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YHUBEPCUTETCKOTO OBEPA30OBAHUE U NPAKTUKATA B

BJNTACTTA HA ATPOBU3HECA

BECEITKA KOCTOBA

GAME-BASED VIRTUAL EDUCATION - MODERN APPROACH
FOR CONNECTION BETWEEN THE UNIVERSITY EDUCATION
AND THE PRACTICE IN THE AGRICULTURAL BUSINESS
SPHERE

| VESSELKA KOSTOVA

Abstract

One of the criteria for universities’ evaluation in global and national scale is how
many of their graduates have received good theoretical and practical training and
have realized as particular specialists. In time of economic crisis companies from
the business quite |hard accept students for practice training and after their
graduation require from them some practical experience, in order to be appointed
in the company.

Game-based learning in virtual media is a modern educative approach which
can be applied in tqe university education and in the continuous learning centers,
respectively. This approach ensures additional opportunity for the higher education
institutions to offer To their students practical training based on the virtual world.
Through simulations and “serious games” the students solve real problems. This
approach is especjally useful for the agricultural university education, as the
biggest part of the agricultural production has seasonal character.

Key words; game-based learning; serious games complex skills; higher
education; scenario-based games; virtual worlds, agribusiness

|. BbBegeHue

BupTyanHuaT CBAT nNpeacTaensea oOHnawH 0bOLWHOCT: KOMMKTBPHO-
fasupaHa cumMynupaHa cpega, B KOATO noTpebutenuTe MoraT ga  cu
B3aMMOAencTBaT, 4a u3nonsear U ga ce3gasar obektu. BuptyanHute cpeau
Hanogobasar peanHuTe. B Tax noTpebuTensT  B3avMOLEWCTBA KakTo Cbe
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Cpenata, Taka n ¢ gpyru y"acTHuUM Ypes aBatap ( Tpu- MIJM ABYW3MepeH Heros
oBpas BbB BUpTYyanHara cpega). BuptyanHoTo obulysaHe e Mo nogoGue Ha Toea B
peannus cear. Morpeburtenar KOHTponupa asarapa vpes mMuluka, Knaewarupa unu
rmacosn komaHgu. OBuvaiHo noTpeburenst urpae B yna. Cb3gapeHuTe
B3aMMOBPB3KKM Mexagy oToenHuTe asarapu wmorat ga 6Gbpar CbXpaHaBaHu B
obHoBABaWM ce Ba3u oT AaHHu,

WpesaTa 3a usnonseaxe Ha BUPTYanHn ceetose 3a obpasosartentu uenu u
no-cneLnanHo BbB BUCLLETO oBpasosaHue, Habupa rlpMB’bp)KﬁHIALM B nocregHuTe
roanHu. MNpasutencteara Ha CAL v ABCTpanus, KakTo u Ha HAKOW OT CTpaHuTe B
Esponelickus  cbios - lepmatus, OaHus, BenMKOSpWaHMH, XonaHgus,
GuHnanaus v gp. - MPOBEXAar nonutnka 3a nopnomaraHe BHEAPSBAHETO Ha
urposo-6asupamoTo ofyyeHne BLB BUPTYanuu cpegu (Garhe-Based Learning).
Boaewyu yHuBepcutetn (IT University of Copenhagen, $tanford University,
University of Sydney, University of Queensland, University of Birmingham,

University of Utrecht, University of Kassel u ApP.) Ca BKMNIOYEHU B HAUMOHAMHM W

MEXAYHAPOAHW U3crenoBaTencKku MPOBKTU, YniiTo obekT Ha uscnensare e GBL n
ebeKTa OT HeroBOTO NPUNONKEHNE,

Il. UrpoBo-6asmnpanoTo obyueHue u ,,cepuosHuTe urpu”

Metognte Ha TpaguumonHoTo npenogasaHe u  yyeHe He BWHAEru
fMpeanonarar passntue Ha KoMNETeHUMM w MPUIOXKEHUE Ha MO3HaHWeTo B
fpaktukata. lpu npenojaeaHe Ha croxMHMW Hayku nekTopute oBMKHOBEHO
13nonssar mMartemaTuyecku dOKasarencrea, MUINYHN U XUMUYHY opmynu. Kax
A8 3a0bpXaT BHUMaHUETO Ha CTygeHTUTE u aa Hanpasﬂj( obyyeHnero no-
aTpaKTUBHO?

