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1. ¥YBoa

B otroBop Ha cBbBpeMEHHHTE MOTPEOHOCTH 3a IMOJANOMaraHe Ha OOyYeHHETO IIOC-
PEICTBOM HM3IO3BAaHE HA CHbBPEMEHHN MH()OPMANMOHHN ¥ KOMYHHUKAlMOHHH TE€XHOJOTHH,
BB ®MU nHa [ImOBIMBCKUS YHHBEPCHTET B IIOCICAHUTE AECET TOAMHH ce pa3padoTBa
uHppactpykrypa, HapedeHa Pasmpenenen ueHTbp 3a ejekTpoHHo oOyuenue (DeLC)
[1,2,3]. [Ipeana3HadueHnETO Ha IIEHTHPA € J1a TOCTABS M0 KOHTEKCTHO-3aBUCHM, aIalITUBEH
U TIEPCOHANM3UPAH HAYMH EJIEKTPOHHM OOpa30BaTENHM YCIYTH M EJIEKTPOHHO Y4eOHO
ChIbpKaHUe, PAa3MOJIOKEHN BbPXY (HU3MYECKU paszieineHu cbpBbpH [4]. OTunraiiku pasi-
WYHU HEAOCTAaThbUM W B OTIOBOP Ha HAKOM CHBPEMCHHU TCHACHIUH B 06yquMeTo I10C-
PECACTBOM M3II0JI3BAHE HAa CbBPEMECHHU I/IH(l)OpMaIJ,l/lOHHI/I 1 KOMYHHUKallTUOHHH TCXHOJIOI'MH
DeLC ce Tpanchopmupa BbB BupryanHo oOpa3zoBaTesHo MpocTpaHcTBo [5,6,7].

Enna ot npuumHMTE 32 ClIag Ha MHTEpeca KbM TpaJuLIMOHHHTE (hopMH Ha 00ydeHue e
JIMIICa HA KPEaTUBHOCT M aTPaKTUBHOCT Ha 00pa3oBarenHus npouec. HenocTursT Ha Bpeme
Y CTPOTHUTE IUIAHOBE 3a 00yUEHHE YeCTO ca NPUYUHM Ja He ce Thbpcu TBopdecTBo. I[lo Tasm
npuyrHa WrpoBm3anmara (gamefication) m urpoBo-06asmpaHoTro oOydeHue (game-based
learning) ca Bce mo-ropemia TeMa Ipe3 HOBOTO XMWJISJOJICTHE. YUUTENH, POAUTEIH, aKae-
MUY U IPOTPAaMHUCTH ThPCAT HAUMHH 33 Pa3uylBaHE U MPEMOJEIUPAaHE Ha TPaJUINOHHHA
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oOpazoBaresieH NpOLEC, 3a Ja aHraXupaT Obp30 OATamioTO BHUMAaHHWE Ha YYCHUIIHTE,
M3CPacTHAIM OT HEBPBHCTHH JIELIa C TEXHOJIOTHUHTE, TaKa HApPEUYEHHTE ,,JUTHTAIHH Ty3eMIH
[8]. B obmactra Ha UrpoBHM3anUATa UMa KOHKPETHHU TPIJIOKEHHS, KATO MOOWMIHOTO M Ha-
cronHo mpwioxenne Duolingo, 3a yueHe Ha uykam e3unu. VMiMa W pa3paOoTeHH IIeTH
mtatdopmu kato ClassCraft u Rezzly, konto 106aBST IpUKIIOYEHCKH CIIOH BBPXY CHIIECT-
ByBaIaTa yueOHa HHppacTpyKkTypa. YUeHUKBT Ch3aBa repoid, Urpae KaTo 9acT OT 0TOOp U
MeJyeny TOYKM ONMUT M Harpaau Oa3WpaHd Ha MOBEICHHETO My B Kiac. YUEHHIHUTE ce
HarpakIaBar 3a TOBa Y€ IoMaraT eUH Ha JPYT, Y€ MpeaaBar OTJIHYHU padboTH, U 1p. ChIno
Taka MOraT Jia MojydaT MIPOBHM HaKa3aHHWs, ako HE CJIEJBAT JKEJaHWs OT MperojaBares
yuebeH nporiec [9]. B obnactTa Ha UTpoBO-0a3UPaHOTO OOYUEHHE UMa MHOXKECTBO HACTOJI-
HU urpw, karo Hanpumep World Peace Game [10], kosiTo y4u urpaeniure Ha pa3periaBaHe
Ha KOHQJIMKTH W Ha KOJEKTHBHO pa3pellaBaHe Ha mpobiemu. Hskou oT Haii-nzBecTHUTE
co(TyepHHTE KOMEPCUAITHN UT'PH, KOUTO ca BJIE3M B KJIACHATa CTas MOJI €Ha WM JApyra
tdopma ca SimCity, Civilization, World of Warcraft, Minecraft, Portal 2 u np. Bucokara
CTEIICH Ha aHT)XXUPAHOCT IIPAaBH TE€3W UI'PU OCOOEHO MOAXOSIIN 332 IPEHOC Ha 3HAHHUE, aKO
ObOaT ymeno MHTErpupaHd B oOpasoBarenHus nponec. OHJAaWH MOpTaid, KaTo TO3H Ha
BrainPop - Game up, ca cb0paiu CTOTHIH, Aa)Ke XWISAW WTPH B pa3lIndHu 00JacTH Ha
obpazoBanueTo [9].

