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Pe3tome: B cmamusima ce aHanusupa ompaXxeHuemo Ha OCHOBHU MEeOopUU 3a YYeHe 8bPXY
ueposusayusma. [uckymupam ce emumonosusma Ha Ueposusauusima U K4yosu
ded)UHuuuu 3a noHamusma. HanpaseH e cpagHUMersieH aHanu3 Ha xapakmepucmukume Ha
OCHOBHU meopuu 3a y4yeHemo — 6UX66UOPU3BM, KO2HUMUBU3BM U KOHCMPYKmueu3om U
Xapakmepucmukume Ha ueposu3ayusama e o6ytleHuemo.

Kntoyosu dyMU.' ueposusayus, 6UX€6UOpU3'bM, KO2HUMUBU3BbM, KOHCMPYKmMuUeu3bM

1. BwbBegeHue

Wrposusauus (gamification) e KOHLENUMS ¢ MHOMO ronsiMa npuTeraTeNiHa cuna,
KOSTO OT €edHa CTpaHa MOTMBMpA, MOATMKBA W BbBMMYA noTpebutenute B
onpefeneHa fenHOCT, a OT [pyra CTpaHa CbeiCcTBa 3a pa3BuMBaHe Ha NoTeHuMana
Ha y4acCTHULMTE W NoMara 3a OTKIIOYBaHe Ha CKpUTW 3anoxbu B Apyru. TexHukuTe,
CTpaTernTe M TaKTUKUTE 11 MOraT fa Ce BHEOPST BbB BCska cpepa Ha YOBELLKMS
XMBOT W [Ja npeBbpHaT obuyaitHMTe npobnemu U 3agaum B MHTEPECHW W
3anneHsBaLLy nNpean3semkaTencTsea. Beuuko ToBa faBa OCHOBaHWE [a ce TBbpay, Ye
urposu3auuaTa (gamification) e MOLLEH MHCTPYMEHT, KOUTO MOXe [a Ce Cnpasu C
HSIKOW OT NpobnemnTe B CbBPEMEHHOTO 06pa3oBaHMe.

Y4yeHeTo e npegMeT Ha U3CnefBaHe Ha Hayku Kato MCUXONOrus, HEBPOMOrus,
noBefieHYecka eKONorus, eBOMKLIMOHHA Teopusi, KMBEpHeTUKa 1 MHOro Apyri. Beska
e[Ha Hay4yHa 00nacT 13nonaea pasnuyH1 NOAXoaw, 3a [a ro onuiue. HenpekbcHaTo
Ce TreHepupaTr HOBW OMNpEeLEeNeHns, KOMTO OTpassBaT W [OMbfiBaT PasfnyHu
CXBallaHusi. Mamexay ronsmMoto pasHoobpasne OT KOHLenuuu 3a onpegensiHe Ha
YYEHETO He MOXeE [1a Ce TBbPAM, Ye uma eguHomucve. Hai-061uo yueHeTo Moxe Aa
Ce OnuLLEe KaTo ,aKT Ha NpuaobuBaHe Ha HOBW UK MOAUPULMPaHE W YKpenBaHe Ha
CblLUECTBYBALLY 3HAHWS, NOBEAEHUS, YMEHWS, LLEHHOCTY MW NPEANOYMTaHUS, KOUTO
MoraT Aia oBeAar A0 NoTeHUManHa npoMsiHa B CHHTE3MPaHeTo Ha MHopmaumaTa,
AbnboumHaTa Ha 3HaAHMETO, OTHOLLEHMETO WK MOBEEHWETO, CHOTBETCTBALLM Ha
BMaa u 0bxBaTa Ha npexuesBaHuaTa.” [7].

Llenta Ha HacToslaTta cTaTisi € fa ce aHanuaupa OTPaXeHWeTO Ha OCHOBHM
TEOPUN 3@ YyeHe BBPXYy wWrposusauusTa. [uckytupaT ce eTUMonorusita Ha
UrpoBM3aLMATa W KMOYOBK AeUHMLMM 33 NOHATUATA. HanpaBeH e cpaBHWUTEnNeH
aHanuW3 Ha XapakTepUCTUKUTE Ha OCHOBHU TEOPWM 33 YYEHETO — BUXEBMOPU3LM,
KOrHWUTMBK3BM W KOHCTPYKTVBU3BM.
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2. CoblHOCT Ha nrposusauuaTa

