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COGNITIVE LEVELS IN APPLICATION OF COMPUTER GAMES IN THE FIELD OF
INFORMATION TECHNOLOGY EDUCATION *

Abstract: The article presents a research of the achievement of different cognitive levels and types of
intelligence in the application of computer games in the field of information technology education. A scheme
based on the bloom taxonomy is proposed. An exemplary game based on state educational requirements is
designed to test students' knowledge on the topic "Computer System" in the fifth grade.
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1. BbBenenue

BBPEMEHHOTO OOIECTBO € OOLIECTBO, B KOETO MAacoOBO HAaBIM3aT EJIEKTPOHHUTE

TEXHOJIOTHH BbB BCHYKH c(hepr Ha 00IIecTBeHUs KUBOT. ClIeJ0BaTeTHO TEXHOJIOTHUTE

OKa3BaT 3HAYMTEITHO BIMSHUE U BBPXY 00pa3oBaTeTHUTE MPOLIECH U TIOCTABAT BCE HOBU
W HOBH TNPEIU3BUKATEINICTBA MPEJl ChbBPEMEHHOTO 00yueHue. C HaBIM3aHETO Ha €NEKTPOHHUTE UIPH C
oOpa3oBareiHa el Wi T.Hap. ,,CepHO3HU UTPH (Serious games) B yueOHUs POLEC Ce Ch3AaBaT HOBU
BBH3MOXKHOCTH 32 Pa3UIMPsIBaHE HA 3HAHUATA, YMEHHATA U KOMIIETeHIMKUTE Ha yyeHunute.[1] To3u Bua
WUTPU ca WM3KIIOYUTENTHO Oorara cpela M TOCTaBeHH B 0Opa3oBaTelieH KOHTEKCT, CTaBaT CHITHO
cpeacTBo 3a oOyueHue. ChILIECTBYBaT MHOXKECTBO M3CIIEABaHUS B 00JacTTa, KaTO MPEAJIOKEHOTO OT
Mapunosa [2].

Kappanes [3] mpaBu cpaBHeHHe Ha XapaKTePUCTUKUTE (HAPATHBHOCT, CHMYJIAIHs,
WHTEPAaKTUBHOCT) HAa Pa3IMYHUTE BUAOBE MeAWU (KHUIH, TeIeBU3Us, Urpu). Kaurure ocurypssar Ha
YUTaTeNs] UCTOPHS Ype3 TEKCT HAIMCAH Ha XapTusl, TEICBU3MATA MPEJCTaBI CHMYJIHpaHe Ha PeaHus
CBAT 4pe3 o0pa3d W 3BYK, a WIPUTEC NPEAOCTABAT HA MOTPEOMTENs] BCHYKO TOBA, CHUETAHO C
WHTEpaKTHBHOCT [4]. MIMeHHO 3apajy Te3d CBOM XapaKTEePUCTUKU WUIPHUTE ca W3KIFOYUTEITHO
MOIXOAAIIM 332 00y4deHue. Upes3 TAX MHOIO JIECHO Ce MPHUBIMYA BHUMAHHETO HAa YUYEHHILIUTE U BCEKH
YYEHHK HMMa BB3MOXKHOCTTAa Ja ydacTBa aKTHMBHO B IIOCTaBeHaTa My 3aiada. B pesynrar Ha
MPUIOKEHUETO Ha UTPHUTE B YUEOHO-BB3MUTATEIHATA PabOTa ce MOCTUraT Peulia Iesd, CBbP3aHH C
HWHTEJIEKTYaTHOTO, TPYAOBOTO U €CTETHUECKOTO Pa3BUTHE HAa yueHUIHUTE. Upes TX ce pazHooOpa3sBat
TpaauunoHHUTE (GopMH Ha OOydeHHE ¥ ce TMOBHIIABAa MHTEpeca KbM IpeaMera. Te ca ocoOeHo
NOOXOAAIIM 3a Jeua OWIMHIBM, T.K. IPU TIX HAarJIGAHOCTTA BBB BCSAKAa €IHA 3ajadya € OT
M3KITIOYHUTEITHO BXKHO 3HAUCHHE. (,,XOpara yyaT WM Ype3 TUPEKTEeH ONUT WK 4pe3 HaOmoaenue™ [5])

