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Abstract: The changes in the requirements of the labor market in Europe reflect the new modern socio-economic
trends by increasing the attention to some specific skills and competencies in young people, such as - digital skills,
for the use of current software applications and digital technologies, important for different professions; adaptive
skills and flexibility to the rapidly changing economic environment with creative thinking and the ability to quickly
learn new knowledge and skills; social skills for effective communication for cooperation, building conflict
management skills. These are just some of the key requirements that are observed in the labor market, important for
the successful integration of young people into the working environment.

The Digital education action plan (2021-2027) (EK, u.1.), adopted by the European Commission according to which
one of the priorities of the Executive Agency for Education, Audiovisual and Culture of the European Commission
is aimed directly at "Modernization of higher education through new technologies”, which led to the adoption by the
Council of Ministers of the Republic of Bulgaria of the Concept for digital transformation of the Bulgarian industry
(Industry 4.0) (MC, 2017), imposing an urgent digital transformation on the educational sphere as well.

Many actions have been taken to improve and adapt EU education systems at a time of severely limited financial
resources and targeted investments to meet these goals (EK, 2019). The priority areas to which higher education in
the field of digital technologies is directed are a prerequisite for increasing the quality of pedagogical training in
universities for the use of pedagogies and active participation of students in their studies.

Gamification in education is part of the methods to activate and motivate learning to encourage their commitment
and interest.

This report presents a model of integration of the educational tool - ESC room, in the exercises of the discipline
"Computer Graphics™ of students-teachers of Technology and Entrepreneurship, which implements the gamification
in the learning process, with the aim of building digital competences.

Keywords: Gamification; ESC Room, computer graphic, digital technologies

NMIIVIEMEHTHUPAHE HA ESC ROOM B OBYUYEHHMETO I1O KOMITIOTBbPHA
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Pe3srome: IIpoMenuTe B M3MCKBaHMATA Ha Ia3apa Ha TpyAa B EBpoma oTpa3sBaT HOBHTE CHBPEMEHHH COIHATIHO-
MKOHOMHUYECKH TEHJCHIIMH ChC 3aCUJIBAaHE Ha BHHUMAHHMETO KbM HAKOM CHEUU(PHYHA YMEHUS M KOMIETEHLUH Yy
MJIQIUTE XOpa KaTo - UHU(GPOBU YMEHHs, 332 M3MOJ3BAHETO HA aKTyaJHH COMTYEpHH NMPUIIOKEHUS U HU(POBUTE
TEXHOJIOTHH, BaXXHU 3a pa3iuuHuTe npodecur; alanTHBHH YMEHHUS W I'bBKABOCT KbM OBpP30 NpOMEHsIIATA ce
MKOHOMHYECKaTa 00CTaHOBKA C KPEaTUBHO MHCIICHE M CIIOCOOHOCT 3a OBbP30 yCBOsIBAHE Ha HOBM 3HAHMS U YMEHUS;
COLMAJHNA YMEHHs 3a e(EeKTHBHA KOMYHHKalHWs 332 ChTPYAHHYECTBO, M3TPAXIAWKNW yMEHHs 3a YIpaBJIeHHE Ha
KoH(MKTH. ToBa ca caMo HIKOM OT KJIIOYOBHTE M3MCKBAHMS, KONTO ce HAOJII0aBaT Ha ra3apa Ha Tpy/a, BXXHH 3a
ycIiemHaTa HHTerpanus Ha MilaJuTe Xopa B paboTHaTa cpeaa.

IMpuerust ot EBponeiickata komucus Digital education action plan (2021-2027) (EK, H.1.), CbIIIaCHO KOWTO €MH
OT MpHOpUTETHTe Ha l3mbIHWTENHaTa areHIus 1O OOpa3oBaHME, AyAHOBH3HS M KyinTypa KbM EBpomefickaTta
KOMHCHS € HAaCOYEH IHPEKTHO KbM ,,MoAepHH3anus Ha BUCIIETO 00pa3oBaHHUE Ype3 HOBHUTE TEXHOJIOTHUH, KOETO
noBezie 1o mpuemaHe oT Mwunmnctepckn cbBeT Ha P Bbearapus Ha Konuenmmsa 3a nudpoBa TpaHchopmanus Ha
obnrapckata uaayctpus (Mamyctpus 4.0) (MC, 2017) Hanaraiiku cremHa JUTUTaTHA TpaHChopMalus U Ha
obOpasoBatenHaTa cdepa.