B crartusTta e pasrienaHa apXMTEKTypaTa Ha Cpefia 3a MrpoBO-0a3upaHo oOyueHue,
HapeueHa MATE (Multi-Agent Testing Environment), kakTo 1 KOHKpETHaTa peann3aius
Ha MPOTOTHITHATA pa3paboTKa, KOSATO € OT M3rpaxaailoro ce BupryanHo oOpasoBarenHo
npoctpancto (BOII) B nabGoparopusta ,lleHTbp 3a enekrponHo oOydenue DelC
(Distributed eLearning Center* na IlnoBausckust yausepcurer ,,[lancuit Xunengapcku®.

2. Apxutexktypa Ha MATE

OcHoBHOTO npenHazHaueHne Ha MATE e ma onepupa kato rratgopma 3a U3NUTBaHE
U o0ydeHHe Ha YYEeHHIM MO UrpoBO-0a3upaH HauuH, nHTerpupana BB BOII. Cpenara e
W3rpaZiecHa M MOJEIHpaHa B KaTETOPMUTE HAa AareHTHO-OPUEHTHPAHOTO INPOrpaMHUpaHe
(AOII) kaTo CHBKYNHOCT OT ABTOHOMHHU areHTHH, BCEKH ChC CBOMTE OTTOBOPHOCTH B 00-
mara apxXuTeKTypa — OTIOBOPHOCTH, NPOU3TUYAIIN OT HYXIUTC HA HIIMUTHHUA IIpOLEC.
[TapanenHo ¢ areHTHO-OpUEHTUpaAHUS cH ekcriepuMenTaneH npousxoa, MATE ce BmecTBa
B YTBBPJEHUS C F'OJUHUTE CbPBBPHO-KIMEHTCKU CTEK Ha MHOIOC/IONHUTE HTEpHET Npu-
JIOKEHMS.

Apxurexrypata Ha MATE (®ur.1) uaTerpupa ner akTHBHHU areHTa, OT KOUTO J[Ba ca
KIIMEHTCKU U TpU — CbpBbpHU. KnueHT-arentute ca usrpageHu ¢ nomomra Ha HTMLS,
CSS u JavaScript. CpIeBpeMeHHO cpeiaTa € AOCTaThUHO I'bBKaBa W IUIATPOPMEHO He-
3aBrcnMa, m3nonsBama REST npoTokona 3a KOMyHHKAIUS MEXKIY ChPBBPHU U KIMEHTCKA
areHTH ¥ TI03BOJIABANlA M3TPAKIAHETO HA KIMCHT-areHTH HAa MOOWIHH W HACTOIHHU
KOMITIOTPY Ha MOYTH HEOrpaHW4YeH Habop orT mporpaMuu e3unu (Java, Objective-c, Swift,
C# u np.). [Inarpopmara mo3BosisiBa BKIFOYUTEIHO U KOMYHHKAIMATA C HEAr€HTHO-OPHEH-
THUPaHU KJINEHTH.
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Knuent CbpBbp Ba3u gaHHW

