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i mp Tamapa Hukonwh Maxkcuh, Bojan Jbyjuh pan
®dunoszodcku dpaxynrer, beorpag k

Arrinepnamiuenu upuciyiiu
obdpasosarwy ogpacnux:
yuetrbe 0a3upano Ha pauyHapckoj uipu?

Pe3ume: Jegan og Hosujux penomena caspemenol supiiyennol ceetlia jecy pauyHnapcke uipe. Bygyhu ga
UMajy suwe Hamena u Qynxyuja, y aocnegre speme ce uciuiilyjy moiyhHnocmiu, Gpegruociiu u Ipanuye wuxoge
yuotpede y odpazosary u yuewy. Y Wom KOHUWIEKCULY, OCHOBHU Uub 0801 paga jeciie KPUUUKo cainegasare
antiepHatiusHux Upuciiiyiia odpasosarwy ogpacnux. IIpegmetii iipoyuagarnad je, gakyie, yuewe 3dCHOBAHO HA
pauynapcxoj uipu (games-based learning). Cygehu o eHOpMHOM YMHONMCABAWY TUTUepATUYpe Y UOCTeqHUX He-
KOMUKO T10gUuHA, peu je 0 8eomMa aKTiLyeTHOM GeHOMERY KOju ce Tio8e3yje Ca HACTAHKOM HOBOT CIIUTA yueta.

Kao ocnosne kapaxtiepucitiuke camol Hojma 'yuere 3aCHOBAHO HA pAUYHAPCKO] UTpu’ U3geojexe cy cie-
gehe: uspaxceno MoUBAYUOHO Jejciiso; AKUBHA HAPTUUUUTAYUJA U KOTAOOPATHUBHO Yuetbe; jACHOCTH Ca3Haj-
HUX YUbEBA; UPEBASUTANEHE HECUTYPHOCTIU U HeyCliexd; PeQeKCUBHOCTE CUeHAPUja U MOTYRHOCTE TPEHOUEHA
UCKyciiasa u3 ciieapHol cgetlia; codoga peaiosard Kpo3 Hu3 geuHucaHux akyujd; jacHo geguuucaua io-
8patiHA UHYOPMAYUJA 3a C6AKY Upegy3ellly axyujy; MOTyhHOCTL UpoyeHe HATIPEJosawd YUeCHUKA; yCKahe-
HOCTI €4 UHGUBUJYATHUM THEMUOM Yuerd U UHTIENEKTLYANHUM CHOCOOHOCTHUMA, 0gCyCliieo aywioputielia u
popmannux unctipyxyuja; moiyhnoct yueciisosara eenukol Opoja kopucnuxa. ITocedHo 8pegnum 3a totiyna-
YUjy 0gpaciux cMampamo axiuueHu, UCKYCTUEeHU U CUTIY AUUOHU KAPAKTHEP 080T yuerd.

Toxom fiocegroe geyeHuje y ceellly ce jasnajy 3acedne cliiyguje 3a 00pasoeHo ipuiipemaree Upodecuo-
HATAYA y 00NTaACTiY qu3djHupara pauynapckux uiapa. Ognuxyje ux uspasuiiid UGHIEPJUCUUTTUHAPHOCTE U
MYTTHUGUCUUTTUHAPHOCTE. Ju3ajHupare pauyHapckux uiapa y gynxuuju odpazoeard u yuerwd ogpaciux je
660MA 3AXTIEBAH U CIONEH TPOUEC.

Kryune peuu: yuere 3dcH08aHO HA pauyHapckoj uipu (games-based learning), pauynapcka uipd,
gusajHupare pauyHapcxe uipe y cepxy odpasosarna u yuewd, edutainment.

1 nkacaven@f.bg.ac.rs

2 Pap je Hacrao y oxkBUpYy Npojexra HMHCTHTyTa 3a Hefarorujy v aspgparordjy (®umosobcku daxynaTeT, YHUBEDP3UTET y
beorpany) Mogenu tipouerwusana u ciipaitieiuje yHaupeherwa keanuiteiia odpasosarna y Cpouju,dpoj: 179060, koju drHaHCHpa
MunuctapcTBo mpocsete U Hayke Penybnuke Cpduje.
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YBono

[Tpouecu odpasoBawma U yuyewa TPaAHULIUO-
HAJIHO CIajajy y '030WbHHUjU' U 'TEXU’ Ie0 YOBEKO-
BOT JKMB/bEHA U JleTlama, yCaBpllaBawka U pasBoja.
be3 cymme, duio kako ia UM ce mpuhe, OHU TO jecy.
[TputoMm, WITO OpraHU30BaHUjU KU (OpManu3oBa-
HUjU ODIMUIM KpPO3 KOje Ce CTUYY 3Hama, BEIUTH-
He, HaBUKe, CIIOCODHOCTH, BPEJHOCTH, CTAaBOBH —
To Kpyha M BHLIEe TPUMEH/bHBA CTapa uspeka 'bes
MyKe HEMa Hayke'.

Hosu npuctyn odpasosamy U yuyemwy UMa 3a
Wb OOPHYT CMep: M3HATaXEme HauyuHa CTHLIamka
3HaWa ¥ yMena, a fa TO HHje HEONXOQHO HalopaH,
UCHPIUBbYjyhy, HE3aHUMJIBUB U TUYHO HEKPEATUBAH
nyT. Mako cama ujeja HUje HOBa, MPUMEHa HajHO-
BUjUX TEXHOJIOTHja YyCMepaBa CTpy4YmlbaKke Ka M3Ha-
JakKewy OAroBopa Ha nuTame: Kako crehu Huira
Mame KBAJIUTETHA 3HAba U BELITUHE HA 'IpYTH’ Ha-
yuH? Yyewe DasupaHO Ha payyHAapCKUM Hrpama
(games-based learning) jemaH je oIl TAaKBUX TIPUCTY-
Na KOjH 3aXTeBa CACBUM HOBY IOHIAKTUYKO-METO-
ouuky paspapy. Cynehu mpemMa eHOPMHOM YMHO-
YKaBawy JINTEpPATypPe MOCIEeNHBUX HEKOTUKO FOIUHA,
oBa odsacT he a mocTaHe MpegMeTOM HUHTEPeCo-
Bamba U aH/IParolIKUX CTPy4Ymaka.

Tomac (Thomas, 2002: 72—73) npeHocH 3a-
HUMJBUBO UCKYCTBO Bopuka (Warlick) xoju je ymo-
penuo ABe pasivyuTe aKTUBHOCTH y YUY€y Hero-
Be kKhepke ¥ cuHa. Haume, neBojka je noduna no-
Mahu 3amaTak KOju Off He 3aXTeBa Ja MEMOpHUIIE
wiacupuKaluyjy UMEHULa, a Miaaguh Ja npoydyu
HEKHW cafprkaj odpasoBama MyTEM BHUIE0 UIPHULA
KOje MIpeTnocTassbajy CHaaaXbUBOCT. BOopuk je Ha-
11130 J1a je ’beroB CUH y npefHocT. Mako je To camo
jenHa cexBeHUa, muiaauh je Ha 0Baj HAUMH pPas3BHjao
peneBaHTHUje BewTHHe 3a OynmyhHocT on Khepke.
EbuxoBy dDynyhnoct he, 6e3 cymme, KapakTepucaTi
cTasHe npomeHe. Mcrocrassba ce J1a BeroBo yuermhe
KpO3 Urpame [peficTaB/ba OfINYaH MOfIeN CUMYJla-
uyje dynyhux XKUBOTHHX CUTyaluja, IOrOTOBO Ha
pamHOM MeCTy Ha KoMme he DUTH y CUTyalUju CTal-

HOT CHaJIa)KEWa U afjanTvpama Ha HOBe HH(OpMa-
IYje, HOBa IpaBW/Ia, HOBE ajaT€ U HOBE LIUJBEBE.
Ycnewnu he Uty camo oHM koju Oyny HaydHiIu na
IIPOMEHJBUBO OKPYXKEHE TOCMATPajy Kao MPUINKY/
IIAHCY, a YIIpaBO TOME JOIPHHOCH ynorpeda pady-
HApCKUX Urapa y yuemy.

