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OUTUTAITHA MMCMEHOCT M YHEE
KPO3 UI'PY - OUTUBNEH]

Caxerax: IIpojekar JVITVIBJIEH]] je umao 3a unpb yHanpeberme gurntante mucMe-
HOCTY OJlpac/lX KpO3 MHOBAaTUBHO y4Y€b€ 3aCHOBAHO Ha urpama. IIpojekar je passuo
IiBe fpyuITBeHe urpe, Infinity. Net n DigiUP, Koje cy KOMOMHOBajIe aHa/IOTHE Y JUTU-
TaJIHe eJIeMEeHTe, KaKo Ot IPOLieHIIe I VHAIIPeAIe JUTTA/THE BELITHHE yIeCHIUKA.
Yueme Kpo3 UTPy ce TOKa3asno Kao edrKacHa METO/A 3a aHTAKOBame 1 00pasoBame
mype IoIynanyje, mocedHo crapujux ocoda. Kpos mpojexat je Takohe passujen Bo-
guu 3a egykaiiope KOju MpYy>Ka JleTa/bHe YIyTe 3a MMIIEMEHTAlMjy METOfla yYera
3aCHOBAaHUX Ha UrpaMa, Ioap)xaBajyhu exykarope y pasBojy epyuKacHMX IIporpama
3a yHanpebemwe nururanuux Bemruna Meby ogpacmima. Pesynratu npojexra VTN -
BJIEH]] orBapajy myT 3a ja/ba ICTPaXXMBamba y 0ONACTH y4erba KPO3 UTPY I HeroBOT
yTHIIaja Ha PAa3IMYUTE ACIEKTE /bYHCKOT 3HaIba.

Kipyune peun: purutanHa NuMCMeHOCT, y4ere Kpo3 urpy, Epacmyc+ mpojexar

AUTUTATITHA TTIMCMEHOCT

nopebhemy ca [pyruM BelITMHAMa, JUTUTAJHE BELITHMHE Cy KOJ MHOTVX
EBpompaHa jour yBek Ha HuckoMm HuBoy. VHgekc DESI (Digital Economy
and Society Index je ceeodyxBaran anmar koju EBporcka Komucuja KOpucTn
3a Mepeme HallpeTKa Ap)KaBa WIAHMIA Y AUTUTAIHOj TpaHcopmammjn)
HOKa3yje fja colyuo-zeMorpadckyt pakTopy yTUdy Ha HUBOE AUTMTATHUX BEIITIHA.
Ha npumep, 71% mnapux (y3pacra 16-24 roguna), 79% ocoda ca Bucokum ¢op-
MaJIHUM 0dpa3oBamweM 1 77% CTy[eHaTa Majy OCHOBHe iuruTanHe BemryHe. Ha-
CYIPOT TOMe, caMo 35% ocoda ctapocTtu 55-74 ropuHa 1 29% ocoda ctapujux o, 75
TOAVIHA MIMajy OCHOBHE IUTUTA/THE BellITNHe.” BakKHO je HAIOMEHYTH [la OfpacTame
y AUTUTATHOM CBETY He 3HauMl HY)KHO JIa CTe JUTUTA/NHO nucMeHu. MebyHnapopHa

1 bojankundacina@gmail.com
2 <https://digital-strategy.ec.europa.eu/en/policies/desi>, npucrymnbeno 24. centemdpa 2024.
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CTy[Vja y4eHUKa OCMOT paspelia O PauyyHapCKoj ¥ MHGOPMAIVIOHOj IIMCMEHOCTI
(ICILS),’ xoja ce 3acHMBa Ha AVPEKTHOM TECTUPAIbY U NPOLEbYje IUPY CKYII Be-
mtyHa off nupekca DESI, nokasyje fa mmagu /pyay He pasBujajy coductunypane
BEeIITMHE CaMO TaKO WITO ofipacTajy kopucrehm purmramne ypebaje. bygyhuoct
pana he, kako npexsuba EBporncka kommcuja, 3axTeBary fia Benuka BehnHa 3aro-
CTIeHNX, 9ak 90%, dyzme AUTMTATHO MICMEHA.

