PE3IOMETA HA HAYYHU TPYJ1OBE
Ha IJ1. ac. A-p Pagocnasa BukropoBa Tomancka, mpeacraBeHu 3a
yJacTHe B KOHKYPC 3a 3a€MaHe Ha aKaJeMUYHa JTbXKHOCT
»JloIIeHT** 110 mpodecnonanno Hanpasnenue 1.2. [lenaroruka (Muadopmannonnu u

KOMYHHKAI[MOHHU TEXHOJIOTUH B 00pa3oBaHueTo), 00siBeH oT FOro3anaaeH yHUBepCUTET

,Heodut Puncku” B JIB Op. 36/17.04.2026 T.

MOHOI'PA®USA

Tomancka, P. (2024). JlurutajmHa KOMIETEHTHOCT Ha Yyuyurtejas. biaaroesrpan:
YHuBepcurercko uzaaresicrso ,Heopur Puiicku.

Kuwurara Tpbraa ot eHa rnpocra, HO HapacTBalla 110 3HaYMMOCT KOHCTaTalus: Aenara JHeC
KHUBEAT B CBAT, U3IISUI0 3200MKOJIEH OT TEXHOJIOTUH, 8 YYMIIMIIETO HE MOXKE J1a OCTaHE BCTPAHU OT
Ta3W peaJHOCT. 3a JJa OTTOBOPM a/I€KBATHO HA HY)KJIUTE HAa JUTHUTATHOTO MOKOJEHHUE - J1a To
npeanasBa OT PUCKOBETE Ha TEXHOJOTHHUTE U CHIIEBPEMEHHO J1a M3M0JI3Ba II'BJIHOLIEHHO TEXHUS
oOpa3oBaTeNieH TMOTCHIUANT - YYUTENSAT TpsAOBa caM Ja TNpUTEKaBa COJHMIHA JATHTAIHA
KOMIIETEHTHOCT.

OT Ta3u oTHpaBHA TOYKA KHUIaTa Cce JBIXKU B JIOTMYECKA IOCIEJOBATEIHOCT IpPe3 TPU
B3alMOCBBP3aHU CTHIIKH.

[IbpBO, HU3sICHsIBA c€ KaKBO BCHIIIHOCT MPEACTaBIsIBA AUTUTaIHATa KoMrieTeHTHo T. [Ipenu
Jla ce M3MepBa WJIM pa3BHBa HEIO, TO TpsOBa na Obae AepuHUpaHO. 3aToBa I'bpBaTa 4acT
IIpociesBa UCTOPUUECKOTO Pa3BUTHE HA MOHATHUATA ,,KOMIIETEHTHOCT U ,, KOMIIETEHIUA " - OT
JPEBHOCTTA, IPe3 HaBJIM3aHETO UM B IIPABOTO U IICUXOJIOTUSATA, 10 ChBPEMEHHAaTa 00pa3oBaTeHa
ynotpeda - U CThIIBa BbPXY HOpPMaTHMBHATa paMmkKa, 3a Jla CTUTHE J10 AepuHHLMS, crienudruyHa
MMEHHO 3a IUTHTaJIHaTa KOMIIETEHTHOCT Ha MeJarora.

BTopo, Tasm KOMIIETEHTHOCT C€ M3CJI€[Ba KOHKPETHO IPWIOKEHA KbM YUYHUTEJICKATa
npodecus. Teopusita cama 1o cebe CH He € JOCTaThbYHA - 3aTOBa aBTOpKaTa IPEJCTaBs
EBporneiickara pamka DigCompEdu kato paboTen Mozen u s A0IbJIBa ¢ EMIIMPUYHO U3CIIe/IBaHE
Ha TEpeH: caMOOleHKa Ha 262 y4yuTenu uype3 aganThpaH MHCTpyMeHT ,,Selfie for Teachers™ u
JOIIBJIBAILO MPOYYBaHE cpel 69 AMPEKTOpH, KOUTO OLIEHABAT KOMIETEHTHOCTTA HA €KUIIUTE CU

orBbH. KomOuwHanmsTta oT 1Bata moriena - ,,0TBBTpe™ (camuTe y4WTENH) U ,,0TBBH™



(pBKOBOAMTENNTE UM) - JlaBa M0-O00EKTHBHA KapTHMHA HA PEATHOTO ChCTOSIHUE B OBJIrapcKUTE
YYMJIMIIA, BMECTO J]a pa3uuTa CaMo Ha €JHOCTpaHHAa CaMOOLICHKA.

Tpero, ciien KaTo € yCTaHOBEHO KaKBO JIUIICBA, KHUTATa IIpejlara peuenue. JJuarnoctukara
OT H3CJEBAHETO JIOIMYHO H3BEXAA 10 HEOOXOJMMOCTTa OT KOHKPETEH HHCTPYMEHTAPHYM -
3aTOBa MOCJIEHATA IJ1aBa CUCTEMATU3UPA IPAKTHYECKUTE CPEICTBA, C KOUTO YUUTEIAT MOXKE 1a
3aIlbJIHM YCTAHOBEHUTE IMPA3sHOTH: cOPTyep 3a Ch3JaBaHE U aJalTUpaHe Ha y4yeOHHU pecypcw,
w1atropMu 3a OIECHSBAaHE M AMCTAHIMOHHO OOy4YeHHE, WHCTPYMEHTH 32 KOMYHHUKAIHS,
porpaMupyeMu ycTpoicTBa, reiimudukanys, STEM moaxoau, U3KyCTBEH HHTENEKT, a ChIIO0 H
BBIIPOCUTE 32 OHJIAliH 0€30MaCHOCT U TUTUTAJIHA UICHTUYHOCT.

Ilo TO3M HauMH KHMraTa M3rpakaa 3aBbpIIEH LUKBI: AeQUHULMS — JAMArHOCTHKA —
peuienue. Ts onucBa TEOPETUYHO KAKBO € IUTUTAIHA KOMIIETEHTHOCT, U3MEPBA JOKOJIKO PEaHO
s MPUTEKABAT 4acT OT OBJrapCKUTE YUWUTENM U Ipeljiara KOHKPETeH IbT Halpesa - KaKBU
MHCTPYMEHTH [1a U3I0J3BaT, 32 /1a Pa3BUAT UMEHHO OHE3HM YMEHHs, IIPU KOUTO U3CJIECIBAHETO €

YCTaHOBUJIO AC(PUIIHT.

CTATUH

Topalska, R., & Rumenov, Y. (2025). Facilitating the Visualisation of Moving Games
by Implementing Augmented Reality in Primary Physical Education Classes. TEM Journal,
14(1), 816-822. ISSN 2217-8309.

Pestome: M3non3BaHeTo Ha MOABMXKHU MIPU BBB (PU3MYECKOTO BB3NUTAHME MMa MHOTO
MOJIOKUTETTHH aCMEeKTH. 3a Ch)KaJeHHe, TIOHAKOTa 32 YYUTENs € TPYAHO J1a O0sICHU MpaBHIiaTa U
Ha4yMHA Ha Urpa I0CTaThYHO ACHO. Ta3u cTaTus MMa 3a el J1a TIOMOTHE 3a BU3yaJU3UpPaHeTo Ha
TE3N O6$ICH€HI/I${, KaTo npeacTaBsd BHEAPABAHCTO HA HOBO TCXHOJIOTMYHO PCHICHUC B HAYAJIIHOTO
oOpazoBanne — po6aBeHa peanHocT (AR). OCHOBHHTE H3CIIEOBATEICKHM BBIPOCH B TOBA
npoyuBaHe ca ,,Kou ca KiIIo4OBHUTE CTHIIKH B Ch3/1aBaHETO Ha €(DEKTUBHO ChIbpIKAHUE C J0OaBeHA
pPEaTHOCT 3a BU3yaJIM3UPAHE Ha TIOJIBMYKHU UTPH B YAaCOBETE MO (M3UIECKO Bb3nuTanue?* u ,,Koun
copTyepHH W TEXHOJIOTWUYHHU pElIeHHUs ca Hal-MoAXOAdIlM 3a pa3paboTBaHe Ha J00aBeHa
peamHOCT 3a y4yeOHM M€ B HayalHOTO oOpasoBanue?“. [locraBeHaTa xumore3a e, 4e
M3II0JI3BAHETO Ha TIATGOpMHU 3a ToOaBEHa PEaTHOCT 3a Ch3/jaBaHe Ha MHTEPAKTUBHU CLEHH IIIe

M03BOJIM MO-€()eKTUBHO MHTErpUpaHe Ha BHUJIEO CHABP)KAHHUE U 1€ yJIEeCHU pa3paboTBaHETO U



BHEJPSIBAHETO Ha CbBPEMEHHH TEXHOJIOTMH, KAKTO U e MOJ00pH KauyeCTBOTO HA BU3yalu3alus
Ha UTPOBUTE TEXHHUKHU. M3MOI3BaHMTE METOAM ca TEOPETHYEH aHaIu3, BKJIIOYBAIL Mperiie] Ha
HayuyHa JIMTEpaTypa, CbOTHOCUMA KbM Pa3riIeKJaHUTE BBIIPOCH; METOM, IPEACTABIIL II0POOHO
BCHYKH CTBIKU B pa3pabOTBaHETO M BHEAPSABAHETO Ha J00aBEHATa PEATHOCT, BKIFOUUTEIIHO
nondop Ha copTyep W MpoleCH Ha yHpaBlieHHWE HAa ChIbPKAHHETO; CPAaBHEHHE HA Pa3IMYHU
copryepuu muathopMu 3a cb3laBaHe Ha J0OaBEHAa PEANHOCT, M JAEMOHCTpAlMs, BKIIOYBAILA
M3IIOJI3BAHETO Ha BUJCOKIIUIIOBE U JOOABEHA PEATHOCT 32 BU3YaJHO IMPEJCTaBsIHE HA MpaBUiIaTa
U IBKEHUATA IPU IIOJIBUKHUTE UTPHU. Pe3ynraTtuTe ot n3cie1BaHeTo OKa3BarT, Y€ U3I0I3BAHETO
Ha Jo0aBeHa PeaIHOCT 3HAYUTENHO MOJ00psBa BU3YaTHOTO MPEICTaBsHE HA TOJBUKHUTE UTPH,
MoMarailku Ha yuYeHUIUTe Jla pa3depaT mo-Ao0pe MmpaBuiiaTa U TEXHUKHUTE, Ype3 SICHU BUJICO
JEMOHCTPALlMU. YUHUTEIUTE ChLUIO TaKa CE 3all03HAaBAaT C Bb3MOXKHOCTUTE 3a MHTErpUpAaHE Ha

CBbBPEMEHHU MH(POPMALMOHHU TEXHOJIOTHU B Y4EOHUS MPOLIEC.

Topalska, R. (2024). A Research on the Application of Modern Information
Technologies in Teaching. TEM Journal, 13(3), 1989-1996. ISSN 2217-8309.

