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Abstract:

In the domain of information technologies, the integration of game elements into the educational
process stands out as an innovative approach to enriching the learning environment in higher education
institutions. Gamification offers unique opportunities for engaging and stimulating students, thereby
transforming traditional educational approaches.

The central topic of this study is the examination of the adaptation and integration of gamification
strategies in higher education, analyzing the ways for their effective implementation and their potential
to enhance interactivity between e-learning platforms and their users. In this context, various aspects
of gamification are explored, focusing on its strategic importance for modernizing education and
increasing student motivation.
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BbBEOEHUE

renMnukaumaTa e nonynapeH TEPMUH, U3MNON3BaH 3a ONuUcaHue Ha noaxoauTe 3a
nogobpsiBaHe Ha aHraxumpaHocTTa Ha noTpebutennte Ha coTyepHM CUCTEMU U
TEXHOSMOrMN 4Ypes3 BrpaxgaHe Ha UrpoBU erieMeHTU. Ta e obekT Ha uscneaBaHus,
ANCKYCUM M Ka3yCW MO OTHOLLEHME NMPaBuiHOTO N npunaraHe. Cped OCHOBHUTE MOSI3K
OT reMuduKauuaTa e Bb3MOXHOCTTa Aa ce Cb3gdafe MNofi30TBOPHO CbpPeBHOBaHME
mMexgy notpebutenute — CTygeHTW, CRyXutenn unu knneHTun. CbcTesaTenHocTTa
npeacrtaBsnaBa epekTMBEH METO[ 3a JEMOHCTpauus Ha YMEHUSA U 3HaHUA, KakTo U 3a
npngobmBaHe Ha HarpaguM W npu3HaHve B KOHKpeTHaTa cpena. OpraHusauuuTe
Npudsreat Ao UrpuTe KaTto CpeacTBO 3a 0OyyeHMe Ha CTaXaHTuTe, MOTMBauusa Ha
nepcoHana M HacbpyYaBaHe 3a Cb3aBaHe Ha MNPOCTPAHCTBO 3a TBOPYECKUM WUOEWN.
NHTerpupaHeTo Ha UrpoBu efleMeHTU HaMMpa MSICTO B MHOXECTBO cdpepu 1 NnpeaMeTHN
obnactn — obpasoBaTesiHn MHCTUTYUUKN, COMTYEPHU KOMNAHWUW, MeauuuHCKaTa
NHOYCTPUS, ObpXKaBHU opraHnsaummn n apyrn. dopma Ha renMndmkaLns € NnocTaBsHETO
Ha 3ajayn, KOUTO HarpaxgasaT noTpebutenute ¢ TOYKM UMM 3HAYKU, KOUTO OT CBOS
CTpaHa moraTt fga ce obMeHsT 3a peanHu npegmeTn unn yaoberea. MNMocTmxeHnaTa B
UrpuTe CcryxaT KaTo TMCUXOSIOrMYeckn MHCTPYMEHT 3a ornpefensHe Ha uenn 3a
urpauuTe, pasBUTUE Ha YMEHUsTa U No3HaHMATa U OpUEHTaUna B HenosHata cpea.
AurntanHata renmudukaumss Moxe ga npeobpasu yyebHuTe cpeau BbB BUCLLETO
obpasoBaHMe, KaTo YyBENWYM aHraxXupaHocTTa, MOTMBaUMUATa, CHSoTEeHocTTa U
CbpPEBHOBAHMETO MeXay CTyaeHTUTe.
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B HacToswara nybnukaumsa ce pasrnexnar cneundukute Ha remMmmudunkaumaTa,
NONOXUTENHUTE CTPaHM 3a yYacTHUUUTE, TEXHUYECKUTE npeamsBuUKaTencrea npen
nMnNNemMeHTaumnaTa Ha remmmduumpalum CUCTEMM N NoTeHumMana 3a pasBuTne Ha Tasu
obnacT oT rmegHa To4ka BbBEXAAHETO HA MOAEPHN BMCOKM TEXHOMNOIMMK BB BuceTo
obpa3oBaHue.

