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Abstract: This paper explores the impact of modern educational games on learning processes and the formation of
lasting knowledge among primary school students. Play is an activity in which children demonstrate their ability to
explore, imagine, and make decisions. Through play, children develop physical, cognitive, social, and emotional
skills. Play also improves and strengthens concentration, focus, perseverance, and learning of social interactions and
norms. Modern educational games represent an innovative and dynamic approach to the teaching-learning process,
with the potential to significantly improve learning and contribute to deeper and more lasting knowledge acquisition
among students. The aim of this paper is to determine the impact of educational games on active participation and
how modern educational games contribute to cognitive activation, long-term motivation and transferability of
acquired knowledge. The research used quantitative and qualitative methods, including surveys, observation and
analysis of results from teaching activities. The findings indicate that the integration of educational games into
teaching increases motivation, encourages collaborative work and critical thinking, and at the same time enables
better retention of knowledge. Additionally, games contribute to the development of cognitive and social skills, as
well as adaptive learning according to the individual needs of students. In conclusion, modern educational games
represent an effective pedagogical tool that enriches teaching and positively affects long-term knowledge, which
indicates the need for their wider application in the educational process.
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Ancrpakt: OB0j TpyJ IO UCTPa)KyBa BIIMjaHUETO HA COBPEMEHHTE €IYKaTHBHU MI'DH BpP3 HPOLECHUTE HA YueHe U
(dhopMHUpameTO TPajHU 3HACHA Kaj YUCHHUIIMTE O OCHOBHOTO oOpa3oBaHMe. MrpaTa € akTMBHOCT BO KoOja Jerata ja
MOKa)KyBaaT CBOjaTa CIIOCOOHOCT 3a UCTpPaXKyBarhe, UMarinHalyja u JJOHeCyBame oIyKu. [Ipeky urpara nenara ru
pa3BuBaar (QU3UYKHTE, KOTHUTUBHUTE, COIMjaJHUTE W CMOIMOHAIHWUTE BeIITHHHW. lcro Taka, wWrpata TH
moxo0pyBaa M TH 3ajakHyBa KOHIICHTpAIlHjaTa, HACOYCHOCTa, UCTPAJHOCTA U YUCHETO Ha COLMjATHUTE HHTEPAKIINU
n Hopmu. CoBpeMeHHTE €IyKaTHBHM WIPH IIPETCTaByBaaT MHOBATUBEH M JAWHAMHYEH NpHCTAll BO HACTABHO-
00pa3oBHUOT TpOIEC, CO MOTEHIMjal 3HA4YajHO Jia I'o IMoJo0paT yuemeTo W Ja NpUAOHEcaT KOH IOUIaboKo U
MOTPajHO CTEKHYBame 3Haewa Kaj ydeHunure. Llenra Ha 0BOj TpyX € Ja ce YTBPAU BJIMjaHUETO Ha €IyKaTHBHHUTE
UTPH BP3 aKTHBHOTO Y4YECTBO M KaKO COBPEMEHMTE €AyKaTHBHH WTPH IPHJIOHECYBaaT 3a KOTHUTHBHA aKTHBAlWja,
JIOJITOpPOYHAa MOTHBaIMja M MPEHOCIMBOCT HAa CTEKHATUTE 3HAaeHa. BO paMKH Ha HCTPaKyBambeTO Ce KOPUCTEHU
KBaHTHTATUBHM W KBaJUTATHBHM METOJIM, BKJIY4YyBajKW aHKETH, HaOJbylyBambe M aHalIW3a Ha Pe3yNTaTH O]
HAaCTaBHU aKTUBHOCTH. HaO}II/ITe YKaxyBaaT JI€Ka I/IHTGFpaHI/IjaTa Ha €IYKAaTHBHU UI'PU BO HacTaBaTta ja 3rojiceMyBa
MOTHBAIjaTa, ja MOTTUKHYBAa KoJabopaTHBHATA pab0oTa M KPUTHYKOTO Pa3MHUCITYBakbEe, @ HCTOBPEMEHO OBO3MOXKYBa
oJI00po 3a/ip)KyBambe Ha 3HaewaTa. J[OMOJHUTENHO, UTPUTE MPHUIOHECYBaaT KOH Pa3BHBalbe¢ HA KOTHUTUBHH U
CO[II/IjaHHI/I BCHITUHU, KAKO U KOH aJallTUBHO YYC€HEC COTJIACHO MHANBUIAYAJTHUTE HOTpC6I/I Ha YYCHHUITUTE. 3aKnquo,
COBpPEMEHHTE €IyKaTUBHM WIPH NpETCTaByBaaT e(peKTHBHA MeJarolika ajarka Koja ja 30oraTyBa HacraBaTa U
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MIO3UTHBHO BIIMjae Bp3 JOJITOPOYHOTO 3HaEHe, LITO YKaKyBa Ha IHoTpebara o]l HUBHA MOIIMPOKA NPHMEHA BO
00pa3oBHUOT IPOILIEC.
Knyuynu 300poBHU: eqyKaTUBHH UTPH, HTPOBHO yUCHE, TPajHN 3HACHA, MOTHBAIIH]a.

