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MHbopmauma 32 U3Nb/IHEHUE Ha eTan Ha NPOEeKT

HaumeHosaHuUe Ha KOHKYpca:

KoHKypc 3a dMHaHCUpaHe Ha Hay4yHu uscneasanusa — 2017 r.

OcHoeHa Hay4Ha obaacm:

MaTemaTnyecKkn Haykn n MHPopmaTHKa

Ne Ha dozoso0p:

AH 12/7 o7 15.12.2017r.

HauanHa u KpaiiHa dama Ha npoekma:

15.12.2017r. - 14.12.2020r.

3aznasue Ha npoekma:

MHoBaTMBHa NnaTPopma 3a MHTENIUTEHTHM a4aNTUBHU BUAEO Urpu 3a obydyeHne (APOGEE)

bazoea op2aHu3zayus:

Codwitckm yHmnsepcutet ,,Ce. KnumeHT Oxpmackm”

lMapmHbOpCcKU opeaHu3ayuu:

Hama

Pvkosodumen Ha Hay4YHUA KoneKMue (aKademMuYyHa ONbHHOCM, HaAy4YHa cmeneH, ume):

npod. a-p boaH MNackanes boHyeB

06w pazmep Ha omnycHaMomo puHaHcupaHe 3d Nvbpeu emarn:

60 000.00n8.

UnmepHem cmpaHuya Ha npoekma (ako uma makasa):

http://apogee.online/

HayyHu ny6aukayuu no npoekma:

NYsNUKAUMUU B HAYHHU CMTUCAHUA

1. Bontchey, B., Vassileva, D., Aleksieva-Petrova, A., Petrov, M. (2018, August) Playing
styles based on experiential learning theory, Computers in Human Behavior, Elsevier,
ISSN: 0747-5632, No. 85, pp.319-328, https://doi.org/10.1016/j.chb.2018.04.009
https://doi.org/10.1016/j.chb.2018.04.009 (IF=6.14/2018).

2. Bontchev, B., Georgieva, O. (2018, May) Playing style recognition through an adaptive
video game, Computers in Human Behavior, Elsevier, ISSN: 0747-5632, Vol. 82, pp.136-
147, https://doi.org/10.1016/j.chb.2017.12.040 (IF=6.14/2018).

3. Bontchev, B., Panayotova, R. (2017) Towards automatic generation of serious maze
games for education, Serdica J. of Computing, ISSN: 1312-6555, Vol. 11, No. 3, pp.249—
278.

4. Bontchey, B., Naydenov, |., Adamov, |. (2019) A study on methods for adaptation of
video games, NAUKA Journal, SAI, ISSN: 2603-3623, Vol. XXIX, No. 2, pp. 62-66 (in
Bulgarian).

5. Vassileva, D., Penchev, N. (2019) An Online Metadata-Driven Editor for Rich Maze Video
Games for Education, International Journal of Education and Learning Systems, IARAS,
ISSN: 2367-8933, Volume 4, 2019, pp.7-13.
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6.

Antonova, A., Bontchev, B. (2019) Designing Scenarios for Personalized Learning:
Enabling Teachers to Apply Educational Video Games in Class, International Journal of
Education and Learning Systems, IARAS, ISSN: 2367-8933, Volume 4, 2019, pp.20-26.

NYBNUKAUMKN B CEBOPHUUM HA KOH®EPEHLINIA

1.

10.

11.

Antonova, A., Dankov, Y., Bontchev, B. (2019, October) Smart Services for Managing the
Design of Personalized Educational Video Games, submitted to BCI'2019, Sofia, Bulgaria
(in print).

Bontchev, B., Vassileva, D., Dankov, Y. (2019, July) The APOGEE Software Platform for
Construction of Rich Maze Video Games for Education, submitted to ICSOFT19, INSTICC,
Prague, Czech Republic (in print).

Vassileva, D. (2019, July) Measuring and mitigating racial prejudices by means of serious
video games, Proc. of 11th annual Int. Conf. on Education and New Learning Techn.
(EDULEARN19), Palma de Mallorca, Spain.