2.1. Etumonorus

[Oymata ,gamification uma aHrnminckn npowsxog M HsMa TOYEH NpPeBOA Ha
Obnrapcks esuk, 3aToBa B HalaTta nuTepaTtypa Ce W3nonasBaT Heonoruamute
JeMuckaums® o mrpousaums’.  TepMuHbT reidiMudmkaums’ e obpasyBaH
(POHETWYHO M MOPCGHONOTMYHO MOCPEACTBOM  AMPEKTHO TpaHCkpubupaHe OT
QHITIMACKA e3uK 1 CYPUKC — LmMs. TO3M HauMH Ha popMmupaHe MakCUMarHo ce
npuabPXa KbM OpUrUHamNHUS TEPMUH M €HO3HAYHO O OMCBA, HO € Ha PaBHULLETO
Ha pasroBopHata pey. Moxe Aa ce NpuyuCAM KbM rpynata Ha ,JdomalHute’
XaproHHW HEOMorM3MK, KOWTO He OTrOBaps Ha W3NCKBaHMATA Ha HayyHws,
ouumManHo — Aenosus U NyBANLUCTUYHUS CTUMN. HeonorusMsT ,MrpoBu3aLms” e ¢
KOpEH, CBbP3aH C aymaTta urpa u cycuke — uzauus. CbrnacHo 6bnrapcku ThkoBeH
peuHuk urpa e: ,1. 3abaBa, pa3sneyeHue. 2. CHBKYMHOCT OT AENCTBUS, KOUTO Ce
OMpeaensT OT U3BECTHM NpaBuma 1 Cryxat 3a pa3sneyeHue.” [1]. KombuHaumsTa ot
KOPEH CbC 3HAYEHMETO Ha Mrpa 1 CY(PUKC — N3aums AaBa Ha TEPMUHA 3HAYEHMETO:
npouec Ha 3abasa v paseneyeHue. Tasn popMynmMpoBKa He OTpassiBa e4HO3HAYHO
CbbPXXaHUETO Ha NOHATUETO. BbB Bpb3ka C Taka o4epTaHuTe npobnemu, CBbp3aHu
C Nnuncata Ha nogxopslla fyma B Obnrapckus e3uk, eKBUBanNeHTHa Ha 3HaYeHNETO
Ha aHrmuickata gyma ,gamification® npnemame 3a npefcTaBsiHe Ha MOHSITMETO
CMOBOCHYETAHNETO ,MrpoBU3aLms (gamification)".

2.2. 0030p Ha aemHULUM

TepmuHbT gamification 3a mbpem mbT ce ynotpebssa npes 2002 r. o Huk Menuur
[15]. Cnopep Hero ToBa e ,rpo3Ha Ayma‘“, KosTo 03HavaBa: ,npunaraHe Ha nogobeH
Ha urpa noTpebuTencku WHTEPGEnc, KOMTO MpaBW ENEKTPOHHUTE TpaH3aKuuu
NpusiTHU 1 6bp3K”. Tol M3NOM3Ba TEpMUHA, 3a 4a ONULLE WAEesTa 3a NPeBpPbLUAHe Ha
€MeKTPOHHUTE  YCTPOMCTBA B pasBnekaTenHn W edeKTUBHW  nnaTqopmu.
JeduvHnupsTta u naesTa 3a urposusaums (gamification) Ha MenuHr ce NpoMeHst BbB
BpemeTo. MHOro n3crnegoBateny JaBat OnpeaerneHne 3a HOBOTO SBNEHWE U U3MEHST
CMMCbI1a OT MbpBOHAYANHWS My 3aMUCHA. EOHO OT Hal-4ecTo CpeLlaHnTe W Hail-
MbIHWA OnpedeneHnst B nutepatypata e aedmHuumusTta, fageHa or Kapn Kan:
MrpoBn3saums (gamification) € nanonssaHe Ha UrpoBM MEXaHUKW, ECTETUKA W UTPOBO
MWCTIEHE 3a aHraxmpaHe Ha XxopaTa, MOTUBMpaHe Ha [elCTBWs, HacbpyaBaHe Ha
YYEHETO U pelwaBaHe Ha npobnemu” [13].

3a pa ce pasbepe CbLUHOCTTA Ha urpoBu3auusiTa (gamification) e Heobxoaumo
[Aa Ce N03HaBaT KaKTo PasnnyHNTe feUHULMM, Taka U NOHATUSTA BKITIOYEHU B TAX:

*  MWeposu mexaHuku — ,ca onpefeneH Habop OT npasuna, KOWTO AMKTyBaT

pesynTara OT B3aumogencTausta B cuctemata“ [14]. Kan [13] yTouHsBa, ye
MexaHUKUTE Ha UrpuTe, KaTo MPEMUHABAHE NPe3 HUBA, NEYENEHe Ha 3HauKM
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W TOYKM, BPEMEBM OrpaHUYEHUs W OTYMTAHE Ha pesynTaTi ca rpagmBeH
eneMeHT 3a npolieca Ha urposusaumsTa (gamification) u nogueptasa, Ye Te
He Ca [O0CTaTbyHM, 3a Oa CE 3aWHTPUIYBaT U aHraxupar yyacTHWUMTE.
Bcuuko ToBa € CaMO MHCTPYMEHT, a ,0CHoBaTa“ BbpXy KosiTo Tpsibaa Aa ce
narpaxga urpoBusaumsaTa (gamification) e: ,aHraxupaHe, paskasBaHe Ha
NCTOpUK, BU3yann3aLys Ha NEPCOHaXUTe U pellaBaHe Ha npobnemn’;

