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ADCTpaKT

Tetivupuxayuama npeocmasnaea u3non3eane HA USPOBU MEXAHUSMU U eNeMeHmU 6 Heusposu
KOHmMeKCm ¢ yel noguuiasane Ha momusayuama u aneaxcupanocmma. Ocobeno nooxooswa cgepa na
npunodcenue e 06pazoeanuemo, Kamo 3Ha4UmenaHu 8b3MOACHOCMU ce OMKPUBAT NPU NPULALAHEMO HA
nooxoda & eiekmpoHHomo obyyenue. Haldepasicoanemo Ha mpaouyuorHume niamgopmu 3a
eleKMPOHHO O00YYeHue ¢ MexXHON02UU, Npeodnazawjil USposU eleMeHmu — Kamo UHMEePaKmueHu
naam@opmu, mecmose, UMEPCUBHU MEXHONOUU U CUCMEMU C USKYCMEEH UHMeNeKm — Npasu
00yueHuemo no-nepcoHaIu3upano u eqpekmugro. Ilpunazanemo na eelimuguyupawus nooxoo Kpue u
puckose, Hali-6eye N0 OMHOUlEHUE HA NOBbPXHOCMHA 2eumugpuxayus (,, pointsification ), npekomepha
KOHKYpeHYUs, KOAMO usmecmea @okyca Oom yyenemo, Kakmo u npooiemu ¢ OOCMBbHNHOCMMA U
emuxama. I[lopadu masu npuyuna ycnewHomo 1 npuideane e pe3yimanm om cb4yemasanemo Ha 00ope
Oeghunupanu nedazo2uiecku yeau u noOX00sAuU MexHOI02UU, KOUMo 0a CMUMYIUpam Momueayuama
U aHeadCUpanocmma Ha obyuaemume.

Abstract

Gamification is the use of game mechanisms and elements in a non-gaming context to increase motiva
tion and engagement. Education is a particularly relevant field of application, with significant opportu
nities opening in the application of the e-learning approach. Upgrading traditional e-learning platfor
ms with technologies offering game elements — such as interactive platforms, quizzes, immersive techn
ologies, and artificial intelligence systems — makes learning more personalized and effective. The appl
ication of the gamification approach also carries risks, especially in terms of superficial gamification
("pointsification”), excessive competition that shifts the focus away from learning, as well as accessibi
lity and ethics issues. For this reason, its successful implementation is the result of a combination of w
ell-defined pedagogical goals and appropriate technologies to stimulate the motivation and engageme
nt of learners.

KawuoBu nymn: reiimudukaus, elIeKTPOHHO 00yUYeHIe, MOTHBAIIHS, 00pa30BaTEHN TEXHOIOTHH, M
DE monen

JEL: D83, 123, 033

YBoa

HaBnm3anero Ha HOBWTE TEXHOJOTMH W pa3MIMPSABAHETO HA O0XBaTa Ha OHJIAH OOy4YEeHHETO ca
BOJCIIUTE MPEANOCTABKU 3a MPUIATaHETO Ha HOBU IEJArOTMYECKH MOIXOAM 3a NPUBIMYAHE U
3aJbp)KaHe Ha MHTepeca Ha o0ydaeMuTe, 0COOCHO Ha MPEACTABUTENNTE Ha MOKOJEHUE Z, 3a KOUTO
JUTUTATHATE TEXHOJIOTHM, OHJAH KOMYHUKalHdATa M WHTEPAKTUBHOCTTA Ca €CTECTBEHA 4YacT OT
eXeZHeBUeTO. EJMH 0oT Haii-yclienHuTe ChBPEMEHHU 00pa30BaTEIIHU TTOAX0/H € TeHMU(HKAUsITa —
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METO/T, KOWTO M3MO0JI3Ba HTPOBU MPUHIIUITA U MEXaHU3MH 32 CTUMYJIMpaHe Ha MOTHBAIIMATA B TIpOIeca
Ha y4eHe. To3u moaxoa He caMo yBeIr4daBa aHTKHPAHOCTTa B yIOBIETBOPEHUETO HA yYAIIUTe, HO U
MOATIOMAara pa3BUTUETO HA KJIIOYOBH KOTHUTHUBHU W COLIMAJIHU YMEHHS YpE3 UTPOBHU CIICHAPUU U
chere3arenHn  eneMeHTH. OcBeH ToBa TeWMH(HKANMATAa TPEAOCTaBs  BB3MOXKHOCT 32
VHANBUIyAN3ApaHe Ha y4eOHHS MPOIEC, KaTo MO3BOJSABA afanTanys KbM pa3IMdHU CTHIIOBE Ha
YY€HEe U TEMIIOBE Ha yCBOsSBaHE Ha MaTepHaa.

