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Abstract: The COVID-19 epidemic has prompted higher education institutions to move to e-learning, regardless of
their technological, organizational and pedagogical readiness. E-learning is usually conducted through virtual
learning environments. They provide a set of tools for creating and publishing e-resources, conducting real-time
video lectures, providing organizational information about learning, assessment, communication, uploading of
students’ work electronically, assessment by peers, work in different distribution and size groups of students,
tracking personal progress of each student and the quality of the course as a whole. Despite the benefits of e-
learning, most participants experience feelings such "isolation™, "lack of relationship with colleagues”, "emotional
coldness". This is especially evident for students from Arts and Humanities specialties. The present paper offers a
possible solution of this problem based on the integration of virtual worlds in the VLE system. Second Life was
chosen as the platform, which provides many free opportunities in a variety of educational contexts. Some of them
are: the teachers are part of the learning group; participants learn together and from each other; sense of
community/atmosphere; independence of the learning process from time and space; exchange of ideas; social life;
multisensory interaction; self-construction of identity through an avatar; creating a learning context; easy access to
various learning resources.

Pedagogical foundation of educational usage of SL is based on the paradigm of social constructivism of Lev
Vygotsky. Learning process in SL is based on learning from other people, through other people and through
interaction with the environment (virtual and social). Based on this paradigm, SL implements a number of learning
approaches: inquiry learning, experiential learning, learning through collaboration and interaction, authentic
learning, learning through role-playing games and simulations, gamification. The very nature of SL encourages
authentic learning, in which the student acquire new knowledge and updates existing ones by performing actions in
a close to real professional environment, for which he prepares and solves real problems in the field of his or her
future profession.

The lack of real contact and the transition to fully e-distance learning caused by COVID-19 create psychological
challenges for students and university tutors that can be overcome by integrating virtual worlds into the learning
process. In this paper, we will propose a model for integration of SL in fully distance learning course for students
from humanitarian specialties.
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Pe3rome: Emunmemusra ot COVID-19 nonTukHa BHCHIMTE YYeOHH 3aBEICHHS J1a MPEMHUHAT KbM CICKTPOHHATA
JMCTaHIIMOHHA (hopMa Ha OOyuyeHHe, He3aBUCHMO OT TSAXHAaTa TEXHOJIOTMYHA, OPraHM3allMOHHA M Iearorniecka
MOJrOTBEHOCT. EJIEKTPOHHOTO MCTaHIIMOHHO 00yueHHe OOMKHOBEHO Ce MPOBE’K/1a Ype3 BUPTYAIHH YUeOHU Cpe/y,
KOWTO IIPEAOCTaBAT HaOOp OT MHCTPYMEHTH 3a Ch3J/IaBaHe U MMyOJIMKyBaHE Ha €JIEKTPOHHU PECYPCH, IIPOBEXIaHE Ha
BHJICOJIEKIINYU B PEAIHO BpEMeE, OpraHM3alioHHA MH(pOpPMaIHs 32 00y4eHHEeTO, OleHsABaHe, OOlIyBaHe, MpeaaBaHe
Ha CTY/ACHTCKH pa3pabOTKH MO eNeKTPOHEH BT, OIIEHKA OT ChCTYAEHTH, paboTa B Pa3IUYHHU 0 CHCTaB U TOJIEMUHA
rpynu oT o0ydaeMH, MpocieAsBaHe Ha JMYHHS HANpeIbK HAa BCEKH CTYACHT M KaueCTBOTO HA Kypca KaTo IsuIO.
Brnpekn mpenuMmcTBaTa Ha €JIEKTPOHHOTO AWMCTAHIMOHHO OOYYEHHE MOBEYETO YYAaCTHHIM YCeUlaT YyBCTBAa KaTo
,,A30Jaus, ,JINTICBA HAa OTHONICHHS C KOJETUTe", ,,eMOIMOHAIHA CTylAeHHHA . ToBa € 0COOEHO OYEBHIHO 3a
CTYICHTH OT CIIEMHAIHOCTH ,J3kycTBa M XymaHuTapHH Hayku* Hacrosmara pa3paboTka mpeasiara BB3MOXKHO
pemeHre Ha TO3W MpobieM Ha 6a3aTra HAa MHTETPUPAHETO Ha BHUPTYaTHHM CBETOBE B CHCTEMaTa Ha €JNEKTPOHHOTO
JMCTaHIIMOHHO oOyuenuwe. Karo mmardopma e nzbpan Second Life, koiTo mnpemocraBs MHOro Oe3IUIaTHH
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BB3MOXKHOCTH B Pa3sHOOOpasHH 0Opa30BaTeNHH KOHTEKCTH: MpEloJaBaTelInuTe ca 4YacT OT ydelaTa TIpyla;
YYaCTHUIIUTE Y9aT 3a¢JHO U eIWH OT JAPYT; TyBCTBO 3a 0OMIHOCT/aTMoc(epa; He3aBUCUMOCT Ha YIeOHHS MPOIeC OT
BPEMETO/IIPOCTPAHCTBOTO; OOMEH Ha WJIeH; COLMAJICH JKHBOT; MYJITHCEH30PHO B3aMMOJACHCTBHE; CaMOM3IPaXKIaHEe
Ha WICHTUYHOCT Ype3 aBaTap; Ch3/laBaHe Ha y4eOCH KOHTEKCT; JIECEH JOCTHII IO Pa3IniHU yueOHH pecypcu.
bazupan Ha mapaaurMara 3a COlMaHUS KOHCTPYKTHBU3BbM Ha JleB Burorcku, yueOuus nponec B SL e 6a3upan Ha
ydeHEe OT JpYyTHTE XOpa, upe3 JIPyruTe Xopa W 4pe3 B3aUMOJEHCTBHE Cchc cpenara (pusnyecka u conuanHa). Ha
O6azata Ha Ta3u mapagurma B SL ce peanmsupar penuna y4eOHM MOIXOJM: Yy4eHEe dYpe3 H3CIIeABaHe,
EKCIIEPUMEHTAIIHO y4YEHe, YUeHE Uupe3 ChbTPYAHUUECTBO M B3aMMOJICHCTBHE, aBTEHTUYHO YU€HE, YUCHE Ype3 POJICBH
Urpu u cumyiamuu, reiimudukanus. Camara npupoga Ha SL HachbpuaBa aBTEHTHYHOTO YY€HE, B KOETO CTY/EHTA
OBJIaAsBa HOBM 3HAHMS W aKTyaJH3Upa HATWYHUTE KaTO M3BBPINBA ACHCTBUA B OJIM3KA 0 peanHa NpodecHoHaTHA
cpena, 3a KOSTO ce OATOTBA U pelllaBa pearHu mpodiieMu oT chepara Ha ObaeniaTta Cu mpopecus.