*  Meposo mucneHe — onpegens ce oT Mapkk3seBcku [14] N0 CnegHNs HaumH:
,M3N0N3BaHETO Ha WUrpu 1 Noaxoau, NogobHM Ha urpaTta, 3a pellaBaHe Ha
npobnemu n cbagaBaHe Ha no-gobpu npexwvieaBaHus”. B ToBa onpepenexue
Ce 3acqrat [iBe OT Hall - BaXXHWUTE CBONCTBA Ha urposm3ayusaTa (gamification):
,pellaBaHe Ha npobnemu" n ,CbagaBaHe Ha No-gobpK NPEXMBSBaHNS",

o Ecmemuka - akTop, KOWTO WHAMPEKTHO OKasBa BNUsHWE BBLPXY
€MOLMOHArNHOTO CbCTosHME Ha xopata. Cnopeg Kan [13] ecteTudyeckoTo
Bb3AeiCTBUE Ha UHTEPIENCA € MHOTO BaXEH EMEMEHT, KOWTO BNMSiE BbPXY
Bb3NpUATAATA HA XOpaTa;

*  Momusupa delicmgue — cbrnacHo uaeute Ha Kan [13] moTuBaumsTa aaBa
Lien, NocoKa M CMUCHI Ha NOBEAEHUE U [eNCTBME.

*  Hacbpuyasa yyeHemo — cnopeg Kan [13] e4HO OT Hal — BaXHWUTE CBOMCTBA Ha
urpoeu3aumsTa (gamification) e, ye nognomara ydyeHeto. ToBa € Taka,
3alL0TO Ce M3NON3BaT ENEMEHTM, TEXHUKM W HAYMH Ha MUCIIEHE, YPE3 KOMTO
ce nopax[a UHTepeC 1 Ce NOCTUra BUCOKA KOHLIEHTpaLMs 1 MOTUBALS.

3. Teopwuu 3a yuyeHe u urpoBusaums (gamification)

TeopunTe 3a Yy4yeHe [AaBaT OCHOBWTE 3a pasbupaHe KOHLenuuuTe 3a
npugobuBaHe M YCLBLPLUEHCTBAHE HA 3HAHMS, YMEHWS U HaBuUW. XBbpnsT
CBETNWHA BbPXY (haKTOPUTE, KOUTO BINSSAT BbPXY 00y4EHNETO. , TeopunTe 3a y4eHe
ca KOHLenTyanHW pamKi, KOMTO OMWCBAT Kak MH(popmauusTa ce acumunmpa,
obpabotBa 1 3ana3sa no Bpeme Ha y4yeHe.” [5].

3.1. BuxeBMOpM3BLM U UrpOBU3ALMA

BuxeBnopnambT  (OMXEBMOPU3BM) € €AHO OT OCHOBHUTE TEYEHUS B
NncuxonorusaTa, KOeTo Bb3HWKBA B Ha4anoto Ha XX Bek. ETuMmonoruaTa Ha gymata
urBa OT aHrnuiickata fyma .behavior— noseaeHue, AbpxaHue, MaHuep...

MMoaLpPBXHULM U OCHOBOMONOXHUL Ha Ta3u Teopus 3a yyeHeTo ca b. CkuHbp,
E.TopHzaik. Cnopep 6uxeBnopnu3Ma yHEHETO € M3MEHEHWE Ha BBHLLUHUTE peakLiu
B pesyntaT Ha BbHIUIHM CTUMynu. B HeroBaTa OCHOBa e cxemata: cumyayus
(cmumyn)l peakyusll nodkpena. Tasn woes € 3anoxeHa M B TeopusTta 3a
nporpammpaHoTto obyyeHue Ha Ckunbp [17]. lpu 6uxesuopucmuyHume modenu Ha
obyyeHUe aKyeHmBbM € 8bpPXy: TOUHOTO [eduHUpaHe Ha LenuTte Ha obydyeHue
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TAXHOTO W3MepBaHe; M3NON3BaHe Ha MOMOXMTENHA MOAKPena 3a MOTUBMPaHE Ha
yYeLLus:; M3NOon3BaHe Ha MOBTOPEHMETO C LieN YCBOSIBAHE HA NPaKTUYECKU YMEHUS;
pesynTaTbT OT 06y4eHMETO, a He npoLeca Ha obyyeHme. [3]

BuxeBnopuCTUUHUTE MOAENM Ha 0DyveHMe ca MOAXOASLUM 3a NpUnoxeHue [2]
MpU: YCBOSIBAHE HA CIOXHU YMEHWS; 3anmOMHSIHE Ha (PaKkTW, AaHHN AedUHULMK;
YCBOSIBAHE Ha HOBM YMEHWS!, MPeau NpuiaraHeTo M B NpakTukaTa.

BuUXeBMOPU3MBT MHOTO YECTO CE OMpeaenst KaTo CTapa W HeHyXHa Teopus 3a
y4eHe, KOSITO HsiMa MSICTO B CbBPEMEHHATa KnacHa ctasi. MpoTuBHO Ha BceobLyoTo
CXBalLaHe ce OKa3Ba, Ye HeMHUAT MOZEN He e omkuBenuua. Hskon rnegHn Touku
CTOSIT B OCHOBaTa Ha HOBWTe 0Bpa3oBaTenHu KoHuenuuu, wuanonssawm VKT 3a
noAnomaraHe Ha y4yeHuuuTe B 06y4eHneTo. oeute Ha BUxeBMOpUCTUYHATA TEOPUS!
3a y4eHe Ce 13non3Bat OT ChbBPEMEHHUTE KOHLeNLmm 3a obyyeHue. Hanpumep npu
npunaraHe Ha wrpoeusauns (gamification) ce OTKpUBAT OCHOBHUM ENEMEHTW Ha
HuxeBnopuama:

+ OnpegensHe Ha sicH 06pa3oBaTENHY, Bb3NUTATENHN W NPAKTUYECKU Lienu
Ha 0By4eHMeTo;

+ OcurypsiBa ce nocTosiHHa oGpaTHa BPb3Ka 3a CTEMEHTa Ha MoCTUraHe Ha
Lenute;

* (CobctaBa ce nnaH Ha ypoka, oOMMCnAT ce eTanuTe B TsXHaTa
nocresoBaTeNHOCT U B3aMMHa BPb3Ka;

*  YCTaHOBSBAT Ce MeXaHU3MU 3a KOHCTaTUpaHe MOCTVIKEHUSITA Ha YYeHNLUTE
B pasrnuyH1TE eTanu Ha ypoka;

« [pemuHaBaHe npes pasnuyHu HUBa NPY AOCTUTaHE Ha AUaKTUYecka LeNT;
« [lpuraraHe Ha NONOXUTENHA NOAKPENa YPEe3 Harpay, TOUKM, 3HaUKM U T.H.

MHoro yecTo urpoemsauusTa (gamification) ce onpegens kato NoOBEAEHYECKN
Noaxod B 0Dy4YeHWETO, 3alloTO mpunara CUCTEMa OT CTUMYMW (TOYKW, 3HAYKKM U
pasnuyHu Bb3HarpaxaeHus), obpaTtHa Bpb3ka W MOMOXWTENHA Mogkpena, 3a Aa
npeau3Buka xenaHa peakuws. Tpsabea fga ce otbenexwu, 4ye urpoBusauusTa
(gamification) psisko KoHTpacTMpa C OCTaHanuTe Wgen Ha buxesmopusma.
CoblLecTBEHM pas3nuuns ce OTKPUBAT KakTO BbB Bb3rneauTe OTHOCHO HauuMHa 3a
BOCTUraHe 1 popMMUpaHe Ha HOBM 3HAHWS 1 YMEHWS, Taka 1 B PONISITa Ha yuuTens v
y4eHuka B y4ebHus npouec. 3a pasnuka OT NoBefeHYecKaTa KracHa cTasi, B KOSTO
npenogaBaTensT [LOMMHMpA W 3ano3HaBa OOyyaBaHWTe C [faHHM, hakTu 1
LeduHuLmm, urpousauusaTa (gamification) noctass B LeHTbpa yYeHULUTE, KOUTO
peLLaBat npobnemu B TBOpUecka atMocepa. Ha dur. 1 ca npeacTaBeHn OCHOBHUTE
MPUIAKKA M Pasnnki Mexay OuxeBropuabM 1 urponsaums (gamification):
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Our. 1. Mpunuku u pasnuku mexay GuxesnopusbM 1 Mrposusaums (gamification)

3.2.  KOrHMTUBM3BLM U UrpoBM3aLMA

B GykBaneH npeBog OT aHIMWICKM e3nK JymaTa ,cognitive” kaTo YacT Ha peyta e
npuraraTernHo W O3HayaBa No3HaBaTeneH. 3Ha4YeHVeTo Ha Aymarta KOrHUTUBU3BM
WHTYUTWUBHO HU HaBeX[a Ha MUCHIITa 3@ TEOPWS, CBbP3aHa C YMCTBEHUTE NPOLLECH.