Ieiimupuranms: KOHUENUHUA U HCTOPUYECKO Pa3BUTHE
epunuyun na zeiimugukayuama

TepMuHbT reliMuduKanus (MTpoBU3aLMs) € HEOJOTH3bM, BbBEICH OT OpUTaHCKHUS mporpamucT Huk
[Tenuar, KOHTO pazpaboTBa HHTEpdElic, ToM00CH Ha UTpa, 32 OAHKOMATH W BEHIWHT MAIIIHHHU C IIe]T Ja
HaIpaBH eIeKTPOHHUTE TpaH3akumu mo-npuBiekarendu (Pelling, 2011). MHoro 6bp30 TEpMUHBT
HaBIM3a U B JApPYru cdepu, Karo Heropara AeGuHUNMS € OOCKT Ha TPYJOBETE HA PEAHLA YUYCHH.
3I/IXCpMaH n KpHunram s OIMPEACIIAT KaTo IPOLEC Ha HUI'POBO MHUCIICHE W HUI'POBH MCXAHUKH 3a
aHTaXHpaHe Ha MOTpeOUTEeNnuTe W pemaBaHe Ha npobnemu (Zichermann & Cunningham, 2011). Ot
CBOs cTpaHa bbpk cumTta, Ye redMupUKanMATa € HMHCTPYMEHT 3a IPOCKTHpaHEe Ha MOBEACHHE,
pa3sBMBaHC Ha YMCHHA W HaCbpyaBaHC Ha MHOBAIUU, KOMTO B KOM6I/IH3HI/ISI C ApYyru TCXHOJIOTHU U
TEHIEHIIMU MOXKE Ja IPUYMHH IOJIEMHU IPEKbCBAHMUS B MHOBALIMUTE, YIIPABICHUETO Ha MIPEACTABIHETO
Ha CIy’KUTENIUTE, 00pa30BaHUETO, TUIYHOCTHOTO PAa3BUTHE U aHTaKUpaHOCTTa Ha knueHtuTe (Burke,
2012). Xyorapu m Xamapu axkICHTHUpPAT BHPXY pOJATa Ha TeHMHUUKaIUATa KaTo Mpolec Ha
nofo0psABaHe Ha yciyrara ¢ JOCTBIIHH LIEHU 38 UTPOBH NPEKHUBSABAHUS, KOWTO LIETH A2 TOATIOMOTHE
CH37aBAHETO Ha CTOMHOCT OT CcTpaHa Ha moTpeduTerns karo 1suio (Huotari & Hamari, 2012). TaxaoTO
BIKIIaHE € JOpPa3BHUTO OoT Bepbax, xoiiTo AedmHMpa reiMuduKanysaTa KaTo mpolec Ha NpeBphIIaHe Ha
JNEHHOCTUTE B TMO-UTPONOJOOHH, (OKYCHpPaKH C€ BBPXY KIIOYOBOTO MPOCTPAHCTBO MEKAY
KOMIIOHEHTHUTE, KOUTO M3TPaXJaT UTPHUTE, U XOJUCTUYHOTO MpexuBsBaHe Ha urposoctra (Werbach,
2014). HayunaTa oOIIHOCT ce 00eIUHSIBA OKOJIO OMPEAEIICHUTETO, AaJIEHO OT JeThpArH U ChaBTOPH
(Deterding, Dixon, Khaled, & Nacke, 2011), noaknepeno ot Bepbax u XbuThp (Werbach & Hunter,
2012), xouto ompeaensT reiMuduKanusTa Karo H3MO0I3BAaHE HA MIPOBH CJIIEMEHTH U TEXHUKU B
HEUTPOBU KOHTEKCT, KOETO ONpeielieHre prueMaMe 1 HHe.