Antonova, A., Bontchev, B. (2019, July) Exploring puzzle-based learning for building
effective and motivational maze video games for education, Proc. of 11th annual Int.
Conf. on Education and New Learning Techn. (EDULEARN19), Palma de Mallorca, Spain.
Terzieva, V. (2019, July) Game-based teaching in history — case study in Bulgarian
schools, Proc. of 11th annual Int. Conf. on Education and New Learning Techn.
(EDULEARN19), Palma de Mallorca, Spain.

Terzieva, V. (2019, July) Personalisation in educational games — a case study, Proc. of
11th annual Int. Conf. on Education and New Learning Techn. (EDULEARN19), Palma de
Mallorca, Spain.

Paunova-Hubenova, E. (2019, March) Didactic mini video games — students’ and
teachers’ point of view, Proc. of Int. Conf. on Innovations in Science and Education,
Prague, Czech Republic (in print).

Bontchev, B. (2019, March) Rich educational video mazes as a visual environment for
game-based learning. Proc. of Int. Conf. on Innovations in Science and Education, Prague,
Czech Republic (in print).

Paunova-Hubenova, E. (2019, March) Are the school teachers ready to start using smart
adaptive video games for education?, Proc. of the 13th International Technology,
Education and Development Conference (INTED2019), Valencia, Spain, ISBN: 978-84-09-
08619-1, ISSN: 2340-1079, d0i:10.21125/inted.2019.1294, pp.5191-5199.

Naydenov, I., Adamov, |. (2019, March) Adaptive video games based on cognitive
abilities and skills of the player, Proc. of the 13th International Technology, Education
and Development Conference (INTED2019), Valencia, Spain, ISBN: 978-84-09-08619-1,
ISSN: 2340-1079, d0i:10.21125/inted.2019.2448, pp.9845-9853.

Terzieva, V. (2018, November) The potential of educational maze games for teaching in
primary schools, Proc. of the 11th annual International Conference of Education,
Research and Innovation (ICERI2018), 12th-14th November, 2018, Seville, Spain, ISSN:
2340-1095, DOI: 10.21125/iceri.2018.1542, pp.2480-2489.




gL - DOk I..u.
E ( HAVUHH
By +£ H3CTETBAHHA
‘he,r:_ ;,ﬂ"

12.

13.

14.

15.

16.

17.

Terzieva, V., Paunova-Hubenova, E., Bontchev, B. (2018, October) Identifying the User
Needs of Educational Video Games in Bulgarian Schools, Proc. of the 12th European
Conference on Game-Based Learning (ECGBL 2018), Sophia Antipolis, France, pp.687-
695.

Terzieva, V., Paunova, E., Bontchev, B., Vassileva, D. (2018, July) Teachers Need
Platforms for Construction of Educational Video Games, Proc. of the 10th Annual Int.
Conf. on Education and New Learning Technologies (EDULEARN2018), IATED, Palma de
Mallorca, Spain, ISBN: 978-84-09-02709-5, doi: 10.21125/edulearn.2018.1922, pp.8260-
8270.

Paneva-Marinova, D., Rousseva, M., Pavlov, R., Luchev, D. (2018, July) The ancient
Thracian civilization and modern youth convergence by serious games, Proc. of the 10th
Annual Int. Conf. on Education and New Learning Technologies (EDULEARN2018), IATED,
Palma de Mallorca, Spain, ISBN: 978-84-09-02709-5, doi: 10.21125/edulearn.2018.1922,
pp.8260-8270.

Bontchev, B., Vassileva, D. (2018, July) Dynamic game adaptation based on detection of
behavioral patterns in the player learning curve, Proc. of the 10th Annual Int. Conf. on
Education and New Learning Technologies (EDULEARN2018), IATED, Palma de Mallorca,
Spain, ISBN: 978-84-09-02709-5, doi: 10.21125/edulearn.2018.1905, pp.8182-8191.
Tep3uesa, B. (2018) Bugeo unrpu 3a obyyeHue B yunnuuie, EguHageceta KoHdepeHuma
"O6pasoBaHuMeTo 1 M3cnegBaHMATa B UHGopMaLumMoHHOTO obwectso", NMnhosaus, 1-2
OHM.