[Ipenanpuexa ce MHOTO IEHCTBUS 3a OJOOpsIBaHE W afanTupaHe Ha oOpa3oBaTenHuTe cuctemu Ha EC B MOMEHT Ha
CHJIHO OrpaHM4YeHH (MHAHCOBH PECypCH W HACOYCHH MHBECTHLMM 33 M3MbiIHeHHeTo Ha Tesu uend. (EK, 2019).
[MpuopurerHuTe 00:1aCTH, KbM KOMTO CE€ HACOYM BHCIIETO 0Opa3oBaHHE B 001acTTa Ha HU(POBHUTE TEXHOJIOTHH Ca
IIPEIOCTaBKa 3a MOBUIIABAHETO HA KAYECTBOTO HA MEAAaroruyeckara NoAroTOBKa B YHUBEPCUTETHUTE 3a U3MOI3BaHE
Ha IeJIarOTHKH ¥ aKTUBHO yJacTHE Ha CTY/AEHTUTE B 00yUCHHETO.
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Kato wact or Meroaure 3a aKkTHBU3WMpaHE M MOTHBHpaHe Ha OOY4YEHHETO, KOMTO Ja HachpyaT TAXHaTa
AHTKHUPAHOCT U MHTepec € U [ eliMudukanusta B 00pa3oBaHUETO.

B T031 mokman e mpeacTaBeH MOJEN Ha MHTETpUpaHe Ha oOpa3zoBarenHus HHCTpyMEHT - ESC room B ynmpaxHeHHS
o quicuuIunHaTa ,,KoMmorepHa rpaduka’ Ha CTYICHTH - ITeAaro3n N0 TeXHOJIOrur U MpeArpreMadecTBo, ¢ KOHTO
€ UMIUIEMEHTHpPaHa TeiMu(pUKanus B yaeOHHUS IPOLIEC, C e N3rPakAaHe Ha JUTHTaTHA KOMIIETEHTHOCT.
KuarouoBu nymu: [eiimuduxanus, ESC Room, kommroTspHa rpaduka, IUQpPOBH TEXHOIOTHH

1. YBOJ

OcHoBHUTE (akTOopH, HEOOXOMMMH 3a Tpexona KbM ycroiumBa EBpoma mo 2030 r., cmopen Konuenuwmsita
BKIIIOYBAT: O0Opa30BaHMETO, TEXHOJOrHHUTe, WHOBarmure u rudpposusanusara. (EK, 2019) 3a ma ce ciayum T03uU
npexon npen BY3 ce mocTtaBAT BUCOKM M3MCKBaHHUS 3a akTyalu3HpaHe Ha ydeOHaTa JOKyMEHTAlMs M ydeOHMs
NpoLeC MpH MOATOTOBKaTa Ha CTYAEHTH, C W3IOJI3BaHE HA pa3luuHu 00pa3oBaTENHM TEXHOJIOTHM M METOAU 3a
MIOCTHI'aHe Ha KpaifHaTa 11eJ — MOJrOTBEHH, 00pa30BaHU MJIa 1 XOpa.

3a ja MoraT YHHBEPCUTETHUTE J1a OTTOBOPST Ha TE€3W HYKAW M OYaKBaHUS € Hy)KHa JAWTMTAlIHA TpaHchopMalus Ha
IpeAnIaranoTo obpa3oBaHue, OOPBIIANKN BHIMaHUE HA Pa3HOOOpPA3HH ACHEKTH, KOUTO Jja BKJIIOYBAT TEXHUIECCKU U
MEKH YMEHHS, KaKTO M TO3HAHUS 33 COLMATHO-WKOHOMUYECKUTE TeHICHIMH. OOyyaBaHUTE CTYACHTH TpsOBa na
UMaT YMEHUS M KOMIICTEHTHOCTH, KOWTO Ja ca aKkTyaJHH W PENCBAHTHH 3a CHBPEMECHHHTC W3HCKBaHHS B
uHxycTpusita. KM Tx TpsiOBa na ce 100aBAT M eKuIiHaTa paboTa, KPeaTHBHOTO MUCJICHE M YMEHHUSI 3a YIpaBICHUE
Ha BPEMETO 3a yCIEUIHATA a/lalTalis KbM Pa3InIHU OOCTOSTEICTBA U B3aUMOJICHC TBHA.

3a akTHBHM3MpAaHE W MOTHBHpaHE Ha OOYYCHHETO Ha CTYACHTHTE, INpPU M3TPaXJaHe Ha AWTUTAIHATA WM
KOMIIETEHTHOCT C€ MpUJIaraT pa3iudHU MOJENIN U METOIUKH, KOUTO J1a HachpyaT TAXHATa aHTaXKUPAHOCT U UHTEpec.
Hsxou o1 Te3u Mozienu BKIKOYBAT:

* IIpobnemMHO-OpueHTHpPaHO 0OyUYEeHHUE - pelaBaHe Ha MPoOJIEeMH U CLEHAPUU OT PEalTHHS KUBOT

* Oo0sbpHaro obyuenue (Flipped Learning)

* KomnaboparusHo/ceBMecTHO 00yuenue (Collaborative learning) - ¢okyc BbpXy rpynoBara pabora u
B3auMozeiicTBue. Upes3 ChTpYIHNYECTBO U CIIOJCISHE Ha HJICH, CTYACHTHTE CE MOTHUBHPAT Ja y4aT eIUH OT IPYyT U
Ja paboTAT 3a€IHO 32 TIOCTUTAHE Ha OOIIH LICITH.