JluncaTa Ha peayeH KOHTAKT M MPEMHHABAHETO KbM HAITBJIHO EEKTPOHHO AUCTAHLIMOHHO O0y4eHHe, IOPOJCHU OT
COVID-19 cp3mgaBar ICHXONOTHIECKH IPEAU3BUKATEIICTBA MIPE CTYICHTHTE W IPETOAaBaTeINTe, KOUTO MOTaT Jia
OBbIaT NPEoIOTICHH Ype3 HHTETPUPAHETO B yUeOHMS MpoLiec Ha BUPTYallHU CBETOBE. B Ta3u craTus e mpemioRum
MOZeN 3a WHTerpupane Ha SL B Kypc 3a €JIEeKTpOHHA IUCTAHIMOHHO OOy4eHHE 3a CTYACHTH OT XyMaHUTapHH
CHELUATHOCTH.

KunrouoBu qymu: connaneH KOHCTPYKTHBH3BM, BUPTYAIHU cBeToBe, Second Life, aBrentuuno ydyene

1. BBBEAEHHUE

Enunemusra or COVID-19 nmocraBu BuCHIETO 00pa3oBaHHME HpEA €AHO OT HAH-TOJEMHUTE NPEAM3BHKATEICTBA B
LsU1aTa My HCTOpHs. YUYEHETO B M3IPUIO €JIEKTPOHEH IUCTAHIMOHEH (opMaT Cbh3Jajie KakTO OpPraHHW3allMOHHU U
HOPMATHBHH IpELEACHTH, TaKa M TEXHOJOTHYHU TPyIHOCTH. IlociemHUTe ca CBBbpP3aHU KAKTO C HAJIMYHETO HA
KOMIIOTBPHA TEXHUKA B YHHBEPCHTETHUTE, TOCTATHYHO MOIIHH CHPBBPU M IPYTU XapAyepHH KOMIIOHEHTH, TaKa U C
HHUBOTO Ha ITUTHTAJIHU YMEHHUS CpeJl IPENoIaBaTeIIUTe M CTYJCHTHTE 3a paboTa BbB BUPTyaHa yueOHa cpea.
Bbrpeky, 4e Te3w TPYIHOCTH Osixa MPEOJOJCHH Ype3 MHBECTHUpPAHE Ha IOIBJIHUTEIHH CPEACTBAa B Xapiyep H
MOPE/IULIA OT ICKTPOHHU U CMECEHH O0YUYCHU 3a IPETOAaBaTeNld U CTYJICHTH, TO Bb3HUKHA ¢JHA TICUXOJIOTHYecKa
NpedYka: IMOBEYETO YYaCTHHUIM CHOAENAXa YCellaHe 3a ,M30Jauus’, ,JIMICBA HAa OTHOIIEHHS C KOJeruTe™,
,,eMOIIMOHANIHA cTyAeHuHa . To3u npobieM e 0COOCHO CepHo3eH IPU CTYISHTUTE, KOUTO M3y4aBaT XyMaHUTapHU
cneuuanHoctu. ToBa e Taka, 3alIOTO Te HAMAT OMHTA HAa KOJETHTE CH OT MPHUPOIO-MaTEeMaTH4YECKUTE MPOQUIIH,
KOHMTO MOPaJM ChIABPKAHUETO HA CBOETO O0yueHHE MMAT IOBEYE OIHUT BbB BUPTYAJIHOTO OOIIyBaHE M JAWUTUTAIHU
yMeHHs 3a yueHe u pabota. [pyr npobiieM Mpu CTYACHTHTE OT XyMaHUTApHHUTE CIELHAIHOCTH € HACOYEHOCTTa UM
KBbM OOIIyBaHE C JAPYTHM XOpa U OYaKBAHETO IO BpeMe Ha 00Y4YEeHHETO Ja NMPHI00MBAT M YCHBBPUICHCTBAT CBOSTA
KOMYHHKaTHBHOCT. B mMpuchCTBEHOTO 00yUeHHE TOBA CE MOCTUra 4pe3 Moperia OT TPSHUHIH, HO BbB opMaTa Ha
eNEKTPOHHOTO JMCTAHIMOHHO OOy4YeHHE TOBa HE € IOCTHXKHMMO. BB3MOXKHO pelleHHe Ha TO3H NpoOieM Hue
BIDK/IAaME B MHTETPUPAHETO HA BHPTYaJICH CBAT B CHCTEMara Ha EJIEKTPOHHOTO OOy4YEeHHE 3ae[JHO C W3IIOJI3BaHATa
cHCTeMa 3a eNIeKTPOHHO oOy4eHue. Ha 0asara Ha IMTepaTypHO NMpOy4YBaHE W HATPYIAHHS OIHT OT paboTaTa BHB
BuptyanHa yaeOHa cpenra MOODLE mpes netHus cemectsp Ha 2020 roauHa, HUE e CE€ ONMUATAME A3 MPEIIOKUM
TEOPETHYCH MOJIeNl Ha MHTErpalys Ha eJIeKTPOHHA yueOHa cpela ¢ BUPTyalieH cBAT. TO3M TeOpeTHYeH MOZEIN IUe
MIPUJIOKHUM TIpe3 3UMHHSI CEMECThP Ha TeKylaTa yueOHa rojuHa.

