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BPCEHETO Ha e(EeKTUBHM WHTEPAKTHBHU METOAW 3a IOBUIIABaHE HA MOTHBALMATA U

AKTUBHOCTTA B OOY4YEHHETO HOATHKBA MPENOAABATEIUTE Ja ThPCIT HOBH HOAXOIM 3a

MHTerpanus B 00yuyeHHEeTO KakTO Ha JielaTa Taka M Ha Bb3pacTHUTE. MIHTepechT KbM
M3I0JI3BAaHETO Ha UTPOBU MOZENM Ha 00y4yeHHE Ce OTKpMBA Ha HAIIMOHAJIHO HMBO M Ha €BPOIEHCKO
HUBO. B mporpamara ,,Hayka u oO6pa3oBaHue 3a HHTEIMTEHTEH PacTeXk ", CBbp3aHa ChC Ch3/IaBAaHETO HA
IlenTpoBe 32 BHPXOBU IOCTIDKEHUS M 32 KOMIETEHTHOCT B obmact ,,MHpopmarnka u UKT®, ca
BKIIIOYEHH M oOpasoBarennure urpu - ,WMKT mnoxxoaum MammHOCTpOEHETO, MEOULMHATA U
TBOPYECKUTE HMHIYCTPUM, BKJI. JUTUTAIN3AalMA Ha  KYJITYpPHO-HUCTOPHYECKO  HACIEICTBO,
pasBieKaTeNHM M 00pa3oBaTelHU HUrpH. ENHO OT BB3MOXHHUTE pELICHUS Ha MpodiemMure B
00pa30oBaHMETO KaTO HachpyaBaHE HAa yUY€HETO, MOTUBHUpAHE, MIOBUIIIABAHE HA YYaCTHETO, Pa3BHBAHE
Ha KPUTUYHO MHUCIICHE € ,,reiMupuKanusaTa‘.

Haii-o0mo refimudukanusita ce pasriekaa KaTo H3IIO0JI3BAHE HA €JIEMEHTH XapaKTEepHU 3a
nu3aiiHa Ha urpu KbM HenrpoBu koHtekctu (Deterding, Dixon, Khaled, & Nacke 2011). TTpumep 3a
TOBa ca (pUPMEHMTE NporpaMu 3a cTUMyJupaHe. PUpMHUTE H3MOI3BAT AO0OABSHETO HAa HUIPOBU
€JIeMEHTH 3a HachpuaBaHE XEJIAHOTO OT TIX MOBEACHHWE OT CTpaHa Ha ciuyxurenute. Hampumep,
OaHKHUTE M3IMONI3BAT KPEIUTHUTE KapTH 3a JIa CTUMYJIHpAT XopaTa Ja ma3apyBaT U Jia TeUeNsT TOUYKH,
KOMTO TO-KbCHO MOXE Ja ce mpeoOpasyBaT B peaiHa BaiyTa. lIpu mocturaHe Ha omnpeneneHu
KPUTEPHHU Ce JlaBa BB3MOXKHOCT 3a BKJIFOUBAHE B TEXHHsI €UTEH KIIyO (mMOTpeOUTEN OT Hal-BHCOK
KJlac) ¥ MpUAOOMBaHE MPaBo Ha 37aTHa KapTta. [logoOeH Tun cucTeMu 3a CTUMYNUpaHe ce mpeasiarat
HINPOKO B THPTOBHATA.

B nHemnrHo BpemMe ¢ OMOIITA Ha TEXHOJIOTHH 3a Teiimudukanus karo Classcraft u ClassDojo e
BB3MOXHO TOJ0OpsiBaHE Ha OOY4YEHHETO 4upe3 J00aBsHE Ha JOMBJIHHUTEIEH UIPOBU EIIEMEHTH B
oOyuenmero. KiacHara crtas ce mpeBpbIla B JKMBAa WIpa B KOATO YYaIIUTE€ THPCIAT CHKPOBHIIA,
y4acTBaT B U30paHU OT TSIX KyecTOBe, HOOEXKIaBaT YyJOBHUILA, T0JyYyaBaT TOYKM U CTUMYJIM 33 JIMYHU
MOCTHKEHMSI M TPYNOBU JEHHOCTH B PE3YATAT HA M3MBIHEHHE HA JKEIAHOTO IMOBEACHHE KAKTO H
CAHKIUH IPH N3BBPIIBaHE/HEN3BBPIIBAHE HA ICHCTBHA M MOBEICHHS B Pa3pe3 ChC 3aJI0KECHUTE HOPMH.
B cayuaii, mpu KOHTO ce mpuiaraT eIeMEeHTH U TEXHUKH XapaKTepHH 3a UTPUTE KbM JEHHOCTH, KOUTO
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OOMKHOBEHO HE C€ NpHeMaT Karo UIrpW M Ca M3BBH WIpOBaTa cpela ce HachpuaBa OIPEACICHO
neiicteue. ToBa mpeamnonara BAUMATEIHOTO W3MOJI3BaHE HA €JIEMEHTH Ha BHJCO UTPUTE KaTo: TOUKH,
Harpa/jiv, BU3yaJHO IPEICTaBsIHE Ha HAIIPEABK/TPOrpec, MOCTOSHHA 1 He3a0aBHA 00paTHa Bpb3Ka U JIp.
C LIeJT IPOMSIHA HA MOBEJICHUETO M MOCTHI'AHE Ha KEJTaHUTE PEe3yNITaTH.

3aI10 urpuTe MOTHBHPAT 3a Y4acTHe, PEIM3BUKBAT €MOLMOHATHA PEAKIMs U KapaT Xopara Jia
UrpasT MoHsikora ¢ 4acoe? OTroBOpbT HAa TE3U BBIIPOCH CE KPHE B UTPOBUTE CICMEHTH, MEXaHUKUTE
¥ B3aUMO/ICHICTBHETO TIOMEXTYy M, KOETO IIPABH UTPUTE TOJIKOBA BBIHYBALIH.

