PE3IOMETA HA NYB/IMKALUUTE
HA aou,. a-p F'eorrn TEOXAPOB TYNAPOB,
KAHAWOATCTBALL, B KOHKYPC 3A 3SAEMAHE HA AKALLEMUWYHA A/TbXXHOCT
,,MIPO®ECOP* B MH 4.6 ,, UHOOPMATUKA U KOMMIOTbPHU HAYKU,
OBHAPO/BAH B " [IbPXABEH BECTHUK" BP. 23 07 19.3.2021 .

No

Ny6nnkaumna

(r7.1) Tuparov, G., Tuparova, D., Zafirova, I., (2009), The "jigsaw" collaborative method
in e-learning environment Moodle, In: ACM International Conference Proceeding Series,
433, pp. IV.71-1V.76., ISBN: 978-1-60558-986-2, DOI:10.1145/1731740.1731823,

Scopus SJR (2020) = 0.18

B cratmaTa e npeacTaBeHa peanusauMAaTa Ha YCTOMYMBO MMKPOPA3LIMPEHMEe Ha
dYHKUMOHA/IHOCTTA Ha CUCTEMATA 33 eJIEKTPOHHO obydyeHune ¢ oTBopeH Ko - Moodle 3a
opraHu3MpaHe U NPUAOKEHNE HA MeToAa 3a CbBMECTHO yyeHe ,Mnna“. PaswmnpeHneTo e
cucteMHo-cneunduyHo n e paspaboTeHo B CbOTBETCTBME C opuUMaNHUTE NpaBuaa 3a
paswupeHne ¢yHKUMOHaNHOCTTa Ha Moodle. Pa3paboTeH e KoHUenTyaneH mMoAen Ha
610Ka, BKAOYBALL NEAarorMyeckM WM OPraHM3aUMOHHU XapaKTEPUCTMKM Ha MeToaa
,mna“. HanpaBeHa e moauduKaums Ha metoga. OnucaHa e peasnMsMpaHaTa
MmogumduKauma Ha 6asaTa OoT gaHHM B cucTemaTa Moodle, ¢ ornea peanusayumata Ha
KOHUEenTyanHma mogen. MNpeacraBeHn ca GyHKUMOHANHOCTUTE U MHTepdelica Ha 610Ka,
peanusMpall, MeToaa 3a CbBMeCTHO yyeHe ,,Muna“.

(r7.2) Tuparova D., G. Tuparov, Management of students' participation in e-learning
collaborative activities (2010) Procedia - Social and Behavioral Sciences, 2 (2), pp. 4757-
4762. DOI: 10.1016/j.sbspro.2010.03.764 ISSN: 18770428,

Scopus, SIR=0,222, Web of Science W0S:000282002804123

B cTtatvMATa ca aHanusMpaHu ¢yHKUMOHANHOCTUTE 33 peanusauma Ha CbBMECTHU
NeNHOCTM B YETUPU CUCTEMM 33 €N1eKTPOHHO obyyeHune — aTutor, Claroline, llias n Moodle.
AKLEHTBbT € BbpPXy MNOJly4eHUTe pe3ynTaTh OT MUIOTHO TecTBaHe Ha 6noka ,[luna“sa
rpynupaHe Ha obyyaemum B Moodle, 6a3unpan Ha npeactaseHata B 1. (I'7.1) peanmsaumns Ha
MWKpOpasWwnpeHme Ha  ¢yHKUMOHANHOCTTAa. HanpaBeHo e npeacTaBAHe Ha
bYHKUMOHANHOCTUTE Ha 6/710Ka U KOHUENTyanHMA MOAen Ha moAuduKauma Ha meToada
,MMna“. B NMN0THOTO M3cnepBaHe ca y4acTBaanm 26 CTyAEeHTH, C KOUTO e TecTBaH 6/10Ka
,Mna“. 3a ycTaHoBABaHe Ha MHEHMETO Ha TecTBawuTe CTyAEeHTU e pa3paboTeH
BbMNPOCHUK C 9 BbMpOCa C MET CTEeMEeHHA /NIMKepToBa CKana. YcTaHoBu ce, ye 80% oT
CTyAEeHTUTE 6Mxa U3Nos3Baan npeasioxkeHunsa 610K 3a rpynosa pabota B Moodle.

(r7.3) Tuparova, D., Tuparov, G. Implementation of blended learning scenarios for
training of school teachers (2011) 2011 14th International Conference on Interactive
Collaborative Learning, ICL 2011 - 11th International Conference Virtual University,
VU'11, art. no. 6059592, pp. 285-289. DOI: 10.1109/1CL.2011.6059592,

Scopus, SJIR=0,128, Web of Science W0S:000303452100054

B cTaTuaTa e HanpaBeH CPaBHWUTENEH aHa/M3 Ha YETUMPU PA3IMYHKU CLeHapua 3a
M3N0/13BaHe Ha TEXHOJIOTMYHWU KOMMOHEHTU B Cpeaa 3a eNeKTPOHHO obyyeHne Moodle.
CueHapuunTte ca 6asmpaHM Ha pa3paboTeHUTe Mo MOe PbKOBOACTBO KOHUENTyaNeH
moaen u paswupeHne Ha Moodle 3a rpynupaHe Ha obydyaemm no metoga ,llmna“
(“Jigsaw”) n wu3nonsBaHe Ha MWHTepakTMBHM SCORM y4yebHM OBEKTW, BKAOYBALLM
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AEMOHCTPALUUKN, CUMYAUMKM Ha paboTa B peasHa CMCTeMa 33 €/NEeKTPOHHO oby4yeHue,
NPoBEpPKa M OLEHKA Ha 3HaHWA UM YyMeHuAa. M3cnenBaHeTo MNOKasBa, 4Ye BbpXy
No/1I3BaeMOCTTa (NecHo ycBosBaHe) Ha MHTepdeica Ha cUCTEMA 33 €IEKTPOHHO 0byyeHne
B ponATa Ha notpebuten oT TMN ,npenogasaTten”, CbUWECTBEHO B/IMAHWE OKa3Ba
npeaBapuUTeENHUAT ONUT Ha NoTpebuTens Kato ,,0bydyaem”.

(r7.4) Tuparova D., G. Tuparov, A. Tsarnakova, Using interactive simulation-based
learning objects in introductory course of programming, Procedia - Social and Behavioral
Sciences, Volume 46, Pages: 2276-2280, Elsevier, 2012, ISSN: 1877-0428,

Web of Science, W0S:000314465902078

PaspaboTeHu ca ABa MHTEPAKTUBHU CUMYNALMOHHN OBEKTM 33 Ha4Ya/IHO M3yYaBaHe Ha
Pa3K/JOHEHW U UMKANYHWU aNrOPUTMM C M3MON3BAHE HA HAMB/IHO BbHLIHM 33 cUCTeMaTa 3a
€/1eKTPOHHO 0byYyeHne yCTOMYMBM MUKpOpaspaswmnpeHna. OnucaHa e CTPyKTypaTa Ha
nHTepdenca Ha CUMYNALMOHHUTE 0DEKTU, KOATO e NpoeKTUpaHa M paspaboTeHa cnep,
npoyyBaHe M aHaAM3 Ha CblUECcTBYBAlM peleHna U CcpeactBa 3a paspaboTka.
MpeacraBeHUTe CUMYNALMOHHU 0B6EKTU ca U3cnesBaHM 3a N03BAEMOCT U NONIE3HOCT Ypes
eMNUPUYHO TecTBaHe C KpalHM noTpebutenn — CTYAEeHTM NbPBOKYPCHULM MO
nHdopmaTMKa. PaspaboTeH e BBMNPOCHMK 3a OLEHKA Ha MNON3BAeMOCTTa Ha ABeTe
cumynaumu. MpeactaBeHn ca pes3ynTaTv oT U3cnesBaHe Ha NOA3BAaeMOCTTa Ha PUHANHUTE
BEPCUM Ha CMMyauuunTe.

(r7.5) Tuparova D., G. Tuparov, V. Jordanov, Teaching sorting and searching algorithms
trough simulation based learning objects in introductory programming course, Procedia -
Social and Behavioral Sciences, Volume, 116, Pages: 2962-2966, Elsevier, 2014,

DOI: 10.1016/j.sbspro.2014.01.688, ISSN: 1877-0428,

Web of Science, W0S:000335471203013

B cTtaTnaTa e npeacTaBeH NpoLec Ha paspaboTBaHe U U3MNON3BaHE Ha 6 MHTEPAKTUBHMU
CUMYNALMOHHM 06€EKTH, pa3paboTeHn KaTo YyCTOMYMBU MUKPOPA3LLMPEHUS C U3MN0/3BaHe
Ha ctaHaapTa SCORM, 3a Haya/HO M3y4YaBaHe Ha METOAM 33 TbpPCEHE U COpPTMPAHe B
macuB. Ha 6a3ata Ha Npoy4YBaHe Ha CbLLECTBYBALLM PELUEHMA M aHA/M3 Ha npobiemu B
obyyeHMeTO No nporpamupaHe Ha HayuHaewwu, ca QGOPMY/IMPAHU M3UCKBAHMA 3a
pa3paboTka Ha WHTEPAKTUBHUTE CUMYIAUMM C OFNe[, OCUTYpsABaHE Ha TAXHATa
Nos3BaemocCT M yctoihumeocT. ONMcaHu ca npoueaypy 3a TecTBaHe W M3MNO0JI3BaHe Ha
cumynaummTe. lMpeacraBeHM ca pesynTatM OT M3cneABaHe Ha Mo/s3BaemMocTTa Ha
bUHaNHMUTE BEPCUKN HA CUMynauumuTe.

(r7.6) Tuparov, G., Kostadinova, H., Tuparova, D., Raykova, M., Approaches for
competencies assessment in open source e-learning environments (2014) IEEE Global
Engineering Education Conference, EDUCON, art. no. 6826143, pp. 529-532. DOI:
10.1109/EDUCON.2014.6826143, ISSN: 21659559, ISBN: 9781479931910,

Web of Science W0S:000343764100086, Scopus SJIR 0.212, IEEE

HanpaseH e cpaBHUTENEH aHAM3 Ha GYHKLMOHANHOCTU HA 6 CUCTEMM 3@ €/IEKTPOHHO
obyyeHMe C OTBOPEH KO4, CBbP3aHM C OLEHKA Ha KomneTteHTHocTu - Atutor, Claroline,
ILIAS, Moodle, Olat 1 Sakai. PaspaboTeHaTa pamKa 3a CpaBHsiBaHe, e OasupaHa Ha
cnegHute dyHKUMOHanHoOcTM: A) OCHOBHM BBH3MOXHOCTM 3a MPOBEPKA U OLUEHKa; b)
Bb3moXKHOCTM 3a geduHUpaHe M pa3paboTBaHe Ha Npodua Ha KOMMNETEHUMMUTE Ha
notpebutena; B) 3apaBaHe Ha uenn Ha obyyeHue, CBbP3aHU C KomneTeHuwute; T)
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N3paBaHe Ha ceptuduKaTt; [) MNopabplkaHe Ha cTaHAApTM wuam cneunduKauum 3a
KOMMNETEHLMN.