Y oBOM NpHUMeEpPy MOXEMO IPENO3HATH MO-
IU(UKOBAHO, aly CTApO IENarollKOo-aHAParolKo
nuTamwe: popma wiu cagpxaj? Hayuutu kako yuu-
TH T€ IZie ¥ KaKO NOhM [0 U3BOpa WM MPYXaTH U
CTHLIATH IUTO BHIIE cafgpkaja’? CacBUM CHUIYpHO,
jenHo u gpyro. M3 osor mpousunase cineneha nu-
Tamwa: Kako usHahu dananc? Koju ogHOC jenHor u
Iopyror y Tom danaHcy? Jla 1d ce moCTHU3ame Xap-
MOHHje y JaHallke BpemMe OJHOCH Ha MOJjefHaKy
3aCTYIUBEHOCT, WIH, UNaK, je[THO UMa NIPEFHOCT?

HckycTBO HaM yKasyje Ha 3acTpaiyjyhy
YHIEHHUIY Ia je BehuHa 3Hama 3adopasibeHa. 3a-
MUCIIUMO CUTYalHjy J1a cafia ocelyjemMo CBa 3Hamwa
KOja CMO Y ITPOLIJIOCTH CTEKJIN U TO caMo Kpo3 dop-
MaJIHO IIKOJIOBame, faKie, 3Hawba Koja CMO Mopa-
mu umaru! I1ITo cMo HEelTo My4yHHje YUUIIH, TO CMO
ra npe 3abopasspanu. [Ipobaem koju mMopa Oa WH-
Tepecyje caBpeMeHe CTpy4ykake U3 obimacTtu odpa-
30Bama OJHOCH Ce Ha H3HalaXeme IyTeBa o0pa-
30Bama U yuema KojH Cy Y MO3UTUBHOj KOpealuju
ca 3a[p)KaBameM 3Hamwa, a ... KOju je DObKU HAYMH
3a yuemwe Hero Kpo3 urpy?*“ (Pivec & Kerney, 2007:
422).

Cmucao 0BOT paja jecTe OCBET/baBalE HO-
BOT TIOjMa U eHOMeHa 'yueme DasupaHo Ha paydy-
HapCKUM Wrpama’, Te keroBe MOryhHOCTH U mpen-
HOCTH ynoTpede Ha Momynauuju ogpaciux. Ilopen
yBohema y nmpodieM U 3akbyyaka, paj CMO CTPYK-
TyHpaiu y Tpu jena. [IpBu Ieo CMO MOCBETHIIH KO-
pesauuju MojMoBa, APYTH PesieBAHTHUM KapakTe-
PUCTHKaMa CaMor TojMa, a Tpehu Hanopuma Koju
Ce YMHE Y CJI0KEHOM IIPOoLleCy OHU3ajHUpama pady-
HApCKUX urapa y QyHKOHju 00pa3oBama U yuemna
0IpaciuX.
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ITo3unHoOHHpawe yuema Ha3upaHoOT Ha

PpavyHapCKOj HTPH Y KOHTEKCTY
pe/ieBaHTHHUX IIOjMOBa

HcruHa je na ce 3HaWba Mewajy PasIuuUTUM
TeMrnoM. Heka 3Hama Cy Be4YHa, HEKa Ce Memajy
CIopo, Heka Op30, a HeKa ca OTPOMHOM aklilenepa-
nujoM. McTo Tako Cy MPOMEH/BUBY U HAUMUHU CTH-
Llama 3Hawa. Y CaBpEMEHOM TPEHYTKY 00pa3oBame
U YYEHme Ha/lase Ce NMOJ CHA)KHHUM yTHLajeM TeXHO-
JIOLIKOT pa3Boja. 3axsa/byjyhy eKCcriaH3uju HHPOP-
MAaIlMOHUX W KOMYHHKAllMOHUX TEXHOJIOTHja, Te
BHUX0BOj MPUMEHH Y 00Pa30BHO]j AETATHOCTH, JOJIa-
34 0 HaCTaHKa CaCBUM HOBMX BHUJI0BA MJIaHUPam®a,
OopraHvsanyje u peanusauvje o0pa3sOBHUX aKTUB-
HocTH. Y oxBupy [Iporpama YjemumeHMX Hauuja
3a pa3Boj (United Nations Development Programme
— UNDP), uadopMauroHO-KOMyHHKAJUOHE TEX-
Honoryje (ICT) mocmatpajy ce xao ,opyhe 3a Da-
patawe uH@opMaurjama, MHOLITBO fodapa, ariu-
Kallhja U CepBHUCca KOje Ce KOPUCTE 3a MPOU3BOARY,
CKIafiMIITeBE, 00pagy W NpeHollewme HH(pOpMa-
nyja“. OHe odyxBarajy cTape TEXHOJIOTHje Kao LITO
Cy pajuo, TeneBr3tja U TenedoH, aau U HOBE TeX-
HOJIOTH]j€e Kao IITO Cy padyyHapCKe TEXHOJIOTH]e, ca-
TeIUTH, OeXUYHE TeXHOJOorvje W uHTepHeT. Cea
oBa opyha ce mory mehycodHo KOMOUHOBATH U Ha
Taj HAUMH YHMHE CBETCKY MPEXY — MacOBHY HHGpa-
CTPYKTypy MehycodHO mnoBe3aHHX TenedOHCKUX
CEpBHCA, MPEXY CTaHOAPOU30BaHUX PadyyHapCKHX
XapOBepa, UHTEPHET, Pafuo U TEIEBU3H)Y KOjH [O-
CEeXy [0 CBUX JEJI0BA YOBEYAHCTBA.

Op mHOwWTBAa HMH(POPMALMOHUX U KOMY-
HUKALIMOHUX TEXHOJIOTHja, ca acrekTa MOAEepHOT
pUCTyIa 00pa3oBamwy Haj3HayajHUje Cy pauyyHapc-
Ke TexXHOoJIoTHje, a mocedHo MoryhHOCT kpeupama
pauyHapcKux Mpexa. JleBefeceTux roguHa mpoui-
0T BeKa, 3axBasbyjyhu nosehamwy JOCTYITHOCTH pa-
YyyHapa U TeXHUUYKe OlpemMe HEeOoNXOJHe 3a pauy-
HapCKa yMpekaBamwa, [ola3d 10 MacoBHe, OTIIITe
Y pa3HOBPCHE ynoTpede pauyHapCKUX TEXHOJIOTHja
(Watson, 2006). Tume Ccy HCy®EHU OCHOBHU Ipe-
IyCJIOBH 3@ TOYeTaKk MpuMeHe online odpasoBama

KOje Cce 03HayaBa W IJPyTUM TEDMUHHUMA, Hajuemrhe
cxBaheHUM kao cuHOHHMUMa (Aragon & Johnson,
2002): online yueme (online learning), emeKTPOHCKO
yueme (e-learning), Nomy4yaBame 3aCHOBaHO Ha BeDd-
y (web-based instruction).