2. MPEAUMCTBA U HEJOCTATBHIUA HA BUPTYAJIHUSA CBAT SECOND LIFE
Second Life e onnaiin Buptyanen cBat, pazpaborted u npurexkasan ot Linden Lab. Craptupa Ha 23 ronu 2003 r.
(Wikipedia, 2019). TIpe3 2018 r. Second Life gocrura 68 munmona norpebutencku akayuta (Schultz, 2019). B
muoro orHommeHust Second Life e monoben Ha MacoBUTe MyITHIUICHBD OHJIAHH POJIEBH MIPH, HO He € urpa. Hsma
CLIeHapuil, HIMa ,,MHCHHU WIIH ,,lienn™. ToBa e colnaaHa CHMyanus, KOsATO € Ch3AafeHa OT MOTPEOUTEIUTE U TE ca
CBOOOJHH J1a B3aMMOJICHCTBAT ¢ BCEKU Oe3 yCTOHAaBeHH mpaBuiia. ToBa He € BB3AMOXKHO B MIpata, KbIETO Cpefiata e
npeABapuTeNHO AeUHMpaHa U TPpsAOBa Nja B3aMMOJEHCTBaTe C APYr morpedureln mo crnenuduyeH HayuH (6opoa,
U3rpaXkJaHe Ha KPEIOCTH, IPEOI0JsBAHe Ha IPYTH UIPAYM U T.H.), 3@ Ja JOCTHTHETe [PEABAPUTEIHO Ae(pUHUPAHU
OT Ch3IaTeNUTe Ha KOHKpeTHarta urpa uein. Second Life e cBat, koiito e ch3maneH oT cBoute norpedutenu. Mma
MIPOCTO CBOOOIHU MPOCTPAHCTBA (HApEUYEHN OCTPOBH) U MOTPEOUTEINTE MOTAT JIa Ch37aBaT CBOM COOCTBEHHU CTpaju
M eKCTepHOPHH MPOCTpaHCTBa Ha Te3u octpoBu. Second Life e ThproBckarta oprammsarms. Toit mma cobcTBeHA
Banmyta Linden Dollar (L $), upe3 xosito motpeburenure Ha miaTGopmara, HapeueHa ,, )KUTEIH, MOTaT Jia KyIyBatr
HMOTH, KbIIK, MeOEH, KOJIH, IpEXH 3a cBoMTe aBarapu u jap. Second Life maBa cBoGoma Ha BCekH MOTpEOUTEN Jaa
chb3llaBa W TpaHCPopMHpa aBarapa Cu 0e3 3aIbIDKHTENHO CHBIAJCHHE C peaiHa MOTPEOWTENICKa COIMAHA,
CeKCyalHa M pacoBa HIACHTHYHOCT. VmMa Ge3miaTHH (yHKIMH, HO MOBEYETO OT YCIYrWTe B IuIarpopmara ce
samtaniat ¢ Jluaged nonapu (L $). L $ e muaBany BamyTeH Kypc, HO OCTaBa OTHOCHTENHO CTaOWIICH, ThPryBaiku
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Mmexmy 240 u 270 L $ 3a 1 miarcku monap. Bernpeku ue paspieucHusnTa U GU3HECHT (IPoaax0a, MOKyNKa, HaeMaHe,
HaeMaHe) ca Haii-momyssspauTe TeHneHmun B Second Life, oGpasoBanueTo mpuchcTBa Ha MaTGopMara d MHOTO
VUHIIMIIA ¥ YHHBEPCUTETH MMAT KOIMs Ha PealHuTe cu crpaau B mwiatdopmara. Second Life e mpennasnayen 3a
xopa Ha 16 1 noBeue roJMHY, ¢ U3KJIt0UYeHHe Ha 13-15-roquirHu noTpeduTenn, KOUTo ca OrpaHUYeHH JI0 pailoHa Ha
Second Life na obpasosarennata unctutyuus (Wikipedia, 2019). KomyHukauusita Mexay aBaTapu H3TIeKIa
CTPaHHO 32 YHUBEPCUTETCKUTE MPENoJaBaTeld U CTYJCHTHTE OT TPaJHLMOHHATA cpelJa Ha BHCIIETO Y4eOHO
3aBejicHHe, HO TO3W THUIl €JIEKTPOHHO oOydyeHHe NpuaoOuBa MOMyJsIpHOCT. Bede ce u3mon3Ba B MenWIIMHATA,
apxuTekTypara, ¢pororpadusTa, HHTEPUOPHHUS JU3aliH, OHJIAH OW3Heca M MapKeTHHIa, reorpadusra, HICTOpHUATa U
HarocjeJbK B XyMaHUTapHUTE HAYKH U II0-KOHKPETHO B TI€JarOrn4eCKUTE CIICIIHATHOCTH.

