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CEPUO3HUTE UT'PU -
NHOBATHUBHO CPEJACTBO 3A OBYYEHMUE

Tonopka Tep3uesa, Aures I'osieB, Ctedan CraBpes

Pe3tome. B cratmsTa ce MpeACTaBAT OCHOBHM KOHLCNIMHM Ha HIPOBO-
6asupaHoTo oOyueHue. Pasriexaa ce mpolechT Ha Bb3HMKBAHE M Pa3BUTHE HA
urpute ¢ oOpa3oBaTeNHa IIeJ, KAaTO Ce AaKIEHTHpPAa Ha CEPHO3HUTE WIPU U
NPHJIOKEHHETO MM B 00ydeHHeTo. VI3ThKHATH ca INpeIuMCTBaTa, KOMTO TE
npeijarar B Iporeca Ha oOydeHue. IIpencraBeHH ca HAKOM IPUMEPHH
NPWIOXKEHHST 33 HWIpoBO-0a3MpaHO OOy4YeHHEe Ha BOJEIIM YHHBEPCHTETH U
co(TyepHH KOMITaHUH.

KaroyoBn aymm: urpoBo 0asmpaHo oOydeHHE, CEpHO3HH WIPH, CPEICTBA 3a
o0y4eHue, 00pa3oBaTEIHU KOMIIOTBPHU UTPU

1. BnBenenue

CeprO3HUTE WIPU MOTaT Ja ce pasriexiar KaTo 4YacT OT eJEKTPOHHOTO
o0ydeHHe, KaTo CaMOCTOSITCIIHH INpOrpaMd WM KaTo MOMYJIH, NOANIOMArarin
TPaJMLMOHHOTO 00y4YeHue. Mrpute ce mHTErpupaT B 00ydeHHeTo moj ¢opmara Ha
WHOBAaTHBHA 00pa3oBaTeliHa MapaaurmMa — o0yuenue, 6asupano Ha urpu (game-based
learning-GBL), npu koeTo wWrpurte ce M3MON3BAT KAaTO Cpela 3a MPETojaBaHe Ha
y4eOHO ChABbpKaHNE, KAKTO U 32 U3MUTBAHE U oueHsBaHe. Pa3nuunu npoyusanwms [1,
3,4,5,7, 8] norBbpkmaBat pakra, ue KOMIMIOTHPHUTE UTPH UMAT TOISIM TIOTEHITHAT
B MOJIOOPSBAaHETO Ha 0Opa30BATEHHUS IPOIEC, KATO U3MOI3BAHETO MM B 00yUEHHETO
MOXE J]a Ce M3II0J3Ba HE caMo 3a IpeJCTaBsiHe Ha 3HAHWETO B 3a0aBHa opma, HO
CBIIO U J1a TIOAIIOMara pa3BUTHETO Ha Pa3IMYHU KOTHUTUBHU yMeHUst. OOy4ueHunero,
6a3upaHo Ha UrpH, NpuIoOMBa BCE MOBEYE MOIYISPHOCT, 3a0TO UTPUTE TOBUIIIAT
BbTpEIHATA MOTHBAlMs Ha OOy4aeMUTE 4Ype3 YBIMYaHE B PA3NUYHA HIPOBH
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CTpaTeruy, NPEAN3BUKATEICTBO 3a JOCTHTAaHE Ha IO-BUCOKO HHBO Ha TPYIHOCT H
BB3MOKHOCT 3a oOpaTHata Bpb3ka. HrpoBo-0a3upaHoTo OOY4YEeHHE NPEAOCTABS
BB3MOXKHOCT OOy4aeMHUTe Ja ce CIpaBAT C Pa3IMYHM CUTyallUd M Ja pelaBaT
npoGyieMH, KOUTO B JAPYr ciiydail Ouxa Owiam HeBb3MoxHU. CHUMyJHMpaHaTa cpena
WM PEAUTCTHYHO NPECh3IaJICHUAT POJICBU CIOXKET ITO3BOJISIBAT HA YIACTHUIUTE BbB
BUPTYAIHHS CBST Ja MPUIOOUAT ONUT B HEILIO, KOETO € TBHPIE CKBIIO, PUCKOBAHO U
J0pH (U3MYECKH HEBB3MOXKHO 32 ITIOCTUI'AHE B PEATHUS CBSIT.

