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PABBUTHUE HA KOTHUTUBHHU YMEHUA
YPE3 KOMIIIOTBbPHHU OBPA3OBATEJIHU UT'PU
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Pe3iome. B Tasu crartus ca NpeACTaBEHU PE3YNTATH OT MPOyYBaHE OTHOCHO
BB3MO)KHOCTUTE Ha KOMIFOTBPHUTE 00pa30BaTCIIHA HIPH 33 Pa3BUTHE Ha Pa3IIMIHU
KOTHUTHBHH yMeHUs Ha oOydaemmure. IloguepraBaT ce mpeamMmcTBaTa, KOMTO T
npejsiarar B ydeOHus porec. AHAIM3UPAHK ca IPUMEPH 3a [IpUIaraHe Ha UrPoBO
0a3upaHo oOydYcHHE OT BOJCIIM OOPa30BATCIHU MHCTHUTYIIMU B PA3IUYHU CTaIH
ot oOpazoBarenHus npouec. [IpeacraBen e MpoToTU Ha 0Opa3oBaTelHa Urpa C
HSIKOJIKO HHTEPAKTUBHU ITb3el1a, KOUTO ca IPEeHA3HAuYCHH 32 00y4YCHHE Ha yYCHULIN
IT0 MaTeMaTHKa U M0 aHTIIMICKH e3UK (M3ydJaBaHE Ha 9yXJ €3HK). PazpaboTeHnTe
IPOTOTUIIM MOXE Ja ce INpWiIarar 3a NpuaoOMBaHE HA HOBH 3HAHMS HIHM 32
OLICHsSIBAHEC HaA l'[pI/I}IO6I/ITI/ITe 3HAHUA U YMCHUSA B pas3IMuYHU NPEAMETHU o0nacTu.

Knrouosu oymu: KOMIIOTBPHU 00pa30BaTeIHU UIPU; CEPHO3HU WUIPHU; UTPOBO
6azupaHo oOy4eHue

BnBenenue

Pa3zButrero Ha MH(GOPMAIIMOHHUTE TEXHOJIOTHH CIIOMara 3a M3TrpakKJaHeTo Ha
ChBPEMEHHH WIPH, MOJIIOMAraniu o0yueHueTo. MHOro oT o0ydaeMuTe, 0COOCHO
JIelaTa U FOHOIIUTE, HAMHUPAT YYCHETO OT JICKTPOHHHU yUeOHH H3TOUYHUI U ye00a-
3upaHu HHGOPMAIIMOHHH CUCTEMH ITO-MaJIKO BBJIHYBAIIIO OT UTPACHETO HA KOMITO-
TBPHHU UTPU. BposIT HA KOMITIOTBPHUTE UTPHU C 0OpA30BATEIHA 1Ie]T HEITPEKbCHATO
HapactBa. [Ipean3BUKaTencTBOTO B pa3paboTkaTa Ha 00pa3oBaTeIHa KOMITIOThPHA
UTpa Ce ChCTOU B NpaBUIIHATA CUMOMO03a MEXKAY COPTyepHUTE TEXHOIOTHH U WHO-
BaTUBHY KOHIICTII[UY, [TEATOTMUYECKUTE U UTPOBUTE (paKTOpH.

OO0yueHueTo, 6a3upaHo Ha UTPH, TPUIO00UBA BCE MTOBEYE MOMYISPHOCT, 3aII0TO
WUTPUTE MOBUIIIAT BBTPEIIHATA MOTHBAIMs Ha O0y4aeMUTE upe3 YBIMYaHE B pa3-
JINYHU UTPOBU CTPATEeruy, NOBUIIABA CE MHTEPECHT KAaTO NMPEIU3BUKATEICTBO 3a
JIOCTUTAHE Ha TI0-BUCOKO HUBO HA TPYJIHOCT, Bb3MOXKHOCT 3a OOpaTHara Bph3Ka
u Ap. OCBeH TOBa TE€3U MPUIIOKEHUS MPEAOCTABIT UHTEPAUCIUILTUHAPEH MOIXO]
KbM OOy4YeHHETO, KOETO JaBa BH3MOXKHOCT Ha MPENOJIABATCIUTE Jla IPUBJICKAT
oOyyaemuTe B TO-HEMOMyJIsipHU oOnactu. CuMynupaHara cpea Wik peaucThuy-
HO MPECH3AAAEHUAT POJIEBU CIOXKET MTO3BOJISBAT HA YYACTHULIUTE BbB BUPTYaJIHUSA
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CBAT Ja HpI/I,[[O6I/I$IT OIIUT B HEIIO, KOCTO € TBbPAC CKBII0, PUCKOBAHO U NOPU (1)I/I3I/I—
YCCKH HEBb3MOKHO 3a NOCTUT'aHC B PCAJIHUA CBAIT.

