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GAMIFICATION - ONE OF THE FUTURE EDUCATION TECHNOLOGIES

Abstract: This article presents the views on gaming in education. An attempt has been made to derive the
author's definition of the term. The positives and negatives of gamification, as well as some of the criticisms of
it, are pointed out. An exemplary algorithm for gamification of education is presented.
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»AKO cobM cévbpuiun HAKAKEA paboma,
mo e 6uno, 3auOmo oM A 4Yyecmean
kamo uzpa. Ako mpaoveawe oa paboms,
HUKO02a HUWO HAMaWe 0a cevpuid. “
Mapk Teen

HEC ,,MHUCHTa HAa 00pa30BaHUETO CE MPEOPHEHTHpA HE TOJIKOBA KbM HATPYNBAaHETO Ha
3HAaHHA, KOJKOTO KbM (POPMHUPAHETO M Pa3BUTHETO HA TBOPYECKOTO MHCIIEHE, KBbM
HaMHpaHe Ha HECTAaHJApTHHU pelIeHUs B XKMBOTA, KbM NPOMSHA Ha ChHIIECTBYBaIlaTa
neiicreurensoct u T.H.” (IlaBnos, bankanckwu, [letkosa, 2003:5-6). ,,HoBuTe TeXHOTOTUYHN TTPOAYKTH
Y YCITyTH W3ISUIO0 TIPOMEHSAT JKUBOTA Ha ChbBPEMEHHHS YOBeK. (...) MIIaJ0TO IMOKOJIEHUE C€ BBH3IIOJI3BA
aKTHUBHO OT IMOTEHIMala Ha MUPPOBUTE MHCTPYMEHTH W IMPEJOCTABEHHUTE OT TAX BB3MOXKHOCTU 32
JOCTHI 0 HH(MOpMAaITUs U ThPCEHE Ha PEIIeHus Ha Mpo0ieMu, 3acaramy Texaute odonHoctu' (Komnena,
2019a:5). CbBpeMEHHUTE YUYCHMIIM CE€ Pa3BUBAT B YCJIOBUATA HA JIMHAMHYHA U OOorata Ha CTUMYJIH
cpena. EnexkTpoHHUTE MenuHM, KOMIIOTHPHHUTE HWIPU W OOTaTHsl KHIDKEH Ta3ap BCEKUIHEBHO
MIPOBOKHPAT NMO3HABATEIIHU HHTEPECH ChC CBOSITA BHJIHYBAIIA aTPAKTUBHOCT. Y YallUTe C YAOBOJICTBHE
CIIEASIT 3aHUMATETHUTE O0pa30BATEIHU TpEAaBaHUs 10 TEJIEBU3UATA, YBIMYAT CE 1O OPUTHHAIHO
WIIOCTPUPAHUTE U31aHMsL, 3a0aBIABaT ce C YacoBe Mpes KoMIIOThpHUSA MoHUTOp (I'proden, 1995:59-
63, 71-86).
Wnesita 32 3a6aBHO 1 aTpakTHBHO 00ydYeHHUE, KOETO Ja MPOBOKHPA MHTEPECUTE HA YUESHUIIUTE U
Jla CTUMYJIUpa IMO3HaBaTeIHAaTa UM aKTUBHOCT, AaTupa oT BekoBe. Omie npe3 [V B. mp.H.e. BENUKUAT
npeBHOIrpblKH punocod [lnaTon mpo3upa noTpeOHOCTTAa Ha JelaTa OT urpa u 3abasnenus (Ilnatow,
1972:271) u B cbunHenueTo cu “/IbppkaBaTta” oTHpass ciegHarta npenopbka: “O0yuaBaiite MoMueTaTa
Ha HAYKHUTE HE C HacWIne, a KaTo ue urpast (...)" (Ilmaton, 1975:354). nesra 3a aTpakTHUBHO 1 3a0aBHO
o0y4eHHe e MOoJIKperieHa ¥ OT OCHOBOIOJIOXKHWKA Ha Tenarornveckara Hayka SIlH Amoc Komenckw,
KOHTO mpezacTaBs cBosTa ,,Benuka augakTuka” KaTto ,,eAHO BCEOOLIO M3KYCTBO Kak Ja ce o0ydaBaT
BCHYKH Ha BCUYKO (...) ¥ TO 110 HAYMH KPaThK, MpUATEH U nocieaosateneH (Komencku, 1992:22). Karo
U3XO0XKJIa OT MO3ULUATA, Y€ O0YUEHHETO ,,TpA0Ba Ja 0bJe ChoOpa3eHo C AETCKUS IyX, KOUTO IO CBOSITA
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MPUPOAA KIOHH KbM NPUATHOTO, BECEIOTO U UTPUBOTO, HO, OOILIO B3€TO, CE CTPaxyBa OT CEPHO3HOTO U
CTPOTOTO” YELIKUAT IeJaror ce oOsBsBa 3a ChbUYETaBaHE HA IOJIE3HOTO C NMPHUATHOTO M 3a Ta3M Lel
Ipenjara BbBEXKAAHETO Ha Pa3IUYHU WIPU C TaTAHKU, ChCTE3aHUSA MEXAY YUEHUIUTE, TUAAKTUUYHHU
urpu (Komenckn, 1992:236,124,220,162). IlobenuTennTe B OCIETHUTE [Ia CE YAOCTOABAT CHC 3BAHUS
B 00J1acTUTE, B KOUTO Ca AEMOHCTPUPAIH Hal-OOLUIMPHH M 3abJIOOUYECHHU 3HAHHS — HAPUMEpP JOKTOP,
JMCaHCHE M KaHIUIaT Ha MEAUIIMHATA — 32 3HaHUS B 00J1acTTa Ha OMOJIOTUATA; I1ap, MUHUCTPH, KaHIJIEp
— B obmecTBenuTe urpn — u ap. (Komenckwn, 1992:162).

[Ipe3 paznuunuTe emoxu uaedra 3a 3a0aBHO OoOyueHHE ce TMOJKpeNs W OT MHOTO IpYru
muciutenn — Keuatmman, Buropuao na ®@enrtpe, @pancoa Padne, Mumren a0 Monten, Tomac Mop
u Tomaso Kammanena, xon Jlok, XKau-JKax Pyco, Moxan ®punpux Xep6apr, Jlxon Jou, Xenpu
Inaxpoy3, Buomuno Ipumo, Hoxan Xboii3uHxa u ap.

ITocouenara uznes 3a eAMHOCICTBUE MEKAY PAOCTTa OT 3a0aBJICHUETO U LIEJINTE Ha 00y4YCHUETO
HE € HoBa 3a 0O0pa3oBaHueTo. Ts OMTYBa B IieJarornieckara Hayka MHOTO OTJaBHA U peau3nupaHeTo i
ChC CPECTBAaTa HA MEIUHUTE U MOACPHUTE HH(POPMALMOHHH 00Pa30BaTEIHN TEXHOJIOTHH € CaMO HeliHa
KOHKpETH3allysl B CbBpeMEHHUTE yciaoBUA. Te3u cpelcTBa 060raraBar 3HaUuTEIHO, Bb3MOKHOCTHUTE 32
OCBILECTBABAHETO i, HO B HUKAKBB ClIy4yail HE T U34YepIBart.

JlHec oOydeHneTo B MacOBUTE YYIIIUINA (M B YHHBEPCUTETUTE) MPOIBIDKAaBa Ja Cle/IBa Jo0pe
MO3HATHS YTHIKAH BT HA TPATULMATA. A TS MOBEJABA, Y€ YUYEHETO € CepHO3Ha JIEHHOCT, N3UCKBAaIla
MHTEJIEKTYalH! YCHIIUS U He TpsiOBa 1a nMa HUILIO 00110 cbe 3a0aBaTa, KOsTO Io MpuHU3sBa. B npoueca
Ha o0y4eHHe YYeHETO W urpara He TpsOBa Jla ce MPOTUBOIOCTABAT, Thil KaTO T€ HE Ca B OMO3UIIMSL.
,,HadanoTo u KpasT Ha Halata JUIaKTHKa 11e Ob/ie THPCEeHEeTO M HAMUPAHETO Ha HaYHH, C TIOMOIIITA Ha
KOITO y4nuTeIuTe MO-MaJKo fa 00y4yaBar, a yueHHLIUTE [T0BEYe Jja Hay4yaBaT; B yUWIMIIATA 12 UMa II0-
MaJIKo IIyM, IPUHYAA U 0e3M0Ie3eH TPy, a IoBeue CIOKOMCTBHE, paJlOCT U TpaeH ycmex (...)* — muie
S1. A. Komerncku (Komencku, 1992:24).

VYueHeTo u urpara ,,Haii-yCIIeIHO ce pa3JessaT TOraBa, KoraTo yUuTeJInTe KaxkaT, 4e ,,ydeHEeTO He
€ Urpa, a TPy/IHO U OTTOBOPHO 3aHUMaHHe™ (...), KOraTo Bb3pacTHUTE HE WIACHTUPHUINPAT YIHIHIIETO
Karo MscTo 3a urpu. ChxpaHeHa e pediuekcusTa OT MUHAJIOTO 3a ,,CTPOroCcTTa M CEpHO3HOCTTA™ Ha
MHCTUTYIMSATA, @ HA WIPaTa, 3apajy eJeMeHTa 3a0aBiicHHe, Ce MPUITMCBA JIeKoBaT xapakTep (Pu3os,
2018:31). B yumnumaTta gHec npeo0iiasaBa CJIOBECHOTO 00ydYeHHE, OCHIISCTBSIBAHO C TPAJAUIIMOHHU
MeToqu U cpeacTBa (AraHacoBa, BuranoBa, 2002:10-11). Hakonko crepunHH y4eOHU LENH, MAJKO
0000IIIeHO ChABPKAHKE U CJIEe]l TOBA BBIIPOC C MHOTOKpATeH M300p HE € HAauWH Jia Ce aHTaXuparT,
BBJIHYBAT Wi MoTuBHpart y4amure (Kapp, 2018, https://elearningart.com/). ToBa Boau OT e7Ha cTpaHa

J0 HEBB3MOXKHOCT Ha OGpaSOBaTeHHI/ITe WHCTUTYIIUHN [1a YAOBJICTBOPAT HCHIPEKHCHATO HapaCTBAIUTE
HOTpeGHOCTI/I Ha Y4YCHUIIUMTC, a OT Apyra OO0 OTYYXJACHUC OT TAX Ha HOBATa ICHEpalusd, KOATO €
MPEIMMHO ayAHO-BH3yalHO OpUEHTHpaHa. ,,MHIycTpHamHOTO (M MOCTHHIYCTPUATHOTO) YUMJIHIIE
MPOJBIDKABAT TIPOlleca Ha OTYYXKJABaHE OT CBOETO OCHOBAHWE — ydeHETO. J[HeIIHUTE poIUTeNH U
YUUTENN CHOJENAT BCE MO-4€CTO, Y€ B YUMJIMIATA BCE MO-MAJIKO C€ Y4H, a U3BBH TSIX — BCE MOBEUE
(Puzos, 2018:33-34).

Ako upe3 ,,Homo Ludens“ ce wu3pa3sBa ONTUMHUCTUYHHMSAT BB3IJICA 3a YOBEIIKATa HIPOBA
OUTHUIHHOCT, MOXKE OM € BpeMe Jla Ce MPUIOKH TO3H BH3TJIE] KbM PEATHOCTTA HAa YUYHIIUINETO U JIa Ce
MIPOBEPH JAJIA TO HE MOYKE J1a ce IpeBbpHE B ,,School Ludens* (urpaemio yumnuiie) (Pusos, 2018:5). B
JTUTHTAHATA €10Xa YIYCHUKBT OBbP30 Ce OTeryana, JIECHO I'yOM MHTEepEeC M MOTHBAIVSI TIPU 00yUeHUE C
KOHBEHITMOHAIHH U OCTapeIv METO/IM Ha OOYYEHHUE U KaTo CIIEACTBHE HUCKA MIO3HABATEIHA aKTUBHOCT
B IIponeca Ha 06y‘leHI/Ie, HUCKM W HCYIOBJCTBOPUTCIIHMU aAKaJCMHUYHH PEIYJIITATH, HETATHUBHO
€MOIIMOHAITHO ChCTOSHUE HA YUCHHUIIUTE.

Wneure 3a reiimudukaiiys B 00pa30BaHUETO Ca B YHUCOH C MJEATA 3a JUJAKTHYeCKa aHUMAIHS,
¢ punocoduunte Ha 00pa30BaHUETO HA OBACIIECTO (KOHCTPYKTHBH3bM M KOHCKTHBU3BM) U MIPEICTABUTE
3a TIapaMeTPUTE Ha JTMYHOCTHO OPUCHTHUpaHATa 00pa3oBaTeliHa MapaurMa, MPH KOSITO YUYCHHUKBT € B
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LEHThPa HAa IENAarornyeckoTo B3auMozencTBHE. T03M HOB TPEHA B 0OPa30BaHMETO C€ IOBJDKU Ha
BKJIIOYBAHETO HA PAa3IUMYHU KOMIIOTBPHH HIPU M CUMYJNAallMM B IIpoleca Ha o0OydeHHe.
lefimudukanusaTa MoXe Ja ce peanu3rupa KakTo IOCPeACTBOM (pparMEeHTapHOTO BKIIIOYBAHE B MTpolieca
Ha OOy4YeHHEe Ha OTIENIHU EJEMEHTH OT WIPUTE, TaKa M IOCPEACTBOM ISUIOCTHH WIPOBH CIOXKETH.
VYdacTBaliku B TAX, YYallUAT WUTpae M Y4 €AHOBPEMEHHO - OOCTOSTENICTBO, KOETO YPaBHOBECSBA
MOTPeOHOCTHUTE OT UTPa U YCBOSIBAHETO HAa YUEOHOTO ChABPKAHMUE.