Pesrome: Cratusita pasriiex/a U3Moja3BaHETO Ha CbBPEMEHHU HH(POPMAIIMOHHN TEXHOJIOTHH
B OBJIrapCcKOTO MPEAYYHIUIIHO U HaYallHO 00pa3oBaHue, KaTo ce POKycCHpa BbPXY 3HAHUATA H
M3MOJI3BaHETO HA TEXHOJIOTHHUTE OT CTPaHa Ha YUYUTENNUTE U TPEIU3BUKATEIICTBATA, TIPE]l KOUTO ca
nsnpaseHu. [[poydyBaHeTo ce OCHOBaBa Ha OOIIMPEH Nperyie/l Ha JUTepaTypaTa, KOUTO Mo I4epTaBa
MOTEHIIMAJIa Ha ChBPEMEHHUTE WH(OPMAITMOHHH TEXHOJIOTHH, KaTO IPOTpaMUPYyEMH YCTPOICTBA,
BupTyanHa peanHocT (VR) um mobaBena peamnoct (AR), 3a momoOpsiBaHe Ha KayecTBOTO Ha
00pa30BaHUETO, AHTAXKUPAHOCTTa HAa YYCHUIIUTE U HENMPEeKbCHATOTO yueHe. M3cienBaHero
UIACHTH(GUIMPA W HIAKOW Oapuepw Mpea TAXHOTO MpHIaraHe, BKIIFOUUTEIHO HEIOCTATHYHH
pecypcH, OrpaHWYCHH BBH3MOKHOCTH 3a OOYYCHHE W CHIPOTHBA HA HSIKOW YYHUTEIH KbM
TEeXHOJOTHYHUTE TpoMeHH. OCHOBHATA I1e]T Ha U3CJIEIBAHETO € J]a CE€ OI[EHN HUBOTO HA 3HAHUS U
W3MOJI3BaHe Ha TEXHOJOTHUTE Cpell OBJITapCKUTE YIUTEIH, C (OKYC BHPXY UACHTH(PHUIIMPAHETO HA
OCHOBHHUTE TMPEYKH TIpe]l e(PEeKTUBHOTO HM HHTETpHpaHe B oOpa3oBaTellHaTa IPAKTHKA.
[IpenBapuTenHnaTa XMIoTe3a mpemnoiara, Y€ BbIPEeKH MPU3HABAHETO HA TIOTCHIIMATHHUTE TTOJ3H
OT TEXHOJIOTUUTE, TAXHOTO M3IMOI3BAHE OCTaBa OIPAHUYCHO MOPATH UHCTHTYIIMOHAIHU U JTMYHU
¢dakTopu. MeTom0IOTHYEeCKH HM3CIIEBAHETO H3IOJ3Ba aHKETeH Noaxon ¢ 205 pecrnoHAeHTH,

YUYUTENH B JETCKA TPaJIMHA U HAYAJTHO YUMJIUIIE, KaKTO U TUpeKTopH. JlanauTe ca chOpaHu upe3



OHJIaMH rIaTdopmara 3a IpOoBEKIaHe Ha aHKeTHpaHe, yacT oT Microsoft Office 365. KirouoBute
KOHCTaTallMM MOKa3BaT pa3IMYHU HHWBA HA 3HAHMUS W HM3II0JI3BaHE Ha ChBPEMEHHM TEXHOJIOTHUHU
cpel yuuTenuTe. BBIpEeKu ve 3HAYMTEHA 4acT OT PECIOHJACHTUTE HM3IOJI3BAT TEXHOJOTHUU B
MPEToaBaHeTO CH, HUBOTO Ha MPHEMAaHe Ha TMO-HANPEIHAIM TEXHOJIOTUU KaTO MPOTPaAMHUPYEMH
ycTpoiictBa, VR 1 AR € 3HauUWTENHO MO-HUCKO. YUUTEIHUTE M3pa3saBaT CUJIHO KEJaHUE 3a
MoJlydyaBaHe Ha JONBJIHHWTENHa HHGoOpMalus W OOydeHHE OTHOCHO TMPUJIOKECHHETO Ha
CHhBPEMEHHHU TEXHOJIOTHH, TIOJYePTaBAKN TEXHHsI TIOTEHIIMANT 32 000oraTsBaHe Ha Y4eOHUS OMUT
0 pa3NIuYHU NpeaMeTH. M3cnenBanero moguepraBa pa3aukaTa MeKy IPU3HATHS TOTCHIIMAT Ha
TEXHOJIOTHUTE M TAXHOTO TNPAKTUYECKO TNPHIOKCHHE B KiacHarta cras. CrnpaBsHETO C
uaeHTUQUIHpPaHUTEe Oapuepu, Uype3 IeJIeBU WHBECTUIIMU B PECYypCH, BCEOOXBATHH MPOTPAMHU 3a
npodecroHaIHO pa3BUTHE M TEKYIIA MOJKpeIa 3a YUUTEINTEe, € OT pPellaBamnio 3HadeHue. Ypes
MIPEOJIOJISIBAHETO HA Te3U Oapuepr 00pa30BaTEITHUTE HHCTUTYIIMA MOTAT MO-100pe J1a MOATOTBAT
YUEHHUIIUTE 3a MpeIu3BUKATEIICTBaTa Ha JAWTMTAlHATA €pa, Ja MOJ0OpAT pe3ynTaTtuTe OT

O6y‘leHI/IeTO Hn Ja Cb3aadart 1mo-JMHaMHru4Ha 1 e(beKTI/IBHa 06paaoBaTenHa cpeaa.

Topalska, R. (2021). STEAM education in the view of the Bulgarian teacher. TEM
Journal, 10(4), 1822-1827. ISSN 2217-8309.

Pestome: PeanHOCTTAa, B KOSATO JKUBEEM, IOCTOSTHHO CE€ IPOMEHS, CbBPEMEHHHUTE TEXHOJIOTUH
oOxBallaT BCUYKM cepu Ha KUBOTA, NpOMeHskH ro HeoOpatumo. Te3u TpaHchopmanuu
M3HCKBAT HAITBJIHO PA3JIMYHU 3HAHUS, YMEHHUS U OCOOCHO KOMITETCHIIMU OT ChBPEMEHHHS YOBEK.
3a 1@ OTroBOpH a/I€KBAaTHO HA Te3W HYXKIM, 0Opa3oBaTelHaTa CUCTEMa ChILO CE MPOMEHS —
BBBEXJAT C€ HOBU IMOAXOJH, METOJM U TEXHOJOIMU Ha IpenojaBaHe. Llenra Ha u3cnensaHero,
KOETO HamMHpa MSCTO B TO3H JOKJIAJ, € J1a IPOYy4H MO3UIUATAa U MHEHUETO Ha YYUTENs] OTHOCHO

MHoro nonyisipHoto STEAM oOyuenue B PenyOnuka bbirapus npe3 nociaeiHuTe ABe FOJUHU.

Kyuchukova, M., & Topalska, R. (2025). Digital tools in the teaching of religion —
Eastern Orthodox Christianity. KNOWLEDGE - International Journal, 70(2), 221-226.
ISSN 1857-923X.

Pestome: B mpexona oT uHpopManoHHO KbM HU(PPOBO OOIIECTBO BH3HMKBAT BHIIPOCH B
o0jacTTa Ha TOJArOTOBKaTa Ha OBAEmMTE Kaapu. B HWHOBallMOHHATa OOpa3oBaTelHa cpena

KJIFOYOBa € poyisita Ha ObaenuTe yuutenud. Cropen MexXIyHapOoJHUTE NMPOyYBaHUS, HA TAX CE€



Bb3JIaraT O4YaKBaHUs, HE CaMO B MHTEPEC Ha MOJIUTUKUTE U OOILECTBOTO, a Hail-Beue B MHTEpEC Ha
JeTeTo. YUUTeNAT Ha ObJeleTo e TpsoBa Ja nofodpsBa U TpaHCc(OpMHUpPA CBOUTE 3HAHUS U
yMEHUs, 3a J]a pabOTH YCIEIIHO B HOBUTE PEATHOCTH, a BbB (DOKYCHT Ha HAILIETO M3CIIEJBAHE CE
MO3UIMOHMpa HeroBara noAaroroska. OOeKT Ha u3cienBaHeTo € Penurno3sHoTo oOpa3oBaHuUE B
OBIArapCcKOTO JIbPXKABHO YUWIMIIE B KOHTEKCTa HAa BB3MOXHOCTTA Jla MHTETrpUpa AUTMTAIHU
TEXHOJIOTUHU. YUeOHUAT npeaAMeT Penurus e HOpMaTUBHO ONpeseseH KaTo CBOOOJHO U30upaeM
npeamer B KoHdpecuoHanHa (Pemurus-IlpaBocnaBue u Penurus-Hcensim) u HekoHpecroHamHa
¢dopma. I1o HacTosIIEM TOH Ce mpernoaaBa OT IbPBU [0 ABAHAECETH KJIac M0 U300p Ha POAUTENN
U Jelia, ¥ pasrosiara ¢ yueOHMIM 32 OCUTypsiBaHe Ha Iipoueca. B 0bJIrapckoTo 0011ecTBo cepro3Ho
€ [ocTaBeHa AMCKYCHTa 3a BbBEX/IaHE Ha MpeiMeTa KaTo pPeJoBHO M30upaeM. 3a MOBUIIaBaHE
MHTEpeCa Ha YYCHUIUTE M OCMHUCIISTHETO Ha IIPEAMETa KaTO WHOBAaTUBEH CE€ KOMEHTUpAT
BB3MOXXHOCTHUTE 3a MPHJIaraHe Ha JUTMTAIHU TEXHOJIOTUH KaTo BUPTyaliHa U J0OaBEHa peaHoCT,
MYJITUMEIUIHN PECypCH, HHTEPAKTUBHU MIPE3EHTALNH, €IEKTPOHHH YPOLIM, OHJIAWH OUOINOTEKH
U JIpyru. B Hacrosiero u3cienBaHe MpearaMeé Bb3MOXKHOCT Ha YUYMTENAT IO PENUrus aa
MOJITOTBSI COOCTBEH MHOBATUBEH YPOK, KOMTO J1a ChYeTaBa TPAIUIUOHHUAT MOIXO0M, XapTHCHHS
WIM €JIEKTPOHEH YYEOHMK U JUTHMTAJIHUTE TexHojoruu. B crarusara omucBame pabortara c
€JIEKTPOHHM IUIaTGOPMH, KOUTO MO3BOJSBAT H3IPaXKJaHE HA HHTEPAKTUBHO ChIbp)KaHUE,
OCHOBAHO Ha JWUTUTAJIHU TEXHOJOTMH U MOraT J1a C€ IMpUIarar KbM TPaJULMOHHU UHCTPYMEHTHU
Ha TMPEenoJaBaHETO, KakbBTO € ydeOHuKbT 1o Penurusa. IlpeaBapurTenHo cb3najeHUTe
WHTEPAKTUBHU YpOLM, BKJIIOYBAIlM J00aBE€Ha pEaJHOCT, KaTro: U300pakeHHs, BHJIEO,
[IPE3EeHTAllMM, TECTOBE, 3aa4d U JIPYTH, €a 4acT OT MOATOTOBKATa HA YUYUTENS II0 PEIUTHs 3a
Opaemoro yumnume. OTYMTAlKK NOPEANa3IuBOCTTa Ha H3CJIEJOBATENM HA PEIMTHO3HOTO
oOpa3oBaHHE [0 OTHOILIEHHWE Ha W3MOJA3BAHETO HA JUTUTATHUTE HHCTPYMEHTH, KakTO U
u3cneaABaHuATa 3a €(pEeKTUBHOCTTAa Ha pa3pabOTeHM W NPUJIOKEHU B MPAKTUKAaTa TEXHOJIOTHH,
cyMTame, 4e M3ydaBaHeTo Ha Penrus B Ibp:KaBHOTO YUUIIMILE MOXKE Ja MHTETPUPA JUTUTAIHU
TEXHOJIOTHH U TSIXHATa M0JI3a 32 MOTHBALIMATA HAa ydeHULIUTe € O6e3crnopHa. ChIIEeBPEMEHHO 3a Ja
C€ UBIBJIHAT LEINUTE Ha PEJIUTHO3HOTO 00yUYeHHe, CBbP3aHu C U3TpaXk/laHe Ha KYJITYypHO-eTUYHA
CUCTEMA, aBTEHTHWYEH JIMYEH MHPOIJIE], IIEHHOCTHA OPUEHTAlus W IIOBEJACHUE B CBETa, €
HE00XO/IMMO J1a M3MOJ3BAT TEXHOJOTMH, KOUTO PAa3BUBAT KPUTHUYHOTO MUCIEHE M OCHUTYpPsBAT

pedexTuBHa cpena.



Rumenov, Y., & Topalska, R. (2025). The augmented reality in favour of the primary
physical education and sport teacher. KNOWLEDGE - International Journal, 70(2), 243—
248. ISSN 1857-923X.