* Telimudukanms - 3M0I3BaHE HAa UTPOBH EIEMEHTH U METOAM B YUCOHUS MPOLEC

*  Jludepenumpano odyuenne: To3m Monen B3eMa NPEIBUI WHAWBUIYATHUTE NMOTPEOHOCTH, MHTEPECH U
ymenus. IlpenomaBarensar mpenoctaBs pasiMYHM PECypcH M 3a/laud, KOUTO Jla ChOTBETCTBAT Ha Pa3IMUHHUTE
00pazoBaTeTHN HYKIH HA CTYICHTHUTE.

Enun oT arpakTMBHHMTE MOJENH, KOWTO ce mpujara B oOpa3oBaTelHHUs Mpolec € redmudukanusaTa, B KOHTO ce
BKJTIOYBAT €JIEMEHTH OT UTPUTE, 3a JIa C€ aHTaKHUpa 00yJaeMHTE 3a MOCTUTaHE Ha MO-I00pH pe3yaTaTy KaTo: UTPOBU
MIPUJIIOKEHUS, CUMYJAllu{, OHJIAWH WIPU M JPYTd HMHTEPaKTUBHH CPEACTBa 3a oOydeHue. M3momssa ce, 3a ma
CTUMYNHpa HMHTEpeca M MOTHBAIMATA Ha CTYACHTUTE 3a YJIECHABAaHE YCBOSBAaHETO HAa 3HAHWA M yMEHHS IIO
n3ydaBaHaTa AWUCIUIUINHA, TOPagd MO-WHTEpeCHHS M 3a0aBeH HAuYMH Ha TIPEACTaBsSHE, KaTO ChHIICBPEMEHHO
CTUMYNHpPa KOHKYPEHIUATA U CHTPYAHUYECTBOTO.

Vma pa3nnyHu TEXHOJIOTHH 3a TeiMH(pUKannsi, KOUTO MOXKE Jla Ce TPHIIOXKAT B Pa3IMYHU JUCLUIUIMHY, KaTo Hai-
YeCTO MOJI3BaHUTE B 00pa30BaHMETO ca:

. VYeb 0azupanu miathopMu 3a TedMUUKANUS: - OHIAHH IIaTGOPMH U COPTYSpHU MPHUIOKEHUS, KOUTO
IpeJyIaraT MHCTPYMEHTH 3a Ch3JaBaHe Ha urpoBu eneMeHTH. /Classcraft, Kahoot, n Quizizz.

. MoOumHu npuioxeHus 3a ooydenune:/ Duolingo, Memrise u QuizUp.

. Buptyanna peannoct (VR) u pasmmpena peamHoct (AR): VR u AR TexHomormmure mHpenocTaBsT

BB3MOJKHOCT 32 Ch3/IaBaHE Ha MHTEPAKTHUBHHU OOYUHTEIHH CPEAH, KOUTO J1a T'M MOCTAaBAT B PEAIHU WIM BUPTYaTHU
CIICHAPHH. /CUMYJIAINH, BUPTYaTHNA €KCKyP3UU

Te3u TexHonormum MoraT nAa ObIAT W3MOI3BAHM CAMOCTOSTETIHO HIM B KOMOWHAIMWs, 3a Ja C€ Cbh3Jaje IOo-
JUBEPCUPHUIINPAHO U AaHTAKUPALIO YIeOHO IPEKUBSIBAHE.

