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yBOA

CBupetenu cMe Ha AMHaMWYHOTO PasBUTHE Ha MHAOPMALMOHHTE U KOMYHUKALIMOHHNTE
TexHonornn (MKT). Hoeute TexHomnoruu 3acsraT BCMYKM acnekTW Ha Halus XWBOT M ca
HeZenuMma yact oT Hero. CbBPEMEHHMAT YOBEK TPYAHO MOXE [a CY NPeACcTaBu eXeaHEBUETO
6e3 kommioTbp, VIHTEpHeT, MoBuneH TenedoH, a Npe3 NOCNeaHUTE HSKOMKO roauHKM u 6e3
cMapToH. Te ca HepasgenHa YacT OT WM3pacTBaHETO Ha HOBOTO MOKOMEHMe, npuTexasar
OrpOMHa npuTeraTesiHa cuna v BNMSHAETO UM BbPXY AelaTta ce pasnpocTupa ¢ 6bpan TemMmose.
B aurutanHata enoxa CbBPEMEHHUST Y4eHUK Obp30 ce oTervasa, NEecHO rybu uHTepec u
MOTMBaLMSA Npu 0ByyeHre ¢ TPaaNULMOHHU U OCTapeny METOAM Ha npenodaBaHe. HeCbMHEHO
TE3N eeKTM ca MpUYMHa 3a HUCKA aKTUBHOCT B Yy4ebHWMS npouec, MOBBLPXHOCTHU W
He3a[OBONUTENTHN aKaeMUYHU pesynTaTtm M HeraTMBHO EMOLMOHANHO CbCTOSHWE Ha
yyeHuumTe. ETo 3awio obpasoBatenHara cuctema Tpsbea fa ce agantupa KbM CbBPEMEHHNS
BWCOKO — TEXHOMOMMYEH CBAT, Ja TbPCU 1 pa3BMBa HOBW W PasnnYHU METOAM W CPEACTBa 3a
0ByyeHue.

[TbpBUTE CTBNKK KbM UHTErpUpaHeTo Ha WKT B yuebHMs npouec y Hac ca HanpaseHu. Te
HaBnMu3aT B OBrapckoTo yYMnULLE AOCTa HEYBEPEHO M C MHOrO 6aBHKM TeMNOBe, BLNPEKM
HaunoHanHaTa cTpaterns 3a BbBexgaHe Ha MKT B 6bnrapckute yuynnuwa ot 2005 r.
Crpaterusara 3a edpektusHo npunarade Ha WKT B obpasoBaHneTo v HaykaTta Ha Penybnuka
Bunrapus (2014-2020). BHeopsiBaHETO MM B OOYY4EHMETO € MPOLEC, CBLbP3aH C MHOr0O W
obnboku npobnemn. Kbm HacToOAWMS MOMEHT CTOAT peauua HepewweHW Bbpocu OT
METOAMYECKO, nedarornyecko M ncuxosnornyecko ectectBo. OT edHa CTpaHa, nuncaTa Ha
yTBbpAeHa MeToaMka 3a npunaraHe Ha WT B yyebHWs npouec v nuncaTta Ha AuruTanHu
KOMMeTeHLMM Ha yunTenuTe ca haktopu, kouto 3abasat npouecute. OT gpyra cTpaHa, Bce oLle
He € W3ACHEHO Kak Ce € MPOMEHWN CTUfla Ha Y4YeHe Ha YYEeHUUMTE B CbBPEMEHHUS
rnobanuanpaly ce MH(OPMaLMOHEH CBAT U He Ce 3Hae [0 KakBW pesyntatu Lie noBede
npunaraHeto Ha WKT B obyyeHneTo. Beuuko ToBa Hamara fa ce TbpcsT, paspaboTsar,
BbBEXZAT W CNOAENAT HOBW U pasnnyHM MeToau 3a obyyeHne. Metoaw, Kouto uanonaeat
Bb3MOXHOCTUTE HA BMCOKO-TEXHOMOMMYEH CBAT U Ca CbOOpa3eHM CbC CbBPEMEHHUTE
negarornyecku 1 NCUXONIOrMYECK TEOPUM 3a YYeEHE.

[Mpobnemute 3a BHeapsBaHeTo Ha VKT B yuebHMs npoLec 1 eheKTUBHOTO UM NpunaraHe
C ronsama TEXeCT Ce OTHacd [0 4YacoBeTe MO MaTemMaTtuka B rMMHasuarnHara CreneH Ha
CpeaHoTO yunnuwle. Bce owe nunceaT JOCTAaTbYHO HAy4YHO — METOAMYECKM pa3paboTkv no
MaTeMaTuka, KOUTO WICTPUpPaT MHOBATMBHW MOAXOAM, OCUIypsiBallM, OT efHa CTpaHa,
NOCTUTHE M U3MbIHEHNE HA KOHKPETHW ANAAKTUYECKUTE Lienu 1 3adayu, v OT Apyra cTpaHa, ca
cbobpaseHn ¢ MOTUBaLMS W CTUN Ha y4eHe Ha yyeHuumuTe. Toea Hanara HeobxogumocTTa Aa
Ce Mpoyuu W u3crnedBa Kak HOBWTE TeHaeHuun B obpasoBaHueTto, 6asupann Ha WUT u
CbBPEMEHHUTE MeJarormyeckn U NCUXONorMYeck TEOPUM 3a y4eHe MoraT [a ce BHeOpsT B
e[lHa OT Hall-KOHCEePBATUBHUTE HaYKM U KaKbB Le Obae edekTa OT U3MOSI3BAHETO UM.

B oucepTaumoHHMS Tpyd € npenctaBeH OMAAKTUYecKM Mogen 3a obyveHue no
MaTeMaTyKa B MMMHa3nanHaTa cteneH Ha CpeaHoTo yuunuile, 6asupad Ha UT u cbobpaseH ¢
MOTMBALMATA M CTUIA Ha YYeHe Ha yyYeHuuuTe. B ocHoBata My CTOM eQHO OT Hail — HOBUTE
Te4yeHns B obpasoBaHMeTo — urposmsaumns (gamification). PasrnenaHa e HelHaTta CbLUHOCT,

3



MeXaHW3MUTe 3a MnpunaraHe W negarornyeckute v Bb3MOXHOCTU. MHOro 4ecto TepMmuHuTe
urposu3aums (gamification), ouaakTiyecka urpa 1 Urpa ce cMaTaT 3a CUHOHUMM, KOETO He e
NpaBuWITHO, 3aTOBA Ca MOTbPCEHW NPUIMKUTE W pa3nukute mexay Tax. [peacraseH e Kahoot!
(besnnaTHa nnaTchopmMa 3a Cb3aaBaHe U crogensHe Ha obpa3oBaTerHu TECTOBE (BUKTOPUHM)
BbB (popma Ha urpa) — VKT, upes kosiTo ce peanuanpa urposusauus (gamification) Ha yuebHus
npouec no martematuka. HanpaBeH e OMUT Ja Ce OxapaKTepusupar HAKOM CbBPEMEHHU
nejarorMyeckn 1 NCUXonorveckn Teopuu 3a ydeHe. MoapobHO e onucaH NpouechbT Ha
Cb3[aBaHe v BHeapsiBaHe Ha MHOBATWUBHMSA Mogen 3a 0byyeHne. OBCTOMHO e u3cnenBaHa KakTo
e(eKTMBHOCTTa Ha Yy4ebHMA npouec, Taka W eMOLMOHANHOTO My Bb3[EeNCTBUE BbPXY
0byyaBaHuTe. [poyyeHo e 1 BNNSHWETO Ha urposm3aumsaTa (gamification) B cpega Ha Kahoot!,
MOTUBALMATA U CTUITLT Ha Y4EHE BbPXY MHTEPECA Ha YYeHNULMTE KbM YacOBETE N0 MaTemMaTyka.
PesynTtartuTte 0T ekcriepuMeHTa ca aHanuampanu n 0606LLeHn n MoraT 4a nocnyxar 3a cnpaska
WK OTNpaBHa TOYKA Ha ApYr1 N3cnenBaHus.

[ncepTaunoHHUAT Tpya € paspaboTeH M O(OPMEH CbIMAacHO METOLONOrMYeckuTe
OPUEHTUPU, NPUHLMNK, NOAXOAN U METOAM Ha ABaMaTta aBTopu — npod).a-p 'eopru bipkkos 1
npo.anH Bonogap Kpaescku, pasrnegann B ,MeTogonorms n METOAM Ha nefarornyeckuTe
uacnenBaHus®:

Tema:

[punoxeHne Ha WHMOOPMALMOHHUTE TEXHOMOTMW B OOYYEHMETO NO MaTemaTuka B
MMHa3nanHaTa cTeneH Ha CpegHOTO yyYunuLle

O0ekKT Ha u3cneaBaHeTo:

YyebHMAT npoLec no MaTemaTtvka B rMMHasuanHaTa CTeneH Ha CPeAHOTO YUMnuLLE.

Mpeamet Ha U3cneaBaHeTo:

Wrposusaums (gamification) Ha y4ebHMS npouec No MaTemMaTika B r’MMHa3nanHara cTeneH
Ha CpeaHOTO yunnuie ypes UT.

Llen Ha uscneaBaHeTo:

W3cnegsaHe Ha Bb3MOXHOCTWUTE Ha urpoBmu3aums (gamification), 6asmpaHa Ha UT 3a
MOTUBMPAHE W aKTUBM3NUPaHE Ha YYeHWULMTE, N OCUrypsiBaHe eqpekTUBHOCT Ha 0BYYEHMETO No
MaTemaTika B rMMHa3nanHarta cTeneH Ha CpeaHoTo yuunmLLe.

3apaum:

1. [la ce HanpaBw nuTepaTypeH aHanu3, Ypes KoWTo:

a. [la ce paskpusiT CbLUHOCTTA, MEXAHWU3MWUTE 3a NpunaraHe 1 negarornveckuTe
Bb3MOXHOCTW Ha urposmsauus (gamification) B 06pasoBaHuneTo;

b. [a ce hopmynupat NpuMKuTe 1 pasnnkuTe Mexay urpa, oubaktnyecka urpa
n urposm3aums (gamification);

2. [la ce HanpaBu nUTEpaTypeH aHanu3 Ha TeopuuTe 3a yYeHe, CTUIOBE Ha y4yeHe U
MOTUBaUMsTa Ha yvyeHuuuTe. Bb3 OCHOBa Ha aHanu3a da ce Hanpasy Bpb3Ka C
TEXHONoru1Te 3a urposmsauuns (gamification) Ha obyyeHneTo.

3. [a ce npoyyaTr (yHKUMOHANHWTE XapaKTEpPUCTWUKM Ha CPeacTBa 3a WUrpoBM3aLms
(gamification), 6asupaHa Ha WT. lNpoyysaHeTo TpsibBa fga onpegenu msbopa Ha
TEXHOMOTUS..

4. [a ce pa3pabotu 1 anpobupa Mozen 3a npunaraHe Urposmusauns B 00y4eHUeTo Mo
MaTeMaTVKa B ’MMHa3uasiHa cTeneH, 3agbmkuTesHa NoaroToBka.
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Xunote3a Ha u3cneaBaHeTo:

3nonsBaHeTo Ha urposusaums (gamification), ypes UT B 0by4eHneTo No MaTemaTuka B
rMMHa3uanHara CTeneH Ha CpegHoTo yunnuLle we aosede [0 : 1. CTUMynupaHe uHTepeca u
MOTUBaUMATA Ha YYEHULUTE; 2. NOBULIABAHE MOCTUXKEHUATA Ha yYeHUuuTe B 00y4eHneTo no
MaTemaTika B rMMHa3nanHarta cTeneH Ha CpeaHoTO yuunuLe.

MeToauka Ha n3cneaBaHeTo:

o O630p 1 aHanu3 Ha nuTeparypa, CBbp3aHa C NpeaMeTa Ha uscneaBaHe;

e [legarornyecko n3cneaBaHe: KOHCTaTUPALLO, OCHOBHO, 3aKNKYUTESTHO;

e MeToan 3a cbbupaHe Ha eMnMpUYeH MaTepuan: negarornyecky eKCrepUMEHT,

aHKeTa, TecTupaHe;

e CratucTnyeckn Metoam 3a 0bpaboTka 1 aHann3 Ha eMIUPUYHUTE AaHHM.

Etanu Ha uscneaBaHeTo:

| etan (2014-2015 r.) — lNpoyyBaHe Ha aKkTyanHata KbM MOMEHTa NeAarornyecka,
ncuxorornyecka M MeTOAMYecka nuTepaTtypa, CBbp3aHa C MNpeaMeTa Ha U3crneqsaHe.
[poBexaaHe Ha KOHCTaTMPaLLo n3cneaBaHe Ypes aHkeTupaHe Ha yyeHnum (10 knac n 11 knac)
OT neT yuwnuwa Ha Tpu Owbnrapcku rpaga (Codms, lNnosame u bnaroesrpag), ¢ uen
yCTaHOBsIBaHe YecToTaTa v popmata Ha usnonasaHe Ha VIKT B 0byyeHneTo nm.

Il etan (2015-2016 r.) — [llpoy4yBaHe Ha akTyarHata KbM MOMEHTa Neaarormyecka,
ncuxonormyecka M Metoguyecka nutepartypa, CBbp3aHa C NpeaMmeTa Ha wu3cnensaHe.
W3cnensaHe MOTBaLMATa ia y4aT MaTeMaTika U CTUMNA Ha yYeHe Ha yYeHnuuTe, yqacTeaLlm
B u3cnengaHeto (11 knac Ha EsukoBa rumHasmsa ,Akag. Jltogmun CTosHOB® — bnaroesrpag).
[poBexaaHe Ha OCHOBHO U3CreaBaHe.

Il etan (2016-2017 r.) — lpoy4yBaHe Ha akTyanHaTta KbM MOMEHTa Nefarormyecka,
ncuxonornyecka M MeTOAMYecka nuTepaTtypa, CBbp3aHa C MNpeaMeTa Ha U3cneaBaHe.
AHKeTVpaHe Ha y4eHMLuMTE, y4acTBaLLM B U3CNEABAHETO C Lien YCTaHOBABAHE MHEHMETO UM MO
OTHOWeHMe Ha u3nonssaHeTto Ha WKT B 0OyyeHneTo no Matematuka. CraTuctmyecka
obpaboTka v aHanu3 Ha pesynTatute 0T eMIUPUYHOTO NeSarornyecko M3cneaBaHe.

WUHcTpymMeHTapuym:

- 3a npoBepKa W OLEeHKa Ha 3HaHUATa U YMEHUATA Ha y4eHuLuTe no MatemaTuka B 11
knac 31 ca cb3gafeHn 1 NPUNOXeHU TPaaULMOHHU TECTOBE (BXOAHO HMBO, TEKYLL
KOHTPOI, M3XOAHO HUBO) U TecToBe B cpefa Ha Kahoot!;

- 3a onpefensiHe CTUNa Ha yY4eHe Ha y4YeHULMTE e U3Mos3BaH BbMNPOCHWK HA YonTbp
MakkeH3u, pa3paboTeH CbracHO TeopusTa 3a MHOXECTBEHATa MHTENUIEHTOCT Ha
Xaybpa apaHb;

- 3a yCcTaHOBsSIBAHE MOTMBAUMATA Ha yYeHUUUTE fa yvaT MaTeMaTuka € MpuioXeH
BBMPOCHUK 3a OMpefensHe MOTUBaUMsTa 3a W3yyaBaHe Ha TOYHM Hayku (Science
Motivation Questionnaire Il (SMQ-II), Shawn M. Glynn), ko1TO € aganTupaH 3a
HYXKOMTE Ha HaCTOALETO u3cneasaHe (NpeBefeH e Ha Obrrapcku e3uk U ce OTHaCH
KOHKPETHO 3a MaTemarukara);

- 3a onpefensiHe MHEHWETO M OTHOLUEHMETO Ha yYeHUUMTe KbM 13nonssare Ha UT B
oByyeHMeTO NO MaTemaTka ca Cb3AafdeHW W MPUNOXEHW [Be YaCTUYHO
CTaHAaPTU3NPaHN aHKETY;



- 3a cratuctnyeckata 0bpaboTtka Ha EMNUPUYHUTE AaHHW € M3NOM3BaH COPTYEPHUAT

naket IBM SPSS Statistics.

[ncepTaunoHHUSIT TPYA € CTPYKTYPUPaH B CbOTBETCTBME C NOCTaBEHNUTE 3aaayn. CbeTou
Cce OT yBOf, YETUPU rMaBu, 3aknoueHne, bubnuorpadus, cnMcbk ¢ nybnukauumnTe, CBbp3aHn ¢
aucepTaumnsaTa u NpUNoXKeHus.

B nbpBa rnaea ce pasrnexga 4 onucBa CbLUHOCTTA Ha urpoemu3aumsaTa (gamification).
[peactaBeH e nutepatypeH 0630p Ha OCHOBHWM AEUHALMM U MOHATWS, CBBbP3aHW C
urposnsauusi (gamification) B 0By4eHMETO M Ca MOCOYEHM BBIMOXKHOCTUTE 3a THXHOTO
Npunoxexue. Paskput ca NpUIUKUTE W pasivkuTe MexZy urpa, OuaakTudecka urpa u
urposusauusiTa (gamification). Mocovenn ca KpuTHKMTE KbM UrpoBU3aLMsTa (gamification).

BbB BTOpa rmaBa ce paskpueaT M 0bobLiaBaT BPbL3KUTE Mexay TeopuuTe 3a yyeHe
(b1xeBMOPU3BM, KOHCTPYKTUBU3BM U KOTHUTUBU3BM), CTUIOBE Ha YYEHE N UrPOBU3ALMS.

B TpeTa rnaBa ca npeacTaBeHW TEXHOMOTMYHK CPEACTBA 3a nognomaraHe Ha y4ebHus
npouec no matemaTiika W ca NPEAsioXeHW NpUMepM 3a TAXHOTO npunaraHe. [ogpobHo e
onucaHa nnatgopmara 3a cb3daBaHe M crnogensHe Ha obpasosatenHu TectoBe Kahoot!.
PasrnefaHu ca HeilHWTe Bb3MOXHOCTUTE 3a paboTa W npunaraHe B y4ebHUs mpouec, kaTo
CpeacTBo 3a urposmsaums (gamification).

B yeTBbpTa rnaea e npeacTtaBeH MOAEN 3a nNpunaraHe Ha urposusaums (gamification) B
cpena Ha Kahoot!. Bb3 ocHOBa Ha Hero ca cbhagadeHu 1 anpobupaHm TeCcToBe N0 MaTemMaTuka
3a 11 knac, 3agbmxuTenHa noaroToska. [peacTaBeHn ca aHanman Ha pesynTaTii U U3BOAN OT
NPOBEAEHMS NeJarormyeckn eKCnepuMeHT.

B 3aKnio4eHneTo ca npeacTaBeHn U3BoAUTE OT U3CeABaHETO.

MABA 1. UrPOBU3ALMA (GAMIFICATION) B OBPA3OBAHUETO

Wrposusaumsa (gamification) Han — obwo mMoxe Aa Cce onuwe KkaTo KOHUenuus 3a
BbBEX/JAHE HAa MUrPOBM MEXaHWKW B pasnuyHu npouecn u cepun (Hanp. GU3HEC, MapKETUHT,
obpasoBaHue v Ap.), KOSTO MMa 3a Lien Aa MOTUBWPA, aHraxupa 1 npusnnya notpebutenure.
3a fa ce pasbepe CbLUHOCTTa Ha Urposmu3aums (gamification) B 06pasoBaHMeTo e HeobxoanMo
[ia ce NpocnessT KakTo pasnuyHuTe AeUHULMW, Taka M MeXaHW3MUTe 3a npunaraHe w
nefarornyecknte 1 Bb3MOXHOCTH.

1.1.ETMonorus

[ymaTta ,gamification” uma aHrnninCkn Npomusxog U HAMa TOYEH MpeBog Ha Bbrrapcku
e3MK, 3aTOBa B Hallata nutepaTtypa Ce W3MOon3BaT Heonorusmute redmucukaums’ u
MrpoBusaumns’. TepMuHbT remmudmkaumns’ e obpasyBaH (POHETUYHO U MOPKHONOMUYHO
NOCPEACTBOM AMPEKTHO TPAHCKpUOMpPaHe OT aHUUCKM 31K U CY(OUKC — LS. TO3M HauuH Ha
(hopMupaHe MakCMMasHo ce NpuabpXKa KbM OPUrMHANHWS TEPMUH U €JHO3HAYHO O ONUCBA, HO
€ Ha paBHULLETO Ha pa3roBopHaTa pey. Moxe fa ce npuuMcnmn KbM rpynara Ha ,JoMalHuTe”
KaproHHW HEONOrn3MM, KOMTO He OTroBapsl Ha M3UCKBAHWSATA Ha HayyHus, oduumarnHo —
LenoBust 1 NydnumumucTnyHma ctun. HeonormsmbsT ,MrpoBm3aLma® € ¢ KOpeH, CBbp3aH ¢ aymata
urpa u cyukc — wmsauma. CbrnacHo Obrirapcku TbIKOBEH pevHuk urpa e: 1. 3abasa,
passrieveHune. 2. CbBKYNHOCT OT [JEUCTBUS, KOUTO Ce OnpefensT OT U3BECTHU npasuna
cnyxart 3a passnevenve.” (Jllobomup AngpenumH, 1993). KombuHaumsta OT KOpEH CbC
3HaYeHNeTo Ha urpa 1 CyquKc — u3auma gaBa Ha TepMiUHa 3Ha4YeHWeTo: npoLuec Ha 3abasa u
passrieyeHue. Tasu PopmMynnpoBka He 0Tpa3sBa e4HO3HAYHO CbAbPXaHUETO Ha MOHATUETO.
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BbB Bpb3ka C Taka o4yepTaHWUTe npobremu, CBLbP3aHW C nuncata Ha nogxopdwa gyma B
Bbnrapckus e3uk, eKkBMBaNEHTHA Ha 3HAYEeHWMEeTO Ha aHrnuidckata gyma ,gamification” B
AMCepTaLMOHHUS TPYA Ce M3nonaea Mrposusaums (gamification)®.

1.2.0630p Ha aedmHULUM

TepmuHbT gamification 3a mbpsu MbT ce ynotpebssa npes 2002 r. ot Huk Menunr (Pelling,
2011). Cnopep, Hero ToBa € ,rpo3Ha Ayma“, KOSTO 03HavaBa: ,punaraHe Ha nogobeH Ha urpa
noTpebuTenckn nHTepdenc, KONTO NpaBu €NEKTPOHHUTE TPaH3aKLMK NPUATHW 1 Bbpaun®. Ton
n3nonsea TepMUHa, 3a Aa Onule naesTa 3a NPeBpbLiaHe Ha eNEKTPOHHMTE YCTPOMCTBA B
pasBrekaTenHn W edekTMBHM nnatgopmn. [[eduHnumara u ugedta 3a UrpoBusaums
(gamification) Ha [lenuWHr ce npomeHs BbB BPemeTo. MHOro u3cnefoBaTenu [fasat
onpeaenexne 3a HOBOTO SIBMEHNE U 3MEHSAT CMIUCHA OT MbPBOHAYaNHUA My 3aMUCBA. EAHO
OT HaW-4eCTO CPeLaHWTe W HaW-MbiHW ONpedeneHnss B nutepatypata € AeMHULMATa,
nageHa ot Kapn Kan: Wrposusaums (gamification) e u3nonssaHe Ha WrpoBM MexaHuUKu,
ecTeTMKa W WrpoBO MUCIIEHE 3a aHraxupaHe Ha Xxoparta, MOTMBMpPAHE Ha AencTBus,
HacbpyaBaHe Ha y4YeHETO W pellaBaHe Ha npobnemu’ (Kapp, 2012).

3a pa ce pasbepe CblHOCTTA Ha urposu3aumsTa (gamification) e Heobxogumo aa ce
NO3HABAT KAaKTO PasfnMyHuTe AeUHULMK, Taka 1 MOHATUATA BKITHOYEHU B TAX:

e Meposu MexaHUKU — ,ca onpeaeneH Habop OT npasuna, KOUTO AWKTyBaT peynTaTa oT
B3anmogencTemusaTa B cucremara“ (Marczewski A.,2015). Kan (Kapp, 2012) ytouHsBa, ye
MEXaHWKWUTE Ha UrpuTe, KaTo NPeMUHaBaHe Npe3 HWUBA, NeYeneHe Ha 3HAYKU U TOYKM,
BPEMEBW OrpaHUYEHUs 1 OTUMTAHE Ha Pe3ynTaTi ca rpaayBeH eNeMEHT 3a npoueca Ha
urposusaumata (gamification) n nogyeptaBa, Ye Te He ca [JOCTATbYHW, 3@ Aa ce
3aMHTPUryBaT W aHraxupar yyacTHuuute. Bcuuko TOBa € CaMO MHCTPYMEHT, a
,OCHOBaTa“ BbpXy KOATO TpsbBa fda ce um3rpaxaa urposumsauusta (gamification) e:
,2aHraxupaHe, paskasBaHe Ha UCTOPUM, BU3yanun3auus Ha NepcoHaxmnTe 1 pellaBaHe Ha
npobnemu®;

e Ueposo mucneHe — onpepens ce oT Mapkxk3sescku (Marczewski A., 2016) no cnegHus
HauMH: ,M3MON3BAHETO Ha WIPU M NOAXoAW, NoaobHM Ha urpaTa, 3a pellaBaHe Ha
npobnemun 1 cb3gaeaHe Ha No-gobpu npexussiBaHns”. B ToBa onpeaenexune ce 3acarat
[Be OT Hau - BaXHWTE CBOWCTBAa Ha urposu3aumaTa (gamification): ,pelwasaHe Ha
npobnemu‘ n ,cb3aaBaHe Ha No-go6pKU NPEeXMBABaHNS".

e Ecmemuka — (paKTop, KOWTO WHOMPEKTHO OKa3Ba BMUSHWE BbPXY E€MOLMOHANHOTO
CbCTOSHME Ha xopata. Cnopen Kan (Kapp, 2012) ecTteTMyeckoTo Bb3denCTBUE Ha
WHTepenca e MHOTO BaxeH eNeMeHT, KOUTO BIusie BbpXY Bb3NpUATUATa Ha Xopara;

e Momusupa delicmgue — cbrnacHo naeute Ha Kapp (Kapp, 2012) moTuBaumusita gaea
Lien, NocoKa M CMUCHIT Ha NoBeJEHNE 1 OeNCTBUE.

e Hacbpyasa y4yeHemo — cnopeg Kan (Kapp, 2012) eqHo 0T Hall — BaXHWUTE CBOWCTBA Ha
urposusaumata (gamification) e, ye nognomara yyeHeto. ToBa € Taka, 3awlOTO Cce
W3NON3BaT eNIEMEHTU, TEXHUKN U HAYMH Ha MUCIEHE, Ypes3 KOUTO Ce Nopaxaa MHTEPEeC 1
Ce nocTura BUCOKa KOHLEHTpaLMs 1 MOTUBALWS.