Pestome: IlpeanoskeHUSAT MOJEN 3a MHTErpUpaHe Ha J00aBeHA PEaTHOCT B YACOBETE I10
¢bu3nyuecko Bb3NHUTaHUE ce (HOKyCcHpa BbPXY Chb3AaBaHETO Ha AR-KapTH, KOUTO YUUTEISAT MOXKE
JIECHO Jia OATOTBH, 0e3 a ca HeobxoauMu crienupuyHu yMeHus. Upes onpenenenu miaTdopmu
YYEHHKBT CKaHUpPa KapTaTa U MUTHOBEHO BIDK/Ia TPUHU3MEPEH MOJIEN, YyBa MHCTPYKIIMH U MOXKE
Ja BB3MNPOU3BEAE JBIKEHHETO. ToBa BOAM [0 3HAYUTEIHO HaMajsiBAHE HAa BPEMETO 3a
JEMOHCTPALMS M KOPEKUMs, Thil KaTO 4acT OT MHCTPYKLMHTE CE€ BB3IPOU3BEKIAT OT camara
aHuMaIus. YUuTensT u3bupa KIIOUOBU CIIOPTOBE OT yyeOHara mporpama — JieKa aTJIeTHKa,
rUMHAcTHKa, (pyTOON, MUHM 0ackeTOOJ — W MOATOTBS BH3YyalHH KapTH 3a BCeku. Kaprure ce
JIAMUHUPAT U C€ TTOCTABAT B CAJIOHA WJIM C€ pa3faBaT Ha YUYCHUIIUTE, KATO YUUTEISAT JEMOHCTPUPA
CKaHUPAHETO C MPUJIOKEHUETO MpEeAH yaca. YUEHUIUTE, pabOTeHKH MO IBOWMKH, ,,0TKpUBAT
BHJI€aTa CaMH, KOETO MOBUIIABA TSIXHATA MOTUBALMS. Bb3MOKHOCTTa YUEHUIIUTE ChC CHEIIUATHU
oOpa3oBaTeTHM TOTPEOHOCTH Ja BB3MPOU3BEKAAT PECYpCUTE MHOTOKPATHO, JOKAaTo Ce
MOYYBCTBAaT YBEPEHHU, € OCOOCHO IleHHA. EJeMEeHThT Ha urpa W OTKPUBATEICTBO MOJIBPKA
BHUMAaHUETO, MPEBPBIIANKA PYTUHHHUTE YIPAKHEHUS B HHTEPAKTUBHO MPEAU3BUKATEICTBO.
[IpakTueckoTo u3MbIHEHHE 4pe3 Iutarpopmara Roar aemMoHCTpupa, Y€ TEXHOJOTHYHHUTE
Oapuepu ca HHCKU: BCHYKO, KOETO € He0OX0AMMO, € aKkayHT, u300p Ha ,,IIeJIeBO U300paxkeHne™ u
roToBo Buje0. ABTomMatu4Ho reHepupan QR kox naBa necen qocthil 10 AR chabp:kaHueTo upe3
cMapThoH unu Tadner. Hakon yuutenu npearnounTaT TpaAuIIMOHHUTE JEMOHCTPAIINH, TOKATO HE
ce yoenst B momsute oT AR upes npaktuyecku onut. ClieaBaniuTe CThIKA BKIOYBAT IPOBEXKIaHE
Ha U3CJIeJIBAaHUS B MHOXKECTBO YUuiuiia ¢ pa3nudau AR mmatdopmu u aBToMaTu3upana oopatHa
BpBh3ka. HocumuTe ycTpoiicTBa M aHaAIM3bT HA JaHHH B pEAJIHO BpeMe Ouxa oOoraTtmiu
MOCNeBAIIUTE MPOYYBAHUS U OMXa MOJKPENIIM UHIUBUIAYaTHHUS HalpeabK Ha ydeHuuure. B
3aKJII0YeHue, NpuIoXkeHneTo Ha AR-kapTu MoXke Jja ce IpeBbpPHE B YCTOMYMBA NHOBALIMS, KOSITO
Jla MOJICPHU3UPA YacoBeTe MO (PU3NYECKO BH3MUTAHUE U CIOPT M Ja OTroBaps Ha HYXIWUTE HA

JUTUTATHOTO ITOKOJICHHUC.

Hristova, H., & Topalska, R. (2025). Application of Bee-Bot in first grade math lesson.
KNOWLEDGE - International Journal, 70(2), 249-254. ISSN 1857-923X.



Pesrome: Ta3u craTus nscnensa noTeHyana Ha oopa3oBaresHaTa poOOTHKA, MO-CIELUATHO
Ha pobora Bee-Bot, kaTo ”HOBaTMBEH HHCTPYMEHT 3a M3y4yaBaHE Ha U3BaX</laHE C IPEMUHABAHE B
II'bPBU KJIac. T€OPETUYHUAT Nperiie]l CUCTEMaTU3Uupa EMIIMPUYHH U3CIICIBaHUs, KOUTO I0Ka3Bar,
Y€ UTPOBUTE JEHHOCTH, Pa3rOBOPUTE 32 YMCJIATa U HOBUTE TEXHOJIOTHH HAChPUYaBAT MOTUBALIAATA
U INOCTHXeHusATa Ha jgeuara. OOpa3oBarelHUTE POOOTH Ce pasMIekKIaT KATO MOCT MEXITY
aOCTpaKTHUTE TMOHATHS U KOHKPETHOTO JEHCTBME, KaTO MHHUMHU3UPAT KOTHUTHBHOTO
HAaTOBapBaHE W TPEBPBUIAT Ipelikata B ecTecTBeHa ¢a3za Ha ydeHeTo. PaszpaboreHusT u
anmpoOupaH ypoK BKIIIOYBA SICHO (JOPMYJIMPAHH IIETH: 3aTBbPXKAaBaHEe Ha allTOPUTHMA, pa3BUTHE
Ha JIOTMYECKOTO MHCJIEHE M HAachpyaBaHE Ha ChTPyAHMUYECTBOTO. CTpyKTypara Ha ypoka
KOMOMHUpa BbBeIeHUE, IrpynoBa padota ¢ Bee-Bot, npeicraBsHe Ha pemieHus ¥ peiekcus BbpXy
TPYAHOCTHTE W H3YYEHOTO ChIbpKaHWE. ['pynuTe ydeHHMIM mporpammpar poOora, 3a 1a
JOCTUTHAT JI0 BEPHUS OTIOBOpP, KOETO IPEBPbBIIA YUCIOBMS H3PAa3 BbB BU3YyaJIHO-KMHETUYHA
3aJjaya ¥ CTUMYJIMpa [IPOCTpaHCTBEeHaTa opueHTanus. Habmtoaenusra nokasBar CTeneH Ha ycex
oT npubsmzutesnHo 20%, HO OTYMTAT BUCOKA AHTAKHUPAHOCT, YCTONUNB HHTEPEC U MOJOKUTEITHH
€MOIIMOHAIHY HarJIaCH KbM MaTeMaTHkarta. MeHTuduuupanu ca OCHOBHH TPYIHOCTH, CBbP3aHU
C OpHEHTaluATa BbPXY LIA0JOHA W U3rPAXKIAHETO HA TOYHA IOCJIEA0BATEIHOCT OT KOMaHJH,
KOETO OYepTaBa HACOKM 3a LIEJIEHACOYCHM yNpakKHEeHUs. Pa3nensT 3a UCKyCHs MOAYepTaBa, 4e
Bee-Bot ¢yHkunonupa kato QacuiauraTop 3a pa3BUTHETO Ha AJTOPUTMUYHOTO MHCIIEHE,
KOMYHHKaTUBHUTE YMEHHS M eQeKTUBHaTa paboTa B €KWUIl B paHHa Bb3pacT. PoOOThHT
HOpMaJIM3upa IMpoueca Ha npoda M rpelka, HachpuaBa TBOPYECTBOTO M OCUTYpsBa He3abaBHA
o0OpaTHa BpB3Ka, KOSTO PAAKO CE€ IMOCTUra Ype3 TPaJULMOHHUTE METOAU. B abarocpodeH miax
n3nonseaHeTo Ha Bee-Bot usrpaxna STEAM MocT, NOATOTBANKN YYEHHLUTE 3a I10-CIOXKHU

KOHICIIIWHU B IPOTpaMUPaHCTO, MHXKCHEPCTBOTO U HAyKaTa.

Krouykosa, M., & Tonajcka, P. (2025). YyeHuxksT BbB JOKyca Ha HOBaTa PeaJHOCT
(enHa BUpTYyaJiHA UTpa 32 00y4yeHuneTo no peaurus). B Coopuuk ¢ noxiaagu or Haumonanana
Hay4YHonpakTuyecka koH(pepeHuus (c. 413-421). Copusi: YHUBEPCUTETCKO H31aTEJICTBO
»CB. Kitument Oxpuacku®. ISSN 3033-1080.

Pestome: Besiko nero ce uyBCcTBa Haii-100pe B CBeTa, B KOMTO € pojieHo. JloMbT, ynunara,
HACEJICHOTO MSCTO MPEAM3BUKBAT UyBCTBA, MHCIH, CIIOMEHHU, KOUTO (hOPMHUpAT €KEITHEBHUTE

MUpPOTJIEIHU TIpeAcTaBu. B oOmara MuporieqHa kKapTuHa ce J00aBsT OINe MpPE/ICTaBHTE,



(dbopMupaHH OT penurusara, Haykara, puaocopusta U TEXHOJIOTUUTE. Y YUIIHUILETO BUHATH € OUJI0
MIPU3BaHO /1a pa3BUBa MUPOTJIEIHUTE MIPEJICTABU U Ja croco0cTBa 3a popMupaHe Ha aBTEHTHYEH
JUYeH cBerorjen. B HacTrosmus TEKCT oOpbllamMe BHHUMAaHUWE HAa ONHUT 3a CHHTE3UpaHE Ha
oOyuenue o Penurus —IlpaBociaBue U M3MOJI3BaHE HA BUpPTyajHaTa peamHocT. Pasrnenanure
MIPUMEPH 3a ChUeTaBaHE HA PEIUTHS, TEXHOJIOTHS U €KEIHEBHE ca MaJIKH ,,TUKCEIN * B roJisiMara
CBETOIVIEJHA KAapTHMHA, HO MNPUHIUIBT B TAX € rapaHuus 3a Objaemara YCTOMYMBOCT Ha

InopacTtBaliyg 4YOBCK B HOBUTC PCAJTHOCTHU.

Topalska, R. (2025). Virtual reality benefiting environmental protection.
Multidisciplinary Journal of Science, Education and Art. ISSN 1313-5236.

Pestome: Cratusita pasriex/ja 3aMbpCsIBaHETO HA OKEAHUTE U [TOIYepTaBa KyMyJIaTUBHUTE
My epEeKTH BbPXY MOPCKHTE eKOCUCTeMH. L{uThpaT ce TpeBOKHHU JJaHHU: TTacTMacaTa B MOMEHTA
cheraBisiBa ~80% OT MOPCKUTE OTHAAbIM, Ha-MaJIKo 822 BHJa MOMTBIIAT MUKpOILJIacTMaca 1
uMma Haz 700 ,,MbpTBU 30HU". Ha TO3u doH aBTOpKaTa MmoauepTaBa MoTEHIMAla Ha BUPTyaaHaTa
peanHocT (VR) karo oOpa3oBaTenieH HHCTPYMEHT, KOWTO TpaHC(hOpMHUpa aOCTPAKTHUTE 3aIUTaXH
B IOTAISIIO, EMOIIMOHATHO aHTaXHpaIlo mpexusssane. Ipunoxenuero ,,Oceans We Make™
CIIy’KH KaTO IPUMEP: BU3YATHUAT KOHTPACT MEXAY JI€BCTBEHATA IOJBOJAHA KpPacoTa U BHE3AIMHO
MOSIBABALUTE CE OTNALBLU CTUMYJIUpPA €MIIATHATA M HKEJIAHUETO 3a JEHCTBUE U INPOMSHA Y
yueHuuure. KoMOMHMpaHeTo Ha TpaJuIIMOHHUS YPOK 10 ,,YOBEKBT U MpHpoaara’ B 4. Kjac cbe
CLIeHapui 3a BUPTyaJlHa PEATHOCT pean3rpa UKBJI OT TeOpUsl — MPaKTHKa — peQIIeKCHsl, KOETO
BOJY JO MO-CHJIHA BBTPELIHA MOTHBALMA U Pa3BUTHUE HA YCTOWYMBHM EKOJIOTMYHU HArjacH.
ABTOpKaTa 3aKiIr04aBa, 4ye JOCThIIHUTE VR peleHus He ca JyKc, a CTpaTernyecka MHBECTULIUS B
00pa30BaHHETO — TaKaBa, KOATO (OpMHUpa €KOJIOTUYHO OTTOBOPHU IPaXKIAHU U T'U MOATOTBS J1a

pearupar e(pEeKTUBHO Ha 3aCUIIBAIUTE CE CKOJIOTUYHHU KPU3H.

