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Pe3iome

Jloknaosm npedcmass npoyecume Ha 83aumooeticmsaue mexcoy cvzoamenume HA CEPUOSHUME
obpazosamentu uepu u nompebdbumenume (YueHuyu, cmyoenmu), KOUmo 2u Usnoi3eam 6 npoyeca Ha
ceoemo odyuenue (peanro u onaain). Opeanusupanemo Ha npoyeca Ha npoexmupane (cvzoasane Ha
KOHYyenyus. 3a uspama) u paspabomeamne (Npou3eo0cmeomo HA NPOOYKmMa) Ha CepuosHume
obpazosamentu uspu e mpyooemvk u omeogopeH npoyec. Om covyeCmeeHo 3HaveHue Cbujo MmaKa ce
oKazea 3a nompebumenume u300pvM Ha uspaier OU3AUH u Modena Ha uepama. Koumexcmosm, 8 Kotimo
ce ucpae u U3NOA36A CEPUOIHAMA USPa e Om 3HAYeHUue 3a NnoiyueHume pesyaimamu. B dokiada ca
00CvOenU U pasepanuderu omoennume ¢hasu Ha npoeKmuparne, paspabomeare, 6HeOpa8ane U OYeHKd
Ha cv3daseanama cepuosna uepa. OmoeneHo e sHUMAanue Ha Memooume U HOOXOOuUme npu Cb30d8aHe
Ha cepuo3nu 00pa306amentu uepu.

KirouoBu 1ymu: ceprno3Hn o0pa30oBaTeHU UI'PH; IPOEKTUPAHE U pa3padOTBaHe Ha CEPUO3HU UTPH;
WTpaJieH AU3aiiH; MOJIe Ha Urpa.

Abstract

The report presents the processes of interaction between the creators of serious educational games
and the users (pupils, students) who use them in the process of their learning (real and online).
Organizing the process of designing (creating a concept for the game) and developing (producing the
product) the serious educational games is a laborious and responsible process. The choice of game
design and game model also proves to be essential for consumers. The context in which the serious game
is played and used is important for the results obtained. The report discusses and distinguishes the
different phases of design, development, implementation and evaluation of the created serious game.
Attention is paid to the methods and approaches in creating serious educational games.

Keywords: serious educational games; design and development of serious games; game design; game
model.
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BBbBEJIEHHUE

Cb3naneHu MbpBOHAYAIIHO C 11eJT 3a0aBJIeHEe UTPUTE €BOJIIOUPAT U B €/IUH €Tall OT TAXHOTO
U3II0JI3BaHE U Pa3BUTHUE 3aMIOYBAT Jja ObJAT U3IOI3BAHU U KAaTO CEPHO3HU OOYUUTEITHU UTPU
[1], naBarm BH3MOKHOCT 3a Pa3BUTHE HA MOTPEOUTEITUTE B pa3iniHu chepu Ha OOIIECTBEHHS
x*uBOT. Ceprno3HuTe 00pa3oBaTEHN UI'PU CE Ch3JaBaT 3a IOJANOMAaraHe Ha OOy4eHHETO IO
pa3ianyHu y4eOHU TUCIUIUIMHU, UMaT 00pa3oBaTeiHa 1Ie]l U ChleHCTBAT 3a (OPMUPAHETO Ha
npodeCHOHATHY 3HAHUS, YMEHUS U KOMITCTCHLIUH.

3a paznuka OT 3a0aBHUTE UTPH, 0Opa30BATEIHUTE UTPU NOMAaraT Ha ydallluTe Ja HaydaT
HOBM HEINa, J1a HAArpakJaT HaydyeHOTO, Ja HaydaBaT HOBH TEMH, Ja pa3lIMpSBAT CBOS
MUPOTJIE]], J]a JONPUHACAT 3a MPHUA00MBAHETO Ha HOBH YMEHHMs WJIM 3a 3aTBbpPXKIAaBaHE Ha
chlecTByBamuTe. OOpa3oBaTeTHUTE UTPH IpeyiaraT MHOBATUBEH, MHTEPAKTHBEH HAUYWH Ha
M3y4aBaHE Ha MaTepuaia, Mpu KOWTO ce MPUA0OUBAT 3HAHUS U YMEHUS, yUallUTe ce y4yaT Ja
pemasaT nmpooieMu, 1a B3aMMOJICHCTBAT IOMEXKTY CH, J1a Pa3BHBAT CBOMTE KOMYHHUKAIIMOHHU
U COLIMAJIHU YMEHHUSI.