2. O0y4yeHue Yype3 KOMIIOTHPHU UTPH

Wznon3BaHeTo Ha KOMITIOTBPHH WIPH, KAaTO MOMOIIHO CPEACTBO 3a 0OyueHHE W MPOBEpKa Ha
3HAHUATA, € JIECHO NMPHIOKUMO. 3a ChKaJleHne o0ade TO3M IMOAXOJ He ce pa3BHBa ¢ OBbP3U TEMIIOBE,

* Crarusta € paspaborena 1o mpoekt PJ[-08-164/09.02.2018 r. na ¢poun Hayunu uscnensanus na IIIY
,,Ermuckon K. IIpecmaBcku 3a 2018 roauHa.
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T.K. ce Mo/IeHsaBa. EqHa OT OCHOBHUTE IPHYMHY € B OTHOILICHUETO U MPEIPa3ChIbIUTE HA YIUTEINUTE
KBbM HTPHUTE. A TE MPEICTABISBAT MOILIHO CPEJCTBO, OCHOBHATA IIEJ HA KOETO € Jla pa3BUE IMO3UTHBHO
OTHOIICHHE KbM YUEHETO MO ¢1H 3a0aBCH U HETPAIUIIMOHCH HAunH[6].

OO0pa3oBaTeTHUTE UTPH UMAT MOTHBHUPAILO ACHCTBUE OPAAN CIETHUTE (HaKTOPH:
Te ca 3a0aBHU 3a YUCHULIUTE
00yJaeMHTe 4eCTO JJOpPU HE OCh3HABAT, Y€ Upe3 TSIX TE ydar;
pa3BHBAT Ce YMEHHMATA 32 pabOTa C KOMITIOTED;
YUYCHUIIMTE U3I0JI3BAT PA3JIMYHU CETHBA (3pPCHHUE, CIIYX) M Upe3 TSIX 3allOMHSIT I10-JIeCHO;
00yYeHUETO € HHTEPAKTHBHO;

YV YV VY

Kakro Bceku enun moaxon B 00y4eHHETO, TaKa U TO3U UMa U HeJIOCTaThIH:
» aKo Wrpata € CBbp3aHa C IPENOAAaBAaHETO HAa YpPOK 3a HOBH 3HAHUS, CE€ HaMajsiBa
MOTHBAIMATA HA YYCHUIIUTE OT YETEHETO HAa YICOHHUIIH.

» YUCHHLUTE CE ,,IPUCTPACTABAT U TYOAT HHTEPEC KbM TPAAWUIMOHHNS HAYMH Ha 00yUueHHe

KoMmioTepHUTE Urpy MOraT Ja HaKapaT UrPaclIuTe Ja Npuiarar MHUPOK KPbI' OT YMEHHS 32
peliaBaHe Ha MPEIU3BHKATEICTBATa, [MOCTABEHH B MIpaTa, KOUTO ca CBBP3aHH C UYETECHE, MHCAHE,
MaTeMaTHKa, HaOloaTeTHOCT, IIeeHe, TaHIlyBaHe U 1p. Besdka eana oOpa3oBaTenHa Urpa cromara 3a
Pa3BUTHETO HA MHTEIUTCHTHOCTTA HA WHAWBUAA B PA3IMYHU aCTIEKTH.

