO3HU UTPH.

,Ceprosnure urpu” [2] ca Te3u, B KOUTO 00y4SHUETO (B pa3in4HUTE cU HOpMH)
€ OCHOBHA IIeJI, a ClieJl TOBa € 3a0aBieHHETO. J[MTaKTHYecKUTe WIpu ca OHE3H
cepuo3nu uecpu, KOUTo 00y4aBaT UIpaclIUTe B HAKAKBA 00JIACT U UM NPEJOCTaBAT
HOBH 3HaHUs upe3 urposu noaxon [3]. rpata numa cBoeTo MsCTO B yueOHHS IPoLIeC
Y M3ITBJIHSABA BXKHU I1E1arOTHYECKN (PYHKIINH:

® 33 OIPOCTSBAHE HA CIIO’KHATA MaTEPHs;
3a IPUJIOKEHHUE Ha TCOPETHYHUTE 3HAHUS,
3a TeCTBaHE Ha MPUIOOUTUTE 3HAHUS U YMEHHS;
3a OTKpUBaHE Ha HOBH 3HAHUS,
3a TIepCOHAIN3UPAHO 00ydIeHHeE.

2. ATPOBO-BA3UPAHO OBYYEHHUE BBbB BOII

B 00pa3oBaTe;HOTO MPOCTPAHCTBO UIpaTa ce BH3IPHEMA KaTo HEAENUMA 4acT OT
yueOHus nporec (Purypa 1).

Students
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W CA e Environment

Q@uzypa 1. Obua cxema na uzposo-oazupano odyuenue 6ve BOIl

[eiim-arenTsT (GA) peanu3upa JIOTUKATa, YIPABICHUETO M KOHTPOJIA Ha UTparta
(B croTBeTCTBHUE C pehepeHTHATA apXUTEKTYypa Ha BUPTYaIHOTO IPOCTPAHCTBO TOM
e areHT-crienanuct). To3u areHT e mpo3payeH 3a urpaemure. OCBeH TOBa, relm-
areHThT MOXKE J1a chOMpa pa3nuyHa WHQpOpPMAIU 32 NMPOTUYAHETO HA WUrpara,
pe3yaTatute oT Hesl, n30paHus MoAXo. (cTpaTerusi) U T.H. (IEPCOHAIHO 33 BCEKH
urpad, IOHEKE areHThT 3Hae KOW € urpaybt). Tasu mHopManus ce mpegaBa Ha
MIEPCOHAITHUS ACHCTEHT Ha YUYHTENs, KOWTO OT CBOSI CTpaHa MOXKE J1a TPaBH U3BOIH
3a JIOMyCHATH TPEIIKH, IPOITYCKH B 3HAHUATA U JIa TUTAHUPA ChOTBETHH KOPUTHPAIIH
JEUCTBUSL.

T'efim-areHTPT MOXE Ja B3aUMOJCICTBA C areHTa Ha cCuUcCTeMaTra 3a
kpeatuBHOCTTa (CA).
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OkonHaTa Cpcaa Ha areHTa C€ CbCTOU OT JABC YaCTU:

Game World — Buptyanen 3D cBsT, BUaMM | I0CTBIIEH 3a Urpaynte. B Hero
Ce aKTHBUPAT yYeOHUTE UTPH;
Meta World — xoMImoHeHT Ha OKOJIHATA CpeJa HEBUINM 3a UTPAdHTE.

B Hero ce 3ammcBa pasnmyHa MHGOPMAIHS, KOATO MOXKE Ja Ce H3MOI3Ba 3a
OLICHSIBaHE MMOCTM)KEHHETO Ha Urpaenus (BKJI. KpeaTUBHO MOBEJCHUE U ICHCTBUE),
3a IepCOHANM3UpaHe U aJaNTHpaHE Ha WUrpara, 3a 3a/aBaHe Ha OrpPaHUYUTEIHU
ycioBus U np. JlocThn 1o TO3W eneMeHT Ha cpepata umatr GA, mepcoHaTHHAT
acucrenT Ha yuutens (PAT) u CA, T.e. TpuTe arenTa cojensT oblia OKoJIHa Cpeia,
HOCPE/ICTBOM KOSITO MOTaT J]a CH B3aMOJICHCTBAT.