N3JTOXEHUE

[eMMudmKaumsaTa € WU3KYCTBOTO Aa Ce wu3BfekaT 3abaBHM UM aHraxupaium
enemMeHTU, TUMUYHU 3a UrpuTe, U BHUMATENHO Aa ce NpunoXxart B AeNHOCTU OT pearHus
ceat (Chou, 2015). 3a pondara, nonaute n egekrta Ha reMmudmrkauus ce nposexaar
MHOXecTBO uscneaBaHus. Chris O Brien owe npes 2010 r. npegswxaa, Ye npeacrou
aeceTtuneTue Ha renmmuumpaHm cuctemu. TepMnHbT ce nossasa npes 2008 r. B
cthepata Ha gurutanHute mMegun. B egHa OT Han-uuMTMpaHuTe ctatum B ScCOpus,
(Deterding, 2011) pasrnexga aeduHupaHeTo Ha reMmudpukaumsaTa. emmmndukauymsTta
€ W3MOoNn3BaHeTO Ha MUrpoBU erieMeHTU N MeXaHU3MU B KOHTEKCTU U3BBLH Urpute.
NrpoBuTte enemMeHTn BKNKOYBAT TOYKM, 3HAYKM, Kracauuu, 3agadv, BUpTyasriHu BanyTu,
BpeEMEBWN OrpaHuYyeHus, ekKunHu npeausBukaTencrtesa u apyrn. B mnacnegBaHeTo Ha
(Hamari et al., 2016) ce paskpuBaT ONPEKTHUTE WU WHOVUPEKTHUTE MON3nM oT
N3Non3BaHeToO Ha reMmudmkauus B obpasoBatenHusa npouec. ABTopute otbenassaT
HyXxgaTa OT npeumsnpaHe Ha UrpoBUTE efleMEHTU Cried KaTto noTpebutennte HaTpynar
3HaHNA UM NpeMuHaT Mpe3 MbpBOHAYaNHUTE npeaussukaTencrea. EdekTnBHOTO
npunaraHe Ha reMMmudukaumsi nMsnckea pasbupaHe Ha 4YoBellkaTa noBegeHYecka
MCUXONOrNs, KakTO N Ha OrpaHnYeHusiTa Ha codpTyepa.

Apyrn nacneposatenu (Nah et al. 2019) ca nscnegsanu npegumcTearta u Non3uTe
OT NpunaraHeTo Ha renMmmndurkaLna B KOprnopaTMBHUTE cucTeMun. Tesn nscrnegosartenu
NpeacTaBAaAT pamMKka, KOSTO agpecupa npegussukaTerncraeaTa, CBbp3aHn ¢ 0byyYeHneTo
Ha noTpebuTenun, NpuemMaHeTo N U3MNON3BAHETO Ha KOPNOpaTUBHU CUCTEMWU, KAKTO U
Bb3MOXHOCTTa 3a nogobpsisaHe Ha NOTPeOUTENCKOTO M3XKUBABAHE 4pe3 UrpoBU
enemMeHTU. Te BKMOYBAT NPeau3BMKaTENCTBO, UHTEPAKTUBHOCT, OPUEHTALINA KbM LIESN,
couManHa CBbP3aHOCT, KOHKYPEHUWA, MNOCTMXKEHWUS, YKpenBaHe, OpUeHTauus KbM
3abaBneHne 1 CrnoXxHa CTpyKTypa Ha Harpagute. [pyrn aBTopu NpeacTaBaT yChneLwwHn
pesyntatm OT uMNfAeMeHTauusaTa Ha reMMmudukaums BbB BuUcweTo obpasoBaHue
(Rahman et al. 2018), (Subhash, Cudney, 2018). C orneg Ha pa3BUTUETO Ha
TEXHOSTIOTMNTE U MHOXECTBOTO MPUMOXEHUS, KOUTO MaguTe xopa MU3non3BaTt KakTo Ha
HACTONMHUTE CU KOMMNIOTPU U flanTonu, Taka n Ha cBouTe cMapTdOoHU, 0Dy4YeHneTo B
TpaguumMoHHaTa KrnacHa cras ce cbnbCckBa C MHOXECTBO npeaussukaTencrea. lpes
nocrnegHuTe roguMHu pasnuyHn nnaTtgopmu 3a enekTpoHHoO obyyeHue ce anpobupaT u
aganTmpaT KbM M3MCKBaHUATA Ha AMHaMu4HaTa obpasoBaTtenHa cpeaa.