[Ipema noganuma Penydmakor 3aBopja 3a craTucTuky,’ 3a 2023. roguny, 94,4%
rpabana y Cpduju nocegyje modunan tenedoH (momynanuja o 54 roguHe CKOpo
100%), 85,6% rpabana nma npuctyn nHTepHeTYy (deorpamcku pernoH 93,1%), kao
u ga 75,9% rpabana nocenyje pauynap. Tume je npesasuben npsonactamu nupop-
MaTMYKY ja3, ca modertka 21. Beka, koju ce popmmpao nsmMehy oHUX Koju mocenyjy
jemaH of IUTUTATHNX ypehaja ¥ MpUCTYII MHTEPHETY Y OHOCY Ha OHE KOju HeMajy
Ty MoryhHocT. Caza je moTpedHO pafiuTy Ha IpeBasUIKewy Apyror MHPopma-
TUYKOT ja3a, a TO je a CBYM KOPMCHMIM AMIUTANHUX ypebaja mocenyjy ajexsatHe
BEIITMHE 32 BUXOBO Kopuihemwe. TeXHOIOIIKe IIPOMeHe Koje ce YOp3aHOo OfiB1jajy
Off ipyTe AelieHuje 21. BeKa 3axBaTuIe Cy Benuky dpoj rpahana Koju ce ca ToM Bp-
CTOM 3Hama HICY CYyCpe/y y TOKY CBOT (pOpMasHOr 00pa3oBama I CaB/lajlaBarbe
CBMX MHOBAIIVja Ha TOM TI0JbY 3a VX IIpeficTaB/ba noTemkohy mim n3asos. C gpyre
cTpaHe, Miahe reHepaluje Koje yBelIMKO OApPACTajy ca HOBUM TE€XHOJIOTHjaMa, I10-
Pe OCHOBHOT 3Hamba O BIUXOBOM Kopuirhemy 1 MHGOPMUCAHOCTI O IPOMEHAMa,
BPJIO 4eCTO HICY YIIO3HATU Ca ONMACHOCTMMa (DurutanHa de3deqHOCT U Hacube)
u u3azoBuMa (MHpOpMIICame IyTeM APYUITBEHUX MpeXa) Koje HOBe TEXHOJIOTHje
HOCe ca codoM.

Jlanac ce TepMUH IMCMEHOCT OHOCK Ha ,,3Haibe, BEIITHHE M BPESHOCTHU KOje
HOjeAMHIy oMoryhaBajy KOHTPOJY COIICTBEHOT >KVMBOTAa Ha KBa/JIMTETaH HAYNH,
odaB/pame TpahaHCKMX AY>KHOCTM U pelllaBambe pasIMdMTHX NpodaeMa Ha IO-
CIy, y nopopuuy u gpyumrseroM >xusory yomure (Kymuh, Hypuh 2012: 89-97).
IIpe Tora u o pa3Boja HOBMX TE€XHOJIOTHMja IOf MUCMEHOIINy ce mofpasyMeBana
CIIOCOOHOCT UNMTama, NICaba U padyHama. YCIe[ pa3Boja TeXHOIOTMja JaHaC To-
BOPJMO O BUIIE PA3IMYUTUX BPCTA IMMCMEHOCTH, OMOMMOTeYKa MUCMEHOCT, VH-
dopMaloHa MICMEHOCT, MHGOPMATHYKaA MIN padyHapcKa MICMEHOCT, MefiMjcKa
MICMEHOCT, APYLITBEHa MUCMEHOCT, BU3ye/lHa MICMEHOCT, ¥ MICMEHOCT Ha KOjy
cMo ce GOKyCUpa y OKBUPY IIPOjeKTa — AUTMTATHA MICMEHOCT. YecTo ce cBe OBe

3 <https://www.iea.nl/studies/iea/icils/2018>, npucrymmbeno 3. okrodpa 2024.

4 Perrydnuuku 3aBoj| 32 CTaTUCTUKY. Yiloipeda uHHOPMAUUOHO-KOMYHUKAUUOHUX ilexHonoiuja y PeiySnuyu Cp-
duju, 2023: <https://publikacije.stat.gov.rs/G2023/Pdf/G202316018.pdf>, mpuctympsero 13. aBrycra 2024.
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HaBeJleHe MICMEHOCTH, HacTasle ca Kpaja 20. 1 movyeTkoM 21. Beka, odyxBaTajy u
TE€PMMHOM HOBA IMMCMEHOCT.

JluruTanHa MMCMEHOCT je CBeCT, CTaB U CHOCOOHOCT IIOjefjHalla [a Ha OAro-
Bapajyhu HauMH KOpPUCTU JUTUTA/NHE ajaTe U odjeKTe 3a MAeHTU(UKALN)Y, IIPK-
CTYII, yIIpaB/batbe, MUHTETPALIN]jY, IPOLEHY, AHA/IN3Y U CUHTE3Y JUTUTATHUX PeCyp-
Ca, KOHCTpyMCame HOBOT 3Halba, Kpeupame MEIMjCKMUX M3pasa M KOMYHMKALUjy
ca IpyruMa, y KOHTEKCTY KOHKpPEeTHe >KMBOTHE CUTYyaluje, Kako du ce omoryhmio
KOHCTPYKTMBHO IPYIITBEHO [ielI0Bambe M pasMUIIbabe 0 0BOM Iporecy (MapTus,
Ipybuenku 2006: 249-267).

Bepyjyhu y Ba)kHOCT furnTajHuX BeIITVHA 32 caBpeMeHe rpabaHe, Haml mpo-
jekar je dmo ycMmepeH Ha yHampebhemwe KoMmmeTeHIVja HedUMHUCAHUX y OKBUPY
DigComp 2.2. Opadpany cMo Tpu 00TacTi Koje CMO CMaTpaiu MOCedHO BpeJHNM
3a Hally aHaJIM3Y, jep CMaTPaMo Jia OHe JUPEKTHO yTUYY Ha KBa/JIUTET XKMBOTA I'pa-
bana y gurnramsaom fody, u To cy: nHGOpMaIIOHa MICMEHOCT, de30eTHOCT I pe-
IaBame npodaema.