3. )KU3HEH IIUKbJI HA TEUM-ATEHTA

3a ga ymnpaBisiBa M KOHTPOJIMpa MPOTHYAHETO Ha 0Opa3oBaTENHUTE UIPHU IelM-
areHTHT OIepHpa B ChbOTBETCTBHE C HETOBUS KU3HEH LIMKBJI, BKIFOUBALL CJICIHUTE
CTBIIKH:

HO,HI‘OTOBKa Ha urparta — refiM-areHTbT MIpUTCIKaBa UTPOTCKA U B 3aBUCUMOCT
OT W3UCKBAHUSTA HA Y4uTeNs (MOCPEACTBOM MEPCOHATIHUS MY ACHCTCHT)
reiM-areHThT OMpENeNs UIrPHUTE, KOUTO MOraT Ja ObJaT akTHBHPAHU OT
YUYEHUIIUTE B CIIC/IBAIlA UTPOBA CECHS,;

AxruBupa Game World;

Urpaenust yaeHUK n30upa keiaaHa urpa (0T Bb3MOXKHUTE) — FeiM-areHTbT
BB3MpHEMa Ta3u MPOMsIHA B OKOJIHATA CPEJia U pearupa Ha Hest KaTo akKTUBHPA
n30paHara urpa;

ITo BpeMe Ha urpara reiM-areHThT ChbOMpa JAHHH, KOUTO I TOCTYKAT 3a
OLICHSIBAHE TIOCTKCHUETO HA UTPACIIINS,

[eiiM-areHThT ce akTUBHpA (IIPOAKTHBEH ), KOTATO Bh3HHUKHAT 00CTOSATEIICTBA,
KaTo HalpuMep HeOOXOJUMOCT OT MOMOII (aKO € JOMyCTHMAa), HapyllIaBaHe
NpaBuJiaTa Ha UTpara, 3aBbPIIBAHE WM HEBH3MOXKHOCT MPOJBIDKABAHE HA
urpara;

I'eliM-areHTHT oOlLIEHsBAa pe3ynTaTUTe (TMOCTIKEHHETO) HAa YYE€HUKAa U TH
3arucea B Meta World — tam Te ca 1oCTBITHH 3a yYHTENs 3a MOCIIeaBala
OIICHKA.

Krnacuueckara apxurekTypa 3a pa3paboTBaHe Ha panuoHanHu areHTH ¢ BDI
(Belief-Desire-Intention) [4], u3mosn3Baiia MoJIeT Ha YOBEIIKATa ICHHOCT KbICTO:

Beliefs: edbexThT OT meiicTBUsITA HA UTPACIINS YUCHHUK;

Desires: renepupar ce B 3aBUCUMOCT OT Urpata. Morat jia Ob1aT pa3invHu
YCIIOBHSI, TIPH KOWUTO areHTHT TpsOBa Ja ce HaMecH B Wrpara (Ia craHe
MIPOAKTHBEH);

Intentions: B 3aBUCHMOCT OT City4asi €JHO OT JKEJIaHUsTa ce TpaHC(HOPMHUpa B
uest. Llenra onpenens kakBo aa Obae CHOTBETHOTO JICHCTBUE HA areHTa.
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4. PEAJIN3AIIMSA HA GAME WORLD

3a u3MbJIHEHHE Ha apxXUTeKTypara u peanusupane Ha Game World u Meta World
CBINECTBYBAT Pa3IMyHU BB3MOXKHOCTH. KaTo TexHomoruu ca uzbpanm: HTMLS,
JavaScript — WebGL. 3a u3rorBsHe Ha HPOTOTHITHATA BEPCHs Ha BHPTYaTHUS
uUrpajeH CBAT € WU3MOoi3BaHa OwoOnmorekara Babylon.js, xosito mpemocTas
BB3MOXKHOCT 3a CPaBHHUTENHO JieCHO OopaBeHe ¢ 3D oOexTH, ymnpaBieHHe Ha
nepcoHaxx (Purypa 2), ocBeTicHHE M Kamepa. bbICIIUTE TUTAHOBE BKIIOYBAT
u3non3Badero Ha Unity3D, B 4usiToO HOBa BEPCHSI IIE Ma BH3MOXHOCT 3@ €KCIIOPT
kbM WebGL u unrerpanus ¢ Oculus Rift.