AHann3npaHu ca Bb3MOXKHOCTUTE 3a paslumnpaBaHe Ha GYHKLMOHAHOCTUTE 33 OLEHKa
Ha KOMMETEHTHOCTM B CUCTEMMW 33 €/IEKTPOHHO 0by4yeHme ¢ oTBOpPeH Koa. MNpeanoxeH e
MoZAen 3a paswupaBaHe Ha PyHKUMOHANHOCTUTE 33 OUEHKa Ha KomneTeHumn B Moodle
ypes agantupaHe gemHoctute ,Yukn“ u ,dopym”.

(r7.7) Tuparova, D., Goranova, E., Voinohovska, V., Asenova, P, Tuparov, G.,
Gyudzhenov, I., Teachers' Attitudes Towards The Use Of E-Assessment - Results From A
Survey In Bulgaria. Procedia Social and Behavioral Sciences, Vol. 191, pp. 2236-2240,
DOI: 10.1016/j.sbspro.2015.04.493, ISSN: 1877-0428,

Web of Science W0S:000380560300390

HanpaBeHOo e npoy4yBaHe Ha CbCTOAHMETO U HEOBXOAMMOCTTA OT WM3MON3BaHe Ha
pPasfINYHN TEXHONOTUYHKU CpeacTBa 3a NPOBEpPKa M OLEHKa Ha KoMneTeHuuu C uen
pa3paboTBaHe Ha afleKBaTHU KOMMNOHEHTU Ha CPeAn 3a e/IeEKTPOHHO 0byyeHMe 3a OLEHKa
Ha KomneTeHuuu. NpoyyeHO e MHeHWeTo Ha 255 yuntenu oT pasUYHM PeruoHn Ha
Bbarapua n npenogasallm pasnnyHu npeameTu. PaspaboTeH e BbNPOCHMK C TPU OCHOBHU
rpynu Bbnpocu: npodun Ha n3cne[BaHuUTe ANLA; U3MOA3BaHN U NPeANOYUTaHN METOAN 33
OLLeHKa: TeCToBe, MPaKTUYECKM 334a4un, NPOEKTU, AUCKYCUU, UTPU, CUTYALMOHEH MeTos,
caMooLeHABaHe, oOuUeHsBaHe OT cbyyeHnum, Metog 360 rpaagyca, [NopTtdonuno;
N3MON3BaHU U NPeanoYMTaHM TEXHONOTUMYHM CPeaCTBa: KOMMNIOTbPHO 6asnpaHu TecToBe,
KOMMIOTbPHM CUMyaLmMKn, NpeacTaBAHe 1 pellaBaHe Ha 334a4uM B peasiHa cpefa, cpeaa 3a
€NIeKTPOHHO 0by4yeHue, e-MopTdonno, cuctema 3a ynpasBiAeHWE HA E1eKTPOHHO
noptdonno, AuckycnoneH popym, 6nor, Wiki, cuctema 3a coBmectHa pabota. MpunoxeHu
Ca HenmapameTpuyHW CTaTUCTMYECKU meToau. M3cneaBaHO e  CbCTOAHMETO M
NpeanoYnTaHnATa Ha y4yuTennTe no pPasiMyHM y4yebHM npeameTn. Pesyntatute
NOTBbPKAABAT HeobxoAMMOCTTA OT Cb3ZaBaHe M MNOMNyAApU3MpPaHe Ha MHOBATUBHMU
CpeAcTBa 3a OLLeHKa HAa KoMNeTeHUMN 1 0byyeHre Ha noTpebutenunte 3a NpuaaraHeTo um,
KOeTO /IOTMYHO BOAM KbM HeobxogMmocTTa OT uaeHTuduumpaHe Ha Heobxoanumute
AONMbAHUTENHN QYHKLMOHANHOCTU Ha CUCTEMUTE 33 €IEKTPOHHO 0b6y4YeHne U HamupaHe
Ha yCTOMYMBM NOAXOAM 32 TAXHATA peannsaums.

(r7.8) Tuparov, G., Alsabri, A. A. A., & Tuparova, D. (2015). Students' readiness for
mobile learning in republic of Yemen - A pilot study. Proceedings of 2015 International
Conference on Interactive Mobile Communication Technologies and Learning, IMCL
2015, pp. 190-194, IEEE Xplore Digital Library, Electronic ISBN: 978-1-4673-8243-4,
DOI:10.1109/IMCTL.2015.7359584, Scopus, SJIR=0,173

B cTtatmATa ca npeacraBeHW pe3ynTaty OT NPOBEeAEHO MPOyYBaHE HA FOTOBHOCTTA Ha
NnoTeHUMaNHMN NOTPebUTEeNN Ha KypcoBe 3a MOOBUIHO 0By4yeHNe — CTYAEHTU OT Pas3IMYHU
cneuuManHocT B yHMBepcuTeTH B Penybinka MemeH. 3a HyxauTe Ha M3cnenBaHeTo e
pa3paboTeH 1 BanManpaH BbNPOCHMK € 85 BbnNpoca, pasnpeseneHn B HETUPU KaTeropum:
A) Npodwnn Ha noTeHUManHUTe noTpebutenu; b) ManonssaHe Ha KOMMIOTPU U UHTEPHET 33
paboTta M ydyeHe; B) MpeaHasHayeHMe M YecToTa Ha WM3NON3BAHETO Ha cmapTooH; T)
MN3nonssaHe Ha cmapTdoH B o0bpasoBaTenHMAa npouec. BbNpOCHWKBLT U oTAenHUTe
KaTeropmMm ca u3ciedBaHW 3a BbTPElHa cbrnacysaHocT. lMpunosxkeH e x> TecT 3a
CpaBHABAHE Ha OTHOCUMTENHW pAnose. Pe3yntatute OT M3cnepBaHeTO MNOKA3BaT, ye
CTYAEHTUTE N3N0/3BAT aKTUBHO MOBUNHU TenePpoHU 3a eXKegHEBHU AENHOCTUN, HO He U 3a
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yyebHn uenn. W3cnepBaHute noTpebuTENN MMAT MONOMKUTENHO OTHOWEHME KbM
M3MON3BAHETO Ha MOOUNHO 06yyeHWe, HO YyHMBEpPCUTETUTE (KbM MOMEHTA Ha
NPOBEKAAHETO Ha U3CNeABAHETO) HEe NPEeAOCTaBAT AOCTAaTbYHO PECYPCU 33 €/IEKTPOHHO U
MobunHo obyuyeHune.

3abenexkKa. Te3n pe3yntatM ca OCHOBaHWe 3a paspaboTBaHe M anpobupaHe B
nocneacTeve Ha Mogen 3a MobunHo obyyeHue B Penybnunka MemeH.

(r7.9) Tuparova, D., Al-Sabri, A.R., Tuparov, G., Mobile Device or Personal Computer for
Online Learning — Students’ Satisfaction in Yemeni Universities. (2018) In: Auer M.,
Guralnick D., Simonics I. (eds) Teaching and Learning in a Digital World. ICL 2017.
Advances in Intelligent Systems and Computing, vol 715. pp 383-389, Springer, Cham,
On-line ISBN 978-3-319-73210-7, DOI 10.1007/978-3-319-73210-7_46,

ISSN: 21945357, ISBN: 9783319732091, Scopus, SJR=0,17

MpeacTaBeHW ca pesynTaTm oT eMNUPUYHO M3CNe[BaHe HA MNON3BAaEMOCT Ha Kypc 3a
MOBUNHO obyyeHue, OpraHM3MpaH U peanusmpaH B YCOBUA Ha BOEHEH KOHOAUKT B
penybnavka MemeH. B peauua passumBally ce CTPaHM AOCTbABLT [0 MHTEPHeT npes
MOBUWNHKN YCTPOMCTBA € MO-NeCeH M NPeAnoYMTaH, OTKOIKOTO Ypes HACTO/eH KOMMIOTBP.
3a peanusunpaHe Ha U3cnenBaHeToO e pa3paboTeH KOHKpPeTeH BBbMNPOCHMK, Ypes KOUTO ce
NPaBu OLLEHKa Ha NpeasIoXKeHUa MoAeN Ha Kypc C afanTupall, ce KbmM YCTPOWCTBOTO Ha
noTpebutena ausaviH (responsive pgusaiiH). [peactaBeHa e MeTodosiorMATa  Ha
n3cnenBaHeTo, BKIOYBALLA M360p Ha cpena v cpencTBa 3a pa3paboTKa, opraHnsauma Ha
Kypca B cMCTeMaTa 3a eNeKTPOHHO obyyeHue. MPUNoKEeHO e OTAANeYeHO TecTBaHe Ha
Kypca OT KpaliHUTe noTpebutenu - 72 cTyaeHTU MO KOMMIOTbPHM HaYKK OT YHUBEPCUTETH
B Penybnnka MemeH u u3cnessaHe Ha MOM3BaeMOCTTa 4pe3 OHMAWH BbMPOCHUK.
MN3cnepBaHa e non3BaemMocTTa MO MOCOKa Ha yAOBNETBOPEHOCT Ha noTpebutenute —
CTYAEHTU NPY U3MNOA3BAHETO Ha Kypca C Pas/IMYyHM KpaliHKU YCTPOICTBA, rpaduyeH aAm3aiiH
M MON3BAEMOCT M AOCTLIMHOCT Ha OTAE/IHN KOMMOHEHTHU Ha Kypca — CbAbpKaHUe, TecToBe
cuMmynaumun. Pa3paboTeHUAT U M3N0/13BaH MHCTPYMEHTAapPUYM € U3CneaBaH 3a BbTpelHa
cbrnacyBaHocT. MPUIOXKEHN ca HenapameTpUuHWM CTaTUCTUYECKM meToau. OCHOBHUTE
pe3ynTaTM OT aHa/M3a Ha NON3BAEMOCTTa MOKAa3BaT, Ye CTyAeHTUTe: npegnoymTtaT aa
M3MON3BaT 33 AOCTbM A0 Kypca CMApTOOH, KOMMIOTbP, MeYyaTHU maTepuanu; npu
M3MON3BaHe Ha Kypca CbC CMapTOH NpeanoyYnTaHmaTa ca KbM pecypcu B pdf dopmat m
Buaeoknunose. MNpu pabota cbC cmMapTPOH MMa 3aTPyAHEHMA C M3MNOJI3BAHETO Ha
CUMYNAUMOHHUTE ynpaxKHeHus. M3BoguTe OT aHanAu3a Ha Mo/3BaemMoCTTa Ha Kypca
Haco4yBaT paspaboTunumuTe Ha KypcoBe 3a MOBUAHO obyyeHWe Kbm NpeaocTaBsHe Ha
CbAbp)KaHMe B pasHoobpasHM ¢opmaTv, HO peayumpaHe Ha HenpeanoyYuTaHuTe
bopmaTtu: yebcTpaHUUM, MHTErPUPAHN B KYPCa WM TEKCTOBU AOKYMEHTHU.