Urpara, B 3aBHCUMOCT OT ,,AHCTPYMEHTA“, ¢ KOWTO € Ch3AaJeHa, MOXKE J1a CTUMYJHUpPa U IO-
BHUCOKM KOTHWTHUBHM HHBa. Taka Hampumep, enHa He OCOOCHO CIIOKHA Wrpa, pealu3upaHa ¢
IpOrpaMeH e3UK, ¢ KOITO y4eHHLUTE Ce 3all03HaBaT B ONpPEJIENICH €Tal 0T 00yYeHUETO CH, MOXKE Ja
ObJe moo0peHa OT ChIIUTE TE€3W YUCHUIM, B MOMEHTA, B KOMTO Te OBNaJICAT NaJCHUs €3HK. 3amaqaTta
MOXe nAa ObJe olle I0-1eCHa, ako 3a CH3AAaBAaHETO Ha WIpaTa C€ H3MOJI3BAT NPOAYKTH, KOUTO
YUCHHUIIMTE W3y4yaBaT IbBJIr0 BpeMe W Mo3HaBatr no0pe, kato MS PowerPoint, MS Excel, Paint u T.1.
Ha cnenpamara cxema (¢ur.l) ce mpemnara uaes 3a oOma cxeMa Ha NPHIOKEHHETO HA WUIPHTE,
0a3upana Ha TakCOHOMUsITa Ha biaym.

OueHKa ‘

Paszpatotse

HLH CuHTE3 ‘

moJ00pABaHE .
Ha

AHanwmz

Hrpa

MpwunaraHe

PasbupaHe

R

Bb3anpuemaHe

Owur.1 Cxema Ha IPUIIOKEHUETO HA UTPHUTE, Oa3upaHa Ha TAKCOHOMUsATA Ha biyMm

Ot cxeMarta cTaBa SICHO, Y€ CaMUsl UTPOBH IPOIIEC 3alI0YBa OT HUCKUTE KOTHUTUBHU HHUBA, HO B
3aBUCUMOCT OT CJIOKHOCTTA Ha UIpaTta, MOXe J1a J0CTUrHe U Bucokure. OT apyra cTpaHa — MpOLEChT
Ha Ch3J[aBaHe Ha UIrpa, MpeJIosara, 4e HUICKUTE HUBA BeUe ca IMPEMUHATH U 3acsira OCHOBHO aHAJN3a,
CHHTE3a U OLIEHKATa, HO OCTaBa Bb3MOYKHOCTTA J1a CE 3acATaT U HUCKUTE HUBA.

OcBeH N03HaBaTEIHUTE YMEHUS € Ba)KHO U KOU TUIIOBE MHTEJIUI€HTHOCT MOXE Ja CTUMYJIHMpa
MPWJIAaraHeTo Ha UrpoBus nojxoi. ChIIecTBYBaT pa3IMYHA TAKCOHOMMH. B craTusTa € pasrieaana
Ta3u Ha X. I'apaabp. KeM MOMEHTa B TeopusiTa CH 3a MHOXXECTBEHATa MHTEJIUICHTHOCT I'apaHbp
OINHCBa § TUNA:
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1) nmuHrBHCTHYHA WM BepOallHa MHTEJIMTEHTHOCT — CHOCOOHOCTTA Ia Ce W3IOJI3Ba €3MKa B
MUCMEH U YCTEH BUJL

2) JIOTHKO — MaTeMaTH4YecKa MHTEIUICHTHOCT — CIIOCOOHOCTTA Ja ce Olepupa ¢ YHCia U Ja ce
MHUCIIH PalliOHAIHO

3) BH3yaJHO — MPOCTPAHCTBEHA HMHTEIMI'CHTHOCT — CIIOCOOHOCTTAa Jla C€ MHCIU B KapTHHH,

rpau4HO Aa ce u3passiBaT Pa3IuyHU UAeu

4) My3WKaJHO — PUTMHUYHA MHTEIUTCHTHOCT — CIOCOOHOCTTA Ja Ce Bh3IpPHEMa M OLCHSBA

MY3HKaTa , KaKTO U J1a c€ Ch3JaBa, TpaHc(hopMupa 1 U3IIbIHSIBA.