CbrnacHo KOrHUTMBHaTa TEOPUS YYEHETO € ,BbTPELLEH NPOLIEC, KOWTO BKITOYBA
nameT, MUCreHe, pasMnUCh, abeTpakyus, MOTUBaLMS U MeTa no3HaHue" [4]. EauH ot
NoaapbXKHALMTE Ha Te3n cxBallaHus e PobbpT lNaHe, koMTO pa3suBa Moaen 3a
obpabotka Ha HGpopmaLmsaTa. Cnopeq Hero ,MPOMEHU B NOBEIEHNETO Ha XxopaTa U1
B CNOCOBHOCTUTE MM 3a KOHKPETHO MOBEAEHWe Ce OCBLLECTBSIBA B CeACTBUE Ha
TEXHWS ONMUT B paMKUTe Ha OnpedeneHu ugeHTduumpyemu cutyauuu. Tesu
CUTYyaLun CTUMYNMpaT WHAMBMAA NO TaKbB HAuYWH, Ye Aa JOHece 3a NpomsiHaTa B
noeeseHneTo. poLechT, KOWTO NpaBW TakaBa MPOMsHA, Ce Hapuya ,yuyeHe®, a
CUTyaumsiTa, KOSTO NocTaBs npoLeca B JeCTBUE, Ce Hapuia CuUTyauus Ha yyeHe.”
[7] PobbpT MaHe npeanara Mofen 3a OpraHuavpaHe Ha y4ebHust MpoLec, KONTo ce
MOAYMHABA Ha HAKOMKO npuHuuna: OnpedensHe Ha pesynTaTuTe OT YYEHETO;
OnpepensHe Ha uenute Ha obyyeHneto; OnpeaensiHe Ha MOCMEAOBATENHOCTTA.
Pesyntatute 0T y4yeHETO TOW Hapuya Bb3MOXHOCTM (CMOCOBHOCTH), KaTo
knacucuumMpa HAKOMNKO BMAA: WHTENEKTyarHW YMEHUS; KOTHUTUBHM CTpaTeruu;
BepbanHa WHgopMaLms; Harnacu; MOTOPHU ymMeHus. [JocTUraHeTo A0 onpeneneH
BM PesynTaT OT YYEHETO 3aBWUCK OT PasfNyHK YCroBMS, KOMTO MoraT Aa Gbaar
BBHLUHM 1 BbTPELWHN 3a obyyaemusi. BbTpelwHuTe ycnoBus ca UHOWBUOYaNHUTE
Bb3MOXHOCTW, KOUTO MpUTEXaBa BCEKM YYEHUK MnM TOBa Ca Beye npupobutute
3HaHWS M yMeHus. BbHWHWTE ycnoBKs ce HanaraT W ynpaensBsat oT yunutens. Ton
13NON3Ba pasnuyHu QUOAKTUYECKM MaTepUani 1 CpeacTBa, Ypes KOMTO Ce CTpeMu
OT efHa CTpaHa fa CTUMynMpa BbTPELLHUTE YCNOBMS 3@ BbBEXOAHETO Ha HOBM
3HaHus. HeobxogumuTe ycroBust 3a e(EKTUBHO y4yeHe, KOWTO 3acsiraT BCUYKM
BuaoBe Yy4yebHu cnocobHocT, P. laHe cuctemaTusmpa B y4yebHu CbbuUTUS:
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MpUBNMYaHE Ha BHUMaHME; NH(OPMUPaHe Ha yyalluuTe 3a LenuTe Ha 0BYyYeHKneTo;
CTUMYNMpaHe Ha MPUMOMHSHETO Ha MPEeMIIHM 3HaHWS; NpeacTaBsHe Ha
CTUMYTNVMpaLLMS MaTepuar; OCUrypsiBaHe Ha Hacoku 3a 0By4eHue; NpeansBuUKBaHe Ha
[eNcTBMe; MNpefocTaBsHe Ha obpaTHa Bpb3ka, OLEHKA Ha W3MbIHEHWUETO;
nopgoGpsiBaHe Ha 3anOMHSIHETO U TpaHcdhepa

MopensT Ha P. [aHe npegnonara BKMOYBaHE Ha pasHOODOpasHW AEMHOCTH,
OPWEHTUPaHN KbM MOCTUraHe Ha onpegeneHn yyebHM pesynTaTi, NOAYMHEHM Ha
npeaBapUTENHO OYepTaHN OMOAKTUYECKM Lienn. ToN e Noaxodsila 3a Cb3aaBaHe U
pa3sBuBaHe Ha MeToam Ha 0by4eHue, kouto usnonaeat UKT. OuepTasa nbTs No KONTO
MOXe [a Ce HaMepu MSICTOTO W ponsiTa Ha CbBPEMEHHUTE TEXHOMOTMM B y4ebHUs
npouec. BbB BCcsAka CTbNka MoraT Aa ce BHEAPST NOAXOAALLMW: aHUMALMK, rpacdiukm,
3BYKOBM e(peKTH, BUAEO, CYMynaLum, ayamo 1 BULEO 3@ CHXPOHHM AWNCKYCUK, YaT 1
T.H., YpE3 KOUTO Aa Ce: CTUMYNMpa BHUMaHWE W UHTEPEC, aKTUBU3WUPa AENHOCTTa,
MOCTUrHE aHraXupaHoCT, Npunarat 3HaHUs U yMeHus, ocurypu obpaTHa Bpb3ka
OLieHKa.

MogensT Ha P. [aHe Hamupa npunoXeHue 1 Npu opraHu3vpaHe UrpoBM3aums
(gamification) Ha y4ebHus npovec. PasbupaHe Ha Lienesata ayanTopus 1 KOHTEKCTa,
onpegensHe UenuTe Ha 0ByyeHMeTo, CTPYKTypuWpaHe Ha OnuTa, mpunaraHe Ha
enemMeHTM Ha wurpoBusaumst (gamification) ca etanm OT KoHUenuusita Ha
urposusauuaTa (gamification) Ha y4ebHus npoLec, KOUTO ca NPsKo OTPaXKEeHWEe Ha
ugente Ha P. [aHe.