10.

(r7.10) Tuparov, G., Keremedchiev, D., Tuparova, D., Stoyanova, M. (2018)
Gamification and educational computer games in open source learning management
systems as a part of assessment, In: 17th International Conference on Information
Technology Based Higher Education and Training, ITHET 2018, art. no. 8424768, pp.1-5,
IEEE Xplore Digital Library, Electronic ISBN: 978-1-5386-4623-6,

DOI: 10.1109/ITHET.2018.8424768, Scopus SJR(2020)=0.19

AHanusunpaHu ca aeduHUUMK 33 UrpoBM3aLMA, 0OPA30BATEIHN KOMMIOTbPHU UTpH,
€N1eKTPOHHO 0Oy4YeHWe, NpoBepKa M CaMoOMNpPOBEPKA, CTAaHAAPTU M cneunduKkaumm 3a
€NeKTPOHHO 0by4yeHue. PaspaboTeHa e pamKa 3a UAeHTUGMUMpPaHE U pean3npaHe Ha
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GYHKUMOHANHOCTM Ha CUCTEMW 33 €/1eKTPOHHO obyyeHne C OTBOPEH KOA, CBbP3aHu C
nrposmsauma (gamification) n HacoyeHM Kbm OLEHABAHE M CAMOOLLEHABAHE Ha 0byYaemu.
PamkaTa nma gBa B3aMMHO CBbp3aHM acnekTa Ha GYHKLUMOHANHOCTUTE: Neaarornyecku,
Haco4YeH KbM peannsauma Ha UrPOBU eNeMeHTU, Knacnpukauma Ha GyHKLMOHANHOCTUTE
OT rneAHa TOYKa Ha BUAOBETe NpoBepka U obema Ha peanm3auma Ha GyHKLMOHANHOCTTA;
TEXHONOTMYHM, CBBP3aHN CbC CUCTEMHA MHTErpauMa Ha UrpoBM eNieMeHTM B cpeda 3a
€/1eKTPOHHO 0byYeHMe, MHTErpUpaHe Ha cneunduyHm paswmpenuns — gobasku (plugins) u
MOZYNN 33 UIPOBU €1EMEHTU U KOMMIOTbPHM UIPM M U3NON3BAHE Ha CTAHZAPTM 3a
pa3swmpasaHe Ha GYHKLMOHANHOCTM 3a urposusauma — SCORM, LTI, xApi. Ha ocHoBaTa Ha
npeanoxeHaTa paMKa ca aHa/IM3NPaHN Bb3MOXKHOCTUTE 33 peasn3auma Ha UrpoBmnsaLma
B Moodle. HanpaBeHM ca u3BOAM 33 OrpaHUYEHMATA Ha HAKOM OT MoAxoAuTe npu
peanus3auma Ha [ONbAHUTENHU (PYHKUMOHANHOCTM 32 WUrpoBM3aLMA B CUCTEMMUTE 3a
€/1eKTPOHHO 0byyeHue.

11.

(r7.11) Tuparov G., D. Tuparova, Approaches for integration of educational computer
games in e-learning environments, 2018 41st International Convention on Information
and Communication Technology, Electronics and Microelectronics (MIPRO), Opatija,
Croatia, 2018, pp. 0772-0776, IEEE Xplore Digital Library, CD-ROM ISBN: 978-953-233-
097-7, DOI: 10.23919/MIPR0.2018.8400143, Scopus SJR(2020) = 0.23

B cratMATa e npeactaBeHa pamMKa 3a WMHTErpMpaHe Ha WrpoBM €NeMeHTU U
obpasoBaTenHM UrpM B CUCTEMM 3@ €/IeKTPOHHO o0byyeHue. Pamkata BK/O4YBA
GYHKLMOHANHOCTK, NpeaoCcTaBAHM OT cucTemaTa 3a e-obydyeHme Kato — 6a4K0Be, TOUKM,
HMBA M PEWUTUHT; cneunduryHK paswmpeHns ypes moaynu, gobaska (plugin) v ap.;
paswnpeHns 6asmpaHnM Ha CTAHZAPTM 3@ O0OMeH Ha MHpopmauusa mexagy cpeau 3a
€/1eKTPOHHO 06yYeHune n apyrn npunoxeHus. Ha 6asata Ha Tasm pamKa ca aHaNM3MpaHu
N cpaBHEHU OYHKUMOHANHOCTUTE Ha CUCTEMMUTE 33 e/IeKTPOHHO 0byyeHune - Moodle,
ATutor u ILIAS. MpeactaBeHn ca NpUMepU 3a MHTErpupaHe Ha obpas3oBaTe/HU UTPU U
urposun enemeHTn B Moodle, pazpaboteHn kato SCORM nakeTtu.

12.

(r7.12) Tuparova, D., Tuparov, G., Veleva, V., & Nikolova, E. “Educational computer
games and gamification in informatics and information technology education —
Teachers’ points of view,” 2018 41st International Convention on Information and
Communication Technology, Electronics and Microelectronics (MIPRO), Opatija, Croatia,
2018, IEEE Xplore Digital Library, pp. 0766-0771. CD-ROM ISBN: 978-953-233-097-7, doi:
10.23919/MIPR0.2018.8400142, Scopus SJR(2020) = 0.23

HanpaseHO e npoyyBaHe Ha NpeanoyYMTaHMATA 33 M3Non3BaHe Ha obpasoBaTesiHu
KOMMNIOTbPHMU UFPU U UFPOBM €/1eEMEHTM OT Knaca notpebutenn — yuyutenn no
nHdopmatmka n UT. UscnepsaHeTo e HanpaseHo ¢ 304 notpebutenn — yuutenm no
pa3nnYHKU yuebHM NpegmeTH, B CTaTUATA Ca NpeaCTaBeHWN pPe3ynTaTh OT aHKEeTUPAHETO Ha
97 yuutenn no uHdbopmatuKka m WUT. U3cnepBaHeTo e HeobxoaAMmMoO 3a cneagallo
NPOeKTUpaHe HA NON3BaeMOCT HAa 0bpas3oBaTeNHM KOMMIOTbPHU UIPU U UTPOBU3ALLUSA,
CBbP3aHu € 0byyeHneTo No nHbopmaTtmka u UT 1 oueHKa 3a NPUIOKMMOCT Ha NoAXoAUTE
33 YCTOMYMBO MUKPOPA3LINPEHNE HA CUCTEMUTE 33 EIEKTPOHHO 0ByYeHUe Mo OTHOLWEHNE
Ha Non3BaemocTTa. B ctatmaTa e NpeacTaBeH aHa/AU3 Ha pe3ynTaTtuTe OT eMNUPUYHOTO
npoy4yBaHe Ha BbNPOCUTE, CBbP3aHM C MOTPEOUTENCKUTE OYaKBaHMA, ePEKTUBHOCT U
nones3HOCT Ha o06pa3oBaTenHM KOMMIOTbPHU WUIPU U UFPOBU €/1EMEHTHU, BUAOBE
M3NON3BAHU UTPU N YCTPOKCTBA, baprepu npes U3NoN3BaHETO UM. 32 aHAIN3 Ha AAHHUTE
Ca W3NON3BaHW TeCTOBE 3a CpaBHABaHe Ha OTHOCUTENHW [AANOBe, AEeCKPUNTUBHU
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CTaTUCTUKKW, HenapameTpUMYyHM MeToAM 3a paBHABAHE Ha He3aBUCUMM W3BAAKM.
OcHoBHUTe M3BOAM Ca, 06Pa3oBaTE/NHU KOMMIOTbPHU WUFPU CE€ WM3MNOAN3BAT OCHOBHO C
HaACTO/IHM KOMMNIOTPU, IMNCBAT A0CTaTbYHO KaYeCTBEHU UTPU, CbOTBETCTBALLM Ha y4eBbHOTO
CbAbpIKaHMe.

13.

(r7.13) Tuparov, G., Al-Sabri A., Tuparova, D., (2019). Technological Model for
Implementation of m-Learning in Higher Education in Republic of Yemen, In:
CompSysTech 2019, pp. 337-341, ACM International Conference Proceeding Series,
ISBN: 978-1-4503-7149-0, DOI: 10.1145/3345252.3345299, Scopus SJR(2020) = 0.18

B n3cnepBaHeTo e npeactaBeHo paswunpeHme Ha mogena Koole’s FRAME 3a mobunHo
obyyeHune U TEXHONOTMYEH MOAEN 33 BHEAPABAHE HAa M-0by4YeHMe C NMAOTHO NpoyYBaHe
B Peny6anka MemeH. Cblio Taka ca 06CbAeHN HAKONKO PaMKM M MOJEeNM 3a BHeapABaHe
Ha mMobunHo obyyeHue. MNpeasoxKeH e TeXHONIOTMYEH MOAE/, KOMTO € MPUNOKMM B
pa3BMBaALLUTE Ce CTpaHM C He aobpe pa3BuTa eKocMCTeMA 33 €/1eKTPOHHO 0byyeHne U
npob6aemn B KOMyHMKaALMOHHATA MHPPACTPYKTYpa.

14.