3Hauaj 1 mpegHocTy ynorpede urpe y online
o0pasoBamwy 0ApacanX JaHac Ce Hajo3dubHUje mpo-
yuaBa (Demirbilek, 2010; Connolly, Stansfield &
Boyle, 2009). Yuemwe 3acHOBaHO Ha Urpama ce (o-
Kycrpa Ha ynorpedy pauyHapCKuX Urapa BUCOKOT
KBaJIUTETa U COPTBEPA KOjU Uie y3 BbHUX. Cam nojam
'y4EHE 3aCHOBAHO HA Urpama’ Ce MO3ULHUOHUPA Y
IpeceKky ABa OMNIITHja N0jMa: MOPeS KapaKTEPUCTH-
Ka [10jMa pauyHapcxa uipd, Caip’Ku U CBe KapaKTe-
puctuke 138B. edutainment-a (I'pag. 1).

I'pag. 1. [Tosuyuja yuerwa 6a3upanoi Ha
PAUYHAPCKO] UTpU

Konmjyrepcke nrpe
(Computer games)

Edutainment je KoBaHHIIA KOja je HacTaja
CrajambeM TepMHUHa education u entertainment. Cy-
nehy 1Mo WHTepecoBawy W YMHOXKaBawy JIUTEpa-
Type u3 odyacTu edutainment-a, MOXeMo C1000/-
HO 3aIla3vTH Jia je ped 0 HOBOM IOKPETY y odpaso-
Bamy. Kao 1 MHOTe HOBOHACTasIe peun, Huje Moryh-
HO JIOCJIOBHO je MpeBeCcTH Ha Hall je3uk. bumo du
MOBPIUHO U HEMOTIYHO, TUME U HEAJlEKBATHO, Mpe-
BECTH je Kao '3aDaBHO odpasoBame’ WK '00pa3o-
Bame Kpo3 3adaBy’ (Demirbilek, 2009). Hajrpydsse
peUYeHO, BeHa CYLITHHA Orjefa ce y odpa3oBamy
KpO3 ajTepHaTUBHE OOJIMKe 00pa3oBama U y4ema.
To je mpouec cTulama 3Hawa, YMeEwa, CIOCODHO-
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CTH, CTABOBA, BPETHOCTH U CJINYHO Y 0Uywitiajyhoj
(penaxkcupajyhoj) atmocdepu. Ilputom, OOMHU-
HAHTHO je cTamwe Oyxa, Na oiywiiajyhe y OBOM CMHU-
CJly He 3HauyM MacUBHOCT OHOT KOjU ce odpasyje u
y4H, HETo, HaNPOTHB, TIOAPA3yMeBa aKTHBAH, Malll-
TOBHTO-KpPeaTHBAaH W eMOLMOHAJIaH OZHOC Ipema
OHOM ILITO C€ YYU H/WIN OHOM Ca KOjUM Ce Y4 y
Konabopauuju. AHanausa TOT IpoLeca y crenudu-
KOBaHOj CUTyallUjyu UTPE MOAp)KaHe YIoTpedoM pa-
YyyHapa ToKasyje /ia je To MHOTO BHLIE Off 3adaBe.

Tpehu peneBaHTaH nojam KOju ce TOBOOH y
BE3y Ca yuemheM 3aCHOBAHUM Ha PayyHApCKUM HI-
pama jecte 'padyyHapcka cumynanuja’. [Tpema Aku-
mujy (Akilli, 2007: 4), pauyHapcke cumynauuje
ce ogpehyjy kao UHTepakTUBHE amnCcTpakuuje Wid
cUMIUTU(UKALUje HEKOT Of acleKaTa CTBapHOT
KMBOTA WU Kao NOKyIIaj UMUTALHje CTBAPHOT WU
MMarvHaTUBHOT OKpY)Xema Win cucrema. OHe omno-
Halllajy CTBApHH XXUBOT OJpacivX y3 MOMoh pauy-
HApCKUX TEXHOJIOTH]ja, @ Off KOPUCHHUKA Ce 0ueKyje
Iia pearyjy Ha ogpeheHH HauuH.

OnHOC pauyHapcKke Urpe W pauyyHapcke CH-
MyJalnyje pasiuyuTH ayTOpU PasaiudyuTO IOUMa]jy.
JloK jenHU CBaKy payyHapCKy CHUMYyJalujy CBpPCTa-
Bajy y pauyHapcky urpy (Kirriemuir & McFarlane,
2006; Klopfer, 2008; Whitton, 2010), npyru cma-
Tpajy [a je Basba Pas3lIUKOBATH U IOCMATPATH je Kao
3acebHy BpPCTy aKTUBHOCTH OJpaciuX y BUPTYeI-
HUM CBETOBUMa.

AKWIM WHCHCTHpPAa Ha HEKOJUKO pasiuka.
JJox je pauyHapcka Wrpa yCMepeHa Ha OCTBapemwe
KOHKPETHOT 1IW/ba, KOPUCHULIM CUMYJalikja U3Bp-
1IaBajy CBOje Iy»KHOCTH y3 TPUBUJIETH]E KOje Cy UM
nate, a pesynTupajy onpehennm nocnegunama. Ta-
Kohe, IOK je TOK urpe JMHeapaH, CUMyJIalHjy Ka-
paxTepulle HeJIMHEapHOCT. [I[pyruM peurma, urpe
UMajy neuHUCAH KOHTEKCT Y KOMe Ce MOXe Ha-
npefoBaTH WIM He, alll CaMO Y jeIHOM CMepY,
IOK CHMyJalllje MojjpasymMeBajy BUlle CMepoBa U
MIOCTOjU BeJIMKA YCJIOB/LEHOCT TOKA JelllaBatba Ipe-
TXOJHUM OJiTyKama KopucHuka. KoHayHo, [0 mO-
cyiegulla ce He 10J1a3d HAa MCTH HayuH. [IpaBuna,

OrpaHHYena, IPUBUJIETHjE U Ka3HE KOje Cy Kapak-
TEPUCTUYHE 3a UIPe OTpaHHuYaBajy paclnoH aKTHB-
HOCTH, & CAMHUM THM H TNOCIENULE N0 KOJUX OHE
Mory fosectd. CUMysanuje Cy 3HaTHO CJ1I000fHUje
Y OTBOPEHHUje, Ta, y3 IIHUPH PACIOH aKuHja v Jeno-
Bama, MOryh je W IIUPH OMCer NMOTEeHIHjaTHUX M0~
cnepuua (Akilli, 2007).

Pauynapcke cumyrnanuje 3a ofgpacie ce Io-
Be3yjy ca yuewmeM Kpo3 genoBawe (learning by
doing) koje je OIUCKO ca HUCKYCTBEHUM YUEHEM,
a OHO je, CJlaxKy ce ayTOpH, U3y3eTHO 3Ha4yajHo ca
acnekta odpasoBawa onpaciaux (Aldrich, 2005;
Kirriemuir & McFarlane, 2006).