3a ycnemiHo mpuiaraHe Ha mpoleca Ha ,reidmMudukanus’ B 00pa3oBaHHETO € J00pe ma ce
NO3HABAT PA3IMYHUTE CIIEMEHTU Ha urpara. Pa3iudyHUTE aBTOPH T'M ONPENENAT M0 Pa3iuueH HA4WH
karo exementn (Kapp,K., 2012), npunmunu 3a reiiMudunupan ausaiin u mexanuku (Dicheva et. al
2015), mexanuku (Zichermann, G and Cunningham C., 2011), xomnonentu (Werbach and Hunter
2012 ), umBa Ha ab6crpakmus (Deterding 2011), texuuku 3a reiimuduimpan ausaiin (Chou, 2015).
TsxHOTO pasHOOOpa3me € ToIsIMO, KaKTO W 00JIaCTUTE UM Ha npuioxenue. Llenra e 1a ce mocturane
JKEJAHOTO TMOBEJCHHE OT CTpaHa Ha y4YaCTHUIMTE. YYEHHTE W AMU3ailHEpUTEe HAa UTPU IMPOBEXKIAT
HIOCTOSIHHO €KCIIEPUMEHTH 3a OIPEACIITHE Ha MPABIIHHUTE CIEMEHTH.

lonemusiT WHTEpEC KbM NPWIOKEHHETO Ha “TeiiMuukanusTa’ B pa3zHOOOPa3HUTE CEKTOPH
BOJIM JI0 TOJISIM Opoii 1 MHOTO pa3HOOOpa3HU paMKH 3a KIIaCU(HUIMpaHe HA eIIEMEHTHTE.

Enna or Haili Hal-momyssipHUTE KiIacHUpUKAuu (paMKH) 32 aHAIW3 Ha TelWMU(UIIUpaHU
cucteMu e mpemiokenata ot Zicherman u Cunningam (2011) -pamka MDA-MexaHuKa, AUHAMHKA,
ecretuka (MDA - Mechanics, Dynamics and Aesthetics) MDA-pamkata e 06a3upana Ha
npemmoxenara or Hunicke, LeBlanc u Zubek ( Hunicke, Robin et al., 2004) pamka 3a ananus Ha
Buaeo urpr. Zicherman u Cunningam mpeiarat u3moja3BaHeTo i KaTo MHCTPYMEHT 3a ,,M3II0JI3BaHe
Ha CHCTEMHOTO MHCIICHE 3a OIIMCBAHE Ha B3aWMOJCHCTBHETO MEXTY EIeMEHTUTEe Ha Wrpara u
npuiaraHeTo UM u3BbBH urpara’ (Zicherman u Cunningam, 2011:35).

MexaHHKHTe ca OCHOBHHUTE KOMIIOHEHTH Ha eHa urpa. M3moi3Baiiku JaHHHUTE U 3aJI0KEHUTE
AJITOPUTMH, MEXAHUKUTE OIPEACIIAT paspClICHUTE )IefICTBHSI Ha UTPpAavYUTC U OCUTYpsABAT KOHTPOJI OT
CTpaHa Ha JIu3aiiHepa Ha cucTemata. Te ca cpeicTBaTa Ype3 KOMTO JAN3aiiHEphT Ha CHCTeMaTa HacO4YBa
urpada KbM KeJIaHuTe OT Hero aeicTBus. Zicherman u Cunningam ompeaensT OCHOBHHUTE €JIEMEHTH
KaTo TOYKH, 3HAYKH, NpPEJAU3BHKATENICTBA/ThpCeHe, TMpelcTaBsiHe (onboarding) W [WKIM Ha
anraxxupane (engagement loops) (Zicherman u Cunningam, 2011).

JunamMukaTta neduHHpa B3aMMOAEHCTBHETO HA WIpadya C MEXaHMKUTEe Ha urparta. Tosa e
IMMOBCACHUCTO HA UTPAYNUTEC JOKATO UI'padT.

EcTeTnka ornucBa 4yBCTBaTa M €MOLMHTE, KOUTO UTPAYbT yCellla OT UTPacHe Ha Urpara.

mEm -] -, Player
Designer

The designer and player each have a different perspective.

@ue. 1 Ilocoxa Ha 83aumodelicmeuemo ousaiinep — uepay. Jusavinepa u uepayvm umam
pazauunu eneonu mouxu (Hunicke, Robin et al., 2004).

[Ipu u3moN3BaHETO HA paMKaTa 3a JIM3aiH Ha O00HH NPEKUBSIBAHKS € BXKHO J1a CE OTOCIICKH,
4e B3aMMOJICHCTBHETO MEXK/y IU3aifHepa Ha UrpaTa 1 Urpava € JByCTpaHHO M TO3H (akT TpsOBa aa ce
¥Ma TPeIBUJ NPH U3rpaxaaHe Ha urparta. ,, [Ipu pabota ¢ Urpu, MHOrO € IOJIE3HO Ja ce MMar
NpeBU/I TIICHUTE TOYKU KaKTO Ha JAu3aifHepa, Taka v Ha urpada“ . (Hunicke, Robin et al., 2004:3).
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Hpyra xnacudukauus nupeamaratr Werbach, K. u Hunter, D. (2012). WscnenoBarenute
KIacu(GUIUpaT eTeMEHTHTE 0 CIICHHS HAYWH - TUHAMUKA, MEXaHUKa H KOMITOHEHTH. EneMenTHTe ca
pasmpeneicHn B TpU KaTeropuu Ha abcTpaknus. TsxHata neduHunms ce pasnudasa or MDA.

® [/IaBHUTE acneKkTU Ha
rermuduLmMpaHaTa cucTema,
KOUTO Ce B3IMMaT NpeaBua 1 ce
ynpaBAsABaT, HO KOUTO HUKOTa He

Ce BK/IOYBAT AMPEKTHO B Urpara.