MpunaraHeTo Ha pa3HOOBPa3HM U3pasHu CpeacTBa ocurypsisa HeobxoaummTe
YCNOoBMS 33 EPEKTUBHO Y4EHe Ha YYEHULM C Pa3finyeH CTUM Ha yyeHe, Ypes KOeTo
nognomara obpabotkata M  Bb3NpMEMaHETO Ha HoBaTa  MHAOpMaLus.
CbBpEMEHHUTE TEXHOMOTMM 4aBaT Bb3MOXHOCT 33 OCbLLECTBSIBaHe Ha He3abaBHa
obpaTHa Bpb3Ka W OLEHKa Ha MOCTUXEHMsATa Ha yyeHuuuTe. [ooLpsiBaHETO Ha
MOCTUKEHMSATA HA YYEHWULMTE € Maes, KOSITO LUMPOKO Ce NaHcupa. MeveneHeTo Ha
TOYKM, 3HAYKM W Harpagu Npu NpemMuHaBaHe Mpe3 pasnuYHW HUBa € XapakTepeH
npuiom 3a urposusaumsTa (gamification). CbuetaBaHeTo Ha KOrHUTMBHATa TeOpUS
3a yyeHeTo W wurpoBusaumusita (gamification), nognnateHa ¢ nogxoAsLM
TEXHOMOTMYHM CPEACTBa 3a MPeAcTaBsiHe Ha y4ebHOTO CbAbpxXaHue, BOAW 10
opraHu3MpaHe W NpoBexaaHe Ha CbBPEMEHHO 0ByueHwMe.

KorHuTuBMaMbT ce hokycupa BbpXy MO3HABATENHUTE CMOCOOHOCTM U MPOLECK
Ha YOBELLKOTO Cb3HaHMe. /13yyaBa BbNpoCUTE, CBHP3aHM C NameTTa, NIoruieckoTo
MUCTIEHE, BHUMAHMETO, Bb3NPUATUSTA W C YCMOBUATA, KOWTO BAMSAT BbPXY
pesyntaTuTe OT y4eHeTo. [JoCTUraHeTo 10 HOBYW 3HaHUSI U YMEHWS, peLiaBaHeTo Ha
npobremn e pesynTat OT 3agbnboyeHa ymcTBEHa AEMHOCT. Yact oT uenute u
3afjaumTe Ha urpoBusauusiTa (gamification) CbLo ca HAaCOYEHM KbM NOCTUraHe Ha
BMCOKa N03HaBaTernHaTa AeNHOCT 1 Pa3BUTHE Ha MHTENEKTYanHUTe CnocoBHOCTM Ha
yyeHuuute. MrpoBuTe enemMeHTM M TEXHWKM nognomaraTt W ynecHsiBa ydyeHeTo. B
KOrHUTWBHaTa nuTeEpaTypa ce cpelja MeTtacdopaTa ,HOBELIKMST YM € KOMMKTLP .
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ToBa cpaBHeHWe Npeanonara, Ye Tasu TEOPUst CE KOHLIEHTpUPa BbpXy TOBA Kak ce
nomnyyaea, 06paboTea u cbxpaHsiBa MHOpMaLMATa U He Ce 3aHMMaBa C BbTPELLHM
NPEXMNBABAHNS Ha YYEHNLMTE, C NPUCHLLMTE 3a YOBEKa eMoLun 1 YyBCTBa. B T031
acnekT ce oTkpuBaT pasnuuus. MrposusaumsTa (gamification) e katanusaTop Ha
UyBCTBa W emoLnu. BCekn eanH HeMH enemeHT JOKOCBa U MPOBOKMPA MO eAUH WK
OpYr HauMH 4oBellkaTa AYLWEBHOCT. M3non3ea YOBELUKUTE XenaHus, MeuTn W
ambuumm, 3a ga NocTUrHe LeneHacoyeHo noeegeHue. Ha dur. 2. ca npeacraBeHu
OCHOBHWUTE MNPUITMKM W Pa3fuKW MeXZy KOTHWUTMBHATa TEOopus 3a Y4eHe W
urposu3aumsTa (gamification).

(" N KorHuTHBHaTA TEOPHS Ce KOHLIEHTPUPa BbpXy
focTuraHeTo 4o HOBM 3HAHIA 1 YMEHMS, TOBa Kak ce nonyyasa, 0bpaboTsa 1 cbxpaHsiea
peluaBaHeTo Ha npofnemu & pesynTar ot — WHthopMaLsiTa U He Ce 3aHUMABa C BLTPELUHHU
3a[1bn6oyeHa yMCTBeHa AGIHHOCT. MPEXUBABAHUA Ha YYEHULUTE, C MPUCBLLKTE 38
Cb3agaBaHe Ha NPeanocTaBky 3a aHarnua, CUHTes, ‘0BEKa emMOoLyn 1 HyBCTBA.

KnacupuLMpaHe 1 NPEHOC Ha MHEOPMALNATA. = ~
MocTUraHe Ha BUCOKa No3HaBaTenHaTa JeHOCT. Wrposu3auusTa (gamification) e karanvsatop Ha
Pa3auTve Ha HTENEKTYanHWTe cnocobHoCTU Ha | uyBcTea u emolyu. Vanonsea doselukute
yueHMLMTE KENaHUA, MEYTV M aMBuLMM, 38 [1a NOCTUIHE
) LiereHacoueHo NoBegeHme.
4
our. 2 anIﬂVIKVI W pasnukn mexay KOrHUTMBHaTa Teopua 3a y4eHe 1 Urposm3aLnata
(gamification).

