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YBOJ

Karo Bcekn mocpeaHMK, BUACOUTPUTE ca KaHal 33 KOMYHHMKAIUS, YUHUTO e(exT
Bapupa B IIMPOKM TPAaHULM IO OTHOIICHHWE Ha CBhAbPKAHMETO HAa KOHKpETHAaTa Wrpa.
ExcriepuMeHTanyu u MeTa-aHaTUTUYHU JaHHU MOKA3BaT, Y€ UTpaTa Ha BUICOUTPH C HACHIINE

1,2

yBelIM4aBa arpecHsra, BpaxIeOHOCTTa M arpecuBHUTE Muciu ~~. WUrpu ¢ moJoXUTeTHO

ChIbpKAHNE NTOKA3BaT MOJIOKUTENHU edexTu. Hanpumep, urpu ¢ TaHiy Morar Aa IOMOTHAT
Ha JieraTa ja 3aryosT terno> >,

Buneo urpara e enekTpoHHa Urpa, KOSITO BKIIOYBA U3MOJI3BAHETO HA MOTPEOUTEIICKU
uHTepdeiic 3a TeHepupaHe Ha BH3yaJdHa oOpaTHa Bpb3Ka IOCPEICTBOM MOHUTOP.
EneKTpoHHUTE CUCTEMM, KOMTO CE€ HM3IION3BAaT 3a WIPAacHE HAa BUJCO WUIPH, C€ HApUYar
miargpopmu. [lpumepn 3a TakMBa YCTpOICTBa ca MNEPCOHAJHUTE KOMIIOTPU U BHUJIEO
KOH30JIMTE. YIPABJIEHUETO HAa KOMIIIOTBPHUTE WIPHU CE€ H3BbpLIBA 4Ype3 T.HAp. WUIPOBU
KoTpoJiep (game controller) u e paznuyHo npu paznuyHuTe MwiatThopmu. Ilpu nepconamHuTe
KOMITIOTPH Ta3! POJIA U3NBJIHABAT KIaBUATypaTa U MuLIKaTa. IIpu KoH30/IMTE ylIpaBIeHUETO
CTaBa TMOCPEACTBOM CIEIUATHO YCTPOMCTBO, HAPEUYCHO [KOWUCTUK. JlombJIHUTETHA
uHOpMaLMA U MHTEPAKLIUS C BUJICO UTPATa Ce MOCTUTA YPe3 KOJIOHH WIIM CITYILIAJIKH.

Bce omie, TeneBususTa e Hail-nomynspHara ¢popma Ha Meus 3a MIIaiekTa. Beopeku,
4ye 00pa30BaTEeIHU KIUIIOBE ca OUIIM U3MOI3BaHU B IPOABIKEHHE Ha JIECETUIIETHS B KJIacHaTa
CTasi, ChIECTBYBAT NPUYMHHM A CE€ CMATA, Y€ UHTCPAKTUBHUTE MEIUU Ca MO-MOIIHH YYUTEIU
Ha HAKOJNKO HuBAa. b. ®@. CkuHBbp OTKpHMBA MHOrO OT NPUHUIMIMTE HAa MapagurMara Ha
YUYEHETO, HapedeHa KoHAuuMoHMpamia. IlocouBam ce, 4Ye caMOTO €CTECTBO Ha
MHTEPAKTUBHUTE MEIMH OCUIYpsIBA OTIHMUCH MOeN 3a yuene'. [10-KOHKPETHO, BHEO UIPHTE
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