1. BOBE]J

Bp3uoT pa3Boj Ha IUTHTAITHUTE TEXHOJOTHHM JOHECE 3HAYUTENHHU IPOMEHH HACEKale, 1Ma M BO 00pa30BaHHETO,
MIPOLECOT Ha yUYEHE U YIorara Ha y9eHHIUTE U HACTABHUIIUTE BO 00pa30BHUOT mporiec. COBpEeMEHNUTE TEXHOIOTUHI
3HAYajHO I'O MEHyBaaT HAYMHOT HA KOj YUCHHIUTE ydaT, a €IyKaTHBHUTE WIPH CTAaHyBaaT c¢ NMONPUCYTHH H BO
CEKOjJIHEBHETO M BO HACTaBHUOT mpolec. Twe KoMOMHMpaar 3a0aBa W ydeme, IO 3rojieMyBaaT aHIAXMaHOT U
CO3/aBaaT MHTEPAaKTUBHHU YCJIOBH BO KOHM YYEHHUIIUTE MOJECHO CTEKHYBaaT 3Haecwma. Mrpata e BaxeH el Oof
CEeKOjIHEBHETO Ha YUEHHIIUTE BO OCHOBHOTO 00Opa3zoBaHue. Mrpajku yueHHIIUTE TO 3aI103HaBaaT CBETOT OKOITy cede,
CTEKHYBaaT OJpe/IeHH CO3HaHWja, II0OCTaByBaaT Ipallama 3a Kou Oapaar OArOBOp, TM pa3BHBaaT CBOUTE CETHIIA,
BEIITHHU W MHTENEKTyalHH crnocoOHocTH. COBpEeMEHHUTE eAyKaTUBHH MIPH KOMOWHHMpaaT elleMEHTH Ha 3a0aBa U
ydeme CO3/1aBajKu CpelrHa BO KOja YYCHMIMTE y4aT MPEKy WUIpa, eKCIIEPUMEHTHpame W pellaBambe NpodiieMu.
ITotpebaTa 3a HOBM HACTAaBHH MNPUCTANH KOW T'M CTUMYJIHMPAaT Pa3IHYHHTE CTHIOBH HA YYEHE JOBEAYBa 0
3rojeMyBambe Ha IIPUMEHA 332 BAKBU WIPH BO oOpaszoBaHuero. TokMmy 3aToa, ymoTrpebara Ha WIPH CTaHyBa c¢
103acTalieHa ¥ 3HadajHa BO PAa3IM4YHM CQepH, NMPETCTaByBajKW AWHAMHUYCH W TPAKTUYCH HAYWH 32 CTCKHYBame
3Haewa M BemTHHHU. OBa NCTpaKyBame MMa LIeJl Jla TO UCIIMTA BIMjaHUETO Ha €XyKAaTUBHHUTE AWTUTAIHWA MTPH BP3
MIPOLECOT Ha y4YeHE, MOTHUBAINjaTa, YCBOjyBAKETO 3HACHA U TPAjHOCTA HA YCBOCHUTE 3HACHA Kaj YUCHUIINTE, KaKO
W TIpaKTHYHA IPUMEHa Ha HAy4YE€HOTO 3HACHE BO CEKOjIHEBHUOT XMBOT. VcTO Taka J1a ce coryieia ¥ HUBHATa yiora
BO I0JI00pYBame Ha HACTABHUOT IPOLIEC U CTEKHYBabE Ha TPAjHU 3HACHA Kaj YUCHHIUTE.