Topalska, R. (2025). Instrumentarium for the application of modern technologies in
teaching. Multidisciplinary Journal of Science, Education and Art. ISSN 1313-5236.

Pestome: Ta3u craTus ouepraBa LSJIOCTHA paMKa 3a HUHTErpUpaHe HAa CHhBPEMEHHU
TEXHONOTUM — Jo0aBeHa peanHocT (AR), Buptyanmna peanHoct (VR) u mporpamupyemu
YCTPOMCTBA — B MPEAYUYHJIUIIHOTO U YUYWIHIIHOTO oOpa3oBaHue. IlperneasT Ha nureparypara

IIOKa3Ba, Y€ AR moaroMara KOTHUTHUBHOTO PpPa3BUTHC, CMOIHWOHAJIHATA AaHTaXHPAHOCT,



3araMeTsIBaHeTO U MPUA00MBAHETO HAa TUTUTATHU YMeHus. VR 3acuiBa moransHeTo, KOETO BOAU
JI0 TIO-BUCOKHU PE3yJITaTh OT OOYYEHHETO U MOBHILIEHA MOTHBAIMS, JOKATO MPOTrPaMUPyEMUTE
YCTPOMCTBA HachpyaBaT JIOTMYECKOTO M aJITOPUTMHUYHOTO MHUCIEHE, (UHATa MOTOpHUKA H
CIIOCOOHOCTTa 3a pemraBane Ha mnpobOisemMu. KoMOuHammsTa OT BH3yaqHO TOTamsHE U
IporpaMupaHe npeBex/a a0CTPaKTHUTE IUTUTATHU KOMIIETEHIH Ha ,,e31Ka Ha Urpara‘, KaTo 1o
TO3W HAYUH pa3lIMpsBa BH3MOKHOCTHTE Ha Jelara 3a y4yeHe W TBOpUecTBO. Pa3zpaboTeHHST
MHCTPYMEHTapUyM pealu3upa Ta3W paMmKa 4pe3 LIECT JOMbJIBALIM ce KomroHeHTa. Herosara
METOJIOJIOTHYECKA CeKIHMs oOxBalia pasHooOpazue OT MeToau (HaONIoJCHUE, EKCIICPUMEHT,
reiiMudukanus, NTPOEKTHO-0a3upaHO o0OydYeHHe, MOJAEIUpaHe, CHBMECTHO OOy4YeHHE U
pediiekcus) U cTpaTteruu (MHTEPaKTUBHU, KOHCTPYKTHUBUCTKHU, HHTETPATUBHU, U (epeHIpaHHy,
WUrPOBH M 0Oa3WpaHU Ha KOMIIETEHTHOCTH). TeXHHMYECKHUTE pecypcu BKJIOuBaT VR oumna u
KoHTpoJepu, AR ycrpoiictBa u kapth, podotute Bee-Bot u Dash, kakto u copryep 3a cp3naBane
Ha chAbpkaHue. MHCTpyMEHTapuyMbT BKJIIOYBA CHILO MHCTPYMEHTH 3a OICHKA (BBHIPOCHUIH,
KOHTPOJHH CHUCHIIM, TECTOBE), MEPKH 32 KBATH(HUKAIUSI HA YUUTEIUTE U HACOKH, apecupalin
0e30macHOCTTa M eTukara. ExcrmepTHaTra OIeHKa € MpeJuMHO monoxkutenHa: Hax 90% ot
PECTIOH/ICHTHTE OICHSBAT ASHUHUIIMUTE, [ETUTE U MMEAATOTHUYECKUTE TOJIXOIU KaTo ,,0TIMIHH
WIH ,,MHOTO J00pH‘“, ¢ TMOJOOHM OIEHKM 3a KaTajora ¢ PEecypcu U METOJI0JIOIMYECKOTO

pa3HooOpasue.

Topalska, R. (2025). Application of the programmable device Bee-Bot in physical
education and sports classes. KNOWLEDGE - International Journal. ISSN 1857-923X.

Pestome: [lpencraBeHusT [OKIad pasriiekaa BB3MOXKHOCTHTE 3a HWHTETPUPAHE Ha
MporpaMUupyeMH yCTPOMCTBa, Mo-crienuanHo Bee-Bot, B urpure mo ¢usnuecko BB3MUTaAHUE U
CIOPT B HaYaJIHUTE €Taly Ha OCHOBHOTO oOpa3zoBaHue. OCHOBHATa ujes €, 4ue poOoThT He TpAOBa
Jla ce M3MOJ3Ba caMO KaTo MHCTPYMEHT 3a MbPBU CTHIIKK B MIPOTPaMUPAHETO, a TPsOBa 1a Oble
BKJIOYEH B MO-IIUPOK 00pa3oBaTeleH KOHTEKCT, B KOWTO CH B3aMMOJEHCTBAT JBHKEHHETO,
urpara u textonoruute. [1o To3u HaYMH YacoBeTe MO (PU3NIECKO BH3MUTAHUE CE€ 000TaTIBaT ChC
ChbBPEMEHEH €JIEMEHT, KOMTO € MpUBJeKaTelieH 3a YUYeHUIUTe, 0e3 Aa HapyllaBa OCHOBHATa UM
(GyHKIUS — pa3BUTHETO HA IBUTATEITHUTE YMEHUS U (DOPMHUPAHETO HA OTPEOHOCT OT JBUKCHHUE.
OnucannTe akTUBHM WIPU Ca HACOYCHH KHbM pa3BUTHE HA OCHOBHU JIBUTATEIIHU yYMEHHS —

CKOPOCT, HM3JPHKIUBOCT, CHJIa, KOOpPAWHAIMS, OalaHC — HO CBHIIO W KBM MOJIbpXKAaHE Ha



BHUMaHHETO, OBP3M PEaKIMH M CAMOKOHTPOJ. B MHOro cutyauuu ydeHuuute TpsiOBa na ce
aJanTUpaT KbM IIPOMEHUTE, 3a1a/1eHH OT Bee-Bot, kaTo Hauano u kpail Ha IeliCTBHE, TPOMsIHA HA
3aJ]auu WIK MOCOKH, KaKTO U Pa3InYHU poiu. ToBa cTUMynMpa aganTUBHOCTTAa M CIIOCOOHOCTTA
3a OPMEHTHPAHE B IIPOMEHSIA CE Cpena. B chIoTO BpeMe ce 3ama3Ba eCTECTBEHAaTa MOTHBALUS
3a Wrpa, TUIUYHA 3a Ta3d BB3paCT — YUYCHUIUTE BB3IPHEMAT YpOLUTe KaTo 3a0aBHU U
pazHoOOpa3HH, a HE KaTo MEXaHWYHO I[IOBTOpEeHHE Ha yrpaxkHeHus. I[loreHumansT 3a
MHTEPAUCIUILIIMHAPHA UHTETpalMs ChIIO € SICHO u3pa3eH. Upes BKiIouBaHE HAa OyKBH, HUpH,
[[BETOBE, Teorpadcku WM TEeMaTHYHU ,,KapTU', )KUBOTHU W APYTd CUMBOJH, (DPU3HYECKOTO
BB3IHUTAHUE CE CBBbpP3Ba C OOpPa30BATEIHO ChABPXKAHUE OT Pa3INMYHU MPEAMETHH O00JacTh —
OBITapCcKy €3UK, MaTeMaTHKa, OKOJIEH CBST, M300pa3UTEIHO M3KYCTBO M MYy3UKa. YUYCHHUKBT €
MIOCTaBEH B CUTYAIHs, B KOSITO TpsIOBa €IHOBPEMEHHO Ja C€ JBWXKH, Jla MHUCJIH, J1a HaOJIr01aBa u
Jla IpaBU U300p WK J1a B3ema peuieHus. Hsakou ot urpure BKitoYBaT padoTa 1o ABOMKH, MaJIKU
rpynu win otéopu. ToBa momara 3a pa3BUTHETO Ha YMEHHS 33 ChTPYJHHUYECTBO, CIIa3BaHE Ha
IpaBUJia U YBA)KABAHE HA PElla U POJiATa HA APYTUTE. YUEHULIMTE CBUKBAT J1a YakaT CBOs pej, 1a
paboTar ¢ rpynara W Ja IpueMar KakTo ycmexa, Taka M Heycmexa B urpoBa curyamms. Ot
METOAOJOTHYECKA IJIeHA TOYKA M3IIOI3BAHETO HA MPOTPaMUPYEMO YCTPOMCTBO B 4AaCOBETE I10
¢bu3nyecKo BB3MHTAHHE HMMa W YKUCTO NPAKTHUYECKO MPEAMMCTBO: YacT OT BepOalHUTE
MHCTPYKIIMHM Ha YYHTENs ce ,,IPeXBbPIAT Ha poOoTa. YUHUTENAT 3a1aBa IpeaBapUTEIIHO
ne(pUHUPAHN MapUIpyTH, KOMaHAM WIM CUMBOJIM U 110 BpEME Ha uUrpara Moxe Ja HaOnroAaBa u
MIOATIOMAara YY€HULHUTE, BMECTO IIOCTOSIHHO Ja JaBa KOMaHAu. ToBa MOX€ Ja YJIECHH
yIpaBJIEHUETO Ha IpyraTa, 0COOEHO B MO-TOJIEMH KIIaCOBE, U Jia MO3BOJIH M0-100p0 HalIr01eHNe
Ha MOBEJICHUETO U YYaCTUETO Ha OTAETHUTE Jena. ToBa rmojiara OCHOBaTa 3a O'bJIeIIU U3CIIeIBAaHHS
U IPAaKTHKHU, HacoueHU KbM uHTerpupane Ha STEAM eneMeHTH BbB (U3NYECKOTO BH3MUTAHUE U
LSAJIOCTHOTO Pa3BUTHE HAa YUYEHUIIUTE Ype3 KOMOMHMpAHE Ha UIpa, JBWKEHUE U ChbBPEMEHHU

O6p830BaTeJ'IHI/I TCXHOJIOTHUH.

Topalska, R. (2025). Software opportunities to enhance digital creativity. PazButue
KpP€aTUBHOCTH JIMYHOCTH B COBPEMECHHOM III/[(l)pOBOM MYJBbTHRKYJBTYPHOM IIPOCTPAHCTBE:
XVI MexayHapoaHasi HAYYHO-IIPaKTHYecKas KoH(pepenuus - Enen.