5) TenecHO — KUHECTETHYHA HHTEIIUTCHTHOCT — CIOCOOHOCTTA J1a CE M3I0JI3Ba €3MKa Ha TIOTO

3a caMOMu3pa3sBaHe; Jla ce MpenaBaT Pa3iIuiHU YyBCTBA U €MOIMU Ype3 JBUKEHUS
6) MHTeprmepcoOHaTHA WHTEIMICHTHOCT — CIIOCOOHOCTTa Ja Ce BB3IpPHEMAT 4YyBCTBATa,
HACTPOEHMATAa W MOTPEOHOCTUTE Ha APYIHTE, KAKTO M YMEHHETO Ja MM CE OTBBbpPHE IO
MOJXOASII HAaYuH

7) WHTpalepCOHAJIHA HHTEINTEHTHOCT — CIIOCOOHOCTTA ga pasdupame cebe CH, CHIHHTE U
crabure cu CTpaHH, yOeKIeHHsATa, MOTUBALIMUTE, HACTPOCHUATA, JKEIAHUITA, MUCIUTE W
EMOIUHTE CH.

8) HaTypaJMCTHYHA WHTEIHICHTHOCT — CIHOCOOHOCTTAa Ja ce pasbupa HpUpoaaTa M jJa ce
JOJIaBsIT 3aKOHOMEPHOCTH

YHCTO TEXHOJOTUYHO BCAKA €AHA OT ONMCAHUTE WHTEIMTCHTHOCTH MOKE 1a Obie CTUMYJIMpaHa,
C TOMOIIITa Ha TOAXO/SIIN KOMIIOTEPHHA UTPH, HO B Mpolieca Ha oOydeHre € BaXKHO Jia ce moadepe
HAM-NOJAXOAIINS METO/ 32 JOCTHTAaHETO Ha OmpejesieHa Iell. ABTOPUTE CUMTAT, Y€ KOMITIOTHPHHUTE
UIpH ca HAW-MOOXOAALIM 3a CTUMYJMpaHe Ha JMHCBUCTUYHATA, JIOTHUKO-MareMaTHyecKara U
BU3YaJTHO-TIPOCTPAHCTBEHATa WHTEIUIEHTHOCT. MoraT Ja ce mpuwiarar yCIelIHO M MPH IOMOIIHU
JNEHHOCTH, CTHMYJHMpAIld MY3MKAaJIHO-PUTMUYHATA ¥ HATypAIMCTUYHATA WHTEIMICHTHOCT. 3a
CTUMYJIMpaHE Ha OCTaHAJHUTE THIIOBE MHTEIUICHTHOCT, CHIIECTBYBAT M MO-JOOpU CPEACTBA, HO MPHU
KeJlaHWe OT CTpaHa Ha YUHUTEJS M YUSHHUIIUTE CHIO MOTaT Aa ObAaT NPUIOKEHH KOMITIOTBPHH UTPH.

3. O6pazoBartenna urpa ,,CKpuTH npeaMeTn

B craruara e pasriegana wurpara ,,CKpUTH TIpeAMETH, KaTo ca NPEICTaBEeHHW HEHHUTE
BB3MOKHOCTH, KaTO METOJ M KaTo CpeACTBO Ha oOyueHue. Urpara moxe na Obae mpemocTaBeHa Ha
3aMHTEPECOBAHMTE Ja S U3M0I3BAT B YUeOHMS pOLIEC.