2. MATEPUJAJIM U METO/HA

Bo 00pa3oBHHOT mpoliec, HIPHUTE CIYKAT KaKO MOKHa MOTHBalcKa anatka. CoBpeMeHHTe 0Opa3oBHH TEOPHH,
0Cc00CHO KOHCTPYKTHBH3MOT, HATJIACYBAAT JIKa YUCHETO ¢ HajyCIEIIHO KOTa YYSHHKOT aKTHBHO TO TPajad CBOETO
3HaeHE NPEKy UCKYCTBO M MHTEpakiHja. ENyKaTUBHUTE HIPH OBO3MOXKYBaaT TOKMY TAaKOB HPOLEC — YYEHHKOT
TECTHpa MICH, HOCH OJUTyKH, IPUMEHYBa JIOTHKa U J00MBa MOMEHTaJHa MoBpaTHa nH(opmanmja. EnxykatuBHuTe
UIpU Cce TeMeJaT Ha WjejaTa JAeKa YYCHUIUTE y4aT Moe(HKacCHO KOora aKTHBHO y4eCTBYBAaaT, CKCIIEPUMEHTHpAaT,
NpUMEHYBaaT U pellaBaatr MpoOIeMH.

lemugukamnmjara (gamification) kako KOHIENT HpETCTaByBa NPHUMEHa HAa WIPOBHH CJIEMEHTH-HArpamd, HUBOA,
NOCHHW, MPEAU3BHLY BO HEUTPOBHH KOHTEKCTH, KakO INTO CE HACTABHUTE AKTHBHOCTH BO OOpa30BaHHUETO.
MorTuBaiija 3a yueme ce 3rojeMyBa KOTa YYCHHIMTEe MOOWBAaaT MOCHH, HHUBOA, PAHTHPAWmE M TMPEAU3BHIIM.
IcuxoMOmKNTe HCTpakyBama MOKaXyBaaT [eka reMuduKanpjata ja MNOTTHKHYBAa BHATpPEIIHATA MOTHBAIIH]a,
MOpaji  YyBCTBOTO HA KOMIETCHTHOCT, HANPEAOK W mpu3HaHue. McTpakyBamara MOKaXyBaaT —JeKa
reMuduKaiyjata ja 3rojeMyBa BHATpelIHaTa »ejiba 3a yyeme M IOTTHKHYBa HATIIPEBapyBauku JyX Merly
YUCHHITUTE.

EdukacHocTa 0] KOPHCTEHETO HA COBPEMEHHUTE eMyKATUBHU UTPU CE OrVICAyBa BO MOTOJIeMaTa KOHICHTPAIlHjaTa
Kaj YYCHULIUTE, MEMOpHjaTa, JIOTHYKOTO PA3MUCIYBAake U COCOOHOCTA 32 pellaBame Ha IPOOIEMH.

