HacnoB Ha HACTaBHUOT IIPEIMET

Yuemwe HU3 urpa

2. Kon EJ1Y-3-04
3. Ctynucka nporpama WuTtepuer TEXHOJIOTHH, WNuTtenurentau CUCTEMH,
buonndopmaruka,  Kommjyrepcku  Haykw, CodTtBepcko
uHxeHepcTBo, Exo-undopmaruka, CodTBep 3a BrpaiuBH
cucremu, CTaTUCTHKA ¥ aHAIUTUKA HA TojaTouu, Exykanuja co
MKT, YmpaByBake  BO  MHGOPMATHYKH  TEXHOJIOTHH,
[IpecmeryBame BO o00nak, be3degnoct, kpunrorpaduja u
Konupame, buonHpopmaruka, Data science in computer science
and engineering
4. Opranuzarop Ha CTyAHCKaTa mporpama DaxynTeT 3a ”HPOPMATHUKH HAYKH 1 KOMITjyT€PCKO HHKEHEPCTBO
(emuHUIA, OJHOCHO MHCTUTYT, KaTepa,
oJ11e7)
0. CrerneH (pB, BTOP, TPET LIUKIIYC) BTOP LIUKITYC
6. AKajZieMCKa IoJInHa / ceMecTap 7. bpoj nHa EKTC kpenutu
1 / neren / 3ag0/uKMTeNIeH 6
8. HacraBHUK npod. a-p. Ana ManeBcka bormanoBa, BoHp. mpod. n-p [ome
ApMeHckH, BOHpP. Tipod. A-p Mue JoBaHoB, fom. 1-p Meroauja
JaHueckn
0. [MpemycinoBy 3a 3aNHITyBakbe HA TPEIMETOT
10. [enu Ha mpeaMeTHATA IpOrpamMa (KOMITETSHITHH):

UTPH.

Crnymarenure Ha KypcoT Ke ' 1001jaT cieJHIBe KoMIeTeHIuu: - O6jacHyBambe Ha U30paHu IICUXOJIOIIKH TEOpUH|
M MOJICNId KOPUCHHU 3a0MUINTyBarbe€ HAa MOTHBAIMCKUTE AaClEKTH Ha MPOILECcOT Ha yuewe.- OOjacHyBame Ha|
M30paHUTE paMKH 3a aHaJIM3a U IU3ajH Ha UTPH U CUTYAIlMMKON HAJIMKYBaaT Ha UTPH.- AHAIN3a Ha CUTYalllja Koja)
HE € MOTHBHPAYKa 32 HEj3MHUTE YISCHUIN MIIPHMEHA Ha MPUHIIUIIATE 32 MOTUBUPAYKH JTN3ajH M UTParke BO Hea,
CO IeNIucTaTa Aa ce noaoopu.- JluzajH Ha QuiekcuOuiHa U epekTHBHA 00pa30BHA Urpa Ha Tabya U TOKYMEHTH
3aHEJ3UHUTE MpaBuia, PU3NYKU KapaKTEPUCTUKHU, KOHTEKCT BO KOj c€ KOPUCTH,LIET U Bapujalun.- J(u3ajHupame
M JOKYMEHTHpAmke Ha OHJIAajH 0Opa30oBHA WUIpa M ONUC HAMOTHBALMCKUTE MPUHIMIIKA BO HEJ3UHHOT AW3AjH.-
O0jacHyBame Ha MPOIECOT Ha JU3ajH KOj € KOPUCTEH BO KPEUPAHETO HAMOTHBAIIMCKU 00Pa30BHU MPOU3BOIN U




11.

ConprxrHa Ha IpeMeTHATa Iporpama:

MoTuBanucku nu3ajH- ['emudukanuja- [lenn na MoTuBanuja- MHTErpaiuja Ha MOTHBAIMjaTa BO IPOLIECOT Ha
yuerme- AJIaTKy 3a MOIPIIKa Ha MOTUBALMCKUOT An3ajH- Urpu- MoTtuBanuja Ha urpaun- /{u3ajH Ha UTpu KOU
MOTTUKHYBAaT aHTAKUPAE TIPU pa3IMUCH MPHUCTAl Hay4dewe- [{u3ajH Ha uaTepdejcu 3a urpu- ColujaiHu urpu

12. Meroau Ha y4yeme:
npeaBama, MPOEKTH, TUCKYCUU, pAOOTHITHUIIH
13.  |Bkynen pacnonoxuB ¢hOHJ Ha BpeMe 6 EKTC mo 30 = 180 yacoBu
14.  |Pacnpenen0a Ha pacroyiOKUBOTO BpeMe 30 +30 +40 +40 + 40 = 180 yaca
15. |®opmu Ha HACTABHUTE AKTUBHOCTH 15.1. [IpenaBama- Teopercka HactaBa (30 yacoBu
15.2. BexOwu (J1abopaToOpHCKH, 30 yacoBu
QyJUTOPUCKH ), CEMHHAPH, TAMCKA
abora
16. [dpyru ¢opmMu Ha aKTUBHOCTH 16.1. [[IpoekTHu 3ama4n 40 gacoBu
16.2. |CamocTojHu 3a1aun 40 gacoBu
16.3. [lomamino yueme 40 gacoBu
17. |HauuH Ha oneHyBame
17.1. [TecroBu 20 6o10BH
17.2. |Cemunapcka pabota/ mpoekT ( Mpe3eHTaIyja: MICMEHa 1 YCHA) 50 60710BH
17.3. |AKTUBHOCTH U yUeH-E 30 GotoBH
17.4. [3aBpIIeH UCITUT 100 6omoBH
18.  Kputepuymu 3a onieHyBame (0010BHU/ OLIEHKA) o 50 6ona 5 (ner) (F)
on 51 mo 60 6oma 6 (mecr) (E)
on 61 1o 70 6oma 7 (cenym) (D)
ox 71 no 80 6o1a 8 (ocym) (C)
on 81 mo 90 6oma 9 (neser) (B)
o1 91 1o 100 6oxa 10 (mecer) (A)
19.  |[YcioB 3a MOTNHUC ¥ MOJIaTamk-e¢ Ha 3aBPIISH HCITUT P
€aJIN3UpPaHu aKTUBHOCTH 15, 16




20. Ja3uwk Ha KOj ce M3BeayBa HacTaBaTa MaxkeqoHCKH
21. MeTOI[ Ha CJIICACHC Ha KBAJIMTECTOT HAa HacTaBara IAHKeTa
22.  |lureparypa
22.1. 3a/10;DKUTEITHA JTUTEPATypa
Pen.6bp. Astop Hacnos M3paBau fognHa
1 Jan L. Plass, Richard ~ Handbook of Game- The MIT Press 2020
E. Mayer, Bruce D. Based Learning
Homer
2 Matthew Farber Gamify Your Peter Lang Inc., 2017
Classroom: A Field International
Guide to Game-Based = Academic
Learning Publishers
3 Sharon Boller, Karl Play to Learn: Association for | 2017
M. Kapp Everything You Need @ Talent
to Know About Development
Designing Effective
Learning Games
22.2.  JlomonHMTENHA IUTEpaTypa
Pen. 6poj IABTOD Hacnos M3naBau ["oguHa




