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Pe3rome. B nocnenanTe roquHn ce HaOMIOAAaBA BCE MMO-TOISIMA AUTHTATN3AINS
BBB BCHUKH c(pepH Ha KMBOTA B CBETOBEH Mamad. ThpPCEHETO Ha CIEIHAINCTH
B oOmactra Ha MKT Hamara moaroroBkara MM Ja 3allOyHE OIIE B YUYWIJIHIIE
¢ u3yyaBaHeTO Ha mnporpamupade u WT. BbB BCHMUKM CTEIEHM Ha CPEIHOTO
oOpazoBaHue ce HaOroAaBar J00pHY MPAKTUKH U 3aCUIIBAHE Ha HHTEPECca KbM UTPOBO
6azupanoTo oOyuenue. M3mon3sar ce pa3iIMyHK CPEIn, €3ULH 3a IPOrpaMUupaHe u
MIOIXOIM 32 O0y4YeHHe Mo y4eOHWTE TUCHUILINHY ,,KOMITIOTBPHO MoJenupane n
2HpopMaTuka“. BB (pokyca Ha crarusaTa ca MPUMEPHU 337a9d U METOAMYECKa
peanu3anus 3a HenpopUIMpaHO oOydeHHe IO NPOrpaMHUpaHe Ha y4YSHULH B
TMMHA3MalIeH eTan 4pe3 ch3faBaHe Ha urpu. IlpeacraBeHa € TepMUHOIOTHATA,
CBBp3aHa C UIPOBO 0A3MPaHOTO OOyUEHHE M POJISTA HA 33/IaUulTe 33 yCBOSBAHE HA
yueOHOTO chabpkaHne. OCHOBHUSAT (DOKYC € BbPXY Ch3/1aBaHETO Ha 3a0aBHU UTPH,
peanm3upanu ¢ e3WK 3a nporpamupane Python ¢ n3nomnssane Ha turtle rpaduka B
cpena 3a nporpamupane Mu. IIpumepHuTe 3a1a4n ca NOAKPENEHH C METOANYECKH
yka3anusl. JlageHu ca 1 HACOKHM 3a M3MI0I3BaHETO UM B 00yueHHeTo. B 3akirodennero
ce IMCKYTHPAaT Bb3MOXKHOCTHUTE 32 00yueHHE 110 MporpaMupane B NpoGuimpanu u
HenpoQUIMpaHd TUMHA3UH.

Kniovosu Oymu.: oOpa3oBaTeIHM KOMIIOTHPHU WIPU; UTPOBH3ALUS; HIPOBO
6asupano o0y4yeHHWe; TporpamMHpaHe; €3uWK 3a mporpamupane Python; turtle
rpaduka; cpeqa 3a mporpamupane Mu

1. BbBenenmne

B nociiennuTe ToguHy ce HaOJII0gaBa BCe MO-ToIsIMa JUTMTAIN3alisI BbB BCHY-
KH cpepu Ha )KHBOTA B CBETOBEH Maniad. ThpceHeTo Ha CleuaIncTy B 00IacTTa
Ha UKT cexropa e orpomHo. [lonroroBkara Ha TakuBa Kajpu TpsiOBa Jia 3armouHe
OIIIE B YYHMIIUIIIE C U3yYaBAHETO Ha IPOTpaMHupaHe U HHPOPMAIIMOHHH TEXHOIOT HH.
BbB BcHuKHM CTENEHU Ha CPeAHOTO oOpa3oBaHue ce HaOMroJaBar A00pU MPAKTH-
KM U 3aCHJIBaHE HAa MHTEpeca KbM MIpOBO OazupaHoTo oOyueHwme. M3monsear ce
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Pa3NUYHU Cpely, €3UIH 3a IporpaMHUpaHe U MoAXoAu 3a oOydeHue mo yyeOHHUTE
JUCUUIITUHY ,,KoMmoTbpHO Mozenupane‘ u ,,ndopmaruka™.

B®B (okyca Ha craTusTa ca MpUMEPHH 337241 U METOIUYECKA peaan3anus 3a
HenpoduiMpano oO0yueHHe Mo MpOorpaMHpaHe Ha YYEHUIM B TMMHA3MaJICH eTarl
ype3 ch3AaBaHe Ha urpu. B Paznen 2. e npeacraBeHa TepMUHOJIOTHATA, CBBP3aHa C
urpoBo 0aszupanoto oOyuenue. B Pasnen 3. e npencraBena possita Ha 3ajaquTe 3a
yCBOsIBaHE Ha y4eOHOTO ChbpkaHue, a B Pazaen 4. GokychT € BbpXy Ch3aBaHETO
Ha 3a0aBHU UIPH, peasIU3UPaHy C €3UK 3a nporpamupane Python ¢ u3nonssane na
turtle rpaduka B cpena 3a nporpamupane Mu. [IpumepHuTe 3a1auu ca NoAKpeneHn
C METOJMYECKH yKa3aHus. JlageHu ca ¥ HACOKH 32 U3I0JI3BAHETO UM B 00yUCHHETO.
B 3akmrouenuero ce AUCKyTUPAT Bb3MOKHOCTHUTE 38 00yUeHHE 110 MPOTrpaMupaHe B
npodUIUpaHd U HENPOPHUIMPAHU TUMHA3HH.

2. Posist Ha uTpoBO 0a3UPaHOTO 00yUeHHE

Ueposuszayusma (Gamification) Moxke J1a ce ompeaesu Kato ,,M3M0JI3BaHe Ha
0a3upaHa Ha Wrpara MEXaHHKa, €CTETHKAa U UTPOBO MUCJICHE, C 11T Ja aHTaKupa
Xopara, j]a MOTHBHpa JIeHCTBUATA, 1a HAChpPYaBa YYEHETO U PeLIaBaHETO Ha Mpo-
onemu’ (Tuparova et al. 2018). [lonsitTueTo MoXe J1a ObJE€ OMMCAHO M KATO KOH-
LENUKs 32 BbBE&KJAHE HA UTPOBU TEXHUKHU B PA3JIMUHU MPOLECH U 00IaCTH, KaTo
ousHec, MapkeTHHr 1 oOpaszoBanue (Trybus 2015).