® OCHOBHMTE NpoLecu
KOMTO MOATUKBAT KbM
DENCTBUE U reHepupaT
aHraXkMpaHoCTTa Ha
urpaya

* cneuuPpUYHUTE
KOMNOHEHTH vexainian

ANHaMKKa

®ue. 2 Hepapxus na enemenmume na uepume no Werbach u Hunter (2012)

JmHaMuKaTa ce omnpeens KaTo Haii-aOCTpaKkTHATa KOHIEIIHS M MPEACTaBs OONIHMS U3IJe] B
eaHa urpa win reimudunrpana cucrema. Ts n300passiBa nenure Ha opraHuzauusTa. Haii-axxuure
UTPOBU TUHAMHUKH Ca: OTpaHWYECHHs, EMOLUH (JFOOOMUTCTBO, KOHKYpeHIHs, QpycTpanms, macrue),
HapaTuB, Iporpecus (pacTex U pa3BUTHE HA UIPaya), BPb3KH.

MexaHMKHTe ca OCHOBHUTE IPOLECH, KOMTO MOATHKBAT KbM JeiicTBHe urpada. OCHOBHHUTE
MEXaHUKH ca JIECEeT: NpEeIU3BHKATENCTBA (IIb3EIH WM JIPYTH 3aJaud, KOMTO W3MCKBAT YCHJIHE OT
CTpaHa Ha Wrapua); maHc (eJIeMEeHT Ha CIly4ailHOCT); ChCTE€3aHHe; ChTPYIHHYECTBO; 0OpaTHa BPB3Ka;
npuno0MBaHe HAa pecypcH; Harpaad (3a ONpeIeieHO NeHCTBHE WM MOCTIXKEHHE), TPaH3aKIUH;
pelyBaHe Ha UTPavnTe; ChCTOSIHUE Ha OOea

KoMnoHenTuTe ca Hail-Manko aOCTpaKTHHUTE eEMEHTH B cucTeMaTa. Haif-BaskHHTE OT TAX ca
NeTHAIeCeT: TIOCTH)KEHHMSI, aBaTapy, 3Ha4YKH, modena - TPyJAHO NPEIU3BUKATEIICTBO B Kpast HA HUBOTO
(boss fight), komnekiiu, GUTKH, OTKIFOYBAHE HA ChIBbPKAHUE, MMOJapsiBaHe; TabJIO C Kiacallud;, HUBA,
TOYKH, ThPCEHE (IPEIU3BUKATEIICTBO), COLHAIEH CTaTyC, €KUIH, BUPTYAIHH CTOKH.

KakTo Bcsika elHa MEXaHUKa € CBbp3aHa C ONpeJesieHa JHHAMHKA, TaKa 1 BCEKM KOMIIOHEHT €
CBBpP3aH C €Ha WIH [10BEYE MEXaHUKH. BCHUKM eIeMEHTH OT TPHUTE HUBA HA a0CTPAKIHS ca CBBP3aHN
HiepapxuuHo. [To-HECKNTE KOMIIOHEHTH Ca CBbP3aHM KbM €HA WM TIOBeYe MEXAaHWKH, a Te KbM €JHa
WY TTOBEYE AUHAMUKH.
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3a pasnmuka ot Werbach u Hunter, Deterding (Deterding et al, 2011) nedpunupa 5 HuBa Ha
a0CTpakIus OT HAH-HUCKOTO KBM HAW-BHCOKOTO: MOJeN Ha wHTepdelic am3aiiH (3HAYKH; TOYKH);
MOJICJIH 32 MPOCKTUPAHE HA MIPH U MEXAaHWKU HA MTPH; TIPUHIMIMI 32 TPOSKTHPAHE WM CBPUCTHKA;
KOHIICTITYaJTHH MOJICJIH 32 IPOCKTHPAHE HA UTPH; METOJIM 32 UTPOB TU3aiiH.

basupano nHa mpemnokenara ot Deterding abcerpakims Dicheva et al. (Dicheva et al, 2015)
npeiarat Kiacu(UIMpPaHeTO Ha EJEMEHTH 3a TeiMuQuKanus B 00pa30oBaHMETO HA JIBE HUBA -
IPUHIMITN 32 obpa3oBareien reiimudunupan auzaiin (educational gamification design principles) u
MEXaHUKH. ABTOpUTE OTOENA3BAT, Y€ aKICHTHT € BBPXY ,,[eUMH(UIMPAHU" PUHLIUIHN, & HE BBPXY
NPUHLNIY 33 AW3aiiH Ha UIPH, Thil KaTO HAKOM OT TSIX HE C€ OTHACAT caMmo 3a urpure (games), u ce
M3II0JI3BaT B 00pa3oBaTeIHUTE CUCTEMH OT KakTo nMma takusa. (Dicheva et al, 2015)

[lpuniunure 3a reiiMuduuupan auM3ailH ca  JAEBeT: LENMM W NIPSIU3BHKATEICTBA
(Goals/challenges), mepcomamuzamms (Personalization), 6sp3a obpartna Bpw3ka (Rapid feedback),
Bunumo chetosiaue (Visible status), otkmouBane Ha chappikanue (Unlocking content), ceobona wHa
u36op (Freedom of choice), csoboma 3a mposan (Freedom to fail), mcropus/HOBM HIACHTHYHOCTH
(Storyline/new identities), Onboarding, BpemeBu orpanuuerus (Time restrictions), couumamHo
anraxupasne (Social engagement).

MexaHUKHTE ca: TOYKH, 3HAYKH, HUBA, JICHTA Ha MPOTPEC, KJIacallii, BUPTyalHa BalyTa, aBarap.