OcHoBHaTa WJiesl HA WrpaTa € Jia ce OTKPHUSAT OMpeJiesieH Ha0op OT MpEeAMETH, B CIICIHaTHO
Ch3/1a/IeHa 3a LieNiTa KapTUHA, 3a onpenesneHo Bpeme. [lpu oTkpuBaHeTo Ha mpeaMeTa UrpaybT TpsAOBa
Jla HaTUCHE JIeBUsl OYyTOH Ha MHUIIKaTa. AKO TO3U MpPEAMET € Cpell ThPCEHUTE TOi OuBa oTneneH. B
MPOTHBEH CITy4ail 3ByKOB CUTHAJI ChOOIIIaBa 3a JIOIyCHATATa TPEIIKa. AKO HIpauybT 3alI0YHE Xa0THYHO
Jla HAaTHCKA MpeIMeTUTe B KapTHHATA ClIe[Ba HaKa3aHWe. ABTOMaTHYHO BPEMETO, C KOETO pasroJiara
3a MPUKJIIOYBaHE Ha JaJieHaTa 3a/laya HamaisBa. Upe3 Ta3u Wrpa ce pa3BuBa HaOIOJATEIHOCTTAa Ha
urpada. Ts e ocobeHo 100po cpesCTBO 3a U3ydaBaHe Ha TyMHU Ha UyXK[ €3UK.

[Ipeamer Ha cTatusiTa € pa3pabOTBAHETO Ha KOMITIOTHPHA MTpa OT TUM ,,CKPUTH TpEeAMETH",
KaTo CpeJCTBO, LEINSIIO MPOBEpPKa HAa YMEHHUATA W 3HAHMATA HA y4YeHWIHTe 10 ,,JIHQopManmoHHU
texHosorun™“. Urpara e ch3ganeHara B CbOTBETCTBHE C IbPKABHUTE 00Pa30BATEIIHN W3UCKBAHUS U €
HpsIKO cBbp3aHa ¢ TemaTa “KommroTspHa cucreMa™ B 5 knac. Llenta Ha urpaTta € yu4uTessIT 1a MOXe J1a
MPOBEPU JIOKOJKO BCEKH €AMH YYCHHUK € YCBOWJI MaTepHuaja MO Ta3d TeMa W Jald OYaKBaHUAT
pe3yiTaT € MOCTUTHAT.

IpencraBeHara urpa e paspadorena B Microsoft PowerPoint u moxe na Ob1e craprupana Ha
BCEKH €IMH KOMIIOTHp ¢ mHctanupan Microsoft Office maker. Ilpu craprupanero Ha urpara ce
MoKa3Ba HayaJleH €KpaH C MMETO Ha WrpaTa, KaKTO M KPaThK CIOKET — KbJie M Kak Ce pa3BuBa
neiicTBUeTo. 3a Taka AeUHUpaHATa LeNl UrpaTa € paselieHa Ha TPU HHUBA, KaTO MPeau BCSIKO HHUBO €
yKa3aHO KaKBO TOYHO C€ M3MCKBa OT UIpaya B JajeHara cUTyauusi. Bpemero 3a BCAKO €IHO HUBO €
TOYHO OIPEJIENICHO, KATO HUBAaTa ca pasnpeielieHn 110 TPYIHOCT. BbB BCSIKO OT TpUTE HUBA MPH BIPHO
OTKPHUT TpPEIMET ce 4yBa 3BYK HamomoOsBail kamMOaHEH 3BBH IOCTEIBaH OT IMpPEeMaxBaHETO Ha
IpeaMera OT KapTHHKAaTa, a IPY HATUCKAHETO Ha MpeaMeT, KOITO He € U3MEKAY ThPCEHUTE 3BYKBT €
KaTo Ha ,,TOKOB yaap®.
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B mbpBo HEBO ((ur.2) ce meau Aa ce MPOBEPST 3HAHUATA HA YYCHHIIUTE OTHOCHO OCHOBHHTE
YacTH Ha €JHa KOMIIOThPHATA CHCTEMa M Jald MOXE Jia TH pa3lo3Hae H3MEXIAy MHOXKECTBO
pa3IUYHU TpeAMETH. YUCHHKBT TPsOBa Ja chyMee Ja OTKpUE KyTHs, JBa MOHHTOpA, KIaBHATYpa,
MUIIKA, BHJIEOKapTa, IMpOIecop, Kamepa, MHKpPO(OH, CIYIIadKH, AbHHA TUIATKA W TPUHTEp, 3a

OIpeaACICHO BpEME.