Busyanusmpal, AAMUHUCTPATUBEH | uere KoHdMrypaunm o BApBaHHS Bazac
areHT areHT* afMUHUCTPATUBHI
*ALMUHUCTPATUBHUAT BsipBaHnsa
areHT
npegocrass
M3nckBa BU3yanv3aLua Ha BCeKn BbNPoc KOHhMIypaunoHHo
API 38 BCUYKK
ocTaHanu
areHTn
WanuTBaw areHT |——wu3npawa pesyratnte oT nanuTa—is OUeHABaW, areHT (—3anncea pesynTartute Ha cTyAeHTUTe—m Basa BApBaHuA 3a
OLieHKUTE
CTaTtucTM4eckn
areHt yeTe pesynTaTtuTe Ha CTYAeHTUTe W v npefcTass oboblueHo

Que. 1. Apxumexmypa na MATE

CepBbpHUTE areHTH ca u3rpajgeHu Ha Java, nsnomsBat JADE pamxara 3a AOII u
KOraTo KOMYyHHUKUpAT KbM KIMEHTCKH areHTH, ro npassrt npe3 JEE RESTful narepdeiicn
(ycyrn). M36panata pamkata JADE mukTyBa mporpaMHUs €3WK U ChpBBPHATA HMITICMEH-
TaIysl ¥ He M03BOJIIBA ChINAaTa CTENCH Ha €3MKOBa CBOOONA, KATO MPH KIMEHT-areHTHTE.
JADE arenrute cnensat BDI (Belief-Desire-Intention) codryepen moze.

Baswure ot BIpBaHUSA Ha CHPBBP-Ar€HTUTE Ca YACTHYHO B ONEPAaTUBHATA UM IIaMET, KO-
TaTo areHTHUTE ca aKTUBHH, a KOTaTo He ca — ce ma3sAT B cragaapTHu SQL tabmmmu. Tyk ap-
XUTEKTypaTa IpeIoCTaBsi OTHOBO TEXHOJIOIMYHA Ir'bBKaBocT u SQL 0azara oT naHHM OM
Moria Jja ObJe 3aMeHeHa KakTo oT apyra SQL 6a3za manuu, taka u oT NO-SQL (Big Data)
0aza wiu apyra (mp. cnenupryHa OpUTHHAIHA (aiyioBa CHCTEMA).

IIpean ma omumem areHTuTe, TpsIOBA A HAaNpaBUM YrOBOpKara, ye IETTE areHTa,
yuacTBaiy B apxurekrypara Ha MATE ca npoekTipanu, 3a 1a 00ciIyXaT KOHKPETEH H3ITH-
TEH CLIEHapHH — TECT 3a MPOBEPKa Ha 3HAHWATA 32 MpaBUJIaTa Ha JABMKEHUS 110 IIbTHIIATA.
TecTBaHETO B KaKBaTO W Ja OWJIa Ipyra MmpeaMeTHa o0JacT He € TPYAHO U Ch3/IaBaHETO Ha
HOBH WJIM MOAM(MUIIMPAHETO Ha TEKYIIUTE areHTH € CPaBHUTEITHO CXEMaTH4YeH IIpOIIeC,
CJIe]] KaTo BeIHBK apXUTeKTypara ObJe BbBelcHa B ymorpeba. C mpyru AymMu cuctemara
ce ch3/1aBa ¢ Iel Ja ObJe aJanThBHA — J1a MTOCTY KM Ha MPEToAaBaTeNInTe 10 HEOTpaHMIEH
Ha0Op OT IMPEeIMETH.

3a ynecHsBaHe pa30MpaHETO HA CH3IABAHETO HA YHCTO TEOPETHUECKH M aOCTPaKTHU
areHTu IBPBO ILIE JEMOHCTPHpaMe IpaKTHYecKaTa IoJj3a OT IpeUloKeHaTa miaThopma ¢
KOHKpETEH MPHMeEp, KaKTo Oellle CIIOMEHATO M0-Trope — TECTBAHETO Ha MPAaBUIIHUKA 33 JIBH-
JKC€HHUA 110 II'bTHUIIIATA.