Bontchev, B., Vassileva, D., Ilvanov, D. (2018, April) Player-centric adaptation of a car
driving video game, Proc. of e-Society’18 Int. Conf., IADIS, 14-16 April, Lisbon, Portugal,
ISBN: 978-989-8533-75-3, pp.193-200.
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OnucaHue Ha o4YaKeaHume pe3yamamu no npoekma (6o 1 cmp. 8 pamkume Ha nosemo no-

dony):
3a Etan 1:

1. CpaBHWUTENHM aHAIN3M Ha aZaNTUBHU BULEOUTPU, OPUEHTMPAHMN KbM Urpaya, €
WNHTENIMTEHTHWN areHTn 33 06pasoBaTeNHM Uenun, N1aTGopMM 3a U3rparkaaHe Ha Urpu,
METOAMN N TEXHUKM 33 06y4YeHne, 6a3nmpaHo Ha uUrpum
AHanu3 Ha HyXXauTe Ha uenesuTe NoTpebuTenn Ha obpasoBaTeIHN BUAELOUTPU

3. AHanus Ha Hy)KAuTe Ha ueneBuTe notTpebutenn Ha nnatdopmu 3a obpasoBaTesHU
BMAEOMUTPU

4. [leknapaTuMBeH Moes Ha 06pa3oBaTe/IHM UIPU C TABUPUHT CbC CEMAHTUYHO
CTPYKTYPUpPAHE Ha AMAAKTUYECKOTO CbAbprKaHMe

5. Mogen Ha npoueca Ha urpa 1 B3auMoAenCcTBME Ha UrpaymTe BbB BUAEOUTPU 3a
obpasoBaHue

6. [poaKTUBHM CUueHapuM 3a 0byyeHne, 6asMpaHo Ha UrPU U UTPOBM AUAAKTUYHM 33434M

7. NoppobeH naaH 3a pa3npocTpaHeHne

8. Jloro, Yeb caiiT n bpowypa (Ha aHrA. u 6bAr. e3uk)

9. MoppobeH nnaH 3a ynpaB/ieHME Ha NPOEKTa

10. MexauMHeH oTYeTeH A0KNaA 32 HanpeabKa Ha NPoeKTa

3a ETtan 2:

1.

Mnatpopma 3a usrpaxkgaHe Ha BULEO UrPa C aBTOMATUYHO reHepMpaHe Ha 1abupuHTK ¢
ynpaBAsBaH No MeTagaHHW XSD-6a3unpaH peaakTop Ha NabupuHT

MHTeNUreHTeH areHT 3a OTroBapsiHe Ha BbMPOCK Bb3 OCHOBA HAa U3B/IMYaHe Ha GaKTU OT
CbAbprKaHMeETO 3a 0bnacTTa

O6pasoBaTenHa He-aAanTUBHA BUAEO Urpa € NabUPUHT 3a 6barapckata cpegHOBEKOBHA
ncTopuAa, C NPoCTn U UHTENUTEHTHU BUPTYAZTHU UTPaYdn

O6pasoBaTenHV afanTUBHW BUAEO UrPK C NabUPKUHT 3a 6bArapckaTa cpegHOBEKOBHA UCTOPUA
Pe3ynTaTi oT eKcnepumeHTH ¢ noTpebutenn Ha naatpopmara

Pe3yntaTtn oT eKcnepMmeHTU € He-afanTUBHATA UrPa C NPOCTU BUPTYANHU UTPAUN
Pe3ynTaTi OT eKCNepMMEHTU C aganTMBHA Mrpa C MPOCTU BUPTYaHM Urpadn

Pe3ynTaTi OT eKCNEPUMEHTU C BUAEO UIPU C UHTENIUTEHTHU BUPTYANHWN Urpaum
O6paboTteHn Habopwu OT AaHHU

. Pe3yntat ot KopenaumoHHUTE N pErPeCcUOHHN aHaNN3N

. Pesyntatu ot pakTopeH aHanms

. Pesyntatu oT oueHKaTa Ha M3N0A3BaeMOCTTa Ha NaaTGopmuTe 3a UTpuU
. Buaeo (MuH. 2 6p.) n npesenTaumm (MuH. 2 6p.)

