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1. BbBepeHue

MpoektsT GLAT — Games for Learning Algorithmic Thinking e npoekt no
nporpama Epasbm +, Kntoyosa genHocT 2; CbTpyAHMYECTBO 3a WHOBALN M 0OMEH
Ha 0obpu npakTuku — CTpaTernyecky NapTHLOPCTBA 3@ YUMIMLLHOTO 00pa3oBaHme.,
poroop 2017-1-HR01-KA201-035362. AktyanHa uHcbopmauus moxe fa Obae
oTkpuTa Ha yebcaiTta Ha npoekTa https://glat.uniri.hr/. CbabpxaHueTo B foknaga e
6a3upaHo Ha nHdopmaLKsTa BbB yebcanTa Ha NpoekTa.

2. OCHOBHM uenu, noaxoau u 3agavu

OcHoBHaTa LieN Ha NpoekTa € fa Ce HaCbpuM BKHOYBAHETO Ha KOAMPAHETO U
anropuTMUYHOTO MUCHIEHE B MpaKTUKaTa Ha 0BYYEHMETO Ha yYeHWLUTE B NO-paHHa
Bb3pacT upe3 MHTErpUpaHeTo UM B yuyebHWTE Mporpamu Ha pasnuuHu y4ebHu
npegmeTy no 3abaBeH 1 aTPaKTUBEH HAYMH.

MpOEKTLT € HACoYeH KbM MOJOBPSBAHETO HA OTHOLIEHMETO Ha YYEHULUTE KbM
KOAMPaAHETO M Pa3sBUTMETO HA aANrOPUTMUYHO MMUCMEHE B Hali-paHHWS eTan Ha
yuunuwHoTo obpasosaHue. Heobxoaumo e fga ce pabot 3a HamansBaHe Ha
,CTpaxa” oT KOAMPAHETO 1 MOBMLLIABAHE Ha MHTEPECA Ha YYEHULMTE KbM EBEHTYamHa
Obaella kapuepa B 06nacTTa Ha TOUHUTE HayKu M UH(OPMALMOHHUTE TEXHONOMMM B
AbArOCPOYEH NNaH.

EAVH OT HaunHWTE fa ce NOCTUrHe Tasu Len € NpodecoHanHoTo 0byyeHme Ha
HayarHWTE y4uTenu 3a npunaraHe Ha MHOBAaTWBHW METOAM 3a obyyeHWe Kato
obyyeHne 6asupaHo Ha urpu (GBL — Game Based Learning) 3a passutue Ha
anropuTMUYHOTO MUCTIEHE Ha YYEHMLTE.

EkcnepTHUTe 3aaaum BKNOYBAT pa3paboTBaHeTo Ha y4ebHa nporpama 1 y4ebHu
MaTepuanu 3a kypca Ha oOy4YeHWe Ha HayarHWTE YYMTENW U NPOBEXAAHETO Ha
00yyeHneTo nog chopmarta Ha paboTHU CeMMHApH 1 OHMaiiH 0DyyeHve.
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3. MapTHLOPYU M yYacTHULU

[MpoekT®T Ce KoopauHMpa OT AenapTameHT MHdopMaTuka Ha yHuBepcuTeTa B
Pueka, Penybnuka Xbpsatus. [apTHeopu no npoekTa ca lNegarorudecku dakyntet
Ha yHuBepcuTeTa B Pueka, YHueepcuteT Ha [liobnsHa, CnoseHns, YHUBEPCUTET Ha
TanuH, EctoHus, Yhusepcutet ,CB. CB. Kupun n Metopumir®, Ckonve, BuBlia
tOrocnascka Penybnuka MakepoHust n HO3Y ,Heodwmt Puncku®, Bnaroeerpag,
Brnrapus.

MMpekn yyacTHWLM B NpoekTa ca 24 XbpBAaTCKWM HAYanmHW y4YuTenu, KoUTo Lie
B3eMaT yyacTue B NUMNOTHOTO TECTBAHe Ha Cb3dadeHuTe yyebHU mMaTtepuani u e
npeanoxar CLueHapui 3a NPUNOoXeHUe Ha UrpoBU NOAX0Z, B 00YYEHUETO NO pasnuyHK
npeaMeTH C Len passuThe Ha anropUTMUYHO MUCRIEHE Y YYeHWULMUTe B HauanHa
YYWnMLLHa Bb3pacT.