[omoxxuTenHu pe3ynTaT 3a aKaAeMUYHH IOCTHKECHUS ca JIEKIapHpaHd OT aBTOPUTE Ha
paborta [2, 3]. Cp3maBar ce UTpH € I MOANOMAaraHe Ha O0YYEHHETO MO Pa3InYHU yIeOHU
npeJMeTH, Hampumep: 1o e3unute [4], KoMImoTBpHOTO mporpamupane [5], oma3Bane Ha
okoJiHaTa cpena [6, 7] ¥ MHOTO apyTH.

B paspaboTBaneTo, BHEPSBAHETO U OICHIBAHETO HA CEPUO3HUTE 0OpPA30BATEIHU UTPU |
Ha TAXHOTO BB3ACHCTBUE BHPXY YUAIIUTE CE BKIIOYBAT CHEIIUAIMCTH OT pa3Iu4yHu 00JacTH Ha
o0Opa3oBaHMeTO W Haykarta. [Ipe3 mocieqHUTe TOAMHU PEAHIa YHUBEPCUTETH MO IS CBAT
BKJIIOYBAT B METOAUTE Ha OOYYEHHMETO CHU U3MOJ3BAaHETO Ha PAa3JIMYHU CEPUO3HU
o0pa3oBaTesHu UTPH.

B o6nacrra Ha oOyuenueTro mo MeauiHa a-p Bryan Bergeron ch3maBa HAKOJIKO CEPUO3HU
UTPH C TEeMaTHKa 3JPAaBOCIOBHOTO CHCTOSHUE HA MAlMEHTHUTE M T BKapBa B OOy4YHTEIHATA
nporpama B MenunuHckus yHuBepcuTeT XapBap/l. [Io KbCHO Te€3H UIpU Ce W3MOJI3BAT U OT
CTYACHTHUTE [0 MEAWIIMHA B MHOTO JPYTH AMEPUKAHCKH YHUBEPCUTETH.

B cBosita kaura Bioinformatics Computing [8], kosTo € cb3maseHa Kato HW34epraTesTHo,
NPaKTUYHO PBKOBOJICTBO 3a OMomH(OpMaTHKa 32 CTYIEHTH MO OMOJIOTHS Ha BCSIKO HUBO Ha
oOy4yeHHe, aBTOPHT MPEJICTaBsl KIOYOBHU MOCTHXKEHUS B KOMIIOTbpHAaTa BU3yaJIH3alMs U
MPUJIOKEHUETO Ha CEPUO3HUTE UTPH B 00YUEHHETO M0 OMOoMH(OpMATHKA.

B enna crnenBamia cBost kaura [9] Bergeron ananu3supa npeanMcTBaTa Ha CEpUO3HUTE UIPH
B 00ydeHuero 1mo O6uoumH(popMaTuKa U MEPCHEKTUBUTE 3a TAXHOTO M3MOJI3BaHe. Bergeron
noseye oT 20 roJJMHU € KOHCYATAHT Ha MEJUIMHCKU ChBETH, (papMalleBTUUHATA UHYCTPHUS,
uznatencrsa U yausepcutetu B CAIL u yyxOuHa 1o Temara 3a CEpMO3HUTE OOYUUTEIHNA UTPU
B 00JIaCTTa HE caMO Ha MEJIUIMHATA.