Wrpute, cumynayuure u BUpTYanHuTe cEaeTOEuJ1 fAaBar  Takaea
BB3MOXHOCT. Ypes Tax npenogasarenuTe morat Aa aHraxupar CTygeHTuTe B egHa
UHTEpakTueHa 3D BupTyan+a cpena, B kosiTo Te Aa Ce noTonar, n KoATo W3ncksa
SHaHUA, B3emMaHe Ha pelueHus u YMEHUS 3a ynpaBneHue Ha vHopMaunsTa.
BuptyantusT cest uma cnocobHocTTa Aa ce agantupa u pa3suBa cbobpasHo

~ lNoHsTHeTo “cepuosnn urpn” BbB BUpTyanHara peanHocT, nonyuuno
NonynApHOCT B nocnegHuTe 2-3 TOAVIHW,  BKNIOYBa LENeBo OpUeHTUpaHu LArpn’”,
HECTO CbC CUEHapuK oT peanHus CBST U npenHasHaveHu aa nosuwar No3HaHKMeTo,
WHDOpMUpaHoCTTa My yMeHusaTa Ha notpeburens. “‘CeprosHuTe wrpu” oTBapsar
HOBU BBIMOXHOCTW 33 npuaobueaHe Ha 3aabNGOYEHO No3HaHue u CNOXHW
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YMEHWA BbB BUCLLETO| oBpasoBaHue. [puchLiaTa CNoXHOCT Ha Takuea Urpn obave
VN3WCKBA roneMMn YyCUnns 3a TAXHOTO pasBuTre.

Mva cb3gageHun W rnpoagbmkaear fa ce pazpaboTsar cneuunantu
BUPTYyanHu cpeau 3a| oByyeHne n Aa ce Cb3hasBaT "Cepuo3Hi urpw”. MpuoputeT
umat urpuTte, HapedeHn cuexapuu. lpw paspaboTBaHETO WM Ha KOHLENTyanHo
HMBO ce aeduHMpa |efHa OCHOBHA CUCTEMHA apXWTEKTYpa, KOATO obeanHsisa
pa3Hoobpa3Hu CPe/CTBa 3a NOCTPOABAHE — ONPEeASnT Ce OCHOBHWUTE EMEMEHTH,
KOUTO ChopmMmupat CT'FTM‘-lHaTa urposa KoHurypauvs u ce onucea urposata
AvHamuka. MNopagu ﬁaCb‘iI‘IEHMﬂ uHTepec kbM GBL ofy4eHwero, B Cb3fiaBaHe Ha
BUPTYanHu cpeam 3a pdyveHne u paspaboTBaHe Ha UrpoBu codTyep 3a ,CeprosHu
urpu” ca ce BKNYAIM BoAELU hUpMK U KONEKTUBK OT paspaboTynuy, negarosu,
npenogasareny u | paborogareny. Hanpumep: Microsoft e cnoxcopupan
komnanusTa MIT 3a|npoekT 3a obydeHue B NPUPOAHW HayKW Games-to-Teach,
MpUNIoMUM 3a komnioTpy oT Buaa Pocket PC; CISCO u Intel ca paspaboTunu 1rpu
3a obyyeHue no MHEOPMaLMOHHM TexHonorvn W IT sawwura; British Telecom
npegnara cUMynaTuBHa urpa 3a ynpasneHwe Ha couuanHara u fusHec cpepa.
Paznuuumn cbOHp,auuih cnoHcopupaT paspaboTBaHeTo Ha 00pas3oBaTenHu Urpw,
npeABWXKaaikn BCE Mo-HapacTBalmMsA HTEPEC KbM TAX.

Mpwn etheKTVBHO, CbIMacyBaHo W yMECTHO U3NON3saHe, GBL paswwpsaea
BL3MOXHOCTUTE Ha GTYAEHTa Aa y4u ¥ NMo3BONABa BapuaHTh 3a nepcoHanuaupaxe
Ha yyebHus onuT. GBL npeanara i Ha4yuH 3a WHTErpvpaqe Ha pasnuuHn y4ebHu
MHCTPYMEHTM  (Hampumep  CneLManusnpat copTyep 3@  OMOXMMWUYHW
eKkcrepumeHTi) B ofydeHneTo, Taka 4e To Aa npuaobue no-pasbupaem BuUz ‘0T
rnegHa TouYKa Ha CTyfeHTa.