Onmpuu (Aldrich, 2005: 4) roBopu o ueTu-
PH THIIA payyHAPCKHUX CUMYyJaldja, oI KOjUX CBa-
Ka uMa 00pa3oBHy QYHKIIH)Y 3a Ofpaciie yYeCHHUKe:

e Pasipanaitie #upuue (branching stories)
— Y OKBHUpPY OBOT THIIAa PauyyHapCKHUX CH-
MyJalMja, OZpaciyd KOPUCHUIM IOHOCEe
OJUTyKe KpO03 BHILeCTpyke ojadupe U TO
nowtyjyhu tekyhu cnen porahaja koje ce
TUYY caZp)kaja oHora IITo he ce caomuTH-
TH APYTOj 0COOM y natoj cutyauuju. Onmy-
Ke JJOBOZe 10 pa3Boja Mpuue, a KOHayaH
pe3ynTaT Cy YCHEeUHH WIN HEeyCIelHU
HCXO[IH.

e Hnuiniepaxiiuene ihadene (interactive
spreadsheets) — oBe payyHapCKe CUMyJa-
uuje cy GoKycHpaHe Ha afncTpaKTHE Mpo-
BremMe Koju ce TMUy MoCaoBamwa. Ibruxosa
IpUMeEHa je MOoCcebHO MOTrojHa y eKOHOM-
CcKOM odpasoBamwy. KopucHHLIM TpOHaase
pecypce mehy cykod/seHUM KkaTeropujama
KpO3 CYKLIeCHBHe noTese nmpema onpehe-
HOM pepocieny. HakoH cBakor mortesa
MOCMAaTpajy pesynrare CBOr pazja Kpos
TPOMEHJbHBE I'papUKOHE U Tabere.

e Mogenu 3acnoéanu Ha uipama (game-
based models) — Wb OBUX payyHapCKUX
CUMYyJIaliyja je fa yYewe 0OpacauxX yYuHe
3adaBHuM. Hajuemrhe cy To wurpe momyt
urapa ca kaprama Wil Urpe Memopuje, y
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KOjUMa IOMHUHUPAjy KapaKTEPUCTUKE JIN-
HEapHE WM 3a/laTe 3aMeHe MeCTa M0jein-
HUM €JIEMEHTHMA YHYTap HUrpe.

e Bupiiyenne nadopaiwiopuje u eupinye-
Hu #pogyxiau (virtual labs and virtual
products) — KOHLIENITyaJHo, OBE JBe BPCTe
cuMynauyja cy Bpio cinyse. To cy pauy-
HapCKe cUMyauuje koje ce (QOKyCcHpajy
Ha ONpPEMY M OCIOCOO/baBamE 3a HEHY
ynortpedy. Y OokBUpYy cHUMyJauyja Koje ce
KOHLEHTPHUIy Ha BUPTYEJIHE INPOAYKTE,
KOPUCHHLHU Cy Y UHTEPAKLUHjH Ca BU3YEII-
HUM penpes3eHTalMjama CTBApHUX Ipea-
meta. [IpuTOoM Cy HcKbydeHa (U3UYKa
OTpaHHuYEe’ha y MAaHUIYIAUWjHu TUM IIpEA-
MeTHMa. PauyHapcku uHTepdejc 0des-
dehyje nmotnyHy (pyHKIMOHATHOCT MpEA-
meTta. CUMyrnauuje Koje y IPBOM IJIaHY
¥MMajy BUPTYeIHE J1adopaTOpHje, yMecTo
Ha IpeJMeT, KOHLEHTPULIY Ce Ha OKpY-
KEE.

I'pag. 2. Otiwitiu mogen ogHoca iojmosa

EDUTAINMENT

YyewweGasnpano
Ha KOMITjyTep CKoj
MIpH

sd Learning)
RSed Le@rningy

YuereGasnp ano Ha
KOMITjyTep CKOj HIp H
KP 03 CHOIYJEAICH] Y

Y BUpPTYeTHOM KOMIIjyTEPCKOM CBETY j€ Io-
TOBO HeMoryhe y MOTIYHOCTH OJIBOJUTH HIPY Of
cumynanyje. ITomTo HeMa yBeK onpaBamba CTaBU-
TH 3HaK jeJHaKOCTH M3Mehy BHX, BUIUMO UX Kao
nojMoBe Koju ce MmehycodHo cexy. Yueme dasupa-
HO Ha payyHapCKoj WUrpu ce mpemivhe ca wUMa.
Ommty Mofen ofHOca IOjMOBA je NMpHUKas3aH Ha
I'pag. 2. Ileo tme ce cBa YETHPHU TOjMa MOKIANAjY
jecTe BapHjaHTa yuerwa 3aCHOBaHOT Ha payyHapCKoj
UTPH KPO3 CUMYJIaLIHjy.

KapakrepHcTHKe yuyema DasHpaHOT Ha
padyyHapCKHM HrpaMa

Odpa3oBHa BpeIHOCT pauyHapCKUX Urapa ce
OJTHOCH, TIpe CBera, Ha pa3Boj BEIITHHA U CIOCOD-
HOCTH KPUTMUYKOT MHIULEHA, WHTEpIepCoHaIHe
KOMYHHKaIIHje ¥ JOHOoIlewha ofyka. Fhuxosa ymo-
Tpeda cTBapa MOTYhHOCT 3a yuecHHKe 0OPa3oBHOT
mpolieca Jla NpuMewyjy cTeyeHa 3Hama, eKCIlepu-
MeHIIy, nodujy feedback y dopmu mociienuia 1 na
CTEKHY pa3Tn4uTa UCKYyCTBa Y 'Oe3bemHOM’ BUPTY-
enHoM cBeTy (Pivec & Kearney, 2007).

PayyHapcke uWrpe  OpencTaBibajy
CPEeICTBO Y OCTBapHBamy 00pa3oBHUX LIUbe-
Ba, KaKo 10 BbUXOBOM CaJprKajy, Tako Uy Of-
HOCY Ha WCITyHaBame LIWbeBa BHUILEr pena.
Hctrue ce na cy Urpe U y4yeme aKTUBHOC-
TH KOje 10CTaBsbajy TOTOBO MJJEHTUUHE WH-
TenekTyanHe 3axteBe (Sauvé, 2010). [nas-
Ha pasjiika Ccé OJHOCU Ha KOHTEKCT W OK-
PY’XEWme Y KOjoj Ce aKTUBHOCT oABHja. Kumu
(Kiili, 2005) 3anmaxka ma payyHapcke Hrpe
3aJJ0BO/baBajy OCHOBHE 3aXTeBe 0DPa30BHOT
OKpyKemwa. Y CUTyaluju obpa3oBama, OHE
Tpeda na odesdbene moryhHoct 3a peduex-
TUBHO IpOy4yaBame (PEHOMEHA, TeCTUPae
XUIOTEe3a U KOHCTPYyHUCabhe 3HaYema.

Aytopu Majkn u Yen (Michael &
Chen, 2006) HaBOmE DA je MpUMEHA pavy-
HAapCKUX Wrapa y o0pas3oBamy IoBejla [0
HACTaHKA CAaCBUM HOBOT cliund yuewd. Ka-
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paKTepulle ra CHa)kaH OTIOP NMpemMa CTPYKTYypH U
00nuKy (opManHUX HUHCTPYKLWja, jep Moapasy-
MeBa YK/bYYEHOCT YyJIa3HUX HMH@OpMaluja U HH-
CTypKUHja Koje Jonase U off JPYIHX y4eCHUKa y
UIPH, a HE CaMo Of ayTOpUTETa y mpouecy odpa-
3oBama. bynyhu ma je urpy ysex moryhHo 3amnou-
€TH U3HOBA, 3aCHOBAH je& Ha CTAJHUM IOKyllajuMa
U Iorpelkama Te 3aHeMapyje HEyCIex, Ha LITa cy
ofpacinu nocedHo oceTbMBH. OBaj CTHI OIJIHKYjeE
Y [TPAaBOBPEMEHO yUeHe, ONHOCHO YCBajalke 3Hama
Y BEITHHA HEMOCPENHO Npe HEro IITO je BHUXO0Ba
aluIMKalyja HeOMXo Ha.