3. MEJATOI'TYECKHN Bb3MOKHOCTH HA SECOND LIFE

Uscnenosarenure (Zgoda, 2019; Radford et al., 2019; Salmon et al., 2010; Meggs et al., 2011 u Vernon et al., 2019)

OTIpesieNsT chaeannTe npeanMcTaa Ha Second Life BbB Bucmero o6pasoBanue:

e IlpenopaBarenuTe ca 4acT OT rpymnara - HsiMa oQHUIMATHE TPAHUIM MEXKIy NpenojaBaTesn u cTyaeHTu. B SL
BCHYKM T€ Ca 4acT OT ydelara rpymna. ToBa HachbpyaBa YCEHIAHETO 3a OOIIHOCT, WICHCTBO B rpyma u
CaMOIIOMOIIl MEXAY CTYACHTUTE. Y YaCTHULMTE y4aT 3a€QHO U €IUH OT ApYT.

e UyrcTtBo 3a obmHocT/AT™MOCchepa - SL TpaHcdopmupa ydeOHHUsI mpoIlec OT JCKIHMsS OT MPErnoaaBaTesl KbM
u3cieaBaHe, ch3aaBane B SL Ha ,,apredakTH 3a KOHKpETHATa ydyeOHa TeMa C TPeroaaBarel Kato (pacuiauTaTop.
IMpumep 3a TakaBa yuyeOHa AEHHOCT € NMPOEKTHT Ha yHHBepcuTeTa B JlecThp, JemapTaMeHT IO apXeoJOTHs
(Salmon et al., 2010). BMecTo TpaauIOHHA JEKIHS 32 3aBUCHMHUS OT I10JIa JOCTHII 10 COLUAIHU IPOCTPAHCTBRA,
MPENoAaBaTeINTe MPOSKTUPAT CUMYJIMPAHH MOJIENU Ha 3acesiBaHe Ha apeBHU caamu B CeBepHa CKaHIUHABUS U
cumynupar ceno Kanaia, eTHUYeCKa rpymna OT INIaHWHUTE XWHAYKYII B CeBepo3anaaHara 4act Ha [lakucraH.
VYuaiure ¢ aBatapy OT Pa3iIMYeH MOJ M3CIEIBAT KaK Ce MPOMEHS JOCThIIA ChC 3aMsHATA HA MBXKKATA C JKCHCKA
HJICHTUYHOCT. ABaTapuTe Ha CTYACHTHUTE JKUBEAT B CEJIIOTO KATO OOIIHOCT M HAUCTHUHA ycemaT atmocdepara Ha
KOJICKTHBEH JKUBOT B ipeBHOCTTA. CTUBBH YOPOBPTHH MHUIIIE, Y€ YUACTUETO B 001IHOCTTA B SL € ,,HachpuaBaHe
Ha YYBCTBOTO 3a MPHHAISIKHOCT, KOETO € CBBP3aHO C IPyIH, CyOKynTypu u reorpadus™ (Warburton, 2009).

e HesaBucuMocT OoT BpemeTo/mpocTpaHcTBOTO - SL e mocrbiieH npe3 MHTepHET M He M3UCKBa crenuduyHu
TEXHUYECKH XapaKTEPUCTUKH 32 TOTPEOUTEICKUTE ycTpoiicTBa. ETO 3a10 HAaMCTHHA € HE3aBUCHM OT BPEMETO U
npoctpaHcTBOTO. Paszdupa ce, rpadukbT 3a cpemara Ha yyeOHarta rpyna e orpannyasant. Cnen yacosete SL He
3arBaps BpatuTe. OTBOPEH € IEHOHOIIHO. ToBa € 0co0eHO yI00HO 3a paboTelH CTYICHTH, KOUTO Ca 3a€TH Mpe3
paboTHUTE THU.

e TloarotoBka mpead OTTOBOP - TOYHO KakTo BBB BHpTyannure yuebum cpemu (MOODLE, Blackboard)
CTY/IEHTUTE MOTAT Jia MPOYETaT BBIIPOCa, Ja Mperiaenar yed pecypcH, 1a OOMHUCIST CBOETO MHEHHUE U ClIe]] TOBA
Jia OTTOBOPST HA BBIIPoca. ToBa € MHOTO IOJIE3HO 32 YYCHHUIIH, 32 KOMTO €3UKBHT Ha 00y4yeHue He e pojeH. [Ipu
TPAAUIHOHHOTO 00YUYEHHE TOBA HE € BH3MOXKHO M JUCKYCHUSITA HE € MHOTO POYKTHBHA.

e OOMeH Ha uJieH - B TPAJAUIMOHHATA KJIaCHA CTasl € TPY/IHO Ja Ce Yye IIachT Ha BCEKH YYaCTHHK B Kypca U TOBa
oTtHeMa MHOTO BpeMme. B SL koMyH#uKaI#sTa (TEKCTOBA UITK IJ1aCOBa) MMO3BOJISIBA TOBA. [ eHEPUPAHETO HA HJICH U
00OMEHBT Ha MHEHHS 32 TSX € JIECHO U BCEKH MOXE J]a y4acTBa M Jia C€ Bb3I0JI3Ba OT OOMSIHA Ha OITUT 33 CBOUTE
yueOHu 3anmaun. Kakto ka3za Mapraputa ap0 Banoa, ,He3ammcanute nymu otiautar. SL 3ammcBa BCSIKO
JelcTBHe (BKJIIOUUTENHO 4Yar) 3a Bceku mnorpebuten B 3D cBera. [lo TO3M HauMH € MHOTO JIECHO 3a
Npeno/iaBaTeINTe U 3a CTYACHTUTE Jia CJIe/IBaT JUCKYCUH U Jia C€ BPBIIAT B PA3JIMUHU HUIIKU HAa TE3U TUCKYCHH.
G. Salmon u J1p. KOMEHTHPAT Bb3MOKHOCTTA BCEKH MOTPEOUTEI Jia PaBU CHUMKHU Ha Pa3lInYHU ChOUTHS BHTpE
B cpenata Ha SL u ma ru cniozens ¢ yuebHara rpyma (Salmon et al., 2010).