3a ga ce npunoxu ycrelwHo metoaa GBL BBB BUCLIETO obpazoBaHue e
HeoBX0ANMO OT edHa CTpaHa CTyAeHTuTe Aa xapecsar obyueHue 4pes urpu, n ot
opyra ctpasa - BYP—OBeTe [a Ce aHraxupar C WHCTUTYUMOHanHa noaapbxka (
3akynysaHe Ha cneluannsvpaH Wrposi codTyep WK BKNOYBAHE B CbBMECTHW
npoekTv ¢ hrpmu OT GrsHeca u IT 33 M3roTBSIHE HA CLIEHapUu 3a ,CepNO3HN Urpn’;
paspaboTBaHe Ha y4ebHu nnaHoBe, cbabpXallM urpoBo-6asupaHo obydeHue u
T.H.). |

Ill. UrpoBo-6a3upalo AUCTAHUNOHHO o6yuenmne (Game-Based E-Learning)

Internet 6e OCHOBHATa MHOBALWS B kpas Ha 20-Tn Bex. B Halun aHW € TPyAHO
[a CW NPeACTaBuM PasBUTWETO Ha KOATO W Aa € 0BnacT OT YOBELUKOTO Mo3HaHue u
6utve He3 Internet. MNpean LeceTvHa roguHu y Hac Ce 3aroBopw 3a npegnarade Ha
JUCTaHLUMOHHO o6yJeHme BbB BUCLIETO obpasosaHue. BY3-oBete ce obeanHuxa
OKOmMo uaesTa 3a Bﬂp"ryaneH yHuBepcuTeT. MoCTENeHHo yHUBEPCUTETUTE 3anovHaxa
[a npeanarat B eaHa unu fpyra crenet JUCTaHUWMOHHO oByverune kato anrepHarvea
Ha TpadWUUOHHOTO Jue—s-nuue” oby4erue. MpoBEAeHN U3CNeABaHUa MEXAY
noTpebuTenn Ha ANETaHLUMOHHOTO 0Dy4eHNe OTHMTAT KaKTO MHOXECTBO rpeauMcTBa,
Taka W HSKOW HEeJocTarTbuuv, KOWTO nopaxwiar npobnemMu —Hanpuvep MOHOTOHH2
NpUpoAa Ha HSKOM |€NEKTPOHHU Marepuant, AIANCa Ha KOHTaKT ¢ npenojasaTternd,
npean3BMKBALLO yCeLLaHe 3a usonauus, HEeOBXOo4MMOCT OT CaMoaucLMnIIvHa U MbnHa
KOHLeHTpauus;, nuvnca Ha npeov3eMkaTencrea 3a OTKpuearenckus  Ayx  Ha
obyvyaemuTe. |
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3a ga Ce OTCTPaHAT HeraTuBuTeé Ha AWCTaHUMOHHOTO ofydeHue, B
nocriegHuTe roauHn To ce kombBunupa ¢ GBL noaxon u ce cb3pade Hosa gopma
Ha obydyeHue — WUrpoBo-GasMpaHo AUCTaHUMOHHO obyveHwe (Game-Based E-
Learning). HoBusaT ¢heHOMEH ocurypsisa ro-cTuMmynupawia obyuutenHa cpeaa,
HacuTeHa c 3D aHMMuUpaHa BupTyanHa peanHocT.

IV. Urpoeu codhTyep 3a obyueHue B obnactra Ha arpobu3Heca
MpPON3BOACTBOTO HA XPaHW € CbNbLTCTBYBAsO PasBUTUETO Ha YOBELUKOTO
0BLECTBO OT 3apaxaaHeTo My A0 Haln AHW. Cencko-CTonaHCcKoTo NPOU3BOACTBO
€ e[JMHCTBEHUST OTpachn B CBETOBHATa WKOHOMUKA, 6e3 KOWTO YOBEYECTBOTO He
Bu cbllecTByBano. ArpobusHechbT € MHOronvka WHAYCTpWA, BKI4Balla
pa3HoobpasHu AeiHOCTU No NPOoW3BOACTBO, npepaboTka u rpnacmeH'r Ha cencko-
cTonaHcka NpoayKuus.

MHoro 4ecTto cneundu4HUTE CENCKOCTOMaHCKN Bep
pasBuBaT BbLPXYy TEpUTOpUUTE Ha
MHOroo6xBsaTHOCT, arpobu3HechT cTaBa NoO-KbCHO ODEKT HE
BUpTYyanHaTa peanHocT CrpAMO HAKOM Opyrv OusHecw K

HAKOMKO  ObpXaBy.