Yueme ofpaciux Kpo3 WIPY 3aCHOBaHy Ha
padyHapCKOj TEXHOJIOTHjH OGHOCH C€ Ha PasIvydu-
Te co(TBEpCKE alUIMKaLuje. Y 0BOM OONHKY, IO-
JasHULIMMA Cy NpeNCTaB/beHW MaTepHujaiud Kpos
mpe3eHTalujy mpude Wik Hapauuje (story telling),
a yuyeme ce oiBuja y GOopMU Urpe Kpo3 poyyaBame
npudopa M onxohewa KOMIIOHEHAaTa YHyTap e,
0JJHOCA KOju NnocToje Mehy OBUM KOMIIOHEHTama U
HauyvHa pellaBama npodnema y OKBUpY nedurHuUca-
HOT CLieHapuja.

YWHHU ce [1a je CYLIITHHA y4era 3aCHOBAHOT
Ha PauyyHAPCKUM HMrpama JOBO/BHO CHCTEMATHUHO
HCKa3zaHa y ciefgehvM OCHOBHHUM KapaKTepHUCTHKA-
Mma (Tang, Hanneghan & El Rhalibi, 2009: 3):

e liMa MOTHBALMOHO U TOKPETAUKO JIejCTBO;
e 3axTeBa aKTMBHY NMapTHULUNALN]Q;

e CasHajHU LIMUJBEBU Cy jacHO HedHUHHCAHU
Yy YMHYy Urpamka U NMpeACcTaB/beHOM CLiEHa-
PYjy, IOK Cce 3Hamwa CaOoMIITABajy KpO3 Ha-
panyjy;

e [IpucyTHa je pedeKCUBHOCT CLieHApHja U
MoryhHOCT ITpeHoleha UCKyCTaBa CTBap-
HOT CBeTa;

e [TompasymeBa cinodomy pearoBama y CBETY
pauyyHapcke urpe Kpo3 HU3 fedUHUCAHUX
aKuuja;

e JacHo je meduHHCaHA MOBpaTHa HHMOP-
Malldja 3a CBaKy Ipemy3eTy akiujy;

e OmoryhaBa ofiBHjame JIeKIHja ¥ TPOLEHY
YYECHHKA y Ca3HajHOM IIPOLeCy;

e YcknaheHo je ca UHAUBULYAITHUM TEMIIOM
yuewma U MHTeJIeKTyaTHUM CIMOCOOHOCTH-
Ma;

e CkaymadumHoCT N03BO/bAaBa UCTOBPEMEHO
yuyewe BeJUKOT Opoja nojegruHana.

Cse nodpojaHe KapaKTEPUCTUKE CY UCTOBpE-
MEHO IPEJHOCTH U Pa3io3d BEroBe NPUMEHEe Ha
nomnynauyjy ogpaciux. IlocedHo BpefHUM cMartpa-
MO aKTHBHH, UCKYCTBEHHU U CUTYalMOHU KapaKTep
OBOT yuemna.

OHo je, makie, axiiueéHo yuerse. YCMEPEHO
jacHUM LIW/BbEM, 3aXTeBa OF TOJTa3HUKa JJa aKTHBHO
napTauunupa y urpu. [lopen Tora, KOHCTaHTHO ra
MOJCTHYE JIa eKCIIEPUMEHTHIIE Ca MHOTODpPOjHUM
Y pa3sHOBPCHMM pelllekrMa Kao OJroBOpuMa Ha
M3a30B€ BUPTYEJTHOT OKPYKEHA.

Bumectpyko Harmamasajyhu ynory HCKy-
CTBa y IPOLIECY YUEHA, OHO j€ U UCKYCHLBEHO YUETtbe.
FberoBa MCKyCTBEHOCT je omoryheHa Kpo3 HHTe-
pakTuBHOCT U nocedan feedback (Whitton, 2010).
WHTepaKTUBHOCT je neduHUCaHa TPaBUINMa UTpe
Koja ogpehyjy u camy urpy, a odesdehyje cnodomy
Ila MOJIa3HUIM CTyMajy Y MHTEepaklHjy ca 00jeKTH-
Ma YHyTap BUPTYEJHOr cBeTa urpe. Kao pesynrart
OBE MHTEpaKLHje CTUUY Ce HOBa 3Hama, a YTBphyjy
Ce KpO03 TOHOBJbEHE aKTUBHOCTHU yHyTap Hurpe. [1pu-
MEHa HOBOCTEYEHHUX 3HaWa Y PAa3HOBPCHUM CHTY-
alMjaMma peaylHOT CBeTa NMOTBphyje BHUXOBY YIIO-
TpedHy BPEIHOCT, a OHa je cBe ouurnenHuja (Tang,
Hanneghan & Rhalibi, 2009). Cntuunor Munusema
je IIu (Gee, 2003), HaBopmehu fia y UTPH NMOTa3HULH
MOpajy Aa HCIUTYjy BUPTYEIHO OKpYKEeme, Mpo-
MUIBAJy ATy CUTyalHjy ¥ KpEUpajy IpeTnocTas-
KEe 0 aKTyeJIHUM Jorahajuma, mpeny3umajy u3BecHe
aKuyje, a TOTOM BpIIE IOHOBHO UCTPAKUBAKE BUP-
TYeJIHOT CBETa y NMOTpas 3a e(eKTHMa HBHXOBOT
TenoBama.

Hajuemrhe 3amaxaHa mnotemkoha oBakBOr
HCKYCTBEHOT y4ema jecTe TpaHcdep 3Hamwa U3 BUP-
TyeJTHHX cBeToBa y peanHu cseT (Tang, Hanneghan
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& Rhalibi, 2009; Whitton, 2010). ITpodnem je, mo-
HEKJIe, yOnakeH IPUMEHOM CaBPEMEHHUX Xap/Bep-
CKUX UHTepdejca, Koju Cy (PU3NKATHUjHU Y OFHOCY
Ha CBOje NPeTXofHUKe. THMe yTU4Yy Ha IPUOIHKa-
Bame [IBa THUIA OKPY’Kema — BUPTYETHOT U (PU3NY-
KOT, Te je U TpaHcdep 3Hama Mame MpodiemMaru-
YaH.

Hajsan, yuyeme Da3sMpaHO Ha padyHapCKUM
urpama je cuiliyauuoHo yuerbe, 4eMy ayTOpH IO-
Ki1awajy nocedny naxmy (Buckley & Anderson,
2004; Gee, 2008; Klopfer, 2008; Annetta, Folta &
Klesath, 2010). Ompaciu cy CMELITeH! Y HeKy Bp-
CTy CpEfVHE WIH OKDYyKema KOje jecTe BUpPTyes-
HO, aJI¥ OIIOHAILA CTBAPHO, COLUjaIHO UIH (PU3NY-
KO OKpYXE€Hme K0je UM omoryhasa UCKYCTBEHO yC-
Bajame 3Hawa W BEUITHMHA U3 PasIHUUTUX cdepa,
a cBe Kpo3 nocedaH BUJ COLMjalHE UHTEpaKLUje
U konadopauujy. Tume ce mpepasunasv packopak
KOjU MOCTOjU U3Mely ycBajama TEOPUjCKUX 3Hamba
Y BUXOBE NPAaKTUYHE IPUMEHE.