(r7.14) Tuparova, D., Tuparov, G., Veleva, V., (2019) Girls’ and boys’ viewpoint on
educational computer games, In: Proceedings of the European Conference on Games-
based Learning, 2019-October, pp. 757-766.DOI: 10.34190/GBL.19.130, PUBLISHER:
Dechema e.V., ISSN: 20490992, ISBN: 9781912764389, Scopus SJR(2020) = 0.2

@DOKYCbT Ha CTATUATA € BbpPXY OTHOLEHMETO HA MOMYETaTa M MOMMYETaTa KbMm
M3NON3BaHETO Ha 06pa3oBaTe/IHM KOMMIOTbPHU UIPU WU/MAKU UTPOBU enemeHTU. 3a
n3cneaBaHeTo e pa3paboTeH BbNPOCHUK, CbAbpKaL, 54 Bbnpoca, pa3aeneHun B HAKOIKO
nogrpynu: npodun Ha pecnoHAEeHTUTEe; W3NON3BAHE Ha KpahHO noTpebutencko
YCTPOMCTBO; 3HAYEHNE Ha UTPOBUTE EJIEMEHTU; NMPUJIONKEHUE HA UTPU N UTPOBU EJIEMEHTU
B Pa3M4YHKM BUAOBe 06pa3oBaTeHM CUTYyaLMK; NPEeANOYMTaHNA NO OTHOLEHMEe Ha BMAA
obpasoBaTenHM Urpu; NoaesHocT Ha obpasoBaTenHUTE KOMMIOTbPHU UIPU U UTPOBU
€/1eMEHTWN MO OTHOLLUEHME Ha JIMYHOCTHOTO Pa3BUTUE Ha yyeHuuute; ePeKTUBHOCT Ha
M3M0a3BaHETO Ha CMapTPOHM 3a 06pa3oBaTeNHN AeMHOCTU B UrpoBa cpeaa. MNonyyeHu ca
OTroBopu oT 294 pecnoHAEHTU - yYeHULN Ha Bb3pacT oT 11 go 19 roauHu, 54,4% ot Tax
MmomuyeTa. B M3cnensaHeTo ca NOCTaBEHU CAeAHUTE OCHOBHU U3CNe0BaTe/ICKU BbMPOCHU
OTHOCHO Pa3/IM4YHOTO OTHOLLEHME HA MOMMYETATa M MOMYEeTaTa:

RQ1l. NUma nun pPa3zinka mexay npegnodyntaHnATa Ha MOMYETaTa 1 MOMUNYETATA KbM
XapPaKTEPUCTUKUNTE U ENEMEHTUTE Ha MrpaTa?

RQ2. Mima nu pasnunka B KpalHUTE YCTPOMCTBA, M3MNON3BAHM OT MOMYETa U MOMMUYETA?

RQ.3. Kaksu ca urpmte, U3N0A3BaHM OT MOMYETA M MOMMYETA U MMA 1N CTAaTUCTUYECKU
3HauyMMa pasniMKa BbB BUAOBETE UTPU, U3MNOA3BAHN OT MOMYETA U MOMMYETA?

RQ4. Uma nn CTaTUCTUYECKU 3HAYMMA pPas3/iMKa MexXay momyeTata U momumyeTtaTa no
OTHOLLEHME HA NON3aTa OT M3MO0I3BAaHETO HA UTPU U UTPOBU €NEMEHTU Ype3 CMapTHOHU B
y4yebHM AelMHOCTM KaTo M3non3BaHe Ha 06pa3oBaTeNIHO CbAbpPXKAHME B K/lacHaTa cTas,
camoobyyeHune, OLEeHKa Ha 3HaHMATa M CAMOOLLEHKA?

3a fa ce NonyyaTt OTroBOPM Ha U3CNeA0BaTE/ICKUTE BbMPOCK, Ca MPUIONKEHWN PA3INYHM
BMAOBE onucaTeNeH M HenapameTpuyeH CTaTUCTMYECKM aHanu3. OTroBopuTe Ha Tesu
BbMNPOCK AaBaT HACOKM Ha pa3paboTumumTe Ha 06pa3oBaTEIHN KOMMIOTbPHM UTPU KaK aa
NPOEKTMpPaT M3N0A3BAEMOCT U Aa Pa3paboTAT Urpu, KOUTo Aa 6bAAT NPUBAEKATENHU U
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nose3HM 33 MOMMYETA UAM MOMYETA Ha Pa3IMYHKU Bb3pacTU. JonbaHUTeNneH edeKT e
naeHTMdMUMpaHeTo Ha cneymdnyHmTe GYHKLMOHANHOCTU, HEOBXOAMMM Ha cUMCTEMUTE 33
€/1eKTPOHHO 06yYeHMne, KOMTO obCcNyKBaT y4ebHMA Npouec B YCNOBUATA HA UTPOBM3ALUA
n obpasoBaTesiHu Urpw.

15.

(r7.15) Tuparova, D., Veleva, V., Tuparov, G., About some barriers in usage of
educational computer games by teachers in STEM, 2019 42nd International Convention
on Information and Communication Technology, Electronics and Microelectronics,
MIPRO 2019 - Proceedings, art. no. 8756999, pp. 727-730, DOI:
10.23919/MIPR0.2019.08756999, Scopus SJR(2020) = 0.23

B cratmnata ca npegcraBeHn pe3yntatm OT npoyyvYBaHeE MHEHMETO Ha €4Ha OT
Kateropuute I'IOTpe6MTefIM Ha O6pa3OBaTefIHM PN —ydnTenn no MaTtemaTtuka, npupogHu
HAYKU U TEXHOIOTUMN. Pa3pa60TeHMﬂT 3a n3cnegBaHETO MHCTPYMEHTAPUNYM € HaCOYEH KbM
YCTaHOBABAHE HAa UBNCKBAHWNATA U HYXXONUTE Ha Knaca I'IOTpe6MTeJ'I — Y4yuUTeNNn. Pe3yJ'ITaTMTe
OT wm3cnegBaHeTo Ca HeO6XO,CI|MN\M KaKTO 3a nNpoOeKTUpaHe Ha NoN3BaeMOCT Ha
o6pa303aTenHM KOMMNIOTbPHU UTPU, TaKa U 3a MAeHTVId)MLI,MpaHe Ha pa3wmnpeHna Ha
d)yHKLI'MOHaJ'IHOCTMTe Ha Cuctemmte 3a €ENEeKTPOHHO O6y‘-|€HMe, HGO6XO,CI,VIMVI 3a
M3NON3BaHE Ha O6pa3OBaTEI'IHMTe nurpw. YcTaHOBEHMU Ca 6apmepM, KOUTO NpenATcTBaT
M3MNON3BAHETO Ha O6pa3OBaTeJ'IHVI KOMNKTBLPHU UTPU OT U3CneaBaHUA Knac I'IOTpE6MTeJ'IMZ
nMnca Ha KOMNKTbPHU UTPU C BUCOKO Ka4eCTBO U CbOTBETCTBALLO y‘-le6HO CbAbpKaHUE.

16.

(r7.16) Tuparova, D., Mehandzhiyska, K., Tuparov, G., (2020)

Usability testing of educational computer games on the topic safe internet,

In: CSEDU 2020 - Proceedings of the 12th International Conference on Computer
Supported Education, 1, pp. 694-701. SciTePress, ISBN: 9789897584176, Scopus

B cTratuaTa ca npeacTtaBeHW METOAM U TEXHUKWM 3a TeCTBaHe Ha M3MN0N3BaeMOCTTa U
OLEeHKa Ha obpas3oBaTe/iHM KOMNIOTbPHU Urpu. MNpeacTaBeH e cayyan Ha NpuaaraHe Ha
M3non3BaemuM MeTogM B npoueca Ha pas3pabotBaHe Ha 4yeTupu obpasosaTenHu
KOMMNIOTbPHU  MWUHU-Urpu ,BesonaceH WHTepHeT”. Llenesute rpynu notpebutenu
06xBawat yyeHnum ot 4 go 7 Knac, yumtenu no yy4ebHu npegmetm MHPopmaunMoHHM
TEXHO/IOMTUM N KOMMNIOTbPHO MogenupaHe. 3aToBa ca MPUNOXKEHWN PasNUYHU MeToau U
WMHCTPYMEHTM 33 MJIaHMPaHe U TeCTBaHe Ha MU3MNo/I3BaeMOCTTa Ha UrpuTte. 3a HaCTOALLOTO
n3cnepBaHe e NPUAOXKEHO TECTBAHE C MHTEPBIO C OrpaHnYeH BpoW CTyAEeHTU U NPOoyYBaHe
Ha MHEHWETO Ha NoTpebuTennTe ¢ BbNPOCHMUM 33 3aUHTEPECOBAHU CTPAHU - YYUTENN U
ctygeHtM. M3nonssaH e metoaa ADDIE (aHanu3, npoekTupaHe, paspaboTBaHe,
BHeApPABaHE M OUEHKA) B KOMOMHALMA C MbBKABM METOA0/I0MMM - SCrum MeTo4010ruUs C
Tpu cnpuHTa. MpU nNpakTMyeckata peanus3auma e U3NoN3BaH NoAxo4bT 33 YCTOMYMBO
MUKpOpasLwWwmpeHue ¢ n3nonassaHe Ha ctaHgapta SCORM. MNpoy4yBaHeTo M NpuaaraHeTo Ha
M3N0N3BaeMOCTTa Ce npoBeXAaT BbB BCUYKM €Tanu OT pa3BUTUETO Ha urpure.
N3cnepBaHeTo NoKasea, Ye NpoBeAeHMAT noaxos, 6asnpaH Ha rbBKaBaTa MeTo4010ru1A, B
KOMOMHaLMA ¢ NpoyyYBaHe Ha U3M0/I3BAEMOCTTA CbC 3aMHTEPECOBAHM CTPaAHU (yunTenu u
YyYEHUUMN) HA UrpuTe AaBa [o6pK pe3ynTaTh. YYeHULMUTE UMAT NOIOKUTENHO OTHOLWEHUE
KbM GUHANHUTE BEpPCMU Ha pa3paboTeHnTe 06pa3oBaTe/IHN KOMMIOTbPHU UFPU.

17.

(r7.17) Borissova, D., Keremedchiev, D., Tuparov, G., (2020)
Multi-criteria model for questions selection in generating e-education tests involving
gamification, In: TEM Journal, 9 (2), 2020, pp. 779-785. DOI: 10.18421/TEM92-47,
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UIKTEN - Association for Information Communication Technology Education and Science,
ISSN: 22178309, Scopus SJR(2020) = 0.2

KakTo B TPaAMUMOHHOTO, Taka U B €/IEKTPOHHOTO O0byyeHMe TeCcToBeTe UrpadT BayKHa
poNiA 3a npocneasBaHe Ha HanpeAbka Ha obyyaemuTe. B Tasnm Bpb3Ka, CTaTUATA
pasrnexaa reHepMpaHeTo Ha TeCT C Pas/IMYHM HMBA HA C/IOXKHOCT, MPSAKO CBbP3aHU C
KOHKPETHA oueHKa. NpeasioXKeH e afiropuTbm 33 reHepupaHe Ha TeECTOBE C Pa3/IMYHM HUBA
Ha C/I0XHOCT, M3M0N3BaLUY MHOTOKPUTEPUANHA ONTUMKU3aLMA. BarkHO e aa ce oTbenexu,
Yye BCMYKM TECTOBM €/IeMEHTM MOoraT [a Ce pasrnexnar KaTo e/leMEeHT Ha HWBO B
obpasoBaTenHa Mrpa UAM UrpanHa cpena v TAXHOTO TEr/0 B/MAE BbPXY CAOMKHOCTTA Ha
urpaTa. Pesyntatute noKaseaT, Ye NPeasiOKEeHUAT MOAEN NO3BONSABA reHEePMUpPaHeTo Ha
TECTOBE He CaMO C Pa3/IMYHMN HMBA Ha C/IOXKHOCT, HO CbLLLO TaKa OCUTYpsABa AOMNbAHUTE/NHA
rMbBKABOCT MO OTHOLLEHWE Ha U3bpaHna BPoi BbNPOCKU U TAXHATA TexecT. NpeanoKeHmaT
aNropMTbM MOXKe Aa 6bae peannsnpaH Kato oTAeNeH MOAYN 33 eNeKTPOHHO TeCTBaHe Un
MO3Ke Aa 6bae UHTerpupaH B cCUCTEMATA 3a yNpaBieHne Ha obyyeHumeTo.