DigComp 2.2 je HajHOBMja Bep3uja OKBMpA AUTUTATHUX KOMIIETEHIIMja 3a I'pa-
hane koju je passuma EBporcka kommcuja. OBaj OKBUP IIpefcTaB/ba CBeOdyxBa-
TaH CKyIl 3Hamba, BEIITMHA 1 CTABOBA KOji Cy MOTPedHM /byAMMa Jja OM ce CUTYp-
HO, KPUTUYKY ¥ e(PUKACHO KOPUCTUIN AUTUTATTHUM TexHonorujama. DigComp 2.2
IpYy>ka jaCHy CIMKY O TOMe IITa 3Ha4Yy OUTY AUIUTATHO KOMIIETEHTAH I IIOMaKe
HojefyHIIIMa, 0OpasOBHMM MHCTUTYLMjaMa M OpraHu3anyjamMa ia pasBujy cBoje
IVMTUTAJIHE BEIITHHE. Y OFHOCY Ha IpeTXonHe Bep3uje, DigComp 2.2 foHocu Bue
of1 250 HOBUX IIpMMepa 3Harba, BELITVHA I CTABOBA KOjI C€ OfHOCE Ha HOBE TEXHO-
JIoTHMje, Kao IITO je BeIITayKa MHTeUIeHIIja.”

YYEHWE KPO3 UTPY

ITopep rmaBHOT UM/ba IpojekTa yHampebemwa gurutante mucmeHoctu Mebhy of-
pacima Kpo3 MHOBATMBHM IIPUCTYII MIOAYYaBaby U ey Koju KOMOUHyje ere-
MEHTe UTPe Ca MHTePaKTVBHUM yUereM, Topef OAPaCNX, CTApUjIUX INLA, IW/bHA
rpyna mpojekra cy u ocode koje ce daBe hpopManmHOM U HepOPMATHOM eyKallVjoM
Ofipac/MX/CTapyjUX NULIA.

OdpasoBame ce cTamHO pasBuja, Tpakehu HoBe MeTofe 3a Behe aHraxoBame,
Ipe CBera y4eHMKa, 1 epUMKaCHUjUM Ha4MHOM CTUIlalba 3Hama. Y OBOj IOTpasy,

5 <https://joint-research-centre.ec.europa.eu/scientific-activities-z/education-and-training/digital-transforma-
tion-education/digital-competence-framework-citizens-digcomp/digcomp-framework_en>, npucrymmseso 10.
8.2024.
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ydeme 3aCHOBAaHO Ha y4ewy Kpo3 urpy (game-based learning) ce mojaBuio xao Mo-
haH anat, Koju KOPUCTM MOTMBAIVIOHE acClleKTe Urapa 3a CTBaparme AMHAMUYHUX
u epUKaCHUX UCKycTaBa yuema. OBaj MpMUCTYN TpaHCPOpMMIIIE IPOIieC yIema y
y3dympuBYy aBaHTYpy, oMoryhaBajyhm nojenuHuyMa na y>xuBajy JJOK CTUYY HOBe
BEIUTIHE VI 3Hawa. [JTaBHM NpodeMy caBpeMeHOr 0dpa3oBama OffHOCE e Ha He-
[IOCTaTaK aHTa)KOBaba I MOTMBAIMje YIeHMKA U CTyeHaTa 3a aKTUBHO yuemthe y
IpoIlecy y4ema. 300r Tora ce HACTAaBHUIIM TPYZe [ja HOBUM TeXHMKaMa M IPUCTY-
IMMa 13a30By aKTMBHOCT y4Y€HMKa I MOTUBMIIY VX 1a Y4ECTBYjy Y HACTaBI.

Yueme 3aCHOBaHO Ha UTPamby M UTPU MIMa KOpeHe Koju cexy fo 1950-mx u 1960-
uX, Kajja je Teoperndap odpasoBama JKan [Iujaxke moyeo jja mpoMoBulle TaKaBs
KoHLenT. IInjaykeoBa Teopyja KOTHUTUBHOI pa3Boja HaI/IAIllaBaja je BaXKHOCT aK-
TUBHOT y4e€rba, KOje je KacHMje II0CTaJI0 TEME/bHI IPUHIINII yYerba Kpo3 urpy. Ilo-
cedHO 3HauajaH yTHUIIAj Ha IIEPLENIIMjy UTapa KAa0 METO/A 3a YueHe MIMasa je KbUra
u Teopuja mosHaruja kao Tok (Flow) Muxapa Unkcentmuxasmpuja (beorpan: ®enon,
2017). AyTop je y CTyAuju [OLIA0 1O 3aK/by4YKa /1A je TOK YHUBEP3aJIHO UCKYCTBO,
CTame Koje HacTyIIa 1o, BeoMa IocedHMM ycnoBuma. HeomxopaH ycoB je fa ce
Ipej HaMa Ha/las! 13a30B KOjJ CTaB/ba Ha Mpody Hallle BEMITHHE M CHOCOOHOCTH,
IIpYU 4eMy Hallle BeIITUHe ¥ MOTYhHOCTM MOTY Jla OfTOBOpPE Ha OBaj 132308, TAYHUje
132308 I BEIITMHE MOPajy OUTH Y CK/Iafly M Ha BUCOKOM HuBOYy. OHI Mopajy moMe-
putny Haure rpanute (B. Yukcentmuxamu 2017).