MMa aBTOpH KOWTO OMNpPEAETIAT HIPOBHTE CIEMEHTH KaTO CIEHHU(DUYHU KATEerOpHH, KOUTO
YaCTUYHO CE MPUIIOKPHUBAT ¢ ropeonucanute. Kapp ompenens 12 kaTeropuu eJIEMEHTH, KOUTO ca
NpECTaBEeHH 1MO-10yy. TOW pasriexaa UTPUTE KaTo BH3MOXKHOCT 3a MPEACTaBSIHE HA M3BAAKH OT
peasnocTTa (abstract concepts) u peannoct (reality)(Kapp, K., 2012). Urposara cpena npeaoctaBs
Ha UTPAYNTEe BH3MOKHOCT JIa CE MOTOIAT B U3BAJIKU OT PEATHOCTTA WIIM MOJICIH HAa PEAIHU CUTYallUH,
kouto morat jaa opaar xunorernunu (hypthetical), Broopaxkaemu (imagined), m3mucnenu (fictional).
Bb3mokHOCTTAa 3a mMoJHAcsSHE Ha HH(pOpPMAIMATa 4Ype3 H3BajJKa OT PEATHOCTTa HMa CBOUTE
OpeMMCTBAa TIpe]l KOMIUIEKCHOCTTA, KOSATO Mpejiara peajHoTo NpexuBsBaHe. Hampumep, urpara
Monopoly mpeacraBs u3Bajka Ha peaJHOCTTa 10 TakaBa CTEIEH, Y€ €JHA CJO0KHA CHUCTEMa Ha
(MHAHCOB MOHOIIOJ € OpraHM3MpaHa B exHa HactoigHa urpa. Cropen Kapp “wrpure npemaxsar
€JIEMEHTH OT PEaJTHOCTTa, 3a J1a HaKapaT urpada jaa ce GoKycupa BbpXy ChIIHOCTTa Ha urpara” (Kapp,
K, 2012 : 52). CaenBaniusr eJIeMEHT OT ChIIECTBEHO 3HAUYCHUE C€ OTHACS JI0 TOBA, Y€ UTPUTE TPsSOBa
na wMar med. JloOaBsiHETO Ha 1€ KbM €IHA pas3BleKaTelHa JEHHOCT aBTOMATHYHO W3MEHS
3HAYEHHUETO Ha JIEHHOCTTa, (JOKyCa, BOIH 10 H3MEPUMH pe3yitaTd. IrpuTe UMaT TOYHO ONpeeICHH
W SICHU 1eNu (Hampumep, TpsiOBa aa cbbepemr 5 nuamanTa). JloOaBsSiHETO Ha IeNl aBTOMATUYHO JlaBa
npaBo Ha u300p (kak ga chbepemn Te3u 5 auamanta). I1o CBOSITAa CHIIHOCT JOCTUTAHETO HA IEJITA €
Kpas Ha Wrpara. 3a Ja ce Hachbpud YCTOWYMBO ydacTHE OT CTpaHa Ha WIpayuTe pa3OMBAHETO Ha
KpaiiHaTa I1eJ1 Ha MaJKH MOIEIH € OT royisiMo 3HadeHue. OT TiiefHa TOYKa Ha IeAarorHYecKus
nu3aiiH Kapp mpenopbuBa M3MOI3BAaHETO HAa MAJIKM ENH, KOMTO Ja BOAAT JO oOmiata KpaifHa Iel.
[MpeMuHaBaliKy YCIEIIHO MAJIKHUTE MNPEIU3BUKATEICTBA WIPAYbT MPHAOOMBA yMEHHS WM 3HAHUS,
HaJrpaXIailiKi CBOSI ONHUT U JOCTHTaHKH J0 HEOOXOIMMOTO MalCTOPCTBO 3a MOCTHIaHE Ha KpaifHaTa
ten. [To nogoOeH HauuH yyainus TpsOBa Ja Npua00He YMEHHS/3HAHUS, 3a Ja Ce CIIPaBH ¢ (PUHAIHOTO
npeau3BuKarenctBo. Mrpata ce xapakrepusupa ¢ npaBuia. [IpaBunarta ca: onepaunontu (operational)
WM KaK ce urpae urpara, ocHoponosnaramu (foundational) - ¢popmamauTe cTpykTYpH B OCHOBaTa Ha
urpata; WMIUIMIMTHE u ToBenendecku (implicit and behavior) - ompenmenst conuamHOTO
B3aMMOJICHCTBHE MKy MrpadnTe (UrpoBHs MMOBEACHUSCKH €THKET); oOpasoBarenHu (instructional) —
npaBuiaTta, KOMTO MCKaMe UIpavybT Jla 3Hae W 3allOMHH CJIe]] Karo MPHKIuYM urpara. Kem Te3n
OCHOBHHM TpaJiuBHH KommoHeHTH Kapp mo0aBs enemMenTH karo: KoHpuukr (conflict) -
NPEN3BUKATEIICTBO OTIIPABEHO KbM 3HAYMM OIIOHEHT, TPYIIOBO HIIM WHIWBHIYAITHO, C LE] TTOCTUTaHEe
Ha CBCTOSHHME Ha moOeqa W M30srBaHE HAa HAMAISIBAaHETO Ha COOCTBEHHUS PE3YyJTaT, ChCTe3aHHe
(competition) upe3 pokycupaHe Ha BHUMAHHETO HA UTPAYUTE KbM ONOOpSIBAaHE M ONTUMHU3UpPAHE HA
JMYHOTO TIPEJCTaBsIHE Ce MpeMaxBa Bh3MOXKHOCTTA Jia CH Tpeyar eAuH Ha JIPyr; ChTPYAHUYECTBO
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(cooperation) — meiicTBHETO Ha UrpavyuTe Ja PabOTAT 3a€IHO, 32 JIa MOCTUTHAT JKEJIaH U TOJI3CH 3a
BCUYKH pe3ynTar. Kapp HackpuaBa HWHTETPUPAHETO U HA TPUTE eleMeHTa (KOH(IIMKT, ChCTe3aHUue U
CHTPYIHUYECTBO) B €JIMH T0OBP UTPOB H3aliH.