3.3.  KOHCTpyKTMBM3BM U MrpoBU3aLus

B eTMMOMOrmMyeH acnekT TEPMUHBT KOHCTPYKTUBU3BM UMa NATUHCKM MPOU3XOS,
Mpouanusa oT gymata ‘“construct’, KOSTO e MWHaNO npuyacTie Ha rnarona
Lconstruere”, KoTo ce obpasyBa upes KOHCTpyKLmMsTa: ,con“ (C, 3aedHo) + ,struere”
(w3rpaxgam, cTposi). B aHrnuickmsa esuk “construct” ce 13non3ea cbC 3HAYEHUETO:
[a Ce U3rpagm Hewwo unu aa ce cubepart pasnnyHn YacTu, 3a ga ce obpasysa Hewwo
HOBO. TOBa TbIIKyBaHe Ha CMMCbIIA Ha AymaTa OTpassiBa €[HO3HAYHO Bb3rneanTe
Ha KOHCTPYKTUBHMCTKATA TEOPUSI 3 YYEHE, CMIOPes KOUTO ,HOBY 3HAHWS Ce uarpaxaar
BbPXY OCHOBATa Ha NpeauLHu 3HaHus* [12].

KOHCTpyKTMBMCTKIMTE BbL3rMELM 3@ 3HAHMETO Ca CBbP3aHW C HadMHa 3a
chopmupaHe M JOCTUraHe A0 HOBW 3HAHUS U yMeHus. Te ce (hokycupaTr Bbpxy
AEHOCTUTE Ha y4eHuUMTe, 4aBaT MAEeN 3a opraHuanpaHe Ha obyyenne o6bpHaTo
KbM 0DyyaBaHWTe, KbM pa3BiMBaHe W YCbBBPLUEHCTBAHE HA TEXHWUTE YHUKaNHM
Bb3MOXHOCTW M KOMNETEHTHOCTW. B pamkuTe Ha Tasw Teopust 3HaHWSTA He ce
nornyyaBaT HaroTOBO, T He ca roTOB ,MPOJYKT", KOWTO TpsibRa fga ce npueme,
3anoMHU (Han3ycTu) 1 Bb3Npon3Beae. 3HaHMETO Ce pasrnexaa KaTo nNpoLec, B KOUTO
YYeHUUMUTE WM3MbAHABAT rmaBHa ponsi. OT NacuBHM y4acTHULW CE MpeBpbLUaT B
aKTMBHW [eNCTBALLM NTNLA, B OTKPUBATENM Ha HOBM aew. Te M3Non3BaT HaTpynaHuTe
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3HaHMs W ONWUT, 3a a Cb3[ABAT, MPOBEPAT M OTXBLPMAT XMnoTesu. Masbplusat
eKCMepUMEHTI 1 pelliaBaT peanHu npobnemu, yuaT ce OT YCTexXuTe W rpeLLKkuTe.
Bcsko [OCTUTHAaTO 3HaHWe e MpexuBsiBaHe, KOBTO OCTaBa TpalHW cnegn B
Cb3HaHWETO M CTaBa YaCT OT CTPYKTypaTa Ha MO3HaHWETO. YueHuuuTe cu
CbTPyAHWYAT MOMEXAY CM, CMIOAENST CBOS ONMUT W AOCTUXEHWs. Beuuko ToBa He
03HayaBa, Ye ponaTa Ha yuuTens B yueGHUA NpoLEec ce OTXBbLPNA Ui NpeHebpersa
OT KOHCTPYKTUBUCTUTE. HanpoTuB, Toi 3aemMa CBOETO 3HAUMMO MSCTO, HO Ce U3MEHST
HSIKOW OT CDYHKLMTE My.

,KOHCTPYKTUBMCTKUTE KIACHM CTan Ca CTPYKTypuUpaHu Taka, Ye yyawuTe ce fa
fbaar noToneHn B MPEXUBSBaHUS, B KOUTO Te MoraT fa Ce 3aHuMaBaT CbC
CbObpXaTeNHo  u3cregBaHe W fgeicTue,  BboDpaxeHue,  TBOPYECTBO,
B3aMMOLENCTBIE, CbCTaBSHE Ha XMNOTe3n 1 COOCTBEHO MHeHME." [9]

B KOHCTpyKTMBMCTKMTE yuebHM cpeau yyeHuuuTe Tpsibea: ,Aa uacneggar; Aa
chopmynupaT TOBa, KOETO 3HAAT M Ca Hayywnu; da pascbxaasaT (da cb3aasar
XWUNOTE3U U NPEANONOXEHMs); Aa KOHCTPYMpaT 1 npunaraT CBOUTE TEOPUM U MOLENH;
[ia aHanu3upart ToBa, KoeTo ca Hanpasunu...“ [10].