18.

(r7.18) Keremedchiev, D., Borissova, D., Tuparov, G., (2020)

An algorithm for assessment of students using gamification,

In: 2020 43rd International Convention on Information, Communication and Electronic
Technology, MIPRO 2020 - Proceedings, art. no. 9245291, pp. 636-640.

DOI: 10.23919/MIPR0O48935.2020.9245291, IEEE, ISBN: 9789532330991, Scopus

M3non3BaHETO Ha UrPOBM AM3ANH U €N1IEMEHTU B HEUTPOBMUA KOHTEKCT, U3BECTHO KaTo
UrpoBM3auma, npeacTaBnsBa eauMH OT Hal-HOBUTE HauMHWM 33 noaobpasBaHe Ha
TPAAMLMOHHOTO OLEeHABaHE. B CbBpEMEHHUTE CUCTEMM 33 €NEKTPOHHO obyyeHue nma
Pa3IMYHM UHCTPYMEHTU 338 CAMOCTOATE/IHO M OKOHYATE/IHO OLEeHABaHe Ha obyyaemute. B
Tasu cTaTvA npeasiarame anropuMTbM 3a OLEHABAHE, CbCTaBeH OT ABe YacTW: CAMOOLLEHKa
n oduumaneH usnut. Bbe pasata Ha camooueHKa obydaemuTe TpAbBa Aa CbOMpPAT TOUKM
KaTo pelasaT TecToBe. TEKYLMAT UM pe3yaTaT ce BU3yanmM3npa KaTo KOJIoHHa Auarpama,
KOATO MMa nparoBa CTOMHOCT, c/ief, NOCTUIaHETO Ha KOATO CTyAEeHTUTE MMaT NpaBo Aa ce
ABAT Ha 3aKouuTeNieH M3nNuT. TectoBeTe ce reHepupar ¢ nomollra Ha ,MHTennreHTHa
cucTema 3a reHepmpaHe 1 oLeHKa Ha TeCTOBE 3a e/IeKTPOHHO 0byyeHune, C M3Noa3BaHe Ha
LLeno4YmncieHo nporpammpaHe”. NMoaxoabT No3BoAABA HAa 0bydyaemuTe Aa M3BUPAT mexkay
Pa3/IMYHM HMBA Ha OLLEHKMUTE Ha BbNPOCa M pa3nnyeH 6poi BbNpocK B reHepMpaHma TecT.
HeobxoAMMMAT pe3ynTaT 3a NOCTUraHe Ha NparosaTa CTOMHOCT (NOMbABaHE Ha JIeHTaTa) 1
yCrnewHa CaMoOLLeHKa MoXe Aa 6bae noayyeH Man ¢ ManbK 6poii BbNPoCcK C NO-BUCOK
pesynTaT, uau ¢ ronam 6poi ¢ NO-HUCHK pesynTar.

19.

(r7.19) Tuparova, D., Tuparov, G., Orozova, D., (2020)

Educational computer games and Gamification at the higher education - Students' points
of view, In: 2020 43rd International Convention on Information, Communication and
Electronic Technology, MIPRO 2020 - Proceedings, art. no. 9245251, pp. 1579-1584. DOI:
10.23919/MIPR0O48935.2020.9245251, IEEE, ISBN: 9789532330991, Scopus

ObpaszoBatenHUTe KommnoTbpHU urpu (OKN) u urposBmsaumata, cTbMKa Mo CTbMKa
HaBAM3aT B 06pas3oBaTeNHMA NpPOLEC Ha BCUYKM HMBA - OT AeTCKa rpaguHa Ao
yHuBepcuTeTa. M ako B NpeayymanLLHa U HavYalHa YYUAMLLHA Bb3PacCT UrpmTe ca Ka4os
MEeTO/, 33 y4eHe, TO BbB BMUCLIETO 0O6pa3oBaHMe UrpuTe ce pasrnexaart npean BCUYKO KaTo
cpencTso 3a 3abasneHuve. B Tasm cTtatmMa ca nNpeacTtaBeHM pes3ynTatuTe OT NpoyyBaHe
OTHOCHO BbB3NPUATUATA W NPELNOYUTAHMATA Ha CTyAEHTMTe KbM obpasoBaTenHu
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KOMMIOTbPHU UrpU U Urposmsauma. MacnepBaHeTo e nposeaeHo cpeg 347 CTyAeHTU B
Pa3NYHM NPOodeCcMOHANHN HanpaBieHUs B O6baArapckute yHusepcuteTn. OCHOBHUTE
N3cnenoBaTesICKM BbNPOCK Ca CBbP3aHM C BMAA HA YCTPOMCTBATa 3a KpaliHM noTpebutenu,
M3MON3BAHMN 33 MUrpa Ha KOMMIOTbPHU UIPKU; BUA, €IeMEHTU Ha WUrpaTa, KOMTO ca HaW-
npeanoymTaHM oT CTYAEHTUTE B YHMBepcUTeTa; uenecbobpasHoct Ha OKW B pasnnyHmn
y4ebHu cuTyaumu; u T.H. OTroBOpuTE HA Te3M BBMNPOCK NMomaraT 4a ce NpoyyYu He camo
NoN3BaemMoCTTa Ha  06pasoBaTeNHM  KOMMIOTbPHU  WUIPWU,  MPUAOKMMU  KbM
YHUBEPCUTETCKOTO 0bpa3oBaHMe, KAaTo ce B3eMe npeasna npopecnoHanHaTa obnact Ha
CTYAEHTUTE, HO M Aia Ce OLLEHAT HeobxoanmmTe HOBU GYHKLMOHANHOCTM Ha CUCTEMUTE 33
€N1eKTPOHHO 0byyeHMe, KOUTO LLLe peann3mpaT NpuaoxKeHneTo Ha OKN.

20.

(r7.20) Tuparov, G., Keremedchiev, D., (2020)

Assessing students' SQL knowledge and skills in gamification manner,

In: 2020 43rd International Convention on Information, Communication and Electronic
Technology, MIPRO 2020 - Proceedings, art. no. 9245179, pp. 1531-1536. ISBN:
9789532330991, DOI: 10.23919/MIPR048935.2020.9245179, IEEE, Scopus

MHTepecbT Ha npenojasaTennTe KbM M3MNOA3BAHE HAa UIPU U UTPOBU eNeMeHTU B
obpasoBaTeneH npoLec Ha YHMBEPCUTETCKO HUBO HapacTBa npes nocieaHuTe roamHu. B
Tasn nyb6anKauma ca ob6CbAEHW HAKOM MoaxoAu KbM oOueHKata Ha SQL 3HaHuATa U
YMEHMATA HA yYEeHUUMTE M NpuaaraHeTo Ha HAKOM TEXHUKM 3a NpefoTBpaTABaHe Ha
HeakageMMUYHO NnoBefeHWe Ha CTyAeHTUTe MO Bpeme Ha npoueca Ha oueHABaHe. B
[OMbJIHEHME € HanpaBeH KPUTUYEH aHaNM3 Ha MHCTPYMEHTM 3a OLLeHKa, MHTerpupaHu B
CUCTEMM 33 E/IeKTPOHHO o0byyeHue 3a TecTtBaHe Ha SQL ymeHuATa Ha y4dyeHuuuTe.
MNpeacraBeH e noaxo4 KbM CaMoOMNOAroToBKa U CaMOOLLEeHKa Ha CTyAeHTUTe C U3N0J13BaHe
Ha wurposusauua. B nogkperna Ha TO3M noaxond, e npeacTtaBeHa cucTtema 3a
aBTOMATU3UPAHO reHepMpaHe Ha TeCToBUTE BbNpocK BbB popmat Moodle XML n IMS QT
33 M3NoN3BaHe B CUCTEMW 3a ENeKTPOHHO obyvyeHue, uype3 KOATO ce peanunsmpa
pa3swmnpsaBaHe Ha GYHKLMOHANHOCTTA Ha CUCTEMUTE 3a e/IEKTPOHHO 0byYeHue.

21.

(r7.21) Tuparova, D., Tuparov, G., Mehandzhiyska, K., (2021)

Learning Topic “Safe internet” in Low Secondary School Through Games,

In: 2021 44th International Convention on Information, Communication and Electronic
Technology, MIPRO 2021, accepted, Scopus

CbBpeMeHHUTE aeua M3M0A3BaT BCE MOBEYE MHTEPHET YCAYrM 3a PasUyYHU Lenn -
pa3BneyeHuns, obyvyeHune, KOMyHMKauma c npuatenm u ap. EaHa ot 3agaumte Ha
poauTennte n 06pasoBaTeNHUTE NHCTUTYLMN € Aa MHPOPMMPAT AelaTa 3a NpaBmaTa 3a
H6e3onacHO M3nos3BaHe HA UHTEPHET ycayruTe n aa rm obyyat aa cneppaT Tesu npasuna.
B Ta3u crtatvAa ca npeacTaBeHN MOAENWN U NPOTOTUNM HA HAKOJIKO MUHU UTPU, HACOYEHU
KbM GOpPMUpaHe Ha AUTMTAZIHM KOMMETEHTHOCTM no TemaTta ,besonaceH WHTepHeT”.
UrpuTe ca npeaHa3HavyeHU 33 y4eHULM B NPOrMMHA3ManHM yunnmwa. Te ca pa3paboreHun
KaTo SCORM nakeTM M ce AOCTAaBAT Ha YYEHULUTE 4Ype3 CUcTemaTa 3a eIeKTPOHHO
o0byuyeHne Moodle. OcBeH ToBa nNpeAcTaBeHU ca U pe3ynTaTuTe oT GUHANHOTO UM TECTBAHE
C y4yeHuum ot 5, 6 U 7 Knac.

22.