Pa3BuTHe HAa KOTHUTHBHHM YMeHHMsl Ype3 KOMIIOTHLPHUTE 00pa3oBaTeIHU
HUIpPH

Urpute ce nnTerpupar B o0yueHuero mox (opmara Ha MHOBaTUBHA 0Opazo-
BaTeJHa mapagurma — o0ydyenue, 6a3upano Ha urpu (game-based learning GBL),
MpY KOETO UTPHUTE CE M3IMOJ3BAT KAKTO KaTo cpelia 3a MpernojaBaHe Ha y4eOHO Cb-
Ibp)KaHUe, Taka W 3a M3MHUTBaHe U oneHsBaHe. OOy4yeHneTo, 0a3supaHo Ha UTPH,
npuinokern ypes cbBpemennute MKT, ¢popmupar HOBO, AMHAMHYHO Pa3BHBALIO
ce HampaBleHUe B Haykata. Paznnunu npoyuBanus u pazpabotku (Claypool 2005;
De Freitas 2007; Lacasa 2009; Aldrich 2012; Terzieva 2017; Bontchev 2018;
Tuparov 2018; Glushkova 2018; Antonova 2019; Paunova-Hubenova 2018) mot-
BbpKIaBaT (akTa, 4e KOMIIOTHPHUTE UTPU UMAT TOJISIM MOTEHIMAJ B IOA00psIBa-
HETO Ha 00pa30BaTeIHHUS TIPOLEC.

Enno ot rmaBHuTe mpenumctBa oT m3nonzBaHe GBL e cuiHMAT MOTHBHpAIL
edexT, KOITo Te umar Bepxy oOyuyaemure. [IpeHcku TBbpaH, ye 00yueHuero, 6azu-
paHo Ha UTpH, € Oa3upaHo Ha JIBE OCHOBHU MOJIOKEHUS: 1) MOIeNnnUTe Ha MUCIICHE
Ha 00y4aeMUTe JHEC ca ce MPOMEHIIIN; 3a JHEIIHUTE CTYACHTH U YUYEHHIIN €3UKbT
Ha IUTUTAIHUTE MEINH € ,,MalunH €3UK"; 2) CbBPEMEHHOTO OKOJICHHE U3pacTBa
C KOMIIOTBPHH U BUACOHUTPU U € Ta3u HOBa popMma Ha 3abaBieHue GOopMUpa CBOUTE
NPEANOYUTAHUS U Bb3MOXKHOCTH U € C OTPOMEH MOTEHIUAN 32 00y4eHHE KaKTo 3a
Jena, Taka u 3a Bp3pactu (Prensky 2001).

Jpyr Baxen acnexkt Ha GBL ca oOpa3oBatenHara KOMyHHUKalHs, oOpaTrHara
Bpb3Ka 00yuyaBaH — KOMITIIOTBHD, aHTaXKHpaHe Ha 00y4yaeMUTe M y4acTHETO UM B
UrpoBoO OazupaHust 0Opa3oBaTesieH NpoLec, KOETO CTUMYIIUpPA Pa3BUTHETO HA Kpe-
aruBHO MucieHe. Urpaemmre (oOydyaemute) U3NpoOBat, TpEHUPAT, A0pa3BUBaT Ha-
JMYHHUTE CU 3HAHUS U YMEHHSI M yCBOSBAT HOBU TaKMBa, HEOOXOANMH 3a ITpHUjlaraHe
W pa3BUTHE NpU KOHKpeTHH oOctosTencTra (Backlund 2006).