Jlpyr eneMeHT, KOMTO MO CBOSATa CHUIHOCT HachbpyaBa U MOTHBHpPA JICHCTBHE € BPEMETO H
BpeMeBHUTe OrpaHuveHusl. B 3aBUCHMOCT OT MOTPEOHOCTHTE HA YYACTHHUIIMTE W IEIHUTE HA
oOpa3oBaTenHaTa UTpa BPEMETO KaTo pecypc MOXKe Jja ce M3MOI3Ba 3a Ch3/AaBaHE HA CUTYallul KbJETO
TO € OT 3HaueHue (pa3peniaBaHe Ha KOHMIUKT ¢ KIUCHT 10 BE3MOXKHO HAW-OBP3UsA HAUWMH), KAKTO U
BBb3MOXKHOCT 3a HaMalliBaHE Ha NEPHOJA 3a W3BHPILIBAHE HA OIpelelieHa JEHHOCT M OBP30
BU3YyaJIU3MpaHE HA Pe3yTaTa OT AeHCTBUETO (OOMKHOBEHO B MI'PH KBJIETO CE M3UCKBA JBJITO BpEMe 3a
U3BBPIIBAHE Ha CHOTBETHATA JACWHOCT B PEATTHHS )KUBOT KAaTO OTIIIK/IaHE Ha KYJITYPH U TIOCTPOSIBAHE
Ha crpaay). EaMH OT Hail-npoTMBOpEYMBHTE €IEMEHTH ca Te3u, kouto Kapp ompenens karo
CcTPYKTYpH 3a Harpaam (reward structures), KOWTO BKJIFOYBAT 3HAYKH, TOYKH M Kiacarmu. Kapp ce
apryMeHTHpa, Y€ TSIXHOTO pa30upaHe, 32 TOBAa KaKBa € POJIATA MM € OT OCHOBOIOJIATallo 3HAYCHHE.
Cnopea Hero Te MMaT CBOSTA ,,pOJIsl U Ca HEpa3leiHa 4acT OT UIPUTE, a HE OCHOBHHS (OKyC Ha
reiimudurarnmsra™ (Kapp, 2012:58). Enna ot oTnuunTeNnHUTE YepTH HA UTPUTE (BUIEO, HACTONHU U
JIpyru obpasoBarennu ) ¢ odpaTHaTa Bpb3ka (feedback). O6parnarta Bpb3Ka € decTa W MOCTOSHHA,
BOJIU JIO KOPUTHpaHe, HACOUBaHE Ha JICUCTBHATA HA Urpada. MH(popManusaTa KOSTO MoTydyaBa UrpaybT
B WIpaTa ce OTHACSA 70 HErOBOTO CHCTOSIHHME, KOJIKO My OCTaBa JO IeNTa, KbJe Ce HaMUpa TOW.
OO6patHaTta uH(oOpMaIys ¢ Taka OpraHu3MpaHa, 4e Ja MOATHKBA Mrpada KbM JICHCTBHS, KOPUTUPAHE
Ha TIOBEJICHUETO M HACOYBAHE HA MUCJIOBHHS mporiec. Kapp BKIIOYBa M OpraHu3aivs Ha Urpara Ha
OIpe/ICICHH eTaly, HUBA KaTO OCHOBCH KOMIIOHECHT Ha urpute. HuBaTa ca cpeacTBo 3a M3MepBaHe Ha
nporpeca Ha Wrpaya JaBaT, PEIOCTaBAT 00pa3 Ha Pa3BUTUETO HA YMCHUSTA, Pa3BUTHE HA HapaTHBa
Ha UTpara U CIYXKaT 32 MOTUBAIMSA, Ype3 MOCTUTAHETO HA MAITKU U JIECHO U3MEPUMU Lienu. Brrpekw,
Yye He BCHYKH MIpH ca Oa3upar Ha mcropus (Storytelling), unrerpupanero Ha eneMeHTa UCTOPUS TIPH
reiiMuuUIpaHe Ha OOYyYEHHETO MpHIaBa 3HAYCHUE M CHOTBETCTBUE HA MPEKHMBSIBAHETO, KAKTO U
KOHTEKCT 3a M3IbJHeHHe Ha 3amauute. Cropen Kapp B Tasu kareropusi Morat ga ce H3IOJ3BAT
€JIEMEHTH KaTo I'epoH, IUIOT, HAPEeXKEHHUE, peleHue. ,,HapaTiBa 1aBa Bb3MOKHOCTTA JIa C€ JOKOCHEII
JI0 JKEJIAaHWETO Ha BCHYKH HAC, J]a OTKPHEII KakBo Iie ce ciayuu B ucropusra™ (Sheldon, Lee, 2020:
131). Criopen Hero €1Ha OT Hal-4eCTO W3MOJI3BAHUTE UCTOPHUH B UTPHTE KOSTO MOJKE Ja C€ MPUIIOKU
u B oOpasoBanueTo, ¢ “IIpTyBanero Ha repos” (The Heroes Journey). ITsTyBaneTo Ha repos e
npejcTaBeHo 3a mbpBu mbT oT Joseph Campel npe3 1949 u mopaspaboreno ot Christopher Vogler
npe3 1992. B ucropusra riaBHUAT repoil ce U3Mpass Mpes ToISIMO MPEeIN3BUKATEICTBO, TPEOA0ISIBA
Pa3INYHU MPETSATCTBHS U 3aBBPINBA C Pa3BPH3KA.