Pestome: JIuruTasiHOTO TBOPUECTBO € BakeH (haKTOp 3a ChbBpeMEHHaTa oOpa3zoBaTeiHa U

Ou3Hec cpena, HachbpyaBaliKl KPUTUYHOTO W HMHOBAaTUBHOTO MucieHe. To TO03BOJsSBa Ha



o0yyaeMUTEe Ja TCHEPHpAT HOBH WJCU, NMPOCKTH W PEIICHUS C TIOMOIITa HAa CHhBPEMCHHHU
TEXHOJIOTUU. HeroBoro pa3BUTHE € TSACHO CBBP3aHO C JUTUTAIHUTE WHCTPYMEHTH, KOWTO
yIIECHSIBAT CHTPYJHUYECTBOTO, EKCIICPUMEHTHPAHETO ¥ HWHAWBUAYATHHUS TIOIXOJ KbM
MOCTaBCHHUTE 3a/ladyd. B JururanHatra ernoxa TBOPUYECKHUTE MPOILECH HE camMoO IOAIOMAarar
00y4YeHHETO, HO W M3JIM3aT W3BBH TPAJAUIMOHHUTE T'PAHUIM W BKIOYBAT Pa3paOdOTBAHETO HA
codTyep, MyJITHMEAMIHU TMPOEKTH W JIMYHO CaMou3pa3siBaHe. BH3HEChT Bce IMOBede IICHU
M(POBOTO TBOPYECTBO KATO JBUTATEN 32 WHOBAIMH, a CIYXXHTEIUTE C YMEHHUsS 3a paboTa ¢
TEXHOJIOTMH MMAaT MPEIUMCTBO MPHU CH3aBAHETO HA HOBU pelieHUs. JJOCTBIBT O pasiudyHH
codryepuu nHcTpyMeHTH KaTto Canva, Adobe Photoshop, Blender u npyru ynecHsiBa TBOpYecKuTe
MPOIIECH, KATO MPEJOCTABS IUPOKU BH3MOXKHOCTH 32 MPUIIOKEHUE HAa N300pa3UTEIHO U3KYCTBO,

JU3aiiH, IPOrpaMUpaHe U aHUMaIUs.

Topalska, R. (2025). Online software solutions for creating of multimedia
presentations. B CoOopuuk crareit XVII MexayHapoaHoii Hay4YHO-NPAKTHYECKOM
koH(epennuu «llamoBckue ureHus», 25 asuBaps — 01 ¢pespaus 2025 roxa. Mocksa.

Pestome: MyntumenuitHuTe npe3eHTalMu TpaHC(POpPMHUpPAT HAYMHA, [0 KOHWTO MUCIHM,
obiyBame, crojaenasiMe UAEH M IpegaBame HHoOpMalMs, ChUYETABAallKM BHU3yalIM3allus,
MHTEepakTUBHOCT M ajgantuBHOcT. CodTyepHu pemenus karo PowerPoint, Prezi u Canva
yJIECHSABAT Ch3aBAaHETO HA CMUCIIEHU U BU3YaIHO BIIEUaTJISIBAIllM MaTepUaIl, KOUTO CTUMYJIUPAT
aHTaXUPAHOCTTa W pa3OupaHeTro. Bb3MOKHOCTUTE 3a CHTPYJHHUYECTBO B PEAIHO BpEME U
MHOBATUBHUTE (YHKIMHU, KATO aHUMALIUH, TPEXON U JIBUKEHHUS, HAChPUYABAT KPEATUBHOCTTA U
MI03BOJISBAT MEPCOHATM3UPAHE HA MPE3EHTAIUNTE, B CbOTBETCTBUE ChC CIIEU(PUUHUTE HYKAU Ha
Bcaka curyanus. [lo To3u HauMH MyJNTHUMEIUIHMTE Mpe3eHTAllMd HE caMo YJIecHSBaT
KOMYHHKaIUsATa, HO M s MpaBsAT MO-AMHAMUYHA M Bb3JEWCTBallla, HaMUpallKu MSICTO B
npodeCHOHAIHN CpeIIM, MyOIMYHU CHOMTHS M JAOPU JIMYHU IPOEKTH, KBAETO SCHOTaTa H

BU3YAJIHOTO BB3ACUCTBHUE Ca OT peuraBamo 3HaAYCHUC.

Topalska, R. (2024). Canva — an innovative tool for modern learning. Multidisciplinary
Journal of Science, Education and Art, 2024(2), 194-212. ISSN 1313-5236.
Pestome: ChpBpeMEHHUTE TEXHOJOTHM WIpasT KIIOYOBa poist 3a moxoOpsiBaHe Ha

O6p330BaTeJ'IHI/I5I nmponec, Karo MnpcaoCTaBiAT HWHOBATHMBHU HWHCTPYMCHTHU 3a Cb3AaBaHC U



CHoJieNisiHe Ha y4eOHu pecypcu. EnuH oT Hai-epekTUBHUTE cOYTyepHH MPOAYKTH B Ta3u 00IacT
e Canva — miardopma, KOSTO yJIeCHsSBa pa3pabOTBAHETO HA MYJITHMEIUWHHU, CJICKTPOHHU MU
nevyatHu pecypcu. CtaTusiTa u3cieBa MHOTOOpOIHUTE Bh3MOKHOCTH 3a MpuiiokeHrne Ha Canva
B 00pa3oBaTeleH KOHTEKCT, BKJIFOUHUTEIHO Oe3IuiaTHara npodecroHallHa BEpCHs 3a YUHUTEIH,
CHCIHMATM3UPaHu MA0JOHH 33 YpOIM, PaOOTHHU JINCTOBE, HHTEPAKTUBHU JIBCKH M KOMHUKCH. B
JOMbJIHEHUE, TiaTdopmara npejyara 6orata OMOIMOTEKAa OT M300pAKEHUS U €IEMEHTH, KOUTO
Morat Ja ObJaTr MepCOHANM3UPAHU, KAKTO U OIMIUU 3a ChTPYJHHYECTBO MEXAY YUYCHHUIH U
yautenu. biaromapeHue Ha cBosiTa ThbBKaBOCT M JIeCHW 3a u3non3BaHe (ynkouu, Canva
CTHUMYJIMpPA TBOPYECKOTO MHUCIICHE M YJICCHSIBA ITOJrOTOBKATa M MPOBEKIAHETO HA HHTEPAKTUBHU

" aHTaXXupaly ypouu.

Tonancka, P. (2024). Momuuyerata B cBera Ha TexHosoruurte. Multidisciplinary
Journal of Science, Education and Art, 315-325. ISSN 1313-5236.

Pestome: Brnpeku Hanpenbka B paBEHCTBOTO MEX/y MOJIOBETE, y4aCTHETO HA MOMUYETaTa
(pecn. xeHUTe) B NPOPECUUTE, IPSIKO CBBP3aHU C MPUIOKEHUETO Ha CbBPEMEHHU TEXHOJIOTUH,
0CTaBa CPaBHUTEIHO HUCKO. CpeJl OCHOBHUTE MPEAU3BUKATEICTBA MOXKE 1a CE OTKPOAT COL[MAJIHU
CTEpPEOTHIH, MPEACTAaBAIIN TEXHOJIOTMUTE KAaTo MbXKa NpodecuoHanHa objacT, Jurcara Ha
POJIEBU MOJIETH M HEOCTAThYHOTO HAChPUYaBaHE OT CTPaHA HAa CEMENCTBOTO U yuminieTo. Omie
B paHHMUTE €TanM Ha OOpa30BAHMETO MOMHYETATa YECTO IOJIyd4aBaT MO-MAaJKO IMOJKpena 3a
M3y4aBaHETO HAa TOYHHU HAyKH, TEXHOJOTHH, MHXKEHEPCTBO, MareMaTruka u jap. Ta3u numca Ha
MOTHUBAIUS BOJH JI0 MO-HUCHK MPOLIEHT MOMHMYETA, KOUTO U30MPAT TEXHUUECKH CIIEUATTHOCTH U

Opema peanuzanys B chepara.

Tomnascka, P. (2024). IlporpamupyemMu yctpoiictBa B yaca Ha kjiaca. B Coopuuk ¢
aokjaaam ot 4-ra Hanmonanna xongepenuust ¢ me:xkaynapoano ysacrue ,SMART STEM
oOpa3zoBanue u nHoBauuu“ (c. 214-220). ISSN 2738-8387.

Pestome: CoriacHo aeiictBamute yueOHu nmporpamu B PenyOnuka buarapus 3a 4 kiac, B
yacoBeTe Mo KommioTepHO MojenupaHe, y4EeHUIUTE H3y4daBaT pPA3jIU4HHU IPOrpaMUpyEeMH
YCTPOMCTBA M TIAXHOTO yIpaBieHHe. Hacrosmusr nokiaj mpeacTaBs HAKOM HAEHU Kak TeE3U
yCTpOMCTBa MOraT J1a MOJAKPENAT YUUTEIUTE, I0PU U B yaca Ha Kjaca, B TEMUTE, IOCBETEHU Ha

0e30macHOCTTa Ha JABHKXCHUECTO. C TIXHOTO IMPUIIOKEHUE MOXKE Ia 6’1))16 IMMOBUIICH MHTCPCCHT HA



YUCHUIIUTE U TC A 6T>I[aT MOTHBHUPAHU Ja Y4aCTBAT aKTHBHO B TE€3H YaCOBE. CT;H_IO TakKa Morart aa

6’b,I[aT 3aTBBPACHHN U3KIHOUYUTEIHO BAXKHU 3HAHUS.

Tonancka, P. (2023). Bb3M0:XkHOCTH 32 NPHJIOKEeHHE HA CbBPEMEHHH TeXHOJIOTHH NPH
cb31aBaHeTO HA MUCI0BHU KapTH. Multidisciplinary Journal of Science, Education and Art,
826-837. ISSN 1313-5236.

Pestome: IlpuiokeHneTo Ha MMCIOBHM KapTH MOXE Ja IOAINIOMOTHE IIpoleca Ha
3amameTsBaHe Ha HH(opMaIsITa, OCb3HABAHETO HA BPB3KUTE MEXK/Ty TIOHATHATA M aCOLUMPAHETO
UM C KOHKPETHH TIpapuuHU HU300paKEHMs], CTPYKTYpHUPAHETO U KaTEeropu3UpaHeTo Ha
uHpopMalus, KakTo U MHOTO IpYTd. 3a Ch)KaJeHue, BbIIPEKH TAXHOTO MPUJIOKEHHUE JOPU U B
JPEBHOCTTA, TE BCE OIIe HAOMpaT MOMYJSIPHOCT B Ipoleca Ha oOydyenue. [IpuiiokeHueTo Ha
ChbBPEMEHHU TEXHOJIOTMYHU PELIEHUS [IPU Ch3/1aBaHETO UM, OU MOTJIO Jia MOMyJIIpU3Upa TAXHATA

yHOTpe6a u 1a HO,Z[O6pI/I U YJICCHU HAYNHUTE 3a Cb31aBAHCTO UM.

Tonmancka, P. (2023). IlpuioxkeHue Ha CbBpeMEHHH O00pa3oBaTeJHH H
HH(OPMALIMOHHM TeXHOJIOTuM B o0ydyeHuero. B CoopHuk ¢ goxiaaau ot 3-ra Hanuonanana
KOH(epeHUs ¢ Me:kayHapoaHo yuactue ,,STEM o0pa3zoBanue u nHoBauuu* (c. 221-230).
ISSN 2738-8387.

Pestome: TeXHONOrMUHUAT HAIPEIBK IPOMEHS BCE MO-YIOPUTO U KUBOTA HAa YOBeKa B 21-
BHU BeK. Jlumncara um ctaBa Bce MO-HEMUCIIMMA, BEUE HE MOXKEM JIa CH MPEACTaBsIME JOPH €H1H JeH
0e3 TAXHOTO NMpHuchcTBUE. Te ca yacT OT BcUUKHU cepu Ha IEHHOCT. 3aTOBa € ChbBCEM JIOTUYHO
IPUCHCTBUETO MM Jla HE MpaBH M3KJIIOUYEHUE U B oOpa3oBarenHara cdepa. JlokmaabT pasriexnaa

TCOPECTUYHUTC Bb3MOKHOCTH 3a MPUITOKCHUC HAa CbBPECMCHHHUTC TCXHOJIOTMU B y‘Ie6HI/I$I mpomnec.

Tonancka, P. (2022). I'eiimupukxanusa B oopasosanuero. B COopHuK ¢ nokiaaam or 2-
pa Hanuonanna xoHdepenuns ¢ MmexayHapoano y4acrue ,,STEM oOpazoBanue u
uHoBauuu“ (c. 163-167). ISSN 2738-8387.