Uryn 3a NpoaykKTn ce

MNopagn cBOATa
npecb3fasaHe BbB
aTto dapmauesTuka,

CTPOWTENCTBO, PECTOPAHTLOPCTBO W KETBHPWUHI 1 Ap.

[loBbpe opueHTUpaH urposBu codTyep kbMm Hyxaure Ha GBL obyueHveTo

BbB BWCWeTO arpapHo ofpa3oBaHue, pEecrnekTUBHO B LUEHTpoBeTe 3a
npoabMxkaeawo ofyyeHue, Beye cbllecTByBa. 3acnyxasar BHUMaHWe cnegHuTe
,cepvoshu urpu”: VAG (Virtual Reality Agribusiness World) 1 FarmVille.

VAG e aHumaumored 3D BupTyaneH moden Ha npoj
or arpofusHeca, cb3gadeH KaTo MHTepakTueBHa obyuuTer
noTeHuwan 3a mawabupade B Internet.  WrpoeuaTt codT
paspaboTeH no npoekT 3a University of Qeensland, Australia
na 6bae nonssaH kato cpeaa 3a ,noranswo” obyveHve npu GBL noaxog. VAG e
OoKas3aTencTBo 3a  KOHUenuuaTa 3a TpuM3MepeH BupTyaneH mopen 3a
obpasoBaTenHn M W3cnefoBaTeNncku npoekth ¢ upmu |oT arpobusheca w
CBbp3aHUTe C TAX NPOJOBONICTBEHU BEPWUTW, KAKTO N OCHOBHE UH(PAaCTpyKTypa
KOHLIeNUWS 3a No-HaTaTbLUHO TEXHOMOTWYHO, Hay4yHo W obpajoBaTenHo passuTue
Ha ugesaTa ebB web-BbasupaHa cpeaa.

CTyaeHTUTe ce ,noTansT’ BbB BUpTyanHaTa cpeaa Ha arpobusHeca u Ha
npakTuka MoraT ja pasBuBaT u npunarat busHec cueHapuu, Bukaanku ecekra u
BMMAHWETO Ha TEeXHUTE peLleHns BbpXy paaHooﬁpaus e KOMMOHEHTU Ha
npoaosoncTeeHata Bepura. Bepcus 1 Ha VAG D HocuTen) e 3a
WUHAVMBWAYANHW urpadv, a noHacToslem ce p83p860TBa epcuss 2 3a web-
GaavpaHo obyveHve. Becekn CTydeHT cb3gasa CBOs NPOAOBONCTBEHA BEpUra Ypes
1300p Ha KOMMOHEHTUTE, KOWTO A CBCTaBAT W crej ToBa ma B ponsita Ha
MEHUIXBLP Ha u3bpaHus komnoHeHT. Llenta e na ce MaKCVIMMB pa ycnexa Ha To3u
KOMMOHEHT (T.€. Aa ce Makcumuaupa nevanbarta v Ja ce MUHUMU3UPaT pasxoavTe)
W Aa ce nonyuu AoBbp pesynTar 3a HaxoAuvBocTTa Ha OusHecmeHa. ObxsaTa Ha
BPEMETO 3a BCsKa urpa e 3 rouHn - pasymeH nepuoj OT Bpeme 3a cryyBaHe Ha
onpegeneHun cbOUTUS B CErCKO-CTOMAaHCKUA CEeKTOop, a WrpaqbT 3anoysa Cbe
cmeTka oT $100,000 B HankaTa. PelleHuaTa, KOMTO Ce B3eMar W nocrneasawiure ot
TAX edeKTH ce NpocrnenseaT U OUEHsBAaT C W3MOnN3BaHe Hal NMPOCTW KPUTEpUW.

|
|
|

10BOMICTBEHA BEpUra
Ha urpa Ha CD, ¢
yep ( Bepcus 1) e
npez 2005r. 1 moxe
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AHumauyusaTa u aktueHute 3D rpaukn Ha B3EMaHETO Ha pelleHud Ce Nnokassar
KaTO HaYMH Ha ocurypsiBaHe Ha onuT ot notanawo” oby4eHve. KoHuenTyanHata
pamka Ha VAG e nokagaHa Ha cnefsauwiara urypa.