1.3.BupoBe nrpoBu3aLms.

CvrnacHo Bb3rneante Ha Kan (Kapp, 2013), cbliecTByBaT ABa BuAa WUrpoBM3aLs
(gamification):



o CmpykmypHa ueposu3auusi (gamification) — npunaraHe Ha urpoBu ernemeHTn 6es
NPOMSIHA Ha CbAbPXKAHUETO;

o Ueposusayus (gamification) Ha cbObPX)aHUEMOo — NpunaraHe Ha UrPoBU €NEMEHTU U
UrPOBO MUCIIEHE C NPOMSHA Ha ChbPXAHWUETO.

[lob6aBsHETO Ha UrPOBU ENEMEHTU W UrPOBO MUCHEHE KbM CbAbPXKaHWETO Ha AafeH
KOHTEKCT He BOAM [0 Cb3JaBaHe Ha urpa, a Ao UrpoBo npexwvsseaHe. NpaBu CbabpxaHueTo
NMO-MHTEPECHO W BbIHYBALLO, @ AENHOCTUTE NO-MOTUBMPAHW 1 3abaBHMw.

1.4.UrpoBu3aums (gamification) B o6pasoBaHueTo.

Wrposusaums (gamification) e KoHLeNUMs ¢ MHOTO ronsiMa npuTeratesiHa cuna, KosTo ot
eflHa CTpaHa MOTVBWpPa, NOATUKBA M BbBINMYA NOTPebuTENnuUTe B OnpegeneHa LeHocT, a oT
[pyra CTpaHa CbAeiCTBa 3a pas3BuMBaHe Ha MOTeHUMana Ha yvacTHUUMTEe M nomara 3a
OTKIKOYBaHE Ha CKpUTK 3anox0bu B apyru. TEXHWUKWUTE, cTpaTernnTe 1 TakTUKUTE 1 MoraT Aa ce
BHEAPAT BbB BCSAKa chepa Ha YOBELLKWS XWBOT W Aa NpeBbpHaT obuyainHnte npobnemu u
3afjaun B WHTEPECHW W 3anneHsBaly npeaussukatencrsa. Beuyko ToBa faBa KaTeEropuyHo
OCHOBaHWe fia Ce TBbpaM, Ye urposusaumaTta (gamification) € MOLLEH MHCTPYMEHT, KOUTO MOXe
[ia ce cnpasu C HaKou OT NpobnemuTe B CbBPeMEHHOTO obpasoBaHue. Ckyka, anatus, cnaba
MOTMBALMA M HUCKA MOCTWKEHUS HA YydyeHWuuTe. ToBa € CbBCEM E€CTECTBEHa peakuus,
npean3sBukaHa oT 6e3nHTEPECcHO NogHeceH yyebeH MaTepuan ¢ ocTapenu MeToau. Yuntenure
TpsibBa Ja ce afanTupar KbM CbBPEMEHHUS BUCOKO — TEXHOMOTMYEH CBST, Aa TbPCAT W
pa3BMBaT HOBYW M pasfnnyHK MeToau 3a obyyeHne. Heobxoanmo e aa HamepsT MbTS KakTo KbM
e(heKTUBHOTO W3MOM3BaHe Ha WH(OPMALMOHHUTE W KOMMIOTbPHW TEXHOMOTMM B Y4ebHMS
npoLec, Taka 1 KbM Cb3[aBaHe Ha UHTEpaKTUBHa obpasoBaTerniHa cpefa, B KOATO feuarta da
Obaat BbBEYEHU, MOTUBMPAHU U Aia M3NUTBAT YOOBOSICTBME OT yyeHeTo. KoHuenuusTta Ha
urposusauusTa (gamification) moxe fa 3agoBonm NOTPEBHOCTUTE HA CLBPEMEHHUS YYEHUK U
[a passue n oboratn paboTaTa Ha BCEKM yuuTen, Aa Hanpasu y4ebHUTE YacOBETE MHTEPECHM,
KENaHW 1 04akBaHm oT yyeHuuuTe. Cnopeg XyaHr n Comar (Huang & Soman, 2013) edbekTnHa
urposusauust (gamification) Ha y4ebHMa npouec MOxXe [a Ce OCbWECTBUA B NET CTBIKM:
pasbupaHe Ha LenesaTa ayauTOpWsi M KOHTEKCTA; onpedensHe uenute Ha 00y4eHWeTo;
CTPYKTYypUpaHe Ha OnuTa; WAEHTU(UUMPaHE Ha Pecypcw; npunaraHe Ha €enemMeHTn Ha
urposusauusita (gamification). MpeanoxeHnTe CTbKM ca YTOUHEHW 1 oboraTeHn Bb3 OCHOBA
Ha ApYr1 NUTepaTyPHN U3TOMHULM M NPUZOOUTUS NPaKTUYECKK OMNKT.

Pa3bupaHe Ha ueneBaTa ayaMTOpPUS U KOHTEKCTA.

B nmbpBaTta CTbhka Ce npoyyBaT: Bb3pacToBaTa rpyna Ha yyenuuute (npasu ce C Len
OnpefensHe Ha XapakTepHUTe 1 crneLnUYHNTE 3HaHUS 1 YMEHUS 3a YYeHe, KOUTO NpuTexasar
Y4YEHULMTE OT CbOTBETHATa Bb3PacToBa rpyna); OposT Ha y4acTHULMTE; MACTOTO; BPEMETO M
NPOABIKUTENTHOCTTA Ha y4ebHNs npoLec.

OnpepensiHe uenute Ha o6y4eHUeTO.

BaxeH MOMEHT B MeToAMYeckaTa NOAroToBKa Ha NpenojaBateNiuTe e NocTaBsHETO Ha
nobpe aedmrHpaHm 1 ScHy 0bpasoBaTenHu, Bb3nuUTaTeNHN 1 MPaKTUYECKK Lenu, Kouto Tpsibea
[a ce nocturHat B obyyeHneTo. Te umart BogeLla pons npu nnaHupaHeTo, OpraHN3upaHeTo n
NpoBeXaaHeTo Ha Yy4yebHu dacose. [lpaBMNHOTO MM MOCTaBsHe € npeanocTaBka 3a
peanuavpaHe Ha echekTBEH y4ebeH npouec NocpeacTBOM urposusaums (gamification).

CTpyKTypupaHe Ha onura.



CbCTaBs ce nnaH Ha ypoka, OBMUCNAT ce eTanuTe B TAXHATa MOCNEAoBaTesIHOCT W
B3aWMHa Bpb3ka, kaTo TpsibBa fa ce cnassa NpuHLUMNa Ha CUCTEMHOCT W NOCNea0BaTENHOCT.
To3u NpuHLUMN CTOM B OCHOBATa Ha urposmsauus (gamification) Ha y4ebHMs npouec. YuyebHoTo
CbObpXaHWe Ce pas3fens Ha OTAeNHU Y4ebHW eauHuUM, KOUTO MMaT MPUYUHHO-CIIEACTBEHA
Bpb3Ka nomexay cu. [peMnHaBaHeTo KbM BCAKO CriefBalLLlo 3HaHWe (YMeHwWe, 3agava, npobnem
M T.H.) Ce OCbLUECTBABA NIABHO M TOraea 1 caMo Toraea, Korato NPeAXOAHOTO € YCBOEHO .

WaeHTndmumnpaHe Ha pecypceu.

Tasw cTbrKa BKM0YBa 3a4bN60YEH aHanu3 Ha eTanuTe OT ypoka, B KOUTO MOXe Aa 6bae
npunoxexa urpoemsaums (gamification) n onpegensiHe Ha:

o MexaHusmu 3a npocrnedsisaHe — MIHCTPYMEHTW, CPEACTBA M HAYMHW 3a KOHCTaTUpaHe
NOCTKEHUSATA HA YYEHULMTE B PA3NUYHUTE eTanu Ha ypoKa;

e Husa — eTtanuTe, Npe3 KOMTO YY4EHULMTE MUHABAT 3a JOCTUraHETO 40 HOBO 3HaHWe
(pelwaBaHe Ha npobnem unu 3agaya). 3a Aa oTMAAT Ha APYro HWBO, T.e. 3a Aa
npemMuHaT KbM crnegpawla yyebHa eguHuua obyyaBaHuTe Tpsbea fga oBnagesT
KOHKPETHWU 3HAHWS U YMEHMS, Oa U3MBAHAT KOHKPETHM 3a4aqi, KOUTO ca NOAYMHEHN
Ha NpeaBapuTENIHO onpeaeneHuTe y4ebHn Lenu. HueaTa ca B3aMMOCBBbP3aHu U ca
noZpeaeHn B CTPOro onpeaeneH pesd, kato ce Creagart npasunarta: BCAKO Crneasallo
HWBO Aa Hagrpaxga 3HaHusiTa W yMeHusTa, npugobut B NpeaxodHoTo; Aa uma
rornyecka Bpb3ka Mexzay OTAENHUTE HIBA; NOAPEAEHN Ca OT NECHO KbM TPYAHO.

e BupmyarHa sanyma — B urpousauusTa (gamification) ce uma npenswzg CpeacTeo 3a
pasMsiHa, KOeTo MoXe Aa 6bae TOUKM, BpEME, 3HAYKM UK Bb3HArpaXaeHNeTo, KOETO
ce nony4yasa npv npemMnHaBaHe npe3 pasnuyHi TPYAHOCTM, U3MbIIHEHWE Ha 3a4aum 1
NOCTUraHe Ha NOCTaBEHMTE LIENN.

e [Ipaguna: onepaTuBHM, y4peauTenHu, KocseHun, y4ebHu .MpaBunata ca rpagneeH
enemMeHT 3a urpoBusaunsTa (gamification) Ha y4ebHus npouec, KOUTO rapaHTupart
peda 1 yCroBusTa 3a HeNHOTO NPOBEXAAHE.

e (ObpamHa 6pb3Ka. KOHOPMaUUOHHa (CmpyKmypHa), Kopueupaua, 0bscHUMerHa,
AuazHocmuyHa. ObpaTHaTa Bpb3ka WU3MbMHABA [MaBHa PoNs NpU WUrpoBMU3aLMS
(gamification) Ha y4ebHus npouec. MHhopmaumsTa 3a NOCTUXKEHNATA Ha YYEHULMTE
Ce NnoJsly4yaBa HenpekbCcHaTo U He3abaBHO.

WoeHTuduumpaneto Ha pecypcu B mogena Ha XyaHr u ComaH 3a wrpoBu3auus
(gamification) Ha y4ebHMS NpoLec e eTanbT, B KOUTO Ce aHanmM3npaT KoM UrpoBu eneMeHTH U
UrPOBW MEXaHWKK MoraT fa ce aganTupaT KbM HEUrpoBUS KOHTEKCT — 0byyeHue. M3cneasa ce
Kak ¥ C KakBW CPeacTBa OTAENHUTE y4ebHM eanHuLy MoraT Aa ce MpeBbpHaT B MUCKM W
npean3BuKaTencTea, CUCTEMATM3MPaHN BbB B3aUMOCBbP3aHi HuBa. KOHKpeTuaupar ce Kow
YCBOEHW 3HAHWSI U YMEHWS, PELLeHn 3adadn v npobnemn ca ycnoeus 3a NpeMuHaBaHe Ha
cneggawlo HuBo. Onpedensat ce npasunaTta M Bb3MOXHOCTUTE 3a obpaTHaTa Bpb3ka, Ypes
KOWUTO Lie Ce KOHTpOnMpa MOCTUraHeTo Ha yvyebHWTe uenu. YTOuHsBaT Ce ycnosusiTa 3a
nony4yaBaHe Ha Harpaau.

MpunaraHe Ha enemMeHT Ha UrpoBm3auumsa (gamification).

MogensT Ha Xyawr u ComaH 3a urposusauus (gamification) Ha y4ebHua npouec
NPUKNYBa C MpunaraHe Ha enemeHTH Ha wrpousaums (gamification). WrposusaumsTa
(gamification) e HOBa KOHLIENLMS 1 BCE OLLE He e u3cneaBaHa 4oCTaTbyHO Aobpe, 3aToBa BCe
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Ole HAMa KaTeropuMyHo W eayuHOOYLHO MHEHMe 3a TOBa KOMKO M KOW Cca eneMeHTUTe Ha
urposusaumata (gamification). Beuukm aBTopu ce obeauHsiBaT OKono maesiTa, Ye ToBa ca
WIPOBUTE ENEMEHTHW, KOUTO MNPaBAT CbObPXaHWETO B [JafeH KOHTEKCT MO-MHTEepecHo, no-
BbIHYBALL0, N0-3aB6aBHO M NO-MOTUBMPALLO.

Cnopeg Kan (Kapp,2014), urpoBute enemeHTH, KOUTO NPaBSAT YY4EHETO NO-NPUBIEKATENHO
M MOTMBMpALLO Ca OCeM Ha Opoi: mucmepus; pelicmeue; npedusgukamesnicmeo; PUck;
HecuzypHocm; 0eMoHcmpayus Ha NOCMUXeEHUST; auOUMU NpusHayu Ha Hanpeodbk; eMoyus.
PobbpT Mnytumk (Plutchik, 2002) BbBexaa cuctema 3a knacuguumpaHe Ha emounnte. Cnopes
Hero CbLeCTByBAaT OCEM OCHOBHW OUMONAPHM eMouMn: pafoCT«> Thra; HEHaBUCT«>
Bb3XULLEHWE; THAB«<>CTPaX; U3HEHada<>04akBaHe. KOMOMHMpaHETO Ha OCHOBHM EMOLIMM BOAY
[0 nosiBaTa Ha HoBM eMoLun. Taka ce 0bpasyBa MbAHWAT CNEKTHP OT YOBELLKW NPEXMBSABAHMS,
KOWTO MOXeE Aa ce Habnoaasa v B YUMNNLLHUS XKMBOT. KnacHaTa cTas € eMOLMOHarNHO MSCTo"
(Pekrun & Linnenbrink-Garcia, 2014), B koeTo NOCTOSHHO ByLLyBaT W Ce NpennuTaT pasnnyHu
emMoLun.

B yunnuiye y4eHuumTe notuckat ronsiMa vact OT CBOMTE eMOLMM U HE TV CMOAENST Unn
n3passBaT no HsKaKkbB HauMH. ToBa MOXe [a [0Bede A0 HapyWeHMs B MCUXMYECKOTO U
(HM3NYECKOTO UM CbCTOsIHME. I3MON3BaHETO Ha Wrpu, MrpoBKM NOOXOOM W MrpoBU3aLMS
(gamification) B 0By4eHneTo e anTepHaTMBa, KOSATO BOAM 40 0BpaTHMA npouec — npean3Bukea
CMOHTaHEH 13pa3 Ha YyBCTBa M emoLn. Korato yunTensT npunara urpoBu efIEMeHTH B y4ebHus
npouec e HeobxogMMO f[a nfiaHMpa BHUMATENHO npaBwnaTta, AeNHOCTUTE U
npean3BMKaTencTBaTa, Taka Ye Ja nopaxaar nonoxuTesHN eMOoLnN.

Mapkx3eBCku ycTaHoBsIBa 52 enemeHTa Ha urposusaums (gamification) (Marczewski A.
2017). Toit v cucTemaTuampa 1 nogpexaa B Tabnuua, HapeyeHa nepuoanyHa Tabnuua Ha
erleMeHTUTE Ha urposusaLmsaTa (gamification).

1.5. UrpoBu3aums (gamification) = aupakruyecka urpa + urpa

MHoro 4ecto TepMuHUTe UrpoBmsauusTa (gamification), augaktuyecka urpa u urpa ce
CMSATaT 3a CUHOHUMU. [TOHATUATA UMAT JOMMUPHM TOYKU, HO M MPUHUMNHW pa3nuku. 3a Aa ce
PasKpuAT OTNMYMTENHUTE Benesn nomexay UM e HeobxoaMMO Aa ce No3HaBa CbLUHOCTTA W Ha
TpUTE TEPMUHA.

Urpa

B HayyHaTa nuTepaTypa ce cpeliaTt MHOTO W Pa3fnyHM rMeaHN TOYKW 3a TOBA KaKBO €
urpa. Besika eiHa hopmynnpoBKa onucBa, JoMb/Ba U Jopa3BuBa NpeacTaBaTa 3a urpata, kato
3acsra cneuuduyHN KOHTEKCT OT HEMHOTO eCTECTBO:

o Poxe Karoa onpegens urpata kato LeMHOCT, KOSTO MMa HSKOSIKO XapaKTepucTUKu
(Caillois, 2001):
pasBrieveHue: n3bpaHo e 3apaau Herous DE3rpuKeH xapakTep;
HEe3aBMCMOCT: TS € OrpaHiyeHa BbB BPEMETO U MACTOTO;
HenpeackasyeMocT: pe3ynTaTbT OT AEMHOCTTa € HenpeasuanM;
HEeNpPOAYKTUBHOCT: Y4aCTUETO He NOCTUra HULLO NOMNE3HO;
npaBuna 3a ynpaeneHue: AeWHOCTTa WMa npaBufia, KOWTO Ca PasiuyHu OT
eXeHEBHS XMBOT;
(PMKTUBHOCT: OCb3HaBa Ce pasfnmyHara 4enCTBUTENHOCT.

10



e Mrpata e cuctema, B KOSITO Urpayute Ce BbBMYAT B M3KYCTBEHO CbCTE3aHue,
OYepTaHo OT NpaBuna, KOeTo BOAM A0 KONMWUYECTBEHO M3mMepum pesynTat” (Salen &
Zimmerman, 2003);

B meduHiummuTe MMa MHOro noseye OBLM YepTW, OTKOSKOTO CbLUECTBEHWU PA3NUKW.
[‘onsiMa YacT OT TX CBbP3BaT UrpaTta ¢ AEMHOCT, KOATO € 0OPOBOHA M A0CTaBs YO40BONCTBME,
BKMIOYBA NpaBusia 3a 4OCTUraHe Ha KOHKpeTHa Len unu pesyntat. Cnopes kenH MakroHukan
(McGonigal, 2011) OCHOBHWUTE OTMUYUTENTHM YePTU Ha Urpata ca: Len, npaeuna, cucTema 3a
obpatHa Bpb3ka 1 fOBPOBONHO yyacTue. ChrnacHO HEMHUTE Bb3rNeamn LenTta e KOHKPETHUAT
peaynTaTt, KOUTO UrpaunTe ce CTPEMST da NOCTUrHaT, a npaBunaTa 3agaBaT OrpaHUYEHUsTa no
MbTA KbM HENHOTO gocTuraHe. ObpaTtHaTa Bpb3ka NpeaocTaBs MHAOpMaLMs B peanHo Bpeme
3a pesyntaTuTe OT OEMHOCTTa, KaTo CM CIYXU C TOYKM, HMBA U T.H., KOUTO YAOCTOBEpSBAT
Hanpedbka. Y4yacTMeTo B urpata € HenpuHyaeHo M e O0BpOBOSMHO Cbrnacke C HenHuTe
ycnosus. Mapk [peHckn onucea urpuTte ¢ ABaHadeceT XapakTepucTUKX, Ypes KoUTO paskpuea
NCUXMYECKOTO MM Bb3AeNCTBUE BbpXY YoBeka (Prensky, 2001): 3abaBneHve; npasuna; Lenw;
WHTEPaKTUBHOCT; afanTUBHOCT; pe3ynTaTit U obpaTHa Bpb3ka; nobeda; npean3BuKaTencTBao;
paspellaBaHe Ha Npobrnemu; counanHi B3anmMoaencTBus:; NPeacTaBsHe Ha UCTOPUN.

OunpakTnyeckun urpm

[npaktnyeckn urpn unu obpasoBaTenHn Urpu ca ,Mrpu ¢ ICHU Npaeuna, NOAYMHEHN Ha
onpeaeneHa aupaktvecka uen (H.B.Yewn, 2011). B nocnegHnTe roguMHM B aHrnoe3nyHTa
nuTepartypa Te3n Urpu ca No3HaTh nog UMETO ,CEPUO3HM Urpu* (serious games) - ,Mrpa, B KOATO
06pa30BaHMeTO (B pasnuyHuTe My opmMu) € OCHOBHATa Len, a He pasenevenne (Michael &
Chen, 2005);

3non3BaHeTo Ha wrpu B y4ebHMS NPOLEC BUHArM € CBbP3aHO C MPOTUBOPEYUS:
0By4eHMeTO € LieneHacodeH nNpoLec, a urpata no ceosiTa NpMpoaa MMa HeM3BECTEH pe3ynTar.
3aToBa 3ajayaTa Ha y4uTen, KOWTo mpunara urpa B 06y4eHWeTo e MHOro pasHoobpasHa u
OTroBopHa. Ton TpsbBa Aa opraHu3Mpa M KOHTPONMpa AuaakTuyeckaTa urpa Taka, Ye Ta ga
npoTeye rnagko v ycnewHo. ToBa MOXe Aa Ce OCbLUECTBY, ako Ce Mo3HaBa CTPyKTypaTa Ha
onpaktuyeckata wurpa  (H.B.Yen, 2011): npasuna Ha wrpata; AWOAKTUYECKM LENW;.
OMOAKTUYECKM 3adauu; UrpoBW LEeNCTBUMS; pesyntaTi OT urpata (oueHka). Heobxogumo e
nenHocTuTe aa 6baat Taka nogbpaHu, Ye ga CbOyXOaT MHTEpec B Y4YeHuuuTe W da
MoTMBMpaT Aa 6baat aktueHu. OcBeH ToBa Te Tpsbea Aa 6baaT cbobpaseHu ¢ TAxHaTa
Bb3pacT M yMeHus. WrpoBaTa AeNHOCT 3a y4ebHu Lienn ce OCHOBaBa Ha CreaHUTe NPUHLMMK
(MBaHoB U., 2005): aKTUBHOCT, ANHAMUYHOCT, 3aHUMATENHOCT, U3MbIIHEHWUE Ha ponu, paboTa B
ekun, MogenupaHe Ha [fdenHocTTa, obpaTtHa Bpb3ka, NPOBMNEMHOCT, KOHKYPEHLWS,
CaMOCTOSITENTHOCT, CUCTEMHOCT.

Cnopeg (Mpo3aes & [onyes, 2009) urpute 1 UrpoBuTe AEMHOCTY CrioMaraT 3a pas3BuTHe
Ha BepbanH1Te YMeHUs 1 yMeHMs 3a 0OLLyBaHE Ype3 OCUrypsiBaHETO Ha yCrioBus 3a paboTa B
ekun. [Ingaktnyeckarta urpa e AenHOCT KakTo 3a YYeHUUmMTe, Taka v 3a yuutenute, obeamnHeHun
OT MOCTUraHeTO Ha onpeaeneHa aupaktudecka uen (Vankus, 2013). [euata wanonseart
OnpeaeneHn 3HaHusl, YMEHWUS U ONUT, UMAT OYaKBaHWS, a NeJaro3nTe He CaMo OpraHM3Mpar u
KOHTpONMpaT npoLeca, Te umaT 1 gpyrv dyHKUMK. Te MOTUBMpAT yYeHUUmUTE, Cb3aaBaT Takmea
CUTYyaLWK, Ypes KOUTO yCnaBaT fa pasrbpHaT NOTEHLMAN UM, CTUMYNMPAT KpeaTMBHO MUCTIEHE,
CbTPYAHUYECTBO M KOHKYPEHTOCMOCOOHOCT.

Mpunuku n pasnuku mexay urposusauus (gamification), aupakrnyecka urpa v urpa
11



OB6LwoTo Mexay AnaakTMyYeckuTe urpu 1 urposusaumsTa (gamification) ce KoHkpeTusupa
oT Kan: “cepnosHute urpn n urposusaumsTa (gamification) ce onuteat ga MoTuBMpaT Xopara u
[a nonynapusupat 0By4eHNeTo, M3noa3Bankin MUCIieHe 1 TexHUKK, Basnpanm Ha urpu” (Kapp,
2012).

WrposusauusTa (gamification) cbabpxa enemeHTUTe Ha UrpuTe U OMAAKTUYECKUTE Urpy,
kaTo: npaBuna, Uen W 3agayu, pesyntatm u obpaTtHa Bpb3ka; MPean3BUKaTENCTBO,
NPOTUBOMOCTaBSIHE W KOHKYPEHLMST, B3aUMOLENCTBIE, HO Ce pasnmyaBa no ToBa, Ye ce npunara
B Heurposw cutyauuu. “Urposmsauusta (gamification) He BkntouBa urpu. TS NpocTo NpeBpbLLa
3abaBHWUTE eNleMEHTM (TOBA, KOETO HapUyaMe MexaHuka Ha urpata unu TEXHUKUTE Ha urpata)
B peanHu npunoxenns” (Chou, 2016).