2. Bb3HUKBaHe U pa3BUTHE HA CEPHO3HUTE UTPH

TepMHUHBT cepuosnu ucpu 3a HPBH BT € u3moyizBaH oT Kiapk AOT mpes
1970 r. ToBa nmoHATHE BKJIIOYBA HACTONHH W IUTHTANHU urpu. Criopex AOT urpure
UMaT M3pUYHO 3asBE€Ha M BHUMATEJIHO OOMHCIIeHAa 0oOpa3oBaTelHa LeJl M HE ca
npefHa3Ha4YeHU Jia Ce UrpasT NpeAMMHO 3a 3abaBieHue. ToBa He O3Ha4yaBa, 4e
CEpHO3HHUTE UI'PU HE Ca WM He TPsOBa Ja ca 3a0aBHU. Pa3paborenara ot Hero urpa
T.E.M.P.E.R. npenacraBsa Bp3MOxHUTE nociaeaunu oT CTyJeHaTa BoiiHa B CBETOBEH
Mmamab. AGT cuuTa, 4e UrpuTe MOTHUBHPAT 00y4aeMHTE, KOUTO UMAT YMEHHs, HO HE
ca 00y4aBaHH PaBHITHO.

[IppBaTa oOyuaBama KoMIOThpHa Hrpa ,,The Oregon Trail“, pa3zpaboTka Ha
Minnesota Educational Computing Consortium (MECC), mpe3 1971 r. e u3usuio
TexcToBa. Ch3AageHUTE Ipe3 cleABaIlUTe TOJUHN KOMIIIOTBPHHU MIPH Ca TJIaBHO C
nen 3abaBieHHe M 3a KoMmepcHayHM 1ieiad. C pa3sBUTHETO Ha KOMITIOTBPHUTE
TEXHOJIOTHHM Hape]] ¢ KOMEPCHAIHUTE WIPH Ce MOSBSIBAT M MIpU C oOpasoBaresHa
nen B cepara Ha KyiaTypara M H3KyCTBOTO KaTo , Versailles 1685“ — 1997 r.,
»China: The Forbidden City 1775“ — 1998 r., ,Egypt 1156BC Thomb of the
Pharaoh* — 1999 r. u np. Ha Cryo Intertainment.

Pa3ButHeTo Ha CepHO3HHTE WIPU 3alo4Ba C IbpBaTa CTaHaJA IOIYJIpHA
ChbBpPEMEHHa BHJE0 Hrpa ,America’s Army“ mpe3 2002 r. BeposrHo rossimara
MOIYJISIPHOCT Ha ,,America’s Army* e mpU4YrHa Hai-IIHPOKO TpHeTaTa Ae)UHUIIHS
Ha TEpMUHA Ja IPUHAJUIC)KN Ha €[IMH OT HelHuTe ch3narenu Michael Zyda [7]. Toi
OTIpe/IeNIsl CepuosHume uepu Kato 3a0aBieHUE CbC 3aJbJDKUTEIIHA BB3IUTATEIHA
cbcTaBKa: ,,Cepruo3Ha Urpa € UHTENIEKTYalTHO ChCTEe3aHue, UTpae ce Ha KOMITIOTED, B
CHOTBETCTBHUE ChC crielM(pHUIHN npaBuia. EneMeHTHT Ha 3a0aBlieHHE ce M3IOJ3BA C
[eN yOpaBlieHHe Ha TPaBUTENCTBEHO Wi (upmeHo oO0ydeHme, oOpa3oBaHHE,
3/paBeorna3BaHe, OOMIECTBEH Pell, CTPATETUIECKUTE IIeTU 32 KOMYHUKAIIHS .