HrpoBu cuenapuii. 3a 1a ce onpeneny JOKOJIKO MIPacIIUsiT T03HaBa IpaBuiaTa 3a
JBIDKEHUE, MIPEABAPUTENHO ca omnpezeneHn N Ha Opoit crenku (mpumepHo 30) oT crapra
(Hamp., 1OM, KBIETO XMBEE UTPavbT) A0 (uHana (HaIp., YIWIHIIETO, KbIETO YIH HUIpa-
gpT). [Imatdopmara reHepupa KapTa ¢ MpeIBapUTENHO AehUHIPAHU BBIIPOCH, HO CE JaBa
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OIIpe/IeNICHO YyBCTBO 3a cBOOOJAa Ha urpaua. 3a BCAKa CTBIKA MMa MOATOTBEH BBIIPOC.
[IporoTnnbT MMa 3a 1en aa oboraTé M NMPOBEpH 3HAHUATA Ha Urpaeuiys B cepara, 0OXBa-
HaTa OT Temara Ha urpara. [lomydeHnTe pe3ynTaT 1o BpeMe Ha WUrpara ce aHaJu3Hupar
MIPEOCTaBAT Ha yuuTens. [IpuioXeHneTo nMa Bb3MOXKHOCTTA J1a C€ TIEPCOHANN3UPA CIps-
MO UTpaeIusi, KaTo U3M0JI3Ba JAHHHU OT HETOBaTa UIrPOBA HCTOPHSI.

3. Arentu B MATE

B Ta3u rnaBa HaKpaTKo 1€ HPEJCTABUM OTACIHUTE areHTH Ha ruiathopmara MATE.
B cpoTBETCTBHE C OTTOBOPHOCTUTE CH ar€HTUTE Ca PA3[eIICH! Ha CICIHUTE BE IPYIIH:
* KimeHTckH areHTH — KbM Ta3u Ipyna npuHamiexar Vznursamy Arent (MA) u
Buzyanusupani Arenr (BA);
*  CbpBBPHH areHTH — KbM T'pyIlaTa Ha CbPBbPHUTE areHTU IpUHAJIe)KAT AJMUHU-
crparuBeH AreHt (AA), OuensiBai Arent (OA) u Cratuctuuecku Arenr (CA).

N3nurBam Arent (MA). OCHOBHOTO 33aIbJDKEHHE HAa TO3W areHT € Ja MPaBH MOAXO-
JISITT 1300p Ha BBIIPOCUTE, KOUTO IIIe OBIAT 33aBaHN Ha WTpava B 3aBUCUMOCT OT KOHKPET-
HaTa CUTyalusi. AJTOPUTBMBT 3a U300p ce yNpaBisiBa B ChOTBETCTBUE C aKTyalHaTa Bspa
(beliefs) na A, npenocraBeHa oT AnMuHucTpaTiBHUS areHT (AA). B cboTBeTCTBHE C M3-
Opanute BbIpocu MA reHepupa KOpecHOHAMpAI] IUIaH 3a AeiicTBHe. CaMusiT IUaH ce
peain3upa KaTo €BOJIIOIMOHHA CTPATETHs, KOSITO MO3BOJIsIBA (DOKYCUpPAHE BHPXY TEMHUTE, B
KOHUTO M3IMUTBAHUIT MTOKa3Ba c1abocCT.

Busyanusupam Arent (BA). ['pwxu ce 3a BU3yanuzauusiTa Ha OKOJIHATa cpela 3a
urpaemus B Opay3bpa (®dur.2.). [lonyyaBa crobmenus ot MsnurBamus arent (MA), cb-
JbPJKaIM CIUCHIM C aKTyaJHUTE BBIIPOCH, KOMTO CTaBaT ChCTaBHA YaCT Ha aKTyaJHaTa
Bsipa Ha TO3W areHT. B cienBamiara cTenka BA m30mpa mimaH 3a BH3yalIn3aus COpsMo Ha-
YaITHUTE CH BAPBAHUSA, 331aJICHH My OT AJIMUHUCTPATUBHUS areHT (AA) U OT Te3H, MOIy-
4yeHH KaTo choOmmeHne ot MA. B Tpetara crpnka BA momydaBa choOIIeHHE, KOTaTO Urpa-
YBT HANPAaBH XO U B 3aBHCUMOCT OT IUIaHA CH IPOMEHS BU3yaJIHM3alHsATa Ha CIIEIBAIINTE
CBOOOIHY CTBIIKH 32 UTpaya.