TexHukuTe: noslyyaBaHe Ha TOYKW W HarpagW, Kato CpeAcTBO 3a HacbpyaBaHe
W3NBbIHEHNETO Ha OnpegeneHa AeHocT 1 obpaTHa Bpb3ka 3a HUBOTO Ha MOCTUKEHUSTA ca
obLKM 3a BCMYKM pasrnexaaHn urpun. duoaktudeckute mrpu u urpoemusaumsTa (gamification)
W3MOn3BaT UrpoBM TEXHWUKM KaTO CPEACTBO 3a M3MbIHEHWE Ha OCHOBHATa CU Maes, KOATO 3a
urpute e obyyenue, a 3a urposusaumsaTa (gamification) cbrmacHo Bbarneaute Ha Kan e:
‘Cb3gaBaHe Ha cucTeMa, B KoATO obydaemuTe, urpadnute, NOTpebutenute n CRyxutenuTe ce
aHraxupat ¢ abCTpaKkTHO Npeam3BUKaTENCTBO, Ae(MHMPaHO OT NpaBuna, UHTEPAKTUBHOCT U
obpaTHa Bpb3Ka, KOETO BOAM OO KOMWYECTBEH pesynTaT, KOWTO B uaeanHus cryyan
npeaussukea emoumoHanHa peakuus” (Kapp, 2012). C wurposusaumata (gamification) ce
3acuneat Bb3NPUATMATA Ha y4acTHUUMTE, NOATWUKBA M Aa BbaaTt BCeoTAanHW, NobonnUTHHU,
MOTMBMPaHN U aHraxupaHu. Cb3gaBa YCrnoBMS 3a pasBMBaAHE Ha 3HAHWUS WU YMEHUS, KOUTO
BMoCNeACTBMe ca Heobxoanmu 3a paspellaBaHe Ha crnefBaluy NpeansBuKaTencTsa.

[lokaTo urpata cnyxu camo 3a pasBreyeHue 1 3abaBneHne, T0 AMOAKTUYECKUTE UIPU 1
urposusauusTa (gamification) nmat apyrm yHKUMW. Juoaktuyeckute urpu ca HaCOYEHN KbM
W3NbIHEHWE Ha NpeaBapuTeNHO onpedeneHa obpasoBaTenHa LUen, a KoHuenuusata Ha
gamification e aa cb3gaae cuctema, KOSTO fa BbBAMYA, aHraxupa u MoTuBMpa noTpebutenure
KbM y4acTue B ONpefesieHun npeamssmkaTescTaa.

[MpunuknTe 1 pasnukuTe Mexay urposusaums (gamification), augaktyecka urpa u urpa
ca 0006LLeHK, cucTemaTanpann u npeactaBeHn Ha owur. 1.

4 )

Llen — Wrpara e camo 3a 3a0aBJICHHE U YIOBOJCTBHE.
Mpasuna
3apaun w
Pesyntatu JlumakTHueckara urpa € HacoueHa KbM U3ITbJIHCHHUEC
|| O6paTHaBpb3ka Ha MPEIBapUTEITHO OTpeieiieHa 00pa3oBaTeHa Iedl.
Mpean3BukaTencrea )
Bs';%ﬁggg;gr;m Konrenusita Ha urposusanusta (gamification) e ma )
n Ch3/aJIe CUCTEMA, KOSTO Ja BbBIMYA, AHTAKUPA K
eyeneHe Ha TOYKU 1 6
HarpaaH MOTHBHpPA OTPEOUTEIINTE KbM yIacTHE B
OIpe/IeIeHH MPEIM3BHUKATEIICTBA.

our. 1. Mpunukn 1 pasnuku mexay urposusaums (gamification), ougakruyecka urpa u urpa
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1.6. Kputunku

Wrposusauusta (gamification) e cpaBHUTENHO HOBa KOHUENUMS, KosTo 6bp30 Habupa
CKOPOCT U Hammpa NpunoxeHune B MHOro cdepu. T e TBbpae ,Mnaga‘ v Bce olle nunceat
[OCTaTb4yHO U3CNEABaHMs, KOWTO MO SCEH W KaTErOpuMYeH HayMH [a [okasBaT HenHuTe
npeaumcTBa WNKM HegoctaTbUy. Bbnpekn ToBa ThbpnW KPUTWKW, NPEOUMHO OT CTpaHa Ha
On3aliHepUTe Ha urpw.

Cnopen amsanHepa Ha urpu Maprapetr PoGepTCbH, TEPMWUHBLT HE € MpaBwureH —
,Gamification e rpewHaTa ayma 3a npasunHata uges“ (Robertson, 2010). CbrnacHo HeitHuTe
Bb3rneay TOM BbBexaa B 3abnyxaeHne notpebutenute, Kato ri HaBexga Ha MUCbATa 3a
n3non3BaHe Ha wurpa. Ta npeanara Aa ce u3nonssa HassaHueTo — ,pointsification® (point —
TOYKa), NOpPaaM XapakTepHWUS NPUIMOM Ha KOHLENUMSATA 3a Bb3HarpaxgaBaHe 4pes TOUKM.

EfnHa oT Hal-kpanHuTe cpellaHun KpuTuku, oboblyaBalla OTpuLaTerHUTE MHEHUS Ha
MHOTO [AM3alHEPU Ha WrpU € CUHTe3WpaHa B edHO KpaTKo u3peveHue: MrpoBusauusiTa
(gamification) e rmynoct®.

UecTo cpeLiaHO € MHEeHWETO: ,MrpoBusaumsdTa (gamification) cbLiecTByBa, 3a fa HY
NPWHYAW Ja HanpaBuM TOBa, KOETO HWe HaMa da Hanpasum® (Canali, 2016). Mma ce npegsua
MaHUNynaTMBHUTE AENCTBMS HAa MAPKETUHIOBUTE KOMMAHWW W Bb3LAENCTBUETO Ha peknamuTe,
KOWTO NOATUKBAT XOpaTta Aa MHBECTUPAT CPELCTBA U BPEME B HEHYXHM HeLla.

KpuTuum nocTaBaT noj CbMHEHWE Bb3AENCTBMETO Ha HarpaauTe, cnopes Tax Te ca camo
BbHIWIHA CTUMYyNMM U Bb3NPENATCTBAT  Pa3BUTMETO Ha  BbTPelHata MOoTMBaUus.
Bb3HarpaxaeHusTa He BOASAT A0 TpalHW MPOMEHW B MOBEAEHWETO W MOBWLWABAHE Ha
e(heKTMBHOCTTa, ,Te MOAKOMaeaT ycunuaTa HU [a npenojaBaMe Ha Y4yeHuuu wunu fda
ynpaensBame paboTHuumM unu aa otrnexaame aeua“ (Kohn, Punished by Rewards, 1999) .

1.7. U3Boam kbM naBa 1

C ornep nocturaHe LernTa Ha AMcepTaum oHHUs TPy B MbpBa rnaea ca U3MbiHeHu ABe 0T
3afjaumTte: M3cnenBaHy Ca CbLUHOCTTA, MEXaHW3MUTE 3a MpunaraHe W negaroruyeckute
Bb3MOXHOCTU Ha urposmsaums (gamification) B 0bpaszoBaHMETO M Ca pasKpUTW NPURMKUTE U
pasnukuTe Mexzay urpoeusauus (gamification), augaktnyecka urpa v urpa. B pesyntar Ha ToBa
MOXe [ja ce (hopMynupaT CriefHUTe U3Boau:

e B HayyHaTa nutepatypa (bbnrapcka 1 Yyxaa) e HanoxeH TePMUHBT UrPoOBM3ALMS
(gamification), KOWTO He CbLOTBETCTBA Ha WMAEATa U CbLUHOCTTA Ha KOHLEeNuUuMsTa 3a
BbBEXJaHe Ha UrpoBW MEXaHWKW B PasnUYHK NPoOLECH 1 cepy, KOATO 1ma 3a Len
[ia MOTUBMPA, aHraxupa v npusnuya notpebutenute;

e lrpoBusaumsra (gamification) He e urpa, BbMpekn Ye 13nos3Ba B KOpeHa cu gymarta
urpa;

e lrpoBusaumsra (gamification) e koHUenUMs / NPoOLEC / MHCTPYMEHT / cucTema, KosTo
BbB/MYA, aHraxupa W MOTMBMpa NOTpebuTennTe KbM yyacThe B OnpeneneHun
Npeaun3BMKaTencTBa;

e lrpoBusaumara (gamification) cbabpxa enemMeHTUTe Ha UrpuTe U OUMAAKTUYECKUTE
Wrpu: uen, npasuna, 3afauv, pesynratu, obpaTHa Bpb3Ka, NpeamsBUKaTencTBa,
KOHKYPEHLWS, B3aMOAENCTBIME, NeYeneHe Ha TOYKW U Harpaay;
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e lrpoBusaumsra (gamification) pasnonara ¢ 6orat pecypc 0T eNnemMeHTH, KOUTO NpaBaT
CbObPXaHWETO B JafieH KOHTEKCT MO-MHTEPECHO, MO-BbIHYBALLO, N0-3a6aBHO W Mo-
MOTUBMPALLO;

e lrpoBusaumsara (gamification) moxe aa ce npunoxu B 0byyeHneto. XyaHr n ComaH
npepsiaraT TEXHONOMMS 3a BHeapsiBaHe B y4ebHMSA npoLec, KOATO ce CbCToW OT neT
eTana: pasbupaHe Ha Lienesarta ayauTopus W KOHTEKCTa; onpefernsHe Ha LenuTe Ha
0By4eHneTo; CTPYKTYpUpaHe Ha onuTa; MAeHTUdUUMpaHe Ha pecypcy; npunaraHe Ha
efleMeHTUTE Ha urposusaumsaTa (gamification);

e [locTaBSHETO Ha SCHW W KOHKPETHW 0BpasoBaTenHu LEeNM MMa OCHOBHO 3HaYeH1e Npu
NnaHWpaHeTo, OpraHM3MPaHETO M NPOBEXAAHETO Ha y4ebHM YyacoBe NMOCPenCcTBOM
urposusauusTa (gamification);

e [lpunaraHeTo Ha enemeHTW Ha urposusaums (gamification) B y4ebHus npouec e
NOAYMHEHO Ha NpeaBapUTENHO onpeaeneHn y4ebHO-Bb3nUTaTeNHN Lenu;

e Heobxogum e 3agbnboveH aHanM3 Ha Bb3MOXHUTE MIPOBM EIEMEHTU W UrPOBM
MeXaHM1KK1, KOUTO MoraT Aa ce aganTupat KbM KOHKPETHOTO y4ebHO ChabpkaHue, 3a
[ia ce NOCTUrHe 0Cb3HAT, LieNeHacouyeH 1 yeneLlHo ynpaensem y4ebeH npouec;

e 3agb/mkUTENHO TpsibBa fa ce 06bpHE CneymanHo BHUMAaHUE Ha OCUrypsiBaHETO Ha
cuctema 3a obpaTHa Bpb3ka W CUCTEMA 3a Bb3HarpaxaaBaHe 1 Krnacauuu;

 YcnewHoTo npunaraHe Ha urposusaums (gamification) B obpasoBatenHus npouec
3aBWCK KAKTO OT OTIIMYHOTO MO3HABaHe Ha HeWHaTa CbLUHOCT, MEXaHW3MUTE U 3a
Bb3AENCTBME WM MeToauKata 3a paboTta € TsX, Taka M OT MNeAarorM4yeckoTo
MaWCTOPCTBO Ha yuuTens.
MABA 2. TEOPUU 3A YYEHE U UTPOBU3ALIUA (GAMIFICATION), CTUI HA YYEHE U
MOTUBALIUA
2.1 Teopuu 3a y4eHe

2.1.1. O630p Ha AedrHMLUK

Y4yeHeTO € npegMeT Ha M3CnedBaHe Ha Hayku KaTo MCWUXOMOrus, HeBpomnorus,
NOBEAEHYECKa EKONOTUS, eBOSIIOLMOHHA Teopusl, kubepHeTuka n MHOro apyru. Bceska egHa
Hay4Ha obnacTt 13nonsea pasnuyHK NOAX0A4M, 3a Aa ro onuile. HenpekbCHATO ce reHepupat
HOBM OMNpeAeneHuns, KOUTO 0TpassaBaT M AOMbIBAT Pa3MyHKU CxBallaHus. amexay ronsamoTo
pasHoobpasne OT KOHLENUMM 3a ONpeaensHe Ha yYeHETO He MOXE Aa ce TBbpAM, Ye uma
eanHomucnve. Han-o61wo y4eHeTo Moxe da ce OnuLUe KaTo ,akT Ha NpuaobrBaHe Ha HOBW UMK
MoauduLMpaHe 1 YKpenBaHe Ha CbLECTBYBALLM 3HAHWS, NOBEAEHMUS, YMEHUS, LLEHHOCTY UMK
npeanoYmMTaHns, KoUTo MoraT da goBedaTt [0 MOTEHUManHa npoMsiHa B CUHTE3WMpaHeTo Ha
WH(opmaLmsTa, JbnboYnHaTa Ha 3HaHMETO, OTHOLIEHMETO UMW NMOBEAEHNETO, CbOTBETCTBALLM
Ha Buaa 1 obxeata Ha npexussasaHusTa.” (Gross, 2010)

TeopuuTte 3a yyeHe JaBaT OCHOBMTE 3a pasbupaHe KOHUenuuuTe 3a npugobusaHe u
YCbBBPLUEHCTBAHE Ha 3HAHUS, YMEHUS N HaBULW. XBBPNSAT CBETIMHA BbPXY (DaKTOpUTE, KOUTO
BNNAST BbPXY 0By4eHneTo. ,TeopunTe 3a y4eHe ca KOHLEeNTyanHW pamKu, KOUTO OMKUCBaT Kak
WHhopMaLmsiTa ce acumuniupa, obpaboTea v 3anasea no Bpeme Ha yyeHe.“ (Chaudhary, 2013).

2.1.2. Teopuu 3a yyeHe u urposusaums (gamification)

CobluecTByBaT pasnuyHM TeOpUK 3a y4YeHe, kaTo urpoBusauuaTta (gamification) Bce owle
He Ce npuunucnsBa KbM TAX. TA € CPaBHWTESHO HOB MedarorMyeckm (PEeHOMeH, YWMIATO
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TEOPETUYHN OCHOBY He Ca M3SICHEHW. 3a [1a Ce MOKaXe, Ye TS UMa CBOW COOCTBEH, YHUKAmNEH 1
HEenoBTOPUM NoYepK B OOYYeHWETO € HeobXoaMMO da Ce CbMoCTaBi C HAKOW OT HaM-
pa3npOCTPaHEHNTE TEOPUM 3a YYEHE.

BuxeBnopusbm

BuxeBnopn3MbT (BUXENBUOPUIBM) € €4HO OT OCHOBHWUTE TEYEHMS B MCUXOMNOMUsTa, KOETO
Bb3HMKBA B Hayanoto Ha XX Bek. ETumonorusita Ha gymaTa uaBa OT aHrmuickata gyma
,oehavior‘— nosefeHne, AbpxaHue, MaHuep...

CbrnacHo ugeonornsita Ha OuxeBMOPU3MA YYEHETO Ce pasrnexga KaTto NpomsiHa B
NOBEAEHNETO, NPOAMKTYBAHA OT BbHLUHM CTUMYMKW, TO € ,HULLO NoBeYe OT npuaobusaHe Ha
HOBO NMOBEAEHMe, OCHOBAHO Ha ycroBusiTa Ha okonHata cpega“ (OnPurposeAssociates, 2011).
TeopusiTa Ha 6rxeBropu3amMa ,Ce 13non3ea kato obpasoBaTesiHa Teopus, Korato y4ebHUAT onuT
Ce OCHOBaBa Ha CTUMYI W peakUusi U Bb3HarpaxaaBallo NoBeAeHMe, KOETO e OTrOBOPK Ha
obpasoBaTtenHara Len u npeHebperaa (Mnn kopurupa) NoBEAEHME, KOETO HE € HAaCOYEHO KbM
uenta“ (Angelo State University, Theories of Education and the Online Environment). MogensTt
Ha ofy4yeHue, CbrnacHO Te3n CXBallaHWs BKMOYBA: ,TOYHO AedUHMpaHE Ha LenuTe Ha
0ByyeHune 1 TAXHOTO N3MepBaHe; M3non3saHe Ha NONOXUTENHA NOAKPena 3a MOTUBMPaHe Ha
yyawwmst; /13nonssaHe Ha NOBTOPEHMETO C LieN YCBOSIBAHE Ha NpaKTUYeCku ymeHus; PesynTar
0T 0ByyeHuneTo, a He npoueca Ha 0byyeHne” (Tynapos & [dypesa, 2008)

BMXEBMOPU3MBT MHOTO YECTO Ce OMNpeaens KaTo cTapa 1 HEHYXXHa TEOPUS 3a YYEHE, KOATO
HAIMa MSICTO B CbBpEMeHHaTa KrnacHa cTas. [poTMBHO Ha BCeOBLLOTO CXBaLLaHe Ce OKa3Ba, Ye
HEMHUST MOAEn He € OTKMBenuua. Hskou rneaHnM TOYKM CTOST B OCHOBATa Ha HOBUTE
obpasoBaTtenHu koHuenuuu, nanonasawm UKT 3a nognomaraHe Ha yyeHuunTe B 06y4EHUETO.
Woeute Ha BxeBMOpUCTUYHATA TEOPUS 3a YYeHe Ce M3MNON3BaT OT CbBPEMEHHUTE KOHLLENLMN
3a obyyeHune. Hanpumep npu npunarase Ha urposusauus (gamification) ce oTkpuBaT OCHOBHM
eNemMeHTH Ha buxesnopuama:

e OnpegensHe Ha SicHM oBpasoBaTeNHW, BbL3NUTATENHW M MPaAKTUYECKW LN Ha
0By4yeHneTo e BTOpaTa CTbrka OT mMogena Ha XyaHr u ComaH 3a urpoBusauusiTa
(gamification) Ha y4ebHus npoLec; me

e OcurypsiBa ce NoCTOsIHHA 0BpaTHa Bpb3ka 3a CTENEHTa Ha NOCTUraHe Ha LenuTe;

e CbCTaBs ce nnaH Ha ypoka, 0BMUCHIAT Ce eTanuTe B TSXHATa NOCNEA0BaTENHOCT
B3aMMHa BPb3Ka;

e YCTaHOBABAT C€ MEXaHM3MW 3a KOHCTATMpaHe MOCTUKEHUATA Ha Y4eHuuuTe B
Pa3NNYHUTE eTanu Ha ypoka;

e [IpeMuHaBaHe Npes pasnuyHK HUBA NPW JOCTUraHe Ha AMAaKTMYEeCKa Len;

e [lpunaraHe Ha NONOXWUTENHa NOAKPENa Ypes Harpaam, TOUKU, 3HAYKW 1 T.H.

MHoro yecto urpoemsauusita (gamification) ce onpegens kato noBegeHYECKM NOAXO4 B
obyyeHneTo, 3alOTO npwunara cucteMa OT CTUMYNM  (TOYKM, 3HAYKM U PasnnNYHM
Bb3HarpaxgeHus), obpatHa Bpb3ka WU MONOXUTENHA NOAKpena, 3a [a npeansBuka xenaHa
peakuus. Tpsbsa ga ce otbenexu, vye urpousaumsaTa (gamification) pssko KoHTpacTupa c
OCTaHanuTe wgen Ha 6Guxesumopuama. CbLIECTBEHM pasnuuusi Ce OTKPUBAT KaKTO BbB
Bb3rNeanTe OTHOCHO HauMHa 3a JOCTUraHe U (hOpMUPaHe Ha HOBMW 3HAHUS W YMEHUS], Taka U B
pONsATa Ha yYUTENS M yYeHnKa B y4ebHMs npoLiec. 3a pasnuka oT noBeJeHYecKaTa KnacHa crasi,
B KOSITO NpenogasaTensT JOMWUHMPa 1 3ano3HaBa 0byyYaBaHuTe C JaHHU, hakTh 1 AeurHuLmK,
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urposusaumata (gamification) noctass B LieHTbpa y4eHULMTE, KOUTO peLlasat npobnemu B
TBOpYecka atmocdepa. Ha dur. 2 ca npeacTaBeH OCHOBHUTE MPUIMKWA W PA3MMKM Mexay

BuxeBnopu3bM 1 urposusaums (gamification):
Our. 2 Mpunuky 1 pasnukn Mexay buxesnopuabm n urposusaumns (gamification):

Touku

B ueHTbpa
€ yuuTenaT

B ueHTepa e
YHEHWKBT

3Hauku

Pewwasa
npobnewmn

Harpagu

MoMHYM gaHHK
thakT

0ObpatHa Bpb3ka

CAMIFICATIg,

WagndonadV®

MonoxuTenHa
nogkpena

TBOpHYECKU
3afaum

BrHwHa Yun Hanayct
MOTHBaLMA

BbTpelwHa
MOTMBALMA

E
%
%
Q
%

KorHutmeusmom

B OykaneH npeBOA OT aHIMWIACKM e3nk gymata ,cognitive® kaTo 4acT Ha peyta e
npunaraTesHo 1 03HayaBa no3HaBaTenieH. 3HaYEHNETO Ha AymMata KOrHUTUBU3BM UHTYMTUBHO
HW HaBeX[Ja Ha MUCBSITa 3a TEOPKs, CBbP3aHa C YMCTBEHWUTE NPOLecK. durypa

CbrnacHo KOTHUTMBHATa TEOPUS YYEHETO € ,BBbTPELLEH NPOLEC, KOWTO BKMOYBA NaMeT,
MUCIEHE, pa3MKCbS1, abeTpakums, MoTuBauus u meTa nosHaHue” (Anderson, 2008). EguH ot
noAapPBXKHULMTE Ha Tean cxsallaHus € PobbpT [aHe, KOUTO passuBa Mogen 3a obpaboTka Ha
nHpopmauusTa. Crnopes Hero ,MPOMEHN B NOBEAEHMETO Ha XxopaTa M B CNOCOBHOCTUTE UM 3a
KOHKPETHO MOBEdEHME CE OCbLUECTBABA B CMEACTBME HA TEXHUS OMUT B paMKUTE Ha
onpeaeneHn aeHTMUUMpyemn cutyauun. Tesn cutyauun CTUMynupaT WHAMBUAA NO TakbB
HaumMH, Ye Ja AoHece 3a NpoMsiHaTa B noBeAeHUETO. [1poLEeCHT, KOWTO NpaBmM TakaBa NPOMSIHA,
Ce Hapuya ,y4YeHe", a cuTyauusiTa, KOSTo NOCTaBs npoLeca B AEUCTBUE, CE Hapuya cuTyaums
Ha ydyeHe.” (Gagne, Briggs, & Wager, 1992) PobbpT aHe npeanara Moaen 3a opraHunpaHe
Ha y4ebHMS NPOLEC, KOUTO Ce NOAUMHSABA Ha HAKOMKO NpuHumna: OnpeaensHe Ha pesyntaTute
0T yyeHeTo; OnpegensHe Ha Lenute Ha 0byyeHneTo; OnpeaensHe Ha nocneaoBaTeNHoCTTa.

Pesyntatute 0T YY4eHETO TOW Hapuya Bb3MOXHOCTH (CNOCOBHOCTH), KaTo Knacuduumpa
HAKOMKO BWAQ: WHTENEKTYanHW YMEHUs; KOrHUTWBHM CTpaTerun; BepbanHa uHgopmauus,
Harnacu; MOTOpPHM yMeHns. [locTuraHeTo 40 onpeaeneH Bug pesynTar OT YY4eHeTo 3aBucy OT
Pa3nNYHN YCrOBMS, KOUTO MoraT Aa 6bAaT BbHLUHM 1 BbTPELLHW 3a 00yvaemus. BbTpelwHnte
YCNOBMS Ca MHAMBUAYASTHUTE Bb3MOXHOCTH, KOUTO NPUTEXaBa BCEKW YYEHUK UK TOBA Ca BeYe
NpMaodUTUTE 3HAHMS M YMEHMS. BBHLUHMTE YCNOBWS Ce Hanarat v ynpaensear oT yuutens. Ton
M3Non3Ba PasnuYHN OM4aKTUYEeCKn MaTepuanu u CPeacTea, Ypes KoMTO ce CTpeMu OT efHa
CTpaHa [a CTUMynupa BbTPELLHUTE YCIOBUS 3a BbBEXAAHETO HA HOBM 3HaHUs. Heobxoanmute
ycnoBms 3a eheKTUBHO YYEHE, KOUTO 3acsraT BCUYKM BUOOBE y4ebHM crnocobHocTu, P. [aHe
cucTematuampa B yuebHu cvbutus: MNpusnuyase Ha BHUMaHWe; IHpopMmupaHe Ha yvallumTe 3a
uenute Ha 0byyeHneto; CTUMynMpaHe Ha NPUNOMHSIHETO Ha NPeauLLIHK 3HaHWS; peacTaBsHe
Ha cTumynupawms matepuan; OcurypsiBaHe Ha Hacoku 3a obyveHue; lNpeausBukBaHe Ha
neicteue; MpepoctaBsiHe Ha obpaTtHa Bpb3ka, OueHka Ha u3mbrHeHneTo; MNogobpssaHe Ha
3anOMHSIHETO M TpaHcdepa
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BbB BCAKO OT NpeanoxeHnte aeBeT y4ebHu cbbutus ce 3acsra goopma Ha KOMyHUKaLus,
KOSITO mognomara y4ebHus npouec U Boau 40 NOCTUraHe Ha KOHKPETHW PesynTaT OT YY4eHeTo,
NOAYMHEHMN Ha onpefernieHa Len. Te He ca 3afbIPKUTENHM 32 BCEKU KOHKPETEH YPOK, MoraT Ja
ce npunarat KoMBuHMpaHo, HO He TpsibBa fa ce pokycupar BbpXy onpefenieHa obnacr, a aa
Ce BKMOYBAT PasnuyHW LENHOCTMW.