Pesrome: HenmpekbcHATOTO M BCe T0-3a0bp3aHO HABJIM3aHE HA TEXHOJIOTMHTE BHB BCHUKH
cdepu Ha KUBOTA, BKIIOUUTEITHO U B 00Pa30BaHHETO, Hajlara CBOEBPEMEHHO aKTyalu3HpaHe U
pa3HooOpa3siBaHe Ha Ipoleca Ha 00ydeHue, KaTo ce pujiaraT U Mo-uHOBaTUBHU MeToau. Hamara

ce 06p330BaHI/IeTO Aa C€ MPEBBPHE B €/THO MO-AUHAMHUYIHO U ITPUBJICKATCIIHO MACTO 34 YUCHUIIUTE.



ToBa 06ycnaB;1 M aKTyaJJHOCTTa Ha TEMaTa 3a FeﬁMH(l)I/IKaHI/IHTa B 06pa3OBaHI/IeTO WJIM HMHaA4de

Ka3aHO MHTCIPUPAHETO HAa UT'POBU CJICMEHTH B KOHTEKCT, HCCBBbP3aH C UTPH.

Topalska, R. (2021). Programmable devices — an idea for introducing them to students.
B OOpa3oBanue B M3MeHsSIIONIEMCsl O0LIECTBe: HOBBIM B3IJIsII HA TEOPUI0 U NMPAKTHUKY
(deBaTbie Jlo3unckue urenns) (c. 119-123). ISBN 978-5-91116-832-2.

Pestome: Ilpe3 mocnenHute roArMHU BCE MO-YE€CTO CE€ THPCH BPb3Ka MEXKIY TeOopusiTa U
MPaKTUKATa, BKJIOUUTEITHO B YUEOHUTE MPEIMETH B HAYaIHOTO yuwiuile. Hsikou mscnensanus
MOKa3Bar, 4e YYCHHUIIUTE CTaBaT BCE MO-HEMOTHBHUPAHU /1a y4acTBAT aKTUBHO B yUEOHMUsI MPOIIEC;
YUUTEIUTE Ca MPHUHYIACHH MOCTOSHHO Ja THPCAT HOBU METOAM 32 pealu3upaHe Ha TAXHOTO
oOydenue. EquH OT HaYMHWTE 3a MOBHINABAaHE HA TSIXHATA MOTHUBAIUS € BH3MOXKHOCTTA Ja
MIPUJIOKAT HAYYCHOTO B PEATHH CHUTYyaIlMH W 3a Ta3W IeJ € HeOOXOJMMO JIa Pa3BHBAT CBOCTO
TBOPUYECKO, JOTMYECKO M AJITOPUTMUYHO MHCIeHe. B To3u poknan ce mpeactaBs uies 3a
MOCIIEZIOBATETHOCT OT CTBHIIKU 3a 3all03HaBaHE C MPOTrPaMHPyEeMH YCTPONCTBAa B 0Oy4EHHETO,

KOATO CC HaAsABaMCE J1a IOMOTHE Ha YUYHUTCIUTE IPU TCXHUA I/I360p.

Tomaucka, P. (2021). Cb3paBane Ha STE(A)M nenTpose B bbirapusi — negarorn4ecku
U TEXHOJOTMYHHM TNPeIU3BHKATEJICTBA H BBb3MOXKHOCTH. B COopHuK ¢ pokiaagm ot
Me:xxayHapogHa Hay4yHa KoH(epeHuus ,,O0pazoBaHue 0e3 IpaHUIM — PEAJHOCTH H
nepcrnekTuBu“ (c. 223-227). ISBN 978-954-00-0306-1.

Pesrome: Ot 2020 roauna B Peny6nuka beirapus e cb3nanena u pyHKIIMOHUPA HAI[MOHAIHA
nporpama ,,Msrpaxnane Ha yuniunHa STEM cpena®. T4 nenu nosuiaBaHeTo Ha MHTEpeca Ha
YUYEHULIUTE B 00JIaCTTa HA HAYKUTE U TEXHOJOrHUTe. B HETHUTE paMKu JbpKaBHUTE YUUIUIIHU
MHCTUTYLIMU NTOJTy4aBaT (MHAHCUPAHE 3a U3rpaKIaHe Ha HEOOXOJUMUTE YyCIOBHS 3a IPOBEXKIaHE
Ha chbBpeMeHHO U kayecTBeHO STEM oOyuenue B yunnuine. Llenra Ha HacTOSIIOTO U3CIIEIBaHE €
IIPOyYBAHE MHEHUETO Ha AUPEKTOPH, ydacTBaIM B Ta3d HAMOHAJIHA IPOrpaMa, OTHOCHO
MeJarornyeckKuTe M TEXHOJIOTMYHU NPEIU3BUKATENICTBA U BB3MOXHOCTH, KOUTO CBHI'BTCTBAT

cb3gaBanHero Ha STEM/STEAM ueHTsbp.

Topalska, R. (2021). Esports and STEM education. B I'HoceoJiornueckue 0CHOBBI

oOpa3oBaHusi: COOPHHK ¢ JOKJIaaM OT VI MexayHapoaHOH HAy4YHO-NPAKTHYECKOM



KOH(pepeH U, nocBsAeHHOM mamsaTu npodgeccopa C. I1. bapanosa (c. 209-211). ISBN 978-
5-907461-65-9.

Pestome: STEM oOpa3zoBaHueTo € enHa OT Hal-OOCHKIAHWTE TEMU B HAIIU JHU B
Obarapckara oOpazoBaTeIHA CHCTEMa M B ChbBPEMEHHOTO OBIATApCKO yuwnwile. B MomeHTa ce
paboTtu 1o cxema, KoATo o0opyaBa yuuauniHuTe HHCTUTYIHu ¢cbe STEM nentpose. ThpesaT ce
BB3MOXXHOCTH 32 MOJIEpHU3MpaHe Ha ydeOHHUs Mpolec M 3a BB3BpPBIIAHE Ha HHTEpeca Ha
3apppmBamuTe kKbM STEM opueHTHpaHu Kapuepu W npodecun — MpodieMH, KOUTO cTaHaxa
3acTpalllUTEIHH B IOCIeIHO BpeMe. EqHa oT Te3u Bb3MOXKHOCTH € HapacTBalllaTa MOIYJISPHOCT
Ha eJIEKTPOHHUTE CIOpTOBE (eSports) M TAXHOTO MPUIIOKEHUE B yueOHHs mpoiec. MsIcToTo Ha

eSports B STEM 00yueHuero e npeaMer Ha U3CIeIBAHETO, HAMEPUIIO MICTO B TO3H JTOKJIA].

Topalska, R. (2025). Prospective teachers' knowledge and proficiency in modern
information and educational technologies. The American Journal of Humanities and Social
Sciences Research (THEAJHSSR), 304-317. ISSN 2581-8868.

Pestome: bpaenmre yyuTenum MMaT IOJOKHUTEIHO OTHOIIEHHE KbM IPHIOKEHHETO Ha
TEXHOJIOTUUTE B OOPa30BAaHHMETO W JOOpW MO3HAHHUS B 00JIACTTa, HO C€ CONBCKBAT C HSIKOU
MPEeIM3BUKATEIICTBA MPU MPAKTUYECKOTO UM HHTerpupane. OCHOBHUTE TPYIHOCTH BKIFOYBAT
HEJOoCTaThbuHA TMOJTOTOBKA, JHUIICA HAa METOAMYECKa MOJKpena W BBHTPEUIHH OapHepu KaTo
HECUTYPHOCT M HEJOCTAaThYHM yMeHHUs. TO3M NOKJaj TpenCcTaBs HM3CIIEABAaHE, MPOBEICHO B
Ha4yaJIOTO Ha JIBE TMOCJIeI0BaTeIHN aKkageMuunu rogunu (2023/2024 u 2024/2025), obxBamamio
600 crynentu (398 GakanaBpu u 202 MarucTpu) oT meAgarorudecku crnenuaaHoctd. OCHOBHATa
LIeJI € Jla Ce OLICHAT TEeXHUTEe YMEHHs B 00JIaCTTa Ha MH(POPMALMOHHUTE TEXHOJIOTUHU, KaKTO U

HarjtaCuT€ UM KbM TAXHOTO MNPUITOKCHUC B y‘~IG6HI/I$I mpouec.
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MONOGRAPHY

Topalska, R. (2024). Teachers’ Digital Competence. Blagoevgrad: Neofit Rilski
University Press.

The book begins with a simple yet increasingly significant observation: children today live
in a world entirely surrounded by technology, and schools cannot remain detached from this
reality. In order to respond adequately to the needs of the digital generation — to protect them from
the risks of technology whilst at the same time making full use of its educational potential —
teachers themselves must possess solid digital competence.

Starting from this premise, the book proceeds in a logical sequence through three interrelated
steps.

Firstly, the paper clarifies what digital competence actually entails. Before something can be
measured or developed, it must first be defined. The first section therefore traces the historical
development of the concepts of ‘competence’ and ‘competency’ — from antiquity, through their
incorporation into law and psychology, to their contemporary use in education — and draws on the
regulatory framework to arrive at a definition specific to teachers’ digital competence.

Secondly, this competence is examined specifically as it applies to the teaching profession.
Theory alone is not sufficient — therefore, the author presents the European DigCompEdu
framework as a working model and supplements it with empirical field research: a self-assessment
of 262 teachers using an adapted ‘Selfie for Teachers’ tool, and a supplementary survey of 69
headteachers who assess their teams’ competence from an external perspective. The combination
of these two perspectives — ‘from the inside’ (the teachers themselves) and ‘from the outside’ (their
leaders) — provides a more objective picture of the actual situation in Bulgarian schools, rather
than relying solely on one-sided self-assessment.

Thirdly, once it has been established what is missing, the book offers a solution. The findings
of the study logically point to the need for specific tools — which is why the final chapter
systematises the practical resources with which teachers can fill the identified gaps: software for
creating and adapting learning resources, platforms for assessment and distance learning,
communication tools, programmable devices, gamification, STEM approaches, artificial

intelligence, as well as issues relating to online safety and digital identity.



In this way, the book forms a complete cycle: definition — diagnosis — solution. It provides
a theoretical description of what digital competence is, assesses the extent to which some Bulgarian
teachers actually possess it, and offers a concrete way forward — specifying which tools they should

use to develop precisely those skills where the research has identified a deficit.

CTATUHA

Topalska, R., & Rumenov, Y. (2025). Facilitating the Visualisation of Moving Games
by Implementing Augmented Reality in Primary Physical Education Classes. TEM Journal,
14(1), 816-822. ISSN 2217-8309.

Abstract: The use of moving games in physical education has many positive aspects.
Unfortunately, it is sometimes difficult for the teacher to explain the rules and the way of playing
clearly enough. This paper aims to help visualise these explanations by presenting the
implementation of a new technological solution in primary education - augmented reality (AR).
The main research questions in this study are "What are the key steps in creating effective
augmented reality content to visualise moving games in physical education classes?" and "Which
software and technology solutions are most suitable for developing augmented reality for learning
purposes in primary education?" The stated hypothesis is that the use of augmented reality
platforms to create interactive scenes will enable more efficient integration of video content and
facilitate the development and implementation of modern technologies, as well as enhance the
quality of visualisation of game techniques. The methods used are theoretical analysis, involving
a review of scientific literature relevant to the examined issues, descriptive method, presenting in
detail all the steps in the development and implementation of augmented reality, including
software selection and content management processes, comparative method, comparing various
software platforms for augmented reality creation, and demonstration, involving the use of videos
and augmented reality to visually represent the rules and movements of moving games. The study
results show that the use of augmented reality significantly improves the visual representation of
moving games, helping students better understand the rules and techniques through clear video
demonstrations. Teachers are also introduced to the possibilities of integrating modern information

technologies into the learning process.



Topalska, R. (2024). A Research on the Application of Modern Information
Technologies in Teaching. TEM Journal, 13(3), 1989-1996. ISSN 2217-8309.