PaboTHuTe cpelyn ca nnaHWpaHn B CMeCeH Mogen Ha oBydyeHue, B KOWTO ca
KOMOVHWPaHW QUIMTaHUTE TEXHOMOTMA W TPagULMOHHNTE METoan Ha oBydeHve.
Yuutenute we npucbcTBaT Ha paboTHM cpewy, kKoWTo We ObaaT npoBedeHu B
XbpBaTus, a OHnaitH 06y4eHNEeTO Lie Ce OCbLLECTBABA NOCPEACTBOM CUCTEMATA 3a
enekTpoHHo obyyeHue Moodle. EkcnepTute OT napTHbOPCKUTE OpraHusauuu Lie
ocurypsisaT nofgkpena Ha yyacTHuLMTE, 3a fja MoraT Te Aa U3nonseat npuaobutute
3HaHUS 1 yMeHus 3a pa3paboTBaHeTo Ha clieHapun 3a obyyeHue, cried KoeTo Aa
MpuUnoXar Te3u CLeHapuu B KracHaTa cras.

AHKETHO MpoyyBaHe Lye MO3BOMM Ha y4YacTHULMTE Aa OLEHST paboTtata Cu Mo
MpoeKTa 1 ja NpeaAnoxat nogobpeHus.

4. MbpBU NPUCHCTBEH CEMUHApP

lMbpBaTa paboTtHa cpella Ha Tema ,00y4yeHne 6asmpaHo Ha UrpuTe 1 ENHOCTM
6e3 komniotbp (unplugged activities)* ce npoeege B YHuBepcuteTa Ha Pueka,
kaTegpaTa no uHcopmaTtuka, Ha 5 n 6 anpun, 2018. MNeaarornyeckusaT dakyntet
opraHuanpa cchopMMpaHeTo Ha HOKYC rpyna OT 24 HavanHu yuuTenn ot 13 HayamnHm
yunnuwa ¢ nomowyta Ha AZOO, AreHuus 3a 0bpa3oBaHue 1 0byYeHne Ha yuuTenn.
YyactveTo BbB (hopyma npeacTaensea opma Ha npodecuoHanHo obydyeHune 3a
yuntenure.

Llenta Ha TO3M paboTeH cemuHap € yyacTHuuuTe fa ObaaT BbBEEHU B
npobrnemartukata Ha urpoBo BasupaHoTo oby4eHue, fa UM Ce Aafe Bb3MOXHOCT Aa
NPULOBUST NPAKTUYECKM OMUT C KOHKPETHW NMPUMEPHN AEAHOCTU U MHCTPYMEHTM 33
Cb3faBaHe Ha Y4ebHO CbabpkaHne 3a fenHoctn 6e3 kommoTbp (unplugged
activities) u Ha cueHapuu 3a 0byyeHue.

OuaKBaHWUTE pe3ynTaTit ca HaCoYeHU KbM:

* YcBOsIBaHe Ha NPUHLMNKTE Ha UrpoBo 6asupaHo obyyerune (GBL) u
AeitHocTV Be3 3nonasaHe Ha KOMMKOTBLP;
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+ [pupobusaHe Ha ymeHus 3a pabota ¢ Web 2.0 MHCTPYMEHTH 3a Ch3faBaHe
Ha y4ebHO CbabpXaHue 3a JeHOCTM Be3 U3NON3BaHeToO Ha KOMMKOTHLP;

+ Cmb3agaBaHe Ha cLeHapum 3a 06yyeHue ¢ paspaboTBaHe Ha MHOBATUBHM
naev 3a AenHOCTM 6e3 N3NoN3BaHeTo Ha KOMMIOTBP.