Cpmo npe3 2002 r. mo WHUIMATUBA Ha MeXIyHapOIHHsS HAy4deH LEHTHP
Woodrow Wilson Center for International Scholar BpB BammHrros, u rjiaBHO Ha
Ben Sawyer m David Rajeski, e ocHoBana ,Serious Games Initiative*
(,,lunumatusata 3a cepuosHu urpu”) [5]. Ts mpeam3BUKBa royisiM HHTEPEC KbM
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uuesita, 4e IBbPXKABHUTE W YaCTHH OpraHM3alM B 0Opa3oBaHMETO TPsOBa na
W3MON3BaT BBH3MOXKHOCTHTE Ha HOBHTE HH(DOPMAIMOHHH M KOMYHHKaIMOHHU
TEXHOJIOTUH 32 Ch3JaBaHE Ha BHUJIEO WIPH U CUMYJAIHMH, KOMTO Ja IPEACTaBAT U
u3cieiBaT MpoOJIeMH OT peajiHusl XKMBOT M Jla HM HacoyBaT KbM MpPaBUIHHUTE
pemrenns. Coliep mnpeneduHHpa TOHATHETO cepuosHa uepa. CHopen Hero
CepHO3HUTE HIPH Ca B3auUMoZeiicTBHE Mexay oOpa3oBarenHaTa Hel U
TEXHOJIOTUHTE, TIPEIOCTaBEHH OT BUeo urpure. OnpesiesieHUeTo 3a CEpro3Ha Urpa,
¢dopmymmpano ot Cotiep e: ,,Bcsika cMucieHa ynorpeba Ha KOMITIOTbpHA WTpa HIIH
pecypc Ha TefIMUHT HHIYCTPHATA, YUATO (GYHKLIHUS HE € 3a Pa3BICUCHHUE, € CepPHO3HA

2

urpa.

IIpes 2007 r. e ocuoBan The Serious Games Institute, KobHTpH, AHIIHS,
KOMTO € BOJEI MEKAYHAPOICH IIEHTHP 32 BUCOKU MOCTHXEHUS B CEPHO3HUTE UIPH,
MIPUJIOKHH M3CIIEIBAaHNsI, OM3HEC U NPOyYBaHE.

Ot maif 2009 r. no ampun 2012 r. bearapckara ctonaHcka kamapa € NapTHBOP
mo mpoekta LUDUS — EBpomelicka Mpexa 3a oOMEH W pPa3lpOCTpaHCHHWE Ha
TEXHOJOTUM W 3HAHUS B HHOBATUBHOTO IIOJIE Ha OOYyYCHHETO Ha OCHOBAaTa Ha
urpu [13]. B pamkure Ha TO3M MpPOEKT bBhirapckara CTOMaHCKa Kamapa MPaBd
IIPOy4YBaHe 3a Pa30MPaHETO M OTHOLIEHHETO KbM CEPHO3HUTE WUTPH B bbirapus Ha
JIBE TIETIEBH TPYIIH:

* TOTCHUUWAJIHU IIOJ3BATEIM HAa CEPUO3HHM UIPU — YYEHHLH, CTYIEHTH,

MAaJIKHS U cpeJieH OU3Hec;
* TOTEHIMAIHU Pa3pabOTUUIM HA CEPUO3HU UTPH — COPTYEpPHH KOMIIAHMH,
JIEKTOPH ¥ 00ydJaBamu GUpMH.

Cropen momy4yenure pesynratd — camo 23% ot mom3Batenure U 34% ot
paspaboTyniTe ca OWIM 3all03HATH C KOHLEMNIMATA cepuosHu uzpu;, camo 7% or
IIbpBaTa Tpyna HSKOTAa ca Wrpalyd Ha CEpHO3HA Wrpa M CHIIO IOYTH TOJIKOBA
HPOLEHTH OT BTOpaTa Ipylla ca yuyacTBaJIM B pa3paboTBaHE Ha CEPHO3HA UTpa.

OCHOBHHUTE M3BOJIM OT MPOYYBaHETO ca, 4e brirapus uma nasapeH noTeHIuan
3a pa3BUTHE HA CEPUO3HU MI'PU M T€ Ca NPHUBJICKATENIHA 007acT 32 MHBECTHUIMH, HO
[03HABAHETO, HW3MOJ3BAHETO M Pa3padOTBaHETO MM € HENOCTAThYHO M JIMIICBA
epexTHBHO (prHAHCHPAHE.