e Coumanen uBOT - CONMANHUAT KIMMAaT M OTHOIICHUSTAa ca JKM3HEHOBAXXHM 32 BCSKA ydella OOIIHOCT.
CouunanHuAT KOMIIOHEHT HEM30€)XHO BiMsie BHPXY Y4YeOHMS ONHUT M pe3yiTaTUTe OT OOydYeHHMETO 3a Isara
rpymna M 3a Bcekd MHOMBHA. SL ce ch3naBa, ThH KaTO COIMAIHUTE MEAMU M COLMAIHHUAT acleKT € KIII0YOB 32
BCsIKa JISHHOCT B Ta3u 1uiatdopma. ,,ConnamrHuTe JeHCTBHS M COLMAIN3aliiTa CTUMYJIHpaT U3I0JI3BaHeTo Ha SL
U ce MOATbPKAT OT MHOKECTBO KOMYHUKAIIMOHHH KaHAJIM, BUIMMH NPOQHIN Ha aBaTapy M CI0XXHO M3rpajeHa
apxuTekTypa M o0exTH. COIMaTHOCTTa B CBETA € BUANMA B BPB3KUTE, KOUTO c€ 00pa3yBaT BBHB BHUPTYaTHHTE
00IIHOCTH U CYOKYJITYpUTE, KOWTO Ce pa3BUBaT B cBeTa ~ (Zgoda, 2019).

e MynTHCEH30PHO B3auMO/ieiicTBUE - SL € TpUU3MEpeH CBIT, KOWTO € OJIM30 10 Bh3NPUEMaHETO Ha PEaHUS CBSAT.
B nombiHeHue, ©Ma MHOTO 3BYIIM OT OOEKTH B SL: MOpCKHM MIETIOT, XbPBETA, MTUIMA WU Jp. 3a pa3jimKa OT
KOMyHUKaIwsTa B 2D TekcToBH BUpTyainHH yueOHHU cpenu B SL, moTpeOuTtenuTe B3anMoJICHCTBAT ¢ aBaTapuTe
Ha JPYTd CTYIAEHTH, KOUTO UMAT ,,JIUIE, ,,TA7I0" , ,, HeBepOalleH e3uKk’* 1 OJu3Ka 10 peasiHoCcTTa cpena. Tosa e
MHOT0 110-0J1M30 10 TpaJUIMOHHATa KOMYHHKAIIHS JIMIE B JIMIIE, OTKOJIIKOTO B3anuMmozeicTBusiTa BbB BYC.

355



KNOWLEDGE - International Journal
Vol.42.2

o CamomsrpaxnaHe Ha WIACHTUIHOCT - B SL moTpedurenurte / )KUTENHUTE ca MPEICTABEHHU C aBaTapy. ABaTapuTe He
ca 3aIbJDKUTENTHO MPWINYaAIny Ha xopa. Hampumep Te Morar ma ObAaT BaMIMpPH, aHTENH, )KUBOTHH WU JIOPH
poOOTH. ,,YHaCTHUIMTE MMAT ITBJICH KOHTPOJI HaJ aBaTapa, KOWTO TM npexacTasisiBa. C MpakTHKAaTa YOBEK MOXKE
OyKBaJIHO Jia MPOMEHS 110J1a, Bh3PacTTa, pacaTa, €THHYECKaTa IPUHAUIS)KHOCT Ha aBaTapa. B pesynraT Ha ToBa
YYacCTHHKBT MOXKE Jia Cbh3jaje OyKBajHa WMHTEpHpeTanus Ha cebe CH WM BMECTO TOBA Ja NpUEME CHBCEM
pasnuvHa BU3yallHa MICHTHYHOCT W mepcona. “ (Vernon et al., 2019). B To3u ciydait BcHYKHM ydeHHIH ca
PaBHOIIOCTaBEHH, 0e3 pas/eisiHe Bb3 OCHOBA Ha I10JI, paca, PEIUTUs WM APYTU KPUTEPHH.

e Cpb3aBaHe Ha KOHTEKCT - HAH-TPYIHO 32 TPAJIULMOHHUTE YHUBEPCUTETCKH 3aHATUS ¥ BUPTYaIHU Y4eOHU cpeau
€ Ch3/aBaHETO Ha OJM3BK /O PEATHOCTTa KOHTEKCT WJIM PEUIMCTUYHU poJeBH yueOHM urpu. SL naBa
MHCTPYMEHTapHyM 3a Ch3/1aBaHE Ha KOHTEKCT, KOWTO € OJU3BK 10 PEATHOCTTA U B KOHTO 00y4aeMHAT MOXKE Ja
BJI€3€ W Ja ONHTa PA3IMYHM ACHCTBUS U pelIeHus B Oe3omacHa cpena. TakbB IMPUMEp € M3yIaBaHETO Ha YA
e3uk (Hassan, 2016), HO e mpriIokuMa B MEIWIMHATA, apXUTEKTypaTa, GoTorpadusara, MHTCPHOPHUS AU3alH,
OHJaliH OW3HEca M MapKEeTHHTa, reorpadusra, HCTOPUATA W B IOCIEIHO BPEME U B MEJAarOrHYECKUTE
CHEIHATHOCTH.