[llesgeceTux ropyHa IPOUIJIOr BeKa aMepudYKa BOjCKa je pa3BUIa IpOrpamMe
odyKe 3aCHOBaHe Ha CUMY/IaLlUjy KOjU Cy IPUIIPpEMan BOjHMKE 3a CLieHapyuje U3
CTBApHOT >KMBOTA, IIITO je jeflaH Of IPBUX IIpMMepa IIpYMEHe yuerma Kpos urpy. Ty
Cy ¥ IPMMEPU Ha KOj! HAa4MH je OBaj IPMHLINII IPYMEIbEH KaJja je Y IUTamby y4ermbe
CTpaHNX je3UKa, IOy T allIMKalje 3a y4eme jesuka Duolingo v Babbel.

Urpe cumynanuje, momyt nomynapuux urapa The Sims n Civilization, mokasyjy
fia 3adaBa 1 yueme Mory uhu pyky nog pyky. Kpos cumynmpane akTMBHOCTH, UTpa-
4)l HEXOTHIIEe CTMYY 3Hama U3 pasINMINTUX 0d/IacTy, pas3Bujajyhm npurom BakHe
KOTHUTMBHE BewTyHe. OBU pe3y/ITaTi Cy NOocedHO 3aHMM/BUBIU C 003MPOM Ha TO
fla OBe UTpe HIUCY KpeupaHe C JUPeKTHOM 00pa3oBHOM HaMepoM. [lurnTanHe urpe
cy ce eTadnupaine Kao MohaH anaT 3a mpomoBucame rpabancke Hayke. Vrpe mo-
uyt Phylo, Eterna, Foldlt v Quantum Moves yCIIeITHO €KCIUIOATHUINY ITOTeHIIVjasl
crowdsourcinga Kako 81 ce agpecupany KOMIUIeKCHM HayyHy mpodnemu. OBe urpe
aHTAXYjy LIMPOKY IMyONMKY, Ipy>kajyhu MM OpuInKy fa akTMBHO y4ecTBYjy y Ha-
Y4YHOM IIPOLIECY M MCTOBPEMEHO Pa3BMjajy K/by4yHe BelITHHe 21. Beka.

VcTpaxuBama Koja Cy ce OfjBUjaja y PACIIOHy Off IIPETXONHNUX IABaJeceT TONMHA
Ha OBy TeMy NoTBphyjy ma murutanHe urpe y odpasoBamy He caMo ja mosehasajy
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MOTHMBALIMjy ¥ 3a[JOBO/BCTBO CTYAEHATa Beh 1 IOACTNYY BIXOBY aKTMBHY YK/byde-
HOCT y HacTaBy (B. bap 2018: 283-294; Mekdaprnen u ap. 2002; Braxonynoc, Makpn
2017: 1-33). [TocedHO cy 3aHMM/BMBY pe3y/NTaTH KOjU YKasyjy Ha TO Aa APYIITBEHA
MHTepaKI[Vja y BUIIE UTPAYKIM UTPaMa IIpefiCTaB/ba 3HaUajaH MOTUBALMOHM (GaKTOp.

Ydeme Kpo3 UTPy je TeXHUKA aKTMBHOT y4era Koja Kopucty urpe jga du nodosp-
IIasa Ipollec CTUIIAba 3Hamwa. IberoB b je fa yuecHMK Hay4m JJoK ce urpa. To ce
Moke mocTrhy Kpo3 urpe Koje HUCY AUTUTAIHE, YK/bYYyjyhu 1 fpylmITBeHe UTpe
(board games) xao n xkpo3 gururante urpe. [Tojam ydema Kpo3 UTpy ce 4ecTo Mela
ca rmojMoM rejMmdukanyje, Koju je IO3HAT Off paHMUje, AN je BaKHO PasINKOBaTA
oBa JiBa KoHIenTa. [ejMudukannja (gamification) je cTpareruja Koja KOPUCTY 3a-
daBHe 1 3aHMMJ/BJBE €/IeMEeHTe UT'Parba Y KOHTEKCTIIMA KOjU HICY UIPe, Kako Ou ce
nodospinano yuemhe n MoTusucano ofpeheno nonamame. Iejmudnkanmja kopuctn
[I3ajH ¥ MeXaHMKe Urapa, Kao IITO Cy delleBy, paHT JIICTe, IOSHN U Harpajie, Aa Ou
ce oxpadpuia akTMBHA MAPTULMIIALIMjA Y YYMHVIIY 3afaliy 3a0aBHMM U IPUjaTHUM.