Que. 2. Oxonna cpeda, ynpasnasana om Busyanusupaw azenm (BA)
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OxkonHaTa cpefa mpeAcTaBisiBa H30MeTpryHa KapTta (mceBno 3D), mpeacraBeHa KaTo
JBYMEpEH MacuB, ChXpaHsBaIl HHGOpPMaus 3a BCSIKO eIHa Mo3uims. To3u uHTepdeiic e
usrpazer ¢ nomornra Ha HTMLS5 u CSS3 tpanchopmarmu. Kem okosHara cpena ca noda-
BEHH M a/IMUHUCTPATUBHHM TTaHENH 3a YIpaBlieHWE U NMPOMSIHA Ha BSIPBAHUSATA HA aIMHHU-
crparuBHus areHT (Pur.3.). Te cioyxar 3a ynoOCTBO Ha aJMUHUCTPUPALINS UTpaTa y4acT-
HUK (y4uTen).

Control menu B —

@ Coordinates

Rows: 9 3

Que. 3. Oxonna cpeda ¢ aOMUHUCIPAMUBHA YACM 3d YNpABIeHUe

Karo nompimHeHHE KBM pa3pabOTeHUs MPOTOTHII € J0OaBeHa BH3MOXKHOCT 32 aHUMHU-
paHU IBIKEHUS.

AnMuHHCTpaTHBeH areHT (AA). ['pmxu ce 3a MHANMANH3ANUATA U KOHTPOI Ha IPY-
rute areHTu. [loxydaBa BsipBaHusATa CH OT KOH(puUrypaimoneH ¢aiia, KOWTo Moxe 1a ObJe
MaHUITYJIHPaH OT YOBEK, aIMUHHUCTPATOp B cucremara. [IpemocraBs HayaaHM BSPBAaHUS Ha
OCTaHAJINTE areHTH U TH OOHOBSBA IIPH HYX[IA.

Ouenspam arent (OA). I'pwxu ce 3a aHanM3 U OLicHKa Ha Tecta. Ha 06azara Ha Hero-
BUTE BSPBaHMs IPaBU aHAIM3 M OLIGHKA Ha TecTa. 3alkcBa pe3yiTaTure B 0asza JaHHU
(BstpBaHm).

Cratuctnueckn areHt (CA). [IpoBepsiBa okoiHaTa cpena 3a W3MEHEHHUs B 0asara ¢
OLICHKH M B 3aBHCHMOCT OT CBOMTE IUIAHOBE ITOJrOTBS HEOOXOMUMHUTE TpaduKu U HHOP-
maronHn Tabna (Dashboards and Charts). Te3u Tabna ca TOCTBIIHA 32 IPETIOAABATEINS.

4. 3akja0uenue

UrpoBo-6azupaHoTo o0y4yeHHe € BCe 10-3HAUYUM elieMeHT oT oOpaszosanuero. [Ipo-
yuBaHe cpef, 694 yuurenu oT HayanHu U cpeanu yumnuimia B CAIIl ot 2013 nmokassa, ue
92% wHTErpupar AUTUTAIHNA Urpu B oOpazoTenHus npouec. UrpoBusT moaxoxa ycnssa aa
BBBJICYE YUCHHUIIM, KOUTO CAa MHAYE HE3aMHTEPECYBaHN W HEMOTHBHPAHM Ja HaydaT HYX-
Hua Mmarepuan. [lpoyuBane B peauua eponeiicku yuwnuiuia B anusa, Ilortnangus,
®panuusd, Utanus, Xonanaus 1 ABCTpus IOKa3Ba, Y€ BbBEKIAHETO HA UTPU BOJH JI0 KaTe-
TOPUYHO MO-BUCOKH M3NUTHU pe3ynTtatu. 80% OT yuuTenuTe ca 3aMHTEPECOBaHM Ja HaydaT
TIOBEYe U J]a M3II0JI3BAT UT'PH 110 HOBM HAYMHHM B Iporpamarta cu [11].
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Cr3naBanero Ha watgopmara MATE e BIEXHOBEHO OT Ta3 TCHACHIMS B PA3BUTHTE
CTpaHM Ha o0orarsBaHe Ha 00pa30BaTEIHUS MPOIEC W HA OOYYCHHUE 1O HOB M e(hDeKTUBCH
HA4MH, a UMCHHO — 0a3upaHO Ha UTPH.