2. TEAMU®UKAIIMS C ESCAPE ROOM

OOyuenuero, 6asupano Ha urpu (GBL) mpexacraBs oOyuurenHa cpena, IpH KOSATO IIpaBWilaTa Ha HUrpara |
CBIBPIKAHUETO MOAOOPSBAT 3HAHMATA U yMeHHUsTa Ha obydaemure (Qian M., 2016), Tpu ca OCHOBHUTE KIIOUYOBH
n3pasa Ipe3 MOCJIEAHUTE JECETHIIETHs, KOUTO NMPEACTaBsIT MHTETPUPAHETO Ha UIPH B 0OPa30BaHHETO: CEPHO3HU
urpH, urpudukanys 1 o0ydeHne, OCHOBaHO Ha UTpH. B fokiiana e uMIuieMeHTHpaHo o0y4yeHHe, OCHOBAHO Ha UTpa 1
Ta3u KOHLEMIMS € ajanTupaHa KbM oOpasoBateneH pecypc — ESC Room (ER) /Eckeiin cras. Passutiero Ha
HMHTEpHET, HapacTBalata My AOCTBHIIHOCT M IOMYJSIPU3MPAHETO Ha BUACOUTPHTE Ca CBbpP3aHM C HapacTBailara
JIUICa Ha MHTEpec KbM OOYyUeHHETO W ,,o0HuaifHaTa®™ oOpazoBaTerHa cUcTeMa Ha oOydaeMmuTe, KOETO MOXKE Jia ce
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pemu upe3 obyyenue ¢ urpu. [IyOnukyBaHM ca MHOTO M3CJICIBAHUS 3a IIPEAUMCTBATA B €(DEKTUTE HA UTPUTE BHPXY
y4eOHHS Tpoliec U OnaronpusTHaTa Cpeaa 3a MOTUBHPAHE Ha YYaCTHUIIMTE. Y CTAHOBEHH Ca CIIEHUTE Bb3/ACHCTBUS
(Sauve, 2007)

e  MsrpaxmaHe U pa3BUTHE Ha MEKHU YMCHUS,

e  Uurerpamus Ha 3HAHHS B JCHCTBHSA, Ype3 MPAKTUUECKA CXeMa, IPH KOATO 00y4yaeMHUTE MOTaT Ja MOBTapsT

3ajaunte, 0€3 1a ce CTpaxyBar OT IPOBall,

e  ChTpYAHUYECTBOTO U KOMYHHKAIUITA MEXKY O0ydaeMuTe,

e [lo- BUCOKa aHTaXHUPAHOCT ¥ MOTHUBALIHSL.
dokychT Ha 00pa3oBaTeIHATA CUCTEMAa KbM OOYYCHHETO Ype3 UTPH OKa3Ba BIUSHHUC BBPXY YMCHHUATA HA MIIAJIUTE
X0pa, HEOOXOANMH 32 peajM3alusITa UM 1pe3 2 1-Bu BeK 3a pa3BUTHE Ha HA0OP OT KOMIIETCHIMH KaTo:

o  KoMyHuKaIus: U3MOJI3BaHE HA MEJMH U TCXHOJIOTHH,

e KpuTHyHO MHUCIIeHE: B3eMaHe Ha PELIeHHs U pellaBaHe Ha mpoliemu,

e  ChTpyAHHUYECTBO: IOEMaHE Ha CHOAEIEeHa OTTOBOPHOCT, paboTa B €KHII,

e TBOpYECTBO: WHOBATUBHO MHCJICHE, M300pETATENHOCT, CHOCOOHOCT Ja ce pasriiekaa Heycrexa Karo

BB3MOXKHOCT 32 iogobpenue (Qian M., 2016)