3. O0yuyenue, 6a3upaHoO HA UTPH

C pasButueTo Ha HWHPOPMAIIMOHHUTE TEXHOJOTHH M HABIM3aHETO UM B
€XEJIHEBUETO, MOXKEM Jia Mpech3haBame IMO-IeTaillIH0 U TMO-TOYHO pEeaJHUTe
CUTyallud B JAWTUTAIHUSA, BUPTyaJeH CBAT. Bce moBeue oOmacT OT OOIIECTBEHHS
JKUBOT W CIICIIMAIMCTH B TOBeYe chepr Ha HayKaTa M 0Opa30BaHUETO CE BKIIFOYBAT B
pa3paboTBaHETO H OLCHSIBAHETO HA CEPHO3HUTE WUIPH W TIOCIEACTBHUATA OT
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IPUIOKEHUETO WM. MHOTO YHHBEPCUTETH NMPUOATBAT A0 OOydeHHE Upe3 TO3M THI
cepuosnan urpu 8, 9, 10, 11]. YauBepcuteTbT Ha KBHEKTUKBT H3IIONI3BA UrpaTa Ha
Kepwn 3yyk u Pomxbp TpaBuc 3a HayyaBane Ha JlaTuHCKHM e3uK. ['oisiMa yacT ot
CTYJICHTUTE, KOUTO Ca UMaJH 3aTPYAHCHHS C U3y4aBaHETO My ca OMJIM 3HAYUTEIHO
HO-IACTJIMBY U 3aMHTEPECOBAHM Ja M3II0JI3BaT UTPaTa KaTo CPEICTBO 32 00ydEHHE.

busnec ynuBepcureTsT B IleHcunBanusa YbpThH u3nonssa Haj 30 BUOEO UTPU
3a mojoOpsiBaHe Ha OmsHec oOydeHuero. M3momsBaT ce WrpH 3a MKOHOMHUKATA,
(mHAHCH, MCHHIKMBHT M MapKeTWHr. Wrpurte mpexanaraT peaqHd CIEHapuH, Ha
KOWTO MOTaT Ja HomajgHar ydeHunure. [IoqoOHM Wrpm ce HM3MON3BAT M B APYT
yHHUBepcUTeT — Myyp, Karo ydaliuTe C pajoCcT CIIOAENAT, 4ye OOY4YEeHHETO UM €
MHOrO To-tecHo u mnpuatHo [10]. Ha crymentuTe Omna mnpemioxkeHa HrpaTa
Lemonade Tycoon, KosITO peiCcTaBsi BAXKHOCTTA Ha CIETOBOJICTBOTO 3a YIPaBIICHHE
Ha ycIielleH Ou3Hec.

EnuH oT HaW-IpecTMKHUTE YHHUBEPCUTETM B cBeTa — MeEIULIUHCKUS
YHHUBEpCHUTET XapBap/ M3II0JI3Ba HOBUTE TEXHOJIOTHH, 3a /a O0y4M HSIKOW OT Hai-
nobpure nexapu B cBeta. JlokTop bpasu beprepoH cb3naBa HIKOIKO UTPH, CBEP3aHU
C TpmXa 3a 3APaBOCIOBHOTO CHCTOSHHE, KOMTO C€ M3MOJI3BAT OT CTYACHTUTE Ha
XapBapZ, KakTo M Jpyrd yHHBepcutreTH B Awmepuka. Jl-p beprepon nHammcsa
HSIKOJIKO KHHTH IO TeMaTa, egHa oT kouto ¢ Bioinformatics Computing, KosTO
U3clie/lBa M3I0JI3BAHETO Ha KOMMIOTPU U codryep B cdepaTa Ha MOJEKYJIsIpHATA
6uonorus. [Ipyro HeroBo 3HauMMO TpoW3BeleHUe € uamsaznarta mnpe3 2006 roanHa
kaura Developing Serious Games. B Hes ce pasriexnmar npenaMmMcTBaTta Ha
CEpUO3HNUTE UT'PH U NEPCIEKTUBUTE 3a yIOTpedaTa uMm.