B cdepara Ha 00pa3zoBaHMETO UIPOBHU3ALUATA CE MPOSBSIBA Ype3 KOHLEIIHUITA
3a urposo Oasupano odyuyenue (M50). MUBO e cpenctBo 3a npupoduBaHe Ha 3HA-
HUS ¥ YMEHHUS Ype3 UIpa, KbJCTO UTPOBUTE ICHHOCTH M3MCKBAT OT MIpaya ja pe-
11aBa npoOJeMH U IPEAU3BUKATEICTBA, IPEJOCTABEHHU 3 IOCTUTAHE Ha PE3yNTaTh
(Kirriemuir & McFarlane 2004). [Ipyru asropu aepunupar UBO karo ,,popma Ha
o0ydeHHe, HACOYCHO KbM YUEHHKA, KOCTO U3I0JI3Ba JTUTUTATHH UTPH 3a 00pa3oBa-
tennau nenu™ (Aleksic et al. 2016).

B nayunara nuteparypa ce cpemniar pa3JinyHu TePMUHHU U QOPMYITHPOBKH Ha
MOHSTHSA, CBBP3aHU C NPUIOKEHUETO HAa KOMIIOTHPHHU UI'PU B 00pa3oBaTEIHUs
mpouec — 00pa3oBaTeIH! BUICOUTPH, TUAAKTUIECKH KOMIIOTHPHU UTPH, 00pa-
30BaTEIHU KOMIIIOTBPHU UTPH, CEPHO3HU UTPH. ,,OO0pa3oBaTEeIHUTE UTPH Ca OHE-
3U CEpUO3HH MIPH, YUSATO LN € MPEeAaBaHeTO Ha CHEHU(PUYHU 3HAHUS U yMe-
HUSl B HSKaKBa 0oONAcT M MPENOCTaBsSHE HA HOBH 3HAHMS YPE3 MUIPOBU MOAXOA™
(Terzieva et al. 2007). B (Dureva & Kaseva 2011) oOpazoBarenHuTe KOMIIOTHP-
HU UT'PHU Cca ONPEICTICHH KaTo ,,[T0JI0KHUTEIICH (DaKTOp 3a Pa3BUTHETO HA MHUCIICHE-
TO, IaMETTa U BHUMAHUETO Ha JIeTeTO U (popMupane Ha yMEHHs 32 00001IeHIE U
KJIacupuKanms.

Uznon3eanero Ha 0O0pa3oBaTeIHU KOMIIOTBPHU MIPU € IIUPOKO MPAKTHKYBa-
HO B HAYaJIHOTO YYWJIMLIE U MOPaIy TOBa, Y€ ,,BKIIOUYBAHETO HA 00Pa30BATEIIHUTE
KOMIIOTBPHU WI'PU B YU4EOHO-BB3MHUTATEICH NPOLEC IO MPaBH MO-UHTEPECEH, 3a-
HUMATeJICH, HACUTEH C TIOJIOKHUTEIHN eMOIIMH, KaTo pa3oupa ce, HEMUHYEMO BOAU
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JI0 TIOBUIIIABaHE TUIBTHOCTTA HA ypOKa M IO-yCIEIIHO YCBOSBaHE HA 3HAHUATA U
TsixHara Tpaitnoct (Dureva & Kaseva 2011).

[Ipoyusanero ot (Spirova 2018) cerocTass TpaAULIUOHHOTO U HHTEPAKTUBHOTO
oOyueHue, pa3miexk/ia peaan3anusiTa Ha HSIKOM OT OCHOBHUTE AUAAKTUYECKH IPHH-
LUK Ype3 UTPOBO 0a3UpaHOTO 0OyUYeHUE U IPaBH U3BOJA, Y€ ,,Ype3 U3MO0I3BAHETO
Ha 00pa3zoBaTeHN UIPY MPUHIUIINTE Ha 00ydeHHe Morar J1a ObAaT peaau3upanu
YCIICIIHO U J1a IOBEJAT 10 M0-BUCOKA MOTHBALMSA U MO-J00pH pe3ynTaru‘.

[To orHOmIeHne Ha 00yueHueTo no nporpamupane MbO mMoxe na ce pasmiexaa
B TPU HalpaBJCHMS: U3IOI3BAHE Ha CHIIECTBYBAILM 00pa30BaTEIHH KOMIIOTHPHU
UTPH 3a MPUIOOMBAaHE HA 3HAHUS U YMEHHS U Pa3BUTHE HA AITOPUTMHYHO MHCIIE-
HE; IPOEKTHPaHe U pa3paboTBaHe HAa KOMIIOTHPHHU UTPH, BKIIOYUTEIHO MaTeMaTH-
YecKH MOJIEN Ha Wrpara, Ju3aiiH Ha rpadudeH norpedurencku untepgeiic (GUI)
¢ peanmuzanus Ha C# B MS Visual Studio, kogupane, TecTBaHe U IPOBEPKa; Cpeja,
Oazupana Ha urpu (Tuparova et al. 2020).

[Tpu urpoBo 0a3upaHoTo 00yUSHHE OT CHILECTBEHO 3HAYCHUE Ca IEAArOTNYECKH-
TE acIeKTH Ha UTPHUTE, KOUTO ce n3nomn3sar B o0yuenuero. B (Tuparova et al. 2018)
ca [OCOYEHH OCHOBHHUTE MMENArOTHUECKU M3MCKBAHHUS KbM WTPHTE, CBBP3aHH C:
y4eOHOTO ChIbpIKaHHE, KOETO Ce MOKPUBA OT JaJicHa UIpa U IpeIMEeTHATa 00JIacT;
uenuTe Ha o0ydeHue, H3MEPEHH C JlaJieHaTa Urpa; TuIakTHUYECKOTO IpeiHa3Haqe-
HUE Ha urpara — ,,pOopMUpaHe U YCBOSBAaHE Ha HOBM 3HAHMS U YMEHUS, 3a 3aT-
Bbp/SBAaHE Ha 3HAHUATA U YMEHUSTA, 32 MPOBEpKa (CaMOMpOBEPKa) U OLIEHKA Ha
3HAHUATA ¥ YMEHUTA, UM HMa KOMIUIEKCHO MpeJHa3HaueHHEe .