MHoOry MeryHapoIHM CTYIMH YKaXyBaaT JeKa WIpaTa € IPHPOJICH MeXaHH3aM Ha Yduewme , JoAeKa APYTH
HCTPaXXyBama MpeaynpeyBaaT Ha NOTSHIMjalIH! MPOOJIEMH 0] BOBEAYBamhEeTO Ha COBPEMEHHTE UTPH BO HACTABAaTa.
Clark et al. (2016) anamusupane 69 cTyauu W 3aKiIy4duie JeKa JAUTUTAITHHTE MIPH UMAaT CTATHCTHYKU 3HAYacH
TO3UTUBEH e(EKT BP3 YUCHETO, 0COOCHO BO HAayKa U TEXHOJIOTHja.

Sung & Hwang (2018) unentudukysane neka game-based learning nma HajCUIIeH TO3UTHBEH €(PEKT Kaj YUECHUIIH
071 OCHOBHO 00pa3oBaHHeE.

Tonema crymuja 6asupana Ha PISA mogatonm (Gao et al., 2019) mokaxyBa Jeka yMEpPEHOTO WUTParkbe MIPH HE TO
HaMayBa yCIEeXOT ¥ BO HEKOH CIIydad UMa MIO3UTHBHI KOTHUTHBHH €(EeKTH.

Bo P. CeBepna Maxkenonrja, BO MOCIETHUTE TOIJWHH C€ 3rOJieMyBa OpOjoT Ha CTYOWMHM KOW ja OLEHyBaaT
ymoTtpebara Ha UTPH BO HacTaBara, ocobeHo Bo STEM-mpeamerure (Ajdini & Dogani, 2024; Havziu et al., 2022).
Ajdini & Dogani (2024) cripoBerne rojiemMo HCTpaxyBame BO 36 OCHOBHH y4miIuInTa co 616 yyenunu. Pesynrarure
MOKaKajie JieKa MHTerpalujata Ha MIPH BO HACTaBaTa MO MaTeMaTHKa 3HA4ajHO T MOoJ00pyBa KOHLENTYaTHOTO
pasbupame, Op3MHATa Ha pellaBame 3aJauyd M MOTHBAIMjaTa. YYECHHIHMTE KOM KOPHUCTEJEe WIPU MOCTHUrHAIES
MOBHCOKH pe3yNTaTH oJ KoHTpoiHata rpyma. Ajdini & Merovci (2023) otkpuie aeka HaCTABHULUTE FEHEPATHO
MMaat NO3UTUBHHU CTaBOBHM 3a murutanHute urpu.Vasileva (2017) npeky cBoeTo HCTpaxyBarbe AOMUIA IO 3aKIy40K
JIeKa YYCHULUTE, POJUTESINTE M HACTABHUIMTE ja MPEMO3HABAAT BAXKHOCTA HA UIPUTE BO YYCHETO, HO HCTAKHYBaaT
JieKa TPAJIUIHOHATIHITE UTPU UMAAT CHITHO KYJITYPHO 3HAUYCHE, a IUTUTATHUTE Oapaar JOMONHUTEIHA TOIIPIIKA.
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HctpaxyBamaTa NOKakKyBaaT JeKa Kora urpara € Jo0po IeJaroliky Ju3ajHApaHa — ocoOeHOo Kora ydeOHara
COApKMHAa € MHTErpHpaHa BO camMara Wrpa Taa 3HAYMTENHO ro NOoAoOpyBa pa3OMpameTo, 3aJp)KyBameTo Ha
3HACHETO M pellaBameTo NpobieMu. Bo MeryHapogHUTE W JIOKAJIHHM CTYAWMH HajYecTO CE CPETHYBAaT CIICAHHTE
MaTepHjalld 1 METOIH:

EnyxkaTuBHH JUTHTAIHU UTPU U CUMYJIALUH

. Urpu uHTErpHpaHu CO HACTAaBHU COAPKUHM (MateMaTuKa, ¢pusnuka, STEM+C).
. CHuMyJTanucKy IaTopMH 3a JOTHCTHKA, HHKEHEPCTBO WM IPUPOIHH HAYKH.
. MoOumHY 1 TabNeT aIINKauy CO TaMU(PHKAIINCKH SIIEMEHTH.