Jusajuupare pauynapckux uiapa y Qynxuuju
odpasoeara u yueroa 0gpaciux

[IpBe pauyHapcke HWIrpe HHUCY Kpeupanu
CTpyuYmalld CIelHjaJHO OCNOCOd/beHU 3a OBY [e-
natHocT. Ca pa3sBojeM M eKCIaH3HWjOM UHOYCTpHje
pavyHapCKUX Urapa, nojasbyje ce norpeda 3a npu-
npemamweM npodecuoHanana. JegHa o NpBUX WH-
CTUTYLIHja KOja je OpraHu3oBasia TakBO 0Dpa3oBame
y IOBOTONUIIKeM Tpajawy je DigiPen Institute of
Technology y CAL. On 1994. romvHe OHA TOYHIHE
Jla u3fjaje JUIUIOME U3 00J1acTH 'YMETHOCTH U Hay-
Ke ITporpamupama JBOJJMMEH3UOHATHUX U TPOJU-
MEH3UOHAJIHUX payyHapcKkux urapa’. Kako mpeHo-
ce Hosax u Jleeu (Novak & Levy, 2008: 278), oBaj
KypC je MOACTaKao pa3B0j MHOTOOPOjHUX CIIHMY-
HUX KypCeBa y Hape#HUM ropvHama. JJaHac, MHO-
TW YHUBEP3UTETH U KOJIELIW HyJle TakBe KypCeBe y
ceery. OBe CTyIuje KapaKTEPHILE U3pa3uTa MYJITH-
TUCLUIUTMHAPHOCT U UHTepAUCLUUIUIMHApHOCT. He-
onxojHa Da3snuyHa 3Hama U BELUTHHE Clajajy HeKo-

JUKO cepa: JU3ajH, YMETHOCT, TEXHOJIOTH)Y U Me-
HaumeHT (Ibidem).

o Jlusajuepcke eewiliune Cy yCMepeHe Ha
Kpeupame ClieHapuja Urpe, ODIUKOBame
BUPTYEIHUX JIMKOBA, MYJITUMEAUjalHy
Npe3eHTalujy, MEXaHUUKE MOMEHTE KOjU
Ce TUYy WIpama, Kao U Ha OCMUILI/baBatbe
HuBoa urpe. Ongpuu (Aldrich, 2004: 9)
nocebHO HarjaulaBa Ba)KHOCT CLieHapuja
Koju Tpeda ma Oyny ayTeHTHYHU U pese-
BAaHTHU Yy OJHOCY Ha 00pa3soBHEe Liube-
B€, EMOLMOHAIHO MOJCTHLAjHH KaKo Ou
NOKPEHY/IM KOPUCHHKE Ha akuWjy, na
0be3bene ocehaj HeorpaHWYeHUX MOryh-
HOCTH y UIpamly W NU3ajHUpaHU Tako ha
Ce KpO3 ’BUX MOJKE IIPOJIa3UTH BULIE ITyTa.

o VmeiliHuuke 8ewiliune OIHOCE CEe Ha CITH-
Kame KOHIeNaTa, MOJeloBame, TEKCTYPY,
W3paZly aHMMalydja U OCMUIbABAE CIIe-
UHjamHuX edekara.

o Texnonowsxe e6ewiliune TIOLPA3yMeEBajy
YIJIaBHOM TPOTPaMepCKe BELITHHE W paj
y TPOTPaMCKUM je3uluMa. TeXHOJIOIIKH
IOMEH 3axTeBa ITpe MAaTeMaTH4YKO HEero
€CTeTCKO MUILbEHE.

e Menayepcxe gewitiune Ce OTHOCE Ha MPO-
W3BOJIY, IVIACMAaH W YIpaB/bake JbyI-
CKHUM pecypcuma.

[Topen HaBeneHWX, AW3ajHUpame pavyHap-
CKMX Wrapa ca JOMHWHAHTHO 0Dpa3’oBHOM (QyHK-
IIMjOM 3aXTeBa 3Hawa U BEIITHHE U3 ceyuPuuHux
oopazoenux oonaciiu. [Tpema Yurtony (Whitton,
2010: 139), TO je ,CTPYy4YHOCT y 00J1aCTH U3 KOje TO-
THYe IpefAMeT odpasosama”. [logpasymesa ce mo-
3HaBame TOT IIpeJMeTa U ajeKBaTHUX HauWHa He-
rOBOT TIpeHolIeka KOPUCHUIIMMA urapa. Heonxon-
HO je pasyMeBare yuyerma yoIIIlTe, Kao U crnenudu-
YHOCTH y4Yewa OJpaciuX 3aCHOBAHOT Ha Urpama.
[Totpedna cy, makie, cneuuduyHa gugaximiuuko-
METOJUUKO-angpaiowxa U fcuxXoaowKd 3Hama 1
BEIUTHHE.
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KsbyuHa CTBap NPUIMKOM IM3ajHUpama pa-
YYHapCKUX UTapa HAMEHBEHUX yUemwy jecte 0de3de-
IOWUTH Jla Cy LIWJbEBU UTPE y CArJaCHOCTH Ca JKejbe-
HUM LWbeBrUMa yuewa (Whitton, 2009). Ycxnabe-
HOCT 0Dpa30BHUX LIW/bEBA U LIW/bEBA UTPE CYLITHH-
cxu ogpehyje na nu he urpa dutu eduxacHo cpen-
CTBO 3a yuemwe Uiy He. CTora je OCHOBHA IPEnopy-
Ka OHMMa KOjU pasMUIbajy O MPUMEHH Urapa y
o0pa3oBamwy Aa MOYHY Ca NPOMUILI/bakbeM 00pa30oB-
HHUX LJWbeBa KOje Kejie Ja MOCTUTHY Y KOHKPETHOj
0dpasoBHOj cutyauuju (Ibidem). Tu unmeBr MOpajy
OWTH YTKaHM y UIPY KOjy Keje fa uckopucre. Ha-
KOH IOCTaB/bakha jaCHUX 00pa30BHUX LIWJbEBA, TPE-
Da ce ycpencpeouTy Ha BpPCTe aKTUBHOCTH Koje he
YMHUTH [0 Urpe, a kako he oHe dutu yrpahene y
UTDY 3aBUCH Off INYHE KPEATUBHOCTH.

Takohe, pauyHapcke urpe tpeda na dymy
npuiarohene npahewy 00pasoBHOT HampeTka KO-
PHUCHHKA. Y Ty CBpXY, IU3ajHEpPH paze Ha 00e3dehu-
Bawy JeTa/bHOr npahemwa cBUX ofjadupa U akuuja
CBaKOI' KOPHCHMKA y TOKy WIpama, CBAKOI IOHO-
B/bEHOTI NOKYLIaja y ogpahuBamwy MOjeJUHUX 3a/a-
Taka, Kao jeIHOCTaBHOT NpuarohaBawa MaTepHja-
7a, Koju he duTH TecTUpaH y OOJHOCY Ha IOCTaBJbe-
He 1ubeBe. Mopajy ce npeaBHUAETH MEP/bUBU pe-
3yJATaTH W U3BEIITajU O YYUHKY W HaIpeloBamy
(Michael & Chen, 2006: 38, 131).

Jlarbe, IPUIUKOM JU3ajHUpama Ce Mopa BO-
IOUTH padyyHa O MHCTPYKLIMOHOj HE3aBUCHOCTH UTra-
pa. Ilpen nusajHepuma 0OpPa3OBHUX pauyHAPCKUX
urapa je u3a3oB NpuiarofaBarma NOCMaTPavyKor pe-
KMMa KODHMCHHKa, yHampehewa HWHCTPYKLIHOHHX
OMIMja U3 TTOCMATPavyKOTr pexuma ¥ ONTHMaIn3a-
IIMje 3aycTaBsbakba U TOHOBHOT MOKpeTamwa urpe. To
ou Morio ma Oyzme on moceDHOr MHCTPYKLUHUOHOT U
HWHTErpaTUBHOT 3Hauaja (Ibidem, 39).