Abstract: This paper examines the use of modern information technologies in Bulgarian pre-
school and primary education, focusing on teachers' knowledge and use of technologies and the
challenges they face. The study is based on an extensive literature review, which highlights the
potential of modern information technologies such as programmable devices, virtual reality (VR)
and augmented reality (AR) to improve the quality of education, student engagement and
continuous learning. However, the research also identifies persistent barriers to their
implementation, including insufficient resources, limited training opportunities and teacher
resistance to technological change. The main objective of the study is to assess the level of
knowledge and use of technologies among Bulgarian teachers, with a focus on identifying the main
barriers to their effective integration into educational practice. The preliminary hypothesis
suggests that despite the recognition of the potential benefits of technologies, their use remains
limited due to institutional and personal factors. Methodologically, the study used a descriptive
survey approach with 205 participants, including pre-school and primary school teachers,
principals and education administrators. Data was collected using an online survey platform
included in Microsoft Office 365. Key findings show varying levels of knowledge and use of
modern technologies among teachers. Although a significant proportion of respondents use
technology in their teaching, the level of adoption of more advanced technologies such as
programmable devices, VR and AR is significantly lower. Teachers expressed a strong desire for
additional information and training on modern technologies, highlighting their potential to enrich
learning experiences in a variety of subjects. The study has important implications for the
Bulgarian education system. It highlights the gap between the recognised potential of technologies
and their practical application in the classroom. Addressing the identified barriers through targeted
investment in resources, comprehensive professional development programmes and ongoing
support for teachers is crucial. By overcoming these barriers, educational institutions can better
prepare students for the challenges of the digital age, improve learning outcomes and create a more

dynamic and effective educational environment.

Topalska, R. (2021). STEAM education in the view of the Bulgarian teacher. TEM
Journal, 10(4), 1822-1827. ISSN 2217-8309.



Abstract: The reality we live in is constantly changing, modern technologies comprise all
spheres of life, changing it irreversibly. These transformations require completely different
knowledge, skills, and especially competencies with the modern human. To meet these needs
adequately, the educational system is also changing - new approaches, methods, and technologies
of teaching are being introduced. The purpose of the study, which found a place in this report, is
to examine the teacher's position and opinion on the very popular STEAM training in the Republic

of Bulgaria during the last two years.

Kyuchukova, M., & Topalska, R. (2025). Digital tools in the teaching of religion —
Eastern Orthodox Christianity. KNOWLEDGE - International Journal, 70(2), 221-226.
ISSN 1857-923X.

Abstract: In the transition from an information to a digital society, issues arise in the area of
training future human resources. In the innovative educational environment, the role of future
teachers is crucial. According to international studies, expectations are placed on them, not only
in the interest of policies and society, but above all in the interest of the child. The teacher of the
future will have to improve and transform his or her knowledge and skills in order to work
successfully in the new realities, and the focus of our research is positioned on his or her
preparation. The object of the study is Religious Education in Bulgarian public schools in the
context of the possibility to integrate digital technologies. The subject Religion is normatively
defined as a free elective subject in confessional (Religion- Eastern Orthodox Christianity and
Religion-Islam) and non-confessional form. At present, it is taught from first to twelfth grade by
parents' and children's choice and has textbooks to ensure the process. There is serious discussion
in the Bulgarian society to introduce the subject as a regular elective. In order to increase the
interest of students and to conceptualize the subject as innovative, the possibilities of applying
digital technologies such as virtual and augmented reality, multimedia resources, interactive
presentations, e-lessons, online libraries, etc. are commented. In this study, we propose the
possibility for the religion teacher to prepare his/her own innovative lesson that combines the
traditional approach, paper or electronic textbook and digital technologies. In this paper, we
describe the use of electronic platforms that allow the construction of interactive content based on
digital technologies and can be applied to traditional teaching tools such as the Religion textbook.

Pre-created interactive lessons including augmented reality, such as: images, videos, presentations,



quizzes, assignments, etc. are part of the Religion teacher's preparation for the future school.
Considering the caution of religious education researchers regarding the use of digital tools, as
well as research into the effectiveness of technologies developed and put into practice, we believe
that the study of Religion in public school can integrate digital technologies and their benefit to
student motivation is undeniable. At the same time, in order to fulfill the goals of Religious
Education related to building a cultural-ethical system, an authentic human resources worldview,
value orientation, and behavior in the world, it is necessary to use technologies that develop critical

thinking and provide an effective environment.

Rumenov, Y., & Topalska, R. (2025). The augmented reality in favour of the primary
physical education and sport teacher. KNOWLEDGE - International Journal, 70(2), 243—
248. ISSN 1857-923X.

Abstract: The proposed model for the integration of augmented reality in physical education
classes focuses on the creation of AR cards that the teacher can easily prepare, without the need
for advanced skills. The introduction of AR cards aims to overcome the traditional reliance on
verbal explanations and static illustrations alone, providing multi-channel visual and audio
reinforcement. Through some platforms the student scans the card and instantly sees a three
dimensional model, hears instruction and can reproduce the motion. This results in a significant
reduction in demonstration and correction time, as some of the instruction is delegated to the
animation itself. The teacher selects key sports from the curriculum athletics, gymnastics, football,
mini basketball and prepares short visual cards for each discipline. The cards are laminated and
placed in the gym or handed out to students, and the teacher demonstrates the scanning with the
app before class. Students, working in pairs, "discover" the animations on their own, which
enhances their motivation and leadership skills in each other's corrections. The opportunity for
students with special educational needs to play the animation repeatedly until they feel confident
is particularly valuable. Within the lesson, time in moderate to powerful activity increased,
indicating that AR stimulated more independent and quality repetitions. The element of play and
discovery maintained attention by turning routine exercises into an interactive challenge. The
practical implementation through the Roar platform demonstrates that the technological barriers
are low: all that is needed is an account, the selection of a "Target Image" and a finished video. An

automatically generated QR code gives easy access to AR content via smartphone or tablet. The



main obstacle remains the initial uncertainty of some educators who are not used to digital tools.
Brief orientation trainings aimed at creating a trial AR card can overcome this fear and drive
widespread adoption. The proposed linking of AR cards with science and mathematics reveals the
potential of physical education as a cross curricular platform. Embedding short facts about physical
laws or launch angles supports the integration of the topic into the general curriculum. The
discussion underlines that technology improves visualisation and accelerates assimilation, but
raises the question of schools' technical readiness. The unstable connection and the different
devices require additional instructions and advance preparation of the infrastructure. Some
teachers prefer traditional demonstrations until they are convinced of the benefits of AR through
hands on experience. Next steps include conducting multi school research with different AR
platforms and automated feedback. Wearables and real time data analysis would enrich subsequent
studies and support individual student progress. In conclusion, the AR card model can become a
sustainable innovation that renews physical education (PE) lessons and meets the needs of the
digital generation. To realise this potential, however, systemic actions are needed teacher training,
investment in basic infrastructure and the promotion of collaboration between subjects. The vision
is for physical education to become an engine for integrated learning, where movement and
cognition are developed synergistically through modern technological solutions. Only in this way
will physical education classes transform the educational environment and prepare students for an
active and technologically aware life.

Hristova, H., & Topalska, R. (2025). Application of Bee-Bot in first grade math lesson.
KNOWLEDGE - International Journal, 70(2), 249-254. ISSN 1857-923X.

Abstract: This paper explores the potential of educational robotics, in particular robot Bee-
Bot, as an innovative tool for learning subtraction with regrouping at the number 14 in first grade.
The theoretical review systematizes empirical research that demonstrates that play activities,
number talk, and new technologies promote children's motivation and achievement. Educational
robots are seen as a bridge between abstract concepts and concrete action, minimizing cognitive
load and making error a natural phase of learning. The lesson developed and implemented includes
clearly stated objectives: reinforcing the 14-n algorithm, developing logical thinking and
encouraging collaboration. The lesson structure combines a motivational introduction, group work
with Bee-Bot, presentation of solutions and reflection on difficulties and lessons learned. Groups

of students program the robot to reach the correct answer, which turns the numerical expression



into a visual-kinetic task and stimulates dimensional orientation. Observations show a success rate
of approximately 20%, but record high engagement, sustained interest and positive emotional
attitudes towards mathematics. Basic difficulties related to orienting on the template and
constructing an accurate sequence of commands are identified, which outlines guidelines for
targeted exercises. The discussion section highlights that Bee-Bot functions as a facilitator for the
development of algorithmic thinking, communication skills and effective teamwork at an early
age. The robot normalizes the trial-and-error process, encourages creativity, and provides
immediate feedback that is rarely achieved through traditional methods. In the long term, the use
of Bee-Bot builds a STEAM bridge, preparing students for more complex concepts in
programming, engineering, and science. The results provide evidence that the game-technology
environment stimulates self-motivation and creates a positive affective climate that fosters the
learning of mathematical operations. The observed weaknesses are interpreted as opportunities to
plan targeted interventions that gradually lead to increased accuracy and independence of students.
Extending the pedagogical toolkit with Bee-Bot allows transforming the classroom into a
laboratory for design-thinking and real-world problem solving. The method activates multisensory
learning by combining visual, auditory and kinesthetic stimuli, which increases the durability of
the acquired knowledge. Evidence confirms that early incorporation of technology and play into
mathematics is a strategic move to prepare students for the future demands of a digital society. The
study concludes that Bee-Bot significantly contributes to mastering subtraction with regrouping,
develops algorithmic and critical thinking, and strengthens collaboration skills. Systematic
integration of the robot into the learning process can optimize achievement in the primary stage

and build a solid foundation for future STEAM initiatives.

Kyuchukova, M., & Topalska, R. (2025). The student in the focus of the new reality(a
virtual game for religion education). Proceedings of the National Scientific and Practical
Conference (pp. 413—421). Sofia: St Clement of Ohrid University Press. ISSN 3033-1080.

Every child feels most comfortable in the world they were born into. Home, the street,
and the local environment evoke emotions, thoughts, and memories that shape everyday
worldview perceptions. This general worldview picture is further enriched by ideas formed
through religion, science, philosophy, and technology. School has always been called upon to

develop these perceptions and to contribute to the formation of an authentic personal worldview.



In this text, we focus on an attempt to synthesize Religious Education — Orthodoxy with the use
of virtual reality. The presented examples of integrating religion, technology, and daily life are
small “pixels” in the larger worldview image, yet the principle behind them serves as a foundation

for the growing individual’s future resilience in new realities.

Topalska, R. (2025). Virtual reality benefiting environmental protection.
Multidisciplinary Journal of Science, Education and Art. ISSN 1313-5236.

Abstract: The article examines ocean pollution and highlights its cumulative effects on
marine ecosystems. Alarming data is cited: plastic now accounts for ~80% of marine debris, at
least 822 species ingest microplastics, and there are over 700 'dead zones'. Against this
background, the author highlights the potential of virtual reality (VR) as an educational tool that
transforms abstract threats into an immersive, emotionally engaging experience. The application
'Oceans We Make' serves as an example: the visual contrast between pristine underwater beauty
and suddenly appearing waste stimulates empathy and a desire for action and change in students.
Combining the traditional 'Man and Nature' lesson in 4th grade with a VR scenario implements a
cycle of theory — practice — reflection, which leads to stronger internal motivation and the
development of sustainable environmental attitudes. The author concludes that accessible VR
solutions are not a luxury but a strategic investment in education - one that shapes environmentally

responsible citizens and equips them to respond effectively to intensifying ecological crises.

Topalska, R. (2025). Instrumentarium for the application of modern technologies in
teaching. Multidisciplinary Journal of Science, Education and Art. ISSN 1313-5236.