[Ipencrom peanHo TecTBaHE HA IIATGOpPMATa B peaseH 00pa3oBaTeleH IMpoLec, mpo-
BEX/IaH B U30paHO CPEIHO yUHITHIIE.

Baaroaapuoct. W3cnenanmsita ca yactuuHo ¢uHaHcupanu ot HILJ] na ITmoBaus-
ckus yHuBepcureT ,llaucuit Xunengapcku™ no npoekt HU15-OMU-004, ,,iHoBaTHBHU
(l)yH}IaMeHTaJ'IHI/I " MPUJIOKHU HAYYHU U3CJICABAHNA 10 KOMITIOTbPHU HAYKU, MaTEMAaTHUKa U
MeIaroruka Ha 00y4eHHeTo”.

Jlutepatypa

1. S. Stoyanov, H. Zedan, E. Doychev, V. Valkanov, 1. Popchev, G. Cholakov and M.
Sandalski, Intelligent Distributed eLearning Architecture, V. M. Koleshko (Ed.),
Intelligent Systems, InTech, March, 2012, 978-953-51-0054-6, Hard cover, 366 pages,
pp. 185-218.

2. S.Stoyanov, [.Popchev, Evolutionary Development of an Infrastructure Supporting the
Transition from CBT to e-Learning, Cyberbetics and Information Technologies (CIT),
2/2006, Bulgarian Academy of Sciences, 101-114.

3. S. Stoyanov, A Virtual Space Supporting eLearning, Proceedings of the Forty Fifth
Spring Conference of the Union of Bulgarian Mathematicians Pleven, April 6-10,
2016, 72-82

4. Ganchev L., S. Stojanov, M. O’Droma, D. Meere, ,,An InfoStation-Based University
Campus System Supporting Intelligent Mobile Services”. Journal of Computers (JCP,
ISSN1796-203X), Vol. 2, No. 3, Academy Publisher, May 2007 , Pp. 21-33.

5. S. Stoyanov, A Virtual Space Supporting eLearning, Proceedings of the Forty Fifth
Spring Conference of the Union of Bulgarian Mathematicians Pleven, April 6-10,
2016, 72-82

6. C. CrosinoB, W. Tlomue, DeLC — mwuHnano, Hacrosiie, Oblele, IUICHAPEH MOKIA/,
Mexnynaponna kondepenuus ,,From DeLC to VelSpace”, 26-28 wmapr 2014,
[Tnosaus, ISBN: 0-9545660-2-5.

7. O. Opozosa, C. CrosnoB, U. Ilomues, BupryamHo oOpa3oBaTeqHO MpOCTPAHCTBO,
Hayuna koHdepeHIHs ¢ MEXKAYyHApOAHO YydYacTHe ,,3HAHHETO — H3TOYHHK Ha
nHoBauuu‘, BCY, 14-15 roun, 2013, ISBN 978-954-9370-99-7, 153-159.

8. Marc Prensky, Digital Natives, Digital Immigrants. From On the Horizon, MCB
University Press, Vol. 9 No. 5, October 2001.

9. Steven Isaacs, The Difference between Gamification and Game-Based Learning,
January 15, 2015.

10. John Hunter, World Peace and Other 4th-Grade Achievements, 2013.

11. Patricia Wastiau (coordination), Caroline Kearney, Wouter Van den Berghe, How are
digital games used in schools?, May 2009.

456