Knapk AOT cunta, 4ye UTpUTE MOTUBHpAT 00y4aeMHUTE, KOUTO UMAT YMEHHS, HO
He ca oOyuaBaHu npaBuiaHO. Criopen Hero y4eHUIHUTe OT €UH M ChIII KJIac ca Ha
Pa3InYHO HUBO HA MPHUIOOHMTH M YCBOGHM 3HAHMs. 3aTOBa C MIpara Morar Jia ce
OTKPHSIT M CTUMYJIUPAT YMEHHS, KOUTO 00ydyaeMUTe He IOKa3BaT MM HE U3I0JI3BaT
W TOpajy Ta3u NpUYMHA OMBAT ONpENENIHU Karto ,,cnadu’ yuenunu (Abt 1987).
W3zcnenoBarenu Ha cepro3HHUTE UTPH, Kato 3uaa, Maiikben 1 UeH, criogensT MHe-
HUETO, Y€ ,,CepUO3HaTa Urpa‘ € cepruo3Ha, KoraTo uMa sICHO ompesiesieHa eJaroru-
yecka 11en1 (Michael & Chen 2006; Zyda 2005). Criopen Kesun Koptu — cb3naten
Ha exun PIXELearning kbM Serious Games Institute npe3 2002 r., KOiTO € cnierua-
JU3UpaH B pa3paboTBaHe Ha CEPUO3HU UTPH 32 00yUYEeHHUE, CHilaTa Ha KOMIIOThPHU-
TE€ UIPH € J1a TICHAT ¥ aHTKUPAT KpalHNUTe MOTPEeOUTENN 3a KOHKPETHA LIEJ, KaTo
HanpyMep YCBOSIBAaHE HA HOBU 3HaHHA U yMeHUs. Mrpute 3a oOydyeHue npemocra-
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BST BB3MOKHOCT Ha 00y4aeMUTe Ja TIoeMar 3a/1adil U y4acTBaT B CUTyalllu, KOUTO
nHavye Ouxa OMIM HEBB3MOKHH M/WJIM HEXKEIaTeTHH OT IVe[Ha TOUKa Ha pa3xoiH,
BpeMe, JIOTHCTHKA U choOpaxeHus 3a 6e3onacHoct (Corti 20006).

MHOT0 yHUBEPCUTETH MPUOATBAT 10 00yYEHHE Ype3 TO3H THUIl CEPUO3HH UrpHu".
VYauBepcuteTsT Ha KbHEKTHKBT n3non3Ba urpata Ha KepwsH 3yyk u Pomxbsp Tpa-
BHC 3a Hay4yaBaHE Ha JIATUHCKH €3MK. [ 0JIsIMa 4acT OT CTYIEHTUTE, KOUTO Ca MMaJn
3aTpyAHEHHS C U3y4aBaHETO My, ca OMJIM 3HAYUTEIIHO TO-IIACTIMBU U 3aHHTEPECO-
BaHM J1a U3M0JI3BAT UTpaTa Karo CPelCcTBO 3a o0ydyeHue. busHec yHUBEpCUTETHT B
[encwiBanus ,,YbpThH U3non3ea Haj 30 BUIACOUTPH 3a MOJ00PsIBAHE HA OU3HEC
oOyuenuero. M3nomn3sar ce Urpu 3a MKOHOMUKaTa, GUHAHCH, MEHUIPKMBHT H Map-
KeTHHT. IrpuTe npeiarar peajiHy CLeHapHH, Ha KOUTO MOTarT Jja TIoNaHaT yu4eHH-
uute. KoHCOpiyM OT mpenoaaBareiy, y4eH! U CTyACHTH 0T Macauy3eTCKus TeX-
HOJIOTMYEH MHCTHUTYT pabOTAT 3a€HO 110 HampasaTa Ha UTpH 3a oOyueHue. [omsama
YacT OT UTPUTE UM C€ MIPAsIT CaMO OT CTYACHTUTE B YHUBEpCUTETa?.