e JleceH JOCTHII 10 pa3IHyYHHU ydeOHHU pecypcH - SL naBa BB3MOXKHOCT 3a ,,Ch34aBaHe™ Ha OJU3Ka IO pPEaTHOCTTa
yueOHa cpefia, KOsTO € MOAXO/sIIa 32 YUeHe, U MPEJCTaBs NpeIMeTeH MaTeprall 0 HHTEPAKTUBEH U BU3YaTHO
aTpaKTUBEH HauMH. BCeku CTYAEHT MOKe J1a TOJTy4YH JIOCTHII 10 Y4€OHOTO MPOCTPaHCTBO B SL che CBOS akayHT
OT BCAKO MACTO C MHTCPHET BpPB3Ka. SL NnoaabpiKa KaduBaHE€ Ha IOOMBJIHUTCIIHU yqe6H1/1 MaTe€puajlin Kato:
TEKCTOBH IOKYMEHTH, Npe3eHTalnH, (pUIMHU, XUIEpBPB3KH KbM BBHIIHU pecypceu 3a SL u np. B SL yuenununte
MOTarT Jia pa3riexaaT KOJeKIUH OT JoOKyMeHTH B 3-D Bupryanuu 6ubnuoreku (Gorini et al., 2008).

4. BB3AMOKHHU INEJAT'OI'MYECKH IOAXOAU B SECOND LIFE
VYuebnus npouec B Second Life e 6asupaH Ha mapamurmata 3a COLMANHHSA KOHCTPYKTUBH3BM Ha JleB Burorcku
(Hassan, 2016). YueOnus mpouec B SL e 06a3upaH Ha y4eHe OT IPYTHUTE XOpa, 4Ype3 IPYTrUTe Xopa W dUpe3
B3aMMOJICHCTBHE ChC cpeaara ((pu3muecka u connanHa). B ycinoBusata, kouto Hagara COVID-19 ta3u mapamurma e
TpyZIHA 3a peaM3UpaHe B CTaHJAPTHUTE BUPTyalTHH ydueOHM cpenu. OT Ipyra cTpaHa ce 3acHiIBa yCCIaHETO 3a
H30JIAIMsl U CTyJIEHHHA B CTaHJApTHA €JIEKTPOHHA yueOHa cpena. B To3u ciydait Ha 6a3ata Ha M3ClelBaHUATA U
HU3BOAMUTE OT TIX, KOUTO Ofxa MpPEJCTaBeHH B IpEeAMIIHATA TOYKA MOXE Ja Ce IMPEUIOKH HHTETPUpPaHETO Ha
BUpTyaJleH CBAT. Makap M wWilo30pHa, Onu3octra Ha aBatapute B 3D cBera Ha SlLpuaBa BB3MOXHOCT 3a
peanu3upaHeTo Ha ONMCaHMUA OT BUTOTCKH connaneH KOHCTPYKTHBH3BM.
Ha ©Oazara Ha Tasu mnapamurma B SL ce peamusupar peauua yd4eOHM MOJOXOJM: YUeHE 4Ype3 H3clie/iBaHe,
eKCIEPUMEHTAIHO YUCHE, yUeHe Upe3 ChbTPYIHUIECTBO U B3aUMO/ICIICTBHE, aBTEHTUYHO YUEHE, yUeHE Upe3 pPoJIeBU
urpu u cumynamun (Farley, 2014). Camara npupona Ha SL HackpyaBa aBTCHTHYHOTO YY€HE, B KOCTO CTYACHTA
OBIIaJIIBa HOBU 3HAHMS M aKTyaJIM3Mpa HAIMYHUTE KaTO M3BBPIIBA ACHCTBUS B OJM3Ka 10 peanHa mpodecrHoHatHa
cpena, 3a KOSITO ce MOATOTBS 1 pelliaBa pealHu npodsieMn oT cepaTa Ha Obaemara cu npodecus.
VYdeHeTo upe3 u3cienBaHe KakTo mocouyBa M Ridvan Ata (Ata, 2016) e TpymHO W TOHSAKOTa IOPH OIACHO 3a
OpraHM3WpaHe, peaIn3upaHe U OIEHSABAHE, TO BCHUYKH TE3H JICHHOCTH MOTaT Jia ce M3BBPIIBAT JICCHO B Oe30macHara
cpena Ha Second Life. Bupryainust cBAT JaBa BB3MOKHOCT M 3a ,,IBTYBaHE J0 BCSKA TOYKA W IO TO3M HAYHMH
3ar03HaBaHe C Pa3IMuHU OOIIHOCTHU, KYJITYPU M pa3BUBaHE HA YMEHHS 3a MHTEPKYJITYpHA KoMyHHKanus. ChbIOTO
ce OTHacd W 0 eKCIepUMEHTaTHOTo yueHe. IIpu mpupomo-mareMaTHYecKHTE HayKd € JIECHO Ja Ce M3BBPIIBAT
eKCIEPUMEHTH B JIaOOPaTOpHsl, HO PEaTU3UpPaHETO Ha COIMANHM EKCIEPUMEHTH B DPEaNHUS CBIT € CEePHO3HO
npeAn3BUKaTeICTBO. B Oe3omacHus cBAT Ha SL cTyneHTHTE MOraT Jia M3BBPLIBAT TaKWBA CKCIIEPUMEHTH, CKPUTH