Kahoot! e cbBpeMeHHa codTyepHa nnatgopma, KOATO MO3BOfsBa Ha
noTpebutenute ga cb3gasaT, COAENAT U NpoBexaaT Urpu n BUKTopuHU. OcHOBHaTa
uen Ha Kahoot! e ga HanpaBn 06y4eHNeTo MHTEPAKTUBHO U 3abaBHO Ype3 efieMEHTU OT
cbecTes3atenHute wurpun. Kahoot! nossonsiBa Ha npenogasaTenute na cb3gasaTt
BUKTOPUHW N 0BYyYMTENHN UTPKU BbB hopMaT Ha MHOXECTBEH N360p, KbAeTo BbNpocuTe
ce nokasBaT Ha obu, eKkpaH, a yyacTHUUUTe OTroBapsT OT CBouTe COBCTBEHU
ycTpoucTBa. ToBa CTaBa B pearnHO Bpeme, KoeTo fobaBsa efieMeHT Ha Hagnpesapa u
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eHTycMasbM 3a y4vactue B obpasoBaTenHua npouec. Cuctemata aBTOMaTUYHO
npecmdata pesynratute W Bu3yanusMpa Krnacauusi Ha YCNeBaeMoCT 3a BCUYKM,
CTUMYNUParKK 34PaBOCIIOBHA KOHKYPEHLMST Mexay y4acTHUUMTE.

B obpasoBaHuneTo, Kahoot! ce nsnonssa 3a nperoBop Ha maTepuarn, TectoBe 3a
6bp3a npoBepka Ha 3HaHUATA, KaKTO U 3a pa3buBaHe Ha MOHOTOHHOCTTa B KracHaTta
ctas. [lnaTtdopmara ce npunara CbLLO Taka B KOpnopaTuBHa cpefa, KbAeTo CIyXu 3a
TMMOMNOUHT 1 obyyeHne Ha HoBu cnyxutenn. Kahoot! npegnara cneunanusnpaHu
OYHKUMM 3@ KOPMOpPaTUBHU KIMEHTW, BKIKOYMUTESNTHO ONUMM 3a nepcoHanusvpaHe u
aHanu3 Ha pfaHHuTe oOT urpute. [natopmaTta e BaxeH npumep 3a ToBa Kak
renMmmndmrkaumnaTa moxe edPekTMBHO da ce UHTerpmpa B obpasoBaTesniHusa npouec, KaTo
npegnara moaepeH, 3abaBeH 1 cTuMynupall, nogxon KbM oby4yeHMeTo.

Blackboard Learn e nnatgopma 3a enekTpoOHHO M OUCTaHUMOHHO OOy4YeHue,
NpeguMHO M3rnonsBaHa BbB BucINTE y4ebHu yumnuwia. Tasm cuctema npenoctaBs
MHCTPYMEHTUN 3a Cb3[aBaHe M MpoBeXJaHe Ha KypcoBe, oueHsiBaHe, obLlyBaHe U
CbTPYAHUYECTBO MeXay CTydeHTM u npenogasaTtenu. Blackboard Learn Bknwo4Ba
eneMeHTu Ha reMMmuduKkauusg, KOUTO Uendar pga yBenuyat MoTuMBauusaTa WU
aHraxxmpaHocTTa Ha CTyAeHTUTe B y4ebHus npouec. MNnatdopmaTta nsnonssa pasnuyHu
NIrPOBU TEXHUKMK, 3a a Hanpasu oby4yeHMeTo No-npusekaTenHo u ctumynupawo. EamH
OT KIOYOBUTE eneMeHTM Ha renmundumkauma B Blackboard Learn ca 3Haukute u
cepTudukaTuTe, KOMTO MoraT ga 6baaT NpUCbOEHW Ha CTyAEeHTUTE MpU YCneLuHO
3aBbpLUBaHE Ha KypcoBe uiv moaynuv. Teau Harpaau cryxat KaTo BU3yasiHO Npu3HaHue
3a NOCTWXKEHUATA Ha CTyOQEeHTUTe M MoraTt [a HacbpyaT KOHKYpeHUMATa N cTpemexa
KbM cCaMoyCbBbpLleHCTBaHe. Blackboard Learn BkntoyBa CbWO Taka neHTM 3a
HanpeaBaHe (OT aHrn. e3. progress bars), KOMTO Nokas3BaT Ha CTyOEHTUTE KOJIKO OT
Kypca ca 3aBbpLUUIM U KOSKO OLLe UM nNpeacToun. Tasm (oyHKUMS nomMara Ha CTyaeHTuTe
Aa Bu3yanusmpaTt CBOA MNporpec M ga ce MOTMBMpAT Aa npoAabinpkaBaT Hanped no
3afjageHuTe y4ebHu nnaHose. Bbnpekn Yye He e TpaguuMOoHHO NPUNOXeHa BbB BCUYKU
acnektu Ha Blackboard Learn, koHuenuuaTa 3a paHr iMCTn Moxe fa 6bae nHTerpmpaHa
ype3 BbHLUHU NABMIMHU UNN OONMbAHUTENHU MHCTpPYMeHTU. KypcoBeTe Ha Blackboard
Learn morat ga 6baaT oborateHun ¢ UrpoBu CLEHapPUM U CUMynaumn, KOUTo npegnaraT
NpaKkTUYEeCKN ynpaxXHeHUs N peanHu 3agadn B KOHTPOSiMpaHa, HO AWHaMW4Ha cpefa.
MeToguTte Ha remudurumpaHe criomaraTt 3a 3acuriBaHe Ha 3aBragsBalivsa edekT Ha
y4yacTueTo B AUHaMM4YHa KOHKYpeHTHa cpefa. Taka ce nogobpsiBa aHraxmpaHocTTa Ha
CTYOEHTUTE, HO CbLLO Taka M No-AbNOOKOTO pasbupaHe M no-gobpo ycBosABaHe Ha
y4ebHus matepuan.