Teiimupuxanusra (gamification) e xoHmenmus ¢ rojsMa IpUTEraTeiIHa Cuia, KOITO OT €IHa
CTpaHa MOTHBHUPA, MIOATHUKBA M BHBIMYA MOTPEOUTENUTE B OMpeleNeHa IeHHOCT, a OT Apyra cTpaHa
ChJIeiicTBa 3a pa3BUBaHE HA IOTEHIIMAJa HA YYaCTHULIUTE U IIoMara 3a OTKJIIOYBAHE HA CKPUTHU 3aJI0K0U
B Apyru. TeXHUKHUTE, CTPaTETUUTE U TAKTUKUTE U MOTAT Jja c€ BHEAPAT BbB BCsAKA cepa Ha YOBELIKHUS
KHUBOT W Ja MPEBbPHAT TPAaJUIHMOHHUTE NpOONEeMH M 3aJa4d B HMHTEPECHH M 3alUICHSBAILU
MpeIM3BUKATENCTBA. BCHYKO TOBa JjaBa OCHOBaHHE /1a C€ TBBPAM, Ue UrpoBm3anmara (gamification) e
€IWH OT WHCTPYMEHTHTE, KOWTO MOXeE Ja ChJIeicTBa 3a pellaBaHe Ha HAKOW OT MpOoOJIeMHTE B
chBpeMeHHOTO oOpa3oBanue (CrosHoBa, Tymaposa, Camapmkues, 2018:31).

TepMmunbT ,,gamification e ¢ aHMIUHCKU MPOU3XO/ U HAMA TOUEH aHAJIOT Ha OBJITapCKH e3uK. B
ObJirapckaTa HaydHa JIMTEpaTypa ce€ W3MOJ3BAT HEOJOTU3MUTE ,reMUGUKAIMSL U ,,ATPOBU3ALINS .
L IOHATHETO ,,reiiMuduKanms e o0pa3yBaHo (OHETUIHO W MOP(OIOTHYHO MOCPEACTBOM TUPEKTHO
TPaHCKPHOMpaAHE OT aHIJIUICKH €3WK M cyQuKC — 1ust. To3u Ha4MH Ha (OpPMUpaHE MAKCHMAIHO Ce
NPUIBPKA KbM OPUTMHAIHUS TEPMUH U €IHO3HAYHO I'0 OMNKCBA, HO € Ha PaBHHUILETO Ha pa3roBOpHATa
ped. Moxe 1a ce IpUYUCIIN KbM IpyliaTa Ha ,,JJOMALIHATE” )KaprOHHU HEOJIOTU3MHU, KOMTO HE OTTOBaps
Ha U3UCKBAHMATA HA HAYYHUS, OQUIIHATHO — AENOBHs ¥ myonuuucTuaHus et (CtosiHoBa, Tynaposa,
Camapmxues, 2018:32). HeomorusmsbT ,,urpoBr3anus™ € ¢ KOPeH, CBbP3aH C TyMara urpa u CyQuxc —
nzanus. B Obarapckusi THIKOBEH pPEYHHMK TEPMHHBT ,urpa” e neduHHpaH Karo: ,,1. 3abaBa,
pasBiedenue. 2. CbBKYIHOCT OT ACUCTBHS, KOUTO C€ ONPEAEIAT OT M3BECTHM NPABMIIA M CIIyXaT 3a
pasenedenue (AuapeiunH, 1976:259).

lelimudukanysaTa Bb3HUKBA B AUTHTATHO 00YCJIOBEHO BpEME W B MHOTO CITy4Yad Ce Ipujiara ¢
MTOMOIITa Ha KOMIIOTHPHA TexHUKa. [Ipe3 2002 romuHa 0KaTo MPOEKTUPa MOTPEOUTEIICKU HHTep(eric,
mo00eH Ha Wrpa, 3a €JIeKTPOHHHM yCTpoicTBa (baHKOMarh, aBTomMard, MoowiaHn Temedonu) Nick
Pelling wsnomnsea moustuero refiMudukarms. Cropea HEro ToBa € ,,’PO3Ha JyMa™, KOATO O3Ha4YaBa
»~[IpUJIaraHe Ha mojo0eH Ha urpa noTpeduTeIcku HHTepdeiic, KOMTO MpaBu eIEKTPOHHUTE TPAH3AKIINU
npusitiu 1 66p3u” (Pelling, 2011). Toit u3mos3Ba TO31 KOHIENT 3a Jia ONUILE HIesATa 3a MPEBPhIIaHe
Ha eJIEKTPOHHUTE YCTPOWCTBA B Pa3BICKATEIHN U €()EKTUBHH IUIATHOPMH.

3a pojoHaYaTHUK Ha relMUUKaNMATa B 00pa30BaHUETO ce MpreMa JTu3aiiHepsT Ha urpu Lee
Sheldon. Toii refimuduimpa YHUBEPCUTETCKUTE CH KYPCOBE KATO 3aMEHs TPAJUIIMOHHUTE EIIEMEHTH
Ha TpynoBaTa pa0oTa WJIM M3MHUTUTE C THIIMYHU UTPOBH €JIEMEHTH, a MO-KbCHO M3rpak[a CBOHTE
KypcoBe KaTo Wrpa. Bcsko ycrmeniHo 3aBbpIICHO JIeHCTBUE HOCH TOYKH, KOUTO CJell ToBa ce
npen3ducisBar u npeodpasysar B oueHka (Sheldon, 2012).

IIpe3 centemspu 2009 roguna Lee Sheldon pemasa ga mogenupa eIuH OT CBOMTE KJIacoBe 3a
JIM3aifH Ha UTPHU B yHUBepcuTeTa B MHaMaHa, kato 3a QyHJaMEHT U3I0JI3Ba KOHIENuATa 3a Massive
Multiplayer Online (MMO). MMO npencraBisiBa OHJIaliH UTpasieH PEXKHUM, B KOWTO HAKOJIKO UIpadu
ce KOHKYpUpaT W CH B3auMmojelcTBaT enHoBpeMeHHO. Kiachara My cras (“multiplayer class”) ce
NpeBpbLIa B CBAT Ha UIPH, KbAETO YUYEHHLMTE Ch3JaBaT aBartapu U (GopmupaT ruwigun. Bmecto na
U3IIBJIHABAT TPAAULIUOHHHUTE 3aJaud, YUYCHHLUTE 3alo4BaTr Aa ThpcAT (“quests”), Ja OChILECTBSBAT
Habe3u (“raids”) wim npeAnpueMaT HHAUBUYTHU MUCHH (“‘solo” missions). Haii-3HaunmMaTa npomsiHa,
kosiTo Lee Sheldon npaBu e onieHsBaHETO HA CTYJEHTUTE IO TOUKU HAa OCHOBaTa Ha onuTa. CTyAeHTHTE
3aroyBaT C HYJIEB ONUT W MoOraT Ja ce ,M3paBHAT, KaTo W3NBIHSBAT KYeCTOBE WJIM HAOE3H.
KosnuecTBOTO ONUT, KOMTO BCEKU CTYNEHT IPUI00MBA, ONIPE eIl OKOHUATEIHATa My OLIEHKA.
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PannuTe crparermy 3a redMuQHKANUsS U3NOI3BAT HArpPagdl 3a WrPayMTe, KOUTO H3IMBIHSIBAT
TTOCTaBEHUTE 3aJIa4dMl MIIA C€ ChCTE3aBaT ¢ Urpadn. BumoBeTe Harpaau BKIrouBat ToukH (Sutter, 2010),
3HAYKH 32 MOCTKCHUS WM HUBA, IPEJOCTaBsiHE Ha OTpebuTens BupTyanHa Banyta (Hamari, Eranti,
2011), mompiBane Ha JeHTa 3a Hampeabk (O'Brien, 2010). IlpemocraBsHero Ha HarpaguTe 3a
W3MBJIHEHNE Ha 33Ja4d BUIUMH 3a APYTHTE UTPAaydl WM MPEAOCTABSHETO Ha JIMACPH ca HAUYMHH 32
HachbpuaBaHe Ha urpauute aa ce cbereszaBaT (Reeves; Read, 2009).

TepmunbT ,,gamification” momy4aBa cBodTa BepHQUKAIMs/MHCTUTYIHOHATH3aws npe3 2010
roguHa. C TeueHWe Ha BpeMeTo wHjesTa 3a reiiMudpukanms u aedpununusara Ha Nick Pelling
MPEThPISIBAT Pa3BUTHE U CE TIPOMCHSIT.

Hsxon nonmysisipau fepMHAIMA HA IOHATHETO ,,gamification®:

e Karl Kapp maBa emma or Haii-ibaauTe AeuHHNKN 3a reiimudukanusara. Cropen HEro
~Arpopm3anus (gamification) € W3MON3BaHE HA WTPOBH MEXAHWKH, €CTETHKA W MTPOBO MICIEHE 3a
aHra)xupaHe Ha Xxopara, MOTHBHPAHE Ha JICHCTBHS, HAChPYaBaHE HA YUCHETO U pelllaBaHe Ha MPOOIeMHU
(Kapp, 2012).

o [Tox refimucdukanus (Gamification) ce pa3dupa NpUI0KEHUETO HA ,,ATPOBU METOJIU M TEXHUKU
B HEUTpoBU cuTyanuu. OMUTHT MOKa3Ba, Ye M3MOJI3BAHETO HA TO3W TMOJXOJ 3HAUYUTEIHO yBEIHUYaBa
epekTMBHOCTTA Ha  oOpasoBatemuus  mporec”  (Maramsuuk,  https://interactive-plus.ru/e-
articles/143/Action143-10780.pdf).

e Gamification ce oTHacs 10 Chb3HATEITHOTO BKJIFOUBAaHE Ha JAU3aHHEPCKU EIEMEHTH U TEXHHUKH,

KOUTO Ca YeCTO CpelllaHy B UTPUTE, B CHCTEMH, KOUTO He ca camara urpa (Deterding u. a. 2011; Werbach
u. Hunter 2012).

o [eiimuukanusiTa € mpuIaraHeTo Ha eJIeMEHTH Ha UTPU U MPUHLIMIIATE Ha UTpaTa B HEUTPOBU
koHTekcT (Huotari, Hamari, 2012; Robson, Plangger, Kietzmann, McCarthy, Pitt, 2015).

o [eiimudukanusaTa Moxe J1a ce OnpeieNid KaTo Habop OT JASHHOCTH U MPOIIECH 3a pelllaBaHe Ha
npoOJeMH 4pe3 W3MOJ3BAHETO WM TMPHIAraHeTO Ha XapaKTePUCTHKUTE HA WTPOBUTE CIIEMEHTH
(Marczewski, 2015);

o [[enTa Ha reMuGUKaIMATA € J1a CE YBEJINYH KEeJaHUETO Ha YICHHUIIUTE 72 YUaT U Ja TH MOTHBHUPA
Jla MHTepHATM3UPAT HATMYHATa HH(OpMaIUs Bb3MOXKHO Haif-100pe u ycnemHo. (Muntean, 2011).

o Gamification e U3MON3BaHETO HA THITMYHU 33 HTPaTa MEXaHU3MHU U3BBH YHCTUTE HIPH, C LEI J1a
ce ToBJIMsie Ha TIOBeJieHreTo Ha Xopara (Breuer, 2011);

¢ S. Deterding onmcsa remuduKanmsaTa Karo ,,M3MOJ3BAHETO HA €IIEMEHTH 3a MIPOCKTUPaHEe Ha
urpu B Heurposu koHtekcTu™ (Deterding et al. 2011a:2).

e 3a Gonzales-Scheller refimudukanusara e (...) U3MOM3BAHETO HA €IEMEHTH Ha JuM3aiiHa Ha
urpara B HEMI'POBH KOHTEKCTH, (...) (Gonzales-Scheller, 2013:38) Gonzales-Scheller ce mo3oBaBa Ha
unTepnperanuata Ha Deterding et al. (2011a:2);

o lIrpoBu3arusra e MoHATHE, C KOETO Ce ThPCH OTpa3siBaHe Ha TEHJICHIIMATA 32 Pa3IIUpPIBAIIOTO
BKJIFOUBaHE HA UTPaTa BB BCUUKH ACIIEKTH OT )KUBOTA Ha Xopara — 00y4eHue, paboTa, ycIayrH, TF000B,
CeMeWHHM OTHOUICHUS, COI[MAIHNA POJH M OOLIECTBEHH IMO3UIIMHU, MOJIUTHKA, U3KYyCcTBO U Jp. (Pu30B,
2018);

Ot npeacraBeHUTE ONpeNeNieHHs CTaBa SICHO, Y€ aBTOPHUTE M3IOJI3BAT Pa3jIMUHU MOJIXOAM 3a
neQUHUpaHe HA TEPMHHA KAaTO BU3UPAT pa3iMYHM acleKTH Ha reiiMudukanmara. OTKposBaT ce TpU
noJxoja:

® Ie(UHHIINY, TIPU KOUTO ce HaOIATa Ha [eITa HAa TeMUPUKAIUAITA,

® Ie(UHHIINAY, TIPU KOUTO ce HabIsATa Ha HeWHUs 00XBaT;

® Ic(UHHIINY, TIPU KOUTO c€ HaOJIsATa Ha M3MOI3BAHETO i B HEUTPOBH KOHTEKCT.
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[IpaBu BneyatseHue chio, Y€ HAMA €AMHOMUCIINE OT CTPaHa Ha aBTOPHUTE Ha Ae()UHHULIUN KAKBO
TOYHO € reiimudukanusTa. Eanu s onpeaensaT kaTo NOAXOM, APYTd Kato Habop OT AEHHOCTH, TPETH
KaTo Au3aiiH. B KoHTekcTa Ha Te3u Ae()MHHULINHU TOHATHETO MOJKE JIa C€ OMPEACIIH MO CICAHUS HaYHH.

TIeiimudukanusaTa e XxeTeporeHeH, MHOrOAUMeHCcHAJIeH (PDeHOMEH ChC CJ10KHA npupoaa. Ts
€ TeXHOJIOrHsI HA 00y4YeHHe U € CPEJCTBO HAa JAUJAKTHYECKATa aHuManus’. Xapakrepusupa ce ¢
AMHAMUKA W MHTEPAKTHBHOCT, U BKJIIOYBA UI'PDOBM MeXaHUKHM M ecTeTuka. OcHoBaBa ce Ha
NPUHUUIIATE HA UIPATAa U Ce M3MO0/I3BAa U B HEUTPOBHM CUTYaLMH, T.e. UMIUIEMEHTHPAHETO HA
UTPOBH eJleMeHTH HA MJICTO, Kb/I€TO Te N0 NPUHIUI He cbllecTBYBaT. ChaelicTBa 32 pa3BUTHETO
Ha MMHCJIEHeTO (TBOPYECKOTO, KPHUTHYHOTO), NOBUIIABAHE IO3HABATEJHHMSI HHTepec M
KOHUEHTPALHUSITA HA BHUMAHHETO, MOTHUBHPA, AHTA)KMPA, AKTHUBH3MPA YUYEHHKA 32 ydyacTue B
npoueca Ha o0y4yeHue, HACLPYABa YYEHETO.