Koncopumym oT mpenojaBaTend, Y4eHH H CTYIACHTH OT Macauy3eTckus
MHCTHTYT II0 TEXHOJOTHUH paboTAT 3aelHO IO HalpaBaTa Ha WIPH 3a OOydeHHe.
[ossiMa 9acT oT UrpuTe UM Ce UTpasT caMo OT CTYJCHTHTE B yHUBepcuTeTa. Te umar
BB3MOXKHOCTTA Ja u3npooOBat urpara Platform Wars, B kosTo mMorar jga moemar
poJsiTa Ha MEHUDKBP Ha NMPOU3BOAMTEN Ha Xapayep 3a Bujaeo urpu. OcBeH TOBa, B
Hes ca ONMCaHM M Pa3IMuHUTE THIIOBE CEPHO3HM UTPH, KAKTO M passIMKaTa Mexm1y
urpute 3a 3abaBieHre u ceprosHute urpu [9].

EBpometickust ~ MHCTHTYT 3a  buszHec ~ AAMUHHCTpaiusi  MPeIoCTaBs
BB3MOXKHOCTTA Ja ce m3noimsBa urpata Second Life [10]. Tsa He e HampaBeHa ¢ ment
o0ydeHHe, HO € CUMYJIAIHs Ha PEaHusl CBIAT U YHHBEPCHUTETA Ipejylara CrelaaIHn
KJIAaCHM CTaM B HesA, KBJCTO MOTraT JAa C€ CIyImaT JIEKIWH W YJacTHHIHUTE Ja
KOMYHUKHUPAT C XOpa OT ISUT CBAT. Y HUBEPCUTETHT Npejuiara HIKOJIKO JUCIHUIUINHH,
KOMTO Morar jaa ce BHeapsaT B Second Life kato mpeampuemadecTBO, KbAETO
CTYACHTHUTE IIIe UMaT Bb3MO)KHOCTTA /1a U3TOTBAT CBOI OM3HEC TIaH M J]a TO TECTBAT
B Urpara.

110



CepI/I03HI/ITe UI'PpU — UHOBAaTUBHO CPELICTBO 3a O6y’{eHI/Ie

B boarapus HAMa ToiAMO W3NOJ3BaHE HA WIPHUTE KaTO CPEACTBO 3a
oOpa3oBaHue 3acera, HO UMa HEMaJKO CO(TyepHH MPHIOKEHHS, KOUTO TIpemnjiarat
oOydyeHue upe3 BHJECO WIPH, KaTO Hal-royisiMara 4acT OT TSIX ca HACOYCHU KbM
MaJsikuTe jiena. Te 0OMKHOBEHO ca CBBP3aHU C NPaBOIKC, MaTeMaTHKa, YeTEHE WU
JIOpY M3y4BaHE Ha aHIVIMICKU e3uk. B bearapus mma oHnailH urpu u 3a Jeua cbe
crieraniu obpazoBareaHn moTpebHocTH. [IpoekTsT ,,3aemHo Ha yummume” [12] e
peaqM3upaH OT HENpaBUTEJCTBEHATa OpraHu3anus ,bbIrapcko clIpyxeHHe 3a
JIMYHOCTHA aJITEpHATHBA ¢ MOMoLITa Ha EBponelickus chlo3 U € IpeJHa3HauYeH 3a
oOydeHre Ha Jella ¥ YUCHHIN ChC CIICIHATHU MOTpeObHOCTH oT 7 mo 14 roaummaa
BB3pacT. [Ipeamernre Ha u3ydaBaHe ca OBITapCKU €3UK M MaTeMaTHKa, KaTo MOXe
Jla Ce M3IMOoJ3Ba OT Jela CTPajalld OT JUCICKCHS, AUCKAIKYJIHS, XHICPAKTHBEH
CHHIIPOM U JeUIUT Ha BHUMaHUETO. [IpHioxkeHneTo Moxe fja ce yrmorpeOsBa U OT
OOJIHHM OT ayTH3bM, Jiella C OCTaTh4eH CIyX M MpakTHYecKa Iiayxora u Apyru. Kem
MOMEHTa MMa TPH MOJyJla — MaTeMaTHKa, JIoTHKa u uyereHe. OOmo Morar aa ce
urpasar 10 urpu.