Ydeme 3aCHOBaHO Ha UTpalby IIpeBas3yIa3y TPaAUIIOHaTHe 0dpa3oBHe IPaHN-
1ie, mpouMpyjyhn ce Ha JOXXMBOTHO yuere Kako Ou ce MOACTaKao CTATHU TNIHA
u mpodecroHaTHM pa3Boj. Vako je oBa MeTofla TOCEdHO KOPMCHA Y Pafy C [eloM
U CTYHEHTVMA, HheHa NPYMEH/BMBOCT CeXKe HajIeKO M3BaH TUX I'PyIa. YdUerme Kpo3
UTPY ce MOJKe YCIEIIHO IPYIMEHNTH Ha CBe Y3pacTe I CBe 0OIacTy 3Haba, Off OCHO-
Ba MICMEHOCTM [0 CTOXKEHMX HayIHMX KOHIemaTa. To yK/bydyje Mak/bMBO OCMM-
II/baBarbe aKTMBHOCTH yYera Koje KOPUCTe MHXePEHTHY IPUB/IAYHOCT ¥ CTPYKTY-
py urapa. Ydeme Kpo3 UIPy peBONYLVOHMIIE HAYMH Ha Koju yuumo. Kopucrehn
Moh mrapa, egykaTopy MOTY CTBOPUTM 3aHMM/bMBA U epMKACHA UCKYCTBA y4ema.
Kako TexHo/OTMja HacTaB/ba [ja ce pa3Buja TaKo X MOTYNHOCTY a/beT AM3ajHa OBe
BpCTe urapa 1ocTtajy codpuctuiupanuju u Heorpanndenn. llltaBuiue, mporpammn
AUTUTATHE IMICMEHOCTH 32 CTapyje 0code YecTo KOPNCTe yderme KPo3 UTPY Za Jie-
MICTUQNKYjy HOBE TEXHOJIOTH]je, YMHeNM NX IPUCTYIAuYHIjUM U JIAKIIUM 32 y4e-
e. OBaj XOMICTIYKM IPUCTYII IIOKa3yje CBeCTPAHOCT U e(PUKACHOCT yuerma Kpo3
UTPY Y HOAPLILM TOKMBOTHUM OOPa3OBHVM IIyTOBabMMA Y PA3INUUTIIM CTapo-
CHUM TpyTama.

Urpe y ocHOBM nMajy ofpeben nmpodiem, Koju nrpad Texxu ga peumt. bynyhu fa je
MOTMBJCAH IIOCTU3abeM LIM/ba, OH Y/IaXe TPYH U BpeMe KaKo Oy pelmo KOMIIIeK-
CHe 3aJlaTaKe, pa3Byjajynn IOTMKY, MEMOPHjY ¥ CTPATEIIKO Pa3MUII/babE, & Y UTPa-
Ma ca BUIlle UTpayva, pa3Bujajajy ce u ApymrseHe BemrtuHe ([InBer u gp. 2004: 116).

[Topepn cBUX NMOOpOjaHMX IPEJHOCTH KOje JJOHOCY y4ere Kpo3 UIPY, IOCTO-
je n moremkohe ca KojuMa ce MOXeTe CyCpecTu Ipy Kpenpamy urapa. Ha nmpsom
MECTY je 13a30B KaKO MMIIEMEHTVMPATI MaTepujas 3a y4erbe VIM Ha KOji HauMH
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U3MEpUTY 3Hame 13 HeKe 00/IacTyt Kpo3 UIPY, a [a Taj CETMEHT He HapyIIV CaM Me-
XaHM3aM UTpe 1 Jla CAMUM TYIM Y4MHY UTPY He3aHUM/BMBOM 3a ydecHuKe. Ha npy-
TOM MeCTY Cy pecypci, TocedHO aKo TOBOPMMO O Kpenpamwy JUTNTaTHIX Urapa Koje
HOApasyMeBajy HOTpedHO 3Habe 1 IPYMeHY IIporpaMa ia Ou ce Urpa yoIllliTe pea-
nM30Baa. Y HallleM CIy4ajy, y okBupy npojekra IVITVIBJIEH]I, mu cmo ce daBum
[M33ajHOM U OCMMIbaBameM urapa Ha tadmu (board games), mro je focra jemHo-
CTaBHMjU IIpOIIeC jep MOCTOje IIaTdopMe Koje y3 BpJIO jeTHOCTaBHY OOYKY U pe-
cypce oMmoryhaBajy kpenpame HaBe[leHVX Urapa I eJleMeHara y miuMa. KoHkpeTHo,
y OKBUPY IIpojeKTa cMo Kopuctynm miatrdopme nomyt Canva n Genially. Kao Tpeha
CTaBKa, MMIUIEMEHTALVjy y4eta KPo3 UIPY MOXKe YCIIOPUTY OTIIOP KOjI OMIa3N Of
HAaCTaBHOT 0cod/pa 11 caMux 00pa3oBHMX ycTaHOBA. OBaj OTIIOP je YecTo IMOoCIeyIa
He3Hamba 0 OBOj METO/V MY HEIOCTATKa [IOBepema Y IeHY ePeKTUBHOCT.