IMocneauure TpW eleMeHTa, KOWTO mpemiara Kapp ca kpuBa Ha umTepec (curve interest),
ecretuka (aesthetics) u Bp3moxHOCT 3a moBTOpeH oruT (replay or do over). Kpusara Ha uHTEpec €
CBBp3aHa C MMOTOKA M IOCJIEIOBATEIHOCTTAa HA JCWCTBUSATA KOUTO CE CIyYBAT U KOUTO HOATIBPKAT
uHTepeca Ha urpada. [1o momo0eH Ha4YMH MPH CTPYKTypHUpaHE Ha ypoKa Ce 3alovBa ¢ HACOYBAHE Ha
BHUMAaHHETO KbM TEMaTa, MPEH Ja 3aloyHe mpenoaBaneTo. [Ipu kpuBaTa Ha HHTEPEC Ce aKIEHTHPa
BbpXY MPEKUBSIBAHETO HA MIpaya, MPEMHUHABAUKY MPEe3 ISUIOTO MPESKUBsIBaHE (ITbPBO BIICUATICHUE OT
0o0y4yeHHeTO, HapacTBaHe Ha WHTEpeca, CBHIIMHCKO MPEKMUBIBAHE M HaKpas KyJIMHHAIMSA).
[MoaxosmoTo BU3yaTHO MpeACcTaBsiHe Ha Mrpara Mogo0psiBa MUIOCTHOTO NPEKUBSIBAHE HA Mrpaya,
JlaBa Bb3MOYKHOCT 3a MO-IBJIOOKO MOTAIIsHE B yueOHaTa cpesia. Bbh3MOKHOCTTA 32 MOBTOPEH OMMUT OT
CTpaHa Ha uWrpaya JaBa BB3MOXHOCT 3a MPOBal. BB3MOXKHOCTTa 3a MpOBAl C MHUHHMAJIHH
MOCJIE/ICTBUSL 32 WIpaya MOXKE Ja HAChp4d JIOOOMHUTCTBOTO, W3CIIEABAHETO W YUEHETO 4pe3
npoyuBane. ToBa € Bb3MOXHOCT 32 TECTBAHE Ha XMITOTE3H U yUCHE Upe3 MOBTOPSHUE U TPEIIKH.

[pennoxenure ot Kapp enemMeHTH npeiarat KpaTbk 0030p Ha Bb3MOKHOCTHTE KOUTO UTPUTE
npejyiaraT OCBEeH NMPHUCHKIAHETO HAa 3HAYKKM M TOYKU. [locTaBsSHETO Ha SICHH M CHEHU(GUYHU TEIH,
KaKTO W MpaBWja € MO3HATa M W3MOJ3BaHa MpPaKTHKa OT MeJarorHuecKuTe crenudanuctd. Jpyru
TEXHUKU XapaKTepHH 3a JOOpHs TeNaroruvyeckd JU3aifH € OCHTYPSIBAHETO Ha KOJKOTO CE MOXKE
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noBedye oOpaTHa BpPbB3Ka, KAaKTO W M3IIOJI3BAHETO Ha KOHLEMIMATA 32 BpeMe KaTO MOTHBATOp 3a
HachpYaBaHEe Ha JEHCTBHE (,,HAMAa IMO-JOOBP MOTHBATOP OT KpaiHus cpok™). OT mpyra cTpaHa
J00aBsHETO Ha 3HAYKW, HUBA U WCTOPHS HE ca TOJIKOBA MO3HATH HA MpPENOJaBaTENNUTE, HO TEXHUS
MOTEHIMAN CBIIO MOXE Ja Ce H3MO0N3Ba B mpoleca Ha oOydeHue. Te3n TEXHHKH, 3aeOHO C
BB3MO)KHOCTHTE 32 YUeHE, KOUTO Ipeajiara HapaThBa W IIpeMaxBaHe Ha cTpaxa OT IPOBaJ, MOTaT Ja
chb3manar OoraTu OoOpa3oBaTENHU MPEXKHUBSIBAHWS HACHTEHH C €MOLMsS, BOJICHIM 10 3alaMeTsBaHe U
aKTHUBHO MPHUJIaTraHe Ha YCBOCHUTE BeUe 3HAHUS.

Onwucanute mo-rope Kilacu(UKalMM Ha EJIEMEHTUTE MPEACTaBIsIBAT Mallka HW3BaJKa OT
HAJIMYHUTE KIacu(UKAIMK 1 HE U3UePIIBAT BCHUKH BH3MOXHHU KIacU(UKAIIHU.

Kown enemenTn ca Hail-momxoisImiy 3a TMPIJIOKEHHE B mporeca Ha oOydenne? Hsma Touen
OTrOBOp Ha TO3W BBIPOC 3aTOBa Iie ObJAT pasriiefaHl HAKOM OT €IEMEHTUTE, KOUTO Hai-4ecTo ce
M3IIOJI3BAT B TIpolieca Ha OOy4YeHHWEe W 3a KOWTO MMa HaydHU JOKAa3aTelICTBA, Y€ Ce WHTETPHpaT
YCTIEITHO B 00yYEHHUETO.

EI[HI/I OT Hal-4yecTO HBIIOJ3BAHHUTE U KPUTUKYBaHU CJICMCHTU Ca TOYKH, 3HAYKH, KiaCallun
(Points, Badges, Leaderboards (PBL)). (Werbach,K, Hunter, D, 2011; Dicheva and Dichev, 2017;
Barata, Gama, Jorge, & Gongalves, 2017), nenra Ha mporpec (Dicheva&Dichev 2017), HuBa u
npenu3BukarencTsa (Barata, Gama, Jorge, & Gongalves, 2017).

Touku (Points) — Te ca egHU OT Hal-pa3NpPOCTPAHECHUTE EJIEMEHTH Ha WUrpuUTe. TAXHOTO
pasHooOpasue U MPUIIOKEHUE MOXKE Ja C€ M3MOJI3Ba M0 pa3inieH HAuMH 32 MOJEIMpaHe Ha KeJTaHOTO
noBeneHue. CBBP3BaT ce Mporpeca U MoJoOpsIBAHETO HA WTpada B MpoIieca Ha MHTepakius. ToukuTe
ca MEXaHHKa CBbp3aHa C oOpaTHaTa Bpb3ka. MoraT 1a oTpa3siBaT HOBH HUBA, HAKa3aHUs, MOTaT Jia ca
CaMo pacTALIH, a MOXKE JIa Ca ¥ HaMaJIsBaIlM, aKO UTPaYbT HE U3ITBIHIBA 33JaHHETO.