[Topen pevyeHor, of AU3ajHepa ce o4YeKyje na
pane Ha yckiahuBawy pauyyHapCKHX Wrapa ca ys3-
pacToM KOpPHCHMKA. [IpHIMKOM oOdjenumaBara
enleMeHTa 3abaBe ¥ 00pa30Baba, U3Y3€THO je BaKHO
ZIa ce BOAM payyHa O Crelu(UYHOCTUMA OFPACITHX.

Hajsan, dynyhu na yuewe dasupaHo Ha pa-
YyHapCKUM Wrpama Hajueurhe mojpasymeBa acHC-
TEHIHWjy MEHTOpa, NMPWINKOM J[M3ajHUpama Baba
00paTUTH NaXKky U Ha HBUXOBE 3aXTeBe. MeHTOpH
Cy 3aMHTEPECOBAHU 3a NPUMEHY HOBUX CpefCTaBa
U METOAQ, aJId CaMO YKOJIUKO UM je MOTIIYHO jaCHO
KaKO BUXO0Ba yNnoTpeda Moxe fa dyzie Of KOPHUCTH
3a Dosme, Opxke u edukacHuje odasmamwe nocaa. ¥
TOM CMHCITY Cy U3BOjEHU cefiehy peleBaHTHH 3a-
xteBu (Michael & Chen, 2006: 129):

e 00e3demuTn npumepe ynorpede odpasos-
HUX payyHapCKUX Urapa;

e dopmMupaTH Urpe Koje He cafipKe Iyra-
YyKe YBOJle WM BUIEO0 CeKBeHIle y Kojuma
KODUCHHULIM aKTHBHO He MapTULUIUPA]jY,
Te 00e3denuTH MOryhHOCTH Jia ce urpa oT-
NoyHe y OWIO Koje Bpeme U ca OUJo Koje
Tayke y OKBUPY HIPE;

e [IpeseHToBaHe MHQOpPMaUHje U CHUMyJa-
uuje Tpeda na dymy 3aHUMIbUBE, IPELIU3HE
Y HEZIBOCMUCTIEHE;

e [lu3aju urpe Tpeda Ia MOAPKHU 3aaBame,
nperiename U MpollemhrBambe JoMahux 3a-
Iaraka.

3aHMMJBMBO je 3amasuTH JJa TEOPETHYapH U
pakTHYapy MMajy joul yBek rnomemnaHa ocehama
B€3aHa 3a ynorpedy pauyHapCKUX Wrapa y npole-
cuMa odpasoBama U yuema (mupe y: Sauvé, 2010).
Kao wro cBe HOBO U3a3rBa OTIOP M CKENTULIA3AM,
jaBibajy ce U KpajHOCTH Y MHCUCTUPa®ky U IPETEepH-
Bamwy Y IOTPa3y 32 00pa3oBHUM 3HA4YajeM Yak U KO-
MepuHjanHuX pauyHapckux urapa (Van Eck, 2009).

JJok cy pauyHapcke Urpe M3y3eTHO yCIell-
He y IOMeHy UHAYCTpHje CJI0D0JHOT BpeMeHa, npe
CBera, CBOjoM crnocodHourhy 1a MOTUBHILY, YK/by4e
Y MHCIUPHUILY, BUX0Ba NpUMeHa y obnactu odpa-
30Bama, HaCTaBe ¥ TPEHUHIA UMa, 3a Caja, OrpaHu-
YeH yCIeX, Te 0CTajy OpOjHU H3a30BU U MUTawka Koja
Tpeda OTBOPUTH Aa OU Ce y NOTIYHOCTH pasyMelu
U IEMOHCTPHPAIN IPUMEHBUBOCT U IMMUTUPAHOCT
osor npucryna (Conolly, Stansfield & Boyle, 2009).
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PauyyHapcke urpe BHIIE Ce KOPUCTE Y OCHOB-
HHUM, HEro y CpefmHM IIK0JIaMa, JOK Ce KONelu U
YHUBEP3UTETH jOII YBEK ONUPY BUXOBOj YIIOTpedH
(Sauvé, 2010). Mehytum, cynehy nmo HEKUM Haj-
HOBHjUM cTymujama, Hemupdunex (Demirbilek,
2010) HaroBelITaBa BLUXOBY WKWDY ynoTpedy y 0b-
pasoBawy onpacnux. [Iumie fa cy ce [o cama He-
ONpaBIaHO CMaTpajie NpumepeHHjum peuu. Kao
NOTKpeI/behe HaBOLU CTATUCTUYKE IMOJATKE KOju
nokxasyjy fa 62% urpada BUIEO Urpulia umajy 18
rOJWHA U BHUILE, a 32% poauTe/ba NPaKTHKYje OBY
BPCTY Urapa ca CBOjOM JELIOM.

3axbydyak

Harno ymHOXaBame JuTepaType U3 obma-
CTY U3ajHUpama U yrnorpede payyHapCKUX Urapa

JInteparypa

y CBpXE 00pa3oBama U yuyewa je YUIbeHHUla Koja je
cama 1o cedu pecniekrabunHa. Yuemwe DasupaHo Ha
payyHapCcKuM urpama (games-based learning) mpo-
OyKT je MOOEPHOT JUTHUTAIHOT cBeTa. Mako ce jom
yBeK He MOxe pehM fa MOoCTOju MHOIUTBO €MITH-
PHjCKUX UCTpa’KHBama Y MOTBpAA yCIexa MpuMe-
He padyyHapCKUX urapa y obmacTu odpasoBama U
y4ema OApPaCInX, CACBUM je CUTYPHO [ia 3acilyKyje
Kby aHIParollKuxX CTpy4drbaKa.

AKO HUILITA PYyT0, 0Baj HOBU IPUCTYII YUeky
ce IPOMOBHUILE Kao JofaTak, IOACTPeK, NoHeKal U
anTepHauuja yobuuajenum. bynyhu nma cBoje mo-
cedHO MeCTo Hamasu y online odpasoBamy ofmpac-
JIUX, MOXXEMO 3aK/byUUTH J1a je yuewe DasupaHo Ha
padyHapCcKum urpama rsasoB OynyhHocTH.

e AKkilli, G. K. (2007). Games and Simulations: A New Approach in Education? ¥ Gibson, D., Aldrich, C.

& Prensky, M. (eds.): Games and Simulations in Online Learning - Research and Development Frameworks,
London, Information Science Publishing (an imprint of Idea Group, Inc.). (http://ifile.it/h7we1llg/
ocKrqmMegi6.7z)

Aldrich, C. (2004). Simulations and the Future of Learning: An Innovative (and Perhaps Revolutionary)
Approach to e-Learning, San Francisco, Pfeiffer - John Wiley & Sons, Inc. (http://ifile.it/nrjp42e/_
UFvS9V2G.7z)

Aldrich, C. (2005). Learning by Doing: A Comprehensive Guide to Simulations, Computer Games, And
Pedagogy in e-Learning and Other Educational Experiences, San Francisco, John Wiley & Sons, Inc. (http://
ifile.it/t7k53yn/_Ix4HAyqJLmkv.7z)

Annetta, L. A., Folta, E. & Klesath, M. (2010). V - Learning - Distance Education in the 21st Century Through
3D Virtueal Learning Environments, New York, Springer (http://ifile.it/z8139ha/_3u5deqPiAx6J.7z)
Aragon, S. R. & Johnson, S. D. (2002). Emerging Roles and Competencies for Training in E-learning
Environments, Advances in Developing Human Resources, 4, 4, 424-439.