B Texuuueckus yHuBepcuTeT BbB Bapna npe3 2014 romuna € mocTtpoeHa
mppBara Jaboparopus ot thna “Corner cave” BUpTyalHa peanHocT B bbarapus. B
Ta3W BHPTyalHA Ccpella MOTaT Ja Ce MECTAT MpeAMETH 4pe3 JKeCTOBE Ha pPBKaTa H
JOPH MAMHPKH W JBIKCHHS Ha JTUIETO C ITOMOINTAa Ha CHCIHANHU ycTpoicTBa. Tazu
cpena JaBa BB3MOXKHOCTTA Ja CE M3CJIEABAT BUPTyalHU oOpasum Ha OoOEKTH, Ja ce
U3BBPHIBAT CHUMYJallMKM Ha CKCTPEMHU CUTyallMd KaToO IIOXKapu, aBapuu,
3eMeTpeceHrs. MoraT Ja ce MpaBAT IICHXOJIOTUYHH H3CIEeIBaHUS KAaTO OICHKA Ha
TICUXOJIOTUYHOTO ChCTOSTHME Ha YOBEKA M TOPH IIPOBEPKA Ha MOBEICHHUE IIPU APYrU
CTPECOBH CUTYaIMH, KaTO HarrpuMmep GpoOuu OT BUCOYHMHA, IPEAMETH U APYTH.

CrynmeHture mie pabOTAT ¢ TPHUH3MEPHH MOJENTH, KaTo Ie ce ydar Jaa
pa3paboTBaT CKPUIITOBE 3a MOBEACHUETO Ha OOCKTH M XOpa BB BHUPTYATHATA CpE/Ia.
Ille 6pae BrIIOYEHO W OOyueHHE 3a pa3pabOTBaHEe HA UTPU OT HOBO TOKOJCHHE U
pabota c BUpTyallHU CBETOBE.

3a oOyueHWe Ha TpaBWiIaTa 3a JIBIDKEHHE U 0€30MacHO TpechdyaHe e
paspaboreH BuptyaneH ooyuurenen cumynarop (Virtual Environment Simulator for
Educational Safety Crossing) [6]. BupTyannara cumynamus € TNpeJHa3HAYCHA
crenuainHo 3a oOydeHume Ha jgena or 1-Bu no 4-tm kiac. OCHOBHara Ien Ha
cUMyllaTopa € Ja W3Trpajd BOJICBM M HEBOJEBHM HAaBHIM B JAeLara B Pa3IHMYHH
CUTyallid, KaTo: MPaBUIHO IPECUYAHC Ha YyJUlaTa BBPXY MNEIIEXOAHA ITHTCKA,
cra3BaHe Ha IpaBWiIaTa 3a CBETJIMHHA perynanus. HayuyaBane M cra3BaHe Ha
ITBTHUTE 3HAIM, OE30MacHO [BIKEHHE II0 TPOTOapa, Oe30MacHO yIpaBieHHE Ha
BeJIOCHUIIE]], TIPABUJIHO M3YaKBaHe Ha aBTOOyC M T.H. B jmombiiHeHHe cucTeMaTa JiaBa
obpaTHa BpB3Ka 3a MO3MIHMATA W JBIDKGHUATa Ha jgereto. Hakpas mumatdopmara
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OLICHSBA IIUIOCTHOTO IIPEACTABSIHE M OLCHKM Ha IETeTo. 3a Ja ce IIOCTUTHE
ycemane, OJM3KO 10 HCTHHCKOTO CE M3II0JI3Ba IBIOOYMHEH CEH30p, KOMTO 3acHya
JKEeCcToBe OT notpedutenure Bupryannarta mnardopma usnonszsa Microsoft Kinect
CeH30p 3a TIIOJly4aBaHe M BBBEXJaHe Ha HH(GOpPMaIMs 3a JABWKEHHE H
KecTukynmupane. Tasm wHpopMmamus ciaex ToBa ce TpaHcOpMHpa BB
B3aWMOJICicTBHE ¢  BHpPTyalmHaTa cperma. Pabotm ce ¢ 7OBa  THma
B3aUMO/ICHCTBUSI/SKECTUKYIIMPAaHe — HACOUEHO ABIKEeHUe Ha 3D aBaTtap Ha urpaya u
HaBUTHpaHe Ha BrpaZeHOTo MeHo. M3nom3Bann ca texHonoruute C# n Unity game
engine. Cucremara 3a 6e30ITacHO TpecHYaHe BKIIOYBAa B ceOC CH M aBTOMATHUYHA
OLICHKA Ha JEHCTBUSTA HA KOHTPOJIHMPAHUS aBaTap.