KOHCTpYKTUBMCTKMTE MAEM 33 y4eHe HamupaT npsiko OTpaxeHWe B
urposu3auuaTa (gamification). flopu urposusauusta (gamification) ce ksanuduumpa
OT HSIKOM YYeHW KaTo KOHCTpyKTMBMCTKM nogxog” [11]. W aBeTe koHuenuwu ca
Haco4yeHM KbM Cb3faBaHe Ha yyebHa cpefa, B KOSTO yYeHWUUMTE Ce yyaT upes
aKTMBHO AieficTBME 1 B3auMoaeiicTBne. CbrnacHo TEXHUTE Bb3rNeam 3HaHWETO He ce
npenogaea, a ce uarpaxaa. YueHuuuTe ce nocTaBsT B LieHTbpa Ha yuebHus npoLiec,
a ywutenatr e cacunartop. CbrnacHo KOHCTPYKTUBWCKWTE BBL3rMEAM YYeHuLuTe
y4acTBaT aKkTUBHO B y4ebHMs MpoLec, KOETO Npeanonara U3nonasaHe Ha MeToam,
TEXHWKU W MHCTPYMEHTM 3@ CTUMYNMpaHe U aHraxupaHe. TOBa € B CUHXPOH C
KOHLenuumUTe Ha urposusaumsTa (gamification), KOSTO € U3KMIOUMTENHO AMHAMMYHA,
WHTEpaKTUBHA, LleNeHacoyeHa W Cb3gaBa 3aBnagsBalyn, nogobHM Ha wurpa
npexuBsiBaHns. Pasnukata Mexay ABETe UOeu € MHOro ThHKa, HO (hyHAaMeHTanHa:
HAUYMHBLT MO KOWTO yyeHuLmTe yyaT. KOHCTpyKTUBMCTKaTa TeOpWUs 3a4aBa pamkara:
YYEHUUMTE M3rpakgaT IWYHM UMHTepnpeTauun 3a CBeTa Bb3 OCHOBA Ha
VHOMBMOYaNHW NpexuBsaBaHMA W B3aumogendcTus® [6], a wurposusauusTa
(gamification) npegocTaBs xeTeporeHHa, aganTWBHA U AMHAMWYHA CTPYKTypa 3a
LOCTUraHe 40 HOBM 3HaHUS, TOECT HE Ce OrpaHnyaBa C KOHKPETEH NpUoM.

3aknioyeHue

OT HanpaBeHWs aHanu3 ce Buxaa, Ye urpoeusaumaTa (gamification) uma mHoro
0By yeptn ¢ GuxeBMOPU3Ma, KOTHUTUBM3MA M KOHCTPYKTMBW3MA, HO MpuUTexasa
CBOV COBCTBEH, YHUKANEH M HeMoBTOpPMM noyepk. Mrposusaumsita (gamification) e
(heHOMEH, KOWTO BCe OLLE He e AOCTaTbYHO A0Bpe n3cnenBaH 1 IMNCBAT EMMUPUYHM
[aHHW, KOUTO NO SICEH M KaTEeropuYeH HauWH MoraT fia s knacuduuumpar kaTo Teopus
3a yyeHe. He ca ycTaHoBeHM Be3crnopHu 1 eJHO3HAYHN OTFOBOPY Ha BbnpocuTe: Kak
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ce ocbluectBsiBa 00yyeHneTo? Kou chakTopu BmuSST BbpXy yyeHeTo? Kaksa e
ponsTta Ha nameTTa? Kaksa e ponsta Ha MoTuBauusTa? Kak ce npunarat 3HaHusTa?
Kakeu BupgoBe obyyeHne ce obsicHsiBaT Hai-gobpe ¢ Tasu Teopua?” [16], kouto
pasrpaHuJaBaT BCska Teopus Ha yyeHe oT apyrute. OTroBopuTE Ha BCEKN €4UH OT
MocTaBeHUTe BbMPOCK MPAKTUYECKM HU HACOYBa KbM CTpaTerMuTe, TakTUKUTE U
TEXHUKNTE 32 00YYeHNe Ha HSKOSt OT OCHOBHWTE TeOpUU 3a y4eHe: BUXEBMOPU3LM,
KOFHWUTMBU3BM W KOHCTPYKTUBUIBM.

B MHOro oTHoweHwWs ce HabniogaBa nNpuUNOKpUBaHE Ha Bb3rneauTe W
urposusaumata (gamification) He Moxe Aa Ce NMPUYUCIM HWUTO KbM KOHKPETHO
TEYEHWE, HUTO [a Ce 04epTasT UHAVBUAYaNHM TeopeTUHu cneumdmkn. O4eBnaHo B
OCHOBaTa M 5exaT ugeWTe Ha TpuTe YCTAHOBEHM KOHLEMUWM 33 YYeHe.
WHTerpupaHeTo Ha KOPEHHO pasfnyHW Bb3rnean BOAM A0 YHWKamNeH W WHOBaTUBEH
NoaXoL C XapaKTepuCTWKM, KOUTO B3aMMHO Ce AOMbMBAT, YCbBbPLUEHCTBAT W
noBuLLIaBaT eqeKTUBHOCTTA Ha y4ebHNsS npoLiec.
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W3cnensaHeTo e (buHaHCMpaHO MO NPOEKT ,MefarorMyeckn U TEXHOMOTUYHY
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LEARNING THEORIES AND GAMIFICATION IN EDUCATION

Maya Stoyanova, Daniela Tuparova, Kostadin Samardzhiev

Abstract: The reflection of core learning theories like behaviorism, cognitivism and
constructivism in the gamification in education is on the focus of the paper. The ethimology of
gamification and basic definitions are discussed. Comparative analysis of characteristics of
mentioned above learning theories and gamification is done. Similar and different
characteristics are outlined.
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