3. 3agaunTe B 00y4eHHETO MO MPOrpaMHUpaHe

OO0yuenueTo no mporpaMupane e 6a3upaHo OCHOBHO Ha pelIaBaHe Ha pas3iiny-
HU IO TUN 3afaud. Penuia aBropu pasmiexaaT MCTOTO M pOJsITa Ha 3aJaduTe
no uadopmaruka (Asenova 1990), MmeTogndyeckure NpodIEMHU MPH PELIABAHETO HA
3aJa4M B yYmIMmHuTe Kypcose no nadopmaruka u UT (Dureva 2003). CecraBsar
Ce CUCTEMHU OT OTIOPHH 3aJa4M 32 MOATOTOBKATa HAa YUCHUIIM 32 yYacTUE B OJIMMIIH-
aau U chCTe3aHus o uHpopMmaTrka 1 nHpopMauuoHHu TexHonoruu (Grozdev &
Garov 2008), (Garov & Todorova 2006), (Garov 2000).

OyHKIMUTE HA 3aJa9UTe, KOUTO CE MpUIIaraT npu oO0y4eHHUEeTo 1o NporpaMupa-
He, ce 00yCIaBAT OT FOPENOCOUYCHUTE OCHOBHU akeHTH. OCBeH OCHOBHUTE (DYHK-
LUH: METOAMYECKa, TMAaKTHUeCKa, opraHusupaiia u ynpasissaia (Dureva 2003),
(Garov 2010), morar z1a ce mocoyaT 1 HAKOU crieliuuiHu: PopMUpaHE Ha ANropu-
TMHUYEH CTHUJ Ha MHCJICHE, YCBOSBAaHE Ha OCHOBUTE HAa MOJICIIMPAHETO, YCBOSIBAHE
(dopmanmuzanusaTa Ipu pa3KkprBaHe Ha B3aMMOBPB3KaTa MEXKIy pazaIrnuHuTe GopMu
Ha €/IHO U CBILO TOHAITHE, SIBJICHUE WX MPOLEC, IPUIIOKEHNE Ha 3aJJa4UTE B IIPAK-
THKara.

B (Dernovaya 2008) u (Dureva 2003) e mpeactaBeH MOAEN Ha €TAKTE MPH
pelaBaHe Ha MPOOJIEMHU OT Pa3IMYHH MIPEIMETHH 00JIaCTH ChC CPEICTBAaTa HA WH-
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(opmaTHKaTa, KOMTO YCIEUIHO MOXKE J1a ObJIe IPUIIOKEH U IIPH UTPOBO Oa3MpaHOTO
o0ydeHHe 1o porpaMHupaHe.

[Tocouenure no-rope pyHkuum Ha 3agaunte 1o uHpopmatuka u UT u eranure
3a TAXHOTO pelaBaHe MOrar Jia ce MPUJIOXKAT IIPH 33/1a4H 110 IPOrpaMupaHe, CBbP-
3aHU ¢ pa3zpaborBane Ha urpu. Taka Hanpumep B (Nikolova & Tuparova 2018) e
MpeAcTaBeHa CUCTeMa OT 3ajauu, Oa3upaHu Ha Ch3AaBaHE HA UTPH, C MOCOYCHU
LeJIM Ha 00y4eHHE U OUepTaHM €Talld 3a PellaBaHeTo UM. Ta3u cuctema oT 3afaqn
¢ Haco4YeHa KbM Kypca nmo mHpopmaruka B npoduin ,,CopTyepHHu U XapayepHU
HayKH" ¥ ,,MaTeMaTn4ecKu’ ChC 3aIbKUTEIHN NPOQMINPALIH YIeOHH IPeIMETH
nHpopmarrka 1 uHpopmaumonHu texHonoruu B VIII kmac mo Hapenba Ne 7 ot
11.08.2016 1. 3a npo¢urpanara moaroToBKa'.

OcHOBHHTE M3MCKBAaHUS 32 M3rPaKIaHE HA CHCTEMa OT 3aJa4d B KypPCOBE I10
uHpopmaruka u UT ca: sicHO ompezensHe Ha LeaUTe HAa 00ydeHUe, KOUTO Ce Io-
CTHTaT MM U3MEpBarT C JaJeHaTa 3aja4a; IeKOMIIO3UpaHe Ha 3a/1a4aTa Ha OTICIHU
M0/3a/1a4M, KOUTO ca oTHOocHuTesHO He3aBucumu (Dureva 2003). B cienamus pas-
JIeJl Ha CTaTUsTa ca MPeUIOKEeHHU 33/1a4i 1 METOJIMKA 3a peallu3alusiTa UM, ITOIX0-
TSI U 32 HeTPOPUIUpaHO 00yueHHe Ha HaYHMHACIIH.

4. U300p Ha cpena 3a mporpaMupaHe

3a peanuzauus Ha 3a7a4nTe € M30paH €3UKbBT 3a nporpamupane Python c u3-
nosn3Bane Ha turtle rpaduka B pesxum Pygame Zero B cpena 3a nporpamupane Mu.