How to navigate into tha Game Workd ?

o arow hepe hwe mzia. s ww garse datah by
15 ove N it Ve Jounl Te decre-ikmrg
Garre Word GaTe Work 3¢ 2 gare

s B v

@Duzypa 2. Ynpasnenue ¢ Game World

IMpororunrsr Ha Game World (®urypa 3), mnpenacrasisBa KOHTPOJHpaHA
BUPTYyaJIHA cpejia Ipeyiarama Habop oT UrpH U30paHH OT ChIIECTBYBAIIA HIPOTEKA
B 3aBUCHMOCT OT M3MCKBAHUATA HA YUUTETIS.

)

@uzypa 3. [Ipomomun na Game World

yanII/ISIT C€ MMa BB3MOXKHOCT 3a JICCECH OOCTHBIT 40 MPEIIONKECHUTE MY UI'PU U
MOXKE Ja H36epe Ja urpae HAKOA OT TAX.
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MATHEMATICS

@uzypa 4. H360p na uzpa u cmapmuparnemo i.

5. 3AKVIIOYEHHE

UrpoBo-6a3upaHoto oOyueHHe MperocTaBsi BB3MOXKHOCTH 3a  OLCHSBaHE
CIOCOOHOCTHTE 3a IpHJIaraHe Ha MPUIOOUTH 3HAHUS B UTPOBH curyauuu. Urpata
MOXE Jla Ce pas3Iiexjga KaTo €IHO OT HMBaTa Ha YCBOSBAaHE HA 3HAHUA IO
TakcoHOMHsATa Ha baym [5], kosTo Hamupa mNpUIOKEHHE B OBITApCKOTO
oOpasoBanue. Mrpata Moxke cblio na Objae MHTErpHpaHa W OOBBp3aHa C LEIHS
yueOeH IpoLec U ce U3MOI3Ba 3a OLCHABAaHE KPEaTUBHOTO MHCIIEHE U JICHCTBUE HA
YUEHHIIUTE, & CHIIO U JOKOJIKO OT/ACIHUTE UTPH JIOTIPHUHACST 32 Ch3/]aBaHE Ha TAKOBA
MUCJIEHE U IEHCTBHE.

Paborara no peanusupaHe Ha NPOEKTa NPOIB/DKABA C M3IIBJIHEHHE Ha [BE
OCHOBHH 33j1a4M. [IbpBara € 3aBbpIIBaHE HA MHTErPUPaHA TEXHOJIOTUYHA Cpefa,
BKJIIOYBAII[A MHTEIUICHTHUTE areHTH U TIXHaTa okoJHa cpena (Game World u Meta
World). Bropara 3agaua ce ¢okycupa BbpXy pa3paboTBaHe Ha €/HA MO-IIbIIHA
KapTOTCKa, ChbAbpiKallla UT'pH MO pa3jIndHU yT-Ie6HI/I JUCHUIIIINHHU.

BJIAI'OJAPHOCTH

Uzcnensanero yacTU4yHO € mojkperneHo ot npoekt HW13 ®MUN-02, punancupan ot
HIIJ va [TnoBauBckus yHuBepcureT ,,Ilancuit Xunennapcku’.
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BUILDING VIRTUAL WORLDS FOR
EDUCATIONAL PURPOSES

Alexander Petrov, Veselina Valkanova

Abstract: In the article the different types of games for educational purposes are
being discussed. The advantages they offer in the learning process are presented. An
architectural model is created which represents a structure with software agents and
their natural environment — a virtual world which the authors call — Game World.
The components making up this model are being discussed in details and the whole
process of education and collecting statistics of players is being revealed. A
prototype virtual environment has been created and the technologies being used are
presented. The future development plan of the given architectural model is reviewed.

254


mailto:alexander.petrov@novarto.com
mailto:veselina_viva@abv.bg