MogensT Ha P. [aHe ocurypsiBa sicHa CTPYKTypa, KOSiTO OMKCBa Kak Ce Cb3faBart YCIoBUs
3a Y4eHe, Ype3 KOMTO KOHKPETHO y4ebHO ChabpkaHue Moxe Aa Obe aganTupaHo KbM HyxauTe
Ha BCekM yyeHuk. BkmouBa pasHOOOpasHW [EeMHOCTW, OPUEHTUPaHU KbM MOCTUraHe Ha
onpegeneHn y4ebHu pesyntaru, Nog4MHEHN Ha NPeABaPUTENHO O4YePTaHN AMAAKTUYECKN LEen.
Tow e nogxoasiua 3a Cb3gaBaHe W pa3BiBaHe Ha METOAM Ha 0ByyeHune, kouTo uanonasat VKT,
OuepTaBa MbTS N0 KOUTO MOXe fa Ce HaMepy MACTOTO U POnSTa Ha CbBPEMEHHUTE TEXHOSOTUM
B y4ebHMs npouec. BbB BCAka CTbMka MoraT Aa ce BHeAPST NOAXOASALLM: aHuMaLmu, rpadomkw,
3BYKOBU eheKTI, BUAEO, CUMYNaLK, ayano 1 BUAEO 3a CUHXPOHHU AUCKYCUM, YaT U T.H., Ypes3
KOUTO f[a ce: CTUMynupa BHUMaHWE W WHTEpPec, aKTMBU3Mpa [EeiHOCTTa, MOCTUTHE
aHraXupaHoCT, NpunaraTt 3HaHWS 1 YMEHUSI, ocurypu obpaTHa Bpb3ka 1 OLeHKa.

MogenbT Ha P. [aHe Hamupa npuUNoXeHWe W MpU OpraHWsMpaHe MrpoBuU3aLms
(gamification) Ha y4yebHusi npouec. Pas3bupaHe Ha LeneBaTa ayauToOpuUst M KOHTEKCTa,
onpegensHe uenute Ha oby4eHUeTo, CTPYKTypupaHe Ha onuTa, npurnaraHe Ha eneMeHTu Ha
nrposusaums (gamification) ca etanu oT KoHUenuusiTa Ha urposusaumusTa (gamification) Ha
y4ebHMA npouec, KOUTO ca NpsKo OTpaxeHue Ha uaeute Ha P. aHe. [leBeTTe y4yebHn cbboutns
ce BHeapsBaT npu urposmsaumst (gamification) Ha y4yebHus npouec, 6asmpaHa Ha WKT no
cnegHns HauwH (Tabmuua 1):

Tabnuua 1. leBeTTe y4ebHn cubutus u urposmusaums (gamification)

Yye6Ho cbbutue Urposusauus (gamification)

MpuBNNYaHe HA BHUMAHMETO
Ha y4eHuLuTe

3a npeaussukBaHe Ha MOONMMTCTBO M WHTEpPEC Ce M3Nonaea BWAEO,
aHumaumu,  rpacdmki,  3BYKOBM  eqpekTW,  MCTOpUS,  MUCTepus,
Npeau3BMKaTeNCTBo, NOKaHa 3a yyacTe MO eNEKTPOHHA MOLla M Ypes
counanHuTe mpexu. MpunaraT ce pasHooBpasHy 1 NpUBNEKaTENHN NOXBaTH,
Ypes KOMTO /1a Ce HachpyaT yYeHULMTE Aa y4acTeaT B y4ebHMs npoLiec.

ViHcbopMupaHe Ha yyawyute
3a LenuTe Ha 0by4YeHneTo

3agaBaT ce OnepaTMBHWTE MNpaBura, Te3u KOMTO YupedssaT peda M
yCroBUSITa 3a NpoBeXaaHe Ha obydyeHneTo, [aBaT Nocoka Ha AeicTBue
(MoBeEHME) 1 NOCOYBAT OrPAHUYEHNS.

OuyeptaBaT ce UenuTe Ha O0OY4YEeHWeTo, NpPeACTaBEeHM KaTo HuMBa W
npeau3BMKaTencTea, npes KouTo Tpsibea Aa ce npemuHe.

CtumynupaHe Ha
MPUNOMHSIHETO Ha NPEAMLLHN
3HaHus

MpemuHaBaHe Mpe3 pasnuyHM HUBA C HapacTBalla TpyAHocT. Hueata ca
B3aIMOCBbP3aHM 1 Ca NOAPELEHM B CTPOro onpeaerneH pef. B mbpeuTe HuBa
ce BKItoYBaT NPeAu3BMKaTencTBa Ui 3afadn, KOUTO ca CBbP3aHM ChC CTapy
3HaHWs 1 yMeHus. Bcsiko cneBallo HUBO Haarpaxaa 3HaHusATa U yMeHUsTa,
npugobuty B npegxogHoTo. OcurypsiBa ce noruyecka Bpb3aka Mexay ctapi u
HOBM 3HaAHUA.

lMpencTaBsHe Ha
CTUMYNMpaLLMS MaTepuarn

MpeactaBsHe Ha y4eBHOTO CbAbpXaHWe MO MHTEpEeceH, aHraxwvpaly W
BbMHYBAll HauyuH. ManonasaT ce paskas |/ UCTOpUS, MUCTepUs,
npean3BuUKaTencTBa, PUCK, HECUTYPHOCT, eMOLIWSl, KOHKYPEHLMS, KnacaLlum,
neyeneHe Ha TOYKM, 3HAYKM 1 Harpaau.

OcurypsiBaHe Ha Hacoku 3a
obyyeHve

OcurypsiBaHe Ha NOAKpena Ha y4YeHWuuTe, KOSTO Ce W3passisa B
NpedocTaBsHE Ha YKa3aHUS, HAaCOKM W KOHLENUMM 33 npeogorisiBaHe Ha
HMBaTa (QOCTUraHe W 3aTBbpX4ABaHe Ha 3HaHWs W ymeHusl). M3nonssa ce

17




KaKTO B3aWMOLENCTBME MEXOy y4acTHUUMTE B y4ebHWS mpouec, Taka W
eneMeHTH, CUMynaumun, CbobLLIEHNS 1 hyHKLMM, KOUTO CIyXaT 3a Bpbaka KbM
cneunanHo JOMbIIHUTENHO CbAbpXaHue, KOeTo Aa [Jafe ykasaHus W aa
NMoANOMOrHe paspelliaBaHeTo Ha npobnema.

Mpeaun3sukBaHe Ha aeiicteue | OTNPaBAT ce Npean3BUKaTENCTBa, KOUTO Ca MPEMEPEHN MO OTHOLLEHMe Ha
obem 1 crioxHocT. [pobnemute 3a paspellaBaHe Ca HUTO MHOMO, HUTO
TBbPAE NECHM UK crioxHn. TpsibBa Aa NpeansBUKBaT: XKenaHue 3a y4acTue;
BAbXBAT yBEPEHOCT B COOGCTBEHWTE CWUNK; Cb3daBaT HeobXoaumocT OT
fnoryyaBaHe Ha HOBM 3HAHUS W yMeHus; Bb30yxaaT nto6onNUTCTRO;
CTMMYNMPaT TBOPYECKA aKTUBHOCT W OTKPUBATENCKM AYX.

MpenocTassHe Ha obpaTHa | MpeaocTass ce MHAOpMaLWS B pearnHo BpeMe 3a CTENeHTa Ha I0CTUrHaTuTe

Bpb3ka 3HaHWa 1 ymeHusi. i3anonsear ce knacauum, CepTuduKaTi, TOUKK, 3HAYKN 1
Harpagw, KOUTO YA0CTOBEepSBAT NOCTUKEHNSITA Ha yyeHuumTe. [punaraHe Ha
noaxoasLy cogryep.

OueHKa Ha U3MbIHEHNETO Mpy NpeMMHaBaHETO Npe3 pasnMYHUTE HMBA MOXE [a Ce NpOocnean KakTo

nporpeca Ha yyeHuumTe B 06Y4EHNETO: KaKBI 3HAHUS 1 YMEHUS NPUTEXaBAT
B Ha4anoTo M B Kpas, Taka M Aa ce aHanuaupaT nocTurHaTute y4ebHo-
Bb3NUTaTENHN Lienu.

MopobpsiBaHe Ha [ombnHUTENHN HUBA (Y4ebHM MaTepuanu unu 3agauu), KOUTo ca LOCTbHM
3anOMHSIHETO M TpaHcdepa camo npu onpegeneHn ycnosus. CTuMynupaHe Ha OOMEH Ha 3HaHWA W
YMEHUS1 MexXay Y4YeHUUMTEe CbAencTBa 3a THAXHOTO 3aTBbpKAaBaHe.
lMpegocTaBsiHe Ha BbL3MOXHOCT Ha Y4YeHuUMTe fa Cb3aaeaT W passuear
cobcTBEHN 0Bpa3oBaTenHN NPOAYKTU UK Ja CbAENCTBAT NO HAKAKLB HAuMH
3a pasBMTMETO, PEPOPMIUPAHETO M ONTUMIU3MPAHETO Ha y4ebHIS NpoLEC.

KorHutMBHaTa TEOpUS 3a YYEHETO HaMUpa NpUOXeHUe B UrpoBK3aumsaTa (gamification)
Ha y4ebHus npouec, basnpara Ha UKT. 3non3saHeTo Ha BUAEO U ayamo ehekTn, aHuMaLmu,
rpacuki, CUMynaLum, CoLupanHn Mpexu, paskas / ctopus, MUCTepUs, Npeam3BMKaTencTea ca
NoaXo4sL CpeacTBa 3a Npeau3BMKBAHE KaKTO Ha BHUMaHWME W WHTEPeC, Taka M 3a
aKTyanuaupaHe Ha CTapu 3HaHUsS W BbBeXaaHe Ha HoBW. lMpunaraHeTo Ha pa3Hoobpa3Hu
n3pasHK CpeacTBa OcuUrypsisa HeobXoauMMMTE YCOBUS 3@ €PEKTUBHO yYEeHEe Ha YYEHULM C
pasnnyeH CTUN Ha y4YeHe, Ypes KoeTo nognomara obpaboTkata 1 Bb3npueMaHeTo Ha HoBaTa
WH(popmaums. CbBpPEMEHHUTE TEXHOMOrMM AaBaT Bb3MOXHOCT 3@ OCbLECTBABAHE Ha
HesabaBHa obpaTHa Bpb3ka U OLEHKa Ha NOCTUXEHUATA Ha yyeHuuuTe. MoowwpsBaHeTo Ha
NOCTKEHUSATA HA YYEHULIMTE € UAEeS, KOSTO LLIMPOKO Ce NaHeupa. [NeyeneHeTo Ha TOUKK, 3HaYKK
W Harpagu nNpu npeMuHaBaHe Npes pasfnyHK HUBa € XapakTepeH MpUitoM 3a UrpoBu3aumsTa
(gamification). CbyeTaBaHETO Ha KOTHUTMBHATa TEOPUS 3@ YYEHETO M WUrpoBM3aLMSTa
(gamification), nognnateHa C NOAXOASALM TEXHOMOMMYHW CpefcTBa 3a NpeAcTaBsHe Ha
y4ebHOTO CbabpXaHWe, BOAW 4O OpraHu3MpaHe 1 NpoBexaaHe Ha CbBpeMeHHO 0by4eHue.

KorHuTuBmuamMbT ce (hokycupa Bbpxy MO3HaBATENHUTE CMOCOOHOCTM M Mpoueck Ha
YOBELLUKOTO Cb3HaHWe. M3yyaBa BBLMPOCUTE, CBbP3aHK C NameTTa, FIOrMyeckoTo MUCTEHE,
BHUMAHMETO, Bb3NPUATUATA M C YCNOBUATA, KOUTO BIUSST BbPXY PE3yNTaTuTe OT YYEHETO.
[locTraHeTo [0 HOBW 3HAHMS U YMEHMsl, pellaBaHeTO Ha npobremu e pesyntat OT
3aabnboyeHa yMCTBeHa AeMHOCT. GYHKLUMNUTE HA YYNUTENS B TOBA OTHOLIEHME Ca MHOMO BaXHM,
3alloTO TOW MnaHMpa, CTPYKTypupa W opraHnanpa obyyeHWeTo Taka, Ye OT edHa CTpaHa Aa
OCUrypu nMraBeH MpPexod OT CTapu KbM HOBM 3HAHWS M MO TO3W HAuvMH [a YIecHu
Bb3npuemaHeTo. OT Apyra cTpaHa ce CTpeMu Aa Npuerieye BHUMAHWETO Ha ydeHuuute, da
aKTUBW3Mpa AEeMHOCTTa UM U ia Cb3aae NPeanocTaBky 3a aHanms, CUHTe3, Knacuguumupaxe u
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NPeHOC Ha MHopMaumsTa. YacT oT LenuTe 1 3agadute Ha urposmsauusTa (gamification) cbLuo
Ca HacoYeHM KbM MOCTUraHe Ha BMCOKA MO3HaBaTenHaTa OEWHOCT W pasBuUTHE Ha
WHTENEKTyanHUTe CrnocoBHOCTU Ha ydyeHuuuTe. lNpunaraikm UrpoBU ENEMEHTU U TEXHUKM,
nognomara W yrecHsiBa ydyeHeto. B KorHuTMBHaTa nuTepaTypa Ce cpella MeTadopata
,HOBELLKUSAT YM € KOMMIOTbP“. TOBa CpaBHEHWe npegrnonara, Ye Ta3u Teopusi ce KOHLEHTpUpa
BbpXy TOBa Kak ce nonyyasa, 0b6pabotsa 1 CbxpaHsiBa MH(OpMaLMSTa U He Ce 3aHWMaBa C
BbTPELLHY NPEXMBABAHUS Ha YYEHULMTE, C NPUCHLUMTE 3a YOBEKA eMoLumn 1 YyBCTBa. B To3K
acnekT ce oTkpusaT pasnuuns. Wrposusauusta (gamification) e katanusatop Ha 4yBCTBa U
emouun. Bcekn eanH HeWH enemeHT JOKOCBa 1 NPOBOKMPaA MO e4MH UK APYr HAYWMH YOBeLLKaTa
OYLWEBHOCT. M3Mn0n3Ba YOBELLKUTE XenaHus, MeyTu n ambuLum, 3a aa noCTUrHe LieneHacoqeHo
noseaeHne. Ha ®ur. 3. ca npeacTaBeH OCHOBHUTE MPUIMKA U PasfiuK Mexay KOrHUTMBHAaTa
TEOpUS 3a y4YeHe v urposusaumsTa (gamification).

4 N KorHuTtuBHaTa TEOpUs ce KOHLEHTPUPa BbpXY
AocTuraHeTo 10 HOBY 3HAHMSA 1 YMEHMWS, TOBA KakK Ce nonyyaea, 0bpaboTBa 1 cbXpaHsBa
peLLaBaHeTo Ha npobnemm € pesyntar ot — MHOpMaLKsTa 1 He Ce 3aHMMaBa C BbTPELUHH
3afbniboyeHa yMCTBEHa ABAHOCT. NPEXMBABAHNA Ha YYeHULUTE, C NMpUCHLLUTE 3a
CbapaBaHe Ha NpeanocTaBKM 3a aHarnms, CUHTeS, oot B RIUTR a2

| knacudmumMpaHe 1 NPEHOC Ha MHGhopMaLMsTa. -
MocTuraHe Ha BUCOKa NO3HABaTENHaTa [efiHoCT. WrposusaLmsita (gamification) e kaTanusatop Ha
Pa3BWTWE Ha MHTENeKTYanH1TE CnocoBHOCTH Ha | HyBCTBa 1 EMOLIN. I/Isgonssa HoseLukiTe
yuEHMLTE KeNnaHms, MeuTV U ambuLyK, 3a aa NocTUrHe

\ ) LileNeHaCoYEHO NOBEAEHME.

.

dur. 3 Mpunukn 1 pasnuku Mexay KOrHUTUBHATa TEOpUS 3a y4eHe 1 urposusauuaTa (gamification).

KoHCTpyKTUBU3BM

B eTumonormyeH acnekt TepMUHBT KOHCTPYKTUBM3BM MMa NATUHCKA MPOW3XOA.
[pounsnu3aa ot gymarta “construct’, KOSITo € MHano NpuyacTue Ha rnarona ,construere®, KOTo
ce obpasyBa upe3 KOHCTpykuusiTa: ,con (c, 3aegHo) + ,struere” (u3rpaxgam, ctpos). B
aHrmunckus eank “construct’ ce mM3nonsea CbC 3HAYEHWETO: Ja Ce WU3rpaau HELWOo unn aa ce
cbbepat pasnuyHn yacTtu, 3a Aa ce obpasyBa HeWo HOBO. TOBa ThbiKyBaHe Ha CMMCbNA Ha
[ymara 0TpassiBa €4HO3HAYHO Bb3rNeAnTe Ha KOHCTPYKTUBUCTKATa TEOPUS 3a yYeHe, Cropea
KOWTO ,HOBW 3HAHMA Ce M3rpaxaat BbpXy OCHOBaTa Ha npeauwwHmn 3HaHus“ (Hoover, 1996).

KOHCTPYKTMBMCTKMTE Bb3rNEAM 3a 3HAHWMETO Ca CBbP3aHM C HayuHa 3a hopMupaHe U
[OCTUraHe 0 HOBW 3HaHUS U yMeHusi. Te ce pokycupaT BbpXy AEMHOCTUTE HA YYeHUUuUTE,
[aBaT Maeu 3a opraHusnpaHe Ha obyyeHne obbpHATO KbM 0by4aBaHUTE, KbM pa3BuBaHe M
YCbBBbPLUEHCTBAHE HA TEXHUTE YHUKAMHM Bb3MOXHOCTM M KOMNETEHTHOCTU. B pamkuTe Ha Tasm
TEOPUS 3HaHUsATA He Ce NomyyaBaT HaroTOBO, TE He ca roTOB ,MPOAYKT®, KOUTO TpsibBa Aa ce
npveme, 3anoMHK (HansycTu) 1 Bb3nNponsseae. 3HaHMETO Ce pasrnexaa kato NpoLec, B KOWTO
YYEHUUMTE M3MBbAHABAT rnaBHa pons. OT MacMBHM y4aCTHWUUM CE MPEBpbLUAT B aKTUBHM
OENCTBaLLM NnLa, B OTKPUBATENN Ha HOBW UaEeW. Te N3Non3BaT HaTpynaHUTe 3HaHWS W ONKT, 3a
[ia Cb3aBart, NPOBEPAT 1 OTXBLPIIAT XUMOTE3N. M3BbPLUIBAT EKCNEPUMEHTM U PELLABAT pearHu
npobremu, yyaT ce OT YCnexuTe 1 rpeLukuTe. Besko 4OCTUrHATO 3HaHME e NPEeXMBSABaHE, KOETO
OCTaBa TpaWHu Cneay B Cb3HAHWETO M CTaBa YacT OT CTPYKTypaTa Ha NO3HaHWETO. YYeHuuuTe
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CW CbTPYAHMYAT NOMEXIY C1, CNOAENST CBOS ONUT U JOCTKEHUS. BCMYKO TOBa He 03HaYaBa,
Ye pondta Ha yuutens B y4yebHua npouec ce OTXBbpNA unuM npeHebpersa OT
KOHCTPYKTMBMCTUTE. HanpoTKB, TOM 3aeMa CBOETO 3HAYMMO MSICTO, HO Ce U3MEHSAT HAKOM OT
(yHKUMMTE My. B KOHCTpYKTMBMCTKAaTa TEOpUS 3@ Y4YeHe yuuTenaT npectaBa Aa Obge
pasnpoCTpaHUTEN Ha WHMOpPMaLMs W CcTaBa NOCPEAHWK Ha 3HaHus. [lpeycTaHoBsBa
OOMUHUpALLMTE CW AENCTBMS W faBa cBoOOAa ¥ Bb3MOXHOCT Ha YYEHUUMTE [a reHepupar,
peanuaupart u cnogensar ugeute cu. MNognomara TaxHaTa pabotaTa u npean3BukBa ObLLIMPHY
OMCKYCUM, YpE3 KOUTO Ce CTPEMM a NPOBOKMPa NOONMTCTBOTO UM, ia aHraxupa BHUMAHUETO
WM 1 Aa 1 NOATUKHE KbM 3a4bNB0YEHN aHANNUTUKO-CUHTETUYHM pasChxaeHus. [pn oueHsBaHe
paboTaTa Ha y4eHMLMTE Ce B3Ma NOZ BHUMAHME TAXHATa NO3nLMS KbM KOHKPETEH BbMPOC: Kak
BHWKBAT B CbLUHOCTTA Ha NpobnemuTe, Kak ce OpUeHTUpaT U U3NoN3BaT U3BECTHIUTE dhakTL, Kak
paskpuBaT NPUYMHHO-CNIEACTBEHUTE BPBL3KW. BMCOKO Ce LieHu 1 NooLupsiBa Cb3HaTenHaTa u
TBOPYECKA aKTUBHOCT, KPeaTUBHOCTTA, OPUTMHANHOTO MUCIIEHE W HaYMHA Ha OTKPUBAHE Ha
NPaBUMHUTE peLleHns N aencTBus. [lonyckaHeTo Ha rpelwkn He Ce OCbXaa M Hakassa OT
YYUTENS, @ Ce pasrnexaa kaTo YacT OT MbTA 3a 4OCTUraHe [0 HOBW 3HaHUS.

Woeonorusita Ha KOHCTPYKTMBM3MA MMa CUIHO BRMSIHUE BbPXY MHOMO yunTenu. Toea e
npuvuMHa ga ce npeanpuemat pedopmu Npu OpraHn3MpaHeTo U NPOBEXOAHETO Ha Y4ebHUS
npouec. 3a pasnuka OT TPagUUMOHHUTE KNacHU CTau, Npu KOUTO OOYYEHUETO € ,HanoXeHO
oTrope v oTBbH" (Dewey, 1938), ToeCT yuutenute aaBat MHOPMaLMS, @ YYEHULMTE Ca AMTbXHM
[a A npuemaT W Bb3NPOM3BEXOAT, B KOHCTPYKTMBMCTKATa KnacHa CTasi Ce npoBexaa
WHOYKTUBHO 0ByyeHne (MOTOKLT OT MH(OPMALMA € HAacOYeH OT YacTHOTO, eAUHUYHOTO KbM
0610T0). ,KOHCTPYKTUBUCTKUTE KMAcHM CTan ca CTPYKTYpUpaHW Taka, Ye yJawure ce aa bbaar
NOTOMEHN B MPEXMBSBAHWS, B KOMTO T€ MOraT Aa Ce 3aHWMaBaT CbC CbAbPXaTesiHO
ncnegBaHe M [Jeicteue, BbOOpaxeHWe, TBOPYECTBO, B3aWMOAENCTBME, CLCTaBSHE Ha
xmnotesun 1 cobcteeHo MHeHue.” (Gray, 1997)

[l. VoHaceH (Jonassen D. , 1999) onucsa Mofen 3a Cb3faBaHe Ha KOHCTPYKTUBUCTKA
y4ebHa cpena. OCHOBHWUTE MOMEHTM BKOYBAT:

e [1360p Ha nogxopsw, npobnem (BbAPOC, Kasyc, NPoekT), AedmHMpaHe Ha 3agauu,
oTpassiBaLy LenTa Ha 0By4eHneTo, KOSITO e OnopHaTa TouKa B MoAena.

e CBbp3aHW crnyvyam — pasrnexgaHute npobnemm tpsabea aa 6baaT 06BbP3aHN Chbe
CTapy 3HaHWUS UNW NPEaULLIEH ONUT, KOWTO MOXE [a Ce NPEHece B HOBATa CUTYyaLMs.

e VH(hopMaUMOHHM pecypc — NpedoCTaBsHE WM OCUTYpsiBAHE Ha [JOCTbN A0
W3TOYHULM Ha MHOPMaLUMS, KOATO noanomara pa3bupaHeTo U M3MbIHEHUETO Ha
nocTaBeHata 3agava.

o KOrHWTWUBHWM WHCTPYMEHTU (MHCTPYMEHTM 3@ W3rpaxgaHe Ha 3HaHWs) — CPeacTsa,
KouTo nognomarat ¥ obnekyaeat paboTata Ha YvyeHWUMTE NpW pellaBaHe Ha
NOCTaBEHUTE 3aJaun.

e VHCTpYMEHTM 3a pasroBOp M CbTPyaHMYeCTBO — CbBpemeHHuTe WKT ocurypsisat
Borat Habop OT pecypcy 3a CBbP3BaHE Ha Xopa C 0bLLUM UHTEPECU U UM NPeSoCTaBAT
cpeaa 3a KOMyHUKaLms.

e CoumanHa / KOHTEeKCTyanHa noakpena — yCrnewHoTO BHeApsABaHe Ha MOZENa 3aBucK
OT HSAKOJIKO (pakTopa:
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B KOHCTPYKTMBMCTKUTE y4ebHM cpeam yueHuuuTe Tpsbea: 4a uscrneasar; aa gopmynupat
TOBA, KOETO 3HasAT M ca HayuWnK; a pasChxaasar (4a Cb3fasar XMnoTesun 1 NpeanorioxXeHuns);
[a KOHCTpyuWpaT U npunarat CBOMTE TEOpWUM U MOLENW; [a aHanusupat ToBa, KOeTo ca
Hanpasuu... (Jonassen D. , 1999).