®ur.2. [TbpBO HUBO

BbB BTOpO HHBO (pur.3) yu4eHHUKBT TpsOBa Ja MOXE Aa pasllo3HABA PA3NUIHUTE BHIOBE
HocuTenu Ha uHpopmarus. [IpenmeTnTe, KOUTO ce THPCAT B TOBAa HUBO ca: aAuckera, SD kapra, USB
(am-namMeT, KOMIAKT JAUCKOBE.

®wur.3. Bropo HUBO

B tpero HuBO (pur.4) ce THPCAT KOMIOHCHTHTE, HYXXHH Ha TJIABHOTO IEWCTBAIO JIUIE B
MPEIJIONKCHHUSI CEOXKET 32 CTII00SBaHETO Ha KOMITIOTHD ChC TOYHO OMpe/ieHa KoHpurypanus. Hyxuaurte
3a 1eNTa MpeIMeTH ca M30POCHH SIUH 10 €UH B WHCTPYKIIUHUTE 32 TPETO HUBO. T'hil KATO CIIUCHKBT
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Ha TBPCEHHUTE MPEAMETH € IBJIBI B TOPHUSAT JIAB BI'bJI € HocTaBeH OyToH “nH(O. [Ipu HaTHCKAHETO
My C€ MOsBSIBA COIUCHK C UMEHATa Ha BCEKU CAUH MPEAMET.

®ur.4. Tpero HUBO

Taka mnpemyokeHara wurpa coomara 3a pPasBUBAHETO HAa BHU3YAJHO-NPOCTPAHCTBEHATA
HWHTEJIMITCHTHOCT Ha o0y4yaemuTte. Clell KaTo YYeHUIUTE ca UTpajii Ta3u Mrpa, ClieABallara 3ajgaJa 3a
TAX MOXe Aa ObAe nJa ch3dajaT caMd clenBalo HUBO. Moxe Ja MM ce JAajge KOHKpEeTHa
KOH(UTYpalusi Wik ONpeJlesIeHN XapAyepHH eleMeHTH. Moxe Ja ce ane cBo0oaa YUYCHUIIUTE CaMu
Jla pemar KakBo Ja BKJIIOYBA CIEABAIIOTO UM HUBO. TakaBa 3a/aya IIe € CBbp3aHa MPsKO C YMEHUATA
Jla aHAIM3UPAT Pa3IMYHH BH3MOXHOCTH 3a pealn3alysi HA HUBOTO, CHHTE3UPAT HY)XKHUTE rpaduvHu
00€KTH, 1a TOAOUPAT U OLECHABAT MPABUIHHU U HENIPABUIIHU OTTOBOPH.

CnenBa #a ce CIOMEHE M CHJIHaTa MEXIYNpEAMETHa BPb3Ka HA Ta3d WUIpa C HANpPaBICHHUETO
Obirapcku e3uk. B mamenus eran mo UT ce m3yuaBaT peamiia TEpMHUHU, KOUTO Ca HOBH 32 BCHUYKH
YYEHHIIM, HO 0COOCHA TPYIHOCT NMPEACTaBIABaAT 3a [enara, KOUTo ci1abo BIaaesT ObIrapcku e3uk. 3a
na pasbepe KakBO ce M3HCKBA OT HErO BBB BCSKO €JHO HHBO, YYEHUKBT TpsOBa Ja mpoyere
WHCTPYKLMHTE, a BIIOCIEACTBHE Jja IPON3HECEe UMEHATa Ha KOMIIOHEHTHUTE (aKO YUUTENIAT OpraHu3upa
rpynoBa pabota ¢ urpara). Ta3u 3agada He € JieKa 3a Jenara, pacTALIM B JBYe3WYHA Cpela, KbICTO €
HaJMIe e3nkoBata Oapuepa. Te3u jgena Biagear ObArapckus KHWKOBEH €3MK HeJIoCTaTh4YHO. MIMeHHO
UTPH OT TO3U THUII ca 0cOOEHO IOJIE3HU 3a paboTa C Jeua OT MYJITHKYITYpHa cpena. Te morar na
CTUMYJHpAT UHTEPECa UM KbM IMPEeIMeTa 1 )KEJIAHUETO J1a YeTaT U TOBOPAT Ha OBJITApCKHU €3HK.