Hcemopuuecko pazsumue na zeimuduxayuama

Makap 1 CpaBHUTEIHO HOBA KOHIIEHIIMS, UeTa 3a TeiMU(UKAIUs BOJU CBOSTO Havyasio orie oT 1908
I., KOraTo B CKayTCKOTO JIBUKEHHE C€ BBBEXAAT 3HAUKH KaTO Harpaja 3a MOCTMXKEHHs ¥ IPUI00UTH
ymenus. [Ipe3 70-te u 80-Te roaunu Ha 20-TH BEK Ce Ipejyiara ujaesTa Ja ce Hampasu padoTaTa Io-
WHTEpEeCHa M aHTaXupaila, Karo TPYJAOBHUTE 3aJbJDKEHHS C€ MpeBphIIaT B cBoeoOpa3Ha urpa. B
peanHus OuzHec reiMUQUKanUATa 3a IbPBYU ITHT CE M3II0JI3BA OT aBUOKoMHIanuuTe npe3 1981 r., kouto
MOMYJISIPU3UPAT UTPOBH KOMIIOHEHTH KaTO TOYKHM, HMBAa W Harpagd. IIpe3 80-te u 90-te roauHu
HapacTBa aKaJeMUYHUAT HHTEpPEC KbM Temara, a mpe3 1996 r. Puuapa bapten cb3naBa kinacudukanus
Ha THUIIOBETE MIPayd, KOSTO € B OCHOBaTa Ha pa30MpaHETO Ha WIPOBOTO MOBEJCHUE W JH3aiiHa Ha
MotuBanoHHH cuctemu (Bartle, 1996). Breesxxnaneto Ha Tepmuna nipe3 2002 r. ot [lenuHr oTkposiBa
reliMupUKanmsiTa KaTo CaMOCTOSTEIHO HampaBlieHWE W TOCTaBsi HA4YaJlOTO Ha CH3HATEIHOTO
U3I0I3BaHE HA UTPOBH €JIEMEHTH B IIPOAYKTH, YCIYTU U COPTYyEepHH PELICHUS.

Ot cpenara Ha 2000-Te roguHu refiMuduKanusITa HABIU3a MacoOBO U B JUTUTanHara cdepa, Karo B
peauna oHJAWH MaTGopMH ce A00aBAT WIPOBM MEXAaHMKM 32 TMOBHINABAaHE HA MOTHBAIMATA, a
MHOKECTBO TPWIIOKEHHS BHEAPSBAT CHUCTEMH OT 3HAYKH WM TOCTIDKEHHUS C IIeNl aHTaXHpaHe Ha
norpedurenute (Sharma & Sharma, 2023), (Christians, 2018).

B nocnenauTe roquam refiMudukanmsTa ce NpeBpbhila B HEM3MEHHA 4acT OT 00pa30BaHUETO, OU3Heca,
3IpaBeoria3BaneTo u puTHec uHAycTpusra. [To Bpeme Ha nanaemusta or COVID-19 14 urpae kitouora
poJIs B MOIIBPKAHETO HA MOTHBAIMATA M aHTAXUPAHOCTTA MPH JUCTAHIIMOHHO OOy4eHHe U padora.
Ts ce pa3BuBa OT cuCTEMa 3a HarpakJlaBaHe B Hauaja0To Ha 20-TH BEK IO CTPATErMUYE€CKH UHCTPYMEHT
3a aHT@KUpaHe, O0yUYCHHE U MOBUIIIaBaHe HA €(PEKTUBHOCTTA B ChBPEMEHHUS IUTUTAJICH CBAT.
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MOTI/IBaIlI/IOHHH, NEeAAroru4eCKM 1 TEXHOJOTHYHHU aCIICKTH HA €JICKTPOHHOTO oﬁyqe}me
Momueammma Kamo Kjirouoe d)akmop 6 npoueca Ha eIeKmMmpoOHHOMO 06yqenue

MortuBanusTa 3a yueHe € KJIFOUOB TCHXOJOTHYECKH MEXaHW3bM, KOWTO HACOYBA TOBEJCHUETO Ha
YOBEKa M yCHIUATA My KbM IOCTHTaHe Ha onpexaeneHa nen (Davidovitch & Dorot, 2023). Ts moxe ga
ce JeuHHMpa KAaTO BBTPEIIHA CHJIA, KOSITO B OOpPa30BaTE]ICH KOHTEKCT aKTHBHpPAa W HAcO4Ba
MOBE/ICHUETO HA Y4Yalllds IO MO3UTHBCH M KPEaTHMBCH HAUWH, KAaTO ChHIIEBPEMEHHO IOJIoMara
YCBOSIBAHETO Ha 3HaHWATa M (hopMHpaHEeTo Ha mone3nn ydeOnm HaBumm (Alcivar, Menéndez, &
Valencia, 2021). MotuBanusita He € (YH3MIECKa XapaKTEPUCTHKA, KOATO MOXKe Ja OBbJe OlpeaeiieHa, a
Cce MPOosIBsiBa IIOCPECTBOM MOBEIEHUETO U ycrmusiTa Ha o0ydaemusi (Redondo & Martin, 2015).