Python e cpBpeMeHeH, HHTEPIPETaTUBEH, MHTEPAKTUBEH, 0OEKTHO OPUEHTHPAH
€3HK 3a IporpaMupaHe OT BUCOKO HUBO, Ch3/1aJieH oT ['yuno Ban PocyM B HauanoTo
Ha 90-Te roguHK’. B cpaBHEHHME C IPYTH CHBPEMEHHH €3UIIH 33 IPOrpaMupaHe, Kato
Java wnn C/C#, Python nma MHOTO PEeAMMCTBA, KATO MHOTO ITO-KPaThK KOJ, KOETO
€ CBBP3aHO U C MO-MAJIKO TPEIIKU M crecTsaBaHe Ha pecypc. Ocsen ToBa Python
MMa U34epriaTeiHa craHiapTHa OnOIMOoTeKa U XU JOBIHUTECIHA ONOIMOTEKN
B Python Package Index. bubnnorexkute Ha MHOTO IpyTy IPOrPaMHHU €3ULH MOTaT
na ce uznon3sar u B Python. E3uksT € ,,eAnH OT Haii-IOMUHUPAILIUTE CKPHUIITO-
BM €3MLIM Npe3 nocieqHure roquuu. [lo nmocnennu naHHu criopen peauna TpeH.
1aTGOpPMHU Hal-TOJIIMOTO ThpceHe Ha crienranucTi B EBpona u CALLL e 6uio Ha-
COYEHO UMEHHO KbM MPOTPaMHCTH, KOUTO BiaaesT To3u e3uk™ (Harizanov 2023).
Taka Hanmpumep cropen pasnuuHu caiiToBe * kbM Mecell MapT 2023 . €3UKBT
Python e Ha mbpBO MSCTO 1O MOMYISIPHOCT U THPCEHE.

B yueOnure nporpamu no ,,KoMmoTspao Moaenupane 1 MHPOPMALIMOHHU TEX-
Hosoruu™ ot 2020 r.° e 3a10)KeHO0 IPEeMUHABaHe OT €3HK C OJIOKOBO MPOrpamupa-
HE KBbM CKPHIITOB TEKCTOB €3MK O M300p Ha IMperofaBaTesisi, KaTo ca MOCOYCHU
koHKpeTHO Python mnu JavaScript. B no-ronsmara yact ot yueOnunure, ogoopeHn
ot MOH, paznenst ,,KommorspHO Mozenupane e peanuzupas ¢ Python.

Cpenure 3a mporpamupane Ha Python mpenoctaBiT MHOXECTBO NPAKTHUECKU
BB3MOKHOCTH 32 IIPOTrpaMupane, BKIIOYHTENHO Ha urpH (Pygame Zero), kpunro-
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rpadus ¥ U3KyCTBEH MHTEJIEKT, 00padoTKa M BU3yajHM3auus HA JaHHU U Op. Tosa
TO MPaBU MOAXOJSIL KAKTO 38 YUCHHUIM OT MPOTMMHA3UAJICH €Tall, TaKa U OT TUM-
Ha3ualleH eTall, KOUTO He ca U3y4aBaid /10 TO3HM MOMEHT IPOTrPaMeH €3UK WIIK UMaT
camo 0a30BM 3HaHUS 1O Iporpamupane. E3UKbT noamnomara 1 Obp30TO U3rpakaa-
HE Ha aJTOPUTMUYHO MHUCIICHE.

[Ipeanoxxenure 3aga4m 3a 00yueHHE MO MPOrpaMHUpaHe ca M3MOI3BAHU B U3-
BbHKIacHa (hopma Ha oOyuenue ¢ yyenuu ot VIII u IX knac, kouto He n3yyaBar
npeaMera nHpopmaTuka. M3non3san € UrpoOBUAT MOAXO[ OT IVIeJHA TOUKa Ha 00y-
YeHHUE [0 IporpaMupaHe upe3 ch3faBaHe Ha UrpH. OChILECTBsIBA CE ChC CPEICTBA-
Ta Ha cpezara 3a pazpadorka Mu Ha Python B pexxum Pygame Zero.

[TepBonavanino Mu e cb3ganen ot Python Software Foundation 3a mpoekra
micro:bit Ha BBC. IIpeBpbiua ce B cpefa 3a nporpaMupane 3a Ha4uMHACIy Onaro-
napenue Ha noakpenara Ha Raspberry Pi Foundation. Mu e monxozsiig 3a y4eHu-
¥, KOUTO MPaBAT IIbPBUTE CH CTBHIKH B mporpamupanero ¢ Python, paboru mox
Windows, OSX, Linux u Raspberry Pi. Jlecen e 3a usnon3Bane, npemujara ce Ha
BCHYKH OCHOBHM IUIaT()OPMHU U € 100pe TOKyMEHTUpaH, IOPH M 33 HauyMHaeuu’.
Mu e Ge3mareH U MOXKe Ja ObJe JIECHO CBAaJICH W MHCTAIUpaH OT oduiuamHara
cTpaHuiia Ha Mu’.

B npumepnute 3agaun ce u3non3pa oubnmorexa turtle. ['padukara Ha Koc-
TEHYPKHTE € MOMYJsSpeH HAuMH 3a 3all03HaBaHe Ha HauMHACHIM C MPOTPaMH-
paHeTo U ce 6azupa Ha 4acT OT OPUTMHAIHHUS €3UK 3a nporpamupane LOGO.
bubnuorexara turtle mpegocTasst rpaduuYHU TPUMUTHUBH 32 KOCTEHYPKH KAKTO
o 00CKTHO OPHEHTHUpPAH, Taka W MO MPOLEAYPHO OpHUEHTHUpaH HauuH. Upe3
KOMOMHHMpaHe Ha pa3IM4YHH KOMaHIU JIECHO MOTaT Ja ce HapHuCyBaT CIOXKHU
dopmu u kaptunu®. OcCHOBHUTE (YHKIMH 3a paboTa Morar Ja ObJaT Hamepe-
Hu B yueOnunute 3a VI u VII kiac, KbeTO MMa NPEATIOKEHH U MHOXKECTBO
pasyinuHu 3agaun. TyK HsIMA Ja ce cuupaMme Ha QYyHKIHOHAJIHOCTUTE Ha O1O-
nuoTeka turtle.

5. IlpuMepHH 3a7a4M 3a 00y4eHHe MO0 MPOrpaMUpPaHe 3a HAYNHACIH

B nayanoro Ha 00yueHHETO yYCHHMLUTE C€ 3all03HABaT ChC CPEAa 3a Mmporpa-
mupane Mu Ha Python u ce npeanarar 3agaun 3a u3uepTaBaHe Ha T€OMETPUYHU
¢urypu c nomorira Ha OudiaHoTEKAa turtle ¢ 1eT 1a ce yCBOST OCHOBHH OIEpaTopu
Y IPOrpaMHM KOHCTPYKUUH Ha e3uka Python.