(r8.1) Tuparova D., G. Tuparov, R. Doneva, N. Staevski, e-Learning in Bulgaria, Book E-
Learning Practices, (Ed. Ugur Demiray), Volume 1, pp. 77-106, Anadolu University,
Turkey, ISBN 978-975-98590-8-4, naBa OT KHUra
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B pgBata TOMa HA KHWrata ca npencraBeHUM TeHAEeHUMUTe B pPa3BUTUETO Ha
ANCTAHLMOHHOTO 06y4YeHne 1 U3non3BaHMUTE TEXHOOTUM 32 e/IeKTPOHHO 0byyeHMe B Hag,
30 abpkasu. 3a npeacTaBaHe Ha bbarapua, aBTopuTe Ha cTatTvATa baxme NMOKaHeEHW OT
pefakTopa Ha KHurata npod. demupen.

B rnasata ,e-Learning in Bulgaria“ ca aHanusupaHu TeHAEHUMUTE B PA3BUTMETO U
npuiaraHeTo Ha TEXHOJIOTMMTE B Pa3/IMYHM HMBA Ha obpa3oBaTenHaTa cuctema n busHeca,
AbpPXKABHUTE NONUTUKM 33 Pa3BUTUE HA MHPOPMALIMOHHUTE TexHOIorMK. [NpeacTaBeHM ca
KOHKPETHM MPMMEpPU Ha eNeKTPOHHO 6a3MpaHM KypcoBe M CUCTEMM 33 €/IeKTPOHHO
oby4yeHue, pa3paboTeHn OT aBTOpPUTE Ha CTaTMATA.

23.

(B3) Tynapos, I'., EnekTpoHHO 0by4eHuMe. Pa3BnTme 1 yCTOMYMBOCT HA CUCTEMM 33 e-
obyyeHune c oTBopeH Koa, ObpasoBaHue 1 nosHaHue, Codpusa, 2021, ISBN 978-619-7515-
26-8, COBISS.BG-ID — 46947336, MoHorpadwus

MN3non3BaHeTo Ha MHPOPMALMOHHUTE U KOMYHMKALMOHHM TEXHO/IOTUM € Hepa3ae/Ha
YacT OT }KMBOTA Ha CbBPEeMEHHOTO 06uiecTBo. MnaauTe xopa (a 1 He camo Te), NpeKkapeaT
BCE NoOBeYe BpPeme BbB BUPTYa/IHUA CBAT HA COUMANHUTE MpPEXKW, 06LLyBaT yYpes TAX U
pasyuTaT BCce NnoBeye W nosedye Ha MHOOPMaUMATA, AOCTbMNEHA MO E€/NEKTPOHEH MbT.
EnekTpoHHOTO 0byYeHMe e NPM3BaHO Aa NOCTaBM MOCT MeXAy TPaANLMOHHOTO 0bydyeHne
»2Anue B anue“ M HoBuTe obyyaeMu, KOUTO OYaKBaT yyebHUTe maTepuanuM Aa ca
NpeAcTaBeHM B eNeKTPOHEH BMA U A3 Ca AOCTbMHM 3a TAX MO BCAKO BPEME M OT BCAKO
MACTO.

OCHOBHO TEXHOJIOTMYHO CPeacTBO 3a peanusMpaHe Ha eNeKTPOHHOTO obyyeHue B
npaKTMKaTa ca CUCTEMMUTE 3a e/IeKTPOHHO obyyeHue (CEQ). Te npeanaraT WMPOK Habop oT
GYHKLMOHANHOCTKN, KOMTO B NOBEYETO C/Iy4am Ca HAMb/HO AOCTaTbyHM 33 peannsauma Ha
CMECEeHO WAM AUCTaHUMOHHO obyyeHue. UHTepec 3a m3cneposatenute B obnactra Ha
€/1eKTPOHHOTO 0byyeHWe nNpeacTaBAABAT Bb3MOXKHOCTUTE 33 paswMpABaHE Ha
BrpageHuTe ¢yHKumoHanHoctn Ha CEO ¢ uen peanusmpaHe Ha pPasINYHM cneunduyHu
AENHOCTM NO ynpaB/eHWe Ha NPOoLLeCa HA y4YeHe, NPeaoCTaBAHUTE y4ebHM maTepuanm u
y4ebHu genHocTn. To3mn nHTepec e Haco4yeH 0CHOBHO KbM CEO ¢ 0TBOpeH Kopg, Tbil KaTo
MexXaHU3MM1Te 3a paswimpaBaHe Ha PYHKLUMOHANHOCTTA MM 0B6MKHOBEHO Cca fo6pe onncaHu
M HAacoYeHM KbM ODOLLHOCTTa Ha NOA3BaTEINTE UM.

HanbaHO ecTecTBEHO Bb3HMKBA BbMPOCHT 33 YCTOMYMBOCTTA HA TaKMBA PasLWUMpPEHMUa Ha
dyHKUMoHanHocTTa Ha CEO, KomUTo ca Cb343aAeHM U3BBH OCHOBHMA NpoLLec Ha pa3paboTka
M MOraT [a Ce OKaXaT HeCbBMEeCTMMW C HOBUTE MM BepcCuU. 3aTOBa M3C/eABAHETO Ha
Bb3MOXHOCTUTE 33 pa3paboTBaHe HA YCTOMYMBM PasLLINPEHMA Ha GYHKLUMOHANHOCTUTE Ha
CEO e BarKHO C Len Aa ce 3anasaT MHBECTMUMMTE Ha pa3paboTumumTe B NPOAbAKUTENEH
nepuog, ot Bpeme.

MNpepcraBeHnTe B MOHOrpadmATa nscneasaHmA ca pe3ynTaT OT Haj AeceTroaunLLeH TPYA,
Ha aBTOpa Mo TeMaTa M y4aCTUETO My B MHOXKECTBO HAay4YHO-MU3CNe[0BaTENCKN MPOEKTU.

B naBa 1 ca cuctemaTn3MpaHm OCHOBHUTE NOHATUA U AeDUHULNM 33 €/IEKTPOHHOTO U
mobunHoto o6bydeHmne. ObpaszoBaTesHUTE KOMMOTbPHU WUIPU U UrpoBM3aLMATa ca
pasrnefaHn B KOHTEKCTA Ha eNeKTPOHHOTO obyyeHne. HanpaBeHa e cuctematmsauma u e
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PE3IOMETA HA NYB/IMKALUMUTE

pa3paboTeHa pamKa 3a CpaBHeEHMe Ha cpeacTBaTa 3a pa3paboTka, npeaocTaBsaHe Ha
YyCAyru, 4eMHOCTU U pecypcu 3a eNeKTPOHHOTO obydyeHue. MpeactaBeH e 06w, mogen Ha
LANI0CTHATa EKOCUCTEMA Ha e/IEKTPOHHOTO 0byyeHue.

B MnaBa 2 e pa3rneaaHo pasBUTMETO Ha eNIeKTPOHHOTO 06y4yeHue B bbarapuma n B cBeTa.
CuctemaTtmsnpaHa e eBoMoUMATA Ha Yeb TexHOoNormmTe M TAXHOTO Bb3AENCTBME BbPXY
€/1eKTPOHHOTO 0by4yeHne. OuyepTaHM ca NOCTUKEHMATA Ha ObArapckuTe U3cnenoBaTenu u
B/IMAHNETO Ha HAUMOHA/MIHUTE M MEXAYHAPOAHM MNPOEKTU BbPXY pPa3BUTUETO Ha
€N1eKTPOHHOTO 0by4yeHue B bbarapus. N3seaeHM ca OCHOBHUTE NPeAnoCTaBKM 3a yCneLlHa
peanns3aumnsa Ha eNnekKTPOHHOTO 0byyeHue.

Fnasa 3 ce ¢poKycMpa BbpPXY aHANM3a Ha Bb3MOXKHOCTUTE 3@ YCTOMYMBO PA3BUTME HA
dyHKUMOHanHocTTa Ha CEO ¢ oTBOpeH Koa. HanpaseH e KpUTMYeH aHaiM3 Ha CTaH4apPTU U
cneyunouKaLmMm 3a eNeKTPOHHO 0bydYeHMe M Bb3MOXKHOCTUTE 3a TAXHOTO M3MOA3BaHe 3a
paswupaBaHe Ha QYHKUMOHANHMUTE BBb3MOMKHOCTM Ha CEO. MMpeanoxeHn ca HAKOMKO
OCHOBHM NoAX0A4a 3a pa3paboTBaHe Ha YCTOMUMBM MUKPOPAZLIMPEHUA Ha TE3N CUCTEMM,
KOWUTO peLuaBaT Pas/INyHMN cCneuuouYHN HYKAM Ha 06pa3oBaTeIHNA NPOLLEC B €1EKTPOHHA
cpena.

B nhaBa 4 ca npeacTtaBeHW NpUMepu M MOAENWN 33 YCTOMYMBO pasliMpsBaHe Ha
bYHKLMOHaNHUTE Bb3MOXKHOCTM Ha CEO c oTBOpeH Koa, pa3paboTeHu nog pbKoBOACTBOTO
Ha aBTOPa, HAKOW OT KOMUTO Ca MMN/IEMEHTUPAHMU OT HErOBM AUNAOMaHTU. MpeacTaBeHuTe
€KCMepMMEHTaIHN Pe3ynTaTh NoKassaT ePpeKTUBHOCTTA Ha pa3paboTeHuTe Noaxoam M
Moaenu.
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Papers

(r7.1) Tuparov, G., Tuparova, D., Zafirova, I., (2009), The "jigsaw" collaborative method
in e-learning environment Moodle, In: ACM International Conference Proceeding Series,
433, pp. IV.71-1V.76., ISBN: 978-1-60558-986-2, DOI:10.1145/1731740.1731823,
Scopus, Scopus SJR (2020) = 0.18

The present paper presents a realization of a block for organizing and applying the
Jigsaw collaborative learning method in the Moodle system. The didactic and
organizational characteristics of the Jigsaw method are introduced. A model is offered for
the realization of the method in an e-learning environment. Discussed is the modification
of the database schema of Moodle needed for the application of the Jigsaw method. The
functionalities are described of the block offered for the realization of the method. Finally,
possible applications of the method are presented.

(r7.2) Tuparova D., G. Tuparov, Management of students' participation in e-learning
collaborative activities (2010) Procedia - Social and Behavioral Sciences, 2 (2), pp. 4757-
4762. DOI: 10.1016/j.sbspro.2010.03.764 ISSN: 18770428,

Scopus, SJIR=0,222, Web of Science W0S:000282002804123

The aim of the study is to present an approach for management of student participation
in collaborative activities and techniques in open source e-learning environment. The
focus is management of students’ participation in collaborative method “Jigsaw” in e-
learning environment Moodle. Results from pilot study with developed block “Jigsaw” are
performed.