Moodle e egHa oT Har-nonynApHUTE NNaTOpPMKN C OTBOPEH KOJ, 3a yYnpaBrfieHne Ha
OHNanH oby4eHneTo, N3Mnon3BaHa LLUMPOKO BLB BUCLIETO obpasoBaHue. Ta npeanara
pasHoobpasne oT Bb3MOXHOCTU 3a MHTErpaumnsa Ha reiMMuKaLMoOHHN enemMeHTun Yypes
ANBMMHU N gobaBKkn, KOMTO Morat 3HauuTenHo ga oboratat yyebHua npouec M ga
NoO0OPSAT aHraXXnpaHocTTa Ha CTyaeHTuTe. TakbB gonbrHuTENeH moayn e Level Up!.
Toun no3eBongaBa Ha npenogasarteniMte Aa BbBeJaT CMCTEMaA 3a TOYKW, HMBA U Harpagu
B paMKuUTE Ha CBOMTE KypCoBe, KaTo No TO31 Ha4YMH MOTUBMpPA CTyAeHTUTe aa 6buaart no-
aKTUBHU N aHraxupaHu c y4ebHua matepuan. Level Up! npegnara Bb3MOXHOCTU 3a
nepcoHanuanpaHe, Kb4eTo npenogasartenMre mMoraT a HacTpomBaT Ha4ymMHa, No KOUTO
TOYKUTE Ce MpuUcChLXOaT, KputepuuTte 3a HMBaA U BuOoBeTe Harpagu. ToBa yrecHsiBa
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afjanTupaHeTo Ha renMmnpmkaumnaTa CnpssMo KOHKPETHUTE LieSiM Ha Kypca 1 HyXXauTe Ha
ctygeHtute. C pa3BUTMETO Ha TEXHONOMMUTE U NO-LLUMPOKOTO MPU3HAHWE Ha nonsuTe oT
renMmcrkaLmnaTa ce oMakBa, ve Bce noseye obpasoBaTefniHM MHCTUTYLUK LWe Npunarat
nogobHM cTpaTerMm B cCBouTe KypcoBe. ToBa 6u goBeno A0 MNO-MHOBATUBHU U
B3anmogencTealwm y4ebHn cpeain, KOUTO CTUMYNMPAT KakTo MHOMBUAYANHOTO, Taka U
KONEKTUBHOTO 0ByYeHue.

BuptyanHata peanHoct (VR) n pobaBeHaTa peanHocT (AR) ca TEXHOMNOMM, KOUTo
npegnarat HOBM Bb3MOXHOCTM 3a oboraTsiBaHe Ha obpasoBaTenHuUa npouec BbB
BMUcLeTo obpasoBaHme. VR no3BonsiBa noTtansiHe B U3UANIO0 KOHTPONUPaHU OUKTUBHU
cpeaun, nokato AR Haarpaxkaa peanHus CBAT ¢ BUPTyanHu obekTn. Tesm TexXHonornm ce
N3MN0N3BaT 3a Cb3JaBaHe Ha MHTEPAKTMBHM N aHraXmpalum y4ebHu npexmnssaBaHus.

VR u AR ce wusnonssa B pasnnyHM obnactu Ha BucCWETO obpasoBaHue,
BKINIOYMUTENHO MeauuMHa, UHXEHEPCTBO, apXUTeKTypa, My3uka U eCTECTBEHU HayKu.
CTyoeHTUTe mMoraT a U3BbpLUBAT CIOXHU XUPYPruyecku npoueaypy B KOHTponupaHa
BUpTyarHa cpeaa, na npoeKkTupaT U TeCTBaT KOHCTPYKUUM UNK Oa u3crenBaTt CIIOXHU
MOMEKYNSPHN CTPYKTYypu. BupTyanHute nabopatopumn nossonssaTt 6es3onacHo u
NOBTOPAEMO M3BbPLUBAHE HA EKCNEPUMEHTUN, KOETO € 0COBEHO LeHHO B AUCLMUMNIIUHM,
KbAETO peanHuTe Yycrnosuss mMorat fa Obaar onacHuM wnu  TpyAHOOOCTBIHM.
N3yyaBalwmte MysumKariHM MHCTPYMEHTW MoraTt [a BwxgaT nopeHocTTa Ha HOTuTe,
KOUTO CBUPAT B peasiHo BpeMe 1 fa CrnegsT 3a NPOornycKky N rpeLLKu.

