UIPATA U MOTUBALIUATA 3A YHEHE

NU3roteun: UnoHKa Hepgankosa




CbAbPXAHUE

1. UrpaTta u geuara

2. Hait-pobpuart metop, 3a yueHe

3. Urpute, N38bH yunauuie n B Hero
4. CepnosHuUTe Urpu

4. MoTMBMpPaHU CMe A3 YYUM, Ypes urparta



UFPATA U OELATA

Urpata npu geuata e TO/IKOBA BaXKHa,
KONIKOTO NnoboBTa, XpaHaTa, rpuxKata
WU HageXaaTa.

UrpaTa e u3pas Ha pagoctra u 3abasneHuero. AdeuaTa
pa3sBuBaT CBOATA JIMYHOCT, NO3UTUBHOTO OTHOLUEHME
cnpamo cebe cu U peanusupat noTeHuuana Cu.

UrpaTa OTKNIOUBaA KpeaTUBHOCTTa U BbobpaxkeHueTo. Ta
pa3BuBa YMEHUA KaTo YyeTeHe, MUCIeHe, HaMUpaHe Ha
peweHna M nopobpaBaHe Ha ABUraTe/IHUTE yMeHMUA.

Urpaeiiku, Te ce yyaT Aa ynpaBaaBaT emoumuuTe c1M U Aa
ce cnpasAT c TAX. OcBeH TOBa TA MM nomara pAa
ono3HaBaT M pa3bupar cBeta OKono cebe cum.

C urpa, geuarta npupobuMBaT counasHU yMeHUA, yyaT ce
AQ TPagAT B3aMMOOTHOLLUEHUA C OKONHUTE, Cb3paBaT
LLeHHOCTHAaTa CU CUCTeMa M YYBCTBOTO CM 3a €TMUKa.



WUTPATA: HAU-OOBPUAT METO/ 3A YYEHE

YyeHeTo npes3 npusmarta Ha urpaTa pelwlaBa eauH BaXKeH npobnem
nNpu gHewWHUTe aeua, a UMeHHO IMNcaTa Ha KOHL,eHTpauus.

CbcTe3aTeNnHUAT XapaKTep Ha wurparta nomara Ha pgeuata Aa
noaAabpXKat MoTMBaUUATa cU Aa 6baaT UCTUHCKK A06pK B Hello.

MI’pVITe, KOUTO No3BOoNABAaT Ha yYyeHUuuute Aa OUeHAT 3HAHUATA CU
camm 3a cebe Cun, AaBat WadHC U Ha poagutTenutTe Aa 3abenexxar
KOrato geteto um cpeula 3aTtpyaHeHUA.




Urpute n DigitalKidZ

NlaTHaTa obpa3osaTtenHa nporpama Ha DigitalKidZ®
Knyé n bno wurpm e 6asumpaHa BbpXy Urposus
MeToh, M nogKpenAa Aeuata ga pasBUAT CBOATA
€MOLMOHA/IHA  MHTE/IMFeHTHOCT U AUruTasiHa
rPamMoTHOCT, NapasenHo ¢ Heobxogumute um STEM
YMeHUs, ymeHUA 3a paboTta B eKun, KpeaTtuBHOCT U
TBOPYECTBO — KOMMNETEHLUMUTE Ha 21 BeK.
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UIrPUTE B YHUTULLE

BbJ/IHYBALWUAT CBAT HA MATEMATUKATA

bnaropapeHune Ha Jumpido geua ¢ pa3IMYHU NO3HAHUA NO MaTEMATUKA
MOraT Aia ce HacNa[AT Ha yuyeHue ypes urpa!

N3non3sanku yCTPOUCTBOTO 3a 3aCMUYAHE Ha ABUXKEeHUA - KMHeKT,
yuyeHuuuTe TpAbBa Aa M3N0OAN3BaAT TeNaTa CY, 3a Aa peLuar 3agauumre.
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. Game-based
learning

CEPUO3SHUTE UTPU

Cumynauuun n BUpPTYyasIHU CBEeTOBE

KomniomvpHama cumynayua e HauyuH pJa ce Mmogenupa
CUTYyauua OT peanHuAa CBAT. A cepuo3eH supmyasieH ceam e
cpeAa, KOATO UrpaysbT MoXKe cBoboaHO aa uscneasa B 2D uau
3D BapuaHT, npuemMaiikum NAeHTUYHOCTTA Ha aBaTap (urpau BbB
BUPTYaJIHUA CBAT), UTPae Urpu 1 y4actsa B OHNIaNH obuiecTBa.




MOTUBALIUA 3A YYEHE, YPE3 UTPU NPU OELUA U Bb3PACTHU

**YyeHeTo e 3ab6aBHO. Urpute nooLipaBaT pa3BUTUETO Ha BbobpaXKeHueTo.

**MNo-po6pa BU3yanusauus.
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**Mo-6bp3a 06paboTka Ha MHPopmauymaTa. o
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**Urpute Hamanasar cTpeca u genpecusaTa. |

s+ Cb3aaBaT BAbXHOBABALLA U NOAKpPeNnsALLa NOCTUXEHUATa Ha obyyaBaHuUTe
cpepa.

*»CbaeiicTsaTt 3a UHAUBUAYANTHO U NEePCOHANN3UPAHO 0byueHue, B TOBA
YMCNI0 U HA XOPa B HEPABHOCTOMHO COLUA/THO NONIOXKEHUE, XOPa CbC
cneunduyHmn obpasosarenHu noTtpebHocTL.
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