OCHOBHH XapaKTepUCTUKH Ha TCHMHUPUKAIHSITA Ca:

® IMHAMMKA — U3I0JI3BaHE Ha CLEHAPHM, U3UCKBALIM BHUMaHUE OT CTpaHa Ha MOTPeOHUTeNs U
peaKius B peasHo BpEME;

® IMJAKTHYECKA aHUMANUs — chenuduYeH MOoaXoa B o0OydeHHeTo, H3passiBall ce B
o0orarsBaHEeTO My C UTPOBHU, 3aHUMATEIJIHH, 3a0aBHH, aTPAaKTUBHH €JIEMEHTH, (DOpMaJIHU 110 OTHOLLICHHE
CHIBP)KAaHUETO Ha Yy4eOHO-TIO3HABATEHUTE JACHHOCTM W HACOYEHH KbM CTHUMYJIUPAHETO Ha
MOJIOKHUTEIHN €MOLMOHAIIHY MIPEXHUBSIBAHUS, CBBPAHU C TAX; AWAAKTUYECKATa aHUMAaLHUs € TePMHUH,
KOUTO CHHTE3Mpa HIEUTE Ha Melarorukata Ha cBOOOTHOTO BpeME M TPAAWLHOHHHUTE TUAAKTUYECKU
MOJIXO0/IH;

® aHMMATHBEH eJIeMeHT HA y4eOHO0-T03HABATETHATA A HOCT — KOMIIOHEHT OT TeJIarOrn4ecKka
TEXHOJIOTHs Ha 00y4eHHEeTO, crieudHUeH eleMeHT Ha y4eOHO-TI03HaBaTeIHaTa JeHHOCT, KOWTO UMa
(hopMaTHO OTHOIIEHHE KbM HEHHOTO ChIbpKaHUE U OJNArONPHUATCTBA MPOsiBaTa U CTUMYJIUPAHETO Ha
MOJIOKHUTEIHA E€MOLIMOHAIHN TNPEXUBABAHUS, EKCIpecus, MmomoOpsBa MOTHBALUATA W IOBHUILABA
AKTHUBHOCTTA Ha YUCHUIIHTE;

* aHMMATHBHU CpeICTBA — KaTO TaKWBa C€ IpUeMaT HOBUTE HMH()OPMALMOHHU U
KOMYHHUKAIIMOHHU TEXHOJIOT'UH, UTPUTE, CPEACTBATA HA PA3IMUHUTE U3KYCTBA, TPEHUHIa, XyMOpa U 1p.;

® MEXaHHKHM — H3IOJI3BaHE Ha EJIEMCHTH, XapaKTepHH 32 KOMIIOTHPHUTE WTPH OT THIA Ha
BUPTYaJlHU Harpajy, CTaTyCH, NMOJapblid U T.H., ,,0NpeJelieH Ha0op OT MpaBwia, KOUTO JUKTYBaT
pesyirata oT B3auMojeicTBusTa B cucremara“ (Marczewski, 2015:15), K. Kapp yrounsBa, ue
MEXaHUKUTE Ha UIPUTE, KaTO NMpeMUHaBaHE Npe3 HUBA, NeUesIeHe Ha 3HAYKHM U TOYKH, BPEMEBU
OTpaHWYEHHS W OTYMTAaHE Ha pPE3yNTaTH ca TPaJUBEH EJIEMEHT 3a Ipolieca Ha HIPOBH3ANMUATA
(gamification), HO He ca JOCTaThYHM, 32 Ja 3aWHTPUTYBAT W aHTAXHpAT YYACTHUIINTE; Te ca
WHCTPYMEHT, a (yHJAMEHTHT BbPXY KOHUTO TpsiOBa 1a ce m3rpakia mrpoBu3anusaTa (gamification) e
»AHTRKUpaHe, pa3ka3BaHe Ha MCTOPHH, BU3yalH3alldsl Ha TIEPCOHAKUTE M pelllaBaHe Ha MpoOiIeMu‘
(Kapp, 2012);

e eCTETHKA — Ch3AaBaHe Ha OOIIO BHEUYATICHHWE 3a WIpa, JONPHUHACSIIIO 32 E€MOLMOHAIIHA
BBBIIEYCHOCT, T4 € ,,(DaKkTop, KOWTO MHIMPEKTHO OKa3Ba BIHSIHUE BHPXY EMOIIMOHAITHOTO ChCTOSHIE Ha
xopara“ (CrosHoBa, TymapoBa, Camapmxkues, 2018:33), K. Kapp e Ha MHeHHe, Y€ €CTETHYECKOTO
BB3JICHCTBUE Ha MHTep(elica e BaKEeH €JIEMEHT, KOWTO BiIMse BbPXY BB3MNpHUATHATA Ha xoparta (Kapp,
2012);

® UrpoBO MucjaeHe — A. Marczewski ro cBbp3Ba ¢ ,,U3I0JI3BAHETO HA UTPH U TIOJXO/IHU, MTOA00HH
Ha Urpara, 3a pelraBaHe Ha MpoOJIeMH U Ch3/1aBaHe Ha 1o-100pu npexussanus” (Marczewski, 2015),
MpeJICTaBeH M0 TO3M HAa4W KOHIENTHT ChIbPIKa JIBETe Hall-Ba)KHU XapaKTEPUCTHKHA HA UTPOBU3AIMATA
(gamification) - pemaBaneTo Ha MPOOJIEMH U Ch3/IaBAHETO HA MO-100PU NMPEKHUBSBAHNUS;
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© COUMAJIHO B3aMMOJECTBUE — OTHACS C€ JO IIMPOK CHEKTHP OT TEXHHUKH, OCUTYPSBAIIU
B3aMMOJICHCTBIE MeXITy norpedurennre, KOETO e XapaKkTepHO 3a WUTpUTE
(http://cio.bg/dictionary/164 gamification);

° MOTUBMPA JeiicTBUE — cbriiacHO uaenute Ha K. Kapp MoTuBanusTa 1aBa 1el1, HoCOKa U CMUCHII
Ha moBeAeHue u netictsue (Kapp, 2012);

e HacbpuaBa yuenero — K. Kapp cmsTa, e eHO OT Hali-BayKHUTE CBOHCTBA Ha UTPOBU3AIUATA
(gamification) e, ue moamomara ydeneto (Kapp, 2012); ToBa e Taka, 3a1[0TO C€ U3IMOI3BAT CIIEMEHTH,
TEXHUKU ¥ HAUYUH Ha MHUCIIEHE, Ype3 KOUTO ce MOpaXkaa MHTEPEC U Ce MOCTUTa BUCOKA KOHIICHTPALUS U
motuBanus (CrostHoBa, Tymaposa, Camapmxues, 2018:33).

Cnopen K. Kapp nma nBa Buaa reiimudukanus (gamification):

e cTpykTypHa reiimudurxanus (Structural Gamification) — mocraBs cTpykTypara Ha Wrpara
OKOJIO ChIbP’KaHUETO, O€3 J1a TIPOMEHSI CaMOTO ChIbpKaHue, (IpHIaraHe Ha UTPOBH €JIeMEHTH 0e3
MPOMSIHA Ha ChIBPKAHUETO); CBHP3BA CE C TOUKH, 3HAUYKH M KiIacalluy (HampuMep, MeYesT ce TOUKU
3a TielaHe Ha BHJIEO MU OTTOBOP Ha BBIIPOC);

o koHTeHTHA reiimudukanus (Content Gamification) uiau reliMupuKanys Ha ChIBPKAHUETO —
IpuIaraHe Ha UTPOBH €JIEMEHTH U HTPOBO MHCIIEHE C MIPOMSHA Ha ChABPKAHUETO, TaKa Ye TO J1a CTaHe
MO-TIPUBJICKATEITHO M XapeCBaHO (M3MOJI3BAHETO HAa UCTOPHH, TepoH, pa3paboTBaHe Ha CIMHAPUH U JIP. );
3a rediMuduIMpane Ha ChABPKAHUETO MOXKE JIa CE M3II0I3BAT CTAaHAPTHU MHCTPYMEHTH 32 pa3padoTKa
Ha e-Learning xato Articulate, Captivate, Lectora u Apyru HHCTpYMEHTH 3a cb3naBane Ha urpu (Kapp,
2018).

B 3aBucumocT OT TOBa JTOKOJKO YYEHHWKBHT € ,,[IOTOMEH B TeMHUQUKAIMITa B TpoIeca Ha
oOyueHue Morar Ja ce fuepeHIupar TpH BUaa reiMUQUKaIus B 00pa30BaHUETO:

® IbJI00KA - KOTaTO YUEHUKBT € HAITBJIHO MOTOICH B CBETa HA UIPaTa;

e jleKa - KOTraTo B Ipolieca Ha 00ydeHne ce U3M0J3BaT caMo eJIEMEHTH OT UTparTa;

e Me:KIMHHA — TIpeJcTaBiABa KomOuHamuss or gapyrute gBa  Buzga  (Kappe,
https://ino.mgpu.ru/notes/gejmifikatsiya-v-obrazovanii/).

KoraTo kbM ChIbpikaHHETO Ha IaJIeH KOHTEKCT Ce JI00aBsAT UTPOBU €IIEMEHTH U UTPOBO MUCIICHE
TOBAa HE BOJIM JI0 Ch3J[aBaHE HA UIpPa, a JI0 HTPOBO MPEKUBSIBAHE, KAaTO 110 TO3W HAYWH ChIABPKAHUETO
CTaBa TO-WHTEPECHO W BBHJIHYBAIIO, a ACHHOCTUTE MO-MOTHBUPAIIH, MMO-aTPAKTUBHH M 1M0-3a0aBHU.
Urpute 3a oOydeHMe OCUTYpsiBAT KOHTEKCT, TNPEIM3BUKATEICTBO M TPBIIKA OT MaiCTOPCTBOTO.
[efiMu(pUKAIIMOHHNTE PEIICHUS TPEIOCTaBAT KOMOHMHAIMS OT aHTaXUpAIlU eJIeMEHTH OT WIPHTE,
ycelaHe 3a nporpec (Hanpeabk) win He3abaBHa oOpaTHa Bph3ka (immediate feedback), Bucoku HuBa
Ha aHT@)XKUPAHOCT U MOTHBAIMs Ha oOy4daemure. ['eliMupukanmaTa € Ha4MH 32 B3eMaHe Ha MOTHBHUPAIIH
€JIEMEHTH OT UTPH 1 NPEIUTUTaHE HA TE3U €IeMEHTH B MHCTPYKIMSL. Te3n eleMeHTH ca KaTo KOHTYPH 32
OBJIJIsIBAHE Ha ChIAbpKaHHETO (MK mpoBail) u oOpatHa Bph3ka. 3a K. Kapp Gamification e gu3saiin.
ToBa e HauMH 3a MPOEKTUpaHe Ha OOYYEHUETO, KOETO IO MPaBU AHTAXUPAIIO, a HE H3KYCTBEHO
MPUIOKEHUE HAa UTPOBHU CIIOW KaTO TOYKH, 3HAYKHW M KJIACalluW Ha BhpXa Ha WHCTpyKiuuTe. [1o-ckopo
TOBa € CHCTEMaTH4eH W MpeJHaMepeH akT 3a BKIIOYBaHE B OOYyYEHHMETO Ype3 BHUMATEIHOTO
MperuIiiTaHe Ha MEXaHWKaTa Ha Urpara, TUHAMHKATa W €JIEMEHTUTE B JHM3aifHa Ha WHCTPYKIIUUTE.
MertadopudHo redMUUKaNUATA MOXE Ja Ce ONpeieid Karo ,,MHCTPYMEHT B TOJIIMa KyTUS OT
WHCTPYMEHTH, KOMUTO HE € 3aIBJDKUTENTHO Jla C€ H3I0J3Ba IMOCTOSIHHO, a KOraTo € IOAXOZSIIO.
CTpeMexbT € YUEHETO J]a C€ HalpaBW aHTAXHPAIo, POKYCHPAaHO W MOTHBUPAIIO. AKO HsMa BpPb3Ka
MEKIy UrpaTa U yueOHOTO ChIbpIKaHUE WM KOHTEKCT, YUCHUIIUTE OBP30 1€ OTXBBPIIAT UTpaTa HIIH
reliMupUIMpaHnTe YCHIUS KaTo 3ary0a Ha Bpeme. Ponsita Ha ucTopumTe € chliecTBeHa (HakTop 3a
e(EeKTHBHO YYeHE B yCJOBHUATA Ha reMMU(UKAINNA. YUCHHIIUTE 3aMOMHAT (akTH Mo-100pe, ako ca
NpeICTaBeHH B HCTOpPHUS, OTKOJKOTO aKo ca MpeacTaBeHd B 0003HaueH couchkk. Mcropumre
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HPEIOCTABIT KOHTEKCT M ChJCHCTBAT 3a 3aKpEIBaHE HA 3HAHUSTA U 32 MO-JIECHOTO UM U3BIMYaHE OT
criuchIty wim tadimnm (Kapp, 2018).

[eifiMu¢ukanusaTa € OTHOCHTEITHO HOBO M3CIICAOBATENICKO MOJIE M KATO HOBA KOHLICIILIUS TS BCE
Ol He € I0CTaThYHO J00pe m3cnenasana. [lopany Ta3u nmpuYuHA HSIMa OOLIONPUETO U EAUHOIYIIHO
MHEHHE OTHOCHO €JIEMEHTHTE KOUTO ChIbPIKATEIHO 51 onpeneinsaT. [loBeueTo aBTOpU ce 0OequHsIBAT
OKOJIO UJIesITa, Y€ TOBA Ca UTPOBHUTE EIEMEHTH, KOUTO MPABIT ChIBPKAHUETO B JIAJICH KOHTEKCT I10-
HHTEPECHO, TI0-BBJIHYBAIIO, 110-320aBHO M O-MOTHBHPALIO.