Kuurara [9] npencrapisiBa mpakTHUECKH HApPBYHUK 32 pa3padOTBAHETO HA CEPUO3HU MIPH.
W3cnenBanu ca pazivyHUTE BUAOBE CEPUO3HU WIPU: MEIAMIMHCKHU, 3a O0y4YeHHE, BOCHHH,
aKkaJeMU4YHHd, W Jpyru. llpencraBeHn ca ONarompUsATHUTE TEXHOJIOTUYHU TEHICHITUH,
HOBOBB3HHUKBAIINUTE CTAHIAPTH K HHCTPYMEHTHUTE, KOUTO MOTaT Aa Ob1aT (GakTop 3a 3acuiIBaHe
TPaeKTOpHUsATA HAa Pa3BUTHE U MOTPEOUTEICKOTO ThPCEHE HAa CEpUO3HM WUTpH. Pasrimemanu ca
MKOHOMHYECKUTE PEaTHOCTH Ha Cepuo3HaTa MHIYCTPUS HA UTPUTE, HAIlpaBeHa € OLIEHKa Ha
nasapa, MIKOHOMHUYeCKHs TOTeHLIMaI Ha KocMOoca U roTpeduTenckara 6aza. O0Ch/ieH € UrpoBus
JU3aiiH, KOWTO MIIOCTPHpA BAXXHUTE PA3IUKUA MEXKJY pa3BICKaTEIHUTE UIPU U CEPUO3HHUTE
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urpu. Pasrienanu ca cepuo3HUTE MIpu OT IJIeJHA TOYKA M Ha pa3paborumka. Kaurara e
OTJIMYEH HApPBbYHHUK 3a CTYJIEHTH, YTBBbPICHHU pa3paboTuuly Ha UTPU U MPO(EeCHOHAINUCTH B
CBBbp3aHU 00JaCTH, KaTO MOJEIMPAHE U CUMYNALUS WIH JU3aiiH Ha MHCTPYKIMH, KOUTO Ca
KBaJIM(ULIMPaHHU B 00y4YeHUE C TPAAUIIMOHHU MOAXOAU U HHCTpYMEHTHU. Ts e 1oOpo nomaraiio
3a MPOTrpaMHCTH, rpadUYHU XYHAOKHHUIM, KOUTO y4acTBAaT B Pa3pabOTBAHETO Ha CEPUO3HU
UTPHU.

N3J10KEHHUE

[TpoekTrpaHeTo Ha eIHA CEpUO3HA MIpa MPEMHUHABA MTPe3 CIICAHHUTE ETalu Ha pa3padoTKa:
anaimm3 (Analysis), ce3maBane Ha au3aiin (Design), paspaboTka Ha KOHKpeTHaTa Hrpa
(Develop), BueapsBane (Implement), and ouenka (Evaluate) (ADDIE).

Cepuo3HaTa urpata € KOMIUIEKCHa cOPTyepHa CHCTeMa, IPU KOSTO UTPAuyUTe ydacTBaT B
cpela Ha M3KYCTBEH KOH(JIMKT, ONpPENENICH OT IMpaBHia, KOUTO BOJAT 10 KOJUYECTBEHO
uzmepum pesyatar [10]. ToBa e u cucrema, Ipu KOSTO MIPAvYMUTEe ydacTBaT B aOCTPAKTHO
NPEM3BUKATEIICTBO, JAe(MUHUPAHO OT IMpaBHIa, HHTCPAKTUBHOCT M OOpaTHa BPbB3Ka, KOETO
BOJIH JI0 KOJIMYECTBEHO U3MEPHM PE3yJITaT, 4YeCTO MPEAM3BUKBAII eMOIIMOHATHA peakius [11].
EdexTrBHaTa Mrpa € M3MBIHEHA ChC CHCTEMATUYHU €JIEMEHTH, YpPe3 KOUTO CE OCHIICCTBSBA
B3aMMOJICHCTBHE ¢ ToTpeOuTenuTe. 3a ga ObJie eHa CepUO3Ha UTpa YCIEIIHa, TS TpsAOBa 1a
NpUBJICUE BHUMAaHUETO Ha 00yJaeMHuTe.

B cBosra padora [12] Hunicke et al. (2004), e npemiokeH MEXaHU3bM 3a JTUHAMUYHO-
ectetnyHa (MDA) pamka 3a pa3paboTBaHe Ha KoMmioThpHH uUrpu. Upes MDA pamkara ce
IpaBU ONHMT 32 MPEOJOIIBAHE HA TPOIMACTTa MEXKIY IM3aliHa Ha UrpaTta U pa3padboTkata i,
KPUTHKATa Ha UTPUTE U TEXHUYECKUTE UM U3cienBaHus. M3cienoBarenure TBbPIST, Y€ TOBA
II€ 3aCHJIM UTEPATUBHUSAT MPOLIEC Ha pa3paboTBaHE HA UTPH.