. MuHMUMym 8 aoKnaza Ha Mexa,. KoHbepeHUMm

. MuHMmym 3 cTaTvn, NnogaseHun B Hay4YHU CNMCAHUA

. MUHMMYM 3 3aLMTEHM MArMCTBbPCKN TE3N

. NposeaeHn 3 cemmHapa No NpoekKTa

. MnaH 3a ekcnnoatauma

. KpaeH goknag,
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YneHoBe Ha Hay4YHUA KOJIEKTUB

Op.eaHuaaluuu/ym:vcmHuuu1 Benexka®

ba3oea opeaHusayus:

Codwuitckm yHmusepceuteT ,CB. KnumeHT OXpmuacku”

PvKosodumen Ha HAYy4YHUA KOsleKMU@

npod. a-p boaH MNackanes boHyeB

YuacmHuyu:

npod. a-p MsaH Kones Konues

aou. a-p MunneH Vlopp,aHOB MeTpos

pou. ao-p Aecucnasa Netposa-AHTOHOBA

pou. a-p Onra Nnnesa lNeopruesa

H.C. A-p Aecncnasa Jakosa Bacunesa

pou. o-p Aecmcnasa UsaHoBa NaHeBa-MapuHoBa

rn. ac. g-p Hukonam reHyes Hoes na, My
H.C. A-p Makcum Kpacumupos loliHoB ng, My
nporpamucT a-p EneHa Hukonaesa MNayHoBa-XybeHoBa MY

ac. BaneHtnHa TogopoBsa Tep3neBa—boroiyesa

AoKT. Xpucto Knupmnos MoHues no, my
DOKT. AnekcaHabp EsreHues Nnunes 40, MY
OOKT. Momunn Emunos Xapganos 00, My
PagnHa UBaHoBa MNaHalioToBa My

lMapmHboOpcKa ope2aHu3zayus:

YuyacmHuyu:

lMapmHboOpcKa opeaHu3zayus:

YuyacmHuyu:

lMapmHboOpcKa opeaHu3zayus:

YuyacmHuyu:

L OtbenerkeTe akagemMnuHaTa ATbXKHOCT, Hay4YHaTa cTeneH, MMe U GaMUAMA Ha BCEKM YHACTHUK KaTo BKAOYUTE U
Yy4YaCTHULUMTE, KOMTO ca paboTUaM NO NPOEKTa He Npe3 Leans Nepuos, 3a U3nb/HEHME Ha NPOEeKTa

2 OTbeneskeTe Aanm yHacTHUKBLT B KONEKTUBA e Maag ydeH (MY), noctaoktopaHT (M), aokTopaHtu (A0) nam ctyaeHTH
(CT), unu yueH ot uy»buHa (YY).



g =

SOH]
HAYVYHH
H3CTEIBAHHMA

lMocmuzHamu pe3yamamu om U3nvbAHEeHUemo Ha NPoeKma U KpamvK aHaAu3 Ha maxHama

npunoxumocm (0o 1 cmp. 8 pamKume Ha nosemo no-0ony)

3a Etan 1:

ffocmuezHam pesyamam

Tpunoxcumocm

[lnaHuUpaHu 30 eman 1:

1. CpaBHMTENHU aHANM3M HA a4anTUBHU BULEOUTPY,
OPUEHTUPAHU KbM UrPaYa, C UHTE/IMFEHTHWN areHTn
3a obpasosaTenHu uenu, nnatpopmm 3a
n3rpaxgaHe Ha Urpu, MeToam n TEXHUKM 3a
obyyeHune, 6a3npaHo Ha Urpm

2. AHanus Ha Hy)KAuTe Ha ueneBuTe noTpebutenn Ha
obpasoBaTenHu BUgeourpu

3. AHaNM3 Ha HyXXAuTe Ha uenesuTe NnoTpebutenn Ha
nnatoopmu 3a obpasoBaTeNHMN BUAEOUTPHU

4. [eknapaTvBeH mogen Ha obpa3oBaTesIHN UTPU C
NAabUPUHT CbC CEMAHTUYHO CTPYKTypUpPaHe Ha
OVMOAKTUYECKOTO CbAbpXKaHue