5.1. 3anosnasane ¢ peoaxmop Mu na Python. Uzuepmasane na ¢ucypu

OCHOBHHM LIEJIH, KOUTO TPsIOBa Jja c€ MOCTUTHAT Ha TO3H €Tall, ca: yUYCHUKBT /12
M03HaBa MEHIOTO Ha PEellaKkTopa; Ja MOXKE Jia OTBaps, 3aTBaps W 3amasBa (ailr; na
OMKCBA MPOCT JIMHEEH aJlTOPUTHM ¢ e3uka Python; na nznon3sa Brpanenu pyHKuun
3a IPUMHUTUBH OT OubnInoTeka turtle. KbM Tasu Tema Ha y4yeHMLIUTE MOraT Ja ce
NpeATIOKaT 3aJa4M 3a U3YepTaBaHe HA TeOMETPUYHH (GUTYpH — KBaJpat, paBHOC-
TpPaHEH TPUBI'BJIHUK, IPABUIIHU A-BI'BIHULM U JIP.

174



Heposo bazupano obyuenue no npoepamupane...

5.2. lleemose u 3anvasane Ha pueypu. Pucysane c turtle
[locrenenHno, cien n3uepraBaHe Ha €JIEMEHTAPHHU (QUTYPH, C€ IPEeMUHaBa KbM
orepaTop 3a UKD for u n3uepraBaHe Ha MO-CIOKHU (purypu. ETo HiIKon npumep-
HU 337a4H.
3agada 1. Hauepraiite ¢purypara (durypa 1): A) onperere cTpaHUTE B YEPBEHO;
B) 3ambaneTe gurypara c kAT UBST; B) mpomeHeTe brbjia Ha 3aBbpTaHE.
3amava 2. Hauepraiite ¢purypara (Qurypa 2). M3nonspaiite oneparop 3a LIUKbJI
for. Ougerere gurypara ¢ IIBETOBE IO CBOE JKEJIAHHE.
3amaua 3. ,,backerbonna Tornka . Hadepraiite 6ackerbonHara Tonka (durypa 3).

/
r:" \__

:II \.\x _'f 1\._\
rx_. _,n". Y ._f
LY rd %
Jl_.r -.\- i _-"J LY
{ — )
1Y ; / \'x ; /
M { _:' A
.\\._f’f

®urypa 1 ®urypa 2 ®urypa 3

OCHOBHU 1M, KOUTO TPsiOBa Jla C€ MOCTUTHAT HA TO3U €Tall, Ca: YUYCHUKBT
Ch3J/1aBa MPOMCHIINBA — 00EKT Ha turtle; n3non3pa QyHKIMKUTE 32 MPOMSIHA Ha IIBE-
Ta W 3aIbJIBaHe HA QUrypu OT OnOnmMoreka turtle - fillcolor(), begin_fill(),
end_fill(); 3aMecTBa MOBTAPSIIH CE ACHCTBUS, KATO U3MOJI3BA LIUKBJI for; OMPEAeis
NO3ULIMA U IBWKU MUCajKara — pensize(arg), forward(arg), goto(argl,arg2),
up(), down(), left(), right(). ,

Mertonuuecku Oenexku: ¢be 3anada 3 ce passc- Q@ < S @)

HsIBa JCHCTBUETO HA BrpafeHuTe QYHKLUUHU U KOOPIH- 3

O =
HaTHTE Ha pabOTHOTO MPOCTPAHCTBO — MPUIIOMHST C€ O
KOOpAMHATHA CHCTEMAa M KOOPAMHATH Ha Todka (Ma- @
TeMaTHKa) ¥ ce yrouHssa, ye xoopaunaru (0,0) ca B O
TOPHUSL JIB BI'BJI HA PabOTHOTO MPOCTPAHCTBO IPU o
rpacduka c turtle. Kato camocrositenna 3aaua Moxe 1a @ ; )
Cce IPEeJUI0KH Ha YUEHHUIIUTE J1a HaprCyBaT KapTHHA 10 O @
CBOE JKEJIaHUE, EBEHTYAJIHO Ha MUJIMMETPOBA XapTHs —~

3a M10-IECHO OPUEHTHPAHE B KOOP/AMHATHATA CUCTEMA. ®urypa 4

5.3. Usuepmasane na no-crnoscuu gueypu. Illompedbumencku ¢ynxyuu
OCHOBHM 1IeJTH HAa TO3M €TaIl ca: MPUIaraHe Ha YCBOCHUTE 3HAHUS, YMCHUS U HABU-
LY 32 MHULIMAIM3KUPAHE HAa POMEHJIMBU U U3IIOI3BAHE HA OIEPaTop 3a LUKBI for 3a
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OITMCBAHE Ha [TOBTaPSILH e ICHCTBHS; H3I0I3BaHe Ha (PyHKIusTa randint (argl,arg2)
oT Oubnmotekara Random; U3MOI3BaHE HA CIIUCHK; M3IOJI3BAHE HA MTPEIBAPUTEIHO Ch3-
JaJieHH oTpeOuTeNcKky (PyHKIMH ChC 3aJaBaHe Ha MapaMeTpy Ha (DyHKLUHTE.
Ha y4yenunure ce npencTass NpeJBapuUTEIHO U3XOABT OT PELICHUETO HA CIICA-
Hara 3a/1a4a.
3agava 4. Hanumere nporpama, KOsITO M34epTaBa Ha €KpaHa MPaBUIHA MHO-
TOBI'BJIHULM C Pa3IMYCH UBAT U OpOH Ha CTpaHHUTE, KAKTO € MOKAa3aHO Ha
(®urypa 4). M3non3BaiiTe COMCHK 32 LBETOBETE M MOTPEOUTEIICKU (PYHKIINN
3a U34epTaBaHe Ha MHOTOBI'BIHULUTE U MO3ULIUATA UM.
Peanuzanus Ha 3anayara (Purypa 5):

import turtle
import random

1

2

] N
4 turtle.Screen().bgcolor('light steel blue')

5 t = turtle.Turtle()

6 t.pensize(3)

7

s def random_square(lenth, sides): # Cb3daBa MHOTOBIMbMHMKa

9 for i in range(sides):