Enun oT Hali-mpecTHKHUTE YHUBEPCUTETH B CBETa — MEANIMHCKUAT YHUBEP-
cuteT XapBapll, U3I10J13Ba HOBUTE TEXHOJIOTHH, 3a Jja 00y4YH HAKOW OT Hal-100pu-
Te nekapu B cBeta. JJokrop Bpasu beprepon cb3naBa HIKOIKO MIPH, CBBP3aHH C
IpYKa 3a 34paBOCIOBHOTO CHCTOSIHHUE, KOUTO CE M3IOJI3BAT OT CTYACHTHTE Ha Xap-
Bap/[, KakTo U APYTH YHUBEpCUTETH B AMepuka. B kaurara cu Developing Serious
Games TOl pasmiexna NpeIuMCcTBaTa Ha CEPUO3HUTE MIPU M MEPCIEKTHBHUTE 32
ynorpebara um (Bergeron 2006).

e ®peiirac — npodecop B Murdoch University, Australia, OuBII ppKOBOIUTEN
Ha rpymnara 3a NPUIOKHHU WU3CIEABAHUS U pa3BUTHE KbM VMHCTHTYyTa 3a CEpUO3HU
urpu, KossarpH, Aurmus (Serious Games Institute, Coventry University, UKY),
aHaJM3Upa MU3MOJI3BAHETO HA UTPH M CUMYJIallMy 3a MOJIOMarane Ha TpaJuLHOH-
HUTE 00pazoBaTeIHN LeNn U pe3yaraTu ot o0yuenueto (De Freitas 2007). Criopen
Hesl ABWKEHUETO ,,Cepro3HH UIpU‘‘ UMa 3a 11eJ1 Aa OTTOBOPH Ha 3HAYUTEIIHOTO Mpe-
JU3BUKATEIICTBO OT 0OEIMHIBAHE HA AU3aliHEPH Ha UTPU U ME1ar03H, HA HEOOXOH-
MOCTTa OT CHHTE3 Ha M3CJICBAHUATA OT Pa3InyHU HayyHH OOJNACTH, 3a Aa JCMOH-
cTpupa 3a0aBlieHHE U MOTHBALMSL, OaaHC MEKAY Bb3XUTHTEIHA UTPa U TOCTUTAHE
Ha OMNpE/ACICHU Pe3ylTaTi OT 00y4eHHETO, Aa JoKake 00pa3zoBaTeaHaTa CTOWHOCT
Ha CEpHO3HUTE UIPHU C yueOHa 1ed.

B bbarapus npes nocieaHuTe TOAMHU Ta3u cdepa ce pa3BuBa MHOTO TUHAMUY-
Ho. Pazpaborenu ca Hemasnko cohTyepHH NPUIIOKEHUS, KOUTO MpeyiaraT o0yueHue
Ype3 UrpH, KaTo Hal-rosiMaTa 4acT OT TAX ca HACOYCHU KbM MaJIKUTE Aela U yde-
nuiute (Stavrev 2015; Bontchev 2018; Tuparov 2018; Glushkova 2018; Paunova-
Hubenova 2018). OGpa3oBarennute cpenu u miaropmu 3a o0ydeHue ca mpeameT
Ha usciensaHe ot peauiia apropu (Pavlov 2012a; Pavlov 2012b; Georgieva 2019;
Antonova 2019), kouTo pa3zpaboTBaT aTpakTUBHH 00pa30BaTETHH PECYPCH.

Spirova et al. mpencTaBsT pe3yiraru OT MPOyYBaHE Ha HAKOM OT Hail-uecTo
W3MOJI3BAHUTE JUTHTAIHHM 00pa30BaTeIHH IIaTGOPMHU B OBITAPCKOTO YUHIIH-
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me. CpeauTe ca NpeACTaBeHH OT IieJHa TOYKAa Ha BB3MOXHOCTHTE, KOUTO Te
npenjarat B o0pa3oBaTeIHUs IMpoLec: M3MO0JI3BaHe Ha TOTOBO yueOHO ChIBP-
JKaHUE WJIU Ch3JaBaHe Ha COOCTBEHO, Bb3MOXKHOCTH 3a OLICHKA M CaMOOLEHKA,
oOpaTHa Bpb3Ka 3a NOCTIKEHHUSATA HA YUYEHULUTE, HAIMYME Ha MHTep(elc Ha
OBATapcKu €3MK, HACOUCHOCT KbM KOHKPETEH yueOeH MpeAMeT Uild Mpeaiarate
Ha MHCTPYMEHTApUyM 3a Ch3/laBaHe W/WJIU M3IOJ3BaHE HA YUYeOHH MaTepHaln
HE3aBUCUMO OT IpeaMeTHara obnacT. 3a oOydeHHe Ha MpaBuiara 3a JBHKE-
HUEe ¥ 0e30macHO MpecHuYaHe € pa3padoTeH BUPTyajeH OOydHMTeNeH CHMYJia-
top (Virtual Environment Simulator for Educational Safety Crossing) (Stavrev
2015). Bupryannara cuMmynanus € npeaHa3HaueHa CIelHalHo 3a 00ydeHue Ha
nena ot I mo IV xnac. Georgieva et al. (2019) npencraBat 00pa3oBaTeIHU KOM-
MIOTHPHU UTPOBU CPEH 3a 00yUeHHE 10 MPOTrpaMUpPaHEe U Pa3BUTHE HA aJITOpHU-
TMHUYHO MHCIICHE.