MortuBanusTa Moke 1a ObJie BbTpELIHA U BhHIIHA. BhTpeinara MoTHBaLus ce CBbP3Ba C HHTEpeca U
JM000MUTCTBOTO HAa 00ydaeMusi, JOKATO BBHIIHATA CE MPOBOKUPA OT HAIPAAUTE U CTUMYJUTE, KOUTO
Toi ovakBa. U ABaTa BUAa MOTHBAIMA OKa3BaT BIMSHHE KAaKTO BbPXY yueOHUTE MOCTHKEHUS, TaKa U
BBPXY aHTXHPAHOCTTA Ha 00y4aeMHUTe 3a OCTHI'aHE Ha JBITOCPOYHU yueOHHU nenu. Ts ctumymnupa
y4YaluTe Aa MOCBELIABAaT BPEME M YCHWJIMS Ha y4eOHHTE 3aJadd M J1a MPOSBSIBAT YCTOMYMBOCT IPHU
TPYAHOCTH, UASHTU(UIMPAHHU IO BpEMe Ha yueOHuUs nporec. B qombiHeHne, MOTHBALUATA Ce BIIHSC
W OT JIMYHH, COLMATHN U KyITYpPHU (aKTOpH, KOUTO, IPUIOKEHH OT OOY4YHUTENUTE B 00pa3oBaTecH
KOHTEKCT, MOraT Ja HachpyaT WHUIMATHBHOCTTA, AKTMBHOTO y4Y€HE W Ja AOBENAaT IO BUCOKH
pe3yaTaru.

Ileoazozuuecku acnekmu na 2eﬁ.uu¢m<auuﬂma 6 €JIEKMPOHHOmMO 06yqeuue

IelimudukanuaTa B €IEKTPOHHOTO O0YUYCHUE MOXKE JIa CE ONMPENEeNTN KaTo W3IMOI3BAHETO HA MIPOBU
MEXaHU3MH B HEUTPOBU TIEJIarOTHYCCKU CHTYalliM B EJCKTPOHHA cpela C Iiel MOBHIIABAHE HA
HWHTEpeca, MOTHBAIMATA M y4yacTHeTO Ha oOydaemute. Ts cmocoOctBa 3a TpaHchopMmupaHe Ha
TPaJMIIMOHHUTE OOpPA30BATCIHU MOJIXOJH, KAaTO NpPaBH YYCHETO EMOIIMOHAIIHO W HHTEPAKTHBHO
MPEXKUBSIBAHE, U3MOI3BANKH CTPATETHH, TIO3HATH OT UTPUTE — CHOMpaHEe HA TOYKH, HATPYIBAaHE Ha
HaIpeabK W TIOCTUTaHe Ha HHUBA, MpeAN3BUKATENCTBa, kiacanuu U 1p. (Deterding, Dixon, Khaled, &
Nacke, 2011).

Ot nearoruuecka riieiHa TOYKa Ts C€ OCHOBaBa HA KOHCTPYKTUBUCTKUTE U MOTUBALIMOHHUTE TEOPUH,
KOHUTO aKLEHTHpAT BbPXY BoJelaTa poist Ha o0ydaemure B npoueca (Deci & Ryan, 2000). Urposure
MeXaHU3MH TloMaraT Ha 00y4aeMuTe Jia H3rpaXkJaT YMEHHS KaTo KpUTUIHO MUCIIEHEe, caMopedIIeKcHs,
CIIOCOOHOCT 3a pellaBaHe Ha Mpo0seMH, a OT CBOS CTpaHa CUCTeMara 3a Harpaau M oOpaTHa Bpb3Ka
NoJAbpKa BbTpEIIHaTa UM MoTuBanmsA. [1o To3M HauWMH ce MoCTUra M Mo-rojsiMa yCTOHYMBOCT Ha
OHJIaliH 00YYEHHETO, BHIIPEKHU JIMIICATa Ha peallHa COIMANHA Bpb3ka Mexay ydactHuiure (Hamari,
Koivisto, & Sarsa, 2014).