K. Kapp nedunupa ocem MUrpoBH €IEMEHTH, KOUTO MPABAT YYEHETO MO-NPHUBJICKATEIHO W
MOTHBHPAIIIO:

e ejieMent 1: mucrepusi (Mystery) - mucrepusrta ChIIECTBYBa, KOTaro MMa IPONACT MEKIY
M3BECTHA M HEMO3HaTa HMHQpOpMAIMs, YOBEK W3MHMTBA INpa3HWHA M OCH3HABA, YE CHIICCTBYBA
uH(pOpManus, KOSATO TpsOBa Ja HaMepu 3a Ja MOXKE Ja 3aIllbJIHM Ta3d MPa3HHHA; IO CHIIECTBO
MHCTEpUsITa € CIEeMEHTBT ,KakBO C€ € CIy4WsIo M 3amo’; HampuMep, YOBeK Ja He 3Hae
MECTOIOJIOKEHUETO Ha CKPUT KJTFOY 3a OTBapsHE Ha BpaTa MJIM Jia He 3Hae KbJIe Jla Hamepu nHdopmanus
3a MpaBuiaTa 3a 0€30MacCHOCT Ha KOMITAHUSTA; MUCTEepuUsiTa Oyau TFOOOMUTCTBO Y YUCHHKA U MOXKE Ja
ro MOTHBHUpA Jia TONBJIBA HPOIMYCKH M Jla OTKPUBA HECHOTBETCTBUS B MH(OpMAIMATA; KOTaTO Ce
M3I0JI3Ba TO3M €JIEMEHT OT UTPHUTE, Ha ydallus He TpsAOBa Ja ce Ka3Ba BCUUKO, TPSOBA J1a Ce OCTaBSIT
Npa3HUHHU, KOUTO YYCHHUKBT Ja MOITBJIBA, 1a 3Hae ue HHPOpMAIHATA ChIECTBYBA, HO TPOBa J1a 51 ThPCH;
MUCTEpHsTA € MOIXO/SIIA 32 aHrAKUPAHE U HAChpPUYaBaHE HA YUCHHMKA J1a M3CNIE/IBA ChAbPKAHUETO OT
Pa3IMYHH TJICAHHU TOYKH;

e esieMeHT 2: eiictBue (Action) - moOpuTe UTrpH 3aMI0YBAT C JCUCTBHUE, OIIIE B HAYAIOTO HTPAYBT
TpssOBa Jla HANpaBU HEIIO; PSIIKO B UTPOBA Cpelia UrpadybT € MPHHYICH Ja MpoYeTe M3vepraTesicH
CITUCHK OT LIEITH, Ja Iperiie/ia yCIOBUATa U 1a pa3depe MONUTHKATA, IPEIH 1a HAIPaBH MbPBATa CTHIIKA;
MHOTO MI'PH 3all04BaT C HUBA, KOMTO aHI'a)KUpAT Urpadya BeHara; Korato ce KOHCTpyHpa (IpoeKTHpa)
o0yuenue, TO TpsOBa Aa cieiBa ChlUs HOpMAT; HE € IPETOPBUUTETHO O0YYSHHETO Ja 3a1l04Ba ChC
CIUCHK OT LIS, ACHCTBUETO M MHTEPAKTHBHOCTTA aHTKUPAT YUCHHIIUTE;

e esieMeHT 3: mpenusBukatesncrBo (Challenge) - xopara ce pamBar KoOrato mpeoaoJsiBatT
Mpenn3BHUKaTeNCTBa (ToBa € 3anoxeHo B Hamiero JJHK); npousBoauTenuTe Ha UTpU M3MOJI3BAT TOBA,
KaTo MPEIM3BUKBAT UTPAYHTE MIPU BCSAKA BH3MOXKHOCT - OT HAYaJIOTO HA UTPaTa J0 Kpasi; MOIYJIUTE 3a
oOyuenue TpsiOBa [a 3amoyBar C MPEAM3BHKATEICTBO, YYCHETO TpsAOBa Ja € CBIPOBOJCHO C
NPEIM3BUKATEIICTBO, C HEIIO, KOETO € TPYAHO, KOETO U3HCKBA 3a/IbJI00YEHO MUCIICHE, M KOETO HE MOXKE
na Ob/ie TOCTUTHATO Ype3 OTraTBaHe; CLIEHAPUUTE KOUTO Ce MpesIaraT TpssOBa a ca ¢ Onpe/IesieHO HUBO
Ha TPYJHOCT, Taka 4Ye Ja MPEeIU3BHKBAT YYCHHKa M J]a TO HaKapar jJa MHCJIM KaKBH JCHCTBUS Ja
npeanprueme;

e esieMeHT 4: (chulecTByBaHe B) puck (Being at risk) - B urpara urpausT mMoxe jaa 3aryou
’KHMBOT, JIa Ce U3MCKBA J1a 3a[I0YHE OTHAYAJIO WITHU JIa 3ary0u BCUYKH 3JIaTHU MOHETH, ChbOpaHH MOpaju
IpEIeH X0/, T.C. TOW MMa Hello, KOETO MOYXeE Jia PHCKYBa, KOTaTo IpeanprueMa JAeHCTBUS WK B3eMa
peLIeHNE; 3a pa3iiuKa OT TsX, IIOBEYETO YUCOHU CpeIy He MPEATOoaraT PUCK, H0-CKOPO YUCHUKBT MOXKE
Jla yMpeTe OT CKyKa; KOraTo XopaTa [I0O4yBCTBaT, Ue HEIIO € U3JI0KEHO Ha PUCK, T€ OOPBIIAT MO-TOJSIMO
BHHMAaHHE, ChCPEIOTOYABAT CHEPrusiTa CH W Ca aHTaXKUpPAaHHW ChC 3a/1a4aTa; y4eHeTo TpsiOBa ja e
CBILOTO;

e eJIeMEHT 5: HecurypHocT Ha pe3yarata (Uncertainty of outcome) - tsicHo e cBbp3aHa ¢ pucka,
Thil KATO MOCTABs yYCHUKA B CUTYAIIMsI, B KOATO TOH HE MOJKE Jia PEIBUIU pe3yiiTaTa; KOraTo urpae
urpa, TOM He 3Hae pe3yiraTa NMpeABAPUTENHO (e NMPEMHHE JIM Ha CIIEIBAIOTO HUBO, MOXE JIU Ja
HaMepU BCUUKHU CKPUTH OMIKYTa, MOYKE JIH J1a pa3peliyn MUCTEPUATA HIIH I 3ary0u BCHYKO U TPsOBa 1a
3all0YHe HMBOTO OTHAYaJI0); B Hpolieca Ha OOYyYeHHE pe3yiTaThT € IMO-CHTYPEH, IMO-TpeCcKa3zyeM
(Tpsi0Ba 1@ ce pely TecT, C MHOXKECTBEH M300p Ha OTrOBOPA, aKO C€ OTTOBOPH BSPHO Ha OMpEJeeH
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Opoii BRIPOCH, Cce TMOTyIaBa MOJOKUTEITHA OIEHKA), 3aTOBa € HeOOXOIUMO N1a ce 100aBH eeMeHT Ha
CIy4aifHOCT (YYEHUKBT J1a n30epe Ha JIeCeH WIN TPYJCeH BBIIPOC MCKa Jla OTTOBOPH), HECUTYPHOCTTA
no0aBs HampeXKeHne, MHTpUra 1 (HOKycrpa BHUMaHHETO Ha 00y4aeMusl BbPXY 3a/adaTa Mo KOsTO ce
paborw;

e eJIeMeHT 6: JeMoHcTpanusa Ha MaiictopcTso (Opportunity for mastery) - urpure mossonssar
Ha JaJeH Urpay Ja JeMOHCTpUpPa MalCTOPCTBO HE CamMO B UTpOBaTa Cpeja, HO U Ha cebe cu (MrpaubT
IpeMHHaBa HUBO, I0OKAa3Ba YMEHHETO CH IIPH PEIIaBaHETO Ha ITb3eJT HIIH TI0Ka3Ba KOJIKO 100pe Mo3HaBa
urpara, Karo chOMpa BCHYKM CKPHTH CBKPOBHIIA, T.€. INMOKAa3Ba BCHYKM BHAWMH TIPH3HAIM Ha
MaiiCTOpCTBO); B MHOTO JU3aiiHW Ha OOy4YeHHE €JMHCTBEHMAT IIAHC Ja CE MOKake KaKBOTO M Ja €
MaiCTOPCTBO € JIa ce OTTOBOPH Ha BHIIPOCHUTE HA TECT; XOpaTa 00MYaT MaiicTOPCTBOTO, OOWYAT /1a 3HASAT,
4ye 3Ha’AT ChIBPKAHUETO, 3aTOBa TPSIOBAa Jla MM ce JaBa IIAHC [a TNPUIIOKAT HACKOPO HAyYEHOTO
ChIBPXKAHUE, 7a Ce 3a7aBaT BBIPOCH IO PAa3IMYHM HAYMHHU 32 Ja C€ BUAM JalId MOTaT Jia M3passT
COOCTBEHHUTE CH 3HAHMS; Ha YUCHHUIIUTE TPAOBA J]a Ce IOCTaBsI CepUsi OT TPYIHH MPOOIEMH; CIIe KaTo
pemar eauH npoodiieM, cieaBa aa ObJaT HarpaJeHy (HanpuMep 3HaUKW) U CJie] TOBa J1a MPEMHUHAT KbM
CIeBaIysl TPYJIeH MpolieM, yBeIHYaBaiiKM HUBOTO Ha TPYIHOCT O OKOHYATEIHOTO pEIIaBaHe Ha
npobiema; OOpH J1a HE YCHesT MpH IOCIEAHUS BBIPOC, Te BCE OMIE MMAT BHIUMH, OCE3aeMHU
JIOKa3aTeNICTBA 32 CBOETO MaliCTOPCTBO Ype3 3HAUKUTE CH;

e eJieMeHT 7: BHIUMH npu3Hanu Ha Hanpeask (Visible signs of progress) - urpure no3sossiBar
Ha YOBEK JIa BUJM KaK ce crpass (Hampumep, Kkorato ce urpae Pac Man 4oBek 3Hae KOJKO Jajede e,
KaTo Ha0JI0JjaBa KOJIKO TOYKM Ca OCTaHaJIHM Ha eKpaHa); Mo BpeMe Ha 0OyYEHHETO YUCHUIIUTE TPsIOBa
Jla IMaT BUAMMH TIPU3HAIM HA JABWKEHHETO CH Ipe3 ChAbpKaHueTo (Moxke na Obae mox gopmara Ha
3HaYKa WIN MMOCTH)KEHHUE, WM IPEMEeCTBaHe HAa HOBO HUBO HMJIM AOPHY MPOMsTHA Ha 00JIMKA Ha XapakTepa
Ha Urpayva, KoraTo IIOCTUTHE y4eOHa I1eJ1), Ha yJaluTe TpsiOBa Ja ce MPeI0CTaBsT SCHH I0Ka3aTelCTBa,
4e € MOCTHIHAT HaNpeabK;

e eJIeMEHT 8: eMOIMOHAJIEH KOHTEHT (eMOIMOHAIHO ChAbp:kKaHue), emouus (Emotional
content) - mpe/rmonara ce, 4e XopaTa B3eMaT pelieHus] 0a3upaHy Ha PAI[MOHAIHH aJrOPUTMH, a HE Ha
HOPMAJTHH YOBEIIKH EMOLMHU; UTPUTE MPABAT TOYHO 0OPATHOTO, M3ITBJIBAT UTPada C EMOIIMH, BapUPAIIH
OT HEY/IOBJIETBOPEHOCT JI0 BB3TOPT, OT Thra N0 THAB, JIO €HTYCHAa3WpaHO IAcTHE, Te W3BEXKIAT
,,JOBEIIIKOTO” B HAC; UTPUTE HE CE€ ,,CTPaxyBaT" OT YOBEHIKHTE €MOIMH, a TH Hachpyamar; Iie Oble
TIIBTKA CBEK BB3/YX, aKO MOIYJIUTE 32 00yYeHHE 3aMMCTBAT OT UTPH ¥ BbPHAT KPUTUYHHS €JIEMEHT Ha
eMoIHsITa 00paTHO B YUEHETO; XOparTa yuaT 1 aKTyaJi3upaT 3HAHUATA CH [TO-JIECHO, KOTaTo 00y4EHUETO
e 00BBp3aHo cve cuHu emormu (Kapp, 2014).

R. Plutchik (Plutchik, 2002) oOpbiiia BHEMaHKUE HA eMOLIMOHAIHHUS €IIEMEHT M BbBEXK/Ia CUCTEMA
3a kinacuunupane Ha emoruuTe. Cropes Hero ChIIeCTBYBAT YSTHPU KOPEIATUBHH JIBOWKU OCHOBHH
OWIIONSIPHU EMOLIUU:

® PazioCT - THIa;

® HEHABUCT - Bb3XHIICHUE;

® THSIB - CTpax;

® U3HCHA Ia- OYaKBaHe.

KomOuHanusta Ha OCHOBHUTE €MOLMH BOJM JI0 MOsIBaTa HA HOBM eMouuu. Taka ce gopmupa
MBITHUSIT CIIEKTHD OT YOBEUIKHU MPEKHUBSIBAHUS, YAHTO aHAIIOT ce HAOJI0/IaBa U B YUHMJIMITHHS JKUBOT.
»KilacHata cTas € eMOLMOHAIHO MSCTO, B KOETO MOCTOSIHHO OYyIIyBaT M C€ NPEIUINTAT Pa3IndHU
emormu” (Pekrun & Linnenbrink-Garcia, 2014).

K. Werbach u D. Hunter npeicTaBsaT UTpOBUTE €JIEMEHTH 0 (popMmaTa Ha mupaMua.
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Hupamuoa na ueposume enemenmu no K. Werbach u D. Hunter

Ha Haii-HUCKOTO HHBO Ha MUPAaMUAATA aBTOPHUTE IMOCTABSIT KOMIIOHEHTHTE. KbM TSX ce OTHACST
KOHKPETHH NPHMEPH 3a MIPOBM MEXAHUKM M AWHAMUKH. ToBa ca MOCTHXXEHHUS, 3HAUKU, aBaTapw,
KOJICKLIMOHEPCKU MpPeAMETH, OUTKH, OTKIIOYBAEMH NPEAMETH, MONAPBIM, KiIacallu, TOYKH, HHBA,
MHUCHH, NPEIU3BHKATEICTBA, COLUMATHU rpadu (JIUCT ¢ mpusrenu), otoopu u ap. Ilupammnara ce
HaArpaxaa oT MeXaHHuKkH. ToBa ca OCHOBHH IPOLIECH CBBP3aHHU C B3aUMOJICHCTBUETO U Ch3AABAHETO
Ha aHraxupaHocT. Karo TakuBa MoraT Ja ce mocoyaT — TIpPEAU3BUKATENICTBA; CBHCTE3aHUS;
ChTPYAHUYECTBO, TPaH3aKIMH, KbCMET;, OOpaTHAa BPbB3Ka, HArpaad; XOJ0Be; Hodena (Me4eauBLIN
cberosHus). Ha Bbpxa Ha mupaMujaTta ca MOCTAaBEHW AMHAMMKHTE. ToBa € Hali-BUCOKOTO HUBO B
reiiMmupunypana cucrema. CBbp3Ba C€ C €MOLUH, NPOrpec, B3aMMOOTHOIICHHUS, OTPAaHUUYCHUSI WU
nomsu (Werbach, Hunter, 2012).