Glushkova et al. (2018) npencraBsT HIKOM OT Hal-M3BECTHUTE COPTYEPHU KO-
MepCHaTHU UTPHU, KOUTO Ce TIpUJIaraT B KjacHara ctas. B oTroBop Ha notpeOHOCTH-
Te 3a ch3AaBaHe M u3nom3BaHe Ha 3D ydeOHM urpu B 3ammreHa cpeaa sbB PMU
Ha [1nOBIUBCKMSI YHUBEPCUTET Ipe3 MOCICIHUTE TOIUHM ce pa3padoTBa cpea,
HapeueHa ,,BuptyanHo oOpazoBarenHo npocTpancTBo® (ViPs), kosTo mocrass mo
KOHTEKCTHO 3aBHCUM, aJIallTUBEH W MEPCOHAIM3UPAH HAYMH EJIeKTPOHHH 00pa3o-
BaTEJIHU YCIIyTH U €JIEKTPOHHO yueOHO chabpkanue (Orozova 2013).

[pe3 nmocnennute roquau B bearapust ce pa3paboTBar OHJIalH UTPH U KOMITIO-
THPHH MPUIOKEHHS 32 Jlela Che CrenuanHu obpasoBarennu norpedHoctu. [1po-
eKTBT ,,3a€JHO Ha YUWIUIIE € pealli3upaH OT HeNpaBUTEICTBEHATA OPraHU3aLus
,,DBITapCKO CApPYKEHHUE 3a INYHOCTHA alTepHaTUBa ™ ¢ moMolTa Ha EBponeiickus
CHI03 U € IpeiHa3Ha4YeH 3a 00yueHHe Ha Jiella U YICHUIH ChC CIEIUATHU OTped-
HOCTH OT 7- 10 14-romuinHa Be3pact?. [Ipeamernure Ha M3ydaBaHe ca OBJITapcKu
€3UK U MaTeMaThka, KaTo MOXKE Jla Ce U3M0JI3Ba OT AeLa, CTPaJaly OT JUCICKCHs,
JUCKAJIKYJIUSI, XUTIEPAKTUBEH CUHAPOM U Ae(PULIUT Ha BHUMAHHETO U 1p. KM Mo-
MEHTa UMa TPU MOJYJIa — MaTeMaTHKa, JJOruKa 1 yerene. Q0o Morar Jja ce urpasr
10 urpu. Garov et al. (2020) npeacTaBsIT NPUIOKEHHE HA KOMIIOTBPHOTO MOJe-
JMpaHe B TIOMOII Ha 00y4YeHHETO Ha Jiela ChC CICIHAIHI 00pa30BaTeIHA MOTPeO-
HoctH. [Ipenmer Ha u3ciieaBaHe HAa JPYTH aBTOPH € MPOEKTHPaHEe U Ch3/IaBaHe Ha
3D uHCTpyMeHTH 3a 00ydeHre N0 My3HKa Ha Jiella ChC CIIeHUalIHN OTPEOHOCTH.
Chukanska et al. (2020) npeacTaBsaT Bb3MOKHOCTUTE Ha KOMITIOTHPHUTE TEXHOJIO-
rud 1 3D mpuHTHpaHe B MOMOLI Ha 0OYYEHHETO 10 MYy3HKa MPH AeUa ChC CHIHO
OTpaHUuEHO 3pEHHE.