KOHCTpYKTUBMCTKUTE TEOpUW 3a yYeHe ce WU3MOJ3BaT M HamupaT Npsko OTPaxeHue B
KOHUenuuuTe Ha urposnsauus (gamification). BbB BCeku eTan OT neT CTLMKOBUS MOZeN Ha
XyaHr u ComaH 3a wurpoBusaums (gamification) Ha y4eBHMA npouec NpPOHMKBAT
KOHCPYKTMBUCTKUTE naeun. Taka Hanpumep:

e YyebHusT npouec e cbobpaseH ¢ NOTPeBHOCTUTE, MHTEPECUTE M CMOCOBHOCTUTE Ha
yYEHULMTE;

e [locTaBAHETO Ha SICHW, TOYHWM U M3MepuMu 0Opa3oBaTENHM, Bb3NUTATENHU U
NPaKTUYECKN LENWM Nexyu B OCHOBaTa Ha BCekM Mogen Ha obyyeHue. Te ca
(byHOAMEHTDBT, BbPXY KOMTO ce m3rpaxgda uenus yyebeH npouec. OT Tax 3aBuUCK
n3bOpbT Ha cTpaTerum 3a 0byyeHre B KOHTEKCTa Ha KOHKPETHA TEOPUS 3a YYeHe;

e CTpyKTypupaHe Ha oOnWTa € CTbMKaTa, KOATO € M3UANO NOoAYMHeHa Ha
KOHCTPYKTUBUCTKUTE WOeU. YYebHWAT maTtepuan e CTPYKTypupaH B JIOTUYECKM
CBbP3aHN HWBa W NMPU NPEMUHABAHETO Mpe3 TSX Ce OCLLIECTBSBA BPb3Ka Mexay
CTapu 1 HOBM 3HaHNS;

o OOy4yeHMETO € OPUEHTUPAHO KbM YYEHULUTE U YYUTENAT He urpae AOMUHMpaLla
pons. Yuntensr opraHusupa y4ebHus npouec no TakbB HauumH, Ye obyyaBaHuTe Aa
npexueesdT yyeHeTo. Cb3gaBa nedarornyecku cutyauuu, B Kouto obyyvaBaHuTe
CTaBaT aKTUBHW Y4aCTHULM. YYeHULUTE He nonyyasat MHopMauusTa HaroToBo, Te
pasuMTaTt Ha COBCTBEHUTE CU 3HAHUSA U YMEHMS, 3a [ja peLlaT KOHKPETEH npobrem u
[ia NPEMMHAT Ha creaBaLlo HUBO. /13non3eaT ce UrpoBK TEXHUKM U ENIEMEHTH, Ypes
KOWTO Ce Npean3BuKBa MHTEpeC 1 xenaHue 3a pabota. MpeasuaeHn ca MHCTPYMEHTH
3a MOMOLL, 1 B3aMMOMOMOLL, KOUTO NoArnoMaraT W ynecHsBaT y4eHeTo. 10 To3u HauuH
YYUTENAT aHraxupa, MOTVUBMPA W BObXHOBSIBA CBOWTE Y4YeHMUM, Aa OTKpMBAT W
NPeOTKPMBAT 3HAHUS;

e lrpoBusaumsaTa (gamification) nputexasa Habop oT enemeHTu (rungum / otbopw,
couuanHa Mmpexa, couuanHo npuobliasaHe W Apyru), Ypes KOUTO ce Hacbpyasa
obulyBaHeTo, [Auanora W YCTaHOBSBAHETO Ha COLMAanHW B3aWMOOTHOLUEHMS.
[MocpeacTBOM B3aMMOAENCTBUETO C ApYrv Xopa ce Nognomara 1 CTUMynupa y4eHeTo,
3HaHUsTa ce u3rpaxaar ¢ nomoLyTa Ha 0bMeH Ha onuT 1 nHopmaums. Tasu uges e
XapakTepHa 3a T.Hap. KOMyHaneH (0BLWHOCTEH) KOHCTPYKTUBM3bM, MpPU KOWTO
L,YYEHNUMTE HEe CamO m3rpaxgaT cBouTe COOCTBEHW 3HAHUS (KOHCTPYKTMBM3BM) B
pesynTaTt Ha B3aMMOLENCTBME C TAXHATa cpeda (coumaneH KOHCTPYKTUBU3BM ), HO
CbLLO Taka ca akTUBHO aHraXupaHu B NpoLeca Ha usrpaxgaHe Ha 3HaHus 3a TsxHaTa
obpasoarenHa obwHocT* (Tangney, FitzGibbon, Savage, Mehan, & Holmes, 2001);

o VKT ocurypsisat Borata nanutpa OT pecypcu 3a M3MbiHeHWe Ha pasHoobpasHu
y4ebHn peiHocTn. TexHonoruuTe ce MHTerpupat B y4ebHWs npouec, Taka ye fa
NOANOMOrHaT y4eHeTo, CTUMYNMPAT MUCTIEHETO M aHraxupaT yYeHuuuTe.

KOHCTpYKTMBMCTKUTE MOEM 3a y4eHe HamupaT MPsSKO OTPaxeHWe B MrpoBu3aumsTa
(gamification). [lopu urposusauusTta (gamification) ce kBanuuumpa OT HAKOW y4eHU KaTo
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,KOHCTPYKTMBMCTKM noaxon’ (Hoobler, 2016). W aBeTe KoHUeNLuu ca HAacOYeHN KbM Cb3faBaHe
Ha y4yebHa cpefa, B KOSTO YYEHUUMTE Ce yvaT upe3 aKTUBHO AEUCTBME W B3aUMOLENCTBUE.
CbrnacHo TexHUTe Bb3rneay 3HaHWETO He Ce Mpenojasa, a Ce uarpaxga. Yyenuumte ce
NnocTaBAT B LEHTbpa Ha Yy4yebHus npouec, a yuutendar e acunatop. CbrinacHo
KOHCTPYKTUBUCKUTE BbB3rNeaM YYEHUUMTE yyacTBaT aKTMBHO B Y4ebHMA npouec, KOeTo
npegnornara n3nosi3eaHe Ha METOAM, TEXHWUKW U UHCTPYMEHTU 3a CTUMYNMUPAHE W aHraxupaHe.
ToBa e B CMHXPOH C KOHUenuuuTe Ha urposmsauusata (gamification), KoSTO € U3KIMIOYUTENHO
OWHaMUYHa, WHTEpPaKTMBHA, LeNeHacoyeHa M Cb3fdaBa 3aBnafssaliy, nogobHu Ha wrpa
npexvBsaBaHus. PasnukaTa mexzay ABeTe Uaen e MHOTO ThHKa, HO (PyHAAMeHTanHa: HaYnHbT
No KOUTO YyyeHuuuTe y4yaT. KOHCTPYKTUBMCTKaTa Teopus 3afaBa pamkata: Y4YeHuuuTe
M3rpaxaaT NUYHN UHTEPNpeTauun 3a CBeTa Bb3 OCHOBA Ha MHAMBMAYANHW NPEXUBABAHUS U
B3aumogencteus® (A.Ertmer & J.Newby, 1993 ), a urpoeusauusra (gamification) npegocraes
XeTeporeHHa, afanTuBHa W AMHaMUYHA CTPYKTYpa 3a JOCTUraHe 0 HOBM 3HaHUS, TOECT He ce
OrpaHnyaBa C KOHKPETEH MPUIOM.

OT HanpaBeHus nuTepaTypeH 0630p ce Buxaa, Ye urposusaumsaTta (gamification) uma
MHOMo 06K naen ¢ Guxesnopnuama, KOrHUTUBIU3MA W KOHCTPYKTUBK3MA, HO MpUTEXaBa CBOVA
COOCTBEH, YHUKANEH 1 HEMOBTOPUM noyepk. MrposusaumaTta (gamification) e dheHOMeH, KonTo
BCE OLLE HE € JoCTaTbyHO 40Ope M3cneaBaH U NUNCBAT EMMIUPUYHI AaHHW, KOUTO MO SICEH U
KaTeropuyeH HaumMH moraTt da e Knacudmumpar Kato Teopus 3a yyeHe. He ca ycTaHOBEHM
6e3CrnopHN 1 eQHO3HAYHK OTTOBOPM Ha BbMpocuTe: ,Kak ce ocbLiecTBsiBa 00y4eHNeTo? Kom
(hakTopu BNMAAT BbpXy yyeHeTo? Kaka e ponsdta Ha nametta? KakBa e ponsta Ha
MoTuBauusaTa? Kak ce npunarat 3HaHusTa? Kakeu Buaose obyyeHne ce obscHsasat Hail-gobpe
Cc Ta3n Teopua?” (Schunk, 2012), kKouTo pasrpaHuyaBaT BCSKa TEOPUS HA YYEHE OT ApyruTe.
OTtroBopuTE Ha BCEKM efWH OT MOCTABEHWUTE BBLMPOCKM MNPAKTUYECKM HU HAcoyBa KbM
CTpaTternnTe, TakTUKUTE U TEXHWUKUTE 3@ 0BYYEHME Ha HAKOS OT OCHOBHWUTE TEOPUM 3@ YYEHE:
OV1XeBMOPU3BM, KOTHUTUBM3BM U KOHCTPYKTUBM3bM. B MHOrO OTHOLIEHWe ce Habntoaasa
NPWUNOKpPKUBaHe Ha Bb3rNeauTe U urposusaumaTa (gamification) He MoXe fja ce NPUYUCIIN HUTO
KbM KOHKPETHO TeYeHue, HUTO [a Ce O4epTasdT MHAMBMAYanHW TEOPETUYHU Chelnduku.
OueBngHO B OCHOBaTa M IexaT MOeWTe Ha TPUTE YCTAHOBEHWM KOHLENUUU 3a Y4eHe.
WHTErpnpaHeTo Ha KOPeHO pasnunyHK Bb3rnean Boau [0 YHUKANeH U MHOBATMBEH Moaxod, ©
XapaKTePUCTUKM KOUTO B3aMMHO Ce AOMbIBAT, YCbBbPLIEHCTBAT M NOBULLABAT e(DEKTUBHOCTTA
Ha y4ebHus npovec.

2.1.3. Teopuwm 3a yyeHe n UKT

B CbBpeMeHHWS BMCOKO [OMHAMWYEH M TEXHOSOMMYEH CBAT OCTapenuTe MEeTOAM Ha
npenogaBaHe 1 y4eHe CTaBaT BCe No-HeeeKTUBHW. BbBexaar ce MHOBaTUBHYM NOAX04M, KOUTO
nuterpupat UKT B yuebHaTa fenHocT. [osiBsBa ce T.Hap. eNeKTPOHHO 00y4YeHue - ,M3Mnos3BaHe
Ha MH(OPMALIMOHHM N KOMMIOTBPHM TEXHONOMNM 3a Cb3gaBaHe Ha yuebeH onut* (Horton, 2006).
Tasn hopmMynMpoBKa € LUMPOKO CMeKTbpHa 1 Jomycka npunaraHe B y4ebHNS NpoLec KakTo Ha
BCUYKM MCUXOMNOro — nefaroryeckn Teopun W HanpasfieHUs 3a y4YeHe, Taka U Ha ronsgmoTo
pasHoobpasne 0T TEXHOSOTMYHU pecypcu. He ce NoCTaBAT paMKOBW OrpaHUYEHUs!, a No-CKOpo
ce nogyeprasa ponsaTa Ha TexHonoruute. KT ca MHCTPYMEHT 3a 13BbpLUBaHE Ha PasrnyHu
y4eOHM JEeHOCTM, KOUTO Ca NOAYMHEHN Ha KOHKPETHA Neaarornyecka Len, 3aLloTo ,y4eHuumTe
Ce y4aT upe3 W3MOn3BaHeTo Ha TexHonorusaTa, a He oT Hes* (Howland, Jonassen, & Marra,

2011). Bcuyko ToBa HaBexaa Ha MUCHLITA, Ye MOEUTE Ha YTBbPLEHUTE TeOpuUK 3a yyYeHe —
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BUXeBNOPUIBM, KOTHUTUBU3BM W KOHCTPYKTUBU3BM Ca NPUIOXUMM U B CbBPEMEHHUTE YCIOBUS.
B 3aBMCUMOCT OT 06pa3oBaTerHUTE HYXOM Ce U3NON3BaT PasnyHK KOHLENLMM, NOAKPENEH C
nogxogswa texHonorus. WMKT npegocTaBAT OrpOMHM Bb3MOXHOCT 3a OCbLUECTBSBAHE Ha
pasnnyHu yuebHu genHocTu. Te ca CpeacTBO 3a peanuanpaHe Ha OCHOBHWUTE UAEN W KOHLLENLMM
Ha YTBbPLAEHUTE TEOPUM 3a YYEHE, KOETO UM MpKaaBa HOBA M CbBPEMEHHA BU3MS.
2.2. CTunoBe Ha y4yeHe

Korato roBopum 3a CTun, OBMKHOBEHO MWUCHATA HW CE HAco4yBa KbM HELLO, KOETO
npuTexaBa OTANYMTESTHU XapaKTEPUCTUKN U € YHUKANHO camo no cebe cu. TEpMUHBT € MHOO
LUMPOK W MPaKTUYEeCKM Ce U3Mon3Ba BbB BCAKA Cdepa Ha YOBELLKWS XKMBOT. €3UKO3HaHMe,
W3KyCTBO3HaHMWe, eCTeTUKaTa, NCUXONOrus, COLMOIIONis, TeOpust Ha NO3HAHWMETO U MHOTO APYTK,
TOW ,Bb3HWKBA TaM W CaMO TaM, KbETO efHa AeMHOCT MOXe [a Ce OCbLUECTBU N0 pasnyHu
MbTULLA U CYBeKTHT Ha AENHOCTTa MOXE 1 € ANbXEH fa u3bepe eauH OT TsX, AaXe ako ToW He
OCb3HaBa, Ye cTou npeg u3bop* (Pyces, 2016). B HayyHaTa nuTepaTtypaTa ce cpeLiat MHOro
Pa3NNYHN FMEeSHN TOYKM OTHOCHO Ae(UHMPAHETO CTUM HA YYEHE: ,Harnacu, NpeanoynTaHmus
Unn 0buyanHu cTpaTternu, KOMTo ONpPeaensiT HauUMHUTE Ha Bb3npUeMaHe, MOMHEHE, MUCIIEHE
peLLaBaHe Ha npobnemun” (Messick, 1976); ,KOTHUTUBHM, ahEKTUBHI 1 (IU3MONOMNYHM hakTopy,
KOWTO Ca mokasaTenu 3a TOBa Kak yyalyuTe Bb3npuemart, B3aMMOLENCTBAT U OTroBapsaT Ha
yyebHa cpepa“ (Keefe, 1979); ,06pazoBaTenHN YCNoBUS, NPY KOUTO YHEHUKBT € Haln-BEPOSITHO
na Hayuu* (Stewart & Felicetti, 1992). ,MoeHTuduumpanm ca noseye ot 70 mogena u teopum,
onucaawm ctuna Ha yyeHe (Coffield, Moseley, Hall, & Ecclestone, 2004). B 3aBucumocT ot ToBa
kak YoBek 0bpaboTea nHopmauusta Howard Gardner paspaboTsa Teopusi 3a MHOXECTBEHATa
nutenmureHTHoCT (Multiple Intelligences) (MI). Ton pasrnexga MHTENWUrEHTHOCTUTE ,KaTo
BroncKUXonorMyHn Bb3MOXHOCTH 3a 0bpaboTka Ha uHdopmaumsaTa“ (Gardner, 1999) . Cnopen
HEero WHTENMreHTHOCTUTE Ca:

e HaTypanuctuiHa WHTESNIMIEHTHOCT — ,MPUPOAHA OpUEHTaUMS; MAEHTUDMKALMS C
KMBUTE OPraHW3Mu v TSIXHaTa Cpeaa; YMEHMS 3a OpUEHTUPaHe, HAMMPAHETO Ha 06LLY
YepTU MEXOY ENIEMEHTUTE; KaTeropusupaHe - UOeHTUUUMPaHe Ha KaTeropum no
OCHOBHW XapaKTePUCTUKW; MEPapXUM4YHO MUCNEHE - OLEHsIBAHE Ha TEKCTOBE MO
3HaAYMMOCT ¥ Bpb3Ka; cxemaTiyHa namet* (Gardner, 1999);

e My3sukanHa WHTENUrEHTHOCT — ,CIyXOBa OpPWEHTAUMs - MOBWLIEHA CIyXOBa
CNOCOBHOCT; MOENMPaHe TbPCEHE Ha BCUYKM BUAOBE MOLENM, @ HE CaMO B 3BYKa,
PE30HaHC - WAEHTUMKAUMA C MOOENW KaToO W3pa3 Ha OmWUT, ayaudukauus -
MY3MKasiHO MUCTIEHE BMECTO NMHMBUCTUYHO MucneHe” (Gardner, 1999);

e Jlornyecko-matemaTyecka UHTENUIEHTHOCT — JIMHEMHO MUCIIEHE — ThPCEHE Ha pes
W NOCnefoBaTENHOCT B CBeTa; KOHKPETHO MUCNEHe — pa3buBaHe Ha cuctemarta Ha
HEHWTE KOMMOHEHTW; abCTPaKTHO MMCIIEHE - W3MOS3BAHE Ha CUMBOMM, KOMUTO
NPeacTaBnsABaT KOHKPETHU MAEWN; NPUYUHHO-CNIEACTBEHN BPB3KN - MOEHTU(MULMPaHE
Ha NpuyMHaTa u CNeACTBUETO B CUCTEMATA; CROXHW onepauuy — U3MbiHsSBaHE Ha
cnoxuu anroputmu’ (Gardner, 1999);

e Ek3ucTeHuManHa MHTENUreHTHOCT — ,KOMEKTUBHO Cb3HaHWE - Bb3MOXHOCTTA Aa ce
BMAM KaK HEeLLO Ce 0THAcA [0 ronsamMarta KapTuHa; KONeKTUBHW CTOMHOCTY - pa3bupaHe
Ha Krnacuyeckute 3anagHu LEHHOCTH 3a UCTMHaTa, fobpoTaTta 1 KpacoTaTa; KpanHa
uTepauus - cnocobHocTTa ga ce 0bobuiaBat getannute B No-ronsaMoTo pasbupaHe;
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WHTYUTUBHA UTEpaLMs - OT3MBYMBOCT KbM HEMATEpUanH1TE Ka4yecTBa Ha ToBa Ja Cu
yoBeK, OWUMO TO B OTFOBOP HAa M3KYyCTBOTO, (DMUMOCOQICKA WM PENUTMO3HM
nobpogetenu (Gardner, 1999);

e VlHTepnepcoHanHa WHTESIMrEHTHOCT — ,CbBMECTHU YMEHUS - Bb3MOXHOCT 3a
CbBMECTHO M3MbIIHEHWe Ha 3ajays C [pyrv Xopa; KOOoMepaTuMBHW Harnacu -
XENaHWeTOo Ja ce Npeasioku 1 npueme HOBOZOLUMUS; NMAEPCTBO - NpU3HaBaHe OT
BPBCTHULMTE CU KaTO HAKOW, KOMTO Aa CrieaBart; coumarHto BrmsiHue - cnocobHocTTa
na ybexpgasall gpyruTe; couuarnHa emnaTus - OCb3HaBaHE M 3arpuXeHOCT KbM
OpYyruTe; counanHa Bpb3ka - YMEHWe 3a MO-3HaYUTENHO CBbp3BaHe C Apyrute”
(Gardner, 1999);

e KMHECTMYHA WHTENMIEHTHOCT — ,CEH30PHOCT — U3BEXAaHe Ha MHopMaLmsTa Ypes
TENECHO Bb3NpusTUE; PePrekTUBHOCT - Bbp3a 1 UHTYUTUBHA peakLmst Ha rU3nYecku
CTUMYNK; TaKTUAHOCT — MOKasBaHe Ha [oOpe pas3BUTM [OBUraTesiHu YMEHUS,
KOHKPETHOCT — M3pas3siBaHe Ha YyBCTBA M MOEW Ype3 OBUMKEHWS; KOOPAMHUPAHOCT —
OEMOHCTPUPAHE Ha CPBYHOCT, ObpanHa, MbBKABOCT, 6anaHC ¥ paBHOBECME;
OPUMEHTUPAHOCT KbM 33[ja4nTe — CTPeMeX KbM yyeHe ypes aenHoct.” (Gardner, 1999);

e BepbanHO-NIMHrBUCTMYHA MHTENIUTEHTHOCT — ,MWUCMIEHE UM  3aMOMHSHE 4pe3
BbTPELLHUS e3UK; PyHKLMOHANHA rpaMOTHOCT - pasbupaHe npasunarta n yHKUMmTe
Ha es3uka; camoperynauus - aHanuaupaHe cobcTBeHaTa ynoTpeba Ha esuka;
ajanTauus - npunaraHe npaeBuiaTa Ha e31ka KbM HOBYW M PasfiniHN KOHTEKCTH; YCTHO
n3passiBaHe- 0bsicHsIBaHe 1 13passiBaHe Ha cebe ¢ BepbanHo; NMCMEHO n3passiBaHe
- 0bsicHsABaHe 1 u3passiBaHe Ha cebe cu B nucmeH Bug’ (Gardner, 1999);

e VHTpanepcoHanHa WHTENMIEHTHOCT — ,adeKTUBHA UHPOPMUPAHOCT - NO3HABAHETO
Ha cOOCTBEHWTE 4yBCTBA, Harnmack M NEpCnekTMBM, eTUYHa WMHMOPMMPAHOCT -
OnpeaensHeTO Ha e4nH OT NPUHLMNUTE 1 MOPaNHWUTE NPUOPUTETU; Camoperynauus -
KOHTPON Ha COBCTBEHWTE MWUCNK, AEACTBMS U NOBEOEHME; MeTarno3HaHue -
WHGOpMMpaHOCT 3a cobeTBeHnTe MucnosHK npoueck” (Gardner, 1999);

e [1poCTpaHCTBEHO-BIU3YaNHA UHTENUIEHTHOCT — ,MPOCTPAHCTBEHA UHDOPMMPAHOCT -
pelwaBaHe Ha npobremy 4pe3 M3NON3BaHe Ha MNPOCTPAHCTBEHA OpUEHTaLMS;
HenocnegoBaTENHO MUCNEHE - PA3NNYHN HAYWMHK HA MUCTIEHE; 3pUTENHa OCTpOoTa -
OLEHKA Ha MHgOopMaUmMaTa, Bb3 OCHOBA Ha MPUHUMNNTE HAa AM3aiHa M ecTeTukaTa;
BbOOpaxeHne — TbPCSAT Ce Bb3MOXHOCTUTE, Npeay Aa ce Npunoxar BbB hu3nyeckns
CBAT, Manka ABuraTeriHa KoopauHaums - Cb3gaBaHe, uarpaxaaHe, opraHusupaHe,
nekopupare* (Gardner, 1999);

Walter McKenzie (McKenzie, 2005) cuctematmsupa pasfiyHUTE UHTEMUIEHTHOCTMU KaTo

M rpynupa B JOMENHN: MHTEPAKTMBEH (BKMOYBa BepbanHa, MHTEpnepCoHarHa 1 KUHecTaTu4Ha

WHTENIUrEHTHOCT), aHanUTM4eH (BKMIOYBA My3WKamHa, Jfiorndecka U HaTypanucTuyHa

WHTESIMFEHTHOCT) W MHTPOCNEKTUBEH (BKMKOYBA EK3WUCTEHUManHa, WHTpanepcoHanHa u

BM3yariHa WHTEIUIEHTHOCT).

2.3 MotuBauusa 3a yyeHe

“‘MoTurBaumaTa e Moxe bu HesameHUM enemMeHT, Heobxoamm 3a yunnuiHus yenex.” (Elliot,
Dweck, & Yeager, 2017). Ta oka3Ba CblLUEeCTBEHO Bb3AeiCTBME, 3allOTO MOTUBAUUS: e
XenaHue Ja ce Hanpasu Hewo.” (Kim & Lee, 2008) ; ,akTop, KOUTO aKTWBMpa, Haco4yBa u

24



nogabpxa ueneHacoyeHo nosegeHne” (Nevid, 2016); ,Habop OT B3aMMOCBBP3aHM KenaHus,
Uenu, HyXaW, LUEHHOCTM UM emouuu, KOouTo OBscHABaT OTZadeHoCcTTa, MocokaTa,
WHTEH3MBHOCTTA, NOCTOSIHCTBOTO M KayecTBOTO Ha noseaeHneto* (Wentzel & Miele, 2016). B
3aBMUCUMOCT OT MPUYUHUTE UMK LieNnTe, KOUTO BOAAT OO0 [eWCTBME Ce pasnnyasar ABa Tuna
MOTVBaUWS: BbTPELHa M BbHLWHA. BbTpewHarta MoTuBaums e ,CKMOHHOCTTA fa Ce TbpCsT
HOBOCTY M Npeau3BMUKaTeNCTBa, Aa Ce pasLumpsBaT U pa3BuBaT Bb3MOXHOCTUTE Ha xopaTa, Ja
ce yyaT u unscnegsatr’. (Ryan & Deci, 2000). ,BbHwHata MoTuBauus ce OTHacd [0
W3NMbIHEHWETO Ha [JadeHa [eHOCT, 3a ja Ce NOCTUTHE OTAENEH pe3ynTaT W No TO3W HaumMH ce
NPOTMUBOMNOCTABSA Ha BbTPELLHA MOTUBALWS, KOSITO Ce OTHACS [0 M3BbPLUBAHE Ha AEMHOCT 3a
NPMCBLIOTO 3adoBonsBaHe Ha camarta AaenHoct. (Ryan & Deci, 2000) B HayyHaTa
nuTepatypata ce cpewjaT MHOrO BWAOBE MOTMBALMS, KOUTO CE€ BAMSAT OT pasHOOOpasHu
(PaKTOpW U Ce OTHAcAT 3a pasnuyHK cdepu. B uscnensaHeTo Hue ce MHTepecyBame OT
MoTMBaumsATa 3a yyeHe. Cnopen Brophy T4 e: ,CKNOHHOCTTA Ha yYyeHWUUTe Aa HaMepsiT
3Ha4MMK 1 MOMNE3HN akageMUyHW OEMHOCTW W da ce onwuTaT Aa nonyvaT OT TAX KenaHuTe
y4ebHu nonan“ (Brophy, 2004). B no-KOHKPETHO CMUCHI ,MOTMBaLMSATA A CEe Y4M HayKa KaTo
BbTPELUHO CbCTOSHME, KOETO Bb30yXaa, pbKOBOAM W NOAABPKA HAay4yHO-y4ebHO nosedeHue”
(Robert R. Bryan & Kittleson, 2011). Cnopeg [nwH (Glynn, Brickman, Armstrong, &
Taasoobshirazi4, 2011), MoTUBaUMSTa Ja Ce y4u HayKa B paMKUTE Ha coumanHaTa KorHUTMBHA
TEOPUs € MHOTOKOMMOHEHTHA CTPYKTYpa, KOSTO BKITOYBA: BbTPELIHa MOTUBALMS, CaMOOLLEHKa
(Self-Efficacy), camoonpegeneHue (Self-Determination) 1 BbHLUHA MOTUBaLWS, pasriexaaHa B
[IBE HanpasrieHns — MOTUBaLWS 3a nornyyaeaHe Ha oueHku (Grade Motivation) n MoTuBaums,
CBbp3aHa ¢ kapuepHata opueHtauus (Career Motivation).