3akmo4yeHue

[IpennoxenusT npuMep Moka3Ba, ye €Ha JieKa B TEXHOJOTMYHO OTHOIIEHHWE WIpa, MOXKE Ja
ObJIe TI0JIe3eH MHCTPYMEHT 3a CTUMYJIMPaHe Ha MHTEIMTEHTHOCTTA Ha YUCHUIINTE, 32 MMOBHUIIABaHE HA
KOTHUTHBHUTE UM CIIOCOOHOCTM M 3a MOTHUBUPAaHETO MM 3a paboTa B yuwiuine. CbBpeMEHHHTE
yueOHHIM [/] ca HAacOo4YeHH KBbM Ch3/IaBAHETO HA WHTEPAKTHBHHU YHPAKHEHHS, KOUTO 1O TojsMa
CTEIIEH MOrarT Ja C€ CpPaBHAT C KOMIIOTHPHUTE UrpH. Ha TO3M eram, yuuTensaT pasnojara ¢ OrpoMeH
HaboOp OT TOTOBM WIPH, pa3NpocTpaHsBaHM B MHTepHET NPOCTPAaHCTBOTO, KOMTO OW MOTBJI 1A
aJanThpa 3a HYX/JIUTE Ha y4eOHHs TpOIeC, WHTEPAKTUBHH YYeOHWIM Ha HSKOM H3JATe]CTBa W
BB3MOKHOCTTA CaM Jia Ch3/laBa KaKTO Ha HJEHHO, TaKa U Ha IPOTPaMHO HUBO 0Opa30BaTEIIHU UTPH.

HezaBucuMo OT HampaBeHUST U300p € BaXKHO Ja OTOCNEKHM, Ye UIPUTE CTUMYJIMpPAT HHTEepeca
KBbM YUYEHETO, HO CJIe[iBa Jja C€ IpuiaraT OCh3HATO M LIEJIEHACOYEHO, 3a J1a CE IOCTUIHE OYaKBaHUS

pe3yirar.
COGNITIVE LEVELS IN APPLICATION OF COMPUTER GAMES IN THE EMILIYA KOLEVA, NATALIYA PAVLOVA
FIELD OF INFORMATION TECHNOLOGY EDUCATION 211-216

215



References:

1. Uzunov, K., 2014, ,,Computer and serious games - nature and application. Place of serious
games in education®, The Scientific Papers of university of Russe, vol 53, ser. 1.2

2. Marinova, V., Stariradeva, Y., Tsvetkova, S., 2012, Computer v Kkontekste novyh
informacionnyh technologiy obucheniya. International scientific conference ,,MATTEX 20127,
Shumen, p.284-286.

3. Kardalev, Ya., 2011, ,Implementation of computer and video games in education®, Sofia
university journal of educational research, Sofia, issue.4

4. Ritterfeld, U., Weber, R. , 2006, ,,Video games for entertainment and education. Playing video
games — motives, responses, consequences”, Routledge, Taylor & Francis Group, 399-413p.

5. Bandura, A., 1983, “Self-efficacy determinants of anticipated fears and calamities.” Journal of
Personality and Social Psychology, 45, 464-468.

6. Simkova, M., 2014, “Using Of Computer Games In Supporting Education”, Procedia — Social
and Behavioral Sciences, vol.141, 1224-1227p.

7. Momcheva, G., Koleva, E., Harizanov, Kr., Angelov, A., 2017, Informacionni technologii za 8
klas, Bulvest-2000

COGNITIVE LEVELS IN APPLICATION OF COMPUTER GAMES IN THE EMILIYA KOLEVA, NATALIYAPAVLOVA
FIELD OF INFORMATION TECHNOLOGY EDUCATION 211-216

216