W3znon3BaneTo Ha miaTeHH 0Opa3oBaTeIHU MIaTGOpMU B 0OYUYEHHETO Ha yde-
HUIIUTE 3aBUCH OCHOBHO OT Bb3MOXHOCTHTE Ha CHOTBETHOTO YUMIIHILE 1A OTICIN
HeoOxoauMus pUHAHCOB pecypc 3a 3aKyIyBaHe Ha JIMLEH3H U TEXHUYECKO 00e31Ie-
YyaBaHe Ha Y4eOHMs IPOLEC, KAKTO U OT 100paTa BOJsl HA PHKOBOACTBOTO M yUUTE-
JIUTE J1a 3aJI0%KaT Ha MoAxoaa o0ydeHue Yype3 urpa Karo 4acT OT y4eOHHUs mpoLec.

882



Pazsumue Ha koeHumueHu YMeRUs 4pe3 KOMRIOMmMvbpHU...

PaznuuHuTe MPOyUBAHUS MOTBBPXKAABAT (akTa, 4e KOMIIOTHPHHUTE HTPU
UMar rojisiM TOTEHIMANl B moxoOpsiBaHeTo Ha oOpa3oBartenHus mpouec. [Tpu-
JaraHeTo UM B 00YYEHHETO MOXKE Jia ce M3I0JI3Ba He caMo 3a MPEACTaBsIHE Ha
3HaHUATA B 3a0aBHA (hOpMa, HO CHIO U J1a TOIIOMAara pa3BUTHETO Ha PA3IHYHU
KOTHUTHBHM yMeHHUs. KOMIIOThpHUTE 00pa30BaTEIHM HUTPH MOTAT Ja Ce pas-
IJICKAAT KaTo YacT OT EJICKTPOHHOTO 00yUeHHE, KaTO CaMOCTOSTEIHH IIPOTPaMu
WU KATO MOJYJIH, MOMOMAraIiy TPaJuIiHOHHOTO o0ydenue. [Ipu ymMen0To UM
U 1es1echb00pa3Ho M3IOJI3BaHE Ce MOpaKJaT HOBH METOJIM Ha OOydeHHE, yCb-
BBLPIIEHCTBAT C€ TPATUIMOHHHUTE, Ch3ABAT Ce MO-€(HEKTHUBHU TEIArOTHICCKU
cTparerud. M3mon3BaHeTo Ha KOMMIOTHPHU U HH(DOPMAIMOHHU TEXHOJIOTHH
yAECHSBA alallTHPAHETO HA yUeOHO ChABPIKAHUE KbM CHCIU(PUIHUTE HHIUBU-
JyaJHU MTOTPEOHOCTH, aIaNTUPANKH YIEOHOTO ChIBPIKAHNE KBM MOIXO/SIIA 32
BB3IpHUeMaHe popma.

IIpoexTupane u pa3padoTBaHe HAa KOMIIOTHLPHa 00pa3oBaTeIHA UIPa

3a nenure Ha 00y4eHHETO € pa3paboTeH NPOTOTUII HAa 00pa30BaTe/IHA UrPa, KOsl
TO ChIbPIKa HAKOJIKO MHTEPAKTUBHHU ITb3ela. T MOXe /1a CIIyXKH 3a Npua0o01BaHe
Ha HOBY 3HAHMS WX 32 OLICHSBAHE HA MPUIOOUTHTE 3HAHUS U YMEHHS B Pa3IIHYHU
npeaMeTHH o6nacTu. [Ipy nmpoekTHpaHeTo e 3aJ0XKeHa HIesATa 3a ChAbPIKATEITHO
000011eHIEe WK ThPCEHE Ha 3aBUCUMOCTH M OTHOILICHUS B U3XOIHHS MaTepHaL.