B nayunoto uszcnensane [13] ce mpezactaBs pasiuueH Mojea. Amory mpemiara Mojaeal Ha
urpanaust o6ekt (GOM). Cmopen To3u MoOjeN, Wrpure TpsOBa Ja ca IMOAXOMISINH,
U3CIIEI0BATENICKH, EMOLIMOHAIHHU, aHTQXXHUpaIllY, IPeAN3BUKATEIHU U BKJIOYBAILM Moja. Te3n
KJIIOYOBH €JIEMEHTHTE MOTraT Ja OBbJaT MaTepHaIM3UPalii, aKo MPEIN3BHKATEICTBA, MIH3EIN
WIK KyecToBe OBbJaT BKJIIOYEHHM B urpure. [lo-HaTtaTbk H3ciefoBaTeNsT AUCKYTHpa 3a
BKITIOYBAHETO HA TE€3HM XapaKTEPUCTUKU HA MUTPOBUS JHM3aiH, KOETO OM YIECHWIO AOCTHIIA JI0
3HaHUS U JI0 IOBUIIaBaHE Ha OOyUUTENHUS e(eKT.

Astopute Ha [14] npennonarar, 4e ©Ma TpH OOIIONPHUETH MPUHIIMIIA HA IPOCKTUPAHE Ha
UTPH B KOHTEKCTa Ha 00pa3oBaHueTo: MoTHBaUMOHHUAT Mozen Ha Keller's ARCS, chOuTHsTa
3a o0yuenue Ha Gagne u Takconomus Ha Bloom’s.

Cnopen [14] moruBanmonnust monen ARCS na Keller ce cheton ot yerupu (akropa:
BHUMaHHE, YMECTHOCT, YBEPEHOCT U Y/IOBJIECTBOPEHHE.

®opmynupanu ca 9 exeMeHTa, KOUTO CEpHO3HUTE UTPU TPsIOBa ca CIIe/IBaT:

- Jla rpabHaT BHUMaHUETO HA O0y4aeMHUTE;

- Jla uadopmupat oOyqaemMuTe 3a 1EIUTE, KOUTO UTPaTa CH MOCTABS,

- Jla ce ocurypu mperoBop Ha Beue MpernojaeHUusIT MaTepHall;

- Jla ce mpemocTaBu CTUMYJI 3a MOAOOpSBaHE HA YCIIEBAEMOCTTA;

- Jla ce ocurypu KadecTBEHO OOy4Y€HHE IOCPEICTBOM IMPENOCTaBsIHE Ha HACOKH U
UHCTPYKIIUY;

- Jla ce ochIIecTBY U3IIBIHEHUETO HA UTPATa;

- Jla ce mpemocTaBu B3MOXKHOCT 32 OCHIIECTBABaHE Ha 00paTHA BPB3Ka;
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- Jla ce olleHU U3II'BIIHEHHUETO;
- Jla ce mogoOpu mpe3eHTHpaHeTo U TpaHchepa Ha 3HAHMS.

Kputepun 3a kayecTBO Ha cepuo3HAaTa WIpa ca eCTETHKAaTa, H3I0JI3BAEMOCTTa,
IPOM3BOAUTEIHOCTTA, KPEATHBHOCTTA U IPOJIABAEMOCTTA M paMKaTa Ha Urpara.

W3non3BaHuTe B Urparta IBETOBE Ca €JHA OT KIFOUOBUTE XapaKTEPUCTUKH HA €CTETUKATA
Ha WrpaTa W €JUH OT BXHUTE AaCICKTU MPU MPOCKTUPAHETO Ha IOIMyJspHA WUIpa.
OTIMYHUTETHUTE [[BETOBE Ca BAYKHU HHCTPYMEHTH B UTPOBOTO Pa3BUTHE, KOSTO OM MOTIIO Ja
CTUMYJIMPa BHIIHCHUETO U JIa HAllPaBU MIpaTa MO-peaiCTUYHA.