,BbTPELLHA MOTVBALWS — YOOBOSICTBME OT M3y4aBaHETO Ha HayKa 3apaay camara Hes,

e camooueHka (Self-Efficacy) — yBepeHOCT B COBCTBEHUTE BL3MOXHOCT M YCMEXMU;

e camoonpegenenve (Self-Determination) — Bsipata Ha yyeHuuuTe, Ye MoraT fa
KOHTpONMpaT COBCTBEHOTO YYEHE;

e MOTMBALWMA 3a nonyyasaHe Ha oueHku (Grade Motivation) — yueHeTo ce Bb3nprema
KaToO CPeACTBO 3a NoMnyvaBaHe Ha BUCOKM OLIEHKY;

e kapuepHa moTusaums (Career Motivation) — y4eHeTO Ce Bb3npuema KaTo CpesCTBo 3a
narpaxgaHe v passuBaHe Ha kapuepa.” (Glynn, Brickman, Armstrong, &
Taasoobshirazi4, 2011)

2.4. U3soam oT BTOpa rnasa:

¢ rposusauusra (gamification) uma MHoro obLum naem ¢ Guxesmopusma, KOrHUTUBU3MA
W KOHCTPYKTUBK3MA, HO NpUTEXaBa CBOW COBCTBEH, YHUKANEH N HEMOBTOPUM NOYEPK;

o WHTerpupaHeto Ha UIKT n TpaguumMoHH1TE Teopum 3a y4eHe BOAM A0 nosisaTa Ha HOBM
N CbBPEMEHHW NOAXOAM 3a YYeHe;

¢ rposusauusara (gamification) moxe aa ce NpUnoXu Npu BCUYKM CTUIMOBE Ha YYeHe, HO
TpsibBa fa ce nogbepat NoaxoaaLM eneMeHTH, B CbOTBETCTBUE Ha CTUMNA Ha YYEHE;

¢ lrpoBusauusara (gamification) nputexasa pecypcu U MexaHu3mu, C KOUTO MOXe [a
MOBMMS KaTO BbPXY BbHLLUHATA, Taka 1 BbPXYy BbTPeLIHaTa MOTUBALWS;

e [lpunaraHeTto Ha TexHonoruu B y4ebHus npouec He Tpsbea fa 6bae caMmoLenHo.

o DoKyCMpaHeToO CaMo BbPXY TEXHONOMMYHWUTE CPEeLCTBA He BOAM [0 MrpoBM3aLns

o AKUeHTHT TpsibBa Aa 6bJe Haco4eH KbM NOCTUraHe Ha KOHKPETHa neaarornyecka Len.
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e [lpaBunHUAT 136Op Ha NOAXOAALLO TEXHOMOMMYHO CPELCTBO 3a 0DYYeHIe e CBbp3aH C
ONpedensaHeTo Ha KOHKPETHU y4ebHW OeiHOCTH, KoMTo TpsibBa fa ce peanusupar B
y4ebHns npouec.

IMABA 3. TEXHOJIOTMYHU CPEOCTBA 3A NMOAMNOMAIAHE HA YYEBHUA NPOLIEC MO
MATEMATUKA

MpunaraHeto Ha WKT B yyebHus npouec e Heobxogum u3bop npu nnaHuMpaHeTo,
OpraHW3u1paHeTo 1 NPOBEXAAHETO HA HOBO M MOAEPHO 00yYeHne, CbobpaseHo C MHTEPECUTE
NOTPeBHOCTUTE Ha CbBPEMEHHUTE YYeHnUuTE. Te ,ca OCHOBEH PakTOp B 0BYYEHMETO MO BCUYKY
y4ebHn npegmeTM M onpeaenst obpasosatenHata cpeda kato  MH(OPMALMOHHO —
obpasoBatenHa cpega (MOC)“ (KoxyxapoBa & bpbHekoa, 2010), oTkpuBaT HOBM
Bb3MOXHOCTW 3a Yy4yeHe W npenogaBaHe. M3nonssaHeto WOC B y4yebHus npouec no
MaTeMaTiKkaTa He e Hewo Hemo3HaTto. B HauuoHaneH v cBeToBeH malab ce paspaboTsar
MHOMO pa3HOOOpa3HM eNEKTPOHHI PECYPCH, AUrUTanHU cpeay 1 cneyunanuanpaH codtyep 3a
0ByyeHue.

BucokotexHonornyHnTe cpeactea M MHTepHeT npeaocTaBAaT OrpOMHM Bb3MOXHOCTY W
pecypcu, KoMTo MoraT Aa 6baar M3non3BaHW B y4ebHWS npouec No pasnuyeH HauwH.
BHegpsiBaHeTo UM B 0By4eHMeTo He Tpsiba aa 6bae camoLenHo, CamoTo UM NpunaraHe He e
rapaHuMs 3a edexTieHO obydyenne. CbrmacHo BbarneaunTe Ha VoHaceH, 3a aa ce nposege
ehekTnBHO 0byyeHune, BasmpaHo Ha WKT e Heobxoaumo ,yyeHuuuTe aa yvart, U3nos3Bamnku
TEXHOMornnTe, a He ot Tax*“ (Howland, Jonassen, & Marra, 2011). ToBa MOXe Aa Ce OCbLUECTBY,
ako TexHonoruute ce npunarat 3a: ,CbbupaHe Ha WHMOPMALMS; EKCNePUMEHTUPaHE;
NPOeKTUpaHe; KOMYHWKaUMS; u3rpaxgaHe Ha OOLWHOCT M CbTPYAHUYECTBO (couManHo
B3aMMOLENCTBME); NnucaHe; MogenupaHe; usyanuavpade”. (Howland, Jonassen, & Marra,
2011). B 3aBucumocT oT ToBa kak ce uanonssat KT, Xagag w [pakcnbp onpenenst net
MiepapXmyHn H1BA: ,MPeaCTaBsHE, AEMOHCTPALWS, TPEHUPOBKA W NPaKTUKa, B3AMMOLENCTBIE U1
cbTpyaHnyecTBo® (Haddad & Draxler, 2002). B cnegpawmte penose We 6baat pasrneaaqu
CaMO HSIKOM OCHOBHM NMPUMEPU HA TEXHOMOTMYHWM CPEACTBa 3a mognomaraHe Ha y4ebHus
npoLec No MaTeMaTUKa B TO3M KOHTEKCT.

3.1. Mpe3eHTaumoHeH cochTyep

3non3saHeTo Ha KOMMIOTBbPHK Npe3eHTaunn B y4ebHMs NpoLec e eanH 0T Han-4ecTo
cpellaHnTe noxeaTit 3a MNPUNOXeHWe Ha TexHonorumte. C TAXHa nomol, Moxe da ce
npegocTaBn MHOPMaLUMS Ha YYEHULMTE NO WHTEPECEH U AOCTLIEH HauuH. Te pasnonarar ¢
Borat Habop OT PyHKLMM KaKTO 3a BU3yanuampaHe Ha U306paxeHns, aHuMauu 1 BUAEO, Taka
1 3a Bb3npoun3sexaaHe Ha 3ByK. CbrnacHo BuxaaHusTa Ha Hoep, ,npeseHTauusita e oopma Ha
KOMYHWKauusi... ToBa € WHTErpupaHa KOMyHUKauusi, Cb3gadeHa vpes 3Byk, obpas u Tano 3a
WH(hopmmupaHe u ybexaasaHe Ha ayautopusTa.“ (Noer, 2013). KomyHukaums e ,npouec, npu
KOWTO AafeHo nuue (KOMyHUKaTop) npeaasa cTumyniu (06ukHoBeHO BepbanHu), 3a 4a NPOMEHM
noBeaeHNETO Ha Apyrv xopa (ayautopust)* (Hovland, Janis, & Kelley, 1953).

B CbBPEMEHHMSI BUCOKOTEXHOMOMMYEH CBAT XOpaTa M3Mon3BaT MHOMO pasHoobpasHu
KOMMIOTbPHA CUCTEMM 3a MNpeseHTUpaHe. EfHa OT Hal — nonynspHWTe e nporpamarta
PowerPoint, yacT ot oguc naketa Ha Microsoft. CodpTyepsbT He e TACHO cneumanuanpaH n Moxe
[ia ce npunara B pasnuyHu obnactn. MHTepdenchbT e npakTuyeH n yaobeH 3a ynotpeba, no
NeceH M MHTYMTUBEH HauMH Ce Cb3fdaeaT T.Hap. cnamg woy npeseHTaumn. CbliecTByBarT M
MHOTO ApYrn COMTyepHM MPOAYKTW 3a Cb3daBaHe Ha MpPe3eHTauuu, KOUTO NpefocTaBsaT
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pa3HoOOpasHN Bb3MOXHOCTW W edeKTU OTHOCHO Au3aiHa W ynpasneHueTo. [Npumep 3a
anTepHaTUBHKM nporpamHM npogykt ca: Prezi, Ludus, Haiku Deck, Emaze, SlideShare,
Presentate, Raw Shorts, PowToon, SlideRocket, Knovio, VCASMO v mHoro apyru. Bcekn eaunH
OT T€3W MHCTPYMEHTM NpUTEXaBa CBOW OTIIMYUTESTHW XapaKTEPUCTUKM 1 N3BOPBT Ha eauH unu
OpYr Npe3eHTaLMOHEH WHCTPYMEHT 3aBKUCK OT efHa CTpaHa OT NUYHUTE NPEAnoYMTaHNs Ha
KOMyHWKaTopa (npeseHtatopa). OT gpyra cTpaHa Tpsibea aa 6bae cbobpaseH ¢ nybnukata
npez KoATO Le ce NpeacTaBn UHdopmaLmsTa.
3.2 GeoGebra

GeoGebra e guMHamunyeH maTtemativeckum codTyep, KOWTO MOXe Aa Ce W3rons3ea 3a
oby4eHne nNo matemaTika BbB BCUYKM CTeneHn Ha obpasoBaHue. [MakeTbT BKMoyBa anrebpa,
reomMeTpus, rpadukn, enekTpoHHWM Tabnuuw, ctatuctTka um aHanus. C Hero moraT ga ce
Cb3AaBaT AMHAMUYHK YEPTEXN, Ype3 KOUTO Aa Ce UMICTPUpaT Teopemu 1 3agaqm.

3.3. Advanced Grapher

Advanced Grapher e MoLLeH cogiTyep 3a n3vepTaBaHe Ha BUCOKOKAYECTBEHW rpadouku Ha
(DYHKUMM 1 n3cneaBaHe Ha yHKumn. MHTepdenceT Ha Advanced Grapher € MHOro focTbheH
W neceH 3a pabota. ®OyHKuMMTe MoraT Aa ObAaT BbBEXOAHW KaKTO aHanNWUTUYHO, Taka M
TabnuyHo. MNporpamara pasnonara ¢ ronsaM Habop OT pecypcy 3a An3aiiH Ha rpacukuTe.

3.4 Matek

Matek — snap, solve, learn mathematics unwu wwpakHu, pewu, yuu matematka — ToBa €
MOTOTO Ha MaTemaTuyeckun codTyep 3a pellaBaHe Ha NUHEMHU YpaBHEHWS, KBaapaTHY
YPaBHEHWS U HAKOW YPaBHEHWS OT MO — BUCOKA CTENEH W UpaLMOHanHK ypaBHeHUs. Pabotu Ha
NPVMHUMNA: CHAMaM WNWM BbBEXZAM YCMOBWETO Ha 3agadaTta M nporpamata s peluasa.
[porpamaTa faBa Bb3MOXHOCT Aa Ce NPeACcTaBn aHanUTUYHO W rpadnyHo pewenune. OT egHa
CTpaHa reHepupa noapobHO CTBLMKUTE Ha PELIEHMEeTO M OT Apyra CTpaHa npeaocTass
nHchopmMaLms, HeobXoaMMa 3a PELLEHNETO UMK NPeHaco4YBa KbM KOHKPETHU 0bpasoBaTeniHu
CalToBE, OT KOWTO MOraT fa ce nofyyat y4yebHu matepuanu unv Buaeo ypouu. PellaBaHeTo Ha
3afaunTe CTbrKa No cTbrka oT codTyepa Matek Moxe aa 6bae MHOMO NONE3HO CPeACTBO 3a
0ByyeHue KaKTo B yUnnnLLE, Taka U B JOMALLHK YCMOBMS.

3.5 Kahoot!

Kahoot! e 6e3nnatHa nnatdopma 3a CbaaaBaHe 1 cnogensiHe Ha 06pa3oBaTesiHM TecToBe
(BMKTOPUHK) BBB (hopMa Ha urpa, KOSTO aBa Bb3MOXHOCT [a Ce Urpae B peanHo Bpeme OT
BCUYKM TOYKM Ha CBETA, OT BCAKO YCTPOWUCTBO € yeb Bpay3bp M MHTEPHET Bpb3ka. B ocHoBaTa
Ha Kahoot! cToun urposusaums (gamification). MNpn pellaBaHeTo Ha TecTa ce npunarat UrpoBu
TEXHUKM — CbOMpPAT Cce TOYKM, KOUTO Ce NomnyyaBaT NpU AaBaHe Ha BEPEH OTFOBOP W OTYUTaHE
Ha BpeMeTo 3a oTroBop. Cuctemarta npunara pasnuyHu noaxoau, 3a 4a Bb3AencTBa BbpXy
EMOLMOHANHOTO CbCTOSIHME Ha NOTPEOUTENNUTE: HanperHata Mysuka, XPOHOMETbP — OTYMTALL
0CTaBaLLOTO BPeME 3a OTroBop 1 6posy, KOUTO nNokas3sa 6pos Ha nocTbnuUnMTe 0TroBopu. Crea
BCEKM BBMPOC Ce Cb3daBa M akTyanuaupa Knacauus Ha ydactHuumTe. JInyHuTe pesyntaTu ce
BpbLUAT Ha Bcekn notpebuten, a Ham — nobpute ce npeacTaBAT npeg BCUYKWA. TeCTbT
3aBbpLUBa C Krnacauus Ha yvacTHMUMTE U M3MbyBaHe Ha nobeauten. B kpas Ha Bcska
BMKTOPMHA CUCTEMATA NPOBEXaa aHKeTa, KOATO MMa 3a Lien fa YCTaHOBM YA0BMNETBOPEHOCTTa
M eMOLMOHANHOTO CbCTOsHME Ha noTpebutenute. Taka Kahoot! npespbliya pellaBaHeTo Ha
TECT B 3abaBHa Urpa, B KOSTO 3HaHUsATa Ce NpoBepsiBaT 6e3 CTPeC U HENPUATHW EMOLIN.

3.6. U3Boam kbm MNaBa 3
27



3BoabT 4O KOMTO MOXe da ce focTurHe e, Ye VKT umat msacto B y4ebHns npouec no
MaTeMaTVKa u MoraT Aia ce U3rnon3eaT KaTo CPefCTBO 3a OCbLLECTBABAHE HA OCHOBUTE Y4eOHM
[EeNHOCTW B ypouuTe, a MMEHHO: NpW MOAroTOBKa Ha BbTPELLUHWUTE YCOBKS 3a YCBOSIBAHE Ha
HOBW 3HaHWA W YMEHUS, BbBEXAAHE HA HOBW MOHATUS, NoaabpxaHe W 3agbnbovaBaHe Ha
CTapuTe 3HaHWS M YMEHUS; NPOBEPKA Ha 3HAHWATA U YMEHUSTA.

EdekTBHOTO MM U3NON3BaHe 3aBKCK OT NEAAror1MveckoTo MalcTOPCcTBO Ha Npenoaasa-
TENUTE W OT XENaHNETO N YMEHWNETO 3a YCHBBPLUEHCTBAHE HA OpraHu3aLmMsaTa Ha ypoka.

MABA 4. MOAEI 3A NPUNTATAHE UTPOBU3ALUA B OBYYEHMETO MO MATEMATUKA
B TMMHA3WAIIHA CTENEH, 3AOBIMKUTENHA MOANOTOBKA. OPrAHM3ALUA WU
PE3YNTATWU OT NEOATOrMYECKUA EKCMEPUMEHT.

4.1. Mopen 3a npunaraHe Ha urpoBu3auus (gamification) B cpepa Ha Kahoot!

Bb3 0cHOBa Ha HanpaBeHUTe aHanuau B rmasu 1 1 2 e pas3paboTeH Moaen 3a npunaraHe
Ha urposm3auus (gamification) B cpeaa Ha Kahoot!, koiTo cxemaTnyHo e npeacTtaBeH Ha dur.4.

4.2. lMnaHnpaHe Ha eKcnepuMeHTanHUTe AeUHOCTH

OcbluecTBaBaT ce cregHuTe AelHOCTy:

e AHKeTWpaHe Ha YyyeHuuu, obyyaBaHW B [MMHa3ManHa CTEMeH Ha CPEOHOTO
obpa3oBaHu, C Lien ycTaHoBABaHE Yectotata v hopmata Ha usnonasaHe Ha UKT B
y4ebHuMs npovec.

OnpegensHe Ha y4nnuLle, B KOETO LLe Ce NpoBeae negarornvyeckusT eKCrnepuMeHT.

KoHkpeTuampaHe Ha KrnacoBeTe, KOUTO Lie y4acTBaT B Npoy4BaHeTo.

[poBexaaHe Ha BXOAHO HUBO MO MaTemaruka.

W3cnensaHe moTvBauusTa da ydar mMatemMaTtuka M CTUMa Ha y4YeHe Ha yyeHuuuTe,

y4acTBaLLyW B eKCriepuMeHTa.

[Mpunarae Ha KT B 0by4eHneTo 1 urposmsauus, nocpeactsom Kahoot!.

o [lpoBexgaHe Ha 3aKMIOUUTENHO aHKeTUpaHe Ha y4yeHuuuTe, ydvactBawy B
W3CcneaBaHEeTO C LieS1 YCTaHOBSBAaHE MHEHUETO UM MO OTHOLLUEHWE Ha W3MOSI3BAHETO
Ha MKT B 0By4eHneTo no matemaruka.

o Cratuctmyecka o6paboTka, aHamM3 M UANOCTHA [AMAarHOCTUYHA OUEHKa Ha
pesynTaTute OT eMIUPUYHOTO NeJarornyecko u3cneaBaHe.
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I1nannpane T

Ch3gaBaHe HA TECT

Y

AJlanTHpaHe Ha TecTta 3a
npuiaraie Ha HrpoBH3aLHA =

(gamification)

1

\

*
Breewaane Ha Tecta B

Kahoot!

L 4

CueHapyH 3a npuiarae Ha

TecTa B yueOHHA npolec

our. 4. Cxema Ha mogen 3a npunaraHe Ha urposmsaums (gamification) B cpega Ha Kahoot!
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4.3. NPOBEXOAHE U AHAINIU3 HA PE3YNTATUTE OT KOHCTATWPALLUA
EKCNEPUMEHT B HAYAJIOTO HA U3CJIEABAHETO

KoHcTaTupalymaT ekcnepuMeHT uMa 3a Lien da YCTaHOBW TEHAEHUUUTE B M3MNOS3BAHETO
Ha T B 0by4eHNETO N0 MaTeMaTKa, rMMHa3uasnHa cTeneH.

4.3.1. OnncaHue Ha U3cneaoBaTenckua MHCTPYMEHTapuym

3a UenuTte Ha nscnegsaHeto npes yyebHarta 2014-2015 roguHa ce nposeae aHKeTUpaHe
Ha y4YEHUUM B MMMHa3nanHa CTeneH Ha CPegHoTO yyunuie oT 5 yumnuwa Ha 3 Bbnrapcku
rpaga. AHKETUPaAHETO MMa 3a Lien yCTaHOBSABaHe YecToTaTa U hopmaTa Ha u3nonasaHe Ha KT
B 0BY4YEHMETO M.

AHKeTHaTa KapTa UMa cnegHarta CTpyKTypa:

AHkeTaTa ce cbecToM OT 0610 24 Bbnpoca: 18 BbNpoca OT 3aTBOPEH TuM, 1 OT OTBOPEH
TMN 1 5 - onKcBaLL NPoduna Ha yYeHnLmTe. 6 OT BbNPOCUTE Ca CBbP3aHu C NpuiaraHeTo Ha
KoMnoTbpa 1 MHTepHeT 3a y4ebHu Lenn. 3 Bbnpoca ce OTHacAT 4o uanonasaHeTo Ha KT B
CaMOrMOAroToBkatTa MO pasnuMyHMTEe Y4ebHW AMCUMNNMHM. 2 BbMpoca 3a OpraHu3MpaHe
CaMOMNOAroToBKaTa No mMatematyka. 3 Bbnpoca 3a u3nonaeaHe Ha VKT B camonoarotoBkarta no
MaTeMaTuka. 1 BbNpoC 3a W3MON3BAHETO HA KOMMIOTLPHW WIPW B Yac NO MaTeMaTuka. 2
BbNpOCa 3a NPUNOXMMOCTTa Ha NOSTyYeHUTe 3HaHKs B 0By4eHMeTo No MaTematuka. 1 Bbnpoc
e CBbp3aH C ¢hopmaTa 3a NpoBepKa M OLEHKA Ha 3HAHWSATA W YMEHMATA HA YYEHUUMTE B
YacoBeTe Mo MaTeMartyka. S Bbnpoca 3a ONUCaHWe Ha MPOUa Ha y4eHnuuTe.

4.3.2. AHanu3 Ha faHHUTe

B aHKETHOTO NpoyyBaHe y4acTBaxa 558 yyeHuka ot X 1 Xl knac Ha neT 6bnrapcku rpaga:
Codousi, Mnosame v bnaroesrpag. B yunnuuiata matemaTukarta He e npodounmpaly npeamert 1
Ce M3yyaBa Tpu Yaca ceMWU4HO B X Krnac v Ba 4Yaca cegmuyHo B XI knac.

4.3.3. U3Boau 3a npunaraHeto Ha UT B 00y4eHMeToO N0 MaTemMaTuka B FMMHa3nanHa
CTeneH B 3aAb/KUTENHa NoAroToBKa

[NaHHuTe Ha ®ur. 5. nokasgart, Ye B npoyysanuTe yynnuuia UKT He ce nanonsear peoBHO
N ethekTMBHO B y4ebHus npouec. CTaBa SiCHO, Ye ce NpaBAT Camo Mraxu OMUTK OT HSIKOW
YYMTENM 33 BHEAPSIBAHE HA MHOBATWBHM NOAXOAM B NpenoaaBaHeTo. Tpsbea ga ce otbenexu,
Yye matematvkaTta € eauH OT MPeAMETUTE, B KOMTO TEXHOMOTMYHUTE CPEACTBA HE Hamupart
MSICTO. YUYeHUUMTE HAMAT Harnaca 1 (oopM1paHn HaBuLUM 3a npunaraHeTo Ha Bb3MOXHOCTUTE
n pecypeute Ha ViHTepHeT n KT B 06y4eHneTo no matematyka.

Mons, oueHeTe YeCcToTaTa Ha M3MoJi3BaHe Ha MHd.)OpMaU,I/IOHHI/ITe N KOMMIOTBPHU
TEXHOJ10rnKn B YacoBeTE M0 I/I36p0€HI/ITe y‘-le6Hl4 AUCLNNITUHA

dunocodcku LnKbI ]
Vctopus v umeunmusaums e |
leorpacst 1 MKOHOMMKA e 3 MeTU CeAMMIHO
Buonorusa un 3[paBHO o6paaoBaHMe I e 2 MbTN CeIMUYHO
Xumus 1 onassaHe Ha OKOrnHaTa cpefa e —
du3nKa 1 aCTPOHOMMS e —— 1 BT CeamitiHo
MatemaTtuka I, B 1 TbTU MECEYHO
Uyxa e3uk — = Hutkora
Bwnrapcku e3uk u nutepatypa E——

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
our. 5. YectoTa Ha nanonaeaHe Ha VIKT B yacoseTe Mo pasnnyHuTe y4ebHn aucLmnimHu
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[aHHuTe Ha ®ur. 6. nokassaT, Ye B y4eOHIS MPOLIEC HE CE MU3NON3BaT KOMMIOTbPHN UrpH
3a 00ydyeHue, cneuuanuavpaH codTyep No matematika W cumynauun. OTuuTtame, ye
TEXHOMOTMUTE Ce W3NON3BaT Mo — CKOPO 3a rnefaHe Ha hunmmu 1 npeseHTauun. Beudko Tosa
HU Kapa [la MUCMUM, Ye B MOBEYETO CMydyau YYUTENUTEe NMPOMEHAT M3pasHUTE CPEACTBA Ha
npenofaBaHe, HO He U CLLUHOCTTA Ha noaxoda — TOi 0cTaBa efuH U cbll. He ycnssar ga
BHEOPSAT edPeKTUBHO MHADOPMALMOHHUTE M KOMMIOTbPHU TEXHONOMW B METOMMYeckaTa Cu
paboTaTa 1 He MoraT 1a Cb3aafaT WHTepaKTMBHa 0bpasoBaTenHa cpeaa. Manonasar octapenu
MoaXoau Ha npenoaaBaHe M npunaraT TPaAWLMOHHW MEeTOAM 3a NpOoBepka Ha 3HaHWSATa U
YMEHUSITA Ha YYEeHULMTE MO MaTemaTika.

Moa kakBa (bopma nanonssare I/IH(bOpMaU'I/IOHHI/ITe M KOMMKOTbPHU TEXHOJIOTUKN B yac?