C pa3paboTeHnTe CTpaTeruy B IpoLieca Ha pellaBaHe Ha npobiieMa ce akTHBH-
pa KpeaTHBHOTO MHCJIeHE Ha urpada (0O0yyaemus) upe3 Bb3MOXKHOCT 3a U300p Ha

®urypa 1. Jlornyecku mp3en 3a 00ydeHUE 1Mo YyXK] 31K
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pa3M4YHU BB3MOXKHOCTH IPU pelllaBaHe Ha JajieHus npobnem. Peanmsupanu ca
HSIKOJIKO MHTEPAKTUBHHU ITh3€J1a, KOUTO Ca MPeJHa3HaYeH! 3a 00y4EeHUETO 10 MaTe-
MaTuKa 1 1o (uiosoruuecka TUCUUIUIMHA (M3ydaBaHe Ha 4yX[ e3UK). Bernpocure
MoraT Jia ce 3aj[aBar ¢ Pa3InYHO HUBO HAa TPYAHOCT, KaTo € 3aJ0KEHO U NMPEMHHA-
BaHe Ipe3 3aTpyAHSABAIIN 0OCTOATEIICTBA C 1IeJ MOIAbPKaHe Ha MHTEPEC U MOCTO-
sITHHA KOHLIEHTpALUs Ha urpava.

[Ipu cp3naBaHe Ha MPHIIOKEHUETO CE€ M3IT0JI3BAT IPOEKTUPAHU TEKCTOBE U Ma-
TeMaThyecku m3pasu. 3a nenta ype3 Photoshop ce cp3maBar TekcToBe, a upes
MathType ce renepupat MaTeMaTH4YECKUTE U3pa3u. 3a Ia ce peaanu3upa JUHaMU-
Ka B UI'paTa, ce u3mnon3Ba Bb3MokHocTTa Ha UDK 32 nHTerpupane Ha QpyHKIHO-
HAJTHOCTH Ha 00EKTH C KJIMKBaHE Ha OyTOHU MOCPEACTBOM MHCTPYMEHT, HapeueH
Kismet.

[Ipu npoexTrpaHeTo € N3MOoJI3BaH METOBT Ha ITb3€J1a 3a TO-UHTEPAKTUBHO Mpe-
MHUHaBaHe Ha €TaluTe B urpara. B mppBoHauaaHMs BapuaHT HA UrpaTta € BKIOYe-
Ha ¢paza 3a o01Ia KyITypa, ONMCBAaIla IPUYMHATA 33 Ch3/IaBaHe Ha TaKbB MPOTO-
tun. ®pazara e: “Tell me and I forget. Teach me and I remember. Involve me and
I learn” (,,Kaxxu mu u e 3a0pass. Hayuu me u me 3anomus. Hakapaii me g1a ro Ha-
paBsl, U 1 ce Hay4a)™ oT benmxamun @pankirH. 3a peMUHaBaHETO HA ITbPBUS
'b3eJT UTpavbT TPsIOBa Ja MPELeHH KOsl € IICBAIaTa JyMa oT pasara Ha TabJI0TO
U /1a 5 U3MHIIE T0CIIeI0BaTEeIHO.

BbB ¢ur. 2 e mokazan BTOPHAT IIb3€J, KbACTO € NMPEACTaBeH MareMaTH4eCKu
u3pa3 Ha tabenara. UrpaubT (0OyuaemusaT) TpsOBa Ja CTHIIBA MOCIEIOBATEIHO

(I)nrypa 2. [Ip3en 3a peliaBaHC Ha MAaTCMATUYCCKU U3pa3n
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Ha Ky0Ouerara ¢ MpOKEKTUPAHU ETalK OT PEIICHUETO J0 PEIICHUE Ha MPE0CTaBe-
Hus u3pas. [Ipu BIpHO pelieHre ce Nony4yaBa HAAMKUC Ha CTEHATa U 3BYKOB CUTHAI
U Ce OTBaps Bpara 3a MPEMUHABAHE Ha CJIE/IBAI0 HUBO HA TPYIHOCT.

B cB31aneHoTo npuiokeHue ca HHTETPUPAHH JBa ITb3ea OT Pa3IMYHH Ha-
YYHU 00JIACTH: aHTIIMICKH €3HK (J]a Ce IOI'bJIHU JIUICBAaIaTa JyMa oT pa3ara
[0 CMUCHJI) M MaTeMaTHka (3ajava 3a MpoBepKa HA 3HAHUSATA HA YUCHUIUTE),
KaTo W IpH JBaTa IIb3eja, OM Ce CThIIM Ha TPEIIHO KyOue, urpaypT naja. bu
MOTIJIO Jia Ce IOsIBsIBA MTOMOIIl P KeJaHue Ha urpava. Mrpara moxe na e npu-
JIO)KHMMa ¥ TI0JIe3Ha 32 BCAKA Bh3PaCT B 3aBUCUMOCT OT 33jiayaTa, MOCTaBeHA Ha
TabI0TO.