~
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ABSTRACTION
(3D Simulation Modeliing)

"~ nternet .-
®ur. 1 — KonuentyanHa pamka Ha VAG, Kim Bryceson,2009

FarmVille e |cepnoana urpa” 3a oByyenue, paspaborena npes 2009r. ot
codyepHata komnaHus Zinga, USA, cneuvanusvpaHa b cb3gasaHe Ha web-
GaavpaHu mpexosu| urpu. FarmVille e npoektupaHa no s3agaxune Ha QuUpMu OT
arpobusHeca B Ame$mna 3a TAXHO KopnopaTusHo obyyeHne. Mrpata c ycnex moxe
na ce nonssa npu GBL o6yyerve B arpapHoTo ofpasosaHue. Internet-6asnpaHoTo
pelleHWe no3sonsiBa rpyna CTyaeHTh fAa ce ,notonar’ ejHOBPeMEHHO BbB
BUPTYanHUs CBAT U ia CE CNPaBAT C Pa3NuyHK CUTYyauuu, NOHAKOra noMarainku cu
B3aWMHO, KakTo e B pearnHus CcBAT.

CblLo KakTQ Npu peanHoTo (depMepcTBo, CTYAEHTBLT 3anoysa OT Hynara,
KaTo cTapTupa C QnpeAeneH Hadaned kanutan, AajeH GesswavesgHo. Bceku
hepmep B UrpaTa cam peluasa kakso Aa OTINENaa B CBOETO CTONaHCTBO. V3bopbT
e rofsm — 3eNeHu YL 1 NAOA0BE, 3bPHEHV W MacnoaaiHn KynTypu, XUBoTHW. Hai-
ckbna e cencxocmrLchxaTa TexHuka. CpOKOBETE B MrpaTta, 3a KOUTO pekonTarta e
roToBa 3a npubupake, ca A0CTa KPaTkU — OT HAKOMKO Yaca A0 HFKOMKO AHW. AKO
CTyAeHTHLT ce cnpaeu Aobpe v npubepe pekonTata Haspeme — e OT4eTe
nevyan6a oT depmara, ako v He - € NMOANOXEH Ha (hHaHCOB puck. ChLO KakTo B
peanHwsa CBAT.

V. U3zgoaum
Wrposo-Ga3upaHoto obyyeHne BbLB BUPTYanHuW cpean € WHoeauus BbB
BuclieTo oBpasoBaHWe, KOATO Ce MOAKPEens OT MHOr0 WHULMATUBM KakTo Ha
|
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EBponeiickus cvi03, Taka v B ceeToBeH mawab. Tosa lobyueHue npepnara
BB3MOXHOCT 33 CBbp3BaHe Ha TeopusitTa M npakTwukarta, Ha YHUBEpCUTETE 1
BusHeca no eguu mHoro WHTEPECEH W npuBrekateneH 3a CTyAeHTUTE HauuH.
Cneunanuanpanust wrposw MOAXOA W TpuMaMepHaTa aHumupaHa BupTyanHa
pPeanHoCT npoBOKMpaT M3CNesoBaTencKus Ayx Ha CTy,qé‘HTVITe 1 3agbpxar
BHUM3HWETO UM  MHOrO MO-ALMrO W CUrYpHO CAPsAAMO TPAAWMUMOHHNA Ha4YWMH Ha
npenojasaHe. Muoro pobbvp edekt or npunoxeHne Ha wrposo-6asupaHo
OOyyeHne oT4YMTaT YHUBEPCUTETH, KOUTO ca ro BKIHOMYUMU KaTO AOMBLIAHWTENHO
CPeACTBO 3a oby4eHWe B cneLmManiuavpanm 3brpaemu KypcoBe u akynTaTsHY
ANCLMNNMHYW, UNK TO N3NON3BaT B LieHTPoBE 3a npoAbmkasallo obyyeHue. Mrposw
codpTyep C MpuUNoXeHWe BbB BUCLIETO arpapHo o6pajoBaHWe Beye uma
paspaboTteH 1 Bu BuUno ynavHo ga ce eKcriepuMeHTUpa ¢ Hero, B ceeToseH Mawab
Ce 3acunsa TeHOeHUMsTa 3a Cb3gasaHe u npunoxeHne Hal,,cepmosm urpu” 3a
ofyyeHue, uusTO BAPTyanHa peanHocT Bce noBeve ¢e J06nMKaBa Ao
NpodnemMuTe, BL3HUKBALLN B EXEeOHEBNETO B pasfinyHKY OTPacnu Ha MKOHOMMKaTA,
yenyrute u counanHarta coepa.
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