O6yueHneto belwe npoBeaeHo oT Hatawa Xowy-boxuu, MapTuHa XoneHko
[na6 n MeoHa ®paHkoBMY OT KaTegpaTa no MHAOpMaTWKa Ha YHuBEpcuTeTa Ha
Pueka, Acmunka Mesak, Metpa lNeiny Manak u Japko JloHgxapuy oT YHueepcuTteTa
Ha Pueka, Meparornyeckn cakyntet, Buktopus Xyman ot TanuHckus yHUBEpCUTET,
Noxe Pyren, Matesi Besuny 1 Ans Jlywrek ot YHuepcuteta B JliobnsHa, JaHuena
TynapoBa n MBaHuuka HectopoBa or KO3Y ,Heodwmt Puncku’, Bnaroesrpag,
Brnrapus.

YyactHuumTe Bsixa 3an03HaTh CbC Cpeaata 3a enekTpoHHO 0byyeHne Moodle u
nonyymxa JOCTbN A0 Kypca 3a enekTpoHHo obyyenme GLAT, 3a fga morat ga
n3nonaeart yyebHUTe MaTepuanu, Aa KOMyHUKMPaT NOMEXAY CW U C eKCrepTuTe, Aa
npefaBaT Cb3gafeHnTe OT TAX CLeHapum 1 Aa COLENsT BevaTnieHnsiTa 1 onura cu
OT NpuraraHeTo UM Ha NpaKTuKa B knacHaTa cTasl. belue npoBeaeHa v aHkeTa, 3a aa
Ce YCTaHOBM [10 KaKBa CTEMeH y4acTHULMTE Ca 3ano3HaTH C onpegeneH TEOpeTUYHM
MOHATMS, METOLN W MHCTPYMEHTU 3a 0ByyeHue.

lpeAcTaBeHn W aHanuavpaHu Osxa Urpw,NpUNOXMMK NpU MPEenogaBaHeTo Ha
pasnuyHu y4ebHM AMCUMMIMHM 1 MOAXOAAWM 33 pasBUTUE Ha anrOpPUTMUYHM
yMeHWs, PopMMpaHe Ha OCHOBHM MOHATUS OT MPOrpamMmUpPaHeTo Kato anropuTbM,
uukbn v ap. MpakTudeckute AerHoCTY BrNtouBaxa pabota ¢ Web 2.0 uHcTpymeHTUTe
Canva u Sketchpad 3a cb3gaBaHe Ha yyebHM maTepuanu 3a AeilHocTu Bes
komnoTbp  (unplugged activities). ABTopckusT MHCTPyMeHT LePlanner Gelwe
W3MoN3BaH 3a Cb3AaBaHe W BU3yanuaupaHe Ha clieHapun 3a o0yyeHue B rpaduyeH
topmar.

CnepBalyy CTbNKU

CnepBalwute JedHOCTW NpedBWMXaaT yyuTenure Aa Cb3dajaT CcueHapun 3a
0byyeHue ¢ nomollta Ha GLAT ekcnepTuTe KaTo OHMaliH MEHTOPU 3a NpewuusupaHe
Ha CLieHapuuTe, KaTo OKOHYaTENHUTe Bepcuu Lie 6baaT NpunoXeHW B NpoLeca Ha
0by4eHne B Ha4amnHus Kypc.

BropusaT cemuHap Lwe 6bae Ha Tema ,OHnaiiH BUKTOPUHM W NOTUYECKM 3a4aum 3a
HaCbpyaBaHe Ha anropuTMUYHOTO MUCTIEHE" U Lie Ce MpoBede B Kpas Ha aBrycT
2018r.

bnarogapHocTtu

GLAT - Games for Learning Algorithmic Thinking e npoekT no nporpama Epasbm
+, Knioyosa geiHocT 2: CbTpyaHUYECTBO 3a MHOBALWW 1 06MEH Ha LoBpW NpakTUK
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— Crpaternyeckn napTHbOPCTBA 3@ Y4nUnuLHOTO obpasosaHue., forosop 2017-1-
HR01-KA201-035362
PROJECT GLAT - GAMES FOR LEARNING ALGORITHMIC THINKING
Daniela Tuparova, Ivanichka Nestorova, Kostadin Samardzhiev

Abstract: In the presentation we outline main goals, approaches, objectives and activities in
Erasmus+ project GLAT — Games for Learning Algorithmic Thinking. Actual information could
be find at the project web site https./glat.uniri.hr/
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