MPOJEKAT OUTHUBJTEH

Tporopuuimy npojekar, 3anoder y Mmapty 2022. 1 3aBpleH y aBrycty 2024. ro-
IVHe, , YHanpehemwe IUIMTaTHE MUCMEHOCTY OAPACIUX ITyTeM MHOBAaTUBHOT y4e-
a Kpo3 urpy” (,Improving Adult Digital Literacy Through Innovative Gamified
Blended Learning”), ca akpounmom IVITMIBJIEH], y xome je mopen budnuorexe
rpaga beorpaga ydecroBano jou meBeT ImapTHepa M3 ceflaM 3eMasba: RegioVision
GmbH Schwerin n Jugendkunst eV (Hemauxa), ilmiolavoro u CIAPE (Mranuja),
ALTUM (Jletonnja), Laois and Offaly Education and Training Board (Mpcka),
Institut Jozef Stefan (Cnosennja), Konya Il Milli Egitim (Typcka) u Decroly (IlIna-
Huja). [Ipojexar je peannsoBas je y okBupy Epacmyc+ nporpama, y odmactu ctpa-
TEIIKJX TAPTHEPCTaBa 3a 0dpa3oBame OJPaC/INX, a KOOPAMHATOP IpojeKTa je dua
HeMadka opranumsanuja RegioVision GmbH Schwerin.

v npojexra AVITVIBJIEH]I je 6mo fa pasBuje MHOBAaTUBHY METOAY IO yYaBa-
12 OCHOBHYVIX JIUTUTATHUX KOMIIETEHIIV]ja, IIOCeOHO YCMepeHY Ha IOjeMHIle KOju
Cy Mame CK/IOH! yCBajarby HOBMX TexXHojoryuja. KomOuHoBameM 00po mo3HaTux
elleMeHaTa rejMuuKanyje ca MVHTEPaKTVBHUM IIPYUCTYIIOM Y4YelY, IIONYT y4erha
KPO3 UTPY, XKe/lel CMO [ia CTBOPUMO jeINHCTBEHO 1 e(MKaCHO 0Opa3oBHO pellle-
me. C 003upoM Ha cBe Behy JUTUTATHM ja3 M CBe U3pAXKEHUjy MOTpedy 3a ANUIu-
TaJIHUM BeLITVHAaMa Y CBAaKOIHEBHOM >KMBOTY, Pe3y/ITaTy OBOT IIPOjeKTa MMajy 3a
Vb Ja IONIPMHECY CMambehy AUIUTATHE UCK/bY4eHOCTH, nocedHo Meby cTapujom
TIIOITy/IALIVjOM.

IIpojexTom cy odyxBahene Bemrtvae 13 Tpu (Of meT) 0d/1acTy KOMIIETEHIMja
pnoxymenTta EY DigComp 2.2 Koje cMO cMaTpajy pe/ieBaHTHUM U BPEIHVM 32 Hally
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HpoleHy: MH(OpMaIMOHa NIIUCMEHOCT, 0e30eHOCT 1 pelaBamwe mpodiaema. [Ipu-
IPEeMWIV CMO cajipyKaje 13 OBMX 0Q/IaCTy KOju CY IIOCTY>KIM/IM K0 OCHOBA 33 OCMI-
II/bEHE UTPe.

I[Tpojexar ce omBujao y Tpu dase, y mpBoj a3y cMo ce daBuUIM TUMe KaKo jja
OCHUTYPaMO Jja Halll efyKaTVBHM Iporpamu dyzy mTo epUKacHNj!, IPBO CMO XKe-
Jenu ga modujeMo jacHy CIMKy o mocTojeheM 3Hamwy HamMx KOpUCHMKA. 3d0r Tora
cMo pasBwm urpy Infinity.Net koja HaM je TIOMOITIA a UAEHTUDUKYjeMO HBIXOBe
jade u cnaduje cTpaHe y 0d/acTy JUTUTATHUX BELITHHA.

[Ipumapuu uws urpe Infinity. Net jecte f1a u3Mepy U Ofpefy HUBO 3Hama U3 -
TUTATHEe MMCMEHOCTH y4ecHNKa y urpu. OBa Urpa ykbydyje Tadmy, CKyIl IIpaBuIa
Yl HU3 NUTamba OPTaHM30BaHUX y TPU HUBOA TeXuHe. VIHCnupucaHa MOMyTapHUM
IpyWITBEHNM Mrpama monyT Monoiona, Infinity. Net je pasBujeHa Tako fia Urpadn
HaIlpenyjy OAroBapajyhm TayHo Ha Hu3 muTama. Tadma 3a urpy Infinity.Net je Bu-
3yeJIHO IIpefiCTaB/beHa Y OOMKY MaTeMaTi4yKor cumdorna 3a deckoHayHOCT. [lopen
IIPOLIeHE U CTHLIakha 3HaMa, Ba)KaH e/IEMEHT Ja OU OBaKBa BPCTa urpe duia ycIenrsa
jecTe ma mocenyje AMHAMMKY Koja he urpade ,,yByhu” y urpy, u Tome fompmHoce
nosba/eneMenT cpehe, Harpaje n KaxmaBama. BakaH elleMeHT KOji je JOIpIHEeO
Jia ce UTpa JoIaHe yIeCHUIMMA jecTe U Jia ce dpoj mosba Koju urpad Tpeda jja npebe
onpehnBao Ha OCHOBY dallama KOIKIIIE, OHOCHO UTPa je MMaJa eleMeHT HensBe-
cHocty u cpehe. KoHnenT u fuHaMuka oBe Urpe Cy MoCTaB/beHM y TAKMUIAPCKOM
CMepYy, TaKo Jia TOdeJHYUK II0CTaje OHaj Urpad KOjy IIPBYU OCBOjI OCaM II0/ba, U Y TOKY
UTpe UTPauN Cy yCMepeHH fla ce TAKMMYe jefHU NPOoTuB Apyrux. Hakon Tectupama
ode urpe, UTpauy Cy NOMyHaBaIu YIUTHUK KOjI je CTY>KMO 32 CYMMpame HhUXOBUX
MUIIJbeRba ¥ YTHCAKa O UTPaMa, Kao U 3allaXkarba I CyrecTuje Koje Cy JoIpUHee II0-
doplramy 1 dojbeM cariefaBamy pesy/nTara IpojeKTa, Tj. urapa. V3 gatux ogrosopa
KPO3 YIIMTHMKE Ce aJI0 3aK/byYMTH Jla C€ UTPadMMa CBUJE0 KOHIIEIIT Y KOME je jaCHO
d1o HarIaleH TaKMIYapCKI eJIEMEHT UTpe, LITO je duo crydaj ca urpom Infinity. Net.