Uneute 3a reliMudukanus Ha mpoieca Ha oOydeHHe ca B CHHXPOH C KOHCTPYKTHBHUCTKATa
¢miocopust Ha oOpasoBanue. B. Hoobler xBamuduuupa wurpoBusaunusata (gamification) xato
,.KOHCTpyKTHBHCTKHM monxoxa™ (Hoobler, 2016). B numecnTe Ha KOHCTPYKTUBUCTKATA TEOPHsI 3HAHUSTA
HE Cce JIaBaT Ha TOTOBO, T€ HE Ca TOTOB ,,IPOJIYKT™, KOWTO yUEeHHUIIUTE TPsiOBa Ja 3amoMHSAT (Ha3yOpsIT)
U pENpoayLHpaT, a ca CJIEACTBUE OT aKTHBHOTO UM ydacTHE B Ipolieca Ha o0y4yeHHe, B KOWTO caMu
(dopMynupaT KOHTEKCTH W 3HAYEHUsI, €KCIIEPUMEHTHpPAT, CIIOJENISAT ONHTA CH, CHTPYAHHYAT CH C
npyrure, paborar B exkun (mo CoxpaToBcku). M1 KOHCTPYKTHMBH3MBT, W TreMMuUKAIUsITa KaTo
KOHIICTII[MA Ca OPUEHTHUPaHH KbM Ch3J[aBaHETO Ha TakaBa oOpa3oBaTelHa Cpe/la KOSTO CTHMYJUpa
YYEHHIIUTE 1a y4aT upe3 aKTUBHO JIHCTBHE U B3aUMOJICHCTBUE, TIPU KOETO 3HAHUETO HE Ce MpPernojiana,
a ce u3rpaxkaa. YUeHHIUTe ca B LICHThpa Ha Ipoleca Ha 00y4YeHHUe, a yUUTENAT € GpacuiiaTop, MEHTOp,
KOHCYJITaHT. AKTHBHOTO y4acTHe Ha YYEHHIUTE B IIpolieca Ha 00ydeHHe MPEeAIoara H3noja3BaHeTo Ha
MOJIXO/IU, METOIN, TEXHUKU U HHCTPYMEHTH, KOUTO Ja I'M CTUMYJIHPAT U aHraXupart. ToBa € B XapMOHHUS
C KOHIICTIMATA 32 UrpoBH3anusaTa (gamification), KoATo € AMHAMUYHA, UHTEPAKTHBHA, [leJieHacOueHa 1
Ch3[]aBa €MOIIMOHAIHY W 3aBJAJsBAIlM, MOJXOOHM Ha Wrpa NpeXUBsBaHWA. Pasznukata Mexmy ABeTe
KOHLIENIMM € ,,MHOIO TbHKA, HO (QyHAaMEHTalIHA: HAYMHBT MO KOWTO YYEHUIHUTE YydarT.
KoncTpykTuBHCTKaTa Teopus 3aljaBa paMKara - yYCHULUTE ,,U3rPakAaT JIMYHU MHTEpPIpPETaluu 3a
CBETa Bb3 OCHOBA Ha WHAMBUAYaJIHH NpekuBsiBaHus W B3aumozercTBus (Ertmer, Newby, 1993), a
urpoBuzanusTa (gamification) mpemocTaBs XeTEpOreHHa, aJalTHBHA M JUHAMHYHA CTPYKTypa 3a
JIOCTHTaHe JI0 HOBHM 3HAHUS, TOSCT HE C€ OrpaHMuaBa ¢ KOHKpeTeHa TexHuka™“ (CrosHoBa, Tymaposa,
Camapmxues, 2018:38). ,,KOHCTpYKTUBHCTKUTE KJIACHU CTaH ca CTPYKTYPUPaHU Taka, ye yJalluTe ce
Ja ObJaT MOTOIEHU B IPEKUBSABAHMS, B KOUTO T€ MOraT Ja C€ 3aHMMaBaT CbC ChIbPKATEIHO
u3CcleBaHe W JEHCTBUE, BHOOpakeHHE, TBOPUECTBO, B3aWMOJCHCTBUE, ChCTaBSIHE HA XWIIOTE3U U
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coocteHo muenme™ (Gray, 1997). B TakaBa oOpasoBaTenHa cpefa T€ Morar ,Ja W3CJenBat; Jaa
¢dbopMynupar TOBa, KOETO 3HAsAT W ca HAaydyWid; [a paschxaaBaT (Za Cb3AaBaT XUIOTE3H U
MPEION0KEHHs); Aa KOHCTPYHpAT U MpHIaraT CBOUTE TEOPHH U MOJEIH; 1a aHATU3UPaT TOBa, KOETO
ca HanpaBw (...)* (Jonassen, 1999).

lelimudukanuara € egHO OT BB3MOXKHUTE pELICHUS 3a MpeojojisiBaHe Ha mpobiema 3a
,0€3TpeIHoT0” 00pa3oBaHue. VIHTEPHET-TIOKOJICHHETO € TOKOJICHUE Ha ,,MAJIKUTE CTBIKH , KOETO
IPEANoYnTa TUTUTATHOTO 00pa3oBaHME, 3a Jla MOXKE Ja H3pa3d CBOSITA WHIMBHUIYaJIHOCT U Ja Ce
CBBp)KE C OCTaHAJIMTE XOpa Ype3 COLMAIHU MPEXH, HTPU U JIp., a ¥ TI0 TO3U HAYMH Ype3 CUMYJaluu
HMa Bb3MOKHOCT Jia [IOTIaHE B PEaIHU CUTyalud. B KOMITIOTbpHHUTE UIPH ,,[Ja C€ YUUII OT TPELIKUTE”
€ OCHOBEH IPHHIINII 32 IOCTHI'AaHETO Ha ycreX. B urpara netero 3Hae, 4e HE € CTPAIHO /1a Ce JOMyCHE
rpelka — KOJKOTO TMO-PaH0 HEHI0 € HampaBeHO HENpaBUIIHO, TOJKOBa MO-OBP30 ce OTKpHBa
IIPaBUIIHOTO pelLIeHue. 3aTOBa € pa3dupaeMo, ue roisiMa 4acT OT yUYSeHUIUTE IpeKapBaT CBOOOJHOTO CU
BpEMe UTpaeliKy pa3IMuyHU UTPU, BMECTO Ja CE TIOATOTBAT BKBIIM 3a yuwiuiie. JJopH, ako B yduiuiie
YYEHHKBT € HAallpaBWI BCHYKO IPABWJIHO W € MOJNy4ws n00pa OIeHKa, TOHl He HM3IMTBAa TAaKOBa
BBOJYIICBIICHHE ¥ €MOIMOHANCH TOEM, KaKTO KOraTo urpae cBosra iobuma urpa. [lopagu tosa e
Ba)KHO MTPOIIECHT Ha 00YUEHHUE Ja Ce U3TrPaiu TaKa, Y€ YUSHHUKBT JIa MOXKE J]d CE YIH OT CBOUTE TPEIIKH.
B knacudeckoTo o0pa3oBaHue 4ecTO ce 3a0paBs HELO0 MHOTO IIPOCTO, HO BaXKHO, Y€ TOBA KOETO IPAaBU
neteTto (yuu), TpsiOBa 1a My HOCH pafocT U 3abaBiieHre. ToBa MpaBW MIrpaTa TOJKOBA BHIHYBAIla, U
TOBa €, KOETO JIMIICBA B IIpoueca Ha o0yuyeHue. Upes reiimudukanusaTa ce oOpbla rojJsiMo BHUMaHUE
Ha €MOLMOHAJIHOTO Y4YacTHE Ha MOTPeOMTENsl U HEroBOTO HAachpyaBaHe. 3a TasH Led C€ W3IO0I3BaT
pa3NUYHA MEXaHH3MH: Pa3BUTHE HA BUPTYaIHU yMEHHUs, IPOTPECUBHU CKall, PSUTHHIOBA CHCTEMa,
pa3BUTHE Ha WUIPOBUSA MNEPCOHAX, IOCTENIEHHO OTKPUBAaHE HAa HOBM OOyYaBallM €JIEMEHTH U Jp.
WuTepakTHBHATa HTpa TIpaBH 00pa3oBaTeIHATA YCIyra BUTAIHA, )KMBA, I'bBKaBa MPH B3aMMOICHCTBHE
c norpedburens. Taka nogHeceHa oOpa3oBaTenHaTa yciayra paasa, yauBisiBa u nogkperns. C momomrra
Ha UTPOBUTE MEXAHM3MHU MOXeE /1a C€ HAIlOMHs Ha Y4YEHHKa Ja HalHIle JOMAIIHOTO CH WIN Ja Haydd
HOB MaTepuaj U TOW HiIMa Ja € pa3ApasHeH, a IIe ce pajBa, Thi KaTro ce JBWXKHU KbM CBOWTE IIEIH,
pa3BuBa ce, TIOBHUIIIABA JIMYHUTE CH YMEHUS M KOHKypeHTHOocnocoOHocT (http://asi.ru; http://rusrep.ru;
http://www.edutainme.ru).

Bwnpeku, ve urpoBuzanusta € HOB (pEeHOMEH HE JHUICBAT KPMTHKH, KOUTO CE OTIPABST
MPEeJUMHO OT AM3aliHepu Ha Urpu. ETo HKomM OT TaX:

e M. Robertson — Gamification e rpemHara 1yMa 3a IpaBUJIHAaTa Haesl, TEPMUHBT BbBEKIA B
3201y /IeHHe TOTPEOUTENINTE, KaTO I'M HaBEXkKJa Ha MUCHJITA 3a M3Moi3BaHe Ha urpa. M. Robertson
rpeJiara Jia ce U3IoJI3Ba MMOHITHETO — ,,pointsification (point — Touka), ThH KaTO Bh3HATPAKIABAHETO
Ype3 TOUKH € XapakTepHo 3a koHnenTa (Robertson, 2010).

¢ R. Canali - ,,Gamification cblilecTByBa, 3a Jia HA IPUHY/IU [Ia HAIPABUM TOBA, KOETO HUE HsIMa
na HanpaBuM. Kapa HU 12 mpakHeM, J1a XapecaMe, Jia KyIllyBame, 1a ce perucTpupaMe 1 a padoTum
noBeue. ToBa He e HuIlo noseue ot [TaBnoBcku peduieke. Hatrckame 0yToH, 3a 1a imaMe xpaHa. Mau
B cay4as touku™ (Canali, 2016). R. Canali Bu3upa MaHWIyJIaTUBHUTE JCUCTBUS HA MApKETHHTOBUTE
KOMITaHUH U BB3ACUCTBUETO Ha PEKIIAMUTE, KOUTO NOATUKBAT XOpaTa Ja MHBECTHPAT CPEICTBA U BpeMe
B HEHY)KHU HElIa.

¢ A. Kohn, R. Canali - KkpuTHKHKYBaT CbMHUTEIHOTO BH3JCHCTBUETO HA HArPaJUTe, KOUTO Ca
BBHILIHN CTUMYJIH M BB3NPENATCTBAT Pa3BUTHETO Ha BhTpelHaTa MoTuBanus. 3a A. Kohn Harpagure
HE BOJSAT 10 YCTOHYHMBH IPOMEHH B MOBEICHUETO M MOBHUIIaBaHeTo Ha edexrtuBHocTTa (Kohn, 1999).
Cropen R. Canali enHa oT rpemikure Ha reiMuUKauaTa, MpU3HaTa J0pyU OT HEHHUTE 3all[UTHUIIH, €
310ynoTpedaTa ¢ BbHIIHU HATPaaH. ,,370ynoTpedaTa ¢ BRHIIHU Harpaay 0TCIadBa HallaTa MOTUBAIMA
(Canali, 2016).
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o lan Bogost - naii-kpaiiHata KpUTHKa, KOSITO 000011aBallia OTpULATETHUTE MHEHUSI U Ha JPYTH

Iu3aiiHepy Ha urpH e: ,,I efimudukanusiTa e rirynoct . TepMuHbT € 6e3cMHCIIeH, TOi HIMa MHOTO 00IIO

c urpara. (Canali, 2016);

o [‘ciiMudpukammaTa MCUXOJIOTHYECKH IIOAKOIaBa IOBEICHHETO. MHOTO Jera MoraT na ce

ChCPEAOTOYAT BHPXY IMOJIy9aBaHETO HA HArpau, HO HE M BbpXY camoTo oOyuenue (Huma, 2012).