/quumwmu UHCMPYMEHMU U MEXHOJI02HU 3a zeﬁmmjmkauua Ha eJIeKmpoHHOmMo oﬁyltenue

B TeXHOJIOrMYHO OTHONICHHE TelMHU(UKAIMATA B €IEKTPOHHOTO OOYyYEHHE CEe OCBINECTBABA Upe3
pa3Ho00pa3Hu quruTaitHu uHCTpyMeHTH U tiatdopmu (Christopoulos & Mystakidis, 2023), (CHE KU
MOND, et al., 2023):

e MHHcTpymeHTH 3a omensiBaHe W BHKTOpuHU kato Kahoot!, Quizizz u Socrative, kouto
MO3BOJISIBAT MPOBEXK/IAHE HA TECTOBE M AHKETH B PEaTHO BpeMe, ChUETaHU C BU3YalIHHU e(heKTH,
TOYKH W Kiacanuu. Te ctumynupar Obp3ara peakius Ha o0ydaeMHTe M Ch3JaBaT JHHAMHYHA
u HehopMmaliHa cpefia 3a yUeHe.

e Cucremu 3a ynpaniienne Ha o0ydenuero (Learning Management Systems - LMS) c
reiimupuxanuonau moaysm karo Moodle (rurerun Level Up!) u Canvas Badges, xouto
JlaBaT BB3MOKHOCT 3a TPUCHKIAAaHE HA 3HAYKH, NPOCIENsIBaHE Ha IOCTH)KCHUSTA H
BU3yalIM3UpaHe Ha pe3yiITaTHTE, Ch3aBaliki yCcelllaHe 3a HallpebK B 00yUEHUETO.

e lHTepakTHBHH KJACHU CTaM W CPeldd 3a ChbTPyIAHUYecTBO Kato Mentimeter, Nearpod u
Padlet, kouTo ynecHsBaT akTUBHOTO y4acTHE Ha O0y4aeMHTE B IPOIIECa KaTo T'M aHTaXHpar
[IOCPEICTBOM TOITbJIBAHE HA aHKETH B PEATHO BpeMe, IUCKYCHUHU U criofiefisiHe Ha uaeu. [1o To3u
Ha4YMH MACUBHOTO OOYYEHHUE Ce MPEBPHIIA B KOJICKTHBHO HHTEPAKTHUBHO MPEKUBSBAHE.
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e [laardopmu 3a Ko0JA0OPATHBHO W NPOEKTHO-0a3Mpano oOy4yeHue kato Minecraft:
Education Edition n Classcraft, kouto Hacbp4aBaT CHTPYIHHYECTBOTO, CTPATETUIECKOTO
MHCJICHE U peliaBaHeTo Ha mpodieMu mox GpopmaTa Ha MPEABAPUTEITHO ACHUHUPAHA UTPOBU
CIIEHapHH.

° I/I3KyCTBeH HHTCJIEKT U aJallTUBHU CHCTEMH, KOHWTO MHM3IOJI3BAT AJaHHHU 3a MHUHAJIOTO
IIOBCACHHUC Ha 06yqaeMHTe C IICJI 1a IE€pCOHATIU3UPAT UTPOBOTO MY NPCIKHUBABAHEC.

e [loransium ,,MMepPCHBHH® TEeXHOJIOTMHM, BKIIOYBAIIM HHCTPYMEHTH 3a noOaseHa (AR),
BuptyanHa (VR) u cmecena peamnoct (MR), xouto cromaraT ch3aBaHETO Ha JABIOOKH H
peamucTuuHM yueOHM TpekuBaBaHus. TakuBa mHCTpyMeHTH ca Merge Cube, EngageVR,
ClassVR, Microsoft HoloLens u AR Anatomy Apps u ap.