3a]] aBaTap M YJIECHEHH OT KyJITypara Ha OTBOPEHOCT U PABHOIIOCTABEHOCT BHB BUPTYAJIHHUS CBAT.
VYueHeTo upe3 B3aMMOJICHCTBHE M CHTPYIHHYECTBO ChIIO € yiaecHeHo B SL. [lo-rope Oeme onucaHo chbBMECTHOTO
CBXKUTENICTBO HAa CTYJCHTH B JpeBHO ceno B Second Life u ydeHeTo upe3 ChTPYAHHYECTBO M B3aMMOJCHCTBHE U
Ch3/IaBaHETO Ha ycemaHeTo 3a obmHocT. [Tonoben ekcnepument onmcsa u apyr asrop (Farley, 2014). IIpu nero B
Second Life ce cb3aaBat HAKOJIKO KOMHUsI HA XpaMOBE Ha OCHOBHHUTE CBETOBHHM pesiuruu. [IpeaBuneHa e crpaia u 3a
arerctu. CTyIeHTUTE B Kypca ca pa3jelieHH Ha HIKOJIKO rpynu. Beska rpyna nosrydaBa 3ajada /1a IOCETH €IUH OT
XpaMOBETE KaTo CJIE/l TOBAa BBTPE B IpyrnaTa Jia ce 00CHhIM KaKBO IPEJICTABIISABA Ta3H PEJIMTUS U KaKBU ca HEWHHUTE
OCHOBHM BfApBaHHA. KaTo JOIBIHHWTENHO MPEOU3BHUKATENICTBO CTYACHTHTE (KOTAaTO C€ pa3JeNiT IO TPYIH) ca
3aIBJDKEHH J1a M30epart XpaM Ha Peurus, KosSTo Te He m3noBaaBatr. Cien KaTo o0CHAAT 10 TPYIH KaKBO Ca OTKPHIH
u ,apexuBsin B xpamosere B Second Life crymenTtute, BCSKa Tpyma TpeicTaBs ChBMECTHA MPE3CHTANUS HA
KOHKpPETHATa PeNuThs Mpell OCTaHAJIUTE CTYIEHTH OT Kypca. Taka OCBEH NMO3HAHHS 10 UCTOPHUS HA PEIUTHUTE H
TSXHOTO Pa3BHTHE IPE3 BEKOBETE, CTYACHTHUTE pa3BHBAT CBOSTA TOJEPAHTHOCT KbM BSPBAHUITA HA JPYTUTE U
TAXHATA PENUTHO3HA IPUHAJICKHOCT.
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PoneBure urpu u cumysaruute B Second Life qaBat Bb3MOKHOCTH, KOMTO Ca HEIOCTBIIHH 38 CHIINS HHTEPAKTUBEH
METOJ B peanHa cpena. B TpagunmoHHaTa mprCchcTBEHA (popMa Ha 0OyUCHHE yYaCTHHIUTE Ca B YHHBEPCHUTETCKATa
3aJa WM ayAauTopums, oOJiedeHH ca B €XEIHEBHH JOpexu. llsmara pomeBa wrpa € camMo CbhC cHiIaTra Ha
BbhoOpakennero. Ot apyra crpana B Second Life mosxxe na ce cb3aaze uaeaneH TpPUU3MEPEH ,,IEKOP™, a CTYACHTHTE
Morar Jia ce€ MacKupaT KaTo aBaTapH, KOMTO Jla OTrOBapsAT Ha NMPHCBOEHHUTE MM OT IpenojaBaTelst poiau. Torasa
poJjieBaTa Mrpa CTaBa MHOTO PEIMCTHYHA U C MAJIKO TBOPYECKHU ITOJXOJ MOXKe Ja ObJie MaKCHUMalHO MPUOJIKEeHa
10 peanHata npodecroHantHa obcraHoBka. Kakro Beue Oelie MoCOYCHO yYacTHHLIUTE MOTaT Ja CMEHST BCHUKH
XapaKTepUCTUKU HA aBaTapuTe CU M Taka Ja W3NBJIHABAT Pa3jIMuHU POJIM M Ja OBJAJABAT PA3IMYHU 3HAHUI U
YMEHHS 4pe3 MPaBEHETO UM, a HE CaMO 4pe3 MPEACTaBIHETO UM B TOBOPUM HIIM IIMCMEH TEKCT.

5. MOJEJI 3A UHTET'PUPAHE HA SECOND LIFE B YHUBEPCUTETCKHU KYPC
Ha 0azara Ha HampaBeHUs Iperie] Ha NMyOJjuKanuure B 00JacTTa Ha MHTEIPUPAHETO HA BHUPTYaJIHU CBETOBE B
cdepaTa Ha BUCIIETO 0Opa30OBaHHE W HAOTIOZABAaHUTE HArJacH Ha CTYJCHTHTE OT IEAAarOTHYeCKH CIICIMaHOCTH
KBM TIPHCHCTBEHO OOyUEHHE M HYXKJaTa OT peajHa KOMYHHKanus (WIIH MTOHE HeWH ONM3BK aHajor) Oe pazpaboreH
Mmojen 3a uaterpupane Ha MOODLE u Second Life B u3msiio AucTaHIIOHEH €IEKTPOHEH KYPC.