GBL cb3maBa yMmeHHs 3a pellaBaHe Ha MPOOJEeMH M MPHUIOOMBaHE HA YMEHHUs KaTo ce OOpbIIa CIEHUATHO
BHUMaHKE Ha BHJa UrPa U n300pa Ha Tas3u, KOSTO 1ie Obje Haii-mone3na 3a cryaentute. (Abdul Talib C., 2019)
Escape room (ER) /ESC room e uHTepakTHBHA 00pa30oBaTeiHATA UTPA, TIPH KOSTO YYACTHHUIIUTE Ca B CTas/KaOUHET
U pelraT nopemiia OT 3arajJky, 3a Jia yCIesT [a U3JA3aT OT Hesl 3a ONpeesieH MepUo OT BpeMe. M3KUBSIBaHETO B
Escape room (ER) namonmo0siBa Mojena Ha jaOMpUHTa: MIpavyuTe ca 3aTBOPEHHM Ha MsICTO, OT KOETO TpsiOBa Ja
HaMEpAT M3XOJ KaTo JereHAapHUs JaOMPUHT HAa MUHOTaBpuTe. MiMa npumepH 3a pa3iMyHM TEMaTUYHH CTau, KaTo
HanpuMep KpUMHHAIHO pa3cielBaHe, HaydHa JlabopaTopusi, KiacHa cTas W JpPYrH, KaTo Iieira € Jia ce Ch3lale
PEaJMCTUYHO W3KMBSBAHE 32 ydacTHHLUTE. Beska OT TIX € MbJIHA ChC 3arajiky, KJIIOYOBH NPEIMETH M CKPUTH
MOJICKa3KH, KOUTO TPsIOBA Jia ce OTKPUST M M3IOJI3BAT, 3a JIa U3JIe3HAT OT cTasra. YCIexbT B Ta3u oOpazoBaresieH
HHCTPYMEHT H3UCKBa JO0OpPO CHTPYAHHYECTBO, KOMYHHKAIUS M KPEATHBHO MHCICHE OT CTpaHa Ha BCHUYKH
YYaCTHHIIM B 0TOODA.
Crneuuduunoto 3a Escape room (ER) karo urpa e taxuara myntudynkuunonansoct. (European, 2021) Heo6xoaumu
ca pasnMYHM YMEHUs 3a pPelIaBaHe Ha MPOOJeMH, 4pe3 3arajkuTe U MPEAMETHTE, CKPUTH B CTasITa. YTPaBICHUETO
Ha BPEMETO € OT 3HAYCHHE MPH PELIaBaHEeTO HA 3arajJKUTe, IOPajnd KOETO JOOPOTO OPraHU3alMOHHO YIpPABICHHE €
Ba)KHO 32 KOMITWJINPAHE HA BCUYKHU PEIICHUS, HAMEPEHH B HIpaTa.
ChbTpyIHUUECTBOTO M Jl0Opara KOMYMHKAalMs ca HEOOXOIMMH 3a €KHIa OT WIrpadyd, ThbH KaTo HaMHPaHETO Ha
pelLlIeHUsITa Ha 3a/1a4UTe HE € Bb3MOXKHO J1a CE HAIIPaBU OT €IMH YOBEK, OPAJM OrPAaHUYEHHE BbB BPEMETO.
[MpenopaBarenar Biu3a B poiara Ha (acWIMTATOpP B MOJAENBT HAa MrpaTa, MHCTPYKTHPAWKH €KuIa 3a CIoKeTa U
NpaBUJIaTa, pa3/ielsIiKy T Ha TPYIH OT JBama JIo oceM ayuu. He ce n3mon3Bat MOOHIHM YCTPOWCTBA, OT KOUTO Jia
MoJydaT MOMOILI OTBBH W CJIE] Hy)XHaTa IpeABapuUTeNHa MOATOTOBKA MI'PAuMTE Ca 3aTBApsT B CTasTa. 3armouyBa
THPCEHETO HA 3arajJIki M YJIUKH, KOWTO OTBAapsAT YEKMEKE/KYTHs, ChIbPXKAIIU JIONBIHUTENHH YIUKH WU
MHCTPYKIIMHU JOKATO Ce JOCTHIHE IeNTa. 3a7a4ara ¢ U3IIbJIHCHA U EKUITHT MeUeld, aKO ca pa3pellieHH 3araJKurTe, B
paMKHTE Ha OIPEEICHOTO BpEMe.
Escape room (ER) / cras wna TaiiHute/ cram 3a OSrCTBO MOXKE Ja Oblie HM3MOJA3BAaHA KAaTO HMHTEPAKTHUBEH
00pa3oBaresieH HHCTPYMEHT 3a M0I00psBaHe Ha eKUIHATa paboTa, pelraBaHe Ha MPOOJIeMH U JOrMYeCKO MHUCIICHE
4pe3 Ch3JaBaHe Ha 0OPa30BATENHU CLEHAPUHN, KOUTO Ja [TOJIIOMAraT YYeHEeTO U Pa3BUTHETO HA PA3IMYHU YMEHUS U
MO3HAHUSI.
Cb3aBaiiku METOJIOJIOTHSl M MPAaKTHYECKH NPUMEpH MO y4deOHa IMCIMIUIMHA 4Ype3 TO3W o0pa3oBaTeleH pecypc
JIECHO C€ aJIaliTUpaT 32 00pa30BaHUETO, IPENOCTABSIMKN TOCTHIT 10 HOBH B3MOKHOCTH 32 MPEeTo/aBaHe.
OcHosaute enemenTr Ha Escape Room (ER) B xaGuHera/kmacHata cras ca:

*  1eN — HAKAaKbB BUJ MUCTEPUS 32 pa3peliaBaHe Wi Lell 32 JJOCTUTaHe

*  YJIMKW/KOJOBE/KIIIOYAIKH — HOPEAUIIA OT ITb3EJIM WM BBIIPOCH 32 peliaBaHe

*  KYTUW/KHUTW/KaTHHAPU 32 OTKIFOYBAHE —OTTOBOPHTE CE MPEIOCTaBAT OT YIHKHTE, KOMTO CE pelIaBatr Io
BT

* OrpaHWYCHHE BBHB BpPEMETO (HE3aIBJDKUTEIHO, HO MOJE3HO) — CTYACHTHTE pEIlaBaT 3arajJikure, 3a Oa
OTBOPST KJIFOYAIKHUTE W Ja JOCTUTHAT IIEJTa 3a OIpe/eicHO Bpeme. M300phT 3a H3MON3BaHE HAa TaliMep 3aBHUCH OT
rpymnata. OrpaHHYCHHETO BHB BPEMETO MOXKE Ja CTHMYJIUPA MOTHUBANHATA H (POKYCa HII MOXKE J1a CTPECHPA.
KirouoBeTe/ynmuknuTe ca peleHUeTo 3a BCsKa ciela M TpsOBa Ja ca KpaTka ayMa (WU MOpeauIa OT IMPOU3BOIHU
OyKBH) WM TOpenuiia OT 4ucia. Te3u JAyMH WIM 4Yuclia 1€ OTBOPAT ,,0paBUTE™, KOETO Clie]] TOBA BOAM [0
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cleBaliaTa KIIOYalka. YJIMKUTE ca ChABPKAHHETO — KaKBOTO MCKaMe oOydaeMHUTe 1a ydar, NperyiexjarT WIu
MIPaKTHKYBaT.
HW3non3Ba ce pabOTEH JIMCT 3a Ch3JaBaHE Ha CIIEHAPHS 3a MI'PHTE M IIOCJIE CE BKIIOYBAT BBIIPOCUTE C M30HMpaeM
OTrOBOp, CHBIAJICHUS, JUATPaMH U Ap., KaTo ce IPyNUpar B IPYNH OT YETHPH 1O HeT BbIIpoca BCAKa Ipyna. Beeku
Ha0Op OT BBIIPOCH CE MPEBPHINA B YIIMKa, KOSITO TpAOBa Aa Obae nemudprpana, 3a Ja Morydd KIIU0B KO, KOHTO
IIe OTBOPH MOPETHOTO ,,3aKITI0UBaHe /KOJ/KITF0YanKa/KaTHHap.
KaTtnHapuTe/KyTHUTE 3a OTKIIIOYBAHE Ca Pa3IMYHHUTE TEXHOJIOTHH, KOWTO BKJIIOYBAT BBIIPOUTE, KOMTO Ca BBHPXY
H3ydaBaHUs yaeOeH MaTepual.
[Moaxonsiy codryep 3a ch3naBaHe Ha TAKUBA KYTHH €:
e Google Forms, ¢ koiito Moxe ia ce ch3aane GopMyIsip cbe cepusi OT KIFOYAIKH, KOUTO II€ CE€ OTKII0YBAT
camo KoraTto ObJie BbBECH TOUHUST IPaBHIICH OTTOBOP.
e Adobe Photoshop mimm Adobe Illustrator: rpadguunu copryepHn NpUIOKEHUs 3a Ch3/aBaHE Ha MB3EIH U
peOycH 1 pa3nuuHu BUAOBE N300paKeHHs1, TEKCTOBE U hopmu
e  Puzzle Maker: onnaiin miatgdopma, 3a Ib3eiH, KpbCTOCIOBHIH, CKPUTH IyMH, CYIOKY H JAPYTH.
e Crossword Compiler: codpryepHO nprmoskeHue 32 IpOPECHOHATHH KPBbCTOCIOBHUIIH.
e Puzzle-Generator.org - oHIaiH HMHCTPYMEHT 3arcHepUpaHe Ha Ib3eJIH, KPBCTOCIOBHUIIM, CKPHTH IYMH,
TaOUPHUHTH.
e  https://www.dafont.com/morse.font - mop3oBara a30yka
o www.festisite.com - reneparopbT Ha pedycu
e  https://www.fodey.com/ - cp3naBane Ha (GaIMB BECTHHK U JIP.
Co3naBaneto Ha Escape Room (ER) e TBOpuecko Npequ3BHKATENCTBO, B KOETO MOXE Ja C€ H3IOJI3BAT
Pa3HOO0pa3HU TEXHOJIOTHUH, HO MMa M HAKOM CIeLU(pHUIHN HHCTPYMEHTH, Ch3/IaJICHU CaMo 3a LieJITa KaTo:
o LockPaper: onnaits miatdopma 3a Ch37aBaHe Ha HHTEPAKTUBHU ITb3EJIH U 3aTaK1
e Escape Room Creator: codryep 3a cp3maBate Escape Room (ER) cuewapuu. Toii mpeiara pasindHd
HHCTPYMEHTH 3a CBb3JaBaHe Ha 3aragkd, YIpaBJICHHE HA KIIOYOBH IpPEAMETH W INPOCICASBaHE Ha
HarpeabKa.
e Fuzzy Duck Create: onHmaifH miardopma, KOSTO NMPENOCTaBsi HMHCTPYMEHTH 32 CH3JaBaHE HA Pa3iIMYHU
BUJIOBE UTPH, BKIMOUYUTENHO Escape Room m3xuBsBaHus.
e  Questimate: MmoOuIHO npuiokenue 3a Escape Room (ER) nzxussianus.
Te3u codTyepHH HHCTPYMEHTH HPEJOCTABST Pa3IMYHN Bh3MOXKHOCTH 32 Ch3/laBaHe Ha YHHKAIHH U 3a0aBHH Escape
Room H3XXUBsABaHUA, KOUTO MOrar Aa Cc€ mpujarat B O6p330BaHI/IeTO, KaTO OCHOBHHUTE C€JICMCHTA, KOUTO s MpaBAT
MHTEpeCcHa ca:
o CTYACHTHUTE CC YyBCTBAT 4aCT OT UI'pa
®  CTYIEHTHUTE ca TepPOH OT CIOXKETa, C MUCHS
o CTYACHTUTE CC U3MPABAT NPEC] MPCANU3BUKATCIICTBA B €KUIT
3apaau Ta3u KOMOMHALMATA YYACTHHLMTE Ce YyBCTBAT IIOTONCHHU B MpuKiIoueHne upe3 Escape Room (ER) koero e
BBJIHYBAILO H3)KUBSBAHE.