PeluaBaHe Ha TecToBe

KommioTbpHu urpu 3a 0by4eHve

ManonseaHe Ha MS Excel 3a peluaBaHe Ha 3agaun
/3nonssaHe Ha cneuuanuaupaH cogtyep 3a...

Yecto
CuMynupaHe Ha onuT (eKCnepuMeHT) npu...
ynup (excnep ) np Pk
HabntogeHue Ha 06eKTi 1 ABneHus
Hukora
lMpe3eHTaLmm, U3roTBEHM OT Bac
MpeseHTauum Ha npenoaasaTens

MepaHe Ha y4ebHu unmm

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

®ur. 6. HaunH Ha n3nonssaxe Ha UKT B yac
VKT He ce n3nonssat eekT1BHO 1 YECTO B YacOBETe MO MaTeMaTika nopaau HAKOMKO
NPUYUHK:

e Cnopen Koxyxaposa (Koxyxaposa . M., 2011) Te ca cBbp3aHu c.Jmncara Ha
MeTOAMKa 3a U3MON3BaHETo UM;

e Jluncara Ha cuctematuanpaHa uHopmaLms;

e HepocratbyHata aurMtanHa KOMNETEHTHOCT Ha NpenodaBaTtenuTe u CTpaxbT 4a He
ce npoBansr;

MoxeM fa Npeanonoxum, ye npuynHuTe 3a HeusnonssaHoto Ha WKT kbm 2014 roguHa
ca:

e HeobxoaMmoCT OT NpoMsHa ponsTa Ha yyuTens B npoueca Ha obyyeHne — OT
aBTOPUTAPEH TWUM YYUTEn, KbM acunutaTop, KOHCYNTaHT, eKcnepT; napTHbOp B
nacnegosarenckara pabota Ha y4eHuumTe’,

e Yuutenute TpyaHO Hamupat MACTOTO W ponsiTta Ha UKT B yuebHus npouec;

e Y4yebHOTO ChabpXaHWe 1 3aaunTe B HaCTosLWMTe y4ebHULM TPyaHO ce aganTupat
KbM MHTEpaKTBHa 0bpa3oBaTenHa cpeaa;

e Yyutenute He ca 0by4eHn B M3MNON3BaHe Ha MHOBATUBHUTE METOAM Ha 0ByYeHue;

e Bcunuku yuutenu He ca y6eaeHu B ToBa, ve VKT edbekTBHO nognomarat 0byyeHneTo
no MaTemarTuka;

o EnekTpoHHWTE y4ebHM MaTepuamm M pecypcu No MaTtemaTika ca HefoCTaTbyHM,
0Cc06€eHO 3a rMMHa3suarneH etan Ha oby4yeHue;
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e Bce owe vma yumnuwa B KoUTO KabuHeTUTe He ca 00OOpYABaHW C KOMMIOTHP W
MynTumeaus, nuncea Internet goctsn.

Taka onucaHWTe MPUYMHU OYepTaBaT WM HeobxogumuTe Mepku, KouTo Tpsbea da ce
npeanpuemar, He camo 3a u3nonaeaHe Ha VKT B yacoBeTe no MaTemaruka, HO U 3a e(heKTUBHO
UM NpunaraHe:

e Cnopep ToHosa (ToHoBa, 2010): ,3a MbAHOLIEHHOTO W3MOSI3BaHE Ha TEXHOMOrMNTE
3a Uenute Ha MaTemMaTM4yeckoTo obpasoBaHKe € Heobxoaumo fa ce paspaboTu
HOBa MeToaMKa Ha 0by4eHne Ypes HOBM MO ChbpXaHWe W CTPYKTypa 3agayun’;

o Yuutermrte TpsbBa ga noBuwaT NPOGECUMOHANHUTE CU KOMMETEHTHOCTM, KaTo
noceLyasat KBanuguKaLMOHHN KypCoBe;

e YyebHWTE Nporpamu BbB BUCLLTE Y4ebHM 3aBeaeHns TpsibBa Aa ce aganTupat KbM
CbBPEMEHHWUTE TeHaeHuMn. Heobxogumo € CTyAeHTUTe OT  CcrheumanHocTy
Jlenarorvka Ha obyyeHneTo no matematuka’ u [llegarornka Ha obyveHUeTo no
MaTtemaTuka u ..." ga 6baat 06yveHun B M3M0N3BaHe Ha MHOBATUBHW METOAW;

e Cnopep Yexnaposa (Yexnaposa, 2010): ,Ha yuutenute Tpsibsa Aa ce ocurypsiea
aKkTyanuampaHa nHhopmMaLms 3a HannveH cogTyep 3a 0byyeHne no MatemaTuka, 3a
npeaumcTBaTa v HegocTaTbUKTE, 3a TPYAHOCTUTE NPY M3MNON3BAHETO UM’

e Heobxoanmo e OT efHa cTpaHa Aa ce Cb3daBaT ENEKTPOHHK pecypeu 3a obyveHne
no MatemaTuka 1 OT Apyra cTpaHa Te 4a ce nonynspusnpar;

e HyXHO e yunTenuTe ga cnogensiT cBoute 4obpw npakTuky, 3a da 6baat nocneasaHu
W OT ApYrv negarosu;

e HanoxutenHo e KkabuHeTWTe BbB BCAKO yuunuwe fda 6baar obopyasaHn C
KOMMIOTBP U MynTUMeamus 1 aa 6bae ocurypeH MHTepHeT JoCTbN;

CnomeHaTute Mepku ca Heobxogumu YCroBus 3a NOBWLWABAHe YecToTaTta U
eheKTMBHOCTTA Ha n3nonssaHe Ha WKT B yuebHMs npoLiec no matematuka.

4.4. KoHctatupaly ekcnepmmeHT 3a yyeHuuute ot X knac npe3 yyebHata 2014-2015
rogvHa Ha EI ,,Akap. Iiogmun CtosiHoB" — BnaroeBrpag

EkcnepumeHTbT ce nposexza ¢ ydenuum ot EN ,Akag. Jliogmun CtosHOB® — Bnaroesrpag,.
B HavanoTo Ha m3cneasaHeTo yyactHuuute ca 158 u npes yyebHata 2014-2015 roguHa ce
obyyasat B X knac. Mpe3 yyebHarta 2015-2016 roguHa ca cboTBeTHO B XI Knac 1 3a Chxanexue
TeXHWA Bpon Hamanssa Ha 153. Mpe3 yyebHata 2016-2017 rognHa ca cbotBeTHO B Xl Knac n
TeXHUs Bpoit e 149. BpoAT Ha u3cneaBaHUTe NiLa B pasfiMyHUTE €Tann Ha NPOYYBaHETO He €
e[HaKbB, 3allOTO B MOMEHT Ha NpOBEXAaHe Ha OafeHO TeCTBAaHE HAKOM Yy4yeHuuu ca
OTCBLCTBANM OT YUUIMLLE.

B yusnuweto matematukaTta He e npodunupall npeamet u ce u3yvyaBa camo 2 yaca
CeMUYHO.

4.4.1. Pe3yntatv OT KOHCTaTUpaWMsA eKCnepuMeHT 3a yyeHuuute ot X knac npes
y4yebHata 2014 - 2015 roguHa Ha EI" ,,Akap. Jliogmun CtosiHoB“ — BnaroeBrpag

B aHKeTMpaHeTo yyacTBaT BCWUYKW KnacoBe OT X Krac, KaTo aHKETUpaHUTE yYyeHuum ca
06wwo 91. OBobLyeHNTE pesynTaTh OT NPOBEAEHOTO aHKETUPaHe C y4eHnuuTe oT X Knac Ha El
LAkag. Jliogmun CtosHoB® — bnaroesrpas npes yyebHata 2014 — 2015 roguHa nokaseart: KT
He ce npunarat WHTEH3MBHO B 0OY4eHNETO, @ TaM KbAETO Ce U3Mor3Bear, To e nog opMa Ha
npeseHTaumMnM Unu rnegaHe Ha yyebHu ounmm; yyeHuUMTe He Wrpasit Urpu, CBbp3aHu C
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0By4yeHneTo No MatemaTuka; yuuTenuTe 13nonssat NUCMEHO U3NUTBAHE HA XapTUEH HOCUTEN
3a NpoBepKa ¥ OLieHKa Ha 3HaHWATA; yuMTeuTe NO MaTeMaTukaTta He BKIHYBAT MHOBATUBHM
nogxoau B pabotarta cu, M3non3eaTt TpaaULMOHHW MEeTOaM Ha NpenoaaBaHe.

4.4.2. OnpepensiHe Ha ekcnepumeHTanHa rpyna (EG) u kontponHa rpyna (CG)

Yuennuute ot EI ,Akag. Jllogmun CTosiHOB® — briaroeBrpag, y4acTsaLlm B U3CNeABaHETO,
npe3 yyebHata 2015 — 2016 roguHa Beye ca B Xl knac. TexHust 6pon e Hamansn ot 158 Ha
153. EkcnepumeHTanHata rpyna ce cbetou oT Tpu napanenku: A, b n I, ¢ o6y 6poit yyeHnum
78, a octaHanuTe 75 yyeHuka ot B, [1 n E knac onpegensat KOHTponHa rpyna. MpuHumna Ha
n36op Ha eKCNepUMEHTANHN U KOHTPOMHK Knacoee e rpynuTte ga 6baaT paBHONOCTABEHM MO
OTHOLLEHME Ha HWBO Ha 3HaHMSA U YMeHus. W aBeTe rpynu BKIKOYBAT KNAcOBE C OTHOCUTESHO
PaBHW Bb3MOXHOCTW, KaKTO C BWCOKW, Taka W C HWUCKM pe3ynTaTh. 3a OonpedensiHeTo uUm
n3nonssame AaHHW, MOJSTYYeHW MPU OLUEHKA Ha 3HaHWATa M YMEeHUsTa Mo MaTemaTtuka B
Hayanoto Ha ydyebHaTa roguHa (T.Hap. BXOAHW HWBA). 3a CpaBHEHWe Ha MOCTUXKEHWATA,
NPeacTaBeHn B NMPOLIEHTU B HAYanoTo Ha yyebHaTta roguHa Ha yYeHuuuTe OT KOHTpONHaTa u
eKcnepumeHTanHaTa rpyna e npunoxeH t-test 3sa HesaBucuMK M3Bagku ¢ Hynesa Xxunotesa:
,CpeaHuTe CTOMHOCTU B ABeTe rpynu ca paBHu‘. PesyntateT e t=-1.10, p=0.275> 0.05,
df=148, koeTo He HW JaBa OCHOBaHWE [ja OTXBLPNWUM HyreBaTa xunotesa. Moxem fja npuemem,
Ye pasnukata Mexay CpegHuTe CTOMHOCTM B MOCTWKEHMATa Ha gsete rpynu (48.43% 3a
ekcrepumMmeHTanHata rpyna v 44.26% 3a KOHTpOIHaTa rpyna) He € CTaTUCTUYECKU 3HAa4UMO.

4.4.3. U3scnegBaHe MOTUBaLUATA 3a yYeHe Ha MaTemMaTHKa

3a onpefensHe MOTUBaUMsATa Ha Y4eHUUMUTE [a yyaT matemaTuka ce uanonsea Science
Motivation Questionnaire [l 2011 Shawn M. Glynn (Glynn, Brickman, Armstrong, &
Taasoobshirazi4, 2011), konTo e npeBedeH WM aganTupaH 3a HYXOUTE Ha M3CnenBaHeTo.
BbNpoCHMKLT ce CbCTOM OT 25 TBbPAEHWS, pasnpeneneHn no 5 B 5 ckanu: BbTPeLLHa
MOTMBALMS, CaMOOLIEHKa, CamoorpefeneHne, MOTMBAUMS 3@ MNOSiyvyaBaHe Ha OLEHKW M
kapuepHa moTuBaums. Mscneasannte nuua otroBapsT B 5 cteneHHa ckana: 0 — ,Hukora®, 1 -
LPsanko*, 2 — lNonakora“, 3 — Yecto*n 4 — BuHarn”. B nscnegsaHeto yyactsat 93 yyeHuka: 45
oT EG 148 ot CG.

3a npoBepka HagexaHocTTa ce u3nonsea koeduumeHTsT a Ha Kponbax (Cronbach’s
alpha). KoegwuumeHnTsT a Ha BCuukmute 25 enementa e 0.966, koeTo npepnonara, ye
efleMEHTUTE MMAT BMCOKA BbTPELUHA KOHCUCTEHUMS. 3a BCAKa OT CKanuTe Ha netre Buaa
MOTUBaUMS KoeduumeHTbT a Ha KpoHbax e: BbTpewHa motusaums (0.843), camooLleHka
(0.906), camoonpegnenexve (0.868), MoTuBaLwms 3a nonyvasaHe Ha oueHkm (0.877) n kapuepHa
moTuBaums (0.933). PesyntaTtute nokasear, Ye HAMa CTaTUCTUMYECKN 3HAYMMa pasfuka B ABETE
pynn no OTHOLUEHWE Ha BCWYKM BUOOBE MOTMBAUMA.CbLUECTBYBA CTAaTUCTUYECKM 3HAYMMA
pasnuka B pasnuyHuTe BUOOBE MOTMBaUus. TecTbT Ha Friedman gasa Asymp. Sig.=.0000,
x%=71.643, df=4. MotuBaumsaTa 3a nonyyasaHe Ha oLieHku (Grade motivation) (pasrnexaa ce
KaTO BbHWHA MOTMBaUWs) € npeobnajaealia 3a YydvyeHMUMTe OT [BeTe rpynu, a
caMoonpeseneHneTo (pasrnexaia ce kato BbTpellHa MOTMBALWS) € Hal — cnabo 3acTbNeHNAT
(haKTOp 3a y4eHe Ha MaTeMaTyKa.

[laHHWTe noka3BaT, Ye u3crneaBaH1Te NnLa ca yY4eHULM, KOUTO He nonarat yCunus u He
OTAENAT MHOro BpeMe fa yyaT MaTematuka, HO UCKaT Aa nonyvyasaT BUCOKM OLEHKW. Te ce
WHTEpeCyBaT NnoBeYe OT OLEHKUTE, OTKOSIKOTO OT Mofy4YaBaHETO Ha HOBM 3HAHUS Ui M3NUTBAT
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BbTpeLLUHa HeobxoaMMOoCT. 3a eheKTMBHOTO 0ByYeHWe Ha YY4eHWULM C TakaBa XapaKTepucTuka e
Heobxoaumo fa ce opraHuampa y4ebeH npouec, KOMTO OT efHa CTpaHa Cb3daBa MHTEPEC,
cbOyxga mobonuTCTBO M aKkTUBM3Mpa [eWHOCTTa M OT fJpyra CTpaHa nogcurypsiea
Bb3HarpaxgeHume ¥ opobpeHune 3a nonoxenute ycunus. Wrposusaums (gamification) Ha
y4ebHus npouec bu buna nogxoaswa crtpaterns 3a obyyeHne B TO3M Cryyan.

4.4.4. U3scnegBaHe Ha CTUNOBETE Ha y4YeHe

B nscnengaHeto ce nanonaea Multiple Intelligences Survey (McKenzie, 2005)., cb3naaeH
oT Walter McKenzie TectbT ce cbeton ot 90 TBbpaAeHus, pasnpedenern no 10 B 9 cekuum,
CbOTBETCTBALUM HA PasfMYHUTE WHTENWUreHumn: BepbarnHa, norumyecka (MatemaTuyecka),
BU3yasiHa, My3uKasiHa, KMHECTWYHa, UHTepnepcoHarnHa, WHTpanepcoHanHa, HatypanucTuyHa
(NpupoaHa), ek3nucTeHumanHa. YueHuunute oTroBapsiT B 2 cteneHHa ckana: 0 — ,He” and 1 -
.1a’".B uscnensaHeto yyactsat 36 yueHuka ot EG n 30 yyenunka ot CG. PesyntaTute nokassar,
ye 10 yyeHuka OT [BeTe rpynu npuTexasaTr aHanuTuyeH, 11 wWHTepakTMBeH u 52
WHTPOCNEKTUBEH JOMEWH, a 6 1maT noBeye OT eauH Bofdell JOMeNH. Bogewmar JOMENH Ha
n3crnedBaHUTE YYEHULWM € WHTPOCNEKTUBEH, KOWTO ‘N0 npupoda e adektvseH npouec’
(McKenzie, 2005). AdektBHATE npoLecuM ca “npouecu, perynmpawiy emouMOHanHuTe
CbCTOSIHUS U NPean3BIUKBAT EMOLMOHANHN peakumn” (Bandura, 1994). Moxe aa npeanonoxum,
ye Kahoot! wwe nosnusie NOMOXMTENHO BbPXY EMOLMOHANHOTO CbCTOSIHUE Ha YYEHMUMTE.
Walter McKenzie (McKenzie, 2005). npeanara npu 13nonasaHe Ha Meaus B y4ebHus npouec 3a
WHTENUreHLMMTE, BKITOYEHWN B MHTPOCNEKTUBHUSA JOMEIH Aa Ce Npunarat BUPTyanHu 0BMKONKH,
OHNaH hOPMYISPK 1 NPOYYBAHWSA 1 CRANALLOY.

PesynTtatuTe, nonyyeHu OT M3CreaBaHe Ha CTUMA Ha y4YeHe: BOAELWMAT JOMENH Ha W3-
CcrnefBaHUTE YYEHULM € MHTPOCNEKTUBEH, faBa AOCTaTbYHO OCHOBaHWE Aa n3bepem Kahoot! n
PowerPoint npe3eHTauusl, kaTo CpeacTBa 3a M3MbIHEHWE Ha yyebHaTa 3agava: [poBepka Ha
3HaHMATa U yMeHuaTa Ha yveHuumute ot Xl knac Ha Tema ,TpUrOHOMETPUYHU (OYHKLMKM Ha
0606LeH brbn’,

4.5. EkcnepumeHTanHo npunarade Ha mogena 3a urposusaums (gamification) B cpega
Ha Kahoot! B 006y4eHneto no matematuka B 11 knac 3I1
Pesyntatute 0T NpoBeaeHMTe n3cneasaHns ca 0b6obLeHn n npeacraseqn B Tabnuua 2.

Tabnuua 2.0606LeHne Ha pesynTaTuTe OT NPOBEAEHUTE U3CNEABaHNS

EkcnepumeHT |: M3cneasaHe Ha nocTUXEHUSATA Ha yyeHnumuTe, obyyaBaHu u oueHsiBaHm ¢ Kahoot! n no
TPagWLMOHEH HAYMH — HA XapTUeH HocUTen
pyna EkcnepumenTanHa rpyna (EG) KontponHa rpyna (CG)
VHCTpYMEHT Kahoot! XapTueH Hocuten
e TecT (eaunH 1 CbLy 3a ABeTe rpynu), CbCTosL Ce oT 15 3apaum ot pasgen ,Ymcnosu
peauum® oT nporpamata no Matemaruka 3a Xl matematuka — 3[T;
e BbnpocuTe 1 CbOTBETHO Bb3MOXHUTE OTTOBOPM Ca afanTupaHe 3a npunaraHe Ha
urpousaums (gamification) — uHTepecHm, 3abaBHu, C NpakTU4ECKka HaCOYEHOCT,
BKITOYNTENHO BHMNPOCK CBbP3aHM C UCTOPUS HA MaTeMATHKaTa;

XapaKkTepucTuku
[ MHTerMpaHVI Ca UrpoBu €NEMEHTN N eCTETUKA.
e BpemeTo 3a 0TroBOp Ha BCEKW BBMNPOC € ¢ BpemeTo 3a 0TroBOp Ha BCEKM BbNPOC
CTPOro hUKCUPaHo; He € (PMKCUPaHO;
¢ He e Bb3MOXHO BpblUaHe Hasag u © Bb3MOXHO € BpbLaHe Hasag 1
W3BBbPLUBAHE HA KOPEKLMW; N3BBPLUBAHE HaKOpeKLWK;
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e Cb0MpaT ce TOuKM — 38 BEpeH OTrOBOp W e PaboTu ce camoCTosATENHO NpK

BpEME; abConTHA TULLKHA;
o Tanmep; ¢ PellieHneTo Ha 3aJa4nte ce obchbxaa u
e HanperHaTa my3uka; aHanuaupa cnep onpeaeneH nepuos ot
o KoHKypeHLus; BpeMe - creasaims yuebeH yac.

o Knacauws B kpas Ha TecTa;

e [lpnnoBaUrHaTo HacTPOeHWe B KnacHaTa
cTas;

o Crieq BCEKM BBMPOC Ce 06Chxaa n
aHanuaupa peLleHneTo Ha 3agadara.

Pesynrat Pesyntatute Ha ekcnepuMeHTanHata rpyna ca MO-HUCKW OT pesynTatute Ha
KOHTponHara rpyna.
N3Boa o [pu pabota ¢ Kahoot nma orpaHuyeHmns 3a Bpeme 3a BCska 3adavda 1 € HEBb3MOXHO [a ce

HanpaBu BPbLLYaHe Ha3ag,

e YyueHuuute ot E n3nonnaeat 3a mbpeu nbT Kahoot! 1 Toa 3a06aBs 0TroBopute Um.

o TecToBeTe ¢ Kahoot! ca nogxoasiuu 3a kpaTko popmariHo OLEeHSIBaHE B HAYaroTo Ha ypoka
WK B Kpasi Ha ypoKa.

EkcnepumeHT Il: 3cneaBaHe Ha NOCTKEHWSITA Ha yyeHuumTe, 0by4aBaHm 1 oueHsBaHn ¢ Kahoot! nunu

PowerPoint npeseHTauus

[pyna EkcnepumenTanHa rpyna (EG) KonTponHa rpyna (CG)
WHCTpyMeHT Kahoot! PowerPoint npeseHTauyus
eTecT (eaMH M cbl, 3a [fsete rpynu), cberosdw, ce ot 10 Bbnpoca oT pasgen
, TPUrOHOMETPUYHI (DYHKUMM Ha 0000 eH brbn“ OT nporpamara no matematika 3a Xl
maTemaTtuka — 3IT;
e Bbnpocute 1 CbOTBETHO Bb3MOXHUTE OTTOBOPM Ca 3aafeHu N0 TPaAULIMOHEH HauH;
o 3agauuTe ca aganTupaHu no OTHOLUEHWE Ha eCTETHKA.
o BpemeTo 3a 0TroBOP Ha BCEKW BBMPOC € e BpemeTo 3a 0TroBOp Ha BCEKW BBMPOC €
CTPOro omKCMpaHo; CTPOro hvKCHpaHo;
o He e Bb3MOXHO BpblUaHe Hasag o He e Bb3MOXHO BpbLUaHe Hasag 1
XapaKTepucTuku N3BBPLLUBAHE Ha KOPEKLM; N3BBPLLUBAHE Ha KOPEKLMK;
o Cbbupat ce ToYKM — 3a BEPEH OTrOBOP U o PaboTu ce caMOCTOATENHO;
Bpewve; e PellieHneTo Ha 3aaaunte ce obebxaa
o Tanmep; aHanuaupa B kpas Ha Yaca;
e HanperHata My3uka; o MyaukaneH curHan npu u3TnyaHe Ha
o KOHKypeHums; BPEMETO 3a OTrOBOP
o Knacauus B kpas Ha TecTa;
o [IpunoBAMrHaTo HaCTPOEHME B KnacHaTa
cTas
Pesynrtat Hama cTtatucTMyecks 3HauMma pasnuka B pesynTatute OT MpoBepkata ¢
3M0JI3BAHUTE TEXHOOMUM.
M3Bog e 3non3eanuTe ot Kahoot! urpoBu MexaHuku n enemeHTu (CbbupaHe Ha TouKM,

cbCTesaTaHme, Knacauus v T.H.) He BIINASAT BbPXy pesynTaTuTe OT NpoBepkata Ha
3HaHNATA YYEHULINTE;

e py M3cneaBaHe 3aBUCUMOCTTa MEXAy CTUNa Ha yYeHe 1 pesynTaTuTe OT NpoBepKaTa Ha
3HaHusATa yyenuumTe ¢ nomowra Ha Kahoot! unu PowerPoint npeseHtaums ce okassa, e
CTUITBT Ha YYEHE HE Ce € 0TPa3nn BbPXY NOCTKEHNATA HA YHEHNLMTE.

EkcnepumeHT ll: U3cniegBaHe Ha NOCTUXEHUSATA HA YYEHULMUTE, OLEHSABAHW NO TPagMUMOHEH HauuH 1 Kahoot! nnn

PowerPoint npeseHTauus

pyna

EkcnepumenTanHa rpyna (EG) KontponHa rpyna (CG)

WHCTpymeEHT

Kahoot! PowerPoint npeseHTauus

[MMCMEHO U3NUTBAHE MO TpagnUMOHEH HA4YMH Ha XapTua
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e [TUCMEHO W3NMTBAHE Ha YYEHULMTE OT ABETE IPynu Mo TPAAWLMOHEH HAUMH: 3atauuTe ca
6 W Cce pelwasaT MUCMEHO; peLleHnsTa ce OnucBaT MbIHO U 060CHOBaHO, pabotn ce
CamMOCTOSITENHO, Npu abConoTHa TUWMHA M BpemeTo 3a pabota e eauH yyebeH vac.
YyeBHWAT MaTepuan, 3acTbreH B TeCToBeTe obxBalla Tema , TpUroHOMETPUYHU (DYHKLIMN
Ha 0bobuieH Bbrbn “ OT Nporpamata no marematuka 3a XI matematuka — 3[1; Bvnpocute
3aafieHun No TPaaULIMOHEH HauWH.

o CpaBHsiBamMe MOCTUXEHUATA HA YYEHULMTE OLEHSIBAHU N0 TPaAMLIMOHEH HauuH 1 Kahoot!
unu PowerPoint npeseHTaums, yCTaHOBEHM B eKCnepuMeHT |l.