@uzypa 1. Iledazozuuecku Moden HA GUPMYATIEH CAM 6 UYANO OUCHAHYUOHEH eICKMPOHEH YuedeH Kype

A

Pednekcun
BbPXY
BnusaHe Ha npexueaHaTa
CTYAEHTUTE B KOMYHMKaUMA n
MpoBexaaHe Ha Second Life ¢ oBlagAHUTe
Nlekummn B nomoLuTa Ha YMEHMA BbB
CTyneHTuTE Ce peanHo Bpeme. npenogasartens. dopym B
3ano3HagaT ¢ MpeacraBaHe Ha M3nbaHABaHe MOODLE
M3npalaHe Ha nybaunkyBaHuTe 3afayarta un Ha
BUAEO- yuebHu pasgensaHe Ha Bb3/IOXKEHUTE
WMHCTPYKLMMK MaTepuanu B CTyAEeHTUTE No KOMYHUKaTUBHU
KbM CTyAeHTUTE MOODLE rpynu 3a4auun
33 B/IM3aHe B
MOODLE

[peanaranus Mojen npejajara Bb3MOXXHOCT 32 BbBEXK/aHE Ha CTYJEHTUTE MOETAIHO B OOy4YEHHE B €JIEKTPOHEH
kypc. ToBa cromara 3a M30SrBaHETO Ha TEXHOCTpECca, OOBPKBAHETO IPU CONBCHKA C HEMO3HATH TEXHOJIOTHH U
BB3MOXKHO ()OPMHUpPaHE Ha HETATHBHO OTHOILIEHHE KbM Ta3u (opma Ha oOydyeHue. M3BBH cTaHIapTHUTE ACHHOCTH
BbB BUPTyaJHa ydeOHa cpejia ce WHTerpupa cBoeoOpaseH ,,npakTukym™ B Second Life. OmuTsT oT mpakTukyma e
00ekT Ha aBTopediexcus n pedieKcus, KOeTo ImoMara IpeKHBEHHUs OT CTYACHTHTE OITUT BbB BUPTYATHHS CBAT Ja
Ob/le KOHIENTYAIN3UpaH B 3HaHUA W OCH3HAT Karo Mpuaoomutn ymeHus. Camarta WHTErpanusl Ha TO3M BUPTyalleH
CBAT J100aBsS COLMAJICH KOMIIOHEHT KbM YYEHETO, peaJHO a()eKTHBHO NPEXHBSIBAHE HAa IPUIOOUTHS OIUT
(aHT@)XKMpaHe Ha eMOIMOHAJIHATa KOMIIOHEHTA) U HaMaJlsiBaHEe Ha YCEIIaHEeTO 3a MU30Jallusl U CTy/ICHHHA, TIOPOJICHU
OT eJIeKTpOHHAaTa JHUCTaHIMOHHA (opma Ha oOyueHue. OCBEH pa3BUTHE Ha yMEHMATa 3a NpodecroHAIHA
KOMYHHKAIUA HAa CTYACHTUTEC OT XyYMAaHUTApHU CHECIUAIIHOCTH, MOJICJI CliIOMara 1 3a MOBHUINABaAHC HA YMCHHATA UM
3a paboTa n y4eHe B JTUTHTAJIHA cpefia. B mporeca Ha yueHe W HM3ITBJIHEHHE Ha 3aJaddTe T€ OBIAasBaT padoTa C
pasznuaHA COPTYEPHH MIATPOPMH U Ce 3all03HABAT C TAXHATA PYHKIIMOHATHOCT.

6. SAKJIIOYEHUE
OO0Opa3oBaHHETO € W3NPABEHO TMpe] CEepHo3Ha TPOMsHA. HoOBUTE peamHOCTH, KOUTO Ca OYEpPTaHH OT
SMHIEMUOJIOTHYHATA OOCTAHOBKA BCE IO-YECT HaJlara M3IOJI3BAaHETO HAa CJICKTPOHHA IHCTaHIIMOHHA (Qopma Ha
oOyuenne. ToBa OT egHa CTpaHa IMOCTaBs CTYACHTHUTE W IPEIOAaBATEIIUTE Mpel HyXIaTa Ja W3ydaBaT HOBH
TEXHOJIOTUM W Tpel HOB THUI YYEOHUM CUTyalldl, a OT JApyra TH IIOCTaBIAT B Cpela, JIAIICHAa OT COIMaHa
KOMYHHKAIUSI M peaieH KOHTaKT. BB3MOKHOCT 3a MpeoIoyisiBaHe Ha TO3W MPOOJIeM MHTETPUPAHETO HAa BHPTYaleH
CBAT KaTO JOMBJIHEHNE KbM CTaHIAApTHATA eNEKTPOHHA yueOHa cpena. Toil ch3mgaBa Oim3Ka 0 peaTHOCTTa WITIO3HS,
KOSITO aHTXKHpa CTYyACHTUTE aQEeKTHBHO KAaTO B CHIIOTO BpeMe YAOBIETBOPSBAa MOTPEOHOCTTa UM OT KOHTAKT C
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TEXHHTE BPBCTHHLM U C IIPerofaBaTesss. BUpTyanHUTE CBETOBE aBaT BH3MOXHOCT 33 POJIEBH MI'PH M CUMYJIALUH,
KOWTO B I'OJIIMa CTEIICH BB3IPOM3BEKIAT peasHarta mpodecnoHaiHa 00CTaHOBKA, B KOSTO €IUH ACH CTYICHTUTE e
pabotsar. IlpunobutuTe TO BpemMe Ha MOJOOHO OOy4YeHHE MEXIYIMYHOCTHH W IUTUTAIHA YMEHUS NpaBAT
CTY/ICHTHUTE KOHKYPEHTOCIIOCOOHH Ha 1a3apa Ha Tpy/ja.
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