Abstract: This text outlines a comprehensive framework for integrating modern technologies
— augmented reality (AR), virtual reality (VR), and programmable devices — into pre-school and
school education. The literature review demonstrates that AR supports cognitive development,
emotional engagement, memory retention, and the acquisition of digital skills. VR enhances
immersion, leading to higher learning outcomes and increased motivation, while robotic and
programmable toys foster logical and algorithmic thinking, fine motor skills, and problem-solving
abilities. The combination of visual immersion and programming translates abstract digital
competencies into the 'language of play,' thereby broadening children's opportunities for learning

and creativity. The developed instrumentarium operationalises this framework through six



complementary components. Its methodological section encompasses a variety of methods
(observation, experimentation, gamification, project-based learning, modelling, collaborative
learning, and reflection) and strategies (interactive, constructivist, integrative, differentiated,
game-based, and competence-based). The technical resources include VR glasses and controllers,
AR devices and cards, Bee-Bot and Dash robots, as well as software for content creation. The
instrumentarium also incorporates assessment tools (questionnaires, checklists, tests), teacher
qualification measures, and guidelines addressing safety and ethics. The expert assessment is
predominantly positive: over 90% of respondents rate the definitions, objectives, and pedagogical
approaches as 'excellent' or 'very good', with similar evaluations for the resource catalogue and
methodological variety. Criticism primarily highlights the need for more concrete examples,
clearer rules regarding session duration, and additional support for managing potential negative
emotional responses. When evaluating the examples, distinct profiles emerge. Programmable
devices are perceived as particularly effective for enhancing motivation and motor skills, though
concerns are raised about safety and age-appropriateness. AR is viewed as highly suitable for
developing 21st-century skills and ensuring accessibility, yet is seen as only 'partially’ effective in
supporting social-emotional and cognitive development. VR receives a predominantly 'suitable’
rating for fostering 21st-century skills and providing effective feedback but prompts concerns

about cognitive load and age suitability.

Topalska, R. (2025). Application of the programmable device Bee-Bot in physical
education and sports classes. KNOWLEDGE - International Journal. ISSN 1857-923X.

Abstract: The presented material examines the possibilities of integrating programmable
devices, specifically Bee-Bot, into physical education games in the early stages of primary
education. The main idea is that the robot should not only be used as a tool for first steps in
programming, but should be incorporated into a broader educational context in which movement,
play, and technology interact. In this way, physical education classes are enriched with a modern
element that is attractive to students, without disrupting their main function — the development of
motor skills and the formation of a need for movement. The active games described in the project
are aimed at developing basic motor skills — speed, endurance, strength, coordination, balance —
but also at maintaining attention, quick reactions, and self-control. In many situations, students

must adapt to changes set by Bee-Bot, such as the beginning and end of an action, changing tasks



or directions, and different roles. This stimulates adaptability and the ability to orient oneself in a
changing play environment. At the same time, the natural motivation to play that is typical for this
age is preserved — students perceive the lessons as fun and varied, rather than a mechanical
repetition of exercises.The potential for interdisciplinary integration is also clearly evident. By
including letters, numbers, colours, geographical or thematic "cards," animals, and other symbols,
physical education is linked to educational content from various subject areas — Bulgarian
language, mathematics, the surrounding world, visual arts, and music. The student is placed in a
situation where he/she must simultaneously move, think, observe, and make simple choices or
decisions. In this way, memorization and practice of knowledge take place in motion, and not just
at the desk, which is especially valuable for younger students who learn more easily through
action.The social aspect is also evident. Some of the games involve working in pairs, small groups,
or teams. This helps develop skills for cooperation, following rules, and respecting the order and
role of others. Students get used to waiting for their turn, working with the group, and accepting
both success and failure in a game situation.From a methodological point of view, the use of a
programmable device in physical education classes also has a purely practical advantage: some of
the teacher's verbal instructions are "transferred" to the robot. The teacher sets predefined routes,
commands, or symbols, and during the game, they can observe and assist the students instead of
constantly giving commands. This can facilitate group management, especially in larger classes,
and allow for more accurate monitoring of the behaviour and participation of individual children.
Overall, the study demonstrates that integrating Bee-Bot and similar programmable devices into
moving games is a realistic and applicable approach for modern physical education classes. This
lays the foundation for future research and practices aimed at integrating STEAM elements into
physical education and the overall development of students by combining play, movement, and
modern educational technologies.

Topalska, R. (2025). Software opportunities to enhance digital creativity. Paspurne
KPeaTHBHOCTH JUYHOCTH B COBPeMeHHOM HH(POBOM MYJIbTHKYJIBTYPHOM NMPOCTPAHCTBE:
XVI me:xkayHapoaHasi HAyYHO-IIpaKTHYecKass KoH(pepeHnuus - Enen.

Abstract: Digital creativity is a crucial factor for the modern education and business
environment, encouraging critical and innovative thinking. It allows learners and professionals to
create new ideas, projects and solutions using modern technologies. Its development is closely

linked to digital tools that facilitate collaboration, experimentation and a personalised approach to



tasks. In the digital age, creative processes not only support learning but also prepare young people
for the challenges of the future. With the digital age, creativity is expanding beyond traditional
boundaries to include software development, multimedia projects and personal expression. The
business increasingly values digital creativity as a motor of innovation, and employees with
technology skills have an advantage in creating new solutions. Access to a variety of software
tools such as Canva, Adobe Photoshop, Blender and others facilitate creative processes, providing

extensive opportunities for visual arts, design, programming and animation.

Topalska, R. (2025). Online software solutions for creating of multimedia
presentations. B CoOopuuxk crareit XVII MexayHapoaHoii Hay4YHO-NPAKTHYECKOM
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Abstract: Multimedia presentations are transforming the way we communicate, share ideas,
and transfer information by combining visualization, interactivity, and adaptability. They find
application not only in the professional sphere, but also in personal and societal contexts, offering
new opportunities to express and connect with different audiences. Software such as PowerPoint,
Prezi and Canva facilitate the creation of meaningful and visually impressive materials that
stimulate engagement and understanding. Real-time collaboration capabilities and innovative
features, such as animations and non-linear structures, encourage creativity and allow
presentations to be customized to the specific needs of each situation. Thus, multimedia
presentations not only facilitate communication but also make it more dynamic and impactful,
finding a place in professional meetings, public events and even personal projects where clarity

and visual impact are crucial.

Topalska, R. (2024). Canva — an innovative tool for modern learning. Multidisciplinary
Journal of Science, Education and Art, 2024(2), 194-212. ISSN 1313-5236.

Abstract: Modern technologies play a key role in improving the educational process by
providing innovative tools for creating and sharing learning resources. One of the most effective
software products in this field is Canva, a platform that facilitates the development of multimedia,
electronic and printed resources. The article explores Canva's many opportunities in the
educational context, including the free professional version for teachers, specialized lesson

templates, worksheets, interactive whiteboards and comics. In addition, the platform offers a rich



library of images and elements that can be customized, as well as options for collaboration between
students and teachers. Thanks to its flexibility and easy-to-use features, Canva stimulates creative

thinking and facilitates the preparation and implementation of interactive and engaging lessons.

Tomaacka, P. (2024). Momuuerata B cBera Ha TexHoJsoruurte. Multidisciplinary
Journal of Science, Education and Art, 315-325. ISSN 1313-5236.

Abstract: Despite the progress in gender equality, the participation of girls (or women) in the
professions directly related to the application of modern technologies remains relatively low. The
main challenges include social stereotypes representing technology as a male professional field,
the lack of role models and insufficient encouragement from family and school. From the early
stages of education, girls often receive less support to study science, technology, engineering,
mathermatics, etc. This lack of motivation causes a lower percentage of girls to pursue technical

studies and future careers in the field.

Topalska, R. (2024). Programmable devices in the class lesson. In Proceedings of the
4th National Conference with International Participation ‘SMART STEM Education and
Innovation’ (pp. 214-220). ISSN 2738-8387.

Abstract: In accordance with the current curriculum for 4th grade in the Republic of
Bulgaria, students learn about various programmable devices and how to control them during their
Computer Modelling lessons. This report presents some ideas on how these devices can support
teachers, even during class time, when covering topics related to road safety. Using them can help
to increase students' interest and motivate them to participate actively in these lessons. They can
also help to reinforce extremely important knowledge.

Topalska, R. (2023). Opportunities for the application of modern technologies in the
creation of mind maps. Multidisciplinary Journal of Science, Education and Art, 826-837.
ISSN 1313-5236.

Abstract: Despite the progress in gender equality, the participation of girls (or women) in the
professions directly related to the application of modern technologies remains relatively low. The
main challenges include social stereotypes representing technology as a male professional field,
the lack of role models and insufficient encouragement from family and school. From the early

stages of education, girls often receive less support to study science, technology, engineering,



mathermatics, etc. This lack of motivation causes a lower percentage of girls to pursue technical

studies and future careers in the field.

Topalska, R. (2023). The application of modern educational and information
technologies in teaching. In Proceedings of the 3rd National Conference with International
Participation ‘STEM Education and Innovation’ (pp. 221-230). ISSN 2738-8387.

Abstract: Technological progress is increasingly reshaping human life in the 21st century.
Life without these technologies is becoming ever more unthinkable; we can no longer imagine
even a single day without them. They are part of every sphere of activity. Therefore, it is perfectly
logical that their presence should be no exception in the field of education. This paper examines

the theoretical possibilities for the application of modern technologies in the learning process.

Topalska, R. (2022). Gamification in education. In Proceedings of the 2nd National
Conference with International Participation ‘STEM Education and Innovation’ (pp. 163—
167). ISSN 2738-8387.

Abstract: The continuous and ever-accelerating introduction of technology into all spheres
of life, including education, necessitates the timely updating and diversification of the learning
process through the application of more innovative methods. Education must become a more
dynamic and engaging environment for students. This also explains the relevance of the topic of
gamification in education, or, in other words, the integration of game elements into a context

unrelated to games.

Topalska, R. (2021). Programmable devices — an idea for introducing them to students.
In Education in a Changing Society: A New Perspective on Theory and Practice (The Ninth
Lozinsky Lectures) (pp. 119-123). ISBN 978-5-91116-832-2.

Abstract: In recent years, there has been an increasing focus on linking theory and practice,
including in primary school subjects. Some studies indicate that students are becoming less
motivated to participate actively in the learning process; teachers are therefore compelled to
constantly seek new methods to implement their teaching. One way to boost their motivation is to
give them the opportunity to apply what they have learnt in real-life situations; to this end, they

need to develop their creative, logical and algorithmic thinking. This paper presents a proposed



sequence of steps for introducing programmable devices into the classroom, which we hope will

assist teachers in their decision-making.

Topalska, R. (2021). Establishing of STE(A)M centres in Bulgaria — pedagogical and
technological challenges and opportunities. In Proceedings of the International Scientific
Conference ‘Education Without Borders — Realities and Prospects’ (pp. 223-227). ISBN 978-
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Despite the progress in gender equality, the participation of girls (or women) in the
professions directly related to the application of modern technologies remains relatively low. The
main challenges include social stereotypes representing technology as a male professional field,
the lack of role models and insufficient encouragement from family and school. From the early
stages of education, girls often receive less support to study science, technology, engineering,
mathermatics, etc. This lack of motivation causes a lower percentage of girls to pursue technical

studies and future careers in the field.

Topalska, R. (2021). Esports and STEM education. In Epistemological Foundations of
Education: Proceedings of the 6th International Scientific and Practical Conference in
Memory of Professor S. P. Baranov (pp. 209-211). ISBN 978-5-907461-65-9.

Abstract: STEM education is one of the most widely discussed topics in the Bulgarian
education system and in modern Bulgarian schools today. Currently, efforts are underway to equip
schools with STEM centres. Opportunities are being sought to modernise the teaching process and
to regain the interest of school graduates in STEM-oriented careers and professions — issues that
have become increasingly pressing in recent times. One such opportunity is the growing popularity
of eSports and their application in the learning process. The role of eSports in STEM education is

the subject of the research presented in this report.

Topalska, R. (2025). Prospective teachers' knowledge and proficiency in modern
information and educational technologies. The American Journal of Humanities and Social
Sciences Research (THEAJHSSR), 304-317. ISSN 2581-8868.

Abstract: Prospective teachers have a positive attitude towards the use of technology in

education and a good knowledge of the field, but face challenges in its practical integration. The



main difficulties include insufficient preparation, lack of methodological support and internal
barriers such as insecurity and insufficient skills. This paper presents a study conducted at the
beginning of two consecutive academic years (2023/2024 and 2024/2025) involving 600 students
(398 bachelors and 202 masters) from education majors. The main objective is to assess their
information technology skills as well as their attitudes towards its application in the learning

process.