IIpenumcTBa U PUCKOBE HA reiiMU(PUKANMATA B €JIEKTPOHHOTO O0yUeHUue
Ilpeoumcmea

[Mpunaraneto Ha TeWMU(HUKAIKMATA B EIEKTPOHHOTO OOYyYEeHHE HWMa 3HAYMM TOTCHIUAN 3a
no/o0psiBaHe HAa KAYeCTBOTO M e()EKTHBHOCTTA HA YUEOHUS TPOIIEC, KATO BIUSC BbPXY MOTHUBAIIHSATA,
IIOCTUXKCHUATA U 33}1’bp)KaHCTO HAa BHUMAHHUECTO Ha yann/ITe. B’LHpCKI/I TOBa, Cq)CKTLT I‘/I 3aBHUCU OT
HayMHA Ha IMPOCKTHpaHe, KOHTEKCTa M WHIMBUAYAIHUTE XapaKTePUCTUKH Ha oOyuaemure. Cpen
OCHOBHUTE U ipequMcTBa ce oTkposiBat cieaante (Dicheva, Dichev, Agre, & Angelova, 2015), (Hanus
& Fox, 2015), (Simsek & Yilmaz, 2025):

e [loBumaBaHe HA MOTHBALMATA M AHIAKUPAHOCTTAa — reiiMuUKanuUsITa BIMSE BBPXY
BBTpEIIHATa MOTHBAIMA Ha oOy4yaeMHUTE upe3 OTYMTaHE Ha TOCTH)KEHUSTa, CleleHEe Ha
HampeabKa M IIOCTaBsHE Ha MPEIU3BUKATEICTBA, KATO MO TO3M HAYMH CE€ HachpyaBar
MIOCTOSIHCTBOTO B paborata u camopeduekcusra. MrpoBure cleHapud HPOBOKUPAT IIO-
IBI00Ka aHTKUPAHOCT TI0 OTHOILEHHE HA YYEOHOTO ChABPKAHUE U MOCTHUraT IOJIOKUTETHA
€MOILOHAJTHA Harjaca KbM YUEHETO.

e Pa3BuTHe Ha MO3HABATEJHU W CONMAJHM YMEHMSI — UTPOBUTE JACHHOCTH CIIOCOOCTBAT Ha
Y4YaIIuTe Aa U3rPaXIaT KPUTHUYHO MUCIICHE U Ja pelaBaT npodiieMu, paboTeiiku B ekuil. Te
pa3BUBAT CTPATErMYECKUTE KOMYHHKALMOHHWUTE U JIMJIEPCKATE YMEHMs, KaTO HachbpyaBar
CBTPYAHUYECTBOTO.

o [IlomoOpsiBane Ha yueOHUTE Pe3yJITATH U 3alIOMHSIHE HA HAyYCHOTO 32 MO-MPOIBIDKUTEICH
MEPUO/JT B CPABHEHHE C TPATUIIMOHHUTE EINEKTPOHHH (POPMH.

e JlepcoHanu3upaHo M aJanTHBHO Yy4YeHe — TMPWJIATAHETO HA H3KYCTBEH HWHTENEKT B
reiiMmupunupammre Gopmu Ha oOydyeHHE JaBa BB3MOKHOCT Ha CHCTEMHUTE JAa IMpemiarar
WHIMBUIyalTU3UpaHy TIPEIN3BUKATENICTBA HA 00yd4aeMHUTE M CTUMYJIH, ChOOpa3eHH ¢ HUBOTO,
TEMITOTO UM Ha y4YeHe U JIMYHUTE MpeanodyuTanus. ToBa HacbpyaBa aBTOHOMUSATA U KOHTPOJIA
OT CTpaHa Ha 00y4yaeMuTe BbPXY MpoLeca.

e [IlogoOpena odpaTHa Bpb3Ka M BUAMM HaNpeabK — BU3yaJHUTE CTUMYJIM KaTO 3HAUKH, HUBA,
ClIeZIeHe Ha Mporpeca M KJIacaluu, MPaBsT Pe3yiITaTHTe OT 00YUEHUETO M0-0Ce3aeMU U JIECHU
3a IpocielsBaHe KaTo II0 TO3M HAYMH C€ 3acUjBa CaMOpPETryJalusTa U YBEpEeHOCTTa Ha
yJaIuTe.

Puckosge

BbIpeku 3HAYUTETHHUS TNEIarorduecKy MOTeHIMal Ha reMudukanusara, peauna aptopu (Hanus &
Fox, 2015), (de-Marcos, Dominguez, Saenz-de-Navarrete, & Pagés, 2014), (Dicheva, Dichev, Agre, &
Angelova, 2015), (Toda, Valle, & Isotani, 2017) cuuraT, 4e HEHHOTO MPHUJIATAHE B EICKTPOHHOTO
o0ydJeHue Kpre U MHOXKECTBO PUCKOBE M MTPEIU3BUKATEICTBA:

e [IpexomepHa 3aBHCHMOCT OT BbHIIHHN CTHMYJIH KaTO TOYKH, 3HaUKH U KJIACAI[UM MOXE Ja
oTCiIabK BhTpEIIHATa MOTHBAIIUS, Thil KATO BHUMaHHUETO ce (OKycupa BbpXY Harpazuara, a He
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BBpXy camoTo oOydeHue. ToBa Bomu 10 ydactue mpodopmMa, MOMEHTHO aHTaKHpaHE H
HaTpyIBaHe MPEINMHO Ha KPATKOCPOYHH 3HAHUS.