Pesynrtat e CblLecTByBa CTATUCTUYECKM 3HAUMMA pasnuka B pesynTaTute OT NpoBepkara no
TpagnuMoHeH HaumH 1 Kahoot!, B nonsa Ha XxapTueHns TecT;

¢ CblLecTByBa CTATUCTUYECKM 3HAUMMa pasnuka B pesynTaTute OT NpoBepkara no
TpaAMUMOHEH HauMH 1 PowerPoint npeseHTauus, B Non3a Ha XapTMEHWS TECT;

MN3Bog Tecta ¢ Kahoot! unu PowerPoint npeseHTauus He e nogxogsL 3a nocraBsiHe Ha

KpaiHa oueHka. [puunHUTE Ca HSKOMKO: BPEMETO 3a OTFOBOP Ha BCEKM BBMPOC €

OrPaHNYEHO, HAMa Bb3MOXHOCT 3a KOPEKLMSt Ha OTTOBOPUTE U BBHLUHUTE (DaKTopy,

KaTO 3BYKOBM e(heKTI OKa3BaT BNWSIHWE BbPXY KOHLEHTpaumaTa.

ExcnepumeHT 1V: /13xoaHo H1BO

Mpyna EkcnepumenTanHa rpyna (EG) KoHTponHa rpyna (CG)

XapaKkTepucTuku

WHCTpymeHT McMeHo 13nuTBaHe Mo TPAANLIMOHEH HAUYMH Ha XapTus

[MCMEHO M3NUTBAHE Ha YYEHULIUTE OT ABETE rPyni Mo TPAAULIMOHEH HAYMH: 3aaaunTe
Cca W Ce peLLaBaT NMUCMEHO; PeLLIEHIATa Ce ONUCBAT MbITHO M 060CHOBaHO, paboTy ce
XapaKTepuCTuky CaMOCTOSITENHO, Npu abCoMoTHA TULLMHA U BPEMETO 3a paboTa e eanH y4ebeH yac.
YyebHus MaTepuan, 3acTbneH B TeCToBeTe 00XBallla BCUYKI TEMW OT Nporpamata no
maTemaTuka 3a Xl matematuka — 3[1; Bvnpocute 3agafeHu no TpaguUmMoHEH HaumH.
Pesynar Hsama cTatucTyecku sHauMma pasnika Mexay NOCTKEeHUsTa 1 B ABETe rpyni

WHTepecHu ca faHHUTe nonyyeHn OT aHKeTaTta, KosaTo nposexaa Kahoot!, cneq kpas Ha
BCEKM TECT. T4 Ce NOMbIiBa OT YYaCTHUUMUTE B EKCNEPUMEHTA.

YyeHnuuTe OT eKcnepuMeHTanHaTa rpyna ca oLueHunm no-smcoko Tecta ¢ Kahoot — 4,67
OT MaKkcMMarHu 5 38e3au o nNpeasiokeHaTa penTMHroBa ckasna. 3a y4eHuLmMTe OT KOHTPOrHaTa
rpyna Tasu oueHka e 4,19. JliobonuteH e hakTbT, Ye yyeHuuuTe OT KOHTpOMHaTta rpyna
OLEHSIBAaT MHOTO BWCOKO TECTa, KOETO Ce AbIKW Ha (hakTa: 3afauute He ca TpaauLMOHHO
noJHeceHu, Te ca ajanTupaHu 3a npuniaraHe Ha urpoeusaums (gamification). /3soga, kouto
MOXe [a HanpaBuM €: KOMMITPUTE U KOMMIOTbPHUTE TEXHOMOMMM ca HEOOXOAMMO, HO HE
[0CTaTbYHO YCNOBWE, 3a Aa ce CbOyaM MHTepeca Ha yYeHnumuTe 1 Aa ce Cb3gaaar ycrosus 3a
MOTMBALMSA B YacoBeTe Mo mMateMaTuka.

Habrniogasa ce CTaTMCTUYECKM 3HAYMMa pasfvka B OTrOBOpa Ha Bbnpoca ,Hayunxre nu
Helllo HoBO?” (p=0.0148, y2=5.942, df=1) . 94% oT yuenuuuTe B EG 1 79% ot yueHnuute B CG
TBbPAAT, Y€ Ca [OCTUrHamM [0 HOBM 3HaHMA. Pasnukute ca CTaTUCTUYECKU 3HauMMK.
EkcnepuMeHTasnHuTe Knacose 3HasT HeLLo NoBeYe.

[pyr BbNPOC OT aHKeTaTa e: ,buxte nu ro npenopbyanu Ha Hakoro?“ Hag 95% ot EG u
CG otrosapat nonoxutenHo. (p=0,0813, y2= 3.039, df=1) U Tpute ekcnepumeHTanHu
napanenku cTo NPOLEHTOBO OTroBapsiT —, [lal“. HsiMa HULLO CTpaHHO, YacbT € pasnuyeH — ToM
€ MPUKMYEHne, KOeTo ckall da crnogenmi. W yyeHnumuTe HaucTHa ro Cnogenst — paskassar
Ha CbyYeHuLIMTE CW OT BUMYCKa.

Ha nocnegHo MACTO, HO He W MO 3HAYUMOCT LLe pasriiefame W pesynratute oT Bbhpoca:
,Kak ce uyBcTBaTe?”. PesyntaTbT OT NpunaraHeTo Ha y 2 test nokasea CTaTUCTUYECKM 3HAYMMA
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pasnuka (p=0.00001, y? = 35.7862, df=2).B ,A“, ,B“ u [ Knac, kKOUTO ca BKMIOYEHN B
eKkcrnepuMeHTanHata rpyna HacTpoeHuTe Crej Yaca no matematuka e npunosaurHaTo - 88%
OT Y4YEHULMTE Ca B OTNIMYHO HACTPOEHME.

OT BCMYKO Ka3aHO OO0 TyK MOXE Aa 3akmtoumM, ve ¢ Kahoot! B yac no matematuka ce
OCbLLECTBSBA MHTEPAKTUBHO 0BYYeHWe, KOETO MOTUBMPA, aKTUBMU3MPA U HacbpyaBa y4YEHETO.
Kapa yyeHunumuTe fa ce YyBCTBAT LACTNMBY — 3HAHUSATA U YMEHUSATA Ce npoBepsiBaT, be3 cTpec
1 6e3 HeNpUATHN eMoLMN.

4.6. 3aBMCUMOCT MeXAy CTUN Ha Y4yeHe M NOCTUXKEHWUSA Ha YYeHWULUM, OLeHSIBaHU C
pa3nuyHa TexHonorus

M3cnenBaHa e 3aBMCMMOCTTa MeXay CTUNa Ha y4YeHe U NOCTKEHUSATA Ha Y4eHnuuTe oT
ABeTe rpynu, obyyasaHu 1 oueHsBaHu ¢ nomoLTa Ha Kahoot! nnn PowerPoint npeseHTaums.

Moxe Aa ce 0b06WM: CTUITBLT Ha y4YeHe He Ce e OTpasun BbpXY MOCTUKEHUSTA Ha
yyeHuuuTe obyyaBaHu 1 oueHsiBaHu ¢ Kahoot! n PowerPoint npeseHTaums.

4.7. U3xoaHo HMBO B Kpas Ha 11 knac npe3 yyebHata 2016-2017 rogmHa

B kpast Ha yyebHaTa 2016 — 2017 roguHa ce NPOBEAE M3XOOHO HWBO C YYeHWUWUTE OT
eKkcrnepuMeHTanHata u KoHTponHara rpyna. Kbm 103u nepuog te ca B XI Knac u TexHusiT obuy
Bpoit e 153. N3x0aHOTO HMBO Ce peluaBa OT 65 y4YeHMKka OT ekcrepuMeHTanHata rpyna u 61
Y4YeHuKa OT KOHTpOMnHaTa rpyna.

TecTupaHeTo ce NpoBeae No TPAAULMOHEH HAYWH: MMCMEHO U3NUTBaHe BbB (hopmaTa Ha
TECT. Y4ebHUAT MaTepuarn, 3acTbrneH B TecTa obxBalla Temute: Yucnosm peaunum, Ctatuctuka
N TPUrOHOMETPUYHM (PYHKLMM OT Nporpamara 3a 3agbSiKuTeHa NoAroToBKa No MateMaTuka
3a XI. BbnpocuTe ca 3aumcTBaHu OT fencTealymTe y4ebHuum, cbopHuLmM 1 nomarana, 3agagexu
ca no TpaguuMOHEH HauWH. TecTbT BKIOYBa 06O 8 3ajaum: 6 3a4aym OT 3aTBOPEH TUM U 2
3afjaum OT OTBOPEH TWM, 3@ KOUTO CE U3NCKBA MbSTHO M 0OOCHOBAHO PeLLEHME.

3a CpaBHEHME Ha NOCTKEHMSATA HA YYEHWULMTE OT KOHTPOMHATa M eKkcnepuMeHTarnHara
rpyna npyu npoBeAeHOTO WU3XOOHO e NpunoxeH t-test 3a HesaBuCUMM M3BadKM C HyneBa
xunotesa: ,CpeaHUTe CTOMHOCTM B ABETE rpynu ca paBHu®. PesyntatsT e t=-0.752, p=0.456>
0.05,df=124, KoeTo He H¥ [JaBa OCHOBaHWe [a OTXBLPNMUM HyneBaTa xunotesa. Moxem [fa
nprvemeMm, Ye pasnukara Mexay CpeaHUTe CTOMHOCTY B NOCTUXeHUATa Ha aseTe rpynu (4.02 3a
ekcnepumMeHTanHata rpyna v 4.20 3a KOHTpOIHaTa rpyna) He € CTaTUCTUYECKU 3HAYMUMO.

4.9. AHanu3 Ha pe3ynTaTuTe OT 3aKMIOYMTENHUA eTan Ha U3cneaBaHeTo

4.9.1. OnnucaHne Ha UHCTPYMeHTapuyma

[Mpe3 yyebHata 2016 — 2017 rognHa C yyeHuUUMTe, yyacTBallW B eKCMepUMeHTa ce
npoBeze 3aKnoumTesHa aHkeTa. Td MMa 3a Len fa Aage MHGopMaums 3a TAXHOTO OTHOLLEHWE,
MHEHWe 1 OLieHKa No OTHOLIEHME Ha 13non3eaHeTo Ha VIKT B 0byyeHneTo um no matematuka B
rMMHasuanHaTa CTeneH Ha CpeHOTO yuunuule.

AHKeTHaTa KapTa UMa crnegHara CTPyKTypa:

AHkeTaTa ce cbeTom 0T 0610 21 Bbnpoca (Mpunoxexne 9): 20 BbNpoca OT 3aTBOPEH TUN
1 1 OTBOPEH BBMNPOC. 2 OT BLMNPOCUTE Ca OTMPaBEHN KbM ONpefesnsHe etana o1 rMMHa3nanHoTo
0ByyeHue, B KOMTO € NPOBOKMPaH MHTepeca Ha yYeHUUMTe KbM U3y4aBaHeTO Ha MaTeMaTika.
2 BbNpOCa ca CBbP3aHu C onpefessHe Yectotara Ha usnonasaHe Ha /IKT B camonogroToskara
no marematuka cbotBeTHO B XI knac n Xl knac. 1 Bbnpoc onpeaensw, npogecnoHanHaTa
OpUEHTaUMst Ha uM3cnefBaHWTe yyeHuuu. 8 BbNpoca YCTaHOBSBAWM NpeanovnMTaHusTa Ha

yYeHuumTe OTHOCHO W3Non3BaHWUTE noaxoau U cpeacrtea B o6yquV|eTo no matematuka. 6
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BbNpOCa CBbP3aHu C Nos3nTe U pesyntatute ot u3nonaeaHeto Ha VKT B yuyebHus npouec no
MaTemaTuka. 1 BbMPOC CBbP3aH C OnpefernsHe ponsdTta Ha yuuTens 3a OCblUeCTBSIBAHE Ha
epekTMBEH y4ebeH npouec no Matematika. 1 BbNPOC OT OTBOPEH TWN 3a CBOOOAHO croaensiHe
Ha MHeHMe 3a u3nonssaHeTo Ha WKT B yacoseTe no marematuka.

4.9.3. N3soaum OT 3aKNIOYUTENHUA eTan Ha u3cneaBaHeTo

Pesyntatute OT 3aKnOYMTENHOTO aHKETHO MpOyYBaHe, MNPOBELEHO C YYeHUUuTe,
y4yacTBanu B U3cneaBaHeTo nokassar:

YyeHuuuTe OT eKkcrepuMeHTanHaTta v KOHTponHaTa rpyna uMat pasnuyHa rnefHa Touka
MO OTHOWEHWE Ha Y4eOHOTO CbAabpXKaHWe M0 MaTemMaTuka, NPean3BWKBaLLO WHTEPEC B
pasnnyHuTe etanu OT obyyeHWMe B rMMHa3MarHata CTEneH Ha CPefgHoTo yuunuue. 3a
YYEHULMTE OT eKkcrepuMeHTanHata rpyna e 6uno uHtepecHo B 11 knac, ToBa e NepuoabT, B
KOMTO Ce nposexaa obyyeHue c usnonssaHe urpoeusaumus (gamification), 6asmpaHa Ha UT.
KoHTponHaTta rpyna, Kosito e obyyaBaHa C TpaguUMOHHM METOAM Ha NpenojaBaHe, nocoysa
y4ebHOTO CbabpkaHue B 12 Krnac 3a Hai-MHTepecHo. To3n pesynTaT oTpassBa 3aBUCHMOCT
MeXay UHTEPEeC KbM y4ebHO ChabpXaHue 1 13Non3BaH Noaxo4 Ha obyyeHue: npunaraHeTo Ha
urposusauust (gamification), 6asnpana Ha UT B 0ByyeHreTo no MatemaTvka Npean3BuKea
WHTEpeC KbM 13y4aBaHETO Ha KOHKpeTeH yyebeH maTepuan.

YecToTara Ha npunarae Ha AT B YacoBeTe No MaTemaTika ce 0Tpassisa BbpXy YecToTa
Ha M3MOMn3BaHETO WM B CaMOMOArOTOBKAaTa Ha YYeHWLWTE: KOSKOTO MO-YecTo Ce BKIIoYBaT
HOBUTE TEXHOMOMMM B Y4ebHMA MPOLEC, TOMKOBA MO-YECTO YYEHULMTE CU CryXaT C TaX B
camocTosTenHara cu pabora.

YyeHnuuTe OT ekcriepuMeHTarnHara 1 KOHTponHata rpyna Hsmar KOHKpeTHa nosvuus no
OTHOLLIEHWE Ha 13M0N3BaHeTo Ha TPaduLMOHHUSA METO Ha NpenoAaBaHe B Yac no MatemMaTuka
B rMMHa3nanHarta CTeneH Ha cpegHoTo yuunue. Toau pesynTar ce 0bsicHsBa OT efHa cTpaHa
C NpodhecroHarnHaTa OpueHTaLns Ha y4eHULMTe, KOSTO He € CBbp3aHa C MateMaTukara v oT
Opyra cTpaHa C ficHata WM no3uumMs: eeKTUBHMAT NPOLec Mo MaTemaTtuka 3aBucu OT
NINYHOCTTA Ha yunTens.

YyeHuuuTe OT ABETE rpynu o4obpsBaT 13NoN3BaHETO Ha Npe3eHTaLmum B 06y4eHneTo no
MaTeMaTyka, HO NPy NOMOXeHWe, Ye Ca U3rOTBEHU U NPELCTaBEHMN OT YUUTeNs.

[0 OTHOLIEHWe Ha M3MON3BaHETO Ha cneuuanuavpaH codtyep B 06yveHWeTo no
MaTeMaTVKa, Y4YEHUUMTE OT eKCrepuMeHTanHata rpyna [eknapupar, 4Ye HaMaT MHeHue
OTHOCHO NpunaraHeTo Ha cothTyepHu npunoxeHus kato MS Excel n GeoGebra 3a pelasaHeTo
Ha 3agauu, a kbM Matek n3passsar npegnoumtanns. To3u pesyntaTt MOXe Ja Ce TbiKyBa no
CNefHNS HauuH: yYeHnuuTe ogobpssat NpoaykTy, KOUTO NpeanaraT roToBW, BEPHU OTTOBOPU M
peLeHuns, a KbM UHCTPYMEHTUTE, C KOUTO Ce NoZnomara peLleHneTo Ha 3afayunTe He nposieasar
WHTepec. ToBa creLmanHo OTHOLWEHWE KbM OMpeeneH Tun MatemaTieckn codpTyep Moxe da
ce 0bsCHM ¢ npeobrafasallms BUL MOTUBALMS CPeq YYeHULUTe - MOTUBALMS 3a NonyvaBaHe
Ha oueHku (Grade motivation). YuenuuuTe ce CTpeMAT Aa nonyyaeaT BUCOKW OLEHKK, a Matek
WM NpesocTaBs NecHa Bb3MOXHOCT 3a TOBa.

Wrposusauusta (gamification) Ha y4ebHns npouec B cpeaa Ha Kahoot! e npegnountaHa u
XenaH TEXHOMOrMsa Ha 0byyeHne cpes yYeHnuuuTe OT ekcnepuMeHTanHaTa rpyna. Cnopeg Tsx
n3nonasaHeTo Ha /T B yacoBeTe No Matematika nognomara y4eHeTo.

Cnopep yyeHuumTe OT ABeTe rpynu, npunaraHeto Ha VKT B 0byyeHneTo no matematuka
e MonesHo, 3alloTo ToBa M CTUMynWpa fa yvaT W nosuwwaea ycnexa. [pasn yvacoseTe
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NHTEPECHU 1 3ab0aBHK, HO MPOBEXOAHETO Ha edekTUBeH y4ebeH Mpoulec no MatemaTika
3aBMCM OT NMUYHOCTTA Ha yUMUTENS.
4.10. U3Boau oT NpoBeAeHOTO n3cneaBaHe:

W3cnensaHute yyeHuuute He ca m3nonssanm MKT B camonogrotoBkata cu no
MaTeMaTKa 1 He ca OTAEeNANM JOCTaTbYyHO BPEME 3a Ja y4aT Nno MaTematuka, npeau
NpoBeLEHOTO U3CIEABaHE;

WHTepecuTe Ha W3CNeABaHUTE YYEHUUWUTE MO OTHOLIEHWE Ha M3yvyaBaHETO Ha
MaTeMaTKa Ca CBbp3aHW CaMO C MONyyaBaHe Ha BUCOKM OLLEHKWM, BBIPEKN Ye
OCb3HaBaT 3HaYMMOCTTa OT U3y4aBaHe Ha MaTeMaTuKa;

/3cnenBaHuTe y4eHnUm ca C UHTPOCTEKTUBEH OMENH;

CTUNBT Ha yYeHe He ce 0TpassiBa BbPXY NOCTUXKEHUSATA Ha y4eHULuTe, oByyaBaH 1
oueHsiBaHu ¢ Kahoot! nunu PowerPoint npeseHtauus;

W3nonssanute ot Kahoot! urposn mexaHuku (CbbupaHe Ha TOYku, CchCTe3aTtaHue u
Krnacauusi) He BIMAST BbPXY MOCTUXEHMATA Ha y4eHuLuTe, TecTpanu ¢ Kahoot! nnu
PowerPoint npeseHTaums;

TectvT ¢ Kahoot! unn PowerPoint npeseHTaumsi He € noaxodsly 3a KpawHo
OLEHSIBAHE;

Wrposusauus (gamification) Ha yuebHust npoLec B cpeda Ha Kahoot! e npeanoymntaH
W XenaH noaxog Ha obyyeHune cpes yYeHnuuTe;

3nonssaHute WHOBATMBHW noaxoau 3a TecTupaHe: Kahoot! n  PowerPoint
npeseHTauma cubykaaT MHTepeca, akTUBU3MUPaT AEMHOCTTA U HAaCcbpYaBaT YYeHeTo;

[MpunaraHe Ha urposusauus (gamification) B cpeaa Ha Kahoot! Bniusie nonoxutenHo
BbPXY EMOLMOHANHOTO CbCTOSHIE Ha YYeHMLMTE B y4ebHMS NpoLec No MatemMaTika.

W3nonssaHeTo Ha Kahoot! unu PowerPoint npeseHTaums He Bnusie Ha NOCTWKEHMSATA Ha
n3cneaBaH1Te YYEHULM, KOUTO Ca C HUCKA BbTPELUHA MOTUBALMS W C UHTPOCNEKTUBEH AOMENH.
Te He ca NoAxoasLLO CPEeCTBO 3a KpaHO OLieHsiIBaHe, HO BLMPEKM TOBa CTUMYNMUPAT MHTepeca
W Hacbpyasat y4yeHeTo. Kahoot! e npegnoyntaHa u npenopbyBaHa OT yyYeHuUmMTe nnaTgopma
3a TeCTupaHe, KOSTO BIUSIE NOSIOKMTENHO Ha EMOLIMOHAITHOTO UM CbCTOSIHUE.

3aknoyeHue

Pesynrtatute OT NpoBefeHUTE B CbOTBETCTBUE C LieNTa 1 3aaunTe Ha AMcepTaLnoHHUS
TPYZ4 M3crneaBaHus BOAAT 4O CreAHUTe U3BOAN:

e [Ipnema ce yacT oT paboTHaTa xunoTesa, a UMeHHO: /13non3BaHeTo Ha MrpoBK3aLms

(gamification), ypes UT B 0by4yeHneTo no maTematvka BOAWM OO CTUMYyNMUpaHe

WHTEpEeca N MOTUBALMATA HA YYEHULUTE;

OTxBbpna ce 4acT OT paboTHata xunotesa, a WMeHHO: M3non3saHeTo Ha

urposusaums (gamification), upes WT B o0OyyeHneto no MatemaTuka B

MMHasnanHaTta CTeneH Ha CpefgHOTO yyunuile e [JoBede [O: noBuLIaBaHe

NOCTUXKEHUATA Ha Y4YeHUUWUTE N0 MaTemMaTMka B [MMHa3vanHata CTeneH Ha

CPefHOTO yyunuule, 3aabimKUTENHa NOArOTOBKA,;

VKT He ce nmpunaraT WHTEH3MBHO B OOYYEHWETO NO MaTemaTukara, 13nonsear ce

TPaAWLMOHHM METOAM Ha NPenoaaBaHe;

YyeHnuute HAMaT Harmaca W opMMpaHM HaBuUM 3a npuiaraHeto Ha

Bb3MOXHOCTUTE U pecypcuTe Ha MHTepHeT u KT B 06y4eHneTo no matemMaTuka;
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e Cb3gafeH € Mofen 3a nmpunaraHe Ha wrposu3aums (gamification) B cpepa Ha
Kahoot!;

e |13n0on3BaHETO Ha WrpoBKM MexaHUKM (CbbupaHe Ha TOYKW, CbCTe3aTaHue U
Knacauusi) He BIIMSST BbPXY NOCTWKEHUSATA HA YYEHULIUTE;

e [lpennoxeHnaT mogen 3a npunaraHe Ha urposmsauus (gamification) B cpega Ha
Kahoot! He e noaxoasLy 3a KpaHO OLeHsIBaHe;

¢ lrpoBu3saums (gamification) Ha y4ebHMs npouec B cpefa Ha Kahoot! e npegnountaH
W XenaH noaxoA Ha obyyeHue cpeq yYeHnuuTe;

e lrpoBusaumsaTa (gamification) Ha y4ebHMs npouec no maTemaTuka cbbyxaga
WHTEpeca, akTUBM3MpaT AEMHOCTTa U Hacbp4yaBaT Y4YEHeTO;

e [lpunaraHe Ha urposm3aums (gamification) B cpeaa Ha Kahoot! Bnusie nonoxutenHo
BbPXy EMOLMOHANHOTO CbCTOSHWE HA yvyeHWuuTe B y4ebHWMs npouec no
MaTeMaTuka;

e KT ca HeobxoamMo, HO He 1 JOCTaTbYHO YCNOoBWe, 3a fa ce cbbyan MHTepeca Ha
yYeHuUMTE 1 [ja Ce Cb3faar YCroBmus 3a MOTHUBALMA B YacoBeTe N0 MaTeMaTyka.
EekTMBHOTO WM U3non3BaHe 3aBUCW OT MEOarorMyeckoTo MamcTopcTBO Ha
npenogaBaTenuTe W OT JXENaHWETO W YMEHWETO 3a YCbBBLPLUEHCTBAHE Ha
OpraHu3auusiTa Ha ypoka.

MpuHocu

A) HayyHo-npunoxHu

1. OT TeopeTnyHa rnegHa Toyka ca 0BobLiEHN BPb3KUTE MeXOy TEOpuUTE 3a YuyeHe,
CTUINOBE Ha yYeHe U UrpoBm3aLus.

2. Bb3 ocHoBa Ha nutepaTypHuTe 0030pu € HanpaBeHO oboraTsiBaHe Ha TEOPETUYHM
ONUCaHWS Ha EeneMeHTU Ha WrpoBM3auMs B ODYYEHWETO M Bb3MOXHOCTUTE 33 TAXHOTO
NPUNOXEHNE.

3. MpeanoxeH e mozen 3a pa3paboTBaHe Ha TEXHOMOrMSA 3a UrpoBM3aLMs B YPOLM MO
MaTemaTuka.

b) MpunoxHu

4. M3cneaBaHo e BNMSIHMETO Ha MrpoBm3aLmsTa B 0by4eHneTo no matemaTuka B 11 knac
Ha 3ab/KUTENHA MOArOTOBKA BbPXY MOCTMXEHWATA Ha YYeHWuuTe v MOTUBALMATA UM 3a
paborTa.

5. CpaBHeHM Ca Bb3MOXHOCTUTE 3a MpunaraHe Ha WH(OPMALMOHHM TeXHonorun —
Kahoot! n PowerPoint, xapTeH TeCT npu npoBepka v oLeHKa Ha 3HaHWS Mo MaTemaruka

6. HanpaseHa e agantauus Ha MHCTPYMEHTapUyM 3a OLieHKa Ha MOTMBaLMATA 3a YYeHe
no matemMaTuka
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