5. Mogaen Ha npoueca Ha Urpa 1 B3aMmoZeincTeamne Ha
UrpaymnTe BbB BUAEOUTPU 32 06pa3oBaHUE

6. [MpoaKTUBHM cueHapun 3a obyyeHune, 6a3mMpaHo Ha
UrPU U UTPOBM OULAKTUYHWN 334a4U

7. MopapobeH nnaH 3a pasnpocTpaHeHue

8. Jloro, Yeb canTt 1 6poluypa (Ha aHra. u 6bAr. e3uK)

9. MoapobeH nNnaH 3a ynpaBaeHMe Ha NPOeKTa

10. MeaAnHeH OTYeTEH AOKNA4 NO NPoeKTa

N38bH naaHa 3a eman 1:

11. HayaneH npotoTun Ha naaTdopma 3a M3rparkaaHe
Ha BMAEO Urpa C aBTOMATUYHO reHepupaHe Ha
NabupuHTK

12. HayaneH npoToTUN Ha reHepupaHa He-aAanTUBHA
BMAEO Urpa-nabupuHT 3a 6barapckata
CpeaHOBEKOBHA UCTOpUA, 6e3 BUPTyaNHM Urpaym

13. Pe3ynTtatv OT TPM @HKETHM MPOYYBaHMUA C
notpebutenn Ha naatpopmaTa (yuntenum) n Ha
reHepupaHuUTe C Hes Urpu (yd4eHuum)

14. OHnakH BUAE0-3anucK Ha Urposu cecum (4 6p.) n
npeseHTauum (6 6p.)

15. 17 poknaga Ha MeXayHapoaHU KoOHpepeHUMN

16. 6 cTaTUK, NYy6ANMKYBAHU B HAY4HM CNUCAHUA

17. EaHo 3aABeHUe 3a None3eH moaen

18. 2 3aWMTEHN MAaruCTbPCKM Te3n

19. NpoeegeHn 3 cemnHapa NO NPOEKTa

OnpeaensT HacoKuTe 3a
M3NCKBAHMATA KbM COPTyepHa
nnatdopma 3a Cb3aBaHE Ha YMHMU
W aganTUBHM BUAEO UMPU 3a
obyuyeHune

LleneBa rpyna notpebutenu Ha
Bugeounrpu (y4eHmum 1-12 knac)
Llenesa rpyna notpebuTenu Ha
nnatpopmarta (yumTtenn)

Mogen 3a TEKCTOBO ONMCaHMUe Ha
BUAEO UrPu 3a obydeHue, 3a
LEe/ITe Ha reHepMpPaHeTo Um
Mpouec Ha urpaeHe B NabUPUHT,
oboraTteH C pas/IMyHN MUHU-UTPU
6 cLeHapuA 3a UrpPoBO 0by4YeHMe, ¢
Pa3INYHM AMAAKTUYHM 3a4a4M
O6HapoaBaHe Ha pe3yaTature
Busk http://apogee.online/
MOHUTOPUHT, KOHTPO/ U OTYUTAHE
Ha U3NbJIHEHMETO Ha 3aJa4unTe

Basa 3a HaarparkaaHe ¢ HOBM
MWHWU-UTPU, BUPTYASTHU UTPaYn U
afanTUBHO ynpaB/ieHWe Ha urpaTta
basa 3a Haarpa)kgaHe ¢ HOBO
CbAbpXKaHNE, MUHU-UTPU U
BUPTYA/IHN UTpaym

OedunHumpat TMINOBETE MUHU-UTPU,
KOWTO LLLe MOraT Aa Ce BrpaxkaaT B
NabupuHTa

CbbupaHe Ha oT3MBM 3a
nnatdopmata u UrpoBus npouec
MoBuLwaBaHe HAa BUAMMOCTTA Ha
pe3ynTtaTuTe B CBETOBEH MalLab
YcTponcTBO 3a onpeaensHe Ha
Bb3OyAaTa Ha urpaya

[nckycuu cpeg LenesnTte rpynu
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