e Edexr Ha HOBoCTTA U 3ary6a Ha HHTEPEC — B HAYAJIOTO UTPOBUTE €JIEMCHTH Ca HHTEPECHU
3a 00yyaBaHWTE M MPEIU3BUKBAT CHTYCHA3bM, HO aKO C€ MPEKAIIBa C TAX, TC CTABAT CKYYHH,
NPEBUANMHE U TYOST CBOSITA MOTHBHpAIIA POJIS B y4eOHHMS MPoIIec. 3a MPeo1osIsiBaHe Ha TO3U
HEJIOCTAThK TeMMU(pHUIHpPAIINTE KOMIOHEHTH TPAOBA Ja ce OOHOBSBAT IEPHOAUTHO CIPSIMO
MOTPEOHOCTUTE HA 00YYaeMUTE.

e [loBuieH cTpec M COMMAIIHO HANPeKeHHe — ChCTE3aTETHUTE MEXaHN3MH KaTo KJIacaliuu 1
npocie/siBaHe Ha HampeIbKa MOTraT Ja IMOPOJST TPEBOKHOCT, MPUTECHEHHUE M YYBCTBO 3a
HeycreX, ocobeHo ako ca myOmuyHd. [lo TO3M HaumMH MOXe /Ja ce 3aCHIIM COLMATHOTO
CpaBHEHME U Jla ce Ch3/JaJie HeOmaronpusaTHa yueOHa 0OCTaHOBKa, Haii-Beue 32 00ydaeMHTe ¢
HO-HHCKa CaMOOLICHKA.

e Henoaxoasim megarorm4ecku AM3aiiH — MEXaHUYHOTO M HEOOMHCIIEHO BBBEXKIAaHE Ha
reiiMudukanmsTa, 0cOOCHO aKo TS HE € ChoOpa3eHa C IMeJarornIecKuTe e Ha 00YIeHHETO,
MOXe Ja uMa oOparteH edekT — 1a JoBeje 10 KOTHUTHBHO HAaTOBapBaHe W pasceiiBane. ETo
3aIllo, 3a J]a € ycIellHa, reiMuduKkanuaTa TpsaoBa 1a OTroBaps Ha HAKOJIKO YCJIOBHSA: Ja UMa
SICHO 3aJ1a/ICHH IIeIM U ITpaBuiIa, 1a IPEI0CTaBs oOpaTHa Bpb3Ka Ha 00YYaeMHTE U YIaCTHETO
¥M J1a € TOOPOBOITHO.

e TexHOJIOrHYHM OrPAHUYEHHUS] M JUIMTAIHO HEPABEHCTBO — ¢()EKTHUBHOTO NpUIAaraHe Ha
reliMuUKanmsiTa U3UCKBA HATMYMETO HA MOIXOAAII0 TEXHHUECKO 000pyaBaHe U coPTyepHH
I1aThopMH, KOETO MOXKE Jla MPEACTaBIIsIBA MPEUKa 32 ONpPEeNICHH COIMATHA U €THHYECKU
rpynu. OcBeH TOBa ycIleIIHAaTa ¥ peaju3anys Ipearoara npernojaBaTesl ¢ HeoOxogumara
JUTUTATHA KOMIIETCHTHOCT, KOSATO HE € HAJIMYHA BbB BCHYKM Y4eOHH WHCTUTYIHH, KOETO
MOTEHIIMATHO YBEINYaBa HEPABEHCTBOTO B JIOCTHIIA 10 KAYECTBEHO EIIEKTPOHHO O0yUYECHHE.

e ETnyHm m nmpaBHH pHCKOBe — TelMu(UKaluATa Mpeanoyiara ChbOMpaHe Ha JaHHU 3a
MOBEICHUETO Ha 00y9YaeMuTe, KOETO TIOCTaBS 0] BBIIPOC 3aIMTATa HA JTMYHATA WHPOPMAITHS
1 noBeputTeHOCTTa. ChIIECTBYBa U PUCK OT yNOTpedaTa Ha MaHUITYJIATHBEH WM MTPEKAICHO
aHTXUpAII TU3aiiH, KOWTO U3MecTBa OoKyca OT 00pPa30BaTEIIHUTE LICIIH.