Ykpartko, Infinity.Net je ny3ajHUpaH He caMO Kao ajaT 3a IpoLeHy Beh u xao
CPEACTBO 3a aHT'AKOBaIbe U 0dpa3oBame CTAPUjUX OPACIMX 0C0da y UTPUBOM U
NPUCTYIAYHOM OKpYXKemy. Vako je urpa mpe cBera HaMemeHa IPOLIEHM 3HAba,
Mopa ce IpUMeTHUTH Ja je TaHKa TpaHuIa n3Mehy mporneHe 1 yuerma. CBaka Ipolie-
Ha 3Hama je Takobe MCKYCTBO ydema, 1 0dpHyTO. Takobhe ce mokasasno ja ce Mopern
urpe Mo>ke KOPMCTUTHU U 32 IpyTe 0d/IacTy 3HamWa 1 Ja je UTpa MOJjeHAKO MHTe-
pecaHTHa CBMM I'eHepalyjaMa, I1a €y je napTHepu us Hemauke n Vpcke Kopuctuim
IPUINKOM y4Y€tba HEMAUKOT M €HITIECKOT je3MKa Y paZly ca MUTPAaHTMMA.

Y npyroj dpasunpojekra, HakoH urpe Infinity. Net, passunu cmo DigiUP urpy. Vrpa
je KoMOMHaIMja aHa/IOTHOT ¥ AMIUTA/IHOL, MIPa MOYNMEEe aHAJIOTHO ¥ MOCTENeHO
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VHTETPUILIEeMO OHJIAjH caip>kaj (KoMOMHOBaHO yuemwe) yrpagmoM QR koposa. Vrpa
je dasupaHa Ha IPUHLNITY escape room Urapa, Urpady Ipojase Kpo3 IecT coda y
kyhu, mpu yemy cBaka coda cafjp>Ku 4eTupH , TpagUIIOHa/IHA KOpaKa™ 1 jesaH pu-
HaJIHU ,,JUTUTAIHYU Kopak . Takobe, mocexyje Tpy HMBOA MUTamba, Ko 1 IpBa UIPa,
C TMM Jja Y OBOj UITPY CaM UTpad MO>Ke OMpaTyl TeXUHY UTamka U Y CK/IAly ca TUM
he ce y urpu xperaru ciopuje mm dpske. IlodegHuk urpe je oHaj urpad Koju IpBu
npobe cBe Kopake 1 cTurHe Ha 1[ywb. MehyTnM, 3a pasnuky of mpBe urpe oBje CMO
UMIUIEeMEHTHPANIM M eleMeHT y3ajaMHe nmomohu, ma cy 3axBapyjyhu momohHum
KapTaMa Urpady MOIJIM Jia IIOMOTHY jeHU APyTUMa y TOKY UTpe.

OBy urpy npaTtu 1 MaTepuja 3a y4eme KOjy ce Hajla3) Ha OHJIAjH ItaT(opmmu
(24 xapTe 3Hama) KOjI Ha jefHOCTaBaH, CAXXET Y MOIepaH HauMH UIpavy MOKYyIIaBa
ia IpUOIVKY jeSHy Off TeMa U3 TPV KOMIIeTeHIMje AUTUTaTHe MICMeHOCTH. Vako
4yTamkbe OBUX MaTepyjasa TOKOM UTpe Huje 0daBe3HO, UIpadyM ce TOACTUIY Ja UX
npoyde ko kyhe. OBakBMM IPUCTYIIOM Ce HAIJIAIIaBa JIa je UIpa Jeo Iper Ipo-
Ileca 3a yHanpeheme JUrNTaTHNX BELITYHA, aHTaXXyjyhy urpade Kpo3 KOMOMHOBa-
HI IpUCTYT y4ewy. OTyna, DigiUP je urpa nusajHupaHa fa KOMOMHYje TAKMUYerhe
u y4eme. 3a pas/uKy Off IpBe UIpe, OBa UI'Pa 3aXTeBa Jja MMare TpeHepa/Koop-
fuHatopa murpe Koju he yuecHuke Bogutu u ycMmepasaru. Vaxo je ynora TpeHepa/
KOOP/ITHATOpA HEOIIXO/IHA Y OBOM KOHIIEIITY, AMHAMMKA U (QIyNIHOCT UTrpe je j1o-
nje OllerheHa Off CTpaHe Y4eCHUKA Y OFHOCY Ha IpBy Urpy Infinity. Net, Koja Huje
3axTeBaja Ty yaory Beh je mrpaumma ocraB/basa BuIlle IIPOCTOpA 33 CAMOCTAIHO
yuemhe y urpu.