JIpyr ChIIECTBEH €IIEMEHT MPH Ch3J]aBAHETO Ha €/IHA CEPUO3HA UTPa € M3MOI3BAHETO HA
noaxoasma 3D rpaduka [15, 16], koeTo qompHHACS OCBEH 3a €CTETHYECKOTO O(POpPMSIHE
[17] Ha urpara, oiie 1 3a MOBUIIIABAHE U 3aIbp)KaHE HA HHTEpPECa HA MOTPEOUTEIHTE.

Cnopen uscnenane Ha Solarski [18] nunamuunata xkomnosuyus (TyK c€ BKJIHOYBAT
dopmara Ha TepCOHaka W HEroBaTa aHUMaIWs; BUAa M (opMaTa Ha OKOJIHATA cpela U
Ipyru) TpsiOBa 1a Obe Hal-BaKHOTO 32 Pa3pabdOTUYHUIIUTE HA BUICOUTPH.

Llen na uepama. TlocTaBeHUTE LIEJM B UTpaTa € €IUH OT CHIICCTBCHUTE KPUTCPUH 3a
Ka4yecTBO Ha mrparta. llenra Ha urpara € ToBa, KOETO UrPaybT TPsiOBa Jja MOCTHTHE, 3a Ja
CIIeUeIIn Urpara.

Crooicem na uepama. CroxkeThbT Ha Urparta TpssOBa MHOTO 100pe ma Oble moadpaH OT
Ch3/IaTEIIUTE HA UTPaTa M MPEJCTABIsABA pa3Ka3HATA HUIIIKA HA UTpaTa.

Hauanomo u xpasm wma uepama tpsioBa na Obmat sicHo u3pasenu. Cucremara 3a
Bb3HarpaxaeHue [19] e Apyr BaskeH eJIEMEHT 3a OTPEOUTEITUTE, TS € CJI0XKEH, HHTPETYBAIIl
Y MOTHBUPAIIl IOTPEOUTEITUTE SIICMEHT.

Kniouosu xapaxmepucmuxu na uepama, KOUTO ca OT ChIECTBEHO 3HAYCHUE 32 ycIiexa Ha
BCSIKA €llHA CEpHO3HA Urpa: UTPaJCH U3aifH, KOHTPOJIM, COUUATHA (YHKIMU, aKTHBH U
€KpaHU Ha MEHIOTA / HAaBUTAI[MOHHY (DYHKITHH.

PE3YJITATH

[TpoyuBaHe Ha MHEHUETO Ha CTYJEHTHUTE 110 MEAUIIMHA U 3IpaBHU TPUKH B bbiarapus,
npoBeneHo mpe3 2020 T. OTHOCHO TOJE3HOCTTa Ha peiula OoOpa30BaTEIHH PECypCH,
MPUIIOKEHUS, UTPH U IpyTH € 000011eH0 B Ta0nua 1. Bceku eauH KOMIIOHEHT MOXe J1a Obae
MOCOYEH HE3aBUCHMO OT OCTAHAJIHTE.

Pesynararure OT TpoydBaHETO TIOKAa3BAaT HAW-BUCOK MPOIEHT HA W3IMOJI3BAaHE Ha
oOpa3oBatennu Buaeomarepuanu ot crygeHTture (78.30%). CrymeHTUTe mOCOYBAT
M3MOJ3BaHeTO Ha yeO Oazupanu yueOHOOOpazoBaTEeIHM pecypcu Ha BTOpo MsicTo (49%).
CrnenBa M3MOJI3BAaHETO HA CEPUO3HHM OOpa3OBaTENHH WIPH, BUPTyallHA Cpela U BHUPTyalHa
cumymanus (46.20%).
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Taobn. 1. IIpoyusane na cmyoenmckama ayoumopus

KomnoHeHTH NpoLeHT
Bugeomarepunu 78.30
Yeb 6a3upadHn pecypcu 49.00
KaHanu 3a KOMyHUKaLMU — OUCKyCUK, YaToBe, (POpyMU, OHNamH 35.70
rpynu

nogKkacroBe 5.60
CepurosHu urpu, BUpTyanHa cpea, BupTyanHa cutyauums 46.20
MobunHu npunoXxeHust 3a oby4eHns 42.70
BuaeokoHhepeHLmu 21.00
lNpe3eHTauuuy, aHKeTU, oHNarH oby4yeHne 39.90