Banuaupanu HHCTPYMEHTH 3a Mepembe
. TecroBu 3a 3HacHe (KOHIENITYAIHH, aIUTMKATHBHU, TPOOJIEMCKH).
. [MpamanHunym 3a MOTHBaLM]ja, aHT@XMaH U camoperyinupato yuewme (SDT, Flow).
. Kpurepuymcku 3a1auu 3a MpolieHa Ha KOTHUTUBHU CTPATETHH.

TexHoJIOLIKH MaTepujau
. In-game noroBu (aBTOMAaTCKU reHEPUpPaHH OAATOIH 33 OJHECYBAbE BO UIPa).
. fNIRS ypenu 3a Mepeme Ha MO309HA aKTUBHOCT.
. VIHTeNMreHTHH TYTOPH BIPAJICHU BO UrpaTa (alalTHBHHU COBETH).

MeTO,I[I/I KOPHUCTCHHU BO UCTPAXKYBabaTa
EKCHepI/IMeHTaJ'IHI/I 1 KBA3U-CKCIICPUMCHTAJIHA Z[I/ISajHI/I

. [pen-Tect / mocT-TECT MEpeka 3a MPOLECHa Ha epeKTHBHOCT.
. KOHTpOJIHH 1 eKCIIEPUMEHTAIHY TPYIIH.
. Randomized Controlled Trials (RCT).
CTraTUCTHUKM aHATTU3U
. ANOVA / ANCOVA 3a cniopenda Ha rpymny.
. SEM (Structural Equation Modeling) 3a Monenupame Ha MOTUBAIlHja U aHTAKMaH.
. Learning analytics, MalmnHCKO y4uerme 3a aHATi3a Ha OHECYBaba BO UTPa.
Mermanu MeToau
. KoMOunHa1mja o1 KBAHTUTATHBHH PE3YJITATH M KBATUTATUBHU MHTEPBjya / HaOJbyAyBamba.
. AHanu3a Ha CTPAaTEeTHH U IPELIKH IIPH PEeLIaBambe 3a1auu.
DU3HONOIIKY Mepemha
. fNIRS 3a 00jeKTHBHO Mepeme Ha KOTHUTHUBEH HATOpP.
. Eyetracking (kaze 1mto € npuMeHeTo

3. PE3YJITATHU

Pesynrature on uCTpaxkyBamarta MoKaXkasie Jieka yrnoTpedbara Ha eyKaTHBHUTE AUTHTAIHA UI'PU HMaJie MO3UTHBHO
BJIMjaHUTE Bp3 YYCHETO, MOTHBAIMjaTa U aKTUBHOTO y4eCTBO Ha ydeHuuure. Cropes NoAaTouTe KOU 'y J00uie
OJl MpeN-TeCT U TMOCT-TECT MepemaTa, YYCHHUIUTE KOM ydene NPeKy IWTHTAIHUTE UTPH IIOCTHIHaje MOBHCOKH
pesynratu BO cropenda co rpynara Ha YYEHUIM Koja KOpHCTeNa TpaJWIHOHalIHU MeToiu Ha yuewe. Co
KOPUCTCHETO Ha €IyKaTHBHM HWIPH c€ MOoJo0pwWia MoThBaunujata kaj ydenumure. Cropex HCTpakyBamara
TIOTOJIEMHOT JA€J Ol YYEHUINTE MOKaxkale MorojiemMa jkenda 3a ydeme, [orojieMa akTHBHOCT Ha 4ac W HO3UTHBEH
CTaB KOH ydyemeTo. Mcro Taka ce mokaxanao modp3o0 M NMOePHUKACHO COBIALyBame Ha HACTABHHUTE COJIPXKHMHHU.
VYueHHITE KOW PEIOBHO KOpHUCTENC €IyKAaTHMBHU WIPH IOCTHIHANE MOA00pW pe3yiTaTH Ha TEeCTOBH, IMOOP30
COBJIayBamkbe Ha HOBU KOHIIECIITH U MOJIECHO Pa30Hpame Ha CIOXKEHH COAPKUHH. YUCHUIUTE KON ydelle IPeKy UIpr
MIOMHAT TIOTOJIEM JIeJ OJ1 MaTepHUjalioT,T0JIECHO PENPOIYIpaar 1 MoKaKyBaaT NoBeKe KpeaTUBHOCT. EqykaTuBHuTE
UTPH TIOTTUKHAJIE U TUMCKa paboTa,no100pa KOMYHHKaI[Hja | [OroJieMa caMoJ10Bep0a Kaj yueHHIUTE.