OHo je mTO je OMI0 KapaKTepUMCTUYHO M LITO Ce M3[BOjU/IO Kao MO3UTHBAH
elleMeHT y TOKy TecTMpama ode Urpe jecte MHTepakiuja usmMely nrpada u mro ce
CIIOHTAHO pa3BMjasia AUCKyCHja ¥ pasroBop uaMeby urpava, kao u fja Cy jeHu py-
TMMa JOJATHO II0jallllbaBa/il OArOBOpe Ha ofjpeheHa nurama.

Tpehu ucxop oBor npojexra jecte Boguu 3a egyxaiiiope Koju offpa>kaBa pe3yra-
Te U MICKYCTBA 3 IIpBe /iBe da3e IpojeKTa I pa3Bujama urapa. Boguu 3a egykaiiope
uMa 3a Iwb ja 0de3denn cBeodyxBaTaH OKBUP 3a pa3Boj U MIPUMEHY METOZA yde-
1Hha 3aCHOBAHMX Ha UTpaMa 3a yHampebeme aurutanHux BemTnHa Meby ompacin-
Ma. JleTa/bHO oIuCyje Kopake IIpefy3eTe y Kperpamwy M TeCTHpamy urapa, Hyfehn
YBIZ ¥ pasMeHY Hay4deHUX JIeKI[Vja ¥ IOofip)KaBa egyKaTrope, TpeHepe fa e(pUKacHO
KOPJCTe TpOlieHe 3aCHOBaHe Ha UTpaMa 1 KOMOMHOBaHe IIPICTYIIE YIeHYy.

C od3mpom fa ce odmact TexHONOrMja ¥ MHGOPMATUIKMX MHOBALMja pasByja
MHOTO dpyKe Hero 1ITO rpahaHn ycreBajy ja caBajajy u UCIpare Te MHOBaLje, paj
Ha JUTUTATHOj MICMeHOCTN 1 odyuu rpal)ana ce Hamehe Kao KOHTMHYMpaHM 3a/ia-
Tak. Kao npumep M0o>xeMO HaBeCTM pasBoj I aKTYeTHOCT BellTadyKe MHTeUIeHINje,
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4lje IIO3HaBame U ynorpeda MoTmaja moy AUruTanty mucMmenoct. [Ipojexkar IMT-
BJIEH]I je mokasao mga urpe Mory OuTy MOhaH ajar 3a y4yemwe I IPYIITBEHY UHKITY31-
jy. Kpo3 pasBoj u tectupame JpylmITBeHUX Urapa, Ipojekar je onpuHeo dobeM pa-
3yMeBamy KaKo yueme Kpo3 UTpy Moke ofcTahu akTUBHO yueme 1 capafmwy Mebhy
yuyecauyuma. Vnosatusnoct JVIVIB/IEH]] npojekTa ornemana ce M y HberoBoM
MYITUAVCIUIDIVHAPHOM NIpUCTYIy. [TapTHepy 13 pa3nmunTix ceKTopa, off 00paso-
Balba ¥ Ky/IType [0 IPUBPEJE, IOHEN CY CBOje jeINHCTBEHE eKCIIEPT3€ Y CTBOPU/IN
CHHEprujy Koja je omoryhmmaa pasBoj ¢excuOMIHOT Mofieia KOMOMHOBAHOT y4eba.
ITopen maper adpupmicama MeTOfe y4emba Kpo3 UTPY, paj] Ha IIPOjeKTy je omoryhuo
U CBMM ITApTHEPCKMM OpTaHNM3alMjaMa ieTa/bHje yIIO3HaBambe Ca JaTOM METOJOM I
beHY Jja/by IpuMeny. budnnoreka rpasa beorpaza je samodena HoBu Epacmyc+ npo-
jexat (News Literacy on Board) xoju ce daBy HOBUHCKOM IMCMeHOIIhy KpO3 IIpUMeHy
METOJja Y4erba Kpo3 UTpy.

PesynraTu mpojekta oTBapajy IyT 3a fa/ba MICTPaKMBamba y 001acT! y4erha Kpo3
UTPY U IETOBOT YTHUIaja HA pa3/IM4NTe ACIEKTe JbyACKOT 3Haba.
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Bojan Kudacina

DIGITAL LITERACY AND GAME-BASED LEARNING - THE DIGIBLEND
PROJECT

Summary

The DIGIBLEND project sought to improve adult digital literacy using innovative,
game-based learning methods. Namely, two board games, Infinity.Net and DigiUP,
were created, blending analogue and digital elements to evaluate and enhance partic-
ipants’ digital abilities. Game-based learning proved to be a highly effective approach
for engaging and educating a broad range of people, especially older adults. A compre-
hensive Educators’ Guide was also developed as part of the project, offering detailed
instructions for implementing game-based learning techniques. This guide supports
educators in creating effective programs to boost digital skills among adults. The find-
ings of the DIGIBLEND project open up new avenues for research into game-based
learning and its influence on various aspects of human knowledge.

Keywords: digital literacy, game-based learning, Erasmus+ project
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