3. MPUJIOKEHHUE

C pa3BUTHETO HAa KOMYHUKAIIMOHHUTE TEXHOJIOTHM, TIPENOJAaBaTEINTe C€ COIBCKBAT C MHOXECTBO
NIPEAN3BUKATEIICTBA, TIOPAAN KOETO ca HEOOXOAMMH NMPWJIAraHETO Ha HOBH eeKTHBHH (HOopMH Ha 0OydeHue, 3a Ja
OTKJIMKHAT HA HOBUTE TEHAEHIMU B 00Pa30BaHUETO, B €HA MO-UHTEPAKTUBHA TexHoJornyHa cpeaa (Amberg, 2009)
Jucturumaara “KommorbpHa rpaduka®, oT yueOHUs I1aH Ha CTYAGHTHUTE 10 TeXHOJIOTHH U MPEANPUEMadecTBO €
MOJIXOJSIIIA 32 UMILIEMEHTUPaHe Ha 0Opa30BaTeIHU PEeCypcH, KOMTO Jia M3MOJI3BaT METOAa Ha redMudukanus B
M3rPaKIAHETO HA AWTMTATHHA KOTIETEHTHOCTH HA CTYACHTHUTE U 3aCHUJIBaHE HA aHTAKUPAHOCTTA MU B 00YYEHHETO CH.
(Muadopmarmonen nmaket, 2021) MsrpaxmaneTo Ha TEXHHYECKH YMEHHUS IIPU pean3alisaTa Ha TRBOPUYECKH ITPOCKTH €
OCHOBHATa IIeJT B 00yYeHHETO Ha JUCIUIUIMHATA U OTYACTH TOBa € pealu3MpaHo 4pe3 chinazeHara Escape Room
(ER) B ynpaxxHeHUsiTa PH ONPEEsIHETO HA KpailHaTa TeKylla OLECHKa, MPeAn npencraBsHeTo Ha 3D mpoekTd Ha
SketchUp. B Escape Room (ER) ca uMruieMeHTHpaH# NPUIIOKEHNUS, KOUTO MPOBEPSBAT 3HAHUATA HA CTYACHTHTE 32
OCHOBHHTE TIOJIXOJU 32 O0MsiHa Ha rpadW4yHM JaHHY, BU3yallM3alMsATa HA TPUMEPHH OOEKTH W IOCTHTaHETO Ha
BU3yaJIEH peaju3bM B KOMITIOThPHATa rpaduka.

W3non3Banu ca NpUIIOKEHMS 3a Ch3JlaBaHe Ha JIAOMPHHT, MOp30Ba a30yka, pedyc, cra3Baiiku ykazaHHATa Ha
GdanuuBUs BECTHUK Ha CTEHaTa, J0KATO CE CTHTHE [0 OTKIIOYBAHETO HA TPUTE KaTUHApa, Ch3IaIeHU B
https://www.flippity.net/ (Spreadsheet, 2021) ¢ kir090BeETE U Ch3AaACHATA (POPMA, KOUTO CHIBPIKAT KOIBT.
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Crnen OTKJIIOYBAHETO HA KaTHHAPUTE M ITOCTUI'AHETO Ha IIeNITa, Ce MPEMHHAaBa KbM MPEACTaBIHETO Ha MPOEKTUTE 3a
KpailiHaTa TeKyIla OLleHKa Ha YIPa)XHEHUATa 110 KOMIIOTbpHa rpaduka.