4. TMCKYCHJA

Joneka nurutanHaTa TEXHOJIOTHja Cce pa3BUBA, MHIYCTpHjaTa HAa WIPU CTaHyBa C¢ IOTOJEMa, a yYCHHIIUTE CE
IIOBEKEe TM KOPUCTAT MCTUTE. BakHO € 1Ja pa3sMmcianMe 3a Toa Jald OBHE TPEHIOBH NPETCTaBYBaaT MpEdYKa HIIN
MOXaT Ja OMAaT MCKOPHUCTEHH KaKO0 MOXKHOCT 32 pacT W pa3Boj Ha miaauTe .Pesynrarure mokaxyBaar Jexa
€lyKaTUBHUTE UI'PU MMaaT 3HAYNTEIHO NMO3WTHBHO BIIMjaHUE BP3 YyUCHETO. YUCHUIUTE 0cOOEHO J00po pearnpaat
Ha BHU3YeJIHaTa MHTEpPaKIMja, MPEJN3BUIIMTE ¥ MOMEHTAJIHATa IOBpaTHa MH(OpMalHja IITO OBHE WIPHU ja HyAAT.
[lcuxomomkara BpeJHOCT HAa WIPHUTE HMCTO Taka € 3HadajHa. Mrpure dYecto ce KOpUCTAaT Kako CPEICTBO 3a
penakcaiyja ¥ HaMaJlyBamke Ha CTpecoT, MOTHBHPAUYKHTE €JIEMEHTH BO WMIPUTE I'O aKTHBHpaaT YyBCTBOTO Ha
KOMIIETEHTHOCT U IPUIAJHOCT, a UCTOBPEMEHO I'0 HamallyBaaT CTpaBOT oJ rpeuiku. HacraBHunure neHec ce
IIOYECTO KOPHUCTAT €IyKaTHBHU WIPHU U CHUMYJAIMH Kako OM MoOKeie MmoJo0po Ja T'M MOTHBHpaaT ydeHurmre.Tne
3a0ene)xyBaar JeKa yYCHHIIMTE CO BHIMAaHHE TH CleIaT 3aJaduTe, CUTYPHO Ipe3eMaaT PH3HIHA U CI000IHO
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excriepuMeHTrpaar. O TUIaKTHYKH acleKT, UIPUTE NpeTCcTaByBaaT epHKaceH MHCTPYMEHT 3a JudepeHunpaHa
HacTaBa OW/IEjKM MPUJIAr0lyBaaT TE€XKHHA CIIOpe]l MHANBUAYATHUOT HANPEJOK Ha YUYEHHUKOT. Toa e 0coOEHO BaKHO
BO XCTEPOTCHH YUMIHHIM M KOMOWHHMPAHU TapajleiKH cO JIBE WIHM TOBEKE OANEICHH]a CO Pa3IMdHH CTHJIOBU Ha
yueme. Tpeba ma ce HamoMeHe [eKa EOyKaTHBHUTE WIPH MOXKAaT Ia €€ KOPUCTAaT BO CHUTE OOJIACTH, MO CHTE
npeaMeTn.Ce KOPHUCTAT IPH YCBOjyBAamke HA HOBH COAPXKHMHH, YTBPAYBame HA UCTUTE M MPOBEPKA Ha 3HAcHaAaTa.
BospacTta 3a kopHcTe®Be HE IIPEeTCcTaByBa MpedKa , HICTUTE MOJKAT J1a ce€ KOPUCTAT MOYHYBAjKH OJ HajMalia BO3pacT
I1a ce JI0 3aBpIIyBamke Ha 00Pa30BAHUETO.