[IpencraBenara oOpa3oBareHa CEpHO3HA UTPa MOXKE JIa CE U3IT0JI3Ba KaTo MPOo-
TOTHUI 3a Ch3J]aBaHE Ha MOJOOHM 00pa30BaTEeIHU WIPH 3a TOBHIIIABAHE WHTEpeca
Ha YUYCHUIINTE, 32 OOy4YCHHE U TECTBAaHE Ha 3HAHMS, KaTO CE PAa3BHBAT Pa3lIUYHU
ymenus. [lo aHaOrmyeH HaYMH MOXE Jla C€ Ch3JaJaT Pa3IUYHU BUIOBE ITh3EIIU
cropeJl Hay4HaTta oOJIacT, J1a ce peajlu3upar HUBa C HapacTBallla CTEIICH Ha CIOXK-
HOCT U Bb3MOXHOCT 3a TIEPCOHAIM3UPaHE Ha JU3aiiHa.

3akiiouenue

Bb3 ocHOBa Ha H3JIOXKCHHUTE W3CICABAHHUS HA PA3NIUUYHU YUCHH, PabOTHIN
U aHaJTU3HUpaTu Ta3u 00JACT, MOXKE Ja C€ HAMPaBU U3BOABT, Y€ JUTHTATHUTE
o0pa3oBaTeIHN UTPHU ca 00pa3oBaTeNIHA Cpe/ia, U3TpajicHa BbPXY BUPTyaJICH Te-
pEH WU MPOCTPAHCTBO, MOXKE /1a CE€ BBH3MPOU3BEKIAT BhOOpakaecMa CUTyaIus
WJTH 115U BUPTYalieH CBAT. Te ce 6a3upar Ha CTPOTH, TOYHO OTPE/ICTICHH MPABU-
na, 106pe OOMHUCIIEHH U ChOOpa3eHH ¢ KOHKpeTHH ydeOHu renu. Mrpaemmure
(obyuaemuTe) U3MPOOBAT, TPCHUPAT, JOPA3BUBAT HATUYHUTE CH 3HAHUS U yMe-
HUS ¥ YCBOSIBAT HOBH, HEOOXOAMMHM 3a MpUJIaraHe W Pa3BUTHE MPU KOHKPETHU
obcrositennicTBa. Mrpata MoXe Jia ce JOpa3BUBA C HOBM HHBA HA CIOXHOCT, Ja
M3HUCKBA OT MTpaya MpereHsIBaHe Ha Pa3TUYHH CUTYAI[HH, B3EMaHe Ha PEIICHHUs,
pa3BUTHE HA KPUTHYHO MHCIIEHE, paboTa B €KHII, Ja UMa Bb3MOXKHOCT 3a 00-
paTHa BPbH3Ka, 32 KOPUTHPAHE HA TPEIIHUA OTTOBOPH, BB3MOXHOCT 32 HOB OIHUT
u ap. EMonuuTe, M3MUTaHUATA U 3HAHUATA TPsAOBA J1a ca OamaHCUPAHH, 14 Chb-
OTBETCTBAT HA MHTEJEKTAa HA MOTPEOUTENS U Ja ca ChOoOpa3eHu ¢ OCHOBHHUTE
00pa3oBaTeIIHH IICIIH.
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DEVELOPMENT OF COGNITIVE SKILLS
THROUGH COMPUTER EDUCATIONAL GAMES

Abstract. This article presents the results of a study on the possibilities of
computer educational games for the development of various cognitive skills
for learners. The advantages they offer in the learning process are highlighted.
Special emphasis is placed on the relationship between game-based learning and
mental development of learners. Examples of game-based learning from leading
educational institutions at different stages of the educational process are given. A
prototype of an educational game with several interactive puzzles is presented. They
are designed to teach students in mathematics and philology (learning a foreign
language). The developed prototypes can be used to acquire new knowledge or to
assess the acquisition of knowledge and skills in various subject areas.

Keywords: educational computer games; serious games; game-based learning
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