VR n AR wmorat ga npegoctaBAT AbNOOKO 3anneHsBawlo obpasoBaTenHo
npexnBsaBaHe, KOETO MOXe 3Ha4YMTenHO [da MNOoBULIM MHTepeca M MOoTMBauusTa Ha
CTyAeHTuTe. Tesn TexHONnorum nognomMmaraTt eKCnepuMeHTanHoToO y4YeHe n yrecHsisat
pa3bupaHeTo Ha CNOXHW KOHLUENUUM 4Ypes3 Bu3yanusauus n nHutepakums. OcBeH ToBa,
VR n AR wmorat ga nogobpaT cbTpyoHUYECTBOTO MexXOy CTyAeHTUTe, TbM KaTo
no3BonsiBaT cCbBMecTHa paboTa BbB BUPTYyanHu cpean, He3aBuCUMO OT reorpaddCKoTo
UM pasnosnoXeHue.

3AKNKOYEHUE

[enMnpukaumaTa BbB BUCLWETO obBpasoBaHMe € cTpaTerndeckm Heobxoamma.
[MpouechbT Ha oby4veHne npeTbpnsaBa dyHAAMEHTANHN NPOMEHN, OAUKTYBaHU OT 6bP30
pasBMBaLUnTE Ce TEXHOSIOMMN N U3MEHALLNTE ce NOTPEOHOCTN Ha CTYAEHTUTE, KOUTO
n3nMcKkBaT BCeE MO-AMHAMUMYHM W WHTEpaKTUBHM  obpasoBaTenHn  NoaAXOAM.
[[eMndmKkaunaTa oTroBaps Ha Te3n U3NCKBaAHWNS Ype3 BbBEXOAHETO HA ENIEMEHTU KaTo
Harpagu, KOHKYpeHUMa N B3auMOOenCTBME, KOUTO TpaHcdopmupaTt TpaguuUOHHOTO
y4YeHe B aHraxupall, 1 MOTMBMpaLL, NpoLiec.

Bbnpekn noTeHumanHuTe npegusBuKaTesnicTBa, KaTto Heobxogumoctrta oOT
AONBIHUTENHN PEecypcu U Bb3MOXHOCTTA 3a MNPEeKOMEPHa KOHKYPEeHUMsa Mexay
obyyaemute, nonaute OT renmucukaumsaTa A nNpaBAT UEHEeH WHCTPYMEHT 3a
MoAepHu3npaHe Ha obpasoBaTenHuTe mMetoau. bbp30oTO TEXHOMOMMYHO pas3BUTUE U
HapacTBawarta 3Ha4YMMOCT Ha WHoBauumTe B O0OpasoBaHMETO YTBbpXKAaBaT
renMmmndomkaumnaTa KaTo Ko4voB enieMeHT 3a oboratsiBaHe Ha obpasoBaTtenHarta cpeaa
N ynecHsiBaHe Ha agantauusita Ha CTYOAEHTUTE KbM MNOCTOSIHHO MPOMEHSILLUS CEe CBAT.
BupTtyanHaTta n gobaseHarta peanHoCT BCE NOBeYe ce yTBbpKAaBaT KaTo CbLLECTBEHN
MHCTPYMEHTN B 0BpasoBaTenHus npouec u nognoMaraHeTo My ¢ renMmndurkaumns.
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B KOHTekcTa Ha BMWCLUETO o6pasoBaHMe, FeIZMMd)VIKaLI,VIFITa HE € CamMouers, a
cpeancTtBo 3a AOCTUraHe Ha Nno-BMNCOKa o6pasoBaTenHa ed)eKTVIBHOCT, 3agbnbovaBaHe
Ha 3HaHUATa U q:)opMleaHe Ha YMEeHNA, KOUTO Ca B CbOTBETCTBUE C N3NCKBAHNATA Ha
CbBpEMEHHNA JNHaAMNYEH N BCE NO-ANTUTAINN3NPaH CBAT.
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