CamocTosiTentHaTa paboTa ¢ peIcTaBeHa upe3 pelraBane Ha Ib3el, Koo crinobssa 3D momensT B SketchUp.
BbBexkIaHETO HA HHTEPAKTUBHOCTTA CHCHCTBA 32 PEATN3UPAHETO Ha HAKOJIKO KIFOUOBH LU B y4eOHUS IPOLIEC:

(| Beeimgane Ha 00ydJaBaIIys ce B yIeOHHUS IPOIIEC U MOJ00psSIBaHEe Ha HETOBOTO MPEICTaBSHE.

[J Ioamomarane Ha B3aUMOJECHCTBHETO Ha OOydaBaIlus ce ¢ y4eOHOTO ChABPKAHUE W OCTAHAIUTE yYaCTHHLM B
Kypca.

[ OcurypsiBaHe Ha UHTENICKTYaJIeH CTUMYJI 32 YUCHE U pa3BUTHE Ha HHTEPECHTE U yMEHHUSTA Ha 00yJaBaliuTe

[} CtuMynupaHe Ha KpUTHYHOTO MHUCJICHE, TOCTAaBSHE B OJHM3KH 10 PEaTHOCTTA CUTYaIN

Escape Room (ER) urpute mmar moTeHIMan Aa OKa3BaT 3HAYMTEIHO BIHUSHHE BBPXY OOPa30BAHHETO MOPAAU
penuna NpUYMHM - aHTaKUpaHe Ha CTYJCHTHTE Jla He ca caMo CITyIIaTelH, a aKTUBHU YYaCTHUIIM B pEIIaBaHETO Ha
3aJa4M M 3arajKy, KOeTo J1a TM MOJATHKHE KbM I0-ABJIO0KO pa3dupaHe U 3allOMHSIHE Ha MH(OPMAIMATa; pa3BUBAHE
Ha HaBMIIM 3a pellaBaHe Ha IPOOJIEMH - CIIEHApUHTE ca C MPEAN3BUKATEICTBA, KOUTO U3HCKBAT KPEATUBHO MUCIICHE;
eKHITHAa padoTa - YYaCTHULIUTE pabOTAT B €KHUII, 33 Ja YCHEsT Jla peliaT BCHYKH 33/1a4d M Ja U3JIe3HaT OT CTasTa.
ToBa HachpuaBa pa3BUTHETO HA YMEHUS 3a CHTPYIHUYECTBO M KOMYHHUKALHS, KOUTO Ca OT CHLIECTBEHO 3HAUCHUE B
oOpazoBanuero u B Om3Hec cpemara. Mmmmemenrtanmara Ha Escape Room (ER) B o0ydenmero mo KommrorspHa
rpaduka ¥Ma NOTeHUHWaN J1a ObJe MOIICH HHCTPYMEHT, KOHTO NpeNoCcTaBs HHTEPAKTHBCH M aHTKUpAI HAYMH 32
ydeHe, KOUTO MOKe J1a TI0OJ00PH pa3sIMYHU aclleKTH Ha 00pa30BaTEIHUS IIPOLEC.

4. 3AKJIIOYEHUE

[Mocnennure TeHASHIMHM B 00pa3oBaHME € HEMPEKbCHATO My OOHOBSBaHE M aJalTHpPaHe KbM HOBHUTE IOKOJCHUS
CTY/ICHTH W KbM NPOMEHJIMBUTE W3MCKBAaHUs HA Na3apa Ha Tpyna. He3aBHCUMOTO, ChbBMECTHO YY€HE Ipe3 LeJns
KHMBOT, CAMOpPETYJIAlUATA U YMEHHATA 32 MHUCJICHE Ca €JHU OT JOMHMHHpPAILIUTE KIIOYOBH TYMH 33 aKaJIEMHUYHH U
npodeCHOHAIHN TOCTIKEHUsT Ha 21-BM Bek. Pa3BUTHETO Ha TakMBa KOMIIETEHTHOCTH H3KMCKBa OOpa3oBareiHa
cUcTeMa, KOSITO HaAXBBPJIIS TPAAUIIMOHHOTO IPEIOCTaBsIHE HA YUeOHOTO ChABPKAHUE Upe3 JICKIMOHEH (opMaT.
Escape Room (ER) e uHTepeceH W BBIHYBAI HAYMH 332 OOydeHHE, KOWTO MOXE Ja MOMOTHEe Ha oOydyaeMure Ja
pa3BHAT HABUIMTE CH 33 peLIaBaHEe HA MPOOJEMH, CKHIHA padoTa M KPUTHYHO MHCIICHE, JIOKATO CHIIEBPEMEHHO
ydar HOB MaTepHall.
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