Tab6uo ¢ xiaacamuu (Leaderboards/Rankings) — tabmoro ¢ Kiacalluu € CIHCHK ¢ UMEHATa Ha
HUI'pavYuTe U TCXHUTEC IMOCTHXKCHHUA CIIPSAMO OCTAHAJIUTE YUACTHUIIU. HpI/I Kj1acalilmuuTe Tp516Ba MHOTI'O Aa
ce BHUMaBa C TeXHUs TN3aiiH, 3aII0TO MOTaT Jia JIOBeJaT 10 HaMaJsiBaHe Ha MOTHBAIIAATA OCOOCHO Ha
urpaduTe oTr mocienHutre mecra. OT Apyra cTpaHa Te ca ONPEAeNAT KaTo elleMEeHTa ¢ Hal-TOJsIM
MoTuBanMoHeH edekt (Zamzami Zainuddin, et al 2020) ciex BUpTyaqHHTE MONAPBIM U TOUKUTE
(Chang and Wei, 2016)

Hopapbeuu/marpamm (Gifts) — ToBa 00MKHOBEHO ca (U3MYECKM Harpaju OT padoTojared,
pexiamaa kamraHusi (OoHyc). OOWKHOBEHO ca CBBpP3aHM C BBHIIHATA MOTHBAIMS W UMAaT
KpaTKOCpOUYeH e(PeKT.

3nauxu (Badges/Trophies) — 3HaukuiTe JOKYMEHTHPAT BU3YAJIHO IMOCTIKEHUATA HA UTPAUHNTE.

Jlentata Ha Hanpeabk/mporpec (Progress bar) e cpp3ana ¢ oOparHa Bpb3Ka U JaBa
UHQOpMAIUS KbJie TOYHO c€ HAMUpPa Urpada U KOJKO OIlle My OCTaBa JI0 IOCTHT'aHe 3a/1aJleHaTa 1ell.

I'mnaum — ToBa ca CHIO3HUIM, OOITHOCTH, EKUITH; XOpa C OOIIH UHTEPECH, KOUTO UTPAST 3a€1THO,
3a Aa mocTurHar ooy uend. B oOpasoBaHueTo exumHaTa pabots TpsOBa Aa ce Hachpyasa, 3a Ja ce
H3rpaxaat yMeHuUs 3a pa60Ta B €KHII, KOUTO Ca HCO6XOJII/IMH Ha BCUYKHU B p€aIHUA KUBOT.

Huga (levels) — HuBaTa ca cBbp3aHH C POrpeca, Ype3 OMuTa KOWTO UrpaybT HATPYIBA.

Jpyru eJeMeHTH, KOUTO UMAT IMOTSHIAl B 00yUEHHETO ca:

ABatap (Avatars) — BUpPTyaJHO NpeAcTaBgHe Ha urpada. Onmusra 3a NepCcOHAIU3UpPAaHE Ha
aBaTap B 0Oy4eHHETO JjaBa Bb3MOKHOCT 3a Ch34aBaHE Ha UyBCTBO 32 €MOLIMOHAIHA IPUHAJICKHOCT U
I/I}IeHTI/I(bI/II_H/IpaHe. B HUI'PUTC UTPAYUTEC UMAT BB3MOXKHOCT 3a IEPCOHAIMN3NPAHE HAa BHbHIIHUA BUJ Ha
CBOS aBaTap, 100aBsHE Ha JOMBIHUTEHU CHUIIU, OpPOHS U JIp.

Beankaencko siine (Easter eggs) — m3HeHaau mox ¢opmara Ha OOHYC TOYKH, Harpaim,
Sa6aBHO BHUICO, CKPUT TEKCT, KaPTUHKU W OpP., KOHUTO )IO6aB$IT CJICMCHT Ha HCHPCIACKA3yEMOCT U
OYaKBaHE Ha HOBH MPEKUBABAHUSL.

Ipenu3BukarescTtBa/CbcTe3aHus — MIPEIBAPUTETHO ONPECIICHN MPEeIU3BUKATENCTBA (Cepus
OT 337a4M).
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https://www.sciencedirect.com/science/article/pii/S1747938X19301058#bib8
https://www.sciencedirect.com/science/article/pii/S1747938X19301058#bib8

B mpoyuBane nampaBeHo ot Andrew Stott m Carman Neustaedter (Andrew Stott and Carman
Neustaedter, 2013) ce maeHTHGUIMPAT YETHPH NPUHIIUNHN OKA3BAIlM HAW-TONSIMO BIUSHHE BBPXY
00y4YeHUETO:

e bnp3a oGpaTHa Bpb3Ka - oOpaTHaTra Bpb3Ka € €lHA OT XapaKTCPUCTUKUTE C HaW-TOISM
MOTEHIIMAT 32 KOPUTHpAaHE Ha MOBEJCHHETO Ha Wrpada Mo IbTA KbM Ienta. O0paTHata Bph3Ka €
KIIIOYOB €JIEMEHT, KOWTO YCIENIHO Ce H3MO0JI3Ba OT MpernojaBarenure, 0e3 jJa ce Hajara
UHTETPUPAHETO HAa WIPOBU CJIEMEHTH B Mpolieca Ha oOyudeHue. J[oOpUAT TMeaarornveck an3aiiH
W3UCKBA KOJKOTO C€ MOXKE II0-4ecTO Jia c€ OChIIecTBsiBa oOpaTHa Bpb3ka. Kapp mpenopbuBa
3aCHJIBAHETO HAa MEXaHM3MHUTE 332 OOpaTHa BpPbB3Ka UYpe3 WHTEPAKTHBHHU JCHHOCTH, BKIIOYBAHE Ha
KOMCHTapH, BU3yallu3allysl Ha Tporpeca v MoKa3BaHe Ha Mrpava Kak Jja KOpHrupa JIeHCTBUATA CH Upe3
npunoOrBaHe Ha HeoOxomumoTo 3Hanue u ymenus (Kapp, 2012).

o IIporpec (Progression) - mpencraBsHe Ha wH(pOPMAIUATA IIOA (opMaTa HAa HHBA MICHH.
[IporpechT € CBBbp3aH M C KpHBaTa Ha HMHTEpeca, KOATO NOOPHUIT MHCTPYKTOp TpsiOBa aa B3eMe
TpeBU] TIPH TJIAaHUPaHEe Ha yueOHuUs Matepuall. J{a ce 3amo4yHe ¢ MHTEPECHO U HHTPUTYBAIIO HAYAJO,
KOETO JIa 3aCUJIM HHTEpeca, 1a € MUHE MPe3 MPUIIOKEHHE U Ja e TPUKITIOYN ¢ KYJIMUHAIIHSL.