5. BAKJIYYOK

CoBpeMeHHTE €IYKATHBHH WUTPU MMAaaT CHJIHO W MO3UTHUBHO BIIHjaHHE BP3 YUYCHECTO M PA3BUBAKCTO HA TPajHH
3HacHha Kaj y4eHHUImTe. THe To 3rojeMyBaaT HMHTEPECOT, aHTaXHPAHOCTA, 3aJOBOJICTBOTO OJl YUCH-CTO IPHUTOA
MOTTUKHYBAjKH TO HATIPEBAPYBAKKHOT IyX Kaj YYCHUIUTE. Ja MOI0OpyBaaT KOHIIGHTpalMjata ¥ MEeMopHjata U
CO3/1aBaaT YCIIOBH 3a TOJIA00KO pa3dupame Ha HACTABHUTC CONPKUHHU. UrpOBHTE CIEMEHTH OBO3MOXYBaaT
JUHAMUYHA CpEIUHA BO KOja YUYCHHIMTE ydaT MpPEKy HHTEepakifja, peliaBame mpodiemu u copaborka. Co
MpaBUJIHA MHTErpalyja BO HACTABHUOT MPOLEC, UIPUTE HE CaMO IITO TO MOAO0OpYyBaar pa3BOjOT Ha KPUTHUYKO
pa3sMHCIIyBalbe W KPEATHBHOCT, TYKY ja MOTTHKHYBaaT W JUTUTAIHATa IHCMEHOCT — €AHA OJ KIyYHUTE
KOMIIETCHIIMM BO COBPEMEHOTO OOpa3oBaHue. VHTErpupameTo Ha JUTHTAIHH UICPUA BO PEAOBHATA HACTaBa MOXKE
3HAYUTEJHO [1a MPUJOHECe KOH MOJCPHHU3AlNja Ha 00pa30BaHHUETO, aaNTHPAkhe KOH MOTPEOUTE HA COBPEMEHHTE
YUCHHIM ¥ Pa3BUBaIb¢ HA KOTHUTUBHU M COLUjaHKU KomreTeHu. CeTo oBa MOKaXKyBa [ieKa UIPUTE UMaaT TpajHa
Y 3HaYajHa yJIora ¥ TOKMY MOpaju Toa Tpeba Jia ce BpeIHyBaaT U KOPUCTAT HA KOHCTPYKTHBEH HAYHH.

Cenak Mako COBPEMCHUTE WIPH MOXAT 3HAYMTEIIHO Ja ja 300raTar HacTaBaTa, HUBHATA MPUMCEHA HOCH U HU3a
MPEeIU3BUIM KOM HE cMeaT Ja ce 3aHeMmapaT. [JlaBHMTE HETaTHBHOCTH IIPOM3JIEIyBaaT OJ MOXKHOCTA 3a
OJIBJICKYBalh¢ Ha BHUMAHUETO, TCXHUYKUTE OTPAHUYYBamba KaKO M PU3UKOT OJ COAPIKMHH IITO HE CE COOJBETHH 3a
cute ydeHuid. HeemHaKBHOT MpHUCTal O TEXHOJIOTHja U MOTpedara o CoOonBeTHA 00yKa 3a HACTABHHUIIUTE MOXKAT
Ja co3famar Oapuepd BO HUBHATA YCICIIHA WHTErpalyja. 3aroa, Urpure Tpeba BHUMATEIHO Ja ce u3dupaar u
KopHUcTaT GalaHCHPAHO 3a J1a ce MOTBP/IM JIeKa HUBHATA YIOTpeba HABUCTHHA 'O OCOBPEMEHYBA, a HE TO MOMpevyBa
00pa30BHUOT MPOIIEC.
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