Buckley, K. E. & Anderson, C. A. (2006). A Theoretical Model of the Effects and Consequences of Playing
Video Games. Y Vorderer, P. & Bryant, J. (eds.): Playing Video Games - Motives, Responces and Consequences,
Mahwah, NJ: LEA . (http://www.psychology.iastate.edu/faculty/caa/abstracts/2005-2009/06BA.pdf)

27



Haga Kauagenga Paguh, Tamapa Huxonuh Maxcuh, Bojan Jbyjuh

28

Conolly, T., Stansfield, M. & Boyle, L. (eds.) (2009. Games - Based Learning Advancements for Multy -
Sensory Human Computer Interfaces - Techniques and Effective Practices, New York, Information Science
Reference (an imprint of IGI Global). (http://ifile.it/sercg2/ebooksclub.org _Games_Based_Learning_
Advancements_for_Multi_Sensory_Human_Computer_Interfaces__Techniques_and_Effective_
Practices.]_o3x2kz9tnxkox42.pdf)

Demirbilek, M. (2010). Digital Games for Online Adult Education: Trends and Issues. ¥ Kidd, T. (ed.):
Online Education and Adult Learning: New Frontiers for Teaching Practices, New York, Information Science
Reference (an imprint of IGI Global). (http://ifile.it/ogbnym/ebooksclub.org__Online_education_and_
adult_learning new_frontiers_for_teaching practices.l_03x2kz9tnxkox42.pdf)

Demirbilek, M. (2009). The use of eletronic games in distance learning as a tool for teaching and learning.
Y Rogers, P. L., Berg, G. A. Beottecher, J. V., Howard, C., Justice, L. & Schenk, K. (eds.): Encyclopedia of
Distance Learning (2nd Ed.), Hershey, IGI Global. (http://ifile.it/41uykr/ebooksclub.org _Encyclopedia_
of_Distance_Learning__Second_Edition__4_Volumes_.pdf)

Gee, J. P. (2003). What Video Games Have to Teach Us About Learning and Literacy, New York, Palgrave
Macmillan (http://ifile.it/rscwti2/IS1viMN46¢cqF.7z)

Gee, J. P. (2008). Social Linguistics and Literacies, New York, Routledge (an imprint of Taylor and Francis
Group). (http://ifile.it/grweuq/ebooksclub.org__Social_Linguistics_and_Literacies__Ideology_in_
Discourses.l_o3x2kz9tnxkox42.pdf)

Kiili, K. (2005). Digital game-based learning: Towards an experiential gaming model. Internet and Higher
Education, Tampere, 8, 1, 13-24.

Kirriemuir, J. & McFarlane, A. (2006). Literature Review in Games and Learning, Bristol, Futurelab. (http://
hal.archives-ouvertes.fr/docs/00/19/04/53/PDF/kirriemuir-j-2004-r8.pdf)

Klopfer, E. (2008). Augmented Learning - Research and Design of Mobile Educational Games, Cambridge,
Massachusetts Institute of Technology (MIT Press). (http://ifile.it/zars5ut/_DQhRiXvt.7z)

Michael, D. & Chen, S. (2006). Serious Games - Games That Educate, Train and Inform, Boston, Thomson
Course Technology PTR. (http://ifile.it/vnomhgq/_7i11ZqMKQCo.7z)

Novak, J. & Levy, L. (2008). Play the Game: The Parent's Guide to Video Games, Boston, Thomson Course
Technology (a division of Thomson Learning Inc.). (http://ifile.it/oedb51m/J20UVRWmpl.7z)

Pivec, M. & Kearney, P. (2007). Games for Learning and Learning from Games. Informatica, Ljubljana, 31,
4, 419-423. (http://www.informatica.si/PDF/31-4/07_Pivec-Games.pdf)

Sauvé, L. (2010). Using Educational Online Game to Stimulate Learning. ¥ Baek, Y. (Ed.): Gaming for
Classroom - Based Learning: Digital Role Playing as a Motivator of Study, New York, Information Science
Reference (an imprint of IGI Global). (http://ifile.it/109wpz/ebooksclub.org Gaming_for_Classroom_
Based_Learning__Digital_Role_Playing_as_a_Motivator_of_Study__Premier_Reference_Source_.pdf)

Tang, S., Hanneghan, M. & El Rhalibi, A. (2009). Introduction to Games - Based Learning. ¥ Connolly
T., Stansfield, M. & Boyle, L. (eds.): Games - Based Learning Advancements for Multi - Sensory Human
Computer Interfaces - Techniques and Effective Practices, New York, Information Science Reference (an
imprint of IGI Global). (http://ifile.it/x7kapfb/_J1GZah9d7E2u.7z)

Thomas, H.B. (2002). Information communications technologies in education: a Faustian bargain?, Montreal,
McGill University (Ma. Thesis).




AntiepnaitiusHu Upuctiiyiiu 00pazosary ogpaciux: yuerwe 0a3upano Ha pauyHapckoj uipu

United Nations ICT Task Force (2003). Tools for Development - Using ICT to Achieve the Millenium
Development Goals (Working paper) (http://www.apdip.net/projects/2003/asian-forum/resources/mdg-
ict-matrix.pdf)

Van Eck, R. (2009). A Guide to Integrating COTS Game into Your Classroom. ¥ Ferdig, R. E. (ed.): Handbook
of Research on Effective Electronic Gaming in Education, New York, Information Science Reference (an
imprint of IGI Global). (http://ifile.it/5ae6pf/ebooksclub.org_ Handbook_of Research_on_Effective_
Electronic_Gaming_in_Education.l_o3x2kz9tnxkox42.pdf)

Watson, D. (2006). Forty Years of Computers and Education. ¥ Impagliazzo, J. (ed.): History of
Computing and Education 2, New York, International Federation for Information Processing. (http://
www.springerlink.com/content/k011482g5078/front-matter.pdf)

Whitton, N. (2010). Learning With Digital Games - A Practical Guide to Engaging Students in Higher
Education, New York, Taylor and Francis. (http://ifile.it/sk8mgd6/RHn5PdLr.7z)

Whitton, N. (2009). Learning and Teaching with Computer Games in Higher Education. ¥ Connolly T.,
Stansfield, M. & Boyle, L. (ed.): Games - Based Learning Advancements for Multi - Sensory Human Computer
Interfaces - Techniques and Effective Practices, New York, Information Science Reference (an imprint of
IGI Global). (http://ifile.it/x7kapfb/_J1GZah9d7E2u.7z)

Summary

Computer games are one of the latest phenomena of the contemporary virtual world. They have many
usages and functions, and latelely; possibilities have been studied concerning their advantages and limits of
their use in teaching and learning. In this context, the basic aim of this paper is critical observing of alternative
approaches to adult education. The subject of the research is therefore games-based learning. This phenomenon
is very actual and it is connected to the new style of learning, according to the enormous references which have
appeared recently.

As basic characteristics of the very term “learning based on the computer game“, there are following
characteristics stressed: strong motivational action, active participation and collaborative learning; clearness of
the cognitive aims, overcoming insecurity and failure, reflexity of the scenario and possibilities of transmitting
knowledge from the real worlds: freedom through many defined actions; clearly defined feedback for each action;
possibilities of estimating students’ advancement; adjustment with individual pace of learning and intellectual
abilities; absence of authority and formal instructions; possibility of participating a great number of users.
Particularly valuable for the adult population is active, experimental and situational character of learning.

In the recent decade, there have been separate studies in the world for educational preparation of the
professionals in the field of designing of computer games. Those are characterised by inderdisciplinarity and
multidisciplinary. Designing computer games with the function of education and learning of the adults is a very
demanding and complex process.

Key words: games-based learning; computer game, designing a computer game with the aim of educa-
tion and learning; edutainment.
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