10 t.fd(lenth)

1 t.1t(360/sides)

12

13 def goto(x, y): # Mo3nuna Ha durypata

14 t.up()

15 t.goto(x, v)

16 t.down()

17

18 for i 1in range(50):

19 color = ['magenta','yellow','green', 'blue', 'orange', 'indigo','red', 'purple','cyan', 'deep pink']
20 t.pencolor(color[i % 10])

21 random_square(random.randint(1®, 50), random.randint(3, 12))
2 goto(random.randint(-25@, 250), random.randint(-250, 250))
23

2 if t.pos()[0] >= 250 or t.pos()[0] <= -250 :

25 goto(t.pos() [0@]-100, t.pos()[1]-100)

2% i continue

27 elif t.pos()[l] >= 250 or t.pos()[1] <= -250:

2 | goto(t.pos()[@]1-100, t.pos()[1]- 100)

29 continue

®urypa 5. Peanuzanus Ha 3a1a4a ,, MHOTOBIBIHUALIN

Meroanyecku OEJIEKKH: B Ta3H 3a7a4a € U3M0oJI3BaH TUIBT ,,CIIMCHK ™ 3a ChbXpa-
HSIBAaHE Ha IIBETOBETE HAa MHOTOBI'bIHUINTE. CIUCBIUTE CE U3IOI3BaT 3a ChXpa-
HsIBaHE Ha MHOKECTBO €JIEMEHTH B €/1HA IPOMEHJIMBA U ca €AMH OT YETUPUTE THUIIA
KOHTEHHEpH, ChbXpaHABaIlll MHOTO €JIEMEHTH B €jHa TpoMeHauBa. ExemenTuTe Ha
CIHCBHKa MOTar Aa ObJaT OT pa3inyeH THIL

CHHTaKCUCHT 32 JEKJIaprpaHe Ha CIUCHK €:

<ume Ha npomenIusa> =[cmouHocmu, pazoeieHu cbe 3anemau

[Tpumep 3a TakaBa Aekaapauus € Ae(UHUpaHEeTo Ha CIUCHKa color Ha Durypa 5.

CeMaHTHKa: €JIEMEHTUTE Ha CIMCHKA ca MOJPEAEHH U ca UHAEKCUPAHU — IIbp-
BUAT eJIeMEeHT uMa uHjaekc 0, BTOPHUAT eleMeHT € ¢ uHaekc 1 u T.H. ocThubT
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JI0 €JIEMEHT Ha CIMCBHKA CE OCBIIECTBSABA C UMETO My M MHJEKCAa Ha €JIeMEHTA.
Hanpumep color[2]=‘green®. JloOaBsSiHETO Ha HOB E€JIEMEHT B CIHCBHKa CTaBa B
Kpasi My. YUHUTEIIAT MOXKE /1a AaJie HarOTOBO KOHCTPYKLUSATA U Ja OOSICHH CUHTAaK-
cyuca M CeMaHTHKaTa B IpaKTHYecKaTa 3a/1a4a.

B Ta3u 3amaya ce neMoHCTpHUpa U U3MOI3BaHETO HA OMOIMOTEKa Random U Brpa-
nenata GyHkuus randint(argl,arg2). CHHTaKCHCHT HA U3BHUKBAHETO €:

random. randint (Hauanna cmounocm, KpatiHa cmouHocn)

Hapumep, random.randint(10,50).

CemanTuka: mapamMeTpure Ha QyHKIMATA ca eI Yyucia, a QyHKuusaTa BpbIiLa
KaTo pe3yATar ,,clIydyaiiHo" reHepupaHo L0 YHCIIO MEXKIY HayaJHaTa U KpalHara
CTOMHOCT Ha MHTepBaia. Besiko HOBO M3BHKBaHE Ha (PYHKIMATA LIE BPbILA Pa3Iny-
Ha CTOMHOCT OT auana3oHa. B mpumMepa pe3ynTarbT oT pyHKIMATA i€ ObAe LsI0
yucno mexay 10 u 50.

3amava 5. Knacuuecka urpa ,,Jlabupunt®. Ha yueHunuTe ce npeasiara 4yact ot

Kozia Ha urpa T ,,Jlabupunt (Maze)'.

OCHOBHH 1leNIU: NpUjlaraHe Ha yCBOEHUTE 3HAHUS, YMEHHS U HaBUIM 3a UHU-
LUaIU3UpaHe Ha IPOMEHIIMBY, U3MOJI3BaHE Ha ONEPATOPH 3a LIMKBJ, U3IM0JI3BaHE
Ha YCJIOBEH OIEepaTop; U3IMO0JI3BaHE HA TOTOBH MOTPEOUTENCKH (QYHKIMU U Mpea-
BaHe MapaMeTpu Ha (QyHKUUS; u3noi3Bane Ha QyHkuuu ot turtle — screen.clear(),
screen.blit(tile, (x,y)), player.draw() u oT Pygame — animate(player,durati
on=0.1,pos=(x,y)), enemy.colliderect(player); paboTa CbC CIIHCHIU OT JIAHHU
U MHACKCUPAHE Ha eIEMEHTHUTE B CIIUCHK; U3TPaXkIaHe Ha YMEHHUs 3a paboTa C Kia-
BHUIIIM 32 JIBM)KEHHE; U3rpakaaHe HAa YMEHHUs 3a paboTa cbC COOCTBEHU M TOTOBU
n300paxXeHus]; ch3AaBaHe Ha COOCTBEHU M300paKeHHUSI.