IMomobOHa cucTema OM Moryia Ja MOAOOpH OOYYEHHETO MO OE30MacHOCT Ha
JBIKCHHE, THIl KATO MOXKE JIECHO J1a ce pa3paboTH U € MHOTO MO-0e30maceH BapHaHT
crpsMo 00yueHHEeTO B peanHa cpeia. Cucremara HE WU3UCKBa MHOTO CPEICTBA —
HEOoOXO/IMMH ca caMo CIeluaiHa Kamepa, copTyep U KOMIIOTBP.

4. 3akaouenue

BposiT Ha cepuo3HuTe Mrpu ¢ 00Opa3oBaTeNHa LieJl HEMPEKbCHATO HapacTBa.
[Ipean3BuUKaTeICTBOTO B pa3paboTkara Ha 00pa3oBaTeNHA BUIEO UrPa Ce ChbCTOU B
MpaBHJIHATA CUMOMO03a MEXY COMTYSPHHUTE TEXHOIOTHH U MHOBATUBHU KOHIICIIIINH,
MeIarormdeckuTe U UrpoBute ¢axtopu. [Ipu paspaboTBaHe Ha elHA KOMIIOTHPHA
Urpa Cce BBBIMYAT CHCHUAIUCTH OT pa3iMuHU O0JacTH — reiiM jau3aiiHepw,
AHUMATOPH, rpaQUIHU UHKEHEPH, COMTyepHU pa3paboTuuiy, nexaro3u. Beuuku te
paboTAT B €KHII C eJJHa ompeaesieHa ne. KimousT 3a ycneleH NpoeKT € 3HaHHUsATA Jia
ObJaT BHEAPCHHU B KOHTEKCTa HA UIpOBaTa cpea. Beeku mpoeKT OT TakoBa €CTECTBO
M3UCKBA CIOJKET WIIM KOHIICTIIHS, KOUTO JIa TPUAaBaT CMHUChHI HA UTPOBATA MEXaHUKA
U Kpaitnute nenu. He mo-manko BakeH e mHTepdeiichT Ha urpara. Toii TpsiOBa
€IHOBPEMEHHO J1a TIPUBJINYA U 3abPKa BHUMaHHETO Ha UTrpaya, a MapajieiHO C TOBa
Ja Objie ChOOpa3eH ¢ ayIUTOPHATA, KbM KOSITO € HACOYEH.

Urpara mMoxke aa ce 0pa3BHBa C HOBH HUBA Ha CJIOHOCT, [1a M3HUCKBA OT
urpada nNpeucHsIBAHC Ha CUTyalluHd, B3€MAaHEC Ha pPCHICHUA, KPUTUYHO MMUCIICHE,
paboTa B eKHII, 1a ©IMa BB3MOXHOCT 32 00paTHa BPB3Ka, 32 KOPUTHPAHE Ha TPEIIHU
OTrOBOPH, BE3MOXKHOCT 32 HOB OITUT H JIp.

OO0ydennero, 6a3upaHo HA UTPH, MPUAOOMBA BCE MOBEYE MOMYJISIPHOCT, 3al[OTO
WUI'PUTC TMOBHUINAT BBTPCIIHATA MOTHUBAIIAA Ha OGy‘IaeMI/ITe qpe€3 YBJIWMYAHC B
Pa3IMYHH WUTPOBH CTPATETHH, MPEIU3BUKATEIICTBO 3a JOCTUTAaHE HA ITO0-BUCOKO HHBO
Ha TPYAHOCT U Bb3MOXKHOCT 33 00paTHa BPb3Ka.
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SERIOUS GAMES -
INNOVATIVE EDUCATIONAL MEAN

Todorka Terzieva, Angel Golev, Stefan Stavrev

Abstract. This article introduces the basic concepts of Game Based
Learning. The process of emerging and developing educational games aimed at
serious games and their application in education is studied. The advantages they
offer in the learning process are highlighted. Some exemplary apps about game-
based education are being presented from leading universities and software
companies.
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