(r7.3) Tuparova, D., Tuparov, G. Implementation of blended learning scenarios for
training of school teachers (2011) 2011 14th International Conference on Interactive
Collaborative Learning, ICL 2011 - 11th International Conference Virtual University,
VU'11, art. no. 6059592, pp. 285-289., DOI: 10.1109/ICL.2011.6059592,

Scopus, SIR=0,128, Web of Science W0S:000303452100054

In this paper we present four blended learning pedagogical scenarios for training school
teachers in in-service teacher training programs and Master degree programs conducted
in the last 3 years at South West University “Neofit Rilski”, Bulgaria. The scenarios are
implemented in 3 courses — “Computer games and education”, “Didactics of teaching
Informatics and Information and communication technology (ICT)” and “E-learning
technologies”. The scenarios are based on combination of different “face to face”
interactive approaches such as problem based learning, collaborative and project based
approaches and diversity of e-learning activities and resources.

(r7.4) Tuparova D., G. Tuparov, A. Tsarnakova, Using interactive simulation-based
learning objects in introductory course of programming, Procedia - Social and Behavioral
Sciences, Volume 46, Pages: 2276-2280, Elsevier, 2012, ISSN: 1877-0428,

Web of Science, W0S:000314465902078




ABSTRACTS

Often students in undergraduate courses in programming have some problems with
the transition from concrete to abstract thinking and the understanding of basic concepts
of algorithms and programming. In this paper we present our experience in the
development and use of interactive simulation-based learning objects (LOs) in an
introductory course of programming. The pilot study showed that LOs helped the student
to understand easier learning content and increased the students’ motivation regarding
the course “Introduction to Programming”.

(r7.5) Tuparova D., G. Tuparov, V. Jordanov, Teaching sorting and searching algorithms
trough simulation based learning objects in introductory programming course, Procedia -
Social and Behavioral Sciences, Volume, 116, Pages: 2962-2966, Elsevier, 2014, DOI:
10.1016/j.sbspro.2014.01.688, ISSN: 1877-0428,

Web of Science, W0S:000335471203013

In this paper we present our experience in the development and use of interactive
simulation-based Learning Objects (LOs) in an introductory course of programming. The
focus of our research is on the teaching of one of the important topics in introductory
courses of programming - Sorting algorithms and their programming implementation. The
characteristics of the LOs developed and the scenarios used for their deployment are
described. The results from the pilot study, discussed in the paper, demonstrate an
increase of student interest and a level of understanding of the learning content.

(r7.6) Tuparov, G., Kostadinova, H., Tuparova, D., Raykova, M., Approaches for
competencies assessment in open source e-learning environments (2014) IEEE Global
Engineering Education Conference, EDUCON, art. no. 6826143, pp. 529-532. DOI:
10.1109/EDUCON.2014.6826143, ISSN: 21659559, ISBN: 9781479931910,

Web of Science, W0S:000343764100086, Scopus SIR 0.212, IEEE

Assessment of competencies is a key feature in education. It sets challenges to both
providers and developers of e-learning services. In this study we perform a comparative
analysis of the functionality of open source e-learning environments (OSELE) with regards
to assessment of competencies. We discuss the possibilities of extending the
functionalities of open source e-learning environments so that sustainable enlargement
of the OSELEs can be provided. We outline in brief, too the model of assessing
competencies through collaborative learning activities (wiki, blogs etc.) in Moodle — one
of the most popular OSELE.

(r7.7) Tuparova, D., Goranova, E., Voinohovska, V., Asenova, P, Tuparov, G.,
Gyudzhenov, |, Teachers' Attitudes Towards The Use Of E-Assessment - Results From A
Survey In Bulgaria. Procedia Social and Behavioral Sciences, Vol. 191, pp. 2236-2240,
DOI: 10.1016/j.sbspro.2015.04.493, ISSN: 1877-0428,

Web of Science W0S:000380560300390

In this study we perform the results from a survey conducted among teachers of
Mathematics, Computer science (Informatics) and Information technology (ICT) in
Bulgarian schools concerning methods and technological tools for competencies
assessment. The obtained results confirm the necessity of developing suitable ICT-based
tools for competency assessment —such as simulation-based objects, game-based objects,
popularization of existing technological decisions as well improving teachers’
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competencies and skills in implementing contemporary and various tools for assessment
of competencies

(r7.8) Tuparov, G., Alsabri, A. A. A., & Tuparova, D. (2015). Students' readiness for
mobile learning in republic of Yemen - A pilot study. Proceedings of 2015 International
Conference on Interactive Mobile Communication Technologies and Learning, IMCL
2015, pp. 190-194, IEEE Xplore Digital Library, Electronic ISBN: 978-1-4673-8243-4,
DOI:10.1109/IMCTL.2015.7359584, Scopus, SIR=0,173

In this paper we present the results from a pilot study of students’ attitude and
readiness towards the implementation of mobile learning technologies in Republic of
Yemen higher education. The results from the survey show that students are familiar with
the use of smartphone facilities in daily activities, but they do not use smartphones for
learning actively. Students have positive attitude towards the use of e-learning and m-
learning, but the universities in the Republic of Yemen still do not offer enough e-learning
and m-learning resources.

(r7.9) Tuparova, D., Al-Sabri, A.R., Tuparov, G., Mobile Device or Personal Computer for
Online Learning — Students’ Satisfaction in Yemeni Universities. (2018) In: Auer M.,
Guralnick D., Simonics I. (eds) Teaching and Learning in a Digital World. ICL 2017.
Advances in Intelligent Systems and Computing, vol 715. pp 383-389, Springer, Cham,
On-line ISBN 978-3-319-73210-7, DOI 10.1007/978-3-319-73210-7_46,

ISSN: 21945357, ISBN: 9783319732091, Scopus, SJR=0,17

The widespread use of mobile technologies allows today’s students and teachers to
work and study independent of place and time. Moreover, in some developing countries
mobile access to internet is more predominant than other Internet access methods due
to poor or destroyed communication infrastructure caused by political conflicts;
therefore, mobile devices, like smartphones, are frequently used for Internet access. The
aim of our research is to outline student satisfaction and preference regarding the usage
of different devices — personal computers, tablets, and smartphones to access various
types of learning content in higher education in the Republic of Yemen. In this study, 72
students were involved, of which, 51 of participated in the survey for evaluation of
satisfaction and usability.

10.

(r7.10) Tuparov, G., Keremedchiev, D., Tuparova, D., Stoyanova, M. (2018)
Gamification and educational computer games in open source learning management
systems as a part of assessment, In: 17th International Conference on Information
Technology Based Higher Education and Training, ITHET 2018, art. no. 8424768, pp.1-5,
IEEE Xplore Digital Library, Electronic ISBN: 978-1-5386-4623-6,

DOI: 10.1109/ITHET.2018.8424768, Scopus SJR(2020)=0.19

The aims of the present study are to outline framework for identification of
gamification features in open source e-learning environments and discuss a case study for
gamification implementation in assessment activities, peer assessment and self-
assessment in Moodle e-learning environment.

11.

(r7.11) Tuparov G., D. Tuparova, Approaches for integration of educational computer
games in e-learning environments, 2018 41st International Convention on Information
and Communication Technology, Electronics and Microelectronics (MIPRO), Opatija,
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Croatia, 2018, pp. 0772-0776, IEEE Xplore Digital Library, CD-ROM ISBN: 978-953-233-
097-7, DOI: 10.23919/MIPR0.2018.8400143, Scopus SJR(2020) = 0.23

The interest of educators in Game-based education and gamification of the educational
process has grown rapidly in recent years. The important questions are: What kind of
game development tools are to be used and how to use and deliver appropriate
educational games in e-learning environments?

In this paper we propose a framework for analyzing the possibilities for game and
gamification integration in e-learning environments. On the basis of this framework we
have made an analysis of features of popular free open source e-learning environments
like Moodle, ATutor, and ILIAS. In addition, we present examples of integration of
educational computer games in e-learning environment Moodle.

12.

(r7.12) Tuparova, D., Tuparov, G., Veleva, V., & Nikolova, E. “Educational computer
games and gamification in informatics and information technology education —
Teachers’ points of view,” 2018 41st International Convention on Information and
Communication Technology, Electronics and Microelectronics (MIPRO), Opatija, Croatia,
2018, IEEE Xplore Digital Library, pp. 0766-0771. CD-ROM ISBN: 978-953-233-097-7, doi:
10.23919/MIPR0.2018.8400142, Scopus SJR(2020) = 0.23

The Informatics and Information technology (IT) teachers’ attitude towards use of
educational computer games and gamification is in the focus of our study. Main research
questions in the study are: What type of educational computer games (ECG) regarding
costs are preferred by the teachers? Which pedagogical purposes of ECG do teachers
prefer? Which are the most used types of ECG regarding to game plot? What type of end
user devices are used in playing ECG in classes? Which are the information sources for
teachers about educational computer games? What is the efficiency of use of educational
computer games in different pedagogical activities? Is there a statistically significant
difference regarding barriers for use of ECG for teachers who use ECG and who do not
ECG?

13.

(r7.13) Tuparov, G., Al-Sabri A., Tuparova, D., (2019). Technological Model for
Implementation of m-Learning in Higher Education in Republic of Yemen, In:
CompSysTech 2019, pp. 337-341, ACM International Conference Proceeding Series,
ISBN: 978-1-4503-7149-0, DOI: 10.1145/3345252.3345299, Scopus SJR (2020) =0.18

In the study we present extension of the Koole’s FRAME model for mobile learning, and
technological model for m-learning implementation with pilot study in Republic of Yemen.
Also several frameworks and models for implementation of mobile learning are discussed.
The proposed technological model is applicable in developing countries with not well
developed e-learning ecosystem and problems in communication infrastructure.

14.

(r7.14) Tuparova, D., Tuparov, G., Veleva, V., (2019) Girls’ and boys’ viewpoint on
educational computer games, In: Proceedings of the European Conference on Games-
based Learning, 2019-October, pp. 757-766.DOI: 10.34190/GBL.19.130, PUBLISHER:
Dechema e.V., ISSN: 20490992, ISBN: 9781912764389, Scopus SJR(2020) = 0.2

The focus of the paper is the attitude of boys and girls towards the use of educational
computer games or game elements. For the study we design a questionnaire containing
54 variables divided in several subgroups: profile of the respondents; use of end user
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device; importance of game elements; application of games and game elements in
different types of educational situations; preferences as to the type of educational games;
usefulness of educational computer games and game elements regarding students’
personal development; efficiency of the use of smart phones for educational activities in
game environment. We obtained answers from 294 respondents - students of ages from
11 to 19, 54.4% of them girls. In the study we set main research questions regarding
different attitude of girls and boys:

RQ1. Is there a difference between the preferences of boys and girls to the game
features and elements?

RQ2. Is there a difference in gaming devices used by boys and girls?

RQ.3. What are the games used by boys and girls and is there a statistically significant
difference in the types of games used by boys and girls?