CJ'IeI[ MMPpOBCKAAHC Ha AOIHWUTBAHC JO CTYACHTUTC B MCIAHULIMWHCKUTEC CIICHUAJIHOCTU, CC
OTKpPOABAT CICAHUTE BBIIPOCH, KOUTO C€ OKa3BaT BaXXHU 3a 06y‘Ia€MI/ITe " 110 KOUTO B 6"I)I[€HIC
MOXKEC aa 6’[),[[6 HAIIPaBCHO MMPOYYBAHC HA TAXHOTO MHCHUC:

e KakBa KOMITO3UITUS HA HTPATA IPEIITOYNTATE:
[To quHaMu4Ha/ IO GaBHO MPOMEHSIINA CE;
e KakBo ¢ MHEHHETO BH OTHOCHO M3IIOJI3BAHETO Ha IIBETOBETE B UTpaTa:
[a ca mo eqHooOpa3Hu/ 1a ca pa3HOOOpa3HU U OTJIMYABAIIU CE;

e (CwmsTaTe 1, Y€ BHBEKIAHETO B 00PA30BATEITHUTE UT'PH HA JIOIMTBITHUTEITHU TIEPCOHAKHU
3a B&XKHU: Ja/HE;

e Cnopena Bac uMa Jiv 3HAYCHHUE BHUJIa M XapaKTEPUCTUKUTE Ha OKOJHATA Cpeja 3a XoJa
Ha Urparta: a/He

e (Cwmsrare 114, ye (hopMaTa Ha BCEKH MEPCOHAX € OT 3HAUEHHUE 3a Bac MpH U300pa Ha urpa:
na/ae;

e (Cunmrare ¥ 3a Ba)KHA aHUMAIIUATA HAa TIEPCOHAXKA (ITPEICTBSIHETO HA BCEKH TIEPCOHAK
C OTJeNIHA XapaKTepHa BU3Us): 1a/HE;

e lImar nu 3HaueHHUE 32 Bac 00pa30BATEIIHUTE U MEJArOTMYECKUTE IeNH, KOUTO Urparta
CH TIOCTaBsI: J1a/He

e (CwmsTaTe JIn, 9e CIOKETHT Ha UTpaTa € BaXKCH MOTHB 3a Bac MPHU HEHHOTO M3IOJI3BAHE:
na/ae;

e llma nu 3HaYeHHE 3a Bac M3MOJ3BAHETO HA CHCTEMa 3a BB3HATPAKIACHHE (TOYKOBO
CTUMYJHUpaHe, MoJapblii) B UTpaTa: qa/He

e BaxHo 1M € 3a Bac JlJa MOXETe J1a OCHIIECTBIABATE KOHTPOJ BBPXY 0OCTOSATEICTBATA B
urpara: Jia/fe;
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3AKVIIOYEHUE

Bcesika efiHa cepro3Ha Wrpa ¢ HAMCTHHA YHUKAJIHA, KOTaTO MOYXE JIa OCUTYPH JBJITOTPAHO
U 3alOMHSAIIO Ce MPEXKHUBSIBaHE. 32 TMOTPEOUTEIUTE HAa MIPU € BAKHO Ja MOTar Ja MMaT
U3BECTHO HUBO Ha KOHTPOJ BBbpPXY 00cTOsTescTBaTa B urpara. Cepruo3HuTe 00pa3oBaTeHU
UrpH TEIbpBa HABIM3aT B OOYYECHHETO Ha CTYACHTHTE M0 MEAMIMHA B bbiarapus.
[IpousBoauTEIM HA UTPU U MIPEIIOIABATEIIU ClIe/Ba a OOCIUHAT CBOUTE YCHUIIMS B IIOCOKA Ha
YCTOWYMBOTO HABIHM3aHE HA CEPHO3HUTE OOPa30BATEIIHU UTPHU B JBYCTPAHHHS IMPOIEC HA
npernojaBaHe/ydeHe.
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