o KynaTypHu v WHIUBHIYAJHU Pa3audus — ¢PEKTUBHOCTTA HA relMu(UKAIMATA 3aBUCH OT
KyJITypHHUTE M JIMYHOCTHUTE XapAKTEPUCTUKK HA 00yyaeMuTe. Pa3inyHuTEe THITOBE THYHOCTH
pearupar pa3JInYHO Ha €JTHU U CHIIM UTPOBU CTUMYJIM — JIOKATO €IJHHU CE MOTHUBHUPAT MOBEUE B
KOHKYpPEHTHa cCpela, JOpyrd MpearoYuTar WHIAWNBUAYAJIHUTE IIPEAU3BUKATEIICTBA U
caMocTosATenHaTa pabora.

3ak/ao4yeHue

lelimudukanusita ce yTBbpKAaBa KaTo e()EKTUBEH HWHCTPYMEHT B CHBPEMEHHOTO EJIEKTPOHHO
o0y4yeHne, KOMOMHUPAHKU UTPOBU MEXAHHU3MU C TIEJarorHuecKy METOIU U MTOIXOAH C 1]l IOBUIIIaBAaHE
Ha MOTHBaLUATA, aHTAKHMPAHOCTTA M YYacTHETO Ha oOyyaemuTe B y4deOHHsS mpouec. Urposute
€JIeMEHTH KaTo 3HAuyK{, MpOCIlesBaHe Ha Mporpeca, KiIacallid, UMEPCUBHH NMPEXUBSIBAHUSI U JIp.
MTO3BOJISIBAT MEPCOHATTM3MPAHE HAa yUEHETO U HaCchpUaBaHE Ha PA3BUTHETO HA KIFOYOBH KOTHUTHUBHH H
COLIMAJIHA YMEHMUSL.

VYcnemHara uHTErpanys Ha TedMU(UKaLusITa B €IEKTPOHHOTO OOydeHHE OT CBOsI CTpaHa M3MCKBa
BHHUMATEIIHO TPOEKTHpaHE M CHhOOpaszsBaHe C WHANBUAyAIHHTE OCOOEHOCTH Ha OOydaeMuTe,
MOCTaBsiHE HA NPABWJIHU TEJAarorH4ecKd e M OTYMTAaHE Ha TEXHOJOTMYHHUTE BB3MOXKHOCTH Ha
poiieca.

3a mpeomonsiBaHE HA MHOXECTBOTO pPHCKOBE, CBBP3aHH C MpeKOMepHara ymnorpeba Ha
reliMuUKaIMATA, TOPAXK/IAIIATa C€ KOHKYPEHIIUS, TEXHOJIOTUYHUTE OTPaHUYEHHSI, ETUMHUTE aCTIEKTH
W KYJITypHHUTE pa3jinuus, € HeoOXOIMMO IpujaraHero Ha OamaHCHpaH M A00pe CTPYKTypUpaH
oOpazoBaresieH noaxo/. BaxkHo e ia ce momueprae, ue refimudurkanusta He OuBa 1a Obae camored, a
MO-CKOPO HMHCTPYMEHT, KOWTO JONBJIBA TPAAWUIMOHHOTO EJIEKTPOHHO OOYYECHHE, MOBHUINABANKH
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HeroBaTa €(QEeKTUBHOCT M YCTOHYMBOCTTa Ha MPUAOOMTHTE 3HAHUS. YCIENIHOTO M TpHJIaraHe e
pesynrar OT CHHEprHATa MEXKIy MeJarorudecKuTe e, MOAXOJSIINTe TEXHOJOTUH H
VHAWBUIYATHUTE OCOOEHOCTH Ha 00yJaeMuTe.

PenoBHOTO OOHOBSIBaHE W ajanTHpaHe HA TeHMHUUIHPAIINTE €IEMEHTH CHPSIMO WHINBHIYATHUTE
MOTPEOHOCTH W Hampeabka Ha oOydyaeMuTe € KIF0YOBO 3a MOAIbpKaHEe Ha BHCOKAa MOTHBAIHAA H
YCTOWYHBO y4acTHe B yU4eOHHUS TpoIec.
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