RQA4. Is there a statistically significant difference between boys and girls in terms of the
benefit of using games and game elements through smartphones in learning activities
such as acquiring educational content in the classroom, self-learning, knowledge
assessment and self-assessment?

To obtain answers of the research questions we apply different types of descriptive and
non-parametric statistical analysis. The answers to these questions give directions to
developers of educational computer games how to design usability and develop games
that will be attractive and useful for girls or boys at different ages.

15.

(r7.15) Tuparova, D., Veleva, V., Tuparov, G., About some barriers in usage of
educational computer games by teachers in STEM, 2019 42nd International Convention
on Information and Communication Technology, Electronics and Microelectronics,
MIPRO 2019 - Proceedings, art. no. 8756999, pp. 727-730,

DOI: 10.23919/MIPR0.2019.08756999, Scopus SJR(2020) = 0.23

In this study, we present the opinion of 114 Bulgarian teachers in STEM (mathematics,
physics, chemistry and technology and entrepreneurship) concerning the barriers in using
educational computer games in their teaching practice. There are various obstacles in the
process of using educational computer games. They are associated with a high cost of
existing educational games, the provision of content-quality games, technical equipment,
the need for additional teacher training for the use of educational computer games, a time
constraint within the classroom, the lack of match of curriculum games. We analyze the
teachers’ opinions with relevance to existing school policies for use of educational
computer games, experience in use of educational computer games, teaching experience,
age, school subject and school level — primary, low secondary or upper secondary school.

16.

(r7.16) Tuparova, D., Mehandzhiyska, K., Tuparov, G., (2020)

Usability testing of educational computer games on the topic safe internet,

In: CSEDU 2020 - Proceedings of the 12th International Conference on Computer
Supported Education, 1, pp. 694-701. SciTePress, ISBN: 9789897584176, Scopus

In the paper we present methods and techniques for usability testing and evaluation
of educational computer games. We present a case of application of usability methods in
process of development of four educational computer mini-games “Safe Internet”. The
target users groups cover students from 4th till 7th grade, teachers in school subjects
Information technology and Computer modelling. Therefore we apply different methods
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and tools to plan and testing of the usability of the games. For the current research we
use a laboratory testing with an interview with limited number of students and user
opinion study with questionnaires for stakeholders — teachers and students. We apply
ADDIE (Analysis, Design, Development, Implementation, and Evaluation) in a combination
with agile methodologies — Scrum methodology with three sprints. The usability study and
implementation are conducted in all stages of development of the games. The case study
shows that conducted approach based on the agile methodology with combination of
usability study with stakeholders (teachers and students) of the games give good results.
The students have positive perception to the final versions of the developed educational
computer games.

17.

(r7.17) Borissova, D., Keremedchiev, D., Tuparov, G., (2020)

Multi-criteria model for questions selection in generating e-education tests involving
gamification, In: TEM Journal, 9 (2), 2020, pp. 779-785. DOI: 10.18421/TEM92-47,
UIKTEN - Association for Information Communication Technology Education and Science,
ISSN: 22178309, Scopus SJR(2020) = 0.2

In traditional and e-learning the tests play an important role to track the learners’
progress. In this regard, the paper deals with the generation of test with different levels
of complexity directly associated with particular evaluation. An algorithm for the
generation of tests with different levels of complexity using multi-criteria optimization is
proposed. It is important to note that all test items could be considered as an element of
a level in an educational game or gamified environment, and their weight influences the
complexity of the game. The results show that the proposed model allows the generation
of tests not only with different levels of complexity, but it also provides additional
flexibility in respect of the selected number of questions and their weight. The proposed
algorithm could be realized as a separate module for e-testing, or it could be integrated in
the learning management system..

18.

(r7.18) Keremedchiev, D., Borissova, D., Tuparov, G., (2020)

An algorithm for assessment of students using gamification,

In: 2020 43rd International Convention on Information, Communication and Electronic
Technology, MIPRO 2020 - Proceedings, art. no. 9245291, pp. 636-640.

DOI: 10.23919/MIPR0O48935.2020.9245291, IEEE, ISBN: 9789532330991, Scopus

The use of game design and elements in nongaming context known as Gamification
presents one of the newest ways to improve traditional assessment. There are various
tools for self and final assessment of students in the modern e-learning systems. In this
paper, we propose a grading algorithm composed of two parts: self-assessment and final
exam. In the self-assessment phase, students must solve tests and fill a bar (cover scores)
according to their results. The tests are generated using the “Intelligent system for
generation and evaluation of e-learning tests using integer programming”. This approach
allows students to choose between different levels of question scores and different
number of questions in the generated test. The required score for filling the bar and
successful self-assessment can be obtained either with a small number of questions with
higher score or a large number with a lower score. Only after passing successfully all self-
assessment tests students are allowed to do final exam.

19.

(r7.19) Tuparova, D., Tuparov, G., Orozova, D., (2020)
Educational computer games and Gamification at the higher education - Students' points
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of view, In: 2020 43rd International Convention on Information, Communication and
Electronic Technology, MIPRO 2020 - Proceedings, art. no. 9245251, pp. 1579-1584. DOI:
10.23919/MIPR0O48935.2020.9245251, IEEE, ISBN: 9789532330991, Scopus

Educational computer games (ECG) and gamification, step by step take place in
educational process at all educational levels — from kindergarten to university level. And
if in preschool and primary school age, games are a key method of learning, then in higher
education games are seen as means of entertainment first and foremost. In this article,
we present the results of a study regarding university students' perceptions and
preferences for educational computer games and gamification. The study was conducted
among 347 students in various professional fields at Bulgarian universities. The main
research questions are related to the kind of end user devices used for playing computer
games; type of game elements that are most preferred by the university students;
appropriateness of ECG different learning situations; etc. The answers to these questions
help to design and study the usability of educational computer games applicable to
university education taking into account the professional area of the students.

20.

(r7.20) Tuparov, G., Keremedchiev, D., (2020)

Assessing students' SQL knowledge and skills in gamification manner,

In: 2020 43rd International Convention on Information, Communication and Electronic
Technology, MIPRO 2020 - Proceedings, art. no. 9245179, pp. 1531-1536.

ISBN: 9789532330991, DOI: 10.23919/MIPR048935.2020.9245179, IEEE, Scopus

The interest of educators in the game based education and gamification in university
educational process grows in the last years. The paper discusses some approaches
towards assessing students’ SQL knowledge and skills and the application of some
techniques to prevent cheating during the assessment process. In addition, assessment
tools integrated in e-learning environments to test students’ SQL skills are analyzed. An
approach to students’ self-assessment in gamification manner is presented. To support
this approach a system for automated generation of the test questions in Moodle XML
and QTI format for e-learning environments is presented.

21.

(r7.21) Tuparova, D., Tuparov, G., Mehandzhiyska, K., (2021)

Learning Topic “Safe internet” in Low Secondary School Through Games,

In: 2021 44th International Convention on Information, Communication and Electronic
Technology, MIPRO 2021, accepted, Scopus

Modern children use more and more Internet services for various purposes -
entertainment, learning, communication with friends, etc. One of the tasks of parents and
educational institutions is to inform the children about the rules for safe usage of Internet
services and train them to follow these rules. In this article we present a set of mini games
aimed at the formation of digital competencies on the topic of "Safe Internet". The games
are designed for pupils in low secondary schools. They are developed as SCORM packages
and are delivered to students in Moodle e-learning environment. In addition, we present
the results of their pilot testing with students in 5th, 6th, and 7th grades.

22.

(r8.1) Tuparova D., G. Tuparov, R. Doneva, N. Staevski, e-Learning in Bulgaria, Book E-
Learning Practices, (Ed. Ugur Demiray), Volume 1, pp. 77-106, Anadolu University,
Turkey, ISBN 978-975-98590-8-4, Book chapter
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The two volumes of the book present the trends in the development of distance
learning and the used technologies for e-learning in over 30 countries. To present Bulgaria,
the authors of the article were invited by the editor of the book Prof. Demirey.

The chapter "e-Learning in Bulgaria" analyzes the trends in the development and
application of technologies in different levels of the education system and business,
government policies for information technology development. Specific examples of e-
based courses and e-learning systems developed by the authors of the article are
presented.

23.

(B3) Tuparov, G., e-Learning. Development and sustainability of the open source e-
learning management systems. Obrazovanie | poznanie, 2021, ISBN 978-619-7515-26-8,
COBISS.BG-ID — 46947336, Monograph (in Bulgarian)

The use of information and communication technologies is an integral part of the life
of modern society. Young people (and not only they) spend more and more time in the
virtual world of social networks, communicate through them and rely more and more on
the information available electronically. E-learning is intended to build a bridge between
traditional face-to-face learning and new learners who expect learning materials to be
presented in electronic form and to be accessible to them at any time and from any place.
The main technological tool for the implementation of e-learning in practice are e-learning
management systems (LMS). They offer a wide range of functionalities, which in most
cases are sufficient for the implementation of blended or distance learning. Of interest to
researchers in the field of e-learning are the opportunities for expanding the built-in
functionalities of LMS in order to implement various specific activities for the
management of the learning process, the provided teaching materials and learning
activities. This interest is mainly focused on open source LMSs, as the mechanisms for
extending their functionality are usually well described and targeted at the community of
their users.

Naturally, a question arises — regarding the sustainability of such extensions of the
functionality of the LMS, which are created outside the main development process and
may be incompatible with their new versions. Therefore, exploring the possibilities for
developing sustainable extensions of the functionality of the LMS is important in order to
preserve the investment of developers over a long period of time.

The research presented in the monograph is the result of over ten years of work of the
author on the topic and his participation in numerous research projects.

Chapter 1 systematizes the basic concepts and definitions for e-learning and mobile
learning. Educational computer games and gamification are considered in the context of
e-learning. Systematization has been made and a framework has been developed for
comparison of the means for development, provision of services, activities and resources
for e-learning. A general model of the overall e-learning ecosystem is presented.

Chapter 2 discusses the development of e-learning in Bulgaria and in the world. The
evolution of Web technologies and their impact on e-learning is systematized. The
achievements of the Bulgarian researchers and the influence of the national and
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international projects on the development of the e-learning in Bulgaria are outlined. The
main prerequisites for successful implementation of e-learning are presented.

Chapter 3 focuses on the analysis of the possibilities for sustainable development of
the open source LMS functionality. A critical analysis of e-learning standards and
specifications and the possibilities for their use to expand the functionality of LMS has
been made. Several main approaches are proposed for the development of sustainable
micro-extensions of these systems, which solve various specific needs of the educational
process in the electronic environment.

Chapter 4 presents examples and models for sustainable expansion of the open source
LMS functionality, developed under the guidance of the author, some of which have been
implemented by his graduates. The presented experimental results show the
effectiveness of the developed approaches and models.
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