Emanu na cv3oasane na uzpama

[IbpBu eran (durypa 6). [loBedero oT cpeaute 3a mporpaMupane padboTsIT ¢
gif popmar na uzobpaxenusta, Ho Mu u Pygame no3BossiBat n3nojia3BaHe U Ha
¢dopmarta png. B Tazu 3anaua Bcuuku Qaitnose ¢ u3odpaxkenus ca ¢ popmart png.
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1 dimport turtle

2

3 tile_size = 64

4 width = tile_size x 8

5 height = tile_size x 8

° L
7 tiles = ['empty'; 'wall'; '"goal'; 'door'; "key']
8 unlock = ©

el

10 maze = [

1 [l; 1; 15 15 1; 15 15 175

12 1, ©®, 6, ®, 0, B, ®, 1],

13 1, @, 1, ©, 1, 1, 4, 17,

14 1, ©, @, ®, 0, 0, ®, 1],

15 [1; 2; 1; ®; 1; 3; 0 1],

16 [y 8 1s®: 1s1s 8 17

17 (1, B, 6,0, 8,06, &, 1],

16 [l 1t A 8 . 9% 15 89

(SIS
o w
Yo

®durypa 6. [IspBu eran Ha urpara ,,Jlabupuat

Cb3naBa ce JJAOUPUHT OT OT/CIIHU M300paXKeHHs (TUIOYKH), KOUTO CE PUCYBAT
MHOTO ITbTH — empty.png (Osyia io4ka), wall.png (YepBeHa IUIOYKA) U goal.png
(cuns mouka). Ch3maBaT ce W OIe JIBE M300paKeHUs — 3a Bpara B JIAOMPUHTA
(door.png) u KIto4 3a Hest (key.png). Besiko ot Tsx TpsiOBa 1a e ¢ pasmep 64x64
MUKcena. 3ammucBar ce B mu_code/images. MMeHara Ha QaiisioBeTe Ha H300paXKeHU-
STa 3a TUIOUYKUTE CE ChXPaHIBAT B CIHCHK tiles, a TAOUPUHTHT Ce ChXpaHsBa KaTo
CIUCHK maze ¢ 8 pena u 8 kojoHu. B Hero croitHocT O oTroBaps Ha II0YKa empty,
1 OTroBapsi Ha IUJIOYKA wall, 2 — Ha IUJI0YKA goal, 3 — HA IUIOYKA door, a 4 —Ha
IJI0YKa key, T.e. HA MHACKCUTE HA €JICMCHTHTE OT CIIMCHK tiles.

Bropu eran (Durypa 7). 3a na ce HapucyBa JaOUPHHT, CE U3IIOJI3BAT BIOKEHU
nukay for. BRHIIHUAT HUKBI MOBTAPS PENOBETE, & BTPEIIHUAT — KOJIOHUTE, T.C.
€JIEMEHTHUTE Ha BCEKU pejl. 3arucBar ce BbB PyHKIUS draw( ).
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24

5 def draw():

26 screen.clear ()

27 for row 1in range(len(maze)):

28 E for column in range(len(maze[row])):
20 E E x = column * tile size

20 § § y = row * tile_size

e § § tile = tiles[maze[row] [column]]
» E E screen.blit(tile, (x, y))

33 player.draw()

34 enemy .draw()

®urypa 7. Bropu eran Ha urpara ,,JJabupunt
Ha y4yenunure ce npeara camu J1a ONpeAessT KbJe B porpamara Tpsosa aa
n00aBAT KoJia 3a Ch3/laBaHe Ha urpava u ,,spara‘“ (Purypa 8).

player = Actor("player", anchor=(0, 0), pos=(1 = TILE_SIZE, 1 » TILE_SIZE))
enemy = Actor("enemy", anchor=(0, @), pos=(3 x TILE_SIZE, 6 * TILE_SIZE))
enemy.yv = -1

®urypa 8. Cp3aaBane Ha Urpada u ,,spara‘

Tperu eran (Purypa 9). [IBmwkenne Ha urpada u ,,Bpara’. Cb3aasa ce QyHKUIUS
on_key_down(key).

36 def on_key_down(key):

37 # [BWXEHWE Ha urpava

E row = int(player.y / tile_size)

39 column = int(player.x / tile_size)
) if key == keys.UP:

4 | row=row -1

2 if key == keys.DOWN:

3 | row=row+ 1

“ if key == keys.LEFT:

45 | column = column - 1

% if key == keys.RIGHT:

4 . column = column + 1

4 tile = tiles[maze[row][column]]

) if tile == 'enpty':

50 | x = column * tile_size

51 y = row x tile_size

52 animate(player, duration=6.1, pos=(x, y))

53 global unlock
54 if tile == 'goal':

55 print('Well done')

56 exit()

57 elif tile == 'key':

5 unlock = unlock + 1

59 maze[row] [column] = @ # 0 npasHa nnouka
60 elif tile == 'door’ and unlock > 0:

61 unlock = unlock - 1

) maze[row] [column] = @ # O npasHa nnoyka

®urypa 9. Tpetu eran — GyHKIUS on_key_down (key)
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Jlo TO31 MOMEHT ydeHHLIMTE HE Ca U3IION3BAIU YCIOBEH omeparop. Upes tazu
¢$yHKUUS ce OOSCHSABAT CMHTAKCHCHT M M3MOJI3BAHETO Ha ONEparopa, KakTo U u3-
MOJI3BaHETO Ha KiaBUIIUTE 3a aBrkenne. C konctpykuusara (Purypa 10): ce onmcsa
JIBIDKCHHUETO HA UI'PAYa Upe3 CTPEIIKUTE 3a IBIKCHHE OT KlaBuarypara: UP — Harope,
DOWN — Hagony, LEFT — HansaBo, u RIGHT — HagsicHo. [IpoBepsiBa ce kol KiIaBHIlI €
HATHCHAT, U C€ MMPOMEHsI O3UIMATA Ha Urpada CbOTBETHO I10 PEA U CTHIIO.

if key == keys.UP:

i row - 1

keys .DOWN:

: row = row + 1

if key == keys.LEFT:

j column = column - 1
if key == keys.RIGHT:

E column = column + 1

-
-
=
T =
< Q
=
I
o

®urypa 10. [IBmxeHue Ha urpada

W3sicHsiBa ce 1 M3M0I3BaHETO HA BrpajieHara (pyHKIUs 3a aBTOMATHYHO JABHKE-
Hue animate (player, duration=0.1, pos=(X, y)), C HOMOLITa Ha KOATO PEeMECTBaHE-
TO Ha OOEKTHUTE CcTaBa NO-IUIaBHO. [IbpBUAT mapaMeTsp Ha QYHKIHUATA € OOEKTHT
(reposiT), KOrOTO JABUKHM, BTOPHUAT € NPOABDKUTEIHOCTTA Ha €IHO ABHXKCHHUE, a
TPETHUSAT — TEKyLIaTa MO3UIM Ha Treposl.