Hosumueu u necamueu Ha gamification

Tabauya Nel

Ilo3uTHBN

Heratusu

YAOBOJICTBHE — CICMCHTHTE Ha WIPHTE, IPABSAT
nporeca Ha 00y4eHHUe O-TIPUSATEH, T0-HHTEPECEH;

aKo MPOLECHT Ha O0YYEHHUE Ce ChCTOH INIABHO OT UI'PH
W MHTEpakTHBHa paboTa, TOraBa TpPAIULHUOHHUTE
MMOIXOAH, METOIU W GopMH Ha paboTa MoraT Ja ce
BB3NPUEMAT HEraTHBHO OT YYCHHUIMTE; B MOMEHTA
TaKaBa ONACHOCT HsMa, HO B ObJCIIC ¢ Bh3MOXKHA,;

€MOI[HOHAIHO BKJKYBaHe — YUCHHUKBT JIECHO CE
MPUCHEUHIBA €MOIMOHATHO KbM HIrpara, a TOBa
BOAM 0 MO-700pa KOHLEHTpAIMs BBPXY 3a4adara,
10-JIECHO 3alIOMHSIHE, 3aCUJIEH HHTEPEC;

aTM0c(l)epaTa B KJIaCHaTa cTas MOKe 1a Ce BJIOIIH,
AKO B MPECAJIOKCHUTC CJICMCHTU Ha UrpaTa OCTOAHHO
MpUCHCTBAT CHCTE3aTCIHU MOTUBU U KOHKYPCHIMUA,
3a J1a n30erueTe Ta3u CUTyalusd, MOKE 1a CC OIrpaHUu4Iun
H3I10JI3BAHCTO Ha CHCTC3aTCIIHU MOTUBU (BMCCTO TOBa
Jla U3I10JI13Ba IIOCTUTaHCTO Ha LNCJIUTC HA eKI/IHa);

nmpeoaoJisiba €e¢ CTpaxnT OT I'pelika - B UI'paTa
MOXE Oa CC CKCIEpUMCHTHpA, Aa CE€ OBJIaJACC HOBO
MIPpOCTPAHCTBO, HNOpaAu TOBa CTPAXBT OT TIPCIIKH
HaMaJlsiBa (BI/IHaFI/I MOXE Ja C€ 3aIll0O4YHC OTHa‘IaJ’IO);
TOBa € BaXXCH MOMCHT 3a O6paSOBaHI/ICTO, TBil KaTo
CIHU yuyeHunu ce CbCPeAOTOYABAT BBpPXY
NOCTUTAHCTO HA PE3YyJITAaTH, a4 APYru HE OOCTUTAT
HCO6XOZ[I/IMI/ITG II0Ka3aTCJIn,

aKO M[pu HU3NBIHCHUETO Ha pPa3JIWMdYHU 3aJadu
YUYCHUKBT CC Bb3HarpaxaaBa CbUICCTBYBAa PHCK Toil
Aa CBUKHa € TadM CUTyallusi 1 HENMPEKbLCHATO Ja
OYaKBa Harpaam, a B CUTyaluds, B KOATO HAMa
Harpaaiu, TOM HIMa Ja Cc€ HHTCpeCcyBaT OT
U3IIBJIHCHUECTO HA 3a1a4YUTC;

JaBa Bb3MOXKHOCT [1a ce pa3KpHe NOTEHIHATBT Ha
YYeHMKA - KOTraTo Ha YYCHHMIIUTE Ce Mpejarat
HECTaHJapTHU 3aJadd, TOBa €  JOMBIHHUTEIHA
BB3MOJKHOCT JIa IEMOHCTPUPAT CIIOCOOHOCTHUTE CH;

H3MecTBaHe Ha  MOTHMBAUSTA - aKo ce
BB3HArPAXKAABaT Te3M TIOCTHXKEHMSA, KOHTO ca
MHTEPECHU 3a yUCHHKa (HallpuMep, YeTeHe Ha KHUTH),
B OBJeIIe TOBa MOXKE Jla HaMalld MHTepeca My KbM
Tasu o0NacT M aKTHUBHOCTTa My Jia c€ CBeAe JI0
MHUHMMYM; Ta3H OMAcHOCT MOXe Ja ObJe n3berHara
Ype3 TOAKpeNla Ha HHTEpeCHTe Ha YYEHHIHUTE Oe3
TIOMOIITA HA OLCHKU WM JAPYTH Harpajy;

JaBa BB3MOKHOCT 3a padora B rpyma - axko B
paMKuTe Ha TeiMUUKAIITA Ce TUIAHUPAT TPYIIOBU
3a7la4d, TOBa € BB3MOXKHOCT 3a 3all03HABaHE U
cOnmmKkaBaHe Ha YYCHHUIUTE, KAaKTO M BBH3MOKHOCT
YYEHHMLIUTE Jla C€ HaydaT JAa BOJAT NPEroBOpH, Ja
apryMeHTHUpaT peLIeHHUsITa CH, Ja KOOpAUHHUpAT
JIEUCTBUSITA CH;

YUeHeTO MOKE Ja CTaHE Xa3apTHO W IOCTCIICHHO
YYCHUKBT Ja H3Fy6I/I HWHTEPEC KbM HETO;

JaBa BB3MOXHOCT 3a NpPW/JIaraHe Ha 3HaAHUATA Ha
MPaKTHUKa;

pasBuBa KOHKYPEHIUATA n
OTHOINCHUSA MEKIY YYCHUIINUTE,

KOHKYPEHTHUTE

H3HCKBA 3HAYNTEIeH BPEMEBH PeCypce OT CTpaHa Ha
YUHTENIs, 3a 1a MOXE TOW Ja pa3pabOTH MIPUTE HJIH
WUTPOBUTE EIIEMEHTH, KOUTO Ili¢ M3MO0JI3Ba B Mpoleca
Ha oOy4eHue;

JIoIIa UMIIJIEMEHTAIUA, HAIIPABUITHO U3II0JI3BAHE Ha
CIICMCHTUTC,

H3M0JI3BaHE HA NPEKATeHO MHOI0 eJ1eMeHTH, KOUTO
,»HaTOBapBaT" Ipoiieca Ha oOydeHHe; TOBa MOXeE Ja
JOBele JI0 HaMaJlsiBaHE Ha KOHIGHTpalMsATa Ha
ydeHuIuTe U 10 (OKycHpaHe Ha BHHMAHHMETO UM
BBPXY HECBIIECTBEHH MIPU3HALY,

HCYMCCTHO MU3MOJI3BAHC HA FCﬁMH(bHKaIIHHTa;

GAMIFICATION - ONE OF THE FUTURE EDUCATION TECHNOLOGIES

NATALIA VITANOVA 30-48

40



JOMHHANHS HA BBHIIHATA MOTHBamus (IOPOJCHA
0T BBHHITHM (haKkTOpH (IapH, CTATyC, OLICHKA U APYTH);
Xopara C BBHIIIHA MOTHBAIMS MPABAT HEUIO 3apaau
oOnarute, KOUTO TO MM HOCH) Npe] BbTpenrHaTa
(moposeHa oT BbTpeniHu HakTopu (MEUTH, Ch3/IaBaHE
HA HEI0 B CTOM CTUJI, YCIIEXH) KOTaTo Xopara, KOUTO
ca BBTPEUIHO MOTHBHUPAHH MPaBIT HEIIO, 3aIl0TO
HCKaT J1a T0 TIPABAT (3apajid CaMoTO HEMIO0);

B nayunara nmutepatypa (Obarapcka v 4yska) € HaJl0)KeH TePMUHBT UrpoBu3alus (gamification),
KOWTO HE CHOTBETCTBA HA MJIEATA M CHIIHOCTTA HAa KOHIENINATA 32 BHBE)KAaHE HA UTPOBH MEXaHUKH B
pa3nuyHM mpouecu W cdepd, KOUTO HMMaT 3a Ied Ja MOTHUBUpAT, AHTaXUpaT W NpPUBIMYAT
notpeburenure. Mrposnsanusara (gamification) He e urpa, HE3aBUCHUMO Y€ KOPEHBT U € IyMaTa urpa.

Cpasnenue na eetimupurayusma ¢ Opyau ueposu npakmuxu no Mario Herger

Tabnuya Ne 2
IIapamerpu Ha cpaBHEHHETO Tpaguunonn | PosieBn HenoBu Cumyanarop | Ieiimupux
U UTpH UrpHu UTpH W/TpeHakop | anusi
U
CIOHTaHHOCT HE na HE HE HE
HaJIMYME Ha IIpaBUiIa Ja HE Ja Ja Ja
HaJIMYME Ha LeNH Ja HE Ja Ja Ja
CTPYKTYpa Ja HE Ja na Ja
peaJieH CBAT HE HE na/ae na/ae na
CHCTEMHOCT HE HE HE Jla/He it}

Ot Tabnumara ce BWXKIA, Y€ TPECEUYCHUTE TOUKM Ha TeHMHUQUKAIUATA C TPaTUIMOHHUTE
(HampuMep HACTOJIHM) WTPU ca MpaBUiIaTa, HEeTuTe U CTPyKTypa. ChIUIUTE MPUINUKU CE OTKPUBAT U C
nenoBute urpu. Urpute ce pa3BUBaT OOMKHOBEHO B M3MUCIIEHA PEATHOCT, OKATO rerMudukanmsTa
OCTaBid Wrpada/ydyeHHMKa B pEANHHAS CBAT C HETOBUTE HEWrpoBH mpoOjeMu U 3ajadu.
[IpoTuBOTIONOXKHOCT Ha TeliMuUKausaTa ca poieBuTe Urpy. PoneBara urpa e anpropu CriOHTaHHA U
HsAMa SICHO nedWHUpaHa WrpoBa IeNl W CTPyKTypa. ['amudukanmara wma mnpaBuia W IenNTa Cce
OCBIIIECTBABA B PEATHUS CBAT, @ HE B CUTYAIUs HAa UTPA, T4 HE € CIIOHTaHHA, BCHYKH XOJ0BE Ha Urpaya
ca pEerucTpupaHv W CTpyKTypupand. CTpyKTypHpaHOCTTa Ha TeWMupUIUpaHuTe 00pa3oBaTeITHH
IeiHOCTH € 3aabnKkuTenHa. HeoOxoammo e 1a ce pa3iei su10To y4eOHO ChAbpKaHUe Ha ONpe/elIeHH
CTBITKW/ETaIll, BCEKH OT KOWUTO HMMa CBOsI COOCTBEHa IieN, pabOTH c€ BBPXY BCSKA CTHIKA, a
MOCTUTaHETO HAa MEXIMHHUTE LeJU BOAM A0 peanu3upaHe Ha obmiara uen. llpu reiimudukanusara
YYaCTHUKBT OCTaBa cede cH, 0e3 J1a ToeMa HUKAKBU POJIH U CE JIBMKU M3XO0XKIAHKU OT cOOCTBEHATA CH
MOTHBAIIMS U BHTPEITHA LIeN (HarpuMmep, J1a Haydu KUTalcku e3uK). Hait-0mu3ku 1o reiiMudukanmsra
ca CUMYJIaTOPUTE/TPEHAKOPHUTE, KOUTO Ch3JaBaT WIIIO3US 33 PEaATHOCT B KOMIIOTBPHA Cpella U CITy>KaT
3a 00pa3oBaTelHyU IeH - o0yueHue 1o modupane, pabora chC CI0KHO 000pyaBaHe. 3a pa3iuka OT
CHUMYJIATOPUTE/TPEHAXKOPUTE, FeMMU(UKALMATA Ch3aBa W03 3a UPa KaTo U3II0JI3BAa MEXaHUKA OT
KOMITIOTbpHATa cpefa B peaiHus cBAT. KomkoTro A0 mapamerbpa CHCTEMHOCT TOH € BaKeH 3a
reliMuUKaIMATa U He3aJbJDKUTEIICH 3a IPYTUTE UrpH. ,,[10/1 cucTeMHOCTTA ce pa3dupa He enMU30InIHN
BKJIIOYBAHUS HA UTPH B CTPYKTypara Ha JEeHHOCTTA, a UAJIOCTEeH Npollec Ha rediMupUIIpaHa MoKperna
Ha Ta3W JEMHOCT — B 00pa30BaHUETO TedMH(UKaIUATa CHITHTCTBA IENUs TPOIleC Ha O0ydYeHHe - OT
MTOCTABSIHETO Ha IIeJIM U 33/1a4¥ J10 KOHTpoJia Ha 3HanueTo™ (Opiosa, Turora, 2015:62).

Haxkonko nnamghopmu cewvp3anu c gamification 6 odpazoeanuemo:
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e Codecademy — oOyuenue 1o mnporpamupane Ha JavaScript, HTML, Python, Ruby;
Codecademy e onmaiiH WHTEpaKTHBHA TUIaT(opMa, KOATO Tpejiara Oe3MIaTHH KJIacoBe 3a KOAHWpaHe
(free coding classes) Ha 12 pa3nuunu e3uKa 3a Mporpamupane, BKIouutenHo Python, Java, JavaScript
(jQuery, AngularJS, React.js), Ruby, SQL, C ++ u Sass, kakto u e3unu 3a mapkupane HTML u CSS;
CaliThT mpeasara u miaTeHa onuus ,,mpodecroHanucT ("pro"), KOsITO OCUTYpsBa HA MOTPEOUTENNTE
JOCTBII JI0 IEPCOHATM3UPAHY y4eOHH TUIAHOBE, BAKTOPHHH, PEATMCTUYHH MTPOCKTH U TIOMOIIL[ Ha )KUBO
ot ceBeTHHIH (https://www.codecademy.com/);

o Code School — ycnyra 3a npenoaBare Ha MporpaMupaHe ¢ eIeMeHTH Ha reiimudukarus; Code
School e onnaitn uHTEepakTHBHA TUIATGOpMa, KOSATO Mpeiara pasHooOpasue OT OHJIAWH KOJHpALIH
CTapTOBH KaMEPH B HIKOJKO 00JIACTH, BKIIFOUUTEIHO yeO pa3paboTka, MOOMIIHA pa3paboTKa U TU3aiiH.
Yyenunure ca ,,CABOCHH‘ C ONUTEH HACTABHHUK, KOMTO OCUTYpsiBa MOJKpENa U HACOKU Ipe3 Leaus
nporec Ha o0ydeHue, uznon3saiiku Skype (https://www.pluralsight.com>codeschool);

e Motion Math Games — npemiara MOOWITHH MaTEeMaTUYEeCKU WTPH, KOMTO TPABAT YYCHETO
3a0aBHO W BBJIHYBAIIO; BU3YAIHUTE, aJalTUBHU Urpu Ha Motion Math cbaeiicTBaT Ha yYCHUIUTE Ja
OBJIQZICAT  HAW-IPEIM3BUKATCIIHUTE MaTeMaTHUYSCKH CcTaHgaptd; Motion Math  m3rpaxna
MaTeMaTHYecka TEYHOCT, KOHIICNITYAIHO pa30upaHe © JO00B KbM  NPEAU3BHUKATEIICTBATA
(https://motionmathgames.com);