¢ Bn3moskHOCT 3a u300p U cBodoaa 3a mposau (Freedom to fail) — Be3MoxHOCTTA 3a TpoBa €
¢/IHa OT HaW-TOJIE3HUTE XaPaKTEPUCTHKU HA UTpHUTE. BB3MOXKHOCTTA 3a MOBTOPEH OMUT Oe3 TOoBa Ja
OKa)Ke 3HAUYUTEIHO BIIMSIHUE BBPXY CTAaTyca Ha Urpaya (HaTpymaHHTE O MOMEHTa TOYKH CE€ 3ama3Bar
WM HaMaJIIBaT ChBCEM MAJIKO, Bb3MOKHOCT 33 CHKUBSIBAHE M TIOBTAPSIHE HA €HO i CHIIO HUBO U JIp.)
¢ elHa OT BB3MOXKHOCTUTE C pas3rbpHAT NOTCHIMAN B wurpute. Ha wrpauute ce mpemocrass
BB3MOXKHOCT J1a TIOBTOPST OIKTA 33 Ha[BUBaHE HA 4yIOBHUILETO/TIOKOPSBAaHE HAa BbpPXa U T.H.

BB3MOKHOCTTA 32 MOBTOPEH OMUT 0€3 TOBA Jia OKaXE BIUSHUE BBPXY CHCTOSHUETO HA Mrpava
(BB3MOXHO € MUHMMAJIHO HaMaJIiBaHE Ha TOYKH, ITOBEYE OT CJMH JKUBOTH U MOBTapsSHE HAa CHIIOTO
HHMBO OT Haii-OJIM3KaTa Bb3MOYKHA TOYKA M JIp.) € €lIHA OT Bb3MOXXHOCTHUTE C Pa3rbpHAT MOTCHIMA BbB
Bujeo urpure. “HachpuyaBaHeTo Ha ydeHHMIIUTE Ja MOEMaT PUCK U Jla SKCIEPUMEHTHPAT M3MECTBa
(dokyca OT KpaifHUs pe3yiTar KbM mnpoiieca Ha yueHe (Stott and Neustaedter, 2013). OcurypsiBanero
Ha BB3MOYKHOCT Ha YYEHHIUTE ga cu m30epar 3amanue (QUESt), KoeTo Ja W3MBJIHAT 0 Kpas Ha
00y4YeHHETO M BBH3MOXHOCT 3a OTMAJaHE WM MPOMSHA Ha 3aJlaHHETO € OTHOCHUTENHO JIECHO
OPUIOKHMO OT CTpaHa Ha mpenogaBarenure. OT CBOS CTpaHa BB3MOXKHOCTTa 33 MOBTOPHO
Npe/ICTaBIHEe Ha 3aJlaHhe C HANPaBCHUW KOPEKIMU Ccliell oOpaTHATa Bpb3Ka Ha MpEMojaBaTens ce
J00JIKaBa 10 PeasTHUsI )KUBOT, KHJICTO MMHPBHUAT OMUT HE BUHATHU € YCIICIICH, HO BTOPHAT MOXE JIa €.
Taka ydvammre Morar Jga ce HachpyaT Ja JajaT BCHYKO BB3MOXXHO OT cebe CH  JIOpH M TpH
HeOJaronpusaTHa curyanus. [oneMusT Opoi HaTUYHM H300pH MOXE Ja OKake TIpedka 3a
e(peKTUBHOTO MHTETPUPaHE HA N300PHT KATO SIEMEHT Ha TeiMU(pUKALIUITA.

e Uctopusa (Storytelling) — moBeyeTo UTrpu M3MOI3BAT HApAaTUB 32 MOTHBHpAHE Ha WIPAYHTE.
W3nomsBanero Ha UcTOpHs B 0O0y4EHHETO JaBa BH3MOXKHOCT 32  MHTEPAMCUHUIUIMHAPHOCT M HOBH
3HAHMs, Ype3 MOCTaBsIHE HA MTPAYMTEe B €MH peasieH win u3MucieH cioker. Criopen Lee Scheldon
HapaTuBa OCHTYpsIBa CTPYKTypaTa Ha qu3aiiHa. “HapaTuBbT ocUrypsiBa BB3MOXHOCT Ja C€ JJOKOCHEM
JI0 OHOBA JKEJIAHWE HA BCEKM €JMH OT Hac Jla OTKPHE KaKBO CE CIIyyBa II0 HATATBK B HCTOPHATA
(Scheldon, L., 2020).

lefimu¢ukanusaTa 3auMcTBa €IEMEHTH OT MIPUTE, HO TOBAa HE O3HAyaBa, ue TpsOBa 1a ce
npeBphIa elHa 3ajada, JACWHOCT, WIH Kypc B Hrpa. [eiiMudukanmsara TpsOBa Ja chleicTBa 3a
UHTETpUpaHe Ha HaW-TOJXO/IINTE KOMIOHCHTH Ha WIPUTE W NPUIAraHETO UM KbM OIPEACIICHH
CHTyallMd, 32 Ja CTHUMYJHpa PEIOBHO MOTHBALMATA W HArpaXJIaBaHETO HA WIPAYMUTE 32 TEXHUTE
yewiusi 1 ydactue. [elimMudukanmaTa He mpeajara pelieHue 3a npoOJieMHTe Ha BCHYKH, HO
OCUTYpsiBa BB3MOXKHOCT Ha YYHTENHMTE Ja M3IO0N3Bar Iuiedopara OT pasHOOOpa3sHU CTHMYJIH H
TEXHUKH XapaKTepHH 3a MOTHBAI[MOHHATA TICHXOJOTHS Ha BHUJICO WIPUTE 3a TOAOOpsSBaHE Ha
neIarornyeckaTa cu MpaKkTHKa.
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