K®M ¢ynkuusta on_key down(key) ce nobaBs u nBuxeHuero Ha ,,spara‘ (du-

rypa 11).

64 # [OBWXeHWe Ha Bpara

65 row = int(enemy.y / tile_size)

66 column = "dnt(enemy.x / tile_size)
67 Fow = row + enemy.yv

68 tile = tiles[maze[row] [column]]
69 if not tile == 'wall':

70 x = column * tile_size

71 y = row * tile_size

72 animate(enemy, duration=0.1, pos=(x, y))
73 else:

74 enemy.yv = enemy.yv * -1

75 if enemy.colliderect(player):

76 print('You died')

77 exit()

®urypa 11. /lob6aBsHe Ha ABKEHUETO HA ,,Bpara‘ KbM (QyHKIHS
on_key down(key)
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B kpas ©Ha ¢yHkuusATa Cce M3MON3Ba W BrpajgeHara (QYHKIHS enemy.
colliderect(player). dOyHKIMATA BpbILA KAaTO pe3yiTar true, ako UMa COITBCHK
(ynap) Mexxay urpada u ,,spara‘ u false — B mpoTuBeH ciyydai.

UYerswspru etan. [IpoBepka u TecTBane Ha nmporpamara. OyHKIHUUTE B 3aja4ara
ca IpPeJOCTaBEeHH HArOTOBO Ha ydeHUIMTE. Te caMu KOpUTHpaT CHUHTAKTUYHUTE
IPELIKH B KOJa M Mpourpasar urpara. Enuna Bp3mMoxkeH n3xoxa'' e nokasan Ha Ou-
rypa 12.

Mertoauyeckn OENeKKU: HAa YUYCHUIIUTE MOXE Ja Ce NPEIJIOKH KaTo caMoc-
TosITENIHA PadOTa Aa 3aMEHSAT IUIOUYKUTE C TOTOBH M300pakeHUsI, 1a 100aBsIT OILIe
BUJIOBE IUIOYKU KbM JITaOUpUHTA: BOZA, CKaja, IbpPBO; Aa 100aBsIT MOHETH, KOUTO
UTpaybT ChOMpa, 3a Aa yBEIMYH pe3yiTara; Aa J00aBAT CaHIbK ChC CHKPOBHUILA
(BMecTO BpaTara), KOWTO ce OTKJIIOYBa C KJII0Ya M yBeJIM4aBa pe3yJTara, BMECTO
Jla TIpeKpaTAT urpara; ja JajaT Ha Urpada 3 ;KMBOTA; Ja MOKakaT pe3yiaTara Ha
urpaua.

®urypa 12. [Ipumepen uzxon ot urpara ,,JIabupunt*

Ha BHMMaHMETO Ha YUCHHIIMUTE MOXKE JIa C€ MPEIIOKAT HIKOU OHJIAIH raJiepun
CbC CBOOOJICH JOCTBII W/UIK Oe3 aBTOPCKH paBa:

https://opengameart.org/, https://krita.org/en/

https://itch.io/game-assets/free/tag-2d

https://www.vecteezy.com/free-vector/animation-sprite

https://www.freepik.com/free-photos-vectors/sprite-animation
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6. 3akiIoueHue

[Ipensun uznon3zpanero Ha e3uka Python B VI u VII kiac B moayn ,,Kommto-
TBPHO MoJeNIupaHe’ mo yueOHus npenmMer ,,KOMIIOThPHO MOJEIUpaHe U UH-
(hopMaIMOHHU TEXHOJIOTUU " TI0 HOBUTE YU4EeOHU IPOrpamMu, aBTOPHT € yOeseH,
4ye MPEJIOKCHUTE 3a]jaun, peaiu3upanu ¢ e3uk Python, pexum Pygame Zero
u upe3 Mu Editor, Mmorar ja ObJaT BKIFOUCHH KaTO HAJATPaXKJAIH SICMEHTU B
00y4eHHUETO 110 MpOorpaMupaHe B rUMHa3ualleH etan. Hemo nosede, 00yueHneTo
MOJKE J1a MMPOJBIIKYU C U3IOJI3BAHETO Ha OubnnoTeka Pygame, kosiTo mo3BossiBa
Jla Ce Ch3/IaBaT HA'BIHO (DYHKIIMOHAIHYM UTPU U MYITUMEAUNHHU MPOrpamMu Ha
e3uka Python. 3ajauure ca moaxossiu 3a 00ydyeHHE KAaKTO B HENPO(UIUpaHU-

TC T’MMHAa3uHu, Taka U IIPpU HAYAJIHO o6yquHe B HpO(i)I/IJ'II/IpaHI/I yduiannia.
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GAME-BASED PROGRAMMING TRAINING

FOR BEGINNERS IN THE PYGAME ZERO ENVIRONMENT

- SAMPLE ASSIGNMENTS WITH PYTHON TURTLE
GRAPHICS

Abstract: In recent years, an increasing digitalization has been observed in
all spheres of life on a global scale. The demand for specialists in the field of ICT
requires their preparation to start at school with the study of programming and IT.
Good practices and increasing interest in game-based learning are observed at all
levels of secondary education. Different environments, programming languages and
learning approaches is used in the Computer Modeling and Informatics disciplines.
The focus of the article are sample tasks and methodical implementation for non-
profiled training in programming for high school students by creating games. The
terminology related to game-based learning and the role of tasks in mastering learning
contentare presented. The main focus is on creating fun games implemented in Python
programming language using turtle graphics in Mu programming environment. The
sample tasks are supported by methodical instructions. Guidelines are also given for
their use in training. In the conclusion, the possibilities for training in programming
in profiled and non-profiled high schools are discussed.

Keywords: educational computer games; gamification; game-based learning;
programming; Python programming language; turtle graphics; Mu programming
environment
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