¢ Mathletics — mporpama 3a yunnuina, HacodeHa KbM MPUBIMYAHE HA eIlaTa KbM MaTeMaTHKaTa
4ype3 UTPH M Ipean3BUKaTencTBa; Mathletics e onnaiiH, oOpazoBareneH yeOcaiT, ch3aaneH npe3 2005
r. or 3P Learning, cnenmanu3upaH B TOJOOPSBAHETO Ha MaTeMaTH4ecKara TPaMOTHOCT U
MaTEMATHYCCKUTEC CHOCO6HOCTI/I KakKTO 3a Y4YCHUIUTC OT HAYAJIHOTO, TaKa W OT TMMHA3HUAJIHOTO
YUWIIMIIE; MaTeMaTHKara Cce OCHOBaBa W (DYHKI[MOHHMpA HAa OCHOBaTa Ha CTPATETMU 32 yUYeHE OT
pasMYHA MEXIYHAPOJHH YYeOHW TPOrpaMu; MHPBOHAYAIHO 3a (YHIAMEHT Ce H3IM0JI3Ba
aBcTpanuiickata ydeOHa mporpama; yeOcailThT moctaBsi akIeHT BbpXy TexHosoruute Web 2.0 ¢ men
HAaChpYaBaHE Ha WHTEPAaKTUBHOTO oOyueHue, Mathletics pabotm upe3 aboHaMeHTHa cHCTEMa,
MpeJiaraiia J0CThI KaKTO Ha HHIWBHUIYATHO HUBO, TaKa ¥ HA KOJIEKTUBHO (HA HUBO YUUJIUIIIE); OHJIAH
MOTpeOUTENNTE, TPU3HATH OT yebcaliTa KaTo ,,MaTieTn™, UMaT JOCTHIT 10 MATEMaTHYCCKH BUKTOPUHHU
U TPEIN3BUKATEIICTBA U MOTAT Jla YUYaCTBAT B MPEKOBO ChCTE3aHUE B PEATTHO BpeMe, U3BECTHO KaTO
,MareMaTtuka Ha *xuBo ; Mathletics penocTaBs IepcoOHATM3UPAH aBaTap 3a BCEKH NOTPEOUTEI, KOWTO
BU3yallHO TpPEJCTaBs WUrpada B ChcTe3aHusTa , KuBa MaTeMaTwka'™; Hapej] C¢ Te3u HHTepdeiicu 3a
oOydyenne Mathletics mpegocTaBs Ha OTAETHHUTE MOTPEOWTENM BB3MOKHOCT JAa TEpPCOHATU3UpaT
00JICKJIOTO Ha CBOSI aBaTap, a 001[aTa eCTETUKA Ce 3aXpaHBa OT KPEIUTH, TPEJIOCTAaBEHHU Ha IOTPEOUTEIS
4pe3 u3bJIHEHHEe Ha BUKTOpHHH U 3a1a4n (https://login.mathletics.com);

e Khanacademy — muiardopama 3a Ge3miaTHu BHAEO YpOIM MO pasnuunu npeamerw; Khan
Academy e o6pa3oBareIHa OpraHH3aIlKs ¢ HECTOMAaHCKa TielI, ch3maneHa mpe3 2008 r. ot Salman Khan
C LIeJI Ch3aBaHe Ha HA0Op OT OHJIAWH MHCTPYMEHTH, KOMTO IoMarar 3a 00y4eHHeTO Ha yYCHUIIUTE;
OpraHM3aliiTa M3TOTBS KpaTKU ypouu moa ¢opmaTa Ha BHJICOKIIMIIOBE, yeOCAHThT BKIIFOYBA
JOITBIHUTEIHY YIIPa>KHEHUS M MaTEPHUAIIU 32 TIPETIOIaBaTeIN; BCHYKH PECYPCH ca JOCTHITHU O€3IUIaTHO
3a morpeOuTenuTe Ha yeOcaiiTa; y4YEHWLMTE TNOJy4yaBaT Oa/UKOBE M TOYKHM 3a PEIIaBaHETO Ha
OIpeIeNieHH 3a/1a4r; yeOCAHThT U HETOBOTO ChABPKAHKME CE MPEAOCTABST ITIABHO HA AHTJIMHCKH, HO €
JOCTBIIEH W Ha JIPYTH €3WIIM, BKIIOYUTEIHO APMEHCKH, OCHraJICKH, OBJITApCKH, KUTAHCKH, YCIIKH,
JATCKH, XOJaHJCKU, PPEHCKH, IPY3UHCKH, HEMCKH, T'YDKapaTh, XUHIH, HHIOHE3UHCKH, UTAIMAHCKH,
STIOHCKH, KOPEHCKH, HOPBEIKKH, TIOJICKU, IOPTYTAICKH (Opa3HIICKH 1 eBPOIIEHCKH), CPHOCKH, HCTIAHCKH,
LIBEJICKH, TaMuiIckH U Typcku (https://bg.khanacademy.org).

e Spongelab — mardopma 3a nepcoHaNM3UpPaHO HAYYHO O0OPA30BAHUE 32 YYUTEIH U YYCHULIH;
yeOcaliThT mpenocTaBsi Oe3lIaTHA OHJIAWH KOJEKIWS OT MYJTHMEIUIHW TPOIYKTH, BKIFOUHUTEITHO
00pa30BaTEIHU UTPH, BUICOKIIMIIOBE, N300paKCHNUS 1 IUIAHOBE HA YPOIIH, C aKLIEHT BbPXY 00y4EeHHETO
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Ha ocHoBata Ha wurpw; Spongelab.com e ye0-0azmpana mmiarpopma, KOATO TO3BOJISBA Ha
MIperoAaBaTe]nTe Aa KOMOWHUPAT HAYYHO MMO3HAHHE, WHCTPYMEHTH 3a OOydeHHEe M TEeXHOJIOTHUHU 3a
OTKpHBaHE, 3a Ja  Cb3AajgaT  BHU3yalHO  aHTaXHpall0  WHTEPAKTUBHO  OOy4YeHHE
(https://www.spongelab.com);

e Foldit — mrardopma 3a pemaBane Ha HaydHH MPOOIEMH KaTo mh3enu; Foldit e ommaiin me3en
BUJICO WIpa 3a CI'bBaHE Ha MPOTEHHH; TOH € YacT OT EKCIIEPUMEHTAJCH HM3CIEIOBATEICKH MPOEKT,
paspaboTen ot YHuBepcuTeTa BbB BammarToH, LleHThpa 3a Hayka 3a WTpuTe, B CHTPYIHUIECTBO C
ornena mo Omoxumust Ha UW; menta Ha Foldit e ma crepHe CTpyKTypuTe Ha M30paHUTE MPOTEHHHU
BB3MOYKHO Hal-TIepEeKTHO, M3MON3BaKN MHCTPYMEHTH, PEAOCTaBEHH B UTpaTa; pEIICHHUATA C Haii-
BHCOKa OIIEHKA C€ aHaJIM3UpaT OT M3CJIEOBATENH, KOUTO ONPENeNAT Jalli NMa WIA HE ChIIECTBYBa
€CTEeCTBEHA CTPYKTYpHA KOH(Hrypauus (€CTECTBEHO CHCTOSIHHE), KOSATO MOXKE J]a Ce MPUIOKH KbM
CHOTBETHHUTE MPOTEHHHN B PEATHUS CBAT; CJENl TOBa YUCHHTE MOTAT Ja M3IMOJ3BAT TE3W PEIICHUs 3a
HAcOYBaHE W IIMKBHIWpaHEe Ha 3a00JsdBaHWsI © Ch3JaBaHe Ha OHOJOTHMYHU HWHOBAIlUU
(https://fold.it>portal).

[Inardopmure pasmonarar ¢ HHCTPYMEHTH, KOMUTO TIOKa3BaT HaIpeIbka Ha yUYEeHHKA - KaKBO
TOYHO € Hay4dlJl ¥ KaKBO OCTaBa Jla HallpaBu. BayKHO € y4EeHUKBT Aa 3HAe Ha KOA TOYKA OT IBTS ce
HaMHpa, KOJKO OT MBTS € MPEeMHUHA M HAaKbAE Ce HACOYBA. BB3MOXKHO € ChII0 MOTPEOUTEINTE Ha
pecypca 1a 3agaiat cBou COOCTBEHH YUeOHH 1eTH, KOeTO € U3pa3 Ha BhTPEIIHATAa MOTHBAIIHS, O0OPaTHO
Ha KJIACHMYEeCKOTO 00pa3oBaHKe, KBACTO LEINTE U OCHOBHUTE €TalM ca HaJOKCHU Ha YYCHUKA OTBBHH.
To3u pecypc e HacoueH He caMO KbM yUeHHUECKaTa ayAuTOPHs, TOM MOKEe YCIENIHO J]a Ce M3M0I3Ba OT
BB3PAaCTHHU yUallld, KOUTO NOCCHIaABAT BEUCPHO YUHUIIUIIIC, C LI Aa IMTOJIydaT UJIW aKTyaJIn3upaT 3HaHuATa
CcH.

Ilpumepen anzopumvm 3a zelimugpuyupane Ha ooyueHuemo

® ompejieisiHe HA CIOKET — B OCHOBATa Ha HAll-BHIIHYBAIUTE UTPU € UCTOPHS, KOSTO aHTAKUPA
MOTpeOUTEIIs B UTPATa; 3a 1a C& MPEBbPHE YPOKBT B UTPa € He0OX0[1MMa YBIIeKaTeIHa uctopusi; Brenda
Enders mumie, ye 3a menra TpsiOBa Ja ce OMMIIE MOJPOOHO CIOKETa, TEPOUTE U TEXHUTE HAMEPCHUS,
KaKTO U MSICTOTO Ha JICHCTBUETO; O€3 CIOXKET € HEBB3MOXKHO Jla C€ aHTaXHUPAT YUCHUIIUTE U Ja CTHTHAT
T€ JI0 OYaKBaHMS PE3YyJTaT; TYK ca BaXHM YMEHHSTA 3a pa3ka3BaHe Ha YUMTeENs, 3a Jia MOXeE Ja ce
Ch3/a/le MHTEPECHA W 3aBIa/IsBAllla UCTOPHUS, KOATO Ja JBPKH UTPAYNTE B M3BECTHO HAIPEIKEHUE,
o0yueHneTo ¢ e()eKTUBHO B MOMEHTH Ha pa3pellaBaHe Ha KOH(DIUKTH; JA00pe € Ja ce H3IMON3BaT
MEPCOHAXH, KOWTO ca ONW3KH JI0 YUYEHHUIINTE W TPEAU3BUKBAT €MOIIMOHAIECH OTKIIMK, MOTAT Jia Ce
BbBEAAT IMCPCOHAXKHU, KOUTO IIp€aaBaT Ha YUYCHUIUTEC OIPCACICH THUII 3HAHUWA, III€AHA TOYKA WJIN
KOMeHTap; ePeKTUBHO € HHPOpMAIHITA J1a Ce TIPEACTaBH 1Mo (hopMaTa Ha TUAIOT MKy TePOUTE U J1a
ce o3ByuH ¢ peanante rinacose (Enders, 2013);

® ompeieJIsiHE HA IEJITA — TYK MOXeE J1a Bb3HUKHE IIPpo0JieM ¢ (GopMyInpoBKaTa Ha 1enTa, Thid
KaTo IeNiTa Ha WrpaTa W IIejITa Ha ypoKa MOXeE Jia He ChBIAJaT, HalpuUMep, IelTa Ja ce Mpoydu
CTpYKTypaTa Ha OOMOOYyOeuIneTo € cama Mo cebe cu HemnpHBJIEKaTeIHa 33 YUYEHHUIMTE, HO Ja ce
u3rpaau 6oMO0yOeKHMIIE 3a ISUIOTO YUMIIMIIE B YCIOBUATA Ha MPEACTOSIN BOCHEH KOHDIMKT 111e Ob/e
MO-MHTEPECHO 33 YYEHHIIUTE; 10 TO3M HAYWH JIeaTa I1e 3alOMHST TI0BeYe OT TEOPHSATA, 3aI[0TO TOBa
3HaHHe, ChACHCTBA J]a C€ Pl KOHKPETEH MPoOJIeM OT Urpara;

e ompe/ieJisiHE HA MEXaHMKATA Ha UrpaTa — TOBA Ca NPaBHUJIaTa, MO0 KOUTO IIE CE€ OCHIIECTBU
Wrpata ¥ TPUYMHHO-CIEICTBEHUTE BPB3KH, CTPYKTypara W AWHAMUKATa Ha HWrpata TpsOBa na
CHOTBETCTBAT Ha ChABP)KAaHUETO; JCHCTBANKH MO ONpeesicH HAaUnH ce IoJIyyaBa ONpeJesieH pe3yTaT;
BCHUKH JICHCTBUS Ha UTpAdUTe TPsOBA Jla MMAT IMOCIICICTBUS; T00Ope €, ako XOIbT Ha UCTOPHUAITA CE
JeTepMUHHUPA OT TEXHUS U300D;
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e pasnpeesisiHe HA POJIMTe — pa3felis ce Kjlaca Ha IPyNH U CE ONpPEAessaT POJUTE 3a BCsKa
rpyma; ToBa [03BOJISIBA aKTUBHO BKIIIOYBAHE HA YUCHHUIUTE B IIpolieca Ha 00y4eHue, 1aBa Bb3MOXKHOCT
3a paboTa B eKuI, Aa pa3depaT yyaluTe Kak IPOTHYAT U CE PETYJIMPAT CIOKHH MPOLIECH;

® U3M0JI3BaHe Ha NI03HATH Hellla [0 Heo0MYaeH HAYMH — HapUMep, 33 U3IbJIHCHUE Ha HAKOU
3aJaud MOTaT Ja Ce M3II0JI3BAT CIEHU(PUYHY IPUIOKEHHSI Ha TAaOJETUTE U CMapT TeNePOHUTE;

© MOTHBaIMS - KOMOMHUpAHa C MEXaHUKa, AU3aliH, HHTEPAaKTUBHOCT, 00paTHa BPb3Ka U UCTOPUS
Ch37laBa aHTAXKMPAHOCT U UHTEPEC, ChJICHCTBA HA YUEHHUIIUTE J]a CE y4yaT OT JKEJIaHUTE OT TAX MOJIENH
Ha MoBeJleHHe U Ja (GOpMUpaT U pa3BUBAT Pa3InUHU KOMIETEHTHOCTH;

® Bb3HATPAKAEHUsI — HEOOXOAMMO € Ja ce M3rpagd Bepura OT Harpaad, OOBBp3aHH C
MOCTIDKEHUSTA, HO TE€3U Harpaay He TpAOBa Ja ce 1aBaT HABEAHBK; KOraTo Urpad MOIy4Yd HEOYaKBaHa
Harpaja, MOTUBalusATa My HapacTBa.

Enemenmu om uzpume, koumo mozam 0a ce u3noa3eam 3a zeimu@uyupane Ha npoyeca Ha
obyueHue ca:

® TOUKH, HUBA, CKaJIa Ha IPOrpeca, pEMTHHIOBa CUCTEMA - TE3H U IPYTH €JIEMEHTH Ca B OCHOBAaTa
Ha BCsAKa KOMITIOTHPHA apkaja (,,Arcade® e TepMHH, KOMUTO C€ OTHACS J0 UTPH C YMHUIIIEHO OTPOCTEH
potiec, rpaduKu WK JpyT KOMIOHEHT);

® [IpeBPBIIAHE Ha CIIOKHUTE 3HAHUS OT yUeOHOTO ChIBP)KaHUE B 3a0aBHU UTPOBU MUCHH — LIEJITA
€ ]a ce MOTHUBUpAT U BBBJIEKAT JelaTa B Ipoleca Ha oOydeHue, 1a He ce MPBIIT KoraTo TpsdBa na
M3ITBJIHAT ONIPENENIeHA 3a7ada, HapUMep, 1a He Bb3IbXBAT CUIIHO M OTEMYUTENIHO, KOTaTO 4ysT JyMaTa
,»JJAKTOBKA" WIIK JieriaTa e cbOupaT OOKIYK C BBIHEHHE, aKO ce MPEBbPHE B pecypc 3a mobena - 3a
KeJe3HU KYyTUH, OIIaKOBKH OT OOHOOHU, TJIACTMACOBU OYTHJIKH U AP. UTPAYNTE HEUENIT TOUKH, TE3H,
KOHUTO ca ChOpasin Hali-MHOTO MOJTy4aBaT Harpana;

® KOJICKIIHOHUpaHe — ChOMpaHe Ha 3HAYKHU U APYTH MPEIMETH, KOUTO UMAaT OTHOILICHHE KbM
00yUYEHUETO;

® [IpU3HABAHE Ha MOCTIKEHUATA — YISHULIUTE JIa TIOJIydaBar [oxBaja 3a CBOUTE yCIEeXH;

® [I0JIapBLHU — Bb3MOXKHOCT J]a C€ IOJapAT TOYKU Ha IPYTH UTPadH;

® PBKOBOJIEHE Ha JIPYTUTE — BB3MOXKHOCT HA YUYEHUIIUTE Ja MOKaXaT Ha APYTH UTPpadM Kak Aa ce
CIIPaBAT ChC 33]1a4aTa;

® BU3yaM3allvs Ha HallpebKa, cicTeMa 3a He3abaBHa oOpaTHA BPb3Ka U JIp.

Bw3mooicnu cpewiku npu peanusupane na 2eimuukayuama 6 00pa3oeanuemo

e Harpaau 3a HMIIO - BUPTyaJHHTE HArpaJy ca JIECEH HAaYMH 32 MOTHBALUs HA YYEHUIIUTE
(HampuMep, Harpaayu moJi popMaTta Ha 3HAUYKHM WIIM MeAaiu). TakaBa MOTHUBAIMS CE€ XapaKTEpPU3Upa C
TeHJIeHIMs OBP30 Ja AeBajIBUpa BbB BB3IPHUATHETO HA UTpadyuTe. MOTUBUpAT HArpaau, KOUTO ce JaBat
3a HEOCIIOPUMH U PEAJHU MTOCTHXKEHUS;, B Ipolieca Ha 0OydeHHe Te ciie[Ba /1a ce AaBaT camo 3a TOBa,
KOETO YUYEHUKBT € TIOCTUTHAJ U 33 TOBA, KOETO CE€ Bh3MPHEMa KaTo MOCTIKEHUE OT BCHUKH.

e Becuuku moj enuH 3HaMeHnare - Beuuku i oOngat na urpast urpu? Exsa mu. e ce pagsat
T BCUYKM Ha BBBEXIAHETO Ha redmuduxauusata? BepostHo He. Pasnuunute Xopa mmar HamrbiHO
Pa3IMYHU IPEANOYNTAaHNS KbM ONpe/ieTieHa MEXaHUKa Ha UTpaTa: HIKOW 0OMYaT Jla ce ChCTe3aBa U IO
MpaBAT JIOpH B OOMKHOBEHMS >KHMBOT, HSAKOM Ca CKJIOHHHM Ja KOJEKIMOHHpAT, a APYTHd H3IUTBAT
yIIOBOJICTBHE KaTO MpOCIensBaT IBM)KEHHETO KbM coOcTBeHHTe cu nenu. Koraro ce BbBexaa
reiiMupukanmaTa B 00pa3oBaHMETO € BaXXHO Jjaa ce JudepeHIupaT YYeHUIMTe ChoOpa3HO
MPEANOYNTAHUTE OT TAX UTPH, UTPUTE KOUTO TE MO HAKAKBB HAUMH ,,UTPasiT" B )KUBOTA CU - B YUHUIIMILE,
B CEMEUCTBOTO, MPH HEPOPMATHOTO OOIIyBaHE.

o EdekThbT ,,apAT Ha BbpXa“ - reiiMuuKanmara pa3KpuBa MPOIECUTE, KOUTO JIATEHTHO
MIPOTHYAT B €KUMA. AKO B €KMIIa MMa U30CTaBallM YUYEHUIIM TE 1€ 3all0YHAT /1a ©30CTaBaT OLIE MTOBEYE,
BIKJIAliKU OOCKTHBHA KapTHHA Ha MO3MLMATA CH CIPSMO OCTaHAIUTE (MO3ULMA B Kiacalus, Opos Ha
MeJlaJIuTe W TOYKHTE). JIngepruTe DOMBJIHUTEIHO IIe 3aCHIIBAT CBOMTE Bede J00pW mo3uuuu. B to3n
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MOMEHT € Ba)KHO JIa Ce JIa/Ie Bb3MOKHOCT Ha M30CTABAIIHTE JIa CE CITPABAT C TIOBUIIICHOTO HAMPEIKCHUE
W J1a 3all0YHaT Ja ce ,,A3KauBaT KbM BhpXa“, a 3a JIUJICPUTE JIa CE Ch3AaaT HOBU NMPEAM3BUKATEICTBA
B PaMKHTE Ha UTPOBUS MoJiell. B mpoTHBeH cityuail epeKkThT Ha ,,1aps Ha Bbpxa“ e paboTH MO CIIEAHUS
HAYWH - JHJCPUTE OCTABAT HA BbpPXa HA BCHUYKU PEUTHHIHM 0€3 3HAUUTEIHH YCHUIIHS, a N30CTaBaIUTE
OCB3HaBAT OE3MOJIE3HOCTTA Ha OMUTHUTE CH Jja CTUTHAT BbPXa M € Bb3MOXKHO HAITBJIHO Jia CE OTKaXKarT.

o Henoaxoasin KOHTEKCT — ChINECTBYBAT O0JIACTH HA JIEHHOCT, KOUTO ca HECHhBMECTUMH ChC
CaMoOTO TOHATHE 3a wurpa (chAcOHA TNpaKTHKA, CHUTYPHOCT, B HSIKOW CIIy4ad YIpaBlICHUE U
HACTABHUYECTBO) M OMHUTUTE 32 TeHMH(HIUPAHETO UM MOXKE Ja TPEIN3BUKA B Hal-moOpus ciydait
He)KeJaHue 3a yJacTue, a B Hall-JI0IIus Bb3MYILECHHE.

o KpaTka cTparterusi — v Haii-BbJIHyBalllaTa urpa paHo WM KbCHO OMPB3Ba, 3aTOBa KOraTo ce
BBBEXK/Aa TeiMU(HKanusaTa TPsAOBA J1a ©Ma SICEH OTrOBOP Ha BBIIPOCA KOJKO BpeMe ce IJIaHUpa Jia ce
M3I0JI3Ba TO3W MHCTPYMEHT B Tiporieca Ha odyuenwue (https:/newtonew.com/school/gamification-fails).

OOpazoBanreTo Ha OBJCHICTO 1€ MNPEANOCTaBs YYCHUIUTE Jia CH B3aMMOJICHCTBAT C
BUPTYaJTHOTO IPOCTPAHCTBO M HETOBUTE HWHCTPYMEHTH. llocTerneHHO B 00pa3oBaHHETO IIE ce
HMHTErpUpaT UHCTPYMEHTH, IIPEAJIaraHu BbB BUACOUTpUTE. BEPOATHO € BUNECOUTPUTE 1a CTaHAT €IUH
OT KIIIOUOBHTE €JIEMEHTH Ha 00pa30BaTEHOTO MPOCTpaHCTBO B Owieme. Ho urpurte TpsiOBa ma
KOMIICHCHUpAT JIUTICaTa Ha B3aUMOJICHCTBUE C pealiHi 00CKTH Ha M3cJe/IBaHe, a HE J1a 3aMEHST LeNus
obpasoBatesieH mporec. AKO KOHIETIHUATA 32 00pa30BaTEIHN BUICO UTPH CHIIECTBYBAa CPABHUTEITHO
JBIITO BPEME, TO KOHIIETIUATA 3a reiiMuduKaIisi Ha 00pa30BaHUETO € HOBO sIBJICHUE. B TO3U KOHTEKCT
W3rpakJaHeTo Ha 00pa30BaTEeIHO MPOCTPAHCTBO BHTPE BHB BUPTYaTHOTO MPOCTPAHCTBO H3UCKBA
IUIOCTHO TPOY4BaHe, 3a Jla ce WACHTUQUIMpPa eQeKTUBHOCTTa Ha reiiMudukanusTa B mpoieca Ha
o0y4eHHE M BB3MOKHOCTHTE M 32 (popMupaHe Ha Hali-yCHEIIHOTO W MOTHBHpAIIO 0Opa30BaTeIHO
MPOCTPAHCTRO 32 JIETETO.

YcenenHoTo npuiaraie Ha gamification B mporieca Ha o0y4YeHHe ce IETEPMHUHUPA OT JT0OPOTO
MI03HaBaHE Ha HEWHATa CHITHOCT, MEXaHU3MHUTE U 3a BB3JCHCTBUE W METOJIUKATa 3a paboTa C TiX, a
CBIIO U OT MEJarorMyeckoTo MAaiCTOPCTBO Ha y4wTens. boratust pecypc OT €IeMEHTH, C KOUTO
pasmoiiara gamification mpaBAT ChABPKAHUETO B JAaJIcH KOHTEKCT MO-UHTEPECHO, MO-BhIHYBAIIIO, I10-
3a0aBHO U MO-MOTHBHpaIlo. ['eliMudukanusaTa e Habupa CKOpOCT He caMo B oOpa3oBareiHa cdepa,
HO U B CBETa Ha Bh3pacTHHUTE. ToBa ce AbDKH Ha (pakTa, Ye )KUBOTHT HA Bh3PACTHHSI CE XapaKTepusupa
C PyTHHA, KOSITO YMOPSIBa, a U BCE IT0-YECTO CE CPelIaT Bb3paCTHH KOUTO ca MPOPECHOHAIHO IPETOPENn
(Burnout).

CBHIGCTBYBa rojisiMa BEPOATHOCT I‘eﬁMH(bPIKaHPI;ITa Jla C€ NPECBBPHE B CBETOBHO SBJICHHEC U LIS
ObJie IPOsiBa Ha HEJATHOBUAHOCT, aKO HE C€ M3I0JI3Ba MOTEHIINANBT i B CHCTEMaTa Ha 00pa30BaHUETO.
Bwarapckoro oOpa3oBaHue He € 6e3pa3TUUHO KbM Ta3u TEHICHIINS, Thil KATO B €IUH OT IPUOPUTETUTE
Ha OmnepatuBHa mnporpama ,Hayka m o00pa3oBaHWe 3a WHTEIUTCHTEH pacTeX™, CBBP3aHH ChC
ch3aaBaHeTo Ha L[eHTpoBe 3a BBPXOBHU MOCTIDKEHUS U 32 KOMIIETEHTHOCT B oOnact ,,IHpopmaTuka u
UKT* e dpakr npucbcTBueTo Ha oOpa3oBaTenHuTe Urpd. KaTo enHa OT 00JIacTHTe Ha MPHUIIOKECHUE Ha
HKT cobriacno MHOBallMOHHATa CTpaTerusiTa 3a MHTEJIMTEHTHA crieluaiu3amnus e onpeaenena: ,, AKT
MOJXOU B MAIIMHOCTPOCHETO, MEJIUIIMHATA M TBOPYECKUTE WHIYCTPHUH, BKJ. JUTUTANIH3AMS Ha
KyJITYPHO-UCTOPUYECKO HACJIEACTBO, pa3BieKareliHn W oOpa3oBareanu wurpu (https://www.ue-
varna.bg/bg/article.aspx?id=22647).

»J|HHAMUYHHATE TIPOMEHH B TEXHOJIOTHUTE pe(ICKTHUPAT B OOIIECTBOTO, B OM3HEC IPAKTHKUTE U

B 00pa30BaHMETO, KOETO TPSAOBA /1a clieABa INT00aTHUTE TEHASHIINH M PEaTHOCTHUTE (...) 3a 1a OTTOBOPH
MakCcUMaJHO Ha Hactosmero M Opgemero (Komesa, 2019:5). IIpoGnembT 3a epeKTHBHOCTTA Ha
CBBpPEMEHHHsI 00pa3oBaTeleH IpoIec Mopakaa peauna mnpotuBopeuns. OT eqHa cTpaHa, pacte
MOTOKBT OT MHPOPMALIUS, KOSITO YUeHULIUTE TpsAOBa Aa Bh3npuemar. OT apyra cTpaHa Te YecTo ca ¢
MHOTO HHMCKa MOTHBALMs Jla YCBOST Ta3u MHQoOpManus. 3aToBa MpoLechT Ha MHGOpMaTH3alus Ha

00pa3oBaHHETO MOXE Jla ce Hapede TpaHcopMmalys Ha ChBpeMEHHHTE HH()OPMAIIMOHHU PECYPCH H
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nH(OPMAITMOHHN TEXHOJIOTHH B pecypc Ha oOpazoBaTeHHUs Ipollec, KOWTO oOe3rnedaBa KauyeCTBEHO

HOBHU pE3yJITaTU OT O6pa3OBaHI/IeT0. B nmocTosiHHO IIPOMEHAIINUTE CE€ YCJIOBUA Ha CbBPECMCHHUSA CBAT

HWHOBAIlMHUTEC B O6pa3OBaHI/IeTO Tp$I6Ba Ja JO0BEAAaT N0 KauCeCTBCHA IIpOMsAHA Ha JUYHOCTTA Ha

yuenurute. Cucremata Ha oOpa3oBaHume TpsaOBa nga ObJe agexkBaTHA Ha Pa3BUTHETO Ha

WHPOPMALTUOHHOTO OOILECTBO.
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